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INTRODUCTION

Welcome fo o world you create—Sim(ity "4 Whether you dre an experienced Mayor, or ore just
entering the world of ity planning and politics, Sim(ity 4 offets unparalleled opportunities to
create the meiropolis of your dreams. Or, if you prefer, you can destroy that visionary city with a
fiery meteor shower. The possibilities are endless. G

Are you a Mayor who yearns fo be loved by your citizenry, or one whose name insiills fear in
Sims's hearts? Does your vision include building an industrial empire, o sleepy ograrian
community, or u cutfing edge eco-friendly metropalis? With SimGity 4, your pawer extends from
the god-like creation of mountainscapes to the adjustment of funding levels of a local elementary
school. And why stop ot playing a single city? Sim(ify 4 lets you design and play interdependent
cities within o region. Create a heavily commercial metropolis surrounded by upscale suburbs and
forming communities, or a region of smaller, specialized fowns that depend upon each other for
shared resources. Don't get too carried away with your newfound powers, though. Just becouse
you can plop the Great Sphinx in o downtown park or cause lightning 1o strike o particularly

despised business does not make you a successful mayor. To keep your city running smoothly, ynu' '

need fo make it prosperous and u desirable place for your Sims to live.

You'll know if your ity is a ploce where Sims hope to establish family trees. They tell you. They'l
let you know that the nearby dlinic is having problems, or that they are very happy with the new
restaurant on the nearby block. If you raise faxes, they may complain. If they live near a source
of unchecked pollution, they ll get sick. If they can’t get u job, they'll move out of the city
aogether! In the ideal city, your Sims will work hard, die peacefully at a ripe old uge, and pass
the forch fo the next generation.
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With SimCity 4 you are able to import your favorite Sims from The Sims™ to live in your city! If
you haven't created your own Sims, we've provided some individuals for you 1o follow os they
give you the inside scoop on what's happening in their neck of the woods.

Sims are not your only source of information. You can spend a lot of time just touring your city in
wonder. As night falls, street fights illuminate neighborhood sidewalks. Buildings in neglected
areas of town deteriorate, but their condition improves if the aren hits an economic upturn. You
hear the strident voices of striking workers, ond the happy bustle of kids going to school—and see
all the minivans dropping those kids off as the doy begins! Populate your landscape with herds of
wild-animals and you may encounter o herd of elk making their way through town. At every

level, your city. gwm ]ruu information about how your decisions are affecting the lives of your
titizens. '

Be o I‘mrdwurkii’ag sdlnt of 0 Moyor, or inflict oll the evils of the world on your poor, unsuspecting
Sims. Either way; every decision you make will hove losting implications. With experience, and

Sims squawking with advice and opinions along the way, it won't be long before you are the
Mayor of your dreams.

For mare info about this and other fitles, visit EA GAMES™ an the web af www.eagames.com.
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WHAT'S NEW
CITYSMARTS
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What's a successful city? That depends on you. Want fo grow a huge manufucturing strenghold, or
do you prefer holding the position of Mayor in o more lnid-back suburh near an orea of high-fech
industry? The outcome of each city you build depends on the sirategies you use as Mayor. What
sorts of Sims will want to live in your city? What jobs will they want? s not only about building o
city with high population figures anymore—it's about building o city that works for the Sims and
businesses that inhabit it. T -

s you build, always keep in mind three basic tenets of city development: demand, desirability,
and demographics. What kinds of businesses are needed in'your city? What kinds of people live
there? '

What sort of workforce is needed to run the businesses in your city? Do your industrial employers
aeed workers who will toil for pay af the low end of the scale? And what about your Sims? Are
they looking fo put their hard-earned college degrees 10 use in more skifled, higher paying
positions? Both situations create demand for certain business types in your city:

Within your city, certain neighborhoods and districts will attract certain types of Sims and

. businesses. The relative attractiveness of each area is its desirability. Gity duta views allow you
to frack how each area in your metropolis stacks up in the ratings gome. Good schools, low crime,
excellent health focilities and low pollution? Chances are you've created a neighborhood desirable
to higher wealth Sims. A busy infersection near several diverse residential districts? This area may
be desirable to different levels and types of commercial businesses. Tweak local development to
attract the citizenry you desire, and o provide them with better paying jobs.

Sim(ity 4 makes it easier than ever for you 10 keep tabs on the demographics of your
population—so you can monitor median age, economic siatus, health, levels of education, and
general sense of well-being. View data from o specific locale, city-wide, or as a frend over fime.
How are you doing overall? Check out your rafing os Mayor, and Sim rofings of city services. With

all your mayoral powers, you will have n trouble keeping your fingers on the pulse of your city
and all its neighborhoods.

TIP: A hint to all successful Mayors out there: If you really want a

smart city, develop a demographic of smart Sims. Don't duck
out on your education system. Thats real city smarts.
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GET IN THE GAME

WANT TO JOIN THE #1 INTERACTIVE
ENTERTAINMENT COMPANY?
VISIT EA RECRUITER AT HTTPY/JOBS.EA.COM.

STILL A STUDENT?

CHECK OuTtT EA ACADEMY AT HTTP//EAACADEMY.EA.COM.




LOOK CLOSELY: LOOK LOCALLY
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You need o think both globally and locally in your position s Mayor, because your dedisions in
SimCity 4 affect bath arenos. Watch your neighborhoods. Are the buildings deteriorating? s
pollution especially bad in one area? Is the elementary school on the east side of the city lacking
in funds? Not only do your civic services have local budgets, in some cases, they even have local

 toverage. As you view your dify from your omnipotent perch, take in this information and
respond fu it. Local conditions can quickly have global effects.

Traffic is more responsive as well. Sims fill the roads for morning and evening commutes, and
search for the most ime-efficient route to work. Traffic is heavy in industrial areas, and inter-city
commuting is visible when connections are made. If you have not designed good fransportation
networks, your citizens will let you know, and you will see rush-hour traffic jams in areas where
commuters converge. Heed city data views, listen to your Sims, and watch the road! Cloverleafs to
the rescueif you have the budget. |
As your Sim's eye view of the city unfolds, notice the wealth of detail your ity provides. Crime
scenes are designated, cars get backed up af busy intersections, and fire trucks leave their

- garages when dispatched. Well-to-do neighborhoods are bright with tended flowerbeds, while
those in lesser-off lacales make do with scruffy weed patches. The more you tune your ears and
eyes fo your Sims and their surroundings, the more you will see.




REGIONS: PLAYING THE BIG PICTURE

SimCity 4 offers an entirely new way to interact with SimNation. Gities are na longer played in
isolation. Your city can now be part of an inerconnected region of ities which depend upon each
other for optimal development and functioning. Want to create several ritzy bedroom communities
outside of a larger urban industrial center? Plan on the regional level—sharing resources and
spreading growth, establishing transportation networks—and create a huge megalopolis!

GOD MODE: ZEUS HAS NOTHING ON YOU

E e ::

The really big picture. God nmtlggiir'ﬁs.fuu move rtroklo u:raaieand destroy g Byvor bofere i

SimUity 4 offers u veritable urtist's polette of fools with which you can shape the foundations of
your ity Canyons, gentle ralling hills, rugged shorelines eroded volcanoes, vast forests, even o

high plain populated with rhinoceroses and giraffes—all become possible with terrain editing tools.

