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Playing Zoo Tycoon
When you first start Zoo Tycoon, you’re given a tutorial to fol-

low. After you complete the first tutorial, or after you exit it

on your own, you will be given the following options at the

Main menu.

PPllaayy  SScceennaarriioo  GGaammee Begin playing scenarios—win-or-lose games
with predetermined goals. 

PPllaayy  FFrreeeeffoorrmm  GGaammee Let your imagination run wild—the only
way to lose is to run out of money. 

LLooaadd  SSaavveedd  GGaammee Load a Zoo Tycoon game you’ve saved earlier
or downloaded from the Internet. 

CCoonnttiinnuuee  SSaavveedd  GGaammee Return to the game you last played. 

Freeform Game Zoo Maps

If you’re new to Zoo Tycoon, choose a small zoo because it will
be easier to manage. You can preset how much money your zoo
will have before you start playing. The less money you have when
the game starts, the more challenging the game will be.
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Getting Started
Welcome to Zoo Tycoon™. You can now build your ultimate zoo!

Stock it with all kinds of exotic animals, put in tons of objects,

and include all sorts of attractions to attract more guests as

you build your perfect zoo.

To install Zoo Tycoon
1 Insert the Zoo Tycoon disc into your CD-ROM drive.

2 Drag the Zoo Tycoon icon to your Hard drive.
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Construction

Building a good exhibit means giving the animals adequate
space, allowing guests to see the animals clearly, stocking the
exhibit with the right foliage and terrain features, and making
sure that zookeepers have easy access to the animals. Clicking
the CCoonnssttrruuccttiioonn button opens a panel containing a set of zoo
tools that allows you to do all of these activities.
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Using the Zoo Tools
Design exhibits that keep the animals happy. A well-cared-for

animal is more likely to frolic and generally seems “happier” to

guests. Guests will stay longer in your zoo if they see playful

animals in attractive exhibits. This means more money for your

zoo because guests buy more food, beverages, and gifts the longer

they stay in the zoo. More money allows you to build bigger and

better exhibits and to stock them with more exotic animals.

A good zoo manager:
• Constructs exciting exhibits.
• Makes animals and guests happy.
• Manages funds effectively.
• Hires hardworking staff members.
• Oversees research and conservation programs.
• Makes the zoo beautiful.

The zoo tools help you perform all 
of these tasks. The Zoo Tycoon 
interface has four large buttons, 
located along the upper-left side 
of the screen. You will use these 
buttons in building your zoo. 
Names and descriptions of each 
button follow.
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Hold Control &
the Mouse
Button to des-
elect any tool
you’ve chosen.

Construction
button

Fences tab

Zoo Paths tab

Foliage tab

Rocks tab

Terrain Type tab

Terrain Height tab

Manual Gate
Placement
button

Undo Previous
Action button
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Exhibit Space

Most animals are happier with larger
exhibits, but large exhibits are expensive to
build. You must judge for yourself 
how much space is adequate to keep the
animal from becoming unhappy. You can
start with a small exhibit and then make 
it larger by adding additional fence segments later.

Some animals require more space than others, with cheetahs
requiring the most space and chimpanzees, gazelles, and wilde-
beests requiring the least.

Exhibit Gates

The exhibit gate is used by zookeepers to enter exhibits so they
can care for the animals. You can get information about the
exhibit by clicking the gate, which produces the Exhibit List
panel (see page 30). The game automatically puts a gate in the
exhibit’s fence, or you can place it yourself.

To place a gate in a new location 

• Click the MMaannuuaall  GGaattee  PPllaacceemmeenntt button, and then 
click the segment of fence where you want the gate 
to be located.

The closer exhibit gates are to each other, the more efficient the
zookeepers will be in tending to the animals. Don’t block the
exhibit gate with objects; zookeepers need to easily get in and
out of the exhibit. 
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Fences Tab

Fences define the boundary of 
an exhibit. The fence must fully
enclose an area in order for the
exhibit to house animals. The outside
back cover of this manual contains
instructions for building a fence. 

