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teacher as you set out to create bustling cities or sprawllng‘;urpan waste-
 lands. As mayor, the choics is yours. Let's start off by destroying Tokyo.
- Studies show that nine out of ten new mayors begin their careers with a
 frenzy of destruction, using monsters, earthquakes and other disasters to
reduce their cities to rubble. After that's out of your system, we'll move on

 to the real challenge of building a thriving metrapalis. If you want fo skip the
St A

Welcome to SimGity. My name is Dr. Wright, and | will be your guide

rulbble; turn to page 8.
How TO BEGIN THE
DESTRUCTION OF TOKYO g

[fove cLrmor smoW fo SCENASID  Mave highighles bax o Tokyo
and push START. 1567 armt push G

isert the Game Pak, tarm on the
pawer, and pusft START &t the
Jitha Boraen.

. Button to scroll all

THE KING COMES

As you can see from the telefax message,
Bowser, the King of the Koopas, is on his
way to stomp Tokyo., What, you were ex-
pecting a giant lizard? Mow, if vou push the

kwn. Jaran YT

£z

i b Lt
EELEY ELE BT

© Button you'll see Tokyo BK—Before i i3
Koopat | EEEERR R VR
TAKE A QUICK TOUR O
/[ Use the Control Pad pces i i e e - S
while holding down the . B9

ower the map and see
what Tokyo issupposed

tolooklike. Soon, thanks (e

to you, the city will ook — : .m syl
3 W FEE B, 4 15 | B LTSS,

more fike a footprint. [ w_*"'““'“’ iy ]

WHAT'S ON THE MAP

BT BT TR EEERTEEE  When vou look at Tokyo, you

Ty
_ see many structures, There

are stadiums, police stations
| and public buildings, but also
places where people live,
wiork and shop.

el e W

A residantial arss n

MORE INFO

Thesubmeanus have informationin many forms including maps and graphs.
They also allowyou to control game options like how fast ime passes orhow
much money you want to spend on fire protection avery vear. Nonel




Ino&e, stm’nplng, smasﬁlrmg.
up roads and railroads and
i r‘l_:ai:a_ﬂe asa

] mmrmaymmusaﬂmc@asmexmnmmlntermr
u can hear him mg?nmgaﬁ unable to find Mario and
= Luigi, which isn't surpnzing since they live in Brookhyn, not
e | Tokyo. Listen closely and you'll

B alzo haar explosions as facto-
c:aich fire. Now hera's an
3 fact. According to
statistics, over half of all
ﬂ'mws regret the decision to

sacfk thair cities, but fortu-

nately for their peace of mind the
‘guiit lasts only 2.6 seconds on
. average.

EEERN
e
s |
Voisiatisiain —
fr——
.
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tosay, *Ihw‘rr}t : averything.
is not fo wreck itin the first place, but nobody ever listens to rﬁtelllgeht advice
these days. Still, If vou want to put the pieces back together, you can doso
usingthe ECIIHCOFIE which are the little pictures on the left side of the SCree.
Using the icon that looks like power lines, you can reconnect power to
buildings whera a © symbol indicates loss of electricity. Move the cursor

over the icon using the Contral Pad, then push ©. The icon is now

highlighted. Now movs the cursor over the map until an sdgeﬂfﬂr&m\? )

: buxmu:hestheedgaofapmnessbulldlng Pushﬁiandasmﬂanofpﬁﬂer

line i= built, costing you $5.
Build power lines from the
disconnacted building to a
building with power. Aftera
few moments, you'llsesthat
both buildings have power.
Rebuild roads, airports, ste.
the same way.

But with a itHe pakence, fha cily & ebam




NOT ENOUGH?

= Another curious fact about SimCity mayors is that ohe

disasteris never enough. The reasoning goes something like
Tae this: "Gee, that monster was great, but there must be half a dozen
¢ huildings still standing. | wonder what it would take to destroy EVERY-
THING?!" In their infinite wisdom, the designers of SimCity included six fun-
filled ways to wreak havec on your hapless population: fires, monsters,
floods, tornados, earthguakes and plane wrecks. To activate sorme or (Detter
yet) all of them, move the cursorto the green bar at the top of the screen. Mow
the box becomes a hand. Move the hand so it points at the footprint and push
&, Simply point at the disastar(s) of your choice and push & to activate it

I

MONSTERS ARE [ THERE'S SO

' MUCH MORE

Destroying cities can be habit forming, but most ¢
mayors sooh find it is more of a challenge, and just
as much fun, to build cities and make them work,
SimGCity lets you do it all. You can create your cwn
city from scratch or solve the problems of real
cities ravaged by disasters. The following chap- E
ters take you step-by-step through the creationof  Lo08
a practice city, explaining how to build everything
frorm power stations to booming commercial dis-
tricts. If you listen closely and take my advice
isince | have spent years researching every aspect
of SimGity, whereas you have only destroyed
Tokyo) chances are you will bacome one of the
greatest mayors of all time.

Eabave i or not, disasters arar't
e end o the wor'd, or 2 city.
Wilmags Takpe AK—Afler Koopal




A SmEihr is a “aarnulatadﬂ :
that happens in a real city happﬂiaiff%iitl!ﬁf?
Buildings are built, traffic gets jammed and péople
complain about taxes. As years pass, stores ‘be-
come skyscrapers and workshops becorme facto-
ries. It looks as if the city has a life of its own, but as
mayaor, it's your job fo make it grow. Graphs and
maps help you pinpoint trouble areas, then rollup
your sieeves and start bulldozing and building. The
main goal is to build a Megalopolis with half a million
SimCitizens. There are also Scenarios where you
solve the problems of existing cities.  This manual
ﬁmmuhnwtnuperatealtﬁe!eah;moﬁlmm}r
It also guides you step
by step through the
Practice Gity from Vil-
lage level to Metropalis
S0 you can leamn the
basics as well as ad-
vanced strategies.

€3 Button
Hidas or disgplays tha sids
bar and' top ber, closas
MENLs oF efms o

| DREVIDUS anLUs

i & ) Buttons

Lise while pushing the
Cantrol Pa i scrol
rapialy owar the Map of the
il

& Button

Choouse foard or meni
opdions and bud selacted
Slruciures and Fones an tha
Lamaarm.

Comtrol Pad
Moves the cursor
aound the screaen
OF Manus

START
Activales soma manu
ophions and jumps
cursor ko tha manu
icans at tha iop of the
SCIEET

Jumps curgar o tha lait
S Bar oy ack To tha
Map ol tha oty

- with the Control Pad to the Practice

 Let's get started with our Practice
~ Gity. Insert the Game Pak in the

- the power. At the title screen, push

‘SuperNES Control Deck andturn on

Start or @. The Main Menu appears
with three options. Move the cursor

Gity option, and push ©. The telefax
message saysyour goal is to build a
city of 30,000 people. Now push G
to begin the game.

WHAT DD YOU SEE?

Thearea where you build is the Landform. Right now you seeonly blue water,
brown fields and green forests, which change with the seasons. The Practice
City Landform is a small izland, but there are 1000 challenging Landforms to
choose from when you start a new city.

First, choose Create Mew City from
the main menu. Now select a Land-
form. Usethemapdisplayed by point-
ing at OK and pushing &, or point at
MEXT and OK to see the next map.
You can also choose a Landform by
number using the counter arrows at
the bottom of the screen. Enter the
name of your city on the following
screen. MNext pick one of the three
game levels and verify that everything
s okay. Push & and the game begins,




. tobuild a Power Plant. Emldéﬁl‘ﬂ'ﬁﬂ

hm::mw&ntatmmuamé

ﬂﬂi
arblam{?pﬁﬁmanﬂmnﬁﬁmm}
© oracoal power plant ($3000 and highly poliuting) which you connect to the
- Zones with Power Lines. Zones without power display a blinking €@ symbol.
A Zone placed beside a pawered Zone dossn’ t n&ed Ptawer Lln'Es :

 STEP-BY-STEP

Move the cursor to the Nuclear Power icon Ldl Push Go select it. Move the

cursor over the Landform and a box indicating the space needed

1o build the Power Plant. Build it at the location shown below by pressing ©.
Now build an Industrial Zone @ using the same steps. Finally, choose the
Power Line icon L and build Power Lines between the Power Plant and
industrial Zone.

Build an Industrisl Zone hers. Connec tharm with Power Lings.

Your cityis built using the 16 icons on the left side of the
screen. Each icon represents a Zone or city facility such as
a Stadium that you can place on tha Landform. To use the
Build icons, move the cursor to the left side bar or push
SELECT. Point the cursor (now a hand) at the icon you want
and push @, The cursor becomes a box the size of the object

you will build. When the
cursor isover the spotyou
want to build, press @ to
create the object. Gon-
struction costsappear be-
low the icons and are de-
ducted automatically from
your cash on hand.

{'.UNDERSTANDING

! ZONES Zones are areas dasignated for Industrial, Com-
- mercial or Residential development. As mayor,

you decide where to place these Zones at a cost of $100 each. You won't
actually bwldfamaﬂas, sﬂssurhuusvas.&mﬁtlzem dothatifthe Zonesare

attractive. Some of the things that make Zones attractive include access i

moads and power connections; Over time, Zones develop, which rmeans
SimCitizens might build bigger buildings or factories on them. Buildings can
also get smaller if conditions go souir, for instance, if pallution gets too high.

STEP-BY-STEP

Let's build a Residential Zone where people canlive and a Commercial Zone

where they can shop. Move the cursor to the Residential Zone icon % and
push . Build the Besidential Zona in the lacation shown. Now choose the
Commercial Zone icon g : )

Eiland bulld that Zone as
indicated. Connect the
new Lones with Power
Lines as shown, (Note: (f
the Budget Window
pops up, move the cur- |SR0

sor to OK and push @.) &Jw}uu.rmwzmesag stun Cumtmma:nesmihm

THE LAY 0 'l‘Hl' lANll

When you first be-
gin a new city, take

& minute to survey
the Landform o
hawve chosen before
building. For in-
stance, you don’t
want to build an expensive Power Plant and later find that you
hawve to bulldoze it. A little preplanning goes a long way. As you
goroll over the Landform, note potential sites for Industrial and
Residential Zones. Take a look af the rivers, lakes, and foresta
to see where Zones can fit together without wasting space.




