Creating a winning city in 4 days or less – Money Bags a walkthrough.

By ADJB

Money Bags was the first game of SCS I have played. I bought the game, played the tutorial and started my first game with the Money Bags scenario. I say this because everything that is below is completely geared to solving the Money Bags problem and should in no way be taken as any type of “good practise” for playing the game properly. It isn’t nice and it most definitely isn’t pretty. Having said that you may find some of the observations useful in real cities

To anybody who is thinking about playing SCS I would suggest you look at the Prima guide which has a vast amount of information in it and has been a massive help to me playing the game. The majority of numbers I quote are taken from the guide.

Also worth noting is that half way through the contest (see forum posts) I installed patch #2 for SCS. The various new factors introduced in patch #2, thinking mostly about building maintenance costs and the change in rouge behaviour have no noticeable effect over a game this short. 

There is one general observation about this type of fast game that is crucial.

I quote Boudica’s classic C4 posting :-

 “HAPPINESS
Attending to your people's needs is more than altruism, it yields significant financial rewards……”. This is a driving force through a lot of the decisions below.

So to the problem, how do I earn $100000 as quickly as possible whilst using 50 of each societal value.

There is also the slight complication of not being allowed decorations. If I ain’t got ‘em, I can’t use ‘em so I haven’t even considered them. 

My basic premise is to spend as little as possible and earn as much as possible. Don’t you just love in depth strategy?(
Population and Housing

In SCS when you buy a housing unit you add X sims to the population and Y sims to the number of workers. 

Worker sims earn money. Other sims spend happiness. (Explained below)

We want as many workers as possible and as small a total population as we can.

If you open the money bags save and look at the available housing you can see that a block of flats adds 120 sims to the total population and 6 worker sims. This means effectively that you have to cater to the needs of 114 sims while only 6 sims are earning you the money. If you look lower down at the cottage you can see that your getting 12 sims and 2 workers. This is a much better deal for what were trying to achieve. To get the equivalent 6 workers we would need 3 cottages but we would only have to cater for 30 rather than 114 spare sims. However those 3 cottages would cost us $750 each or a total of $2250 whereas the block of flats only cost $900. As we only have initial build costs of $50000 this is a very important factor.

As a rough ballpark calculation you can say you will earn $100 from each worker each day.

We want to finish in 4 days.

Assuming we use all $50000 as up front build costs we would need to be earning $25000 a day average to reach $100000 in day 4.

This is flawed logic for a number of reasons. I don’t believe you can build a city to meet the societal values using just the initial $50000. If you can then it most defiantly can’t average $25000 a day income because on day 1 my experiments show that the most workers you can have is 217. Not enough of your population has arrived soon enough to get to the 250 worker mark required.

However it does tell us that we are looking to have (well) in excess of 250 workers available.

250 workers need (250/6) 42 blocks of flats @ $900 each = $37800 – not a viable option. 

If you look down the available housing the best overall bet looks to be the slum apartments. $150 each and 50 needed is only $9500. 

However if you look into the locked buildings you will see the Hut. 16 sims, 2 workers and best of all no cost. Its unlock value of >37 Spirituality is irrelevant, we must have at least a 50 value in the winning criteria. Its only “cost” is –1 spirituality and a – 1 happiness modifier.

As Spirituality happens to be the first tiebreak criteria for this contest spending money buying spirituality and getting free housing seems like the way to go.

A quick look at the spirituality filter shows us we can buy cheap spirituality points with a charity center for example. To get 250 workers we require 125 Huts. This would mean building 15 charity centres @ $300 = $4500. Defiantly affordable.

Worker earnings and modifiers

Above I said a worker earns $100 a day. This is occasionally, but not very often true.

The money earned from a days work varies through $0 (ex Fire Brigade), $75 (ex Charity Center), $100 (Office Block) to $125 (ex Modelling Agency).

These are the “basic days pay” figures. However these can be changed considerably by 3 main factors.

Most important is happiness. 

	Mood
	Revenue Effect

	Ecstatic
	+25%

	Elated
	+25%

	Happy
	+10%

	Content
	-

	Sad
	-50%

	Angry
	-

	Furious
	-


It pays big time to keep your workers happy.

