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The Urbz™: Sims in the City™ isn’t a game you win or lose or even play in a certain way. It’s a game of rewards and tasks,
any of which you’re free to ignore (though there is often a price for doing that). There is, of course, a definite structure to the
game, and it must be roughly followed. Grasping this structure at the outset goes a long way toward speeding your Urb up

the social ladder.

How elegantly and skillfully you perform these tasks and expand your Urb’s influence in the world is an entirely individual
matter, but one that a bit of inside information can make a lot more fun and rewarding. That’s what we’re here for.

This guide reveals the structure and techniques requires to squeeze the most out of The Urbz™: Sims in the City™. It, too, .
has a structure, and understanding it helps you find what you need quickly.
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Game Structure: This section provides an overview of how all the game’s elements
interlock and unlock. Use it as a starting point for anything you want to know.

The XAM: Learn how to use your Urb’s best friend, your handy XAM.

Clothing: What you wear is, to a large extent, who you are in The Urbz™: Sims in
the City™. Learn how clothing helps your Urb perform socially and what else it can
do for you.

Reputation & Social Interaction: This section describes the elaborate Reputation
system that unlocks most of the game’s rewards, and helps you know what to
expect and when to expect it. It also covers the myriad social interactions that are
your Urb’s tools and discusses other factors that impact your Urb’s social life.

Objects: All game objects, their cost, where to get them, and what they can do for
your Urb are covered in depth and in tables (for quick reference).

Mood & Needs: What are your Urb’s needs and how do you keep them satisfied
(thus keeping your Urb’s mood positive)? This section explains it all.

Skills, Jobs & Moneymaking: Get the lowdown on what your Urb needs to learn
and do to finance the life of the social royalty.

Subculture & Districts: You can begin in any district. This section provides every
detail you could possibly need for all nine districts and subcultures. Much of this
information is cross-referenced with more extensive information in the “Social
Interaction” and “Urbz” sections.

Urbz: Profiles of every other Urb in the city, including those in the service sector.
Find out what rewards each Urb holds, the roles they play in secret missions, and
where to find them in the city.

Multiple Urbz & Two-Player Mode: Learn how to play the game with another
human player, with multiple Urbz of your creation, and more.

Special Features: Discover the exclusive extras for each of the three game
platforms.
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Game Basics: This section explains how the game is structured and the intri-

cacies of all its major systems.

Urbz: Learn about all the Urbz in Miniopolis and how to hit it off with them.

Needs: Find out how to keep your Urb happy and functional.

Relationships & Reputation: Navigate the hazardous waters of Rep groups and

social interactions.

Money & Skills: Learn how to earn your keep by honing skill, working at jobs,

and picking up cash in other ways.

Objects: Discover all the objects, how they work in general, and how they can

make your Urb’s life easier.
Mission Walkthroughs: Complete walkthroughs of all five missions.

Cheats & Secrets: What does the game hide? Find out here.

DS Exclusives: Take a look at what DS players get that nobody else does.
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. Wearing clothing that matches the district you are in is a big help.
Urbz react to certain pieces of clothing more than others, specifi-
cally shirts, pants, shoes, hair/hats, and glasses.

Some social moves work better at the start of a relationship and
some work better when you know the other Urb better. Use Ice
Breakers when you first meet Urbz. Use Friendly or Romantic
moves when you want to boost your relationships higher and faster.
Urbz give you clues if you network with them. Try Talk or Gossip
interactions to see what is up in the city.

Lonely in your new apartment? Open your XAM and call your friend.

A party is just a phone call away.

If you don’t have a good apartment, invited Urbz will leave. Buy lots
of plants and art to make it feel good. Buy a stereo and fridge so
people can dance and eat. Toilets always make a big “splash” after
a party, too.

. Jobs provide steady income, but why not take a chance on some
easy money? Try your luck in the casino at South Side Bridge or
win money beating other Urbz at arm wrestling, in the fight cage, or
at the robot battle or drag race. Best mood wins!

If you are in a good mood when you hit the performance stage at
Cozmo Street, you can earn some good tips.

8.

10.

11.

12

13.

14.

15.
16.

Are your needs unmet and your mood low? Check your inventory
for objects you can use right at the start of the game, like a shower,
a toilet, and a couch. Buy better stuff in stores at cash registers to
master the mood game. More expensive objects satisfy your mood
better.

Use the Dumpster to Dumpster dive for power socials. You might
find something useful or just get really dirty.

When you get to a new district, always buy clothes to match the
Urbz that live there. It is easier to gain high Rep that way!

Don’t socialize when you are in a bad mood. Urbz can pick up on
your bad vibes and it’s harder to socialize with them.

When you first meet an Urb, check your XAM’s relationship panel
and read about them. You can learn if they teach you special social
moves or have secret missions for you.

Before you start a job, get in a really good mood. It is easier to get
promoted and win jobs if you are in a good mood.

If you find you can’t fill up some needs in a district, go shopping!
Each district has some special objects for sale that are better than
what is on the lots to start with.

Don’t pee in public or sleep on the street. The cops will fine you.
Always try to get enough Rep so you can get access to the VIP
rooms. VIP rooms have the best objects in the game.
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GAME SHAGRIRG

( The Urbz™: Sims in the City™ is a deep and elaborate game but is structured

SO you may enter at any point to launch your Urb’s journey.

Understanding this structure, which is not visible anywhere in the game itself,
is critical to playing effectively and efficiently.

This section explains how the game unfolds and the nature of its goals and
objectives. Want to know what effect your actions will have or how to achieve a
specific goal? This general discussion helps you in any situation. Later sections
provide answers in excruciating detail.
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What Are Subcultures?

A subculture is a group of
Urbz with several things in
common, like district, person-

ality, clothing style, music, and
preferred social interactions. To
learn more about the nine
subcultures, see “Subcultures
and Districts.”

The Subculture Wheel repre-
sents the interrelations of every
subculture in the city.

The city is populated by nine subcultures, each identified by its home district.
Each subculture considers two other subculture — the ones on either side of it
on the wheel — to be friends. These affinities are shown with green arrows
around the outside of the wheel.

Conversely, each subculture considers two other subcultures to be enemies.
Antagonists are three slots apart on the wheel in either direction and are shown
by red arrows running in triangles across the inside of the wheel. Notably, both
of a subculture’s enemies are also each other’s enemies.

The subway
map shows
the physical
locations of
all nine

subcultures.

Don’t confuse the Subculture Wheel with the in-
game transit map. The geographical location of
each subculture has nothing to do with its position
on the wheel. When this guide refers to the “next
subculture” or the “next plus one” subculture, it’s
referring to the wheel, not the in-game map.

A common
mode of dress
is the most
obvious link
between
members of a
subculture.

To illustrate: the members of the Foundry like the
members of Kicktail Park and Neon East. They dislike
Urbz from Gasoline Row and Diamond Heights (who also
hate each other).




The first district
to be unlocked
depends on
where you
choose to
begin the
game. Districts
unlock in order
from that point.

In addition to illustrating the interrelations between
subcultures, the wheel also guides the progress of the
game’s myriad of unlockable rewards. For example, you
begin in a subculture of your choosing. As your Urb gains
reputation, the VIP room in the current district is
unlocked. Later, the next district on the wheel unlocks.
Which district this is, however, depends on where you
began. Likewise, social interactions unlocked in each
district largely belong to that district and the next three
districts clockwise around the wheel.

The highest-powered
2 subculture socials are
earned by working jobs
- at Levels 2 and 3. You

" usually won't get your

. starting district’s Mean
and Romantic interac-
tions until you’ve worked
in all nine districts.

Thus, to collect all unlockable social interactions, you
must visit, work at all three job levels, and socialize in
each of the nine districts. The only way to do this is to
achieve a Rep score of 300, which gets your Urb access
to all nine districts. Social interactions unlocked by job
achievements and socializing must be individually
unlocked, but this is only possible once the entire city is
fully accessible.

When determining what socials to do and to which
subcultures various unlockables relate to, either consult
the wheel or look to the explicit explanations in later
sections of this guide.

You see this symbol
whenever you unlock
a social interaction.

Each subculture has a slate of five social interactions that
its members love best. In more mechanical terms, socials
specifically identified with a subculture have a higher
probability of acceptance and a larger relationship score
payoff.

Kicktail Park
denizens love the
Skater Trick inter-
action, and those
from Neon East
and Central Station
enjoy it. It’s risky
on anyone else,
though.

Likewise, a social interaction favored by one
subculture is appreciated (though not as much) by
its friendly subcultures (the ones on either side on
the wheel). It’s disliked by all others.

URLIGRABLES

Much of the gameplay involves unlocking various
rewards. These rewards come in several shapes
and sizes.

[ Each subculture has its own:

Unlocked by playing the Level 1 job in the
previous district.

Unlocked by playing the Level 2 job in
previous +1 district.

Unlocked by playing the Level 3 job in the
previous +2 district.

Unlocked by befriending a specific Urb of
the subculture.

Unlocked by befriending a specific Urb of
the subculture (can fall into any of the other
categories).
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( For example, for Central Station Urbz: )
Unlocked by playing the Level 1 job in e ML | i The VIP rooms
Gasoline Row. =S e SR W : oo o contain extremely
Unlocked by playing the Level 2 job in 3 | Wl powerful motive-
Skyline Beach. fE fulfilling objects and
Unlocked by playing the Level 3 job in ~ J i ol o play host to
South Side Bridge. r ! Darius’s roaming
Unlocked by befriending a specific Urb in - late-night parties.

Central Station.
Unlocked by befriending a specific Urb in
Central Station.

& The desti-
cl s r nation menu Unlocking VIP rooms is particularly important

L on the district because of what it gives you access to. Getting
exit shows permission to walk by the burly doorman earns you
only unlocked a new ringtone for your XAM, and the ability to
locations. acquire Power Social objects from Darius at the
district’s midnight parties (held each night).

Districts and their VIP rooms are inaccessible until your
T Urb accumulates enough Rep to be allowed in. Both
destinations unlock in order around the Subculture Wheel,
going clockwise from your Urb’s starting subculture:

Objects for developing each of the
game’s three skills (Physical,
Artistic, and Mental) are unlocked
by reaching certain Rep thresholds.
Once the skill objects are
unlocked, even higher Rep scores
win upgrades for each object
(allowing attainment of higher skill
This icon appears when This one signifies a new levels).
you’ve unlocked a new VIP room.
district.

This icon appears when you earn
a skill object or upgrade.

District Rep Number Rep Number to
to Unlock Unlock VIP Room

— _ 10 Skill objects can be placed in
a district or in your Urb’s
Distict+1 20 3
home. You can even carry
‘District+2 40 55 - -
them in your inventory and
_ 65 90 lace them when needed
‘District+4 100 125 a '
‘District +5 140 170
‘District+6 185 220
‘District+7 240 280
. | \tiets8 ) (300 340
AN y,



25
45
70
75
110
150
200
225
320

your home is
your castle.

The city features three apartments for your Urb to call
home. It’s here that you receive visitors and put objects
that you’ve purchased to satisfy needs and build skills.

This icon
represents a
newly
unlocked
apartment.

Winning the third of these, Darius’s penthouse, also
gains you an invaluable built-in object that literally prints
simoleons.

The first two apartments are unlocked by achieving
Rep score thresholds. The first apartment is acquired at
Rep 2 (automatically earned at the start of the game) and
the second at Rep 80.

Darius’s penthouse is unlocked not by Rep score, but
by collecting all nine pieces (one per district) of Darius’s
secret machine. It is earned by doing Power Socials on
the district’s villain (see below).

Each apartment can hold more objects than its prede-
cessor and each unlocks a different pet.

Most (though not all)

from other districts.
-

districts feature an Urb who assigns a secret mission to be

completed in other districts.

Find the right Urb
and develop a
friendship-level
relationship and he
gives you a little task.

Most districts also contain one or two Urbz who are the targets of quests

In some cases, the targets of a quest aren’t other Urbz, but objects in

a district.

Genghis Lincoln Sara Tonin (Neon East), Polo
(Cozmo Street), Diva Roma

(Diamond Heights)

Taboo Barbette Couture (Diamond
Heights) or Cash Monet
(Diamond Heights)

Cash Monet S.A. Loco (Skyline Beach),
Sharky Splitz (Gasoline Row),
Babs Margarita (South Side
Bridge)

Roxanna String Bean (Kicktail Park),

Hardplace Loop D Loop (Neon East)

None -

Rolanda Skye Graffiti Walls in Central Station,
Skyline Beach, Kicktail Park

None -

Toots Sweet Neo Flange (Foundry), Fergie
(Cozmo Street), Ally Stile
(Kicktail Park)

Kidd Chaos (Central Station),
Jet Rockit (Gasoline Row),

Professor Chewy (Neon East)

Luke Laruffle




Unlocking things in the game also frees new options for
your XAM’s appearance and alert sounds. Both can be
found in the XAM under “Customize.”

Alternative
XAM skins
become
available as
you complete
assigned
quests.

e XAM Skins: Completing a quest unlocks a XAM skin
tied to the district that assigned it.

¢ XAM Ringtones: Whenever a VIP room is unlocked (see
above), a ringtone tied to the VIP room’s district is also
unlocked.

Pets provide a
nice source of
Fun around
the house.

he three apartments feature a special goal that unlocks
each of the three pets. In each case, the apartment must
be equipped with objects with a fixed value in simoleons.

These icons
mark the
goals for
earning a pet

with each
apartment.

98th Avenue, §750 worth of objects unlocks
Third Floor: the bulldog.
Blankwood Towers:  §3,000 worth of objects

unlocks the cat.
§5,000 worth of objects
unlocks the monkey.

Darius’s Penthouse:

-

Reputation Objects are decorative objects that display a picture of either Darius
or, as they gain Rep, your Urb. These can be, for example, posters, billboards,
or even blimps.

Whenever your Urb enters a District, every Reputation Object that’s been
unlocked will display either the Urb’s image in his most recent “style” or, if you
happen to use a PlayStation 2 and an EyeToy™ USB camera, any image you
take, design, and designate.

The PlayStation 2 version of the game allows this extra level of customization,
putting your face (or whatever you choose to shoot with your EyeToy™) into the
game. Take a snapshot, customize it with the built-in controls, and this image
will instead appear around the city as your Urb’s Rep swells.

This icon appears
when your Urb (or
your EyeToy™
picture) appears in
a new kind of
Reputation Object.

The image first appears on the smaller signs, and progresses gradually with
each unlock to gigantic billboards and beyond. It also pops up as a T-shirt decal
on other Urbz’ chests or for purchase in all District stores.

The Reputation decal for t-shirts is initially Darius but eventually switches

to your Urb. It's important to realize that wearing a shirt with this decal is
neutral as to your shirt’s subculture identification; you won’t get the large
boost in social interaction acceptance that a subculuture-specific decal
would give.

Unlocked

Objects
at Rep Score

Tier 1 30 Opticluster Wall Poster (Skyline Beach, Kicktail Park,
Neon East)

Tier2 85 Subway kiosk (Central Station), Opticluster Promotional
Sign (Gasoline Row, Cozmo Street), BIDNESS Sign
(Kicktail Park), Celebrity Photo Collection (Cozmo Street)

Tier3 160 Neon East Kiosk, Graffiti Wall (everywhere), Large Poster
Ad (Diamond Heights, South Side Bridge), Video Veil
Installation (Foundry)

Tier4 270 Opticluster TriPortrait Frame (Foundry, South Side
Bridge), Sponsor Billboard 1 (Kicktail Park)

Tier5 370 Sponsor Billboard 2 (Neon East), Jumbotron (Kicktail

Park), Regular Billboard (Skyline Beach, Cozmo Street),
Bus Stop Poster (Kicktail Park), Blimp (Diamond Heig
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Once your Urb achieves Rep 10, VIP rooms in the city
host parties from midnight to 3 a.m. In attendance is the

city’s most powerful figure: Darius.

Make sure you
can get into the
VIP room
before the party
starts so you
never miss a
chance to
touch base with

These shindigs occur shortly after midnight and draw
every Urb on the lot to the VIP room. Will your Urb be one
of them? To make the scene, your Urb must have enough
Rep to unlock the VIP room, be dressed in the district’s
style (only if it’s her first visit to the room), and be in a
good mood.

After Darius arrives, enter the VIP room. He promptly
presents your Urb with one of the district’s signature
Power Social objects. You may receive only one district
Power Social object from Darius each day.

There are two other sources for Power Social objects:
¢ When a secret mission involves doing a Power Social,
the Urb assigning the mission gives you enough
objects to complete the mission.
e Dumpster diving can occasionally yield a Power Social
object, but your Urb’s Hygiene suffers for it.

Defeating
each district’s
villain is a
matter of
successfully
using the
district’s
Power Social.

To complete the villain goal in each district, you must make it to the VIP room
at least once to get the district’s Power Social.

Before the party, your Urb receives three XAM messages from Darius
reminding you of what is required to get into the VIP room.

DARWGS f
SNOREE MA G&HNZ

@ Defeat the villain in all nine districts and you unlock the swankiest apartment in
the city: Darius’s penthouse.

5.n||!r Row. - A0 MM Rk - th__.' ' The parts of Darius’s
secret machine don’t
appear in your
inventory but rather
as satisfied goals in L
each of the nine

districts. -

5

A villain appears in every district around 1 p.m. every day once your Urb -
achieves (and maintains) Rep 25. They move around the lot and shake down
any Urb they encounter (including you).

To stop the muggings and earn the piece of Darius’s secret machine, perform
the district’s Power Social on the villain. The villain vows never to return and the
secret machine goal is checked off in the Goals screen.

Many, but not all, of these objects can be
purchased from stores and added to your Urb’s
apartments.
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The villain tears through the
district, extracting money from
anyone he meets.

Darius’s secret machine is a
unique object in his penthouse that
prints simoleons. With a sufficiently
high Mood score (-30 or higher),
your Urb can use the machine to
crank out simoleons (in §500 incre-
ments) for as long as you interact
with it.

The secret machine is actually a
very handy counterfeiting machine
that provides a bottomless supply
of simoleans.

The machine functions like a skill
object, accelerating with fast and
constant button-mashing. The
faster you press the button, the
faster money will be produced.

With this tool in your home, your
Urb doesn’t need to work jobs to
earn cash, but still may need to do
jobs to unlock socials.

PRIMA OFFICIAL GAME GUIDE
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Each district or apartment features goals (about 12 each for the districts and one for apartments).
Several kinds of goals appear in each district’s Goals screen (via the XAM):

\.

~
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District: Unlock the next
district on the Subculture
Wheel. Because district
unlocks are tied to Rep
score rather than district,
you can complete these
goals before setting foot in
the district.

Darius’s Secret Machine
Goals: Checked off as each
district’s villain is banished.

~

VIP Room: Unlock the
district’s VIP room. Because
district unlocks are tied to
Rep score rather than
district, you can complete
these goals before setting
foot in the district.

Social Interactions: Unlock
the specified social inter-
action by either befriending
a specific Urb or success-
fully working the jobs at
each of three levels. The
job-related unlocks are
actually unlocked in jobs
from other districts.

Job: Successfully complete
a shift on the district’s job
at each of the three levels.

Secret Mission Targets
(see below): Any secret
mission task that can be
performed in the district
appears on the Goals
screen along with an icon
representing the mission.

A %

Pet: Pet goals require you
to furnish an apartment
with objects having a fixed
value in simoleons.

SECRET HMISSIOM GOAL

Mission District
Assigned
Paparazzi Diamond
Panic Heights
Style Foundry
and Substance
Stink Bomb Central
Station
Love Triangle Cozmo
Street

ICOMs
Goal Mission
Icon
Tag Line
Anger
Management
Mug People

District Goal
Assigned Icon
Kicktail Park

Skyline Beach

South Side Bridge

1Bl = &
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Every Urb who wants to get anywhere in this town totes around a handy personal data assistant
known as the XAM. This device is part phone, part organizer, part pager, part to-do list, part little black
book, and part corporeal entity transference and storage (okay, it’s an inventory system, but we can

pretend).

This section examines the XAM, how to use it, and what you can do to make it your own.

- BN TARES F BIE x&

Ve

The XAM
has six
distinct
functions.

The XAM is divided into six areas:

~

\.

GOALS

The Goals tool shows the goals for each of the nine
districts and the three apartments, your Urb’s current Rep
level and moniker, your levels in all three skills, and a
variety of statistics.

il Select which
district/apartment
goals to view in the
main Goals screen.
Note that locked
districts have a
closed-padlock icon
(though you may still

= view their goals).

DHSEricE G
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The main page shows the subway map of the city with all districts and apart-
ments. Padlocks adorn any locked destinations.

District/apartment Goal
pages display all goals
affecting the selected
location. When the goals
are accomplished, they’re
checked off.

Selecting a destination shows a page (or three) of all the location’s goals. When
a goal is completed, it is checked off the list.

Skill levels are shown on
the second Goals page.

Phiyskcal S 2

reental ki g

The second page of the tool displays your current level in Artistic, Physical, and
Mental skills.

How many times
has your Urb
taken a pause
that refreshes?
Find out here.

The third page shows a variety of dubiously useful but certainly interesting stats

9 on what your Urb has done to date.
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The Relationships tool displays every Urb your Urb has
ever met along with the pertinent relationship score and
an icon showing any kind of special relationship (friend,
love, enemy, and so forth) alongside each Urb’s name and
picture. Each entry can be expanded to show some
additional vital information.

The relationships
module shows where
your Urb stands with

everyone you’ve met.

How this list is sorted depends on where your Urb is. If
you’re in a district:

1. Members of the subculture and any player (in two-
player mode) whether present or not, sorted from
highest to lowest by relationship.

2. Members of other subcultures present on the lot,
sorted from highest to lowest by relationship.

3. Urbz not present on the lot, sorted from highest to
lowest by relationship.

If your Urb is in your apartment:

1. All player Urbz (in two-player games)

2. All visiting Urbz, sorted from highest to lowest by
relationship.

3. All Urbz not on the lot, sorted from highest to lowest by
relationship.

IRERERY

Any object, regardless of size, can be carried in your
Urb’s inventory. Anything stored on it is carried with your
Urb wherever you go (whereas objects placed in your
apartment stay there until moved).

Several versions of the same object (for example, a

set of four dining chairs) consume only one slot in
the general inventory. As one is placed, others
continue to occupy the slot.

PRIMA OFFICIAL GAME GUIDE
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The inventory module
is where you carry
objects from place to
place and put them
where you want them

to go.

Inventory is divided into three sections of 12 slots each:

General: Contains all household and objects that can be
placed within your Urb’s home.

Power Social : These objects are consumable items required to

Objects perform each Power Social. They can’t be placed,
nor can they be traded in two-player games.

Building Materials: Walls, wall and floor coverings, and other architec-

tural elements.

Objects can be moved into or out of the Inventory and placed in any
location with enough object capacity (see “Fire Code,” Section 5). To move an
object that’s already placed, open the Inventory tool and grab the object as
you would to return it to Inventory, but instead move it to its new location.

Unlike in previous The Sims™ games, you can only buy objects by
traveling to a district and finding its object shop. Anything purchased at
these stores is placed in your Inventory.

'

You may also sell items from your XAM'’s Inventory tool through any district’s cash
register store, though at a substantial loss (-25 percent) from the purchase price.

~N

If you didn’t place it

in a district, you

can’t snatch and
nnd carmmaf

e i L s e | ] B sell it.
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Not all objects can be placed in your XAM inventory. Objects in districts are
public property and can be moved, rotated, or deleted but never put in your
XAM. VIP room objects can’t be changed in any way.

When you form a crew of multiple Urbz, inventory is shared among them all.

MESSAGIRG

Much communication (especially from Darius) is done via text messaging. When
a new message arrives, you hear a ringtone (changeable in the Customize tool,
below) and see a “new message” icon on your screen.

o J
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When the XAM
rings, check your
messages for any
new arrivals.

Messages are sorted from oldest to newest; only the most recent 20

e

\_are preserved. )

The phone serves several important functions (most, but not all, social). The
available options, however, depend on where your Urb is.

Once the call is selected, exit from the XAM and
your Urb actually places the call.

When in a district, you Urb may call:

Force a police officer to come to the
location. Once there, he wanders as
usual and intervenes in crimes if they
occur near him. The cop can’t be
directed to do anything in particular.

If a fire breaks out, you may summon the
fire department via your Urb’s pocket
phone.

“Take China” can be ordered any time of
day and delivered wherever your Urb
happens to be.

Telephone any Urb (not already on the
lot) listed in your XAM to invite that Urb
to meet at the current location. Whether
the called Urb comes depends on
relationship score (see Section 4) and
how many Urbz are already on your
current lot.

If your Urb is at any apartment, the phone serves the
same functions plus:

For §10 an hour, a janitor comes and
cleans the apartment from which he’s
called. This service is one time only; you
must call the janitor whenever he’s
needed.

Invite six random Urbz to your current
apartment. Better have lots of things to
entertain and satisfy their Hunger, Energy,
and Bladder needs if you want the party
to be a success. The party ends in six
hours or earlier if two Urbz leave because
their needs aren’t being satisfied.

"(-l
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The XAM can be customized in three ways:

Unlock new ringtones by gaining access to
each District’s VIP room.

Unlock alternative appearances for your
XAM each time you complete a secret
mission.

Players of the PlayStation 2 version of the
game can use an EyeToy™ to add their
own images (or any of their choosing) to
the XAM’s interface.

}3



( Clothing is your ticket to acceptance in the nine districts of The Urbz™: Sims in
the City™. Sure, you can socialize with reasonable success and go almost
anywhere in the district with just any threads on your bod, but it’s a slow and
frustrating process and the VIP rooms are off limits. Urbz just don’t open up
themselves or their district’s inner sanctums unless you make an attempt to
“look the look.”

To help you out, this section explains the ins and outs of clothing and how
clothes make the Urb.

RS DORS
) NG B

. i The clothes your Urb wears affects two things:
s L R
€$ ¢ Social Interaction Acceptance: The chances of the success of any interaction
- increases by up to 20 percent if your Urb is wearing clothes from the same
fmﬂﬂq HFEE: _ .!-. subculture as the Urb you’re talking to.
= . | ¢ Regardless of Rep score, your Urb must be appropriately dressed on their
initial visit to be waved into a district’s VIP room.

Ve

Make a beeline for the
clothing store and get
out of those boring
duds before anyone

i 1

LT i

TE o

featsiof "I sees you!
|

~




At the beginning of the game, you may be surprised at
how few clothing choices there are. Worry not: You
haven’t hit the streets yet. These are your Urb’s basic
clothes by default, but they’re quite inadequate when it
comes to fitting into your new subculture.

(" In each district, you find a clothing store and an armoire,
both marked by a hovering purple shirt-shaped sign.

The clothing
store is marked

with this floating
purple neon sign.

Your first destination in a new district should be the
district’s clothing store.

In the store, your Urb may try on and purchase
clothing, including items actually worn by the five Urbz
who define the subculture.

\-

Inside the store,
you can tune your
Urb’s look with a
wide selection of
clothing that’ll
make the scene in
each district.

Custom shirts can be either a generic shirt or
something worn by one of the district’s Urbz. The
decal can be district-specific or an image of the
most powerful Urb in town. At the outset of the
game, that Urb is Darius. Once your Urb’s Rep
grows to 270, the decal is replaced with an image of
your Urb. Note that this decal is subculture-neutral
meaning it does not provide any increase in social
interaction acceptance.

You often can change the color of clothing. To make
your Urb really stand out, mix and match clothing
worn by other Urbz and change up the colors.

" - 1
S
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' Armoires are also
marked with the purple
clothing sign. Interact
with them as you would
any object and your Urb
is transported inside to
change into any items
already bought.

Found in the district squatter apartment, the armoire
contains all district-specific clothing items you've
purchased. This provides an easy way to quickly switch
back to your “costume” when you return to a district in
the duds of another.
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Like the clothing store, the armoire is highlighted by
a floating clothing sign.

Any armoire located in your Urb’s apartment contains all purchased clothing
items from every district you’ve visited.

THeRals

Once you’ve amassed a collection of clothes from several different
districts, it can be difficult to remember which pieces come from which
subculture. Instead of going to the armoire, go to the district’s store to
change into an already purchased outfit; any clothes from this district you
already have will show a price of §0. This method isolates the stuff that’s
specific to this district and still allows your Urb to change at no cost.

_ Glothing & Social
lttteractions L\

Urbz dressed in the
same style of
clothes are more
likely to accept
social interactions.

;."_;ﬁ'i" 4
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Every social interaction has a variable chance of being accepted, based on
several factors. This probability is raised by up to 20 percent if your Urb and the
target of the interaction are both dressed in clothes of the same subculture.
Likewise, the probability is lowered (by up to 20 percent as well) if your Urb is in
a different subculture’s style.
Obviously, this can dramatically increase the success and speed of social-

cti izing. Consult the table below for the precise adjustments made between
subcultures.
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Your Urb’s Central  Foundry Diamond  Cozmo Kicktail South Side  Gasoline Skyline
Clothing Subculture Station Heights Street Park Bridge Row Beach

0 -5 -5 15 -20 15 0
0 15 20 -20 0 -5 -20
-20 20 15 -5 15 -20 0
20 -20 0 15 -5 -20 -5
-20 -20 -5 0 0 20 15
15 -5 -20 20 -5 0 -20
15 0 15 0 -20 -5 -5
-5 0 -20 -20 15 15 20 -
-5 15 0 -5 20 0 15
J

Generally, you can figure out these effects on your
own by looking at the Subculture Wheel.
Interactions between Urbz dressed for the same
subculture can add up to 20 percent. Subcultures
on either side (friendly subcultures) get 15 percent.
The two hated subcultures produce a -20 percent.
The two subcultures between the friendly and hated
subcultures yield a 0 percent increase. Finally, the
two on the opposite side of the wheel (between the
two hated subcultures) yield -5%.

To get the full impact of these effects, the Urb must sport
clothing for the entire body. Each sector of the body has
a fixed contribution of the entire clothing boost:

~

Piercings, tattoos, belts, and jewelry have no impact
on social interaction probabilities; they’re just
decorative.

r
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Thus, if your Urb is dressed in clothes from the Foundry and is interacting with a

Piercings and other
adornments aren’t
necessary for social
acceptance but might
make your Urb feel
even cooler.

Foundry Urb, whether you get the full boost to probability depends on each

body area:

If your Urb didn’t have,
for example, the correct
subculture shoes, the
total boost would only
be 16 percent.

Total: 20%
J
If an interaction is Mean, the clothing bonus is inverted. Thus, a Mean inter-
action between two similarly dressed Urbz would produce a reduction in
the probability of acceptance rather than an increase. Dressing for a
subculture increases both the likelihood that good interactions are
accepted and that negative ones are rejected.
" 17
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VIP rooms in each district are unlocked by achieving certain Rep scores, but
access the first time your Urb visits also depends on what your Urb wears.
Once the room is unlocked via Rep, you must still get past the bouncer. The
first time your Urb enters a VIP room, you must be wearing upper-body clothes
(shirt or jacket) of the district’s subculture or you’re turned away. After the first
pass, the bouncer knows your Urb and doesn’t care what you're wearing.

“ SERGIAL GLOSRE

(A special dresser is available only to GameCube players.

This dresser is available exclusively to players of the GameCube version of the
game. It becomes available after you unlock and visit the apartment at

pra b Blankwood Towers.
In it are clothing items otherwise unavailable in the Game Boy version of The

Urbz™: Sims in the City™.

These special clothes are essentially neutral clothing for social interaction
purposes, providing no positive or negative effect on social interaction
acceptance.

\.
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Your standing in The Urbz™: Sims in the City™ is solely a function of your Urb’s Reputation (or Rep). Your Rep is the key to most
of the game’s unlockable rewards-the riches and fame that await.

Rep, in turn, is based on your Urb’s relationships with the other Urbz in every subculture. To gain the Rep you need to rule the
roost, you must earn strong relationships (either positive or negative) with Urbz from every subculture.

Just being legendary in your Urb’s own district won’t gef you very far; having maximum relationships with all five members of-
your Urb’s subculture only yields a Rep of about 100.

To climb, your Urb must socialize effectively and efficiently. The less effectively your Urb interacts, the longer it takes to build
relationships and, in turn, Rep.

This section explains how the reputation, relationship, and interaction systems function and how to use this understanding to
help your Urb cut through the social web like a samurai sword through sushi. ,

4 N
*
- It’s important to keep in mind that in the computation of %
Reputation is, roughly speaking, the average of all individual relationships with Rep, having all negative relationships can yield the same
all other Urbz. Rep as having all positive ones.

Thus, Rep can be built on either fame or infamy. The
choice of how to play is yours.

Specifically, Reputation is the total of all relationships divided by 48 (the 45
NPC Urbz plus the three other player Urbz you may create) and multiplied
by 10. Thus, if your Urb knows 20 Urbz and has a relationship of 50 with
each, your Rep is about 208 (50X20/48X10).

Being bad gets you just as
much renown as being
good, but it take a bit
more effort to be
constantly unpleasant. To have a high Rep based on negative relationships,
most if not all relationships must be negative and they
should be extremely negative. It is especially important to
have many nemeses if your Urb has a few very high
positive relationships (loves), to offset the positive
This number is then converted into its absolute value (i.e., 50 and -50 relationship’s downward pull on Rep.
would both yield a Rep of 50). Thus, you can build a Rep on negative
relationships or positive ones. o _/
The more Urbz your Urb knows and the better (or worse) their :
relationships, the higher your Urb’s Rep. Having lots of relationships
lowers the average relationship necessary to reach high Rep. If your
Urb knows all 48 Urbz, all rewards are unlocked if the relationships with
every Urb are only +/-37. Knowing only half that many Urbz requires
minimum individual relationships of +/-74.

Since many goals require befriending Urbz,
immediately trash the relationships with negative
interactions after you’ve acquired the social unlock

b &i‘ o ) or secret mission the Urb holds.




Reputation score is divided into levels, and every few levels earns your Urb a
new reputation moniker.

The Rep meter shows the
current Rep on the left
and the level at which
your Urb gets a new Rep
title on the right.

The Rep indicator in the game always displays Rep up to the next change
of title. Thus, the meter fills from left to right toward the score at which your
title changes. Once that score is reached, the meter empties and the score
for the next change of moniker shows on the right.

e

Particularly well-liked or hated Urbz receive the title of Leader or Bad Rep
instead of the standard Rep title. These titles are based on both overall Rep and
the number of best friends (relationship 40) or nemeses (relationship -40).
However, once Rep rises above 370, these special monikers give way to the
three elite Rep titles (Superstar, Perfectionist, and Urbz Fanatic!).

Rep

# of Best Leader # of Bad
Title Friends  Title Nemeses Rep Title
Newbie Urb - - - -
Contender - - - -
Wannabe - - - -
Poser - - 2 Crook
Emulator - - 3 Rabble
Scenester - - 4 Goon
Mover 6 Ace 6 Crasher
Trendsetter 12 Producer 8 Rebel
Player 18 Boss 12 Da’ Schniz
Superstar - - - -
Perfectionist - - - -

Urbz Fanatic! - = = -

Though all Rep-based rewards are unlocked at Rep 370 (Superstar), two more
Rep titles can be obtained.

Perfectionist: Rep 500 (all relationships at or beyond 50/-50)

Urbz Fanatic!: Rep 999 (all relationships at 100/-100)

~

Most of the unlocked rewards are bestowed by the achievement of Rep ranks.

Your Urb’s
victory dance is
a frequent sight
if you play

efficiently.

When a threshold is crossed, its reward is unlocked
and the victory is announced onscreen. The various kinds
of unlocks and what Rep score it takes to achieve them in
Section 1. Consult the table below for a more unified view
of what rewards are in store.

District 1, the district you chose at the game’s
outset, doesn’t need to be unlocked. Its VIP room
does, however (Rep 10).



Apartment: 98th Ave., Third Floor
VIP Room 1

District 2

Mental Skill Object 1

Reputation Object/EyeToy™ Tier 1
VIP Room 2

District 3

Physical Skill Object 1

VIP Room 3

District 4

Artistic Skill Object 1

Mental Skill Object 2

Apartment: Blankwood Towers
Reputation Object/EyeToy™ Tier 2
VIP Room 4

District 5

Physical Skill Object 2

VIP Room 5

District 6

Artistic Skill Object 2

Reputation Object/EyeToy™ Tier 3
VIP Room 6

District 7

Mental Skill Object 3

VIP Room 7

District 8

Physical Skill Object 3

Reputation Object/EyeToy™ Tier 4
VIP Room 8

District 9

Artistic Skill Object 3

VIP Room 9

Reputation Object/EyeToy™ Tier 5

10
20
25
30
35
40
45
55
65
70
75
80
85
90
100
110
125
140
150
160
170
185
200
220
240
255
270
280
300
320
340
370

The number of gold (positive) or red (negative) stars that explode around
your Urb after a social interaction represents how large a change has
occurred. The more there are, the bigger the change. A huge shift (perfectly
nailing a Power Social at full power), produces a massive shower of

\.

Relationship score reflects the connection between your
Urb and another and is the product of positive and
negative social interactions between the two of you.

it -f. -II:."I-. .'
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Every social interaction has a fixed effect on relationship score, whether it’s
accepted or rejected. Whether each effect is positive or negative depends on
the interaction itself. For example, gossip, if accepted, has a positive effect on
relationship score. Insult, on the other hand, reduces relationship if accepted.

Keep relationship score high in either the positive or negative scale. The
farther the number is from zero (in either direction), the higher the Rep.

Though Urbz don’t have a visible Social need (as in other The Sims™
games), it does exist behind the scenes. Interactions can either deplete or
satisfy the Social need. The level of this hidden need does not affect your
Urb’s mood, but it does drive them to socialize autonomously if it’s low.
Also, your Urb’s Social need is measured in certain job-related tasks.

\
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When the relationship score reaches certain levels, a
special kind of relationship is created.

Relationship Rel Score Drop in Rel

Needed to Score Needed

Symbol

Create to Lose
Friend 15 1 —rt
.-\__‘_J'
Best Friend 40 20 @
Enemy -15 -1
Lover 60 40
Nemesis -40 -20

These special relationships can trigger several things:

e Urbz with lots of best friends or nemesis get special
reputation monikers.

e Some secret missions depend on achieving a certain
kind of relationship.

* Many social interactions are unlocked by befriending
certain Urbz in a District.

If two Urbz are lovers and a third Urb successfully does a
romantic interaction on either of the first two with the
other present, there will be jealousy. The wronged lover
will autonomously slap the Urb who initiated the inter-
action and both slapper and slap-ee will suffer a

reduction in relationship score.
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Since it’s difficult to know which Urbz have A
romantic connections, make it a policy to do romantic interactions in private
S places. Public displays are just begging for trouble. )
4 )
Secret missions can, when completed, have an effect on every member of the
subculture that assigned the mission.
An interaction, either in acceptance or
rejection, can cause relationship score to decrease. The amount of the decrease
depends on the interaction (romantic interactions have the greatest positive
effect if accepted, for example, but the greatest
All relationships (positive or negative) decrease by one
point a day. If several days pass without interaction, a relationship can drop to
zero.
When relationship score drops, any special relationship can disappear (if the
\_ Score goes below its breakage point) and Rep points can be lost. )
-
Whether an interaction is accepted or rejected is a matter of probability. This
probability is based on several variables:
¢ The interaction itself
¢ The recipient’s subculture
¢ The relationship to the recipient
¢ Clothing: Your Urb’s attire vs. the recipient’s
¢ Your Urb’s mood
¢ Randomness
g J
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base percentage would be the accept/reject probability.

For example, this percentage is very high for Ice Breaker socials (95 percent),
so they are all but guaranteed to work in most instances when relationship
score is low and the Urb is from and dressed in the mantle of another
subculture.

The base percentages (with some exceptions) for each interaction type are:
¢ Ice Breaker: 95% e Network: 95%
e Greet: 75% ¢ Friendly: 65%
* Mean: 65% ¢ Romantic: 20%

The subculture of the recipient of a social interaction can have a massive
impact on acceptance and rejection.

Keep in mind
where your
interaction
target hails
from when
choosing social
interactions.

Some generic and all subculture interactions are preferred by certain subcul-
tures and are, therefore, more likely to be accepted in that subculture. Any Urb
not of this subculture gets a lower boost or even a reduction in acceptance.

Generally, using a subculture-specific interaction is risky with any group
other than the one it's preferred by. With some exceptions, an interaction’s
native subculture has the highest probability change, and the two closest
subcultures have a slightly lower boost. The next two may be neutral;
probability substantially reduces for enemy subcultures and those on the
opposite side of the Subculture Wheel.

The existing relationship between two Urbz can impact the probability of
acceptance.

Acceptance of Ice Breaker, Network, and Greet interactions generally become
less probable as a relationship grows. The worse the relationship, the more
likely the acceptance. These interactions are intended for use when you’re just
getting to know an Urb, before learning that Urb’s native interactions.

Most Friendly interactions, on the other hand, are more likely to be accepted
as a relationship grows more positive. Romantic interaction probability also
rises with relationship score, but the amount varies (Smoke Trick and Kiss are
the most difficult).

Mean interactions, on the other hand, become more likely when relationship
is negative and less likely when positive. It’s harder to insult a friend.

Backrub, since it’s a generic interaction, is the only
Friendly interaction that becomes less effective as
relationship improves.

Urbz are more
open to those
who make an
effort to fit in.

As discussed in Section 4, wearing the same subculture’s
clothing as the other Urb changes the probability of
acceptance by up to 20 percent.

See Section 4 for details and amounts.

Your Urb’s mood can affect acceptance either positively
or negatively.

Ice Breaker interactions are unchanged by Mood, but
Greet, Friendly, and Romantic are significantly boosted by
a good mood (by up to 50 percent).

Most Mean interactions, on the other hand, become
less likely to be accepted as your Urb’s mood improves.
The grumpier you are, the more likely your Mean interac-
tions are to take root.

Mean interactions that are meant in good fun (Spit Trick,
Firecracker Dance, Throw Sign) are more like Friendly
interactions, boosted in probability by high mood.

The complexity of the variables makes it impossible to
specifically predict an interaction’s success. You can
make educated guesses using the information above, but
they’re still guesses.
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Generic socials are available from the start of the game and, thus, don’t need to
be unlocked. Generally, they work equally on Urbz from all subcultures, but
certain groups prefer some (as noted below), which adds up to 25 percent to
probability.

J
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This is why the interaction menus are color-coded
based their chance of acceptance: ¢ Menu: Friendly
¢ Green: 90%-100% chance of acceptance e Base %: 30%
¢ Yellow: 50%-89% ¢ Relationship Effect: Higher
¢ Red: <50% chance relationship reduces acceptance by
up to -25%
Thus, interactions marked in red can be accepted and ¢ Subculture Preferences: Cozmo
those marked in green can be rejected, but the odds are Street +20%, Neon East and
. against it. Diamond Heights +10%, Foundry
-\ J and South Side Bridge +0%,
everyone else -20%
¢ Mood Effect: Alter acceptance by up
to -25% if positive and +25% if
negative.
¢ If Accepted: Rel 8, Social 8
If an interaction has everything going for it (a high base ¢ If Rejected: Rel -8, Social -8
J
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percentage, the right subculture and clothing, a maximal
mood, and an appropriate relationship score), it is
always accepted. Unfortunately, there’s no way to know
for sure that everything is perfect without some mind-
bendingly complex back-of-the-envelope calculations.

When you actually select the interaction, a random
factor decides whether the interaction is accepted or
rejected. The higher the interaction’s likelihood, the less
the chance that randomness changes the outcome.

WoRe (%
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There are three types of social interaction:

e Generic
e Subculture
¢ Power Socials

e Menu: Ice Breaker

e Base %: 95%

¢ Relationship Effect: Higher
relationship reduces acceptance by
up to 200%

¢ Subculture Preferences: Diamond
Heights, Skyline Beach, South Side
Bridge +25%. Gasoline Row and
Cozmo Street +0%, everyone else -
25%.

e Mood Effect: None

¢ If Accepted: Rel 4, Social 4

¢ If Rejected: Rel -4, Social -4

¢ Menu: Mean

e Base %: 40%

¢ Relationship Effect: The better a
relationship is, the less likely it is that
your Urb wins (-50%).

¢ Subculture Preferences: None

* Mood Effect: Alter victory probability
by up to -50% if positive or +50% if
negative.

