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INTRODUCTION
FOREWORD

Enter SimCiy and take conlrol Be the undisputed ruler of a sophisticated real-time City Simulation.
Become the master ofexisting Gities such as San Francisco, Tokyo, and Rio de Janeiro, or create your
own dream city (or dream slum) rom the ground up

Iether youtake over buildyour o
authoriy

Your city is populated by Sims - Simulated Citzens. Like their humen counterparts, they build houses,
condos, churches, stores and factories. And, lso like humans, they complain about things like taxes,
mayors,taxes, ity planners, and taxes.Ifthey gettoo unhappy, they move out; you collect less tares, the
ity deterorates.

The next il concept information that will help you
win Scenarios and design and build better cities.

ABOUT SYSTEM SIMULATIONS

SimCity isthefirst iled
We provdeyou win e of RULES and TOOLS e descrbe, crealoand contol a ysem I the cae
of SmCty he system is  cty.

Thechallenge of IMULATION game is
control of it. As master of the system you are free to use the TOOLS to cme and control an unlimited
number ofsystems (in tis case cies) within the framework and imits provided by the RULES

In SimCity, the RULES to lear are based on city planning and management, including
Human factors - residential space and amenities, avalavilty of jobs, and quality of fe
Economic factors - [and value, industrial and commercial space, unemployment, internal and
external markes, eleciric power, taxation, and funding for city serices;
Survival factors - strategies for dealing with disasters, crime, and pollution;
Polltical factors - public opinion, zoning, and keeping residents and businesses salisfied with
your city and your performance.

The TOOLS provideyou with the ability to plan, layout, zone, build, buldoze, re-2one, and manageacily
Plan - Mapping systems give physical and demographic overviews of the entire ity
Layout - Design iving and working areas, road and ransitsystems, and recreational areas
Zome - St z0ning boundares for parks, residential, commercial and industrialaveas
mu Place roads, ails, aitpors, sea ports, fire:and polce stations, sports stadiums, and power

llllldnll Clear forests for city growth, , Clear and

Mzngt Using the mapping and graphing systems, gather up-to-date information on traffc:
density, population ends, power gridstatus, pollution, rime, andvalue, police andfire department
efficiency, and cash flow. Set the tax rate and funding levels for city services
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Butthe most important TOOL ofall itself. Testyour

growor i
inand build homes, hospitals, churches, stores and factories in the zones you provide, or move out in

Iifeelsewnere.
and manage.

The simulator

calculations, and updates, as well as keeping watch on the mnuse and keybl)am to respond to your
demands. When you load in acity, afew minutes X

maps, graphs, population levels, etc. Some of the otner times when osmior Tags behind you are
powering zones and services map after

onPC

Simulator ur computer

sor. Ifyou havean XT compatible running at 4 77 Wiz lifg in SimCity will be much slower than on a 386
running a 33 MHz. To speed up time on a slow machine, see FREQUENT ANIMATION, and ANIMATE
ALL in the OPTIONS MENU.

THE GOALS OF SimCity

There are many goals to be pursued and reached in SimCity

SCENARIOS

ach of theeight isel, ofwaystowin
or lose.

.
disaster A“ev ooz ina Sceari o will have a limited amount of tme to correct or repar the
problem wil thecity. fnotyou may

vl

If one strategy doesn'twork, try another. There are a millon stories in each city, and you wrie them

YOUR DREAM CITY

Perhaps the main goal of SimCity is for you to design, manage and maintain the city of your dreams.

Your ideal place o e may be a bustling megalopolis, lots of people, lots of cars, tallbuildings; high-
ene

providing slow paa:d ooty ving

As long as your city can provide places for people to live, work, shop and play, i willafiract residents
Andas long astraffc,pollution, overcrowding, crime or taxes don't drive them away, your cit will ive.




GETTING STARTED

COPY PROTECTION
SimCity is copy protected We are using a form of protection that is not on the disk. You can easily run
the program from a hard disk and make back up copies.

NOTE: i op imCityDiskis), 1 the orig
ina safe place

This paper i red, and cannot be photocopied. DON'T LOSE IT!
GETTING STARTED ON AMIGA & ATARI ST

On AMIGA

First, tur off your computer. Wait for 30 seconds. (Anti-Virus action)

Boot your Amiga, then insertyour SimCity disk and double-clickinthe SimCiy Icon, then double-click
onthe SimCity Program Icon

On ATARIST
Firs! y puter. Waitfor 30 seconds. (Ant it ST,
SimClly disk

primarly to tunction while in , 50 don't pross it
unloss you mean it.

FOR AMIGA AND ATARI ST

Ater afow seconds, the “Welcome to SImCity" road sign will eappar, and the program will continue to
Ioad. You will s00n see @ small notice window tha informs you that the progra s terraforming a new
iy, Ampolurdevoped il be g nd sy Youste e achoce o Gane Play
Level.Click EASY. You name your city or accept the default
name SOMEWHERE. You are given achoice: GENERATEANEW TERRAI of SE THIS MAP Clithe
OK box when you are done.

You will be shown the MAPS/GRAPHS WINDOW.

On the et isthe map. an overall view ofyour entireerrain, 10miles
by 10 miles in area

Well

play with them laer

On the right side of the screen you can view time-based graphs of various city data. We'll come back to
these later, too

EDITOR WINDOW - your main work area.
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NOTE : The BUDGET WINDOW will pop up once a year in city time. When it does, just click the
GO WITH THESE FIGURES box at the bottom.

NOW GO FIRST TO THE PARAGRAPH "HOW THE COPY PROTECTION WORKS ?* and after goto the
paragraph "AMIGA USER REFERENCE" and finally go to *THE EDIT WINDOW".

GETTING STARTED ON MACINTOSH

SYSTEM INFORMATION
Use system 6.02if possible.

When using a Mac 1, set the conol panel to black and white, and set the ey scale o 2 levels unless
you get acolour Mac I version)

SimCity works on the Mac lix, llcx, and SE 30.

SimCity does not work with MultiFinder

When using a Mac || with two monitors, the edit be but
it can fifl one monitor, with the map and graph windows on the other.

Color Mac Il

Requirements

- Color Quick Draw in ROM, i Mac ILIx, lcx or SE/30
- Monitor capable of 16 colour setting
- 2 Meg RAM

Special features
The colour Mac I version of SimCity ncludes llthe eatures found in he black and white version 1.1,
plus the following additional features

- 16 color hi resolution graphics

- MultiFinder Compativility

- Auto-scroll - Whileyou are buldozing, o laying aad, il o power lnes, when you reach an edge of
the Edit Window,
button

NOTE : There is no room on the colour Mac Il isk for the scenario file. If you wish to run the
ty , you will

¥ version. B

same folder on your hard disk.

HOW TO START?

Boot your Macintosh, then insert your SimCity disk and double-click on the SimCity icon

At afew seconds, y, loadacity,or
Click START NEW CITY.

A map of undeveloped land will be generated and displayed. You will be given achoice : GENERATE A
NEW TERRAIN or USE THIS MAP. Click USE THIS MAP.




You are now given a choice of GAME PLAY LEVEL. Click EASY, then click OK.

You will be asked our city. Go ahead and name 1, or accept the default
Clickthe OK box

DOW,

10 miles by 10 miles in area.
difterent demographic views ofyour city. We'l play with the ater

NOW GO TOTHE PARAGRAPH *HOW THECOPY PROTEC andatter
*MACINTOSH USER REFERENCE and fnaly goto the paragraph ‘THE EDIT WINDOW"
GETTING STARTED ON PC

SIMCITY GRAPHICS SETS

SimCity for IBM, Tandy, and compalibls supports many graphics standards, including
CGA inthe high-res monochrome mode - 640x200,
Hetcules monochome - 7206348,
Tandy graphics - 320x200 in 16 colors,
EGA high-es - 640¢350 n 16 colos , requires 256K video RAM and 640K system RAM),
EGA low-res - 320200 i 16 colors (i you have only 128K video RAM o 512K system RAM), and
£GA highes monachrome - 640 x 350 (f you have only 128K video RAM or 512K system RAM).

SOUND

SimCity includes digiized sounds that support the Tandy sound chip. It aso suwuns anew low cost
sound board for m COVOX. There is an
information sheet and order form for this board included with the game.

SimCi ounds out buill nto mast computers, but the
sound quality is not very good

PRINTING

SimCity supp y

page, or @  6-page poster.

KEYBOARD, MOUSE, AND JOYSTICK
SimCily can be piayed withoutamouse ofJoystic, b s much esier o onirol with one. To help you

find your way around SimCity, there is a KEYBOARD REFERENCE CHART, ircluded on the USER
REFERENCE CARD that comes with the game.

cityonone

1fyou have a mouse driver installed, the joystick wil be ignored

INSTALLING SIMCITY

Before you can run SImCity, you must nstal it 1o et it know, among other things, what kind of monitor
you are using. You will notics thal we have included both 5 1/4" and 3 1/2" disks. Grab the ones) that
fit your computer and put the other(s) away.