Building Modifiers – Some buildings (ex Town Hall) have the effect of increasing $ output of workplaces within the modifying buildings range of effect. Although in general it is only worth placing one of each type of these buildings due to other effects, you can place a number of these modifying buildings close together and “stack” the modifying effect where the various buildings ranges overlap. (see first screenshot) This can add a substantial amount to the earnings of a building.

Special building abilities – If certain conditions are met some buildings (ex Bureaucracy Office) have special actions which can also boost the $ output of workplaces.

If you add all these together you can increase the daily pay from $100 a day to nearly $150. If this could be applied to all our workers our daily income would change from $25000 (basic pay) to $37500 (with all bonuses). Because of the range of effect of the various buildings this can’t be achieved but the idea be used to your advantage where possible. 

Transport or the lack of it

While I was designing this city it was obvious very soon that the best transport option was walking. By keeping all my housing, workplaces and venues tightly together I completely removed all transport costs and have a far more compact design. Not exactly good city building but it works in this context.

With these basic ideas in mind this is the actual walkthrough.

Building the city

Power – Experience tells me I will need a total of about +1000. I will explain my ideas about power later. This means the only realistic option is going to be 2 Coal plants. No other option comes close for economic reasons. If the lights do start to go out I can just add a Trash Incinerator.

So I drop 2 coal stations on the island, no good reason except it’s out of the way and has no chance of passing on “negative happiness” to any close by homes. Just as some buildings can add to productivity others can reduce happiness effects in the same manner.

I start off placing my main modifier buildings to try and give me the best area of coverage. I want to get as many jobs as possible covered by all four buildings.
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You can see the coverage from the Elder council that shows the sort of coverage each building gives. Notice I have placed 2 textile factories and an Office Block on the very edge of the coverage which still gives them full benefit from all four buildings. A building does not have to be completely inside a coverage area to benefit.

.

Save file = MoneyBagsDemo1-Start.scs
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Notice how the income for the Office building has gone up $2000 a week due to the influence of the surrounding buildings. 

This means that the wages for each worker has gone up from $100 a day to $120 a day. 

With 20 workers that’s an extra $400 a day income. The same equation works for the Textile factories each with 20 workers so that’s an extra $1200 a day total extra income. Although you can’t cover all your work buildings with the full effect of all four buildings this sort of extra income can’t be ignored. Remember that this can go up by another 25% if we can keep people happy. 

The next Step is to place the bulk Spirituality buildings I need. I want to end up with about 330 workers. Hopefully enough to make $100,000 plus all my extra costs in four days. 

Charity Centers and Temperance Offices both give +8 Spirituality and are quite cheap so I am going use a combination of these.
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This gives me 155 usable Spirituality points equating to 155 Huts or 310 workers. The total population should be around 2480 sims. (155 Huts @ 16 sims per Hut)

I have also placed some Bobby boxes because I will be using a lot of these and it does mean you can get some income on the starting Sunday. It doesn’t always work but you can get up to $900 income on Sunday, day one if you are lucky. Only a very limited number of buildings work on a Sunday and thereby provide you with weekend income.

The gaps between the buildings are my transport system.

At this stage I have spent about $34,500 on jobs and power so now we need to layout the housing and venues to get a working city.

I know most of my housing will be required closest to the largest employees so looking at the above figure it will need to along the top edge. (Right hand side of below Fig)
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So this is now my starting position. Most of the housing has been laid out and some big venues (4 x Public Library and 2 x Botanic Gardens) placed. I have used the remainder of my money to place butchers shops as venues and to give me productivity points. You can use corner deli’s to do the same job at the same relative price but you lose out by one venue place for each 2 deli’s you place, we need as much happiness as possible. The fact that a lot of buildings are disabled due to lack of productivity will be put right at 09.00 when $2500 gets paid into the account from the achievement statues already placed in the original starting save.

