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Introduction

SIMCITY

Introduction

Foreword

About

Enter SimCity and take control. Be the undisputed ruler ot a

sophisticated real-time City Simulation. Become the master
of existing cities such as San Francisco, Tokyo, and Rio de
Janeiro, or create your own dream city (or nightmare slum?
from the ground up.

Whether vou take over an existing city or build your own,
vou are the Mayor and City Planner with complete authority.

Your city is populated by Sims Simulated Citizens. Like
their human counterparts, they build houses, condos,
churches, stores and factories. And, also like humans, thev
complain about things like taxes, mavors, taxes, city plan-
ners, and taxes. If they get unhappy, thv\' move out; vou col-
lect fewer taxes, the city deteriorates.

The next few sections will explain the overall concept of Sim-
City and give information that will help vou win Scenarios
and design and build better cities.

System Simulations

SimCity is the first of a new type of entertainment educa-
tional software, called System Simulations. We provide vou
with a set of Rules and Tools that describe, create and control
a system. In the case of SimCity the system is a citv.

The challenge of playing a System Simulation game is to figure
out how the system works and take control of it. As master ot
the system, you are free to use the Tools to create and control
an unlimited number of systems (in this case, cities) within
the framework and limits provided by the Rules
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Rules

[n SimCity, the Rules to learn are based on city planning and
management, including;:

o Human Factors
Residential space and amenities, availability of jobs,
and quality of life.

e Economic Factors
Land value, industrial and commercial space, unem-
ployment, internal and external markets, electric
power, taxation, and funding for city services.

* Survival Factors
Strategies for dealing with disasters, crime, and pollu-
tion.

e Political Factors
Public opinion, zoning, and keeping residents and
businesses satisfied with your city and vour perfor-
mance.

Tools

The Tools provide you with the ability to plan, lay out, zone,
build, bulldoze, re-zone, and manage a cityv.

e Plan
Mapping systems give physical and demographic
overviews of the entire city.

¢ Layout
Design living and working areas, road and transit sys-
tems, and recreational areas.

e Jone
Set zoning boundaries for parks, residential, commer-
cial and industrial arcas.

o Build
Place roads, rails, airports, scaports, fire and police
stations, sports stadiums, and power plants.

e Bulldoze

Clear forests for city growth, build landfill along
waterways, clear and re-zone developed areas.
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* Manage
Using the mapping and graphing systems, gather up-
to-date information on traffic density, population

trends, power grid status, pollution, crime, land value,
police and fire department efficiency, and cash flow.
Set the tax rate and funding levels for city services.

But the most important Tool of all is the Simulator itself. Test
your plans and ideas as you watch the city grow or shrink
through the immigration and emigration of industrious Sim-
ulated Citizens. Sims will move in and build homes, hospi-
tals, churches, stores and factories in the zones vou provide,
or move out in search of jobs or a better lite elsewhere. The
success of the city is based on the quality of the city you
design and manage.

Simulator Reaction Time

The simulator is a very complex multi-tasking piece of soft-
ware. [t is (‘nnsmm]y performing many checks, calculations,
and updates, as well as keeping watch on the mouse and I key-
board to respond to your demands. When you load in a city,
give the simulator some time to compile its data and update
the maps, graphs, population levels, etc. Some of the other
times when the simulator lags behind vou are when power-
ing zones and updating the city services map after installing
police and fire stations.
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The Goals of SimCity

'here are many goals to be pursued and reached in SimCity.
Scenarios

Each of the eight included scenarios is actually a game in
itself, with an unlimited number of ways to win - or lose.

Each Scenario is a city which is either the victim of horrible
planning or about to be the victim of a natural disaster. Atter
you load in a Scenario, vou will have a limited amount of
lime to correct or repair the problems. If you are successful,
yvou will be given the key to the city. If not, you may be ridden
out of town on a rail.

It one strategy doesn’t work, try another. There are a million
stories in each city, and vou write them.

Your Dream City

Perhaps the main goal of SimCity is for you to design, man
age and maintain the city of vour dreams,

Your ideal place to live may be a bustling megalopolis, lots of
people, lots of cars, tall buildings: high-energy, high density
living. Or it may be a small rural community, or a linked
group of small communities providing slow-paced country
living.

As long as your city can provide places for people to live,
work, shop and play, it will attract residents. And as long as
tratfic, pollution, overcrowding, crime or taxes don’t drive
them away, vour city will live.
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Getting Started

SimCity Requirements

SimClity requires a SPARC workstation running the SunOS
4.1 operating system, with the OpenWindows 3.0 window
system installed, an 8 bit deep color graphics display, a kernel
with the shared memory option enabled, and at least 16
megabytes of memory. It doesn’t support 1 bit deep mono-
chrome displays, nor does it work with earlier or different
window systems.

This version of SimCity was built using the HyperLook user
interface design system, and is shipped with a HyperlLook
run time system. It includes an demonstration of HyperlLook,
teaturing a fully functional PostScript graphics editor, that
was used to draw parts of the SimCity user interface.

SimCity is copy protected, using the Elan License Manager. [t
you don’t have a license, SimCity will run in demo mode:
saving the city is disabled, and you can play for five minutes
before something dreadful happens.

SimCity Features
On-Line Help

You can get help on the SimCity user interface, by pointing
the mouse at anything mysterious and pressing the “Help”
key. The HyperLook Help window will pop up, giving
mstrmhom and use tul hints on how to use the controls.

[Tt button lets you plap the "Rem® scenanio. S l
|Beeny, Switzerand 1965 - Traffic 1

Hynrl.ook Edition
Select 2 I

ongested avery

i The roadis here are becomir
5 are The Z demand that

g

Yo d I
mass

require m |
oty tasy |
Time Limik 10 years

wWin Condition: Low Average Traffic Gensity

Yokyo 1957  Bjede funrise 2047 W16 Detrer 1972 —
CoastatHoasing  wacdews Melbdora viay |

HyperLook Help Window
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Multiple Views

It’s possible to display several animated views of the city on
the screen at once. You can even zoom in and out, to magnify
or shrink the graphics! The animation is slower when a view
is scaled, but you can still scroll around and edit yvour city as
usual, at any size. A ‘

Heavy Traffic reported.

Disasters Time Friority. wincows

[ Tioos oo Lsro= mguincaion ]

Animated City Views

Open Look
HyperLook is integrated with The NeWS Toolkit (TNT), to
implement the Open Look user interface. SimCity uses Open
Look buttons, menus, sliders, settings, text and numeric
fields. They help to make the interface familiar and easy to
usc.

Flsl Budget
Tax Rate Percent: X

Tevwes Collected: [ERTRED ™ A

Amount Amount Funding
Requested  Atlocated 0% level qgox

Fire Fund: m
Police Fund: INRIEETT]
Trans, Fund: _m

Cash Flow: -$1,097

Previous Funds: SR Go With These Figures

Current Funds: $1

Open Look User Interface
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Pie Menus

SimCity teatures pop up “pie menus” tor selecting between
city editing tools. Pie menus are circular menus with their
choices in different directions, and they're very tast and effi-
cient Lo use. Since you change editing tools quite often while
building a city, you can save much time and eftort by using
pie menus instead of the tool pallet.

funds: $ 17,669 1966 Apr |Heavy Traftic reported.

Pie Menus for Selecting Tools

Sound Mixer
SimCity plays its sound effects using the HyperLook sound
server, which makes real time sound effects by mixing them
together and playing them immediately when needed. So
you can hear the bulldozer rumbling, buildings crashing,
and the monster roaring at the same time, all synchronized
with the animation.

PostScript Printing
.
You can print your city on a color or monochrome PostScript

printer. It's possible to print the whole citv on one page, or a
twelve page poster.
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Installing SimCity

SimCity comes on two floppy disks. It includes the Hyper-
Look user interface runtime system, and the Elan License
Manager. There is an installation script called “Installsim-
city” that asks you a few questions and then configures the
SimCity startup scripts.

HyperLook
If you don’t already have Hyperlook, you need to install the
runtime system included with SimCity. Otherwise, vou can
use your own installed version of HyperLook 1.5.
Elan License Manager
You must run the Elan License Manager daemon and have a
valid key in order to unlock SimCity. You can run the license
server on the local host or another system. If you don’t have
a key, SimCity will run in demo mode: you can’t save vour
city, and something dreadful will happen after five minutes.
Using “extract_unbundled”
You can automatically extract SimCity from the floppy disks
and install it using the standard “extract unbundled”
script, usually located in “/usr/etc/extract unbundled”.
To extract SimCity from floppy disk, first change to a direc-
tory that you can write to, then type:
% /usr/etc/extract unbundled
It will ask:
Enter media drive location [local | remote]:
Just type “local”. Next it will ask:
Enter Device Name (e.g. rst0, rmt0, rfdOc): /dev/r
Note that the “/dev/r” is already entered for you. Just type
“£40” for the floppy disk, so it says “/dev/rd£0”, and don't
worry about the strange example in the prompt. Then it says:

**pPlease insert the first diskette if you haven’t
done so already.**

Press return when ready:
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Now insert the first SimCity disk, and press return. Then it

will read in the installation script, tell vou what you're get-
ting into, and ask if you want to go on. Of course you do, so
type “y” and press return.

Next, it will ask for the name of a directory where it should
install the “simcity” directory. Then it asks if vou already
have HyperLook installed. If you do, type the full name ot
yvour “$HLHOME” directory, otherwise press return, and it will
ask where you want to install HyperLook. Then it makes sure
there’s enough disk space, and extracts the sottware from the
floppy disks. It will prompt you to insert volume two and
press return, when it’s finished reading the first floppy.

Once it’s all loaded in, it will automagically run the SimCity
installation script, called “Installsimcity”, which lives in
the “simcity” directory. That will ask for the names of the
SimCity and HyperLook directories, hopetully providing
reasonable defaults, that you can select by pressing return,

Next, it asks for the key directory, and vou can go with the
default name unless vou care to store the keys somewhere
else. Then, it asks for the name of a large local temporary
directory, defaulting to “/tmp”, which vou should only
change it your “/tmp” is too small (SimCity will complain if
it is). Lastly, it asks for the host name of the license server,
defaulting to the local host. If you want to run the license
server on another host, give its name here.

Now the “Installsimcity” script will put the appropriate
environment variable settings into several shell scripts and
install them in the top level “simcity” directory. You can run
SimCity by typing “simcity”, or double clicking on the
“simcity” icon in the file manager.