Guests prefer a fence that gives them
an unobstructed view of the animals in the exhibit, as well as
one that allows them to feel close to the animals. Some animals,
however, like the privacy that a solid fence provides. You will have
to decide which fence type is best for each exhibit and animal.

As exhibit fences age, they wear out and must be replaced to pre-
vent animals from escaping. Maintenance workers repair fences,
or you can replace them yourself.

Fence Types

You can choose to build tall or short
fences. Tall fences keep big animals
from escaping but are harder to see
past than short fences. Short fences
won’t restrain big animals, but
they’re easier to see past. Short
fences will not hold back animals
that can climb or jump.

Exhibit fences are used to contain animals. You can also build 
decorative fences that will beautify your zoo.

6

Everything
placed within

the fence
becomes a part

of the exhibit. 

Some animals can
escape over certain

types of fences.
You may need to

build natural
obstacles, such as

moats, to keep
animals in their

exhibits.

Six fence 
segments per
side is a good
start for a basic

exhibit.
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Foliage Tab

Clicking the FFoolliiaaggee tab gives you
access to a variety of trees and bushes
that are important to the happiness of
the zoo animals. Check the selected
plant’s habitat and location information
(located at the bottom of the Foliage
panel) to make sure an animal will like
the foliage in its exhibit.

Topiary
Topiary (plants shaped to look like ani-
mals) is expensive but worth it if you’re
interested in beautifying your zoo.

Flowerbeds

Colorful flowerbeds add to the beauty of
your zoo and please guests.

Rocks Tab

Some animals enjoy climbing on rocks. If an animal likes rocks but
doesn’t find any—or enough—in its exhibit, it may not like the
exhibit and become unhappy. Note that both foliage and rocks can
be placed in an exhibit for animals—but foliage and rocks can also
be placed around the zoo grounds to beautify them.
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Zoo Paths Tab

Guests will become lost if they don’t have paths to follow. 
Staff members don’t need paths. 

To build a path
11 Click the Zoo Paths tab, and then click the type of path 

you want.
22 Move the cursor to the area of the zoo where you want the 

path to start, click and drag the cursor to build a section of 
path, and then release the mouse button to end the path. 

If you’re not satisfied with the path you’ve built, you can remove
it by clicking the UUnnddoo  PPrreevviioouuss  AAccttiioonn button.
Paths will connect with each other as long as the terrain 
is flat or slopes gently. If it doesn’t, you may be left with 
a broken path (see illustration below). If there are sharp inclines
or cliffs, smooth the terrain with the terrain leveling tools 
(see page 13).
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Broken path

Don’t put a tree next
to a fence if you

have animals
that can climb—

they’ll use the
tree to escape!

Try not to place trees in
front of areas where

guests are likely
to stop to view

the animals. If
guests can’t see the

animals, the guests
will become unhappy.  
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Terrain Type Tab

Choose this tab to convert the existing 
surface type into the kind the animal
prefers. (See page 15 to learn how to 
determine what the animal likes.)

To change terrain type

1 At the top of the Terrain Type panel, select the size of your 
tool by clicking the IInnccrreeaassee  TTooooll  SSiizzee  ((++)) button to increase 
its size or the DDeeccrreeaassee  TTooooll  SSiizzee  ((––)) button to decrease 
its size.

2 Click the type of terrain you want to use.
3 Place the cursor over the area you want to change, and then 

click and drag the cursor to modify the terrain.
4 Click the AAcccceepptt  TTeerrrraaiinn  CChhaannggeess button to make the change 

permanent, or click the UUnnddoo  TTeerrrraaiinn  CChhaannggeess button to 
start over.

As you convert terrain, a cost appears in the lower portion 
of the Terrain Type panel. This is a running total and you are not
charged this amount until you click the AAcccceepptt  TTeerrrraaiinn  CChhaannggeess
button, deselect the terrain tool, switch to a new tab, or close
the Construction panel.