(reate large-scale londscapes or fine fune a section of coustline.

For those of you who take a dorker view of higher beings, know that your powers of destruction
are such that you can not only unleash disasters, but direct where they impact. Steer that twister
so it hits that mega-pollufing industry head on. Hurl a lightning holt to destroy the home of o
particularly bothersome Sim. If targeted destruction is not your thing, you can always obliterate
your entire city in o cataclysmic event which wipes out all fraces of civilization. Nice.
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Speaking of darker views—you can make it very dark in your city, all the fime. Choose o view
your city in perpefual night, or let your Sims bosk in eternal light. If you decide to cycle between
the fwo, you and your ditizens can enjoy the magic of dusk and down.

MYSIMS: A SIM'S EYE VIEW OF LIFE IN
YOUR CITY

-

This is big. This is personal. Your cifizens are no longer faceless litfle beings milling about. You've

abways wondered how the Sims you've created in The Sims would fare in a city. Now you can
 Iransport fhose beings into the metrapolis you have built (or use the customizable Sims provided
_in the game). Find somewhere for each Sim to live, and watch as they take on the aspects of the
,. house and neighborhood in which you have placed them. You won't be able to control your
: beings direcily, but build o toxic waste dump in their backyard they'll be affected. Your Sims lef
you know ahout everyihing ond anything that is happening 1o them—from news that their house
was mysteriously destroyed while they were af wark to how they rate the local fost food joint.

< Can't wait o start sending your Sims 10 live in your new city? See the section on MySims later
i ~in this manual. '




GETTING STARTED

The following section helps you novigofe the opening view of SimGity 4 and infroduces you fo the
in-game tutorials. s F

REGION VIEW

And in the beginning. . .there was the region. This is your opening view'of SimGity 4:¥6u see o
paichwark of different-sized city files, some already developed. The cities i this patchwork define
one region. Each region is comprised of different incorporated or unincorporated ifies.
Incorporated cities are those that have been developed and saved. Unincorporated-ciies are
waiting for you to bring them fo life. You can choose fo play the region us-a conglomerate of
interdependent cifies, or as isolated communities. '

You are not limited fo one region. Several different regions are available fo-you right now. Or
create your own! Just as you can create entirely different cities, you can create regions that
resemble anything from the plains of Africa to the U.S. Pacific Northwast. :

You can take over as Mayor in one of the existing cifies, or found a new ity from Strﬂﬁ:l. What
sort of city will you build—a smaller community surrounded by-an ocean, o medium-sized burg
next fo an existing fown? Or do your dreams run to larger scole—building the glittering

centerpiece of an inferconnected megalopolis? Choices here affect gameplay loter. Ah. . decisions,
decisions.

Each region displays the name and total population in the lower-left corner of the view: Access the -

following functions from Region View.
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REGION VIEW OPTIONS

(REATE NEW REGION SHOW CITY NAME
LOAD REGION SHOW CITY BOUNDARIES
DELETE REGION

CREATE NEW ﬂ!ﬁ‘lﬂH Name your new region, and choose its initiol terrain—a palette of
ploins or water.

LOAD REGION Load a soved region for gumeplay. There are several available for
| you fo choose from.

 DELETE REGION Delete o region.

SHOW CITY NAMES Check-hox 1o view city names in region.
SHOW BOUNDARIES -~ Check box fo view city houndaries in region.

INTERNET OPTIONS

CONNECT T0

WﬁESIM{Iﬁ.Eﬁ[DM SIMCITYSCAPE

Share your SimCGity experience with other mayors ot www.simcity.ea.com

s Connect to www.simcity.ea.com: Click here to connect with the SimCity website.
3 Connect fo SimCityscape for Internet Play: Click here fo check out what other Mayors are
doing with their cities, ond to play cooperatively online.

QuIT
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3¢ Quit: Click fo-exit Sfm{ily:i =




GAME OPTIONS

i S
PLAY OPTIONS

AUDID OPTIONS
GRAPHIC OFTIONS
-~ PHOTO ALBUM
L CKMERA MODE

Not necessary to begin gameplay, but once you become a veteran Mayor, you may want to
customize certain aspecis of your experience.

CAMERA MODE Enter Camera mode fo take snapshots of your developing city.

PHOTO ALBUM View stored snapshos.

GRAPHIC OPTIONS Set optimal settings for your computer.

AUDIO OPTIONS Set sound and music settings, or customize your own playlist o add
another level of drama to yourcity:

PLAY OPTIONS Set different default settings for gomeploy.

IN-GAME TUTORIALS

Everything you need to know to hecome fomilior with your god-like or mayoral powers.

TIP: Since this manual concentrates primarily on strategy, new
mayors should go through the in-game tutorials to learn the
basics of city building. Even experienced mayors may pick up a
few new ftricks. s S

TERRAFORMING TUTORIAL

Ready to raise mountains, gouge canyons, and unleash eroding winds fo sculpt your landscape?
The terraforming tutorial introdutes you fo your god-like powers over the lond.

%¢ Open Tutorial: In the opening region view, click on the ity tile with the bouncing red arrow,

the Terraforming Tutorial. When the Gty Launcher appears, click the blue Play button to load

this city. Once you've entered the tutorial, follow the on-screen prompts. You can exit of any
fime. '

'\.'II'\-H-I. L ]
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MAYOR TUTORIAL

Everything ',ruﬁ-:i:?.-n'ed fo know to begin building your city.
3¢ Open Tutoriak: In the opening region view, dick on the city tile lobeled Mayor Tutorial. When

the City Launcher appears, click the blue Play button fo load this city. Once you've entered the
- tutorial, prompts will guide you through. You can exit a any fime.

"PLAY A DEVELOPED CITY

PLAY THIS CITY
DELETE C1TY
IMPORT CITY

SimGity 4 offers o few already dﬂelupad cilies in Iha initial region view. If you want to tuke over
from a previous Mayor, check out the city statistics first. It's always wise to know what you're
“gefting into. _

%% Select City: Hover over your chosen city file. The boundaries will be highlighted.

% View City Statistics: Click on the ity tile ond the City Launcher will appear—with current
account balance, mayoral rating, population, as well as numbers of commercial and industrial
jobs.

3 Play City: To play the city, click on the play arrow.

% Import City: Click to import g saved city from another rﬂgmn of one that you downloaded to
the selected sife. L |

5 Delete Gity: Click tu&anliﬂmt:ﬂ]r 1o oblivion.




ESTABLISHING A NEW CITY

You've decided you don't like fo tread where others have roamed? It's a new cify or no city?
Here’s how fo get the creation process going.

First choose a locotion for your new city. Do you want o build next to an existing metmpulls—ln

'ill'hllth case you may share geographic features and resources with your nmghlmr—m in: splendid
isolation?

%% Choose Site: Click on any of the open cify files. The City Launcher appears- .

%< Play City: Cick on the play arrow fo enter ferrain-shaping mode, whﬂre your mil dat&rmme
the physical characteristics of your city.

