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Sim City 4 
Understanding the Tools 

 
Strategy 
 
Because Sim City is such an open game with no final objective, it is open to many possible means 
of play. However, there are a few fundamentals one must follow in order to make anything work. 
 
Zones 
 
Zones constitute a majority of Sim City 4: it enables development and revenue to be a reality. 
There are different densities of zones, and each density is suited for a different purpose 
 
Residential zones 
 
Residential zones come in three types: light, medium, and dense. Generally speaking, as you get 
denser, you get more money through taxes, but that is not a rule set in stone. 
 
Don't confuse light, medium, and dense with poor, middle-class, and wealthy. Wealthy people can 
live in light density zones and the poor can live in dense zones. Densities are only related to the 
physical size of the building. Light density buildings are single-family homes, but that can be 
anything from townhouses to mansions. Dense buildings are sky scrapers and can hold thousands 
of Sims. 
 
The wealth of your cliental depends on services. Poor Sims do not really care where they live, and 
will consequently take houses in crummy neighbourhoods with high crime or low health care. They 
never make much money, so you can't get too much in the way of taxes from them. However, at 
the beginning of your city's life, they are your lifeblood. These Sims will take low-calibre jobs like 
fast food cooks or factory workers. 
 
Middle-class Sims need water and at least one or two of the Big Four Services. It's cheap to get fire 
protection, so you'll probably have some middle-class Sims coming in even in the beginning. They 
make some more money than the poor, and they'll take jobs in pretty much any position. 
 
Wealthy Sims need at least three of the Big Four Services, water, and garbage disposal. They also 
need to have jobs available to tax their brains, so if you have nothing but farms, no rich Sims will 
move in no matter how nice the residential areas are. You'll get plenty of cash out these Sims, 
even if they're in single-family homes. 
 
Commercial Zones 
 
Commercial zones come in the same three flavours of residential zones. 
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Light commercial zones provide local shops. These offer cheap services for cheap prices, employ 
cheap people, and pay cheap taxes. You see things like ice cream parlors and car dealerships 
here. They will set up practically anywhere, so long as they're relatively close to customers. 
 
Medium commercial zones hold two types of buildings: services and office buildings. Services 
employ workers who are paid a little more than the local shops, but still less than other forms of 
commercial areas. They require workers with minimal education, and the buildings do very well 
around pollution as long as they're not on top of industrial zones. 
 
Office buildings employ white-collar workers who are paid a good wage. They pay more in taxes 
and employ workers who have decent education. Office buildings must be farther from pollution 
than services. 
 
Dense commercial zones hold both offices and services, too. Your tallest buildings will probably 
come from dense commercial zones. Businesses include malls, which accommodate customers 
from all classes, and which make absurd amounts of money that you can tax to death. They've got 
to be practically on top of customers, and very far away from pollution. Offices are even pickier 
than businesses, and employ more educated Sims. 
 
Industrial Zones 
 
Industrial zones come in the same three flavours as well, but there's a slightly different spin on the 
way the buildings are made and the way taxes are collected. These zones will provide the most 
jobs to your city and in the beginning will be in higher demand than commercial zones. 
 
Light industrial zones, also called agricultural zones, are areas that you zone for farms only. Farms, 
unlike all other zones, can be as big as you want them to be. They don't employ too many people, 
but they're pretty and are required for larger cities (although cities can share that demand, but more 
on that later). Prior to the expansion pack, you got no taxes from farms. That's changed, but you 
still don't get much. So, if you're short of cash, don't even consider it. Farms appear once given 
road access, provided there's little to no pollution. After they're created, only pollution will shut them 
down. 
 
Medium and dense industrial zones can house any of the other three industrial buildings: dirty, 
manufacturing, or high-tech. Again, the density difference only affects the physical size of the 
buildings. 
 
Dirty industries employ Sims with little to no education, and they pay low wages. You'll be relying 
on dirty industries in the beginning of the life of a city. They pollute badly and throw crime all over 
the place, and they are always horrible fire hazards. Still, they'll set up anywhere, especially where 
land values are low so they get deals on the land. 
 