BUILDING ROADS u

Cities need transportation systams so
people can get from their homes fo
their place of work and to other places
like shaps. In fact, if a Zone does not
have a section of Road or Rail toluch-
ing it, itwon't develop. Roads cost$10
per section to build ($20 over watar),
butto maintain them you'll haveto pay
an additional amount every year de-

pending on how “sections of
Road you've bullt.
STEP-BY-STEP

In your grﬂw_lng village, you'll nagd 3 Road connecting

and push @, Now position the small cursor box over the [
spot where you want the Road and
push @ again. The Road appears.
Foliow the example shown in the
photos for completing your Road and
notice that the Road touches all three |

Zones. R

Dr. Wright is the leading expeart on SimCity and he likes to helpwhenever
he can, Sometimeas he pops onto the screen to give you a message or
warning. It's 8 good idea to listen. To clear the message off the screen,
Juﬁt push €3, If you need advice, move the cursor to the Dr. Wright icon
| on the ‘tl:rl:r bar and push o

In real dﬁeﬁ, ﬁmﬂé demand protection from crime and fire, so they hire a
polica force and firemen. SimGity is no different. Police Stations reduce
crime in the neighborhoods and Fire Stations put out nearby fires. Without
- these services, crime Funs | nt and the town might bum down. Each
‘station costs $500 and requires yearly funding to keep it operational.

- STEP-BY-STEP

Lﬂt’s bag:n bz.r b!.nldlng a Police Station, Move the cursor m the Police icon
ESEER—————— | On the left side bar and push ©. gEB ;

Move the cursor box over the Land- =5
form and push @ to build the station [
as shown in the photo. Do the same

thing using the Fire Station icon & L8
Since you placed the stations nextio
powered Zones, you won't have to R
connect them with Power Lines, but §E
yoL might want to-add a road.

For useful information alxuu‘guur city, go to the Information Menu icon

# on the top bar and push @. A submenu appears with eight choices,
The submenus are explained individually in this manual. For now, let's
take a look at Police Coverage. Move the cursor to the Map icon B and

zie push @, then go to the Govern-
ment Services icon . MNow
choosethe Police Coverage icon
¥ to bring up the Police Cover-
age map. Inter-
pret the map
using the color
scale to the
right.




CITY A'ITRACTION---

If all your city had was factories, shops and houses, :twaulg:rbeaprengr
boring place. SimCitizens are party animals. They like to spend time in tha
park, at the ballgame or throwing money away in casinos. Parks are a gre
deal at $10, and they help raise Land Values and reduce crime {more an
later.) You won't need to build a stadium until your village gets much EIIQ!QBT
Casinos are just one of many Gifts you can receive and QNE toyour city later
in me game.

THE WRIGHT FILES: PINEAWAY

Pineawsy, Wisconsin was onee a bustling city on the Muckluck

Hiver. Forests and parks were everywhere and the air was

fregh. Today, ten years after Mayor Sawyer ignored my advice

I and decided it was more important to clear the land for
industry, the trees are gone and there 1sn’t any new industry. |
Crime and pollution levels are 20 high that no one but mutant
super heroes want to move there. Even worse, Land Values .

- hawe fallen like a rock, which means the city collects fewear tast
dollars so the roads are beginning to decay. Pretty =oon,
Plneaway will simply pine asway.

Years ago Aeandy’ was graed and hapoy. Today, Preaway & becoming a ghost fown,

i Li ki

 money coming in. Much of it comes from taxes.
based on population and Land Valus. maafgerpe;imatﬁamﬁﬁ.ng
property will pay the most tax dollars, so these ara two of mymrgnals-uﬁetﬂmg

- abig population and keeping Land Value high. Later i

live on maney, b-oth collecting it and spending it.
for building and maintaining Roads and Railroads and to hire
i Firemen. Zoning land also costs money, as does building a
Stadium. With all this money being speni cltjeg nead a lot of

n SimGity, your taxes are
on valuable

the game, you can

supplement your taxes with income from entertainment sources like the
Casino or Amusement Park,

Tares andd funeding riles can be It'a Buid' ican appedrs qrey, # mieans
raisaa ar fowerg yourdor'T have anauqh money fo
it thes e,

hen starting a new game using the Start New City option of the Main
Menu, you'll have a choice of difficulty levels. On the Easy Level, you'll
begin with 20,000 and it will b
easy to get businesses and people &= P e
to move into your city. The Medium 1Emy SR 3 Hacd
Level starts you off with $10,000
and people will be more reluctant ifatalal sl ]els] olirTy
to move, On the Hard Level, you T falwlelr|Tirulalr ]
beginwithonly $5,000 anditwillbe | Z0~l=]=]s e sl = o] -]
difficult to encourage people to o EE elvTslhlwl 12
bacomea citizens. ;




TOP BAR .PT!ONS

The green top bar consists of eight different icons which control d|ﬂerent
aspects of the game. Access a menu in the top bar by pushing START, then
move the cursor over the appropriate icon and push @. For more detalled
l-nfm‘mﬂhanﬁn the use of many ::f‘theuptmﬂﬁ listed below, referto theindex.

AUTD OPTIONS

§

GAME SPEED

II Yol can choose one of

The four Auta Optlons
inciuce Auto Bulldoze &,
Auto Budget [, Auto
Gioto &, and Backaraund
Misic L Switch each one on or off,

threa ‘game speeds of

Fause. The speed deter-

mines how fast time flies.
DISASTERS

M Inflict disasters on your

'I" city with the Disaster

Menu; Fire [#] Flood 2%
%2, Earthquake M€, or Monster AL

INFORMATION
| 1 Get information fram
ml tables to help you plan
your city's growth., You

maps, graphs, polis, and
also control your budget from here.

Plane Crash 24, Tomado

LDAD!’ SAVE DR. WRIGHT
— Lse the Load = and , Or. Wiright is there to give
S Save B commands to A you advice, warmings and

@ encouragement, but
=~ | goesmt always give you

exacthy what vou want to know,

T ¢ bring up an existing city
ar to save the city you're
curmantly working on.

INSPECT
With the Inspect Option,
acircle appears over the

Q | Landform in which yau
B | can read the develop-

ment level of a Zone,

Goto allows you to fly
quicklytothascerneofan

GOTO
accident or disastar. A

warning message. lets

you know when a disaster occurs,

- |, then choose the Voice icon M.
gvaluation appears. The screenis divided into the four categories described

'\/OICE OF THE PEOPLE

! Ultai |ﬂf§nﬁ|on about the state of your city can be seen on the Volce Scraen

iry thee | h'rl‘nrmatlon Menu. Gotothe top bar and choose the Information icon.
A screen showing the date and city

below, The information heips you make decisions such as what problem to
tackle first.

POPULARITY

Your overall popularity is shown as a percentadge of the city's voters, Yes
indicates popularity. Mo indicates unhappy voters. The higher the Yes
percentage, the better.

WORST PROBLEMS

The worst problems currently facing your city according to the voters are
shown as percentages. Here, a high percentage means that the problem is
greater. You should try to comrect problems with percentages over 205,

POPULATION

Here you see how many people live imyour city and how many people either
moved in or moved out during the past vear. If people are moving out, you
have a problem, Land Value and stage of development are also shown.

GAME SCORE

The computer automatically rates your performance on a scale of 0 to 1000.
[fthe annual rate of change is a positive nurmber, it means you are doing well.
Try to achieve a score of 700 or higher,

senti e | sraziemic
e e e el | P §OS0E
s v i
TEX RO e T
| et e Pk vy B opoks
i [ERPN] PN
| i e
Go to the Info Man, Cipiry e Viige Screan. Evaluste pawr parformance.




' GRAPHIC PROGRESS

The Graph Screen in the Information Menu is the best way to uheakun hnw
your decisions affect the city over time. Bring up the Graph Screen by going

o the Information icon on the top bar and then selecting the Graph icon L

The six icons batow the graph are used to bring up graphs for sach subject.
Theyare shown below and can be toggled onand off by pointingand pushing
B, The two icons on the right draw the graph for ither this last 10 years or
thelast 120 years. Graphinformation is valuable bacamg.ruu can aeaiﬁ.row
decisions are having the desired ef-
fects. For instance, if you have a high
Gtime rate and decide to build new
Police Stations, several years later the
“graph- will show how the crime rate
dropped.

You can biing ue orte grach, o al i then for
COTHIATE.

it

Rasidential Commercisl  dndusirial Poliion Lamd Values  Crime

Shows Shows Showe Shows pod- Shows grwlh  Shows isvals of
devaiopmant.  development development ofion increases  of Laod Take, oo growih.
of A Jomas. of © Zanes. af | Zomaz. aF deCieasas,

position and a message indicates the game is saved.

Si‘mclfy has a built-in battery that allows you to save two different cities.

~ Thosecities can be of your own design, or they can be gither the Practice City
. orScenario cities. When

| bring up the Load/Save Menu T2, you'll ses four
options: Load &, Save k. Go To Menu B, and End ™= The Go To Menu will
take you to the Main Menu. End will andtlm game. Both ask if you want to
save your current game bafore either going to the Main Menu or ending the
game session. Choose Yes if you want to save the garme or Mo if you don't.

HOW TO SAVE YOUR CITY

To save your current city, bring up the Load/Save Menu %l and move the
cursor to Save k. Mow push B, A second window appears that asks If you
wantto save the clty in position 1 or 2. Choose the save location by using the
cursor and pushing ©. The date and name of the city appears in the chosen

How TO LoAD A CITY

To load a city that was saved previously, bring up the Load/Save Menu T
and move the cursor to Load & Now push & A second window appears
that asks which city you want to load, Choose the city from one of the two
locations by using the cursor and pushing @, The chosen city autermatically
loads.




; vith 2 tion of be- g
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Practice City is now at Village level, but
it will soon become a Town, Reaching
the tigher levels of city development—
City, Capital, Metropolis and Mega-

:Mpulrsm’ahﬂﬁahnbenm%mu”ll
have to make efficient use of the Land-
form and deal with many problems,
including possible disasters that can
wipe out a city. This chapter gets you
up and growing, plus you'llleam about
Parks, Erf_m! and much more.

you already | havaermagh Residential ?_‘ch at
east for now. By build- e&,
 ingnewZones whenthe

_need is indicated by the
RCI meter, you can bal-
ance growth so your city
has the right types of
Zones to expand. The
RClmeter doesni't react
instantly to changes,
and it doesn't say how
many new Zones to
make. That is up 1o you.

| Q& A: DEAR DR. WRIGHT: . |
| HOw DO | MAKE MY CITY GROW?

! nl“qumtlunrﬂ-ﬂ'lf—‘s I‘rl::mh.-'1a1..rurEln=ann::r Fublo of Filtd -.-n{“ ity, but it
U is the most commonly asked question of ambiticus, -new mayors. |
| There's nosingle answer. Cities grow if the conditions are right,, lik
crops that need water, fertilizer and sunlight. The conditions nﬁadeﬂ 1o
make & eity dpe for growth include job opportunities, affordablehousing
| and a {Jlﬁa;-,ant environment. As mayor, you. can influence. these

| conditions. Zoning land for new industrial and commercial businesses |
{1 can resUlt in job opportunities while zoning land for rmldentlal Lrdts 3
| might help provide affordable hausing. ‘Making the city pleasant could |
entail reducing traffic, crime or pollution, or it might mean you have to |
build a Stadium or Amusement Park. There is no one solution because
| everycityis different, Yourjobistotry dtﬂwgntﬁcll.mcnnsljntlmne wirhes,

GOALS OF THE GAME

SimCity doesn't have one goal like defeating an evil dragon. The miain goal
is to build a Megalopaolis of a half million people, but you can set other goals,
ton. Forinstance, you might try to build a city of 100,000 without bulldozing
any forast. Oryou could try to reach Metropolis in twenty years of game time.
The choice is yours. You don't even need to have a goal. Some mayors just
like dealing with problems as they occur.