Take the game off pause and go to 09.00 Sunday and as soon as the money is paid in pause again. Add the additional Butchers shops you need and if you get it right you won’t need the $X you get at 17.00  as I did here.
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At this point you can let it run through until the next batch of money arrives at 09.00 Monday morning.

Save file = MoneyBagsDemo2-Mo0900.scs
Pause the game as soon as the money arrives. At this point I have 176 workers and a total population of 764. This means that workers are arriving at a faster rate than the general population. If the “correct” proportion were followed of 16 population (one hut) providing 2 workers then I should only have about 96 workers. This is a very exploitable piece of knowledge but not in this particular walkthrough. (see additional comments later)

It does however mean I only have about 10 spare jobs.

Sims generally work for 6 hours a shift and all day workplaces are open between 08.00 and 17.00. This means that although sims will try and get to work for 08.00 they can arrive as late as 11.00 and still do a full day, hence getting paid. (All my venues and workplaces are “all day” buildings, the reason being economics. All day venues can still entertain workers after there shift but any half day buildings cannot be used by workers. This would require extra venues for workers. As we will cater for child safe venues a different way there is no need for any schools of similar half day venues. Again a simple “more bangs per $” decision)

So with two hours of possible workers arriving I decide to get a few more jobs out there so I can maximise Mondays earnings. 

I also need to start looking at getting the societal values sorted out.

I place a water treatment plant in the big bonus area and use the rest of my money placing additional bobby boxes. I also finish off placing the last few houses. This means I now have homes for 310 workers and 206 open jobs. I have $20 in the bank.

Nothing to do now except wait for the money at 14.00 when the first shift finishes. 

I pause the game at 15.00 with just under $11,000 in the bank.

Now I start to fill the gaps in and balance the societal values.

By 18.00, pausing and building as the money comes in the city looks like this
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As far as the societal values are concerned this is now a valid game.

I have placed 2 Fire analysis centers which use 44 knowledge points quite cheaply and adds 10 jobs. I have placed 3 Garage band buildings for +30 creative points and 16 more jobs. By taking the creative value above 59 the Candy Store is unlocked. This is a good all round building in that it’s cheap at $300, gives a big happiness boost (+5) and has quite a high capacity. Also what I have found to very important is that child safe entertainment is very important. Even kids can go rogue if they get bored.

I have added a bank in the big bonus area for 8 jobs and the rest of the prosperity required and then just to even things up I add 2 orchards to level up the prosperity. I also add 4 tree houses to help bring the creative total down and get 8 extra workers.

I have $68 in the bank, a population of 1943. I have 318 available workers and 297 available jobs. 

So all that needs doing now is to try and create some more jobs with my 09.00 Tuesday morning money.

The only other thing I check at this point is the Bureaucracy Office. If you open the properties card for the BO you will see the “Efficiency Section” at the bottom of the card. Hopefully the button should be live with a 10/10 reading next to the worker symbol. If so we can use this as an additional bonus on for the office buildings output.

Assuming the button is live let the game go forward until 06.00 on Tuesday morning. 

The overall city information screen shows I had $24,498 in income for the day 00.01 – 24.00 on Monday.

At 06.00, which is after the big mood change at 04.00 each morning I only have 6 sad workers. This is good and means I will be picking up big bonus’s for worker happiness.

Time to fire up the Efficiency Drive on the BO properties card. Open the card and click on the timer in the bottom right corner. This makes the cursor go “sparkly” and highlights the office building in green. (This is the only building in this city this bonus works with) click on the office to use the bonus. This changes the office income from $12,000 to $14,000 per week for 24 hours. This means your office workers are now going to be on $140 a day basic pay plus whatever happiness bonus they get. If we can get this to the +25% level our office workers will be on $175 for this shift. A big difference from the $100 a day basic pay.

The only other building bonus you can use is on the Office building properties card called Synergy. This has a “chance” of adding $2000 to your money.  If it comes available there is no hardship in using it but it might not do anything.

Now I unpause the game until 09.00 and the $2500 comes in.

I place more Bobby Boxes scattered round with all the money and end up with 314 jobs and 334 workers. So I need to fill 20 jobs as soon as the money comes in at 14.00. I have $68 in the bank.