You can always run the “InstallsimCity” script again to
reconfigure the shell scripts, if you make a mistake or change
your mind about the setup. Note that your environment vari-
ables will override the values configured into the shell
scripts, so look at the scripts and check vour environment it
there are any problems.
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Shell Scripts Created by InstallSimCity

Once you have run “Installsimcity”, the following shell
scripts are created in the top level “simcity” directory. You
can install them wherever you want, and run them from the
shell or the file manager:

GetKey

Display your server code and prompt for a key. You
must contact DUX Software to get a kev. (Don’t run
this from the file manager, since it prompts for input.)

SimCity
Start up SimCity normally, giving a choice of plaving
a scenario, generating a new city, or loading a city.

SimCity.GenerateCity

Start up SimCity by letting you generate terrain for a
new citv.

SimCity.NewCity

Like simCity.GenerateCity, but automatically gen-
erates the terrain and starts the game.

Scenario.Bern

Bern, Switzerland 1965 — Traffic.
Scenario.Boston

Boston, MA 2010 — Nuclear Meltdown.
Scenario.Detroit

Detroit, MI 1972 — Crime.
Scenario.Dullsville

Dullsville, USA 1920 — Boredom .
Scenario.Hamburg

Hamburg, Germany 1944 — Fire.
Scenario.Rio de Janeiro

Rio de Janeiro, Brazil 2047 — Flood.
Scenario.San Francisco

San Francisco, CA 1906 — 8.0 Farthquake.

Scenario.Tokyo
Tokyo, Japan 1957 — Monster Attack.

'

—

(91
i

R
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Tutorial — A Walk Through Your City
Starting Up

To start up SimCity, go to the SimCity directory and run the
shell script named “simcity”. The computer will chug for a
while as HyperLook and SimCity are loaded. You'll know
things are going well when you see the Introduction Screen.

maxic THECITY SIMULATOR from MAXIS
HyperLook Edition by DUX Software
Unix & User Interface: Don Hopkins, DUX Software

HyperLook: Arthur van Hoff, The Turing Institute Ltd,
Original Concept and Design: Will Wright, MAXIS So ftware

SimCity Version 1.0:  © 1992 MAXIS, DUX Software
HyperLook Version1.5: ©1992 The Turing Institute Ltd.

The Introduction Screen

Once SimCity is loaded, the Introduction Screen will go awayv
and be replaced by a Welcome Notice, and a Startup Window
with a bunch of buttons for cities and scenarios.

e —

o

Unix SimCity Imple mentation,
PostScript Graphics,
and User interface
by Don Hopkins, DUX Software.
Thanks to The Turing Institute.
Original Concept & Design
) e by Will Wright, Maxis Software.
) y O X Unix SimCity Version 1.0
\ Tt © 1992 MAXIS, DUX Software

Press the "Help” key!

The Welcome Notice

- 16 -
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B
!
8

Hyperl.ook Edmon

Select a
Scenario

.

nC

B

Dullsville 1900 San Francisco 1906 Hamburg 1944 Bern 1965
Boredom Earthguake Bombing

*

Tokye 1957 Rio de janeire 2047 Bosten 2010 om»ot 1972
Monster Attack Coastal Flooding Nuclear Meltdewn Crime

The Startup Window

[n case you wonder about any of the buttons or graphics, vou
can get help on anything by pointing at it and pwwmv the
Hel” Key. So try pressing “Help” over the weird little grill in

the upper right corner of the Startup Window. This brings up

the HyperLook Help stack. Click on “Done” to dismiss it.

clicking on this sound vent shuts off those [
\obnoxmus noises! |

This is an alternating drawing button. Use the left
‘mouse button to flip between states.

i
|

I f)n ne l

The Help Stack
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Generating a New City

Now click the left mouse button on the “New City” button.
The Welcome Notice will turn into a control panel for setting
up a New City, and the Startup Screen will turn into a Terrain
Generator with a map and some buttons.

Er,-,m_, FEMaeETEr T

% Creating New Map ...
City Name: NowHere,
Game Level: Easy Initial Funds: $20,000

Medium Initial Funds: $10,000
Hard Initial Funds: $5,000

The New City Panel

Generate New Terrain Use This Map

The Terrain Generator

- 18 -
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City Name
You can set the name of your city by clicking the left button
on the “City Name” text field, and typing the name. The delete
key erases the last character, and Control-U erases to the
beginning of the line. You can double or triple click on the
name to select it, and it will be deleted when you type a new
name.

Game Level

The three exclusive settings let you select the Game Level.
Choose “Easy” for now, by clicking the left mouse button. If
vou're just starting out, you can certainly use the extra
money!

Generate New Terrain

If you're not satisfied with the terrain map you see, just press
“Generate New Terrain”, and you will get a new map. You can
do this as many times as you like, until you get a nice map.

Use This Map wenerate New Terrain Use

Generate New Terrain Use This Map

Randomly Generated Terrain Maps

Use This Map

When you are happy with the terrain map, press the “Use
This Map” button, and the game will begin!

= 110) 5
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The Edit Window

You're now playing SimCity! The Edit Window, which is the
main window used for controlling SimCity, will be dis-

played:

City Current Funds Current Date  City Name
Sirrkz)ulatmM~

Close | 2 _‘ ﬁmvHe: 7

Box = i Disasters Time Priority Wwindows

T Y T A

Menu
Buttons —

Tool
Teons ——

Demand
Indicator—
Zoom
Control -
Zoom
Reset —

‘ ‘
Tool Cost Trees Clear Land Water
The Edit Window

The Edit Wirdow is where you will do the actual building and
zoning. In the middle of the Edit Window is a detailed map
showing part of the terrain. Around the edges are controls
and fields displaying information about the city.

Along the top edge of the window is the Cify Name, where the
name of your city or the scenario vou selected is displayed.
Clicking on it brings the window to the front.

In the upper left corner is a picture of the City Simulator, from
Maxis. If you click on that, the Introduction Screen will be dis-
played to show the credits, version, and copyrights. Click on
the Introduction Screen to dismiss it.
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On the left edge, below the City Simulator, is a Close Box.

Clicking the left button on the Close Box closes the Edit Win-
dow into a small icon, a miniature version of the window.
Thanks to the way Hyperlook is designed, when a window
is iconified, it continues to animate. You can double click on
an icon to open it back up to a full sized window.

There is a row of Menu Buttons below the title, to the right of
the Close Box. Pressing the right mouse button down over any
of these buttons pops up a menu, from which you can select
using the right mouse button. Clicking the left mouse button
over a Menu Button selects the menu’s default item, without
displaying the menu. The default menu item has a black ring
or rectangle around it. You can set the default by pressing the
Control key when the menu is up.

There are three fields below the Menu Buttons, that display
your Current Funds (in dollars), the Current Date (the year and
month), and important Messages (one at a time). Clicking on
them just brings the window to the front.

Along the left edge of the window are two columns ot color-
ful Tool Icons, used for choosing the city editing mode. Click
the mouse over an icon to select an edltmg, tool. The currently
selected tool is highlighted in yellow. The Tool Cost field almw
the bottom edge of the window tells vou the name of the
selected tool, and how many dollars it costs to use.

You can use the selected tool by pressing the left mouse but-
ton over the map in the middle of the Edit Window. Also, you
can pop up a Pie Menu to quickly switch between editing
tools, by clicking the right mouse button over the map. You
can easily scroll the map by pressing the middle mouse but-
ton down over the map and dragging the view around.

The Demand Indicator shows the demand levels for Residen-
tial (green), Commercial (blue), and Industrial zones (vel-
low), and can be helpful in planning your city.

The Zoom Control changes the magnification of the map. You
can zoom in or out to make the graphics larger or smaller, or
press the Zoom Reset button to zoom back to normal. The ani-
mation is fastest at the normal size.
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All of the SimCity windows have Drag Fdges with which vou
can move the window around, and Resize Corners to change
the size of the window. Some windows cannot be resized, so
the resize corners just move them around. To use them, press
the left mouse button down over the corner or edge, and
move the outline to where you want it. The window will
move or resize to that location, when you release the button.

The main portion of the map is land. Your available land is
made up of three types of terrain. The brown areas are Clear
Land, the green areas are forests and Trees, and the blue areas
are Water. You can build only on Clear Land. You can clear for-
est and extend coastlines with your bulldozer. You can run
roads, rails, and power lines straight across the Water.

The Map Window

The other window that’s shown when vou start the game is
the Map Window, which displays an overview of your entire
city map:

SsTreETn

City Map: Comprehensive

AR L SR 2T

i
.
|

|
s
|

3
|

The Map Window
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You can see different demographic views of the city, chosen
by the icons on the left. The type of map is shown along the
top edge of the window, to the right of the Close Box.

There is a yellow rectangle in the Map Window that shows the
location of the detailed city view. (There may be more than
one yellow rectangles, if multiple views are visible.) Press the
mouse button down over the yellow rectangle, and drag it
around the map, to scroll the view.

Building a City

To begin a city, we need: places for Sims to live, places for
Sims to work, and power.

. You can only build on Clear Land, so use the Bulldozer to clear
anil away some trees. Click the left mouse button on the Bulldozer
Icon. Move the cursor over to land. It now points to a small
square, outlining the area that will be bulldozed when you
click the left button. The Trees under your pointer are now
Clear Land. Now, hold the left button down and drag the
pointer across the Trees. Mass destruction. Clear a large area
of land to prepare for building.

~ Click the Residential Icon, then move back to your terrain.
" Your cursor will now point to a large square outline. This out-
line indicates how much clear space you will need to create a
Residential Zone — a place for Sims to live. Clicking the left
mouse button in Clear Land will “zone” that area. The “R” in
the zone center indicates that it is a Residential Zone. The
flashing lightning symbol means that the zone has no power.
Place a few more Residential Zones next to the first one’.

Several New Residential Zones

1. If you have trouble placing a zone, make sure it is on Clear Land. You
cannot zone over Trees, unless yvou have Auto Bulldoze activated.
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Now decide where to position a Power Plant in your city.
Point to the Power Plant Icon, and press and hold the left
mouse button. A menu will appear, giving you the option of
choosing a Coal or Nuclear plant. For now, release the button
over “Coal”. The outline for a Power Plant is even larger than
for a Residential Zone. Place the Power Plant in some open
space near your Residential Zones. If your Power Plant is nol
directly adjacent to a Residential Zone, you'll need to run a
Power Line from your Power Plant to the Residential Zones.

