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Welcome,	Manager	!	
This handbook explains the world of Tower 48 as your tenants, 
workers and visitors experience it. Behind the screen the Spectrum 
is counting rooms, traffic, demand and reputation. In the tower 
itself, these numbers become crowds in the lobby, busy offices, 
tired lift passengers, rent pressure, service complaints and 
rumours about your building spreading through the city. 

	

	

	

Tower	48	is	a	compact	Sinclair	ZX	Spectrum	48K	management	game.		

It	 does	not	 try	 to	 simulate	 every	pipe,	 desk	 and	 tenant.	 Instead,	 it	 gives	 you	 the	 important	
pressures:	money,	access,	traffic,	demand,	services,	satisfaction	and	reputation.		

Your	job	is	to	read	the	signs	and	build	a	tower	that	can	survive	more	than	a	few	good	months.	
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I. The	Idea	of	the	Game	
Tower	48	is	about	managing	a	skyscraper	with	your	own	uniquely	placed	and	balanced	rooms.	
Every	room	you	build	invites	new	problems	as	well	as	new	income.	Apartments	bring	residents.	
Offices	bring	workers.	 Shops	 and	 restaurants	 attract	 visitors.	 Elevators	move	 them	around.	
Lobbies	 absorb	 some	 of	 their	 waiting	 frustration.	 Services	 keep	 the	 whole	 machine	 from	
becoming	unpleasant.	

A	weak	tower	may	earn	money	for	a	while,	but	eventually	the	people	inside	it	start	to	tell	you	
what	is	wrong.	They	wait	too	long,	complain	about	access,	worry	about	security,	notice	broken	
systems	or	stop	paying	high	rent	when	the	market	is	full.	A	good	manager	does	not	only	build.	
A	good	manager	listens.	
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Your	Basic	Goal	

There	 is	no	single	magic	construction	plan.	The	aim	 is	 to	grow	from	an	empty	 tower	 into	a	
larger,	better-known	building	with	stable	income,	satisfied	people	and	rising	reputation.	Higher	
grades	represent	a	more	successful	tower	and	unlock	a	feeling	of	progress.	

Tower	48	constantly	asks	you	to	balance	three	questions:	

Can	people	reach	the	rooms	you	have	built?	

Does	the	Tower	actually	need	more	of	those	rooms?	

Can	your	services	support	the	size	and	traffic	of	the	tower?	

If	the	answer	to	all	three	is	yes,	the	tower	grows.	If	one	answer	becomes	no,	the	monthly	reports	
will	begin	to	show	the	strain.	

II. Starting	the	Program	
After	loading	the	tape,	Tower	48	presents	a	start	menu.	From	here	you	can	begin	a	new	tower,	
load	a	saved	tower,	or	quit.	The	skyline	behind	the	menu	is	there	to	remind	you	that	the	tower	
is	not	isolated.	It	belongs	to	a	city,	and	the	city	will	judge	it.	

Start	Menu	

Option	 Meaning	

New	Game	 Begin	a	new	tower	in	JAN	1980.	

Load	Game	 Load	a	previously	saved	tower	from	tape.	

Quit	 Leave	the	program	to	BASIC.	This	unloads	the	game.	
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III. The	Main	Map	View	
The	main	screen	is	your	manager's	desk.	It	shows	the	tower,	the	current	selection,	important	
status	numbers	and	short	messages	from	the	building.	

What	you	see	

Area	(from	top)	 Purpose	

Top	menu	 Access	to	BUILD,	REPORT,	ADVICE,	BUDGET	and	OPTIONS.	

HUD	 Shows	live	information	about	your	tower	at	a	glance.	

Tower	view	 Shows	the	visible	floors	of	your	tower	using	UDG	graphics.	

Selection	bar	 Shows	the	currently	selected	cell,	floor	and	room	type.	

Lower	message	area	 Displays	build	prompts,	warnings,	event	messages	and	controls.	
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The	Tower	Grid	

Each	floor	has	seven	buildable	room	positions.	The	outside	wall	frames	the	building	and	each	
room	uses	 a	 compact	 two-character	 graphic.	 The	 tower	 view	 shows	 sixteen	 floors	 at	 once,	
giving	you	a	broad	look	at	the	building	without	needing	to	scroll	constantly.	

Reading the main screen 
Do not treat the HUD as a collection of isolated numbers. A tower 
with high cash and low satisfaction is not healthy. A tower with 
many rooms and low reputation is not famous. A tower with many 
visitors and too little access is a crowd trap. 

The	cursor	highlights	one	room	cell.	This	is	the	room	affected	by	BUILD,	DEMOLISH	or	INFO.	If	
something	feels	wrong	in	the	tower,	move	the	cursor	to	the	room	and	inspect	it.	

The	HUD	

HUD	item	 What	it	represents	in	the	tower	world	

$	 Available	cash.	This	is	your	room	to	manoeuvre.	

P	 Population	living	in	apartments.	

W	 Workers	using	offices.	

