Dr. Wright entered the growing field of
SimCity Design in the mid '80s after an
unhappy career as a chemist creating
new hair coloring formulas. About this

time, & group of programmers were
looking for scientiststoresearchaphe-
nomenal new game called SimCity. With
' advanced degrees in Urban Planning,
Computer Aided Design and Nintendo -2
Game Counseling, Dr. Wright was the clear choice to head up the experlmental.
team. His insightful studies into the cause and effect of SimCities and their
mayors have been recognized as the benchmark in the field. Among his
many finds are theories explaining why new SimQCity mayors can't stop
playing the game and why the SimChicken crossed the:road. Dr. Wright

lives with his famlly in a town he designed and built from environmentally

safe wicker.

1Q.: 1000

Height: 3 inches

Education: Mario State University BA, MA, Phd, DDS, NES, Honorary
Professorship of Deep Thinking

Hobbies: F-Zero™ racing, skydiving with Pllotwmgsm, and Yoshi
riding

Past Titles: NationalTrafficCoordinator, President of the Society for
the Preservation of Antique Plumbing
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DESTRUCTION OF TOKYO

Welcome to SImCIty My name is Dr anht and | will be your gwde and
teacher as you set out to create bustling cities or sprawling urban waste-
lands. As mayor, the choice 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 metropolis. If you want to sklp the;:

rubble, turn to page 8.

HOwW TO BEGIN THE

S

Move cursor arrow to SCENARIO  Move highlighted box to Tokyo

Insert the Game Pak, turn on the
and push START, 1961 and push ©.

power, and push START at the
title screen.

‘while holding down the &
@ Button to scroll all

Tokyvo, Japan

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? Now, if you push the
® Button you'll see Tokyo BK—Before
Koopal

TAKE A QUICK TOUR OF TOKYO

Use the Control Pad
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over the map and see
what Tokyois supposed
tolooklike. Soon, thanks
to you, the city will look
more like a footprint.

The airport is about to be closed,
permanently.

Here we see the Fmpenan‘ Paface,
but not for long.

WHAT S ON THE MAP

When you look at Tokyo, you
see many structures. There
are stadiums, police stations
and public buildings, but also
places where people live,
work and shop.

Industrial factories. Commercial shops.

MORE INFO

The submenus have information in many forms including maps and graphs.
They also allow you to control game options like how fast time passes or how
much money you want to spend on fire protectlon every year. Nonel!

A res.-denr.-a! area

Move the cursor to one of the symbols on the green top bar, then push @ to access a submenu.
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Some mayors, havlng brought down rampage and ruin on their cities,
attempt to make amends; that is to say, they try to fix everything. My advice
is not to wreck it in the first place, but nobody ever listens to intelligent advice
these days. Still, if you want to put the pieces back together, you can do so
using the Edit Icons, which are the little pictures on the left side of the screen.
Using the icon that looks like power lines, you can reconnect power to
buildings where a € symbol indicates loss of electricity. Move the cursor
over the icon using the Control Pad, then push ®. The icon is now
highlighted. Now move the cursor over the map until an edge of the cursor
box touches the edge of a powerless building. Push®and a sectlon of power
line is built, costing you $5. . ot :
Build power lines from the
disconnected building to a
building with power. After a
fewmoments, you’ll see that
both buildings have power.
Rebuild roads, airports, etc.
the same way.

But with a little patience, the city is rebom.
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NOT ENOUGH?

»* this: “Gee, that monster was great, but there must be half a dozen
> buildings 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 havoc on your hapless population: fires, monsters,

| floods, tornados, earthquakes and plane wrecks. To activate some or (better
yet) all of them, move the cursor to the green bar at the top of the screen. Now
the box becomes ahand. Move the hand so it points at the footprint and push
©. Simply point at the disaster(s) of your choice and push @ to activate it
(them).

MONSTERS ARE

Another curious fact about SimCity mayors is that one
disaster is never enough. The reasoning goes something like

THERE’S SO
MUCH MORE

Destroying cities can be habit forming, but most
mayors scon find itis more of a challenge, and just
as much fun, to build cities and make them work.
SimCity lets you do it all. You can create your own
city from scratch or solve the problems of real
cities ravaged by disasters. The following chap-

The joys of demalishing a city are
many, but to create a bustling
metropolis is true bliss.

ters take you step-by-step through the creation of .2

a practice city, explaining how to build everything
from power stations to booming commercial dis-
tricts. If you listen closely and take my advice

(since | have spent years researching every aspect |

of SimCity, whereas you have only destroyed
Tokyo) chances are you will become one of the
greatest mayors of all time.

Believe it or not, disasters aren't
the end of the world, or a city.
Witness Tokyo AK—After Koopal

























































































































