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Abundance

Abundance can be found in 3 buildings in Sim Companies. The Quarry, Mine, and Qil Rig are
these buildings. This quick review will be going over the aspect of Abundance and why it is
important to "prospect" for a high abundance.

WHAT IS ABUNDANCE?=

Abundance is the value assigned to Mines, Oil Rigs, and Quarries when prospecting a new building.

The higher the abundance the lower the unit cost will be for the resource being produced.

For this example we'll be using Minerals. They can be found in a Mine.
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Minerals require (20 x Power) and (1 x Water) to produce.
These inputs never change (except for their unit costs).

You can manually change the Abundance values in the Encyclopedia:
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PRODUCTION CALCULATOR

Building level == 14 Units an hour 104.96
Production speed bonus = 0% + Unit worker cost 5$2.63
Administration overhead == 10% 4= Unit admin cost 50.26

Abundance = 85 -rt

Abundance changes, and it is important to understand the relationship between abundance and
your unit costs. Note: Abundance decays daily by 0.032% or ~1% a month.

The following images will show an increase in abundance from 70%, 80%, 90%, and 100%. Notice
the relationship between Quantity, Unit Worker Costs, and Unit Admin Costs. Each has assumed 0%
Production Speed Bonus and 10% Administration Overhead.

PRODUCTION CALCULATOR

Building level == 14 Units an hour 86.44
Production speed bonus == 0% 4 Unit worker cost $3.19
Administration overhead == 10% 4 Unit admin cost 50.32

Abundance = 70 <+

PRODUCTION CALCULATOR

Building level == 14 Units an hour 98.79
Production speed bonus == 0% + Unit worker cost 52.79
Administration overhead = 10% < Unit admin cost 50.28

Abundance == 80 <=
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PRODUCTION CALCULATOR

Building level == 14 Units an hour 111.14
Production speed bonus == 0% + Unit worker cost $2.48
Administration overhead = 10% <+ Unit admin cost 50.25

Abundance == oD <

PRODUCTION CALCULATOR

Building level == 14 Units an hour 123.49
Production speed bonus == 0% 4 Unit worker cost $2.24
Administration overhead = 10% 4 Unit admin cost 50.22

Abundance = 100 4+

Here is a more condensed breakdown:

Assumed 10% Administration Owverhead and 0% Production Speed

Abundance Units an Hour Unit Worker Cost Unit Admin Cost Unit Cost - Inputs 24 hours
TO% 5644 3 218 3 0.32 3 3.51 2074.56
20% 93.78 3 278 3 0.28 5 .07 2370.86
20% 111.14 5 248 3 0.25 5 273 2667.36
100% 123.48 5 224 3 0.22 b 248 2083.76

Comparing 100% abundance to 70% abundance we can see that 100% produces an extra 889.2
units a day and is $1.05 cheaper in unit cost.
(Remember to add in your Power and Water inputs to your unit costs.)

It is suggested to keep any abundance 95% or more. Not only do the buildings last longer; they
also save a lot of money.

Note: the 95%+ is when prospecting for abundance (scrapping and rebuilding). It does not mean
you should scrap your building once it reaches 95% after you found 95%+. An abundance of 95%
can last 10 months (real time). It will decay over time but you will get your Return on Investment
and more when letting it decay down to 85%.
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If you are new and found a semi-high abundance; i.e. 90%, you can keep that building and only
upgrade it to level 2 (scrapping gets full materials back). You can make some money while you
prospect with other buildings. When prospecting building slots do not matter. Each rebuild will
give you a new abundance %.

(see Distribution below).

The chart below shows the drop in both abundance and quantity while the wages (unit worker cost
+ unit admin cost) increase (level 1 oil rig).

Crude Oil (20% overhead, 0% speed bonus)
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The chart below shows the drop in both abundance and quantity while the wages (unit worker cost
+ unit admin cost) increase (level 1 mine).



https://guides.simcompanies.com/uploads/images/gallery/2025-07/9Xrimage.png

Gold Ore (20% overhead, 0% speed bonus)

60 T & Unitz an Hour
& Worker + Admin Cosis (3)

a0 4

20 +

Ll R
R R R R R L kR R A i

DISTRIBUTION-=

Each resource produced in the building has its own abundance assigned using Gauss distribution
with mean 0.6 (60% abundance) and standard deviation of 0.15. Resulting values over 1 (100%)
are truncated to 1 (100%) and values below 0.1 (10%) are truncated to 0.1 (10%).

min(1.0, max(0.1, gauss(mu=0.6, sigma=0.15)))
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Helpful Sim Times Articles:

The Art of Prospecting

The Do's and Don'ts of Mining
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Verimlilik

Verimlilik Sim Companies'deki 3 binada bulunabilir. Tas Ocadi, Maden ve Petrol kuyusu bu

binalardir. Bu kisa inceleme verimlilik konusunu ve yuksek verimliligi "beklemenin" neden 6nemli
oldugunu ele alacak.

Verimlilik Nedir?

Verimlilik , yeni bir bina insa ederken Madenlere, Petrol Platformlarina ve Tas Ocaklarina atanan
degerdir. Verimlilik ne kadar ylksek olursa, uretilen kaynagin birim maliyeti o kadar dusuk olur. Bu

ornekte Mineralleri kullanacagiz. Madende bulunabilirler.
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Minerallerin Uretilmesi icin (20 x Enerji ) ve (1 x Su) gerekir.
Bu girdiler (birim maliyetleri haric) asla degismez.

Ansiklopedideki verimlilik degerlerini manuel olarak degistirebilirsiniz:
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PRODUCTION CALCULATOR

Building level == 14 Units an hour 104.96
Production speed bonus = 0% + Unit worker cost $2.63
Administration overhead = 10% 4= Unit admin cost 50.26

Abundance = 85 -rt

Verimlilik degisir ve verimlilik ile birim maliyetleriniz arasindaki iliskiyi anlamak énemlidir. Not:
Verimlilik her gtin %0,032 veya ayda ~%1 oraninda azalr.

Asagidaki gorsellerde verimlilikte%70, %80, %90 ve %100'den bir artis gorilecektir. Miktar, Birim
Calisan Maliyetleri ve Birim Yonetici Maliyetleri arasindaki iliskiye dikkat edin. Her biri %0 Uretim
Hizi Bonusu ve %10 Yonetim Giderini Ustlenmistir.