To do this, click the left mouse button over the Power Line
Icon. By pointing your cursor and pressing the button, lay
Power Lines from your Power Plant to your Residential Zones.
Adjacent Power Line sections will automatically connect to
cach other. Road and Rail lines connect in the same manner.

In a moment, the flashing symbols in the Residential Zones
will disappear, indicating that your zones have been pow-
ered!. Any zones that are adjacent to a powered zone do not
need separate Power Lines run to them. Soon vou will see
small houses start to appearz. The Sims have started to move
in!

Here Comes the Neighborhood!

Once there are a few Residential Zones, where Sims can live,
you need to make it possible for your new residents to find
jobs. They can’t all work at the power plant!

1. There is a delay between the time you connect power to a zone and the
time the flashing lightning symbol disappears. This delay gets longer as
your city gets larger.

2. When you zone land, you designate where building is allowed. It is the
Sims who actually build.
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Residénhal, Commercial, and Industrial (mes

Now you're ready for Commercial and Industrial areas; places
for Sims to work, shop, and transact business. Select the Com-
mercial Icon and place a few Commercial Zones near your Resi-
dential ones. Then select the Industrial Icon and place some
Industrial Zones. Connect all necessary Power Liries.

Notice that as you select different Tool Icons, the icon’s
description and its associated cost will be displayed in the
Tool Cost field near the lower left corner of the Edit Window.
The Current Funds field near the top of the window displays
your total funds available.

Now click the left button on the Road Icon and add Roads from
your Residential housing to the Commercial and Industrial
arcas to allow the Sims to commute to work. Road sections
connect themselves like Power Line sections. Once you have
Roads, traffic will be generated.

S :

Roads with Traffic
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Tutorial — A Walk Through Your City

Now move the cursor to the Menu Button labelled “Win-
dows”, and press the right mouse button down. The Windows
Menu will pop up below the cursor. Drag the cursor to the
menu item labelled “Budget”, and release the right button.
This brings up the Budget Window, which lets you set the level
of funding for your fire, police, and transportation depart-
ments.

Fiscal Budget

Tax Rate Percent:
m 0% 20% X

Taxes Collected: FESRU S E T

Amount Amount Funding f
Requested  Allocated 0% level qpp% |

Fire Fund: -m
Police Fund: R 1]
Trans. Fund:

cash Flow:
Previous Funds:

Current Funds:

The Budget Window

Click the left mouse button on the up and down arrows, or
drag the sliders to change the funding levels. You can also
adjust the current tax rate. If vou have no police or fire
departments, you can’t fund them. You cannot fund more
than 100%. Since your city is so new, you can’t do much here
now, but come back later. Click the left mouse button on the
“Go With These Figures” button to make the window go away
when you're done. If the hour glass runs out, the window
will go away automatically. You can click on the hourglass to
keep that from happening,.

Now look at the Map Window. You can get an idea of the size
of vour city, and how much room you have left. Try the dif

ferent map views by clicking, the left mouse button on the
icons along the left edge of the Map Window. You will need
this information to build and adjust conditions in your city.

For example, you can pinpoint the areas with the lngnwt
crime to determine locations for new police stations.

- 26 -
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The Map Window

Additional information can be gained through the available
Graphs. Unlike the Maps, which only show the current state of
vour city, the Graphs give you a record of the past so you can
gauge trends and cycles. You can display the Graph Window
by selecting the item labelled “Graph” from the Window
Menu.

The Graph Window
You can toggle the various graph displays on and off, and
switch between 10 year and 120 year graphs, by clicking on
the icons at the left of the Graph Window.

(W]
-~
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) Another way to gather information about your city is by

. using the Query Tool. To use this, select the Tool [con with the

magnifying glass and question mark, or hold down the “Q”

key, then press the left mouse button over the map in the Fdit

Window. You will be shown a window filled with information
about the zone under the cursor.

B

7

The Zone Status Window

e N Ow, let’s Save the city to disk. Use the File Menu to select
“Save City as...”. You'll see the Save File dialog. Near the top
of the window is a text field labelled “File:”. You can select a
directory by typing its name into the text field, or by double
clicking in the scrolling list. Then you can type in a name for
your city, ending with the “.city” extension, and press return.
Your city will be saved to disk, so you can load it later to get
back to where you are now.

D ]

' Dir: _’_] /Ja/hopkins/Sim/Wark/Cities ‘
File: |

Bruceville city
Deadwood city
Finnigans_isle.clty
Fredsvitle. city
Haight Ashbury.city

Happy_sle.city
Joffeburg. city
LinearCity. clty

I Sove City

’ BadNews.city

Save File Dialog
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el 1o load a city, use the File Menu and select the item labelled
“Load City...”. The Open File dialog looks and works almost
like the Save File dialog. It will start out in a directory named
“Cities”, which contains some intércsting cities included with
SimCity. You can load and play any of them, or navigate to

the directory where you saved your city, and load that again.
—

Dir: D /g/hopkins/Sim/Work/Cities

Filee |

BadNews, city
Bruceville.city
Deadwood. city
Finnigans_ksle.city
fredsvilie. city
Halght_Ashbury.city

Happy_kle.city
Joffeburg.city
LinearClity. city o

toad City

Open File Dialog

This is all the basic information you need to run SimCity, but
we suggest reading on. The User Reference section explains in
detail how to use each program function. Inside SimCity
explains the inner workings of the simulator, and gives some
brief hints and tips for using it. There is also an essay on The
History of Cities and City Planning, and a Bibliography for seri-
ous City Planners.
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Controlling SimCity
Managing Windows

A big part of controlling SimCity is controlling its windows.
You can select which windows are displayved. Windows can
be moved around the screen. They can be brought to the
front, hidden, or closed into small icons.

Resize Corner

Window Menu —

Default Item

The Close Box Menu

To move a SimCity window around, just press the mouse
button down on its Drag Fdge, the thick beveled border, and
drag the outline to where you want it. When you release the
button, the window will move there.

Some windows can be resized, by pressing the mouse button
down on the Resize Corner, and dragging the outline to w herc
you want it. The opposite corner will stay in the same place,
and the window will stretch so the corner is where vou've
put it (however, windows won't stretch smaller than their
minimum size). Click the mouse button on a window’s Drig
Edge, Resize Corner, or its title, to bring it to the top.

The windows have a Close Box in the upper or lower right
corner, that you can click the left mouse button on to close the
window to an icon or hide it. Press the right mouse button
down over the Close Box to pop up a Close Box Menu of win-
dow management functions, described below. Clicking the
left mouse button on the Close Box actually selects the menu’s
Default Item, which is “Close” or “Hide” as appropriate.

You can press the “Front” key to bring the window under the
cursor to the front, or to push it to the back if it’s already mn
front. The “Open” key closes a window to an icon or opens
anicon to a window. Double clicking on anicon also opens it.
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Getting Help

If you wonder about a control or graphic in SimCity, you can
point at it with the cursor, and press the “Help” key, to bring
up a help window describing it.

This button lets you play the “Bem” scenario,

HyperLook Edinon

Berr, Switzeriand 1965 - Traffic

Select a The roads here are becoming more congested every
Scenarlo day, and the residents are upsel. Thiey demand that |
you do something about it Some have suggested & |
mass transit system as the answer, but this would
require major rezoning In the downtown aren

Di fficuity: Fasy
Tivme Limit: 0 yoars
Win Condition: Low Average Traffic Density

okyo 1957 : — -
onshor Ak o A4 b ][]

The Help Window

The magnifying glass in the help window shows an image of
the screen where you pressed the “Help” key. You can scroll
the help text with the scroll bar if there is more than one page.
Press the “Done” button to get rid of the help window, or the
“Info” button to find out more about Hyperl.ook!.

Using the Mouse

[n SimCity, you will primarily use the left mouse button. The
main function of the right mouse button is to select from
menus. The middle button is used to scroll the view in the
Edit Window. But in most places, the right and middle buttons
do the same thing as the left button.

Clicking a mouse button means to press and release it with-
out moving. Dragging means to press and hold the button,
move the mouse, then release.

Open Look Menus

To bring up an Open Look menu, press and hold the right
mouse button down over a menu button. (Or click the right
button without moving.) Drag over to the menu item you
want to select, then release the button (or click it again).

1. The HyperlLook system includes many demos, including the structured
PostScript graphics editor used to create the graphics in SimC ity and this
manual. Press “Info” to find out about how to use HyperLook!
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When an Open Look menu is popped up, you can set the
Default Item to the currently highlighted item, by pressing
and releasing the Control key. The default item is has a black
ring or a rectangle around it. Pressing the left mouse button
on a Menu Button will select the associated menu’s Default
[tem, without pnpping up the menu.

You can pin an Open Look menu by selecting its push-pin. It
will stay on the screen, and you can use it without it popping
down. You can move a pinned menu around by dragging its

border with the left button. To get rid of a pinned menu, just
click on the push-pin.

Pie Menus

Pie menus are designed to be very fast and efficient to use.
You can pop up a pie menu by clicking the right button, then
select from it by moving in the direction of the item you want,
and clicking again.

Once you are familiar with the directions, you can use pie
menus very quickly by pressing the right button down, mov-
ing in the direction you want, and releasing. If you do this
without stopping, the menu will not even display on the
screen — you will just see the menu label flash up to remind
you of the selection. See how fast you can get!

Funds: $17.669 1966 Apr |Heawy Traffic reported.

i

o
.

T EE

=i
4

Pie Menus for Selecting Tools

1
(9]
[\S]
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Using the Keyboard

There are several keyboard shorteuts in SimCity. Keep the
keyboard reference chart handy.

The following keys work with any SimCity window, the
same as they work with the other windows on the desktop:

e The “Front” key (L5) brings the window under the cur-
sor to the front, or pushes it to the back, if it's already
in front.

* The “Open” key (L7) closes a window to an icon, or
opens an icon to a window.

The following keys are only applicable when the cursor is in
the Edit Window:

* The “Esc” key silences any sound that is playing,.

® The Arrow Keys on the numeric keypad (RS, R10, R12,
and R14) scroll the view by three tiles.

* The “X” key changes to the next editing tool in the Tool
Icon pallet, wrapping around from Airport to Query.

* The “/” key changes to the previous editing tool,
wrapping around from Query to Airport.

The following keys temporarily switch editing tools, while
vou are holding them down. When you release the key, the
tool changes back to what it was before:

e “B” temporarily selects Bulldozer.

e “R” temporarily selects Roads.

* “P” temporarily selects Power Lines.
e “I” temporarily selects Train Tracks.

e “Q" temporarily selects Query.

