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I- INTRODUCTION

A) Foreword
Enter Simoity and take control. Be the undisputed ruler of a sophisticated real-time City
Simulation. Create yourown dream city (ordream slum)from lhe ground up.
Whether you take overan exisling cilyor build a newone, you are the irayorand City Planner
with complete authority.
Your cily is populated by Sims - Simulated Citizens. Like their human counterparts, they build
houses, condos, churches, stores and factories. And, also like humans, they complain about
things like taxes, mayors, taxes, city planners and taxes. llthey ge oo unhappy, they move
out;you collect less taxes, the city deterjorates.
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The next few sections will explain the overallconceptot SimCityand give information that will
helpyou win Scenarios anddesign and build bettercities.
Simoity is a SYSTEM SlirULAT|ON. The challenge of playing a SYSTEM SIMULATION
game is to ligure out how the system works and take control ofit. As master ot the system you
are tree to use the TOOLS to create and control an unlimited number of systems (in this case
cities) wilhin thelrameworkandlimitsprovidedbythe RULES.
ln SimCity, the RULES to learn are based on city planning and management, including: Human,
economic and political lactors, survival factors, the strategies in order to tace disasters,
unemployment, crime and pollution, and life quality in your city.

TheTOOLS allowyou to:
plan, zone terrains, clearthe city of trees,
build roadways, airports and sea pons,
set up and maintain a power grid,
sow desolation and deslruction creating natural disasters.
But the most importantTOOL ofallis the Simulator itselt. Test yourplans and ideas as you
watch the city grow or shrink through the immigration and emigration ol industriousSimulated
Citizens. Sims willmove in and build homes, hospitals, churches, stores and factories in the
zones you provide, or move oul in search ol jobs or a better life elsewhere. The success
ol the city is based on the qualityofthe cityyou design and manage.

B) The gools of Simcity
There are many goalsto be pursued and reached in SimCity.
Here lsonein parlicular:
Yourdream city
Perhaps the main goalol SimCity isforyou to design, manageand majntain the city ot your
dreams. Your idealplaceto live may be a bustling megalopolis, lots ofpeopte, tots ol cars,
tall buildings; high-energy, high-density living. Or it may be a small ruralcommunity, or a linked
groupof smallcommunities providing slowpaced 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 tratlic, pollulion, overcrowding, crime or taxes don't drive them away,
yourcity wrlllive.
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II - GETTING STARTED

A) looding Simcity on AMSTRAD
Hardware required lor AMSTRAD:
Amstrad 464, 664, 6128 with adisk drive.
A monitor or a colour TV.
A joystick is recommended (before starting Simoity, check that thejoystick is properly
connected to the joysiick port).
1 or several blank disks to storethedata.

Startingthe diskversion:
Switch off your computer. lnsertthe program disk in the drive. Switch your computer back on.
Type ÆPM (to getl press the keys @ and SHIFT simultaneously). Press REIURN.

Slarting the tape version :

lnsert the cassette in the recorder. Switch on thecomputer. Type RUN "" and press the PLAY
button on your recorder. Press RETURN.

b) looding Simcity on SPECTRUM
Haldware required f or SPECTFUM:
SPECTRUM 48K, 1 28K+2 with a program recorder.
Or SPECTRUM ZX+3 with a disk drive.
A monitoror colourTV.
1 or several blank disks lo store the data.

Starting thedisk version:
Switch otl your computer and monitor. lnsert the program disk in lhe drive. Swilch your
computerbackon. The LOADER option willbe selected automatically. Press the RETURN
key, the gamewill load automatically.

Starting the tape version:
Check all the connections. lnsert the cassene in the recorder. TypeLOAD"" and press the
PLAY button on your recorder. Press RETURN on the keyboard.
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C) Selecting lhe level of difiiculty
Atter the program has loaded, the computer will ask you to choose the difticulty level of the
game.

There arethree possibilities.

- 1) EASY:You startthe garnewith 20,000 $. This isthe delault level. The characters appear
in green instead of blue lorthe othertwo oplions.
- 2) MEDIUM: You startthe game with 10,000 $.
' 3) DIFFICULT: You startwith 5,000$ only.

To select a level, take the direction UP or DOWNwith yourjoystick. Theoption you pointat
appears with green characters. To conlirm, press the FIRE button.
lf you don't have ajoystick, selectthe levelwith the keys Oand A, then confirm, p.essing the
spacebar.

D) The proglom ond dolo disks
The Simcity program disk contains programs which run Simcity. When youcreate new cities,
you will probably want lo save them in order to use them later on. For this you need at least
onedatadisk. Such a disk may contain upto sixteen cities.

To initialize a datadisk, insert a new disk in your drive and select the option Sli,4 FORMAT DISK
kom the SYSTEM MENU. Todothis, place your cursor (joystick or the keysOand A)on the
SYSTEM option and press the tire button orspacebar.
With the joystick orthe keys highlightthe option SIM FORI\,AT DISK and pressthe Fire button
orSPaCebar.

A conlirmation window appears.lfyou wantto lormatyour disk, select'YES PLEASE";ifnot,
selecl "NOTHANKS". Pressthefire buttontoconfirm yourchoice.

Once the operation is achieved, you return automatically to the EDIT mode. Nowget readyto
play.
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III - TUÏORIAI - FIRSÏ STEPS WIIHIN SIMCIry

We will take you now for a walk through SimCity, exploring the lundamental lunctions and
commands. lt will be uselulto relertotheZONE REFERENCE CHARTattheend of the manual.
Later, the CITY DYNAMICS will give you precious hints when building your own cities.

A) The menus of lhe edil scleen
When the program has finished loading, you will see the edit screen appear. This is your
main operation f eld, having at yourdisposala view on a portion ofyourcity and its landscape.
ln this screen, you will be able to access all the menus of the game. There are four of these
menus:
- SYSTEM: which allows you to load, save, start a new city, lormat data disks and get some
inlormation aboutthe game.
-OPTIONS: which allows you to conf irm or inhibit various game settingssuch as the sound,
the option auto-bulldozer, auto-budget and "zone demolish wait".
- DISASTERS: which allowsyou to activate disasters - naturalor not -withinthecity limits in
orderlo spice uptheqame.

a
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-WINDOWS:whichallowsyoutogetan Êvaluation rating inpolllorm yourperformance as city
mayor, and Maps viewing ditferent problems in yourtown and finally to determine the Budget
andlocaltaxes.