FLOPPY DISK INSTALLATION
Ityou want to run SimCity from a floppy disk, you will need two (2) blank, formatted floppy disks. One
will become your working copy of SimCity, the other willhold the cties you build

8
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NOTE: I you have a 5 1/4" 360K disk drive, nol il the fles you need lo run SimCily wil it on
one dis
of the game. Keep copies of both original disks handy during play.

HARD DISK INSTALLATION

the cities you creale

T ne mslaH program must b un from afloppy disk. It willcreate:a SimCity sub-directory on your hard
oy
dwaclmy

RUNNING THE INSTALL PROGRAM
Boot your computer.
Putthe 3 1/2* disk, or 5 1/4 Disk #1 in your floppy drive.

Atthe prompt. type INSTALL, and hit RETURN.

Youwill be asked: Install from drive: [*] A:, [ ] B:

Usethe RIGHT and LEFT CURSOR KEYS to move the asterisk to the drive you are installing from, and
hit RETURN

or RETURN to confirm, "N to go back and change

The program will then ask for confirmation. Hit *
your selection

Youwil then be asked Install to drive: [ ] A:, [ ]B:, [*] €, [ ]D:
and LEFT 0 andhit

RETURN

Ifyou are installing to  floppy, you will be reminded to put your floppy in the drive
Atthe prompt n-suml-- Directay > wlm:m

it RETURN, or Cnauge [he directory name. (heﬂ hit RETURN

NOTE: If you only have one floppy disk drive, and no hard drive, you must install from the A:
drive o the A: drive. The program will promp! you when lo change disks.

The program willthen as for confirmation. Hit ¥ or RETURN to confirm, "N*t0 go back and change
your selecton

Next, you will be asked which graphics display you have. Use the RIGHT and LEFT CURSOR KEYS to
move the asterisk to the proper graphics set, and hit RETURN.

Ifyou have CGA, Hercules, or Tandy graphics, you have only one choice.Ifyou have an EGA (or VGA)
card, you have tree.
6401350 in 16 colors - requires 640K RAM and 256K video RAM, and a color monitor
3204200 in 16 colors - requites 512K RAM and 128K video RAM, and a color monitor
6404350 monochrome - requies 512K RAM and 128K video RAM, and a color or monochrome:
monitor.




The program will then ask for confirmation. Hit *Y* or RETURN to confirm, *N* to go back and change
your selection

Next you will be asked what type of JOYSTICK  (if any) you will be using. Use the RIGHT and LEFT
CURSOR KEYS to move the asterisk to the proper setiing, and hit RETUI

NOTE: You cannot have both a mouse and joyslick installed at the same time. If you have a
mouse driver installed, the computer will ignore the joystick.

The program will then ask for confirmation. Hit ¥~ or RETURN to confirm, "N to go back and change

your selection.

Next you will be asked about SOUND. Use the RIGHT and LEFT CURSOR KEYS to move the asterisk
to the proper setting, and hit RETURN. Ifyou wish no sound, choose None. Ifyou want the digitized
sounds sent through your buill n speaker (low quality) chose IBM, ifyou have a Tandy computer with
2 DAC chip, choose Tandy Digital. f you have a COVOX Sound Master board installed, choose that

Youwill be asked o confirmyour sound installation, then you will beasked to reconfirmall your choices
once more.

Now the SimCity program, scenarios, and the proper sound and graphics files will be copied to the
destination disk I you are installing rom the 5 /4" Disk 1, you will be asked o put in Disk 2 50 more:
files can be copied.

Nowyou'e ready to enter SimCiy
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TUTORIAL - ON PC
A WALK THROUGH YOUR CITY

Boot your computer, and install a mouse driver if you are using a mouse.

Ifyou have installed SimCity to a floppy disk, put the disk in drive A-. At the A-> prompt, type SIMCITY
and hit RETURN

DIRECTORY  Type SIMCITY at the prompt, and hit RETURN

NOTE: If you are running SimCily with only one Hloppy disk drive and no hard drive, you must

10 save your ciy, then lake oulthe SimCily disk, and pul in the data disk. If and when you need
10 put the SimCity disk back, the program will promp you.

Soon you will see the road sign giving you the following choices START NEW CITY, LOAD A CITY,
and SELECT SCENARIO. Somewhere on the screen will be a pointer

TE: s a joystick, ¥ i
instructs you lo “CLICK” on something, it means to move the pointer lo tha spol, and either
click the left mouse button, the joystick button, or the space bar. There are many keyboard
‘shortcuts mentioned later in this manual. See the included KEYBOARD REFERENCE CHART.

Move the pointer to "START A NEW CITY * and CLICK the mouse button, the joystick button or hit the
space bar

Now you willchoose your cty's name, and set the GAME PLAY LEVEL

The default name s Heresvill* lfyou wishto change t, CLICK on the name Heresvile The pointe wil
disappear. Type in your new name, and hit RETURN. For this
tutorial, | will use the name *OurTown.” You may use up to 17
leters, but when you save your ctyto disk it willbe cut offat 8
leters, and have the extension * ty" added to the end of th city
narme.

Once you have named your city, you can set the GAME PLAY
LEVEL. To do this, just CLICK on the box to the left of Easy,
Medium, or Hard. The GAME PLAY LEVEL changes many factors,

¥
will have, and how tolerant your Sims are. For now leave it at Easy.
CLICK on the *0K" box.




SPEEIAL NOTE FOR PC, AMIGA, MAL‘INTDSH
W THE COPY “ROTECTION WORKS

mm Every so olten, while playing SimCity, you mlm presented with a small box with three

symbols, and you will b asked fo the Name or Population of a cily. When this happens, ,w

Find

papel the game.

Enter wane of city Enter population of city

the page that has the same symbol in the upper right corner. Nexi, - down the columns o2

thal page, looking at the two symbols
two symbols on the screen. Then enter the City Name, or papul.llmn and it RETURN.

por

You will have . s very
Sims depend on you geting his right.
Now you il see amessage that Amsyouknuwmav
Now terratorming

anew landlorm is being generale
Youare now in SimCity.

Along the top of the screen is the MENU BAR
Below that i the EDIT WINDOW

Edit Window Tt Bar

I City Name cvy Date .

ese

:
,1] s

Clear
L L
Demand _| tand
Indicator

Resize
Box

The EDIT WINDOW ¥ dothe actual DITWINDOW
isthe TITLE BAR. This displays the name of the city, and the date. On the left side of the TITLE BAR is
the CLOSE BUTTON. If you click on this button, the window will close, o go away. Go ahead and try it
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Now let's get it back. Move the pointer to the WINDOWS MENU in the upper right corner of the screen.
CLICK on the word WINDOWS, and the menu will appear. If you have a mouse or joystick, move the
‘pointer down to EDIT, and click the left button. If you are using the keyboard, use the CURSOR KEYS
to highlight EDIT, and hit the SPACE BAR. The window comes back.

NOTE: The BUDGET WINDOW will pop up once a year i cily lime. For now, when it does pop
up, just click the GO WITH THESE FIGURES box al the bottom.

Below the TITLE BAR is the MESSAGE BAR. The e side always displays your available FUNDS. The
restofthebar will occasionally isplay messages to you rom the Sirms

in various draw and paint programs. These are your zoning and building functions. Somewhere in the
middle of the window s the pointe. Ths willchange size and shape depending on theactve ICON.

Below the ICONS is the DEMAND INDICATOR. This gives the demand levels for Commercial,
Residential, and Industrial zones, and can be helpful in planning your city.

Below the DEMAND INDICATOR and to the right is the ICON TITLE BOX, giving the name and cost of
the active ICON.

‘At the bottom right corner of the window is the RESIZE BOX. You can point to this, click and hold, and
drag it to stretch the size of the EDIT WINDOW.

The main portion of the window is the land. Your available land is made of three types of terrain, which
will apveal differently depending on your monitor. The bvmm 1m lightest shaded) areas are CLEAR

are’ WITH You can build only on CLEAR LAND. You can clw forest and extend coastlines with your
BULLDOZER. You can run roads, rails and power lines across water.

Toscrollthe terrain under the EDIT WINDOW, move the. puethe loo bottom, sides or comers of
thescreen. Usethe MOUSE, JOYSTICK or
Youareat a boundary of your teritory.

NOTE: For now, keep the Scroll Lock of.

Another way to scroll URSOR KEYS. Holding down the.
CTRL- KEY while operating a JOYSTICK will ilso cause scrolling.

y WIN WINDOW
¥ “MAPS,"
key.

y ! the city, chosen by the Thetype of
map is shown at the top of the window, in the TITLE BAR. At the let of the TITLE BAR is the CLOSE
BUTTON for this window




Move the pointer so it is in the middle of the MAP WINDOW. It is now a large RECTANGLE. This
RECTANGLE outlines the close-up view i the EDIT WINDOW. Move the rectangle so it covers a place
on the map with open land, trees, and water, and CLICK. The EDIT WINDOW will redraw at the new.
location

Now well go back to the EDIT WINDOW and build acity. The easiest way to get there s to just CLICK on
DITWINDOW.