PRODUCTION CALCULATOR

Building level == 14 Units an hour 86.44
Production speed bonus == 0% < Unit worker cost $3.19
Administration overhead == 10% <+ Unit admin cost 50.32

Abundance == 70 4

PRODUCTION CALCULATOR

Building level == 1= Units an hour 98.79
Production speed bonus == 0% + Unit worker cost 52.79
Administration overhead == 10% 4 Unit admin cost 50.28

Abundance = 80 <+
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PRODUCTION CALCULATOR

Building level == 14 Units an hour 111.14
Production speed bonus == 0% + Unit worker cost $2.48
Administration overhead = 10% <+ Unit admin cost 50.25

Abundance == oD <

PRODUCTION CALCULATOR

Building level == 14 Units an hour 123.49
Production speed bonus == 0% 4 Unit worker cost $2.24
Administration overhead = 10% 4 Unit admin cost 50.22

Abundance = 100 4+

iste daha detayli bir dékiim:

Assumed 10% Administration Owverhead and 0% Production Speed

Abundance Units an Hour Unit Worker Cost Unit Admin Cost Unit Cost - Inputs 24 hours
TO% 5644 3 218 3 0.32 3 3.51 2074.56
20% 93.78 3 278 3 0.28 5 .07 2370.86
20% 111.14 5 248 3 0.25 5 273 2667.36
100% 123.48 5 224 3 0.22 b 248 2083.76

%100 verimliligi %70 verimlilikle karsilastirdigimizda, %100'Un ginde fazladan 889,2 birim
urettigini ve birim maliyetinin 1,05 $ daha ucuz oldugunu gérebiliriz. (Birim maliyetlerinize
Enerji ve Su girdilerinizi eklemeyi unutmayin.)

Verimliligin %95 veya daha fazla tutulmasi tavsiye edilir. Binalar yalnizca daha uzun 6marli
olmakla kalmiyor; ayni zamanda ¢ok para tasarrufu da sagliyorlar.

Not: %95+, verimlilik arayisi (hurdaya ¢ikarma ve yeniden insa etme) zamanidir. Bu, %95+
degerini bulduktan sonra zamanla tekrar %95'e ulastiginda binanizi hurdaya ¢ikarmaniz gerektigi
anlamina gelmez. %95'lik bir bolluk 10 ay (gercek zamanli) strebilir. Zamanla azalacaktir ancak
%85'e dliismesine izin verdiginizde Yatirim Getirinizi ve daha fazlasini elde edeceksiniz.
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Eger yeniyseniz ve yari-yuksek bir verimlilik bulduysaniz; yani %90, o binayi koruyabilir ve yalnizca
2. seviyeye yukseltebilirsiniz (hurdaya ¢ikarmak tim malzemeleri geri alir). Diger binalarda
verimlilik ararken biraz para kazanabilirsiniz. Her yeniden insa size yeni bir verimlilik ytzdesi

verecektir. Madenlerin, petrol kuyularinin ve tas ocaklarinin verimlilikleri neye gdre belirleniyor?
6grenmek icin SSS (sikca sorulan sorular) bélimuine bakin.

Asagidaki grafik, Gcretler (birim isci maliyeti + birim yonetici maliyeti) artarken (seviye 1 petrol
kuyusu) hem verimlilik hem de miktardaki disusu gdstermektedir.

Crude Qil (20% overhead, 0% speed bonus)
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Asagidaki grafik, Ucretler (birim isci maliyeti + birim ydnetici maliyeti) artarken (seviye 1 maden)
hem verimlilik hem de miktardaki dlstsU géstermektedir.
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DISTRIBUTION-=

Each resource produced in the building has its own abundance assigned using Gauss distribution
with mean 0.6 (60% abundance) and standard deviation of 0.15. Resulting values over 1 (100%)
are truncated to 1 (100%) and values below 0.1 (10%) are truncated to 0.1 (10%).

min(1.0, max(0.1, gauss(mu=0.6, sigma=0.15)))
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Yararl Sim Times Makaleleri:

Maden Arama Sanati

Madencilikte Yapilmasi ve Yapilmamasi Gerekenler

Bu rehber The Center tarafindan olusturuldu.

TEKNOFROST tarafindan tercime edilmistir.
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PRODUCTION CALCULATOR

Building level == 14 Units an hour 104.96
Production speed bonus = 0% + Unit worker cost 52.63
Administration overhead == 10% 4 Unit admin cost 50.26

Abundance = 85 -rt
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PRODUCTION CALCULATOR

Building level == 14 Units an hour 86.44
Production speed bonus == 0% < Unit worker cost $3.19
Administration overhead == 10% <+ Unit admin cost 50.32

Abundance == 70 4

PRODUCTION CALCULATOR

Building level == 1= Units an hour 98.79
Production speed bonus == 0% + Unit worker cost 52.79
Administration overhead == 10% 4 Unit admin cost 50.28

Abundance = 80 <+
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PRODUCTION CALCULATOR

Building level == 14
Production speed bonus = 0% +
Administration overhead == 10% 4

Abundance = 90 <+

PRODUCTION CALCULATOR

Building level == 14
Production speed bonus == 0% 4+
Administration overhead == 10% <4

Abundance = 100 4
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DISTRIBUTION-=

Each resource produced in the building has its own abundance assigned using Gauss distribution
with mean 0.6 (60% abundance) and standard deviation of 0.15. Resulting values over 1 (100%)
are truncated to 1 (100%) and values below 0.1 (10%) are truncated to 0.1 (10%).

min(1.0, max(0.1, gauss(mu=0.6, sigma=0.15)))
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Ergiebigkeit
Aktualisiert von The Center / Ubersetzt von Aerospace AG

Ergiebigkeit |asst sich in 3 Gebauden in Sim Companies wieder finden. Der Steinbruch, die Mine

und die Olbohrinsel sind diese Gebiude. Dieser kurze Leitfaden behandelt den Aspekt der
Ergiebigkeit und warum es so wichtig ist nach hoher Ergiebigkeit zu suchen.

Was ist Ergiebigkeit?

Ergiebigkeit ist der zugewiesene Wert beim Bauen von Steinbriichen, Minen oder Olbohrinseln.

Je héher die Ergiebigkeit desto tiefer sind die Kosten pro Einheit flr die produzierte Ressource.