Selecllng the MENUS :

Proceed as torformatting disks in paragraph ll) D.
The names olthese menusareon topolthe screen. Toselectoneof these menus, justplace
your cursor with the joystick or the keys on the name of the menu and press the lke bulton or
space bare. A pull-down menu willappearthen.

For inlormation, the keyboard direction keys at your disposal are thefollowing:
- Ofor direction LEFT.
- P fordirection RIGHT.
- Qlordirection UP.
- A tordirection DOWN.

Note: When we talk about pressing the lire button, you may use the space bar as well.

Selecting a menu opllon:
When opening a menu,lhe first option on top oflhis menu is selected automatically. lt appears
with green characters instead of blue ones. lf you want to confkm this option, press the fire
button.
lf you wantto selectanotheroption, take the direction UPor DOWN withthe joystickorlhekeys,
to highlightanotheroption. When you have madeyour choice, pressthefirebuttonorspace bar.
The chosen option willbe aclivateo.

lf you do not want to select either of the options, choose "EXIT MENU" at the bonom of the
screen and confirm with the space bar.

B) Orgonizolion ot the €dil screen
When you start Simoity, a new terrain will be generated. You will bealways free tochoose
between using thisterrain, generating a new one, modifying or clearing it completelyor build
a new one startlng lrom nothing.

't0
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From thebottom to2lSofthe screen, stretchesthe editwindow oufljning theterrain areawhich
you can act upon.
Above this zone, you willseethe COMMENTpartwhich displays figures or messages telling
what is going on in your cily. A detailed description ol this comment part will be given in the
lollowing.

Above the comment part, there is a line of icons allowing you to act on your city and its
environment. We willsee later on the details about the utilization of every symbol.

Finally, on the top line of the screen, appears lhe list ol the 4 main menusthatwe mentioned
already.

Movêmenl ond screen scrolling
ln orderto viewthe whole city, itwill be necessary to scrollthe screen.

To do this, press the cursorkeys. Eachtimeyou pressacursorkey, theterrain willscrolla lit e
bit in the chosen direction. Another solution consists in moving the cursorwith you joystick to an
edge (right, lett or bottom) and keepthesamedirection pressing the firebutton. The terrain wi
scroll in thechosen direction.
Or else on AMSTRAD, you place the cursor on the little cross at the tett, on top ot the screen.
Atter you have pressed the fire button, the cursor will disappear. Just move the joystick in the
desired direction or use the direction keys. When you wantto make the cursor re-appear, press
thelire button again.

lf you wantto move only the cursor without making lhe scre€n scroll, use the direction keys (O,
P, Q, A)or thejoystick.

Exomple ot firsl sleps in SIM ClfY
You are on the edit screen. The icon selected by default is the road icon.
At the beginning you willfind an area with much cleârterrain, in orderto letyou starteasily.
You cannot build on waterexcept bridges, tunnels and power lines.
You can clearlorests (green)and rubble (brown).

D)

11
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The "pointer" isasmall, white, llashing square, outliningthe areawhereyou put a road section.
To move the pointer use the joystick or the keys (O, P, A, Q).

lrove your pointer oversome forest land and pressthe fire button. The forest section under
your pointeris nowa road. Now, tracea circle in order to design a kind of ring road. (Do not
make it too large. Staywithjn lhescreen limitsând don'tovereslimateyourcjty's development).
Then go to the nextstep.

Delailed explânallon ol the comment part:
Each editfunction has its price. ln the upper lettcorner ofthe screen, in the comment part, there
is the so-called COSTS BAR. which indicates the price you will have to pay each time you use
the activated icon. E. g. every time you use the bu lldozer you will have to pay $1 ;zoning a plot
ofland as residentialcosts $100.
ln lhe centre ofthe commentparl, atthe righl, you willsee the FUNDS BAR which indicates
your remaining capital.
Now select the house icon moving the cursor (ioystickor keyboard) and press the fire bunon.
Go bâckto the editscreen. Yourpointer is now a larger square outline indicating how much
clear space you will need to create a residential zone (That's where the Sims live).

Pressing lhe tie butlon in clear terrain "zones' the land. The "R" in the cenlre of the zone
indicates that it is a residentialzone. The llashing lightning symbol indicates that the zone has
no power and therelore cannot develop. All zones have imperatively to be powered, otherwise
they willremain at their original state.

Then select the commercialicon and place a commercial zone near your residential. There
will also be lhe tlashing lightning inthezone. Herethe Sims work, consume and build shops,
gas stations, oflice buildings, etc...

lf there are trees, you can onlyplacethezoneatterhaving cleared theterrain with the bulldozer,
unless you have aclaved the AUTO-BULLDOZEoption from the OPTIONS menu. ln thiscase
you willnothave to bulldoze a lorest before zoning.

Then select lhe industrialicon and mapoutan industrialzone next to a commercaalzone.

12
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Then you willneed energy, oryour zones will never develop. Pointlo the power plant icon. You
willnoticethat it is largerthan the other zones. Atter having chosen between a nuclear power
plant at 5000$ and a coalpower plant at 3000$ (same procedure asforselecting the difficulty
levelat the start), place it in some open space near you r residentialzones. lt your power plant
is notadjacenttoazone, you willhaveto run a powerlinefrom yourpowerplanttothe nextzone.

To do this, click the power line icon. Using your joystick and lire button, lay power lines
irom your power plant to your zones. Adjacent power line sections will automatically connect
themselvestoone another.

ln a moment, lhe flashing symbols l^,illdisappear, indicating that your zones have been
powered. Soon you will see small houses start to appear. The Sims have started to move in-

Note: When you zone land, you designatewherebuilding is allowed. lt islhe Simswho actually
build.

