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Services All EGGS Need

 (A)mbulance

 (F)ire

 (E)ducation

 (W)aste

 (W)ater

 (E)lectricity

 (P)olice

 (T)ransportation



Zones All EGGS Need

 (R)esidential (Light, Medium, High)

 (C)ommerical (Light, Medium, High)

 (I)ndustrial (Medium, Heavy)

$, $$, $$$

Agricultural

Landfill



SC3K  vs.  SC4

 Caricature City

 Isolated City

 “Useless” Specials

 Limited Transit

 Sea/Airport Zones

 No Park 

Maintenance

 Few NIMBYs

 Realistic City

 Regional Interaction

 Specials have effect

 Numerous Transits

 Sea/Airport Bldgs

 Parks cost monthly 

maintenance

 Everything has a 

“Back Yard” effect.



The Back Yard Effect

Every Building Has:

A +/- Modifier to Desirability for R/C.

Modifier for R & C may both be different.

No Modifier for Industry.

A radius of effect in terms of squares.

 “Square One” are the border squares

Radius for R & C may both be different

 “Landmark” Buildings Have no 

Residential effect.



Examples of “BackYards”

Mayor’s House (Reward)

 +100 Residential Desirability, Radius 48

 +100 Commercial Desirability, Radius 48

Soccer Field (Recreational Area)

 +30 Residential Desirability, Radius 50

 +20 Commercial Desirability, Radius 5

Toxic Waste Dump (Crutch Reward)

 -100 Residential Desirability, Radius 48

 -60 Commercial Desirability, Radius 24



Starting New EGGS

 Pause, Freeze Day

 Main Street

 Town Center

 PD, FD, Hosp, HS

 Data Views

 Zone Distribution

 Zone Separation

 Traffic Flow



Education

 Schoolbus Radius

 Education Quotient

 Types of Educators
 Elementary School

 High School

 City College

 University

 Libraries

 Museums

 Operas, Theaters

 EQ Foundations



Waste Disposal

Where to Place

 NIMBY!!!

 -100 R & C (32 Rad)

 Pollution

 Borders

 Types of Disposal

 Contractual

 Landfill

 Recycling

 Waste to Energy



Water (Part One)

 Initial pipe-cross

 Use Main Streets

Water Tower

 Power with Windmill

 Unfreeze SC4 for 

about one month of 

game-time, or until 

water service 

appears



Water (Part Three)Pipes Have a 6-Square 

Radius when at full 

pressure.

Pipes cost monthly 

maintenance fees.

Use your radius wisely. 

Avoid too much 

redundancy



Water (Part Three)
•Don’t Forget to     

re-Pause the game.

•Efficient, low-cost 

water supply

•Water Structures

•Water Towers

•Water Pumps

•Heavy Pumps

•Treatment Plant



Water (Part Four)



Adjusting The Local Budgets

Every budget will be extremely over-inflated by default.

EXCEPT: Police and Fire. Don’t skimp on those. 



Local Budgets Continued

 Immediate Bldgs

 Elementary School

 High School

 Medical Center

 Power Plants

 Almost every 

Unzoned Building 

has a local budget 

that you pay for.



Correcting Budget Shortfalls



“Reward” Buildings

 NIMBY or YIMBY?

 Zero $ cost to 

accept.

 Initial build cost

 Monthly 

Maintenance

 Some have 

profound city-wide 

and regional 

effects.



The “Religious Concern”



Global Budget (Class Control)









Any Questions?

•NIMBY / YIMBY List will find its way onto the FC Site

•Many strategy guides online, just search for                   

“Sim City 4 faq” or “walkthrough” or “guide”

•My email address is brandon.safford@my.tccd.edu   

(please no large attachments!)