% Establish Gity: When you have created the landscape you desire, click on tha Mayar Mode
button to establish your city.

|
|
}
;
|
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RESOURCES FOR MAYORS:
WHERE TO GET HELP

EXPANDED TOOLTIPS

HELP_BALLOON

AFFETEILE
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- SiiCity 41 eusy 1o explore on your own, especially since almost every function is accompanied

by an expanded toolfip. Expanded tooltips identify the function of tools and data panels, tell you
how o apply it, and often provide a fip for gomeplay.

Once you-are familiar with all mayoral functions, you can turn the Expanded Tooltips off in the

Flwﬂpﬁmzs dialog.

OTHER RESOURCES

SIMCITY.COM .

Thare is no way to-explain all the possible permutations or events of Sim(iy 4. That's definitely o
big part of the fun, You'll lear most by playingthe game, trying out different strategies, and
through growing (and destroying) many different cities. So where do you go when, inevitably,
questions come up that aren’t covered here or in the gome?

3% Visit the SimCity 4 website ot wwisimeity.ea.com. Beginning and advanced mayors find this
- site useful for honing their adminisirafive pawers.




SHAPING WORLDS: GOD MODE

MYSIMS MODE
MAYOR MODE
GOD MODE

SimCify 4 gameplay takes place in three main modes: god, mayor, and MySim. The rest of this
manual addresses the game functions available in each mode—starting, of course, with gnli mode.

Where else?

God mode encompasses three major fundions—creation, destruction, and power aver ﬂlﬂ sun. In
your position as almighty Mayor, ore you a benevolent higher power, or a dark force of
refribution? Or perhaps you find need to exercise both aspeds of these persanalifies.

LANDSCAPING ON A REALLY BIG SCALE

God mode gives you the power fo alter the face of the earth. Call forth islands from the sea.
Cause centuries of erosion in mere seconds. Gouge mighty canyoris. Hf's all possible.

The Terraforming Tutorial teaches you basic terraforming. Access this tutorial from the opening

region view. Use the tutorial to familiarize yourself mih your fools, then hemma 0 Iunds:npe X '
artist of unprecedented powers.

«» Mojor terroforming occurs before you begin playing your city. God-like terrain shaping taols
are no longer ovailable during city play. As Mayor you can landscape with o limited set of
terrain fools but they will cost the city precious funds. So unlock your creativity umtl dﬂsmn the
- land of your dreams while it's fme:—befare your ity is incorporated. |

GOD MODE IN CITY PLAY

City gotten oway from you? You are in debt, your opproval rating s in the foilet und everyone is
getting out of Dndga?Thﬁ is 0 fime when god mode con be very useful. You con rain disasters
down on your unsuspecting Sims, going out in a blaze of destruction. Or it may-be that things ore
too peaceful around fown, and a little twister action might wake everyone up to a newfound
respect for your awesome powers. |

Your god-like powers are mmprrsed of the following.
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OBLITERATE CITY

OBLITERATE CITY

Er;rlw this npfﬁiﬁ.'ﬁﬁen you are sick of it all, but you really like your termfurmin?. All signs of
civilization are wiped out while the landscape remains infact, Ieuﬂng you fo start all over ogain. Be
forewarned, you will not be able to re-load your ity in ifs last saved state after using fhis option.

~ RECONCILE EDGES

RECONCILE EDGES

This option assists you in ¢reating a region of interlocking cities, by matching the edges of the
currently londed city with those of its neighbors. You con use this option af any time.




CREATE DISASTERS

VOLCAND —— g
==
v z
: LIGHTNING ;
|

50 you con't resist the heady pawer of seeing puﬁitked Sims scatter os you direct a giant olien
rabot on iis devostating stroll through town? God mode is for you! Expanded Tooltips for each
disaster let you know how to control robots, lightning bolts, and more. :

TIP: Remember! Disasters are hard on city budgets. Rebuilding
doesn’t come cheap. Be sure you are ready to bear the
consequences before you toss a few meteors into that
burgeoning commercial district, even if its crime rate is high.

CONTROL DAY AND NIGHT

RELF i s adiasadd ammnas

DAY ONLY —— g

HGHT ONLY —— P
DAY AND NIGHT (Y —

Choose fo run o land of midnight sun, or perpetual darkness. One is nice for clear viewing of your
city at all-fimes; the other is great for-beautiful snapshots of your twinkling city. Either way, your
Sims will go about their doy to-night uctivities—ommuting at rush hours and slecping of night. If
you like to watch the-night lights appear, chouse to view your world in g day and night cycle.

TIP; Get a better grasp on your city rhythms by checking out the
time of day. Hover over the date in the city view to see what
time appears on clocks city wide.




SUCCESSFUL MAYORING:
MAYOR MODE

The real challenge of SimCify 41s 1o be a good Mayor, o beloved Mayor, a Mayor who keeps loyal
cilizens happy, healthy, and prosperous. To achieve hero status in your dty, you have a lot fo
iuggle. As your:ity grows, this juggling act can sometimes feel fike a miraculous, death, and

gravity defying feat. Use your finesse, and sleep with these tenets of successful mayoring under
your pillow at all fimes.

* Sims tmm'_'ﬁq'}l: Always toke care of your dtizens’ needs.

4 Eors Dpen!ﬁm?ﬁde Be open and responsive to all types of information.
3 Know the Cnstuml Benefits: Make bolanced, efficient decisions.

% Don’t Squander Simoleons: Be financially prudent

2 Lead with Vision: Dare fo dream big, and plan with an eye focused on your city's intended
Autore.

~ORNODE
'i:. - - . :. -I' 1 .:: 1-". Ih“._.. . [ A iy .-
The Mayor mode is where the mayoring gatsd:uﬂ# Build your city's infrostructure. Offer
educational opportunifies fo-your citizens. Go green and build state-of-the-art solar energy power
plants. Generate enough income 1o hﬂld o londmark. How does the Taj Mahal sound? _
As Mayor, you have a-wealth of information avoilable o you os you keep tabs on your dity—from
~your current Mayor Rafing fo frend dota on educafion levels over time. And never forget the
“importance of getting o.Sim's-eye view of your city thru the City Opinion-Polls.

This section fakes you fhrough the basics of mayoring. Good-luck with the juggling, and don'
forget about the pillow.




DEMAND, DESIRABILITY AND
DEMOGRAPHICS

Before we examine the vust powers and encyclopedic information ot your fingertips, lat's revisit
these concepts once more. They are important for a good understanding of how o'develop your
city, and fo know what changes are occurring and why. HEE

Demand refers to what kind of businesses will thrive in your city os well as whot soit of residents
wan fo move in. If your population is poor and uneducated, the demand for highttech indusiry
will be non-existent. Commercial and Industry demand is largely o function of what kinds of
workers your city can provide os well as connections to import and export goods. This is nol a
ane-way relationship. As your city attracts better businesses, more high level jobs are created,
attracting more middle- and high-income residents. |

% In new cities, initial industrial demand is dominated by polluting (or dirty) industry as
residents start out poor and uneducated.

Desirability refers to whot neighborhoods or areas your Sims and businesses find afiraciive.
Neighborhoods will appeal to different residents at different fimes, as your city is constantly
growing and changing. Businesses each have their own set of factors that offect where they most
want to develop. What builds is  reflection of the desirability of your cify's zones

TIP: Most Sims and businesses insist on at least the basics: a good
supply of running water, power and transport are the essentials
to almost any higher end development taking place.

