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About


=====


 Back around mid-August 1997, someone on the assembly-85 suggested someone write SimCity for the TI-85. There was already a horrible basic version, but nothing written in assembler. Four of use decided to take non the task, but that team quickly dissolved to Terry Peng, and myself, and


evetually to just me.  Alot of time was spent working on storage of the city, and how to make it fast. 





Since its start, I've spent almost two years working on SimCity. Since then, its grown from a demo that scrolled a tile map, into a fully working simulation.





How to Play


===========


 SimCity works very much like the computer version. You are presented with five menus:  Zone, Service, Info, Disaster, and Game. The Zone menu allows you to place new zones. These may be residential, commercial, and industrial that will eventually have residents, or they may be parks or water.  The Service menu allows you to build Police and Fire Departments, Seaports, Airports, Coal and Nuclear  power plants, roads, as well as clear areas.  The Disasters menu allows you to trigger a disaster.  Finally, the Game menu allows you to set the game options, and create new maps. 





When you run SimCity, it will look for a string called "simsave". If SimCity cannot find the string, it quits. 





Strategy


========


 The letter in the upper right corner tells you what you need to build for your city to continue growing. 'P' means power, 'R' means residential, 'C' means commercial, 'I' means industrial, 'S' means seaport, and 'A' means airport. Also, residential, commercial, and industrial zones have


different tolerances for amounts of crime and pollution. Police protect your city from crime, and Fire Departments protect your city from disasters (in a manner of speaking). 





Version History 


===============





* SimCity v0.99 (June 1999): Pretty much the final release. There will be one more release after this one, adding some new functionality, but otherwise, this is it. A whole slew of new features have been added: Auto-goto for disasters (to help you out, the simulator sets itself to  pause so you can assess damage, and react better) Auto-bugdet has also been added. Saved games are now possible as well.  SimCity looks for a  string called "simsave" where the game is stored. The Map is much bigger now (32x32). Finally, I've revamped many parts of the interface. The menus are much more organized now. Also, the Budget screen has received a much needed facelift.





* SimCity v0.96b (June 1999): Disasters are now a part of the simulation. The titlebar now tells you what the population of your city is now. Fire stations now work too, helping to eliminate disasters quickly.





* SimCity v0.94.5B (May 1999): A pause option has been added. In addition,  a few more indicators of demand have been added. A 'P' in the upper right  corner means more power, a 'S' means a seaport is needed, and an 'A'  means an airport is required. 





* SimCity v0.94B (May 99):  Added a fully functional demand model. The type of zone demanded is indicated on the right side of the title bar. Note that disasters are not part of this version right now. They caused too many problems, so they've been removed for now.





* SimCity v0.93B (Mar 99): Disasters are now part of the simulation. I've also done a bit of fine-tuning with city growth. In particular, some zones are more sensitive to tax increases.





* SimCity v0.92B (Feb 99): A whole bunch of changes again. I've added a land value map, as well has having crime be partially dependent on land value. The contents of the population screen have been moved to the Budget screen. There's also a whole new sprite set (thanks to Johannes


Rajala).





* SimCity v0.9B (Jan 99): Fixed a few bugs in v0.89B. Also added in pollution and crime maps. Police now play an active role in your city.





* SimCity v0.89B (Nov 98): Totally overhauled SimCity again. Removed a bunch of extraneous code. Included a relocated jump table for frequently used subroutines. A bug in the new river map has also been fixed. Added game options and better info screen. The pollution and crime maps don't get drawn yet, and neither have any effect on city growth.





* SimCity v0.87B (June 98): Removed the hospitals and Graphs option. Fixed a major bug with the pollution map. Previous versions corrupted memory near the edges of the map.





* SimCity v0.85B (June 98): The tax rate now works properly. You collect that multiple of your population as income (minus any costs your city has). All polluting zones now generate pollution. There may still be a few small bugs, but those are being worked on. Also, seaports and airports have an affect on your city (besides generating pollution). 





* SimCity v0.82B (May 98): Pollution fans out from high polluting zones. Crime isn't generated yet, so no functional crime map.





* SimCity v0.8B (May 98): Pollution maps work now. Started fine-tuning the cost/expenses. Few bug fixes.





* SimCity v0.75B (May 98): All the new map types work now. 





* SimCity v0.7B (May 98): More drastic changes. There's no more population migration problem. Before, the city's population would tend to migrate to the top of the map if you hadn't built there last. City maintenance is


gonna start costing a lot more now too. 





* SimCity v0.65B (Apr 98): HUGE CHANGES! There's now a working budget as well as collectible income. You also need to pay for road maintenance. All three zones move in. In the 16x16 version of SimCity, I've made some small changes with the sprites. A 'Pop' item has been added under the


'Info' menu to tell you what your city's population is like. There’s a bigger map now too. 





* SimCity v0.5B (Apr 98): Heavily modified growth algorithms. Growable zones need to be near roads to grow in. Taxes are also a factor. Also released SimCity8 (the version with 8x8 sprites). Switched from using [ENTER] to [2nd] for building. 





* SimCity v0.45B (Mar 98): A major overhaul in the code section. Took out about 290 bytes. Also added the first phase of the growth. There needs to be adequate power for your city before anyone moves in. 





* SimCity v0.4B (Mar 98): Fixed the road construction. Previously, you could only build horizontal roads. Now, you can build in any direction.





* SimCity v0.3B (Feb 98): Finally, some real changes! There's a couple changes to the menus. Clear Zone has been moved to the 'Other' menu. There's no budget yet, but it costs money to build stuff.





* SimCity v0.2B (Feb 98): What's happened in 4 months? Not much, I'm afraid. The timer and calendar work now. It won't cost you anything to build stuff. 





* SimCity v0.1B (Oct 97): A bunch of new stuff was added: a much improved interface where you can scroll with the cursor, and switch zone types with the press of a button. Pretty neat, huh? Now has an awesome title screen. 


Note the name change. This is pretty much a playable game (although you don't lose any money yet). 





* MapScroller v4 (Sept 97): A few more features have been added: zones become populated unconditionally. No matter what you build and where you build it, zones move in, rather quickly too. The 'New Map' menu item makes a new (kinda randomized)  map. Pretty much all the data is contained


within the program now. There only remains a few string and about 10 sprites to be added. A new title screen is also in the works. 





* MapScroller v3 (Sept 97): This release is technically a day late, but there's some new stuff added, so I figured it'd be worth waiting an extra day for. You can build all the services, and zone everything except roads.


When constructing new zones, the map automatically scrolls. That feature was originialy decided against, but was actually quite easy to implement.





* MapScroller v2 (Aug 97): This version was just a simple map scroller to test out our sprite engine, and map scrolling routines. It was released just to give people an idea of what to expect. Why version 2? Haven't a clue. 





Questions? Comments?  E-mail me at ehuizing@ucalgary.ca Visit my home page for the most up-to-date info about my games: http://www.acs.ucalgary.ca/~ehuizing/





Erik Huizing
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