¢ |f Accepted: Rel -10, Social -10

¢ [f Rejected: Rel -10, Social -10
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® Menu: Network * Menu: Mean
e Base %: 95% ¢ Base %: 65% i
¢ Relationship Effect: None ¢ Relationship Effect: Higher
¢ Subculture Preferences: None relationship reduces
e Mood Effect: None acceptance by up to 50%
¢ If Accepted: Rel 1, Social 1 ¢ Subculture Preferences: None
¢ If Rejected: Rel -2, Social -1 ¢ Mood Effect: Alter acceptance
by up to -50% if positive and
Gossip allows two Urbz to discuss another Urb they both know-or +50% if negative.
your Urb if your Rep is high enough. ¢ [f Accepted: Rel -4, Social -4, Urb gets very upset and yells back.
- / ¢ [f Rejected: Rel -1, Social -1, Urb blows off insult, walks away.
. J
-
Obviously, Gossip conversations you initiate never involve your Urb
because you’re part of the conversation. « Menu: Friendly
An Urb agrees to join crew if:
1. Relationship is >70
( A 2. Rep >10
Here’s how Gossip sessions usually go: 3. Other Urb’s Hunger >0
1. Urb A chooses an Urb to talk about. It’s always an Urb in their -
relationship panel who’s currently in the district/apartment. The
conversation bubble indicates whether the speaker likes (Rel > 0) or 4
dislikes (Rel < -1) the Urb in question; a red “X” appears over a
disliked Urb’s face.
2. If Urb B doesn’t know the subject Urb, Urb B walks away with no * Menu: Ice Breaker
relationship score change. e Base %: 95%
3. If Urb B feels the same way about the subject Urb, the conversation ¢ Relationship Effect: Higher
goes forth and relationship score is increased. relationship reduces
4. If Urb B feels differently from A, they reject the interaction and acceptance by up to 200%
relationship score drops. ¢ Subculture Preferences:
5. Once the relationship score with Urb B rises to a certain level, Central Station, Kicktail Park,
Gossip interactions are immediately rejected. No loss of Gasoline Row +25%, Foundry
relationship score, however, occurs. and Skyline Beach +0%, everyone else -25%.
\- J ¢ Mood Effect: None
¢ |If Accepted: Rel 4, Social 4
¢ If Rejected: Rel -4, Social -4
J
If the Urb being discussed is disliked by Urb A and is nearby when
the gossip conversation happens, that Urb does an Insult inter-
action on the Urb who started the conversation. .
e Menu: Top (only in apartment)
e Base %: 200%
¢ Relationship Effect: None
¢ Subculture Preferences: None
* Mood Effect: None
¢ If Accepted: Rel 0, Social 0,
Urb leaves apartment
¢ If Rejected: Always accepted
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¢ Menu: Romantic ¢ Menu: Network
e Base %: 0% e Base %: 95%
¢ Relationship Effect: Higher ¢ Relationship Effect: No, effect,
relationship increases same at all levels
acceptance by up to 50% e Subculture Preferences: None
¢ Preferences: None ¢ Mood Effect: None
e Mood Effect: Alter acceptance e If Accepted: Rel 1, Social 1
by up to 50% if positive or - (per round of conversation)
50% if negative. ¢ If Rejected: Rel -2, Social -1 (per round of conversation)
¢ If Accepted: Rel 12, Social 12
¢ If Rejected: Rel -12, Social -12 Generally, Talk always works but doesn’t have a large effect on
\- J relationship. Talk is more successful if done with Urbz of similar
interests.
There are 14 possible topics:
¢ Bling * Money
e Chaos e Music
¢ Clothing * Parties
e Crime * Pests
e Fast Food ¢ Rent
e Gambling * Sex
¢ Hollywood e Xtreme Stuff
\\ J
" N\
Each Urb has a level of
interest in each topic as &
defined by subculture: o & . Qooa’ é‘éb $°ob " . s . &00.3&
& & & & & F & P&
Central Station Med. High Med. High High Low Low Low Med. Low High Low Med. High
Cozmo Street Low Low High Low Low High High Med. High High Med. High Low Low
Diamond Heights  Med. Low Low Low Med. High High High Low High Low High Med. Med.
Foundry Low High High Low High Med. Low Low High Med. Low Med. Med. High
Gasoline Row High High Low High Med. Med. Low Med. Low Low High Low High Med.
Kicktail Park Low High High Med. High Med. Low Med. High Low Med. Low Low High
Neon East Med. Low High Low Med. Low High Low High High Low High Med. Med.
Skyline Beach High High Med. High Low High Low Med. Med. Low High Low High Med.
South Side High Med. Low Med. Low High Low High Low Med. Med. Low High Low
Bridge
When two Urbz talk, the first Urb introduces a topic, selecting from personal high interests. The other Urb then responds positively or negatively
depending on interest level in the chosen topic.
¢ [f the other Urb’s interest in the topic is high, it is discussed for four rounds (each Urb takes a turn talking about the interest). For each round a
topic is discussed, 1 relationship point is earned.
¢ If the other Urb’s interest in the topic is medium, the chances are 50-50 that the Urb will continue to talk about it or change the topic to one of his
or her own high interests. Your Urb then continues to talk based on your interest level in the new topic (up to four turns).
e If the other Urb’s interest is low, there’s a 40 percent chance of a topic change, a 40 percent chance that Urb will leave the conversation, and a 20
percent chance of continued talk, but without enthusiasm.
When deciding to use Talk interactions, it’s helpful to check the chart above to see how many high interests your Urb (based on your initial choice
of subculture) and the other Urb have in common.
. J
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e Menu: Ice Breaker

e Base %: 95%

¢ Relationship Effect: Higher
relationship reduces
acceptance by up to 200%

¢ Subculture Preferences: Neon
East, Cozmo Street, Foundry
+25%, Kicktail Park and
Diamond Heights, 9%, everyone else -25%.

¢ Mood Effect: None

¢ If Accepted: Rel 4, Social 4

¢ If Rejected: Rel -4, Social -4

¢ Menu: Top (only when target
Urb is in different room)

Base %: 200%

Relationship Effect: None
Subculture Preferences: None
Mood Effect: None

If Accepted: Rel 0, Social 0,
summoned Urb comes to

your Urb

¢ If Rejected: Always accepted

Menu: Friendly

Earned By: Befriend Arthur Pop
Base %: 65%

Relationship Effect: Higher
relationship increases
acceptance up to 25%
Preferences: Foundry +40%,
Kicktail Park and Neon East
+10%, Central Station and
Cozmo Street 0%, everyone
else -20%.

Mood Effect: Alter acceptance by up to +25% if mood positive or -
25% if mood negative.

If Accepted: Rel 8, Social 8

If Rejected: Rel -8, Social -8

Subculture interactions are, in general, particularly enjoyed in their
native district, appreciated in friendly districts (1 and 2 slots away in
either direction on the Subculture Wheel), and utterly despised every-
where else. Pay very careful attention to the color coding of these
interactions. Rejections can be very damaging.

Menu: Greet

Earned By: Level 1 Skyline
Beach job

Base %: 75%

Relationship Effect: Higher
relationship reduces
acceptance by up to 25%.
Subculture Preferences:
Gasoline Row +20%, Central
Station and Skyline Beach
+0%, everyone else -40%.
Mood Effect: Alter acceptance by up to +50% if mood positive or -
50% if mood negative.

If Accepted: Rel 6, Social 6

If Rejected: Rel -6, Social -6

Menu: Friendly

Earned By: Befriend apl.de.ap

Base %: 65%

Relationship Effect: Higher

relationship increases

acceptance up to 25%

¢ Subculture Preferences: Cozmo Street +40%, Neon East and
Diamond Heights +10%, Foundry and South Side Bridge 0%,
everyone else -20%.

e Mood Effect: Alter acceptance by up to +25% if mood positive or -
25% if mood negative.

¢ If Accepted: Rel 8, Social 8

¢ If Rejected: Rel -8, Social -8

Menu: Romantic

Earned By: Level 3 South Side
Bridge job

Base %: 30%

Relationship Effect: Higher
relationship increases
acceptance up to 50%
Subculture Preferences:
Central Station +20%, Gasoline
Row and Kicktail Park +0%,
everyone else -40%.

Mood Effect: Alter acceptance by up to +50% if mood positive or -
50% if mood negative.

If Accepted: Rel 12, Social 12

If Rejected: Rel -12, Social -12
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Menu: Mean

Earned By: Befriending Suzie Mack

Base%: 65%

Effect: Higher relationship increases

acceptance up to 50%

¢ Subculture Preferences: Gasoline
Row +20%, Central Station and
Skyline Beach +10%, everyone else -
40%.

e Mood Effect: Alter acceptance by up to +25% if mood positive or
-25% if mood negative.

¢ If Accepted: Rel 10, Social 10

¢ If Rejected: Rel -10, Social -10

Menu: Friendly

Earned By: Befriending Lil’ Bit
Base %: 65%

Relationship Effect: Higher relationship increases acceptance up to
25%

Subculture Preferences:
Skyline Beach +40%, Gasoline
Row and South Side Bridge
+10%, Central Station and
Diamond Heights +0%,
everyone else -40%.

Mood Effect: Alter acceptance
by up to +25% if mood positive
or -25% if mood negative.

If Accepted: Rel 8, Social 8

If Rejected: Rel -8, Social -8

(Doing this social may cause the recipient to catch on fire. )

Menu: Friendly

Earned By: Befriend Pork Chop

Base %: 65%

Relationship Effect: Higher

relationship increases acceptance up

to 25%

e Subculture Preferences: Gasoline
Row +40%, Central Station and
Skyline Beach +10%, Kicktail Park
and South Side Bridge +0%, everyone else -20%.

* Mood Effect: Alter acceptance by up to +25% if mood positive or
-25% if mood negative.

¢ If Accepted: Rel 8, Social 8

¢ If Rejected: Rel -8, Social -8

Menu: Greet

Earned By: Level 1 Foundry job
Base %: 75%

Relationship Effect: Higher
relationship reduces
acceptance by up to 25%
Subculture Preferences: Neon
East +20%, Foundry and
Cozmo Street +0%, everyone
else -40%.

Mood Effect: Alter acceptance
by up to +50% if mood positive
or -50% if mood negative.

If Accepted: Rel 6, Social 6

If Rejected: Rel -6, Social -6

¢ Menu: Mean

e Earned By: Level 3 Diamond
Heights job

¢ Base %: 65%

¢ Relationship Effect: Lower
relationship increases acceptance up
to 50%

e Subculture Preferences: Gasoline
Row -30%, Central Station and Skyline Beach -10%, Kicktail Park
and South Side Bridge +0%, everyone else +0%.

e Mood Effect: Alter acceptance by up to +50% if mood negative or
-50% if mood positive.

¢ If Accepted: Rel -10, Social -10

¢ If Rejected: Rel -2, Social -2

Menu: Friendly

Earned By: Befriend Bella Ciao
Base %: 65%

Relationship Effect: Higher
relationship increases
acceptance up to 25%
Subculture Preferences:
Foundry +40%, Kicktail Park
and Neon East +10%, Central
Station and Cozmo Street +0%,
everyone else -40%.

Mood Effect: Alter acceptance
by up to +25% if mood positive
or -25% if mood negative.

If Accepted: Rel 8, Social 8

If Rejected: Rel -8, Social -8




Menu: Mean

Earned By: Level 3 Kicktail
Park job

Base %: 65%

Relationship Effect: Lower
relationship increases
acceptance up to 50%
Subculture Preferences:
Cozmo Street -30%, Neon East
and Diamond Heights -20%,
everyone else +20%.

Mood Effect: Alter acceptance by up to +33% if mood negative or
-33% if mood positive.

If Accepted: Rel -10, Social -10

If Rejected: Rel +5, Social +5

Menu: Greet

Earned By: Level 1 in Cozmo
Street job

Base %: 75%

Relationship Effect: Higher
relationship reduces
acceptance by up to 25%
Subculture Preferences:
Diamond Heights +20%,
Cozmo Street and South Side
Bridge +0%, everyone else -40%.

Mood Effect: Alter acceptance by up to +50% if mood positive or
-50% if mood negative.

If Accepted: Rel 6, Social 6

If Rejected: Rel -6, Social -6

Menu: Mean

Earned By: Befriend Jimmy
Two-Shoes

Base %: 65%

Relationship Effect: Higher
relationship increases
acceptance up to 25%
Subculture Preferences: South
Side Bridge +20%, Skyline
Beach and Diamond Heights
+10%, everyone else -40%.
Mood Effect: Alter acceptance
by up to +25% if mood positive
or -25% if mood negative.

If Accepted: Rel 10, Social 10
If Rejected: Rel -10, Social -10

Doing this social may cause
the recipient to catch on fire.

Menu: Greet

Earned By: Level 1 in Diamond
Heights job

Base %: 75%

Relationship Effect: Higher
relationship reduces
acceptance by up to 25%
Subculture Preferences: South
Side Bridge +20%, Skyline
Beach and Diamond Heights
0%, everyone else -40%.
Mood Effect: Alter acceptance by up to +50% if mood positive or
-50% if mood negative.

If Accepted: Rel 6, Social 6

If Rejected: Rel -6, Social -6

Menu: Romantic

Earned By: Level 2 Diamond
Heights job

Base %: 30%

Relationship Effect: Higher
relationship increases
acceptance up to 50%
Subculture Preferences: Skyline
Beach +20%, South Side Bridge
and Gasoline Row +0%,
everyone else -40%.

Mood Effect: Alter acceptance by up to +50% if mood positive or
-50% if mood negative.

If Accepted: Rel 12, Social 12

If Rejected: Rel -12, Social -12

Menu: Friendly

Earned By: Befriend Pamela
Sneer

Base %: 65%

Relationship Effect: Higher
relationship increases
acceptance up to 25%
Subculture Preferences:
South Side Bridge +40%,
Skyline Beach and Diamond
Heights +10%, Gasoline Row
and Cozmo Street +0%, everyone else -20%.

Mood Effect: Alter acceptance by up to +25% if mood positive or
-25% if mood negative.

If Accepted: Rel 8 if win 5 if lose, Social 8 if win 5 if lose

If Rejected: Rel -6, Social -6
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Menu: Greet

Earned By: Befriending Professor
Chewy

Base %: 75%

Relationship Effect: Higher

relationship reduces acceptance by

up to 25%

Subculture Preferences: Neon East

+20%, Foundry and Cozmo Street

+0%, everyone else -40%.

Mood Effect: Alter acceptance by

up to +50% if mood positive or

-50% if mood negative.

If Accepted: Rel 6, Social 6

If Rejected: Rel -6, Social -6

Menu: Friendly

Earned By: Befriend Venus
Moonflower

Base %: 65%

Relationship Effect: Higher
relationship increases
acceptance up to 25%
Subculture Preferences: Neon
East +40%, Foundry and
Cozmo Street +10%, Kicktail
Park and Diamond Heights +0, everyone else -20%.

Mood Effect: Alter acceptance by up to +50% if mood positive or
-50% if mood negative.

If Accepted: Rel 8, Social 8

If Rejected: Rel -8, Social -8

Menu: Greet

Earned By: job 1 in Gasoline Row
job

Base %: 75%

Relationship Effect: Higher
relationship reduces acceptance by
up to 25%

Subculture Preferences: Central
Station +25%, Kicktail Park and Gasoline Row +0%, everyone else
-40%.

Mood Effect: Alter acceptance by up to +50% if mood positive or
-50% if mood negative.

If Accepted: Rel 6, Social 6

If Rejected: Rel -6, Social -6

Menu: Greet

Earned By: Level 1 in Neon
East job

Base %: 75%

Relationship Effect: Higher
relationship reduces
acceptance by up to 25%
Subculture Preferences:
Cozmo Street +20%, Neon East
and Diamond Heights +0%,
everyone else -40%.

Mood Effect: Alter acceptance by up to +50% if mood positive or
-50% if mood negative.

If Accepted: Rel 6, Social 6

If Rejected: Rel -6, Social -6

Menu: Greet

Earned By: Level 1 in Central Station job
Base %: 75%

Relationship Effect: Higher
relationship reduces acceptance by
up to 25%

Subculture Preferences: Kicktail
Park +20%, Central Station and
Foundry +0%, everyone else -40%.
Mood Effect: Alter acceptance by
up to +50% if mood positive or -50%
if mood negative.

If Accepted: Rel 6, Social 6

If Rejected: Rel -6, Social -6

Menu: Mean

Earned By: Level 3 Central
Station job

Base %: 65%

Relationship Effect: Lower
relationship increases
acceptance up to 50%
Subculture Preferences: Neon
East -20%, Foundry and
Cozmo Street -10%, Central
Station and South Side Bridge +30%, everyone else +0%.

Mood Effect: Alter acceptance by up to +50% if mood negative or
-50% if mood positive.

If Accepted: Rel -10, Social -10

If Rejected: Rel -2, Social -2
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Menu: Greet

Earned By: Level 1 in South
Side Bridge job

Base %: 75%

Relationship Effect: Higher
relationship reduces
acceptance by up to 25%
Subculture Preferences:
Skyline Beach -20%, South Side @
Bridge and Gasoline Row +0%, )
everyone else -40%.

Mood Effect: Alter acceptance by up to 50% if mood positive or
-50% if mood negative.

If Accepted: Rel 6, Social 6

If Rejected: Rel -6, Social -6

Menu: Romantic

Earned By: Level 2 Foundry job
Base %: 30%

Relationship Effect: Higher
relationship increases
acceptance up to 50%
Subculture Preferences:
Cozmo Street +20%, Neon East
and Diamond Heights +0%,
everyone else -40%.

Mood Effect: Alter acceptance by up to +50% if mood positive or
-50% if mood negative.

If Accepted: Rel 12, Social 12

If Rejected: Rel -12, Social -12

Earns money but damages relationships.

Menu: Greet

Earned By: Befriend Frag Grrl
Base %: 65%

Relationship Effect: Higher
relationship reduces
acceptance by up to 50%
Subculture Preferences:
Central Station -30%, Kicktail
Park and Gasoline Row -15%,
Neon East and South Side
Bridge +30%, everyone else +15%.

Mood Effect: Alter acceptance by up to -33% if mood is positive
or +33% if mood is negative. The grumpier your Urb is, the better it
works.

If Accepted: Rel -4, Social -4

If Rejected: Rel -2, Social -2

Menu: Mean

Earned By: Level 3 Foundry
job

Base %: 65%

Relationship Effect: Lower
relationship increases
acceptance up to 50%
Subculture Preferences:
Diamond Heights -30%, Cozmo
Street and South Side Bridge -10%, Gasoline Row and Foundry
+30%, everyone else 0%.

Mood Effect: Alter acceptance by up to +50% if mood negative or
-50% if mood positive.

If Accepted: Rel -10, Social -10

If Rejected: Rel -2, Social -2

J
Menu: Mean )
Earned By: Level 3 Gasoline
Row job

Base %: 65%

Relationship Effect: Lower
relationship increases
acceptance up to 50%
Subculture Preferences:
Foundry -30%, Gasoline Row
and Diamond Heights +30%,
everyone else +0%.

Mood Effect: Alter acceptance by up to +33% if mood negative or
-33% if mood positive.

If Accepted: Rel -10, Social -10

If Rejected: Rel -2, Social -2

Pyt -
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Menu: Greet

Earned By: Befriend Ally Stile
Base %: 75%

Relationship Effect: Higher
relationship reduces
acceptance by up to 25%
Subculture Preferences:
Kicktail Park +20%, Central
Station and Foundry +0%,
everyone else -40%.

Mood Effect: Alter acceptance by up to +50% if mood positive or
-50% if mood negative.

If Accepted: Rel 6, Social 6

If Rejected: Rel -6, Social -6
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Menu: Friendly

Earned By: Befriend Fergie
Base %: 65%

Relationship Effect: Higher
relationship increases
acceptance up to 25%
Subculture Preferences:
Cozmo Street +40%, Neon East
and Diamond Heights +10%,
Foundry and South Side Bridge
+0%, everyone else -20%.
Mood Effect: Alter acceptance by up to +25% if mood positive or
-25% if mood negative.

If Accepted: Rel 8, Social 8

If Rejected: Rel -8, Social -8

T PRIMA OFFICIAL GAME GUIDE

Menu: Friendly

Earned By: Befriending Trang
Hang

Base %: 65%

Relationship Effect: Higher
relationship increases
acceptance up to 25%
Subculture Preferences:
Kicktail Park +40%, Central
Station and Foundry +10%,
Gasoline Row and Neon East 0%, everyone else -20%.

Mood Effect: Alter acceptance by up to +25% if mood positive or
-25% if mood negative.

If Accepted: Rel 8, Social 8

If Rejected: Rel -8, Social -8

Menu: Greet

Earned By: Befriend Ridiculous
D.0.G.

Base %: 75%

Relationship Effect: Higher
relationship reduces
acceptance by up to 25%
Subculture Preferences:
Skyline Beach +20%, Gasoline
Row and South Side Bridge
+10%, everyone else -40%.
Mood Effect: Alter acceptance by up to +50% if mood positive or
-50% if mood negative.

If Accepted: Rel 6, Social 6

If Rejected: Rel -6, Social -6

Menu: Mean

Earned By: Level 3 Neon East
job

Base %: 65%

Relationship Effect: Lower
relationship increases
acceptance up to 33%
Subculture Preferences: South
Side Bridge -20%, Diamond
Heights and Skyline Beach -
10%, Gasoline Row and Cozmo Street +0%, everyone else +20%.
Mood Effect: Alter acceptance by up to +33% if mood negative or
-33% if mood positive.

If Accepted: Rel -10, Social -10

If Rejected: Rel -2, Social -2

Menu: Mean

Earned By: Level 2 Skyline
Beach job

Base %: 65%

Relationship Effect: Lower
relationship increases
acceptance up to 30%
Subculture Preferences:
Central Station -20%, Gasoline
Row and Kicktail Park -10%,
Neon East and South Side Bridge, +30%, everyone else +20%.
Mood Effect: Alter acceptance by up to +30% if mood negative or
-30% if mood positive.

If Accepted: Rel -10, Social -10

If Rejected: Rel 10, Social 10

Menu: Romantic

Earned By: Level 2 Central
Station job

Base %: 30%

Relationship Effect: Higher
relationship increases
acceptance up to 50%
Subculture Preferences:
Foundry +20%, Kicktail Park
and Neon East +0%, everyone
else -40%.

Mood Effect: Alter acceptance by up to +50% if mood positive or
-50% if mood negative.

If Accepted: Rel 12, Social 12

If Rejected: Rel -12, Social -12




Menu: Friendly

Earned By: Befriending Pootie
Fads

Base %: 65%

Relationship Effect: Higher
relationship increases
acceptance up to 25%
Subculture Preferences:
Diamond Heights +40%,
Cozmo Street and South Side
Bridge +10%, Skyline Beach and Neon East +0%, everyone else
-20%.

Mood Effect: Alter acceptance by up to +25% if mood positive or
-25% if mood negative.

If Accepted: Rel 8, Social 8

If Rejected: Rel -8, Social -8

Menu: Romantic

Earned By: Level 2 Neon
East job

Base %: 20%

Relationship Effect: Higher
relationship increases
acceptance up to 50%
Subculture Preferences:
Diamond Heights +20%,
Cozmo Street and South
Side Bridge +0%, everyone else -40%.

Mood Effect: Alter acceptance by up to +50% if mood positive or
-50% if mood negative.

If Accepted: Rel 12, Social 12

If Rejected: Rel -12, Social -12

Menu: Greet

Earned By: Level 1 in Kicktail
Park job

Base %: 75%

Relationship Effect: Higher
relationship reduces
acceptance by up to 25%
Subculture Preferences:
Foundry +25%, Kicktail Park
and Neon East +0%, everyone
else -40%.

Mood Effect: Alter acceptance by up to +50% if mood positive or
-50% if mood negative.

If Accepted: Rel 6, Social 6

If Rejected: Rel -6, Social -6

Menu: Romantic

Earned By: Level 2 South
Side Bridge job

Base %: 30%

Relationship Effect: Higher
relationship increases
acceptance up to 50%
Subculture Preferences:
Gasoline Row +20%, Central
Station and Skyline Beach
+0%, everyone else -40%.
Mood Effect: Alter acceptance by up to +50% if mood positive or
-50% if mood negative.

If Accepted: Rel 12, Social 12

If Rejected: Rel -12, Social -12

Menu: Mean

Earned By: Befriend Beezlebob
Jones

Base %: 65%

Relationship Effect: Higher
relationship increases
acceptance up to 25%
Subculture Preferences:
Central Station +20%, Gasoline
Row and Kicktail Park +10%,
everyone else -40%.

Mood Effect: Alter acceptance by up to +25% if mood positive or
-25% if mood negative.

If Accepted: Rel 10, Social 10

If Rejected: Rel -10, Social -10

Menu: Mean

Earned By: Level 3 Skyline
Beach job

Base %: 65%
Relationship Effect: Lower
relationship increases
acceptance up to 33%
Subculture Preferences:
Kicktail Park -20%, Central
Station and Foundry -10%,
Skyline Beach and Neon East +30%, everyone else +20%.

Mood Effect: Alter acceptance by up to -33% if mood positive or
+33% if mood negative.

If Accepted: Rel -10, Social -10

If Rejected: Rel -2, Social -2
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Menu: Romantic

Earned By: Level 2 Cozmo
Street job

Base %: 30%

Relationship Effect: Higher
relationship increases
acceptance up to 50%
Subculture Preferences: South
Side Bridge +20%, Skyline
Beach and Diamond Heights
+0%, everyone else -40%.
Mood Effect: Alter acceptance by up to +50% if mood positive or
-50% if mood negative.

If Accepted: Rel 12, Social 12

If Rejected: Rel -12, Social -12

Menu: Romantic

Earned By: Level 2 Gasoline
Row job

Base %: 30%

Relationship Effect: Higher
relationship increases
acceptance up to 50%
Subculture Preferences:
Kicktail Park +20%, Foundry
and Central Station +0%,
everyone else -40%.

Mood Effect: Alter acceptance by up to +50% if mood positive or
-50% if mood negative.

If Accepted: Rel 12, Social 12

If Rejected: Rel -12, Social -12

Menu: Romantic

Earned By: Level 2 Kicktail
Park job

Base %: 30%

Relationship Effect: Higher
relationship increases
acceptance up to 50%
Subculture Preferences: Neon
East +20%, Foundry and
Musicians +0%, everyone else
-40%.

Mood Effect: Alter acceptance by up to +50% if mood positive or
-50% if mood negative.

If Accepted: Rel 12, Social 12

If Rejected: Rel -12, Social -12

Menu: Friendly

Earned By: Befriend Sophie
Couture

Base% 65%

Relationship Effect: Higher
relationship increases
acceptance up to 25%
Subculture Preferences:
Diamond Heights +40%, South
Side Bridge and Cozmo Street
+10%, Neon East and Skyline Beach +0%, everyone else -20%.
Mood Effect: Alter acceptance by up to +25 if mood positive or
-25% if mood negative.

If Accepted: Rel 8, Social 8

If Rejected: Rel -8, Social -8

Menu: Mean

Earned By: Level 3 Cozmo
Street job

Base %: 65%

Relationship Effect: Higher
relationship increases
acceptance up to 25%
Subculture Preferences:
Skyline Beach +20%, South
Side Bridge and Gasoline Row
+10%, everyone else -20%.
Mood Effect: Alter acceptance by up to +25% if mood positive or
-25% if mood negative.

If Accepted: Rel 10, Social 10

If Rejected: Rel -10, Social -10




actions that can only be performed if your Urb has
obtained the necessary Power Social item. Success in
Power Socials depends not on the usual social probabil-
ities or even which subculture the recipient hails from.
Rather, success and the amount of effect are dictated by
executing the social in exactly the right way.

Each district has its own signature Power Social and each
social can only be performed with its corresponding
Power Social item:

BlastiKiss: BlastiKiss Breath Spray
Chug A Lug: Can O’ Chugalug
Mug: Crazy Clown Mugger Mask
Party Bomb: Party Bomb

Power Chord: Guitar

Sk8r TriiQx: Super Flight Sk8 Board
Stink Bomb: Stink Bomb

Strobe: Strobe

XAM Shots: XAMshot

The item required to do a district’s Power Social are
doled out once per day by Darius at the district’s
midnight VIP room party. To get an item, your Urb must
have won access to the district’s VIP room and. If it’s your
first visit, you must be properly dressed (shirt must be
bought from the district’s store) and meet Darius in the
VIP room during the party.

When Darius
is in the
district, it’s
time to collect

Power Social
items.

Power Social items are also given in the assignment of
secret missions when the mission calls for executing of a
Power Social.

All Power Social objects collect in your XAM inventory
on their own section of the inventory. Doing a Power
Social removes one object from inventory.

Start by selecting the desired Power Social from the inter-
actions menu.

-

Starting the power meter
sends the indicator
moving right and shrinks
the shaded “success”
zone on the left end of
the meter.

When your Urb is in position, a power meter appears over the recipient’s head.
Press the designated button to start the power meter. The indicator sweeps to
the right toward the larger (higher power) end of the meter.

The recipient can’t avoid the performance of a Power Social, but the
initiator can cancel it without losing the Power Social object if the cancel-
lation takes place before activation of the power meter.

-

-

As the meter moves right (building power), the white “success zone” near the
left end of the meter shrinks. The more power you want, the smaller this zone
becomes and the harder it is to hit in the next step.

When the interaction’s
power is set (by how far it
traveled to the right), the
indicator moves left.
Press the button again

when it’s within the
success zone.

When the desired power is reached, press the button again and the indicator
swings back to the left toward the success zone. For maximum power, let the
indicator go to the end; it swings back automatically.

Finally, press the button again when the indicator arrow is within the success
zone. The size of relationship change achieved by the Power Social is dictated
by whether or not the indicator is stopped in the success zone.
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If you stop the
indicator within
the success
zone, a huge
relationship
change and a
torrential
outpouring of
stars is the
reward.

The potency of a Power Social is important in
building relationships, but that doesn’t matter if the
Power Social is being done to complete missions or
to banish a villain. All that matters in those situations
is that the interaction be done, even if unsuccessfully.

Pressing the designated button outside the success
zone or failing to press it before the indicator reaches the
left end of the meter earns the minimum reward: one
relationship point.

Nailing the success zone, however, grants part of the
Power Social’s full effect, proportional to the size of the
success zone.

* Native District: Foundry

¢ Object: BlastiKiss Breath
Spray

¢ Effect Range: +1-20
Relationship

¢ Bystander Effects: None

This social can create a

love relationship.

¢ Native District: Gasoline
Row

e Object: Can O’ Chugalug

¢ Effect Range: +1-25
Relationship

e Bystander Effects: +5
Relationship with any Urbz <
in the immediate vicinity.

The number of burps is related to the score received.

¢ Native District: Skyline
Beach

e Object: Party Bomb

¢ Effect Range: +1-20
Relationship

¢ Bystander Effects: +7
Relationship to any
affected (dancing) Urbz

¢ Native District: Cozmo
Street

¢ Object: Guitar

¢ Effect Range: +1-25
Relationship

e Bystander Effects: +5
Relationship for
bystanders

¢ Native District: South Side ##&
Bridge

e Object: Crazy Clown
Mugger Mask

¢ Effect Range: -1-25
Relationship

e Bystander Effects: -5
Relationship for witnesses

Urb receives money (§10-§250) in proportion to score
success. If the cop is nearby, Urb could be fined.

¢ Native District: Kicktail
Park

¢ Object: Skateboard

o Effect Range: +1- +25
Relationship

¢ Bystander Effects: +7
Relationship with
observers

¢ Native District: Central
Station

¢ Object: Stink Bomb

¢ Effect Range: -1- -20
relationship

e Bystander Effects: -7 i
relationship with those il
close enough to inhale fumes.




Native District: Neon East
Object: Strobe

Effect Range: +1- +25
relationship

Bystander Effects: +7 for
Urbz in vicinity

Native District: Diamond
Heights

Object: XAMshot

Effect Range: +1- +25
relationship

Bystander Effects: +5
relationship for
bystanders.

TARUR

RN

The magic
combination
of Rep and
relationship
make other
Urbz copy
your Urb’s
style.

The combination of Rep and relationship scores can lead
to other Urbz so admiring your Urb that they adopt your
clothing (shirt only).

When other Urbz change to emulate your Urb’s
clothes, it does affect the social interaction proba-
bilities. Because they change to a shirt from the
same subculture as your Urb’s current outfit, you
won’t get the full clothing modifier unless you
change your Urb’s pants, hat/hair, glasses, and
shoes to match the other Urb’s native subculture.
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If your relationship score with an Urb plus 10% of Rep is greater than 100,
they change their upper-body clothes to your Urb’s current clothing style
(subculture). When the number drops to 80, the Urb go back to their natural
clothes.

The higher your Urb’s Rep, the lower the relationship required for other
Urbz to change clothes. If, for example, Rep is 100, relationship must be 90
before an Urb matches your Urb’s style. If Rep rises to 200, a relationship
of 80 does the trick.
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GREW

When you charm an Urb into an extremely positive relationship and you’ve built
a rudimentary Rep, you may ask an Urb to “join your crew.” Befriend everyone
and you can gain control over every Urb in the city.

Crew members come under your control and what they do can earn your Urb
money and Rep. For example:

¢ While doing a job that requires socializing with the customers or some other
non-need related task (i.e. sabotaging the competitor’s machine in the South
Side Bridge job), you can assign a crew member to do the other task. While
they’re at it, resume interaction with the job object. Obviously, if the other
task involves your Urb’s needs, your Urb must still tend to them; crew
members can’t pee for you.

e Crew members can perform tasks for secret missions. If the task involves
doing a Power Social, they use your Urb’s Power Social objects (since they
share a common inventory).

¢ Any crew member socializing adds or subtracts from your Urb’s Rep. It does
not, however, affect your relationships with other Urbz. Thus, when a secret
mission requires the use of a negative Power Social, let a crew member
perform the social so you may preserve your relationship with the mission
target.

¢ Any district goal completed by a crew member is credited to your Urb. If, for
example, you use a crew member to scare off a district’s villain, the goal is
satisfied.

To get an Urb to join your Urb’s crew, perform the Join Crew interaction. If all
conditions are met, the Urb agrees.
¢ Relationship > 70
e Rep>10o0r<-10
e Other Urb’s Hunger Motive > 0

Crew members don’t follow your Urb from place to place, but you may switch
to and control them in any district in which they appear. To bring a crew
member to your Urb’s current location, summon them by phone; they always
accept and arrive as soon as possible.

If relationship with the Urb drops below 0, they leave your Urb’s crew.

T PRIMA OFFICIAL GAME GUIDE

TARBERS

-
When your Urb is in any earned-reward apartment, a new
option appears on your XAM: Start a party.

Within moments, the Urb you invited arrives with five
random Urbz.

Once the guests arrive, the party begins. It ends in six
hours, or earlier if two or more Urbz depart prematurely.
Urbz only blow off your party if their needs aren’t being
met. Apartments must be equipped with toilets, available
food (visitors can’t use the fridge), a sink for hand-
washing (visitors can’t take baths) and coffee (they can’t
sleep on beds or sofas) if you want your guests to stay
the full six hours.

#oe {
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While a party is going on, Bladder, Energy, and
Hunger needs for all at

The goal of a party is to have a large gathering of
Urbz in a place where your Urb can keep her needs
well tended. This is an optimal relationship-building
environment and a lot of Rep can be built in a very
short period.
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At P

Urbz can be hosted at any reward apartment for smaller gatherings. There are
two ways this happens: invitation and dropping in.

When at home, use the XAM phone’s “Call Urb” interaction to invite the Urb of
your choosing. Unless the apartment is at its maximum for visitors, the other
Urb accepts based on relationship:

Relationship > 50: Always accept

Relationship 0-50: 75% chance of acceptance
Relationship -30-0: 50% chance of acceptance
Relationship < -30: Always reject

Between 6 a.m. and noon, Urbz appear outside your Urb’s apartment, waiting to
be invited in (with the Yo! interaction). Which Urbz appear depends on several
factors:

e Urbz from your XAM relationship panel (Urbz your Urb has met).
® Urbz from a subculture from which you’ve purchased furniture.
¢ Urbz from locked subcultures.

To attract a specific subculture to your apartment, furnish it with furniture
bought from that subculture’s object store.

PISLHRS IN
DIsEINGES

As will be specified in Section 8, districts are populated not only by their own
inhabitants but also by Urbz from other subcultures.

During the day, non-native Urbz visit the district from the next clockwise
district (friendly) on the Subculture Wheel; at night, visitors are from three
districts clockwise (enemy).

Thus, the Foundry is always populated by several
Foundry members and Urbz from either Neon East (day)
or Diamond Heights (night).

Use visitors to befriend the social-unlock Urbz for
districts you’ve yet to unlock. Having these
subculture socials unlocked before you visit the
district lets you hit the ground running when you
eventually arrive.

Remember, however, that visiting Urbz at night
are enemies of the district. Wearing the clothes of
the current district makes socializing with them
tricky. Switch to the clothing of another district
you’ve visited-attire that the enemy Urbz find less
objectionable.

A AHR M (s
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When left to their own devices, Urbz socialize
autonomously, choosing by themselves which interac-
tions to do with which Urbz.

This behavior is based on the Urb’s hidden Social need
(see Section 6) that is depleted when your Urb hasn’t
interacted in a while. If Social is low, it vies with other
needs (like Hunger and Bladder) for your Urb’s attention.
If Social is among the most pressing needs, your Urb
chooses to interact rather than, say, eating or resting.

Which interaction they choose, however, depends on
each interaction’s chance of success. They always
choose among interactions with a greater than 40 percent
chance of success, leaning toward the ones with greater
relationship score potential. There is, of course, no
guarantee that the interactions will be successful, so
autonomy could damage an unlucky Urb’s reputation.

~
J
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Whether they live in self-imposed squalor in an

abandoned subway station or in the cushy and civilized
towers of the rich and famous, Urbz love their stuff.

This section explains where to get and use every object
and how to use building materials. It also delves into the
untoward things that can happen to objects and what you

can do about it.

IRERBY

.

Located in your XAM is an inventory
system that keeps track of everything
your Urb is carrying. It is divided into
three parts:

¢ Objects: Objects that can be placed in
and around your Urb’s living space.

¢ Building Materials: Any drywall,
wallpaper, or floor tile pieces for
decorating apartments.

¢ Power Social Objects: These objects
are ammunition for the nine Power
Social interactions. They can only be
obtained from Darius and neither be
placed nor sold. Doing a Power Social
interaction removes one of the corre-
sponding Power Social objects from
inventory.

Each part of the inventory holds 12
items, but duplicates of an item can be
stacked in one inventory slot as long as
they’re the same color.

J

At the start of the game, your Urb
arrives with a few objects to put in your
first apartment and Mom wires §300 to
buy some additional furnishings. To get
more, your Urb has to start working for
a living.

Object stores are represented by cash
registers and marked by an icon in the
shape of a floating shopping bag.

In The Urbz™: Sims in the City™, all
objects and building supplies are
purchased at district-based stores. Many
items are available everywhere or in
multiple stores but most are exclusively
available in specific districts, reflecting
each subculture’s unique aesthetic and
philosophy.

To find each district’s store, look for its
floating shopping-bag sign. Interact with
the cash register to enter the store.

Stores have several departments,
although the items you find in each
department of each store vary. The
departments are:




-

Plumbing objects provide necessary
Bladder and Hygiene satisfaction.
Generally, showers and baths are more
effective than sinks at satisfying Hygiene.

\.

(" THE CAULDROM TOILET

Price: §250
Need(s): Bladder 4
District: The Foundry

-

EFIEOQUROES KITOHEM SIME
Price: §500
Need(s): Hygiene 3
District: South Side
Bridge

J

( RAVAGE SALUAGE SIMK

Price: §50
Need(s): Hygiene 2
District:

Central Station

-

/UFILH'-.’FIIE COLUMTER SIME

Price: §300
Need(s): Hygiene 2
District: South Side
Bridge

(THE *SCULFTOILETTE® LAUATORY)

\-

Price: §500
Need(s): Bladder 7
District: Cozmo Street

Price: §50
Need(s): Bladder 9

District: Cozmo Street

(THE KITCHEM SIMK

Price: §356
Need(s): Hygiene 2
District: Gasoline Row

SHOWER

Price: §550
Need(s): Hygiene 4
District: The Foundry

Price: §50
Need(s): Hygiene 2
District:

Central Station

-

FLUSHITOL PUBLIC TOILET

Price: §400
Need(s): Hygiene 2
District: Kicktail Park

(" MUMICA KITCHEM COUMTER SIMK )

>

Price: §600
Need(s): Hygiene 2
District: All

.

EY HYOROHYPE

Price: §180
Need(s): Hygiene 2
District:

Cozmo Street

( EATHHATIC

\-

W-350F TUE

Price: §500
Need(s): Hygiene 4
District: South Side
Bridge

ot

( BUBELASTER @06

o

Price: §750
Need(s): Hygiene 5
District: The Foundry

J
4 P s : . e T RILS 4 L3 e TRILS 4 P gl Pt B 3
FLUSHITOL PUBLIC SIME UTILITY SIME JUETH SHOWER
Price: §250 Price: §500 Price: §800
Need(s): Hygiene 2 Need(s): Hygiene 2 Need(s): Hygiene 5
District: Kicktail Park District: The Foundry District: All

}3
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(" HYGIELITE LUXURY SHOWER STALL)

Price: §800
Need(s): Hygiene 7
District: Diamond
Heights

THE FAMTASTIC AUTOCRAFFIC

Price: §1,000
Need(s): Bladder 9
District: Diamond
Heights

SIME KIMG DELURE WASH EIHEIIH\

Price: §800
Need(s): Hygiene 2
District: Diamond
Heights

( BATHMATIC T-5C3

TLE

Price: §1,200
Need(s): Hygiene 7
District: Diamond
Heights

(MARELE SHOWER

Price: §900
Need(s): Hygiene 6
District: South Side
Bridge

Price: §1,200
Need(s): Bladder 10
District: Neon East

(MAMTICORE “ELITE® HOT TUE )

Price: §4,000
Need(s): Hygiene 8
District: Skyline
Beach

Note: Satisfies
Hygiene, Fun, and
Energy. If multiple
Urbz are in the tub,
they Talk, increasing
relationship. Urbz from
outgoing subcultures
get in the tub nude.