V	 Visitors	attracted	mainly	by	shops	and	restaurants.	

SAT	 Overall	satisfaction.	It	falls	when	the	building	feels	unpleasant.	

REP	 Reputation.	The	city's	long	memory	of	your	tower.	

WAIT	 Elevator	wait	pressure.	Too	much	vertical	traffic	causes	complaints.	
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G	 Grade.	A	broad	measure	of	tower	progress	and	prestige.	

JAN	1980	 Current	date.	The	game	always	starts	in	January	1980.	

n	 This	is	live	time	progression	bar	after	which	next	month	triggers.	

	

Below	is	an	example	of	the	HUD:	

$10000 P76 W36 V48      MAY 1982 
SAT 76 REP 12 WAIT 1 G1 nnn 

	

IV. Controls	and	Keyboard	Commands	

Movement	and	Selection	

The	selected	room	line	at	the	bottom	tells	you	what	you	are	pointing	at:	the	floor,	the	room	
position	 and	 the	 current	 room	 type.	 Before	 building,	 demolishing	 or	 opening	 INFO,	 always	
check	this	line.	It	is	the	manager's	last	chance	to	avoid	placing	an	elevator	in	the	wrong	cell.	

Use	Q	and	A	to	move	between	floors,	and	O	and	P	to	move	along	the	row	of	rooms.	If	the	
tower	grows	beyond	the	visible	16-floor	window,	W	and	S	move	the	view	so	you	can	inspect	
higher	or	lower	parts	of	the	building.	

On	the	main	tower	screen,	the	cursor	marks	the	room	cell	you	are	currently	managing.	Moving	
the	cursor	is	like	walking	through	the	building	with	a	clipboard.	You	are	not	moving	a	person	
inside	the	tower;	you	are	moving	your	attention	as	the	manager.	
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Accessing	Top	Menu	

Press	SPACE	to	enter	the	top	menu.	The	top	menu	is	the	manager's	filing	cabinet.	From	here	
you	can	move	between	the	major	functions	of	the	game:	BUILD,	REPORT,	ADVICE,	BUDGET	and	
OPTIONS.	

Use	O	and	P	to	move	across	the	menu	entries	where	shown,	or	Q	and	A	on	vertical	menus.	
Confirm	with	ENTER	or	B.	The	selected	item	is	highlighted	so	you	can	see	which	department	
you	are	about	to	open.	

Building	Rooms	

A	 room	 is	 not	 only	 a	 symbol	 on	 the	 screen.	 It	 changes	 the	 balance	 of	 the	 whole	 tower.	
Apartments	bring	residents,	offices	bring	workers,	shops	and	restaurants	bring	visitors,	and	
service	rooms	help	 the	building	cope	with	pressure.	Elevators	and	 lobbies	do	not	earn	rent	
directly,	but	without	them	the	profitable	rooms	above	may	become	unreachable	or	unpleasant	
to	use.		

Press	 B	 to	 open	 the	 build	 choices.	 Time	 pauses	while	 you	 choose,	 because	 construction	
planning	is	part	of	the	manager's	job	and	the	calendar	should	not	punish	you	for	reading	the	
menu.	The	build	menu	uses	number	keys	1-0.	

Demolishing	Rooms	

A	demolished	income	room	immediately	removes	its	contribution	to	the	tower.	If	you	remove	
an	apartment,	 the	population	 it	 supported	 falls.	 If	 you	 remove	 shops	or	 restaurants,	 visitor	
activity	may	fall.	The	monthly	numbers	will	then	reflect	the	new,	smaller	tower.	

Press	D	to	demolish	the	selected	room.	Demolishing	is	useful	when	the	market	changes	or	
when	a	floor	layout	no	longer	works,	but	it	should	not	be	treated	as	free	erasing.	Removing	



Tower	48	V1.1	Operator's	Manual	-	ZX	Spectrum	48K		 											 	 	 				Page	10	

access	rooms	such	as	elevators	or	a	first-floor	lobby	can	change	which	parts	of	the	tower	are	
active.	

Inspecting	Rooms	

Press	I	to	open	the	INFO	screen	for	the	selected	room.	INFO	is	not	a	market	report.	It	is	the	
close-up	inspection	of	one	room:	what	it	is,	what	it	normally	earns	or	costs,	and	whether	it	has	
obvious	problems	such	as	missing	access.	

Closing	or	Cancelling	Choices	

A	good	manager	uses	0	often.	It	is	better	to	back	out,	inspect	the	room	again	and	then	build	than	
to	spend	the	tower's	cash	on	a	mistake.	

Most	management	screens	use	0	to	close	or	move	on	when	the	lower	screen	prompt	says	
so.	The	same	key	cancels	a	build	selection	before	anything	is	placed.	When	in	doubt,	read	
the	bottom	two	lines	of	the	screen:	Tower	48	usually	tells	you	what	the	active	screen	expects.	