1. Keep the “Num Lock” and the “Caps Lock” keys off! You may have trou-
bles if you use “click to type”. If so, turn it off by running the “Workspace
Properties” utility, selecting the “Miscellaneous” category, and switching
the “Set Input Area” setting to “Move Pointer”.
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Menus

This section explains the SimCity menus in detail.
File Options Disasters Time Priority Windows

The Editor Window Menu Buttons
Close Box Menu

Every SimCity window has a Close Box with an associated
menu, for window management commands.

o SimCity — Display fascinating and vital information
about SimCity, DUX, and Maxis.

M Axic THE CITY SIMULATOR from maxis DUX
HyperLook Edition by DUX Software

Unix & User Interface: Dan Hopkins, DUX Software

Hyperloal: Arthur van Hoff, The Turing Institute Ltd.
ariginal Concept and Design: Will Wright, MAXIS So ftware

SimCity Version 1.0:  © 1992 MAKIS, DUX Seftware
HyperLook Version1.5:  © 1992 The Turing Institute Ltd.

= Hyperiook,

T

The SimCity Introduction Screen

e HyperLook - Display witty and profound details
about HyperlLook, the user interface system from The
Turing Institute that supports SimCity.

:

| coppoghtin the - ¢ 20,
1 e i0d, CransRed, Copied or reprod uced (A wAWIE OE in AT In I marncs & 0/ or in o 60 41y Medla 58 Iy eriom ST

Thin 16 ACCONANCE wih (& Resmms of Turing's AGPELMEnt or StHErsdsT WIT OUT the Do whittes cosent of Turie.

T 2.0 tor Opeamindows 2.0
Copyrght (1931 Sun Micrasystens Incarporezd

The Turiag insStute Lmiced HiyparLook suvios $ 4
34 thorta Hanaver Sree, Danlopmen wersien ¢aly

Fax o44 41557 2985
-mad yperiookamring com |

For yyp e sak informicon
BENE @4 hetk 44 41 SE2 0987

|
| Wepariook, the Hyperi ook [oge, md the Turing Insumite 27 e |
AP e ] ] -__mﬂv]

The HyperLook Introduction Stack
o (lose — Close the window to an icon.
e  Back — Bury the window underneath other windows.
o Refresh - Redisplay the graphics in the window.

o Quit — Fxit SimCity. Asks for confirmation, first.
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File Menu

The File Menu lets you start new games, read and write cities
to disk, and other unclassifiable stuff like that.

* Play Scenario — Select a scenario to play.

i J=

00 7 O

The Start Scenario Screen

* Generate City -~ Start a new city with fresh terrain.

Creating New Map ...
City Name: NowHere,
Game Level: Easy Initial Funds: $20,000

Medium Initial Funds: $10,000
Hard Initial Funds: $5 000

Generate New Terrain Use This Map

The Terrain Generator
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e [oad City...— Read a city from a file.

e Save City — Write the city to a file.

e Save City as... — Save the city with a new name.

o [T /amonkine/sim/war/cities 5 (1) Zarmokimssmawork/ Cities

file:

The Load and Save File Dialogs

e Print City — Print the city on a PostScript printer.

e —*——
PRINT CITY I

|

Monochrome Color

Edit Small Map Edit Large Map Edit City View
Printer Command: fpr -Plw2,

Print Small Map Print Large Map

Show Printer Queue

The Print City Dialog

o Install Key — Get a license key. Cure for demo mode!

INSTALL KEY

| To get akey for SimCity. contact DUX Software at: |

| DUX Software server code:

| 4306 EJ Camino Real
Suit 6281 2041 4979 08649

e 1
Los Altos, CA 94022
Enter Key:

Phone: i
| +1-800-543-4999 3 |
install Key |

s

Save City Really Quit Never Mind

The Really Quit Dialog
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Options Menu

The Options Menu contains nonexclusive settings, any of
which you may toggle on or off by selecting,.

* Auto Budget — Keeps your budget at the same level (or
fully funded) without asking for approval every year.
If there isn’t enough money to meet the budget, then
funds will be allocated first to the Transit system, then
to the Fire Department, then to the Police. If your city
runs out of money, the budget window comes up at

the end of the year anyway, and Auto Budget is turned
off.

* Auto Goto — Automatically brings up the Surveyor
Window, showing another view of the scene of disas-
ters and events.

The Surveyor Window

* Auto Bulldoze — Allows you to place zones, roadways,
tc., directly on top of trees, shoreline, power lines,
and rubble, without manually bulldozing first. You
will be charged the same amount as for manual bull-
dozing,.
e Disasters — Enables or disables random disasters. If
disasters are disabled, you can still select them manu-
ally from the Disasters Menu.

e Sound — Toggles the city sounds on and off. Preserves
the sanity and good will of those who have to work in
the same room.

-37 -




™ @
®

% sIM BITY User Reference

Disasters Menu

.

The Disasters Menu allows you to set natural (and unnatural)
disasters loose on your city. Use these disasters to test your
ability to deal with emergencies in your city or just to release
some aggression. More information on disasters, their
causes, and dealing with them is presented later.

e Monster — Sets a monster loose on your city.
e Fire — Starts a fire somewhere on the map.
e Flood — Causes a flood to occur near the water.

e Air Crash — Causes a plane to crash. If there are no
planes in the air, one will be generated.

o Tornado — Causes a tornado to appear somewhere on
the map.

e Earthquake — Causes a MAJOR earthquake.

e Meltdown — If there’s a nuclear power plant, this spills
[rn-Bru in the control room, causing a meltdown.

Time Menu

The Time Menu contains exclusive settings that control the
speed that time passes in the simulation. The faster time
passes, the less frequently the screen updates.

o Pause — Stops the passage of time entirely.
I & )

e Slow —— Months pass slowly, with smooth animation.

o Medium — Months pass by, with smooth animation.
e [ast — Months pass fast, with smooth animation.

e Faster — Months pass faster, and animation updates
every other pass through the simulator.

¢ Euven Faster — Simulates several times per update.

e Hyper Turbo — Simulates many times per update, and
months pass very quickly.

e Like an Arrow - Only animates occasionally, and time
flies like an arrow! (But don’t ask what fruit flies like.)
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Priority Menu

The Priority Menu contains exclusive settings that control
what percentage of the CPU time SimCity sucks down.

* Snore Snore SimCity sleeps a long time (about a sec-
ond) between passes through the simulator.

* Putter Putter — The simulator bops along slowly (half
second pauses), leaving plenty of time for other pro-
cesses to run.

* Chug Chug — SimCity takes quarter second pauses
between simulating,.

e Tick Tock — At this priority, we're simulating several
times a second.

* Buzz Buzz — SimCity flies along like a bumble bee,
simulating many times a second.

e Zoom Zoom — Only a small fraction of a second sleep
between simulations, just to be polite.

* Flat Out! - SimCity hogs as much of the CPU as it can
get, without ever sleeping!

Windows Menu

The Windows Menu opens up the various SimCity windows,

bringing them to the front.

* Budget — Open the Budget Window. The simulation is
paused as long as the budget window is open.

* FEoaluation - Open the Evaluation Window.
* Graph — Open the Graph Window.

* Surveyor — Open the Surveyor Window, with multiple
scrolling views of the city.

* Notice — Open the Notice Window, which displays
timely information and control panels.

e Map  Opens the Map Window.
¢ Editor — Opens the Edit Window.

-39
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Edit Window

This is where all actual zoning and building takes place.
Current Funds

Current Date  City Name Messages

Close Il NowHere

BUX - Options Disasters Time Priority Windows

Indicator

Zoom
Reset
Drag
Edge ——
Resize

Corner— ‘ Bulldoze Area: $1 v

Tool Cost Trees Clear Land Water
The Edit Window

Terrain

There are three types of terrain in the Edit Window: Open Land,
Trees, and Water.

Open Land is where you can zone and build. It is shown as
brown with dark brown speckles.

Trees and Forests are shown as green, with dark green speck-
les. You cannot zone or build on trees. You may bulldoze
trees and forests to turn them into clear land. While some
bulldozing is necessary, clearing away too much green arca
will result in lower property values.

Water is shown as blue, with dark blue speckles. You cannot
zone or build on water. You must bulldoze coastlines to cre-
ate landfills before you can build or zone there.

- 40 -
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Edit Window Gadgets

The Edit Window is where you will do the actual building and
zoning. In the middle of the Edit Window is a detailed map
showing part of the terrain. Around the edges are controls
and fields displaying information about the city.

In the upper left corner is a picture of the City Simulator, from
Maxis. If you click on that, the Introduction Screen will be dis-
played to show the credits, version, and copyrights. Click on
the Introduction Screen to dismiss it.

There is a row of Menu Buttons below the title. You can read
how to use Open Look Menus on page 26, and read a detailed
description of each of the Menus on page 29.

There are three fields below the Menu Buttons, that display
your Current Funds (in dollars), the Current Date (the vear and
month), and important Messages (one at a time). Clicking on
them just brings the window to the front.

Along the left edge of the window are two columns of color-
ful Tool Icons, used for choosing the city editing mode. Click
the mouse over anicon to select an editing tool. The currently
selected toolis highlighted in yellow. The Tool Coest field along
the bottom edge of the window tells you the name of the
selected tool, and how many dollars it costs to use.

You can use the selected tool by pressing the left mouse but-
ton over the map in the middle of the Edit Window. Also, vou
can pop up a Pie Menu to quickly switch between edttmé,
tools, by clicking the right mouse button over the map. You
can read how to use Pie Menus on page 27

You can easily scroll the map by pressing the middle mouse
button down over the map and dragging the view around.

The Demand Indicator shows the demand levels for Residen-
tial (green), Commercial (blue), and Industrial zones (yel-
low), and can be helpful in planning vour city.

The Zoom Control changes the magnitication of the map. You
can zoom in or out to make the graphlw larger or smaller, or
press the Zoom Reset button to zoom back to normal. The ani-
mation is fastest at the normal size.

4] -
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Edit Window Icons

You can select an icon from the Tool Icon pallet to use a city

editing tool. When an icon is selected, a rectangle will accom-
pany the cursor when it’s over the map, to indicate the area
the tool will affect.

Query
Bulldozer “"[ Roads
Tivee [T e
P il—l gi;‘;[[:‘{:w/iu/

Commercial

Industrial

Zones . Zones
Police Fire
Departments Departments
Stadi Potwer
QLAATUNS Plants
Seaports e Airports

aall S S INEEI

I'he Edit Tool Icons
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Query shows the Zone Status Window, describing, the popula-
tion density, value, crime rate, pollution, and growth rate of
the zone under the cursor. It doesn’t cost anything to use.