T S AN .

AW o il Lo



'TIME T@ BUILD-;_:'- ORE
INDUSTRIAL. Z.NES @

ForyourVillage to grow, you'll need to provide new industrial jobs. land
is z% f;gml..gma: use, chances are qu factory wur bumwy
guickly. That factory needs workers and those workers will moveto your city,
helping it grow. Later, if conditions are good, larger factories employing more
people will be built. (See page B0 for a chart of Zone Development.) Before
placing new Industrial Zones, give some thought to where should go.
Yol wuuldn t want to place them next to a Residential Zone, because the
pollution and crime that exist near Industrial Zones would keep the Residen-
tial Zone from developing. You don't want to build Industrial Zones far away,
sither, due to the extra cost of Roads and Power Lines. The best plan is to
group Industrial Zones near each other, leaving some open areas 10 keep
poliution levels low.

STEP-BY-STEP

Using the method of creating Zones described on page ten, create two new
Industrial Zones as shown in the pictures below. Placing the new Zones near
the Police Statlon will help keep the crime rate low. Make sure power Is
connected and that you build Roeds so both Zones have access. Very soon
your Village will become a Town.

The RCT row Sfiows ow
frachusirial medd,

It tirng fo builel nesy Zones. Thaee sne prime (ocabions.

| geta. He left

l’l(:lll()N

Pigiron, PA wasn’t always an indus-
trial wasteland with pollution so thick
you can stab it with a fork and
eriminals under every rock. One hun-
dred years ago it was a weall balanesd
community of homes, shops and in-
dustry. Then one day Mayor Gil
Byesore returned from a trip to a
widget factory. He was a changed
man. He had a wigion of Pigiron
becoming the widget capital of the
world! Ag a-resull, he zoned every
available piece of land for industrial
use. He practically spent all the money
hie haid, but he figared that iIndustries
and people would soon flock to Pigiron
and begin manufacturing widgets.
Industry moved in and the skias
darkened. Then crime raised its ugly

" head and Pigiron soon led the nation

in the rate of stolen Nintendo Power
Magazines. Fven worse, as far as
Mayor Hiyesore was concerned, was
that none of those dozens of new

factories

manufac-
tured wid-

public life a
crushed and
widgetless
husk of a
mayor,

Pigiron meeds & major clean up.  Traffic lams ae cons tand,

Pigiran bacomes an

pnﬂumn

Landmfuesmmemm

- are Jow.




i ptdhimm o e Bt o w’axlrnﬂy m'cammércaa Zones and
~ entertainment such as Amusement Parks.

STEP-BY STEP

To determine how many new Residential Zones you naad calculate how
rnany total Industrial and Commercial Zones you have. Right now you have
faur, which means you need to build three additional Residential Zones.
Use imdlmctlms on page ten for building new Zones and place the three
new Residential Zones to theleftof the existing Residential Zone. Make sure
the new Zones have power and access to Roads. Whenever possible, new
Zones should be built
next to already exist-
ing Zones to save
space and eliminate
the need for Power
Linesand extra Roads.
Soon after building the
new Zones, the RCI
Meter willindicate less
of a need for Residen-
tial Zones.

THE wmi;ili‘ FILES:

Ao New Hammhne

Aiistake 830 No aasy a«.‘:wss o mdus!ry

. The suburban community of Doodle,
IN" ’])l J‘J Connecticut never adopted a zZon-
ing plan when it became a towrt.
{}ne n.ight bafor'e the town even had a name, the new mayor
made doodles afloverthemtjrmapwhﬂstalldng S
(] har*bmth.er on the phone. The next day, the arew that was - |
buflding roads mistakenly used that map to layout the roads
i towtn. The result was chaos. Roads looped and turned for
no-reason. Residential Zones were scatterad and few- were
right next to each other, so miles of extra power lines had
tobe built. Traffic was horrible and Polics and Fire protection
was inefficient. Eventually the town stopped growing be-
cause the ‘apace betwesn zones was not large enough for new
zones to fit. Bven the mayor gave up on Doodle and moved




YOUR HOUSE &
Due to the new Zones you just built, your city will reach a population of 2,000
(o Town level) very quickly. When it does, amessage pops up indicating that
you have received the first gift—Your House! Many new mayors place the
mansion in grand isolation, like a castle overooking the town. A better plan
isto live near your voters. Residential Zones near your house develop quickly
to high levels, which means more growth and more tax dollars.

.z || When the question mark, or Gift icon | 7|, at the
‘bottorn right of the side bar is highlighted, move
the cursor to the icon and push ©. A window
appears showing Your House ®. Push @ and
position the cursor box where you want to build
Your House, Make sureitis connected with power,

22 TIUTLIn.0UTY P

s L
Bt B
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B Gifts appear if a condition is met; for instance,

8 the Fountain appears after 50 years. Some
| Gifts benefit the clty by adding $100 each year
to your income, but some may cause prob-
lems. The Casing increases crime as well as
adding £100 income. Zones surrounding Gifts
develop fast and usually reach high levels, Sees
page 46 for more information on Gifts.

Lize Gifts Wisely

' MORE DEMAND FOR
COMMERCIAL ZONESE

‘With an increase in population from new industries and workers who have
‘moved into the residential areas of your city, the demand for more Commer-

clal Zones increases, Watch the RCI Meter to see the relationship between

~ Zones. Dernand for Commercial Zones always follows development of

Indiestrial ard Residential Zones. Commercial Zones in areal ity include
many types of businesses, from Mom and Pop groceries to stock markets.
SimCity simulates the variety of businesses with different levels of arowth,
Commercial Zone development begins with small businesses in single fioor
strip malls and reaches skys rs if conditions are good. The conditions
far regching those high levels include proximity to many Residential Zones
and some Gifts, a high poputation and the presence of an Airport. Crime and
pollution levels don't affect Commercial Zones as much as they affect
Residential Zones.

STEP-BY-STEP

Use the rmethod described on page ten to build
new Commercial Zones. For now, one new Com-
mercial Zone placed just to the left of the existing
Commercial Zone should beenough. At this stage
of development, you need more Industrial Zones
than Commercial Zones, but that will change.
Make sure the Zona has access to a Road and
power.




BALANCED CITY &

. mmb-e:r of messages that pop up on fha
pending traffic problems and high crime rates. These
5 1M

. SimCity is a game of balance. When you add a new Zone, you chaﬁgeihe'
' conditions of the game. As more people move In, crime, traffic, unemploy-

rent and pollution may increase. One wa tc: counteract the effects of
arowth is to build parks. Use the Park icon %= and the method for building
described on page ten to create parkland of lawn and trees. The costof $10
is a bargain. The banefits include reduced crime and pallution and increased
Land Values. Create parks near the Industrial Zones and Residential Zones
as shiown in the photo. Parks don't require power or access to Roads. Yol
should also add a new

Residential Zona to-
balance the addition of

the Commercial Zone

you built earlier.

FEY A | Y @™ AL, F :
THE WRIGHT FILES: TOWER

Mayor Elmo Poge of Tower, Nevada dreamed of his sleepy,
dezert towtl becoming the Manhattan of the West. It didn't
matter to Blmo that his city didn’t meet any of the conditions |
to support & thriving commercial distriet. Big business would
eome, hebaliaved, if he 2oned the desert for commeres instead
of cactus. At first, several businesses did move in, but traffic
became me-ﬂsslble and thers were No new mﬁider:tim :

i Within & few yvears pmr—s
almost -all the new
businesses had
moved away, leaving
empty lote for the
poyotes and tum-
blevraad.

But coyatas don't shap,

TH rrieyor fack iy oreans.

mEmIZ‘-lty \'-'Fﬂanevea"_.rou build Roads

‘between active, growing Zones, you.

will eventually haueatrafﬁc problerm.
Building more Roads doesn't always
help, because they might not go
whera commuters want to go. Your
Practice City is still small enough that

the road systemn is simple. To see

where the problems occur, go o the
Information Marm P and activate
the Map Screen S, then the Traffic
hap icon «, Chances are the prob-
lem is where the Road curves. Asin
g real city, SimCity traffic slows at
curves and intersections, and that
causes iraffic jams. A good rule is to
keep Roads as straight as possible.

Lok for heavy trafic. Traffic Mag.

éa:n"fﬁat the problem exists, but that the situation e

A rlsmg crrme IEI.red is uwaﬁz.r i;ha
sacond problem encountered bg,r a
small fown. Go to the Information
nu ® and open the MapSoreen

then the Crimeicon =, The areas
arm-wn in cclﬂranmamap are areas
crimes occur. Low Land Val

ues and distance from Police sta-
tions inerease crime. Look at Police
coverage db ¥ to determine where

a new station should be built,




STAGE il
ANTI ECIPAHNG ms

At &uamntymrtwm has a btuf wm@tpms_
if it is going to reach City level, but before you
begin zoning every square Jnch it would baa
good idea to review the problems that will soon
afflict your city. Crirne, poliution and traffic are all
concems, |tis better to plan ahead than wait urtil
memdﬂmssbwdamwaMmIe Good
planring can even mean ‘that some problems
TIEVET QCCUr.

: city. : :

Industﬂal Zones (&, remember to build a
Pﬂih‘:a Station #*| n When building new
- Commercial and Hesldenﬂa! Zones, the Police
stations can bespmadautabnfurl‘har Checkthe
- Crime map to make sure your plan is working and
that you didn't farget an area. A second, simple
way to reduce crime is to build parks in emphy
spaeea. aﬁpeclaily in industrial m'eas

Mow let's build sorme
new Industrial Zones,

keeping in mind the
potential forcrimeinthe
area. You should also
think about the in-
creased poliution that
comes with new Indus-
trial Zones. Using the Industrial Build icon & on the side bar, create two new
Industrial Zones on the peninsula as shown in the left photo. Since there is
no Police Station nearby, the chance of high crime rates is good. So you
should build a Police station [#| as shown at rlgh’s

Buia' a Palica Sdadion nagrby.