Below shows the final configuration at 14.00 on Tuesday. No more building to do.
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Save file = MoneyBagsDemo3-Tu14.00.scs

Now all there is to do is let it run. Check the building bonus each day and see what happens.

Tuesday 23.59 - $31.924 in the bank and a total population of 2656

Wednesday 23.59 - $73.702 in the bank, that’s $41.778 for the day a good return on just 329 workers. Also I only have 6 content workers, all the rest are happier with 170 ecstatic, 110 elated and 48 happy. Even with the 04.00 mood change about to happen I am in good nick for big bonuses tomorrow.

I know I am going to get $2500 at 09.00 in the morning so I am looking for $25000 income tomorrow, should be achievable.

The $ just roll in at 14.00 and I pause the game at 14.00 as the $100000 is passed.
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And there we have it. All criteria filled at 14.00 on Thursday. Crucial to this result is the happiness of the workers, which as you can see, is quite good. 

Final Save file = MoneyBagsDemo4-Finish.scs

Other comments

Power

At the start of the city I placed 2 coal power plants for 1000 power. The power meter shows I have a surplus of 19. 

This is a very difficult thing to plan for unless you know exactly what buildings are going to be in your city. When I first planned out this layout I started out with 1 coal station and then added trash incinerators as needed. This gave me a good estimate, which means I can commit to my power requirements early and forget about them.

It is possible to predict your exact power requirements but at present I don’t have full figures for enough buildings to make it worth bothering with. Although not a problem in the above city this can influence your decisions. For example a Bobby Box uses 5 power. In the above city this means I am using 50 Bobby Boxes X 5 power = 250 total power requirement for 50 jobs. This is a very poor return. In more extreme layouts this will need serious consideration.

Immigration and worker numbers

The figures I quote here are my own observations that may be useful.

	Day and Time
	Available Homes
	Expected Workers 
	Delivered Workers
	Expected Total Population
	Actual

Total Population

	Sun 06.00
	115
	230
	0
	1840
	0

	Sun 07.00
	115
	230
	1
	1840
	0

	Sun 08.00
	115
	230
	3
	1840
	0

	Sun 09.00
	115
	230
	5
	1840
	18

	Sun 10.00
	115
	230
	7
	1840
	27

	Sun 11.00
	115
	230
	9
	1840
	47

	Sun 12.00
	115
	230
	11
	1840
	60

	Sun 13.00
	115
	230
	14
	1840
	72

	Sun 14.00
	115
	230
	17
	1840
	89

	Sun 15.00
	115
	230
	20
	1840
	98

	Sun 16.00
	115
	230
	23
	1840
	120

	Sun 17.00
	115
	230
	27
	1840
	142

	Sun 18.00
	115
	230
	31
	1840
	165

	Sun 19.00
	115
	230
	36
	1840
	176

	Sun 20.00
	115
	230
	41
	1840
	220

	Sun 21.00
	115
	230
	47
	1840
	273

	Sun 22.00
	115
	230
	53
	1840
	291

	Sun 23.00
	115
	230
	60
	1840
	327


	Day and Time
	Available Homes
	Wanted Workers 
	Delivered Workers
	Expected Total Population
	Actual