In diesem Beispiel werden wir uns Mineralien anschauen. Diese kénnen in der Mine gefunden
werden.
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MINE

Mineralien bendtigen pro Einheit 20 Energie und 1 Wasser.

Diese Inputs verandern sich nie (abgesehen von den Preisen pro Einheit).
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Du kannst die Ergiebigkeit in der Berechnung in der Enzyklopadie manuell anpassen:

PRODUCTION CALCULATOR

Building level == 14
Production speed bonus = 0% +
Administration overhead == 10% 4

Abundance = 85 4

Units an hour 104.96
Unit worker cost $2.63
Unit admin cost 50.26

Ergiebigkeit verandert sich und es ist wichtig, die Beziehung zwischen Ergiebigkeit und den
Einheitskosten zu verstehen. Achtung: Ergiebigkeit reduziert sich taglich um 0,032% bzw. ~1%

pro Monat.

Im folgenden Bild wird ein Anstieg der Ergiebigkeit von 70%, 80%, 90% und 100% gezeigt. Beachte
das Verhaltnis von Quantitat, Arbeitskosten pro Einheit und die Verwaltungskosten. Es wird immer
von 0% Produktionsbonus und 10% Verwaltungsaufwand ausgegangen.

PRODUCTION CALCULATOR

Building level == 1= Units an hour 86.44
Production speed bonus == 0% < Unit worker cost 53.19
Administration overhead == 10% <4 Unit admin cost 50.32

Abundance = 70 4

PRODUCTION CALCULATOR

Building level == 14 Units an hour 98.79
Production speed bonus == 0% + Unit worker cost 52.79
Administration overhead = 10% 4+ Unit admin cost 50.28

Abundance = 80 4

PRODUCTION CALCULATOR

Building level == 14 Units an hour 111.14
Production speed bonus = 0% + Unit worker cost $2.48
Administration overhead == 10% 4= Unit admin cost 50.25

Abundance = a <+
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PRODUCTION CALCULATOR

Building level == 14 Units an hour 123.49
Production speed bonus == 0% 4 Unit worker cost $2.24
Administration overhead == 10% 4 Unit admin cost 50.22

Abundance = 100 4

Hier ist eine weitere Aufschlisselung:

Assumed 10% Administration Owerhead and 0% Production Speed

Abundance Units an Hour Unit Worker Cost Unit Admin Cost Unit Cost - Inputs 24 hours
T0% 5544 5 318 3 0.32 5 3.51 Z074.56
20% 2378 3 278 3 0.28 5 307 2370.96
20% 111.14 k] 248 3 0.25 k] 273 2667.26
100% 123.48 5 224 3 0.22 i 248 2883.76

Beim direkten Vergleich von 100% Ergiebigkeit mit 70% fallt auf das 100% Ergiebigkeit weitere
889,2 Einheiten pro tag produzieren und diese sogar $1,05 pro Einheit gunstiger sind.

(Beachte bei der Berechnung die Kosten von Wasser und Energie)

Es ist Empfohlen Ergiebigkeiten von 95% oder mehr zu behalten. So kann einiges an Geld gespart
werden!

Achtung: Die 95% oder mehr beziehen sich auf das Neusuchen und es heilst NICHT das wenn bei
der Benutzung die Ergiebigkeit auf weniger als 95% fallt sofort neu gesucht werden sollte. In der
Regel lasst sich ein Gebaude mit 95% Ergiebigkeit noch 10 Echtzeit Monate weiter benutzen. Es
reduziert sich im Laufe der Zeit, aber du bekommest dein Return On Investment und mehr, wenn es
auf 85% sinkt.

Wenn du noch neu bist kann es hilfreich sein erstmal ein Gebaude mit 90%+ Ubergangsweise zu
nehmen und nur bis Level 2 zu leveln, um kein Baumaterial zu verlieren. AuRerdem kannst du
wahrend du auf Gebaudeplatzen suchst auf anderen Platzen weiterhin Geld verdienen. Beim
Neusuchen spielen die Gebaudeslots keine Rolle. Jedes Neusuchen gibt dir eine neue Ergiebigkeit.

(Siehe FAQ Punkt 11).

Der folgende Graph zeigt wie die Ergiebigkeit und produzierte Menge abnimmt und gleichzeitig die
Arbeitskosten ansteigen (Level 1 Olbohrinsel).
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Crude Oil (20% overhead, 0% speed bonus)
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Der nachste Graph zeigt das gleiche fir eine Level 1 Mine.
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DISTRIBUTION-=

Jede Ressource im Gebaude hat ihre eigene Ergiebigkeit, die mit eine GauBverteilung zugewiesen
wird, mit einem Mittelwert 0.6 (60% Haufigkeit) und einer Standardabweichung von 0,15. Die
resultierenden Werte Uber 1 (100%) werden auf 1 (100%) und die Werte unter 0,1 (10%) auf 0,1
(10%) gekarzt.

min(1.0, max(0.1, gauss(mu=0.6, sigma=0.15)))
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Hilfreiche Sim Times Artikel:

Die Kunst des Prospektierens

Was du im Bergbau tun und lassen solltest
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Abundancia

A Abundancia pode ser encontrada em 3 edificios em Sim Companies. A Pedreira, Mina e

Plataforma de Petréleo sdo esses edificios. Esta rapida revisao abordara o aspecto da Abundancia e

por que é importante "prospectar" por uma alta abundancia.

O que é Abundancia?-

Abundancia é o valor atribuido a Minas, Plataformas de Petréleo e Pedreiras ao prospectar um novo
edificio.

Quanto maior a abundancia, menor serd o custo unitario do recurso que esta sendo produzido.

Para este exemplo, estaremos usando Minerais. Eles podem ser encontrados em uma Mina.

F
20x 1x | J
=)
Power Water
Minerals

1x transport

MINE

Minerais requerem (20 x Energia) e (1 x Agua) para serem produzidos.

Esses insumos nunca mudam (exceto por seus custos unitarios).

Vocé pode alterar manualmente os valores de Abundancia na Enciclopédia:
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PRODUCTION CALCULATOR

Building level == 14 Units an hour 104.96
Production speed bonus = 0% + Unit worker cost 52.63
Administration overhead = 10% 4 Unit admin cost 50.26

Abundance == 85 -rt

Abundancia muda, e é importante entender a relacao entre abundancia e seus custos unitarios.
Observacdo: A abundancia decai diariamente em 0,032% ou cerca de 1% ao més.