Note thatwhen you selectthevarious icons, the icon description and its associated costs will
be displayed in the upper left-hand corner of thecomment part. The lunds bar atthe right
displays your total lundsavailable. lf you do not have enough money in youl treasury to pay
lor acertain lunction, that icon will be "ghosted" on your screen and is unavailable lor use.

Check that all the zones are powered. As soon as the zones begin to develop, you collect
taxes. this isdone automatically.
For reminder, the money at yourdisposal is displayed in the COMMENT part (FUNDS), in the
centre atthe right.

Ihe bigger the city, the higherthe land values, and the more taxes you willcollect.
To accelerate the development, you will have to lay roads. Selectthe road icon again and add
roads from your residenlial housing to the commercial and industrial areas to allow the Sims
to commutetowork. Once you have roads, tralficwillbe generated.

Roads and power lines cannot be laid one overthe other, but they can cross each otherat
rightangles.
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This is allthe basic information you needto run Simcity, butwe suggest reading on. The
following paragraphs explain in detailhowto use each program function. We willalso gives
some hints and tipsfor using the program.

IV. THE WINDOWS MENU

Point with the cursor to the WINDOWS menu, and pressthe lire button, to displaythe menu.

A) The MAPS window

The MAPS WINDOW givesyou various overviewsolyour city and terrainsshowing physical

or demographic details.

To seleclthis mode, choose MAPSfrom the WINDOWS menu.

On the tirsl third at the lett side of the screen, you will see thedifferent sub-options. Onthe
2 thirds at the right side you will see a ponion of your city. The city is divided into 9 regions
overlapping on their edges. lfyou pressthe numberkeyson topofthe keyboard, you willview
all the regions from 1 to 9. To change the region in the view, just press a number key.
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The numbercorresponding to the region displayed appears in blue on white background, in
thesmallnumeric keypad on top leftof the screen.
Note: On Speckum, to view the regions, press the CAPS SHIFT key and the number
simultaneously.
First you view region 1 . The sub-option selected is TRANSPT displaying your roadsand rait
lines. Usethisviewto examine yourcity's access to specilicareas andto plan tuture expansion
of the network.These options otten show the dynamic balance ol the city. The density key wi
be shown in the lower lett corner of the window. Depending on your monitor, this will either
be in colouror in shades. Thecolour on the bottom indicates the minimum density, growth or
value. lf you wanl to select another sub-option, move the joystick downwards and other
inf ormation will appear automatically:

- CITY: showsallroads, developed zonesandareas. Usethis mapto find non-developed areas
and plan the expansion olthe zones.
- POLLUTN: shows levelsofpollutjonthroughoutyourcity. The lighterthezones, the morethey
are polluted. Do notforgettoplacethe induslrialzonesfarenoughfrom residentialonesand build
Parks.
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- POLICE : shows the etlective radius of your police departments. The clear zones indicate a
maximum efliciency. These are zones where there ispractically no crime. The longerthe
distance between azone and the nextpolice department, the higher is the crime rate. Place
the police departments so that their action ranges join together, in order to protect your city.
-F|RÊDEP: fulfills the same function for the lire departments. Afterdisasters orfiresagood
arrangement of the departments will turn out to be essential (do not torget to âssign enough
money tothe fire departments in your budget, otherwise theywould not beetfective).
-TRAFFIC : shows the amounl of traflic on your maps. Spot traffic problems and determine
where new roadways and transit lines are needed.
- POWER : shows you the powered zones in white. This gives you a general state of
developmentol your power networkandthe city's needs.
- CRIME : shows the leveland location olcrime in your city. The whitezones are seatswith
a high crime rate. This way you can decide where to place precisely your next police
departments.

To exitthe MAPS option, simply press the fire button.

B) ïhe BUDGÊÎ window

ln this BUDGET window you willassign lhe credits necessary lor thepolice, fire and transport
departments. When your tirst taxes are collected in a newcity, and each yea. alter, this
window will appear (unless you select the Auto-Budget tunction). You will be asked to set the
lunding levels for the lire, police, and transportation departments, and to set the property tax
râle-

16
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You can raise and lower budget levels that correspond lo each categoryand adjust your tax
rate. To dothis, use thejoystick ordirection keys to highlight the categoryand press the fire
button. lncrease the rate giving the direction UP Ûoystick or keyboard) or lower it wilh the
direction DOWN.
When you have fixed the various rates otthe BUDGET, select "GOWITH THESE FIGURES'
and press the fire button, to exitthe BUDGET WINDOW.

The level of budgeting requested by each deparlmen\ is based on lhe number ot lire
departments, police stations, andtheamount of roadways andtransrt lines in yourcity. These
figures increase as yourcitygrows - itcosts moneyto maintain yourcity inlrastructure.

C) The EVATUATION window
The EVALUATION WINDOW gives you a pertormance rating.
PUBLIC OPINION data is presented in poll lorm, rating your overalljob asmayor and listing
7 of the city's most pressing problems (crime, taxes, pollution, housing prices, traflic,
unemployment, fires). The most imporlant points are highlighted. This way, you are able to spot
the main preoccupalions of you. ciùzens.

You are advised to keep your residents happy or they might migrate away, and you will be left
wilh a "ghosttown."
Toexitthe Evalutation window, simply press lhe {ire butlon.

Some example problem / solving strategies are:
- Crime: Build more police departments, or lry to raise land values.
- Housingi Provide more residentialzones.
- Unemploymenl: Build moreindustrialandcommercialzones.
- Traff ic: Possibly add more roads or mass transil.

STATISTICS on population, net migration, and assessed value are displayed, along with the
city game level and an overall city score. This data is calculated once a year at budget time.
Population shows how many people live in your city now; net migration shows how much

the population changed over the last year. Assessed value represents the net worth of all city-
ownedproperty.

17
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V - THE ICONS

ln order to develop your city, you will have to select between the various icons at your disposal,
thosewhich represent your choice in matters ol urbanism. Remind thatyou only definethe
zones, the Sims actually decideto move in or not.