When you have more than one window on the screen at a time, it is a good idea o leave a part o each
one showing, 50 you can easily bring it tothe top by CLICKing on it

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 away some trees. CLICK on the
BULLDOZER ICON Maove the pointer over o land. It is now a small square, outlining the area
that will be bulldozed every time you CLICK. Move your BULLDOZER pointer over some trees
and CLICK. The forest section underyour pointer is now CLEAR LAND. Now, holdthe button (or
SPACE BAR) down and move the pointer slowly across the forest. Mass destruction. Clear a large area
ofland to prepare for building

CLICK the RESIDENTIAL ICON, then move back to your terrain. Your pointer is now a larger

square outline. This outline indicales how much clear space you will need to create a Residential Zone
a place for Sims to live. CLICKing in clear terrain ‘zones" the land. The 'R in the center of the zone.

indicates that it one. The flashi

Place a few more Residential Zones adjacent to the first one

NOTE: If you have trouble placing a zone, make sure it is on open land. You cannot zone on
waler or over other zones. You cannol zone over Irees, unless you have Aulo-Bulldoze
activated.
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PLANT inyourcity. LANT ICON|
and CLICK A givingyou or nuclear plant
For now, CLICK onthe COAL POWER PLANT. The outline for a Power Plant s even larger than
for the Residential Zone. Place the Power Plant n some open space near your residential zones. fyour
Power Plant s not directly adjacentto aesidential zone, you will need o fun a POWER LINE from your
power plantto the residential zones.

To do this, CLICK the POWER LINE ICON. Using your pointer and button or space bar, lay
POWER LINES from your Power Plant to your Residential Zones. Adjacent power line sections will
automatically connect to each other. Roadways and Transit Lines connect in the same manner. In a
moment,

powered. Any zones that re adjacent to a powered zone do not need separate power lins run to them.
Soon you will see small houses start o appear. The Sims have started to move in.

'NOTE: When you zone land, you designate where building is allowed. It is the Sims who
actually build.

Now that you have a rones, you're ready for and INDUSTRIAL|

areas,; places for hop, ICON
Z0NES near your —

1CON and place some INDUSTRIAL ZONES. Connectall necessary power lines @

0TE: i
lightening symbol disappears. This delay gets longer as your city gels larger.

Notice that as you select different Icons, the Icon's description and its associated cost will be displayed
intheboxnear thelower lficornerofthewindow. The MESSAGE BAR displays yourtotafunds availble
ytopay for acertin function, that icon will b *ghsted,”

inyour
on your screen and is unavalable for use.




Now, CLICK on the ROAD ICON
cial and industrial areas 10 al i nect them-
selves like Power Line sections. Once you have ROADS, traffc will be generated

il

|

Now move the pointer to the MENU BAR, CLICK on the WINDOWS MENU, and select BUDGET . This
iberou s el g oo gl spntalon e CLICK the UP
 DOWN Ifyou
have o police or fire departments, you Ldn\'unﬂtrem You cannot fund more than 100%. Since your
city 15 50 new, you can't do much here now, but come back later. CLICK the 60 WITH THESE FIGURES
boxwhen you are done

Now CLIGK on any showing part ofthe MAPS WINDOW. Now you can get an idea of te size of your
ciy, and how much room you have eft. Try the diffeent map views by cicking on the icons a the et
Youwillneedtr inyour city. For example,

the areas with the highest crime to determine locations for new police sations

Additional information can be gained throug y
thea

For AMIGA. MACINTOSH and ATARI, go to the paragraph
*AMIGA USER REFERENCE" or *MACINTOSH USER REFE-
RENCE" or "ATARI USER REFERENCE"

ONLY FOf o
Anclherway o gather information aboutyourciy s by usingthe
QUERY FUNCTION To use this. move the pointerfo any area
of your Gy inthe EDIT WINDOW, hold down the *Q" key, and|
press the left mouse button, joystick button, o space bar. You
willbe shown asmall window flled with infrmation on theareal
r the pointer

Now, lets SAVE the city o disk.f you are using a wo-floppy
system, make sure you have a formatted disk indrive 8. lfyou
are using a ne floppy system, take the SimCity disk out of the
A drive, and put in your dafa disk. CLICK on the SYSTEMS
MENU_ Highlight Save Eity, and CLICK. You willsee the *Fi
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Nearthetop is abox with the name of yourcity. I you wish to change it now, CLICK on the name, and
typein anew one

Below thal is the st of drives. CLICK on the drive to which you want to save the city.

Ifitisyour directories, in parentheses,listed
inthe Files Box. CLICK on the sub-directory name to open it, and CLICK on (., )lomweupcnelwe\ of
directory. If all the files or directories do not show, CLICK on the UP and DOWN ARROWS to the right
of the files

‘When you have chosen your city name and drive, and sub-directory (if any), then CLICK on the SAVE
BOX. Your city will now be preserved for future use.

rm——T To load ity open the SYSTEM MENU, and CLICK on Load
aCity. You wil see the File Loading Screen It looks and
works amost like the File Saving Screen

CLICK onthe dive romwhich youwant o load. Then fnd the
vight sub-directory (ifany), and CLICK on the name o the cty
youwanto load. The name will appear inthe box a thetop of
the screen

Now CLICK on th itle box that says LOAD, and your cty will
be back n action

This is all the basic information you need to run SimCity, bulwesuggesl reading on. The User Refer-
I detail

workings ofthe simulalor, and gves some hints and s for using i. Thereis also an essay on The

History of Citles and City Planning, and a Bibllography for serious City Planners




USER REFERENCE - PC

CONTROLLING SIMCITY
IN GENERAL

Windows can be moved They can be brought o the ront, o hidden by
appropriate WINDOWS MENU function. We suggest that you arrange the windows so there is awaysa
partof each one showing. To bring a window tothe front. just click on any partof it

In SimCity, you willprmarily mouse button. The
to activate the bulldozer function. If you have a middie button, SimCity ignores it

function of button s

To activate menus with a mouse, move the mouse pointer to the menu you wish to view, and press and
holdthe left mouse button. The me
Want 0 actvle, and releas the mouse buton The e tem wil beactvaled. Some menu fems wil
bring upasub menu. When this ocurs,just move the pointr tothe selection you want, and press and
release the left mouse button

Building
and2oning unctions e ertormed by mving he poier 1 he desird ocation,and clcking e et
mouse button

below, and in the KEYBOARD REFERENCE CHART.

WITH A JOYSTICK

The oystickisused us ikethe mouse. The Joystick Buton emulateste eft mousebutton. The joystick
will ot work fa mouse cive s nstlle. Holding down the Cir key whie operatng the Joystick
causes the screenfo scroll without the cursor moving

WITH A KEYBOARD

There are many keyboard fundtions in SimCity. Keep the KEYBOARD REFERENCE CHART handy.

Note: When running SimCity, the NumLock should be off

CURSOR KEYS AND NUMERIC KEYPAD
The CURSOR KEYS move the pointer around the screen
The INSERT and SPACE keys emulate the Ieft mouse button
The DELETE key emulales the right mouse button

*5* moves the pointr o the center of the screen
HOME  moves the pointer o the lef sice ofthe screen
END  moves the pointr o the right side ofth screen
PgUp  moves the pointer to the op of the screen
PgDR  moves the poiter o the bottom of the screen
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city under

the EDIT WINDOW,
Ctrk- Left Arrow (4) scrolls the city to the lef.
Chri- Right Arrow (6) scrlls te ciy to the right
Ctri- Up Arrow (8) scrols the city up
Ctri- Down Arrow (2)scrolls the ity down
G- Home (7) scrolls the ity angulary up and o the ef
ctri- End (1) scrolstheciy angularly down and o the lf
Ctrk- PgUP (9)scrols the cly angularly up and to the ight
Ctrk- PgDa (3)scrols the Gty angularly down and to the right

He

around the *HOT SPOTS' o any window or message box. HOT SPOTS are places where clicking the
pointer willither actvate an ICON, or dngo et For example, in the EDIT WINDOW, nstead of

~keystocycle
through and actvate the ICONS. Inthe suoerrwmnow wher e are many small airows locik

the:+ & - keys 1o cycle o the spot you want.

KEYBOARD SHORTCUTS
ESCAPE will cancel any menu and many functions. When in doubt, hit ESCAPE

1nPOP UP MESSAGES thatask fora YES or NO answer, Hit *Y* or RETURN for YES, and "N* or ESCAPE
for NO.

Hﬂlmng down the ALT key while hitting the first letter of a menu name will open the menu
Alt- opens the SYSTEM MENU
Allvﬂ opens the OPTIONS MENU
AI-D  opens the DISASTERS MENU
AI-W opens the WINDOWS MENU

SimCity also follows the Tandy Deskmate interface for opening menus.
F2 brings up the first menu - SYSTEM
F3 brings up the next - OPTIONS
F4 brings up the next - DISASTERS, and
FS brings up the last - WINDOWS

andhitSPACE of INSERT toacivate wihthe
st et ofthe crc. I e i v tan e men s begming wih e same it ben
repeatedy hiting throughall the ch leter. For

example,oncethe SYSTEM MENU i cpen, fyouithe ey, *LOAD SCENARIO® w\llbemghhghled
Hitthe L key again, and *LOAD CITY" willbe hghiighted. Hit  again and *LOAD SCENARIO" willbe
highlighted again, etc.