Low

Middle Class
Light
Moderate
Stable

The Zone Status Window

Bulldozer clears trees and forests, creates landfill along the
water, and levels developed, existing zones! and clears rub-
ble caused by disasters. The Auto Bulldoze option works on
natural terrain, power lines and rubble, but not on zones,
roads and rails.

It costs $1 for each square tile bulldozed. Knocking down a
3x3 zone costs $9 since it’s made up of nine tiles. You're auto-
matically charged 51 for each non-empty tile that you Aufo
Bulldoze.
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Roads connect developed areas. Intersections and turns are
automatically created. Lay continuous roads by pressing the
left mouse button and dragging your cursor. Be careful — if
you accidentally lay a road in the wrong place you will have
to pay for bulldozing and rebuilding.

Roads may not be placed over zoned arcas. They may be
placed over trees, shrubbery, and shoreline only after bull-
dozing or activating the Auto Bulldoze function from the
Options Menu. Roads can cross over power lines and rails
only at right angles.

Holding down the Control key while laying roads will con-
strain them to a straight line.

Laying roads across water creates a bridge. Bridges can only
be built in a straight line - no curves, turns or intersections.
Shorelines must be bulldozed prior to building a bridge,
unless the Auto Bulldoze function from the Options Menu is
active.

Roadways are maintained by the transit budget, and wear
out if there is a lack of funding. The amount of yearly funding
requested by the transportation department is $1 for each
section of road, $4 for each section of bridge.

It costs $10 to lay one section of road and $50 to lay one sec-
tion of bridge.

Roads and Bridges
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Power Lines carry power from power plants to zoned land
and between zones. All developed land needs power to func-
tion. Power is conducted through adjacent zones. Unpow-
ered zones display the flashing lightning bolt symbol. There
is a delay between the time you connect power to a zone and
when the flashing symbol disappears. The delay grows
longer as the city grows larger.

Power lines cannot cross zoned land. They can be built over
trees, shrubbery, and shoreline only after bulldozing, or acti-
vating the Auto Bulldoze function from the Options Menu.

Junctions and corners are automatically created. Lay contin-
uous power lines by pressing the left mouse button down
and dragging your cursor. Power lines across water must be
horizontal or vertical — no turn, curves or intersections.
Power lines consume some power due to transmission inetti-
clencies.

Holding down the Control key while laying power lines will
constrain them to a straight line.

It costs $5 to lay one section of power line on land, $25 on
water.

Power Lines Connecting Zones
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e Transit Lines create a railway system for intra-city mass tran-
| . . - 79
iaa sit. Place tracks in heavy traffic arcas to help alleviate conges-

tion.

Intersections and turns are created automatically. Lay contin-
uous transit lines by pressing the left mouse button down
and dragging with your cursor. Tracks laid under rivers will
appear as dashed lines. These are underwater tunnels, and
must be vertical or horizontal - - no turns, curves or intersec-
tions.

Holding down the Control key while laying tracks will con-
strain them to a straight line.

Transit lines are maintained by the transit budget. The level
of funding affects the efficiency of the system. The amount of
yearly funding requested by the transportation department
is $4 for each section of rail, and $10 for each section of tun-
nel.

It costs $20 per section of track laid on land, $100 per section
under water.

Train Tracks Provide Mass Transit
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Parks can be placed on clear land. Parks, like forests and
water, raise the land value of surrounding zones. Parks can
be bulldozed as fire breaks or reserve space for later mass
transit expansion.

Holding down the Control key while building parks will con-
strain them to a straight line.

It costs $10 to zone one park.

Residential Zones are where the Sims live, build houses, apart-
ments and community facilitieslike hospitals and churches.

Most residential zones develop into one of four classes:
lower, middle, upper, and high. They can range in popula-
tion density from single-family homes to high-rise apart-
ments and condominiums. Some residential zones will
automatically develop into churches and hospitals.

Factors influencing residential value and growth are pollu-
tion, traffic density, population density, surrounding terrain,
roadway access, parks and utilities.

It costs $100 to zone one plot of land as residential.
<-Low DENSITY High—e

Lower
Middle
LAND
VALUE
Upper
Lower
Middle L
High
Upper &
High
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E Commercial Zones are used for many things, including retail
stores, office buildings, parking garages and gas stations.

There are four values for commercial property, and five levels
of growth, from the small general store to tall skyscrapers.
Factors influencing the value and growth of commercial
areas include internal markets, pollution, traffic density, res-
idential access, labor supply, airports, crime rates, transit
access and utilities.

It costs $100 to zone one plot of land as commercial.
- Low DENSITY High—>

Lower

Middle

LAND
VALUE

Commercial Zone Evolution

Industrial Zones are for heavy manufacturing and industrial
services. There are four levels of industrial growth, from
small pumping stations and warehouses to large factories.

Factors influencing industrial growth are external markets,
seaports, transit access, residential access, labor supply and
utilitics.

[t costs $100 to zone one plot of land as industrial.
e—Low DENSITY IHigh—

LAND
VALUE
High

Industrial Zone Evolution
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Police Departments lower the crime rate in the surrounding
area. This in turn raises property values. Place these in hxgh-
density crime arcas, as defined by your Crime Rate Map. The
efficiency of a station depends on the level of police depart-
ment funding and transit access.

It costs $500 to build a police station. Full yearly maintenance
of each Police Station is $100.

Fire Departments make surrounding areas less susceptible to
fires. When fires do occur, they are put out sooner and do less
damage if a station is near. The effectiveness of fire contain-
ment depends on the level of fire department funding and
transit access.

It costs $500 to build a fire station. Full yearly maintenance of
each fire station is $100.

5 by L S L

A Police and a Fire Station

Stadiums encourage residential growth, once a city has
become fairly large. You may build a stadium in a smaller
city without negative (or positive) effect. Stadiums indirectly
generate a lot of revenue, but create a lot of traffic. Properly
maintaining a stadium requires a good road and transit net-
work.

It costs $3000 to bulld a sladlum

A Stadium During a Game
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Power Plants can be Coal or Nuclear, chosen from a sub-menu
provided when you press the left mouse button over the
power planticon. The nuclear plant is more powertul but car-
ries a slight risk of meltdown. The coal plant is less expen
sive, but less powerful and it pollutes.

All zoned land needs power to develop and grow. When
developed land loses power, it will degenerate to an undevel-
oped zone unless power is restored. Connecting too many
zones to a power plant causes brownouts.

Coal power plants cost $3000 to build, and supply enough
energy for about 50 zones. Niuclear power plants cost $5000
and supply clectricity for about 150 zones.

Coal and Nuclear Power Plants

- 50 -




Edit Window

=

THE CITY SIMULATOR
Seaports increase the potential for industrial growth. They
have little effect in a small city, but contribute a lot to indus-
trialization in a large city.

Seaports should be placed on a shoreline. The shoreline must
be bulldozed prior to zoning a Seaport, unless Auto Bulldoze
is active. Once the port is operational you may sce ships in
the water.

It costs $5000 to zone land for use as a seaport.

A Seaport and a Ship

Airports increase the growth potential of yvour commercial
markets. Once a city starts getting large, commercial growth
will level off without an airport. Airports are large and
expensive and should not be built unless vour city can afford
one. Position airports to keep flight paths over water when-
ever possible, lessening the impact of air disasters.

Once you build an airport you will see planes flying above
your city to and from the airport. There is also a traffic heli
copter that alerts you to heavy traffic areas.

It costs 510,000 to zone land for use as an airport.

An Airport, with a Plane and a Helicopter

)
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Budget Window

Fiscal Budget

Tax Rate Percent:
0% 20% X

Taxes Collected: %184

Amount Amount Funding
Requested  Allocated 0% level qqp% |

Fire Fund: -m
Police Fund: -m

Trans. Fund: &

Cash Flow:

frevion. Fands: Go With These Figures

The Budget Window

When your first taxes are collected in a new city’, and each
year after, the Budget Window will appear (unless you select
the Auto Budget option). You will be asked to set the funding
levels for the fire, police, and transportation departments,
and to set the property tax rate.

The Budget Window can be opened from the Windows Menu.
When Auto Budgel is active, all the funding levels will remain
at full funding, or your last setting. If there is not enough
money to completely fund the budget, money will go first to
the Transit Department, then the Fire Department, then the
Police Department.

Numeric Perc

centage
Field +1 -1 Min -10% Slider +10% Max

|

An Open Look Numeric Field and Slider

1. When you first load in a city, all the budget amounts will be zeroed out
until the next January. This first year is a “grace period,” and all city ser-
vices will be considered completely funded.
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You can raise and lower budget levels by clicking on the little
arrows or dragging the sliders that correspond to each cate-
gory. A numeric field will display the level of funding that
will be maintained if you turn on the Auto Budget function.
You may also adjust your tax rate by clicking on the arrows
or dragging the slider next to the tax rate indicator. Press the
button labeled “Go With These Figures” to make the Budget
Window disappear.

When the Budget Window opens up, the hour glass in the
upper right corner starts running. When it runs out, the Bud-
get Window automatically goes with the currently selected
figures and disappears. You can click on the hour glass to
make it go away, and the Budget Window will stay up for as
long as you like.

Tax Rate
The maximum tax rate you can set is 20%.

The minimum tax rate you can set is 0%.

7

The optimum tax rate for fast growth is between 5% and 7%.

To slow city growth without actually shrinking, set the tax
rate to 8% or 9%.

The tax collected from each zone is based on the following
formula:

Tax = Population x LandValue x TaxRate x ScalingConstant

The scaling constant changes with the difficulty level of the
game.

Funding Levels

The amount of yearly funding requested for the fire and
police departments is $100 per station that you have placed.
Until you actually build fire or police stations, you cannot
fund them. You cannot allocate more than 100% of the
requested funding for fire and police departments — Sim-
City police officers and fire inspectors are honest and will not
accept your bribes.

Allocating less than the requested amount will decrease the
effective coverage of the police or fire stations.
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The amount of yearly funding requested for the transporta-
tion department is $1 for cach section of road, $4 for each sec-
tion of bridge (roads over water), $4 for cach section of rail,
and $10 for cach section of tunnel (underwater rails). You
cannot allocate more than 100% of the requested funds.

Transportation maintenance funding slightly below 100%
will cause slow, minor deterioration of the transit system —
an occasional pothole or bad track section. Funding between
90% and 75% will cause noticeable damage - many sections
of road and rail will be unusable. Funding below 75% will
cause rapid deterioration of your transit system.

