SimCity Judging 2016-2017

Virtual City Slide Show




This presentation

e Part 1 (through slide 48)

* Virtual City slideshow deliverable and judging
* Overview
* Deliverable template and rules
* Rubric
* Judging — details and explanations

* Part 2 (slide 48-75)

* Sample screenshots and interpretations
* For those not as familiar with SimCity



Changes to the SimCity deliverable

e (2016) Changed from SimCity file to slide show

e Students loved playing the game, BUT
* Teachers didn’t understand it well
* It was difficult for some groups to meet the requirements of the old rubric

* Schools had a lot of trouble installing and running SimCity on school computers
* Teachers had a lot of trouble locating and uploading the correct file for judging
* Judges had trouble accessing city files that used special features

* There was not a clear link between SimCity and the rest of the project

* (2017) Simplified and shortened the slide show
* Teachers complained it required too much effort/time
* Shortened slide show to report progress at two points rather than 3



Virtual City Slide Show Deliverable

Engineering Designh Process
 Pu rpose: Design — Build — Test — Refine/Redesign
* Have the team use SimCity as a
learning tool — as a simulator
* Working toward city goals
* Assessing progress
* Refining design and re-testing

—)

* Ties this phase directly to the
Engineering Design Process ‘ '

* Emphasizes the learning process
and not just the end result
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Virtual City Slide Show Deliverable

* Deliverable is a slide show, not a SimCity file
* Slide show documents progress in the Virtual City development

* Judges will be evaluating how well the team responds to the
simulation output

* Refining and changing design to improve simulation results



Judging

* Judging of new deliverable will be more subjective than prior city file

* Requires the judges be somewhat familiar with the process of
developing a city with SimCity

* Understand what is reasonable, possible in the early stages of city
development

* Note: This presentation is somewhat long — the second half goes into
detail on what to look for in the screenshots

 Judges familiar with SimCity may want to skip over much of this detail (from
slide 48)



Judging the new deliverable

* Judges should look for evidence that the team can:
» Establish meaningful long-term goals
* Develop a city design for achieving those goals
* Use the simulation tool to test the design
* Accurately assess progress based on simulation results
* Refine the design as necessary to improve progress

 Judges should NOT be looking for the perfect city

* Virtual city should make progress toward, but not necessarily achieve, the
stated goals



Rules

e Use SimCity (new)
 Either the Complete (with all add-ins) or Limited versions
* Not SimCity 4

* Use SimCity in offline (single-user) mode
* Online is not recommended, but if used, must be a Private game

e SANDBOX mode is not allowed

Oct 2016 Future City Competition — Virtual City Judging



A note on Cheat Codes

* Cheats, outsourcing, and gifts are discouraged

e But not disallowed

* The primary focus of the exercise is on the learning process — the build-test-refine-retest
cycle —so cheats are allowed if there is no other way to keep the simulation going

* Team should be able to develop a city without Cheats, Gifts and
Outsourcing
 However, if they run into trouble, cheats are allowed
 |f used, it should be noted in the benchmark assessments
* |t indicates that problems exist that should be addressed

* |f the team can resolve the problem and quit using the cheats, then they
should get credit for that improvement



Resources given to teams

* Download from http://futurecity.org resources

* Virtual City slide show Template
* Formats: ppt, doc, google slide
* File submitted will be pdf

e Benchmark worksheet
* Sample Virtual City slide show
e Rubric

* Handbook

* Example Virtual City goals
* Teams are allowed to choose two goals from this list or make up their own



http://futurecity.org/

Judging the Deliverable

Slide show requirements



Basic slide show

* Max slide count is 23
* No additional slides over what is in the template

e Same city depicted throughout

* Two goals chosen by team
* Goals and metrics remain consistent throughout exercise

* Two reporting stages (phases) — progress toward goals — documented with
* Screenshots
* Benchmarks
* Analysis of progress

* Strategies for improving/refining design

e Conclusion (lessons learned)



Required slides for each Progress Report

e Screenshots: overall city, budget and population detail

* Benchmark assessment with provided benchmark worksheet

* Team analysis of progress toward goals

* Screenshots supporting goal progress

* Team analysis of strategies used — what worked and what didn’t



Screenshots

* Screenshots
 All screenshots taken from consistent viewpoint/orientation

* For a particular phase (progress reporting period)

* All screenshots are taken at the same point in time
* Compare date/year, population, treasury amounts