To close a menu without choosing a function, hit the ESCAPE key.




Many menu tems can be actvated directly, without displaying the menu. This is done through the
following CTRL-key combinations.

Okl Activate Load City menu function
ok Activate Save City menu function

CtrkX  ExitSimCity, and return to DOS

kA Toggles Auto-Bulldoze mode on and off

CtrkM  Brings up the MAP WINDOW (also the ENTER or RETURN key)
kG Brings upthe GRAPHS WINDOW

kB Brings up the BUDGET WINDOW

CtrkE  Brings up the EDIT WINDOW

CrU Brings up the EVALUATION WINDOW

CkC  Closes the font window

ClrkH  Hides the front window (moves it o th bottom)

OTHER SPECIAL KEYS

P Temporarily actvaes the POWER LINE iconas long as itis held down

T Temporarily activates the TRANSIT LINE icon s long as i is held down

R Temporaril activaes the ROAD icon as long as it s held down

B Temporarily activates the BULLDOZER icon as long as it is held down

0 Pauses the Simulator

1 Sets Simulator to Slow speed

2 Sels Simulator o Average speed

3 Sets Simulator to Fast speed

4 Sets Simulator to Fastest speed

Q- Activates the QUERY function - This gives you information on items or areas in the city. While
inthe EDITWINDOW, point to an item or area with the pointer, hold down the *Q" key, and click
the left mouse button or hit SPACE or INSERT

TABHiting Hiting

were

F10 Hides the front window.

'SCROLL LOCK disables EDIT WINDOW scrolling by moving he painter tothe edges ofhe screen

Scrolling can still be performed by using the Cirl- key with the NUMERIC KEYPAD.

The SHIFT keys constrin r0ad laying, rail aying, buldozing, and park building to a stiight lne.




MENUS
SYSTEM MENU

ABOUT SIMCITY ity and M

. or onamulti-

PRINT. yourcity
page poster SImCity prining only supports Epson compatible printers
LOAD SCENARIO brings up a menu of available SCENARIOS to load and run

START NEW CITY generates a new, emply terrain. Clears existing city (if any) from memory. You will
[ . You

achance to set the GAME PLAY LEVEL and name your city.

LOAD CITY brings upthe ‘FileL N Ifyouhave
C

analher, and allow you to cancelthe function ifyou wish

Once the File Loading Screen is open, ch the ‘want to load from, by

the driveleter mouse button, the SPACE key, or th INSERT key. Onlymry:hlames
ib- Y, click on

its narme y level lick on ()1

displayed inthe window, click on totheright

the st

You may also entr the name of the fileyou wish to load by clicking on the ilename bos and typing it
in.Iyou decide not toload a ciy at thistime, you may click on "CANCEL." or hit ESCAPE

Usethe + & - keys to move the pointer to the various HOT SPOTS in the File Loading Screen

iSe lect hlemm lnr,SlHCl“ load|

BREMVILL.CTY
DULLSVIL.CTY
ELSUHERE .CTY
HAMBURG.CTY

HERESVIL.CTY
NOWHERE .CT?

SANFRAN.CTY

THERE.CTY




SAVECITYAS...brings upthe
todisk fo later use. Useth
name, o to a diferent disk or sub-directory.

the firsttime, or ifyou want

Ince the Fil g Screen is open, tosave!o,
diive Ialevandolessmgme left mousebutton, (he SPACEkey orthe INSERT key. Omycrrydalzlwlesml\

be displayed. in parent lick onits
nane. Tomove sty Tevel cick on e oo (). et e e e can b
lihvough

the st

iy enter
in. Then click Ifyou decide not

y by
to save a city at this time, you may click on *CANCEL," or hit ESCAPE.

Usethe + & - keys fo move the pointer to the various HOT SPOTS in the File Saving Screen

NOTE: Once you have loaded a scenario, it can be saved and reloaded, like any city, without
the impending disaster.

SAVE CITY saves th cityin er the same
name andto the same place that it has already been saved. It you wish to change the name of location
ofactty, usethe SAVE CITY AS . option CITY andyour city

you will be asked to name the city and indicate where to save it

EXIT ends SimCity, and returns you to DOS.




= The City Simulator
MACINTOSH USER REFERENCE

SPECIAL EDIT WINDOW KEYBOARD COMMANDS
XandZ - Cycle through and activate icon functions

Q- (Query) - Point to  zone o obiect inthe EDIT WINDOWM hold down «Q-» while clcking the mouse
1o bring up nformation about the zone or object

B activates the Bulldozer while depressed, overriding active icon
R adtivates Road aying while depressed, overriding active icon

T activates Transitlin laying while depressed, overriding active con
P activates Power line laying while depressed, overriding active icon,
CURSOR KEYS scrol the terrain under the EDIT WINDOW.
GENERAL KEYBOARD COMMANDS

COMMAND A - Actvates Auto-Bulldoze option

COMMAND B - Brings up BUDGET WINDOW

COMMAND E - Brings up EDIT WINDOW

COMMAND 6 - Brings up GRAPHS WINDOW

COMMAND L - Loads 2 City

COMMAND M - 31i1gs up MAP WINDOW

COMMAND N - Starts 2 new Ciy

COMMAND 0 - Quits SimCity

COMMAND S - Save 2 ity

COMMAND 0 - Stops SimCily

COMMAND 1 - Sefs City time to Slow Speed

COMMAND 2 - Sets City Time o Medium Speed

COMMAND 3 - Sets City Time o High Speed

EDIT WINDOW GADGET
TITLE BAR displays city name. Clicking and cragging the Titl Bar allows you to relocate the EOIT
WINDOW.

MESSAGE BOX displays tieasury information, current date, and messages. Status messages tell you
aboutevents - ifa disaster occurs, the message box willndical the nalure of th disaste, and supply
aG0 youtothe scene. the Sim uchas more
housing




A et

resident’s need for residential, commercial and industrial zoning. Above the center line indicates a
positive demand. Below the line is negative demand.

CLOSE BOX closes the EDIT WINDOW.
GROW BOX resizes the window.

JOYSTICK BOX moves you around your cly. The cty scrolls in the direction you pointas long as you
are holding the mouse button down

SCROLL ARROWS scroll your city horizontally and vertically.

SCROLL BOXES quickly move you to distant portions of your city.
ZOOM BOX sizes the window to cover the entire screen

SELECTED ITEM & COST BOX displays active item and related cost.

FILE MENU
LOAD SCENARID provides you with 2 menu of available scenarios. Click acity to load it
START NEW CITY les anew, emply terrain itor generale

another terrain.
LOAD CITY est you load a previously saved ciy

SAVE CITY y y-in-progress for later use. itean
be saved and re-loaded,like any city, without the impending disaster

PRINT CITY prints your city in either of two sizes; all on one page or on a three-page by two poster
Requires an ImageWriter printer. Laser printef is not supported.

QUITS encs SimCy

AMIGA USER REFERENCE
SPECIAL EDITOR WINDOW KEYBOARDS COMMANDS
Xand Z = Cycle through and activate functions.

Q- (Query) = Pointto:azone or object n the EDITOR WINDOW, hold dow
mouse button to bring up informalion about the zone o object

B d d, di tive icon,

- while clcking the left

Ractivales roads laying while depressed, overriding active icon
T actvates Transitlne aying while depressed, overriding active icon
P activaes Power lne aying while depressed, overriding active icon
CURSOR KEYS scroll he frain undes the EDITOR WINDOW.




= The City Simulalor
GENERAL KEYBOARD COMMANDS
The Amiga Shift-key refers to the key marked with an «A- just to the right of the space bar.
Amiga Shift - 8 - Brings up the BUDGET WINDOW
‘Amiga Shift - £ - Brings up the EVALUATION WINDOW
Amiga Shift - G - Brings up the MAPS/GRAPHS WINDOW
Amiga Shift - | - Loads acity
Amiga Shift - P - Brings up the PICK SCENARIO MENU
Amiga Shift - Q - Activates the UNDO command
Amiga Shift - S - Saves a city
EDITOR WINDOW GADGETS

TITLE BAR displays the city name, the date, and available funds. Clicking and dragging the Title Bar
allows you to relocatethe EDITOR WINDOW.
Nots : The EDITOR WINDOW must be all the way to the top of the scroen for the
scrolling to work properly.

Attheright of the Title Bar
of the stack.

Behind the Title Bar is the Menu Bar

The MESSAGE BAR, located directy below the Title Bar displays status messages to you from the
simulator and demand from the Sims themselves.