A) Descriplion ond ulilizolion of lhe icons
To activate one of these icons, select the desired icon with the cursor, as already described,
and click. The name or explanation concerning each element willappear in the title bar.

KEYBOARD SHORTCUT COMMANDS: The numberkeys 1 to 0 selectthe icons lrom lett to
right (lrom bulldozertof iredepartment) directly.
Note: On Spectrum, press the SYMBOL SHIFT key and the number simultaneously.

When you have selected an icon and moved tothe editscreen, a pointerwill appearonthe
screen to showthe location and the size ofthe chosen lunction. You cannot changethe location
ol the pointer. Use lhe cursor keys, as we haveseen previouslyto make the screen scroll.
Use the fire button or space barto activate lhe function.
lf you try to place azone, road, powerline etc., over an alreadyexisting zone, road, power
line etc., a beep willindicate thatlhis place is already occupied. You will have to choose another
place or use the bulldozerto clearthe area-
NOTE: There are some exceptions to the rule above: the power lines and roads can cross
water and each other.

BULLDOZER clears trees and shrubbery, creates landfillalong the water,levels developed,
existing zones and clears rubble caused by disaster. Bulldozing is also very eflicient to f ighi
againstlires.
Itcosts $1 to bulldoze a section ol land.

ROADWAYS connect developed areas. lntersections and turns areautomatically created.
Laycontinuous roads by pressingthe tire button and dragging yourpointer. Be caretul- ifyou
accidentally layaroad in the wrong place you willhave to pay lor bulldozing and rebuilding.
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Roads may not be placed over trees, shrubbery, or zoned areas. They can crossoverpower
lines and transit lines only at righl angles.
Laying roads across water creates a bridge. Bridges can only be built in a straight line - no
curyes, turns or intersections. Shorelines must be bulldozed prior to building a bridge.
It costs $10 to lay one section ol road and $50 to lay one section olbridge.

Note: to place a bridge, lay a section of road exactly on the shoreline, then layanotheroneover
waierjoiningtheroadsectionontheshore.Thebridgewillbeautomaticallyextendedtotheother
shore.

POWER LINES carry powerlrom power plants to zoned land and between zones. Alldeveloped
land needs powerto lunction.
Power lines cannol cross trees, shrubbery, or zoned land. Power is conducted through
adjacent zones. Unpowered zones display the flashing power symbol. There is a delay
betweenthetjmeyou powerupa zone andwhen the llashing lighldisappears.Thedelaygrows
longeras the city grows large..

Junctions and corners are automatically created. Power lines across the water must be
horizontalorvertical- no turns, curyes or intersections. Power lines consume some powerdue
to transmission ineff iciencies.
It costs $5to lâyone piece ol power line on land, $25 on waler.
To lay a power line over walerjust proceed the same way as lorthe bridge.

TRANSIT LINES create a railway system for intra-city transii. Place tracks in heavily tralticked
areas to help alleviate congeslion.
lntersections and turns are created automatically. Tracks laid under rivers will appear as
dashed lines. These underwater tunnels must be verticalor horizontal- noturns, curves of
intersections.

Transit lines are maintained by transportation depanmenttunds. The levelol funding allectsthe
etf iciency of the system.
It costs $20 per section of track on land, $100 persection under water. To realize tunnels under
water,lollowthe same procedure as tor the bridges.

19
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PARKS can be placed on clear land. Parks, forests and water raise the land value ol
surrounding zones. Parks can be bulldozed as lire breaks or reserve space tor later mass
transitexpansion.
ll costs $10 to lay one segmenl otpark.

RESIDENTIAL ZONES are where the Sims build houses, appanments and community
lacilities such as schools and churches.
Factors intluencing residential value and growth are pollution, traflic densiiy, population
density, surrounding terrain, roadwayaccess, parks, and utilities.
Itcosts $100to zone one plotofland as residential.

COMMEFCIAL ZONES are used for many things, including retail stores, olface buildings,
parkinggarages, and gas stations.
Factors inlluencing lhe value and growth ol commercial areas include internal markets,
pollution, tratfic density, residential access, labor supply, aarports, transil access and utilities.
Itcost Sl00iozone one plotot land as commercial.

INDUSTRIALZONES areforheavy manufacturing and indust.ial services.
Factors influencing the growth ol industrial areas are external markets, seaports, transit
access, residential access, labor supply and utilities.
It costs$100 to zone one plolotland as industrial.

POLICE DEPARTMENTS lowerthe crime rate in the surrounding area. This in turn raises
property values. Place these in high-density crime areas. The etfjciency ofa station depends on
the level of policedepartmentfunding.
It costs $500 to build a police station.

FIRE DEPAFTMENTS make surrounding areas less susceptibleto lires. Whenfires dooccur,
they are put out sooner and do less damage il a station is near. Ihe eflectiveness ol fire
containment depends on the levelol lire deparlment lunding.
Itcosts$500 to build afire station.

æ
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STADIUMS encourage residential growth. The message window will indicatewhen the city
wants a stadium. You may build a stadium in you city prior 10 create a lot of tralfic. Properly
maintaining a stadium requires agood road and transit network.
It cosls $3000 to build a stadium.

POWEF PLANTS can be coal or nuclear, chosen from a sub-menu provided when (after
selecting the power plant icon) you place the cursor on the desired option and press the fire
button toconfirm.

The nuclear plant is more powerlul bul carries a slighl risk of meltdown. The coal plant is less
expensive, but less powerfuland il pollutes.
All zoned terrains need energy to develop and grow. When developed zones lack ofenergy,
they progressively return to bare ground, unless they are powered up again.

According to the size ofyourcity, you have to build several powerplants. We recommend
you, buildtwoorthree power plants more than needed,to supportlhe powersupply in case
ofemergency.
Coalpowerplants cost $3000 to build. Nuclear power plants cost $5000.

SEAPORTS increase the potentialfor industrialgrowlh. They have littleeffect in a smallcity,
but contribute a lotto industrializalion in a large city.
Seaports should be placed on a shoreline. The shoreline must be bulldozed prior to zoning a
seaport.
Itcosts$5000 to zone land loruse as aseaport.

