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PRODUCT
Sim City 2000

SOFTWARE HOUSE
Maxis/Mindscape

ProAudio Spectrum Sound Cards

Mouse,
Soundblaster

4Mb RAM

PC PLAYER ISSUE FOUR
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SIM CITY 2000

of Sim City will
need no intro-
duction to Maxis’

new bouncing bundle of joy, Sim City
2000. The original Sim City is nearly
five years old now and has sold so
many units worldwide that it may well
be the best-selling game of all time. In
the five years since the introduction of
the original its creators, Fred Haslam
and Will Wright, haven’t sat back to
watch the cheques roll in. No, they've
listened to their audience. Sim City
as the result of nearly five years
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A small riot has broken out by the

the unrest...

If you're that way inclined, you can get rid of the
ornate graphics and display the play area in zonal
colours only. Red areas are residential, blue are
commercial, yellow are industrial and green are
recreational

_Fe 5

» A source of power, in the form of a
power plant, is next on the list. Power
stations vary in cost and output and,
depending on the time/era that you're
building in, you will be given a choice
between a traditional coal-powered
plant through to a fusion power station
of the future. Obviously the more
advanced the technology; the more
choice you will have.

A power plant will need connecting
to new zones in order to get them up
and running, and unlike the original Sim
City, powerlines are not dropped one by
one, they are simply stretched over the
desired area and dropped into place.

FIRE

This causes a fire to break out somewhere within the
city — ohvious eh? Fires are also associated with
other disasters too; for example, rioters can run
amok, destroying buildings and starting fires

...but the rioters blow the marina up!
marina. | send a police unit in to guash Fires hegin to break out and police
lose control of the situation

Gities of the future, or §
rather, cities of the
present, are able to

construct alternative power
generators. Wind-powered
windmills are efficient and
don’t pollute the §

in the process

Riots beat the system! They certainly

environment

The surviving half of my city begins the
did; razing half of my city to the ground  rebuilding process. It may be better

just to quit and start again

The yearly fiscal budget screen pops up regularly
throughout the game. Here you can raise or lower
taxing and funding levels. Selecting autohuduet on
the menu effectively allows the computer to take care
of it for you

A D L
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Finally, a transport network is needed
so that your sims can travel between
work, their homes and the shops.

Once your city has begun to grow,

stations, educational and recreational
facilities and a whole lot more.

Placing colour-coded zones is
simple. Unliké the original Sim City you
can build your residential, commercial
and industrial zones in any shape and
to any size simply by ‘painting’ them
onto a flat piece of land. First, place the
cursor onto one of the grid squares on
the map, click and hold the mouse
button and pull in the desired direction
to mark the land. This is the same for all
three zones and once you get power to
them they should start to pop up. Next
comes the transportation network;
roads and rail. Joining your zones up
will enable your sims to get to work on
time! A small graph on the toolbar
called the demand indicator shows
which  zones you should be
concentrating on.

When your population reaches

"ONCE YOUR CITY HAS BEGUN TO GROW, YOU CAN THEN ADD ZONES WITH
DIFFERENT DENSITY LEVELS, MULTIPLE MEANS OF TRANSPORTATION BOTH
ABOVE AND BELOW GROUND, A COMPLETE WATER SYSTEM, AIRPORTS,
SEAPORTS, POLICE AND FIRE STATIONS, EDUCATIONAL AND RECREATIONAL
FACILITIES AND A WHOLE LOT MORE”

you can then add zones with different
density levels, multiple means of
transportation both above and below
ground, a completé water system,
airports, seaports, police and fire

FLOOD
Giant tidal waves swamp lowland and coastal areas -
they are capable of sweeping even towerblocks aside.
Anything that isn’t tied down will probably be
destroyed

2,000, you then become a fully-fledged
new town and are invited to build your
own home anywhere within the city.
Decide carefully where you plan to
place it because your presence in a

NO, WHAT A

AIR CRASH

If an airplane collides with part of the city it will
destroy buildings and start fires. Containing the fire
is your first priority, picking up the body bags comes
next...




it produces!

particular part of town will no doubt
increase prosperity.

Less essential additions to your
town can all be selected via the toolbar
shown to the left of the screen (see
diagram at the far right of the page for
visual details). Education is an
important factor to consider. Education
levels are expressed as an Education
Quotient, or EQ — the higher the EQ, the
more educated your population is. EQs
range from zero (braindead) to 150. The
equivalent of a high school education is
an EQ of 90 and a four year college
degree is about 140.

A city with a low EQ has a higher
likelihood of both unemployment and
rioting, so it would probably be a good
idea to drop a few schools and colleges
into your city when you have the funds.
With intelligence comes invention and
as time passes, things are invented
which give access to new technologies
that you can incorporate into your city.
As the technologies become available,
new tools will appear in the sub-menus
under the icons displayed. All new
inventions are also announced in the
daily newspapers.