6OTO BUTTON take you to the scene of a disaster or a major event mentioned in the Message Bar
IGONS along the right side ofthe window are for the editing functions

The ICONS TITLE BOX, located ust above the cons give the name and cost of th selected con
FILE MENU

SimCity Menus follow the standart Amiga interface. Use the RIGHT mouse button to activate and select
menus.

ity and MAXIS Sorry, but

ABOUT
ot about INFOGRAMES !
START NEW CITY generates a new, emply terrain. Clars existing cy (i any) from memory. You will
frstbeaasked ifyou wish o «GENERATE A NEW GROUND MAP AND LOSE THE CURRENT ONE 2 and
gives the option to go ahead or cancel. You will next be given a chance o selthe GAME PLAY LEVEL,
and then name your ciy

PICK SCENARIO brings Up a menu of available SCENARIOS to load and run

LoADCITY

city.




e

SAVE CITY brings up the standart Amiga fles «File Saving Screen- allowing you to save the scenario
orcity-in-progress for later use. Once you have loaded a scenario, it can be saved and reloaded, ke any
ity, without the impending disaster

PRINT CITY printing outyour city le page, or on
ault-page poster. You may also cancelthe print function

QUITS OUT! ends SimCiy.

EDIT MENU

UNDO cances the fast operaton you performed

ATARI ST USER REFERENCE
SPECIAL EDITOR WINDOW KEYBOARDS COMMANDS
XandZ = Cycle through and activate functions.

.- (Query) = Pointo azone o object inthe EDITOR WINDOW, hold down «Q- while clicing the
Jef mouse button o bring up information about the zone o object

B actvates the Bulldozer while depressed, overriding active icon
Ractvates roas laying while depressed, overriding active icon
T activales Transitline laying while depressed, overriding active icon
P activales Power line laying while epressed, overriding active icon
GENERAL KEYBOARD COMMANDS
Control - B - Brings up the BUDGET WINDOW
Control - E - Brings up the EVALUATION WINDOW
Control - & - Brings up the MAPS/GRAPHS WINDOW
Control - L - Loads acity
Control - P - Brings up the PICK SCENARIO MENU
Control - @ - Activates the UNDO command
Control - § - Saves acly
EDITOR WINDOW GADGETS
TITLE BAR displays the city name, the date, and available funds

For more Infos, see ATARI ST USER CHART




OPTIONS MENU for AMIGA, ATARI ST, PC, MACINTOSH

hsac to the left of the optior:

AUTO-BULLDOZE allows you to plage 20nes, roadways, efc., directly on top of trees and shoreline
without manually bulldozing frst. You will be charged the same as for manual bulldozing

AUTO-BUDGET keeps your budgel af the same percentage setings without asking for oproval every
yearftereisn’
thento the Fire Department, hen the Police.

AAUTO-GOTO automatically transports you to the scene of a disaster or major event. If AUTO-GOTO is

notactive orevent, you will inthe EDIT WINDOW MESSAGE
y orevent,
or hitthe TAB key. il the TAB key again to return L) to where you were.
itisactive, when

y
itis not. The simulation runs slightly faser with e sound off

SPEED brings up  sub-menu allowing you to set the simulation speed. FASTEST sefs iy ume o

machine.
isthe slowest setiing. PAUSE stops time
beno growth or evolution

hmrmvwm

onPC
Ifyou have a computer based on an 8088 running a 4 77 MHz (XT compalibie)you will robably want
to be at the Fastest setting most of the time.

ANIMATEALL When tis notactive,
paated is o, the simulation, williun
faster. This option is not saved with acty. (Only on PC)

FREQUENT.
the screen. When this option is off, the simulation, and therefore time, will run faster. This option is not

saved with acity. (Only on PC)




SmCrry

DISASTERS MENU

Your abilty to deal in your city or just
on disasters, their causes, and dealing with them is presented later.

**WARNING** - just
incase.

FIRE starts a fire somewhere on the map.

FFLOOD causes a flood to occur near the water.

AIR DISASTER causes a plane to crash. If there are no planes in the air, one will be generated.
'TORNADO causes a tornado to appear somewhere on the map.

EARTHQUAKE causes a MAJOR earthquake.

MONSTER sets a monster loose n your ciy.

DISABLE eliminates the random disasters.

WINDOWS MENU
MAPS opens the MAP WINDOW.
GRAPHS opens the GRAPHS WINDOW.
BUDGET opens the BUDGET WINDOW.
EDIT opens the EDIT WINDOW.

EVAL opens the EVALUATION WINDOW.
CLOSE closes the top window

HIDE moves the top window to the bottom.




Simulator

THE EDIT WINDOW  (example on Pc)

Title Bar
Close City Name City Dale

Button — Tan 2010

Demand —
Indicator

BULLDOZER ROADS
POWER LINES TRANSIT LINES
PARKS RESIDENTIAL ZONES

COMMERCIAL ZONES INDUSTRIAL ZONES

POLICE DEPARTMENTS FIRE DEPARTMENTS
STADUM POWER PLANT

SEAPORT AIRPORT




THE EDIT WINDOW

This is where all actual zoning and bulcing takes place

TERRAIN

There are three types of terrain in the EDITOR WINDOW, Open Land, Trees, and Water

PEN L i you car
have,  will be shown as brown, or as a very liht shade with speckles
TREES and FORESTS are snown as green, or as a medium shade. You cannot zone or buiid on trees.
You may BULLDOZE trees and forests to turn it into clear land. Whiie some bulldozing is necessary,
clearing away too much green area willresultin lower property values

WATER is shown as biue, or as a dark shade. You cannot zone or build on water. You must bulldoze
coastlines to create fandfills before you can build or zone there

Roads, rails and power lines can be laid across water, with no turns or intersections.
EDIT WINDOW GADGETS

mesmrww JOW.On the far ??(mheTwH&BmwstheCLOSEBUHON C\‘ckmgon'msnunorwmcmse
the window

The ME,SSIEE BAR. located directly below the Title Bar displays your current FUNDS, and status
messages 1o and fromthe Sims themselves. Clicking on the
message bar iy ing back the last message.

AGOTO BUT orevent
C event
The TAB key actvales the GOTO button. Hiting TAB agai wil eturn you to where you were
{Only on PC)
1CONS along the et ¢ of the CONS are actvated by

Isouselhe*+*ai
the icons, and activate them. See the KEYBOARD REFERENCE CHART or the Keyboard section of
CONTROLLING SIMCITY above

The ICON TITLE BOX located nea the lower left corner of the window, gives the name and cost of the.
selected lcon

The DEMAND INDICATOR located just below the [cons. lets you know how many Commer-
cial, Residential, and Industrial zones the Sims need. If the bars point up. there is a positive

located Hgmcume' ofthe EDITWINDOW,
and press and hold ! e n,the SPACE bar or the INSERT
key Tnen crag the mouse o use he cutsor Keys o festze the window, When you et go of the ultonor
Key, the window will redraw at i's new size,
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EDIT WINDOW ICONS

arectangle will accompany the pointer to indicate the size and area of land that will be affected.

BULL ) existing
TheAut

power lines, roads and rails, but not on zones.
Note: Bulldozing the center of a zone will destroy the whole zone.
Bulldozing one section of land costs $1

RROADS connect crealed Lay con-

inuous roads by clcking and pointer. Be carefu - i layaroad
inthe wrong place you will have o pay fo bulldozing and rebuilding.
y may bepl trees, shrubbery,
(ONS MENU

afer
power lines and rails only at right angles.
Holding down the SHIFT key whilelaying roads will onsiran them to a iraght in. (Only on PC)
L ds water Bridg ly be built in a straigt

or intersections. Shorelines must be bulldazed prior to building a bridge, un!ess the Auto- Eu\ldeze
function from the OPTIONS MENU is active.

Roadways are maintained by the transit budget, and wear outfthere s alack of funding. The:amount of
yearly unding requested by the lransportation department is $1 for each section o road, $4 fo each
section ofbridge.

It casts $10 tolay one section of road and 850 o lay e section of bridge.
ones. All developed

land needs power to ium:tmn Pm \s conducted through adjacent zones. Unpowered zones
toazone

and whenthe flashing symboldisappears The elaygrows fonger as th ciy grows lrger.

Power lines cannot cross zoned and. They can be buitover rees, shrubbery, and shoreline only after
bulldozing, of actvating th Auto-Bulldoze unction from the OPTIONS MENU

Juncti lines
our oiter. Powe lne actosswale mustbe hrizontal o vrical - o tus, e 8 sy
Power lines consume some power due to ransmission inefficiencies

Holding down the SHIFT key whie laying p line. (Only on PC)

It costs $5to lay one section o power line on land, $25 on water
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TRANSIT LINES create a railway system {or intra-clly mass ransit Place tracks in heavy traffc
areas to help alleviate congestion

Intersection: tomatically. Lay ging
your poi  andmust
nevemcal or horizontal - no turns, curves of intersections

Holding down the SHIFT key while laying tracks will constrain them to a straight line

Transit
Tneamount o yearly funding equested b the ansportaton Gepartment is $4 o each sction of il
and $10 for each section of tunnel

It costs $20 per section of rack laid on fand, $100 per section under water

PARKS can be placed on clear land. Parks, like forests and water, raise the land value of
Parks can be bulldozed as fire breaks or pac later mass transit

expansion

Holding down the SHIFT key while building parks will constrain them to a straight line.
It costs $10 to zone one park

RESIDENTIAL ZONES are where the Sims live, build houses, apartments and community
facilties such as schools, hospitals and churches

Most Residential zones develop into one of four values: slums, lower middle class, upper middle class,

and upper cla
and condominiums. Some Residential zones will automatically develop into Churches and Hospitals

Factors influencing residential value and growth are pollution, traffic density, population density,
surtounding ferran,foadway access, parks and ulities

It costs $100 to zone one plot of fand as Residential

COMMERCIAL ZONES e used for many things, including reai stres, offce buildings,
parking garages and gas stations

Teseatefour values forcommecialproery and e levelsof growt, rom the smal general soreto
tall skyscrapers.
pollution affic densty. residential access. labor supply,airports, crimerates, ransitaccess andutilties

It costs $100 to zone one plot of land as Commercial.