As seguintes imagens mostrarao um aumento na abundancia de 70%, 80%, 90% e 100%. Observe
a relacao entre Quantidade, Custos Unitérios de Trabalhador e Custos Unitdrios Administrativos.
Cada um assumiu 0% de Bonus de Velocidade de Producao e 10% de Sobrecarga Administrativa.

PRODUCTION CALCULATOR

Building level == 14 Units an hour 86.44
Production speed bonus == 0% < Unit worker cost $3.19
Administration overhead = 10% 4= Unit admin cost 50.32

Abundance = 70 4+

PRODUCTION CALCULATOR

Building level == 14 Units an hour 98.79
Production speed bonus == 0% + Unit worker cost $2.79
Administration overhead = 10% <+ Unit admin cost 50.28

Abundance == 80 =
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PRODUCTION CALCULATOR

Building level == 14 Units an hour 111.14
Production speed bonus == 0% + Unit worker cost $2.48
Administration overhead == 10% <+ Unit admin cost 50.25

Abundance == o0 4=

PRODUCTION CALCULATOR

Building level == 14 Units an hour 123.49
Production speed bonus == 0% 4 Unit worker cost 52.24
Administration overhead == 10% 4 Unit admin cost 50.22

Abundance = 100 4+

Aqui esta um resumo mais conciso:

Assumed 10% Administration Owerhead and 0% Production Speed

Abundance Units an Hour Unit Worker Cost Unit Admin Cost Unit Cost - Inputs 24 hours
T0% 5644 5 318 3 0.32 i 3.51 2074.56
20% 2278 5 278 3 0.28 k] 307 2370.96
20% 111.14 ] 248 3 0.25 k] 273 26687.36
100% 122.48 5 224 5 0.22 5 248 2083.76

Comparando uma abundancia de 100% com uma de 70%, podemos ver que 100% produz 889,2
unidades extras por dia e tem um custo unitario $1,05 mais barato.

(Lembre-se de adicionar seus insumos de Energia e Agua aos custos unitarios).

E sugerido manter qualquer abundancia acima de 95%. N&o apenas os edificios duram mais, mas
também economizam muito dinheiro.
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Observacao: 0s 95%+ se referem ao momento de prospectar por abundancia (descartando e
reconstruindo). Isso nao significa que vocé deve descartar seu edificio assim que atingir 95%
depois de encontrar 95%+. Uma abundancia de 95% pode durar 10 meses (tempo real). Ela
decaird ao longo do tempo, mas vocé terd seu Retorno sobre o Investimento e mais ao deixa-la cair
para 85%.

Se vocé é novo e encontrou uma abundancia semi-alta; por exemplo, 90%, vocé pode manter esse
edificio e apenas atualizd-lo para o nivel 2 (o descarte devolve todos os materiais). Vocé pode

ganhar algum dinheiro enquanto prospecta com outros edificios. Ao prospectar, os slots de edificio
ndo importam. Cada reconstrucao lhe dard uma nova porcentagem de abundancia. Consulte o FAQ

(perguntas frequentes) para: Como é atribuida a abundancia de recursos para minas, plataformas

de petréleo e pedreiras?

O grafico abaixo mostra a queda tanto na abundancia quanto na quantidade, enquanto os salarios
(custo unitario de trabalhador + custo unitario administrativo) aumentam (plataforma de petréleo
de nivel 1).

Crude Oil (20% overhead, 0% speed bonus)

50 - & Units an Hour
A Worker + Admin Costs (%)

40 +

30 +

20 +

10 4

............
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O gréfico abaixo mostra a queda tanto na abundancia quanto na quantidade, enquanto os salarios
(custo unitario de trabalhador + custo unitario administrativo) aumentam (mina de nivel 1).

Gold Ore (20% overhead, 0% speed bonus)

&0 -+ A Units an Hour
& Worker + Admin Cosis (3)

a0 +

20 +

ol - e
OO~ DDETON0 - O DREDHDT OO0~ DDn
SESSIROOFEE D E0 DD EE R RMEN

DISTRIBUTION-=

Each resource produced in the building has its own abundance assigned using Gauss distribution
with mean 0.6 (60% abundance) and standard deviation of 0.15. Resulting values over 1 (100%)
are truncated to 1 (100%) and values below 0.1 (10%) are truncated to 0.1 (10%).

min(1.0, max(0.1, gauss(mu=0.6, sigma=0.15)))
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A Arte da Prospecao
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Vytéznost
Sprava anglického originalu: The Center

Preklad: Vespera S.r.l.

Sprava ceské verze: Toust group

Specifikum vytéznosti Ize nalézt u tfi budov v rdmci Sim Companies. Konkrétné se jedna o Lom,

DUl a TéZni véZ. Tento kratky ndvod vam ukaze konkrétni aspekty tykajici se vytéZznosti a také proc

je dllezité se zabyvat vyhleddvanim vysoké vytéznosti.

CO JE TO VYTEZNOST?-

Vytéznost je hodnota, kterd je pridélena budovam uvedenym vyse (Lomy, Doly a Tézni véze) v

okamzik jejich vystavby.

Cim vys3si je vytéZnost, tim nizsi jsou ndklady na jednotku vybraného produkovaného artiklu.

Pro priklad si zvolime Minerdly. Mineraly mohou byt vytézeny v Dolech.


https://www.simcompanies.com/encyclopedia/0/building/Q/
https://www.simcompanies.com/encyclopedia/0/building/M/
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20x 1x | )
=

Power Water

Minerals
1x transport

MINE

Produkce (hledani) Minerald vyzaduje 20x energii a 1x vodu.

Tyto vstupni jednotky jsou statické, ergo nedochazi k jejich zméné (s vyjimkou jejich aktualni
hodnoty).

Manudlné mUzete ménit hodnoty souvisejici s vytéznosti v Encyklopedii.

PRODUCTION CALCULATOR

Building level == 14 Units an hour 104.96
Production speed bonus == 0% 4 Unit worker cost $2.63
Administration overhead == 10% <+ Unit admin cost 50.26

Abundance = 85 -rt

Vytéznost se méni a je nutné porozumeét vztahu mezi pravé zminovanou vytéznosti a vasi
vyrobni cenou.

Pozndmka: Vytéznost klesa o0 0,032 % denné, coz je priblizné o 1 % mésicné.