— Hollywood is a hotbed of
industry - polluting the land
all around. ’m not talking

|| about the smoke billowing
towers, but the turgid films

feasible if your city is reasonably large.
To prevent your citizens from
becoming bored you must ply them with
gifts from time to time. Start small with a
few parks because they clean up
residential and commercial zones and

“"WHEN YOUR POPULATION REACHES 2,000, YOU THEN BECOME A FULLY-
FLEDGED NEW TOWN AND ARE INVITED TO BUILD YOUR OWN HOME
ANYWHERE WITHIN THE CITY”

Without a solid police and fire
service behind you, it may be time to
start again. The placement of police
stations will cut down on crime (if the
crime is too high, then areas of the city
will become ghettos), whilst the more
fire stations you can fully fund, the
quicker the fires are put out. An
emergency icon also allows the player
to deploy police and fire forces in times
of emergency — useful during periods of
riot. Secondary emergency services
such as hospitals and prisons also help
overcome social strife but are only really

TORNADO
Michael never predicted this one and it tore my city to
pieces! Never trust a weatherman, but keep your eye
on the weather reports just in case...

encourage growth. Bigger parks do
much the same but on a larger scale,
and marinas and sports stadiums are
big business but often cause traffic jams
if the roads surrounding them aren't
much cop. One improvement, and
something | thought was a novel
addition to game, was the fact that you
can choose which kind of sport the
stadium supports (from soccer to
American football), plus you get to
name the host team! | like it.

A query icon allows close
scrutinisation of almost any object in the

EARTHQUAKE
No one can predict them and no one can stop them.
Earthquakes cause more damage than all the other
disasters put together

SiM CITY 2000

Happyland (a well-established
city provided with the game) -
city of the free. A place where
families settle and pensioners
grow old, and it’s got a great
sewer system too!

N

game, be it a huge condo or a scrawny
little shack. Also, if the building is of
relative importance (a big dam for
instance) it can also be renamed with a
title of your choice. Needless to say, |
had a lot of fun with this.

The usual stats, graphs and budget
sheets are all present — if you need to
pinpoint a crime hotspot, or find out how
the neighbouring cities are going (yes,
you can link up to rival citiesl) then the
small collection of icons at the bottom of
the toolbar will help you out. The
various pull-down menus do much the
same thing as the icons on the toolbar,
plus there are other features hidden
away that can be called-up at any time
such as game speed and terrain editor.

Sim City 2000 is a game full of
hidden features. | could go for quite
some time about how much depth the
game has, how many options are
available and how good the graphics
are, but the superb manual does better
than | ever could. >

MONSTER

Summon up a monster and you’ll wish you never had!
This metallic beast will crush your buildings, burn
your real estate and destroy your power network

STAR BAR
The ever-present
toolbar contains
all the icons
needed to build
*nur nit* with,

his toolbar stays
on-screen at all
times, but can he
moved around at
will

PAGE 29
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No one can claim to
have mastered Sim
City 2000 without first
completing the four

scenario cities that §i;

come complete with
the game. These
cities all have one
thing in common -
they're in deep shit
and need your help to
get out of it

» Players of the original Sim City will be
seriously overjoyed with Sim City 2000.
For a start they are provided with SVGA
graphics the likes of which have never
been seen in a game of this sort before.
They really are incredibly detailed and
stylised, even down to the tiniest of
details — at least this time the houses
DO look |like houses and the
skyscrapers DO look like skyscrapers!
Of course, the penalty you pay for this is
Super VGA compatibility (in fact, Sim
City 2000 is ONLY compatible with
VESA drivers, so be warned — you need
the right video card and driver before
buying this game).

The addition of relief adds another
dimension to the concept. As |
mentioned earlier, the landscape

bu
Save a small city from dying of horedom! Stadiums,
parks and other fun things wake your citizens from
the apathy that is plaguing them

resembles Populous to a certain degree
and the way you can manipulate the
terrain in the landscape editor is also
similar in execution. Hills and slopes

a pleasant change to actually enjoy
reading through a manual as thick as
this (140 pages!). Congratulations go to

Michael Bremer and his team for

"ONE THING | WOULD RECOMMEND TO POTENTIAL BUYERS IS THAT THEY GET
THEMSELVES A GOOD MOUSE TO PLAY THE GAME WITH. LAYING DOWN
POWERLINES CAN SOMETIMES BE QUITE TRICKY, ESPECIALLY IF YOU'RE

BUILDING OVER SLOPES OR AROUND POXY PIECES OF WATER"”

can sometimes cause few problems
with object placement — dropping tracks,
roads and powerlines over sloping
corners can sometimes cause errors,
and the fact that there is nc undo option
means that some mistakes can be very
costly.