Cash Flow
The cash flow is calculated as follows:
CashFlow = TaxesCollected — TotalAllocatedFunds

It will be a negative number if your yearly maintenance costs
are greater than your yearly tax intake.

A major difference between SimCity and a real city is that
SimCity does not allow budget deficits. If you don’t have the
money, you can’t spend it. Try not to let your city run with a
negative cash flow.
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Map Window

The Map Window

The Map Window shows the entire area of vour city. It has a
pallet of icons down the left edge, for selecting between dif
ferent map types. The maps show demographic information
to help you comprehend the state of your city.

You can select between various views by pressing the left
mouse button over any of the icons. Some of the icons have
submenus, that pop up when you hold the button down, so
you can select different aspects of the view.

One or more yellow rectangular outlines overlay the map,
showing the location of the Edit Window and Sum’um Win-
dow views of the city. You can drag the rectangles around the
map to pan the other views. You can also “throw” the view,
by dragging with the left mouse button, and releasing the
button while moving the mouse. The view keeps on panning
and bounces off the ed;,e:, of the map! Click on a moving rect-
angle to make it sit still, or on the map to stop all the bounc-
ing rectangles. Use the middle button to avoid such behavior.

Lo
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Icons Menus Legends

City Form — > A” Zones

' I - Residential Zones
iy (i ﬁ Commercial Zones
er i + Industrial Zones

=

Transportation

Population h; 3 > -Populatton De
Rate of Growth

Traffic Density | -

. T~ ~— \\‘ '11. -.“
Pollution S~ \

Land Valie

z
Crime Rate P’-' - —

City Services ——i -Fire Radlus
Police Radius

A 1T

I'he Map lcons, Menus, and Legends

Using The Maps

The Map Window should be constantly referred to in all stages
of city planning, building and managing.

Before you build, use the map before beginning a new city to
plan:

e  Where you want your city center.

e Where you want the high-class waterfront residential
areas.

e Where you will cross water with bridges, power lines
and tunnels.

e Where to place power plants.

e Where to place large industrial sections away from the
residential sections.

e The general layout of your city.
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Printing the map and sketching in your plan with pencil or
pen can save a lot of bulldozing and re-zoning and rebuild-

ing.

During city growth:

e Use the map to guide your city’s growth around forest
areas, to preserve the trees and improve property val-
ues.

e Use the Transportation Map along with the Traffic Den-
sity map to plan traffic control and expansion.

e Use the City Form Maps to make sure you have the
proper ratio of residential to commercial to industrial
zones.

e Use the Pollution Map to detect problem areas, and dis-
perse the industrial zones and /or replace roads with
rails.

e Printing out the map in various stages of development
and doing some preliminary expansion planning with
pencil can be useful. Printouts can also be used for city
historical records.

During city maintenance:

e Use the Power Grid Map to locate zones that have lost
power.

o Use the City Services Maps to evaluate the effective cov-
erage of your police and fire departments.

e Use the Crime Rate Map to locate problem areas that
need more police protection.

e Use the Pollution Map to locate problem areas.

e Usc the Transportation and Traffic Density Maps to
determine where to replace roads with rails.

e Use the Land Value Map to locate depressed areas tor
improvement or replacement.

e Use the City Form Maps to maintain the proper ratio of
residential to commercial to industrial zones.

N
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Graph Window

Windows

Fl g

The Graph Window gives you time-based graphs of various
city data. It can be opened through the Windows Menu.

Unlike the maps, which only show the current state of your
city, the Graphs give you a record of the past so you can gauge
trends and cycles.

You may view graphs for time periods of either the last 10
years or the last 120 years by clicking on the “10 YRS or
“120 YRS.” button.

10 and 120 Year Graph Windows

e The Residential Population Graph shows the total popu-
lation in residential zones.

e The Commercial Population Graph shows the total pop-
ulation in commercial zones.

e The Industrial Population Graph shows the total popula-
tion in industrial zones.

N
o
|
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* The Cash Flow Graph shows your city’s cash flow:
money collected in taxes minus money it took to main-
tain your city. The center of the Cash Flow Graph repre-
sents a cash flow of zero. Do not build more infrastruc-
ture (roads, rails, police departments, fire stations)
than you can support with tax revenues’.

Graph Window

® The Crime Rate Graph shows the overall crime rate of
the entire city.

* The Pollution Graph shows the overall average pollu-
tion reading of the entire city.

Using the Graphs

The Graphs give information on many of the same factors as
the maps, but show the information over time. Graphs are for
locating trends in city life that won’t be noticeable in a map.
If you look at a map, for example the Crime Rate Map, a very
slight rise in the crime rate will not be noticeable. But on the
Crime Rate Graph, you would casily locate the upward trend
in crime because you will be viewing the levels for a number
of years at the same time.

Residential, commercial and industrial population growth
and/or decline can be tracked and displayed. If you notice a
downward trend in any of these, refer to the User Reference
Card to locate potential problems and solutions.

Use the Cash Flow Graph to track your city’s efficiency as it
grows. If your maintenance costs are higher than your tax
revenues, you will have a negative cash flow.

The Crime Rate Graph can be displayed, revealing slight but
consistent upward or downward trends.

Use the Pollution Graph to catch rising levels of pollution
before they reach a problem level.

1. Cash flow has little to do with your current funds, or how much vou
spend in building and zoning (except that city expansion will increase
both taxes collected and maintenance costs).




%MSIM CIT v® User Reference

Evaluation Window

Windows

The Evaluation Window gives you a performance rating. You
can access it through the Windows Menu.

City Evaluation 1975

PUBLIC OPINION STATISTICS

Is the mayor doing a good job? Population:{ 112680
Net Migration: | 10340

Assessed|$73,165,000
value: | METROPOLIS
Category: | Easy

the worst prohlems?

CRIME Overall City Score
TRAFFIC 0 -1000)
HOUSING COSTS
POLLUTION

current score | annual change
860

The Evaluation Window

Public Opinion is presented in poll form, rating your overall
job as Mayor and listing what the public regards as the city’s
most pressing problems. You are advised to keep your resi-
dents happy or they might migrate away, and you will be left
with a “ghost town.”

In general, if more than 55% of the populace thinks you are
doing a good job, then you can feel secure of keeping your
job.

If 10% or less of the people think something is a problem,
then it’s not too bad.

- 60 -
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d

These are most of the problems that citizens complain about,
and how to correct them:

* Traffic — Replace dense sections of roads with rails.

* Crime — Add police stations and/or raise property
values.

¢ Pollution — Replace roads with rails, disperse indus-
trial zones.

* Housing — Zone more residences.

* Housing Costs — Zone more residences in low prop-
erty value areas.

¢ Fires — Build more fire departments.

* Taxes
lips.

Lower taxes (if you can). Or lie through your

¢ Unemployment — Zone more commercial and indus-
trial areas.

Statistics on Population, Net Migration, and Assessed Value are
displayed, along with the city’s Game Level and the Overall
City Score. This data is calculated once a year at budget time.

Population is the number of residents in your city.

The Net Migration statistic provides a rating of the desirabil-
ity of your city. If people are leaving in droves, then you
know something is rotten in SimCity.

The Assessed Value is the combined value of all city-owned
property: roads, rails, power plants, police and fire stations,

airports, seaports, parks, etc. It does not include residential,
commercial and industrial zones.

The Categories are defined by population as follows:

Village 0 to 1,999

Town 2,000 to 9,999

City 10,000 to 49,999
Capital 50,000 to 99,999
Metropolis 100,000 to 499,999
Megalopolis 500,000 and above

-6] -
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Owerall City Score is a composite score based on the following
factors (some positive, some negative):

e Major Factors
Crime, pollution, housing costs, taxes, traffic, unem-
ployment, fire protection, unpowered zones, city
growth rate.

e Minor Factors
Stadium needed (but not built), scaport needed (but
not built), airport needed (but not built), road funding,
police funding, fire department funding, and fires.
A large population is not necessarily a sign of a successtul
city. Population size does not affect the overall city score,
since low population could indicate a new or growing city.
Since city growth rate does affect the overall city score, a city
in which growth has been intentionally stopped for environ-
mental or aesthetic reasons will have a slightly lower score.

Notice Window

A large reptilian creature has been spotted in
the water. It seems to be attracted to areas of
high pollution.

There is a trail of destruction wherever it
goes. As avery last resort, you might try calling
on 7S {E B

Other than that, wait till he leaves then rebuild
from the rubble.

The Notice Window

The Notice Window is used to display important messages,
and for temporary control panels. When something impor-
tant happens, it pops up to the front, and throbs at you to get
your attention. You can dismiss it by clicking the left button
on the Close Box, since the Close Box Menu default is “Hide”.
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Surveyor Window

Windows

The Surveyor Window lets you look at different parts of the
city, independent of the Editor Window view. When a disaster
or event happens, and you have Auto Goto activated, it pops
up and scrolls to the scene. You can access it through the Win
dows Menu. To scroll the Editor Window to the location of a
Surveyor view, just click the left mouse button on the view.

A Monster has been sighted !

The Surveyor Window

You can zoom the view in and out by pressing down and
holding the Zoom control. The Reset button resets the zoom
back to normal. The animation is fastest at the normal mag-
nification.

A Monster has been sighte

£

Zooming the View

You can resize the Surveyor Window by dragging the Resize
Corners, and the views will resize proportionally.
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By clicking on the recessed rectangles in the upper right cor-
ner of the Surveyor Window, you can toggle between one and
three views. The middle view is used for Auto Goto when
three views are present.

Explosion detected !

PRy

Three Surveyor Views

You can pan Surveyor Window views around by dragging
them with the middle button. For each view, including the
Editor Window, a yellow rectangle is displayed over its area in
the Map Window. You can pan any view by dragging its rect-

City Map: Comprehensive

The Map showing Four Views
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Game Level

When you first start a new city, you must pick a Game Level.
Once a city is started, you cannot change the Game Level; it
remains at your initial setting for the life of the city. The cur-
rent Game Level is dlsplayed in the evaluatlon w mdow

EICTTE R T T

NEW CITY

i }% Creating New Map ...

City Name: Lordland,

Game Level: Easy Initial Funds: $20,000
Medium Initial Funds: $10,000

Hard Initial Funds: $5,000

This level — Easy, Medium, or Hard — adjusts the simulation
to your current abilities by altering several factors. A harder
setting will increase the chance of disasters, make residents
more intolerant of taxation, cause maintenance costs to grow,
cte.