Manufacturing industries employ slightly smarter Sims who in turn get paid more. Manufacturing 
industries don't pollute as much as dirty industries, nor do they produce as much crime. They are 
far and away safer as far as fire is concerned. They'll setup practically anywhere, though they tend 
to dislike heavy polluters. 
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High-tech industries are clean and rich. You'll need well-educated Sims in the city for high-tech 
industries to hire. HT industries hate pollution, so you'll never see any HT industry next to a dirty 
one. HT industries get along with manufacturing industries, but HTs still prefer to be totally isolated 
from pollution. They give tremendous taxes, little crime, no pollution, and practically no fire hazard. 
 
If you ever want to switch a large industrial zone from housing dirty industries to clean ones, you'll 
need to actually DESTROY all the dirty industries. If you don't, there will be some pollution, and HT 
industries will definitely not move in. This will cost you a lot of money because while those 
industrial zones are empty, you're not gaining any taxes. However, if you have plenty of money in 
the treasury, then try it because the money you gain from HT industries will more than make up for 
any you lost during the switch. 
 
Industrial zones (farms excluded) need two additional things to grow. There has to be some way 
for the goods to get from your industrial zones to your commercial zones and other cities. All 
industrial zones make freight trucks that follow your roads, but there's a more effective way. 
 
For maximum speed and effectiveness, you'll need trains. Place a rail DIRECTLY NEXT TO 
industrial zones. As long as the industry building is in a zone directly touching a rail, the building 
will have the shortest freight time. If you cannot do that, place a rail line anyway as close to the 
industrial zone as possible, then place a freight train station linking the rail to a road. The industries 
will ship their goods by truck to the freight train station, which will then in turn carry it away. Be 
aware that the longer the freight time, the more ticked off industries will be. 
 
Freight stations, by the way, are departure-only stops. You do not need to place them at 
destinations, so don't, or you'll be losing cash with the monthly cost for no reason. 
 
General Zoning Advice 
 
Zones need to be directly touching roads to function. Every individual plot of residential or 
commercial land has to have road access at its FRONT DOOR (putting a road at the side of the 
house only isn't going to help). Industrial zones can be up to four tiles away as long as the zone is 
unbroken and one part of it touches the road. 
 
Zones expand and grow (in terms of building size) when provided with the right services. If a dense 
zone doesn't seem to be developing, query it to see the problem, and try to fix it. 
 
Zones can be re-zoned to something more dense without the buildings having to be destroyed. 
Just "paint" over the existing zone with the new one. 
 
One strategy is to use the densest zone type right from the beginning. That prevents you having to 
spend additional money on re-zoning later. I believe, however, that the initial cost of the expensive 
zone is too great; young cities won't see the potential of dense zones, so there's no point in 
building them. However, that IS just my opinion... if you can get it to work with dense zones 
from the outset, go for it. 
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Young cities favour industrial zones because industries are looking for the cheap land. As cities 
grow, they become more self-sufficient, so they favour more commercial zones. Adjust your zones 
and zoning techniques as you need to based on your population. 
 
 
 
Education 
 
While we're on the subject of highly educated Sims, we should discuss how to go about getting 
those little Sim brains filled with big Sim thoughts. Educational buildings are divided into four 
classes: young kids, old kids, young adults, and adults to old people. 
 
Elementary schools educate the young kids. Small schools hold a maximum of 500 students, and 
the deluxe ones can hold 3000. No matter the size, they have a radius that represents the bus 
range (no more stacking all your schools in one corner of the map like in SimCity 3000). Place 
them in the hearts of your residential areas, because no one from businesses or industries will be 
heading to school. Deluxe schools have a much larger radius than their small cousins, and the bus 
fund is accordingly higher. 
 
High schools educate old kids. Small schools hold a maximum of 750 students, and the deluxe 
versions hold 4500 students. High schools further increase Sims' EQ as they become old kids. 
They also have a radius representing buses, so plop these in the middle of residential areas too. 
Again, the deluxe version has a larger radius and higher bus fund than the small version. 
 