One thing | will mention (and it
happens very rarely in reviews of this
kind) is that the manual for Sim City
2000 is absolutely stunning. Not only is
it very well written, but it is also very
entertaining to read. The pages are well
designed and clear to read, and it made

CHARLESTON
One minute Charleston has got a lovely beach area
and the next minute it’s transformed into a salt water
lake. Get the mops out

producing an excellent companion to
the game.

Another factor little-mentioned in
many game reviews is sound. Sim City
2000 has a variety of tunes that change
tempo whenever something significant
happens during the game. They're not
too annoying (which will no doubt
please many people) but remain
‘bleepy’ all the same. Sound effects are
pretty quirky, with the usual array of daft
beeps and farts used only as warnings
or as indicators.

Playability-wise Sim City 2000

HOLLYWOOD

Probably the best thing that’s ever happened to
Hollywood. Unfortunately, to complete the game you
must save the city from disaster



Now there’s a tidy-looking town if ever | saw one. Still
very young but showing signs of beauty, Maverick City
is well on the way to

works well. The interface is basically the
same as the one used in the original
Sim City, with the toolbar easily
accessible to the left of the screen. The
placement of zones is definitely an
improvement over the original but the
new methed of ‘painting’ powerlines can
sometimes be confusing.

One thing | would recommend to
potential buyers is that they get
themselves a good mouse to play the
game with. Laying down powerlines can
sometimes be quite tricky, especially if

Marinas add style to the water’s edge. Tiny hoats skit
across the water as traffic problems get worse due to
an increase in tourism

Hollywood!

What really made Sim City for me
was the amount of depth present in this
new incarnation. Sim City was deep but
somewhat limited — you could build a
big city and use everything the program
could throw at you, but then there would
be little else to do apart from maintain
your metropolis and slowly but surely
become bored.

Sim City 2000 remedies this by
adding ‘invention’ into the gameplay in
the same way that Civilization does.

”SIM CITY, POPULOUS AND CIVILIZATION ALL ROLLED INTO ONE GAME?!
UNLIKELY, BUT TRUE”

you're building over slopes or around
poxy pieces of water, so a dodgy mouse
(which | had to begin with!) should be

replaced — it will make a hell of a
difference.
Another (more important)

recommendation is that you play this on
a reasonably fast machine. On the
whole the speed of the game is fine, but
when there is a lot of activity on-screen
the whole thing tends to slow down a
touch, especially when confronted with
one of those B-movie monsters from

TERRAIN EDITOR

You could buy a terrain editor for
the original Sim City, but Sim City
2000 comes complete with an
easy-to-use terrain editor included
within the packaging. Creating a
stable expanse of ripe building
land is more in-depth than it used
to be — with the introduction of
hills, mountains and relief comes
a Populous-style interface that
allows the player to raise and
lower land at will. Mountain tops
can be levelled-off, sea levels can
be altered, rivers, lakes and
coastlines can be added at the
click of a mouse button and trees
take no time at all to pop up once
planted. Ah, the landscape looks
so beautiful, with its blue lakes
and great forests | don’t think 1
can bring myself to build on it!

The way new power stations are added
to the list is great and that's not all;
buses, bus depots, subway systems
and highways are all there just waiting
to be discovered! Sim City, Populous
and Civilization all rolled into one
game?! Unlikely, but true.

To be frank | have been looking
forward to this game for months and it
has lived up to all my expectations. It
looks incredible, it plays superbly and,
best of all, it'll keep you glued to your

monitor for months. SCORE % %% %

= If your landscape is
~ | too hilly, you could
i always retire to the
terrain editor and
4 take it down a peg or
= two. Raising and
 lowering the land is
= very similar to the
| system used in
Populous

 Rivers, lakes and
' coastlines can easily
; be added to the

| landscape at the click
| of a mouse hutton.
The percentage of
 land covered by hills,
= trees and water can
be changed hefore
=5 map is yenerated

SIM CITY 2000

Imnlemented

By Oslo

Dinosaur Flu Stomps
Maverick City

4 resh of dinoseur flu stk
Maverick City iz past wesk. with
usltiss zoering inio the 3
ogtor Earton of the Weisz Lobb-
ndicated thet Maverick City could

kpoct more probiems with

" “Our health facilities have besn,
substandard [or yesrs 1T gur
g cluzenry had been 'wiidl?
inpculnied 'W'Hh '.hr rest of the
), thiz coutd
The !khri vere chronl:&i
bard hlla\:‘l uin murGra\nﬂ
Eetirement

B Direcior 0
Limited, Itz just

Vhen sopnt fing ke e
Roppen:

The citizens are
struck down by a
dinosaur flu
epidemic. | think
it’s about time |
built a hospital -
this should keep
niggles like this
flu under control
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