Bud naw Mduainal Zanas.

out af hand; then thay WOy even more and the prﬂbiem
arse. The trick is to have a plan—a vision of your rmr--that takes
otential problems into account. If you don't have a plan, you shou
eal with the problem rated highest in the Volce Screen Public Opinion |
ll. Through trial and exror you will learn that man1_.r problems can be!
i ted before they ooedr. i {



"THE WRIGHT FILES:
GEARHEAD

| Ferybody wantaed to live in Gearhead, Californis—to be cloge
to the surf, the sun, the beautifil peopls with green hair—and
to drive their cars all day long. FPolly Piat.nn tha ma:.rcrr*of’
Gearhead and the proud owner 2 Py
of an 88 Veilte was no excep-
tion, While mayors from Bogton

to Tokyo encouraged Folly to
build & mass transit system in
her booming town, she wouldn’s
hear of it. As the vears passed,

E}""
15 1o build & mass transit
systarm. Each section of
' Railscosts 320, and $40
- overwater, The benafits
are that Rails are never crowded and they don't pollute. In fact, the maost
eﬁi&ént Simﬂlw relies 'enhrély or ma’s& tmnsrt Railz.

Mmm i Gmaﬁhm‘tmmﬁ-

The bestway toget rid the rodds. of Gearhead became

of crowded Boads s swamped with cars. They were

to replace tham with 50 crowded you could walk on

Rails. If you build a top of them from one side of

magss transit system tow to the ofhier, o one could

elzewhere, the traffic gt 1o the heach or the mall

remains. First use the angyrmore, and the air turned as

Mass dransit i the safitian Bulldoze icon B as . green as people’s hair. Polly

described below to remove crowded RBoads, Now use the Rail icon # to dacided to build more roads.
create a mass transit system. Rails don't require power, but they should all -HFnfortunately; people just
be connected to each other. “ ‘bought new cars and filled up

- the new roads overnight. Soon
T Gearhead simply ran out of gas.

Even the best mayors occasionally make mistakes, wnich s why the
Bulldozeris so important. Go to the side bar and choose the Bulldozericon
(3, then position the cursor over the middie of the building, Zone, Road, Rail
or Power Ling you want to bulldoze. Push @ and the structure is gone. Once
an area is bulldozed, you can build another Zone or structure on it.

Pofysdion fragrasse duf- for the cars. Mot Cresaritesad. graioch never sl




'BUILDING A CITY

Torboost your. pomia‘tbqn to the G‘Jt{.t heu.rel requires addéﬁ lnduatry F’EEI- .

dences and commerce. You should also keep in mind your eventual goal of
 creating a Metropolls with apopmatﬁ:alﬁﬁ o1 100,000, Afthonigh s an built
 inmany steps, you should follow a master plan. For instance, most of your
 Industrial Zones will be concentrated along the eastern coast of the
Landform. This concentration reduces pollution over the residential areas,
whish will be on the north, west, and south shores. The Commercial Zonas
it neathy in the middle where may are surounded by Ftemdenhal Zones, Of
course, this is only one successful master plan. Thers are countless
vanatmna

Sormetimes it's useful to stop time so you can plan carefully. This is
espacially true in the Scenarios where you have a limited time to
accomplish your goals. The first goal in the Practice City is to reach
30,000 people in five years, which is a very short time. (Don't worry if you
don’t reach that goal, because you can still build a Metropolis of
100,000.) To Pause the game, go to the Game Speed icon ®lonthetop
bar then choose the Pause icon &5, While time has stopped for the
SimGitizens in your city, you can still build and bulldoze as long as the
money lasts, Don't expect improvements to show up on maps or graphs
until you activate time again. :

&Mrt@ ';.rlil mtﬂﬂle?:aaa -nmﬂﬁ?&mﬁ. L
- STEP-BY-STEP

Eulldmega Seaport is no different than building any other facility like a Police
~ Station or Power Plant. Go to the Seaporticon 3, on the side bar and push
Ei Be careful when you position the Seaport because !t is Iargerthan Zones.
and most other struc- gz

tures. Place your Port
as shown in the photo [
“and extend the Rail line [f
g0 it touches the Port.

The Sea Bart jeon,

TRy A Al FR"

THE WRIGHT FILES: PORTLY
In Portly; Mame Ma:.rar Ken Portnolsa cleverly decided to Ture
away the shipping business from other gities by lining his
waterfront areas with S8eaports. At great coat to the tax payers
of Portly, the ports were bailt, but oddly encugh the town did
not benefit. Industries remained ur:mh&nge:d from t,he time

when the first
port was budlt,
Mayor Fort-
noige - couldn't
understand it.
The ports
looked so im-
prasaivel

s ARt 4w
Ten parts sink the fown

O port i gocd for s,




tant to add new Industrial Zones to
create jobs, Three new Zones should
be enough to raise your population
ahmre the 10,000 mark to reach City
level, F‘ullmﬁﬁwnmtﬁ‘phnﬁflma‘uﬁg
the new Zones along the east coast of
theisland as shown inthe map. Another
reason for building on the coast is that
muchofthe pollution wﬂ‘ﬂiaﬁisr::wthe
watermmﬂwan‘taﬁemthegmm of
other Zones,

STEP-BY-STEP

Lise the method described on page ten to builld new Industrial Zones with
the Industrial Zone icon S, The locations forthe three new Zones are shown
below, cne near the Seaport and two further south. When leaving open
spaces between Industrial Zones, maks them the size of a Zone. Later, when
yiou maximize the use of space in your cify, you can place new Eunes
between existing Zones. For now, fill the space with parks. Also add a Police
Station to keep crime down and encourage development. Connect power
and add Rails.

Buitd in this are.

A preygite.

Add & Pofice Stafior,

FPlice new Janas. FAY soaces with paks.

ea iﬁ@ﬂﬂﬁmﬂ‘w the
new Iny ﬁmﬁwﬁﬁw sad

riewdtlz:erna Choose thelocation ofthe
new Zones according to the master
plan, which is to place Commercial
 Zones between industrial areas and
residential areas, Keep in mind that
Guwnwmaizonasmlyrea{mtmmgw
‘est of development if other Com-
merclal Zones are built next to them,
Zones that reach the highest stage of
develapmmt have the greateat [POpL-
lation and Land Values, which increases tax dollars.

STEP-BY-STEP

Lse the directions on page e ten to build new Commercial Zones with the
Commercial Zone icon B, As you can see In the photos below, the
Commercial Zones are built next to existing Commercial Zones. The space
left open in the middle can later be filled by a Gift, swch as the Bank, to help
increase development in the surrcunding Commercial Zones. For now, fill
the space with parks and run Rails to the new fones.

A poor site.. -




gso
&, your need for new Reside
Zones is great. The master plan is to
~ build Residential Zones on the three .
o ot -!:iwl;-'@::;»lf:i;f:;élEE gy Industrial ;
ace eso oyt i

fyoL : o i
Information Méﬁu you'l mtﬁat =

ion has been kept down fo a Wwwmwwwmmw
: m as indicated by the green Marals canisiiy.
- areas. Your biggest concemnow is money ﬁuazmnstrmtrmhase
i md{etanfagsh-.rr;thﬂnemcmaﬁter I[T&mnhw ( ﬁkﬁqpt s

few: extva’ﬁespdenﬁak anea can hmp.
reduce Public Opinion complaints about
‘Housing Costs.
STEP-BY-STEP

Using the Residential Zone icon 5 and the method for building Zones
covered on page ten, create new Residential Zones. In the photo below
your'll notice that the new Zones are laid out in a rectangular pattern with an
open area in the middle. As with the Commercial Zones, a Gift can later be
added to the center area to boost development of the surrounding Zones,
Fornow, add a Police Station to reduce erime in the area, That will help raise
Land Values, too. Make sure all Zones have Rail acoess.

1 £ 5]3’1-3!50“"

biggest concern will be

i howtofitenoughZones

&% onto the Landform to

f reach the population
| goal of 100,000,

o & .
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Your next goal is tﬂ reach a pﬁpula-
tion of 50,000 which 'l.ﬁ.lill pg.:tannu at
the Capital level. To do this requires
building more Industrial, Commercial
and Residential Zones, plus all the
services they require. You'll also add
anAlrport, a Stadium anﬂnmalf'hi.
and you will learm how o encourage
growth by boosting Land Values. As
your strive toward the Capital lavel,

the Landform of the Practice City will
begin to get crowded and a new set
of problems will pbague Yo,

Balancing the number of different Zones is vital to keep your city
arowing. The Total Screenis the place to get this information. Go to the
Information Menu @ and then to the Total Screen (5L The first thres
categories on the left show how many Resi-
dential, Industrial, and Commercial Zones
you've built. The best ratio is 2 Residential
Zones to 1 Industrial and 1 Commercial. Other
imformationincludes kilometers of Roads, Rails
and Power Lines, the area of parks, forest,
openland and water (which is useful when
picking a Landform), and the num-
ber of city services such as Police
Stations,
Schools,
Hospitals,
Power Plants
and so on.

Ral.-le the m.sqn of pour Zones. ;

Choose the Total Sclaer

LAND VAL.UES L)

_Landﬂa]uesmrﬂa}masﬂemendan
factors such as the! Qevalupmsntuf

a property and if the property isina

-goodnslglﬂmmmd ThelLandValue

of & property with askyscraper built
on it iz going 1o be higher than the
Land Value of a proparty with &
chicken coop. SimCity Land Values
work the same way. Well developed
areas are worth more than bess de-
valoped areas. Good locations also
add value, Areas nearwater, forests
of parks have higher Land Valuas
than arsas with high levels of crime,
traffic and poliution.  Land Values
are important in SimGity for two
reasons: first, taxes are based on
Land Values [(higher Land Values
mean rmore tax dollars); second,
Land Values influence developrment
of Zones. Residential Zones rarefy
develop well in areas of low Land
Values due to the problems that
causethelowLand Values like crime,
On the other hand, if all Residential
Zones arein high value areas, Hous-
ing Costs may become a problem.
You can solve Housing Gost prob-
lems by creating Residential Zones
inlowervalue areas of the city. A mix
of low and high value Residential
Zones will keep everyons happy.

J.fpr‘l:-b.'e.'n&&m e TG

faw o oo, which reduces the money pou have do
WO Rt

{;u to the Information Menu (B, the fdag Scheen
& and the Land Value Map ‘ tor wew Lamd
'.-?am'l.la-a
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'rm Wl{l(:ll’l‘ K m
GOLDRUSH

town surrounded by flalds of golden corn, Upon being elected,

changed all that. He immediately tried to attract people and
_]ObB to Guldrush, hoping that he could boost the value of his
GOTTL fialdsa,nd'lshenae]l therr,
but his lack of pla.nmngpmv&d.
disasterous, All along the Sil-
ver Plate Hiver,  industries
gprangup like weads and the
.surrounding Tand Valuea
dropped. Bince city taxces also
dropped, Mayor Cobb didn't
+have enedgh - money to-aild
the Police S8tations, roads and
parks ‘his expanding town
negded.  The problems  got
" worseand worse and the Land
WValtles continued to drop un-
't a prime acre of farmland
cogt the game as a fudgenicie.
. Mayor Cobb'sgold mine turned
cut to be full of fool's gold.

n-“:'mi fire, - Frwlies
frifmd & 220 & 220 100% 4
Falce Fomd = S0 & 20 10 el
Trunk Fusd & O % LT e b

=, azh

For years and years Goldrush, Nebraska had been a sleepy
- Mayor- WMile Cobb—the largest land owner in-the. arsa—

%ramm%mwwwﬁm
i inland. The inland Zones. should
blocks as shown in the photo.