Next	Month	Advancement	

At	month	 end	 the	 tower	 is	 not	merely	 redrawn.	 The	 simulation	 checks	 income,	 costs,	 rent	
adjustment,	 demand,	 traffic,	 services,	 satisfaction,	 reputation,	 grade	 progress	 and	 possible	
random	events.	In	other	words:	N	is	the	key	that	asks	the	building,	"How	did	we	do	this	month?"	

Press	N	 to	 advance	 to	 the	next	month	manually.	 This	 is	 useful	when	 the	 game	 speed	 is	
paused	or	when	you	have	finished	planning	and	want	to	see	how	the	tower	performs.		

The	game	loads	automatically	at	first	at	Normal	speed,	which	advances	next	month	In	
about	2	real	time	minutes.	
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The	Main	Map	Controls	

Q	/	A	 Move	the	room	cursor	up	and	down	
O	/	P	 Move	the	room	cursor	left	and	right	
W	/	S	 Move	the	tower	view	up	and	down	when	the	building	is	taller	than	the	screen	
B	 Build	in	the	selected	room	
D	 Demolish	the	selected	room	
I	 Inspect	the	selected	room	
SPACE	 Enter	the	top	menu	
N	 Advance	to	the	next	month	manually	

Menus	and	Screen	Controls	

Q	/	A	 					Move	up	and	down	through	menu	choices		
O	/	P		 					Move	left	and	right	where	a	horizontal	menu	is	shown	
ENTER	/	B	Confirm	a	highlighted	choice	
0	 					Close	a	report	screen,	cancel	a	build	choice,	or	return	where	shown	

Quick	reference	

Think	of	 the	keys	as	your	office	desk.	Some	move	your	attention	around	the	building.	Some	
open	reports.	Some	make	construction	decisions.	The	tower	only	grows	when	you	deliberately	
choose	to	build,	demolish	or	advance	time.	

The	game	tries	to	keep	controls	close	to	the	familiar	style:	one	hand	can	move	around	the	tower,	
while	the	other	chooses	actions.	Most	screens	also	print	their	own	small	reminder	on	the	lower	
two	lines,	so	the	manager	is	never	expected	to	remember	everything	at	once.	
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V. The	First	Instruction	
After	loading	your	first	tower	a	message	is	displayed	in	the	lower	message	area:	
 
BUILD LOBBY FIRST 
ELEVATORS UNLOCK FLOORS ABOVE 
 

This	is	not	just	a	hint.	It	is	the	first	law	of	the	building.	The	game	begins	with	an	empty	tower.	

The	first	lobby	and	elevator	are	part	of	your	first	real	management	decision.	A	tower	without	
an	entrance	is	only	a	drawing.	A	tower	without	elevators	is	only	a	ground	floor.	

	

You	are	now	ready	to	open	the	doors.	Your	first	tower	does	not	need	to	be	perfect.	It	only	
needs	an	entrance,	a	way	upward,	and	a	few	rooms	brave	enough	to	welcome	the	city	inside.	
Build	carefully,	watch	the	lower	message	area,	and	let	the	first	month	teach	you	what	kind	of	
manager	you	are	becoming.	

The	chapters	that	 follow	are	for	managers	who	want	to	understand	the	tower	more	deeply.	
They	 explain	 the	 forces	 behind	 the	 screen:	 demand,	 rent,	 traffic,	 services,	 satisfaction,	
reputation	and	grade.		

You	may	play	without	reading	every	detail,	but	when	 the	building	starts	 to	complain		
—	and	it	will	—	this	manual	will	help	you	understand	what	those	complaints	really	mean.	
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VI. Rooms	and	What	They	Mean	
Every	room	type	is	a	promise.	Some	promise	rent.	Some	promise	access.	Some	promise	order.	
Some	promise	that	the	building	will	not	fall	apart	when	too	many	people	begin	using	it.	

Room	 Graphic	 Manager's	interpretation	

Lobby	
	
A	 lobby	 gives	 people	 somewhere	 to	 gather,	 sit	 and	 orient	
themselves.	It	helps	with	frustration	when	the	tower	is	busy.	

Elevator	
	
Elevators	unlock	upper	floors	and	move	people	through	the	
tower.	Without	them,	rooms	may	exist	but	fail	to	function.		

Apartment	
	
Residents	give	the	building	a	permanent	life.	They	also	create	
demand	for	work	and	services.	

Office	
	
Offices	 bring	 daily	 activity	 and	 make	 the	 tower	 feel	
economically	useful.	

Shop	
	
Retail	attracts	people	from	outside.	Good	for	activity,	but	too	
much	retail	can	saturate	the	market.	

Restaurant	
	
Dining	 rooms	 make	 the	 tower	 a	 destination,	 not	 just	 a	
workplace.	They	also	add	traffic.	

Security	
	
Security	makes	busy	towers	feel	safer	and	more	orderly.	 If	
traffic	is	too	high	with	no	security	people	may	complain.	

Maintenance	
	
Every	room	creates	hidden	trouble.	Maintenance	keeps	the	
tower	from	becoming	shabby	and	unreliable.	