AIRPORTS increase the growth potential ol your commercial markets. Once a city starts
getting large, commercialgroMh willlevelotf without an airport.
Airports are large and expensive and should not be built unless your city can aflord one. Once
you build an airponyou willsee airplanes flying above you cityto and from the airport.
It costs $10,000 to zone land lor use as an airport.

21
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VI - THE SYSÎEM MENU

A) Descriplion ond utilizolion ot lhe commonds
-ABOUTSIMCITY: gives you some additional inlormation about SimCity.

- START NEW CITY: generatesa new, emptyterrain to start a new citydiflerent lrom the
one you are simulating. You willbeasked to confirm (Yes, Please)or reluse (No, thanks).

- USE OLD LANDSCAPE: this command allows you to start a newcity kom theground with
the same terrain,lhat you have previously used. Thisway, you are given a new chanceon an
exactly similar terrain under the same conditions.

- INPUTNEW GENE: this option allows you to predeline the generallorm of your terrain. Each
landscape is chosen between 65 535 difterent possibililies. ll you liked the type of your
previousterrainsand seleclits GENE number (for Generation) again, you willget exactly the
samelerrain. However, you won'tlind yourancient buildings or creations. The terrain will be
absolutelyclear.

Procedure: After having selectedtheoption INPUT NEWGENE, you will seethat the figures
standing lorthe current landscape GENE number turn to green. Type in 5 figures for the new
GENÊ number. Press RETURN to confirm.

Then you willreturn tothe menu proposing INPUTNEW GENÊ and START CITYWITH NEW
GENE. Now se|ectSTARTCITYWITH NEW GENE. Belore you stanplaying onthiste(ain,
you wallbe asked to selecta ditliculty levelâs seen before.

START CITY WTH ïHlS GENE: this command allows you to play again on aclear terrain,
with the same GENE number as displayed in "Current Landscape Gene". Thatmeansyou
use the same terrain as jn the previous game, unless you have âlready changed lhe number
using the the 'lnput New GENE" option.
Otherwise, if you use this function directly, this will avoid entering anew GENE number, and
restart on a randomlygenerated terrain among 65 635 possibilities, as itwould bethecasefor
STARTNEWcity. Moreover you willknow in advance the general type ofyour landscape.
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. LOAD CITY: To load a previously saved city, you select this option. Choose a city to play
again with, using thejoystick (UP/DOWN) and press the fire button orspace barto load this city.
ll there is no city saved on your disk, you are given the choice between "LEAVE" (to return to
theeditscreen) and "FOH[rAT DlSK", to initialize a disk, sothat it isableto receive citydata.
Beware noltoformat youroriginal.

OISK FILES

NAtrrE

STEVE
NATIE

NATTE

NAIIE

N'

1

2

3

4

.CATALOGUE:
lf you just want to see what cities you have already saved, select CATALOGUE DISK. You
are not able to load a city with this command. lfthere is no city saved on yourdisk, the program
will offer you the same possibilities as for LOAD ClTYwith LEAVE and FORiTAT DISK.
Thereagain, beware notto format youroriginal.

TYPE NEW FILÊ NAME

ïlÊN PRESS ENTER

FILE tlÀME : STEVE
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- SAVE CITY saves any city-in-progress to diskfor later use. Once you have selected this
oplion, you will haveto enterthe name under which you wantto savethe city. Type the city's
nameandpress Return.
Don't forgetto saveyourcities on adiskwith the specialSimCitylormatwith thecommand Sll\.4

FÔBMATDISK.
Do not try to save on otherdisks, especially the program disk.
Take care not to save two cities with the same name. The new one will be saved, erasing the
ancientone.
Beware not to switch otf the computer or the diskdrive, neilher remove the disk before the
saving is achieved. The cityto be saved would be lost.
lf you want to save a city at severaldevelopment states or a terrain with various strategies, use
ditterenl names lor every city orlerrarn version.
lf you activate SAVE accidentally or change your mind, press Reiurn wilhout enlering the
name. This willcancelthe SAVE operation.
.SlM FORMATdisk: aswe haveseen previously, thiscommands allowsyouto formata blank
disk in order to support your new cities.
. EXIT SIMCITYT ends SimCity. You willbe asked to confirm yourchoice.
- EXIT MENU: allows you to return to the edit screen and close the SYSTEM menu.

VII . OPIIONS MENU

This menu allows you to enable or disable certain minor tasks ol the simulation.

A) Descliplion ond ulilizolion ot lhê commonds
To activate or disactivate these options, highlightthe nameoltheoption and pressthespace
bar. Depending on its previous slate,lhe option willbeswitched on orolt, and you exitthe menu.
A checkmarktothe lett of an item indicates that the option is active.

AUTGBULLDOZER: allows you to place zones, roadways, etc., direclly on topol trees and
shorelines without manuâlly bulldozing first. You will becharged the same as lor manual
bulldozing. This option is active at the beginning otthe game.
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AUTO-BUDGET: avoids the budget window popping up every year and you to approve it.
When the option isactivated, it keeps yourbudget at the same percentage settings, the fire,
police and transportation departmentf undings included.

SOUND: switches the various city sounds otf and on. lf thereis a check mark, there willbe
nosound.

ZONE DEMOLISH WAIT: When switched on, this option will prevent you from destroying
thoughtlessly your constructions by impatience or bad manipulation ol the Bulldoze optaon.
Thisway, you willhaveto move thecursor on the centre ol the zoneto be demolished, and
press the fire button forsome time so that the destruction command willbe effectjve.

SIMULATION SPEED: when selected, you willbe given four possibilitieswhich are FAST,
NORMAL, SLOWand PAUSED (lime isstopped, butyou maybuild and zone allthe same).
A star indicates which speed is selected. The gamestarts with NORMALspeed. To change
the speed, move the joystick up ordown to highlightthe desired option. Confirm pressing the
Space bar or Fire button. You return automatically tothe edit screen.