Demographics refer fo the characteristics of your Sims—economic status, educafion, age, eic. Your
population demographics can vary widely from locale fo locale, and can provide you with o lot of
information about how your city and your mayoring practices are doing overall.

TIP: You can track business demand, neighborhood desirability, and
population demographics in your city data views,

INVESTING IN INFRASTRUCTURE =
If you build it, they will come. f yau build it well, they will stay. This section introduces you o

useful strategies to implement while designing your ity.
“ Faollow the in-game mayor tutorial for guidance on using your empire-building powers.
Expanded Tooltips remind you how to use each item in your repertoire.

As Mayor, o large part of your time—and money-is spent putting these areas into ploy. Use them
wisely and understond them well.

)




TERRAIN EDIT

GOUGE VALLEYS
PLANT FLORA

Want to create o hilly area for @ wooded pork? You con edit ferrain and plant flora during
gameplay with these tools, ot o price. Think twice before adding a hill in an established area of
your city. Buildings that were constructed on level ground don't survive major terrain shifts. And
guess who's stuck paying the demages? The city, of course.

ZONING
LOW DENSITY RESIDENTI — Sy

o TONING TOOLS — i INEDIUM DENSITY RESDENTIAL
HIGH uEME.r-rf RESIDENTIL — 0

Not only does zoning give your Sims room fo grow, your zoning decisions dictate how they'll grow.
:;Immm lets you control what, where, ond how hlg the residentiol, commercial, ond industrial areas
in your city con grow. You dnsmnuta the kind, size and location of g 10ne, and Sims develop the

appropriote buildings within that zone. Desirability factors lend o new element fo zoning sirategy.

Zones are classitied as residential commercial, and industrial {RCI) and con be designated s low,
medium, or high density. Here's o quick rundown of what can be built in each zone type.

3¢ Residential Low Density—Single fomily houses

%% Residentiol Medium Density—Single fomily houses, row houses and apartment buildings

% Residential High Density~Singly fomily houses, row houses, apartment buildings and fowers
s Commerciol Low Density=Strip malls and small office parks

% Commercial Medium Density=Small and medium refail stores and office buildings




sz Commerdial High Density—Office towers

3¢ Industriol Agriculture—Farms and orchards SotoE
% Industriol Medium Density—Manufacturing, high-tech, and fow intensity dirly indusiry__
% Industrial High Density—All forms of manufacturing, high-tech, and dirty industry -

The wealth of the residents, the distribution of office versus service commercial businesses and
manufacfuring versus high tech industry s all bused on your mayoral decisions that-affect how
desirable each occupant finds your city. S FEE

TIP: What actually gets built in the Residential, Commercial, and
Industrial zones is up to your Sims. You are merely placing
restrictions on types of buildings, kinds of business, and zone
densities. To see zones develop to peak capacity,-you will heed
to provide the necessary infrastructure and services, and have
created conditions that spur demand for that particular
development. Zoning an area High Density Residential doesn't
mean that apartment towers will immediately appéar. Grow your
city and its demands to a level that justifies construction of
large-scale development, and then the skyscrapers will sprout.

 There ore several things to think about when you are laying ouf zones. Do you want 1o zone in
big blocks, or work with a mosaic of smaller zones? How close are your industrial zones fo your
residentiol areas? Close enough for the commute, yet far nough apart-sa Sims don’t fall ill from
high pollution levels? Do you want to provide your Sims with smaller locaf shopping districts; or
are you o fun of the mega-mall? That should get you started. ==
Keep your eye on the RCI Demand Indicator 1o see if your zoning is in line with the needs of your
Sims. For more defail on the specific demographics of RCI zoning demands, open the graphte
provide a breakdown by wealth level and zone type. - =
% Open Detailed RCI Demand Graph: Click on the RCl-Demand Indicator, the RCi-Demand
graph will appear. = e

DE-ZONING g e

De-zoning removes any pre-exisfing zoning, leoving undeveloped land. When you de-zone an

already developed urea, exisfing buildings are automatically demafished, but all infrastructure =
and civic buildings and services will remainintect, - =
RE-ZONING - e :

You can re-zone an trea Simply by designating it os o different zone type. You might want o re-

zone a low density residential area to-high density. In this case, none of the existing buildings will

be automatically demolished. Re-zone a higher density area 1o one of lower density, though, and

any buildings not llowed under the lower density designation are history.
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TRANSPORTATION TOOLS

ROADS AND BUS STOPS

HIGHWAYS AND RAMPS

mﬁismmﬁuﬂ 10015 Eﬂﬁﬁsu:ﬁusﬁnuws
AIRPORTS
SEARORTS —1og

Sims need fo gq:!_r:’ﬁruund, and they want fo be able to ship their widgets fo desired locales in and
out-of town. Your construction crews can build subway sfations to airports and everything in
between to-muke sure your Sims and their goods can get where they're going.

You won't aeed 1o build much in o newly developing city. Secondury streefs are automatically

~construcled i any new zone, allowing for limited copacity travel. As your city grows, you'll want

to-odd roads, which have higher capacity than streets. You can upgrade streets with roads by
constructing over these existing systems. Gradually, to keep your city’s traffic flowing and
development growing, add-bus stops, rail-neighbor connections, seaports, airpors, and ultimately

subways and interity highways.

'I'lﬁ"rbu can upgrade a street to a road simply by dragging over the
= Street with the road building tool.

Your Sims let you know if your traffic design has flaws. If one of your Sims can't find o route to

work, or her commuteis foo long, she lets you know. If it continues to be a problem, she might

leave town; Since Sims now: have designated places of work, they don't search out the shortest

wuy to gef there, but the most time-efficient roufe.

% Your fransportotion network becames very important when you begin playing inferdependent
cities in 1 region. Be sure fo make road and rail connections to ity edges for future

:'_.:qimlnpmeni. | :
ROADS AND BUS_STGPS

If traffic congestion becomes part of the daily-commute, bus stops are an inexpensive means for
a young ity to offer a mass transportation opfion fo working Sims. They must be placed adjacent
fo 0 road. Try to ploce bus staps “on the way” fo and from homes and workplaces. Remember,

Sims don't like fo walk very for, so if you want a bus system 1o be effective, make the stops
tonvenient for your Sims.

« Roods have greater flexibility than in earlier versions of SimGity: They can be built on

hillsides, or hwg coastlines {press the contral key while building). Bridges will be automatically
built if your route spans wafer, and funnels will automatically burrow through steep terrain.




HIGHWAYS

When if's time, build your Sims an autobahn! Highways are elevated high-capacity roads. They
~ allow traffic to travel more efficiently over greater distances. Most cifies don’t need highways
undil they are quite well developed. Remember to always connect your highways to your roads

with on/off ramps, or the two won't interconnect. If you have accrued enough money and fraffic,
you can build yourself o cloverleaf inferchange! -

RAIL

There's nothing like rail for moving Sim freight, You need rail systems fo ship industrial goods to

and from fur-off destinations, so rail lines are most useful f they provide connections to the a
edges of your city. Indusiry can use your rail system if it develops directly adiacent o  roil line,

It this isn't passible, you can place freight depots next to rail lines to llow industry in other

locations to moke use of these connections,

Rail systems also provide an olternative for long-distance commuters within o large city, or
hetween cities in a region. Commuters won't use a rail line ot all unless there’s o train station on
the way to and from work, even if that wark is in the neighboring city. Sims don't like fo wai o
long time for transit, however, so for shorter commutes they’ll look for other ways to gef fo work.