Utility	
	
Utilities	are	the	unseen	backbone.	A	large	tower	needs	strong	
infrastructure.	



Tower	48	V1.1	Operator's	Manual	-	ZX	Spectrum	48K		 											 	 	 				Page	14	

Income	Rooms	

Apartments,	offices,	shops	and	restaurants	earn	money.	But	their	value	depends	on	demand.	A	
room	that	the	city	needs	can	earn	well.	A	room	built	into	an	already	crowded	market	earns	less.	

Service	Rooms	

Security,	maintenance	and	utilities	do	not	exist	to	impress	your	accountant	in	the	first	month.	
Their	purpose	is	to	prevent	future	complaints.	Many	poor	towers	fail	not	because	they	never	
earned	money,	but	because	they	refused	to	spend	money	on	support	systems.	

VII. Access,	Lobbies	and	Elevators	
The	tower	is	vertical,	and	vertical	space	has	a	price.	The	price	is	access.	

The	lobby	 is	the	public	 face	of	the	building.	 In	a	small	tower,	 it	 is	simply	the	entrance.	 In	a	
busier	tower,	it	becomes	a	pressure	valve.	People	waiting	for	elevators	complain	less	quickly	
when	they	have	somewhere	to	stand,	sit,	gather	and	understand	where	they	are	going.	

This	is	why	lobbies	are	useful	even	though	they	are	not	direct	income	rooms.	A	good	lobby	does	
not	make	the	elevators	faster.	It	makes	waiting	feel	less	hostile.	

Elevators	are	the	spine	of	the	tower.	Upper	floors	depend	on	them.	If	a	floor	cannot	be	reached,	
the	rooms	there	may	be	counted	as	built	but	not	truly	useful.	The	building	exists	on	paper,	but	
people	cannot	live,	work	or	visit	there	effectively.	

Disconnected	rooms	are	expensive	ghosts.	They	occupy	space,	they	may	have	cost	money,	but	
they	do	not	properly	contribute.	If	ADVICE	warns	about	access	problems,	treat	it	seriously.	A	
tower	that	cannot	be	reached	cannot	be	managed.	
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VIII. People,	Visitors	and	Traffic	
Tower	48	does	not	simply	count	rooms.	It	counts	the	life	created	by	those	rooms.	

Population	comes	mainly	from	apartments.	Residents	make	the	tower	more	permanent.	They	
create	a	need	for	local	services	and	give	the	building	a	settled	character.	

Workers	come	mainly	from	offices.	They	create	daily	patterns,	rush	hours	and	a	reason	for	
retail	to	exist.	A	tower	full	of	offices	without	support	can	feel	busy	but	cold.	

Visitors	come	mainly	from	shops	and	restaurants.	They	make	the	tower	lively	and	help	grade	
progression	through	traffic,	but	they	also	add	pressure	to	elevators	and	security.	A	visitor	does	
not	care	that	your	tower	is	young.	They	simply	expect	it	to	work.	

Traffic	 is	 the	 overall	 movement	 and	 activity	 inside	 the	 tower.	 It	 is	 important	 for	 grade	
progression,	but	it	also	increases	pressure.	A	tower	with	no	traffic	is	not	successful.	A	tower	
with	unmanaged	traffic	is	not	comfortable.	

TRAFFIC = POPULATION + WORKERS + VISITORS 

IX. Money,	Rent	and	Profit	
Cash	 keeps	 the	 project	 alive.	 A	 tower	 with	 good	 ideas	 but	 no	 cash	 becomes	 a	 frozen	
construction	site.	

Gross	income	is	the	income	your	rooms	would	like	to	earn	before	the	market	has	its	say.	It	is	
the	optimistic	figure.	

Rent	adjustment	is	the	market	answering	back.	If	you	build	far	beyond	demand,	rents	weaken.	
Empty	tables,	vacant	units,	quiet	offices	and	too	many	similar	businesses	all	reduce	the	effective	
income	of	oversupplied	room	types.	
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The	game	does	not	show	every	hidden	calculation.	Instead,	it	tells	you	the	result	in	the	Budget	
screen.	If	rent	adjustment	is	hurting	you,	the	market	is	saying:	stop	building	more	of	what	the	
city	already	has	enough	of.	

Costs	 are	 always	 present	 as	 rooms	 are	 not	 free	 after	 paying	 construction	 fees.	 They	 need	
upkeep,	staff,	 cleaning,	power,	 repairs	and	attention.	Service	rooms	may	 feel	expensive,	but	
ignoring	them	can	damage	satisfaction	and	reputation	over	time.	

Net	profit	 is	 the	monthly	 health	 check.	 It	 is	 possible	 to	 have	 a	 beautiful	 tower	 and	 a	 poor	
business.	It	is	also	possible	to	make	money	while	slowly	making	everyone	miserable.	The	best	
towers	do	neither.	

X. Market	Demand	
The	market	in	Tower	48	is	deliberately	not	shown	as	an	exact	table	of	numbers.	A	real	manager	
rarely	receives	a	perfect	answer.	Instead,	the	game	gives	signals.	