City colleges and universities help out the young adults. Getting a degree is one of the greatest 
feelings in life for a lot of people, and it opens the doors to higher-paying jobs (which in turn leads 
to more money you can bleed from your populace). Colleges hold a maximum of 7,000 students, 
more than enough room to hold quite a few generations. Also, the college does not have a radius 
since most people will live on campus. Universities hold no students, but instead act to assist and 
improve colleges to make their education better. 
 
Local branch libraries and the Main Library let Sims of all ages (excluding the seniors) maintain 
their education. Libraries are essential to keeping adults from forgetting everything they learned in 
college, which could lead to a loss of job or status in the city. Local branch libraries hold a number 
of books, which represent its radius. Main libraries assist the local branches. 
 
City museums and Major Art Museums offer relics of old for the people who routinely tell kids to get 
off their lawns. The presence of museums assists the schools and prevents seniors' brains from 
turning as mushy as the rest of their bodies. Don't bother with them until you have a fair number of 
years behind you. 
 
In my experience, you can do without libraries and museums until your city is 25 years old and/or 
having a population of 10,000 people. Also, you can do without high schools entirely as long as you 
have a strong college. Although EQ will be a little lower, it won't be low enough to prevent Sims 
from getting those super-high paying jobs in high-tech industries or wealthy offices. 
 
Transportation 



©Infinite Zenith -5- 
 

©2007 All Rights reserved. This guide may be used for noncommercial purposes, and the original author must be cited. 

 

 
Roadways 
 
Streets are minor, low-capacity and low-speed routes. You probably live on a street as opposed to 
a road; the best indication is the presence or lack of a line painted down the pavement. Streets 
have no line; because the drivers should be going slowly enough that no one is in danger of hitting 
anything. Use streets to connect out-of-the-way neighbourhoods to main roads. Streets cost less, 
both initially and monthly, so use them when you can, especially in the beginning. 
 
Roads are the basic route to get Sims around. These are medium-capacity and medium-speed 
paths, designed as major linking paths between zones. All vehicles will spend the majority of time 
on roads, so make sure they're well kept. Any street you have can be easily replaced with a road 
by "painting" over it, and the original street will not have to be destroyed. If you can afford it, you 
may want to just get rid of streets entirely once you have a medium-large city. It makes transit 
quicker, and it's just a little more orderly. 
 
One-way roads are just that. They have the capacity and speed limit of roads, but only allow travel 
in one direction. You can regulate the flow of traffic very easily with these. When used properly, 
Sims can get from any point in the city to any other point in the city with minimal fuss. You'll find 
that one-way roads are usually used extensively in the morning or evening, but not both. 
 
Avenues are basically pairs of one-way streets. They are high-capacity, high-speed routes that 
handle MUCH more traffic than roads, but don't cost as much as highways, and connect much 
easier to roads and streets. If you need to connect two major sections of your city, avenues are the 
way to go. 
 
The only problem with avenues is that it's hard to turn a road into one because of the size 
difference. If you think you'll be using an avenue, you may want to build it from the beginning. It'll 
be a waste of money at the beginning, but you won't have to do anything really destructive later. 
 
Another problem with avenues is the median. Cars cannot hop over the median, so if you have a 
house on an avenue, its occupants will have to go the LONG way around to get home. Avenues 
should not be used for routes to and from houses; they should only be used as links between two 
sections of the city. 
 
Highways 
 
Highways are extreme-speed, extreme-capacity monsters that can accommodate huge quantities 
of cars and shoot them across the landscape in a matter of moments. Seldom are highways 
clogged, unless it's the only route to get between zones. If given the choice, Sims will always take 
the faster route, so running a highway parallel to a busy road (or just replacing the road entirely) 
will guarantee its usage. Highways are expensive though, so don't bother with them until you can 
foot the bill. 
 
To get onto a highway, you need an on-ramp. On-ramps, in short, connect roads to highways. 
There's massive strategy to on-ramps because they come in two flavors and have to be placed on 
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both sides of the road at the arrival AND destination. That's four on-ramps at least for any given 
stretch of highway...although the payoff in low traffic density is worth it. 
 