SUBWAY

Your city has gotten so big it’s time to take the traffic underground? Subway lines are expensive,
but very efficient if you can afford them. Don't forget to build stations o high traffic locations
adjacent fo road/street networks.

AIRPORTS /SEAPORTS

- Ready fo g global? Connect your city to the wide world beyond even the region through seaports
and airports, These transporfation hubs allow industry and commerce in your city fo grow ond
grow.....and GROW! Add more seaports and upgrade your airport (from landing strip to
Municipal fo International) os needed.

OF course, seaports need o be placed at the water's edge. When building airports, remember that
they are large, noisy, and generate a lot of traffic. Neighboring residential Sims might not be foo
hapay with planes zooming low over their rooftops.

UTILITIES
BUILD POWER SYSTEMS =

LD WATE SYSTEH —
BOLD SINTATN SYSTENS —a

How do your Sims" gardens grow? Not at all without a water supply! Provide your Sims with basic
needs: power, clean water, and trash disposal. This is where you use Successful Mayor Tenet
Number Three—know the cost/benefit analysis of any decision you make. Long-term pollution is
one of your big concerns here. The cheaper power plants are big polluters, and can easily begin
to pollute your city's air and water. One thing to consider is paying a neighboring ity fo supply




you with your power needs or trash disposal. Let them deal with the pollutiont But be sure if’
fiscally responsible to do it this way; and it isn't possible at all without neighbor connections.

Power lines are necessary only fo-connedt outlying zones 1o sources of power, You need only use
them sparingly over rugged terrain or between zones. They are also necessary To initiate
neighbor deals to sell or buy power. G e

If you do huild power plants, you can adjust funding of individual plants te-reduce costs and
output. This can be o fiscally efficient way to adjust funding as pawer needs-grow, which will
make your financial advisor happy. Also be aware thot your power plants. and water structures
have maintenance costs that increase as they age. Unfortunately, these structures will eventually
break down, needing replacement. You can’t escape entropy. | >

Cleaner, more efficient power sources—such as nuclear, solar, and fusion pnﬁer_ plants=ore
rewards based on your city's size, wealth, and Sim educational levels. If you:want a green city in
the future, educate your Sims now.

Water is another of the essentials to making o cify a desirable place; Make sure fo provide an

adequate woter supply and create a good pipe infrastructure to catry the water fo evenhe most
remote zones. | - '

CIVIC SERVICES AND CITY STRUCTURES

BUSINESS DEALS —

BUID POLICE STATIONS _
AND JLS — 8
LD EXUCTIONASYSTENS — g - :ﬂg ;ﬁ;ﬁﬂﬂrjﬂ =
BULD LANDIARKS — - ;.
BLLD PARKS — BUILD REWARDS AND-

Care obaut the safety, health and education of your Sims? Or about what they do when they are
not at school.or work? Prudent placement of these services can-have great impact on-your city's
demographics, s well as the desirability of its neighborhoods. High-performing schaol districts
attract well-to-do-fomilies with children info the neighborhood. Provide good educational
opportunifies, extend their lifespuns, and watch the levels of education amongst your dtizenry
rise. That's when plonning for the long-term comes in handy. The existence of educated workers
will eventoally create-a demand for high-ech industry in your city. Don’t wont to spend money
on poice presence in your town? Watch as triminal elements take over even your best
neighborhoods. - — =




< An important concept here is coverage. One of your greater challenges will be to caver your
city with needed services efficiently and adequately. Whenever you pluce certain
services—police and fire stotions, schools, libraries and health facilifies—the radivs of the

coverage area is indicated if applicable. You can adjust local funding via the Query window to
<increase the coverage area of these services to accommodate increasing populations.

POLICE STATIONS AND JAILS

———

Unless 'fﬂl.l are fond of anarchy, maintaining public order is vital to your city’s well-being. Criminals
won't waif-fongto move info areas-where they sense little or no law and order. When placing new
stutions, check out coverage areos fo make sure you are keeping ll of your Sims safe.

Once yaur-population grows in-number and density, you'll need to build larger stations to keep
the peace: All stofions have smalf juils, but sooner or loter you'll need o separate fadility to keep
yout reformation efforts going. Keep your police well-funded, but not too well-funded or they
become overzealous about maintaining order.

Palice coverage and juils will act on the realities of crime but only-a concerted investment in the
cavses of crime will actually reduce crime in-your-city. Make sure to keep those educational ond
joh-apportunities at the fop-of the list. _ -

FIRE STATIONS

Who's going 1o rescue the freed cas in. your town? Make sure your fire stations ore connected 1o

-l parts of your city, so brave, firefighting Sims con get fo the emergencies when you give the
dispatch signal. Check out the toverage radius of each sfation to identify which areas in your city

are being left high anddry; or cats are left 1o get themselves down out of trees

Maintaining good firefighting presence not only helps combat emergencies, but helps prevent
them from starting in the-first pluce: And these brave firefighfers will venture beyond the

boundaries of their stations” coverage orea when emergencies call for it, but it may fake them
longer 1o respond.
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EDUCATIONAL SYSTEMS

Education is of utmost importance in creating possible futures for your city's development. Sure,
You can grow a city without it, but who wants fo govern o bunch of ignorant Sims living in o dirty,

mean, ugly city? Educate your populace and your city can evolve info o thriving, prosperous,
sophisticated metropolis. 8

Schools educate the children, while colleges, libraries ond museums keep the minds of your entire
population engaged and sharp. Part of your juggling act is finding ways to fund good educational
systems and keeping the local funding levels appropriate fo the local populution.demogruphics.
Wealthier, more educated Sims will demand hetter funded schools for theis children.

Use your demographic information (maps and graphs, covered later) to find diut where placement
of these siructures is most needed, in other words reaching Sims of the appropriate ages, and

therefore most finoncially prudent. Which Successful Mayor Tenet is thot? Siill under your pillow?
HOSPITALS AND CLINICS '

PRI,

R P A e e,

Healthy Sims are happy Sims. They are also wiser Sims. Ii's a good idea to keep ﬁur Sims

healihy to extend their lifespans. The accumulated wisdom of older Sims improves the learning of
the whole community. i

Clinics ond hospitals also have local coverage and funding options. Adjust them 'uppnra_'primély for
the most efficient health system. o | 4
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services. If you've managed 1o accrue o hefty budget surplus, why not build the Chrysler Building

As your city grows, you may want fo invest some effort fo attract rewards that spark your vision

LANDMARKS

S a group of your citizens lunched af the feet of The Sphinx today? Landmarks add grace and
distinction fo your city, and can boost your Mayor Rating as well. Build the Empire State Building
downtown, ond you may see the demand for commercial development in the area rise.