As time passes, the animals will wear away the surface terrain in
their exhibit, and you will have to replace it.
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Modifying the Zoo Terrain
Animals are happy when their exhibit matches their natural 
habitat. You can change the exhibit’s surface or elevation by
clicking the CCoonnssttrruuccttiioonn button, and then clicking either the
TTeerrrraaiinn  TTyyppee or TTeerrrraaiinn  HHeeiigghhtt tab.
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Construction
button

Decrease Tool
Size button

Change Terrain
Height tools

Undo Terrain
Changes button

Increase Tool
Size button

Terrain Type
tab
Terrain Height
tab

Terrain is changed 
by applying 
a “terrain 

tool” to the
landscape of

your zoo.
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Note that a grid appears when you click this tab. The grid will
help you plan your changes.

To alter terrain height
1 At the top of the Terrain Height panel, select the size 

of your tool. The tool can be as small as 1 square by 1 
square, or as large as 5 squares by 5 squares.

2 Select the tool appropriate for the kind of change you want 
to make. The tools are described on page 12.

3 Place the cursor over the area you want to change, and then 
click and drag the cursor horizontally across the area to level 
the terrain or upward to raise the height or downward to 
lower it, depending on the tool you’ve selected.

If you’re not happy with the changes you’ve made, click the 
UUnnddoo  TTeerrrraaiinn  CChhaannggeess button, which will erase your changes, 
leaving your zoo unaffected; otherwise, click the AAcccceepptt  TTeerrrraaiinn
CChhaannggeess button. 

Note that you cannot undo a terrain change after you switch to
another tool or deselect the TTeerrrraaiinn  HHeeiigghhtt tab.
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Terrain Height Tab

This tab contains options that allow you
to build hills, valleys, cliffs, and moats.
Some animals, like the markhor, like lots
of elevation in their exhibit. The 
tool functions much the same 
as the Change Terrain Type tool.

Change Terrain Height Tools
• The upper-left tool creates gradual changes in terrain height,

producing hills and valleys. 
• The upper-right tool creates abrupt changes in terrain 

height, producing cliffs and moats. 
• The lower-left tool levels gentle terrain by leveling hills 

or by filling valleys.
• The lower-right tool levels steep terrain by leveling cliffs 

or by filling moats.

12

Use a small shovel
when making

changes—it’s 
easier to control

your changes 

Create gradual
hills/valleys

Level hills/valleys

Create sheer
cliffs/moats

Level cliffs/moats
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When you select an animal in the Animals
Available panel, a brief summary—the
animal’s cost to adopt, the geographical
location in which it is naturally found, 
its habitat, and the kinds of exhibit 
features it prefers—appears at the 
bottom of the panel. 

For additional information about that animal, 
click the AAnniimmaall  FFaaccttss  bbuuttttoonn.

Animal Facts Panel

This panel contains a large image of the animal you’ve selected,
as well as detailed information about the animal, including what
it likes in its exhibit and its behavior in captivity.
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Adopt Animals

After you’ve built an exhibit, it’s time to adopt animals to place
in it. There is a wide variety of animals to choose from, ranging
from less expensive, commonly available animals to expensive,
rare animals. More animals will become available as you fund
research and conservation programs (see page 23).

Clicking the AAddoopptt  AAnniimmaallss button opens the Animals 
Available panel.

14

Adopt Animals
button

Adopt Male
Animals button

Animal location

Animal Shelters tab

Animal Toys tab

Adopt Female
Animals button
Animal Facts
button

Preferred
Terrain
Preferred
Foliage

Put male and female 
animals in the 

same exhibit to
increase the

chance of 
baby animals 
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Placement of Objects in Exhibits

When you place objects, such as a shelter, foliage, rocks, or 
animal toys, in an exhibit, you can choose which direction
they face.

To place objects in an exhibit
1 Click the object you want to place, and then move the cursor

to the area of the exhibit where you want the object to 
be placed. 