- J

(THE CATALYTIC SYEARITIC SPA )

Price: §6,000
Need(s): Hygiene 10
District: Diamond
Heights

Note: See note on
Manticore “Elite” Hot

LOVESERT

SUBWAY

Price: §50
Need(s): Energy 2
District: Central
Station

Tub.
J AN J
(" ST TR ( SUBWAY SOFA h COMSTRUCTION COUCH
-, - - od Ben Bam® B e B Rt
Seating and beds allow for replenishment Price: §50 Price: §75
of Energy. More Energy is restored from Need(s): Energy 2 Need(s): Energy 3
sleeping than napping and more from District: Central District: Kicktail Park
napping than sitting. Urbz must sleep in a Station &
proper bed at least once every couple of
days or their need decay rates multiply.
. J
- e R . .
CIMDER SERT UTORIAM BEMCH ( MUSCLE CHRAIR
Price: §35 Price: §65 Price: §80
Need(s): Energy 1 Need(s): Energy 4 Need(s): Energy 1
District: Kicktail Park District: South Side District: Gasoline Row
Bridge
. 4 J
ans - - ot g s )
( \ ( LOUNGEMASTER “MASTER® LOUMGER

CHOFFED CHRIR

Price: §75

Need(s): Energy 1
District: Gasoline Row

Price: §90

Need(s): Energy 1
District: South Side
Bridge




SEAT

SHFETY

Price: §95
Need(s): Energy 2
District: Central
Station

J

CHASSISASS © EDOITION

Price: §150

Need(s): Energy 4
District: Gasoline Row

MEQWMOW FOLDIMG CHAIR
Price: §300
Need(s): Energy 3
District: Cozmo Street
-

Price: §100
Need(s): Energy 2
District: The Foundry

Price: §150
Need(s): Energy 2
District: Gasoline Row

(THE EEAST EY LOUMGEMASTER )

Price: §350
Need(s): Energy 5
District: South Side
Bridge

AN

[ STERMER BEMCH

Price: §100
Need(s): Energy 3
District: The Foundry

Price: §160
Need(s): Energy 3
District: Gasoline Row

[ FIG-MIC BEMCH

Price: §400
Need(s): Energy 2
District: Gasoline Row

J
Ls LOUMGEMASTER DIMETTE CHAIR ( OIET CHAIR
Price: §125 Price: §220 Price: §410
Need(s): Energy 4 Need(s): Energy 3 Need(s): Energy 3
District: Gasoline Row District: South Side District: Neon East
Bridge
. \.
ol FOT et D T N [ B
FLEASARIO BOOTH EEMCH LUKOLEATHERA ARM CHAIR
Price: §135 Price: §250 Price: §450
Need(s): Energy 2 Need(s): Energy 4 Need(s): Energy 3
District: Skyline District: South Side District: Kicktail Park
Beach Bridge
AN %
- - (o -~ -~ ” - ——
(KILLER CHILLER A FORM EBED (HEOWHOW “JUNGLE® SOFA A
Price: §145 Price: §300 Price: §450
Need(s): Energy 4 Need(s): Energy 5 Need(s): Energy 5
District: Gasoline Row District: Kicktail Park District: Cozmo Street
J AN J
S~ =% ; o Mg L
-‘.E’- e y CRRE T P T R e N e e - i Y A "A‘!!-'.L n e Tl T
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(MEQWHOW “TIGER® LOUMGE

Price: §450
Need(s): Room 1
District: Cozmo Street

UMUMFOLOABLE FUTOM SO0FA
Price: §700
Need(s): Energy 5
District: Neon East

(LUXOLEATHERA LOUESEAT

Price: §920
Need(s): Energy 6
District: Diamond
Heights

COEMO CHAIR

[ MEQWMOW LOVESERT

Need(s): Energy 5
District: Neon East

Need(s): Energy 6
District: The Foundry

Price: §500 Price: §700 Price: §920
Need(s): Energy 4 Need(s): Energy 6 Need(s): Energy 5
District: Cozmo Street District: Diamond District: Cozmo Street
Heights
e e et VG I N — P —
JAPAMESE CHAIR ZETHATHETH ESLEEFER UFHOLSTERELIC LOVESERT
Price: §600 Price: §750 Price: §920

Need(s): Energy 6
District: Diamond
Heights

Price: §600
Need(s): Energy 7
District: Neon East

LEORARD BLOO CROUTOM FLITI'_'IH\

( LILY PRORE MISSION BED
Price: §800
Need(s): Energy 6
District: South Side
Bridge

-y

MODERM MISSION BED

Price: §1,250
Need(s): Energy 7
District: South Side
Bridge

( TUBE SHELTER coOT

Price: §600
Need(s): Energy 6
District: Central
Station

( ERASS EED

Price: §850
Need(s): Energy 6
District: Diamond
Heights

-

(SLUME R SLEEPER

Price: §1,320
Need(s): Energy 7
District: Neon East

SOFA

LUROLEATHERA

Price: §700
Need(s): Energy 6
District: Diamond
Heights

( CHAISE CAFE

Price: §900
Need(s): Energy 4
District: Diamond
Heights

/ZETFITHETH DOUELE SLEEPER

Price: §1,500
Need(s): Energy 7
District: The Foundry




/EDF:HLIEIEIF'IEIUE: CAMOPY BED

Price: §1,700
Need(s): Energy 7
District: Cozmo Street

~

BRASS BED
Price: §2,500
Need(s): Energy 8
District: Diamond
Heights

~

Price: §3,500
Need(s): Energy 10
District: Cozmo Street

J J
4 N\ 2T ML - - (e o - )
IMPROVISED TAELE FORMIMFUMEEM SIDEEOARD
Price: §90 Price: §150
Surfaces include dining tables (Urbz gain District: The Foundry District: South Side
Energy while eating if seated at a dining Bridge
table), counters, and any other table-like
surfaces. As you might expect, things
may be placed upon them.
-
. *
- - ™ 4 — o - o
BUDGET THELE IROM AGE COFFEE THELE T COUNTER
Price: §50 Price: §100 Price: §150
District: Kicktail Park District: The Foundry District: Diamond
Heights

Price: §75
District: Kicktail Park

COROMER'S COUMTER

Price: §111
District: The Foundry

( SUFED-UP SUFFER TAELE

Price: §150
District: Gasoline Row

J

(BUTCHER BLOCK COUMTER

[ TUFFTOWME COMMERCIAL CI:ILIHTEH\

District: Central
Station

Need(s): Room 1
District: South Side
Bridge

N

Price: §80 Price: §120 Price: §150
District: Central Need(s): Room 1 "se.__am | District: Skyline
Station District: South Side Beach
Bridge
J . . J
( GEMERICOUMTER ) 4 FORMIMFUMKEM EMD THRELE ( TRILGATER TRELE )
Price: §89 Price: §150 Price: §160

District: Gasoline Row

}3
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( FIG-MIC TRELE

Price: §180
Need(s): Room 2
District: Gasoline Row

-

RAKKID RUMO CEMTER THELE

Price: §250
District: Neon East

(THE “LOOKUR* TAEBLE

Price: §300
District: Cozmo Street

BAMEOD COUMNTER

Price: §185
District: Neon East

(RRKKI EUMO DIMMER TAELE

Price: §250
District: Neon East

(" CRAFETETE CAFE TRELE

Price: §350
District: Diamond
Heights

———

District: Gasoline Row

Need(s): Room 1
District: South Side
Bridge

.
( WITTY WELDERSTS FUEB THEBELE ( THE *“F4% THELE e 4 CHRDO THELE
Price: §185 Price: §250 Price: §400
District: Gasoline Row District: Cozmo Street District: Skyline
Beach
HAMDI-KART ( LOUMGEMASTER COUMTER FHRERTD RUMO EMD TRELE
Price: §200 Price: §267 Price: §450

Need(s): Room 2
District: Neon East

-

( SFILL-FROOF COUMTER

Price: §200
District: Cozmo Street

(RAKEI RUMO GRAMD TAELE

Price: §280
Need(s): Room 2
District: Neon East

( FORMIMFUMKEM GLASS TRAELE

Price: §500
Need(s): Room 2
District: South Side
Bridge

WAVEFROMT COUNMTER

Price: §220
Need(s): Room 1
District: Neon East

J

(THE “GUICKEDIT* TAELE

Price: §280
Need(s): Room 1
District: Cozmo Street

/FIEE:LIHETIHE LiMiMG TRELE

Price: §575
Need(s): Room 1
District: South Side
Bridge

- W
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(" THE “ZAMEBEL*® TRELE h
Price: §600 o
g Need(s): Room 2 =
o . District: Neon East
e
4
@ i 7 N ([ GRS LAMP SCOMCE ( TRUMFET UWIME SCOMCE h
Lighting makes it easier to see in the dark Price: §75 Price: §75
and can enhance Room score. Need(s): Room 1 o Need(s): Room 1
District: Cozmo Street District: South Side
! i .
Bridge
J . AN
4 FIRE BRRREL N[ LOOEIM P SCOMCE 4 TUBULAR BLACE LIGHT
Price: §50 Price: §75 Price: §75
Need(s): Room 1 Need(s): Room 1 Need(s): Room 1
District: Gasoline Row District: Gasoline Row District: Kicktail Park
.
(FoOT LIGHT SHOJT WALL LAMF (MEOH SCOMCE

Price: §60
Need(s): Room 1
District: The Foundry

Price: §75
Need(s): Room 1
District: Neon East

Price: §80
Need(s): Room 1
District: Neon East

( FEMME DE LUXE LAMF

Price: §70
Need(s): Room 1
District: Cozmo Street

( SUMOT SHOF

\-

LIGHT

Price: §75
Need(s): Room 1
District: The Foundry

N

/TI:ILICH 0 KLASS LAMTERMS

Price: §80

Need(s): Room 1
District: South Side
Bridge

. /

(" COME SCOMCE h

Price: §75
Need(s): Room 1
District: Skyline
Beach

N

( THE TORCHIMATOR

Price: §75
Need(s): Room 1
District: The Foundry

( JIEEY MEOH

\-

LAMF

Price: §85
Need(s): Room 1
District: Neon East
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SWE IN THE-CITY
( PYRALEME LAMP \ ( THE GREEM LAMFFOST \ ( PATIO HEATER LAMF h
Price: §125 Price: §175 Price: §300
Need(s): Room 1 Need(s): Room 1 Need(s): Room 2
District: Skyline District: South Side District: Skyline
Beach Bridge Beach
\. J
AKIMEO FLOOR LAMF ( UTHE BWEEVIL FLOOR LANF 4 LIGHTER OF THE GOD%
Price: §175 Price: §175 Price: §350
Need(s): Room 1 Need(s): Room 1 Need(s): Room 1
District: Neon East District: Neon East District: The Foundry
( EZ-STILE FLOOR LAMP [ RESTHURANMT LAMP ( LOVE MY HRIGHT LAMF
Price: §175 Price: §200 Price: §350
Need(s): Room 2 Need(s): Room 2 Need(s): Room 2
District: Neon East District: Neon East District: The Foundry
J/ 4 J
' N et o = ) - ] ) e
= i_ i_ i OIABLD SUPREMO ESPRESSO RETROZOME REFRIGERATOR
Appliances generally go in a kitchen, Price: §450 Price: §900
including all cooking objects and Need(s): Energy 2 Need(s): Hunger 10
dishwashers. When it comes to food prep District: The Foundry District: All
objects, the higher the object’s Hunger
score, the more Hunger satisfaction it
contributes to the final food product.
J J
N\ [ THE “FREQUEHT FRYERY FIFIHEE\ ( FUZEY LOGIC DISHWASHER

( “LR2R FOOD PROCESSOR

Price: §250
Need(s): Hunger 1
District: Diamond
Heights

Price: §450
Need(s): Hunger 3
District: South Side
Bridge

Price: §950
District: Diamond
- Heights

UOLEES GRILL

Price: §400

Need(s): Hunger 5
District: Gasoline Row

Price: §650
Need(s): Energy 2
District: Cozmo Street

Note: Also depletes
Bladder.

/DISH DUSTER DELUXE

Price: §1,000
District: Neon East




}3

. . . N - -
EOTTCH REACTOR-FRAMGE ( SAVOR SAUVER TRIDIUA FF:IEII:iE\
Price: §1,200 Price: §2,200 L
Need(s): Hunger 5 Need(s): Hunger 6 i
District: South Side District: South Side
Bridge Bridge
i
J J
VT —— N R s )
GLASS-TOFFED RAMGE THE THIMG COMMERCIAL FREEZER
Price: §1,200 Price: §2,500 -
Need(s): Hunger 2 Need(s): Hunger 8
District: Diamond District: Diamond "
Heights Heights o
J 4
#
- N ( SCROUMGED TU Y ( Booe TUEE A
Electronic items are a major source of Fun Price: §500 Price: §750
but have a tendency to break after several Need(s): Fun 3, Need(s): Fun 4,
uses. Room 2 Room 2
J District: Gasoline Row District: Kicktail Park
Ve - — . Note: Same as
RAERAE RC-FSEE DJME 1G0AS Note: This TV features Scrounged TV. -
three channels, each appealing to AN
Price: §150 different subcultures, as follows:
Need(s): Fun 2 (" FRACIFIC CHAMCE
District: Skyline Beach South Side Bridge, IHCORFORATED MACHIME
Skyline Beach, Diamond
Heights Price: §750 |
Kicktail Park, Gasoline Need(s): Fun 4 i
Note: You may direct your Urb to Row, Central Station District: Neon East * vy
o oo o o .
Space Dungeon Race.
preferred by their subculture, as follow: P ung J
Urbz automatically switch to their
Neon East: Eel-Ectronica preferred channel when they turn on ¢ LASER LLAMA CLASSIC
Foundry: Xperimental the TV. They laugh if they’re watching ARCADE GAME
South Side Bridge: Cobalt Lounge their preferred channel or complain if
Central Station: Dead Dread Punk forced to watch a different channel. Price: §850
Gasoline Row: Road Rash Radio Satisfies Fun regardless of the channel. Need(s): Fun 5
Kicktail Park: Sk8r Punk District: Neon East
Diamond Heights: Pootie’s Top 40 Note: S Arcadi
Skyline Beach: ___Rhythm and BEP Ss:c'e Sumnzzzn A
Cozmo Street: BEP-d-Beat . /N -
An Urb may also dance to the music if (ARCADIA SPACE DUMGEOH RACE )| ( ROAD HOUSE JUKE EBOX )
the boom box is on. Satisfies Fun.
Price: §600 Price: §1,100
\ < Need(s): Fun 4 Need(s): Fun 7, Room 3
District: Central Station District: Gasoline Row
Al ISW't?hed'°" radios‘and;l¥s a‘;vake" Notes: Cost §5 to play. Note: See BAEBAE
a sleeping Urb or prevent an Urb from Winning based on Artistic RC-7500 DJMX 10000.
going to sleep in the same room. skill. Satisfies Fun
. . )
\_ J m E i
" 49 %
. u«:ﬁ oah
: J tuag - s l.'
e ol CRRE T P T R " e e - & i b 'L!HL T
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(EOE & IMGEERETSOM LKG So@@ )

ERCESUTIVE FLASMA TU

(" WALL-MOUMTED TU

Price: §1,850 Price: §3,500 Price: §5,000
Need(s): Fun 6, Room 3 Need(s): Fun 7, Room 2 Need(s): Fun 8, Room 2
District: District: Cozmo Street District: Diamond
Diamond Heights Note: Same as Heights
Note: Same as BAEBAE Scrounged TV. Note: Same as
RC-7500 DJMX 10000. ) \ Scrounged TV. )
- N
N (0 BLUE MAIL BOX HAFFY HEART WEMT
Decorative objects are used to adorn Price: §50 Price: §50
locations and raise Room score. Viewing District: Kicktail Park District: Skyline Beach
some decorative objects satisfies Fun.
Some objects display EyeToy™ images or
images of your Urb as your Rep grows.
- J
e I L
) BRAMDED ARCH EROTO ROLUMH
=== Price: §50 Price: §50
Plants must be watered periodically District: Neon East District: Neon East
or they die. Dead plants reduce
Room score until thrown out.
J
~

FROUIDEMCE FERM

Price: §35
Need(s): Room 1
District: Kicktail Park

(BRICK COLUMH

Price: §50
District: South Side
Bridge

s

MAMHOLE COUER

Price: §50
District: Kicktail Park

Price: §50
Need(s): Room 1
District: The Foundry

( AMTEMMA ( BROEEH HYDRAMT ( HEWSFAFER BOX
Price: §50 { Price: §50 Price: §50
District: Skyline " District: Kicktail Park District: Kicktail Park
Beach )
o
o
FASPIDISTROY UERIAMMOY ( CLOTHESLIME ¢ FHREIMNG HMETER DECOVW

Price: §50
District: Skyline
Beach

Price: §50
District: Kicktail Park




OEJECTS
FOLITICAL ART STATEMEMT ( FEEMFIMGER PLAMT BRBY FICUS
Price: §50 Price: §70 Price: South Side
Need(s): Room 1 Need(s): Room 1 Bridge
District: Central District: Neon East Need(s): Room 1
Station District: §130
-
( SIDEWALE GRATE 4 THRADESAMTIA SIMULATH
Price: §50 Price: §85 Price: §130
District: All Need(s): Room 1 Need(s): Room 2
District: Neon East District: Neon East
\. .
( SHEWRAY UVEMT REFPLICH ( ECOMOCHCTUS
SPIEUSOOMESTICRE
Price: §50 Price: §150
Need(s): Room 1 Price: §90 Need(s): Room 1
District: Central Need(s): Room 1 District: South Side
Station District: Gasoline Row Bridge
( THRAFFIC COME ECOMOCACTUS CHEARPSEARTI MIMI-BOMESAI
Price: §50 Price: §100 Price: §165
District: Kicktail Park Need(s): Room 1 Need(s): Room 1
District: Gasoline Row District: Neon East
. .
- - - . N
UAFOR UENT Foolr DAY BAMHER BOMZAI PLAMT
Price: §50 Price: §100 Price: §180
District: Skyline Need(s): Room 1 Need(s): Room 1
Beach District: Neon East District: Neon East
. J
( WESTERM RORCHUEED 4 BIDMESS SIGH ( COMMUMITY BULLETIM BORRD )
Price: §50 Price: §110 Price: §180
Need(s): Room 1 Need(s): Room 1 Need(s): Room 1
District: Skyline District: All District: Central
Beach Station
J
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Price: §200
Need(s): Room 1
District: Diamond
Heights

MHUDE PRIMTIMG

RECLIMIMG

Price: §300
Need(s): Room 2
District: Diamond
Heights

.

(FLOOE EUG EY LEOPARD LIFE )

Price: §460
Need(s): Room 2
District: South Side
Bridge

J

Price: §250 Price: §300 Price: §750
Need(s): Room 1 Need(s): Room 2 Need(s): Room 3
District: Diamond District: Diamond District: Cozmo Street
Heights Heights
( MODERMIST RUG e 4 LLIEE 00 LLIEE I LLIKE H h
LLAMA MOUMTED HERD
Price: §295 Price: §400
Need(s): Room 1 Need(s): Room 2 Price: §750
District: The Foundry District: Kicktail Park Need(s): Room 2
District: South Side
Bridge
J

FORTRAIT

MARCISSIM REMAISSAMNCE

Price: §300
Need(s): Room 2
District: Diamond
Heights

( FERMAMEMT TEMFPORARY ART
Price: §400
Need(s): Room 2
District: Neon East
\.

FOPPIMNG

CHERRIES PRIMT

Price: §750
Need(s): Room 3
District: Neon East

( FOWER FALM

Price: §300
Need(s): Room 1
District: Diamond
Heights

/F‘ETUS HOLD "EM PRINT

Price: §400
Need(s): Room 2
District: South Side
Bridge

( TRAUEL MAP

BEILLEOARD

Price: §750
Need(s): Room 2
District: Neon East

REALITY

FAIMTIMG

Price: §300
Need(s): Room 2
District: The Foundry

.

(e e E e R .
SURARS FANCH RAG BUG

Price: §400

Need(s): Room 1

District: Skyline

Beach

WALL MOUNT

Price: §750
Need(s): Room 2
District: Kicktail Park




——

GOZA MAT ( MHATIWE URE RUS h OFTICLUSTER PROMOTIOMAL SIGH
Price: §800 Price: §1,550 Price: §3,250 '
Need(s): Room 1 Need(s): Room 3 Need(s): Room 10
District: Neon East District: Gasoline Row District: Kicktail Park
( SCRANHY PURPY 4 AMTIGUE PERSIAM RUG ( OFTICLUSTER TRIFPORTRAIT
FRAME
Price: §800 Price: §1,800 :
Need(s): Room 4 Need(s): Room 5 Price: §3,250
District: The Foundry District: Cozmo Street Need(s): Room 2
District: Diamond
Heights
AN
s P —— P - Epp———— . —
IMDUSTREAL “LILY PIMCHERY CELEBRITY PHOTO COLLECTION OFTICLUSTER WALL POSTER
SCULPTURE
Price: §1,800 Price: §3,250
Price: §1,100 Need(s): Room 7 Need(s): Room 8
Need(s): Room 5 District: Cozmo Street District: Kicktail Park
District: The Foundry
. ) 'ﬂ
( MODEMIST RUG SHAM TIGER SEINM RUG ( WALL TAME
Price: §1,200 Price: §2,200 Price: §3,250
Need(s): Room 8 Need(s): Room 8 Need(s): Room 10 |
District: Diamond District: South Side District: Neon East i
Heights Bridge Oy
( SIIPEF' SFIHLIF.HI REFLICH ( UTDED LUEIL IMETALLATION CIRGUELL ARUARIUM
SHORD SET
Price: §2,850 Price: §3,500
Price: §1,400 Need(s): Room 8 Need(s): Room 10
Need(s): Room 6 District: The Foundry District: Neon East
District: Neon East
J
( FOUMD ART 4 GRABEY GOOSEY SCULPTURE ( MAMILA 1988 RaURRIUR )
Price: §1,500 Price: §3,000 Price: §3,800
Need(s): Room 7 Need(s): Room 9 Need(s): Room 10
District: The Foundry District: The Foundry District: Neon East
J J
B3
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(" =RUARIUM AGUARIUM )
Price: §3,800
Need(s): Room 10
District: Neon East
J
arEmns . - e\
SCHHIZZUR DAMCEARM MOD EIT
Skill object and upgrades are used to Price: §330
build the three skills. Details on their use Skill: Artistic
can be found in the “Skills, Jobs, & District: All
Moneymaking” section.
/ 4 /
(" SCHHIZZALATOR ) MEMTAL MACHIMATION CHESS
LFGRADE
Price: §210 Price: §330
Skill: Artistic Skill: Mental
District: All District: All
g K 5
MEMTAL FMACHIMATION EITHTIEIT? ( ESER-CYOOPTER ALPHA MOD KIT MEMTAL MACHIMATION A
MATRIX UPGSRADE
Price: §180 Price: §330
Skill: Mental Skill: Physical Price: §650
District: All District: All Skill: Mental
District: All
\.
( LN ] =yl / o ., - ] - o \ ( L 1, u 3
EHER-CYOLE SCHMIZZUR SPIMPRO MOD EIT EAER-CNMOLOUORTES
BRAUD MOD RKIT
Price: §190 Price: §650
Skill: Physical Skill: Artistic Price: §650
District: All District: All Skill: Physical
District: All
_ J J J
MTorrcl aHECH S ~Ned( “FEED THE DEUILY If‘iEZIT'iEFiFITDFi\ ( LRBAM SAMITATION FiECEF‘TFIEZLE\
These objects play a variety of roles but Price: §30
just don’t fit in anywhere else. District: Skyline Price: §30
Beach District: Kicktail Park
J _/ J
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WAMTWASTE WASTEBASEET ( ARTESY ARMOIRE THE “MOUSE TRAPY DRESSER
Price: §30 Price: §300 Price: §300
District: South Side ot District: Cozmo Street District: South Side

Bridge

Bridge

Ve

\-

U=ED DART BOARRD

Price: §120

Need(s): Fun 4

District: Gasoline Row
Note: Costs §20 to play.
Random chance of
darts hitting. When two
Urbz play together, they Talk, increasing
relationship. Satisfies Fun.

/DEIT—12 METHL DRESSER

Price: §300
District: The Foundry

( UMFIMISHED DRESSER

Price: §300
District: Kicktail Park

*

(150K BUDGET DRESSER

Price: §300
District: Skyline
Beach

Price: §350
Need(s): Fun 3
District: South Side
Bridge

-

IMPROVISED SHELUIMG

Price: §150
Need(s): Fun 2
District: Kicktail Park

HEOM MIGHTES DRESSER

Price: §300
District: Neon East

Price: §400
Need(s): Fun 3
District: The Foundry

I

-
4 - —— " -y 4 - o
OFFICE BOORCASE FOCKER LOCEER WROBD WRESTLER
Price: §200 Price: §300 Price: §500
Need(s): Fun 2 District: Central Need(s): Fun 5
District: Diamond Station District: Gasoline Row
Heights Note: Costs §10 to play.
When your Urb plays
against the robotic arm,
the machine’s Physical
P N skill is randomly set. You win if your
FARMOIRE VESTHEMTOIRE THE “JUME TRUMEY DRESSER Physical skill is higher. If you play against
another Urb, winning is based on Physical
Price: §300 — Price: §300 skill and random chance. Also decreases
District: Diamond District: Gasoline Row Hygiene.
Heights | I
-
=
. J
| ' 5§
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Price: §650
Need(s): Fun 4
District: The Foundry

PRIMA OFFICIAL GAME GUIDE

J
™~ ' o
fl
Windows are architectural objects that ’
lend your location a bit of each district’s
character. They don’t, however, affect
Room score.
J
N\

( JAIL WIMDOW

Price: §50
District: Gasoline Row

.

Price: §75
District: Gasoline Row

FEMHESTRARING

FRCTORY WIMDOU

Price: §180
District: The Foundry

SERI PLERI

WIMDOOL

Price: §50
District: Kicktail Park

Price: §75
District: Neon East

N

( JEWEL WIMDOW

Price: §200
District: Cozmo Street

( THE TRAIM FAME
Price: §65
District: Central
b Station
.

[ WRECKTAMELE WIMDOOL

Price: §80
District: South Side
Bridge

( DEKD WINDOW

\-

Price: §275
District: Cozmo Street

ARCHED WINDOW

Price: §75
District: South Side
Bridge

( MEOHOUR BOUTIGUE WIMDOW

Price: §125
District: Neon East

FLEASURE IH

FAMES WIMDOW
Price: §290

District: Diamond
Heights




Doors are architectural objects that lend
your location a bit of each district’s
character. They don’t, however, affect
Room score.

(ROLLED-UF DOOR

Price: §100
District: Central
Station

Price: §300
District: South Side
Bridge

-

CLASSIC DOOR

N\

( MO E=IT DOOR 4 WROUGHT IROH DOOR :-IILF|HFI LTE WM
Price: §30 Price: §120 Price: §300
District: Central District: Skyline Beach District: Cozmo Street
Station

[ WAREHOWSE DOOR

Price: §50
District: The Foundry

( PRE-BLACKEMED DOOR

Price: §150
District: Gasoline Row

[ REFLEXCELLEMCE DOOR

Price: §450
District: South Side
Bridge

( HEOMOUR COMMERCIAL DOOR

-

( IMPARCT TRAFFIC DOOR OURATALLIC DOOR
Price: §75 Price: §200 Price: §500
District: Central District: The Foundry District: Neon East
Station
.
( TROLLEY DO0OR ( DUMGEOH DOOR CEWAME PLAMKY
Price: §80 Price: §250
District: Central District: Neon East
Station

Price: §700
District: Diamond
Heights

( REIMFORCED DOOR

Price: §100
District: Gasoline Row

( DEKO DOOR

Price: §280
District: Cozmo Street

}3
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Wall segments are sold in packs of 20
and can be laid out in your Urb’s
apartment or in districts. Keep in mind
that uncovered walls depress Room
score, so buy wallpaper to cover both
sides.

Wallpaper and floor tiles are sold in packs of 20 and can
be laid out in your Urb’s apartment or in districts (though
not on exterior walls). When new floor tiles are installed,
any they’re replacing move into your Urb’s inventory.
Replaced wallpaper segments are lost forever.

Object

Akimbo Floor Lamp
Ancient Fern

Antenna

Antique Persian Rug
Arcadia Space Dungeon Race
Arched Window

Armoire Vestmentoire
Artsy Armoire

Aspidistroy Veriannoy

Baby Ficus

BAEBAE RC-7500 DJMX 10000
Bamboo Counter
Bathmatic T-SC3 Tub
Bathmatic W-SOP Tub
BIDNESS Sign

Blue Mail Box

Bob & Ingebretson LKG 9000
Bonsai Plant

Boob Tube

Bottch Reactor-Range
Branded Arch

Brass Bed

Brick Column

Brick Table

Broken Hydrant
BubBlaster 1000

Budget Table

Butcher Block Counter
Cabana Palm

Cafétete Café Table

Card Table

Celebrity Photo Collection
Chaise Café

ChassiSass C Edition
ChassiSass LS

Chopped Chair

Cinder Seat

Cirquell Aquarium

Classic Door

Clothesline

Community Bulletin Board
Cone Sconce

Construction Couch
CornuCopious Canopy Bed
CornuCopious Super Sleeper
Coroner’s Counter

Price Subculture Bladder Energy Fun

§175 Neon East

§250 Diamond Heights
§50 Skyline Beach
§1,800 Cozmo Street
§600 Central Station
§75 South Side Bridge
§300 Diamond Heights
§300 Cozmo Street
§50 The Foundry
§130 South Side Bridge
§150 Skyline Beach
§185 Neon East

§1,200 Diamond Heights
§500 South Side Bridge
§110 All

§50 Kicktail Park
§1,850 Diamond Heights
§180 Neon East

§750 Kicktail Park
§1,200 South Side Bridge

§50 Neon East

§850 Diamond Heights
§50 South Side Bridge
8§75 Kicktail Park

§50 Kicktail Park
§750 The Foundry
§50 Kicktail Park
§120 South Side Bridge
§400 Kicktail Park
§350 Diamond Heights
§400 Skyline Beach
§1,800 Cozmo Street
§900 Diamond Heights
§150 Gasoline Row
§125 Gasoline Row
§75 Gasoline Row
§35 Kicktail Park
§3,500 Neon East

§300 South Side Bridge
§50 Skyline Beach
§180 Central Station
§75 Skyline Beach
8§75 Kicktail Park
§1,700 Cozmo Street
§3,500 Cozmo Street
§111 The Foundry

0OO0O00D0D0D0DO0DO0DO0DO0DO0DO0DO0DO0O0DO0DO0DO0DO0DO0O0DO0DO0DO0ODO0O0DO0OO0OO0OOO0OO0OO0OO0OO0OO0OOOODOOO0OOOO
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Hunger Hygiene Room
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Object

Cosmic Lint

Cozmo Chair

Deko Door

Deko Window

Designer Bookshelf

Diablo Supremo Espresso
Diet Chair

Dish Duster Deluxe

Do It Yourself Table

DOT-12 Metal Dresser
Dungeon Door

Duratallic Door

Econocactus Cheapskati
Econocactus Spikusdomesticae
Epikouros Kitchen Sink
Espresso NeoDeco
Excesutive Plasma TV Plasma TV
Exer-Cycle

Exer-CycloVortex Bravo Mod Kit
Exer-Cycopter Alpha Mod Kit
Extra-Large Mini-Bonsai
EZ-Stile Floor Lamp

“Feed the Devil” Incinerator
Feenfinger Plant

Femme De Luxe Lamp
FenestraKing Factory Window
Ficus Tree

Fire Barrel

Flame Decal Window

Floor Rug by Leopard Life
Flushitol Public Sink

Flushitol Public Toilet

Foam Bed

Food Day Banner

Foot Light

Forminfunken End Table
Forminfunken Glass Table
Forminfunken Sideboard
Found Art

Freaky Frond

Fuzzy Logic Dishwasher

Gas Lamp Sconce

Gears for Rears Art Stool
GeneriCounter

Glass-Topped Range

Gobs of Wrath Band Poster
Goza Mat

Grabby Goosey Sculpture
Handi-Kart

Happy Heat Vent

HygiElite Luxury Shower Stall
IGOK Budget Dresser

Impact Traffic door
Improvised Shelving
Improvised Table

IndustReal “Lil’ Pincher” Sculpture

Price

§130
§500
§280
§275
§400

§410
§1,000
§80
§300
§250
§200
§100
§90
§500
§650
§3,500
§190
§650
§330
§165
§175
§30
§70
§70
§180
§150
§50
§75
§460
§250
§400

§100
§60
§150
§500
§150
§1,500
§200
§950
§75
§100
§89
§1,200
§750
§800
§3,000
§200
§50

§300
§75
§150
§90
§1,100

Subculture

Neon East
Cozmo Street
Cozmo Street
Cozmo Street
The Foundry

The Foundry
Neon East

Neon East
Central Station
The Foundry
Neon East

The Foundry
Gasoline Row
Gasoline Row
South Side Bridge
Cozmo Street
Cozmo Street

All

All

All

Neon East

Neon East
Skyline Beach
Neon East
Cozmo Street
The Foundry
South Side Bridge
Gasoline Row
Gasoline Row
South Side Bridge
Kicktail Park
Kicktail Park
Kicktail Park
Neon East

The Foundry
South Side Bridge
South Side Bridge
South Side Bridge
The Foundry
Diamond Heights
Diamond Heights
Cozmo Street
The Foundry
Central Station
Diamond Heights
Cozmo Street
Neon East

The Foundry
Gasoline Row
Skyline Beach
Diamond Heights
Skyline Beach
Central Station
Kicktail Park

The Foundry

The Foundry

Bladder Energy
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Fun
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Hunger Hygiene Room
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Object

Iron Age Coffee Table

Jail Window

Japanese Chair

Jewel Window

Jiggy Neon Lamp

Justa Shower

Killer Chiller

Kustom Kouch

Kyoto Kolumn

Laser Llama Classic Arcade Game
Lawn Chair

Leopard Bloo Crouton Futon
Lighter of the Gods

Lil’ Padre Mission Bed

Llike You Llike I Llike

A Llama Mounted Head
Lookin’ Up Sconce
LoungeMaster “Master” Lounger
LoungeMaster Counter
LoungeMaster Dinette Chair
Love N’ Haight Lamp
LuxoLeathera Arm Chair
LuxoLeathera Loveseat
LuxoLeathera Sofa

Manhole Cover

Manila 1000 Aquarium
Manticore “Elite” Hot Tub
Marble Shower

Mental Machination Chess Upgrade
Mental Machination Matrix Upgrade
Mental Machination Station
MeowNow “Jungle” Sofa
MeowNow “Tiger” Lounge
MeowNow Folding Chair
MeowNow Loveseat

Modenist Rug

Modern Mission Bed

Modern Mission Bookshelf
Modernist Rug

Muscle Chair

Narcissim Renaissance Portrait
Native Urb Rug

Neon Nights Dresser

Neon Sconce

NeoNova “Nebula” Window
NeoNova Boutique Window
NeoNova Commercial Door
Newspaper Box

No Exit Door

NuMica Kitchen Counter

Office Bookcase

Opticluster Promotional Sign
Opticluster TriPortrait Frame
Opticluster Wall Poster

Pacific Chance Incorporated Machine
Parking Meter Decoy

Price
§100

§600
§200

§800
§145
§160

§850
§135

§800
§750

§75
§90
§267
§220

§920
§700

§3,800
§4,000
§900
§330

§650
§180

§300
§920
§1,200
§1,250

§295

§300
§1,550
§300

§75
§125
§500

§600
§200
§3,250
§3,250
§3,250
§750

Subculture

The Foundry
Gasoline Row
Neon East
Cozmo Street
Neon East

All

Gasoline Row
Gasoline Row
Neon East

Neon East
Skyline Beach
Neon East

The Foundry
South Side Bridge
South Side Bridge

Gasoline Row
South Side Bridge
South Side Bridge
South Side Bridge
The Foundry
Kicktail Park
Diamond Heights
Diamond Heights
Kicktail Park
Neon East
Skyline Beach
South Side Bridge
All

All

All

Cozmo Street
Cozmo Street
Cozmo Street
Cozmo Street
Diamond Heights
South Side Bridge
South Side Bridge
The Foundry
Gasoline Row
Diamond Heights
Gasoline Row
Neon East

Neon East

Neon East

Neon East

Neon East
Kicktail Park
Central Station

All

Diamond Heights
Kicktail Park
Diamond Heights
Kicktail Park
Neon East
Kicktail Park

Bladder Energy

OO0OO0OO0OO0OO0OO0OOOOOOOOO
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Fun

0
0
0
0
0
0
0
0
0
5
0
0
0
0
0
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Hunger Hygiene Room
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Object

Patio Heater Lamp
Permanent Temporary Art
PetUs Hold ‘Em Print
Pig-Nic Bench

Pig-Nic Table

Pleasario Booth Bench
Pleasure In Panes Window
Political Art Statement
Popping Cherries Print
Power Palm
Pre-Blackened Door
PreposterPrivy
Providence Fern

Pyralene Lamp

Rakki Runo Center Table
Rakki Runo Dinner Table
Rakki Runo End Table
Rakki Runo Grand Table
Ravage Salvage Sink
Reality Painting
ReclineTime Dining Table
Reclining Nude Painting
ReflExcellence Door
Reinforced Door

ResiStall Toilet

Restaurant Lamp
RetrOzone Refrigerator
Road House Juke Box
Rocker Locker

Rolled-Up Door

Safety Seat

San Carlos Brass Bed
SaniSanity Toilet

Savor Saver Iridium Fridge
Schipano Bros. Cycle Seat
Schnizzalator

SchnizzUp DanceAm Mod Kit
SchnizzUp SpinPro Mod Kit
Scraps Ranch Rag Rug
Scrawny Puppy
Scrounged TV

Sexi Plexi Window

Sham Tiger Skin Rug
Shoji Wall Lamp

Sidewalk Grate

Sink King Deluxe Wash Basin
Slat Counter

Slumb R’ Sleeper

Solana Vista Window
Spill-proof Counter
Squarium Aquarium
Stainless Steel Shower
Steamer Bench

Still Life #7166401

Subway Loveseat

Subway Sofa

Price

§300
§400
§400
§400
§180
§250
§290
§50

§750
§300
§150
§50

§125
§250
§250

§280
§50

§300
§575
§300

§100
§50
§200
§900
§1,100
§300
§100
§95
§2,500
§1,200
§2,200
§150
§210
§330
§650
§400
§800
§500

§2,200
§75
§50
§800
§150
§1,320
§300
§200
§3,800

§100
§300
§50
§50

Subculture

Skyline Beach
Neon East

South Side Bridge
Gasoline Row
Gasoline Row
South Side Bridge
Diamond Heights
Central Station
Neon East
Diamond Heights
Gasoline Row
Cozmo Street
Kicktail Park
Skyline Beach
Neon East

Neon East

Neon East

Neon East
Central Station
The Foundry
South Side Bridge
Diamond Heights
South Side Bridge
Gasoline Row
Central Station
Neon East

All

Gasoline Row
Central Station
Central Station
Central Station
Diamond Heights
Neon East

South Side Bridge
Gasoline Row

All

All

All

Skyline Beach
The Foundry
Gasoline Row
Kicktail Park
South Side Bridge
Neon East

All

Diamond Heights
Diamond Heights
Neon East
Cozmo Street
Cozmo Street
Neon East

The Foundry

The Foundry
Diamond Heights
Central Station
Central Station

Bladder Energy
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Subway Vent Replica
SUNOT Shop Light
Suped-Up Supper Table

Super Samurai Replica Sword Set

Tailgater Table

The “Brut” by HydroHype
The “Frequent Fryer” Range
The “Junk Trunk” Dresser
The “Lookup” Table

The “Mouse Trap” Dresser
The “P4” Table

The “QuickEdit” Table

The “SculpToilette” Lavatory
The “Swank Plank”

The “Zambel” Table

The Beast by LoungeMaster
The Catalytic Sybaritic Spa
The Cauldron Toilet

The Fantastic Autocrappic
The Green Lamppost

The Kitchen Sink

The Thing Commercial Freezer
The Torchinator

The Train Pane

Touch O’ Klass Lanterns
Tradesantia Simulata

Traffic Cone

Travel Map Billboard

Travel Map Wall Mount
Trolley Door

Trumpet Vine Sconce

Tube Shelter Cot

Tubular Black Light
TuffTowne Commercial Counter
Unfinished Dresser
UnUnfoldable Futon Sofa
UpholsteRelic Chaise Lounge
UpholsteRelic Loveseat
Urban Sanitation Receptical
Used Dart Board

Utility Sink

Utopian Bench

Valkyrie Counter Sink

Vapor Vent

Video Veil Installation

Vine Weevil Floor Lamp
Volks Grill

Wall Tank

Wall-mounted TV
WantWaste Wastebasket
Warehouse Door
WaveFront Counter
Western Roachweed

Witty Welders’ Pub Table
WreckTangle Window
Wrobo Wrestler

§75
§150
§1,400
§160
§180
§450
§300
§300
§300
§250
§280
§500
§700
§600
§350
§6,000
§250
§1,000
§175
§356
§2,500
§75

§2,850
§175
§400
§3,250
§5,000

§220

§185

§500

Central Station
The Foundry
Gasoline Row
Neon East
Gasoline Row
Cozmo Street
South Side Bridge
Gasoline Row
Cozmo Street
South Side Bridge
Cozmo Street
Cozmo Street
Cozmo Street
Diamond Heights
Neon East

South Side Bridge
Diamond Heights
The Foundry
Diamond Heights
South Side Bridge
Gasoline Row
Diamond Heights
The Foundry
Central Station
South Side Bridge
Neon East
Kicktail Park
Neon East
Kicktail Park
Central Station
South Side Bridge
Central Station
Kicktail Park
Skyline Beach
Kicktail Park
Neon East
Diamond Heights
Diamond Heights
Kicktail Park
Gasoline Row
The Foundry
South Side Bridge
South Side Bridge
Skyline Beach
The Foundry
Neon East
Gasoline Row
Neon East
Diamond Heights
South Side Bridge
The Foundry
Neon East
Skyline Beach
Gasoline Row
South Side Bridge
Gasoline Row
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Object Price Subculture Bladder Energy Fun  Hunger Hygiene Room

Wrought Iron Door §120 Skyline Beach 0 0 0 0 0 0
X Marx The Xpot Bookcase §650 The Foundry 0 0 4 0 0 0
XLR8R Food Processor §250 Diamond Heights 0 0 0 1 0 0
ZetaTheta Double Sleeper §1,500 The Foundry 0 7 0 0 0 0
ZetaTheta Sleeper §750 The Foundry 0 6 0 0 0 0

J

Objects can be sold back to any district store. If the object has been placed in
any location, there’ll be a significant loss for depreciation (-25% of original
purchase price). If, however, the object was bought but never placed, you
receive full price.

Gyzect bimits
& Loss

(" There are several issues that affect how your objects perform, where you can
place them, and how they can be lost.

~

The fire code governs how many objects can be placed in a location. If you
exceed this limit, you do so at your own peril.

When the area is at its object limit, placing another object generates a
warning from Captain Catastrophe and a rising chance of random fire.

Once this limit is exceeded, you must remove an object or some walls before
you can place anything new.

Do yourself a favor and heed Captain Catastrophe.

Many objects break after being used. To return them to working order, direct
your Urb to repair them.
The speed of the repair depends on the cost of the object. The more
expensive it is, the longer the repair takes.
- J

Repair ability is not tied to any learned mechanical skill and there’s no
chance of electrocution, even from electronic objects. Repair is a required
course in Urbz’ schools from kindergarten so everyone knows how to do

it and do it safely.

progress of the repair.

Your beloved objects can be burned and destroyed if a
fire breaks out. If the object is one owned by your Urb, it
quickly burns to useless (and Room score-depressing)
ash if the blaze is not extinguished in time.

Fire!! What do
you expect
when juggling
torches?

(" The meter over your Urb’s head during a repair shows the h

Only objects your Urb purchases burn to ash.
Objects already located in districts burn until the
flames are extinguished. Then they return to
normal.

(" Fire isn't totally preventable but it helps to know what
causes it.

Objects: Objects with open flames (grill, stoves, gas
heater, performance stage) have a 2 percent chance of
igniting any adjacent object. Keep the area around these
objects clear if possible.

Social Interactions: Blow Flame, Firecracker Dance, and
Stink Bomb have a 1 percent chance of igniting a fire if
the recipient is standing next to a burnable object.

Exceeding the Fire Code: If you place objects in a place
already at its object capacity (fire code limit), there’s a
random chance of a fire until the total object count is
reduced below the limit.

~
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Fire can, as described, destroy objects but can also kill
Urbz if they catch fire. They can, of course, be revived,
but it’s not a pleasant sight.

Captain
Catastrophe
to the rescue!

Fires are extinguished by summoning the Fire Department
(aka Captain Catastrophe). He’s summoned automatically
if the fire is in a district but must be called via XAM if it's
in your Urb’s apartment.

Fail to have
enough
money in your
account when
the rent
comes due
and Harry the
landlord will
take it out in
trade.

Objects can also be lost via repossession. If you fail to
pay rent on your apartments, Harry Snivel appears the
next time your Urb returns home and extracts your debt
in objects.

PRIMA OFFICIAL GAME GUIDE
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As long as you don’t exceed the
fire code, you can build out or
redecorate most parts of the
nine districts.

You may put your fingerprint on the city’s districts, but there are some limita-
tions.

¢ Most objects can be moved, rotated, and deleted but none can be sold or
put in your Urb’s inventory.

Objects and building elements in VIP rooms can’t be changed in any way.
Doors may not be added to VIP rooms to create an alternate access route.
Cash registers can’t be sold or moved.

Dumpsters, job objects, exterior walls, and armoires may not be moved,
altered, demolished, or sold.

Pets are unlocked by furnishing apartments to a certain simoleon amount.

Bulldog: §750 to 98th Avenue, Third Floor
Cat: §3,000 to Blankwood Towers
Monkey: §5,000 to Darius’s Penthouse

Playing with a pet is great, and
a free way to get Fun at home.

Once earned, a pet resides in its assigned apartment and cannot travel to any
other location.




In a two-player game, Player 2 may
not have pets.

Pets function primarily as Fun objects
(“Play”) but they can also be fed or
commanded to follow your Urb around
the apartment. Periodically (and
inevitably) pets wet the floor. Pet puddles
are a serious drag on Room score, so
clean them up promptly.

No matter how well you care for
your pets, they still occasionally
pee on the floor.

Pet urination is inevitable but can be
at least localized if you place the
broken hydrant object (bought in
Kicktail Park). Once it’s in place, pets
always pee on it rather than other
places.

Pets may be commanded to follow
but only do so around the apartment.
Pets do not leave to accompany your
Urb to districts.

Disteict-

District(s): Diamond
Heights

INTERACTIONS:
Grab a Snack: Snacks cost §15, and
satisfy Hunger.

Grab a Plate: Full meals cost §20, and
satisfy Hunger.

4 N
Many interactive objects aren’t available
in stores but are prominently placed in
districts and their VIP rooms. These
objects usually possess many and various
interactions that provide Fun, money, or
some other surprise.
District(s): Skyline
Beach
INTERACTIONS:
Sunbathe: During
daylight hours,
increases Fun, decreases Hygiene.
Moonbathe: During night, increases Fun,
decreases Hygiene.
Make Out: Automatic, but only if two Urbz
are on the blanket and they are in love.
Increases relationship.
Nap: Increases Energy.

. J

~

District(s): Darius
Penthouse

INTERACTIONS:
Mint Simoleons: If
Mood is >30, an Urb can print money. It is
played exactly like skill objects; the faster
you press the button, the more money is
printed (in §500 increments).

}3

District(s): South Side
Bridge

INTERACTIONS:

Bet §10, §25, §50: Game pays off 2 to 1
with a 55 percent chance of winning.
Increases Fun.

Cheat Bet §500: 48 percent chance of
winning plus additional probability (up to
78 percent total) based on your Urb’s
Rep. If your Urb wins, there’s a big payoff
(§1,000). If you lose, the “cheater alarm”
goes off, all South Side Bridge members
take turns attacking, and your Urb can’t
use the tables until next day. Satisfies Fun.

District(s): Neon East

INTERACTIONS:
Dance: Costs §20.
Dance moves depend
on Artistic Skill.
Satisfies Fun, depletes Hygiene.

Watch: Observers cheer, shrug, or boo
based on your clothing, Artistic skill, and
Rep. Satisfies Fun.

District(s): Cozmo
Street, Skyline Beach

INTERACTIONS:
Street Dance: Dance
animations depend on
Mood. Satisfies Fun.
Ask to Join: Invite an Urb to join the
dance.

Join: Only available in two-player mode.
Join the other player in dancing to
satisfy fun.

J
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District(s): Gasoline Row

INTERACTIONS:

Race: Costs §25. Urb
revs bike to wait for
another Urb to join. After
waiting, you begin the race solo or with
other Urb. Urb with higher Mood wins §50.
Satisfies Fun.

Watch Race: Satisfies Fun.

Join: Mount second bike for competitive

race. Satisfies Fun.

District(s): South Side
Bridge, Gasoline Row, Neon East

INTERACTIONS:

Pour Drink (§5): Pours a single drink that
costs more than vending machine drinks
but satisfies Fun in addition to Hunger.
Pour Drinks (§15): Pours a tray of six
drinks that cost more than vending
machine drinks but satisfy Fun in addition
to Hunger.