Nasledujici obrazky ukazuji rozdil (navysSeni) v hodnotach vytéznosti mezi 70 %, 80 %, 90 % a ve
findle 100 %. VSimnéte si vztahu mezi mnoZzstvim za hodinu, naklady na mzdy a administrativnimi

naklady na jednotku. VSechny tyto snimky predpokladaji stav, v némz je 0 % bonusu k vyrobé a
10,53 % naklady na administrativu.
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PRODUCTION CALCULATOR

Building leve| = 14
Production speed bonus == 0% <
Administration overhead = 10% <4+

Abundance == 70 4

PRODUCTION CALCULATOR

Building level = 1=
Production speed bonus == 0% +
Administration overhead =  10% <

Abundance = 80 <+

PRODUCTION CALCULATOR

Building level == 14
Production speed bonus == 0% +
Administration overhead = 10% 4+

Abundance == 00 <+

PRODUCTION CALCULATOR

Building leve| == 14
Production speed bonus == 0% 4
Administration overhead ==  10% <4

Abundance = 100 4

Units an hour 86.44
Unit worker cost $3.19
Unit admin cost 50.32

Units an hour 98.79
Unit worker cost $2.79
Unit admin cost 50.28

Units an hour 111.14
Unit worker cost $2.48
Unit admin cost 50.25

Units an hour 123.49
Unit worker cost §2.24
Unit admin cost §0.22
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Zde je prehlednéjsi shrnuti:

Assumed 10% Administration Owerhead and 0% Production Speed

Abundance Units an Hour Unit Worker Cost Unit Admin Cost Unit Cost - Inputs 24 hours
T0% 5644 ] 318 3 0.32 k] 3.51 2074.56
20% 2278 5 278 5 0.28 5 307 2370.968
0% 111.14 3 248 3 0.25 ] 273 26487.36
100% 123.48 5 224 3 0.22 5 248 Z083.7T6

Pri porovnani 100 % a 70 % vytéznosti vidime rozdil v produkci, a to pomérné markantni.
Konkrétné vidime rozdil 858,48 jednotek za den a jednotkovou cenu nizsi o $1,11.

Obecné je doporucovano udrzovat a vyhledavat vytéznosti o hodnoté 95 % a vyssi. Nejen ze pri
této hodnoté vydrzi budovy delSi dobu, ale také vdm usetfi hromadu penéz.

Poznamka: Onéch 95 % je mysleno v kontextu vyhledavani vytéznosti u novych budov.
Neznamena to, ze byste meéli budovu okamzité zbourat, jakmile jeji vytéznost klesne pod 95 %.
Vytéznost o hodnoté 95 % vam mize vydrzet redlnych 10 mésicl. BEhem této doby bude budova
starnout a snizovat svou vytéznost, ale vase ROI (navratnost investice = return on investment)
bude v zelenych ¢islech, nechate-li budovu degradovat az na 85 %.

Pokud jste novou spolecnosti a postavili jste budovu si budovu s vytéznosti o hodnoté napr. 90 %,
mUzete si ji ponechat a vylepsit ji na Groven 2 (pri zbourani ziskate zpét vsechny stavebni
materidly). MUzZete si touto cestou vydélat dalsi penize a béhem toho budete vyhleddvat nové
budovy. Pri hledani dobré vytéZznosti nezalezi, na které parcele stavite. Kazdou prestavbou ziskate
nové % vytéZnosti, nezavisle na parcele. Viz sekce Udéleni vytéZnosti nize nebo Casto kladené

otazky (FAQ) #11.

Graf nize zobrazuje pokles vyrobeného mnozstvi (modra linka) v zavislosti na klesajici vytéznosti,
zatimco mzdy (ndklady na zaméstnance + administrativni poplatek za jednotku) stoupaji (¢ervena
linka; v pripadé tézni véZze na Urovni 1). Pfedpokladem jsou téz 20 % administrativni ndklady a 0 %
bonus k vyrobé.
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Crude Qil (20% overhead, 0% speed bonus)

30 T

a0 +
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20 +
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& Units an Hour
A ‘Warker + Admin Costs (3)

Graf nize zobrazuje pokles vyrobeného mnozstvi (modrd linka) v zavislosti na klesajici vytéznosti,
zatimco mzdy (naklady na zaméstnance + administrativni poplatek za jednotku) stoupaji (Cervena
linka; v pripadé dolu na urovni 1). Pfedpokladem jsou téz 20 % administrativni naklady a 0 % bonus
k vyrobé.
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Gold Ore (20% overhead, 0% speed bonus)

60 T & Unitz an Hour
& Worker + Admin Cosis (3)
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UDELENI VYTEZNOSTI-

Kazdé suroving, vyrdbéné ve vySe uvedenych budovach, je pridélena vlastni Groven vytéznosti za
uziti Gaussova rozdéleni se stfedni hodnotou 0,6 (60% vytéznost) a smérodatnou odchylkou 0,15.
Vysledné hodnoty nad 1 (coz znamena 100 %) jsou ponizeny na 1 (100 %) a hodnoty pod 0,1 (10
%) jsou navyseny na 0,1 (10 %).

min(1.0, max(0.1, gauss(mu=0.6, sigma=0.15)))
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UzitecCné Clanky ze Sim Companies Times:

The Art of Prospecting (anglicky)

The Do's and Don'ts of Mining (anglicky)
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Abundancia

La Abundancia se encuentra presente en tres edificios de Sim Companies, estos son: La Cantera,

la Mina y la Plataforma Petrolera. En este articulo realizaremos una revisién sobre la importancia

de una abundancia alta y porque es necesaria la “prospeccién” para hallarla.

:Queé es la abundancia?-

La abundancia es el valor que se asigha a las Minas, Plataformas petroleras y Canteras cuando
prospectas un nuevo edificio.

Cuénto mayor sea la abundancia el costo de produccién del recurso serd menor.

En este ejemplo se muestran Minerales, que se producen en una Mina.


https://www.simcompanies.com/encyclopedia/0/building/Q/
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A

20x 1X
$0,25e $0,3%“)

Electricidad Agua

Minerales
$11,2
(Mercado)
1x unidad de
transporte
(Mercado)

Se requiere (20 x Electricidad) y (1 x Agua) para producir Minerales.
La materia prima para producir el recurso nunca cambia (excepto su costo unitario).