=@ =
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Disasters

Disasters will randomly occur as you play SimCity. At higher
game levels the disasters will happen more often. Most disas-
ters can be activated from the Disasters Menu. Random disas-
ters can be eliminated by turing off the Disasters setting of the
Options Menu.

Shipwreck
Shipwrecks can occur once you have an operating seaport.
They can cause fires where the ship crashes into a shore or
bridge. Shipwrecks are not available on the Disasters Meni.

Shipwreck reported !

A Shipwreck
Monster Attack

Monster Attacks are provoked by high levels of pollution. A
monster destroys everything in its path, starts fires, and
causes planes, helicopters, trains, and ships to crash.

A Monster has been sighted ! —

A Monster Attack

60 -
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Fire
Fires can start anywhere in the city. Fires spread fairly rapidly

through forests and buildings, somewhat slower over road-
ways. Iire will not cross water or clear land.

The effectiveness of the fire department (which can be
viewed in the Map Window) is based on how close it is to the
fire, its funding level, and its transit access. Fires inside this
effective radius will be extinguished automatically. If vou
have no operational fire departments in the arca you can try
to control the fire yourself. Since fire will not spread across
clear terrain, you can build fire breaks with the bulldozer.
Just surround the fire with clear areas and it will stop spread-
ing and eventually burn itself out. You cannot directly bull-
doze a fire.

A Fire
Flood

Flooding occurs near the water. Floods gradually spread and
destroy buildings and utilities. After a while the flood waters
recede, leawng behmd cleared terram

A Flood
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Air Crash

Air Crashes can happen anywhere in the city if an airport is
operational. This happens whenever aircraft collide with
things, such as tornados or another aircraft. When a crash
occurs, a fire will start, unless the crash is on water. A good
strategy is to locate the airport away from the central city to
minimize the fire damage.

A plane has crashed!

1
'
1§
il
|
1

A Plane Crash
Tornado

Tornados can occur anywhere on the map at any time. Very
fast and unpredictable, they can appear and disappear at a
moment’s notice. Tornados destroy everything in their path,
and can cause planes, helicopters, trains, and ships to crash.

T

eanves

Tornado reported !! sl

A Tornado

68 -




Disasters

THE CITY SIMULATOR

Earthquake

Earthquakes are the most devastating disaster. This is a Major
earthquake — between 8.0 and 9.0 on the Richter Scale. It will
destroy buildings and start fires. The initial damage will vary
with the severity of the ecarthquake, and the eventual fire
damage depends on your fire-control efforts.

When an Earthquake occurs, the Edit Window will shake for a
while. When it stops you will have to take charge and control
the scattered fires. Use the bulldozer to contain the largest
fires first and work your way down to the smaller ones.

An Earthquake

Meltdown

Meltdowns are only possible if you are using a nuclear power
plant. If a meltdown occurs, your nuclear plant will explode
into flames. The surrounding area will be unusable for the
remainder of the simulation due to radioactive contamina-
tion.

A Meltdown
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Scenarios

The Scenarios provide both real and hypothetical problems
for you to deal with in seven famous (and one not-so-
famous) cities. They present various levels of difficulty. Some
problems are in the form of disasters which will occur some
time after you start’. Other problems are more long-term,
such as crime.

Your task is to deal with the problem at hand as well as pos-
sible under the circumstances. After a certain amount of time
the city residents will rate your performance in a special elec-
tion. If you do very well you may be given the key to the city.
However, if you do poorly, they just might run you out of
town.

SRR S e Ty S e T S T e

Hyperl ook Edition ===
Select a -
Scenario

| . _t
Dullsville 1900 San Francisco 1908 Hamburg 1944 Bern 1965
Boredom Earthquake Bombing Traffic

Tokyo 1857 Rio de Janeirs 2047 Boston 2010 Detroit 1972
Monster Attack Coastal Flooding Nuclear Meltdown Crime

The Scenario Screen

1. To avoid the disaster which is tied to a scenario, save it to disk and
reload the city from the saved file.
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Things haven’t changed much around here in the last hun-
dred years and the residents are b~ jinning to get bored. They
think Dullsville could be the next great city with the right
leader. It is your job to attract new growth and development,
turning Dullsville into a Metropolis by the 21st century.

Difficulty: Easy
Time Limit: 30 years
Win Condition: Metropolis

San Francisco, CA 1906 — 8.0 Earthquake

Damage from the earthquake was minor compared to that of
the ensuing fires, which took days to control. 1500 people
died. Controlling the fires should be your initial concern
here. Afterwards, clearing the remaining rubble will allow
the city to start rebuilding.

- Difficulty: Very difficult
Time Limit: 5 years
Win Condition: - Metropolis

Hamburg, Germany 1944 — Fire

Allied fire-bombing of German cities in WWII caused tre-
mendous damage and loss of life. People living in the inner
cities were at greatest risk. You must control the firestorms
during the bombing and then rebuild the city after the war.

Difficulty: Very difficult
Time Limit: 5 years
Win Condition: Metropolis

Bern, Switzerland 1965 — Traffic

The roads here are becoming more congested every day, and
the residents are upset. They demand that you do something
about it. Some have suggested a mass transit system as the
answer, but this would require major rezoning in the down-
town area.

Ditficulty: Easy
Time Limit: 10 years
Win Condition: Low Average Traffic Density
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Tokyo, Japan 1957 — Monster Attack

L i | A large reptilian creature has been spotted heading for Tokyo
Bl Day. It seems to be attracted to the heavy levels of industrial
'ZE‘ pollution there. Try to control the fires, then rebuild the

industrial center.

Difficulty: Moderately difficult
Time Limit: 5 years
Win Condition: City Score above 500

Rio de Janeiro, Brazil 2047 — Flood

In the mid-21st century, the greenhouse effect raised global
temperatures 6 degrees E. Polar ice caps melted and raised
sea levels worldwide. Coastal areas were devastated by flood
and erosion. Unfortunately, some of the largest cities in the
world are located on the coast.

Difficulty: Moderately difficult
Time Limit: 10 years
Win Condition: City Score above 500

Boston, MA 2010 — Nuclear Meltdown

A major meltdown is about to occur at one of the new down-
town nuclear reactors. The area in the vicinity of the reactor
will be severely contaminated by radiation, forcing you to
restructure the city around it.

Difficulty: Very difficult
Time Limit: 5 years
Win Condition: City Score above 500

Detroit, MI 1927 — Crime

By 1970, competition from overseas and other economic fac-
tors pushed the once “automobile capital of the world” into
recession. Plummeting land values and unemployment then
increased crime in the inner-city to chronic levels. You have
just been clected after promising to reduce crime and rebuild
the industrial base of the city.

Difficulty: Moderately difficult
Time Limit: 10 years
Win Condition: Low Average Crime Density
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Growing a City
While growing a city, refer often to the User Reference Card. It
provides a chart of City Dynamics; how all factors of city life
and growth are related.

The main points to keep in mind while growing a city are:
e Grow slowly. Watch your money.

¢ All zones must be powered to develop.

e Zones must be developed to generate tax money.

e Roads or rails must provide access to and from each
zone for it to fully develop.

* There is a yearly maintenance cost for each section of
road, rail, bridge and tunnel. This can add up. Don’t
build too many roads and rails and generate high
maintenance costs before your city can generate
enough tax revenues to support them.

e Extra power plants and redundant power lines are
expensive, but can keep zones from losing power dur-
ing a disaster or emergency and deteriorating.

* Rails can carry much more traffic than roads. While
building and zoning an area that you predict will gen-
erate heavy traffic, install rails instead of roads in the
early stages of development.

e Ifyou geta lot of heavy traffic warnings, replace roads
with rails. You can build an LIItIrCl) roadless city, even
if you're not a train spotter!!

e Grouping zones together, four of five in a row touch-
ing each other, can eliminate a lot of power line seg-
ments.

e Airports, seaports and stadiums won't help a small
city grow — so save your money until the city gets

1. There is only one animated train car at a time in SimCity. It will not nec-
essarily cover every section of track. This does not mean that the tracks
are not working. Don’t worry, everything is OK.

SR
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larger. The Sims will tell you when they need these

things

¢ Place zones, roads, etc. carefully — they cannot be
moved, and you will have to pay to bulldoze them and
rebuild.

e As a rule of thumb, the number of residential zones
should be approximately equal to the sum of commer-
cial and industrial zones. When your city is small, you
will need more industrial zones than commercial, and
when your city gets larger, you will need more com-
mercial zones than industrial.

e Separate the residential areas from the industrial
areas.

e Proximity to forests, parks, and water increases land
value, which increases the taxes collected. Don’t bull-
doze any more forest than you must. Natural shore-
line increases property values more than landfill
shoreline.

e Keep in mind that proximity to downtown raises
property values. The simulator defines the downtown
areas as “the center of mass of the population density.”
It calculates the average geographical center of the
population.

¢ A bigger, more populous city is not necessarily better.
Having a self-supporting, profitable city with pleasant
surroundings is better than a huge city that is always
broke and has no forest or shoreline.

e Use the various maps and graphs to plan city growth,
locate problems, and tmgk your progress. L«ml\ for
areas that need police and fire coverage as you go, so
you don’t have to go back and bulldoze developed
zones to make room for police and fire stations.

e Save your city to disk before trying any major new pol
icy so you can go back if your plan doesn’t work.

e Print out your city in different stages of evolution to
track and plan growth.
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* Check the Evaluation Window often. The Sims will let
you know how you are doing. Also the statistics can
be usetul; if your population is shrinking, don’t go
zoning new areas that may never develop. Look for
problems in the existing zoned areas, and spend your
time and money solving them.

* Save your city to disk often!!!
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Inside The Simulator

How the Simulator Works and
Strategies for Using It

Many factors influence the chance of your city’s prospering
or floundering: both internal factors (the structure and effi-
ciency of your city) and external factors (the regional econ-
omy, disasters, etc.).