* Required screenshots
* Overall city view with zoning highlighted
* Budget detail
e Population detail (2 shots)
e Goal progress detail (2 shots: 1 for each goal)



Judging process

* Team uses benchmarks and Goal
Progress analysis to document
progress

Assess City Design and Progress Toward Goals

* Judges evaluate quality of team § at 2 points/stages of city development

analysis with info gleaned from

SCREENSHOTS BENCHMARKS
screenshots *

* In the end, the team should be .
. ! GOAL PROGRESS
demonstrating that they can: : & STRATEGY ANALYSIS
e Accurately assess the results
* Respond and improve their design

_ > CONCLUSIONS &
* Continually progress toward achieving LESSONS LEARNED

stated goals
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Judging process - rubric

1.

2.

3.

4.

Specs (12 pts)

* Meeting template/slide show requirements

Test it, Improve it (18 pts)

* Applying the Engineering Design Process
* Design — Build — Test — Refine/Redesign

* Making progress toward achieving goals

Conclusion (3 pts)
* Lessons learned

Judge assessment (15 pts)

e How well did the team understand the
process

* How well did they respond to the output of
the simulation

 How well did they design and re-design the
city

e

* Did the team do what was required by
the exercise

* How well did the team do what was
required

* Did they understand what they were
doing



Judging the Deliverable



Note on examples

* Example slides shown throughout this presentation are taken from
the Sample Template given to the teams

* Hopefully you will not be seeing these same slides in any team deliverable!



Following the rules: Sandbox mode not allowed

e Sandbox mode = 0 score

* Team chooses “Sandbox” when
creating the game/region

* Judges won’t be seeing this
screenshot

e You will have to infer sandbox
mode from other evidence
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Following the rules: Sandbox mode not allowed

e Sandbox mode = 0 score &0 =

* Team chooses “Sandbox” when |
creating the game/region -

e How to tell if in sandbox

* § 1,000,000 starting treasury
* Regular game starts with § 50,000

* |f Phase 1 treasury is > § 400,000,
suspect sandbox

* Unlocks everything

* All cheats \

e All advanced buildings and research
* University, hospital, hazmat fire L \
* Advanced power generators )

* If Phase 1 screenshots show advanced @

features, suspect sandbox

) . NO OO M OO

ll- 7:04 AM v_«« Prickly Pear Ciiffs &

='W

e00 .2
; [

20

o
8
§ !
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Title slide
* Includes:

* School name

* Team name = SimCity name g SIS
(hopefully) ﬂu"e C'IY
o Reglon name COMPETITION

2016-2017 Virtual City Presentation

t

ty) City = Trinity Point, Region = Cape Trinity
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Virtual City goals
* Team decides on two goals to

guide virtual city development

e Each goal includes at least two Trinity Point Goals
metrics (SimCity measurements)

Goal 1: Green city Utilities — green power, sewage treatment
Services — 100% trash collection, no accumulated

e Goals and metrics should be | |

Goal 2: Happy, healthy city Excellent health fadilities with low sickness, injury
rates = 0 deaths, < 10% population sick/injured

consistent throughout the slide | s e
show and progress reports

* These goals were taken from
sample list in handbook
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Virtual City goals

Sample Virtual City Goals

* Chosen from list or developed by
team

Corrusponding SmCay ovidan

o et shaws the geal has besa reachod

* Must be significant, challenging s | i i ——
and measurable T T T

pdocated

* Example: Establish residential, P

commercial and industrial zones — is

not significant as it is a basic B

requirement for starting a city. R

* Example: Establish public
transportation — not challenging
without measure of usage or city
coverage

* Must include at least two SimCity
measures (metrics) for each goal

Oct 2016 Future City Competition — Virtual City Judging
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Phase 1
» Point in time: young city

e 8000-20,000 citizens (suggested
range)

* Ranges are suggestions and not
requirements

* Team chooses point at which to
document Phase 1

* City should have made noticeable
progress toward goals

* Will probably have all of basic
utilities, most services provided

Progress Report #1
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Phase 2
* Point in time: mature city

e >20,000 citizens (suggested range)

* Ranges are suggestions and not
requirements

* City should have made significant
_ o Progress Report #2
progress toward goals: 60-100% : .
(final city)

e All utilities and services, some |
advanced infrastructure
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Conclusions

* Learning Outcomes

* Applying results to the rest of
the FC project

Conclusion: Learning Outcomes

* What we learned about successful cities from playing SimCity (not
just related to our goals)