District(s): Central
Station

INTERACTIONS:

Fight (§25): Urb enters
cage and waits for
challenger. The invitation can be accepted
automatically or you may do Ask to Join on
another Urb. Urb with higher Mood wins
§50. Satisfies Fun (more for win than loss).
Depletes Hygiene.

Watch: Urb can watch cage when empty
or inhabited. Satisfies Fun in either event,
but less when cage is empty. Observers
get +2 relationship toward winner.

District(s): All

INTERACTIONS:
Dive: Urb jumps in
and rummages around. Depletes Hygiene
but offers a small chance of finding a
random Power Social object.

District(s): Kicktail
Park, Diamond
Heights

INTERACTIONS:
Grind: Urb skate-
boards on fountain, satisfies Fun. If mood
is low, Urb falls and dies (temporarily).
Central Station and Kicktail Park Urbz do
this autonomously.

Splash: Urb takes a bath in the fountain.
Satisfies Fun and Hygiene. Foundry,
Cozmo Street, and Neon East Urbz do
this autonomously.

District(s): Diamond
Heights y
INTERACTIONS: -

Model: Satisfies Fun.
Watch: Observer
cheers, boos, or shrugs based on
difference in district. The further apart the
districts on the Subculture Wheel, the more
hostile the reaction. Satisfies Fun.

District(s): Darius’s
Penthouse

INTERACTIONS:
Hit Balls: Sound effect of impact is
random. Satisfies Fun.

District(s): Many

INTERACTIONS:
Tag: Choose which
subculture’s tags to

4 paint (Central Station, Skyline Beach,
Kicktail Park). Satisfies Fun, depletes
Hygiene.

Clean Up: Diamond Heights, Cozmo
Street, South Side Bridge, Gasoline Row,
Neon East, Foundry. Satisfies Fun,
depletes Hygiene.

View: Approval or disapproval depends on
subculture of Urb versus subculture of tag.

Graffiti Walls in Central Station, Skyline
Beach, and Kicktail Park are the targets of
the Kicktail Park secret mission (Tag Line).

District(s): Kicktail Park

INTERACTIONS:
Inhale Helium:
Satisfies Fun and
Energy.

District(s): Many

INTERACTIONS:
Open Valve: Water
sprays from hydrant
Close Valve: Turns off
water.

Wash in Spray: Satisfies Hygiene. Urb
may get knocked down.

Play in Water: Satisfies Fun. Urb may get
knocked down.

District(s): Kicktail Park

INTERACTIONS:

Order Ice Cream (§15):
Urb receives and
consumes ice cream.
Satisfies Hunger,
depletes Bladder.
Major Monkey Show (§100): Starts
machine’s light show.

Shake Machine: Small chance Urb gets a
free ice cream. If mood is low, the
machine shakes back, killing Urb
(temporarily).




District(s): Gasoline
Row

INTERACTIONS:
Admire: By “admire,”
you mean kick the row
of motorcycles over
like dominoes. This satisfies Fun but all
Gasoline Row denizens line up to attack
you (unless your Urb’s Rep is very high).

District(s): Cozmo
Street

INTERACTIONS:
Juggle: Urb juggles flaming clubs. Quality
of performance depends on mood; if
mood is low, Urb drops clubs and sets
watching Urb on fire, reducing
relationship by -25 (once the flaming Urb
has been revived). Satisfies Fun and, if
successful, results in tips from observers.
Swallow Swords: Urb swallows swords. If
mood is low, Urb messes up and dies
(temporarily). Satisfies Fun and, if
successful, results in tips from observers.
Perform Beat Box: Urb raps on stage. If
mood is low, Urb can get electrocuted
and die (temporarily). Satisfies Fun and, if
successful, results in tips from observers.
Watch: Spectators cheer, shrug, or boo
based on your Urb’s clothing, Artistic skill,
and Rep.

District(s): Foundry

INTERACTIONS:
Battle (§50): Robotic
combat with another
Urb. Urb with highest
mood wins §100. Both
Urbz get Fun but winner gets more.
Challenge (§50): Challenge another Urb.
Join (§50): Join a fight in progress.
Watch: Satisfies Fun.

District(s): Kicktail Park

INTERACTIONS:
Tip (§5): Robot mime
performs.

District(s): Neon East

INTERACTIONS:
Turn On: Switches
tower on.

Dance: Urb dances.
Satisfies Fun.

Join: Urb joins Urb already dancing.
Satisfies Fun.

Watch: Watches tower flash and pulse.
Satisfies Fun.

Turn Off: Switches tower off.

District(s): South Side Bridge

INTERACTIONS:

Bet Red/Black (§50):
Game pays off 2 to 1
with a 55 percent
chance of winning.
Increases Fun.

Bet Number (§50):
Game pays off 2 to 1 with a 19%chance
of winning. Increases Fun.

Cheat Bet (§500): 20 percent chance of
winning plus additional probability (up to
50 percent total) based on your Urb’s
Rep. If your Urb wins, there’s a big payoff
(§1,000). If you lose, the cheater alarm
goes off, all South Side Bridge members
take turns attacking, and you can’t use
the tables until the next day. Satisfies Fun.

J

District(s): Many

INTERACTIONS:
Buy Drink (§10):
Satisfies Energy but
depletes Bladder.
Buy Energy Drink (§20): Satisfies Energy
(more than standard drink) but depletes
Bladder.

Buy Chips (§15): Satisfies Hunger,
depletes Bladder.

Buy Llama Jerky (§30): Satisfies greater
Hunger, depletes Bladder.

Kick Machine: There’s a slight chance the
machine will give a free item.

There’s a small chance the machine will
randomly reject the Urb’s money; the Urb
will automatically Kick Machine. Urbz
from some subcultures who have low
playful/serious personalities will smash
the can on their forehead (drink) or toss
their trash on the ground (food).

i
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Urbz’ ability to function is dictated by their overall sense of well being, or mood.
Mood is extremely important to an Urb’s ability to socialize and develop skills. Mood, in turn, is
the product of five basic needs: Energy, Hunger, Hygiene, Fun, and Bladder.
This section describes how mood and needs function and what effect they have on what your
During parties at your Urb’s apartment, some needs

Urb can do.
' decay more slowly. Fun, however, decays faster to
encourage participation in Fun activities.
2 !
. '

4 N\

Needs are measured from a low of -100 (failure) to 100
(full satisfaction). These numbers don’t actually appear in
the game but are represented by the Needs meter bars Urbz signal that a need is low by displaying thought
(from left to right). bubbles for the specific need. The more dire the need’s
level, the faster the thought bubble icon flashes.

(Ga0——= 7315 am

e (@ ? “-'

The Needs meters are located in the lower left
corner. The amount of green indicates each need’s
current level.

If you see a
need’s symbol
flashing red
over your Urb, a

need is
dwindling.

When a need changes, a pulse moves along the meter

in the direction of the change. If the need is being If Energy is low (less than -25) your Urb walks differently,
satisfied, a green pulse moves from left to right. If it’s dragging along slowly each time you see your low-need
being depleted, a red pulse moves from right to left. thought.

If Hygiene is low, you notice flies suddenly becoming
attracted to your Urb.

All needs decay over time, dropping toward -100 if you do
& nothing to replenish them. How fast each need drops and
¥ ¥ what affects it are, however, unique to each.

Generally, needs decay at a constant rate, but some are To rebuild a need, your Urb must do things that satisfy
varied by the level of the need. For example, as Hunger the need. For example, to satisfy the Bladder need, the
nears -100, decay slows to allow your Urb as much time Urb must regularly use a toilet. To replenish Energy, you
as possible to get a meal. must sleep, sit, or have an energy drink.




Needs are filled
by interacting
with objects
that satisfy it.

Generally, an object’s ability to replenish a need is
reflected in its cost and its need rating in the shop
catalog. The more expensive an object is, the higher its
need rating, and the more completely it can fulfill the
need. Beds, for example, have varying maximums for
Energy satisfaction. A cheap bed raises Energy only to
70, no matter how much time your Urb spends in it; an
expensive one gets your Urb fully rested. Incomplete
satisfaction means more frequent trips to the object.

Mood is the average of all five motives at any given time.
It too is measured on a scale of -100 to 100. It is repre-
sented visually in the lower left corner of the screen;
above zero, the face is smiling, below it, frowning.

Mood is shown the left of the Needs meters.
The worse your Urb’s mood, the more sour the
face’s expression.

Mood is a weighted average. In other words, how high
or low a motive is dictates how much it contributes to
mood. A stunning example of this is Bladder. Until it gets
well below 0, Bladder has a steadily decreasing effect on
mood. At around -50, its mood contribution is magnified,
becoming sharply more so as it approaches bottom. The
reason for this is understandable: an empty bladder has
little effect on your feeling of well being, but a full one
gets your attention.

Other than Bladder and Hygiene, all other needs are
weighted so they impact mood most both when they’re
very high or very low.

Hunger Need Icon

Hunger represents your Urb’s need for food
or drink.

Hunger decreases steadily over time, and nothing changes the rate of this
downward crawl except being asleep, sitting, or chemical stimulation (coffee or
energy drinks).

Hunger is satisfied

by eating.
a

There is much you can do to streamline the process of satisfying Hunger with
respect to the amount of time your Urb spends cooking and the amount of
satisfaction your Urb gets from food.

There are several ways to get food.

1. Cooked Foods from a Refrigerator: This should be your nutritional mainstay.
A fully functional kitchen (fridge, prep area, and cooking equipment) is crucial
to this process.

2. Uncooked Foods from a Refrigerator: Without the other essential elements
of a working kitchen, refrigerators are a source of cold, unsatisfying, but
cheap baseline nutrition.

3. Order Chinese Food: Your XAM phone can get you a meal, but it costs a lot
of money.

4. Grilled Food from the Sausage Grill

5. Food from Vending Machines

6. Buffet Tables in some Districts’ VIP Rooms

69
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Kitchen layout is
important for
efficient

cooking.
Remember:
refrigerator,
countertop/food
processor,
stove.

For kitchen-cooked foods, the Hunger value can be
modified by several factors. Each of these steps should
be taken into account when designing your Urb’s
apartment.

g 'PRIMA OFFICIAL GAME GUIDE
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All Urbz have top-notch cooking ability (they
learned it while living in the suburbs), so there’s no
need or even opportunity to study it.

Fire risk is, therefore, a function of very low
chance and proximity of flammable objects rather
than the cook’s acumen at the stove.

1. The Kind of Refrigerator: The more expensive the
fridge, the more nutritional the meals it contains.

2. The Kind of Meal: A snack carries far less nutritional
oomph than a full meal, so the raw materials do count.

3. Food Preparation Area: Countertops bestow a fixed
amount of Hunger points to food prepared on them
(the same for all regardless of price). For added speed
and Hunger points (double those from a countertop),
place a food processor on the counter right between
your refrigerator and your stove.

4. Cooking Appliance: The more expensive the cooking
appliance, the more Hunger points it adds to the meal.

Hunger’s impact on mood is amplified when it’s fully
satisfied and when it’s critically low. From 100, it drops
steadily, leveling out until it reaches -20. At this point, its
impact begins to grow again as Hunger nears rock
bottom.

Reaching -100 in Hunger is no laughing matter. The
result is death. Fortunately, Captain Catastrophe is always
on call.

Hygiene Need Icon

Hygiene reflects your Urb’s bodily cleanliness. Regular care is required to
prevent your own stink from dragging down your mood.

Over time, Hygiene decays gradually and steadily. The drop is quicker if you do
messy things or fail to make it to a toilet before an accident, or use the fight
cage or other physically demanding objects.

Showers are the
fastest way to
satisfy Hygiene.

Satisfying your Hygiene motive is a simple matter of washing up. Most of this is
done in showers or tubs, but hands can be washed in sinks. A soak in a hot tub
is also good for Hygiene.

Your Urb doesn’t much notice low Hygiene until it’s well into negative territory
(-40). At that point, its impact on mood climbs suddenly, growing worse as your
Urb accumulates filth.
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Other than the embarrassment of B.O. and swarming
flies, there is no failure state for Hygiene.

(’sm’ﬁ%@g

Energy Need Icon

Energy represents your Urb’s need for sleep — real,
unconscious sleep. Without it, Urbz can’t function.

The drop in Energy is a slow and steady one. It can be
hastened by engaging in strenuous activities like dancing.

Energy needn’t
always be
replenished in a
bed, but it should
be at least every
other day or it
becomes difficult
to keep alert.

It’s very, very important that your Urb get rest in an
actual bed (either in a district’s squatter space or your
own apartment). Every day your Urb goes without
increasing Energy by at least 25 points via a bed only, the
rate of Energy decay doubles. Go one day feeding Energy
with only coffee and bench naps and decay rises to twice
the normal rate. Avoid bed for another day and the rate is
quadruple the normal speed. And so on.

You can replenish Energy in three ways: sitting, sleeping,
or chemical intervention.

Your Urb can sit or stretch out on a chair, a bench,
sofa, or bed. The best Energy satisfaction comes from a
full night’s (or day’s) sleep in an expensive bed.

Even sitting
replenishes
Energy.

An alternative to sleep is the artificial Energy boost of
a cup of strong coffee or espresso or an energy drink.
The fixed effect isn’t huge (proportional to the coffee
object’s cost), but it gets you a little more time at a party.
On the downside, caffeine speeds the decay of your
Bladder motive.

A hit of coffee
or energy
drink does the
trick, too, but
expect to visit
the bathroom
more often.

Energy dramatically improves mood when it’s high. The
effect becomes less intense as the need depletes, and
levels off in the middle range. When it descends to -40,
the mood impact begins to grow again, climbing quickly
as total exhaustion (-100) nears.

Energy-
depleted Urbz
look exhausted
when they walk.

For heaven’s
sake, get her to
a bed!

If allowed to bottom out, Energy causes Urbz to fall
asleep on the floor where they’re standing. They can’t
claw back to their feet until they’ve replenished a bit of
Energy. Unfortunately, this can take a while, because the
cold, hard floor restores Energy very slowly.

Passing out in public can get you a fine from the cop if
he’s nearby.
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Bladder
Need Icon

(-2

Bladder motive is your Urb’s need to occasionally take
the pause that refreshes. When your Urb is at home, it’s
easy to take care of Bladder, but be mindful of the
nearest toilet when you’re out and about.

Bladder declines steadily with time, but is easily accel-
erated by any consumption of food or beverage. Coffee
and espresso are particularly damaging to Bladder.

Bladder is
normally
satisfied with a
toilet.

Obviously, you satisfy Bladder by using toilets. The
quality of the toilet determines how fast Bladder is
restored to full.

The other way to satisfy Bladder is to wait until it’s
totally depleted and let loose on the ground. There are, as
you'll see, prices to pay for this behavior (both hygienic
and financial).

Bladder impacts mood lightly until it reaches -60 and then
more severely as it nears bottom, quintupling in effect as
crisis approaches.

If Bladder hits -100, Urbz do the only thing they can:
relieve themselves where they stand. This refills Bladder
motive to full but demolishes Hygiene. If the cop is
nearby, there’s also a hefty fine for public urination.

Fun Need Icon

Every Urb needs diversions from the demands of
constant socializing and cruising about town. Every Urb
enjoys and is autonomously attracted to every Fun
object, regardless of subculture.

Decay is a slow, steady process for Fun, dropping
steadily over time away from any Fun object.

Fun can be had
at any enter-
taining object,
though the
amount varies.

Satisfy Fun by using Fun objects. Urbz of all subcultures
get the same amount of Fun (both in terms of speed and
maximum) from each Fun interaction.

The amount of Fun depends on the kind of Fun. There
are four:

Urbz use these objects until a set
maximum Fun increase is reached.
These objects provide a fixed boost to
Fun, but can be re-entered for another
dose of the same magnitude.
Interactions last a fixed amount of
time. To get more Fun out of the
object, your Urb may re-engage for
another session.

These objects impart Fun until you
can’t take any more. An Urb can, for
example, linger in a hot tub until Fun,
Comfort, and Hygiene are at maximum.

* el e T b
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Fun affects mood most when it’s very low (-40 to -100) or very high (40 to 100). Only objects can increase Room score. Generally, the
more expensive the object, the more Room score it
imparts.
There is no failure state for Fun; your Urb is just in a very bad mood.
J
L0L0)\A @H DD’;ZR)
~

4 Room, a hidden need, has no impact on mood but is at work behind the scenes
for other purposes.

- How long visitors stay
-1 depends in part on
] ] Room score. You can’t

! ol observe it, so keep
ﬁ ! your eyes peeled for

trash and pet messes

and insure against low
Room score with
plenty of nice
decorative objects.

117 pm

Room need is unique, behaving very differently both in how it’s satisfied and
how it decays. Room is an Urb’s instantaneous reaction to his immediate
surroundings. If they’re full of decorative objects and tidy, Room score is high. If
not, it is low.

Room need comes into play in only two circumstances, in certain job objects
and visitation.

In two jobs, Mazuiko’s Sushi and Will’s Libation Station, one of the job tasks
is to throw away the customers’ trash. This trash reduces Room score; if it gets
too low, you fail at the job.

When visitors come to call at your Urb’s apartment, they leave if Room score
is too low. As long as there are a few decorative objects around and no pet
puddles or trash littering the floor, this shouldn’t be a factor.

The price of a decorative object suggests how much it contributes to Room
score. The greater the outlay, the more impact the object has.

Room motive doesn’t decay, but drops if some negative element, such as trash,
is introduced, or your Urb moves to a room with a lower Room score. Room
score is reduced by the presence of:

e Full Trash Cans

Puddles: From overflowed toilets, leaking showers, pets, or Bladder
accidents

Fly-Infested Food

Trash on the Floor

Dirty Showers, Bathtubs, and Toilets

Broken Objects

Dead Plants

Social need
is only
visibly at
play when
glad-
handing the
customers
in Level 2
and 3 jobs.

Social is your Urb’s need for interaction with other Urbz.
Nothing else can satisfy it. In The Urbz™: Sims in the
City™, however, Social is an invisible need that has no
impact on mood. It drives your Urb to socialize when they
act autonomously and it’s also at play in job objects that
require mingling with the customers.

Social degrades at a constant rate when your Urb is not
engaged in interactions with other Urbz. The longer the
isolation, the lower the Social motive becomes.

Since Social is an invisible need, its level is not
normally observable, nor does it need to be. In jobs that
call for socializing, the bar for that task is actually a
reflection of Social motive and is all you need to know.

Social motive is satisfied by social interactions. How
much social satisfaction you receive depends on many
factors, including the kind of interaction and how it’s
received.
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Working for a living is how green Urbz from the ‘burbs make their way in this big city. Every district

has a job that your Urb can perform to earn hard cash.

Advancing in these jobs, however, requires the development of three fundamental skills
(Physical, Mental, and Artistic); each job requires two of the three. .
This section describes the economic world of The Urbz™: Sims in the City™ and how to build a

sound financial future.

ontbbs

Though skills are not required to work at the entry level of
each job object, they are necessary to get to the higher-
paying job levels (and unlock the more powerful social
interactions tied to them).

Urbz can develop three skills:

Each skill is measured on a scale of one to 30, with
each progressive level easier than the one before.

. #»  Skill object and upgrade
rewards are signaled with

N ' W thisicon.

Each skill has one corresponding object with which
it is built. These objects are available in the stores of
all districts only after each object is unlocked via
Rep score:

f N\
Basic skill objects, however, only develop skill to level 10.
To move beyond that limit, the object must be upgraded
by purchasing upgrade kits from the stores. The first
upgrade enables the machine to build to Level 20 and
the third goes to 30. Increasing Rep score also gradually
unlocks these kits.

When you’ve maxed
out a skill object and
acquired its next
upgrade, the Upgrade
interaction

on the machine
becomes available.

To upgrade a skill object, you must have the skill
object placed in a location and the upgrade kit in
your Urb’s inventory. You must also have topped out
the skill object in question (you can’t upgrade a
basic skill object until reaching Level 10 in its skill).

The Upgrade interaction on the skill object
consumes the upgrade kit (removing it from
inventory) and transforms the object into its
upgraded form.



kills are built by interacting with a skill object.
When the Urb engages with a skill object, a vertical meter appears over the

device. This meter is topped by a “bonus zone” in the top 10 percent and a

rotating icon that fills to represent progress toward the current skill level.

S

Optimal skill acquisition happens
when the indicator is in the top of
the skill meter.

To elevate the meter’s indicator, repeatedly press the designated button. The
fastest and most efficient skill development occurs when the meter’s indicator is
high or, ideally, within the bonus zone.

I:'._" *  When your Urb gains a skill level,
the level’s number floats over
the machine.

When the rotating progress icon fills, the number of the just-earned skill level
appears over your Urb’s head and the icon empties to display the next skill level
development.

Your Urb stays on the skill object until one of three things happens:

¢ You manually exit the device.
¢ Mood or an individual need drops too low.
* The object’s maximum skill level is achieved.

J
~
If mood or an individual need is below -75, your Urb is barred from using skill
objects and is kicked out if they’re already using one.
When using the Mental skill object, Fun decays at a faster rate than normal.
Physical and Artistic objects cause Energy to decrease more quickly.
J
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Look for the yellow simolean symbol to locate a
district’s job.

In each district, marked by a yellow spinning “§” sign, is
an object representing that district’s job. This job can be
worked during business hours to earn money and social
interactions, both of which are crucial to success in the
reputation game.

Each job object has three levels, each with a skill
requirement (in two skills), time limit, progressively higher
pay, a different social unlock, and added responsibilities.

All jobs are available to play between 4 a.m. and 11 p.m.

Interact with the job object and select which job level you
want to play. Any level for which you lack the requisite
skill or which hasn’t been unlocked by successfully
completing the previous level is not available.

A job requires your Urb to maintain a set of job needs;
fail in any of them and you don’t get paid. Think of each
need as a task that must be performed during the shift.
The number of tasks increases with each promotion level.

6:29 am

d o q
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When in a job, the mood and needs meter are
replaced with the job performance and job needs
meters. Keep them all filled if you want to get paid.
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Overall job score is indicated in the circle in the lower left corner (replacing
your mood indicators). Performance is measured as the average the job needs
levels. Keep this indicator green to succeed in the workplace.

The faster you work the job and
the more items Urbz buy, the
more money you make.

Job pay comes from two things: sales and bonuses. While your Urb is
working the job, other Urbz are buying the items he’s creating from a bin nearby.
Your Urb gets a cut of every sale, so keep the bins full by working the machine
as much as other job needs allow. At the end of a successful shift, your Urb also
receives a sizable bonus that grows with each promotion level.

Press the button combinations
accurately and the pace of the
game gradually increases.

In each job, the primary task is to press displayed button combinations as
quickly and accurately as possible. If you strike the wrong button, the current
combination is reset and you must start over. This task generates things that the

Other tasks involve periodically doing specific actions
or maintaining a specific Urb need. For example, a job
may require your Urb to keep up his Hygiene. When the
meter for this job need runs low, disengage from the job
object (with the designated disengage button) and find
the closest object that satisfies that need (i.e. a sink).
When that meter is full, return to the job object or fulfill
any other sagging job needs.

Satisfaction of job-related needs is much faster when

you’re in job mode than in normal play. For example,
sinks fill hygiene at three times the normal rate. Decay of
relevant needs is also ramped up while working.

The assistant isn’t
4 much help, but he

can perform some

tasks for you.

‘s-. Mostly, however,
make sure his
required need is
occasionally
fulfilled so he
doesn’t cost you
your job.

job object “sells” to customers, so it is always the highest-priority task.

Job needs and your Urb’s own needs are related but not identical. To
maximize your Urb’s job performance, top off all applicable needs before
starting work (consult each job to see which needs will be measured). All
irrelevant needs are frozen during the job shift.

Know where the appropriate
need satisfaction objects are
near the job site so you can get
back to work quickly.

On top promotion levels, the final job need concerns
the well-being of the job assistant, J.J. Bradley. To satisfy
the task, you must keep some specific need of the
assistant from failing. Doing this requires switching to
that Urb (by pressing the Switch Urb button for your
appropriate console) and directing him to an object that
satisfies that need. If, for example, you’re required to
keep the assistant awake, switch to him, direct him to sit
on a bench or sofa nearby, and switch back to your
primary Urb to complete other tasks.

You may quit a job before it's over by using the
object's Quit Job interaction but your Urb won't get
paid the bonus.

Failing at a job means that your Urb does not get the
job level’s bonus payout and doesn’t unlock its social
interaction or the next promotion level.




Foundry
Crispin Black

Artistic and Physical
Energy, Bladder, Social,

Fun (assistant)

Promotion Level Bonus Artistic Mental Physical Social
Payout  Skill Req. Skill Req. Skill Req. Unlock

(AmeicirScupior §eo0' N =\ - - Buz
‘Seulptor | §720 - - 10 LoungeLure

Play the job object. Need is built by creating sculptures and depleted as Urbz buy
them from the bin. Work fast or supply falls behind demand.

Replenish your Urb’s Energy néed with an energy drink from the vending
machine or take a seat on the benches just outside the job room. Decay rate is
based on the speed of statue-making.

Use the toilet in the café bathroom. Decays steadily during job.

Do social interactions with the customers gathered around the machine. Every
interaction adds to the meter. Decays steadily.

Switch to the job assistant and direct him to Check Out the art or go read a
book in the café. Assistant’s Fun decays steadily.

Diamond Heights

Diva Roma

Physical and Artistic
Hygiene, Fun, Social, Energy

(assistant)

Promotion Level Bonus  Artistic Mental Physical Social Unlock
Payout  Skill Req. Skill Req. Skill Req.

- - Fake Punch
- 10 Grab Booty
- 20 Body Slam

Play the job object. Need is built by creating photos and dépleted as Urbz buy
them from the bin. Work fast or supply falls behind demand.

Do social interactions with the customers gathered around the machine. Every

interaction adds to the meter. Decays steadily.

Switch to the assistant and direct him to have a seat or get an energy drink
from the vending machine in the elevator lobby.

.
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Gasoline Row

Duke Headbutt

Mental, Physical

Hunger, Social, Energy (assistant)

Payout  Skill Req. Skill Req. Skill Req.
- Head Butt

- Tuck N Hug 360
20 Mock

Play the job object. Need is built by creating bike parts énd depleted as Urbz
buy them from the bin. Work fast or supply falls behind demand.

Use the sausage grill outside to cook sausages. Depleted as Urbz buy cooked
sausages.

Have a sausage for yourself.

Do social interactions with the customers gathered around the machine. Every
interaction adds to the meter. Decays steadily.

Switch to the assistant and direct him to on a chair near the job room.

Skyline Beach

Isis Ice

Mental, Physical

Bladder, Energy, Social, Hunger
(assistant)

Promotion Level Bonus  Artistic Mental Physical Social Unlock
Payout  Skill Reqg. Skill Req. Skill Req.

- - Back Slap
10 - Sign Language
30 20 Tag Face

Play th
depleted as Urbz buy them from the bin. Work fast or supply falls
behind demand.

Grab an energy drink from the vending machine nearby. Decays steadily.

Do social interactions with the customers gathered around the machine. Every
interaction adds to the meter. Decays steadily.

Switch to the assistant and direct him to grill and eat sausages from the
nearby grill.




~
Promotion Level Bonus  Artistic Mental Physical Social Unlock
Payout  Skill Req. Skill Req. Skill Req.
OlciPei S0 = 0= - KnuokeUp
[ Pyrotechnician  §720 10 - - Suck Face
Play the job object. Need is built by making firecrackers and depleted as Urbz
buy them from the bin. Work fast or supply falls behind demand.
Repair the job object periodically with the Repair interaction. Decay rate
depends on how fast you perform on the job object.
Locate the other machine in the next room and do the Sabotage interaction on
South Side Bridge it. Decays as the other machine is repaired.
Louie Bricks
Artistic and Mental ! :
Social, Fun (assistant) Do social interactions with the customers gathered around the machine. Every
interaction adds to the meter. Decays steadily.
Switch to the assistant and direct him to play with the video game cabinet in
the corner. !
J
N\
Promotion Level Bonus  Artistic Mental Physical Social Unlock
Payout  Skill Req. Skill Req. Skill Req.
- - High Five
- 10 Smoke Trick
- 30 Hyper Shock
Play the job object. Need is built by making piercings and depleted as Urbz
buy them from the bin. Work fast or supply falls behind demand.
Central Station | ; 2 HMD = WITH THE & TOME
Scary Mary Do social interactions with the customers gathered around the machine. Every
Artistic and Physical interaction adds to the meter. Decays steadily.
Hygiene, Energy, Social, Social
(assistant)
) 5,
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Neon East

Mazuiko Jackson

Mental and Artistic

Room, Hygiene, Social, Hygiene
(assistant)

Promotion Level Bonus  Artistic Mental Physical Social Unlock
Payout Skill Req. Skill Req. Skill Req.

- - Hug

S8 - _
= = = = Strip Tease

20 - Slap

Play th
them from the bin. Work fast or supply falls behind demand.

As customers finish their fish, they Ieavé their waste lying about. When the
trash builds up, Room score drops. Raise the score by cleaning up. Decays as
trash builds up.

Wash hands in the nearby bathroom. Decays steadily.

Do social interactions with the customers gathered around the machine. Every
interaction adds to the meter. Decays steadily.

Switch to the assistant and direct him to wash hands in the sink in the
bathroom next door.

.
4
i b .
Promotion Level Bonus  Artistic Mental Physical Social Unlock
Payout Skill Reqg. Skill Req. Skill Req.
- Snippy Snap
10 Techno
20 Deafen
¢ !_:ﬂ“ Kicktail Park
e Skid Mark

Mental and Physical
Energy, Hunger, Social, Energy
(assistant)

Do social interactions with the customers gathered around the machine.
Every interaction adds to the meter. Decays steadily.

Switch to the assistant and direct him to sit on the bench to satisfy his
Energy need.




~
romotion Level Bonus Artistic Mental Physical Social Unlock
Payout  Skill Req. Skill Req. Skill Req.
@oiCiRcs M S0 < - - Euokiss '
[‘Bartender | §900 - 10 - Tango
Play the job object. Need is built by making drinks and depleted as Urbz buy
them from the bar.
ers finish their drinks, they leave their waste lying about. When the
trash builds up, Room score drops. Raise the score by cleaning up. Decays as
trash builds up.
Cozmo Street Take a rest on the lounge’s chairs. Decays steadily.
will.i.am
Mental and Artistic ! :
Room, Energy, Social, Bladder Do social interactions with the customers gathered around the bar.
(assistant) Every interaction adds to the meter. Decays steadily.
Switch to the assistant and direct him to use the toilet in the
adjacent bathroom. L
- J
3
4
. . T
Jobs are the primary way to generate the cash you need to finance your
Urbz high-flying lifestyle, but their are other ways to get cash flow in.
~
Doing the Mug Power Social brings in an
amount of cash proportional to the success
of the interaction.
Gambling has a random chance of giving
an infusion of cash (+/- §10 per round). It’s
just as likely, however, to take money away.
The gambler with the higher Mood,
however, gets an extra 25% chance of
winning.
If interaction is accepted, your Urb receives
a bit of spare change.
Winner (Urb with higher Mood score) gets
cash prize, like the fight cage, robot battle,
You probably can’t earn a living in the fight cage, but arm-wrestling machine, motorcycle race
you can nab some extra income and Fun at the same and so forth.
time.
N J
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Districts are the nine public locations in the The Urbz™:
Sims in the City™, and subcultures are the collections of
Urbz who call each district home. Each subculture and,
by association, its district, has a unique character and
feel.

Thus, charming and mastering all nine districts/subcul-
tures demands a chameleon-like ability to adapt on arrival

+to each location and every Urb you encounter. You need

to know what resources are available, who you’ll
encounter, how to appeal to the natives, what to wear to
fit in, and what is expected of you.

It takes considerable skill and awareness to master the
idiosyncrasies of each district; this section gathers all the
information you need in one handy location.

GAOOSING
- YR
SBOULRIET

Your first encounter with subcultures comes when you
create your Urb. Choosing a district as your Urb’s own
has several repercussions:

¢ The chosen district is the only one unlocked when the
game begins.

* The stereo in your Urb’s apartment initially plays music
of that subculture.

* Your Urb’s personality matches that of the chosen
subculture. This dictates how your Urb reacts to
socials initiated by other Urbz and which station you
switch to on a television. It also drives what your Urb
autonomously chooses to do to satisfy Fun.

¢ Your Urb’s interests match those of the chosen
subculture. This affects how successful your Urb’s Talk
interactions are. The closer an Urb’s interests are to
yours, the more likely the conversation will go on for a
while and yield maximum relationship points. Talking to
members of your Urb’s own subculture, therefore, is
usually successful. Beyond that, check how many
interests the other Urb’s subculture have in common
with yours at each level of interest. The more there are,
the better the Talk.

Each district contains several elements that make it unique. To understand what
these factors are, consult this key:

¢ Denizens: Urbz who reside in the district.

¢ Enemy Subcultures: Rival subcultures that react most negatively to a
subculture’s native social interactions.

¢ Exclusive Store Objects: Objects that can only be purchased in a
district’s store.

¢ Favored TV Channel: Each subculture enjoys one of three channels on TVs
more than others. When acting autonomously, Urbz of a subculture change to
the channel they enjoy most.

¢ Friendly Subcultures: Subcultures that are aligned with the current subculture
and enjoy the subculture’s native social interactions.

¢ Generic Social Preferences: Some subcultures have a heightened receptivity
to certain generic interactions.

¢ Interests: Every member of the subculture (including your Urb) has the same
interest profile. This dictates the success of the Talk interaction.

¢ Job Object: The job in the district used to earn money and unlock social
interactions.

¢ Personality: Every member of the subculture (including your Urb) has the
same personality profile. These settings work behind the scenes to dictate
the acceptance or rejection of social interactions and what an Urb
autonomously does for Fun.

¢ Power Social: Each district has a unique specially executed social interaction
that requires a special object as “fuel” for the interaction. These interactions
have massive potential relationship score effect and are used in many secret
missions and to banish the district’s tormenting villain.

¢ Secret Mission Targets: Any members of the subculture who are targets for
secret missions assigned in other districts.

¢ Secret Mission: Many districts offer tasks (executed usually in other districts)
that can earn your Urb money and increased relationship score with all
district denizens.

¢ Signature Social Interactions: Every subculture possesses five interactions
that work best on members of the subculture, slightly less well on friendly
subcultures, and very badly on everyone else.

¢ Socials Unlocked in Jobs: Social interactions unlocked by successfully
completing a shift at each of three job levels.

¢ Special Objects/Attractions: Certain objects not available in any stores that
provide very rewarding interactions.

¢ Villain: Every district has a villain who shows up everyday around 1 p.m. and
mugs your Urb and anyone else in the district. That villain can only be
banished by performance of the district’s power social.

¢ VIP Room: The district’s VIP room is unlocked by achieving a specific Rep
score.
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¢ Urangoo McBain
e The Cage e Mary’s Puncture Station
e Gearhead
e Scary Mary (job boss)
¢ Frag Grrl (social unlock, e Level 1: High Five (Kicktail Park)
Panhandle) ¢ Level 2: Smoke Trick (Foundry)
¢ Beezlebob Jones (social unlock, e Level 3: Hyper Shock (Neon East)
Spit Trick) e Kidd Chaos (South Side Bridge) e
¢ Genghis Lincoln (secret mission ¢ Graffiti Walls (Kicktail Park)
assignment, Stink Bomb) Social Int. Menu Unlock
e Kidd Chaos (secret mission Head Butt Greet Gasoline Row Job Level 1
target, South Side Bridge) Spit Trick Friendly = Befriend Beezlebob Jones
Bite Romantic South Side Bridge Job Level 2 ¢ Arcadia Space Dungeon Race
Sign Language Mean Skyline Beach Job Level 3 e Community Bulletin Board |
Panhandle Mean Befriend Frag Grrl e Do It Yourself Table i
o Kicktail Park ¢ GeneriCounter % b
e Gasoline Row ¢ |mpact Traffic Door
e Stink Bomb ¢ No Exit Door
e Political Art Statement
¢ Neon East e Ravage Salvage Sink
e South Side Bridge e Joke +25% ¢ ResiStall Toilet
* Rocker Locker
¢ Rolled-Up Door
¢ Day: Kicktail Park ¢ Fight Cage e Safety Seat
¢ Night: Neon East e Subway Loveseat
e Subway Sofa
Befriend Genghis Lincoln and he assigns the Stink Bomb e Subway Vent Replica
e Neat: 0 secret mission. Use the Stink Bomb Power Social on: e The Train Pane
e Playful: 0 e Sara Tonin (Neon East) e Trolley Door
¢ Nice: 5 ¢ Polo (Cozmo Street) ¢ Tube Shelter Cot
e Active: 9 ¢ Diva Roma (Diamond Heights)
e QOutgoing: 0 The reward is §1,000 and +5 Relationship (per Stink
Bomb) with all Central Station Urbz. _ J/
\. J i
Bling Chaos Clothing Crime Fast Gambling Hollywood Money Music Parties Pests Rent Sex Xtreme
Food Stuff
Medium High Medium High High Low Low Low Medium Low High Low Medium High
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¢ Urangoo McBain
® Reality TV
¢ Polo (Central Station)
e Back Stage Euro Kiss (Diamond Heights) ¢ Fergie (Skyline Beach)
Tango (South Side Bridge)
Throw Signs (Skyline Beach)
¢ will.i.am (job boss)
¢ Fergie (secret mission target, ¢ Antique Persian Rug
Skyline Beach/social unlock, ¢ Artsy Armoire
Pub Sing) Hug Greet Neon East Job Level 1 e Celebrity Photo Collection
e apl.de.ap (social unlock, Air Guitar) Pub Song Friendly Befriend Fergie e CornuCopious Canopy Bed
e Taboo (secret mission Lounge Lure Romantic  Foundry Job Level 2 e CornuCopious Super Sleeper
assignment, Love Triangle) Deafen Mean Kicktail Park Job Level 3 e Cozmo Chair
¢ Polo (secret mission target, Air Guitar Friendly Befriend apl.de.ap ¢ Deko Door
Central Station) e Deko Window
e Espresso NeoDeco
e Excesutive Plasma TV
¢ Diamond Heights ¢ Power Chord Plasma TV
¢ Neon East ¢ Femme De Luxe Lamp
e Gas Lamp Sconce
e Tickle +25% * Gobs of Wrath Band Poster
¢ Skyline Beach ¢ Backrub +20% ¢ Jewel Window
¢ Kicktail Park e MeowNow “Jungle” Sofa
¢ MeowNow “Tiger” Lounge
¢ Performance Stage ¢ MeowNow Folding Chair
¢ Day: Diamond Heights o Buffet Table ¢ MeowNow Loveseat
¢ Night: Skyline Beach ¢ Dancing Van ® PreposterPrivy
e Solana Vista Window
e Spill-Proof Counter
e Neat: 4 e Active: 5 Befriend Taboo and he assigns you to use a BlastiKiss ¢ The “Brut” by HydroHype
¢ Outgoing: 8 ¢ Nice: 8 Power Social on either: e The “Lookup” Table
¢ Playful: 8 e Cash Monet * The “P4” Table
¢ Babbette Couture ¢ The “QuickEdit” Table
Reward: §1,000 and +15 with all Cozmo Street Urbz. ¢ The “SculpToilette” Lavatory
e Will’s Libation Station
.
Chaos Clothing Crime Gambling Hollywood Money Music Parties Pests Rent Sex Xtreme
Food Stuff
LT Low Low High Low High High Medium High High Medium High Low Low
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The Catwalk
Buffet Table
Fountain

Diva Roma (job boss/secret
mission target, Central Station)
Pootie Fads (social unlock, Snap
Shot)

Sophie Couture (social unlock,
Vogue)

Cash Monet (secret mission
assignment, Paparazzi
Panic/secret mission target,
Cozmo Street)

Babbette Couture (secret
mission target, Cozmo Street)

Cozmo Street
South Side Bridge

Foundry
Gasoline Row

Day: South Side Bridge
Night: Gasoline Row

Neat: 10 ¢ Playful: 6
Nice: 9 e Active: 8
Outgoing: 9

e Level 1: Fake Punch (South Side Bridge)
e Level 2: Fondle (Skyline Beach)
e Level 3: Body Slam (Gasoline Row)

Euro Kiss Greet Cozmo Street Job Level 1
Snap Shot Friendly Befriend Pootie Fads
Strip Tease Romantic  Neon East Job Level 2
Paparazzi Pop Mean Foundry Job Level 3
Vogue Friendly Befriend Sophie Couture
e XAM Shot

e Backrub +10%
Brag: +25%

¢ Fashion Runway

Befriend Cash Monet and he assigns you to use the XAM

Shots Power Social on:

¢ S.A. Loco (Skyline Beach)

e Sharky Splitz (Gasoline Row)

e Babs Margarita (South Side Bridge)

Reward: §1,000 per Urb and +5 relationship with all
Diamond Heights Urbz for each Urb you photograph.