EXIT MENU returns you to the edit screen.

VIII - DISASIERS MENU

A) Descriplion ond ulilizolion of the commonds
The disasters menu allows youtoactivate disasters within the citylimits. Use the disasters
to test your capabilities lacing emergency situations.
BEWAFTE: it would be wisetosavethe currentcity betore launching a disaster;you can never
know...
Use lhe cursor key to selecta disaster. Pressthe Return key or thejoystick button toactivate
thedisasle..

FIRES: fire spreads lairly rapidly through lorests and buildings, somewhat slower over
roadways and transit lines. Fire will not cross water or clear lerrain. Fire will let only ruins and
rubblethat have to be bulldozed prior to rebuilding.

â
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Since fire will not spread across clear terrain, you can build tire breaks with the bulldozer. Jusl
surround thefirewith clearareasand it willstop spreading andeventually burn itseltout. Note:
You cannot directly bulldoze a tire.
Fires can be also caused by earthquakes.

FLOODS : occur nearthewater. Theygradually spread and destroy buildings and utilities After
a while the flood waters recede, leaving behindcleared terrain. Avoid placing power plants,

airporis and stadiums near the shore. The least flood may destroy them definitely.

EARTHQUAKES: are the mostdevastating disaster. This is a MAJOR eanhquake - between
8.0 and 9.0 onthe Richter Scale. ltwilldestroy buildings andsta(fires.
When an earthquake occurs, you willsee the edit window shake for a while. When it stops, you

willhave to take charge and control the scattered lires.

AIR CRASHES: When acrash occurs, a firewillstart, unlessthecrash ison water. Agood
strategy is to locate the airport away from the cenlral city to minimize the fire damage Air
crashescan happen without being activated fromthe menu, il you havean operationalairpon.

TORNADOES : can occur anywhere on the map. Very fast and unpredictable, they can appear
and disappearata moment's notice. Theycan last quite long and you cannot stop it Agood
strategyconsists in followingthe tornado in a reasonable distance, andtryto keepa maximum
olzones powered.

NUCLEAR MELTDOWNS :are only possible il you are using a nuclear powerplant ll you

activate a meltdown, your nuclear plant will explode into llames. Radioactivity will prevent the
irradiated zone to develop. Allyou can do is concenlrate on another place to develop your city
and wait forthe radioactivity decreasing (at least 100 years).

OISABLE ALL: This command allows youto play without the impending disasters. lndeêd,
astimepasses, disasters willregularly strike yourcity withoutbeing activated fromlhedisasters
menu. Choose this option, il you want your city to develop in peace and calm.

EXIT MENU returns you tothe editscreen.
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IX - SIMULATION MESSAGES

A) Descriplion
During city life you will receive messages from the simulation program, to inform and forewarn
you. They appear in the comment pan.
Most oi these messages are easy to understand, but others need somelurtherexplanation:

"FIFE DEPT NEEDS FUNDS": you have not supplied 1007ô of the fundings needed by the fire
department lo function correctly. Restore the situation or your lire department will not be
etfectiveenough.
'THE POLICE NÊEDS FUNOS": thesamething isalsovalid lorthe police departments. ll
you do notreactquickly enough, crime will develop dangerously in the cjty.
"TRANSPORT SYSTEM FALLING APART": There are not enough funds to maintain the
roads. They fall into disrepair. Reactquickly.
"CITIZENS UPSET, TAXESTOO HIGH": You haveselthe localtaxestoo high. Yourcitizens
are angry and begin to leave the city.
"NEED LARGER RAIL SYSTEM": you hâve to improve your transit lines and transporl
system in general.
"CITIZENS DEMAND A STADIUM": meansthat your citizenswant to have fun assisting to
sportingevents.
"CITIZENS DEMAND A POLICE DEPARTMENT": thecrime rate increases and thecitizens
teel notin secureanymore.
"CITIZENS DEMAND A FIRE DEPABTMENT": expresses the wish of the citizens forafire
departmentto preventand f ighteventual f ires.

X - HINTS AND TRICKS

Usingthe disk:
The SimCityprogram disk is protected againstcopying. To make it last as long as possible,
use it onlyto load the simulation, then remove it and useotherdisksto store your city data.

It is advisableto make severalcopies of the citydatadisks.
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Saving cities and terrains:
Take care not to save two citieswith the same name. The new one would erase the firstone.

lfyou wantacityto be saved atdilferent states, or il you want to try several planning strategies,
save each version with adiflerentname.

When you like a randomly generated terrain or ityou have conceived agood terrain, and maybe
youwillliketo tryditferentapproacheson it, you can savetheterrainwithoutanybuilding. When
you buildon it, save the new citywith anothernamethantheonewiththeclearlerrain, otherwise
you would lose the latter.

Budgetizlng:
As you stananewcitywith limitedfunds ($5000to$20,000), you willhave to plan and establish
a strict budget. A power plant should be a priority, tor there can be nor growth nor income
without.

Dsvslopacity:
Refer to the CITY DYNAM ICS CHARTwhich explains how the lactors concerning groMh and
developmentare bound.

The main pointsto remember in order to make a cily thrive:

Allthezones have to be powered to develop.

The zones have to be developed to collecl thetaxes.

The roads must give access from and to every zone so that it can develop completely.

The airports and sea ports willnot help a little town to develop - sosparethe moneyunlilyour
city is large enough.

Place the zones, roads, etc. wisely - you cannot movethem andwill haveto payto bulldoze
andrebuildthem.
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As a rule of thumb, the number of industrial and commercialzones should approximately be
equal. The number of residential zones should roughly equal the sum of industrial and
commercialzoneS.

The proximity to forest and water rises the land value ol the terrain and therefore the laxes
collected.

Addilional power plants and redundant power lines are expensive, but can maintain a zone
powered during adisaster.

A larqer, more populated city isnot necessarily a better city. A self sufficient citywitha
pleasant environment is better than a gigantic city without trees and shores, showing a
permanentdeficit.