Total Population

	Mon 00.00
	115
	230
	67
	1840
	371

	Mon 01.00
	115
	230
	75
	1840
	401

	Mon 02.00
	115
	230
	84
	1840
	415

	Mon 03.00
	115
	230
	94
	1840
	445

	Mon 04.00
	115
	230
	105
	1840
	490

	Mon 05.00
	115
	230
	117
	1840
	511

	Mon 06.00
	115
	230
	130
	1840
	541

	Mon 07.00
	115
	230
	144
	1840
	758

	Mon 08.00
	115
	230
	160
	1840
	818

	Mon 09.00
	115
	230
	177
	1840
	981

	Mon 10.00
	115
	230
	196
	1840
	1132

	Mon 11.00
	115
	230
	217
	1840
	1239

	Mon 12.00
	115
	230
	230
	1840
	1334

	Mon 13.00
	115
	230
	230
	1840
	1407

	Mon 14.00
	115
	230
	230
	1840
	1470

	Mon 15.00
	115
	230
	230
	1840
	

	Mon 16.00
	115
	230
	230
	1840
	

	Mon 17.00
	115
	230
	230
	1840
	1800

	Mon 18.00
	115
	230
	230
	1840
	1840

	Mon 19.00
	115
	230
	230
	1840
	1840

	Mon 20.00
	115
	230
	230
	1840
	1840

	Mon 21.00
	115
	230
	230
	1840
	1840

	Mon 22.00
	115
	230
	230
	1840
	1840

	Mon 23.00
	115
	230
	230
	1840
	1840

	
	
	
	
	
	


	Day and Time
	Available Homes
	Wanted Workers 
	Delivered Workers
	Expected Total Population
	Actual

Total Population

	Tues 00.00
	115
	230
	230
	1840
	1840

	Tues 01.00
	115
	230
	230
	1840
	1840

	Tues 02.00
	115
	230
	230
	1840
	1840

	Tues 03.00
	115
	230
	230
	1840
	1840

	Tues 04.00
	115
	230
	230
	1840
	1840

	Tues 05.00
	211
	422
	254
	3376
	1840

	Tues 06.00
	211
	422
	281
	3376
	2013

	Tues 07.00
	211
	422
	311
	3376
	2043

	Tues 08.00
	211
	422
	344
	3376
	2095

	Tues 09.00
	211
	422
	380
	3376
	2342

	Tues 10.00
	211
	422
	419
	3376
	2574

	Tues 11.00
	211
	422
	422
	3376
	2663

	Tues 12.00
	211
	422
	422
	3376
	2668

	Tues 13.00
	211
	422
	422
	3376
	2981

	Tues 14.00
	211
	422
	422
	3376
	3063

	Tues 15.00
	211
	422
	422
	3376
	3153

	Tues 16.00
	211
	422
	422
	3376
	3197

	Tues 17.00
	211
	422
	422
	3376
	3208

	Tues 18.00
	211
	422
	422
	3376
	3376

	Tues 19.00
	211
	422
	422
	3376
	3376

	Tues 20.00
	211
	422
	422
	3376
	3376

	Tues 21.00
	211
	422
	422
	3376
	3376

	Tues 22.00
	211
	422
	422
	3376
	3376

	Tues 23.00
	211
	422
	422
	3376
	3376

	
	
	
	
	
	


	Day and Time
	Available Homes
	Wanted Workers 
	Delivered Workers
	Expected Total Population
	Actual

Total Population

	Wed 00.00
	211
	422
	422
	3376
	3376

	Wed 01.00
	211
	422
	422
	3376
	3376

	Wed 02.00
	211
	422
	422
	3376
	3376

	Wed 03.00
	211
	422
	422
	3376
	3376

	Wed 04.00
	211
	422
	422
	3376
	3376

	Wed 05.00
	235
	470
	466
	3760
	3170

	Wed 06.00
	235
	470
	470
	3760
	3378

	Wed 07.00
	235
	470
	3760
	3760
	3608

	Wed 08.00
	235
	470
	3760
	3760
	3702

	Wed 09.00
	235
	470
	3760
	3760
	3738

	Wed 10.00
	235
	470
	3760
	3760
	3751

	Wed 11.00
	235
	470
	3760
	3760
	3751


(Note these are not taken from the attached game files)

There are a few things of note here that could be useful in formulating strategy.

Worker availability: - As can be seen the arrival of workers follows an hourly sequence.

Assuming that there is housing available for workers then you can predict with reasonable accuracy how many workers will be available to work at any given time.

So what use is this information?.

It allows us to plan in better detail how to build our city.

By being able to predict how many workers will be available you can maximise your happiness and therefore you’re your $ making potential.

How does it work?

There are two daily landmarks we take into account. The 04.00 daily mood change when your sims suffer there daily depression hit and the 11.00 daily cut off time for sims to be able to do a full days work.

To keep this simple I am assuming each sim earns $100 per days work. 