Urangoo McBain

utv

Cash Monet (Cozmo Street)
Babbette Couture (Cozmo
Street)

Diva Roma (Central Station)

Ancient Fern

Armoire Vestmentoire
Bathmatic T-SC3 Tub

Bob & Ingebretson LKG 9000
Brass Bed

Cafétete Café Table

Chaise Café

Freaky Frond

Fuzzy Logic Dishwasher
Glass-Topped Range
HygiElite Luxury Shower Stall
LuxoLeathera Loveseat
LuxoLeathera Sofa
Modernist Rug

Narcissim Renaissance Portrait
Office Bookcase

Opticluster TriPortrait Frame
Pleasure In Panes Window
Power Palm

Reclining Nude Painting

San Carlos Brass Bed

Sink King Deluxe Wash Basin
Slat Counter

Still Life #7166401

The “Swank Plank”

The Catalytic Sybaritic Spa
The Fantastic Autocrappic
The Thing Commercial Freezer
UpholsteRelic Chaise Lounge
UpholsteRelic Loveseat
Wall-Mounted TV

XLR8R Food Processor
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( Once one Urb accepts the )
invitation, go to the Foundry, invite
- the other Urb by phone, take control
of that Urb upon arrival, direct him
or her to the Foundry clothing shop,
and buy the exact same shirt as the
5 e indicated Foundry member.
- e Reward: §1,000 each and +7
Bkl Coae relationship with all Foundry members.
e Kiki Blunt
Crizple’s, Couldnon
[lob) ® Reality TV
*Neo Flange (Skyline Beach)
*The Gearbox A
Buzz (Neon East) * Aspidistroy Veriannoy
e Crispin Black (job boss) . Lounge Lure (Cozmo Street) e BubBlaster 1000
¢ Bella Caio (social unlock) Paparazzi Pop (Diamond Heights) e Coroner’s Counter
e Arthur Pop (social unlock) e Designer Bookshelf
¢ Roxanna Hardplace (secret ¢ Diablo Supremo Espresso
mission assignment, Style and ¢ DOT-12 Metal Dresser
Substance) Snippy Snap Greet Kicktail Park Job Level 1 e Duratallic Door
¢ Neo Flange (secret mission Compare Friendly Befriend Bella Ciao * FenestraKing Factory Window
target, Skyline Beach) Phones e Foot Light
Smoke Trick Romantic  Central Station Job Level 2 e Found Art
Mock Mean Gasoline Row Job Level 3 e Gears for Rears Art Stool
Artsy Dance Friendly Befriend Arthur Pop e Grabby Goosey Sculpture
¢ Neon East ¢ Improvised Table
¢ Kicktail Park ¢ IndustReal “Lil’ Pincher”
¢ BlastiKiss Sculpture
¢ Iron Age Coffee Table
¢ Diamond Heights e Lighter of the Gods
¢ Gasoline Row ¢ Tickle +25% ¢ Love N’ Haight Lamp
* Modernist Rug
¢ Reality Painting
e Day: Neon East ¢ Robot Cage Battle e Scrawny Puppy
¢ Night: Diamond Heights ¢ Stainless Steel Shower
e Steamer Bench
e SUNOT Shop Light
* Neat: 5 Befriend Roxanna Hardplace and she assigns you to ¢ The Cauldron Toilet
¢ Playful: 9 persuade two Urbz to join your crew and get them to dress ® The Torchinator
¢ Nice: 6 like two Foundry denizens: o Utility Sink
e Active: 6 e String Bean (Kicktail Park): Dress in shirt of Arthur Pop ¢ Video Veil Installation
e Outgoing: 6 ¢ Loop D. Loop (Neon East): Dress in shirt of Roxanna e Warehouse Door
Hardplace ¢ X Marx the Xpot Bookcase
The criteria for accepting a crew invitation are laid out in e ZetaTheta Double Sleeper
e Crispin’s Cauldron Section 4 but mostly involve getting relationship very high. L e ZetaTheta Sleeper )
J
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¢ Harry Snivel
b
e Gearhead
4 ) e Sharky Splitz (Diamond Heights)
e The Back Room e Jet Rockit (South Side Bridge)
e Duke’s Chop Shop
¢ Duke Headbutt (job boss)
e Suzie Mack (social unlock, Blow Head Butt (Central Station) e ChassiSass C Edition
Fire) Tuck N Hug 360 (Kicktail Park) e ChassiSass LS
¢ Pork Chop (social unlock, Body Mock (Foundry) e Chopped Chair
Bonk) e Econocactus Cheapskati
e Jet Rockit (secret mission target, e Econocactus Spikusdomesticae Erey
South Side Bridge) ¢ Fire Barrel
e Sharky Splitz (secret mission Back Slap Greet Skyline Beach Job Level 1 ¢ Flame Decal Window
target, Diamond Heights) Body Bonk Friendly  Befriend Pork Chop ¢ Handi-Kart
Suck Face Romantic South Side Bridge Job e Jail Window
Level 2 o Killer Chiller
Body Slam Mean Diamond Heights Job Level 3 ¢ Kustom Kouch |
e Central Station Blow Flame Friendly = Befriend Suzie Mack e Lookin’ Up Sconce i
¢ Skyline Beach * Muscle Chair * vt
¢ Native Urb Rug
¢ Pig-Nic Bench
¢ Foundry e Chug A Lug ¢ Pig-Nic Table
¢ Diamond Heights ¢ Pre-Blackened Door
¢ Reinforced Door
¢ Joke +25% ¢ Road House Juke Box
e Day: Central Station e Schipano Bros. Cycle Seat
¢ Night: Foundry e Scrounged TV
¢ Drag Race e Suped-Up Supper Table
* Parked Motorcycles ¢ Tailgater Table
e Neat: 2 ¢ Biker Drink Bar e The “Junk Trunk” Dresser
e Playful: 1 ¢ The Kitchen Sink
¢ Nice: 1 e Used Dart Board
e Active: 1 None e Volks Grill
¢ Outgoing: 2 e Witty Welders’ Pub Table
e Wrobo Wrestler
\_ J _ J
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ol o Kicktail Park
Reward: §300 each and +5
VIP Rsam relationship with all Kicktail Park
“ members for each tag.
Helwm
Bai
¢ Kiki Blunt
® Gearhead
4 N\ N
|-'=
* Floaters e Skid’s SK8s
e String Bean (Foundry)
e Skid Mark (job boss) Snippy Snap (Foundry) ¢ Ally Stile (Skyline Beach)
¢ Ally Stile (secret mission target, Techno (Neon East) o Graffiti Walls (Kicktail Park)
Skyline Beach/social unlock, Deafen (Cozmo Street)
Party Shout)
¢ Trang Hang (social unlock, Skate
Trick) ¢ Blue Mail Box
¢ Rolanda Skye (secret mission High Five Greet Central Station Job Level 1 ¢ Boob Tube
S, assignment, Tag Line) Party Shout Friendly = Befriend Ally Stile e Brick Table
e String Bean (secret mission Tuck N Hug 360 Romantic Gasoline Row Job Level 2 ¢ Broken Hydrant
target, Foundry) Tag Face Mean Skyline Beach Job Level 3 e Budget Table
Skate Trick Friendly  Befriend Trang Hang e Cabana Palm
e Cinder Seat
e Construction Couch
e Central Station ¢ Flushitol Public Sink
¢ Foundry e Sk8R TriiQX * Flushitol Public Toilet
¢ Foam Bed
¢ Improvised Shelving
e Cozmo Street e Joke +25% e LuxoLeathera Arm Chair
¢ Skyline Beach ¢ Manhole Cover
* Newspaper Box
e Helium Bar e Opticluster Promotional Sign
e Day: Foundry ¢ Major Monkey Ice Cream Shop e Opticluster Wall Poster
¢ Night: Cozmo Street ¢ Fountain e Parking Meter Decoy
¢ Robot Mime * Providence Fern
e Sexi Plexi Window
® Neat: 1 ¢ Traffic Cone
: ¢ Playful: 5 Befriend Rolanda Skye and she asks you to tag the ¢ Travel Map Wall Mount
A ¢ Nice: 5 Graffiti Walls objects in: ¢ Tubular Black Light
& e Active: 0 ¢ Central Station e Unfinished Dresser
e Outgoing: 1 e Skyline Beach e Urban Sanitation Receptacle
\ J AR
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¢ The Pulse

¢ Mazuiko Jackson (job boss)

* Professor Chewy (secret mission
target, South Side Bridge/social
unlock, Game On)

¢ Venus Moonflower (social
unlock, HoloXam)

e Loop D. Loop (secret mission
target, Foundry)

e Sara Tonin (secret mission
target, Central Station)

* Cozmo Street
e Foundry

e

Hug (Cozmo Street)
Strip Tease (Diamond Heights)

Slap (South Side Bridge)
Buzz Greet Foundry Level 1 Job
Game On Friendly Befriend Professor Chewy
Techno Romantic Kicktail Park Level 2 Job
Hyper Shock = Mean Central Station Level 3 Job
HoloXam Friendly Befriend Venus Moonflower
e Strobe

Loop D. Loop (Foundry)
Professor Chewy (South Side Bridge)
Sara Tonin (Central Station)

Akimbo Floor Lamp
Bamboo Counter

Bonsai Plant

Branded Arch

Cirquell Aquarium

Cosmic Lint

Diet Chair

Dish Duster Deluxe
Dungeon Door

Extra-Large Mini-Bonsai
EZ-Stile Floor Lamp
Feenfinger Plant

Food Day Banner

Goza Mat

Japanese Chair

Jiggy Neon Lamp

Kyoto Kolumn

Laser Llama Classic Arcade Game
Leopard Bloo Crouton Futon
Manila 1000 Aquarium

Neon Nights Dresser

Neon Sconce

NeoNova “Nebula” Window
NeoNova Boutique Window
NeoNova Commercial Door
Pacific Chance Incorporated
Machine

e Permanent Temporary Art
® Popping Cherries Print
e Central Station e Backrub +10% ¢ Rakki Runo Center Table
e South Side Bridge e Tickle +25% ¢ Rakki Runo Dinner Table
¢ Rakki Runo End Table
¢ Rakki Runo Grand Table
¢ Day: Cozmo Street ¢ Rave Tower ¢ Restaurant Lamp
¢ Night: South Side Bridge ¢ Dance Machine ¢ SaniSanity Toilet
e Drink Bar e Shoji Wall Lamp
e Slumb R’ Sleeper
¢ Neat: 6 e Squarium Aquarium
e Playful: 10 None e Super Samurai Replica Sword Set
e Nice: 10 e The “Zambel” Table
e Active: 10 ¢ Tradesantia Simulata
e QOutgoing: 10 e Harry Snivel e Travel Map Billboard
¢ UnUnfoldable Futon Sofa
¢ Vine Weevil Floor Lamp
e Mazuiko’s Sushi Bar * Reality TV e Wall Tank
L AN J e WaveFront Counter )
ki
~
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¢ Ally Stile (Kicktail Park)
Reward: §1,000 and +5 relationship
with all Skyline Beach Urbz for
each Urb you tag.
¢ The Red Room ¢ Isis’ Ferret Boxing
* Harry Snivel
¢ Isis Ice (job boss) ¢ Level 1: Back Slap (Gasoline Row)
e Lil’ Bit (social unlock, Bust A Move) e Level 2: Sign Language (Central Station)
¢ Ridiculous D.O.G. (social unlock, e Level 3: Tag Face (Kicktail Park) e UTV
Rap)
¢ Toots Sweet (secret mission
assignment, Anger Management) Social Int. Menu Unlock
g ¢ S.A. Loco (secret mission target, Knuckle Up Greet South Side Bridge Job
Diamond Heights) Level 1Rap Friendly Befriend Ridiculous D.O.G. e S.A. Loco (Diamond Heights)
Grab Booty Romantic  Diamond Heights Job o Graffiti Walls (Kicktail Park)
Level 2
Throw Signs Mean Cozmo Street Job Level 3
¢ South Side Bridge Bust A Move @ Friendly Befriend Lil’ Bit
¢ Gasoline Row ¢ “Feed the Devil” Incinerator
¢ Antenna
e Party Bomb e BAEBAE RC-7500 DJMX 10000
¢ Kicktail Park ¢ Card Table
e Cozmo Street e Clothesline
e Brag +25% ¢ Cone Sconce
e Happy Heat Vent
e Day: Gasoline Row ¢ IGOK Budget Dresser
¢ Night: Kicktail Park e Dance Van e Lawn Chair
¢ Umbrella and Beach Towel ¢ Manticore “Elite” Hot Tub
e Patio Heater Lamp
* Neat: 4 * Pyralene Lamp
¢ Playful: 2 ¢ Scraps Ranch Rag Rug
: ¢ Nice: 2 Befriend Toots Sweet and he instructs you to do the Tag ¢ TuffTowne Commercial Counter
o * Active: 4 Face interaction on: e Vapor Vent
o e Outgoing: 5 ¢ Neo Flange (Foundry) e Western Roachweed
¢ Fergie (Cozmo Street) e Wrought Iron Door
\ J AR J
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* Kiki Blunt '
e UTV
4 N
® Neat: 9
¢ Playful: 4 ¢ Babs Margarita (Diamond Heights)
¢ Nice: 0
e Active: 4
¢ Outgoing: 7
¢ Arched Window
¢ Baby Ficus
¢ Louie’s Flameworks e Bathmatic W-SOP Tub
¢ Bottch Reactor-Range
e Brick Column
¢ Level 1: Knuckle Up (Skyline Beach) e Butcher Block Counter
e Level 2: Suck Face (Gasoline Row) e Classic Door
¢ Level 3: Bite (Central Station) e Epikouros Kitchen Sink
* Ficus Tree
¢ Floor Rug by Leopard Life
Social Int. Menu [TH3]Unlock ¢ Forminfunken End Table
Fake Punch Greet Diamond Heights Job Level 1 e Forminfunken Glass Table
Firecracker Friendly  Befriend Jimmy Two-Shoes ¢ Forminfunken Sideboard
e The Lucky Six Dance ¢ LilI' Padre Mission Bed Erey
Tango Romantic Cozmo Street Job Level 2 ¢ Llike You Llike I Llike A Llama
Slap Mean Neon East Job Level 3 Mounted Head
® Louie Bricks (job boss) Gamble Friendly  Befriend Pamela Sneer * LoungeMaster “Master” Lounger
¢ Pamela Sneer (social unlock, ¢ LoungeMaster Counter
Gamble) ¢ LoungeMaster Dinette Chair
¢ Jimmy Two-Shoes (social e Power Mug e Marble Shower |
unlock, Firecracker Dance) ¢ Modern Mission Bed i
e Luke Laruffle (secret mission ® Modern Mission Bookshelf * vt
assignment, Mug People) e Brag +25% ® Pet Us Hold ‘Em Print
¢ Babs Margarita (secret mission e Pleasario Booth Bench
target, Diamond Heights) ¢ ReclineTime Dining Table
¢ Roulette Table ¢ ReflExcellence Door
e Craps Table e Savor Saver Iridium Fridge
® Drink Bar e Sham Tiger Skin Rug
¢ Diamond Heights * The “Frequent Fryer” Range
e Skyline Beach * The “Mouse Trap” Dresser
Befriend Luke Laruffle and he asks you to do the Power ¢ The Beast by LoungeMaster
Mug Social to: e The Green Lamppost
e Central Station ¢ Kidd Chaos (Central Station) e Touch O’ Klass Lanterns
¢ Neon East e Jet Rockit (Gasoline Row) e Trumpet Vine Sconce
® Professor Chewy (Neon East) e Utopian Bench
Reward: §1,000 and +5 relationship with all South Side e Valkyrie Counter Sink
Bridge members for each Urb mugged ¢ WantWaste Wastebasket
* WreckTangle Window
N AT ] J
)
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In the city (this one, at least), a stranger really is just a friend you haven’t met.
The city is full of Urbz (45 of them, to be exact) just waiting to be wowed by
your sheer coolness. Also on hand are several Urbz who keep the peace,
break the peace, or just clean the place up.

This section introduces you to them all, identifying their roles, the
subculture they belong to, or the service they provide.
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(" Several of the city’s residents exist simply to serve you and the other subculture Urbz. These
service Urbz can’t be engaged in any kind of social interaction nor can they contribute
anything to the development of your Urb’s Rep. They can, however, bring you back from the
dead or deliver a steaming carton of carry-out and that’s nothing to sneeze at.

~

Bobo doesn’t actually
provide any service,
unless watching him
Dumpster-dive is your

-

idea of entertainment, but ™~ "'-

he does periodically
appear and wander
around the various
districts. You can interact
with Bobo but he won’t
appear in your
relationship panel or
affect your Urb’s Rep.

9

4 )

The bouncer
mans the door
at all nine
district VIP
rooms and his
single-minded
task is to
exclude any
interlopers. To | &,
get by him,
your Urb must
have earned sufficient
Rep and be sporting at
least a shirt from the

current district.

Captain Catastrophe
only arrives on the
scene when something
terrible happens but
you’re always glad to
see him. The good
captain serves as both
fireman and paramedic.
If a fire breaks out,
Captain Catastrophe is
either automatically
called (in districts) or
summoned via your
XAM phone (in apart-
ments). He arrives and
extinguishes the blaze
as quickly as possible.

You may summon Captain
Catastrophe any time you like but he
sticks around only if there’s something
for him to do. Since he seems to enjoy
sliding down the rope and being a
hero, he doesn’t fine you for phoning
in false alarms.



Ve

If your or any other Urb dies from any
cause, the call automatically goes out to
Captain Catastrophe. He drops in, rubs his
defibrillator paddles together and restores
the unlucky Urb to the mortal coil. Revived
Urbz return no worse for the wear but with
very low needs.

Darius sends reminder messages to
your XAM to warn you that the rent is
due soon.

As current king of the
city, Darius is “the
man.” For your
purposes, though, he’s
the guy with the Power
Social objects. Meet him in
a district’s VIP room when
he arrives at midnight and
he lays one of these
powerful tools on your Urb.

Harry does triple duty as
landlord for all three apart-
ments (all rent

payments go to Harry), fg)-
the repo man, and

villain for three of the

districts.
As landlord, Harry must
be paid rent every two days
for any apartment your Urb
inhabits. On rent day, Harry
calls for the rent via a dialog
box; you can pay him on the
spot or refuse (if you don’t
have the cash).
The next time your Urb
returns to your apartment,
however, Harry is waiting to give you one
last opportunity to pony up the cash. If
rent is due, make sure you have enough
dough before returning to any apartment.
If you encounter Harry at the apartment
and still refuse to pay (or can’t pay) your
debt, he repossesses objects of approxi-
mately equivalent value. If there isn’t
enough value in your home’s repos-
sessable objects, he returns in a couple of
days for the amount still owed (in addition
to the next installment of rent).

Rent amounts are:
¢ First Apartment: §300
¢ First and Second Apartment: §1,000
¢ All Three Apartments: §2,400
You take on the bills for a new
apartment when you unlock it, regardless

of when (or if) you ever visit or move into it.

-

Harry also appears in three of the h
districts as the villain, mugging and terror-
izing the inhabitants until you banish him
with the district’s Power Social.

~

J.J. Bradley, in his sporty blue
jumpsuit, serves primarily as
the city’s only working
sanitation engineer (janitor).
He arrives periodically in
every district when a trashcan
is filled and transfers it to the
nearest rubbish bin.

He is also on call to clean
any of your Urb’s apartments.
Summon him by XAM phone
and for §10 per hour he
cleans the place from top to
bottom. This service is non-
recurring. He must be called
each time you wish him to
visit.

J.J. appears also as your assistant in
Level 3 of each of the nine job objects. In
these situations, J.J. is a second Urb
under your control who
can be assigned a task.

One of your responsibilities on the job is
to keep one of J.J.’s needs met.

Kiki Blunt is the villain in
three districts, mugging and
terrorizing the inhabitants
until you banish her with the
district’s Power Social.

Officer Sludge is the local
law enforcement officer; you
see him wandering the beat
in each district.

He can’t be directed to
any place or event, but he
does react to things near
him. If he spots an Urb doing

a Gamble interaction, he attacks them
(Officer Sludge always wins).

If, in districts, your Urb passes out from
Energy failure or wets the floor because of
Bladder failure, Officer Sludge (if he’s
nearby) runs over and extracts a fine for
the offense.

You may summon Officer Sludge via
XAM phone if he’s not already in the
district. This action doesn’t direct him to
any particular crime being committed (you
can’t, for example, report the villain to the
police) but it gets him in the area where he
might see what’s going down. There’s no
fine for false alarms.

>
Slim Freddie works for the A '\
local carry-out, delivering ¥ ‘,F ﬁ
sweet but expensive |
nourishment anywhere you . ” . \
need it. Order food on s o

your XAM phone and, for J
§50, Freddie shows up /’
within one hour with six y
servings of Chinese &
carryout. ’\\
He extracts payment _je—
and (in districts) '
deposits the food at your
Urb’s feet or (in an apartment)
rings the doorbell and hands
over the food when your Urb
answers. ~
You can’t interact with ’
Freddie in any other way
(though you’ll surely want to).

Urangoo McBain is the villain in
three of the districts, mugging
and terrorizing the inhabitants
until you banish him with the
district’s Power Social.
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Each city can hold up to four player-created Urbz. As with a single Urb, these
Urbz can be initiated in any district. Anytime you choose, you may save your All player-created Urbz live in the same apartments, and
game with one Urb and load the same game with the other Urb. when one Urb comes home, that Urb finds the same
furniture as the others. They don’t, however, have access
to apartments they haven’t personally unlocked via Rep.
You may find your \. J
other Urbz
wandering about.
Take a minute to
say hello.
Objects in apartments can be moved by other
player-created Urbz but cannot be placed in their
inventory (though the objects can be deleted). Sorry,
no selling off your roomie’s stuff.
J )
) B Pocketing
Generally, each player-created Urb’s game is distinct. But sometimes paths & -"'9? " = your other
cross. While playing with one Urb, it’s entirely possible (especially if playing in "L“‘?"’a'ruhw::.'x_-m‘ﬁi‘;}'ﬂ’ player-made
another player-created Urb’s district) that you see your other Urbz going about T Urb’s stuff is
their lives. They may also drop by your Urb’s apartment or attend a party. a big no-no.
J

The Urbz™: Sims in the City™ is a wide-open world. It is so open that there’s room for more of your own
Urbz than the one you choose to play. You may, in fact, inhabit the city with up to four Urbz of your own
creation, each beginning in whatever district you choose.

Additionally, any two Urbz in a city can be played cooperatively via two-player mode. This multiplayer
system enables two players to command different Urbz and control them in a single district, aiding (or inter-
fering with) each other in their individual pursuits of reputation.

This section explains the mechanics of playing with multiple Urbz and how to bring the power of two
players to bear on the challenges you face.

Enl
o

Home, however, is about the only thing that player-
created Urbz share. Each has his or her own money and
inventory. All finances are kept separate and only the
currently loaded Urb’s bank account is charged for any
household expenses (i.e. rent or maid service).
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Player-created Urbz have their own relationships with
other Urbz and each other (if they’ve met).

Keep in mind that your Urbz take on the personality of
their native subculture, so placing all your Urbz in
adjacent, friendly subcultures makes it easier for them
to socialize with each other.

Create your Urbz in
hostile districts and
most social interac-
tions will end in
rejection.

One player-created Urbz Rep gives no advantages to the others. All Urbz must
earn their way individually. No coattails allowed.

In two-player mode, Urbz can go to locked districts
if the other Urb has unlocked it. In their own single-
player game, however, the Urb can’t return to those
districts. They do, however, retain any relationships
and social unlocks acquired while tagging along.

The Urbz™: Sims in the City™ can be played by two players at once. To
succeed in this mode, it’s important to understand what your Urbz can and

Socializing with another player-created Urb isn’t inher-
ently easier than with any other Urb. There’s no special
acceptance advantage between player-created Urbz.
They are, therefore, still at the mercy of their subculture,
clothing, mood, and relationship.

One advantage they do bestow, however, is creation of
a larger pool of Urbz to build reputation. Relationships
with player-created Urbz do count toward Rep. Thus, the
average relationship per Urb needed to reach higher Rep

As with any other Urb, player-created Urbz can join
your Urb’s crew and be controllable whenever
they’re in the same location. All relationships built
and money made by these Urbz as crew members,
however, credit to the primary Urb and do not show

up the next time you individually load the other Urb.

can’t do.

For a two-player game, both Urbz must be already saved in, created in, or
imported from a memory card into the same saved game file.

To import or create a new Urb for two-player mode, the saved game file for
the other Urb must have one open space.

The game begins at the last-saved location of Player 1’s Urb (if previously
saved) or in the initial apartment (if a new game).

During a two-player game, not every factor is saved for the second player. When
you next reload a single-player game with that Urb, you may see changes in:




Players may exchange objects, Power Social items, or money between them.
To give another player an object from inventory, place the object. The other

g PRIMA OFFICIAL GAME GUIDE

The Urb tagging along can't visit the district’s VIP room
unless that Urb already has enough Rep to do so (or
earns Rep while tagging along).

Access to these districts is not retained when the Urb
tagging along is later played in single-player mode.

P b
player can pick it up.
-
If Player 1 is a previously saved Urb, anything
previously placed by the other player can’t be
picked up.
( . . . . . .
Money can be exchanged in §1,000 increments via the Give Money interaction.
Urbz in two-player games retain their crews, meaning they may switch
= control to crew members present in a location or summon them to wherever
ri;_;:'" | yourUrbis.
If, however, both players share a common crew member, either may control
the crew member but not at the same time.
Urb has won access. Only the Urb who actually unlocked the location can
T choose that location via the subway exit, however. The other Urb automatically
R T tags along.
1, 1-‘:. . .10
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If the game is saved in a district to which one of the
Urbz doesn’t have independent access, that Urb
appears in his or her home district when next
loaded in a single-player game.

Only one player at a time may work the job object itself
but, after the initial interaction, the players may switch
positions. The assisting player can take over while the
initiating player tends to other job tasks.
Urbz who tag along keep any objects or clothing purchased in the district’s Only the initiating Urb may undertake need-related job
stores, relationships created there, job level increases, and social unlocks. tasks. It’s quite difficult, for example, to take a shower on
someone else’s behalf.

Fellow players may, however, do any tasks not related
to need (i.e. clean up trash) and, on Level 3, take control
of J.J. the assistant.

Playing the occasional two-player game is a
fantastic way to get your Urb the tools he needs for
socializing (clothes and socials) with Urbz from
locked districts (when they visit unlocked districts
or drop by your Urb’s apartment). Easier socializing
makes Rep-building much faster.

Assign the non-initiating player to work the job
object while the primary Urb tends to his personal
needs and the job helper.

~

Unlocked rewards, other than the ability to tag along to otherwise unavailable

districts, are not shared between Urbz in two-player games in any way, shape, - f

or form. In two-player mode, neither player’s EyeToy™ image will
Rewards earned during the two-player game are preserved, however. appear. Instead, normal Reputation Signs for Player 1

only will appear in any places unlocked by Player 1’s Rep
score. Player 2’s image will not appear even if her Urb has
earned these unlocks.

When one player initiates the shopping interface or enters a clothing shop or
armoire, that player’s activity takes over the whole screen. The other player
must wait until the first player is finished before returning to the game. All living expenses (rent, maid service, etc.) are deducted
from Player 1’s funds.

Two players may cooperatively perform jobs, but job promotion and pay go only I B 1=t
to the player who initiated the job. If both players have earned pets, only Player 1’s pets
appear. !
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The secret bonus closet clothes are neutral for

Each platform for The Urbz™: Sims in the City™ boasts a special

feature that sets it apart from the others.

clothing bonus purposes. They don’t give any boost
or drag on social acceptance probability.

\.

The Xbox version of the game features HDTV support.

This is more than just bells and whistles, however; it
provides a much wider view of the action.

-
The GameCube version contains an exclusive object-the secret bonus closet,
installed in the Blankwood Towers apartment.

The exclusive GameCube secret
bonus closet comes as part of the
Blankwood Towers apartment.

The secret bonus closet contains (depending on your Urb’s gender) an outfit
from the Game Boy Advance version of the game-either Roxanna Moxie’s dress
and hat or Darius’s tracksuit.

Only GameCube players can adorn ...or Roxanna Moxie.
their Urbz in clothes from the GBA
version. Don the duds of Darius...

\.

This closet isn’t a normal armoire in that it does not contain all the clothes your
Urb has purchased.




The Game Boy Advance and Nintendo DS versions
of the game are wholly distinct games. You can
read all about them in the sections that follow.

(audtation 2

~
The XAM cam feature, available only on the PlayStation 2 and equipped with the

EyeToy™ USB camera, enhances the reputation game by allowing the player to
put his own personal likeness in the game.

In lieu of your Urb’s likeness appearing on posters, ads, and as graffiti, the
locals post images you capture with the XAM cam.

The XAM cam feature becomes available when an EyeToy™ camera is
plugged into one of the USB connectors on the front of the PlayStation 2
console.

Proceed to the “Customize” module of your XAM and select the XAM cam
icon by pressing X. You can adjust settings for the XAM cam, including
brightness, contrast, color, and tint. Use these to add some nice effects to your
photos. Select “Capture” to proceed.

There are five reputation slots in which to save your EyeToy™ image. Each slot
corresponds to the five Rep unlocks listed in the “Reputation” section above;
whatever’s in each slot appears with new unlocks. You need to raise your
reputation before you can begin using all of the EyeToy™ features. When you
get an unlock reward stating that your likeness is appearing around the city, you
have also unlocked an EyeToy™ image-save slot.

All images taken with your
EyeToy™ appear in the XAM.
Choose which you want to see
slapped all over town.

Fun Frames let you
dress up your
pictures. Literally.

Fun Frames are image masks that allow the player to
combine an EyeToy™ image with another image. You can
accessorize your photo with 11 different Fun Frames (a
pirate outfit, a dress, or one of your pets, for example).
Select a Fun Frame and press X to continue. Next, line up
your face with the Fun Frame and capture the image.

Filters expands the
possibilities with the
XAM cam.

After you capture the image, an effects filter menu
appears. If you wish, you can select a filter to further
enhance the image.

EyeToy™ images can be viewed and selected in the
XAM'’s Customize module.

Check out the rooftop No EyeToy™, no problem.
billboard! Your Urb still becomes

the subject of popular art
as your Rep grows.
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GAME BASI6S

On one level The Urbz™: Sims in the City™ is a mission-
driven game with a largely linear structure. Scratch the
surface, however, and a multitude of challenges emerge,
each offering its own rewards and attraction. By our
count there are five games within the game:

The game is divided into five missions, each with six
goals that must be unlocked and completed. Every
goal has a number of actions that are unlocked either
simultaneously or gradually as earlier actions are
completed. A mission’s final goal is initiated only after
the other five are accomplished; completing it unlocks
the next mission.

Once all five missions are done, the game does not
end but rather enters “open play” for as long as your
heart desires. In open play, you may complete and
build upon all the other parts of the game described
below, a process that takes most players more time
than the mission-based game.

The mission game does not require you to reach the top
of any, let alone all, of the four Rep groups-but there are
substantial rewards for doing so.

Climbing to the top of a Rep group offers several

benefits:

Exaggerated bonuses for social interactions with
group members (up to +2 points per interaction)
Assignment of a special Rep goal (To reach the top of
your Rep group, you must complete the Rep goal.)
Two collectible plaques to hang in your home or sell
for extra cash
An official weekly magazine that can be sold for extra
cash
A bumper boat with distinctive abilities (for the “Yar
Hey! Bombard!” minigame)
A powerful and unique Rep object
The option to acquire the group’s Rep Xizzle
The key to the group’s clubhouse




It is actually impossible to be at the top of all
four groups at once, for reasons that are explained later.
There must always be one group with a lower Rep score.

Just because you'’ve finished the missions doesn’t mean
you must stop playing the minigames or making
simoleons. All the minigames are still available and there
are myriad ways to make money to improve your Urb’s
lifestyle.

Collecting objects can be its own reward. But it takes
work and dedication (and money, of course) to fill your
Urb’s home with all the best objects. To accomplish this

ambition, your Urb must reach the top of all Rep groups,
finish all missions, and invite over and impress every
other Urb with your swank apartment.

B0

Greate-an-hl

4 N\

The first step in this journey is creating your miniature alter ego; this is done in
Create-an-Urb.
N\

Start by naming your Urb. Next, select gender, skin tone, hairstyle, and
hair color in the Create-a-Bod screen. Finally, customize your Urb’s duds in The

Threads.
. J

4 N\

Fret not if you come to regret your choices in creating your Urb; there are several
ways to change your appearance (but not your sex) later.
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The next step is six-step questionnaire that determines two things: your Urb’s
starting Rep group and which five Xizzles are available to him or her.

aid diracts V'
lite; wehalt vaould tha it

na Of Miniopolis
_oHnpUterLaze

Lights. Big '\wallet

lu Guitar Hero

If you wrote and directed a movie based on your life, what would the title be?
Each answer to this first question corresponds to one of the game’s four Rep
groups:

Streeties
Nerdies
Richies
Arties

Once your starting Rep group is chosen, it can’t be changed until the Urb
reaches Level 10 in another Rep group. At that point, the other group’s king or
queen offers you membership. Obtaining Level 10 in an opposing group,
however, is no easy task.

Your Urb’s Rep group has no effect on your ability to complete the mission
game, so choose whichever strikes your fancy. For guidance, read “Rep

Groups,” below.

Four additional Xizzles are unlocked by achieving Level 8
in each Rep group. They aren’t affected or assigned by
your answers to this questionnaire.

The next five questions each determine which of the 14
Xizzles (power-ups) are available for your Urb to acquire.
Only these five are available to your Urb until you win the
rights to others by playing head-to-head minigames over
a GBA link.

It’s Friday night and you don’t have to work! What are
your plans?

Eager Eager Hippo
Inzombiac

What’s the first thing you do when you get home from
school?

Little Piddly Diddle
Sweet Smell

Sell Out

You just bought a set of turntables and now you need a
stage name. What name best suits you?

Play It Off
Mantis Rapture
All Up Ons

What’s the quickest way to get into an exclusive
dance club?

G’d Up
Jibba Jabba

Nerd Level 5

Big muscles are cooler than big brains: true or false?
Chilln’ Like a Vilain

See “Xizzles” on the next page to see what each Xizzle
does and what choices you’re making when answering
these questions.




N

XIZZLYS

~

Xizzles are power-ups that give your Urb a special ability.
Some Xizzles enable an Urb to tend to motives less
frequently, ease social interaction or money-making,
increase funds, or aid in skill-building.

Xizzles must first be unlocked. Fourteen of the 18
available Xizzles are unlocked based on answers to
questions 2-6 in the Create-an-Urb questionnaire. Only
five Xizzles, therefore, are initially available to your Urb.

The other nine of the 14 can only be unlocked by
winning the rights to them from other players. This is
done by competing against other players in minigames
via a GBA Link Cable multiplayer minigame. Whenever
you win a multiplayer minigame, you may randomly
receive the rights to one previously unavailable Xizzle
from one of the players that you defeated. Only in this
manner can you unlock all 18 of the questionnaire
Xizzles.

You unlock new Xizzles in multiplayer only if your
opponents have different Xizzles than you, so look for
friends with very different Urbz to maximize your

chances of success!

Xizzle beads can be collected in two
ways: through socializing or by
searching the environment.

If you build a relationship with
another Urb to a score of 75 or
higher, the Urb gives your Urb a
string of Xizzle beads. Once
obtained, these belong to your Urb
no matter what later happens to the
relationship score.

Twenty-nine strings can be
collected in this manner.

Bead count can be viewed in the
Pockets screen.

}3
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BRI WSORLD

Many strings of beads are hidden throughout the game
environment. Hidden objects can be discovered in
bushes, trees, and so forth. If your Urb approaches a
bit of the environment that contains a hidden object,
an interaction arrow appears above it; press ® to
search. The result could be a string of Xizzle beads. Shop, the university, newspaper office, police station, pizza joint/comedy
Xizzle beads can be found in the following locations: club, hospital, motorcycle shop, and an entrance to Club Xizzle.

Older area of town, urban but more of a neighborhood. Home to the Thrift

—— Bayou near crypt entrance The more genteel side of Miniopolis. This southern-style section contains

Bayou near dark tree, in tires the museum, Olde Salty’s riverboat, a fortuneteller, an outdoor market, the
Cemetery along mausoleum wall Crawfish Shack, the Club Zydeco, the graveyard, and an Internet café.
Time machine, bush to left of front porch
Dec. 2, 2003 i i
Paradise Island north island, far right on beach The high-rise part of town, Glasstown hosts Miniopolis’s tallest skyscraper
Sim Quarter in front of townhouse (King Tower), home to Daddy Bigbucks’s empire and a gymnasium. It also
Bayou twins’ shack  exterior, near grill features a movie theater, a department store for electronics and appliances,
Glasstown trash can near clubhouse an Internet café, an entrance to Club Xizzle, the carnival, and the
entrance and graffiti portrait of clubhouses for all four Rep groups.
Darius
Olde Salty’s cabin riverboat, third floor, under i i
the bed Located offshore north of the Sim Quarter, the bayou is home to a curious
Coffee shop upstairs, potted plant pair of twins, the infamous Dark Tree, and occasional sightings of the Red
Secret lab machinery near cage Man. Also found in the waterway are the tiny Nutria Island and two parts of
Urbania near for-sale sign for small Paradise Island.
brownstone, along fence
Urbania under school bus
King Tower lobby potted plant Not all areas are available in all missions, but gradually open as your Urb
University on desk advances.
.F.;;s"“ Magic lamp baskets in lower right
v Pizza bar coat rack Mission 1: King Tower only (in Glasstown but no street access) and
Basketball court air duct near benches Urbania
Riverboat under ramp from dock Mission 2: Urbania
Crawfish Shack near chairs, on the long right Mission 3: Urbania and the Sim Quarter
wall Mission 4: Offshore (bayou), the Sim Quarter, Glasstown, and
Hospital plant in lobby Urbania
Gym in potted plant Mission 5: The Sim Quarter, Glasstown, Urbania, and Offshore
i Carnival car behind the sideshow pet
LT vendor
gt Moon base left, near frozen mastodon -
g

s
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GREING ARMRD

There are myriad ways to get around Miniopolis:

Your Urb always has his or her own two feet to get from place to place. It’s
tiring and time consuming, but it never fails.

Hold ® while walking to sprint. Running expends even more energy but is
faster than walking. Watch out, however, when running becomes outlawed
in Mission 4; act quickly to have the ban lifted.

Finish Mission 2, Goal 4, and Berkeley Clodd gives your Urb what he
thinks is a broken skateboard but is actually a neato hovering gravboard.
Pull it out of your pocket by pressing (8] and stow it again by pressing
either (&) or ®. To ride it, press ® to pick up speed (three times for max
speed), and then hold ® to continue hovering forward. All motive decay
stops while on the gravboard and Fun increases. The benefit of the
gravboard is that you never have to remember where you parked it, but you
have to give up a precious inventory slot to carry it around. If you don’t want
to carry it around, you can place it in your home or sell it for a nice price.

Once you complete Mission 3, Goal 2, Dusty Hogg gives your Urb his own
motorcycle to cruise around town. Interacting with the bike allows your Urb
to ride or repaint it. When on the chopper, ® makes it go. While riding, all
motive decay stops and Fun increases.

Finish Mission 4, Goal 4, and the fanboat can be found moored on a small
dock down some stairs, east of King Tower. The boat is propelled by
pressing ® but is carried by momentum; you must be pointed in the right
direction to get where you’re going. To exit the boat, get near any dock and
press ®. The fanboat can be used to travel to Paradise Island, Nutria Island,
the riverboat dock, and the bayou twins’ shack. While you’re riding the
fanboat, all motive decay stops and Fun increases.

Two shortcuts make navigation a bit more efficient. One goes from the
bayou to the graveyard in the Sim Quarter and is open after completion of
Mission 4, Goal 3. The other goes from the jail (behind the poster of Misty
Waters) to the Dark Tree in the bayou. It only becomes accessible once you
achieve a relationship of 100 with Detective Dan.

The location of the motorcycle and fanboat are
displayed on the World Map, just in case you lose
track of them.

Scattered around town are public phones that can be
used to call other Urbz and learn their current location.
You may only call Urbz your Urb has met, and the call
costs §1, but you also gain one relationship point with
an Urb who answers the call.
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They provide a place to refill the
Room motive. To keep this motive
from failing, your Urb must spend
time at either a primary living space
or a storage space (see below).

Living spaces serve as an Urb’s
base for motive satisfaction. To
satisfy needs beyond the minimal

efficiency provided by public accom-

modations, your Urb must buy higher-

quality motive-satisfying objects (beds,
showers, appliances, and so forth) that
may only be placed in a living space.

Fed b

Living spaces allow your Urb to invite

other Urbz to visit. Having an upgraded

living space to go with a big Rep is the
only way to acquire each Urb’s unique
housewarming gift.

The neighborhood where your Urb’s
apartment is located can have a negative
effect on your Urb’s reputation with a
particular group. Each Rep group disdains a
part of town, and docks your Urb one Rep
point if you live there. No matter where your
Urb lives, at least one Rep group considers it
the wrong part of town. Avoid residing in a
part of town disliked by the Rep groups you’re
actively courting.

N\

Each part of town offers several places to live. Where
you live depends on the Rep groups you’re trying to
please and how much you can afford to pay.

Your Sim may freely move between any available living
space as long as the deposit is affordable. You may
own only one apartment at a time, however, so once
you buy a new apartment, your old one goes back on
the market. Finding a place to live is required to
complete Mission 1 and unlock Mission 2, so your Urb
always has a primary residence and is required to pay
all necessary bills. Whether you upgrade your domicile
is entirely up to you.

Below are the game’s primary living spaces, listed
by their order of availability in the game.

J




Part of Town
Unlocked
Deposit
Weekly Bills

Urbania
Mission 1
§150
§175

N

Part of Town
Unlocked
Deposit
Weekly Bills

Urbania
Mission 1
§200
§195

Part of Town
Unlocked
Deposit
Weekly Bills

Sim Quarter
Mission 3
§1,350

§435

Part of Town
Unlocked
Deposit
Weekly Bills

Sim Quarter
Mission 3
§1,000

§475

Part of Town
Unlocked
Deposit
Weekly Bills

Glasstown
Mission 4
§3,500
§800

Storage spaces are small locations that your Urb can,
for most if not all purposes, treat as home.

Like primary residences, storage spaces can be

used to refill Room motive, place and store any object
that can be put in a primary residence, and satisfy
motives with objects you place there (beds, showers,
etc.).

Unlike primary residences, however, storage spaces
are usually only big enough for a few essential motive-
satisfying objects. They can’t be upgraded, and can’t
take a home phone. On the upside, they’re cost-free
and can’t be robbed.

Your Urb may inhabit as many storage spaces
as you like and receives no Rep point penalty for
having a storage space in a group’s undesirable part of
town.

All storage spaces are hidden until earned in some
fashion. Some become available when a relationship
with a specific Urb reaches a certain score and others
only after you’ve risen to the top of a Rep group.
Regardless of how they’re earned, all storage spaces
are listed below in order of availability:

!

Part of Town: Sim Quarter

Unlocked: Relationship score of
100 with Ewan Watahmee

Part of Town: Glasstown

Unlocked: Relationship score of
100 with Phoebe Twiddle

Part of Town: Glasstown (in
movie theater)

Unlocked: Relationship score of
100 with Theresa Bullhorn

Part of Town: Anywhere. Stored in
your pockets

Unlocked: Earn and purchase the
Artie Xizzle (Level 8) and the lamp
arrives in the mail. Add it to
pockets, select it, and press ® to
enter it as a living space (complete
with basic facilities).

Part of Town
Unlocked
Deposit
Weekly Bills

Glasstown
Mission 4
§6,500
§999

Part of Town: Glasstown

Unlocked: Achieve Level 10 in
each Rep group and you get the
key to that group’s clubhouse.
With the key in your Urb’s pocket,
you may enter the clubhouse and
use it as a living space.

J
~
Part of Town: Urbania
Unlocked: Relationship score of
100 with Giuseppi Mezzoalto
. J




Actually, the entire building containing the clubhouse
acts as a storage space for one purpose: satisfying the
Room motive. It can even be used before you possess
any of the individual clubhouse keys; just enter the lobby
and refill the Room motive.
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Bills arrive at your abode every five days in the form of
an envelope just inside the door. To pay bills, select the
envelope and choose “Pay Bills.” The amount of your
bills is a fixed sum determined by the house in which
your Urb lives. Bill amounts are listed above for each
living space.

Having a roommate cuts your
weekly bills in half.

Bills may actually be lower or higher than the listed
amounts. Lower bills by purchasing upgrades to the
house’s utility system (see “Upgrades,” below). Bill
amounts are higher if a moving crate fee (see “Moving,”
below) has been incurred since the last billing cycle.

Failure to pay your bills within five days (by the time
the next set arrives) sends you to the Urbania jail.

\-

Every primary residence can be upgraded to make it safer, more socially
useful, and less expensive to inhabit.

.28 am

In each house is either a hot water heater or a circuit box with which your
Urb may interact and from which all upgrades may be purchased.

Hot water heater, left of the door.

Hot water heater, left of the door.

Circuit box near the stairs.

Hot water heater, upstairs.

Circuit box in upper right corner.

Circuit box upstairs in lower left corner.

Upgrades remain with the house and do not transfer to an Urb’s new home. If,
however, the Urb returns to a previously inhabited house, the upgrades are
still in place.




Utility upgrades reduce the amount of the living space’s weekly bills.

Baseboard Heating: Default
Central Heating (§600): Reduces bills by 20%

Double-Pane Windows (§2,000): Reduce bills by 40%

Domo-Mojo upgrades increase how much other Urbz like your Urb’s house
when deciding whether to bestow a housewarming gift. If you wish to
collect the unique housewarming gift objects, this upgrade increases your
chances of getting them.

Mild: Default
Stylin’ (§750): Increases approval by 25%

Groovy (§1,500): Increases approval by 50%

Security upgrades decrease or eliminate the chance of object theft.

No Security: Default
Burglar Alarm (§250): Chance of theft reduced by 50%
Nite-Ninja Security Squad (§1,500): No theft.

Fire alarm upgrades relieve you of having to call the fire department in case
of a fire, or eliminate the need for firemen at all.

No fire alarm: Default
Smoke Detector (§50): Automatically summons fire department
Halon Suppression System (§500): Prevents all fires.

Mail can arrive each day an Urb’s primary residence and appears as either an
envelope or a package just inside the living space’s front door. Several things
can arrive in the mail:

Sometimes you get a mystery item delivered to you
after you’ve been playing for a while. These are
“holiday” objects that commemorate your time spent in

Miniopolis.

Bills appear every five days in an
envelope.

Checks arrive periodically in an
envelope. These can be, for
example, income from
sponsorship of a museum exhibit
or by virtue of a random telephone
event (i.e. winning a contest). The
check’s amount is added to your
Urb’s personal fund when the
envelope is opened.

Objects sent to the Urb arrive in a
brown cardboard box. Such deliv-
eries include anything ordered from
an online store or a periodic Rep
group magazine. Interacting with
the box displays everything in the
box; selecting an object moves it to
the Urb’s pockets. If more than one
object is delivered, they all appear
in a single package. Don’t let the
box fill up or new deliveries can’t
be made. If your Urb’s package is
full, a message says so every time
you enter the house.

. TR 113
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The home phone is any phone located in a primary
living space. It is far more powerful than the public
phones, offering several more options under the “Make
a Call” interaction:

A maid, repairman, or firefighter
can be hired or summoned.

Call any Urb your Urb has met. If
call is answered, Urb gets one
relationship point with the called
Urb and discloses where he or she
can be found during the current
hour.

Issues an invitation to any Urb your
Urb knows. Whether that Urb
accepts and what happens when
the visit is discussed below in
“Visitors.”

Lottery Win

PRIMA OFFICIAL GAME GUIDE

Positive

§1,500 will arrive in the mail.

Banking Error

Positive

§200 will arrive in the mail.

Free Gift

Positive
Mezzoalto

Random free object
delivered.

Survey

Positive J Lily Gates

§50 arrives in the mail
for longer-than-average
phone call.

Holiday Sale

Positive § Crystal

25% discount at all stores
for reminder of day.

Wrong Number

Neutral Random

Nothing

Uncle Hayseed

Neutral Uncle Hayseed

Nothing

Police Donation

Neutral Detective Dan

-§100 and +3 relationship
with Dan if yes; -5
relationship with Dan if no

Safety Inspector

Negative | Ewan
Watahmee

-§150

Pulling the Strings

Negative | Daddy

Bigbucks

Taken directly to jail.
Must pay §100 or serve six-
hour term

Prank Call

Negative § Random

NPC with whom Urb has a
negative relationship
Randomly generated generic
prank call between midnight
and 6 a.m.

v 7
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Whether an invited Urb accepts depends primarily on
relationship score, but also on schedule and random
chance:

If your relationship score with the invited Urb is less
than zero, they always decline.

If the Urb’s schedule lists him or her as unavailable, the
Urb answers the phone but declines regardless of
relationship.

If an Urb is available and there’s a positive relationship,
he or she accepts based on relationship score and
random chance. The higher the relationship, the more
likely an acceptance. But even if the relationship is at
maximum, the Urb may decline.