Use lhe lvlAPoptionsfromtheWlNDOWS menutoplanthegrowlh ofthe city, spotlheproblems
and visualizeyourprogress.
Save your city to disk before irying a new policy in order to reconsider the situalion if it tails.

xt- tNstDE stMclry

l\rany lactors inlluence the chance of your city's prospering orlloundering; both internal
factors (the structure and elliciency ol your city) and external factors (the regional economy,
disasters, etc).

ZONES
Your city is divided 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. Allthree are necessary for your cityto grow and thrive.

RESIDENTIAL ZONES are where the Sims live. Here they build houses, apartments and
community facilities such as churches and schools. Sims are the workforce lor your city's
commercial and industrial zones.
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INOUSTRIAL ZONES are used to site warehouses, lactories, and otherunsightly and
polluting structures which have a negative impact on surrounding zones. One ofthe major
goals ofplanninq is lo separate these "nuisance" from the areas where people live. ln this
simulation, induskial zones represent the "basac" production olyour city. Things produced
here are sold outside the city to an "external market", bringing money into the city for future
growth.

COMMERCIAL ZONES representthe retail stores and services in your city, including gas
stations, grocery slores, banks and otfices. Commercial areas are mainly dedicated to
producing goods and services needed within your city. This iscalled "non-basic' production
orproduction lor the "internal market."

POPUTATION . RESIDENÏIAt
The major factors controlling residential population are birthrate, availability ofiobs and
housing, unemployment, andqualityol lilewithinthecity.

Birthrate as used here is actually a combination ol the birthrate (+) and the deathrate (-). Within
Simcitythere is always a positive birthrate.

Availability of jobs (the employment rate) is a ratio of the current commercial and industrial
populationsto the totalresidentialpopulation. As a rule ofthumb, the number ol commercialand
industrialzones together should roughly equalthe number of residentialzones.

ll there are morejobs in your city than residents, new settlers will be attracled. lf the job market
declines during a local recession, your people will migrale away in search ol jobs.

Housing loryourresidents is built inthe residentialzones. These zones must be powered and
connected to the places of employment with a road and/or rail network. The structures built
in residential zones are influenced byiandvalue and population density.

Quality ol life is a measure of relative "attractiveness" assigned todilferent zone locations.
It is attected by negative factors such as pollution and crime, and positive factors such as parks

and accessibility.
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EXTERNAT MARKET . INDUSTRIAT
There are lhousands ol variablesthatinlluenceyour city. All these variables can be inlluenced
by your actionswith the exception of one.

The external market (the economic conditions that exisl outside of yourcity) is controlled by
the simulation - there is nothing you can do to change it. ln many ways, this external market
istheoriginalsource otall city growlh. Towns frequently begin as production cenlres (steel
towns, relineries, etc.) that service a demand in the surrounding region. As lime passes, the
external market grows to reflect the regional growth goingon around yourcity.

The industry in yourcitywillattempt to growas the external marketgrows. For this to happen,
there must be room for expansion (more industrialzones)and an adequate laborsupply (more
residentialzones).

INTERNAL MARKET - COMMERCIAT
The inlernal market js completely influenced by the conditions within your city. lnternal
production, crealed in the commercialzones, representsalllhe thingswhich arepurchased and
consumed within the city. Food stores, gas stations, retailstores, tinancialservices, medical
care, etc. - alldepend on a nearby population to service. Wilhin SimCity, the size ol the internal
market determines the rate at which commercial zones willprosper. Commercial zones need
enough zoned land to build on and an existent, sutficient workforce to employ. The structures
built in commercial zones are mainly inlluenced by land value and population density.

Commercial zones grow and develop to serve the expanding internal market. Commercial
growth will usually be slow at lirst, when the population issmall and needs very little. As your
city grows, commercial growlh willaccelerale and the internalmarketwillbecome a much larger
consumer olyour total city production.

This accelerating etfect, when the external/industrial production is overtaken by the
accelerating internal/commercial sector, can turn a sleepy little town o150,000 into athriving
capital of 200,000 in atewshortyears.
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TAXRATE
The tax rate you sei controls the amount ol income generated by your city. As taxes are
collected each year (citytime),lhe BUDGET WINDOW willappear, giving you thetiscaldetails
otyour city and a chanceto adjust rates.

The simulation determines the amounl of revenue collected by assessing each zone an
amount based on its land value, current level ot development and the current tax rate-

The tax rate has aglobalaffecton yourcity'sgroMh rate. lfyou set it low (0'4%), growth will
be brisk but lhe city income will be low. ll you set it high (10-20%), you will collect a lot in the
short run but in the long run tax income willdecrease along with the populalion. You must keep
tax income high enough to meet city maintenance costs and invest in newdevelopment, but
low enough notto scare oft residents and businesses- A high tax rate is onewaytocontrol
city growth, should you want to experiment with "growth control measures."

BUDGETING
City budgeting aflects the way yourcity grows. City infrastructure cost is represented by three
departmenls: police, fire and kansportation. You may setthe funding levels separately foreach.
Allthree depanments will request a certain levelotfunding each year. You maysupplyallor part

of the requested funds, in the attemptto balance safety needs and budgetary concerns.

POLICE DEPARTMENTS
Police stations lower thecrime ratewithin aterritory. The efleclive radius of your police station
is related to the amount of funding âllocated to the police department. There is a posltive
correlation between the value ol landand proximityto a police station. Polace Stationscost
$100 peryearto lund.

FIREDEPARTMENTS
Fire departments prevent and extinguish fires. The level ol fundang determines theeflective
radiusotatire departmenl. Firedepartments putout lireswithin this radius much soonerlhan
outside it, and decrease the chance that they willstârt in thefirst place. Fire Departments cost
$100 peryear tofund.
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TRANSPORTAÎON DEPARTMÊNT
When you build roads and rail systems you are charged for construction and yearly mainte-
nance. The largeryourtransportation network, the more itwill cost for upkeep. lfyou decide
notloorare unable to pay this maintenance cost, roads willslowly deteriorate and become
unusable. The majntainance cost loreach piece is:Road - $1, Bridge - $4, Rail ' $4, Railtunnel
-$10

POWER
Electrical power makes modern cities possible. Efficient and reliable power transmission to
allzones is the goalofgood "power management-"

Periodically in the simulation the entire power grid of your city ischecked for links topower.
ll a zone is connected (by other zones or power lines)to a power plant, the zone as considered
powered (unless the power plant is overloaded).