INDUSTRIAL ZONES are for heavy manufacturingand industrial services Thereare four levels
of industrial growth, from small pumping stations and warehouses to large factories

Factors influencing industral growth are external markets, seapors.transit access, residential access,
Iabor supply and utities

K3




= "he City Simulator
It costs $100 to zone one plot of land as Industrial.

POLICE DEPARTMENTS |ower the crime rate in the surrounding area. This m lum raises
The

ficenty of aSatlon cepends onthe evofpoce deparment funding

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

Whenfires do occur,
they are put out sooner and do less damage f a station is near. The efectiveness o fire
conlainment depends on the level of fire department funding

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

, onceacty Targe You may build
@ astadium in a smaller city without negaﬂve (or positive) effect. Stadiums indirectly generate a

ot ofrevente,
transit network

It costs $3000 to build a stadium.

ornuclear, chosen
the Power Plant con. The nuclear plant is more| prmerml but carries a: shgm risk of

melidown. The coal plant s less expensive, bu ess powerful and it pollues
Al zoned land needs power to develop and grow. When developed land loses power, it will degenerate

to barren ground unless power is restored. Connecting too many zones to a Power Plant causes
brownouts.

Coal power plants cost
$5000 and supply electricity for about 150 zones

SEA PORTS for industrial growth. They inasmall ciy,
bulcontribule ot o industrialzation in a large ciy.

Sea Ports should be placed on a shoreline. The shoreline must be bulldozed prior to zoning a Sea Port,
unless Auto-Bulldoze is active. Once the port s operational you may see ships in the water

It costs $5000 to zone fand for use as a Sea Port

farge, commercial growth willevel offwithout an Airport, Arports are large and expensive and
should not be built unless your ity can afford one. Position airports to keep fight paths over
waler whenever possible,lessening the impact of ai Gisasters.

o Thereisalso
atraffic helicopter which alerts you to heavy traffic areas.

It costs $10,000 to zone land for use as an airport

Ed



THE BUDGET WINDOW

When your st tavesarecoleted m anewclly, ann each year after, the BUDGET WINDOW will appear
police,

and transportation departments ann fosehe pmueﬂ’y tax rafe
The BUDGET WINDOW can be opened from the WINDOWS MENU, o by hitting Ctrl-B. (Only on PC)

When Auto-Budge is actve, all the funding levels will remain atfullfunding, or your last settng. fthere
is not enough money to completely fund he budget, money will go firstto th Transit Department, then
the Fire Department, then the Police Department

You can raise:and lower budget leves by clicking on the it arrows tha correspond to each category
A ;)ementdge -mmv will msmay the level o funding that will be maintained ifyou turn on the Auto-

Budget func Click
o QO WIT THESE FIGURES." orht RETURN to i the BUDGET WINDOW

Usethe+ & level
clicking on an arrow with the left mouse button, SPACE, or ‘NSERTWmovemeamnuwupmmm by
19%.Clckingonanarrowwitt

by 10%

NOTE: When you first load in a city, all the Budget amounts will be zeroed out until the next
January. This lirst year is a “grace period,"and all City Services will be considered completely
funded.
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The maximum tax rate you can setis 20%.

The minimum tax ate you can set is 0%

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

To slow city growth without actually shrinking setthe taxrate o 8 or 9%

The taxes collected from each zone s based on the following formula:
Tax = Population X Land Value X Tax Rale X a Scaling Constant.

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

FUNDING LEVELS

The amount of yearly 15 $100 per sation thatyou
e plced Untyouacally b e o polce saons,you cat fund e, Yaucanatalocte
more than 100% o the requested funding for SimCity pol

fire inspectors are honest and wil not accept your bribes

fire tation.

Theamount ofyearly for is$1 foreach froad,
$4for each section water ) 34 for rall, and$10 for
tunnel (underwater rals) 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 of bad track section. Funding between 90 and 75% will cause
g 5

deterioration of your transit system

Cash Flow = Tases Collected - Total Allocaled Funds. It will be a negative number if your yearly
maintenance costs are greater than your yearly tax intake.

Amajor diflrence between SmC ty and a real city is that SimCity does ot allow budget defcits. I you
don' have the money, you can'tspend it Try notto letyour city un with a negative cash flow.
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MAPS WI N DOW(nxamnlu on PB)T‘Me Bar

Close
Bution- [

| Map View

CITY FORM
POWER GRID
TRANSPORTATION
POPULATION

TRAFFIC DENSITY

POLLUTION

DENSITY KEY
CRIME

LAND VALUE

CITY SERVICES

Rectangle

36
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MAPS WINDOW

‘The MAPS WINDOW, which can be opened from the WINDOWS MENU, by hitting Ctrl-M (Only PC) or

WINDOW, it becomes a RECTANGLE. You can move the rectangle around the map with the mouse or
cursor keys. Clicking the LEFT MOUSE BUTTON, the SPACE BAR or INSERT will redraw the land that is
visible in EDIT WINDOW to this location of the map.

For Key wil inthe
lower left corner ¥

or in shades.

OnPC:

onthemap.

An*s® An"R' An
of a helicopter. An "A® marks the location of an airplane. An “M™ marks the location of a Monster, and
a"T" marks the location of a Tornado.

The CITY FORM MAP shows the physical shape of your city, showing developed and non-
developed areas. Use this map to plan Gty expansion

The POWER GRID MAP shows the power network of your city. Use this map to locate
unpowered zones and breaks in the power lines.

access toall parts of the city and plan further expansion of the network.

The POPULATION MAPS icon brings up a sub-menu offering two map views.

The POPULATION DENSITY

‘each day. Use this map to locate under-utilized areas and overpopulated areas.
The RA GROWTH recent

FopiTation Density] "¢ RATE OF

Population Grouth_ | negative) ofyour city, and where it is occurring,
The TRAFFIC DENSITY MAP Spot
and determine where new roadways are needed

The POLLUTION INDEX MAP shows levels of pollution throughout the city. Pollution is
generated primarily by industry, raffic, and coal Power Plants

iy
from popultion densty, land vlue, and proximity o police sations

The LAND VALUE MAP limis. L
used 10 establsh the amount of revenue generaled by tates

The CITY SERVICES icon brings up a sub-menu offering views of police o fire services.
MAI

Falio] e o Fire Sations
9 L3CBY paseq on their location, power, and funding levels, and access
Fire | The POLICE INFLUENCE MAP displays the efective radius of Police
Stalions based on their locaton, power, and funding levels, and access.
3




USING THE MAPS

TheMAP 4 y

BEFORE YOU BUILD
Use the map before beginning 2 new ity o plan
where you want your ity center,
‘Whete you want the high class watefront residential areas
‘where you will cross wader with bricges, power lines and tunnels,
‘Where o place power plants
where {0 place large industial sections away from the residential sectons,
the general layout of the ciy.

andrebuilding
DURING CITY GROWTH

values.

Use the transportaton map along with the trafic density map toplan trafic contrl and expansion

Use the city maps to make sure you have the proper ratio of residential to commercial to industrial
20nes

replace roads
with rails

Printing out the map in various sages of development and doing Some preliminary expansion
planning with pencilcan be useful. Printouts can also be used for city historical fecords

DURING CITY MAINTENANCE

Use the power grid map to locate zones that have lost power.

Use the city of your police and f
Use the crime rate map to locate problem areas that need more police protection
Use the pollution map to locate problem areas

Use the transportation and trafc density map to determine where to replace roads with rails
Use the land value map to locate depressed areas for improvement o replacement

Use the city maps to maintain the proper ratio of residential to commercial to industrial zones.
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GRAPHS WINDOW (example on PC)

y Simi
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GRAPHS WINDOW

The GRAPHS WINDOW gives you time-based graphs of various city data. It can be opened through the

by hiting Crl-G (Only on PC),C.

ou may view graphs for time periods ofeither the last ten years or the last 120 years by
licking on the *10 YEAR/120 YEAR" bution

The RESIDENTIAL POPULATION GRAPH shows the total population in residential zones.

Tne COMMERCIAL POPULATION GRAPH shows th otal population incommercial zones

@ The INDUSTRIAL POPULATION GRAPH shows the total population in industrial zones.

The CRIME RATE GRAPH shows the overall crime rate of the entire city.

Tne GASH PLOW GRAPH shows your ciy'scash flow. money collected n taxes minus money
ioklorianur ol T i n Poarr o o CASHFLOW grph e s
flowotero. fal ¥
support with tax revenues.

Note:

The POLLUTION GRAPH shows the overal average pollution reading of the entire city.