Zones
Your city is divided up into three primary zones: residential,
commercial and industrial. These zones symbolize the three
basic pillars upon which a city is based: population, industry,
and commerce. All three are necessary for your city to grow
and thrive.

e Residential Zones are where the Sims live. Here they
build houses, apartments and community facilities
such as churches and schools. Sims are the work force
for your city’s commercial and industrial zones.

e [ndustrial Zones are used to site warchouses, factories,
and other unsightly and polluting structures which
have a negative impact on surrounding zones. One of
the major goals of planning is to separate these “nui-
sances” from the areas where people live. In this sim-
ulation, industrial zones represent the “basic” produc-
tion of your city. Things produced here are sold out-
side the city to an “external market,” bringing money
into the city for future growth.

e Commercial Zones represent the retail stores and ser-
vices in your city, including gas stations, grocery
stores, banks, and offices. Commercial areas are
mainly dedicated to producing goods and services
nceded within your city. This is called “non-basic”
production or production for the “internal market.”
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Population — Residential

The major factors controlling residential population are
birthrate, availability of jobs and housing, unemployment,
and quality of life within the city.

Birthrate as used here, is actually a combination of the birth-
rate (positive) and the deathrate (negative). Within SimCity
there is always a positive birthrate.

Availability of jobs (the employment rate) is a ratio of the cur-
rent commercial and industrial populations to the total resi-
dential population. As a rule of thumb, the number of
commercial and industrial zones together should roughly
equal the number of residential zones.

If there are more jobs in your city than residents, new scttlers
will be attracted. If the job market declines during a local
recession, your people will migrate away in search of jobs.

Housing for your residents is built in the residential zones.
These zones must be powered and connected to the places of
employment by roads. The structures built in residential
zones are influenced by land value and population density.

Quality of life is a measure of relative “attractiveness”
assigned to different zone locations. Tt is affected by negative
factors such as pollution and crime, and positive factors such
as parks and accessibility.

External Market — Industrial

There are thousands of variables that influence your city. All
these variables can be influenced by your actions with the
exception of one.

The external market (the economic conditions that exist out-
side of your city) is controlled by the simulation — there is
nothing you can do to change it. In many ways, this external
market is the original source of all city growth. Towns fre-
quently begin as production centers (steel towns, refineries,
etc.) that service a demand in the surrounding region. As
time passes, the external market grows to reflect the regional
growth going on around your city.
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The industry in your city will attempt to grow as the external
market grows. For this to happen there must be room for
expansion (more industrial zones) and an adequate labor
supply (more residential zones).

Internal Market — Commercial

The internal market is completely influenced by the condi-
tions within your city. Internal production, created in the
comumercial zones, represents all the things which are pur-
chased and consumed within the city. Food stores, gas sta-
tions, retail stores, financial services, medical care, etc. — all
depend on a nearby population to service. Within SimCity,
the size of the internal market determines the rate at which
commercial zones will prosper. Commercial zones need
enough zoned land to build on and an existent, sufficient
work force to employ. The structures built in commercial
zones are mainly influenced by land value and population
density.

Commercial zones grow and develop to serve the expanding
internal market. Commercial growth will usually be slow at
first, when the population is small and needs very little. As
your city grows, commercial growth yill accelerate and the
internal market will become a much larger consumer of your
total city production. This accelerating effect, when the exter-
nal/industrial production is overtaken by the accelerating
internal/commercial sector, can turn a sleepy little town of
50,000 into a thriving capital of 200,000 in a few short years.

Tax Rate

The tax rate you set controls the amount of income generated
by vour city. As taxes are collected cach year (simulation
time), the Budﬂet Window will appear, giving you the fiscal
details of your city and a chance to adjust rates. The simula-
tion determines the amount of revenue collected by assessing
each zone an amount based on its land value, current level of
development and the current tax rate.

The tax rate has a global atfect on your city’s growth rate. It
you set it low (0%-4%), growth will be brisk but the city
income will be low. If you set it high (107-207%), vou will col-
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lect a lot in the short run but in the long run tax income will
decrease along with the population. You must keep tax
income high enough to invest in new development, but low
enough not to scare off residents and businesses. A high tax
rate is one way to control city growth, should you want to
experiment with “growth control measures.”

Budgeting
City budgeting affects the way your city grows. City infra-
structure cost is represented by three departments: police,
fire, and transportation. You may set the funding levels sep-
arately for each. All three departments will request a certain
level of funding each year. You may supply all or part of the

requested funds, in the attempt to balance safety needs and
budgetary concerns.

* Police Department
Police stations lower the crime rate around a territory.
The effective radius of your police station is related to
the amount of funding allocated to the police depart-
ment. Police stations cost $100 per year to fund.

* Fire Department
Fire stations prevent and extinguish fires. The level of
funding determines the effective radius of a fire sta-
tion. Fire stations put out fires within this radius much
sooner than outside it, and decrease the chance that
they will start in the. first glace. Tire stations cast §100
per year to fund. L

e Transportation Department

When you build roads and rail systems you are
charged for construction and yearly maintenance. The
larger your transportation network, the more it will
cost for upkeep. If you decide not to or are unable to
pay this maintenance cost, roads will slowly deterio-
rate and become unusable. The maintenance cost for
each piece is: Road - $1, Bridge - 54, Rail - $4, Rail tun-
nel - $10.
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Power

Flectrical power makes modern cities possible. Efficient and
reliable power transmission to all zones is the goal of good
“power management.”

The entire power grid of your city is periodically checked in
the simulation for links to power. If a zone is connected (by
other zones or power lines) to a power plant, the zone is con-
sidered powered.

Zones must be powered for development to occur. Many
things (such as fires, tornadoes, earthquakes and bulldozers)
can knock down power lines and cause blackouts in parts of
your city. Development will stop in unpowered zones, and if
power is not quickly restored, the zone will decline back to its
original state of emptiness.

Redundant power plants and power connections can make
your power grid more reliable, but running more line adds
construction costs.

Transportation — Traffic

One of the most important elements of city structure is the
transportation network. It moves Sims and good throughout
your city. Roads typically occupy as much as 25%-40% of the
land in urban areas. Traffic along these roads indicates which
sections of your road system are used the most.

Traffic levels are simulated by a process known as “Irip Gen-
cration.” Over time, each populated zone in the city will gen-
erate a number of trips, depending on the population. Each
generated trip starts at the origin zone, travels down the
road, and if a “proper destination” is reached, ends at the
destination zone — otherwise, the trip fails. Trip failure indi-
cates inaccessibility of a zone and limits its growth.

The majority of generated trips represent people commuting
to and from work. Additional traffic is generated by residents
traveling to shopping, recreation, etc. When analy~zing traffic,
the simulator tests the following traffic routes:

80 -




How the Simulator Works and Strategies for

THE CITY SIMULATOR

Traffic Patterns

From Origin Zone: To Destination Zone:
Residential Commercial and Industrial.
Commercial Residential and Industrial.
Industrial Residential.

When Sims drive away from an origin zone, they have a lim-
ited “trip range” in which to find a destination zone. Heavy
traffic decreases the trip range. If the destination zone is too
far away, the trip is unsuccessful. Repeated unsuccessful
trips will cause the Sims to move out of the origin zone.

Each road has a limited capacity for traffic. When this capac-
ity is exceeded traffic jams will form. Traffic jams drastically
lower the capacity of a road, compounding the problem and
frustrating drivers.

Traffic conditions fluctuate quickly. Avoid traffic problems by
providing several routes for the traffic to take.

A road must be adjacent to a zone for the zone to be con-
nected to the traffic pattern. Zones do not conduct traffic the
way they conduct power.
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Pollution

Pollution levels are tracked in all areas of vour city. This is a
general “nuisance level” that includes air and water pollu-
tion, noise pollution, toxic wastes, etc. Pollution has a nega-
tive impact on the growth of residential areas.

The primary cause of pollution is industrialized zones. The
level of pollution created by an industrial zone increases with
its level of growth.

Traffic is another cause of pollution. There are limited means
of combating the pollution level. Lowering traffic density,
limiting industrial development, and separating the pollu-
tion from the residential areas will help.

Crime

Crime rates are influenced by population density, local law
enforcement, and land values. As population density
increases in an area, the number of crimes committed
increases. Crime will also increase in areas of low land value.

The most effective way to deal with high crime rates is to
introduce a police station into the area. Based on its level of
funding, the police station will reduce the rate of crime in its
sphere of influence. A long-term approach to lowering crime
is to raise the land value of the area. One way to do this is to
demolish and rezone (urban renewal).

Land Value

Land value is one of the most fundamental aspects of urban
structure. The land value of an area atfects how that area is
used. In this simulation the land value of an area is based on
terrain, accessibility, pollution, and distance to downtown.

The farther the residents have to go to work, the lower the
land value where they live, due in part to transportation
costs. The value of commercial zones depends greatly on
accessibility by the populace.

Land value is also affected by surrounding terrain. If land is
closer to water, trees, agricultural areas, or parks, its value
will rise. Creative placement of zones within the terrain, with
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little bulldozing, can make good use of this natural advan-
tage.

Land value and crime rate have a feedback effect on each
other. Lower land values cause crime rates to rise. Higher
crime rates cause land values to drop, and can cause “transi-
tion areas” near your central city to rapidly decline in value.
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By Cliff Ellis

Introduction

The building of cities has a long and complex history.
Although city planning as an organized profession has
existed for less than a century, all cities display various
degrees of forethought and conscious design in their layout
and functioning.

Early humans led a nomadic existence, relying on hunting
and gathering for sustenance. Between 8,000 and 10,000
years ago, systematic cultivation of plants and the domesti-
cation of animals allowed for more permanent settlements.
During the fourth millennium B.C., the requirements for the
“urban revolution” were finally met: the production of a sur-
plus of storable food, a system of writing, a more complex
social organization, and technological advances such as the
plough, potter’s wheel, loom, and metallurgy.

Cities exist for many reasons, and the diversity of urban
forms can be traced to the complex functions that cities per-
form. Cities serve as centers of storage, trade, and manufac-
ture. The agricultural surplus from the surrounding
countryside is processed and distributed in cities. Cities also
grew up around marketplaces, where goods from distant
places could be exchanged for local products. Throughout
history, cities have been founded at the intersections of trans-
portation routes, or at points where goods must shift from
one mode of transportation to another, as at river and ocean
ports.

Religious elements have been crucial throughout urban his-
tory. Ancient peoples had sacred places, often associated
with cemeteries or shrines, around which cities grew.
Ancient cities usually had large temple precinets with monu-
mental religious buildings. Many medieval cities were built
near monasteries and cathedrals.
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Cities often provide protection in a precarious world. During
attacks, the rural populace could flee behind city walls,

where defence forces assembled to repel the enemy. The wall
served this purpose for millennia, until the invention of
heavy artillery rendered walls useless in warfare. With the
advent of modern aerial warfare, cities have become prime
targets for destruction rather than safe havens.

Cities serve as centers of government. In particular, the emer-
gence of the great 