Extra Police Stations will further add to

Land VE.'QE by keeping crime rates
the Stadiurn icon W, builda
hu&wumh& ; 'Dtu Thecuaaﬂf

The Bank first appears as a Gift, which means that vou can place the
Bank building on the Landform. The best place for the Bank is in the
heart of the commercial block to encourage the surrounding Zones to
develop. The Bank only appears if your total amount of cash drops
below $2,000. It allows you to take out a $10,000 loan, which you pay

back $5:DD peryear for 21 years. While the loan is being paid back, you
can't take out additional loans. Access the Bank through the Infarma-
tion Menu i and Bank icon E_

The Bank iz 8 special Gift. S vrlmmma'n'dam'u.umnﬂ Taka ouf a loan ﬁar.!.lﬁ‘l:lcﬂ.




THE Wl{l(:[l'l‘ l*lLl iS:
| LONESTAR g

- Lonestar, Texas was the home of rugged individualists who |
didn't like Tiving in crowded cities. They wanted the fesling of |

| the wida open plains in their baclkyards. If mankind had bf:en i
|| meant to have crowded cities, s
thay argued, he wouldn't ha.‘l.re
S been given Texas. Irma Biggds,
the mayor of Lonestar, took
pains to isclate every =zome
from-every other zone to keep
her voters happy. Well, when
| the skyrocketinghills for road
- maintenance came in, the vot-
ers weren 't 20 happy. The traf-

B

any A
] 3 place Commercial Zones with ' - Industrial
. Zones produce so much pollution when the}g ara_ I blmks maxwu Eh i
_'_]BMWB[IE anenatweanmamrfgﬂwblﬁ ]

: i DR ol ons Ve S @t fio Jams i aﬂsm‘;t;a%m%&g Etir are the warst prob-
DOUGHNUT BLOCKS trucks baking n the hot Texas | >
—sun.-Unlike Dallas or Houston, PO TAXES
Oneof the mest efficient patterns of blocks is the Doughnut Block, consisting ' no one ever built a skyseraper
of eight Zones around an open space. The open space s what makes the mmnﬁtar orabig factory, or 29%  CRIME
Dcughnut Block special. Ifyou place a Gift ar parkland in the doughnut hole, earzon for the ids, becanse Ehg
the surrounding Zones develop quickly and to high levels. _town couldn't grow large 1T#HPOLLUTION |

| enough to support them.

Purpamﬂmmem'e. G in ife o;znre_rareevm I‘a.r.
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mﬂw cursor box over the land
s framthe mtyamoss t}wc’mme! Ma:lﬁnmféti'ﬂlaﬂﬁ]lun& lamthl.lit-
bmds a Power Line so passing ships won't cut the lines.

How mayor e lecTad
A Tire ooour red!?
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‘& plane crashed!?
A& Forn
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: csa’[Emass mcemaoéam placeitin

mnrgacaputal yuuamhalfwayrmymn‘gm;-: )
3 the addition of an Mrpﬂrt Industnr is

"r'qta'].cﬂ 5 -:-::'.:.. il i
_éh‘naghd:. The best site is near the o

r:-v'\

e = -STEP L
ﬁ‘ﬁﬁﬂ 2 Doughnut Block using the E-nrnmamlal Zone icon & and fil ﬂn-
center with parkland % ﬂtyﬁﬂmelmaﬂlﬁﬁaa%mmﬂta{mmmm_ '.

o ANy,
"T A
‘-"-.1 '

the center. Run Rails around the out-
‘side of the block and make sure

i Knowing where population is high of low, and whara pmp!lea:e moving
_power is connected.

] will help you uncover problems in ;c-ur city
: planning. Gotothe Information Meanu nd the

Map Screen 5. Push the Population icon &
and two new icons appear: Population Density
Bl and Population Growth kil Minimum popu-
laticn growth and density might indicate prob-
lerms in anelghborhood, suchas Housing Costs
or Unemployment.

Make life a little easier! With Auto Bulldoze [ build
Roads, Rails, Zones and other bulldings over parkland
and forest without bulldozing. Auto Budget | g elimi-
nates the need to approve yearly budgets. Auto
Goto i takes you to the scene of a disaster. B.G.M.
| toggles
themuesic on
and off,

E‘m:- ar&l . ||'|:J.'r Graivth

The Goto & icon flashes when
adisaster occurs, Move the cur-
sor to it and push © to be taken
directly to the location of the
action.




- apopu
thest level you can reach in 1t
is alcsoynur goal. To reach that lave 3.

hile: I:-ecaua:e you need all t‘ha munmfyuu mgm‘m‘ S
¢ your population is big encugh to supply plentynfcash a‘té'u'ﬁn Imrlax'
. Enter the Information Menu. ﬂ'and choosethe Taxicon %1 Thetax rate

hdal i Fasd
5t e

Faquasted sratnd

.- | Tresrad s 296 % 296 100% S H Vasily Taxss Cadected
Clty Expendiues
[ y et AR T =5 EMJWEWIEQL@B‘I!“BS
i Q8 A: DEAR DR. WRIGHT: HDW i
HER |
DO | KEEP MY F’OPULATION FUNDING SERVICES S
- 5 Every year yvou will spend a certain portion of your cash an funding city
GROW{NG : : services such as Police, Fire and Transportation. SimCity automatically sets
| Many mayors F‘a::ll's-' reach the capital level of dwplnpmﬂnt r:.«nf-,r'tr} f|rm:£ the funding rate at 100%, but that percentage can be changed (using the
at growth suddenly starts to drop off. What | alweays tell H‘.ﬁ-m is, hE},, arrows) if you are desperate for cash. Although you can save ITbDFIE-'}" by
y unxpertnriapucnw" Thenltc-il tm;-zrntul ok tnrprr reducing the level of -
O funding, you will also R R
face problems of in- R e
creasing crime, fires P o 'IE-"M
that spread out of con- S i e
trol and Roads and “i'-h.;;,:_'—.-.-;;
Hails that fall 2part. Lok Palies fonding maens Fiadls datariorate without
higher came. LipesD.




| FlL.LlNG IT UP

The time has come to make use of the remaining empty areas of the

Landfarm. You need all types of Zones, but more Residential Zones than
Commercial or Industrial
sacrificed, as well. As Giits appear, place them inside the appropriate

" doughnut holes.

STEP-BY-STEP
© Create a Dovghinut Block of Residential Zones in the southwestern part of
the city as shown below, then create along block of Residential Zones along
the waterfront. Remember to add Police Stations and Rails. Even thuugh
some of the Rails are over water, 7

they still provideaccesstothe Zones,
Mew Industrial Zones should be
placed along the eastern shore be-
tween existing Zones, Fill the empty

lots closest to the water first. i B Bk

One of the most useful Gifts is the Landfill. It allows you to create a Zone-
size piece of land overthe water for $100.You can then build mors Zones
or other structures on the new land. Landfill only appears when you've
used up virtually all of the Landform space, then you'll receive three or
four Landfills in a row. The reclaimed |land is only large enough for one
' Fone, which doesn't allow space
for Rails, Reclaim land in the
southemn part of the city for extra
Industrial Zones. Pollution over
the water won't affect the city
and the jobs are a big bonus.

The Landiil Gif Bl = Ll

nes. Much of the parkland space between the
Industrial Zones must be converted, and the remaining forests must be

VING THE CITY

* Sormietimes you have to knock buildings down to:

make more efficient use of the exmtlngspa:caﬂrtu
‘correct a problem, In the Practice City you're

building, the Commercial Zones in the northeast
comer have become overly polluted. Develop-
ment has reversed and buildings are getting
smaller. Bulldﬁze the two closest factories and
build parks. New Indus-
trial Zones can be baitt
further away.

When two Commercial Zones are side by side
and they both reach the highest stage of devel-
opment, they become a huge, combined tower
called a Top, Tha same ocours with Residential
Zones. Heaching Top level should be one of
your major goals. Top buildings contain the
greatest population and ﬂl.’..'lﬁ'lll'lel’(:lla| concen-
trations. This is one =

reason why you build
the same type of
Zones next to each
other. Placing Gifts
near Zones can helip
them reach the Top
stage. Industrial
Zonescan't Topout.

Bath fonas must '-a:lE"l '-‘1-5
st laval

Wfith dFae mightt £ dnr.nm.,a an
ADDEITS,

FRNERRE



mon disaster is the Plane Crash, which

| FLOOD :
. SimCi can make. tshap- | Floods occur on undeveloped wa- |

5 _=mna’ﬂwmnmeakmmwim-
- vou least expect them. The most com-

terfrant property.
Az they spread,
buildings are

fires,

_m&mmﬂmymmeﬁdm{ﬁmm damaged and
~ Other disasters may depend on your | fires break out.

‘actions, or they rmay ma‘mrﬂm'nry
FIRE EARTHQUAKE
F:res.s;:readrapudlythrough bwaild- Buildings are reduced to rubble
ings if thera is and fires break 0
no Fire Station out all over the
nearby. Al di- city. This can be
zasters cause the mostdevas-

tating disaster,

PLANE CRASH
Planes tend to crash near the Air-

TORMNADO
The tornado cuts a swath of

. ¥grl]r mﬁd the Fure Department and make sure the city has good Fire
~ Coverage. Every block of Zones should have several power connections.
ﬂsapaﬂgsand bulldozed land as fire breaks. U&Hrstspslnch.ide dEVEioping
# ghnreimes to avoid
‘Floods; buitding the Air-
g:rtmtheedgenfmwn

¥ ce Plane Crashes

 and limiting pollution to. §
stop Bowser from show-
ing L.

Gﬁackaw Bl the Airport in @ safe plice,

EMERGENCY STEPS
[ Fire Control |

port. Buildings destruction
can be de- through your
stroyed and city, destroying
fires started. buildings and
starting fires.
MONSTER ATTACK NUCLEAR MELTDOWN

Bowser marches toward poliu-
tion sources, g
stompingevery-
thing in his path.
Fires begin in
many places.

When a Nuclear Flant blows, a
large area sur-
rounding it be-
comes radicac-
tive and useless
for decades.

Contain fires by bulldoz-
ing damaged and bum-
ing structures, roads
and rubble. Cruickly build
Fire Stations near fires.