Bayou Boo
Berkeley Clodd
Cannonball Coleman
Crawdad Clem
Crystal

Daddy Bigbucks
Darius

Detective Dan
Dusty Hogg
Ephram Earl

Ewan Watahmee
Giuseppi Mezzoalto
Gramma Hattie
Harlan King

Kris Thistle

Lily Gates

Lincoln Broadsheet
Lottie Cash

Luthor L. Bigbucks Il
Mambo Loa
Maximillian Moore
Misty Waters

Olde Salty

Phoebe Twiddle
Polly Nomial
Pritchard Locksley
Roxanna Moxie
Suzie Pirnova
Theresa Bullhorn

Stuffed Python

3 Card Monte Table
Music Stand

Stuffed Gator

Electro Lamp

Key to the City

Uncle Suede Shizzle’s Cane
A Safe

Burning Spoke Sign
Stone Angel Statue
Traffic Light

Basket of Oranges
Soap Box

Throne

Golden Mop

Blind Justice Statue
Old Typewriter

Venus Statue

Sports Car Front End
Voodoo Doll

Periodic Table

Miss Simverse Trophy
Mounted Swordfish
Pink Flamingo
Khroniton Reactor
Theater Masks
Flaming Hoop
Veloci-Rooster Skeleton
Movie Standee

\-

Urbz have unique decorative items to give your Urb if
they’re sufficiently impressed with your home when
invited to visit. Whether they give the gift depends on
relationship score, the living space’s Domo-Mojo
upgrade (see “Upgrades,” above), and your Urb’s Rep
score with the visitor’s group.

Having the full Domo-Mojo upgrade and a Rep score of
10 with a visitor’s group guarantees a housewarming
gift. Since independent Urbz don’t have a Rep group,

the full Domo-Mojo upgrade is necessary to provide any
chance of their giving a gift.

Whenever you purchase a new primary living space, all objects from the Urb’s
previous house are packed into a bottomless wooden crate and delivered

immediately to the new abode.

Interact with the crate to transfer items to your Pockets and place each item
individually. Since pockets can only hold up to eight items, it may take several
visits to the crate to empty it.

Unpack and return the crate immediately because the moving company
charges a weekly penalty for unreturned crates.




SIS M THECITY

Even a peaceful city like Miniopolis has a jail for the
occasional wrongdoer. If you’re not careful, that might
be you.

PayFi

Do Tirme
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There are two ways to end up in jail, each with its own
way out.

Failure to pay bills within five days of their arrival results
in a trip to the pokey. Once inside the lockup, you have
three choices (available by selecting the cell door).

TOWARD EBILL

DECLARE EBAMERUFPTCY

\-

Each time you let your Bladder motive hit bottom, your Sim urinates on the
floor. Such an antisocial act, however, carries a 50 percent chance of
immediate incarceration.

To get out, you must either pay a §100 fine for immediate release or wait six
game hours to serve your sentence. Upon release, you're dumped outside the
jail, ready to resume life “on the outside.”

Luckily, you can spend your time behind bars well. There’s a toilet, a bed,
and even free weights, so you can work on your Body skill.

TASSING (it

Several things cause your Sim to pass out and go to the hospital.

If the Hunger motive drops to rock bottom, the Urb passes out.

Urbz who try to fix an object beyond their Mechanical skill may receive an
electrical shock. Likewise, if they stand very close to a fire, there’s a chance of
passing out from smoke inhalation (the higher the Urb’s Body skill, the lower
the chance of passing out).

In the bayou, being eaten by a man-eating plant is a constant danger. Get too
close to one, and the plant draws your Urb toward its gaping maw. Escape by
mashing ®; the higher the Urb’s Body skill, the easier the escape.




What fun would it be to be the only Urb in town? Fortunately, Miniopolis is pretty darn

crowded with a wide variety of fellow Urbz.

There are three kinds of non-player character (NPC) Urbz: social, service, and

shopkeeper.

Rep Group: Independent

Favorite Hangouts: Bayou,
Crawfish Shack

Roommate: No

=y

Rep Group: Independent

Favorite Hangouts: Thrift Shop,
Sim Quarter docks, carnival,
riverboat

Roommate: No

Rep Group: Artsie
Favorite Hangouts: Near and in

pizza shop, Zydeco Club and
coffee shop

Roommate: Yes

Rep Group: Independent

Favorite Hangouts: Bayou,
Crawfish Shack

Roommate: No
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T SBIRL MRBZ

Social Urbz are the folks with whom your Urb interacts and tries furiously to impress. Each social
Urb is either independent or belongs to a Rep group.

Many, but not all social Urbz can be roommates in your primary living space. Having a roommate
cuts your Urb’s share of the bills in half and assures you can always find the roommate Sim. On the
downside, having.a roommate in.a Rep group who is disliked by another Rep group costs you one
Rep point with the second group. Check the descriptions below to see who can be your roommate.

Z

- -

Rep Group: Independent Rep Group: Independent

Favorite Hangouts: Paradise Favorite Hangouts: Jail

Island
Roommate: No

Roommate: No

Rep Group: Streetie (King)

Rep Group: Streetie Favorite Hangouts: Sim Quarter,
Club Xizzle (Urbania), Rep
Favorite Hangouts: Near jail and clubhouse (Glasstown).

newspaper office, Club Xizzle
Roommate: No

Roommate: No




Rep Group: Independent Rep Group: Independent

Favorite Hangouts: Mausoleum, Rep Group: Independent

Favorite Hangouts: Urbania,
cemetery, bayou

pizza shop, Sim Quarter,
fortuneteller

Favorite Hangouts: Riverboat,
Sim Quarter

Roommate: No
- Roommate: No

4 )

Roommate: No

Rep Group: Independent

Favorite Hangouts: Chopper
shop, jail

Rep Group: Streetie
Roommate: Yes

Favorite Hangouts: Chopper
shop, Urbania

Roommate: Yes
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If your goal is to cruise to the

top of all of the Rep groups,
stick to independent Urbz as
roommates until you’ve mastered
all the groups.

Rep Group: Streetie
Rep Group: Nerdie

Favorite Hangouts: Various
floors of King Tower

Favorite Hangouts:
Newspaper Office

Roommate: Yes

Rep Group: Richie

Rep Group: Independent Favorite Hangouts: Sim Quarter
docks, King Tower lobby, King

Favorite Hangouts: Secret lab Tower law office
(only after Mission 5 is

completed)

Roommate: No

Roommate: No




Rep Group: Richie (King) Rep Group: Nerdie

Favorite Hangouts: Museum, Favorite Hangouts: Hospital,
Paradise Island, Café Multiplaya Café Multiplaya

Roommate: No
Roommate: No

Rep Group: Independent
Rep Group: Richie

Favorite Hangouts:
Favorite Hangouts: Hospital, Fortuneteller, Crawfish Shack
pizza shop, Glasstown
megamall Roommate: No

Roommate: No
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Rep Group: Independent .y Rep Group: Nerdie (King)

Favorite Hangouts: Riverboat Favorite Hangouts: University,
Café Multiplaya, Sim Quarter
Roommate: No
Roommate: No

Rep Group: Independent

Rep Group: Richie Favorite Hangouts: Thrift store,
pizza shop

Favorite Hangouts: Gym,

Paradise Island Roommate: Yes

Roommate: Yes




- oup: Richie (King)

Rep Group: Artsie (King)

Favorite Hangouts: Carnival, Rep Group: Artsie
Sim Quarter

Favorite Hangouts: Movie theater,
Roommate: No Sim Quarter, Club Zydeco

Roommate: No

Rep Group: Nerdie
Rep Group: Artsie
Favorite Hangouts: University,
Favorite Hangouts: Sim Quarter, Sim Quarter, Café Multiplaya

movie theater, newspaper office
Roommate: Yes

Roommate: No
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: SIME IN THE CITY -
Service NPCs show up when summoned for specific tasks, but you can’t interact
with them in any way.

The fireman comes when summoned
by phone or automatically when
alerted by the Level 2 fire alarm
system upgrade. Calling the fireman
when there’s no fire entails a $100
fine.

When called on the phone, the maid
comes for a one-time visit; she must
be called each time she’s needed.
Whether anything needs cleaning or
not, she charges $400 per visit.

Whenever your Urb passes out (for
whatever reason), they’re first
mocked by and then transported to
safety by the genie. Where they’re
taken depends on where you are in
the missions.

el

The repairman comes when
summoned by phone and fixes all
broken objects in the house. Whether
anything needs fixing or not, the
repairman charges $100 per visit.

Shopkeepers run the various stores,
stands, shops, and eating establish-
ments in Miniopolis but can’t

otherwise interact with your Urb.

If you plan to use the maid often,
consider instead purchasing the

Robot Monkey Butler object; it
pays for itself in 10 maid visits.




Motives represent your Urb’s basic urges,
both physical and psychological. The average
of these five basic motives represents your
Urb’s overall Mood. Keep your motives high
and Mood follows.

In the world of The Urbz™: Sims in the
City™, the essentials to be satisfied for a

happy life are:

-

Your need for nourishment is crucially important. To
satisfy Hunger, you must consume food, whether from
refrigerators, stoves/ovens, vending machines, or
restaurants.

Public grills are but one way to satisfy Hunger.

Hunger satisfaction ebbs over time, reaching bottom in
eight hours. To counteract this, consume food. The
amount of satisfaction you get from a meal depends
on how nourishing it is, which is, in turn, determined by
how much the food or its cooking object costs. The
pricier the purchased meal or the more expensive the
cooking object, the more nourishing the food.

Hunger is a critical motive. If you let it sink
completely, your Urb passes out.

F 3 i

While waiting for a fridge or oven to appear in the Thrift
Store in Mission 2, satisfy your Hunger motive by using
the grill in the public garden in the center of Urbania. It
costs §20 but totally satisfies Hunger.

Keep yourself clean by taking showers and
washing hands.

Hand-washing is all well and good, but the only way
to really stay ahead on Hygiene is a good soaking
shower.

Hygiene falls steadily as you go through the activities

of your day. Hygiene decay is also accelerated by

having a Bladder accident, developing Body skill and
some job minigames. Without any acceleration,

Hygiene completely depletes in 30 hours.

. J

Hygiene runs out even faster if your Urb doesn’t wash
his hands every time he uses a toilet. Get in the habit to
extend the time between showers.
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Your need for rest is represented by Energy. Replenish Energy by sleeping in
beds or on couches, drinking coffee, or using the crystal ball.

A bed is the most
efficient place

for Energy
replenishment.

Energy depletes steadily over 29 hours if nothing affects it. Decay can be sped
up by weight lifting, some job minigames, dancing, and, most important,
running.

Energy is a critical motive. If you let it drop completely, your Urb falls asleep
where he’s standing (at a substantial cost to Comfort).

Comfort may seem like a luxury, but it’s not. Satisfy
your Comfort motive by sitting on chairs, recliners, or
couches or sleeping in beds or on couches.

Sitting anywhere satisfies Comfort.

Comfort decays completely if you go without a sit-
down or a rest for 16 hours. Comfort also takes a
negative dive if you let your Bladder motive go unmet;
wet Urbz are not comfortable Urbz.

The crystal ball satisfies Energy, Social, and
Fun motives.

Every conversation feeds
the Social motive. Go too
long between chats and the
motive starts to dwindle.

No Urb is an island. Every minute you’re not interacting with other Urbz, your
Social motive is decreasing. Keep it high by regularly interacting with other
Urbz in conversation.

Social decays completely if you don’t interact with anyone for 28 hours.

Your need for Bladder relief is a fact of life. Bladder
declines steadily over seven hours, making it your
most demanding motive. Bladder decay can also be
sped up by drinking espresso, water from fountains, or
bar drinks.

H = Always know
- ‘r‘-( where the
nearest toilet is
or you might end
up back in Dan’s
w jail.

The only way to satisfy your Bladder motive is to use a
toilet. You can always relieve yourself on the floor, but
there are several repercussions. Having an “accident”
results in a puddle that drags down your Room motive
until mopped up (if you're at home), as well as a
dramatic drop in both Hygiene and Comfort. It can
also, if you do it outside your house, result in a trip to
the jail and either a six-hour sentence or a §100 fine.




Generally, Fun

is satisfied by

playing games
or being enter-
tained.

Fun is just as important to your Urb’s life as other motives. To feed this motive,
do entertaining things like interacting with recreational objects, dancing at a
nightclub, riding your motorcycle, playing with a pet, or admiring decorative
objects.

One of the best ways to keep
Fun high is to travel by motor-
cycle or graviboard. It feeds the
motive while freezing all others.

Over time, Fun runs dry in 24 hours.

\-

Riding the motorcycle, graviboard, or fanboat fills the
motive for Fun, but it also freezes all other motives. Fun
increases, but your motives don’t change as long as
you’re riding these vehicles.

Room is a combination of the condition of
the objects in your house and your time away
from home.

Home is where the Room motive is. At least, that’s
where it gets satisfied. How quickly it fills, however,
depends on how nice your Urb’s stuff is.

Every minute you spend in your place of residence
replenishes your Room motive. The speed of this
motive satisfaction is determined by the collective
coolness of your possessions and their condition. The
maximum possible replenishment is decreased by
having a messy house (dirty bathroom fixtures, an
unmade bed, Urb or pet puddles on the floor) or
broken objects. Cleaning helps raise this temporary
cap (whether it’'s done by you, a maid, or a Robot
Monkey Butler), as does fixing broken objects (again
by you or by a professional repairman).

Conversely, every minute away from your house
depletes your Room motive — essentially Urb
homesickness. Room degrades completely if you
spend 24 hours away from home.
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If a motive is low, conversation may be interrupted. Sometimes, embarrass-

ingly so.

Conversation is important, but not more important than your motives. As such,
you can’t engage in conversation with another Urb if any of your motives
(except Social) is too low. You must tend to any extremely low motives before
anyone will talk to you.

PRIMA OFFICIAL GAME GUIDE

ADOIE MORIGRSE -

As in life, there are times when tending to your Motives can seem like a nuisance. It helps
to keep in mind what you’re getting by keeping your motives high.

You may not use any skill-building objects if your overall Mood (the average of
all your motives) or any of the critical motives (Hunger, Energy, Bladder) are too
low. Likewise, you get kicked from using a skill object before reaching your
next skill point if Mood or a critical motive falls too low while you’re using it.
Tend to any sagging motives to get back in the action.

As with skill objects, low Happiness or near-bottom
critical motives (Hunger, Energy, Bladder) prohibit you
from entering any job minigames.

A28
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If Hunger motive is exhausted,
your Urb wakes up in the
hospital.

Passing out can occur if you let Hunger drop to absolute bottom. Fail to tend
to this motive, and your Urb drops like a sack of bricks, awakening in the
hospital (or other appropriate destination). Hospitalized Urbz find their
motives fully restored and their wallets lightened by a §20-per-visit charge
added to their weekly bills.

Failing Energy motive does not land your Sim in the hospital. If your Energy
drops to absolute bottom, your Urb drops to the ground and falls asleep
wherever he or she is, for an uncomfortable 40 winks. You can’t wake your
Urb until the nap is over.

Though home is the primary place for dealing with your motives, there are
many places you can satisfy your motives even when you’re not home.

Huirser:

Humisres:

Ersous

Socials
Comforts
Bladders:
Fuims
oo

Buy food at restaurant, grill food on a public grill (§20),
drink from a water fountain, or buy something from a
vending machine.

Hit the public showers, in the gym on Paradise Island, for
example.

You can catch a nap on couches and benches. The ones
in the hospital are available 24 hours a day.

Talk to any Urb anywhere.

Sit on public benches, chairs in restaurants, or couches.
Public toilets are located all over Urbania.

Fun objects can be found all over Urbania.

Sorry, there’s generally no place like home. Fortunately,
home can be your primary living space or any storage
space you've unlocked or acquired. It also includes the
four Rep clubhouses and (here’s a bit of a secret) the
clubhouse lobby-even if you haven’t gained access to
the clubhouse itself.

Motives can be satisfied in some more unusual ways:

Coffee is the elixir of life;
the stuff from Café
Multiplaya gives Energy
and may feed another
motive too.

Some coffee types purchased from the Café Multiplaya
and coffee shop feed a different motive (in addition to
Energy).

Cup o’ Jay:
Cup o’ Kev:
Cup O’ Les:

The Richie Rep object restores Energy, Comfort,
Bladder, and Hygiene very quickly.

Take a pet for a walk to
have a ready source of
both Comfort and Fun.

Pets can satisfy both Comfort (when petting) and Fun

(when playing).
-

s

Many Xizzles affect the decay of motives:

Slows Hunger decay by 30%

Slows Energy decay by 30%
Slows Bladder decay by 30%
Slows Hygiene decay by 30%
Slows Comfort decay by 30%
Slows Fun decay by 30%

All motives decay slowed
by 10%

Eager, Eager Hippo
Inzombiac

Little Piddly Diddle
Sweet Smell

Play It Off

Mantis Rapture
Chillin’ Like a Villain




How much and how well your Urb interacts with other Urbz goes a long way in determining how
smoothly you progress. If you grasp how to build and maintain relationships, everything else falls
into place.

In The Urbz™: Sims in the City™, there are two aspects to inter-Urbz relations: relationships
and reputation.

RBLA RO TS

All relationships are measured in terms of relationship score. This score, ranging from -100 to 100, is
displayed as a number and a vertical bar on the right edge of the screen in the Popularity menu (for
the highlighted Urb) or conversational interface.Xxx

ak] Fopularity - 95% The Popularity
- screen details
the level of every

I ITha=strs

The Nemesis Xizzle causes one
randomly selected relationship to T relationship and
drop to -100 and all other relation- ;e P T your Urb’s overall
ships to rise by +6. Purchase it at ; ] popularity.

your own risk! : T /

q (LTTTTITLL] f Thi 4] Most every
— . ‘ = interaction that

4 . involves another
UMM, | o Tower's Urb affects this
LT : =
T score po.smvely
or negatively.
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Only Urbz your Urb has met appear in the Popularity

menu or on the list of Urbz reachable by telephone.

When you meet an Urb for the first time, your

relationship score with that Urb is set to 10, with two

exceptions. Daddy Bigbucks begins at -5 and Kris
T Thistle starts at +25.




A friend is defined as any Urb with whom you have a
relationship score of 50 or greater. Many game objec-
tives require you to have a certain number of Urbz who
qualify as friends, so collect as many as possible.

Friends show their status with the smiley
face background.

Every friend your Urb makes in a Rep group means an
additional Rep point with that group. However, if your
relationship with that Urb drops below 50, you lose the
Rep point.

Love is a special relationship that can arise with an Urb of the opposite sex in
certain circumstances.

Love is evidenced
by the sea of
hearts in an Urb’s
background.

The benefit of Love is that it adds +2 to all Social interactions.

Love results only from a successful kiss (rejectable) or a flirt (always
accepted) interaction. Just doing one of these interactions, however, doesn’t
guarantee love.

The higher your relationship score with an Urb, the greater the chance of love.
Specifically, it equals one-half the relationship score (a relationship score of 90 Erey

A person stays a friend until the relationship score drops
below 50.

The best way to tell if someone’s a friend is to look at
the background during a conversation. A friend’s
background is covered in smiley faces.

Friends wave at your Urb as you walk by. If the friend is
in a Rep group, this may be replaced by a gesture
triggered by your Urb’s Rep score with that group.

equates to a 45 percent chance of love).
. J

Getting the G’d Up Xizzle reduces daily relationship
degradation by 1 point.

-

Popularity (shown in the Popularity menu) is the average of your. relationship s_qé'res
with every Urb you’ve met. To keep this high, keep individual relationship scores up
and offset any low scores with extremely high ones. Some mission objectiyes require
certain levels of popularity. o



\-

Most relationship building is done via conversation.

An extremely low
motive prohibits
any further
conversation.

If a motive is critically low or becomes so during a conversation, your Urb is
unable to converse further until the motive is satisfied.

CemuErsstimm=sl Mecrbsete e
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Entering into a conversation with an Urb shifts the view to a special
close-up display.

An “” icon over a Sim’s head indicates one of two things. Either the Sim
wants to meet you for the first time, or you need to speak with that Sim
regarding a mission objective.

If the latter is the case, the exclamation point that appears as a conversa-
tional icon is silver.

In the conversational screen, icons
across the bottom of the screen
represent topics, and the vertical bar
to the right represents the
relationship.

J

The background and a vertical bar (to the right), showing the relationship score

represent your relationship with an Urb. Normally, the background is distinctive to
the Urb, but it changes to smiley faces once friendship is achieved and to hearts
if love blossoms.

~
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One conversational topic, Jibba Jabba, is represented by
a purple icon and is only occurs if your Urb has unlocked
and acquired the Jibba Jabba Xizzle.

At the bottom of the screen are three randomly generated
interaction icons, each of which has an effect on

relationship score.

If you know none of the interactions will produce a
positive result, back out of the conversation by pressing

®. Then re-engage with the Urb.

completed

Three new icons are displayed after each interaction is

To the right of the three blue conversation icons is an
orange icon labeled with a “*” and the title “Friendly
Stuff.” From this menu, you may give an object to the
other Urb or ask him or her to do an errand or to be your
roommate. Each of these options and its effect on
relationship score is discussed below.

The orange
“Friendly Stuff” icon
leads to three
important non-

conversational
interactions.

interaction provides help and tips.

In some situations, a red button with a “?” appears. This
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All social interactions have an effect on the relationship, but relationship, the more likely the acceptance (hug is accepted
the amount of that effect and whether it builds or damages more easily than kiss). An accepted hug or kiss gives +2 i
the relationship depends on the recipient. Every Urb has a relationship; a rejection triggers -3.
fixed reaction to each kind of interaction. To help you choose which interactions to use with which
Hug and kiss interactions can be rejected; the higher the Urb, consult the table below:
Re) X &
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Bayou Boo (Vampire) -3 -2 3 -3 -2 3 -3 0 1
Bayou Boo (Normal) -3 -2 1 -3 3 3 -3 0 -3
Berkeley Clodd 0 3 2 -3 1 3 -2 2 1 ;
Cannonball Coleman -2 3 0 -4 1 2 -3 -3 3
Crawdad Clem -1 -2 3 -1 -2 3 -1 0 4
Crystal -2 3 -1 2 2 -2 1 1 2
Daddy Bigbucks -2 2 2 1 -2 3 1 1 0
Darius -2 2 -2 -2 1 2 -2 0 -1
Detective Dan -2 -2 0 -3 -1 2 -4 -2 2
Dusty Hogg -5 -2 2 2 1 2 0 -2 0
Ephram Earl -6 2 2 -6 2 -6 -5 2 2 1
Evan Watahmee 0 3 2 -4 0 2 -6 -4 2 “
Giuseppi Mezzoalto -2 2 -2 3 -3 -1 -4 1 1
Gramma Hattie -2 2 1 -3 -2 3 1 -2 4
Harlan King -2 3 0 2 3 2 -2 2 2 .
Kris Thistle -2 2 -2 -2 2 2 0 -1 3 -
Lily Gates 2 1 A A 2 0 A 3 2 T
Lincoln Broadsheet -4 1 -3 2 -1 0 3 3 1
Lottie Cash -2 1 0 -2 3 -2 -2 1 0
Luthor L. Bigbucks llI -1 -1 2 2 3 3 -1 2 0
Mambo Loa -4 2 1 -4 1 5 3 1 1 J
Maximillian Moore -3 -1 -3 -2 2 2 -3 3 1
Misty Waters -4 2 -2 1 2 3 -4 0 3
Olde Salty -5 -2 2 2 3 0 -2 -1 2
Phoebe Twiddle -2 2 -2 -2 1 2 -2 -1 3
Polly Nomial -5 3 0 -2 -2 2 -2 2 0 .
Pritchard Locksley -3 3 -2 -3 2 3 3 -3 -3
Roxanna Moxie -3 2 -1 -2 3 2 -2 -2 1
Suzie Pirnova -2 -2 2 2 -2 4 -3 3 2
Theresa Bullhorn -3 2 1 0 1 1 -2 -2 1
)
N . u . d‘ﬁ. 133 .
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~
Bayou Boo (Vampire) 0 3 0 3 -3 3 2 1 -3
Bayou Boo (Normal) 0 3 0 3 -3 3 3 3 -3
Berkeley Clodd -1 1 -3 3 2 2 1 0 -2
Cannonball Coleman 2 2 1 1 2 2 0 -3 -2
5 Crawdad Clem 2 2 0 1 -1 3 1 -1 -2
7 2 Crystal -4 2 -2 -2 -3 2 1 1 -2
Daddy Bigbucks -2 -6 -2 2 0 0 2 -3 -5
Darius -2 2 -2 2 -2 3 0 -3 -4
Detective Dan -2 2 1 3 -2 2 2 2 -4
Dusty Hogg -6 3 -1 2 1 2 0 -2 4
Ephram Earl -5 -5 2 2 2 2 2 2 -6
Evan Watahmee 2 2 2 1 0 2 0 -3 -4
S Giuseppi Mezzoalto -6 3 -2 2 1 -2 1 -2 3
Gramma Hattie 2 -1 3 -2 2 2 1 1 -4
Harlan King 2 2 1 -3 -4 -2 -1 2 -2
Kris Thistle 1 3 1 -2 -1 3 -1 0 -4
Lily Gates -2 2 -2 2 -1 -2 0 0 -2
Lincoln Broadsheet 2 0 1 2 0 -2 1 -2 -3
Lottie Cash -1 2 -2 2 -2 2 1 -3 -2
Luthor L. Bigbucks Il -2 2 -2 2 -1 2 1 -2 -3
Mambo Loa 4 5 3 3 2 2 -2 -2 -4
Maximillian Moore -2 2 -1 3 -2 1 2 -1 -3
; Misty Waters 2 3 2 3 -3 1 1 0 -4
Olde Salty -1 2 -2 1 2 3 -1 0 -6
£ Phoebe Twiddle 1 2 2 0 -3 2 -2 1 -5
Polly Nomial -1 2 2 2 -3 2 1 0 -1
Pritchard Locksley 2 2 3 2 -3 3 2 3 -2
Roxanna Moxie 0 -2 2 2 1 2 0 -2 -2
Suzie Pirnova -1 0 2 2 0 2 1 2 -5
0 Theresa Bullhorn -1 2 2 2 -3 2 0 0 -3
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Bayou Boo (Vampire) 3 2/-3 -3 -3 2 -2 3 0 -6
Bayou Boo (Normal) 3 2/-3 -2 -3 0 -3 3 -3 -6
Berkeley Clodd 3 2/-3 2 -2 2 2 -1 -3 -8
Cannonball Coleman 3 2/-3 -2 -1 5 2 1 1 -2
Crawdad Clem 3 2/-3 -2 -2 1 -2 0 -2 -6
Crystal 3 2/-3 3 1 1 -3 -2 2 2
Daddy Bigbucks 3 2/-3 2 -1 3 1 -1 -2 -4
Darius 3 2/-3 3 2 2 -2 2 2 -8
Detective Dan 3 2/-3 0 -2 0 2 1 -2 -8
Dusty Hogg 3 2/-3 3 -1 1 0 -4 2 2
Ephram Earl 3 2/-3 2 2 2 2 -6 2 -6
Evan Watahmee 3 2/-3 1 -2 1 1 2 1 -6 [
Giuseppi Mezzoalto 3 2/-3 2 3 2 -2 1 -2 2
Gramma Hattie 3 2/-3 -2 2 1 2 3 -1 -8
Harlan King 3 2/-3 2 -1 -1 3 -1 -1 -2 .
Kris Thistle 3 2/-3 -1 3 3 1 2 3 -8 .
Lily Gates 3 2/-3 3 -2 1 -2 -2 0 -6 i
Lincoln Broadsheet 3 2/-3 2 1 1 3 1 1 -6
Lottie Cash 3 2/-3 0 2 3 -2 0 0 -6
Luthor L. Bigbucks Il 3 2/-3 2 2 3 -2 -1 3 -6
Mambo Loa 3 2/-3 1 2 2 0 4 1 -6 :
Maximillian Moore 3 2/-3 -2 -2 2 1 1 0 -6
Misty Waters 3 2/-3 -1 -1 3 -3 -2 1 -8
Olde Salty 3 2/-3 2 -3 2 -1 -2 -1 1
Phoebe Twiddle 3 2/-3 0 0 3 2 2 0 3
Polly Nomial 3 2/-3 0 3 0 -2 0 3 -4 .
Pritchard Locksley 3 2/-3 3 3 3 2 3 1 -8
Roxanna Moxie 3 2/-3 -1 1 2 0 -1 2 -8
Suzie Pirnova 3 2/-3 0 2 -1 -1 1 1 -8
Theresa Bullhorn 3 2/-3 -2 2 2 -1 1 0 -8
M . _ uwﬂ- 1997 o
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Roxanna Moxie

Suzie Pirnova

Theresa Bullhorn

o3
S

Bayou Boo (Vampire) 1 2 1 -3 -2 -3 -1
Bayou Boo (Normal) 0 3 3 -3 -3 -3 -3
Berkeley Clodd 2 1 0 -3 2 1 0
Cannonball Coleman -3 1 2 -3 0 2 3
5 Crawdad Clem -1 3 -2 -3 0 -1 -2
; ;‘ Crystal 3 0 1 2 1 -3 2
Daddy Bigbucks 2 -1 1 2 2 2 3
Darius 1 1 1 1 -2 -2 2
Detective Dan -1 0 1 -2 1 0 -1
Dusty Hogg -1 3 3 3 2 2 3
Ephram Earl 2 2 2 2 2 2 2
Evan Watahmee -4 -2 2 0 1 2 0
S Giuseppi Mezzoalto 1 0 1 2 2 -1 -1
Gramma Hattie -2 1 1 -2 1 1 2
Harlan King 0 0 2 -2 3 -1 2
Kris Thistle 3 1 1 3 -1 0 3
Lily Gates 3 0 2 -2 -1 -2 2
Lincoln Broadsheet 2 1 1 2 -3 0 2
Lottie Cash 1 -2 1 0 2 2 2
Luthor L. Bigbucks Il 2 -2 -1 1 -1 0 2
Mambo Loa 1 -2 1 1 2 2 2
Maximillian Moore 2 1 0 1 -3 -3 -1
; Misty Waters 2 2 1 -3 2 1 -3
Olde Salty -1 2 2 -2 3 2 4
Phoebe Twiddle 4 0 2 -1 2 -2 2
Polly Nomial -2 2 -2 -2 2 2 3
Pritchard Locksley 2 2 2 3 2 3 0




Your standing with each rep group also affects
conversational scoring, increasing or decreasing your
social performance with members of each group.

LA
e 8
Several Xizzles affect the scores listed above:

All Up Ons: Urbz of opposite sex react with +1 to
all interactions.

Street Signs:  Urbz in your Urb’s Rep group react
with +1 to all interactions.

Present the
recipient with
the errand
object via

the Give Gift
interaction and
receive your
reward.

If the object is delivered in time, the relationship score with both parties rises by
+3 (and you earn some money to boot). If delivery is late, relationships with both
sender and recipient drop by -6.

Another way to build relationship (and earn income) is by
agreeing to run an errand for another Urb. Urbz may only
assume one errand at a time.

|:1I SITATIS ||.:|'|--:
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Agreeing to run an errand is a good way to make
money, but you only have 24 hours to comply with
the request.

Errands require your Urb to take an object (each Urb
has a unique errand object) and deliver it to a specific
Urb (via the Give Gift interaction) within one day.

Spontaneously giving a gift (rather than doing it as part of a mission objective) can
improve relationship score. If the object is accepted, relationship score rises by +1
for every §10 of the gift’s purchase price.

Many, but not all, Urbz can be roommates in your primary living space. Having
a roommate cuts your Urb’s share of the bills in half and assures you're always
able to find a roommate Sim. Only these Urbz can be roommates:

e Cannonball Coleman e Dusty Hogg

e Ewan Watahmee e Kiris Thistle

e Misty Waters ¢ Phoebe Twiddle
¢ Suzie Pirnova

Inviting someone to be a roommate doesn’t have a direct effect on relationship
score, though having them always around the house makes it easier to find
them for interactions.

The chances of a roommate offer being accepted depends on the
relationship score:

0%
50%
75%

Asking a roommate to “get out” drops the relationship score by -7.
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E--- Your Urb’s Rep and Rep group define who they are in Miniopolis.
b They also control:

¢ How many points come from social interactions.

¢ What objects you can obtain.

Several untoward things can happen if a relationship is e Ways to make money.

damaged. e Which Xizzles you can acquire.

* How other Urbz greet your Urb.

e Which boat you get in the bumper boats minigame.
¢ Which clubhouses you have access to.

Reputation is measured by the number of Rep points your Urb has with each

A
o of the four Rep groups, but especially the one to which your Urb belongs. The
2 higher the Rep scores in your Urb’s own Rep group, the more benefits earned.
g J
4 ™\
Miniopolis has given rise to four Rep groups, each of which features three
members and a king or queen. Each group also has a nemesis group and a part
pea b s of town it deems unacceptable.

Seriously offended Urbz refuse to talk to you
for a while.

Goal: = The Rep group

T x r . * missions are not
— —_— 7 required to finish
i f q - |
ﬂﬁ"’ “b the game, but

If you lower the relationship score with an Urb by 8 or Lvr ) they earn a
more points in a single interaction, the Urb cuts off the handsome
conversation and refuses to talk to your Urb for a day. | reward.
This one-day silent treatment also occurs if your b 4] prarmoatson i Mooaoo Monkey Thnaamse

relationship drops more than 15 points with another Urb
in a single conversation.

If the drop is 30 or more in a single conversation, the
silent treatment can last two days. This can be very
awkward if you need to talk to this person to complete
an objective.

LI o L Each group also has a mission that, if completed, earns your Urb two crucial
If relationship with an Urb is -10 or lower, that Urb Rep points with that Rep group. The Rep mission is obtained by talking to a
displays a rude gesture any time he or she sees your group’s king or queen once your Urb amasses enough Rep points with the
Urb. group (3 if it’s your Urb’s own Rep group and 5 if it’s another Rep group).
\. J

FPEanE LLallE
If relationship with an Urb is 0 or lower, that Urb may
prank-call your Urb’s home phone between the hours of

T midnight and six a.m.

v Eigy
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Lost Trophy Location:

Rep Object:
Rep Xizzle:

Favored Skill:

1. Achieve arel
Bigbucks.

-
King: Darius
Members: Kris Thistle, Crystal, Ewan
Watahmee
Nemesis: Richies
Disliked District: Sim Quarter

Graveyard, on the path to
the mausoleum entrance.
Hint: look for where Earl’s
ghost hangs out at night.
MP-DEE Stereo System
Street Signs (all Urbz react
to social interactions with
+1)

Body

ationship score of -50 with Daddy

2. Convince someone (Ewan) to join the Streeties
3. Reach Level 5 in the Hoopz minigame.

Annoying Daddy Bigbucks becomes impossible in the
later missions because he can’t be found. Either do it
early or wait until Mission 5 is completed and find him

on Paradise Island.

King:
Members:

Nemesis
Disliked District:

Lost Trophy Location:

Rep Object:

Rep Xizzle:

Favored Skill:

Polly Nomial

Susie Pirnova, Maximillian
Moore, Lincoln Broadsheet
Artsies

Sim Quarter

Carnival, in tree just outside
and to the left of the front
gate.

Mad Skillz Cerebral Data
Infuser

Spell Champ (unlocks
Spelling Bee minigame)
Logic

1. Reach Level 5 in Dr. Max Stat minigame.
2. Create a petrified wood chess piece.
3. Sell 15 three-eyed bog frogs to the deputy.

e e g

Petrified wood can be found occasionally beyond a
man-eating plant in the bayou, in the secret tunnel
from the jail, in the prehistoric and Civil War eras (via
Time Machine), in the graveyard, and on Paradise
Island. Learn to turn these logs into chess pieces by
reading “Woodcarving” in Section 16.

~
TTE
[N ]
Three-eyed bog frogs are another rare collectible item
found in the bayou, in the prehistoric and Civil War
eras (via Time Machine), in Glasstown, in the i
graveyard, and in the carnival. Being rare objects,
these frogs respawn only occasionally.
Don't sell any of these to the jail's deputy until you
have the Nerdie mission and you collect all 15.
J
N\
King: Luthor L. Bigbucks Il
Members: Lily Gates, Lottie Cash, [
Misty Waters
Nemesis: Streeties
Disliked District: Urbania
Lost Trophy Location: Glasstown megamall,
second floor, between the
water heaters and the :
computers.
Rep Object: Sensory Deprivation
Chamber
Rep Xizzle: Gratis, Baby (Check for
§400 weekly income)
Favored Skill: Charisma
1= "
1. Reach Level 5 in Moogoo Monkey minigame. -
2. Own §30,000 worth of objects.
3. Amass §10,000 in cash.
J
\ L
i
King: Roxanna Moxie ik o
Members: Cannonball Coleman, Theresa Bullhorn, Pritchard
Locksley
Nemesis: Nerdies
Disliked District: Glasstown
Lost Trophy Location: In bayou, behind a pair of man-eating plants.
Appears only after you complete the first three
objectives in Mission 4.
Rep Object: Bod-Mod Booth
Rep Xizzle: Djinn Genius (genie lamp arrives in the mail;
portable storage living space with built-in bed).
Favored Skill: Creativity
F £ :
1. Reach Level 5 in the Comic Explosion minigame
2. Bake a strawberry tiramisu.
3. Collect 100 piles of trash.
TTE
[N ]
The tiramisu is a hard-to-find recipe and baking it requires a fully
equipped kitchen in your Urb’s primary residence. For details, see “Baking”
in Section 16.
J
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Piles of trash are everywhere, but the best places to
collect it is in Glasstown and Urbania. Don’t sell any to
the jail’s deputy until you have the Artsie mission and

PRIMA OFFICIAL GAME GUIDE

o

Rep score ranges from -10 to 10 and are particular to
each of the four Rep groups. There are only 10 slots
shown in the Popularity menu; your Urb’s total is
displayed in white if positive and red if negative.

Darius

Ha. That's funny

m n ‘
AEE B

Getting in good with a group’s king or queen is very
important for reaching the top of the group.

The Rep group to which your Urb currently belongs
appears at the top of the list, as does the moniker
linked to your Urb’s current Rep score with that group.
These titles differ for each Rep group and by your
Urb’s sex.

To get to the top of a Rep group, you must earn all
10 of the positive Rep points and have no negative
Rep points. Getting to this peak necessarily means
doing things that harm your reputation with one other
group. You can't, therefore, have 10 Rep points in all
four groups at one time (but it’s quite possible to reach
Level 10 in each of them individually).

~
Rep points are earned in several ways, but you must
have 10 points to reach the top of the group.
Some points are changeable (relationship thresholds)
and some are permanent (completing mission):
-1 for each of the four group members with
relationship score greater than 50 (4 total).
+1 for having 10 in the group’s favored skill.
+1 for having relationship score of 100 with
group’s king/queen.
+1 for having negative relationship with nemesis
group’s king.
+1 for finding a group’s lost Rep trophy and
giving it to the group’s king.
+2 Completing Rep group’s mission.
~
-1 for each of the four group members with
relationship score greater than 50 (4 total).
-1 for each group member with relationship
score below 0 (up to -4)
-1 for each group member with relationship
score below 0 (up to -4)
-1 for living in the groups’ disliked district.
-1 for having a roommate from the nemesis
group.
Each Rep group offers rewards a positive Rep score and
penalties for a negative one. These rewards differ,
however, between your Urb’s group and any other group.
J
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+10

+9
+8

+7

+6
+5

+4
+3
+2

+1

-2
-5
-8
-10

There are more rewards available for the group to which your Urb belongs. If
your Urb later drops in score or changes groups, many rewards are lost (i.e.
signature walk, bumper boat, magazine subscription, greeting gesture) but
others (Rep objects, Rep mission, clubhouse key, Rep Xizzle, and plaques)
belong to your Urb for life.

Talking to king bestows group’s clubhouse key for clubhouse in
Glasstown.

Your Urb does a group’s signature walk.

Talking to king unlocks group’s Rep Xizzle. To actually get the Xizzle,
however, you must still trade beads for it at the Club Xizzle.

Gold plaque object and members react to interactions at +2. Plaque
can be hung on a wall or sold.

Talking to king gets Rep object.

Talking to king grants a special bumper boat for the Yar Hey!
Bombard minigame. See Section 16 for each boat’s attributes.

All group members greet your Urb with a special gesture.

Talking to king unlocks group’s Rep mission.

Subscription to group’s magazine. Arrives in mail periodically and
can be sold.

Silver plaque object and members react to interactions at +1. Plaque
can be hung on a wall or sold.

Group members reach to interactions with -1.

Group members react to interactions with -2.

No group members except the king will speak to your Urb.

All group members drop to relationship -100

Groups to which your Urb does not belong have fewer rewards.

+10
+8
+4
+5
+2
-2
-6
-10

King invites your Urb to join the group.

Members react to interactions at +2.

All group members greet your Urb with a special gesture.
Talking to king unlocks group’s Rep mission.

Members react to interactions at +1.

Group members reach to interactions with -1.

Group members react to interactions with -2.

No group members will speak to your Urb.

As described above, your Urb may switch Rep groups
after achieving +10 Rep in a group to which he or she
doesn’t belong.

|_|I1i'|" L F.l,'ll I l: -
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Being popular puts you in demand. When you’ve
milked all you can out of one group, get to the top
of another and switch.

Changing groups eliminates all the temporary benefits
from the prior group but does not affect any tangible or
permanent benefits.

To conquer all four Rep groups, rise to the top in
two, switch to the second group (in which your Urb is
already at Level 10), build Rep in a third group and
switch to it when invited, and repeat the process for
the fourth group.




Some ways to earn money are easy and some are
difficult. Some are very handy early but a waste of time
later. Knowing which activities are worth your Urb’s time is
crucial to building a solid bank account.

One of the easiest ways to earn money is by acquiring
yuer the Sell Out Xizzle. With it, you get a one-time infusion
of §10,000.

L

The deputy at the jail in Urbania pays money for
recyclables and other collectible objects that one
wouldn’t normally consider trash.

Hoarding cans,
license plates,
trash, or other
recyclables can
bring in good
money if you
wait until the

recycling center
price is high.

There are many ways for your Urb to earn a living in Miniopolis. Without money, you can’t pay bills, acquire
more efficient objects, fulfill certain mission goals, or do much of anything outside your own home.

To earn the big bucks in many of Miniopolis’s jobs, your Urb must develop and hone several of the five
basic skills. Fully developed skills are also mandatory for reaching the top of a Rep group.

~

The going rate for these items varies randomly each day so it
might benefit you to wait and sell when the deputy is paying
top dollar. ltems purchased at the jail are:

Aluminum Cans: §2-§12
Piles of Trash: §4-§20
License Plates: §5-§25
Nuclear Fuel Rods: §70-§190
Three-Eyed Bog Frog: §60-§220

Three of these items deserve special mention because they
also figure into some very difficult mission goals: piles of trash
(Artsies mission, 100 piles), nuclear fuel rods (Mission 5, Goal
6, 10 rods), and three-eyed bog frogs (Nerdie mission, 15
frogs). It’s tempting to sell these, but hold onto them until you
get the mission and the required number.
The fuel rods and frogs in particular respawn very
infrequently; selling off too many increases the time it
takes to complete the mission that requires them.

- J

FIMODHELE OBJECTS

Location(s)

I..l r
et

LOCHTION
(" Collectible

~

Aluminum Can Urbania (x2), Sim Quarter (x2), Olde
Salty’s riverboat, Glasstown (x4), carnival,
basketball court atop jail

Urbania (x2 plus 1 hidden), Sim Quarter
(x2), Glasstown (x4)

Nov. 29, 1984, via Time Machine (x2),
Moonbase Zeta (x2), cemetery,

bayou (x4)

Urbania (x6), bayou twins’ shack, Sim
Quarter (x2), Olde Salty’s riverboat,
Glasstown (x5 plus 1 hidden), cemetery,
carnival (x4 plus 1 hidden), basketball
court atop jail (x2), mausoleum (hidden)
Bayou twins’ shack, 1,000,000 B.C. (via
Time Machine), Dec. 31, 1870, via Time
Machine, Glasstown, cemetery, carnival,
bayou (x6)

License Plate

Nuclear
Fuel Rod

Pile of Trash

Three-Eyed
Bog Frog




Running errands for other Sims is a fair way to make
some extra dough, but it can be time-consuming.
These errands, however, become more lucrative as the
game progresses, so try to undertake them whenever
time permits.

Masimmillian Moore

When you deliver an errand object, the amount of
the reward depends on the recipient.

To get an errand, interact with an Urb, select the
Friendly Stuff icon (the yellow “*”), and choose “Ask for
an Errand.” If you don’t already have an unfinished
errand, the Urb gives your Urb an object to deliver to a
third Urb.

The errand object appears in your Urb’s pocket and the
description indicates to whom it must go.

Urb

Bayou Boo
Berkeley Clodd
Cannonball Coleman
Crawdad Clem
Crystal

Daddy Bigbucks
Dan D. Mann
Darius

Dusty Hogg
Ephram Earl

Ewan Watahmee
Giuseppi Mezzoalto
Gramma Hattie
Harlan King

Kris Thistle

Lily Gates

Lincoln Broadsheet
Lottie Cash

Luthor Bigbucks
Mambo Loa
Maximillian Moore
Misty Waters

Olde Salty

Phoebe Twiddle
Polly Nomial
Pritchard Locksley
Roxanna Moxie
Suzie Pirnova
Theresa Bullhorn

Errand Object

Mummified gator
Snake oil

Old sax

Dead snail
Fashion magazine
Contract

Plastic deputy badge
“Bling” ring
Motorcycle helmet
Civil War cap
Wrench

Sealed envelope
Knitted blanket
Business card
Baseball cap
Legal papers
Dictionary

Portrait of Lottie Cash
Sports car keys
Crystal necklace
Medical report
Romance novel
Rusty cannonball
CD

Astronaut pen

A play

Top hat
Astrophysics book
DVD collection

Delivery Reward
(x Mission #)

§35
§80
§35
§35
§90
§200
§80
§80
§13
§55
§90
§200
§80
§55
§80
§35
§80
§80
§200
§55
§80
§90
§55
§90
§80
§200
§200
§80
§200

-
To deliver the item, find and interact with the recipient,
select Friendly Stuff, and choose “Give a Gift” to present
the errand object. If the delivery is made within 24 hours,
your Urb gets a relationship score increase with both the
sending and receiving Urb, and a monetary reward from
the recipient. The amount of this reward depends on the
Urb and is then multiplied by the mission number.