Landmarks are not cheap, which is one good reason fo improve the cost-effectiveness of your city

on your isl'uml. Why not build two?
REWARDS

for the city of your dreams. Check into the possiilities and sef your Mayoral sights. When you
achieve your gools your Advisors will present the reward for your approval and sife location. You
may find that your Advisors come o you with opportunities fhat you did not plan, for example,

should your coffers dip precariously you may find your city being looked af as the ideol location
for o Toxic Waste dump. The decision is always yours,

These rewards may have additional costs, so the choite {as always) will be yours to accept or
dedline. In other cases, special opportunifies may be offered 1o your emerging city based on
specific mayoral accomplishments. Consider carefully when deciding fo accept o reward. These
structures can have long-ferm effects on your citys budget and on the future course of your city's
development. Pl '




PARKS AND RECREATION

Who doesn't want o be able to shoot some haops, or relax during lunch hour in a shady city
ploza? You can build smoller, single-use parks; or combine elements to design your. own idea of
the ultimate city greenspace. Parks and recreational opportunities can increase the desirability of
a locale. For instance, playgrounds might increase the desirability of a residential ares while

plazas might increase commercial interest. Regardless, parks contribute to fhe health ond
happiness of your Sims, and don't hurt your Mayor rafing either.

BULLDOZE

When only a hands-on approach will do, you can take matiers of destruction into your own
hands. But beware! Bulldozing private developments in your city—this means any zoned

building—has extra *ocquisition” costs. You have fo buy it before you can destroy it. Think twice
before bulldozing that skyscraper—it could be a budget buster!

< Road building, building placement, de-and re-zoning processes all indude an-guto-demolish
feature which suves you a step, just look for-red highlights when building which indicate when
structures will be demalished 1o make room for the new construction. Acquisition costs are
included in the cost preview of these funclions. |

You can't sleep on fhis job- Strive to respond to emergency situations at o moment’s notice. You
will be notified whenever  dire dircumstance arises. Act quickly to dispatch safety crews to the
emergency site, or a small crisis can become o city-wide disoster!

Fire engines and police squads will personally respond to your Mayoral dispatches. You'll want fo
keep your emergency services on por-with your city growth or you may find that you do not have
the resources necessary fo take out u five alarm blaze or quiet g developing uprising when you

need to.
Placement of a dispatch icon indicotes where you wish o service fa respond. Stay alert until the

emergeficy is well under control, moving your services to the best possible location fo take care of
the situation. '
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JUST THE FACTS, MAYOR: WHERE TO FIND
CITY DATA

As Mayor, you need to keep your fingers on the pulse of your city. Knowing city conditions locally
and city-wide helps you make better policy and budget decisions, and lets you know if you ore on
track toward future goals. Your city is communicating with you all the time. Starfing fo see a ot
of junked vehicles on peoples’ lawns? Check out the graph on economic status over the last two
vears fo-see if you're in o downswing. Some of these city signals can be somewhat subtle, so
SimCity 4 provides Mayors with a slew of diagnostic tools fo track current conditions and irends
over fime. With-experience, you'll know ot o glance just what's going on in your city.

DATA VIEWS AND TOOLS

SIS OPIRION POLLS

A1 DEABANB INDICATOR ADVISOR

MHHE RATING R oo I "' I TR Sy
CURRENT BALANCE —pimgioms =B SEa il BUDGET VIEWS
POPULTION e e gl DA VIEWS

HEWS WINDOW 2 | OPENS NEWS WINDOW
= GRAPHS

MAYOR RATING

The meter shown refers fo the city-wide Mayor Rating average, so you have no clue os fo whether
you are reviled in some ports of town and adored in others. Use the mayor rating map in the city

datis views 1o know what the locols think, Your mayor rating can make the difference in whether
you achieve certain rewords or not.

RCI INDICATOR

indicates demand for different zone types. 1t's your decision whether or not you want to heed
these demands, Somefimes fhere are good reasons not to, especially if you are o conservative,

‘slow-growth’ Mayor. Clicking on the RCl Indicator will open the RC! Demand Groph 1o show you
specific demand breakdown by demogrophic.

NEWS WINDOW

Whenever there's news about your city, the heudline appears here. Most of these messages, or
the really important anes, are tied fo one of your city advisors. You can get the sume news by
paying affention fo your advisor panel. Expand your view of the News by dicking on the
headlines section allowing you to get o more in depth story.



CITY OPINION POLLS

How Sims on average rate these areas of city funciioning: Environment, Healh, Traffic, Safefy,
Land Volue, and Education. These provide o good indication of how desirable Sims find your city.

CITY ADVISORS

B
&
b

Where would we be without experts? Your city advisors provide you with expertise, fimely fips,
and alert you fo impending events. You may choose to ignore them, but you do so af your dity's
peril. You have ity advisors in the following areas: City Planning, Finances, Utilities. Public Safety,
Health and Education, Tronsportation, and the Environment. Yaur udvisors inform you about good
and bod frends in their area of expertise, and make suggestions for action when necessary. When

action is called for, advisor messages include links to the tools you need o respond to the
situation.

ity
R

TIP: Keep the Advisor tab in the Mayor Panel open to check on your
advisors’ moods. Their moods will give you some insight into

their current level of concern (red = stressed out and unhappy.
blue = neutral, green = happy). :

BUDGET WINDOW

Any good Mayor keeps good accounts, right? You will need to keep o sharp eye on your income
and expenses to ensure continued ity growth. Don't worry, your financial advisor will help you,
and budget issues are discussed later. To check in on current coffers, apen the Budget Window to
view both monthly and annual accounting.




CITY DATA VIEWS

Becouse so muth of what's going on in your city happens ot the local level, these maps—used with
your own observations of city goings-on at the closest zoom level—can be invaluable for

diagnosing what specific neighborhoods need. Select any of the options and see the data mapped
direcily on o your city view, or expand the over view map to see the city-wide view along with o

—legend.

Unlike city data views, granis depict data city-wide. As Mayor, yuﬁ‘il'w'nnt to know what things
- were like in your city, five, fen, even 100 years ago. Track historical trends to see if roising
tunding for your educational system over the years has really had on effect education levels.




HOOFIN’ IT: DATA ON THE STREETS

there’s a lot of information to be had just by taking fime to look

We've been saying it all along,

around your city. When a neighborhood experiences an economic downturn, the buildings begin

fo deteriorate, lowns aren’t mowed, windows ure boarded up. This is a sure sign that there have
been ripples of change in your city, Perhaps « major employer left town, or-o prison was buil
nearby, making the area less desirable for wealthier Sims.

What happens if you re-site the prison. build o well-funded elementary school, make sure there’s
good police, fire and health coverage, and build o park in the neighborhood? Let some fime go
by and take another gander at those dilapidated-homes. Looking befter? New paint? Flower
gardens? Kids playing on the sidewalks? Even if you didn't know th history, there is o lot you

can infer about lacal conditions from simple observation. Buildings, locul environment_ and street
life are all responsive to what's happening around them. -

Oh, and hear those voices? See the picket signs? Zoom in . yup. You qu_te  strike on your
hands. Check local funding. That's not o fraffic jam—but cars sire are getting bucked up of that
infersection. Before it becomes a real problem, perhaps you could re-route some o the traffic

o take some fime and wander the streefs of your ity. A good-Mayor stays in fouch with
constituents! : :

QUERY TOOL

CUIERY TOOL

While mking_fﬁ;r' mﬂ!dliﬁmu@; e ity you might iry using the Query tool o pick up
some-quick tucts wout anarea or even more in depth informafion. '
- % Activate Query Took: Click on fhe Query icon at the bottom left of your screen.
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% Query City Sites: Scroll through your dity. Whenever you rest the query tool on an ohject,
identifying fext appears.