Podemos conocer las variaciones que nos dara la abundancia revisando y ajustando los valores
en la Enciclopedia:
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PRODUCTION CALCULATOR

Building level ==
Production speed bonus =
Administration overhead ==

Abundance =

1+ Units an hour 104.96

0% <4 Unit worker cost $2.63
10% <+ Unit admin cost $0.26

Bﬁ'rt

Es importante entender que los cambios en la abundancia estdn relacionados con el costo
unitario. Nota: La abundancia decae diariamente 0.032% o aproximadamente 1% por mes.

Las siguientes imagenes mostraran un aumento en la abundancia del 70%, 80%, 90% y 100%.
Observe la relacién entre la cantidad, los costos de los trabajadores unitarios y los costos de
administracién de unidades. Cada uno ha asumido un bono de velocidad de produccién del 0% y un

10% de gastos administrativos.

PRODUCTION CALCULATOR

Building level ==

1

Production speed bonus == 0% <
Administration overhead = 10% <=
Abundance = 70 4

PRODUCTION CALCULATOR

Building level == 1
Production speed bonus == 0%
Administration overhead = 10%

Abundance == B0

+
+
+
+

Units an hour 86.44
Unit worker cost §3.19
Unit admin cost $0.32

Units an hour 98.79
Unit worker cost $2.79
Unit admin cost 50.28
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PRODUCTION CALCULATOR

Building level == 14 Units an hour 111.14
Production speed bonus == 0% + Unit worker cost $2.48
Administration overhead == 10% <+ Unit admin cost 50.25

Abundance == o0 4=

PRODUCTION CALCULATOR

Building level == 14 Units an hour 123.49
Production speed bonus == 0% 4 Unit worker cost 52.24
Administration overhead == 10% 4 Unit admin cost 50.22

Abundance = 100 4+

Aqui hay un desglose mas condensado:

Assumed 10% Administration Owerhead and 0% Production Speed

Abundance Units an Hour Unit Worker Cost Unit Admin Cost Unit Cost - Inputs 24 hours
T0% 5644 5 318 3 0.32 i 3.51 2074.56
20% 2278 5 278 3 0.28 k] 307 2370.96
20% 111.14 ] 248 3 0.25 k] 273 26687.36
100% 122.48 5 224 5 0.22 5 248 2083.76

Comparando el 100% de abundancia con el 70% de la abundancia podemos observar que con el
100% produce 889.2 unidades mas al dia y es $1.05 mas barato en costo unitario.
(Recuerda agregar sus costos de electricidad y agua).

Se sugiere mantener cualquier abundancia del 95 % o mas. No sélo podras hacer uso del edificio
por mayor cantidad de tiempo, también ahorrards mucho dinero.

Nota: el 95% o mds es cuando se esta prospectando en busca de una buena abundancia
(demoliendo y reconstruyendo). No significa que debas desechar tu edificio una vez que llegue al
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95% después de que hayas encontrado mas del 95%. Una abundancia del 95% puede durar 10
meses (tiempo real). Decaera con el tiempo, pero obtendra su retorno de la inversiéon y mas al
dejar que llegue al 85%.

Si eres nuevo y encuentras una abundancia semialta; es decir, 90%, puedes mantener ese edificio
y solo actualizarlo al nivel 2 (los materiales de construccién se recuperan completos). Puede
sacarle provecho y ganar algo de dinero, mientras prospecta con otros edificios en el mapa. El
espacio de construccién donde se prospecta no tiene efecto en la abundancia. Cada reconstruccién

le dard una nueva abundancia (%). Consulte las Preguntas Frecuentes en: ;Cémo se asigna la

abundancia a los recursos de las minas, canteras y plataformas petroleras?

El grafico a continuaciéon muestra la reduccién de la abundancia y cantidad producida, mientras
qgue los salarios (costo del trabajador por unidad + costo de administracién por unidad) aumentan
(petrolera de nivel 1).

Crude Oil (20% overhead, 0% speed bonus)

50 1 A Units an Hour
A& '‘Worker + Admin Cosis (3)

40 +

30

20 +

P

10 1

El gréafico a continuacién muestra la reduccién de la abundancia y cantidad producida, mientras
gue los salarios (costo del trabajador por unidad + costo de administracién por unidad) aumentan
(mina nivel 1).
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Gold Ore (20% overhead, 0% speed bonus)
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DISTRIBUTION-=

Each resource produced in the building has its own abundance assigned using Gauss distribution
with mean 0.6 (60% abundance) and standard deviation of 0.15. Resulting values over 1 (100%)
are truncated to 1 (100%) and values below 0.1 (10%) are truncated to 0.1 (10%).

min(1.0, max(0.1, gauss(mu=0.6, sigma=0.15)))
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Abondance

L’abondance peut étre trouvée dans 3 batiments dans Sim Companies. La carriere, la Mine et le
Forage pétrolier sont ces batiments. Ce bref récapitulatif sera orienté sur I’aspect de I’Abondance
et pourquoi il, est intéressant de “prospecter” pour une plus forte abondance.

Qu’est-ce que I’Abondance 7-

L’Abondance est la valeur assignée aux Mines, Forages pétrolier et aux carrieres quand I’'on
construit un nouveau batiment.

Plus I’Abondance est importante, le moins le co(its de production unitaire sera important.

Pour vous éclaircir, nous allons prendre I'exemple du calcaire, trouvé dans la carriere.

2x
5027 g

Energie

eZ% > Gm

Calcaire
51,5 (Bourse)
1x unité de transport (Bourse)

CARRIERE

Les Minéraux requierent (x20 unité d’énergie) et (x1 unité d’eau) pour étre produits.
Ces intrants ne changent jamais (sauf pour le colt unitaire).

Vous pouvez changer manuellement la valeur de I’Abondance dans I’Encyclopédie
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PRODUCTION CALCULATOR

Building level == 14 Units an hour 104.96
Production speed bonus = 0% + Unit worker cost 5$2.63
Administration overhead == 10% 4= Unit admin cost 50.26

Abundance = 85 -rt

L’Abondance change, il est donc important de comprendre la relation entre L’abondance et
votre colt unitaire. Noter que I’Abondance se réduit de 0.032% par jour soit environ 1% par
mois.

Les images suivantes vous montrent une augmentation de I’Abondance de 70%, 80%, 90% et
100%, Notez la relations entre la Quantitée, les Frais de Travailleur Unitaire et le CoGt Administratif
Unitaire. Nous supposons pour chaque exemple 0% en bonus “vitesse de production” et 10% de
Frais Administratifs.