USING THE GRAPHS

Graphsarelor y forexample
the crime rae map,every year, a very sightrise inthe crime rate will not be noficeable. But on a graph,
you would easily locate the upward rend in rime because you will be viewing th levels for a number
of years al the same time.

Residential, vth and/or decline can be tracked and displayed
refertothe User

and solutions.
Crire rae can be displayed, revealing light but consistent upward or downward trends

Usethe cash flow graphtotrack your city' eficiency as it grows. fyour maintenance costs ae higher
than your tax revenues, you will have a negative cash flow.

Usethe pollution graphto calch rising levels of pollution before they reach a problem level




THE EVALUATION WINDOW

The EVALUATION WINDOW gives you a performance rating. You can access it trough the WINDOWS
MENU, o by hiting Ctrl-U (ONLY FOR PC)

are une worst problens’
8z CRIN

ra,a:s

TRAFFIC
w2 WOUS NG COSTS

PPUBLIC OPINION is presented in poll form, rating your overall job as mayor and listing what the public
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.

1£10% or less of the people think something is a problem, then its not too bad.

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

Traftlc - Replace dense sections of roads with ails

Crime - Add police stations and/or raise property values

Pollution - Replace roads with rals disperse indusirial zones
using Zone mote esidences

umlng casts - Zone more residences in low property value areas
Build more fire departments

u Lower taxes (ifyou can).

Unemployment -Zore more commercialand ndustil 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 nurmber of residents i your ity

The NET MIGRATION staistc provides a rating of the desirabilty of your cty. 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, sea ports, parks, efc. It does not include residential, commercial and
industrial zones.

The El"[ﬁﬂllﬁ are ueﬂned by population as follows:
Oto

Towr® 2, Do s 999
clty 100001049,999
Capltal 500001099999
Metropolls 100,000 1o 499,999
Megalopolls 500,000 and above

QOVERALL CITY SCORE some

negative)
'MAJOR FACTORS - e, pollution, housing coss,tas, raffc, unemployment,fireprotection,
unpowered z0nes, ity growth rate

(but not buit), road funding, police funding, me depmmeﬂl funding, and fires.

A
lyscore, since low population could indicae a new or growing ciy

Since ity growthrate oes afct the overallcity scae, acity in which growth has been intentionally
stopped for environmental or aesthetic reasons will have a slightly lower score.

DISASTERS

youplay SimCity. At higher

often. Most
by the DISABLE option on the DISASTERS MENU.

omewhat

slower over roadways. Fire will not cross water of clear land.

inthe MAPS WINDOW,)is based on how
close it is to the Iue " 15 nding s, F1es i s ot adus will be s
automatially

Just surround

terrain,you can
thefire withclear areas and it wll stop spreading and eventually burn tsef out
Note: You cannat directly bulldoze a fre.

FLOODING occurs near the water. Floods gradually spread and destroy buildings and utilties. After a
while the flood waters recede, leaving behind cleared terrain.

AIR CRASHES can happen anywhere i the cily 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,

the fire damage.
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TORNADOS can occur anywhere on the map at any time. Very fast and unprediciabl, they can appear
and disappear at a moment’ notice. Torados destroy everything i their path, and can cause planes
helicopters, rains, and ships to crash.

EARTHQUAKES are the most devastating disaster. This s a MAJOR Eartnauake - between 8 0and §0
onthe Rchter Scale. It wil destroy fres. T
of . and the eventual fire damage depends on your

tocontain the largest fres first and work

your way down tothe smaller ones

Amonst
starts fires, and causes planes, helicopters, trains, and ships to crasn

MEL plant Yournuclear
the remainder
due to radioactive contamination. Meltdowns are not available on the DISASTERS MENU

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 MENU

SCENARIOS

(and.

Y

ypi
‘which will occur some time afer you start. Other problems are more long-term, such as crime

Your task After acertain

amount of

ratey
may be gvn te ey o the iy Howere uyau do poorly, they just might run y\m ot ofown

NOTE:
the saved lile.
DULLSVILLE, USA 1900 - BOREDOM

togetbored. They think D your
rowth anddeveopmen, urning Dulsile nto a Melrpols by the 215 cemmy
Diffculy.  Easy
Time Limit
Win Condition Me[mpnhs

SAN FRANCISCO, CA 1906 - 8.0 EARTHQUAKE

of
1500 peaple died Controlling the fires shoulg be your inital concern here. Aftewards, clearing the
remaining rubble willallow the ciy o stat rebuilding

Dmmmry VE/V Dwnu.u

Time Limi

Win cD.mmnn Melmpnhs




HAMBURG, GERMANY 1944 - FIRE
Allied fire-bombing of German cities in WWII caused tremendous devastation 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 he ity afe the war

Diffculty:  Very Diffcut

Time Limit 5 years

Win Condition: Metropolis

BERN SWITZERLAND 1965 - TRAFFIC
cads with ery Gy, and the residents are

UDSM y it. Some h transit systemas the
ansver, out s may reqie majr 2ring i he downtonn are
Diffculty.  Easy

Time Limit: jears
Win Condition: Low Average Traffic Density

TOKYO, JAPAN 1957 - MONSTER ATTACK
Alage repiian creaure rose from Tokyo Bay and rampaged through th city, destroying much of the
industry along the bay.
mmcuny Moderately dificult
me Limit 5 years
Wm Condition: City Score above 500

DETROIT, MI 1972 - CRIME
By 1970, competiion
theworld" nto recession y

base of he city
Diffculty.  Moderately Diffcul
Time Limit 10 years

Win Condition: Low Average Crime Density

BOSTON, MA 2010 - NUCLEAR MELTDOWN
Amajor meltdown is boutto occur
of the reactor willbe swevery cumammaeu by adlon,faringyau o resincir ooy around .

Difficulty Very fficul

Time Limit:

Win Condition: City  Seoreabove 500

RIO de JANEIRO, BRAZIL 2047 - FLOOD
In the mid-2151 century, the greennouse efec aised global lemperature 6 degrees F. Pola icecaps
melled and raised sea levels worldwide. Coasta areas were devastated by flood and erosion. Unfortu-
ately, Some of the lrgest cites in the world are located on te coas's.

Difcuty Mudetalelymmwll

Time Limit

Win Condition: Cty Storesbone 500




GAME PLAY LEVEL

Whnen youfirst strt a new city you must pick a ificuty level. Once a iy i started you cannot change
the game play leve, i remains atyour initial seting for the lfe of the cit. The game levl stting is
displayed in the evaluation window.

This level - Easy, Medium, or Hard - adjust your curent y
factos. A harder etting will disaser
cause maintenance costs (o grow, etc.

GROWING A CITY

refer ERENCE CARD. 'Y DYNAMICS:
howall factors of city life and growth are related.

The main points to keep in mind while growing acity are
Grow slow. Walch your money
Al zones must be powered to develop
Zones must be developed to generate tax money.

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

for rai,
Don' build too many roads and rails and generate high maintenance costs before your city can
generate enough tax revenues to support them

EXtra power plants and redundant power lnes are expensive, butcan keep zones from losing power
during a disaster or emergency and deteriorating

y much roads you predict wil
generale heavy traffc, install rals instead of roads in the early stages of development

Ifyou get a lot of heavy traffic warnings, replace roads with rais. You can even build an entirely
toadless ciy

Grouping zones together, 4 or 5 in a row touching each other, can eliminate a ot of power line

ments

Airports, It Your money unti
larger. The Sims willtell you wnen they need these things.

Place zones, rcads, etc. carelully - they cannot be moved, and you will have to pay to bulldoze them
and rebuilg




As a rule of thumb, the number of residential zones should be approximately equal to the sum of
commercialand industrial zones. When your ity is small,you will need more industial zones than
commercia, and when your city gets larger, you will need more commercial zones than industria.

Separate the residential areas from the industrial areas.

Proximity o orest, parks, and water increases land value, which increases the taxes collected. Don'

shoreline.

areaas "the center of mass of
of the population

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

andtrackyour progress. Look
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.

aveyour your

Print out your cty in difeent tages of evolution to rack and plan growth

Check the EVALUATION WINDOW often. The Sims will et you know how you are doing, Also the
statstcs can be useful ifyour population is shrinking, dont go zoning new areas that may never
develop, look !

SAVE YOUR CITY TO DISK OFTEN!!!

NOTE: Iy in SimCily.

every section of rack. This does nol mean thal the Iracks are not working. Don't worry,
everything is OK.

THE USER REFERENCE CARD

Included in the SimCity box is the USER REFERENCE CARD, which includes the ZONE EVOLUTION
CHART, THE CITY DYNAMICS CHART, AND THE KEYBOARD REFERENCE CHART.

ZONE EVOLUTION CHART
commercial

and industrial zones. The level of development depends on the land value and population density. The
the, hart Other

wil iffe, but lhey are very similar.

Use this chart along with the Query function to identiy, and gather information on, individual zones




CITY DYNAMICS CHART

inter-relate. Usethis

chartto guide you in designing your city. R will help you find solutions to the Sims’ complaits, and to
problems you discover from the maps and graphs

KEYBOARD REFERENCE CHART (ONLY FOR PC)

The Keyboard Reference Chart gives a visual summary of all the keyboard controlled functions and

shortcuts.