Cities, like nations, are often shaped by great events.

Your city also has a history, and you can view the
highlights by going to the Information Menu & and the
History Screen 2. The History Screen lists the 10 mast

Use Power Lines toore-
store power to all Zones
that display the blinking
€. If you don't, Zones
empty and peopleleave.

recent historical events.

Once the fires are ouf,
bulfdozewrecked build-
ings and place new
Zones, Roads, Rallsand
city Senvices.




The peaple of Hoocares, Florida never thought a disaster could

The airport was located convendently in the heart of the oity,

city fire trucks were just wast-
ing their time. Then the earth-
gquake of '89 hit them like a
herd of buffalo stampeding
over a sandceastle. Of course,
the earthquake caused Timer-
cus fires and a nuclear melt-
dowr which wowld have been
bad encugh, but a tidal wave
flooded the city, as well, and

sion, airplanes kept slamming
= into the skyscrapers dowi-

town. The cne Fire Station
couldn't cope, perhaps because
it-had besn wiped out-in the
earthquake, and practically:
the entire city of Hmcares
Was lﬂﬂt-

| ’l‘lll' Wl{llxll'l‘ l*lLl ‘5. .ll(Hll‘Al{Fb £

happen t0 them. They lived in a beautiful town with lots of |
gunshine ‘and orange juics. Life was good. Their shorelines” |
_ywera wild and undeveloped, which made for excellent fishing.- 4+ | {

ami the Nunlea.r' P{:Wﬂr P’Jants kept the skiass clear of amog, The
i ] BT vahoos who tried to gsll the 7

with all the smoke and confu-

add parks all around th
mﬁiyﬂuwmgﬂnmg

build the new Plants.and
Zonesaspictured. You'll
need the second
Muclear Plant to avoid
Brownoats, which can
limit growth. ;

qﬂgﬂmmmaﬁawm"sm MMBMMW
- MORE SHORELINES _
. Some pieces of land seem worthless because you can't run Roads or Rails.
- tothem, even though the area might be large enough for a Zone. This is often
 thecasenearthe watermhereapamnsula Juts away from the maintand. Ifynu
build a Zone and run :
Roads or Rails along the
outside of the Zone in
the water, the Zone be-
‘haves asifithas access
o transportation and it
will devetop.

This ama looks warfhlags, Apcess iz the kay to davalnpment.




“Small nmdrﬁsaﬁi:m c‘f— :
ten make a big differ-
ence. To get the most
| out of every space
_S_Dmetrmas means Esecia)
switching Zones. For far— ="
_instance, if a Residen- '
_tial Zone is off by itself ==
“and fsn't developing, :
maybe you should replace it with an Indués-tnal-
Zone, or Industrial Zones can be replaced with
Commerciai Zones. Another method s to bulldoze
hospitals and schools In order te build Zones that  §
will develop. (A word of waming; if you bulldoze
too many hospitals or schools, a disaster is kely &
to oocur.) If a Top tower is bordered by a highly |
developed building on either end, bulldoze half of
the Top and reZone it. Mow you can get two Tops. m I S S ol R

inspect lets you see the stage of development of every Zone in your city.
Go to the top bar and the Inspect icon &, When you push @, a circle
appears. Inside the circle, Zones appear marked with their levels of
development. R-4 High, for instance, means it is a Residential Zone at
leved 4, stage High. Commercial Zones have five lavels, but Residential
and Industrlal Zﬂﬁea ha'nfe Dnl',r ft}ur ha\rels

r’uSI‘JE egmr'am':fns s
grows!

The ingpect IS8 GODAgTE

FPush the -'-'Ls.w"‘ fean, ¢

:'I'HECITY

_rjkﬂﬁia'-ac:hmg the Metropalis stage by now. Mast
Zones have reached the Top level of development.
igh m:ea!jng pollution hot spots aver the eastern shore, has
led needed nent. Mnstofynurﬁaﬁmntmz:mnez are also well
loped, although you could prabably use a few more Gifts. Public
~ Opinion shows that Housing Costs, Crime, Taxes and Pollution are not
' eonsidered big problems. Still, you may have trouble getting thamtyrtu grow
last few thousand p-ao;ﬂs needed to reach 1L:|IIB ﬂﬂﬂh;rrw can increase
; 3 TR your population sOueszing in a
Z2ZE LITLLS LA LI few more Industrial Zones and lower-
ing your tax rate to 0%, In the next

PLMLEC PTREDN

BSTATISSTICES
| ot o o1 sont | Porsenin 105920 chapter you'll explore the challenge
9% VES ik of creating a Megalopolls, and some
| T1% mo | Pty e of the technigues that make a Mega--

lopolis possible, such as stacking
Zones and forcing Gifts, can also be
used in the Practice City to boost
popLiation.

Caresers Matropolin

W are e marh prch-
a7
GamiLivel Easy

2P TAKES e
EPHCRINE E ibverall Ciry Soeve
1T FOLLUTION cerrant seere BES

VIEW &

TheView Giftis aspecial, commemo-
rative model of your city as seenfrom
an anghe. Go tcrtha top bar and the
Information Menuld, then to the View
icon &), You can scroll about the
View model, but you can't make
changes. it's just for show.

4 jamn
il [fman
i =
o
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MEGALOPOLIS (§

The ultimate goal of any mayor s to create
a MEQE]EIFH]IIE af 500,000 people. The Prac-
tice City is too small for such a gargantuan
_undertaking, but there are 1000 Landforms
that you can choose from when you start.a
new city. Allof the problems you've encoun-
- tered in the Practice City also occur on the
larger Landforms, but with larger cities, the
probiems are also larger, and sorme of the
probiems will be brand new, But don't get
too stressed out. There will also be benefits

spent ye
ntricacies of urban p!anmng be-

hﬂaﬁthwﬁn' his master- [

Wiighton. Asywcansm 1!1&

~ your small memu%tﬂ? : o
am ice

B Alfteranice s that Wrighton is on the

land, not an island, and a river

- Commercial Zones aren't in the
" heart of the city as they were with the
,';" Practice City. The strategy of build-

‘ing citles is much different on the
. mainland. Industrial Zones cluster at

- runsthrough it. You'll also notice that

thatyoudidnthavein the Practice Gity. New
Gifts will become available, and new ways to structure your city will becomea
important. In this chapter we'll tell you a few things that can help you reach
yourgoal, but it will take alot of experimentation on your part. You'll also learm
more about the Scenario Options of SimCity—disasters and challenges just
waiting to happen—plus we'll share some creative ideas that might openup
a whole new world of play.

¥ ».ﬁ'le edge of the Landform to help
diminish the effect of pollution. Corm-
‘mercial Zones form a ring around a
central core of Residential Zones. Of
course, Dr. Wright himself is the first
to admit that this is only one of count-

legs strategies a mayor can follow. mmﬂfmmm E.m

= TR Time plays several roles in SimGity. Only

a | owvertime will Zones develop, just like in real
cities, and it takes a mayor time fo solve
problems. Luckily there's plenty of time
available. You can play for thousands of
years of garme time if you want. I the future,
changes take place insomeof the graphics,
like the stadium. In the short term, you can
watch the seasons change.

¥ choaan't ook ke a Aegalapols yar But b chigve their goals

A paradha of sEason s &l the domed
Siaaiwm,




| ] i -] Mainland cities present new chal-

i | lenges and require new strategies.

; | The two biggest differences are that
you can build right up to the edge of
the Landform and thatyvou have ariver

Building along the edge of the Land-
form requires straight, efficient lines of
Zores and transportation systerns,
whereas building straight along river
banks is difficult. Rivers also act as
dividers In the city. For instance, In-
dustrial Zones onone side of the river
will not help increase population on
the far side. One of the great benefits
of building Industrial Zones alang the
edgesis that halfthe pollutionis off the
mapand doesn'taffect thecity. This s
veryimportantwhenit comestohaavily
poliuting industries, Airports and Goal
Power Stations.,

or rivers dividing up the Landform.

|
¥ 3
s ik

IDR. WRIGHT'S TIPS &
TRICKS

* Through diligent research and fiddling with SimCity, Dr. Wright has uncov-
- w-amﬁﬁm ways to pack in the population and get Gifts. *It's not
~ exactly cheating,” says Dr. Wright. “| prefer to think of it as taking advantage
. gf circumstances.”
 STACKING ZONES

Stacking Residential Zones is a great way to pack more Zones into an area

‘than normal. When a Besidential Zone has filled up one side with single family
. houses, bulldoze those houses and quickly place a new Residential Zone
~ over the bulldozed area. Stacking can greatly increase density of paputation,
but Zones can't reach Top level.

Y

FORCING GIFTS

A certain set of conditions must be met before a Gift appears. For instance,
if you build encugh exira Rails, you will receive the Train Statugn. The same
is true of the Gity Park (build parkland), Police and Fire HQ (build Pelice and
Fire Stations), the Bank (reduce your cash to less than $2,000) or the
gl == Amusement Park/Ca-
i, sino (build Residential
r‘ Zones.) Once you have
=== the Gift, you can bull-
w5 dozetheexcess Railsor
E Zones. This is a good
strategy if you have
mornay to spare.

Aecese the Tran Station

e iniatumms
AT
jmsme




‘develop, act as fire breaks between

short, building lots of parkland is a

SimCity as it is in your home town. Parklands have marny other benefits

-'gmdl You've already seen that par’rslahd ‘keeps Land Uﬁmnugh whiﬁﬁ in
turn reduces crime levels, You can also control pollution using parkland.
Major Roads with heavy traffic can be lined with parkland to reduce poliution
levels. You've also learmed that you can use parkland to extend the area of
usable space on the Landform by bulldmg alung tha shorﬂm& Another
_benefit of shareline parkland is that
it drastically reduces the affects of

flooding. Parkland can help Zones
neighborhoods and force the ap-

pearance of Gty Parks, which arean
even better way to boost Zones. In

great way to make your city grow.

Agmn city wi:h"many pmﬁsmﬂmamm piam'tq live. Th*am as true m

-l

~ heip
* with parkland, use Rails rather than

EGALOF'OLIS

alopolis won't! Much of your strat
mdmﬁmgaﬁaf water, the task wil
basic rules will help: mﬁuﬂwmmmhm
ollution, build Industrial Zones along ihaadganﬂhe
s and the stacking technique to S
centrate your Zones, use Gifts o
elp Zones develop, fill empty areas

will be based onthe
nmmahmg e
and reduce
, Use Fone

?;Eoeds
i

* MayorirmaSpeedy wanted Planless, Wash-

 easy being a mayor.