The game starts at 06.00 on Sunday so our first landmark is 11.00 Sunday. The most workers I can have available is 9 (Delivered Workers Column above). Therefore it makes sense to have at least 9 jobs available that are 7 day a week jobs. The chances are you wont get the maximum possible earnings (9 x $100) because of the travel time to the actual jobs. In the example walkthrough above the Bobby boxes normally bring in $500 but occasionally bring in $700.

Now the idea is to get as many workers available as soon as possible to maximise our earning potential. However we also want to keep the overall population (and therefore the workers) as happy as possible. 

As the number of workers added each hour can be seen from the table above we can predict that if we take no action then at the Monday 11.00 work day cut off time we will have a maximum of 217 workers available. So to make full use of my workers I should have at least 217 jobs available at 11.00 Monday. For the same reasons as above we wont get the full $21,700 earning but it should be $20,000 at least. As you will need this money for building it pays to maximise it. However every job over 217 is a bad thing. Because I am trying to gain every possible $ I will be trying to make the most of building actions which can add to my earnings. Most of these are made available by certain numbers of visits by workers. (Other criteria may also apply). If my workers have a choice of jobs then they may choose not to go into a job where I need them to activate the building function. This could cost me serious money so why take the risk?.

So at Monday 11.00 I have my 217 workers but I only have 1239 sims out of an expected population of 1840 so sims are still arriving. I can use this to advantage by supplying as many venues as possible early in the game and really trying to push the happiness of these first sims. These are the sims that will be taking the sad pill at 04.00 so if they can build up happiness now while the population is low they have a better chance of surviving 04.00 and coming out no worse than “content”. Any worse than this and they will have a big drop in earnings tomorrow and this is about half my total workforce.

So as soon as money starts to come in at 14.00 on Monday I start to place the rest of my city starting with any venues first and then the rest of my jobs. I do not place any housing at this point.

My city is now complete except for housing so I now know how many more workers I will need. In the above example I have settled on a total of 422 jobs. I let the game run to the 04.00 Tuesday mood change and once that’s happened lay down the rest of my housing. 

By the 11.00 worker deadline I have all my required workers (an extra 205 workers in 6 hours as opposed to 11 workers in the first 6 hours). As these haven’t been affected by a mood change they will all be earning $100 today minimum. 

The total population is still lagging behind which is good as it is maximising the early arrivals chances of visiting a venue before everybody arrives.

The full population has arrived by 18.00 Tuesday. 

The extra little worker bump at 05.00 Wednesday follows the same idea. The sharp eyed will notice an overall population drop at this time. I have no idea what caused this but suspect it could be due to me placing a building that takes one of the societal values out of range and effectively evicts some of my population. 

Of course if you want more workers you can add housing before the 04.00 deadline but have to expect that this will have a happiness hit. The point being only add the minimum you need up to 04.00 to allow you to place the majority after 04.00 and still have all your required workers by 11.00. 

The whole idea is simply to maximise earnings while having the minimum happiness overheads.

Considering that it is possible, as noted above, to increase earnings by up to (realistically) $140 a day the difference between 100 content workers (100 x $100 = $10,000 a day) and 100 Elated workers (100 x $140 = $14,000 a day) is the difference between finishing the game in 4 days or 3 days.

It is very important to note that the above figures are based on a housing stock of nothing except huts. Confirmation would be greatly appreciated is somebody could verify the “number of workers available” with other types of housing. I expect the total population numbers to vary considerably but from my limited experiments I think the available worker figures will hold up.

Improvements.

This walkthrough is not the best time that can be achieved by a long way. However because of the way that money is paid out at regular times means there are a limited number of finish times. Prior to Thursday 14.00 the next earliest time is 09.00 on Thursday. However you would need to have at least $97,500 in the bank.

Prior to this is 17.00 on Wednesday which will mean you will have to add another $25,000 earnings over Monday, Tuesday and Wednesday. This can be done and no doubt other far different solutions will also be able to achieve a better finish time.

However I like this solution as quite an elegant and easily reproducible answer to the problem that is Money Bags.

My thanks to Araman / Arkwright2 and juliaset for an excellent first SCS contest. 