The two on-ramp types are overpass and side. Side on-ramps let drivers hop from the road to the 
highway without slowing, allowing smooth transfers and minimal congestion. Overpass on-ramps 
usually force drivers to bottleneck at that point, but the drivers can get to the other side of the 
highway by cutting under it. Your on-ramp choice depends heavily on your zones. If you have the 
highway simply as a link between zones, you can get away with a side on-ramp. However, if there 
are zones actually AROUND the highway, then an overpass on-ramp is the best way to go to avoid 
forcing commuters to taking longer trips than necessary. 
 
If you have multiple highways, you can link them provided they cross at 90- degree angles. One 
has to be going north-south, and the other east-west. Once an intersection is created, use a 
cloverleaf or T-section to combine both into one super highway. Commuters can hop from one 
highway to the other with little to no delay. 
 
With the expansion pack, you can now build T-sections, cloverleaves, and on- ramps before the 
actual highway itself. That way you can plan highways before spending obscene amounts of 
money. 
 
Also new with the expansion pack are ground highways (as opposed to the normal elevated 
highways). They cost only a third as much as elevated highways initially, although they cost the 
same in maintenance. The only downside to ground-level highways is that you can't cross them 
other types of transportation, like railroad tracks. 
 
Mass Transit 
 
Cars produce insane pollution. Even with the Automobile Emission Reduction Act active, a large 
city will produce many drivers who are all polluting. To combat that, bring in mass transit, which by 
definition has many Sims using the same bus or train or whatever to get places. 
 
Buses are the cheapest way to cut traffic. Sims will board at a bus stop, but they can get off 
anywhere, so you don't have to litter your landscape with stations. Sims don't like walking to bus 
stops, though, so make sure there are enough to give Sims plenty of places to board. Rich Sims 
hate the bus, and poor Sims love it, so adjust the number of your buses depending on your 
population. 
 
Trains take more passengers than buses, and are faster. They can travel much farther too, but 
they cost more. First, you'll need to build rails where you want the trains to go. Also, unlike buses, 
you'll need to put a train station for every place you want the train to stop. Rich Sims don't mind 
riding trains as much as they do buses, so use trains all you can. Besides, you can combine 
passenger routes with freight routes for maximum efficiency around your industrial zones. 
 
Subways are underground trains. They operate like trains in practice, but they're more expensive. 
They take more people, though, and are even faster than trains. They're small, so they won't take 
as much room as train stations. Best of all, because the tracks are underground, you can make 
direct lines to each station, and you won't be wasting valuable real estate upstairs where it counts. 



©Infinite Zenith -7- 
 

©2007 All Rights reserved. This guide may be used for noncommercial purposes, and the original author must be cited. 

 

Rich Sims LOVE subways, so they're great for rich neighbourhoods. The thing about subways is 
that they are EXTREMELY expensive. 
 
A new mass transit system is elevated trains. El-trains hold the most passengers, and the rich love 
them. El-train tracks can link to subway lines too, which makes for a great system. You can use the 
el as long as you can, but if you run into zones you don't want to demolish, you can slip 
underground until you're on the other side. 
 
The other new mass transit system is the monorail. The monorail cannot hold as many people as 
the el or subways, but it absolutely screams across the landscape at full speed. If you have a long 
distance to go, monorails are the best option. 
 
Placing a parking garage adjacent to any mass transit station will increase that station's usage. 
Instead of Sims having to walk to the station, they can just drive to the garage, park their car, then 
use the station. Parking garages are absolutely fantastic, so try to put one next to every mass 
transit station you make. 
 
If any station of any of the five mass transit types fails for whatever reason, your transportation 
advisor will inform you with a hyperlink to the offending station. He alerts you to the stations that 
make no profit, which means, as the game puts it, are black holes of money. Take them out with 
your trusty bulldozer to stop losing the cash. 
 
Placement for mass transit stations requires some degree of planning. The easy way is to build the 
mass transit routes first, then build around them. 
 