%< Query Buildings: You can get even more information on the buildings in your city os well as
aceess control 1o local funding for civic buildings by dlicking on them with the Query tool.

TIP: The Query Tool also gives you information on resident
demographics, individual business statistics, desirability factors,
local budget information, and more. Use the tool to access and
respand to local feedback about your city.

THE BUCK STOPS HERE: BUDGETING YOUR
SIMOLEONS

Ah, budget management. Know that managing your budget is ane of the most imporfant
responsibilifies you have os mayor. After ol o city with nothing in the treasury is o city with no
tuture trends—no future period! Control your expenditures and maintain reasonable tax income
and ALWAYS watch the bottom line. The goal is to collect at least as much money os the city needs
to fund expansion and pay for day-to-day operations, or even buy that landmark you pine for.
Your city tan carry debt up fo a point (though you cannot authorize capital expenditures while in
debt}, but if the hole gets so deep there is no hope for escape, your Sims will start packing up for
greener pastures. Your Financial- Advisor warns you when things start looking grim.

GLOBAL FUNDING

Global funding refers f&hnding decisions that are applied city-wide. 1 you incrense the dity's
overall education funding, that increase is divvied up equally amongst institutions already
receiving these funds,

Your advisors will help you distribute and manage the budget, but sometimes they disagree. As
Mayor, you make the final decision-on how fo fund dify services. The optimal fonding level for

city departments.changes us the city thanges. An-over-funded branch will waste money. Under-
funding couses o loss of effectiveness of the branch. As would be expected, how you decide 1o

fund your city hes great impact-on your Mayor Rating. |

% All global budget line #Bmsr.ﬂﬂile adjusted in the Detailed Budget Window for that item.




LOCAL FUNDING

BUDGET ADJUSTER

You can exerdise local budget controls in SimCity 4. There are many reasons for doing this. It moy
be more fiscally prudent o extend the coverage of an existing police station than to huild o new
one. You can extend the coverage of various city services by increasing their local budgets. You
might also want to atiract mare medium wealth Sims with families 1o a tertain neighborhood.

Increasing the funding o the local elementary school would help have u positive effec), if other
foctors are right. e S

No service exists in @ vacuum, though. Under-fund a local fite station, and you may soon have o
strike on your honds. Not only that, but if the situation persists; residential desirability and

business demand for that locale will decrease. Cafs will stay stuck in trees and Sims will get surly
about putfing out their own fires. |

TIP: To adjust local funding use the Query Tool to open information
on the structure in question. Use the budget slider to increase
or decrease funding level. -

A WORD ABOUT TAXES

Are you building your city by taxing the shirts off the backs of your working poor, or are you
soaking the rich with exorbitant fax rutes? Your tax strategies help determine not only the kind
of Mayor you are, but the kind of ity you build. -

Toxes are your main source of income. City taxes ure broken down into sectors based on the
three zone fypes: Residential, Commercial, and Industrial. Each sector is further broken down in
low, medium and high wealth brackets, Tox rates affect city demand for each type of zone and
wealth brocket, and determine the amount of income your dty collects. Typically, when you lower

tax rates for any sector, demand for that sector will increase. If you raise oxes, demand
decreoses. . |
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You can adjust tax rates for each demogrophic by opening the line item on tuxes in the Expanded
Budget Window. Here's a quick table showing what tox sector affects demand for which
development or demographic type:

R§ impacts Low-wealth residents

R&S impacis Mid-wealth residents

R§§S impacis Wealthy residents

(§ impacts Low-wealth commercial services

(8§ impacts Mid-wealth commerciol offices and services
(88§ impacts High-wealth commercial offices and services
1§ impacts Dirty industry

1§§ impacts Manufacturing

158§ impacs High-Tech Industry

Depending on conditions in the city, lowering faxes can either raise or lower city income. If the

fox cut attracts lots of new Sims to your city, income may increase even though each taxpayer

pays a small amount. If the tax cut does not increase your population of resident Sims, the city
might lose maney. If you have sirong demand for a certain zone type, but don’t have any cosh
left to zone for that demand, taxes are probably too low.

NEIGHBOR DEALS

You can make money by selling your city’s excess power, water, or garbuge disposal services to o
neighbor. Once o connection 1o a neighboring ity is made from o utility source you can inifiate o
sell deal by dlicking on the nghhm Deal fine ifem in your budget detail. Determine the amount
you wish fo sell, and you'll receive monthly income from the neighbor that is automatically odded

fo your freasury. Just be sure the income you receive more than covers your cost of providing the
commaodity.

Accep! o connection from a neighboring ity nnd you will find that you can contract with
neighbors 1o buy their power, waler, or garbage disposal services, at o cost. These deals ure also

initiated via the Neighbor Deal line item in your budget detail. The agreed upon monthly charge
is deducted from your treasury automafically.

BUSINESS DEALS

From time to time, porficularly when you are facing financial hardships, your finance advisor
nofifies you of deals being offered to construct certain structures in your city. Business deals
provide the city with o monthly stipend for as long os the building stands. Sounds fempting, but

these buildings usually bring problems to your city. If you really need cash, they may be worth
the trouble.

* You have the option of aecepting or declining a business deal when it is offered. If you change
your mind, you'll have fo wait for the deal to be re-offered. If you have improved your city’s
ﬁnnm:ml siundmg, you may never see the deal again.




ORDINANCES

By enacting certain ordinances, you not only ploy fo specific interests of your Sims but you may
save money for the ity in the long run due to fewer fires, better recyding, or decreosed crime, If
an ordinance isn't having the effect you hoped for, you can olways repeait. '

% You can enact and repeal ordinances in the ordinance window, which is occessed through the
Detailed Budget Window.

LOANS

When fimes get fough, or you are looking for rapid growth, you cun take out o loan 1o raise
quick cosh. You can have up to ten loans outstanding of any fime. Each loan has o borrowing limit

of two hundred thousand simoleons. Access loan opportunities from the line Hnmm the Demﬂad
Budget Window.

REALIZING YOUR VISION: EXPANDING cmEfs

So, you've got your budding city on ifs feet — what's next? Parhaps you have dreams of u great
metrupulls full of the hustle-bustle of a million Sims. How do you get from sleepy burg fo urban
giant? It takes vision, leadership, patience, and wil-power.

Start by adding more zones. Cities need to-grow outward hefore theyll grow upin dms[r,r and
only loter will Sim demands warrant construction af higher densities. As your city gets large,
consider rezoning popular lower density zones to medium or even high density. You'll need to
decide whether o zone like types fogether — big chunks of residential, industrial, and commerciol
development separated fram each other — of to distribute your zones info o pukhwurk of smaller
districts. The first idea might make for more peaceful and clean ne:ghhnrhnnds but the second
approach could really ease troffic.