If you want the object to face a different direction, click 
one of the Rotate Object buttons to turn the object around. 
(Note: The image of the object will rotate in the panel, not 
on the gameplay screen, and you must rotate the object 
before you place it.)

2 Click to place the object. If you’re not happy with its 
placement, click the UUnnddoo  PPrreevviioouuss  AAccttiioonn button, and 
then place the object again.

When you place an object in an exhibit, a green happy face or a
red sad face may appear. A sad face means placing the object
makes the animal unhappy. A happy face means it makes the 
animal happy. If neither face appears, it means the animal feels
neutral about the object.
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Animal Shelters Tab

Some animals like to have their own house within their exhibit.
They may become too excited by the crowds or need a quiet place
to sleep.

The Animal Information panel (see page 32) provides details
about each animal, including whether it requires a separate shel-
ter, as well as the kind of shelter it prefers.
Not all types of shelters are available at the beginning of 
the game. As your zoo funds research, better shelters will become
available.

Animal Toys Tab

Click this tab to see the toys you can place in exhibits. Some
animals love toys (monkeys love monkey bars, for example). More
toys become available through research programs (see page 23).
Toys increase animal happiness.

16

Rotate object 
counter-clockwise

Rotate object 
clockwise
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Zoo Buildings Tab

All zoo buildings generate income, except
restrooms, which keep guests happy, and
the Duck Pond, Petting Zoo, and Japanese
Garden, which attract guests. Not all
buildings are available at the start of the
game. By funding research projects, you
can add more buildings to your zoo.

After you place a building, click it to display its Building
Information panel. If the building sells anything, the items it
sells will be pictured on the bottom of the panel. Click the up or
down arrow to change the price charged for these items. Or click
the green dollar symbol to sell the building and remove it from
the zoo. In addition, the panel may contain the following 
informational tabs.

Status Shows how many visitors or customers have 
visited the building. 

Finance Presents the zoo’s financial information by last 
month, current month, and total. 

Change Color Provides optional colors for the building’s roof.
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Buy Structures

Click the BBuuyy  SSttrruuccttuurreess button to open the
Structures panel, which has two tabs: Zoo Buildings and 
Zoo Scenery. Use these tabs to place buildings and to 
beautify your zoo.
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Zoo Buildings 
tab
Zoo Buildings 
tab

Rotate object
clockwise

Rotate object
counter-

clockwise

Buy
Structures

button

The compost heap
doesn’t attract
guests, but it
does generate
income for the
zoo.

Sell Building 
button

Status tab

Finance tab

Change Color
tabItems Sold
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Hire Staff

As zoo manager, you’ll oversee the work of three types of
employees: zookeepers, tour guides, and maintenance workers.

To hire staff

1 Click the HHiirree  SSttaaffff button, and 
then click the staff member you 
want to hire.

2 Move the cursor to the area where 
you want the staff member to 
begin working, and then click 
to place the staff member.

Click the IInnffoorrmmaattiioonn button to display the Staff Facts panel,
which provides specific information about each worker’s duties.

Zookeepers Feed, heal, and clean up after the animals. They
have the highest salaries, so don’t hire too many too quickly.
Tour Guides Share information about the zoo with guests.
Maintenance Workers Repair exhibit fences, pick up trash, and
clean up after animals.
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To change a building’s roof color

1 Click the building to access its information panel.
2 Click the CChhaannggee  CCoolloorr tab, and then click the colored 

square to display the colors that can be substituted for 
the current roof color.

3 Click any of the new colors shown to change the roof’s 
color. (Note: The color doesn’t change until you close 
the Building Information panel.)

Zoo Scenery Tab

An inviting zoo environment, complete with extras, keeps
guests happy.

Bench Conveniently located benches allow tired and unhappy
guests to sit and relax. As they relax, their energy replenishes,
thereby encouraging them to continue walking around your 
zoo—and to spend more money buying food and gifts and 
visiting attractions.

Exhibit Sign Signs beautify the zoo and educate guests 
about exhibits.