Zones must be powered for development to occur. l\,rany things (such as fires, floods,
monsters and bulldozers)can knockdown power lines andcause blackouts in parts ofyour
city. Developmentwillstop in unpowered zones, and il power is not quickly restored, the zone
willdecline back to its originalstate ol emptiness.
Redundant power connectionscan makeyourpowergrid more reliable, butrunning more lines
addsconstruction costsand transmission line loss.

TRANSPORTATION . TRAFFIC
One of the most most imponant elements ol city structure is the transportation network.
It movesSimsand goods throughout your city. Roads typically occupyas much as 25olo - 4070
ol the land in urban areas. Tratfic along these roads indicates which sections ol your road
system are used the most.

Tratfic levels are simulated by a process known as "Trip Generation." Over time, each
populated zone in the caty willgenerate a number ot trips,depending on the population. Each
generated tripstarts at the origin zone, travels down the road/rail network, and il a "proper
destination' is reached, ends at the destination zone - olherwise, the trip fails. Trip lailure
indicates inaccessibility ol a zone and limits itsgrowth.
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The majority ol generatedtripsrepresentpeoplecommuting lo and fromwork. Additionaltraffic
is generated by residentstraveling to shopping, recreation, etc.

Each road has a limiled capacity for tratfic. When this capacity is exceeded, tratlic jams

will form. Trallicjams drastically lower thecapacity ol a road, compounding the problem and
frustratingdrivers.

lratlic conditions fluctuatequickly, respondingtothingssuch as open bridges, sporling events
and port activity. Avoid tratlic problems byproviding several routes for the trallic to take, and
building rail systems when you can atfordto.

POTLUTION
Pollulion levels are tracked in all areas ol your city. This is a general "nuisance level" which
includes airand waterpollution, noise pollution, toxic wastes, etc. Pollution has a negative
impact on the groMh ol residential areas.

The primary cause of pollution is industrialized zones. The level ol pollution created by an
industrial zone increaseswith its level of groMh.

Trallic is another cause of pollution. As yourcity gets large you may notice periodic smog
generated lrom automotive commutes. Fires, Seaports, Airpons, and Coal Power Plants also
pollute.

There a.e limited means ot combating the pollution level. Lowering tratlic density, limiting
industrial developmenl, and sepa.ating the pollution lrom the residential areas willhelp.

CRIME
Crime rates are intluenced by population density, Iocal law entorcement, and landvalues. As
population densityincreases in an area, the numberol crimes committed increases. Crimewill
also increase in areasoflow land value.
The most eflective waytodealwith high crime rates islo introduce apolice station intothe
area. Based on its leveloffunding, the policestation will reduce the rate of crimeinits sphere
ol influence. A long-term approach to lowering crime isto raise the land value ol the area.
Oneway to do this is to demolish and rezone (urban renewal).
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TAND VALUE
Land value is one of the most lundamenlal aspects of urban structure. The land valu€ ol an
area atfecls howthal area is used. ln this simulâtion the land value of an area is bâsed on
terrain, accessibility, crime, ællulion, and distance to downtown. The lartherth€ residents have
to goto work, the lower the landvaluewherethey live, due in part totransportations costs
The value ol commercial zones depends greâtly on accessibility by the populace.

Land value is also atfected by surrounding terrain. ll land iscloser lo water, trees, orparks,
its value willrise. Creative placementof zoneswithin the terrain, with little bulldozing, can make
good use of this natural advantage.

Land valueandcrime rate have a teedback etfecl on eachother. Lowerlandvalues causecrime
rates to rise. Highercrime ratescause land values to drop, and can cause "transition areas"
nearyourcentralcityto rapidlydecline invalue.

CONCLUSION: GOOD CIW FORM

What is the good city? We are unlikely to arrive at an unequivocalanswer;the diversity of human
needs and tastes trustrates allatlemptsto provide recipes or instruction manuals forthe building
ol cities. However, we can identify the crucialdimensions of city performance, ând specifythe
manyways in which cities can achieve success along these dimensions.

A usefulguide in this enterprise is Kevin Lynch's A theory of Good City Form (Cambridge, irass.
MIT Press, 1981). Lynch olfers live basicdimensions otcily perlormance: vitality, sense, fit,
access, and control. To these he adds two "meta-criteria", etliciency andjustice.

For Lynch, a vitalcity successfullly fulfills the biological needs ol its inhabitants, and provides
a safe environment for their activities- Asensible city is organized so lhat its residents can
perceive and understand the city's form and tunction. A city with good tit provides the buildings,
spaces, and networks requiredlor its residents to pursue their projects successfully.
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An accessible city allows people of all ages and backgrounds to gain from the activities,
resources, services, and intormation lhai they need. A citywithgood controlis arranged so
that its citizens have a say in the management of the spaces in which they work and reside.

Finally an etlicient city achieves the goals listed above at the leastcost, ând balances the
achievemenl of the goals with one another. Theycannot all be maximized at the same time.
Anda jusl city distributes benelits among its citizensaccordingtosome fair standard. Clearly,
these two mela-criteria raise diflicult issues which will continue to spark debales for the
foreseeableluture.

The criteria tell aspiring city builders where to aim, while acknowledging the diverse ways ot
achieving goodcity lorm. Cities are endlesslyfascinating becauseeach is unique,the product
ol decades, centuries, or even millennia of historicalevolution. As wewalkthrough city slreets,
we walk through lime, encountering the city-building legacy of past generations. Paris,
Venice, Rome, New York, Chicago, San Francisco - each has its glories and its lailures. ln
theory, we should be able lo learn the lessons of history and build cities lhat our descendants
will admire and wish to preserve. That remains aconstant challenge lor all who underlake
the task of city planning.
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