And don't forge! that as you create:new neighborhoods, you ulso need fo provide the essential
servites to those neighbarhoods. Add more schools, clinics, police and fire stations s necessary, or
increase the coverage of existing steuctures if that will help. As your city becomes mare densely
populated, you need fo consider investing in higher capacity police stofions, fire stations, and

hospitals. Costs con really pile up 05 you do this, so keep an eye to efficiency uﬂ-:I e 2 raising
-~ taxes if necessary.

=




You also need to keep up with the increasingly crowded streets s your dity grows. Waich and
observe where the most popular travel routes for your Sims are, and create new roads or
upgrade streefs to ronds as necessery to augment or bypass these routes. As your city gets big
and dense, it makes sense fo invest in moss transit — storfing with bus stops and eventually
shelling out for highways and subways. But coveful! Invest too soon in these more expensive
options and you may drive your budget info an inescapable hole!

To develop really big cifies, you need to start thinking beyond the framework of your one city, and
ponder its roléin the greater region and SimMation. Af some point, build an airport and seaport (if
you-hove- shoreline), to attract more far-reaching business and industry. Every port. road, rail
and highway cannecfion you make confribute to growing the economic dlimate of your dity.

And then there’s the potential for creating other cities in the same region. Start ane next door to
your first city, link-up your-networks {link road or rail connections that extend from the original
dty), end you-tan start sharing resources and demands between cities! By switching from playing
one cify to.andther, you con start to develop both dities as two parts of a larger metropolitan
ureo. One can-be the residential “bedroom” city, while the other con house most of your
businesses —but be sure to make the commute between cities as easy os possible. Start applying
#his strategy fo several cities, with highway and rail links between them, and. . Voila! You're on
your way-10 building o multi-faceted metropolis!




IT'S ALL PERSONAL: MYSIM MODE

I HODE

You no longer have 1o be alane on your ity rambles. Now you can be accompanied by your very
own Sim, a being for whom you take personal responsibility. Since you have spent so much fime
and energy creating your Sims in The Sims—learning their habits, endearing quirks, and favorite
colors—why stop there? Now you can customize an entire ity for their habitation. Rejoice as they
figure out the quickest route fo work. Sympathize with them when tell you about the awful
experience they just had ot the local health clinic. Live vicariously as they reportonjob
promotions, college graduation, their kid's school play, and about how they dimbed all the way to
the fop of your city’s newest landmark—the Empire State Building. Watching your Sims live in the
city you have created brings o whole new dimension to both games. -

Don’t worry if you have not yet experienced the joy of Sim creation. SiniCity 4 provides players -
with a good handful of Sims to help you experience your city from the inside. '

Once you've placed Sims in various lacations around your city, you will be able to follow them :
about and hear their news and reaciions in MySim mode. - |

To move MySims into your city, do the following: G
%< Open MySim Mode: Click on MySim mode Icon fo open MySims panel. G

% Open Select MySim Window: Click on one of the empty MySim squares in the MySims panel.

% Import Sims from The Sims: Click on the Impart Sim Bution in the Selection Window, Sim(iy 4
will search your database for existing Sims and will ask you if you'd like to import them into
your city. Your customized Sim appears in the selection window.

% Select  MySim: Uick on the MySim you'd like fo move into you city. Enter his or her name,
and choose (or identify) an ustrolagical sign for your new ditizen. Click on the Move in MySim
button. A plocement arcow appears.

% Choose a House for MySim: Position the placement orrow over the house you've thosen for

- MySim. Click, and your new citizen is moved in! Your chosen MySim should now appear on the

- MySim Panel window; and the house is identified os belonging fo this MySim. '




% View MySim Profile: Click on your MySim in the MySim Panel window and select MySim

Profile. This opens an information window which fells you MySims demographics, place of
employment and more.

% View MySim News: Click on your MySim in the MySim Panel window and select MySim

News. This apens a headlines panel where you can find out the detils of your MySims’ life
and perspective on the cify.

%< kvict MySim: Tired of o certain MySim, evict that rascal by clicking on the Evict MySim button
in the MySim Stafistics Box.

% Remember, MySims take on the characteristics of where they are placed in your city. If you
place your favorite country clubbing female Sim in fo o house where the residents are low
wealth with @ low educational quotient, then that's who she’ll become.

Once you have placed MySims in your city, you'll be able to follow their lives whenever you are

in MySim mode. You'll always know where they are. A small bubble with their picture indicates
their position,




SIMCITYSCAPE.COM:
INTERNET PLAY

Tired of building empires in solitary splendor? SimCityscape.com lets you share idens with other
Mayors, play difies developed by SimCity 4 players from around the world, and participate in
Region Play where each city is run by o different polifical machine.

“ Any registered Sim(ity 4 player is eligible to parficipate in SimCityscape, If'.:!_..ru'u visif the site
before you have registered, you will be prompted to do so. Unregistered.visitars may. not
access infernet gameplay.

To access SimCityscape play, dlick on the Go To SimCityScape.com button in the Region View. You
may also access the site through the SimGity 4 website. You must be connected to the Infémet to

use this feature. All of the details of how fo play are available directly ot the SimCifyscape site.
Just register and you'll be able to play.
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SimCity 4 Command Summary
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God Mode

Mayor Mode

My Sim Mode

Options Panel

Pouse

Turtle Speed

Rhino Speed

Cheetah Speed

Zoom in One Level
Zoom out One Level
loom to 1 - 75

Rotate Counterclockwise
Rotate Clockwise

Rotate Building Clockwise

Rotate Building
Countercockwise

Scroll Left/Right
Seroll Left/Right Once
Seroll Up/Down

Scroll Up/Down Once
Center on Cursor
Turn on Grid

(lose Open Window/
Release Tool

Query Tool

Lone Low D, Res
Zone Med D. Res
Zone Heavy D. Res
ZLone Low D. Com
Zone Med D. Com
Zone Heavy D. Com
Lone Agro

Zone Med. D. Ind.
Zone Heavy D. Ind
Zone Landfill
De-Zone

Demolish

Dispatch Fire
Dispatch Police
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[STRL] [SHIFT]
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[CTRL] [SHIFT| "a]
[CTRL] SHIFT] 's]
[CTRL] SHIFT] ALT)[F]
[€TRL] X

CTRL] SHIFT! 'C]

GAME
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Road Tocl

Street Tool

Highway Tool

Build Bus Stop

Rail Tool

Passenger Depot
Freight Depot

Subway Tool

Subway Station

Power Lines Tool

Pipes Tool

Build Small Police Stn
Build Large Police Stn
Build Jail

Build Small Fire Stn
Build Large Fire Stn
Build Clinic

Build Hospital

Build Elementary School
Build High School

Build City College

Day Only

Night Only

Night & Day

Open Play Options Dialog
Open Graphic Options Dialog
Open Audio Options Dialog
Save ity

Exit To Region

Quit SimCity 4
Hide,/Show Ul

Open Photo Album

Take Snapshots

Full Screen Refresh
Open Cheat Code Dialog

Toggle Display of Terrain
Contours

Open Obliterate City Diclog