The	Four	Markets	

Market	 Room	type	 What	creates	pressure	

Housing	 Apartments	 Workers,	reputation,	grade	and	time	can	increase	
housing	demand.	

Office	 Offices	 Population,	 reputation,	 grade	 and	 time	 can	
increase	office	demand.	

Retail	 Shops	 Population	and	workers	create	a	need	for	retail.	

Dining	 Restaurants	 Visitors	help	create	dining	demand.	
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The	Market	Indicator	

REPORT	 shows	 an	 approximate	market	 indicator	 rather	 than	 exact	 demand	 values.	 It	 is	 a	
forecast,	not	a	blueprint.	A	rising	market	suggests	opportunity.	A	balanced	market	suggests	
caution.	An	oversupplied	market	suggests	that	additional	rooms	may	earn	less	than	expected.	

Small	differences	between	supply	and	demand	are	tolerated.	A	city	does	not	collapse	because	
you	 built	 one	 extra	 shop.	 The	 game	 gives	 you	 room	 to	 experiment.	 But	 heavy	 oversupply	
becomes	a	financial	problem	and	may	appear	in	ADVICE.	

Manager's rule 
If REPORT hints that a market is soft, do not panic. If ADVICE 
says OVERSUPPLY, the problem has become large enough that the 
tower is talking about it and people may become unsatisfied. 

XI. Services	and	Pressure	
Services	are	the	parts	of	the	tower	people	notice	only	when	they	fail.	

Security	 responds	 to	 traffic.	 More	 people	 means	 more	 movement,	 more	 confusion,	 more	
chances	for	complaints	and	more	need	for	order.	Security	rooms	do	not	make	money	directly,	
but	they	help	the	tower	feel	controlled.	

Maintenance	 responds	 to	 built	 rooms.	 Every	 room	 adds	 wear:	 doors,	 lights,	 corridors,	
machinery,	 cleaning,	 small	 failures	and	 the	slow	 fatigue	of	a	building	being	used	every	day.	
Maintenance	keeps	the	tower	from	becoming	unpleasant.	

Utilities	respond	to	active	rooms.	They	represent	power,	water,	ventilation,	technical	systems	
and	capacity	hidden	behind	the	walls.	A	few	rooms	can	survive	on	basic	support.	A	large	tower	
cannot.	



Tower	48	V1.1	Operator's	Manual	-	ZX	Spectrum	48K		 											 	 	 				Page	18	

Satisfaction	 is	 the	mood	of	 the	 tower.	 It	 can	suffer	 from	high	elevator	wait,	weak	services,	
access	problems,	poor	profit	conditions	and	negative	events.	A	satisfied	tower	is	easier	to	grow.	
An	unhappy	tower	may	still	stand,	but	it	becomes	harder	to	admire.	

XII. Reports,	Budget,	Advice	and	Info	
Tower	48	provides	several	management	screens.	Each	has	its	own	purpose.	They	are	not	meant	
to	repeat	each	other.	

REPORT	 is	 your	 general	 dashboard.	 It	 shows	 the	 current	 state	 of	 the	 building:	 activity,	
satisfaction,	reputation,	wait,	grade	progress	and	the	market	indicator.	

Use	REPORT	when	you	want	to	know	what	kind	of	tower	you	have	built.	

BUDGET	is	accessed	using	the	top	menu.	It	shows	where	the	money	comes	from	and	where	it	
goes.	It	separates	gross	income,	rent	adjustment,	total	income,	costs	and	net	profit.	

Use	BUDGET	when	the	 tower	 feels	busy	but	your	cash	 is	not	growing.	The	building	may	be	
active,	but	the	market	or	upkeep	may	be	eating	the	result.	

ADVICE	 is	 accessed	 using	 the	 top	 menu.	 It	 is	 not	 a	 perfect	 oracle.	 It	 is	 the	 voice	 of	 your	
management	team:	building	staff,	accountants,	tenants,	visitors	and	the	general	mood	of	the	
tower.	It	warns	you	when	something	becomes	important	enough	to	mention.	

If	 there	are	no	major	 issues,	do	not	assume	the	tower	 is	perfect.	 It	simply	means	nothing	 is	
urgent.	

The	lower	part	of	the	ADVICE	screen	also	shows	what	is	needed	to	reach	the	next	grade.	
Grades	will	be	further	discussed	in	Chapter	XVI.	on	Page	21.	

INFO	 focuses	on	 the	 selected	 room	and	 is	displayed	by	pressing	 I.	 It	 gives	 room	 type,	 cost,	
income	role	and	local	problems.	Use	it	when	one	cell	of	the	tower	needs	closer	inspection.	
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OPTIONS	contains	New	Game,	Save	Game,	Load	Game,	speed	control	and	Quit.	Game	speed	lets	
you	 choose	 whether	 the	 tower	 advances	 slowly,	 normally,	 quickly	 or	 pauses	 automatic	
progression.	