You can't do that without a lot of money, and at the beginning, you won't have it. So, you'll probably 
be doing most of your mass transit lines after you have established routes. Until now, it's been 
almost impossible to know where to put stations. Luckily, the new route query tool is totally 
invaluable for this. Here's the process: 
 

1. Open your Data View screen. 
2. View traffic congestion. 
3. Route-query a piece of road that is orange or red. 
4. Turn off Data View. 
5. A bunch of lines will pop up indicating routes. Look for a bunch of arrows going to the 

same area. 
6. Place a station in the area. Bulldoze a couple buildings if you have to. 
7. Route-query a building in that area. 
8. Different arrows will appear. Follow them backwards from the place you just queried. 
9. Look for a "pocket" of arrows at the end of the line. 
10. Place a station there, too. 
11. Link the two stations however you can (bus stops excluded). 

 
Bridges and tunnels 
 
If there's a body of water or a mountain in your way, you have three options. The first is to go over 
it, the second is to go around it, and the third is to go through it. 
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Mountains can have roads and rails over it, but this will make for a horrible driving experience, and 
some trains won't be able to make some climbs. Going around the mountain is an option, but that 
can be a long and expensive trip. The best solution is to just drill through the mountain to make a 
tunnel, giving your cars and trains a flat path to zip along. 
 
Bodies of water are similar. Again, you could go around it, but some rivers may take the length of 
the map. Build a bridge to get your cars past the obstruction and get them on their way. 
 
To build either a bridge or a tunnel, the most important thing is to plan on where you want it. They 
can get expensive, and you don't want to continually be destroying and re-building them. Make a 
strip of road where you want the tunnel or bridge by dragging OVER the mountain or river. Go a 
little farther along the land until your highlight turns green. 
 
After you let go of the left mouse button, you'll be given the cost of the bridge or tunnel, and you'll 
be asked to confirm its construction. If you decline to build a tunnel, the game will make the road 
you selected, but it will be going OVER the mountain. Declining bridge construction makes your 
engineers build the road you drew minus the bridge itself. 
 
Bridges cannot cross each other, but tunnels KIND OF can. If you build a tunnel through a 
mountain, you can still build a road ON the mountain as well. You can't make two tunnels on the 
same level cross, but you can make two or more tunnels run parallel if you need to. 
 
Highways, roads, and rails can all tunnel or bridge. 
 
Seaports and Airports 
 
Seaports and airports do help send Sims this way and that, but they are mostly assists. 
 
Seaports assist your industries by hauling their goods across the oceans and rivers of your region. 
Although passenger boats aren't rare, you'll get far more people with neighbor connections than 
sea routes (more on that in a second). By building a seaport or two, the demand for your industry 
of all types increases. They pollute heavily and are expensive, so take care. 
 
Airports provide more people than seaports, but they help commercial zones instead of industrial 
zones. Airports bring in planes with tourists, who will add to the coffers of your city's businesses. 
You'll get more tourists with more landmarks and rewards, so don't be too stingy. 
 
Regional Play 
 
SimCity is not the isolated lonely existence it once was. It's not even as lonely as it was with 
SimCity 3000 (although until you make more than one city, you will feel a little isolated). After 
getting your one city running well, save it and exit to the region. Start a new city within the confines 
of a plot of land adjacent to your first city. 
 
Once you have two cities, you can link them in a number of ways. Two cities can very easily 
support each other, so just imagine when you link up a city to four other cities or more! The basic 
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way to link cities is by road or highway. You'll have to have room on both sides of the border to 
accommodate the road connection, but it only takes one or two tiles. With a simple road connection, 
all sorts of things happen. 
 
First and most importantly is the shared demand. Two cities that are linked share their RCI meters. 
If City A has a bunch of farms, and City B desires farms, linking them will benefit both. Residents 
from one city DO cross the border to work at other cities as well. There's no hard number to get an 
actual fix on how many people are doing so, but you can route-query the connection to see how 
many vehicles are hopping the border. 
 
Second, the cities can import or export each other's trash. If one city has the landfill to spare, it can 
take garbage at a cost of the exporting city. It's a pretty lucrative way to get a profit in the early 
days. 
 
Third, the cities will share tourists. If one city has enough tourist traps like landmarks and rewards, 
its commercial sector will get a boost when the second city's people come to visit. 
 
You can also link cities via water pipes to share water, power lines to share electricity, and rails to 
share people and industrial goods. A lot of the sharing happens without your knowledge in the 
background, so if you make two identical cities, one linked and the other not, the linked city will 
probably prosper better. 
 