PRODUCTION CALCULATOR

Building level = 14 Units an hour 86.44
Production speed bonus == 0% < Unit worker cost 53.19
Administration overhead = 10% < Unit admin cost 50.32

Abundance == 70 <+

PRODUCTION CALCULATOR

Building level == 14 Units an hour 98.79
Production speed bonus = 0% <+ Unit worker cost $2.79
Administration overhead == 10% 4= Unit admin cost 50.28

Abundance = 80 <+



https://guides.simcompanies.com/uploads/images/gallery/2025-07/c0e5a9be-2159-490e-9079-c1d804d8ec42.gif
https://guides.simcompanies.com/uploads/images/gallery/2025-07/eJmimage.png
https://guides.simcompanies.com/uploads/images/gallery/2025-07/JmSimage.png

PRODUCTION CALCULATOR

Building level ==

Production speed bonus =
Administration overhead ==

Abundance =

PRODUCTION CALCULATOR

Building level ==

Production speed bonus ==
Administration overhead ==

Abundance =

14 Units an hour 111.14

0% <= Unit worker cost $2.48
10% 4 Unit admin cost $0.25
a) +

14 Units an hour 123.49

0% 4 Unit worker cost §2.24
10% 4 Unit admin cost $0.22
100 4

Voici un récapitulatif plus condensé.

Abondance

60%

80%

100%

Unités par heure
et par niveau

491.68

655.58

819.47

Codt de main Cout Codt total
d’oeuvre unitaire  administratif par unité
0.56% 0.11% 0.67%
0.42% 0.08% 0.50%
0.34% 0.07% 0.41%

Unités produites
en 24h par
niveau

11 800.32
15733.92

19 667.28

Vous pouvez constater par vous méme les différences significatives qu’il y a entre une abondance
de 60% et une abondance de 100%, que ce soit au niveau du prix ou encore de la quantité
produite. Il ne faut pas omettre que le colt par unité représente seulement les salaires, les
ressources ne sont pas comptées ici, et il ne faut donc pas les oublier dans vos calculs. Il faut
également savoir que le colit administratif augmente au fur-et-a-mesure gue vos frais

administratifs augmentent.
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Il est fortement suggéré de garder seulement les carrieres ayant une abondance de 95%+ pour le
produit qui vous concerne, car les batiments auront une bonne abondance pendant longtemps et
vous permettront de faire des économies.

Attention : Le niveau de 95%+ est valable seulement quand vous le trouvez. Ne reconstruisez pas
apres que I'abondance fusse passée sous ce cap. Vous pouvez tres bien laisser votre abondance
descendre jusqu’a 80-85% avant de reconstruire, abondance qui arrivera environ a ce niveau 10
mois- 1 an apres avoir trouvé I'abondance parfaite.

Si vous débutez et que vous trouvez une abondance autour des 90%, il est suggéré de la garder et
de la mettre au niveau 2, de facon a ce que vous puissiez, lorsque vous la démantéelerez, récupérer
tous vos matériaux de construction.

Vous pourrez vous faire de I'argent grace aux succes en prospectant les autres batiments.

Le nombre de terrains, les emplacements de batiments, n’ont pas d'importance lors de la
prospection. A chaque fois qu'une carriere, une mine, ou un forage pétrolier sera reconstruit, vous
tomberez sur une abondance totalement aléatoire.




Crude Oil (20% overhead, 0% speed bonus)

50 -+ & Unitz an Hour
A ‘Worker + Admin Costs ()

4 1
30 4

10 4

100%,
9%,
95%s
87%
SEH
95,
945
3%
2%,
91 %
A0
BOH,
HEH
BT
B
8BS
BN
B3N
B2,
B1%
BON
Va%
TE%
T
TE%
V5%

Le graphique ci-dessous montre la chute a la fois de I’Abondance et de la quantité pendant que les
salaires (co(t de travailleur unitaire+Frais administratifs Unitaire) augmentent (mine niveau 1)

Gold Ore (20% overhead, 0% speed bonus)

&0 -+ A Units an Hour
A ‘Worker + Admin Costs (3)

a0 4

20 +

100%
9%,
95
7%
96
95,
4%
3%
2%,
9175,
A0
BOH,
HE™
B
B
BE,
B
B3
B2
B
BOM
TE%
TEY
T
TE%
Th%
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DISTRIBUTION-=

Chaque ressource dans chaque batiment a sa propre abondance, attribuée grace a la loi normale (
distribution de Gauss ), avec une moyenne de 60% ( 0.6 ) d’abondance et un écart-type de 15% (
0.15 ) autour de la moyenne. ( L'écart type est un nombre qui a pour but d’indiquer la dispersion
des valeurs autour de la moyenne. ) En gros, les valeurs obtenues dans la majorité des cas sont
situées entre 0.45 (45%) et 0.75 (75%), car 0.6-0.15=0.45 et 0.6+0.15=0.75. C'est donc a force de
reconstruire et reconstruire que vous aurez des chances d’atteindre plus de 95% d’abondance,
d’ou I'importance de prospecter. Vous pouvez mettre des jours a trouver une abondance
supérieure a 95%. Ce sont des coups de chance, et encore faut-il que cela soit sur la ressource qui
vous intéresse. Vous pouvez tres bien mettre une carriere avec pour but de faire du sable et
tomber sur un 100% calcaire et un 43% sable en méme temps, ceci est décevant. Les valeurs
supérieures a 1 (100%) sont arrondies a 1 et les valeurs en dessous de 0.1 (10%) sont arrondies a
0.1.

Normal Distribution

X ~ N(u, o)
— PX=x)=v
0.0300
0.0225
Z 0.0150
0.0075
0.0000
0 20 40 60 80 100 120
X

[ Moyenne (bleu) = 60 et Ecart type (rose) = 15

Helpful Sim Times Articles:s

The Art of Prospecting
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The Do's and Don'ts of Mining
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Abundance PL

Zasobnos¢ mozna znalez¢ w 3 budynkach w Sim Companies. Sg to Kamieniotom, Kopalnia, i

Platforma Wiertnicza. Ten szybki przeglad streszcza rézne aspekty zasobnosci i pokazuje dlaczego

warto szukac jej wysokiej wartosci.