These	are	the	images	of	the	different	management	screens:	
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XIII. The	Monthly	Cycle	
Each	month	 is	 a	 small	 report	 from	 the	 future.	The	 tower	 checks	 its	 income,	 costs,	demand,	
traffic,	services,	satisfaction,	reputation	and	possible	events.	

What	happens	during	a	month	end:	

1. People and income are recalculated from the current tower. 
2. Demand and rent adjustment are checked. 
3. Traffic and elevator wait are updated. 
4. Security, maintenance and utility pressure are checked. 
5. Satisfaction and reputation are adjusted. 
6. Cash changes according to net profit and events. 
7. A random event may occur. 
8. The management screens help you understand the result. 

The	game	can	advance	months	automatically.	The	time	bar	shows	the	progress	toward	the	
next	month.	Time	pauses	during	management	screens	and	during	BUILD	selection,	because	
reading	reports	and	planning	construction	should	not	punish	the	player.	

The	 speed	 of	 the	 automatic	 time	 advancement	 may	 be	 changed	 or	 paused	 entirely	 in	 the	
OPTIONS	menu,	 as	 described	 on	 Page	 15.	 Game	 speed	 lets	 you	 choose	whether	 the	 tower	
advances	slowly,	normally,	quickly	or	pauses	automatic	progression.	

XIV. Random	Events	
The	 city	 is	 never	 completely	 quiet.	 Sometimes	 the	 tower	 receives	 good	 press.	 Sometimes	
repairs	are	needed.	Sometimes	demand	changes.	Sometimes	public	opinion	shifts.	

Random	events	do	not	begin	immediately	at	the	start	of	a	new	game.	The	first	months	are	
calmer,	giving	you	time	to	establish	basic	access	and	income.	
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After	the	early	protected	period,	a	random	event	has	approximately	a	one-in-three	chance	of	
occurring	each	month.		

There	are	22	possible	random	event	outcomes.	Some	are	general	events,	while	others	are	
connected	to	market	demand,	services,	reputation,	satisfaction	or	the	condition	of	the	tower.	

Events	may	affect:		
1. cash 
2. income 
3. satisfaction 
4. reputation 
5. demand pressure 
6. the general flavour of the month 

 

Do not build only for events 
Events are not the main game. They are weather. A strong tower can 
survive bad weather. A weak tower may blame the rain, but the 
cracks were already there. 

XV. Saving	and	Loading	
Tower	48	supports	saving	and	loading.	Save	before	risky	experiments,	before	major	expansions	
or	whenever	the	tower	has	reached	a	stable	point	you	may	want	to	return	to.	

A	 saved	 game	 stores	 the	 state	 of	 the	 tower:	 the	 map,	 cash,	 date,	 grade,	 reputation,	
satisfaction,	 view	 position	 and	 other	 important	 state	 values.	 When	 loaded,	 the	 program	
rebuilds	the	active	runtime	values	needed	by	the	display	and	simulation.	

After	loading,	 the	game	rebuilds	access,	room	counters,	cached	floor	rows,	the	RAM	mirror	
used	by	display	routines,	timer	state,	cursor	state	and	the	main	screen.	This	is	why	loading	may	
take	a	little	time:	the	tower	is	being	reconstructed,	not	merely	shown.	
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XVI. Grades	and	Long-Term	Growth	
Grade	represents	the	tower's	level	of	success	and	prestige.	It	is	not	awarded	for	height	alone.	
A	tower	must	become	active	and	respected.	

Grade	requirements:	

Target	 Needs	

Grade	1	 This is the initial Grade of your tower. 

Grade	2	 REP 20 and TRAFFIC 100 

Grade	3	 REP 40 and TRAFFIC 250 

Grade	4	 REP 80 and TRAFFIC 500 

	

Reputation	is	slower	than	construction.	You	can	build	rooms	quickly,	but	the	city	takes	time	to	
trust	the	building.	High	satisfaction	and	stable	performance	help	reputation	grow.	Bad	reviews	
and	unhappy	tenants	can	slow	it	down.	

Traffic	proves	that	the	tower	is	being	used.	A	prestigious	building	needs	people	living,	working	
and	visiting.	But	traffic	also	creates	pressure,	so	grade	growth	comes	with	new	management	
problems.	
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XVII. Strategy	Notes	
First	year	advice	

1. Build the first lobby and elevator before thinking about upper 
floors. 

2. Create a mix of income rooms instead of filling the tower 
with one type. 

3. Watch the market indicator, but do not overreact to small 
changes. 

4. Keep enough cash for one service or access investment. 
5. Use ADVICE when something feels wrong but the reason is not 

obvious. 
6. Do not ignore elevator wait. People remember bad waiting more 

than good architecture. 

Common	mistakes	

Mistake	 Why	it	hurts	

Building	too	high	too	soon	 Upper	floors	need	access	and	can	create	dead	rooms	if	the	
shaft	is	weak.	

Spamming	one	income	
room	

Oversupply	reduces	rent	and	can	waste	construction	money.	