LIST OF FILES ON THE DISKS ON PC

51/4" DISK

SIMCITY

DULLSVIL
HAMBURG
RIO
SANFRAN

TOKYO
SOUNDDAT

51/4"DISK# 2
CEGADAT  PGF

CEGANTRO
CEGASCEN
SEGADAT
SEGANTRO
SEGASCEN
CGADAT
CGANTRO
CGASCEN
MONODAT
MONONTRO
MONOSCEN
TDYDAT
TDYNTRO
TDYSCEN

#
EXE

va

PPF
PPF
PGF
PPF
PPF
PGF
PPF
PPF
PGF
PPF
PPF
PGF
PPF
PPF

The SimCiy executable program
The Installtion program
Scenario File

Scenario File

Scenario File

Scenario File

Scenario File

Scerario File

Scenario File

Scenario File

Sound Data Fle

£GA High - Res Color Graphics File

£GA High - Res Color Inro Screen

£GA High - Res Color Scenario Menu Screen

£GA Low - Res Color Graphics File

£GA Low - Res Calor Itro Screen

£GA Low - Res Color Scenario Menu Screen

CGA Graphics File

CGA Intro Screen

CGA Scenario Menu Screen

Monochrome Graphics Fil {or Hercules and EGA Mono)

Monachrome Itro Screen (or Hetcules 2nd EGA Mono)
M

Tandy Color Graphics File
Tandy Color Intro Screen
Tandy Color Scenario Menu Screen

The 3 172" Disk contains ak the files on both the above disks.




INSIDE SimCity
HOW THE SIMULATOR WORKS AND
STRATEGIES FOR USING IT

Many factors infleence me chancs ofyour s rospeing o funderg: o rtna s e
elc)

factors (e regional economy, isasters,

ZONE

Your city is mvmed into three primary zones: residential, commercial and industrial. These zones
population, industry, Allthree

are necessary for your city to grow and thrive.

RESIDENTIAL ZONES are where the Sims live. Here they build houses, apartments and community
force for your city

zones.

INDUSTRIAL factories,

which have a negative impact on surrounding zones. One of the major gaals of planning i fo separate
these “nuisances” from the areas where people live. In this simuiation, industrial zones represent the
“basic" production of your city. Things produced here ae sold outside te cityto an “external market
bringing money into the city for future growth.

COMMERCIAL ZONES represent the retail stores and services i your city, including gas stalions
grocery stores, banks, and offices. Commercial areas are mainly dedicated o producing goods and
services needed within your ciy. Thi is called “non-basic” production of production forthe “internal
mark

The major factors controlling residential population are birhvate, avaiabilty of jobs and housing,
unemployment, and qualty of life within the city.

Within SimCit

there is aways a positve birhvate

Avaiabily of
1o the tota esidential population. As a ule of thumb, the number of commercial and industrial zones
together should roughiy equl the number o residential zones

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

Housingfor your Th must

and population density.
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Quality oflfe s a measure of relative “attractiveness” assigned to diferent zone locations. It s affected
by negalive factors such as pollution and crime, and positve fators such as parks and acoessibilty.

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 outside of your cily) is controlled by the
simulation - here i nothing you can do to change it In many ways, this extemal market s te original

growth refineries, efc ) that
service a demand in the surrounding region. As time passes, the exteral market grows to eflect e
regional growth going on around your city.

The industy in your market grows For
be room for expansion Tabor supply ones)

INTERNAL MARKET - COMMERCIAL

The internal marke is completely influenced by the conditions within your city. Internal produdtion,

ciy. Food stores, gas statons, retailsto  medical care, etc. - al
population to service. Within SimCity, the size of the internal market determines the rate at which
mmercial ones will prosper. Commercial )
force to employ. influenced by land

\alveand populton densty

Commecilznes o and develop o serve the expanding internal market. Commercial growth wil

your city grows, commercial

gouh wil il snd s mral matt wilbocas 3 méh Ve Cnsue of oot it iy

prokton Ths acclerling efec, when th extnalndustial producton s ovetaen by e
sector, can tur a sleepy

200,000 ina few short years

TAX RATE

The tax rate you set controls the amourt of income generated by your city. As taxes are collected each
e smiaonie), e BUDGET WINDOW wil appea, guing you e isal details o you iy and

z0ne an amount hasen on s land value, current level of development and the current tax rate.

The tax rae has a global affect on your city's growth rae. I you st it low (0 - 4%), growth will b brisk
butthe city income will be low. Ifyou se t high (10 - 20%), you willcollect aot n the short run but in
thelong runtax income will

1o investin new developr ghnotto scare off Ahigh ax ate
is one way to control ciy gvzmlh should you want to experiment mm “growth control measures

BUDGETING

City budgeting affects the way your ciy grows. City infastructure cost s represented by three
departments police fre Althree
departments wil eques!  erlai level o funding each year. You may supply al o partof e reauest
od funds, in the attempt o balance safty needs and budgetary concerns

49
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POLICE DEPARTMENTS
to the amount of funding allocated to the police department
FIRE DEPARTEMENTS
The level of fa

fire department. Fire departments pu out fes wihin tis racius much sooner than ouisde , and
decease the chance that they will stat in the firstplace. Fire Departments cost $100 per yearto und

TRANSPORTATION DEPARTMENT
When you build roads and rail systems you are charged for construction and yearly maintenance. The
farger your transportation network,the more it will cost for upkeep. fyou decide not to or are unableto

o

police station is related

each piece i Rcad — $1, Bidge - $4,Ral - $4, Rail el - $10,
POWER

the goal of good “power management”.

Periodically y linksto power. Ifazone is
connected (by other zones of power lnes) to b pmv plam the zone s considered powered

Zones must be powered for development o occur. Many things (such as fires, tornadoes, earthauakes
wn power

stop in unpowered zones, and i power i ot quicky estored, the zone willGeline back to ifs original

state of empliness

Redundant Power Plants and power connections can make your powe grid more reliable, but running
more ine adds construction costs.

One of the most important elements ofcity structure i the ransportation network. i maves Sims and
goods throughoutyou city. Roads ypicall occupy as much as 25% - 40% of the land i urban ares.
Trafic along these foads indicates which sections of your 10ad system are used the most

R ” Over time,
the city will generate 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 indicates inaccessibility of a zone and limits its growth.

The majorty of generaed tips represent peﬂple comlmlmg 1o and from work. Additional lrafc is
ecteaion the simulatortests

ihefollowing e roves

From: ORIGIN To: DESTINATION
Residential zones Commercial 20nes and Industrial zones
Commercial zones Residential zones and Industrial zones

Industrial zones Residential zones.
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an origin zone, “fip range”

20ne away.|
Repeated unsuccessful trips will cause the Sims to move out of the origin zone.

fortrafic. When this capacity jams wilform. Traffic
jams drastcall lowerthecapacity of aroad, compounding the problem and frusirating ivers
Avoid ralfc problems by outesfor the trafficto
take.
Aroad must
trafic the way they conduct power
Poll your city 3
andwater pollution, P ,toxic wastes, etc. Polluti impact growth of
residential areas.
increases with it level of growth
level Lowering
traffic density,
elp.
2 local As population
13

y
of low land value.

is to introduce a Based
on its level of funding, the police station will reduce the rate of crime in its. sp?\eve of influence. A long-
toraise the is to demolish

and rezone (urban renewal)

Land value is one of the most fundamental aspects of urban structure. The land value of an area affects
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 e te resiens et o o wok, el e end v whee e e, due in part o
s greally on accessibilty by the populace.

Land value i aso afeced by surrounding errain. fand s closer to water,tees, zgncunma\avw or
parks, s value wilise. C can make
good use of this natural advantage.
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CONCLUSION: GOOD CITY FORM
What isthe- the diversity of human needs
and tastes "ustvdes all attempts to provide recipes or instruction manuals for the building of cities.

However, y:
cities can achieve success along these dimensions

d City Form (Cambridge, Mass.

Amost useful gide Kevin Lynch's A Theory
vitality, sense, fit, access, and

MIT Press, 1981). L
control. To these he adds two ‘meta-criteria," efficiency andjusme

For Lynch, a vital city successfully fulfills the biological needs of its inhabitants, and provides a safe
environment for their activities. A sensible city is organized so that its residents can perceive and
paces, and network:

requiredor
and backgrounds to gain the activites, resources, Services, and inormation tht they need. A city with

good contrl is arranged so tht s citzens have:a say in the management of the spaces in which they
work and reside.

Firally, an efficient iy achieves the goals listed above at the least cost, and balances the achievement
the sameti ity distributes

[ Y

Cleary,
issues which will continue o spark debates for the foreseeable ulure.
ofachieving
goodcityform.C centuries
or even millennia of historcal evolution. As we walk through ciy strets, we walk through time,
encaumevmgthecw building legacy of pastgenerations. Paris, Venice, Rome, New York, Chicago, San
Intheory,

for all who undertake the task of city planning

© INFOGRAMES
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