There are also business deals you can make internally with your own city only. If you ever find 
yourself in debt, you are usually given the opportunity to build a building at no cost that will net you 
a decent monthly income. Young cities will have to practically depend on these buildings to survive, 
and there's no shame in using them. However, they all bring their own problems, so if you can 
sustain yourself without them, do so. 
 
God Mode and making the most of it 
 
After clicking a plot of land without a city, you are given the power to change the land to your liking 
WITHOUT COST. Beware; because once you engage Mayor Mode, God Mode becomes 
extremely limited and nearly worthless. Plan your city now before you make some mistake that 
you'll regret once in-game. 
 
Tools 
 
There are plenty of fun buttons to play with here! I'll go over everything for your reference. 
 
Landscaping 
 
The first button on the God Mode list is the Landscaping tool. It features Raise Land, Lower Land, 
Level Land, Add Trees, and Add Animals. 
 
If you choose to raise your land, there's a variety of ways you can do so. Create cliffs to mark sheer 
raises and drops in altitude; make several to create a stair-step effect. Mesas raise a circle of land 
and top them off, giving a nice area to plop down a landmark, but denying direct access from the 
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bottom. Mountains are just that, and you can make them as tall as you want; to get a mountain 
range, just slowly drag the mouse across the landscape. Steep hills and gentle hills are self-
explanatory. 
 
Lowering your land is pretty fun too, and lowering it enough makes bodies of water. Shallow valleys, 
valleys, and steep valleys give downward slopes to your land. Craters lower the land at the center 
of the tool but also steeply raise the land at the tool's edges. This creates a nifty little in-mountain 
lake or something. You can also add shallow or regular canyons, which lower land in a very small 
area. 
 
Levelling your land is not a one-option affair, either. Using the plateau tool lets you make an area 
all the same altitude with extreme edges. Plains level the terrain too, but the edges will be gently 
sloped. The quick level brush allows you to easily get your land all the same altitude with extreme 
edges; useful if you made a mistake. Erosion gives your beaches and cliffs a rocky appearance, 
whereas the soften tool makes those beaches and cliffs smoother. 
 
Adding trees gives your city some personality from the start. The more trees there, the bigger the 
danger of fire, but the less pollution there is. Adding animals is cosmetic only. 
 
Winds and Global Changes 
 
The second button gives you access to the wind tools, and give you the ability to make extreme 
changes. You can issue the erosion command to make your cliffs and beaches rocky, or you can 
use the soften tool to give everything a much cleaner appearance. Finally, you can raise or lower 
the entire city's terrain by one whole level. This is useful if you made a couple mistakes but still 
want the basic shape of your created land. 
 
Reconcile Edges 
 
To make the game more realistic and give your region a cleaner look, you're given this tool. It 
compares the borders of your city with all the ones around it, and it changes your current city's land 
to match its adjacent borders. This way you don't have, say, half a mountain on one side of the 
border and nothing on the other side. 
 
This is optional; you never HAVE to reconcile edges. If you do want to but don't want to bother 
hitting the button, there's an option in the options screen called Auto Reconcile Edges, which does 
what it says it does. 
 
The reconcile edges option is one that is still available in Mayor Mode, however, once you’ve built 
a city, reconciliation will destroy anything under the red highlighted areas. 
 
Disasters 
 
What would be the fun in making cities if you couldn't whack them now and then? This tool stays in 
its entirety even after the city has been established. Two new disasters were added for Rush Hour: 
Autosaurus Wrecks and the always-popular UFO. 
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AUTOSAURAUS WRECKS: Magically summon a monster composed of a variety of vehicles. It will 
stomp buildings flat, and you can control its path with click-dragging. 
 
ASTEROID: Summon a flaming asteroid from space. On impact, it will set fire to a bunch of stuff 
and make a small crater in the ground. If you throw a couple down before the city gets established, 
you'll have a pretty nifty land shape. 
 
EARTHQUAKE: Point and click to make a tiny tremor. Or, for more fun, click and hold the mouse 
button for a few seconds, THEN release. That will rip the map apart, sending buildings flying and 
Sims screaming. 
 