Ignoring	services	 Satisfaction	 may	 look	 fine	 until	 the	 tower	 becomes	 busy,	
then	pressure	arrives	quickly.	

Keeping	only	one	elevator	
forever	

Traffic	 growth	 eventually	 turns	 vertical	 movement	 into	 a	
complaint	factory.	
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Reading	cash	alone	 Cash	 is	 important,	 but	 reputation	 and	 satisfaction	 decide	
whether	growth	is	healthy.	

A	good	manager	thinks	in	layers	

Do	not	ask	only,	"What	can	I	afford	this	month?"	Ask:	what	will	this	room	attract?	What	demand	
will	 it	satisfy?	What	traffic	will	 it	add?	What	service	will	 it	require	later?	Tower	48	rewards	
planning	one	or	two	months	ahead.	

XVIII. List	of	Possible	Advice	&	Event	Messages	

Advice	Messages	

If	everything	looks	acceptable,	the	screen	may	report:	
NO MAJOR ISSUES FOUND 

This	does	not	mean	the	tower	is	perfect.	It	means	there	is	no	serious	warning	at	the	moment.	

Access	and	connection	problems	
X ROOMS NOT CONNECTED 

Some	rooms	exist	 in	 the	tower,	but	people	cannot	properly	reach	them.	This	usually	means	
elevator	access	is	missing	or	broken.	Disconnected	rooms	do	not	contribute	properly	to	the	life	
of	the	tower.	

Service	problems	
X SECURITY ISSUES 

The	tower	has	more	traffic	than	the	security	team	can	comfortably	handle.	As	the	number	of	
residents,	workers	and	visitors	grows,	the	building	needs	more	order	and	supervision.	
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X MAINTENANCE ISSUES 

The	tower	has	more	built	rooms	than	the	maintenance	staff	can	support.	Even	profitable	rooms	
create	wear,	dirt	and	small	failures.	Maintenance	keeps	the	tower	from	becoming	unpleasant.	

X UTILITY SHORTAGE 

The	tower	has	outgrown	its	technical	infrastructure.	Utilities	represent	the	hidden	systems	of	
the	building:	power,	water,	ventilation	and	other	support	capacity.	

Elevator	and	financial	problems	
ELEVATOR WAIT HIGH 

People	are	spending	too	much	time	waiting	for	elevators.	This	can	reduce	satisfaction	and	may	
eventually	hurt	the	tower’s	reputation.	

PROFIT NEGATIVE 

The	 tower	 is	 currently	 losing	money.	 Income	 is	 lower	 than	costs	after	 rent	adjustment	and	
operating	expenses.	

Market	warnings	
HOUSING DEMAND HIGH 

The	city	wants	more	housing	than	the	tower	currently	provides.	Apartments	may	be	a	good	
opportunity.	

HOUSING OVERSUPPLY 

The	tower	has	built	too	many	apartments	compared	with	current	housing	demand.	Rents	may	
suffer	if	the	market	is	saturated.	

OFFICE DEMAND HIGH 

Business	demand	is	stronger	than	the	office	space	currently	available.	
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OFFICE OVERSUPPLY 

There	is	more	office	space	than	the	market	can	comfortably	absorb.	
RETAIL DEMAND HIGH 

The	tower	has	room	for	more	shopping	activity.	More	shops	may	attract	and	serve	visitors.	
RETAIL OVERSUPPLY 

Too	many	shops	are	competing	for	too	little	demand.	
DINING DEMAND HIGH 

Visitors	are	ready	for	more	restaurants	and	dining	options.	
DINING OVERSUPPLY 

The	tower	has	more	restaurant	capacity	than	current	dining	demand	can	support.	

Random	Events	

There	are	22	random	event	types,	plus	seasonal	events:	

Repair	Bill	
REPAIR BILL  MAINTENANCE COSTS RISE 

Maintenance	problems	have	become	expensive.	A	poorly	supported	tower	may	generate	repair	
costs.	

Security	Incident	
SECURITY INCIDENT  TENNANTS FEEL LESS SAFE 

The	 tower	 has	 become	 harder	 to	 supervise.	 Security	 issues	 can	 reduce	 satisfaction	 and	
reputation.	

	



Tower	48	V1.1	Operator's	Manual	-	ZX	Spectrum	48K		 											 	 	 				Page	27	

Utility	Failure	
UTILITY FAILURE  POWER PROBLEMS CUT INCOME 

The	tower’s	technical	systems	are	under	pressure.	Utility	problems	can	reduce	income.	

Elevator	Complaints	
ELEVATOR COMPLAINTS  WAIT TIMES HURT SATISFACTION 

People	are	unhappy	about	waiting	for	elevators.	Elevator	pressure	can	damage	satisfaction	and	
reputation.	

Access	Complaints	
ACCESS COMPLAINTS  ROOMS NEED CONNECTION 

Some	parts	of	the	tower	are	not	properly	connected.	Tenants	and	visitors	do	not	appreciate	
unreachable	rooms.	