THE WRIGHT F lLl ‘! l‘IAN]J.SS

ington to hecome a Megalopolis as quickly
as poasible, As B student of mine, she knew
that commercial zoness ghould be placed
betwesn industrial Eones and residential
zoras, but she didn’t learn the most impor-
tant lessom of ergating a master plan. As
aresult, therewere clusters of industryall g
ower the map, surroundsd by commereial F
zones and residential zones. The city had &
o heart and none of the mini-cities reached
their full potential. On the other hand,
each of the mini-vities had few problems.
With a little’more work she might have
pulled it off, but some other thoughtless
mayor saved his (s
city and wiped out
Planlegs. It's nob

FUTELDC IR

wE YEN
Tl paE

W PO T




” SCENARIOS

There are six scenarios in Elmﬁlt'_.f plus two borus scenarios for mayors who
successfully solve the problems of the first six. Each scenario puts youin the

mayor’s office of a city with crippling problems or about to undergo a major
~disaster. But that's nat all. The cities all have secondary problems that must
be managed as well. In each case, you'll have a limited number of years to
correct the problems and get the city up and running again.

TOKYO

1 you read the opening
“chapterofthis book, you
already know the dev-
astation Bowser lsaves
when he stomps Tokyo. =
The other problems include pollution and an inefficient Road system.
Muclear Power will help, as well as spreading out industny.

SAN :
FRANCISCO [
The City by the Bay is [&
about tobe shakenbya §
major earthquake. You |
should expand Fire Coy-

erage and run extra Fower Lines between neighborhoods before the quake.
Afterward, you'll need to Oﬂnsolldate Zonas in the south and build an Airport.

DETROIT

The Motor City is seeth- §
ing with crime. You'll | 20%POLLUTION
needtobuild Police Sta- P e

tions and parkland then - | TRMIONES
ancourage industrial sz

development, which will lead to an increase in population. Funding is amajor
problem, and other disasters like flooding may occur.

What are the west proh-
fems?

I1 % CRIME

'_Due o greenhouse
- warminginthe 21st Cen-
. tury; Bio is about to be

? waterfront s themayor's

flooded. Developing the

first task, then dealing with crime, pollution and brmmm.rts AII thesa'
;:mblsems. occUr along with reiuwng floods.

BOSTON

When a Muclear Power
Flant in Boston melts
down, 3 large area of
the city is left uninhabit- ;
able. Your job is to de- :

velop other areas to replace the toasted industry. Pollution and ctime wntais:u
be & problem, and there's never enouah time or maonay.

If you manage to solve the woes of the previous six scanarios, you'll get
achance to take over Las Vegas after a UFQ attack. Unfortunately, you
don't have the technology to fight the aliens. After that is Freeland—a
Landform without rivers.
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Dealing with disasters and striving ta reach Megalopolis are two ways to play
SimGity, but there are many more. One of the most exciting ways to play is
o model your own town, or some favorite city, Ghoose a Landform that
rezembles the area of the city you want to model, then start building. Maybe

you wart to make improvements on the Los Angeles freeway system. If you

wantto create a SimCity version of Memphis or Londan, you can do that, too.
Or maybe you'd like to create the perfect small town, or a community of
towns! Some mayor's like to test out ideas, such as creating a city without
amass transit system that doesn’t have traffic problems. You can even use
SimGity to make pictures and designs. It's all up to you. Let your creativity
run free. Below are sample cities, some of them models of real cities and
some completely made up. -

GREEN JUNCTION

Green Junction, Arkansas iz asmall, country
town with a raiiroad station, fields, forests, a
lake and na industry. This would be a great
| place tolive, unless you needed to get a job.
Green Junctionis proof that cities come Inall
sizes and shapes.

FUN CITY

Fun City has samething for everybody. The S50
mayor of this town obviously s serious about 155
having a good time with parks galore, and
much more. The mayor's favorite super hero
stands majestically at the centerand he has
even bullt his own house hers, plus houses
for all his friends.

| buildings close to Mario and the freeway.

e

DMOND

Redmeond, Washington is the headguarters
of Nintendo of America Inc. It's a green and |8
pleasant place, but as you can see, there are §
.some traffic problems because so many
peopke want to visit. Nintendo HG is in the

PATCHWORK CITY

firm grasp of the concept of planning, but his
sense of colorand composition s truly im=
pressive. On the other hand, who says a city

has to be huge or practical? ;

The Mayor of Patchwork Gity didn’t have a &8

'ROUND BUTTE

Round Butte, Utah was built in a circle to

gircle up their wagons at night, it might not
be the most practical city design, but it has

portation network and high pollution.

commemerate the pioneers who used fo [}

grown steadily in spite of a plecemeal trans- S

DR. WRIGHT

Dr. Wright's urban self-portraitis not a func-

tioning city, but it demonstrates that beauty
5 In the eye of the builder as well as the
beholder. Says Dr. Wright, “1 always wanted
o leave ny mark on the world. Now I've left

rmy facel” o

PTIT
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GLOSSARY OF TERMS
Bank—A business that Ier:rdsmnney The SImCity Savings & Loan will lend
you $10,000.

B&nck-;-hgmup of zones placed next to each ather so that their sides touch.

Bowser—aA giant turtle who likes to destroy things, like cities. He is King of

‘the Koopas.

Brownout—When there is not enough energy being produced for all the
Zones, some zones don't receive any eneray.

Budget—The yearly process of collecting and spending taxes.
Bulldoze—To destroy a zone or structure using the Bulldozer icon.
Capital—A SimCity with a population between 50,000 and 100,000 citizens.
City—A SimCity with a population between 10,000 and 50,000 citizens.

Commerce—Businesses that provide services such as repairing Ts,
selling clothes ar making loans.

Commercial Zone—A zone in SimCity whare commercial activities take
place and develop.

Crime—aAny illegal activity. In SimCity, high levels of crime cause problems.

Current Funds—The amount of money you have after taxes have besen
collected and services are funded.

Cursor—The box orhand that vou can move about the screen to build things
or choosa game options.

Developed Zones (Undeveloped Zones)—~ones with larger buildings that
contain greater population. An undeveloped Zone has no buildings on it.

Expenditures—NMoney spent for city services,

Fire Coverage— The area protected by a Fire Station or all the Fire Stations
in a SimCity.

Funding—The yearly amount of money spent on a Government Service
such as Police or Fire protaction.

70

A smmture: such as a Library or Expo that the mayor r‘eee:vm whien
in conditions are mat, As mayor, you can prasant this Gift to the city.

6 sovernment—People slected to make decisions for the entire community.

In SimCity, the mayor is the government.

" ;Guwmmsnrms—ln S-lrnG{t-,r, Police and Fire protection plus trans-
h portation maintenance are services provided by the city.

~ Hospitals—Hospitals appear in Residential Zanes and do not develop

beyond their original form.

~ Housing Costs—The relative cost of aresidenca. In SimCity, housing costs

‘become higher as Residential Zones reach the highest |evels of develop-
et

% lcun-—,ﬂu. picture that represents an action or a thing. SimCity icons ane used

‘o build zones, buiidings and to access game options and information.

Industrial Zone—4 zone in SimCity where industrial activities take placs
and develop,

Industry—Businesses or factories that create products such as cars, yo yos
OF Video games.

Landform—The map on which you build in SimCity is called the Landform.
It consists of fields, forests and water.

LandValue—The price of a plece of land. InSimCity, LandValues araviewed
on a scale frarm low to high value.

Load—An option that let’s you resume a game that has been stored in the
Game Pak’s memory.

Loans—Borrowing money which must be paid back.

Mass Transit—#A systemn of railroad tracks and trolley cars that move peopte
around a city,

Master Plan—An overall strategy for locating the different Zones and
faciliies in a SimCity.

Mayor—The highest elected official who makes decisions for a city. In
SimCity, you are the mayor.
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Megalopolis—A SmCity wih & papulaton of at eas! 500,000 cfzens.

Menu—A set of options from which you can choose. The Information Menu
lets you pick different types of information to view, such as maps or graphs.

Metropolis—A SImCity with a population between 100,000 and 500,000
citizens.

Met Migration—aA term usad in the Voice Screen to indicate how many
paople have moved into or out of your city during the |ast year.

Police Coverage—The area protected by a Police Station or all the Police
Stations in a Simcity.

Pollution—Wastes from industry, airports and traffic. In SimGCity, heawvy
pollution may cause problems.

Power—In SimCity, power refers to electrical energy which is used by all
zones. Power Plants create the eneray and Power Lines transmit it to the
Zones.

Practice City—aAn option in SimCity that lets you build a city on a small
iskand.

Public Opinion—\What the voters of your city think of your job as mayor, and
what they think are the worst problems in the city.

Rails—The track for & mass fransit system,

Residential Zone—A zone in SimCity where people live and where schools
and hospitals are located.

Save—An option that stores the current game so you can resume play later.
The battery in the Game Pak lasts approximately five years.

Scenario—A SimCity option in which you manage a crisis in & model city.

Schools—Schools appearin Residential Zones and do not develop beyond
their original form.

Side Bar—The double row of icons along the left side of the screen that are
used to build things.

SimCitizen—Someone who lives in a SimCity and likes to complain about
things.

72

P

Jation—A model that represents a real thing such as a city.
cial Income—Money recelved each year from Gifts such as the Zoo.

Taxes—A yearly payment by citizens that is used by govermments to pay for
rvices fike Police protection.

' Tax Rate—A percentage of income that determines how much tax your
~ citizens pay every year. [

. Top—The highest level of development for zones In SimGity. Two zones of

' tha same kind must be placed beside each other to achieve the Top level.

. Top Bar—The row of green and black icons along the top of the screan for
controlling the game and getting information.

Town—2~ SimGity with & population between 2,000 and 10,000 cltizens.

Traffic—The amount of cars on the roads. In SimCity, heavy traffic may
cause problems,

Unemployment—When there are more citizens than jebs there is unem-
ployment. To reduce unemployment you must create jobs.

Village—aA SimCity with a population between 0 and 2,000 citizens.

Voice—Public Opinion in SimCity is viewed in the Violce Screen in tha
Information Menu.
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(' GAME SCREEN

Diate Top Bar

Population
Cash On Hand

RCI Meter

CUrsor |
Side Bar
Cost Of Operation
Operation

Forest
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COMPREHENSIVE:
Shawa asch ype of Jome.

:
B Resideniizl:
a Y| Shows all Aeaidantisl Zonds.

Eﬂmaﬂ{‘ammmal Zonas.,

T Industrial;
LW Shows al Indusinial Zones.

'L~ | POWER LINES: /
T ['_ Shows @l Powar Lines,

—T ROADS & RAILS:

Smc}ws all Raads and Aails

POPULATION:

Your can chiase fo see aifher

N Poputation Densily or

B Fooustion Growth.

@m

=

3

POLLUTION:

Doliuhan density.

CRIME:
Fhows areas of igh
a1l oW e

LAND VALUE:
Shows Land Vaitas of cily.