Picnic Table Without picnic tables, guests have to stand to eat,
which makes them unhappy.
Trash Can Conveniently placed trash cans help keep zoo paths
clean. Without trash cans, guests throw trash on the ground.
Trash cans are emptied by maintenance workers.
Observation Areas These additions help beautify your zoo.

20

How well a zookeeper
performs

depends on the
number of 

animals-not the
number of exhibits.
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Research and Conservation Tab

If you’re playing a freeform game, your
zoo will begin with simple technology
and limited availability of animals. By
researching the latest in zoo methods,
your zoo can use advanced features and
adopt rare and endangered animals—
thereby attracting more guests.

The panel’s three tabs display information about the current 
conservation and research programs. The project’s title, an 
image representing it, and the estimated time to complete it 
are displayed for each program. The more funding you give to 
a program, the quicker it will be completed.

Scenario Information Tab

If you’re playing a scenario, the background and goals of the
scenario are displayed here. (Note: This tab is only available
when you’re playing a scenario.)
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Managing Your Zoo
Manage your zoo by using the tabs along the lower-left edge 
of the gameplay screen.

Undo Previous Action Button

Click this tab to take back the last object you placed.

Clear Objects Tab

Choose this tab to clear any object
from your zoo (except for animals,
guests, or staff). Note that clearing
an object this way sells the object.
You get back part of the money you
spent on the object.

To clear an object
11 Click the CClleeaarr  OObbjjeeccttss tab, and then place the cursor over 

the object you want to clear. 
22 Click to clear the object.

Message List Tab

This tab lists the on-screen messages that have been generated
about your zoo. Click it once to display the list of messages; 
click it again to hide the list.
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To clear multiple 
items, draw a box 

with the cursor—all
the zoo objects
inside the box

will be deleted
when you release
the mouse button.

Zoo funding
begins at “zero,”
which means that

you must increase
the funding to get

great stuff. 
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Map

In the lower-left corner of the screen, you will see a green, 
diamond-shaped area. This represents a minimap of the zoo. 
The white square represents what is on the gameplay screen at
the moment. Click the minimap to move to any place in your 
zoo. Zoom in or out by clicking the ZZoooomm  IInn  ((++)) or ZZoooomm  OOuutt  ((––))
button. Change your perspective on the zoo by clicking the
RRoottaattee  CClloocckkwwiissee or RRoottaattee  CCoouunntteerr--CClloocckkwwiissee arrow.

Click the CCaammeerraa button to take a snapshot of your zoo that 
you can then share with other players. The image is saved in 
a screenshots directory in the Zoo Tycoon folder.
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Game Options Tab

Clicking this opens a panel containing the following tabs.

File Options Loads a previously saved game, saves a game in
progress, returns to the main menu, or exits Zoo Tycoon.
Sound & Video Controls the sound volume, screen size, and
video resolution.
Help Options Displays long or short tool tips 
(text that appears when your cursor hovers over an item). 
Long tool tips are on by default. 
About Displays information about your copy of Zoo Tycoon.
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File Options tab

Sound & Video tab

Help Options tab

Game Options
tab

About tab

Zoom
buttons

Zoom
buttons Minimap

Camera
buttons
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Zoo Status Button

Clicking this button opens a panel that contains the 
following tabs: Zoo Information, Income/Expenses, 
Zoo Graphs, and Zoo Awards.

Zoo Information Tab

This tab shows the admission 
price and the number of animals, 
exhibits, attractions, guests, staff, and
zoo benefactors. It also allows you to
rename your zoo.

Zoo Marketing
Click the IInnccrreeaassee  MMaarrkkeettiinngg  FFuunnddiinngg  ((++)) or DDeeccrreeaassee  MMaarrkkeettiinngg
FFuunnddiinngg  ((––)) button to change the amount of money your zoo
spends on marketing activities, which will increase the number of
guests coming to the zoo.