The Epoch Museum (in the northwest corner of the Sim Quarter) has room for
five displays (four in on Floor 1 and one on Floor 2) but only if some generous
Urb sponsors each exhibit.

Sponsoring an exhibit at
the museum can bring a
regular income but the
upfront cost can be steep.

1t
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Every display your Urb sponsors brings in a weekly check for 10 percent of its
value. The displays vary widely in the cost of sponsorship:

§4,150

§3,200

§500

§950

§1,200

If your Urb sponsors all five exhibits, the weekly income is §1,000.

No matter how many your Urb sponsors, it takes 11
weeks to turn a profit on your sponsorship. One mission
goal (Mission 3, Goal 5) requires sponsorship of one
object. Sponsoring the least expensive exhibit (the ball of
twine for §500) is enough to satisfy this goal.

\-

After you complete Mission 4, Goal 5, the carnival is reopened and your Urb
may partake of its four games of chance.

Carnival games
are a gamble,
but the payoff
can be consid-
erable.

Each game costs §10 per play and winning yields a monetary payoff.

A ball is placed under one cup and the cups are
scrambled faster and faster. When they stop, you
must say which cup has the ball. A winning guess

gets §42.

Three mechanical
horses race across
the board. You
must guess the
fastest, based in
part on the odds
displayed at the
bottom. The odds
dictate the payout.

Balloons of three sizes (small, medium, and large)
are pinned to the board. Move the oscillating target
around with the D-pad and press ® when the target
moves over the desired balloon. Payout is based on
balloon size (§3 for small, §7 for medium, and §10 for

large).

You have only 10 seconds to throw each dart and
only two minutes to throw all 12 darts. Any darts
remaining when time expires are lost.




s A e
Five possible pictures can come up, each rarer and
worth more money. The goal is to get either three in a
row or two of the same surrounding a third.

Press ® to start the slots moving. Press ® again to
stop each panel (from left to right) from spinning.

Winnings are based on the rarity of the resulting
panels and range from §5 to §800 for a two-fer and
from §150 to §2,400 for three in a row.

If you purchase an easel and create a painting, you have
the option of framing it. Framed paintings are added to
your Urb’s pockets and can be hung on your own walls or

sold at the Thrift Store (sale price based on Urb’s creativity).

Two crafting activities can satisfy mission goals and make
your Urb a little extra cash: baking and woodcarving.

Baking requires cooking skill, ingredients, recipes, a mixer,
and an oven.

Most ingredients

can be bought at
the Baker’s Dozen
store in the Sim
Quarter farmer’s
market.

Ingredients can be purchased in the Baker’s Dozen store in the Sim Quarter
street market but many can only be found out in the world.

Source Cost
N/A
§30
§5 !
N/A

§10 -t
N/A
§10
§15

Ingredient

Found ingredients can be picked up from the ground in various locations: i

s
Apples: Urbania public garden, basketball court, carnival -
: Sy,
Lemons: Paradise Island
Strawberries: Bayou, Urbania public garden, riverboat lounge
(hidden)
N\ J
Except for the hidden strawberries, all found ingredients periodically respawn in
their locations.
- e
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Recipes are found in various ways, usually by talking to Urbz about food and
jotting down suggested recipes. They may also be gleaned from Gramma
Hattie’s cookbook (won for successfully completing Mission 3, Goal 3) and
from the scrap of paper purchased from the Cheat Ninja (strawberry tiramisu).

Or you could just look at the list below. The final column of this table
shows what price the finished item fetches at the Baker’s Dozen shop in the
Sim Quarter market.

Result 1st 2nd 3rd Sale
Ingredient Ingredient Ingredient Pric
(AoplePie " (Flour ) Sugar  Apples §65
[AppleStrudel 0 | Apple  Nuts  Sugar §120
['Birthday Cupcakes' "'\l 'Vanilla ~  Sugar ~ Flour §120
PBrownieSI [ Chocolate " Nuts ~ Chocolate  §150
[{CaramelApples """ ' Apples ~ Sugar  Vanilla §160
['Chocolate Biscoiti """ < Chocolate ~ Nuts ~ Flour §175
[ChiccolatelCakem Flour " Sugar  Chocolate  §190
['Chocolate Decadence” = Chocolate  Chocolate  Flour §130
[{CocoaApple Cake """ Chocolate  Apple  Nuts §225
[Giant'ChocolatelBunny] = Chocolate  Chocolate  Chocolate  §110
[Glazed Fruit'Saladi i | Lemon | Apples Strawberry  §15
[Lemon'Meringue Pie"" ~Sugar ~ Sugar  Lemon §75
PEemonPudding™ W Lemon | Sugar  Lemon §130
[emonTart " | Lemon  Vanila  Sugar §160
[PecanPiel N | Flour  Sugar  Nuts §85
['RedVelvet Cake """ ' Strawberries Chocolate  Vanilla §195
[StrawberyiShortcakell | Flour | Sugar  Strawberries §85
['Strawberry Tiramisu' " = Strawberries Vanilla ~ Flour §205
['SugarCookies ' """...% | Flour ~ Sugar  Sugar §95

The first step in baking is preparing a mix of three ingredients. For that, you
need a mixer.

Put ingredients in the mixer

. *".. ', kl and mix it up.
g B }

Two mixers are available for purchase; which one you choose dictates how
often your mixture is successful.

e Mix Whizzard (§250): Up to 80% success rate
. Mix Whizzard Deluxe (§750): Up to 100% success rate.

PRIMA OFFICIAL GAME GUIDE

An urb with a deluxe mixer and 10 cooking skills is
always successful at mix preparation.

To make a mix, interact with the mixer and choose
“Mix it up!” The better the mixer and the higher your
Urb’s cooking skill, the greater the chance of
success. If the ingredients create a valid mix and the
probability works out, the result is a finished mix in
your Urb’s pocket.

Next, your Urb needs to put the mix in the oven (“Bake a
Mix” interaction). The higher the Urb’s cooking skill, the
more likely the mix bakes successfully (a skill of 10
guarantees success).

If the process is successful, the finished product
appears in the Urb’s pocket for sonsumption (press ® or
sale to the Baker’s Dozen shop. The higher the sale price
for the food, teh more hunger satisfaction it provides if
eaten.

Woodcarving requires wood (either purchased or found),
a woodcarving table, body skill, and creativity skill.

Five types of wood are available either from the Carver’s

Corner shop in the Sim Quarter market or found in
various locations:

Source Purchase/Sale Price

Bought in wood shop §25

~

Bought in wood shop §50

Found §120

Found §60

Bought in wood shop §75




4 N\
The found varieties of wood can each be located in:
¢ Redwood: Urbania, the bayou (near the twins’
shack), Paradise Island, the Creativity = Object d’Arte Value
cemetery, the carnival (x Size, x Wood value)
e Petrified Wood: = The bayou (near the twins’ shack), 0 Nothing §0
Paradise Island, the cemetery, and 1 Alphabet Block §1
Nov. 29, 1984, via Time Machine 2 Wood Potato §3
after finishing Mission 5. 3 Chainsaw Chicken §5
4 Chess Piece §8
5 Rowboat §10
= 6 Totem Pole §12
Two kinds of benches are available from the 7 Wood Grizzly §15
Carver’s Corner: 8 Wooden Cowboy §20
9 Wood Nymph §25
10 David of the Wood §30
Large blocks create large carvings and small blocks
create small carvings. All carvings can be sold at Carver’s
Craftmaestro Pro Bench (§950): Corner; the price depends on the size of the carving and
Turns wood into small or large blocks (based on body kind of wood. Large objects can be used as decorations
skill) and small or large blocks into statues. in your Urb’s primary living space and, like purchase
decorations, raise the speed of Room motive replen-
ishment.
J
First, wood
needs to be )
made into a
block. I
Stashes of money are hidden in the world:
The chances of making a small or large block on the
bench depend on your Urb’s body skill. The higher the
body skill, the more likely he creates a large block; Urbz
with body 10 skills have a 50-50 chance. Bayou: §112 in tire pile in center of map
g“ Urbania: §35 in flowers between school bus and
8 Then the block is motorcycle shop
“ ready to be J/
carved into,
hopefully, a H
sculpture. E
Many objects can be sold at a fraction of their purchase
Next, the block is used for carving. What carving emerges price at the shops of Miniopolis. The item must be
depends on the Urb’s creativity skill. When carving, the saleable and be offered to the correct store (you can’t, for
Urb randomly creates any carving of his or her creativity example, sell a refrigerator to the street vendor).
level or lower. “Pawning” your Urb’s stuff should only be done with
Y, items received free or in the event you really need to
generate cash quickly and don’t care about taking a loss.
Good things to sell are Rep group magazines,
gravboard (once you don’t need it anymore), Gramma
Hattie’s cookbook, and housewarming gifts. You can’t sell
errand objects.
) 5,
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The primary source of income in The Urbz:™ Sims in the City™ are the nine job
minigames located throughout the city. You may only play each of these games
once per day and only during their posted hours of operation. Each game
consumes a specific amount of time (“shift time”) and lowers the Urb’s motives
a fixed amount.

Each job has five promotion levels, each with greater payoffs. To get promoted,
your Urb must enter the game with the promotion level’s minimum skill require-
ments and reach a specified score.

The Livin’ Large Xizzle gives an earnings bonus of 20 percent for all
minigames, making it easier to earn money and get promotions.

Mission 1
Glasstown, King Tower, Roof Level
4 am.-7 p.m.

Squeegee Clean.

Birds fly overhead, dropping their, um, deliveries on the windows of your
building. Run across the platform to wipe away any offending pigeon stains.
Press ® to use the squeegee.

If your Urb is struck by falling pigeon poo, run to the bucket on either end of
the platform to get a new squeegee; the Urb can’t wipe until he has a fresh one.

Periodically, the platform rises one floor. Stains not cleaned before this
happens are missed scoring opportunities.

As promotion level increases, the birds fly faster and release more poo.

Level Skill Requirement Score Requirement
(3 BirdWasher )  None .

[2iStreaker NN None §0
[I8iCGlass Buffer I  Body 2 §200
[2isqlicegeeGliri  Body 4, Mechanical 2 §425
_ Body 7, Mechanical 3 §750




Mission 2, Goal 1
Urbania, jail
5a.m.-5 p.m.

3 hours

Make as many baskets as possible in one minute. In the upper left of the screen,
an indicator shaped like a plus sign controls where the shot goes. First, the
black circle (representing the hoop) moves horizontally across the indicator;
press ® when the circle is in the green square in the indicator’s center. Next, a
basketball moves vertically up and down the indicator; press ® when it’s in the
green square. If the black circle and the ball perfectly align, a white circle flashes
around the ball and the basket is made. If the two are slightly misaligned, the
shot might be good but isn’'t guaranteed.

Hit three shots in a row and the next ball is the Simoleon Ball, worth triple the
normal score. The Simoleon Ball is indicated by a symbol below the indicator.

Keep your eyes on the indicator and completely ignore
the rest of the screen. Watching your Urb shoot gains
you no advantage and probably throws off your timing
for the next shot.

Game speed increases with promotion level.

Skill Requirement Score Requirement

None - §4
Body 1 §100 §8
Body 4 §250 §25
Body 7 §350 §30
Body 9 §600 §70

Mission 2, Goal 1
Urbania, hospital
6 am.-11 p.m.

6 hours

Doctor Max Stat!

Atop the screen is a combination of symbols that you
must locate in the matrix below. Find the combination in
the matrix, though it won’t be in a straight line. Starting
with the first symbol on the left, highlight each one in the
matrix, pressing ® to select. If you make a mistake, press
to deselect them in reverse order.

Though it seems like a waste of time, find the entire
combination before you begin selecting symbols.
Backing out of an erroneous attempt consumes even
more time.

With each promotion level, the number of symbols in the
combination increases (three in Level 1 to six in Level 5);
at Level 4, two more symbols (kidney and heart) are
added.

Level Skill Score # of § per
Req. Reqg. Symbols Set
1. Intern None 3 §10

2. Bonesaw Logic 2 8§80 4 §35

3. Resident Logic 3, §210 5 §75
Cooking 1

4. Doctor Logic 5, §375 5 §120
Cooking 2

5. Brain Surgeon  Logic 8, §600 6 §325
Cooking 5

}3
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Mission 2, Goal 2

Urbania, Slice O’ Life pizza shop
6 p.m.-2 a.m.

3 hours

Comic Explosion.

The goal of the game is to tell as many complete jokes in
the time allowed. A joke is complete when the smile-
shaped meter atop the stage is full. Unfortunately, the
crowd is none too friendly, lobbing tomatoes in bunches
of two to four wherever your Urb is standing. Every
tomato that connects with your Urb deducts 10 game
minutes from your Urb’s time on stage. What’s more, the
joke meter drops very quickly every second the Urb is
away from the mic.

To complete a joke, the Urb must spend as much time
as possible at or very near the microphone. An Urb who is
just posing, rather than telling a joke, is too far away from
the mic.

It helps to cheat to one side of the mic, just within the
range in which jokes are told. Wait as long as possible
before running toward the closest side of the stage (to

let the full volley of tomatoes become airborne) and
only go as far as necessary to avoid their impact. Time
your return to the mic to arrive just after the tomatoes
hit. This gives you a precious few extra seconds to
build a joke.

Periodically, adoring fans toss bunches of flowers onto
the stage. Each flower bunch extends your Urb’s time on
stage, making more time for jokes. But don’t spend so
much time chasing flowers that the laugh meter empties.
As your promotion level increases, the tomatoes fly faster
and more frequently.

PRIMA OFFICIAL GAME GUIDE

When the crowd is laughing, the joke meter doesn’t fill. Try to time
your retreat during this lull so you don’t waste time that could be
used to fill the meter later.

As your promotion level increases, the tomatoes fly faster and more frequently.

Skill Score § per
Requirement Requirement Joke
None - 8§20
Charisma 2 §80 §50
Charisma 3, §200 §100
Creative 1

Charisma 5, §400 §225
Creative 2

Charisma 7, §650 §450
Creative 4

Though they aren’t terribly accurate, tomatoes are aimed at wherever
your Urb is standing when the produce is launched. Stutter-step as you
retreat (tap the directional control) to trick the audience into throwing the
tomatoes and then take a couple of steps away from that position. This
leaves you still very close to the mic when the coast is clear.




Mission 2, Goal 3
Urbania, motorcycle shop
9 a.m.-6 p.m.

6 hours

Motocross
Mayhem.

Race motorcycles around a bumpy track. The leader after
three laps wins, receiving prize money based on where
the race is finished and in how much time.

Skill Score
Requirement Requirement
None -
Mechanical 2 §100
Mechanical 4 §300
Mechanical 5, §500
Charisma 2

Mechanical 7, §750
Charisma 3

Scoring is based on where your Urb finishes. You also
receive a bonus for beating the promotion level’s target
time. This target time changes, however, if you or a player
you face in multiplayer sets a better time. That new record
then becomes the time to beat for the time bonus.

Level 1st 2nd 3rd 4th Time Target
Place Place Place Place Bonus Time

§75 )\ (§50 | (§25  §50  1:20
§250 (§150 §75  §150  1:10
§400 '§250 §150 §250  1:00
§500 | |§350 §200  §350  0:50
§800 §600 §400 §500  0:45

( The keys to this game are technique and bike configuration.

Technique is a matter of skillfully using the controls:

D-Pad: Switch lanes/adjust angle during jump

® Accelerate
Nitro

® Drops oil slicks
o Drops spikes

The most difficult skill is jump angling. If you leave this control alone, you
usually land safely if not optimally. Adjusting the angle well can give you a
sizable speed advantage, but doing it wrong causes a crash. If the angle of the
bike and the angle of the track when landing match, there is no loss of speed.
If you purchase spikes, where and when to drop them is crucial. Since they
can affect your bike on the next lap, try to use them when you have an
opponent right behind your bike or put them in a place you can easily

remember to avoid.

Tap nitro as your bike is about to take off for a jump. The extra speed
dramatically increases the length of the jump.

Getting the right combinations of motorcycle upgrades can also affect the
race’s outcome. Each upgrade costs money and, in most cases, adds weight to
the bike.

A bike’s top speed is determined by a combination of its engine, any speed-
enhancing upgrades, and the bike’s total weight.

Visit the salesman in the chopper shop to make upgrades to any of six bike
features:

THENA S

The optimal bike upgrades (if you can afford them) are: heavy chassis,

street suspension, annihilator engine, large nitrous tank, racing tires,
and super nitro accessory.




Chassis affects the bike’s crash recovery time and how
much weight it can hold (for upgrades).

Micro (§0): Starting weight 300 Ibs., holds up to
150 Ibs., 5-second recovery time
Light (§150): Starting weight 350 Ibs., holds up to

250 Ibs., 1-second recovery
Medium (§250):  Starting weight 400 Ibs., holds up to
300 Ibs., 1.5-second recovery
Starting weight 450 Ibs., holds up to
400 Ibs., 2-second recovery

Large (§350):

Suspension determines how much speed is lost upon a
misaligned jump landing (there’s no speed loss if the bike
is angled correctly).

Street (§0): 10% speed loss, 0 Ibs.
Cruiser (§200): 5% speed loss, 50 Ibs.
Sport (§400): 0% speed loss, 100 Ibs.

Engine determines how quickly the bike can go from zero
to top speed.

Chugger (§0): Speed value 200, 50 Ibs.
Zipper (§250): Speed value 350, 100 Ibs.
Dragster (§400): Speed value 500, 200 Ibs.

Annihilator (§650):  Speed value 650, 300 Ibs.

Nitrous tank upgrades affect how much nitrous boost
your bike carries.

Small (§0): 5 seconds, 0 Ibs.
Medium (§75): 10 seconds, 25 Ibs.
Large (§100): 15 seconds, 50 Ibs.
Super (§150): 20 seconds, 100 Ibs.

Each tire provides a new feature to your bike.

Standard (§0):
Endurance (§400):

no features, 0 Ibs.

Immune to oil, less slowing in
water, 50 Ibs.

Immune to spikes, 50 Ibs.
Speed value +50, 0 Ibs.

Puncture Proof (§300):
Racing (§825):

Adds additional features to bike including weapons.

Super Nitro (§500):  Nitro boosts 25% faster, 50 Ibs.
Oil Slicks (§300): Drops oil slick by pressing (&,
lasts for 30 seconds, 50 Ibs.
Spike Dropper Drops spikes on track by pressing
(§550): [, lasts until hit,
100 Ibs.

Mission 3, Goal 2
Sim Quarter, docks
9 a.m.-5 p.m.

4 hours

Yar Hey!
Bombard

Watch out for gators! In this four-player game of bumper boats, you
must knock your foes into the waiting maws of several lurking alligators
while avoiding the same fate. Each boat can take three gator hits before
being eliminated.

Three gators strikes and the boat is out; if your boat is eliminated, the
game is over and payoff is awarded based on each player’'s number of hits. If
the boat is computer-controlled, it stays in the game but at only 20 percent of
its normal speed.

The game lasts two minutes. Any players with fewer than three hits at that
point are awarded payoff based on their ranking (fewest hits gets the most).
Finishing in first place will always get you a promotion.

With each promotion level, the game becomes more difficult because of
the placement and behavior of the gators. On low levels, the gators surface in
the same place every time while on higher levels, they
move around.

Skill Requirement Score Requirement
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Normally, your Urb drives a standard boat, but that can
change if you rise in your assigned Rep group. At Level 5
in each Rep group, your Urb automatically use a special
Rep group-sponsored boat with unique attributes:

“Tricked out” and extra speed
Swanky and extra speed
Heavy, more bumping power
More bumping power.

If your score in your Rep group drops below 5, you lose
the right to use the group’s boat. Likewise, if you switch
groups, you lose access to the previous group’s boat but
may use the new group’s.

In multiplayer games, players only use default boats,
not their Rep-earned boats.

4 ] N
The game consists of three players and a dealer working with a deck of up to 48
cards. The deck contains:

iy

These are the standard cards in the

Mission 3, Goal 1 game.

Olde Salty’s riverboat

8 p.m.-2 a.m. These work just like a regular

4 hours banana card but their randomly |
selected numbers are not revealed i
until they are played. Oy

Introduced at Level 3, these can be
placed under any monkey and act as
a “0” banana card.

Introduced at Level 4, these wipe out
any cards in the piles on which
they’re played. After that, the player
may lay down a second card from
his hand.

Introduced at Level 5, these
randomize all top cards under every
monkey.

The object of the game is to have the highest number of betting tokens at the
end of three rounds.

In each round, players lay down cards under six color-coded monkeys (each
banana card can only be played under a monkey of matching color). When all
monkeys have at least one card under them, the monkey with the lowest card is
eliminated and all betting tokens under that monkey disappear.

This casino-style game pays very well but it’s a bit (S /
complicated to learn.
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If, when all monkeys have a card under them, more than
one monkey is tied for lowest card, play continues until
the tie is broken or another monkey gets a lower card.

Cards may be played on top of other cards, so a
monkey’s number can change. Keep high cards on the
monkeys on which you bet and drop low cards on your
foes’ monkeys.

On each turn, the players get a new card to replace a
played card. When the deck runs out, players must
continue with the cards left in their hands.

The game begins with each player betting on one
monkey; it doesn’t matter which you choose at this point.
Next, players take turn laying down another bet and
playing their first cards.

Consolidate your bets on two monkeys. The risk is higher
but it’s the only way to get the payoffs necessary to win.

Betting continues in each round until a monkey is elimi-
nated. Each monkey can have four bets placed on him,
so try to nab the majority of spaces on your chosen
monkeys and avoid betting on monkeys on which your
closest competitor has bet. Once all betting slots under
all monkeys are filled, no more betting is allowed.

Skill Score
Requirement Requirement
None

Logic 2 §130
Logic 4, §260
Creativity 1
Logic 6, §450
Creativity 3
Logic 8, §750
Creativity 4

The game continues for three rounds; the player with

the most tokens at the end wins. If all cards run out
before a third monkey is eliminated, a stalemate (or Stale
Bananas to be precise) is declared and all players get a
small payout.

First Place Second Place Last Place Stale Bananas Bet Bonus
(Stalemate)
§50 §25 §35 §10
§100 §50 8§75 §20
§175 §85 §125 §35
§300 §150 §250 §50
§400 §200 §300 §65

Unlocked: Mission 4, Goal 2
Location: Bayou, hickory Stump
Hours: Midnight-8 a.m.

Shift Time: 6 hours

Soul Music.

The Red Man and you take turns on the fiddle; each combination is represented
by button presses on the four directional controls and ®. First, the Red Man
plays a combination. Then, you must duplicate both the order of the buttons
and the identical rhythm. The closer the match, the better the score. A perfect
replication earns a bonus payout.

-
Level § per Note §/Passage § for Perfect Notes per
Duplication Passage
§5 §15 §100 2
§10 §20 §200 3
§20 §40 §400 4
§30 §80 §666 3-5
§40 §120 §1,000 6
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At higher promotion levels, the complexity and speed of
the combinations increase.

Skill Score
Requirement Requirement
None -

Creativity 1 §100
Creativity 3, §200
Charisma 1

Creativity 5, §500
Charisma 2

Creativity 7, §1,000
Charisma 4

Unlocking and acquisition of the Nerdie
Rep Xizzle

Glasstown, Rep group clubhouse
lobby

N/A

1 hour
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Spelling Bee.

This game functions just like the university skill

minigames but instead of skill points, you earn simoleons.
A word appears in the notebook for two seconds. If it's

spelled correctly, press ®, if it’s wrong, press ®. You

receive money for a correct answer. Play continues until

time runs out.

There are six essential skills in any Urb’s life.

SRLLLS

There are six skills in any Urb’s life.
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Skills are shown in the Popularity screen.

To increase a skill through its 10 stages, you must
interact with objects and engage in activities that grant
skill points. Lower skill points are quickly achieved; the
higher the level, the longer the interaction required to
earn a skill point. For example, researching on the
computer to earn your first logic point takes a few
minutes, but earning logic at Level 8 probably requires
a bathroom break.
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Certain objects build skill when you interact
with them.

Some skills have corresponding skill-building objects.
These may be found in the city or are purchasable from
stores for use in your Urb’s own home.

Treadmill at the gym in King Tower, free
weights (purchased or in jail and
basketball court)

Any mirror

None

Admire rubbish bin graffiti near the
Urbania Club Xizzle entrance, electric
guitar

Computer in newspaper office,
purchased computer, chess board

Fed b

Using these objects takes time, and your motives decay while you’re engaged
with them. If motives drop too low, you can’t work on your skill until you tend to
your needs. Try to begin interacting with these objects with your motives full.

One additional object provides a faster boost to skills. If your Urb is
successful in the Nerdie Rep group (six Rep points), you get the group’s
signature objects: the Mad Skillz Cerebral Data Infuser. This object can be used
once a day to raise a randomly selected skill.

There are some labor-light ways to build skills, too.

The Nerd Level 5 Xizzle adds one point to all skills when acquired.

Each skill can also be increased on the sly by visiting the Cheat Ninja (see
Section 19 for where to find her) and purchasing the berry smoothie that corre-
sponds to the desired skill. Smoothies grant one skill point but they aren’t cheap
(§999 each):

Buff berry smoothie

Clock berry smoothie

Da Vinci berry smoothie
Gourmet berry smoothie
Mind berry smoothie
Silver-tongue berry smoothie

While no objects specifically build Mechanical skill, fixing
broken object does.

After completing Mission 2, Goal 1, talking to the professor at the university in
Urbania provides access to a series of minigames that increase skill.

University Minigame.




The university is open from 6 a.m. to 9 p.m. each day and
offers classes in cooking, creativity, logic, and mechanical
skills, but only at specified times:

Class

Time

6 a.m.-9 a.m. Cooking
10 am.-1 p.m. Creativity

2 p.m.-5 p.m. Logic

6 p.m.-9 p.m. Mechanical

All the games are the same: A notebook page shows a
word and you have two seconds to identify if the word

relates to the chosen subject (i.e. novel is related to
creativity). If it matches, press ® if it doesn’t match,
press ®.

To gain a skill level, you must match an increasing
number of words in the time allowed.

Promotion to Skill Word Required Cost

§10
§25
§50
§100
§200
§400
§750
§1,500
§2,500
§5,000

Classes consume three hours of game time.

There are four reasons to develop skills: objec-
tives, possible injury, speed of accomplishment,
Rep points, and jobs.

1. Several objectives in the game require you to
achieve certain skill thresholds.

2. Trying to fix something with low mechanical
skill or trying to use a heat-generating stove
with low cooking skill can result in electro-
cution or a fire (respectively). Either can result
in passing out and a trip to the hospital.

3. The higher your mechanical skill, the faster
you can fix broken objects. The higher your
cooking skill, the more successful your baked
mixes are. Skill also improves success at
woodcarving.

4. Each Rep group has a favored skill and gives

a Rep point if you maximize it.

. Skills also improve your moneymaking ability.

Every job minigame has five levels of
promotion, each more difficult but more
lucrative. Promotions aren’t just about high
scores. For each job promotion, you must
meet certain minimum skill requirements.
Without these minimums, you won’t be
promoted, no matter how high a score you
earn. To make the kind of money you need to
win the game, you must win minigame promo-
tions and play at the highest levels.

——
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Each store in Miniopolis sells a specific class of obje

Items can be consumed for Hunger
satisfaction.

Household objects come from the
catalog.

Small items can be given to other
Urbz to gain reputation points.
These stores offer cooking ingredients
and mixers, and also purchase
cooking products.

Live animals can grace your Urb’s
home.

These offer household objects exclu-
sively from exotic locations.

These stores sell raw wood or
woodcarving objects. They also
purchase cut blocks of wood and
finished woodcarving objects.

r!_l_"||=|t_|_ o]
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Regardless of their stock, all stores work the
same way.

4 PRIMA OFFICIAL GAME GUIDE

The objects your Urb owns, finds, and receives have a major impact on who you are,
what you can do, and what will happen to you.

The online store, SimBay Online, can be accessed
from any public or home computer. It functions as a
general store and all purchases arrive in the mail in

two to three days.

Ingredients
Gifts

Sim Quarter
Decoratives
Pets

Food
Woodcarving
Supplies and
Products
Food

Food
Food
Gifts
General
Food
Specialty
Food

Specialty
Pets
General
Food
General
Food

Auctions are held at the Thrift Store and the Glasstown
megamall every day from 5 p.m. to 7 p.m. Interacting
with the shopkeeper during these hours takes you

directly into the auction system.




Bid

Lowser Bid v . ik o

Auctions can be a good place to buy, but be careful
not to bid above the item’s retail price.

Wealth

Struggling
Struggling
Average

-

Struggling
Average
Filthy Rich

Wealthy
Average
Struggling

Filthy Rich
Average
Wealthy

Struggling
Wealthy
Struggling

Average
Struggling
Wealthy

Filthy Rich
Average
Wealthy

Average
Average
Struggling

Average
Average
Wealthy

Struggling
Average

-

~
Objects can serve several functions, but most revolve around either
motives or skills.

J
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Using many objects satisfies a specific motive or motives. The more expensive
the object, the faster it satisfies its advertised motive(s).
In the case of the Room motive, the more expensive the object, the more it

raises the possible ceiling of Room score.

J
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Skill objects can be used to develop the five skills. Having one of these objects
in your Urb’s home enables you to work on skills whenever you like and refresh
your Room motive at the same time.

J
The following objects are available regularly in appropriate stores in Miniopolis.
Not all objects are available every day and some are rarer than others; stock
changes each day at midnight.

159
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Category Price

Motive

Room

Comfort, Energy
Comfort, Energy
Comfort
Hunger
Comfort
Hunger
Comfort, Energy

Hunger

Fun

Fun

Room

Comfort
Comfort, Energy
Room

Comfort
Comfort
Comfort, Energy

Room

Room

Comfort, Energy
Comfort
Comfort

Hunger

Hygiene
Hunger
Room

Energy
Room

Comfort
Room
Room
Room

] B T T T,
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Object

Price

Motive

Skill

(_
.

(2]
o
~
®
Q
°
<

~

Fun
Hygiene
Room
Room
Room
Room
Room
Room

Room
Room
Fun
Room
Hygiene
Room
Room
Room
Fun

Hygiene
Room
Comfort
Room

Hunger

Room

Room

Energy, Social
Hunger

Room

Room

Room
Hygiene

Fun

Comfort, Energy

Room

Fun

Fun

Hunger

Hunger

Fun

Comfort, Energy
Hygiene

Fun

Room

(&

Logic
Charisma

Simoleons

Charisma

Logic

r
;
7
;
\
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Object Category Price Motive Skill
~N
Hygiene -
Comfort, Energy -
Room -
Fun -
Comfort, Energy -
Room -
Hunger -
Fun -
Fun, Simoleons -
Comfort -
Comfort, Energy -
Comfort -
Room -
Fun -
J
Object Sale Price Motives
§20 Hunger
§30 Hunger
§15 Hunger
e I a ] §35 Hunger
1 & ; 1] o|| B §20 Hunger
ity :Q‘? ' ' §20 Hunger
§15 Hunger
§16 Hunger, Energy, Social
§8 Hunger
§12 Hunger, Energy, Comfort
§14 Hunger, Energy, Fun
§15 Hunger
§12 Hunger
Food shops sell objects that can be consumed §7 Hunger
immediately or given to other Urbz. §10 Hunger
Food objects can be bought from food stores. §25 Hunger
§35 Hunger
§20 Hunger
§5 Hunger
: §20 Hunger
§30 Hunger
§9 Hunger
§5 Hunger
§12 Hunger
.
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Resale Price

Most catalog items can be resold, but you take a loss from the original sales price. Many items can’t be
bought, though, so any proceeds from selling them are pure profit.

The following objects can be sold to stores for the listed prices. They can, of course, also be used
and enjoyed for improving motives and skills listed.

Motive

Room
Room
Room
Hunger
Hunger

Hunger
Room
Fun
Room
Hunger
Room
Hunger
Hunger
Hunger
Hunger
Room
Room
Room
Room
Hunger
Hunger
Hunger
Room
Room
Room
Room
Room
Room
Hunger
Hunger
Hunger
Room
Hunger
Room
Room
Room
Room

Room
Hunger
Room
Room
Hunger

-
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Object Type Resale Price Motive Skill

Hunger -
Room -
Room -
Room -
Room -
Fun -
Room -
Hunger -
Room -
Room -
Room -
Room -
Room -
Room -
Room -
Room -
Room -
Room -

Fed b
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Objects can be lost in two ways:

¢ Repossession: If you are jailed for nonpayment of bills and have no money to
pay, you can get immediate release by declaring bankruptcy.
The cost of this extreme solution is the repossession of a
random item from your home.

Once each day, there’s a chance that your primary living
space will be burglarized. This probability is based on the
swankiness of the home (the initial cost and bills) and the total
value of all objects in it. In other words, the more expensive
your home and the more prestigious the location, the more
likely it’ll be robbed. The likelihood of a burglary can be
reduced or eliminated by upgrading the home’s security
system (see “Upgrades,” Section 12).
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Pets are a special kind of object that can be purchased
from and returned to only three stores: Sideshow Pets,
Box Lady, and Moon Shop.
Pet Price
Lonely Iguana §1,200 -
Miniature Llama §3,200
Pot-Bellied Moon Swine §4,200 ]
Pot-Bellied Pig §850
Scottish House Cat §650
Tabby Cat §500
Tooken Terrier §600
Whiteshire Dog §700
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Pets require frequent petting or they develop Bladder issues. If you find
puddles around your home and they’re not yours, you’re not giving your pet
enough attention.

Ordinary pets can be bought from the Box Lady in
Sim Quarter.

Pet your animals

Pets can be put in your pocket like any other object and 3 Al ' regularly or you

placed in your home. Once installed there, they wander L p find Room

about freely. You may own only one pet at a time. Pets = motive-

can be returned to the store, though you get only a ! . depressing

fraction of your money back. < puddles around
Interact with a roaming pet by petting it, which raises -3 your Urb’s home.

Comfort. Pets can also be played with, resulting in Fun
satisfaction. Some pets can even be taken for walks; they
follow your Urb wherever he goes, even outside the
house. Once outside the house, the pet can still be
played with and petted. Walks end when you return to the
house and issue the “Stay” command.

To restore your pet’s well being, pet it for a while and follow up on subse-
quent days.
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automatically.

All goals in this initial mission are sequential, and pretty much lead from one mission to the next

Trigger: Kris Thistle (Automatlc)

100 am

Prove yourself by playing a round of
Squeegee Clean.

Convince Kris that you deserve to stay even through the
window-washing job has dried up. Prove that you can
make her a good assistant.

* Play Squeegee Clean: Play one round of the Squeegee
Clean minigame. It’s on the tower roof, marked by a
large “§” sign.

¢ Befriend Kris Thistle: Interact with Kris to get
relationship up to 30.

¢ Give Kris Your Squeegee and Bucket: Interact with
Kris, selecting first “Friendly Stuff” and then “Give a
Gift.” Choose the bucket from your Urb’s pockets.

When finished, find Kris and chat with her again.

Trigger: Kris Thistle

Now that Kris has agreed to let you stay, get
presentable using the bare facilities available in King
Tower and learn how to feed your Urb’s motives.

The penthouse

1 under renovation
| is the place for a
little shut-eye.

* Take a Shower: Find the shower on the fourth floor (the
unfinished penthouse). Take a shower until your
Hygiene motive is satisfied.

* Take a Nap: Also in the penthouse, a couch provides
an adequate place for a nap. Sleep until your Energy
motive is satisfied.

* Eat Something from the Vending Machine: Take the
elevator to the lobby and buy a snack or drink from the
vending machine. (It’s freel)

Find Kris Thistle (in either the lobby or the law offices
on the second floor), and select the “!” icon.




Trigger: Kris Thistle

Kris wants you to earn your keep, so get moving on
a few odd jobs. This goal teaches you how to move
and repair objects.

Repairing the television builds mechanical skill and
fulfills one of Kris’s odd jobs.

* Move Bed to the Suite: Locate the bed on the second
floor and interact with it. Select “Put in Pocket” to add
it to your Urb’s inventory. Take it up to the penthouse
and place it anywhere that pleases you.

* Repair the Television: Before heading upstairs, interact
with the broken TV and select “Repair.” When the repair
is done, your Urb has built some mechanical skill and
had a vision that drives the story.

¢ Repair Two Drinking Fountains: The three broken
drinking fountains are in the gym, the law office, and
the lobby. Fix two of them to increase mechanical skill
and fulfill the task.

When finished, see Kris Thistle and select “What’s
Up?” (the “!” interaction).

Trigger: Kris Thistle

Kris admits that she’s accidentally locked herself (and you) in the building
and asks you to swipe the key. Doesn’t sound exactly honest, but it’s best
to do as you're told.

Get the key
from Lily’s desk
but don’t
expect to get
away with it.

¢ Earn One Mechanical Skill Point: Return to the second floor and interact
with Kris’s workbench (near the TV) to “Study Mechanical” and complete
your Urb’s first skill point.

* Pick the Lock to Lily Gates’s Office: Once you have the mechanical skill
point, go to the door to the law office on the second floor and pick the
lock. You gain a bit more mechanical skill for this activity.

¢ Find the Key: Approach the back of Lily’s desk and a yellow arrow
appears above it. Press ® to search for and find the key.

Unfortunately, this bit of skullduggery lands you in trouble with Lily and
Daddy Bigbucks and, momentarily, in the jail.
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Trigger: Detective Dan D. Mann

So now you’re in trouble. Time to get out of it with a bit
of charm.

¢ Answer Detective Dan’s Questions: The correct
answers are: (1) Any; (2) “The janitor told me | could
stay!”; (3) “Real food! | was tired of eating junk”; (4) “No.
He is finding legal ways to make people miserable”; (5)
Any.

¢ Befriend Detective Dan: Build relationship to 30.

When both tasks are done, Dan gives the next
objective.

PRIMA OFFICIAL GAME GUIDE

Lot 2

Finally free of the confines of both King Tower and the Miniopolis jail, you
finally have some limited freedom to roam around one of the city’s three
districts. All goals in this mission can be done in any order but the first five
must be complete before the sixth is unlocked.

Dan releases you but limits you to life in Urbania. He also
makes a few demands about getting your life together.

Play a little b-ball on the jail roof.

¢ Play the Hoopz minigame: Climb the stairs to the jail’s
roof and play the Hoopz minigame (marked by the
large “§”).

¢ Earn §150 for Rent and Taxes: Play the Hoopz game
enough times to earn §150.

* Buy a House: Head north from the jail to find two
homes for rent. Acquire the small brownstone (it’s
cheaper). Don’t forget to unpack your moving crate.

Talk to Dan to let him know you’re done and unlock
Mission 2.

#* "f.h__#_% ::I--'l:" 3
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Trigger: Susie Pirnova

It’'s way past the application deadline for the university but Susie informs
you of another way to enroll.

Find the artemisia
plant near the
rubbish bin outside
Club Xizzle.

¢ Befriend Maximillian Moore: Find Max (usually in the hospital) and build
relationship to 30. When that score is reached, a “What’s Up” conversation
icon appears.

* Give the artemisia plant to Max: Find the plant (a white flowery bush) near
the rubbish bin outside Club Xizzle (see map) and give it to Max (as a gift)
within one hour of picking it. The plant only lives for one hour once picked.
If it dies, you have to wait until midnight to get another; the indicator above
your Urb’s head shows the time remaining.

* Write a Doctoral Thesis: There are two potential ways to get this but only
one works. You could buy one for §500 from Berkeley Clodd but Max won’t
accept that thesis. Instead, befriend the newspaper editor Lincoln
Broadsheet (building a relationship score of 40) and he gives you permission
to use the computers in his office. Use the computers and select “Write
Thesis.” Either way, you end up with an object entitled Master’s Thesis
(though the title will be different) that you must give to Max. If your attempts at
thesis-writing don’t work, try studying to increase your skill before trying again.

Giving the self-authored thesis to Max fulfills the goal, unlocks the Dr.
Max Stat! minigame (available in the hospital), and unlocks the university
minigames (consult the class schedule on the wall in the university and
talk to the professor). University minigames add skill points if
completed successfully.




If you build your logic skill up a bit before writing
the thesis, there’s a chance of receiving a monetary
prize by phone the next time your Urb goes home.

Trigger: Phoebe Twiddle

Meet and chat with Phoebe Twiddle (she’s usually in the
Thrift Store) and she tells you the sad tale of local
musician Cannonball Coleman.

¢ Befriend Cannonball Coleman: Find Cannonball and
build relationship to 30. Once that’s achieved, select the
“What’s Up?” icon to proceed.

¢ Earn Creativity 1: Cannonball won't let you help him
until you hone your creativity a bit. Develop creativity to
Level 1 by finding the rubbish bin outside Club Xizzle
and using the “Critique Graffiti” interaction.

Buy some grub
from the pizza
place and bring it
to Ewan at the
chopper garage
three times
during lunch hour.

¢ Give Dusty §500 for Renovations: As soon as you have it, give §500 to Dusty.
Once you get this mission, there’ll be a “What’s Up?” conversation icon; use
it, answer affirmatively, and hand over the cash.

¢ Talk to Ewan Watahmee: Find Ewan, select the “What’s Up?” icon, and he
tells you what to do.

¢ Bring Ewan Lunch for Three Days: Buy three food objects (any will do)
from the pizza restaurant and keep them in your pockets. Then, each day
between noon and 1 p.m., find Ewan in the chopper shop and give him the
food as a gift.

Talk to Dusty. The Motocross Mayhem minigame (located in the chopper
shop) is now unlocked.

¢ Give a Saxophone Reed to “Cannonball” Coleman: A
Buy a bamboo saxophone reed from the Thrift Shop
and give it to Cannonball as a gift.
¢ Finish Cannonball’s Song: The correct answers are (1)
“up to old tricks”; (2) “so right”; (3) “and chill as a lake”;
and (4) “saxophone reed.” Trigger: Berkeley Clodd
Cannonball thanks you, unlocking the Comic
Explosion minigame (in the Slice O’ Life pizza
restaurant). Go to the auction on Berkeley’s behalf
and nab the shrunken head item.
-
Trigger: Dusty Hogg Berkeley Clodd wants something from the Thrift Shop but can’t get it himself.
You must attend the auction (with §200 he provides) and win the auction on his
Dusty wants to get a new dirt bike track up and running. behalf.
You have to foot the bill and prove your worth (in a
slightly irrelevant way). ¢ Attend an Auction Between 5 p.m. and 7 p.m.: Go to the Thrift Shop between
\§ 5 p.m. and 7 p.m. and interact with the clerk. Select the shrunken heads from
the objects for sale and press ®. You needn’t win the auction to complete this
-~ action.
¢ Acquire the Shrunken Head: Be the high bidder in the auction and you win
the object. You may have to go over §200 to get it. If you don’t win the first
time, re-engage the clerk and try again.
Find Dusty and get this goal started as soon as ¢ Give the Shrunken Head to Berkeley: Find Berkeley and give him the
. . shrunken head.
possible. You need to deliver three lunches to
Ew_a n so yog can be workmg_ on _aII the other goals As a reward, Berkeley offers what he thinks is a worthless, broken skate-
while killing time between deliveries. - .
g L board. In fact, it’s a valuable gravboard you may use to get around in style. )
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Trigger: Lottie Cash

Lottie Cash prattles on about Club Xizzle. To learn more,
however, you need to talk to Crystal.
. J

Have all your motives maxed out and around §100
in your pocket and start this mission in the middle
of the day so both the pizza joint and the Thrift
Shop are open. Taking too much time to satisfy
motives bores your easily distracted new friend, and
store closures are too long to keep her from

: g wandering off. ‘I’
2 \ J d

4 N\
Crystal follows you <A
anywhere as long Players of The Sims: Bustin’
as she doesn’t get Out who bought the slip of
H . bored. Keep an eye paper from the Cheat Ninja
fb E «q on that meter over know that the password is
peabns .. W her head to see if “Bucket.”
a you’re losing her.
\
f
¢ Take Crystal Out on the Town: Talk to Crystal and
select the “What’s Up?” icon. She proposes you spend
the next 24 hours together so she can gauge how cool
you are. She has a boredom meter over her head; if it
ever runs out, she gives up on you and you have to Trigger: Gramma Hattie
start over the next day. Start by taking her to the pizza
shop. Local rabble-rouser Gramma Hattie wants to hold a rally
¢ Get a Bite to Eat: Talk to Crystal and she tells you to and she wants you to join. But only if you can prove you
buy her a slice of pizza. Buy it and give it as a gift. have roots in the local community.
¢ Play a Game: Next to the pizza counter are a pairis a
pair of dancing games. Play with one and Crystal plays * Three Friends: Have at least three Urbz with
with the other. relationship scores of 50 or higher.
* Go Shopping: Talk to Crystal again and she asks you to ¢ Raise §500 for the Cause: Give Hattie §500.
take her shopping. Run her over to the Thrift Shop. ¢ Earn Two Promotions in Local Jobs: Gain two promo-
F;_:s“ ¢ Buy Crystal a Gift: Talk to Crystal again and take her to tions in any combination of available job minigames
. the street vendor (Drifter Woods) near the pizza shop. (Hoopz, Doctor Max Stat!, Comic Explosion, or
Buy her a rose from the shop and present it to her as Motocross Mayhem).
a gift.
Talk to Gramma Hattie. The rally had a very tangible
Impressed, Crystal tells you all about Xizzles and result: the roadblock sealing off the Sim Quarter is
where the entrance to the Club Xizzle can be found now open.
(the door appears). She won’t, however, tell you
g the password. - —
Wit N\ J :
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MASSLR 2

A whole new part of town is now open to you and, with some effort, so are three more
job minigames.