FIRE: The basics are back. Point and click, and whatever unlucky object you choose to catch in 
flames. Fire leaps from one flammable object to another, so trees and buildings are all subject to 
heat. 
 
LIGHTNING STRIKE: This is a quickie. Summon a bolt of lightning to any object you choose, and 
that object will catch fire and/or be destroyed. It's like the fire disaster, but it's a little more precise. 
 
ROBOT ATTACK: The mobile suit of Sim City, the robot is a 30 meter high machine that fires 
grenades everywhere. The mobile suit can level even the tallest skyscrapers simply by walking 
through them, and you can control him yourself and direct him to specific parts of the city you want 
to level. 
 
TORNADO: You can change the tornado's direction to send it to different buildings to take it out. 
Although it sets some things on fire, its primary purpose is to cause destruction. 
 
UFO: Reminiscent of Independence Day, this is the closest thing you're going to get to a nuclear 
strike in SimCity 4, the UFO disaster will first summon the mother ship to the point of the city where 
you click. (It'll take a few seconds to arrive, so don't panic when you don't see it at first.) Once it 
settles over your city, it'll charge its laser beam and absolutely demolish anything around, a la 
Independence Day. After that, three tiny UFOs will pop out and start randomly shooting at things. 
You can control the direction of the little UFOs to a degree, but you have no control over what they 
fire at. 
 
VOLCANO: A miniature mountain springs up and erupts lava. The lava will flow down the hill and 
burn up everything in its path, including buildings. You get to choose where you want the volcano 
to appear: just point and click. 
 
Day/Night Cycle 
 
The game has a clock so you can see your Sims going to and from work. (You can see what Sim 
time it is by hovering your mouse over the date display.) The sun rises and sets and it changes the 
color of the land with it as it does so. Also, buildings will get lit up at night. Seeing from a distance a 
huge skyline all lit up is one of the greatest sights in existence…SimCity 4 does an excellent job of 
emulating it. 
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You can keep the passage of time, or you can elect to force the city to spend all its time in daylight 
or nightlight. The night brings beautiful graphics, but the day lets you see what you're doing better. 
If you're working on a lot of zoning, you may want to leave the sun turned on until you're done. 
No matter what you choose here, the time will still proceed. It just affects what you see. 
 
 
 
God Mode Strategy and effects 
 
Unless you're just learning about the tools, avoid just screwing around with God Mode. If you mess 
around too much, then the city you establish will have its own set of problems... which is why I 
recommended that you start your first city on a totally flat piece of land. 
 
Sims both like and dislike hills. Houses build on hills or mesas are automatically valued more due 
to their view. Windmill power plants also produce just a LITTLE more energy the higher they are. 
However, Sims hate driving up and down steep slopes, and if you make your cliff too steep, it can't 
be traversed at all. 
 
Water is a slightly different issue. Sims love water as much as they love hills. Property values 
around water are higher, which leads to higher taxes and lakes can easily be driven over or around. 
Oceans give you access to seaports, which help industries, which add money. The problem is that 
for every tile that is occupied with water, that's one less tile for something else, like a house or road. 
 
Unless you have some specific strategy in mind, you need to find a balance between aesthetics 
and efficiency. A couple of lakes, a few gentle hills, and one or two steep hills in an otherwise flat 
area is fantastic. Having a little of everything lets a lot of different Sims be happy, and as they say, 
variety is the spice of life. 
 
That's not to say that specific strategies are bad. If you want to make an island, you'll have to give 
up a lot of land to do it... but maybe that's your idea. Your city is your city... just make sure that 
whatever you do in God Mode won't have a negative consequence later. As long as you know what 
you're doing and what you're limiting yourself from, you'll be fine. 
 
The only thing I always recommend is trees. Trees won't catch fire by themselves, and they'll cut 
down pollution from the start. It doesn't cost that much more to build things over trees (there is an 
added cost to compensate tearing the trees down), and it costs absolutely nothing to zone over 
trees (because the land owners will cut their own trees down). Besides, trees add land value too. If 
there's any space on your map that has no trees, you don't have enough. 
 
 
 
 
 
 