Income/Expenses Tab
This tab shows a list of the zoo’s income, expenses, 
cash on hand, and total financial value.
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Accessing Information 
About Your Zoo
The buttons and bars  along the bottom of the screen help you

monitor your zoo.

Pause/Resume Game Button
Click this button to pause Zoo 
Tycoon; click it again to resume 
your game. You can also press the 
SPACEBAR to pause the game.

Current Date Bar
This shows how much time has 
passed since your zoo started. 
It begins counting at January, 
Year 1.

Available Cash Bar
This shows how much money you have available to spend on
improvements to the zoo.
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Pause/Resume
game

Available
Cash

Current
Date

Zoo
Status

Animal
List

Guest 
List

Staff 
List

Exhibit
List

When the game is
paused, animals
won’t provide

feedback when
you place objects

in their exhibits

Use this panel
to change the

admission price at
your zoo.
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To sort the list of animals
• Click a filter button to display a list of animals that 

matches the filter. 

Animal Happiness Bar

This bar, located to the right of the AAnniimmaall  LLiisstt  button, indicates
the average happiness of all of the animals. It measures the 
animals’ satisfaction with their exhibits, how well they’re fed,
their health, and other factors. The longer the bar, the happier
the animals are in the zoo.

Guest List Button

Clicking this button opens a panel listing all the guests in
your zoo. To sort the guests, follow the same procedure as for 
the animal list to apply one of the following filters: all guests, 
thirsty guests, guests looking for a restroom, angry guests, 
hungry guests, or guests who are tired (low on energy).
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Zoo Graphs Tab

Click this tab to display the following
useful information about your zoo.

RRaattiinngg  oovveerr  TTiimmee Shows your zoo’s 
rating over the past several months. Your
zoo earns a higher rating if you have lots
of happy animals and guests. 

ZZoooo  DDoonnaattiioonnss Lists how much money has been donated. 
ZZoooo  PPrrooffiitt Shows how much money the zoo is earning. 
ZZoooo  AAtttteennddaannccee Shows the number of admissions during 
the past few months.

You can also change each topic’s format by clicking the 
LLiinnee  GGrraapphh or BBaarr  GGrraapphh button on this tab.

Zoo Awards Tab

The awards your zoo has won are displayed here. 
Awards are only given in freeform games.

Animal List Button

Clicking this button reveals a list of the animals currently on
exhibit in your zoo. To sort the animals, you can apply one of
several different filters: all animals, sick animals, animals that 
are unhappy with their exhibit, angry animals, hungry animals, 
or escaped animals.

28

Keep an eye on the
zoo rating graph.
It’s important for

many scenarios and
is a good overall
indicator of how

you’re doing.
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Exhibit Information Tab

This tab contains information 
about the zoo’s status.

PPooppuullaarriittyy  RRaattiinngg 1–5 stars—
more stars means more popularity. 

DDoonnaattiioonnss Donations during the 
last month and in the current 
month, as well as total donated. 

UUppkkeeeepp Amount spent last month 
and in the current month, as well 
as total spent. 

CCoonnssttrruucctteedd When the exhibit was constructed. 

ZZooookkeeeeppeerr Whether a zookeeper is assigned to the exhibit.

Animals Tab 

This tab shows all the animals in the exhibit. 

Thoughts Tab 

This tab lists guests’ thoughts about the exhibit.

Staff List Button

Clicking this button displays a panel listing all staff members in
the zoo. To sort the staff members, apply one of the following 
filters: all staff, unassigned staff members, assigned staff 
members, zookeepers, maintenance workers, or tour guides.
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Guest Happiness Bar

This bar, located to the right of the GGuueesstt  LLiisstt button, 
measures the average happiness of all the guests, based 
on their energy level and how well their needs for a 
restroom, food, and drinks are being met.

If the bar is yellow, it means the guests are unhappy. 
If it turns red, it means the guests are angry.

Exhibit List Button

Click this button to show information about any 
exhibit. You can choose from a list of all exhibits 
in the zoo.