-

Trigger: Detective Dan D. Mann

Go undercover for Detective Dan in this cat-and-mouse game that sort of
involves monkeys.

Look in the bushes
near the museum for
the first of three clues.

* Moogoo Monkey: Play one session of the Moogoo Monkey minigame in Olde
Salty’s riverboat. When you exit, Giuseppi engages you in conversation and
unlocks the next action.

¢ Follow the Bulletin Board Directions: Go to the bulletin board in the
newspaper office and check out the message: “Search the shrubbery near the
Museum.” Go to the museum in the Sim Quarter and look around the bushes.
When the yellow arrow appears, press ® to search and find a slip of paper,
which reads: “The answers you seek lie beyond the grave.” Go to the
cemetery in the Sim Quarter, down the stairs, left at the end of the path, and
search the leftmost of four tombstones to find a second scrap of paper. This
one reads: “To have this note would be another Feather in his hat.” Give the
slip of paper to Berkeley Clodd. He gives you a mysterious briefcase to give
to Giuseppi.

¢ Give the Briefcase to Detective Dan: Take the mysterious briefcase instead
to Detective Dan. He gives it back to you, rigged, to deliver to Giuseppi.

¢ Give the Briefcase to Giuseppi: Find Giuseppi and give him the rigged
briefcase.

In return, Giuseppi unlocks the Moogoo Monkey minigame.

Trigger: Lily Gates

Make some money and upgrade your wheels
before challenging Dusty to a one-on-one race. % b

The bumper boat ride is closed down unless you can get
it up and running again. Time to reach out to the
community’s more mechanically minded citizens.

¢ Earn Creativity 5: Build creativity skill to 5.

¢ Convince Ewan to Fix the Attraction: Talk to Ewan and
get your relationship score up to 50.

¢ Challenge and Beat Dusty Hogg: Talk to Dusty Hogg.
Play the Motocross Mayhem game between 6 p.m. and
7 p.m. for a special one-on-one race against Dusty. You
must beat him to complete the action. As a bonus, you
get a shiny new motorcycle to drive around town.

¢ Convince Polly to Visit the Attraction: Locate Polly
Nomial and talk to her. She agrees to visit.

Talk to Lily. The Yar Hey! Bombard minigame is
unlocked.
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Hogg’s bike isn’t that fast but it won’t crash and is
immune to all dropped weapons. Consult section
with the Motocross Mayhem minigame description
for how to build a good racing bike, but don’t waste
your money on weapons for this race.

Trigger: Gramma Hattie

i b

Whoever Daddy Bigbucks sends to scare your Urb
off, you’re prepared if you know the right answers.

Gramma Hattie needs a guard for her secret

and be ready to match wits or boasts with Daddy B’s
flunkies.

( eEarn Body 5 or Charisma 5: Build either body or charisma to Level 5.

* Meet Gramma Hattie at the Cemetery Between 11 p.m. and Midnight:
Report to the cemetery during the appointed hours with one of the required
skill levels. Talk to Hattie and she assigns you your duty. Don’t let anyone else
in!

¢ Guard the Cemetery for Four Hours: The first infiltrator is Daddy Bigbucks,
but he’s easily turned away. Next come his chosen flunkies, although which
you meet depends on whether your Urb is higher in body or charisma. If it’s
body, Darius approaches and tries to bully his way in. The correct responses
are (1) “Sorry, but I’'m not supposed to let anyone through”; (2) “I’'m so strong |
can deflect sunlight with my breath”; (3) “And I’'m so tough people call me
(your current Rep title)”, and (4) “I'm so crazy Detective Dan kicked me out of
jail.” If it’s charisma, Lily Gates arrives. The correct responses are: (1) “Yes!
Abandon all hope, ye who enter here”; (2) “But code 23,48b makes exceptions
for one-time jobs”; (3) “But this graveyard is privately owned by the people
buried there”, and (4) “But | am wearing a uniform. This is the new style.”

Talk to Gramma Hattie and get your reward: her personal cookbook.

Save before entering the cemetery so you can reload if
you make a mistake. If you fail to keep the interloper
out, you have to repeat the effort the next day.

meeting-someone either clever or strong. Become either

Before entering the cemetery, take note of your
current Rep title on the Popularity screen; you need
to know it if you’re facing Darius.

Trigger: Cannonball Coleman

Cannonball needs a ticket seller at his gig in the Sim Quarter but he confides
that having members of a certain Rep group in the audience makes him lose
his mojo. Keep them out by any means.

Work the stairs and turn
away whomever
Cannonball wants to
keep out.

e Earn Rep 2 with Your Group: If you haven't already got two points in your
Urb’s current Rep group, earn them now.

¢ Take Tickets at Club Zydeco: Go to the Club Zydeco between 2 a.m. and 5
a.m. and sell tickets in the foyer. Of the six arrivals, two must be turned away.
Unless your Urb is a Richie, they must exclude any Richies (Luthor Bigbucks,




Lottie Cash, Lily Gates, Misty Waters). If your Urb <I>is<I> a Richie, they must
exclude any Nerdies (Polly Nomial, Susie Pirnova, Maximillian Moore, Lincoln
Broadsheet).

Talk to Cannonball. The mission is still complete if you failed to keep out
the specified group, but your relationship with Cannonball drops by 10. If you
were successful, Cannonball gives your Urb a fiddle of gold. Normally, this is
a decorative object, but it gives double payout in the Soul Music minigame if
you have it in your pocket.

Trigger: Luthor L. Bigbucks lll

Luthor wants to secretly get the museum back on its feet as a good place for
the wealthy to hobnob. Revitalize the old Sim Quarter institution.

Most of the exhibits
are found on the first
level of the museum.
Get to it via the
elevator in the lobby.

¢ Find a Curator: Talk to Roxanna Moxie.

¢ Purchase One Museum Exhibit: Enter the museum and take the elevator to
the first floor. Locate the exhibit that can be sponsored for only §500 and
make a donation.

¢ Give §300 to Roxanna for Travel Expenses: Give Roxanna §300 to transport
the new curator to town.

Talk to Luthor.

\.

Rummage around in the Thrift Shop’s racks to
find a sailor’s coat.

Trigger: Mambo Loa

Ruin Daddy Bigbucks’s plans to take over Olde Salty’s
riverboat by becoming the only man crazy Salty trusts:
his brother, Pepper Pete.

¢ Find a Sailor’s Coat: Go to the Thrift Shop and talk to
Phoebe. Search the clothes racks. When the yellow
arrow appears, press ® to find a Navy pea coat.

¢ Find a Fake Beard: Talk to Pritchard Locksley and
inquire about a fake beard. He has any color you
want... as long as it’s white. The cost: §300.

¢ Find a Sailor’s Cap: Go to the Café Multiplaya in the
Sim Quarter and access one of the computers. Go
shopping online and purchase a naval officer’s cap. It
arrives in your Urb’s primary residence (as a package)
the next day.

¢ Give Costume Items to Mambo Loa: Once you’ve
assembled all the costume parts, find Mambo Loa and
talk to her. She uses the costume parts to turn you into
Pepper Pete.

¢ Talk to Olde Salty: Hobble down to the riverboat
and talk to Olde Salty. For your trouble, an enraged
Daddy Bigbucks throws you into the river. You awaken
in the bayou.
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This mission demands you find a way out of the bayou and back to Miniopolis, but circumstances and the locals aren’t
going to make it easy. Once back in town, things don’t get any simpler. A new law passed in your absence is sure to
slow you down, and lands you in the clink if you’re not careful. Play your cards right, however, and a new minigame and
the final district (Glasstown) opens to you.

J
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Trigger: Crawdad Clem

The bayou twins don’t trust you one bit, even if you aren’t a vampire, and won’t
help you until you prove yourself. Do whatever they ask, but don’t expect it all
to make sense.

The light stick is
guarded by a
man-eating plant
near the middle of
the bayou.

¢ Prove to Clem You Aren’t a Vampire: Answer Clem’s questions in the most
un-vampiric way you can: (1) “Garlic ice cream”; (2) “Sunbathe on the beach”,
and (3) “a gnat.” If you mistakenly answer wrong, your relationship with Clem
plummets and he refuses to speak to you for a while; try again later.

¢ Find the Dark Tree: The Dark Tree is located on the far right edge of the
bayou. Navigate your way past man-eating plants and over planks, past the
big hickory stump to the opening in the Dark Tree. Don’t go in without a light
stick (see next action).

¢ Find a Light: Beyond one of the man-eating Plants is a light stick. Let the
plant get hold of you and mash ® and ® to wriggle free. After the plant
strikes and misses, claim the light stick and head to the Dark Tree.

¢ Capture the Albino Alligator: Enter the Dark Tree and locate Lloyd, the albino
alligator. He’s actually quite friendly and gives you half of a locket that

belonged to the twins’ mother, as a token to persuade them Lloyd is no threat.

You need the other half, he warns, to convince them.

Talk to Boo.

Trigger: Bayou Boo

Being you're still alive and all, Boo is not convinced that
you faced the albino alligator. He assigns you another
test of bravery.

The Red Man can be found at the large hickory
stump near the Dark Tree.

* Meet at the Hickory Stump at Midnight: Be at the giant
hickory stump (near the entrance to the Dark Tree) at
midnight to meet and talk to the Red Man.

¢ Fiddle the Red Man: Play a round of Soul Music with
the Red Man. This unlocks the Soul Music minigame.
The Red Man gives you the other half of the twins’
mother’s locket.

Find and talk to Clem.




Trigger: Crawdad Clem

There isn’t much more you can do to prove your bravery,
but fortunately you have something to show for it.
Present it to the brothers and they have no choice but to
guide you home.

In the lower left corner of the bayou, meet Boo, who
shows you the way out after a bit of convincing.

e Convince Clem to Show You Out: Find Clem. He still
doesn’t believe your tall tale, until you give him the
assembled locket as a gift (which he will return to you).

* Meet Boo at the Mausoleum Entrance: Find Boo in the
southwest corner of the bayou at the entrance to the
mausoleum. Present him with the locket and he reluc-
tantly agrees to guide you to Miniopolis through the
mausoleum.

¢ Traverse the Mausoleum: Stroll through the
mausoleum. Boo, unfortunately, disappears as he stops
to admire a grandfather clock. When you reach the
other side, you emerge in the cemetery.

Talk to Gramma Hattie but don’t run!! The way to
Glasstown is now open and a passage between your
current location and the rest of the cemetery is
unlocked as well.

Trigger: Detective Dan D. Mann

Bigbucks has targeted your sprinting ways with a law
that makes sprinting illegal. Any time you run, there’s a
10 percent chance of arrest, calculated every second
(which costs you six hours or §100). A little grass-roots
action can undo the damage.

Gordie Puck is the student sleeping in the university
classroom, but you need a popularity score of 40
before he stays awake long enough to hear you out.

¢ Find Someone to Write a Letter: Get yourself arrested
for running. You find Gramma Hattie doing time too,
and persuade her to write a letter to the governor.

* Find a Messenger to Paradise Island: Go to the
university and talk to Gordie Puck, the student sleeping
in the classroom. He agrees to use his fanboat to make
the delivery to the governor on Paradise Island[EM]if
you’re popular enough.

¢ Gain Popularity 40: Boost your popularity to 40 or
Gordie won’t help. Shore up low relationship scores to
bring up this citywide average.

¢ Find a Map to Paradise Island: Search Olde Salty’s
quarters on the top floor of the riverboat (climb the
ladder from the first mate’s cabin) to locate the map.

¢ Take the Map to Gordie: Give the map to Gordie and
he takes off on his mission.

Talk to Detective Dan. The fanboat is now
available from the dock in Glasstown for travel to the
bayou, Paradise Island, the Sim Quarter dock, and
Nutria Island.
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Trigger: Roxanna Moxie

With the barricades to Glasstown lowered, the carnival is
reopened but lacking a bit in attractions. Help Roxanna
boost the talent level.

Nutria Island is reachable only by fanboat.
Once there, put one of those cute critters in your
Urb’s pocket.

¢ Capture the Dancing Nutria: Use the fanboat to get to
tiny Nutria Island. Pocket one of the animals and return
to the mainland.

* Give the Dancing Nutria to Roxanna: Give the Nutria to
Roxanna as a gift.

¢ Give §5,000 to Roxanna Moxie: Present Roxanna with
§5,000 for the carnival.

¢ Find a Tightrope Walker: Talk to Misty Waters. She
agrees to be the new tightrope walker if you find her a
date to a movie premiere. He must be a man of means;
Misty has standards.

¢ Find Misty Waters a Date: Talk to Luthor Bigbucks and
persuade him to accompany Misty. Go tell Misty about
the arrangement.

Talk to Roxanna, who unlocks the carnival
minigames.

—

PRIMA OFFICIAL GAME GUIDE

Trigger: Theresa Bullhorn

When Theresa starts looking for suggestions, choose the
satirical play option (though others might be more
tempting and apt).

Any five decorative items will do, but the smaller they
are the better.

* Gain Popularity 50: Up your average relationship score
to 50 percent.

¢ Convince Dusty Hogg to Perform: Find Dusty Hogg
and build relationship to 50 so he agrees to be in the
play.

¢ Convince Suzie Pirnova to Perform: Find Suzie Pirnova
and build relationship to 50 so she agrees to be in the
play.

* Decorate the Stage: Place any five small decorative
objects on the sides of the stage of the movie theater.

¢ Attend the Play: Enter the theater (or exit and re-enter it
if you’re already there) and you automatically talk to
Theresa. The play begins.

Talk to Theresa.
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This final mission unfolds sequentially after Goal 2 is completed. For simplicity’s sake, do Goals 1 and 3 first, then 2 and
4-6.
In this mission you find more fame, rescue someone who helped you in the past, and finally scuttle Daddy Bigbucks’s
master plan.
J -
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Trigger: Rep Group King

Talk to your Urb’s Rep group king. He or she explains about a new Paradise
Island reality show.

The coconuts

are hidden in the
trees and foliage
around the
northern portion of
Paradise Island.

¢ Travel to Paradise Island: Top off all your motives before departing, and
empty your pockets by selling or storing items at home. Ride the fanboat to
the dock on the northern portion of Paradise Island.

¢ Play the Trivia Contest: Talk to Prichard, the show’s host. Search the island
for four numbered coconuts hidden in the bushes and trees. When you find
each, give it to Prichard, who asks you a trivia question. The more you get
right, the more money you win (but it has no effect on whether the action is
successfully complete). The answers are: (1) Red, (2) Urbania, (3) Dusty Hogg,
(4) Carnival.

¢ Insult the Other Contestants: Interact with all the other contestants to
damage your relationships to the point where they all refuse to speak to you.
Consult big table in the social interactions/rep chapter for the most individ-
ually damaging interactions. The more contestants you tick off, the more
money you win (§10,000 each). If time expires or you experience a motive
failure, you lose the reality show (though you still keep the trivia money) and
complete the goal.

Whether you win the contest or not, the action and the goal are complete
after you talk to Pritchard.

Trigger: Luthor L. Bigbucks Il

Luthor thinks his father’s up to something. Use some

charm and superior intelligence (and bit of breaking and

entering) to shake loose the truth.

The blueprints are to the left of the ladder in the
secret lab but you can only pick them up if your Urb
has logic at Level 6.

* Convince Polly to Talk: Find Polly and raise relationship

to 70. She spills the beans.
¢ Find the Secret Lab: Go to the executive office level o

King Tower between 3 a.m. and 4 a.m. and activate the
secret switch in the bookshelf in the upper right corner.

The door opens in the floor. If you try outside these
hours, you go directly to jail.

¢ Find the Correct Document: Before going to the secret
switch, build logic to 6. With all this brainpower, you're

able to find the blueprints in the lab, on a table next to
the ladder.

¢ Return the Blueprints to Luthor: Give the blueprints to

Luthor.
After you give the blueprints to Luthor, the goal is
complete.

f
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Trigger: Crawdad Clem

Well, you did lead Boo into the mausoleum and assure
him vampires weren’t real, so it is technically your fault
he’s a vampire. Do your duty and restore him to his
former, um, glory.

Unchain Boo by fiddling with the lock along the wall
to his left if, that is, you have enough mechanical skill
to crack it open.

¢ Find Bayou Boo: Enter the mausoleum to find Boo
turned into a vampire and chained to the wall.

* Free Bayou Boo: Develop you mechanical skill to 7 and
you may pick the lock on the chain that holds Boo (the
padlock is to his left).

¢ Find a Cure for Vampirism: Talk to Mambo Loa, who
provides the secret to curing vampirism.

* Feed Boo Chocolate: Buy ingredients for either a
chocolate decadence (chocolate, chocolate, flour) or
giant chocolate bunny (chocolate, chocolate, chocolate)
mix. Prepare the mix in a mixer and bake it in an oven.
The chances of success are increased if your cooking
skill is high. Take the successful product to Boo in the
mausoleum and give it to him.

Trigger: Goal 2 complete and Heidi Shadows (Cheat Ninja)

Heidi’s in the far corner of the
carnival, ready for you.

Approach Heidi Shadows, the Cheat Ninja, in the upper left corner of the
carnival. She has a bit of a surprise.

¢ Befriend Harlan King: Raise your relationship with your fellow prisoner to 30.
¢ Escape the Cell: Daddy Bigbucks takes off in his Time Machine, but it causes
such an explosion that your cell is blown open.

\-

Trigger: Crystal (if your Urb is male) or Maximillian Moore (if your Urb is
female)

Life seems to be back to normal in Miniopolis, but with considerably less evil
laughter and fewer nefarious schemes. Time to return to the simple life of
helping others and preparing for a big entertainment event.

All black means all black. Shoes
too. If any part isn’t black, Darius
turns your Urb away.

¢ Find a Premiere Ticket: Talk to Lily Gates; she has a pair of tickets she’s not
using. They cost you §1,000.

¢ Impress Lilly: Lily’s not sure about you; improve relationship and overall
popularity to 70 and she hands over the tickets.

¢ Dress All in Black: Use a dresser in your Urb’s home or go to the Thrift Shop
and access The Threads via the store’s clothing rack. Change all clothing
items (shoes, too) to black.

¢ Attend the Premiere: Talk to your date and head to the Cinema d’Urbania. Talk
to Darius (who’s working the door) to get in. The party’s in full swing until ol’
Daddy B literally pops in. Looks like your city needs you again.




Trigger: Harlan King

Leave the theater and Harlan King engages you in
conversation. Time for the final endgame, where you can
spoil Daddy Bigbucks’s evil scheme once and for all.

¢ Find an Inventor: Locate Suzie Pirnova; she can make
the Time Machine.

¢ Give Suzie 10 Nuclear Fuel Rods: Collect 10 nuclear
fuel rods (see Section 16 for locations) and go back to
talk to Suzie again.

¢ Find a Contractor: Talk to Ewan Watahmee and give
him §10,000 for materials. Put the Time Machine in
your pocket.

¢ Find the Correct Date: Talk to Giuseppi and get the
date to which Daddy Bigbucks traveled: Dec. 31, 1870.
This date won’t appear on the Time Machine until
you’ve extracted this information from Giuseppi.

¢ Use the Time Machine from the Highest Point: Go to
the roof of King Tower and place the Time Machine in
the middle of the platform. Select Dec. 31, 1870, and go
back in time. Walk along the path and talk to Ephram
Earl (in living form) and you automatically return to
the present.

The Time Machine
goes in the center of
the roof of King Tower.

When you return, you find all is well. The city is saved,
Daddy is hip-deep in his comeuppance, and you are
hailed as a hero. You can now go about conquering the
city yourself, pursuing whatever other goals suit you.
Collect objects, make more money, or charm your way to
the top of all four Rep groups. Miniopolis is your oyster.
Happy shucking!

J

Check back with the Time Machine. It has other
interesting times to visit, one of which was unlocked
only when you completed Mission 5.

R R Ry

KRV GROIT
LTI

~
Rep group missions are granted when your Urb amasses a certain number of
Rep points with each group (3 for your own group and 5 for any other) and
talks to the Rep group’s king. These missions can be done anytime and can
be completed after the central five missions. Once assigned, these missions
are never lost.
You must complete Rep group missions to get to the top of each group
they’re worth 2 Rep points).
9 (they p points) )
~
Trigger: Darius
e Seriously Annoy Daddy Bigbucks: Reduce
relationship with Daddy Bigbucks to -50.
e Convince Someone to Join the Streeties: Get Ewan
to join up with the group by getting your relationship
with him to 75.
¢ Get the Highest Promotion in Basketball: Reach
Level 5 in the Hoopz minigame.
J
179



Trigger: Polly Nomial
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Bog frogs are hard to find, so start collecting them
4 early.
F.;_v,ﬂ" i| ¢ Geta best promotion in Dr. Max Stat! Minigame:

¥ Reach Level 5 in the Dr. Max Stat! minigame.

¢ Create a Petrified Wood Chess Piece: Locate a piece
of petrified wood and carve it into a chess piece. See
Section 16 for where to find the wood and details on
woodcarving.

¢ Sell 15 Giant Bog Frogs to the Deputy: Find 15 three-
eyed bog frogs and sell them to the recycling deputy

i in the jail. See Section 16 for where to find the frogs.

> GAME GUIDE

Trigger: Roxanna Moxie

One hundred
piles of trash is
an awful lot.
Start saving the
minute your
Urb gets out of
jail.

¢ Get the Best Promotion in Comic Explosion Minigame: Reach
Level 5 in the Comic Explosion minigame.

¢ Bake Strawberry Tiramisu: Using a mixer, make a mix of
strawberries, flour, and vanilla and bake the mix successfully.
For details on baking, see Section 16.

¢ Clean Up the City! Recycle 100 Piles of Trash: Find 100 piles

of trash and turn them in to the deputy at the jail. See Section

16 for trash pile locations.

Trigger: Luthor L. Bigbucks Il

* Get the Best Promotion in Moogoo Monkey Minigame:
Reach Level 5 in the Moogoo Monkey minigame.

¢ Own §30,000 of Items: Fill your Urb’s home with
objects worth more than §30,000. Once the action is
complete, you may sell items back to the store.

¢ Have §10,000 in Cash: Amass §10,000. Once the
action is complete, the total can drop below §10,000.
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The Urbz:™ Sims in the City™ is chock full of secrets and
cheats. Some, however, come at a price.

~N
Heidi Shadows,
the Cheat Ninja,
i 1 can be found
b in several places
! but only for a short
Wraddnn

time in each.

317V am
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All cheats are purchased from the Cheat Ninja, Heidi Shadows. She only
appears in certain places at certain times, and for a total of only five hours a
day. All but one of the locations can be reached only once you're well into
Mission 4. The only one reachable before that (beginning of mission) can be
unlocked only by establishing a GBA link to another GBA.

1a.m.-2 a.m. Use the Time Machine to travel to Nov. 29, 1984. This
| destination is available only after finishing Level 5.
£ 2am.-3a.m. Carnival
f 4 a.m.-5 a.m. Paradise Island
! 6 a.m.-7 a.m. Secret tunnel between the jail and the Dark Tree.
" 10 am.-11 am. Moonbase Zeta
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Heidi is a self-contained shop for purchasing all cheats:

Rosebud §100 §2,222 in cash

Silver-Tongue Berry Smoothie  §999 1 charisma point

Gourmet Berry Smoothie §999 1 cooking point

Clock Berry Smoothie §999 1 mechanical point

Buff Berry Smoothie §999 1 body point

Mind Berry Smoothie §999 1 logic point

Da Vinci Berry Smoothie §999 1 creative point

Slip of Paper §999 Password for Club Xizzle and

recipe for strawberry tiramisu.

Heidi Shadows
&
- >4
The phone booth in the Sim Quarter is just an
ped b ordinary phone booth-until you make your first
successful GBA Link connection to another GBA.
Rosebud and the smoothies must be consumed (they go into your pockets, From that point on, the phone booth changes.
and you must press ® to activate them). A purchased item does not reappear - J

in Heidi’s inventory until the next day.
J

Save your game after making the connection to preserve
access to Moonbase Zeta for Urbz you create in the
future.

The password for entry to Club Xizzle is “Bucket.”

e 1Ba e
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The only available interaction with it is “Phone Home.”
This teleports your Urb directly to the secret location:
Moonbase Zeta. In this secret site is an additional
storage/living space and the Moon Store, which sells
several exclusive items: a chair, a cheese machine, a
bed, and a rare pet (the pot-bellied moon swine).

Three other living spaces are unlocked in different ways:

¢ Genie Bottle: Unlocking and acquiring the Artsie Xizzle brings this item in the
mail. Press ® to enter it from anywhere.

* Moon Hut: See "Moonbase Zeta," above.

¢ Clubhouses: Unlock each of the four clubhouses by joining and reaching
Level 10 in each Rep group.

A phone booth at the base transports your Urb back
to the Sim Quarter.

These secondary living spaces (discussed in Section 12)
are unlocked only after you have reached a relationship
score of 100 with certain Urbz. When this level is
reached, they tell you about the place in conversation (a
bit obliquely).

e School Bus (Giuseppi Mezzoalto): Near the
Thrift Shop
¢ Lost Cave (Ewan Watahmee): Near the Yar Hey!

There’s a secret tunnel from the jail to the Dark Tree in the bayou. Detective
Dan reveals it, but only after you’ve completed Mission 4, Goal 3, and raised
your relationship score with Dan
to 100.

The passage is hidden behind the poster of Misty Waters on the top wall of
the jail.

Several “wrong” locations are available via the Time Machine. One unlocks
only after Mission 5, Goal 6, is complete.

4 N\

. J

Bombard minigame. 1,000,000 B.C.: Dinosaurs. Not explorable.
e Garbage Can (Phoebe Twiddle): Near the Glasstown 3978 AD.: Darn you, darn you all to heck!!! Not explorable.
entrance to the Club Xizzle. Dec. 2, 2003: Hayseed’s farm. Who’s the new guy?
¢ Projection Booth (Theresa Bullhorn): Door behind the Nov. 29, 1984: If you’re younger than 30, you may not understand.
snack counter at Cinema d’Urbania.
N\ J
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Each player must log in from a café computer (it
doesn’t matter which café).

Go to either the Café Multiplaya (Sim Quarter) or the
Coffee Shop (Glasstown) and interact with any of the
computers. Select “Establish GBA Link.” From the
menu, the first player to make the GBA connection
selects what they’d like to do next: play any of the
three games (and at which skill level) or conduct an
auction.

M GORSZS S Z RN
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As noted in the previous section, the first time you make a successful GBA
Link connection, you unlock a hidden area. Moonbase Zeta can be reached by
using a specially altered phone booth in the Sim Quarter.

After the initial
GBA connection,
the Sim Quarter
phone booth
changes to this.
You can’t call
friends, but

you can

“Phone Home.”

Save your game after making this connection and the phone booth can be
opened in your saved game and any subsequently created games.

MALE LA YRR
MARIGAMEES

Three of the job minigames can also be played against other real-life players
via GBA Link (up to four players total).




Playing against other players is more than exciting; it’s also the only way to
unlock some Xizzles. After every multiplayer game, the winner unlocks a Xizzle
that he or she doesn’t possess, randomly selected from one of the defeated
players. The winner then can go to Club Xizzle and, if he or she has enough
beads, acquire that newly unlocked Xizzle. If none of the losers has any Xizzles
that the winner doesn’t have, no extra Xizzles are unlocked.

THENA 1S

Losing players don’t lose the rights to the awarded

Xizzles. Winning merely expands the number of
Xizzles that the winner can potentially purchase.

The winner of the game also gets a monetary award. Money won in multiplayer
games becomes part of your Urb’s wealth. However, no promotions are issued
as a result of these matches.

Starting a GBA Link auction takes you to your Pockets screen.

Any player can select an item for auction; the first object selected by any
player is the object on the auction block. The player the object belongs to
serves as auctioneer.

The buyer’s Pockets screen must show an empty slot
or the auction won’t begin.

The auctioneer starts the auction by pressing ®. On the auctioneer’s
screen, a horizontal line represents the asking price of the object; this can be
raised or lowered with the D-pad.

Other players raise and lower their bids by pressing
up and down on the D-pad. The player with the highest
bid at the end of the allotted time wins. If there is only
one buyer in the auction, the item is sold as soon as
the bid reaches the asking price. In a tie, the winner is
selected at random.

To trade an item at no cost, lower the asking price to
0 simoleons.

At the end of the auction, the auctioneer must
press ® to transfer all funds and objects. Players
may continue holding auctions as long as they like.
No time passes in the game, and no motives decay in
this mode.
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The Urbz™: Sims in the City™ is one of the first games released for the Nintendo DS and it’s chock-full

of extra content to enlarge and extend your game.

This section lays out the differences and how to get to them.

QA ES REWe Ww @ﬁ%‘b&

The DS version of the game includes:

¢ Six New Xizzles

¢ New City Area (Splicer Island)

¢ Sixth Mission

New Objects

New Decorations

PDA for tracking your Urb’s information
Create-a-Pet Minigame

Touch Screen Functionality

Slightly Altered Version of Mission 3, Goal 2

REW xlzzbBs

Your Urb may unlock and acquire four of the six new
Xizzles by virtue of Rep in his or her own Rep group (by
reaching Level 6) and one of the other two by virtue of
your sex.

¢ Off the Grid: Reach Level 6 in Nerdies. Bills reduced by
75 percent.

¢ Quick as a Flash: Reach Level 6 in Streeties. Running
speed increased by 10 percent.

¢ Night Owl: Reach Level 6 in Arties. Energy decays 50
percent more slowly at night.

¢ Genial Behavior: Reach Level 6 in Richies. Any time
your Urb passes out, there’s a 75 percent chance the
genie immediately brings you back to life rather than
pointing and laughing and sending you to the hospital.

e Sale Siren: Available immediately for female Urbz. 20
percent off purchase price in all stores.

¢ Sk8r Boy: Available immediately for male Urbz.
Graviboard speed increased by 10 percent.

The DS game’s revised version of Mission 3 Goal 2
earns your Urb 5 of these Xizzles (it is impossible to get
all six, since one is dependent upon your Urb’s gender.) In
the DS version, Mission 3 Goal 2 is still triggered by Lily
Gates, but it concerns reopening the Xizzle factory rather
than the bumper boat attraction. All actions are essen-
tially the same, though worded differently from the
walkthroughs above, and the goal is still completed by
talking to Lily. After completing the goal and talking to
Lily, these 5 new Xizzles will be enabled for purchase in
the world.

(" DS players see several new objects for their amusement and use. h
¢ Director’s Chair . Trampollne
¢ Virtual Hogg Motorcycle ¢ High-Heel Shoe Chair
Repair Ride e Snowcone Machine
e Racecar Bed ¢ Makeup Table
e Popcorn Maker e Laser Cage
¢ Robot Pet ¢ Taxidermy Alien
e World’s Largest Teddy Bear
* African Tribal Mask e Golden Unicorn Horn
¢ Bonsai Tree * Golden Dodo Feather
* Golden Dawg House * Golden Velocirooster Claw
e Golden Triceratops Egg e Golden Gorilla Banana
¢ Golden Simosaurus Tooth * Golden Dragon Wingsawg
¢ Golden Jackalope Antler House
¢ Go Board (Futo Maki) e Amber Coat Rack (Gary Geezer)
¢ Punk T-shirt (Busta Cruz) ¢ Prehistoric Ficus (Dr. Keyes)
¢ Megalodon Tooth ¢ Petrified Dino’s Egg
(Sharona Faster) (Cynthia Braintrustjawg House
- J
( He P’ )
e Sushi-To-Go-Box (Futo Maki)
e “Purple Gnome” DVD Box Set (Busta Cruz)
e Stylish Shawl (Sharona Faster)
e Spare Key to Splicer Isle Labs (Dr. Mauricio Keyes)
e A DNA Sample of Jack I. Deal (Cynthia Braintrust)
¢ Joke Can of “Peanuts” (Jack I. Deal)
¢ Reel of Film (Gary Geezer)
g J
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( The Splicer Island mission brings out several new characters.
All new Urbz are independents.

Your DS’s handy Touch Screen serves several functions throughout the game.

Look for it in:

¢ Create-An-Urb

¢ During Conversations: Select topic with a touch.

¢ General Gameplay: It serves as a PDA, giving easy access to inventory,
popularity, and goals screens.

¢ Minigames: DS-exclusive minigames use the Touch Screen.

\-

A

The new PDA provides several useful functions, including:

Check out goals and other

menus while still in the game.

(. Pet Status: View relationships with all created pets. )

¢ Real-Time Map: See your surroundings and position in
the world simultaneously.

¢ Goal, Popularity, and Inventory: View these menus
without leaving the game.

The PDA’s dual-screen
map gives you a direct,
bird’s-eye view of your
Urb’s location.

REW LOGA BN
SELIGER Q&%RD

@ Splicer Island, offshore from Miniopolis, is unlocked by
completing the early goals in the new Splicer Island
mission. It features:

¢ Smoothie Shop: Scratch-off lottery tickets.

¢ Entertainment Center: Location for pet shows
Splicer Lab: Create-A-Pet minigame

Sushi Bar: Houses Sushi minigame.

Zoo: Home for all created pets

Isle Cabana: Living Space

187
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This mission can be unlocked and started any time after
you leave King Tower and get out of jail. It can be done at
any pace you like, even after the core five missions are
complete.
Trigger: Harlan King
(via television message in Mission 1)

¢ Find the Plans to Splicer Isle: Search the Dumpster
near the university.

¢ Uncover Details of Splicer Isle: Talk to Mokey and give
him a food item.

e Talk to Sharona Faster: Sharona hangs out on the
riverboat dock (this area is unlocked in Mission 3).

¢ Give Sharona §500 for the Water Taxi: Give Sharona
§500.

Give Sharona the simoleons and return to the docks at 8

a.m. to ride over in her water taxi.

Trigger: Futo Maki

Travel to the island to find the abandoned construction
worker, Futo Maki.

¢ Give the Plans to Futo Maki: Give the plans as a gift to
Futo Maki.

¢ Pick the Lock on the Gate: Gain mechanical skill of 4
and pick the lock.

¢ Donate §5,000 to Start Construction: Earn §5,000 and
give it to Futo Maki.

¢ Find Some Helpers: Build a pet relationship with a
monkey to 50.

Talk to Futo Maki and wait for construction to end. It

takes 14 game days to finish construction. When the time

is up, the gate opens. You receive a phone call when the

renovations are complete. Until then, it’s inaccessible.

Trigger: Futo Maki

¢ Find a Smoothie Operator: Build relationship with Jack
I. Deal up to 40.

¢ Find an Entertainment Manager: Build relationship with
Busta Cruz to 40.

¢ Find the Long-Lost Dr. Mauricio Keyes: Build
relationship with Mokey up to 40.

e Get Mokey a Shower: After you reluctantly offer Mokey
your home to shower he decides to clean up at the jail.
Go to the jail to see this process in action.

Return to the island and find all the new hires hard at

work.

Trigger: Dr. Keyes

¢ Find Some Amber: Search Miniopolis for one piece of
amber. You can find it throughout Sim Quarter and
Urbania.

e Create-a-Pet: Successfully make a pet with the Amber
Extraction and Gene Splicing minigames. Your pet
appears in the Splicer Isle zoo area.

Your new pet appears in the Splicer Isle zoo area.

Trigger: Busta Cruz

¢ Persuade Three People to Join the Pet Show: Talk to
Cynthia Braintrust, Gary Geezer, and Dr. Maximillian
Moore.

¢ Train a Pet: Build a pet relationship to 50.

e Win a Pet Show: Successfully play the Pet Show
minigame.

Trigger: Cynthia Braintrust

After Mission 5 of the core game is completed, things get
a bit weird. You receive a desperate message from
Cynthia Braintrust. Through a curious series of events,
you end up playing the rest of the goals with one of your
Urb’s pets rather than with your imprisoned Urb.

¢ Investigate the Lab: Go to the Splicer Isle lab.

¢ Find Winky Weebucks: Talk to Olde Salty.

¢ Find Someone to Stop Winky Weebucks: Talk to the
parrot in Olde Salty’s office.

e Give a Sail to the Parrot: Go to Splicer Island and
pocket the giant flag. Return to the parrot and give him
the flag.

¢ Distract Winky Weebucks: Talk to Winky and insult
your way to a -50 relationship. Be careful not to get the
silent treatment; disengage from the conversation
every two to three interactions and re-engage to
continue.

gt 188 7 e i e
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MANIGAMES

( Several minigames in the new DS version use the Touch J

Screen feature.

The DS version also omits one of the game’s
standard minigames: Yar Hey! Bombard.

T

Located in the Sim Quarter, the street artist permits you
to paint a customized work of art for your Urb. Be sure
you have an open spot in your Urb’s inventory and ask
the street artist if you may paint something.

Paintings can be given as gifts
to other Urbz to increase
relationship or may be displayed
in your Urb’s dwelling.

Lottery tickets
can bring
quick money if
you’re lucky.

Bought from the Smoothie Shop on Splicer Island, lottery
tickets provide an alternative (but risky) way to make
money. Use the Touch Screen to scratch the lottery ticket
to see if you won.

The more a ticket costs, the bigger the possible
payout:

* §10: Pays §0, §20, §50, or §100
o §50: Pays §0, §100, §250, or §500
* §100: Pays §0, §200, §500, or §1,000

This carnival game is found in Splicer Island’s enter-
tainment center. The cost to play is §10, and payout can
range from §1 to §5 a disc.

Found in the Sushi Shop on Splicer Island, the Sushi
Sensei job provides another way to make money. This one,
however, uses the DS’s Touch Screen.

§75 §5
§150 §8
§300 §13
§600 §21
§900 §30

Vit GREAHOR

The lab on Splicer Island allows you to
create a variety of custom pets that can —
be used in the Pet Show minigame. Ll e, Oh, the
3 pets you’ll

Possible pets include: = a : make.

Dodo i
Giant Konk Gorilla
Jackalope
New World Dragon
Simosaurus Rex
Triceratops
Unicorn
Velocirooster

Each pet comes in a variety of colors and in common, uncommon, and ultra-
rare versions. Which variety you get depends on how well you play the Create-
a-Pet minigame (see below).

Each variety of a pet breed looks different and possesses extra high-scoring
tricks for the pet show game.

There are several steps to creating pets: finding amber, amber extraction and
RNA splicing.
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Amber is a found object discovered by searching in
bushes and other hiding places.

Amber Extraction and RNA Splicer
are accessed from the basement of
the Secret Lab on Splicer Island. As
lasers are fired at pieces of amber
on the top screen, trace each line
with your finger on the bottom
screen before the line disappears.
Inaccurate tracings result in damage
to the DNA.

Check the top screen, too, to see
which laser is to fire next; it flashes
briefly before ignition. The warning
time of these flashes grows shorter
as difficulty increases.

Score is based on the number of accurate traces and
determines whether the DNA you extract is common,
uncommon, or ultra rare, or will be completely destroyed:

For each trace, points are awarded accordingly:
¢ 100 points for 75%-100% completion
e 50 points for 35%-75% completion
e -50 points for 0%-35% completion

Every breed of pet has three attributes common to all of its varieties. Rarity of
the pet has no impact on these attributes:

* Mood: Your Urb’s relationship with the pet. Every pet has a range within
which this relationship begins.

¢ Mood Degradation: The number of points the relationship drops each day.

e Smarts: Set within the range for the breed of pet at the animal’s birth. It
controls the odds of getting a bonus trick card when they win a pet show.
See below.

Ornery (1-3aday) = Average (30%-50%)
Angry (1-5 a day) High (40%-65%)
Grumpy (1-3 aday) Low (5%-35%)
Average (1-2 aday) High (40%-65%)
Ornery (1-4 aday) Average (40%-50%)

Average (1-2 aday) Low (5%-35%)
Grumpy (1-3 aday) Average (30%-50%)

Average (1-2aday Low (5%-35%)

The final score determines the quality of your DNA
sample as follows:
¢ Final score 800-1,000: Rare DNA
¢ Final score 600-799: Uncommon DNA
¢ Final score 0-599: Common DNA
¢ Final score -500-0: DNA destroyed
Once the score is computed, you'll receive feedback
about the quality of your DNA sample - and if you were
successful, the DNA is automatically transferred to the
RNA splicer.
Successful DNA strands are automatically transferred
\ to the RNA splicer.
-

As the genes fall across the screen,
put them in their proper position on
the double helix.

If the process is successful, you'll be
presented with your pet and given

the opportunity to name it. Once it is
named, you can visit it in the Splicer Island Zoo.

The interaction menu for pets offers several options:

¢ Name Pet: Customize the pet’s name.

¢ Interact: See below.

¢ Follow: Pet follows the player anywhere (one pet at a time). If pet’s mood is
low, it may stop and need to be scolded. It may even wander off and
disappear for a few days.

The following interactions are available with a pet. In reaction, the pet’s
relationship (mood) increases or reduces appropriately.

¢ Baby Talk e Pull Tail
e Hug e Rubdown
e Kiss e Scold

® Pet e Scratch
e Play e Tease

You may keep up to 24 pets in the zoo, but only three of each breed
(regardless of rarity). To replace a member of a breed, you must set one free
(it doesn’t return).

S '-"‘i---ﬂ e
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The object of the pet shows is to have the first pet to amass 100 points.

The pet show is essentially an elaborate card
game in which each pet has its deck. Every deck
has:

¢ 5 each Sad/Tired/Hungry Cards: Played on
other pets, these render them unable to do a
trick until their owner plays a counteracting
card (Happy/Energy/Food, respectively).

¢ 5 each Happy/Energy/Food Cards: Played on
your pet, these override a Sad/Tired/Hungry
card and free your pet to do tricks.

¢ 30 Common Trick Cards: As long as your pet doesn’t have a
Sad/Tired/Hungry card, play trick cards to earn points. There are 10
cards for each of the pet’s three common tricks (which vary in point
value).

¢ 1 Unique Trick Card: Every pet type has a unique trick that scores
plenty of points if played. There is only one in the deck.

¢ 5 Mood Cards: The pet’s mood at the outset of the game dictates
which mood cards it receives. These cards are played like tricks.

cards it gets:

¢ Relationship: Foul mood (0 points)

Relationship 0-49: Neutral mood (no card)

Relationship 50-74: Good mood (+10 points)

Relationship 75-99: Great mood (+15 points)

Relationship 100: Super mood (+20 points)

Thus, you’re more likely to win if the relationship between you
and your pet is high.

Extra tricks are added to a deck for pets of uncommon and ultra-
rare varieties. These tricks score higher, giving rarer pets an
advantage in pet shows.
¢ 5 Uncommon Tricks: If the pet is an uncommon variety, five

cards for one of its uncommon tricks, randomly chosen, are

added to the deck.
e 2 Ultra-Rare Tricks: If the pet is an ultra-rare variety, two cards
for its ultra-rare trick are added to the deck.
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( The mood of your pet at the start of the game dictates which mood A

If the pet has won a pet show before, it has one additional
card: the bonus trick. This card, played on your Urb’s pet,
reduces the score of one other pet of your choosing. It can
even be played when your pet has a Hungry/Tired/Sad card
showing. Which bonus trick card, if any, your pet earns after a
first-place finish is random but is based on its Smarts score.
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Smile (+3), Cute Face (+5),
Jump (+10), Dance (+15)

Cute Face (+5), Play Dead

(+7), Jump (+10), Giggle (+12)
Smile (+3), Play Dead (+7),

Jump (+10), Dance (+15)
Salute (+10), Jump (+10),
Giggle (+12), Dance (+15)
Smile (+3), Cute Face (+5), Play
Dead (+7), Salute (+10)

Cute Face (+5), Play Dead (+7)

Jump (+10}, Dance (+15)

Cute Face (+5), Jump (+10),
giggle (+12), Dance (+15)

Smile (+3), Cute Face (+5),

Flap (+12), Squawk (+10) Crazy Flap (+20)

Flip (+15), Bounce (+8) Magick! (+30)
Big Smile (+13),
Head Bob (+8)
Gallop (+7), Twirl (+8)

Roar (+20)
Prance (+15)

Juggle (+20), Wacky
Dance (+10)

Run in Place (+10),

Tail Wag (+10)

Gallop (+7), Bounce (+5)

Chest Pound (+25)
Puff Up (+20)
Breathe Fire (+25)

Big Smile (+13), Puff Up (+20)

You begin with five cards from your pet’s deck. You may either play a
card or throw away a card and replace it from your pet’s deck.

On each play-a-card turn, either play a trick card or a
Happy/Food/Energy card by touching it on the Touch Screen, or a
Sad/Hungry/Tired card by t ouching it and then selecting which pet
to play it on.

Trick cards earn points. If a Sad/Hungry/Tired card has been

played on your pet, you must counteract it with the appropriate card
before you may play another trick. If you don’t have any counter-
acting cards, you must discard one card from your hand and wait
until the next turn.

The first pet to reach 100 points wins. Prize money payouts are
your pet’s score multiplied by:
¢ First Place: §10 ¢ Third Place: §2
e Second Place: §5 ¢ Last Place: §1