Housing	Demand	
HOUSING DEMAND  MORE APARTMENTS WANTED 

The	city	is	looking	for	more	housing.	This	can	be	a	good	time	to	expand	apartments.	

Office	Slump	
OFFICE SLUMP  OFFICE MARKET SLOWS 

The	office	market	weakens.	Too	much	office	space	may	reduce	financial	performance.	

Shopping	Boom	
SHOPPING BOOM  VISITORS SPEND MORE 

Retail	activity	increases.	Shops	benefit	from	stronger	visitor	spending.	
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Restaurant	Buzz	
RESTAURANT BUZZ  DINERS DISCOVER TOWER 48 

Restaurants	gain	attention.	Dining	activity	receives	a	positive	boost.	

Good	Press	
GOOD PRESS  TOWER REVIEWED POSITIVELY 

The	tower	receives	positive	public	attention.	Reputation	improves.	

Bad	Reviews	
BAD REVIEWS  PUBLIC OPINION DROPS 

Public	opinion	worsens.	Reputation	may	fall.	

Local	Interest	
LOCAL INTEREST  MORE PEOPLE NOTICE TOWER 48 

The	tower	attracts	more	attention	from	the	surrounding	city.	Reputation	improves	slightly.	

City	Grant	
CITY GRANT  EXPANSION GETS SUPPORT 

The	city	supports	your	growing	tower	with	extra	funds.	

Tenant	Referrals	
TENANT REFERRALS  HAPPY RESIDENTS SPREAD WORD 

Satisfied	residents	recommend	the	tower	to	others.	Reputation	increases.	

Office	Contract	
OFFICE CONTRACT  NEW FIRMS RENT SPACE 

Business	interest	brings	in	new	office	opportunities.	



Tower	48	V1.1	Operator's	Manual	-	ZX	Spectrum	48K		 											 	 	 				Page	29	

Power	Saving	
POWER SAVING  UTILITIES RUN EFFICIENTLY 

The	utility	systems	are	running	well,	saving	money.	

Service	Praise	
SERVICE PRAISE  TOWER RUNS SMOOTHLY 

The	tower	is	well	managed,	with	services	under	control.	Satisfaction	and	reputation	improve.	

Office	Boom	
OFFICE BOOM  BUSINESS DEMAND RISES 

Business	demand	increases.	More	office	space	may	become	useful.	

Baby	Boom	
BABY BOOM  HOUSING DEMAND RISES 

Housing	demand	grows.	Apartments	become	more	attractive.	

Retail	Trend	
RETAIL TREND  SHOP DEMAND RISES 

Retail	demand	rises.	Shops	may	become	more	profitable	or	more	needed.	

Food	Culture	
FOOD CULTURE  RESTAURANT DEMAND RISES 

Dining	demand	increases.	Restaurants	may	become	more	valuable.	

Market	Cools	
MARKET COOLS  DEMAND GROWTH SLOWS 

The	market	cools	down.	Some	demand	bonuses	may	fade.	
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Urban	Growth	
URBAN GROWTH  CITY DISTRICT EXPANDS 

The	surrounding	city	grows,	bringing	more	attention	to	the	tower.	

Seasonal	Events	

Some	events	are	tied	to	the	calendar.	

Christmas	Shopping	
CHRISTMAS SHOPPING  HOLIDAY SALES BOOST 

Holiday	activity	increases	retail	spending.	This	event	requires	shops	to	exist.	

Back	to	Business	
BACK TO BUSINESS  OFFICE DEMAND RISES 

After	the	quiet	season,	business	activity	returns	and	office	demand	rises.	

	

XIX. Troubleshooting	&	Final	Word	
My	tower	is	not	earning	enough	

Check	BUDGET.	Gross	income	may	look	good,	but	rent	adjustment	or	costs	may	reduce	profit.	
If	rent	adjustment	is	negative,	the	market	may	be	oversupplied.	

People	complain	about	wait	

Add	 elevator	 capacity	 or	 improve	 the	 waiting	 experience	 with	 lobby	 space.	 The	 tower	 is	
vertical;	waiting	is	one	of	its	natural	enemies.	
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Services	are	becoming	expensive	

That	is	normal.	Services	are	the	cost	of	becoming	larger.	A	tiny	building	can	survive	informally.	
A	large	tower	needs	systems.	

Advice	says	no	major	issues,	but	growth	feels	slow	

No	 major	 issue	 does	 not	 mean	 no	 opportunity.	 Check	 REPORT	 for	 market	 direction	 and	
BUDGET	for	profit.	You	may	simply	be	in	a	stable	but	conservative	phase.	

XX. Final	word	
Tower	 48	 is	 small	 enough	 to	 fit	 inside	 a	 48K	 Spectrum,	 but	 it	 is	 designed	 around	 the	 old	
management-game	pleasure	of	watching	a	system	push	back.	The	tower	is	yours,	but	the	people	
inside	it	will	always	have	opinions.	

	

	

	
	

	

GOOD LUCK, MANAGER. 

  THE CITY IS WATCHING. 