CZYM JEST ZASOBNOSC?

Zasobnosc jest wartoscig przydzielang dla Kamieniotomdw Kopalni i Platform Wiertniczych po
postawieniu nowego budynku lub przebudowie juz istniejgcego.

Czym wyzsza zasobnos$¢, tym nizszy bedzie koszt kazdej wyprodukowanej jednostki zasobu.

Dla przyktadu uzyjemy Mineratéw. Mozna je znalez¢ w Kopalni.

Do wyprodukowania mineratéw potrzebne jest (20 x Prad) i (1 x Woda).

Te wartosci nigdy sie nie zmieniajg (poza ich kosztem jednostkowym).


https://www.simcompanies.com/pl/encyclopedia/0/building/Q/
https://www.simcompanies.com/pl/encyclopedia/0/building/M/
https://www.simcompanies.com/pl/encyclopedia/0/building/O/
https://www.simcompanies.com/pl/encyclopedia/0/resource/14/
https://www.simcompanies.com/pl/encyclopedia/0/building/M/

Mozesz recznie zmieni¢ wartosci Zasobnosci w Encyklopedii:

Zasobnos< sie zmienia, i waznym jest, aby rozumiec relacje miedzy zasobnoscia i twoim kosztem
jednostkowym. Uwaga: Zasobnos¢ zmniejsza sie kazdego dnia 0 0.032% lub ~1% na miesiac.

Ponizsze zdjecia pokazujg zwiekszenie zasobnosci z 70%, 80%, 90, i 100%. Zauwaz relacje miedzy
lloScia, Jednostkowym kosztem Pracownikéw, i Jednostkowym Kosztem Administracyjnym. W
kazdym przypadku zaktadamy 0% Bonusu Predkosci Produkcji i 10% Kosztéw Administracyjnych.



XX



Oto bardziej zwarte zestawienie:



Poréwnujac zasobnos¢ 100% z zasobnoscig 70% widzimy, ze 100% produkuje dodatkowe 889.2
jednostek na dzien i obniza koszt jednostkowy o 1.05 $.

(Pamietaj, zeby dodac koszty pozyskania Pradu i Wody potrzebnych do produkcji do swoich
kosztéw jednostkowych.)

Sugeruje sie aby zachowad budynki ktére majg zasobnos¢ na poziomie 95% lub wiecej. Budynki
nie tylko moga by¢ dtuzej eksploatowane; sg wstanie réwniez zaoszczedzi¢ duzg ilos¢ pieniedzy.

Uwaga: 95% dotyczy poszukiwania zasobnosci (burzenie i przebudowa). To nie znaczy, ze
powinienes zburzy¢ swéj budynek kiedy osiggnie on 95% po tym jak znalazte$ 95%+. Zasobnos¢
95% moze wystarczy¢ na 10 miesiecy (czasu rzeczywistego). Bedzie sie zmniejsza¢ z czasem, ale
otrzymasz wiekszy Zwrot z Inwestycji (Rol) jesli pozwolisz zasobnosci zejs¢ do 85%.

Jesli jeste$ nowy i znalazte$ na wpdét wysoka zasobnosé, np. 90%, mozesz zatrzymacd ten budynek i
ulepszy¢ go tylko do 2 poziomu (burzenie odzyskuje wszystkie materiaty). Dzieki temu bedziesz
wstanie zarobic troche pieniedzy podczas szukania zasobnosci za pomocga innych budynkéw. Kiedy
szukasz zasobnosci miejsce postawienia budynku nie ma znaczenia - kazda przebudowa
wygeneruje nowy % zasobnosci.

(Zobacz Dystrybucje ponizej).



Wykres ponizej pokazuje spadek zaréwno w zasobnosci jaki i ilosci podczas gdy pensje
(jednostkowy koszt pracownika + jednostkowy koszt administracyjny) wzrasta (Platforma
Wiertnicza 1 poziomu).

Wykres ponizej pokazuje spadek zaréwno w zasobnosci jaki i ilosci podczas gdy pensje
(jednostkowy koszt pracownika + jednostkowy koszt administracyjny) wzrasta (Kopalnia 1
poziomu).



ZASOBNOSC

Kazdy zaséb produkowany w budynkj ma swojg zasobnos$¢ przydzielong za pomoca dystrybucjja
Gaussa z mediang 0.6 (60 zasobnosci) i odchyleniem standardowym 0.15. Wartosci powyzej 1
(100%) sa zmniejszane do 1 (100%) a wartosci ponizej 0.1 (10%) sg zwiekszane do 0.1 (10%).

min(1.0, max(0.1, gauss(mu=0.6, sigma=0.15)))



Pomocne Artykuty z Gazetki Sim Companies Times:

The Art of Prospecting

The Do's and Don'ts of Mining
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PRODUCTION CALCULATOR

Abundance =

as-rt

Building level == 14 Units an hour 104.96
Production speed bonus = 0% + Unit worker cost 52.63
Administration overhead == 10% 4 Unit admin cost 50.26

PRODUCTION CALCULATOR

Building level == 14
Production speed bonus == 0% +
Administration overhead = 10% <+

Abundance =

a0
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PRODUCTION CALCULATOR
Building level == 14 Units an hour 86.44
Production speed bonus == 0% 4 Unit worker cost $3.19
Administration overhead == 10% 4 Unit admin cost 50.32
Abundance = 70 <+
PRODUCTION CALCULATOR
Building level == 14 Units an hour 98.79
Production speed bonus == 0% + Unit worker cost 52.79
Administration overhead = 10% 4+ Unit admin cost 50.28
Abundance == 80 <=

Units an hour 111.14
Unit worker cost 52.48
Unit admin cost 50.25
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PRODUCTION CALCULATOR

Building level == 14 Units an hour 123.49
Production speed bonus == 0% 4 Unit worker cost 52.24
Administration overhead == 10% <4 Unit admin cost 50.22

Abundance = 100 4
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DISTRIBUTION?:==

Each resource produced in the building has its own abundance assigned using Gauss distribution
with mean 0.6 (60% abundance) and standard deviation of 0.15. Resulting values over 1 (100%)
are truncated to 1 (100%) and values below 0.1 (10%) are truncated to 0.1 (10%).

min(1.0, max(0.1, gauss(mu=0.6, sigma=0.15)))

Normal Distribution

X ~ N(u,0)
= | 60 o=|15
— PX=x)=v
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