The fence icon depicts the condition of the exhibit’s fence. If the
icon is green, the fence is in good condition. If it’s yellow, the
fence is in bad condition. If it’s red, at least one segment has
been worn away or trampled.

30

Damaged
fence
Fence 

in good
condition

You can rename an
exhibit by clicking
the exhibit name at
the top of the panel,
and then typing a new
name over the old one.
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Thoughts Tab

This tab lists guests’ thoughts about the animal.

In addition, you can click these buttons to perform the 
following activities.

TTrraacckk  AAnniimmaall Track the selected animal’s movements. 
Click the button again to stop tracking.

AAnniimmaall  NNaammee Give the animal a new name.

MMoovvee  AAnniimmaall Move the selected animal to a new location. You
cannot place an animal outside an exhibit. You can also double-
click an animal to pick it up.

EExxhhiibbiitt  IInnffoorrmmaattiioonn  Display the same information as the Exhibit
List button on the bottom of the screen.

SSeellll  AAnniimmaall  Sell the selected animal. Unhappy animals earn less
money when they’re sold.

ZZooookkeeeeppeerr  RReeccoommmmeennddaattiioonnss Display recommendations from the
zookeeper for improving exhibits.
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Animal, Guest, and Staff
Information Panels
When you click an animal, guest, or staff member, a panel

appears that contains a variety of information about the

selected animal or person. Much of this information can also 

be found when you click the Animal List, Guest List, or Staff

List button along the bottom of the screen.

Animal Information Panel

Clicking an individual animal displays the Animal 
Information panel, which has three tabs that show a 
variety of information about the animal.

Status Tab

This tab measures four areas of animal satisfaction: happiness,
hunger, health, and exhibit suitability.

General Tab

This tab gives the animal’s gender and how long it has been since
it ate and slept.
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General Tab
This tab displays the length of time the guest has 
spent in the zoo, the guest’s favorite animal, and 
what the guest is carrying.

Thoughts Tab

This tab displays the guest’s thoughts. Use this information to
see what you need to provide your guests.

Staff Information Panel

Clicking an individual staff member displays the Staff Information
panel, which has two tabs for managing the staff member’s work.

Staff Status Tab

This tab displays the following information: monthly salary, 
current duty, and what training has been completed through
research and conservation programs.

A
n

im
al

s,
 G

u
es

ts
, a

n
d

 S
ta

ff

35

Guest Information Panel
Clicking an individual guest displays the Guest Information panel,
which has three tabs that show a variety of information about
the guest. You can track the guest’s movements by clicking the
TTrraacckk  GGuueesstt button or rename the guest by typing a new name in
the GGuueesstt  NNaammee area.

Status Tab

This tab displays an array of 
meters showing the guest’s 
satisfaction level. The longer 
the bar, the better the guest 
feels. Five areas of guest 
satisfaction are measured: 
happiness, drink needs, food 
needs, restroom needs, and 
energy. It’s important for a 
guest’s satisfaction to keep all 
of these bars as full as you can.
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Technical Support
You should read through the manual and the Readme file on the
CD before contacting Aspyr.

Please ensure that your computer meets the minimum system
requirements that are listed on the bottom of the box. Our Technical
Support representatives will not be able to help customers whose
computers do not meet these requirements. So that we can better
help you, please have the following information ready:

• Complete product title
• Exact error message reported (if any) 
• A brief description of the problem
• Your computer's processor type and speed
• Amount of RAM
• Make and model of your video card
• Speed of your CD-ROM or DVD-ROM
• Operating System

NOTE: PLEASE DO NOT CONTACT TECHNICAL SUPPORT FOR
HINTS/CODES/CHEATS; ONLY TECHNICAL ISSUES.

Internet:

http://www.aspyr.com/support. 

Our support section of the Web has the most up-to-date informa-
tion available, including patches that can be downloaded free of
charge. By selecting the game you are inquiring about, you can
view the Top Solutions for the game to date.
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Job Assignment Tab

You can use this tab to add or subtract assignments. 
In addition, clicking the following buttons enables you 
to perform these activities.