GOVERNMENT
SERVICES

Fire Coverage:

Shows arads proleciad

by Fire Statfang from fing
Puoiice Coverage:

Shows areas prodected

by Polce Stafions from crima.
SCALE:

Calor codag areas for
IRANTTLIM @nd i

MAP TOPIC:

Jdandines the cumant iomc.




GAME SPEED MENU:
The four options are Fast,
Medium, Slow and Pause,

R R T T e AT T L e e R T i L T

| AUTOMATIC OPERATIONS MENU:
Bulldoze, Budget, Goto and _
Background Music canbe acti- =
vated automatically i you turn

thern on,

v

L e G T e T s

DISASTER MEMLU:
Each of the six disasters can be acti- §
vated by itself or with other disasters, =8 =8

Disasters cause fires and destruction of 5

buildings and Zones.

INFORMATION MENU:

Infermaticn about your city and the people who live in it is

MAP SCREEN

\iaw the alfy in new waye Look far
probiem anss and areas that nasd
[rowif.

GRAPH SCREEN
Sag how the cily changes

ovar dimu,

TAX SCREEN

Baf tax ratas ang confm!
funding far qovermment
= e

VOICE

Pubiic: Opéinion is falfied. Ofhar
information inclides cily popudation,
migratian, and game scon

available in maps, graphs, polls and other forms.

f TOTAL

E An inventary of yaur cify Fsis the

Senmme  [oial number of zones and odfar
strusiunes,

E HISTORY
The ben mosl recent impaoviand

evants of the city ans shown,

BANK

Accass 1o & §T0.000 fnan.
VIEW

A el of the eity,

76

SAVE/LOAD Load: You can load
Save your cumrent gama cities quickly.
or Load an earlier game Save: You can

.......

The Inspect Lens lets you peer at a Zone to see its lavel of
development,

GOTO
Go quickly to the site of a problem or disaster.

ROADS $10 ($20 OVER WATER)

4 Build Roads to give Zones needed access to other parts of
the city. A Zone won’t develop unless ithas access toaRoad
or Rails.




Rhll_.s $20 (540 DVEF! WATER] o CJDMNERCIAL IGNE $100

= Avoid the problems of Roads—pollution and traffic conges-
" tion—by building & mass transit system with Rails.

SR Al S e B T

IHDUSTRIAL Z'DNE 5100
Products are manufactured in Industrial Zones. Mot many

people live here, Development begins with workshops and
ends with factories.

FGWER LINES $5 ﬁm OVER ATER]

Connect Zones to a Power Plant using Power Lines. A Zone
without power won’t develop, and other structures like tha
Zoo nead power to function,

TN e et -1 50yt R e BT i A S Lo 3 Ly e 1 8 T A i e Ler ] o ks

PARKS 310

An area of parkland consists of either lawn or a tree and
increases Land Values in surounding areas. Parks also
decrease pollution.

F"DL!CE STATIQN 5500

Yearly funding for each Police Station is $100, but you can
pay less if you dare,

¥ Most people live in Residential Zones. Development begins
e with single family houses and ends with huge luxury apart-
| ment towers.

A Fire Station provides protection against fires in nearby
o Fones. The closer a Fire Station is to a fire, the faster the fire
will b put out. Yearly funding is $100.

":""’afx’-' Each Muclear Power Flant provides enough electricity for
2l 120 Zones, but if they melt down a large area of the city is
useless for many decades.

will help Residential Areas develop, but it also increases
| traffic.

| Build a Seaport to help boost development of your Industrial
| Zones. One Seaport is all you need, and it won't make any
| difference if it isn't built by the water,

Build an Airport to help Commercial Zones develop. The
drawbacks are high poliution and the possibility of planes
crashing on your city.

COAL POWER PLANT $3000 | GIFTS $100

Each Coal Power Plant provides enough electricity to keep There are 15 Gifts that appear from time to time in ”."E Gaime,
40 Zones running, but they create high levels of pollution. As the mayor, you can present these Gifts to the city. Many
have benefits, but some have hidden costs.




CHARTS

- SimCities grow only if the individual Zones mrrﬂ‘n them develop fram low

/{/ ZDNE". '

stages tohigh stages. Your goal =hould be mrytodeuelop allof w::ueras

to high stages.
RESIDENTIAL

Residential Top.

Commercial Top

Top levels of Zone deval-
opmentarereached when
two Zones of the same
type (either Residential or
Commeraial) are built next
to each other and reach
the highest stage of de-
velopment. Note that the
Low, Mid, Upper and High
stages match what you
see in Zones using the
Magnify Lens.

'-?LANDFORM MAPS

There are 1000 Landforms in SimCity from which
-,ruu gan choose. Below are pictures of thefirst 100
and 50 more of the
mostinteresting Land-
forms. Each Landform
has different amounts
of forest, water and
land. & Landfarm with
lots of water provides
more of & challenge
for reaching high
L, popuiation goals. To
see how much fand
and water a Landform has, choosa the Landform
and look at the Total Screen in the Information
Menu.

Nismber 28 Nurmbar 30

r-.'uln.'.u:-r 25
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WARRANTY AND SERVICE INFORMATION IS,

You may meed only simple Instructions lo eomect 8 prablem with cur produsl. Call the
Consumer Assislance Hotline at 1-800-255-3700 rathar than going bo your relailer. Fours of
oparafon s b am. b8 pm, Packc Tme, Mondey - Safurday, 8nd 8 a.m. to 7 g, Packs Time, an
SBurdays (lioe subjeot o change). I the prablam carnot ba sohed cvar e telephone, you 'wil be
oftered express lacloey sedoe thraugh Mintendgs or neferrad 10 the neansst NINTERNDO ALUTHORIZED
AEPAIA CENTER™. . Pleese do nal send any products 4o Mintendo without caling us first.

HARDWARE WARRANTY

Mirdando of Armarica inc. (MNirenda”) warrants 1o the orignal puerchasar that the hardwana product
shall ba frae from dedects in mabarial and workmainshio far bwebea [132) manths from e date of
purchase. M & dafact coverad by this warranty tocurs during this warranty penod. Minkands ar a
NINTENDO AUTHORIZED RERAIR CENTER will repair the defactee hardwane product or
compenent, frea of charge. The ariginal punchaser i enltited to this warranty ondy # the dete of
purchase & ragistenad 81 point of gale or 1he sonsumes can demansieaie, ta Minkando's
salisfaction, Bal the product wage purchasad within the kst 12 marbes,

GAME PAK & ACCESSORY WARRANTY

Nintendo sarrants o tha omginal purcheser that the peoduct {Game Paks ard accessories) shall be
fres from defects in matedal and workemanship for a pericd of three (3] months from the date of
purchase. I a dafect covarad by this warranty socure durirg) Bhis thres [3) menth warranty. pericd,
Nintende ar a MINTENDO AUTHORIZED REPAIR CENTER will rapair lhe defecive prodiact, fres
of change.

SERVICE AFTER EXPIRATION OF WARRANTY

Please call the Consumar Assislance Hotine &1 1-800-255-3700 for tredble shoaling assislance
anar referral by e neanest MINTENDO AUTHORIZED REPAIR CENTER. I s0me nslances, it
fmay benecessary far yawu e ship the completa product, FREIGHT FREFAID AND INSURED FOR
LOE3 OR DAMAGE, ta the nearast sarvice location, Please do notsend any preducis to Mintendao
wiEnout calling us first.

WARRANTY LIMITATIONS

THES WARRANTY SHALL NOT ARPLY IF THIS PRODUGCT: {a) 5 USED WITH FROCLCTS MOT 20LD OR
LICENSED BY. MINTENDO [INCLUMNG, BUT NOT LIMITED T, MON-LICENSED GAME EMELUNGEMEMT
AMD COFER DEVIGES, ADAFTERAS, AND POWER SUFFLIES): (b} IS USED FOR GOMMERS1L
FLIRPCEES {INCLLCING REMTALY (115 MODIFIED OF TAMPERED WITH; (d} 1= DOMAGED BY
RMEGLIGENCE, ACCEDENT, LWRAEASCMARLE LISE, OF BY OTHER CALXSES UNRELATED TO DEFECTIVE
BATERIALE OF WORKPMANEHIE: O (5] HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OF
FEMOVED.

AR APPLICABLE IMPLIED WARRANTIES, IBICLUDING WARRANTIES OF MERCHANTABILITY ArD
FITMEZS FOR A FARTICLL LR PURPDSE, ARE HEREBY LIMITEL IR DURATION TS THE WARRAMTY
FERKIDS DESCRIBED ABOVE 12 MONTHS OR 3 MONTHE, A5 APPLECARLE). N MO EVENT SHALL
MINTERCED BE LIABLE FOR CONSEQUENTIAL 05 INCEDENTAL DAMAGES RESLULTING FROM THE
BREACH OF ANY IMPLIED DR EXPRESS WARSANTIES. SOME ETATES DO MOT ALLOW LIMTATIONS
O HOW LOHG AN IMPLIED-WARRSHTY LASTS DR EXCLUSEN OF COMSEDUENTIAL OR IMCIDEMTAL
DAMAGES, 50 THE ABDVE LIMITATIONS MAY NOT APFLY TO ¥oU,.

| kv, ared you minye @ksc hawe ather rights which vany irom siale 1o stale.

This wasranty ghves w
v tha bk coveral this boatd ol
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I ThE wnTaly i only wlkd i e




BIOGRAPHICAL
INFORMATION.

1. Wright enterad the grawing fisld of
SimSity Degign in the mid 803 altar an
unhappy. career s 4 chemist creating:
naw hair coloring formulas, About this
time, a graup of Programmers wele
lncking for scientists to research & phe-
nomenal naw game called SImOity: With
advanced degraes in Urban Flanaing
Computer Alded Design and Nintendg :
Ggme Counssling, Dr. Wright was the clear cholze to head up the expenrnentaﬁ
team. His insightful studiss into the cause and effect of SimCities and their
mayors have besn recdgnized as the benchmark in the field. Among his
many finds ars thearias explaining why new SimGity mayors can’l stop
playing the gama snd why the  SimChicken crossed the tead. Dr. Wright
Hves with his famh.r in atowsn he dasipned and bullt from envircomentally
sale wlcker,

eh 1T A 33 g "_ir g
PERSONAL FACTS:
1Q: - 1000
Height: Finches A
Education:  Marioc State University BA. Ma, Phd, DDS, NES, Honorary

Frofessorship of Deep Thinking s
Hobbies: F-Zera™ racing, sj-:ydhring with Filatwings™, and Yoshi
riding
Past Titles; National TrafficCoordinator, Prasidantoftheﬁociety for
the Preservé*ﬂnn af Anliqis Plu:nbmg
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Mintendo of America Inc.
: F-‘D Box 957, Redmond, WA 98073-0857 U.S.A.
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