TTrraacckk  SSttaaffff  MMeemmbbeerr Track the selected staff member’s 
movements. Click the button again to stop tracking.

SSttaaffff  MMeemmbbeerr  NNaammee  Give the staff member a new name.

MMoovvee  SSttaaffff  MMeemmbbeerr Move the selected staff member to 
a new location. You can also double-click staff members 
to move them.

FFiirree  SSttaaffff  MMeemmbbeerr Fire a staff member who is no 
longer wanted.

AAdddd  EExxhhiibbiittss  ttoo  SScchheedduullee Add exhibits to the 
worker’s schedule.

To add exhibits to a worker’s schedule
• Click the AAdddd  EExxhhiibbiittss  ttoo  SScchheedduullee button, and then 
• Select the exhibit you want to add to the worker’s schedule.

Staff members will care only for the exhibits on their assignment
lists and will ignore all other exhibits. If you want your staff
members to care for all exhibits, do not assign any specific
exhibit to them and they will share their time among all exhibits.
Zookeepers assigned to specific exhibits, however, become better
at treating the animals in those exhibits. You cannot assign
maintenance workers to specific tasks.
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Software License 
agreement/Warranty
PLEASE READ THIS LICENSE CAREFULLY BEFORE INSTALLING 
OR USING THIS SOFTWARE. BY USING THE SOFTWARE, YOU ARE
AGREEING TO BE BOUND BY THE TERMS OF THIS LICENSE. IF YOU DO
NOT AGREE TO THE TERMS OF THIS LICENSE, DO NOT INSTALL OR USE
THE SOFTWARE, DELETE THE SOFTWARE AND ALL RELATED FILES
FROM YOUR COMPUTER, AND PROMPTLY RETURN THIS PACKAGE AND
ITS CONTENTS TO THE PLACE OF PURCHASE FOR A REFUND.

Aspyr Media warrants the original purchaser that this disc is free
from defects and materials and workmanship for a period of ninety
(90) days from the date of purchase. Aspyr Media will, at its option,
repair or replace this disc, free of charge, postage paid with proof
of date of purchase, at its offices.

This software and disc is sold “as is” without further warranty,
express or implied. Aspyr Media specifically disclaims any implied
warranties of merchantability and fitness for particular purpose. In
no event will Aspyr Media or its licensors be liable for any damages,
including but not limited to any loss profits, lost savings or any
incidental or consequential damages, whether resulting from
impaired or lost data, software or computer failure or any other
cause, even if Aspyr Media is advised of the possibility of such
damages, or for any other claim by a user of Aspyr Media software.
Some states do not allow the exclusion or limitation of liability for
consequential or incidental damages, so the above limitations
and/or exclusions of liability may not apply to you. You may have
other rights which vary from state to state.

Aspyr Media, Inc., P.O. Box 5861 
Austin, Texas 78763
Phone:(512)708-8100
Fax:(512)708-9595
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One of the best ways for you to help us is through the use of our
ONLINE SUPPORT FORM, which is a link available on our Web site's
Support Page.

Email:

support@aspyr.com

You can also email our Technical Support representatives directly at
the email address provided above. Please ensure that you include
all of the bulleted information asked above for the computer you
are running the program from. A response may take anywhere from
24-72 hours, depending on the volume of messages we receive and
the nature of your problem. During the first few weeks of a game
release and during the holiday season the response time may take
a little longer.

Phone:

(512) 708.8100
(512) 708.9595 fax

Contact a Technical Support Representative at the number 
provided above, between the hours of 9:00AM and 6:00PM (Central
Standard Time), Monday through Friday, except holidays. When 
calling, please make sure you are in front of your computer with
the power on and have all the bulleted information asked above.

REACH ASPYR BY MAIL

Aspyr Media, Inc. 
Aspyr Technical Support
P.O. Box 5861
Austin, Texas 78763
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