Conclusion: Applying the simulation results to
other FC deliverables

* What we learned from SimCity that we will use in the rest of our FC
project (essay, model and presentation)
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Judging the Deliverable

Progress Report #1 (PR1) in detail

Oct 2016 Future City Competition — Virtual City Judging
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PR1: Zoning screenshot

« Overall view of city with zones highlighted

* Shows a growing city
e All zone types with some hi-rise buildings (hi
density)

* Higher density streets (required by hi-density
buildings), but no hiways other than the regional
hiway supplied by SimCity

* Most utilities provided, few citizen complaints
(most icons green)

* Some trouble with zoning (yellow icon)

*  FYI: advisor complaining about needing more mid-
wealth workers (shows up on pop. screenshot)

* Most services provided
* Good mix of R:C:l

Zoning Screenshot

— P—

i\

@y = % aa

° iali H (.Q [ o [ |
Commercial mters_,persed throughout city :\f.‘\ T NToANA NAND NAD 6 -

® Industry on OUtSklrtS g coan ep——— W B rtoas p e 1ese m <

* Noindication of advanced buildings or services

* Advanced features at this point would be suspect,
indicating sandbox mode
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PR1: Budget screenshot
* Balanced budget

 Reasonable tax rates (<=10%)

* Treasury has enough money to
allow for basic infrastructure
Investment

* Treasury over §350,000 would be
suspect at this point in the
development, implying either
cheats or gifts or sandbox mode

e City funding for all utilities and
services, except public transit

Budget Screenshot

CITY BUDGET

RECENT THARSACTIONS

Duescterns
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PR1: Population detail screenshot

 Mostly low-wealth residents, some EXAMPLE

medium-wealth

 Would be very unusual to see many

high-wealth residents at this point in the _ | |
development Population detail (11,900 Sims)

* No unemployment
e Demand for med-wealth workers

e Some students not enrolled but extra
desks available

* Probably lack of bus service in some
areas — maybe new residential
development

* All screenshots taken at same point
in time (consistent population,
treasury)
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PR1: Benchmarks

* Interpreting the Benchmarks:

* Most of the information in the benchmarks
can be deduced from the screenshots

* Check the benchmarks against what you
know from the screenshots
* Look for accuracy, truth
* You will have to take some of the info on faith

* Purpose is to give the team a tool to use
to assess their progress in all areas of city
development (not just those areas related
to their goals)

* Highlight any issues or problems that might
be overlooked

* ldeally, the team will address these
problem areas in their next stage of
development

Oct 2016

EXAMPLE

Mayor rating 83% Education 1 elem sch, 750 desks
Zoning, All zone types: R, C, & |; Low, Ed. Level » 2
Development med wealth; Low tech; Lo, Enroliment 91%

med, hi density Financial aid No financial assistance

Parks & Rec

3 parks, 60 visits {.5%)

(cheats, gifts, etc.)

Services

Police — 1 sm station
Fire = 1 sm station
Health = 1 sm clinic

Health & Safety

0 crimes, 1 criminal
1 fires, O bldg. burned
0 deaths, .3% sick & injured

Utilities

Wind & solar power
Water towers
Sewer outflow
Garbage, landfill

Public transit None
Traffic congestion | Light
Pollution Air - very light

Water — some

Ground — some from sewage
outflow and dirty industry
Radiation - none

Unemployment,
homelessness

Unemploy =0
Homeless » 0

Future City Competition — Virtual City Judging
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PR1: Goal progress assessment

* Two slides — one for each goal

 Goal and metric should be the same as
originally stated

* At this stage of city development, expect
that the status of most goals will be “need
improvement” or “made good progress”

* Interpreting the goal progress:
* Look for accuracy, truth

» Should address progress (or lack of
progress) for each measurement/metric

* Additional detail, but supported by basic
information in benchmarks and screenshots

* The bigger issue is how they use this
information to develop their strategies for
the next phase

EXAMPLE

Progress toward Goal 1

GOAL1 SIMCTY MEASUREMENT STATUS

Green city Utilities - green power, sewage Not started
treatment Needs improvement
Services — 100% trash collection, no __X_Made good progress

accumulated pollution Complete

* Our City’s Progress:
* Power: 100% green with wind and solar power plants
* Garbage collection with landfill creating ground pollution

= Sewage outflow removes sewage to outskirts of city, but creates ground
pollution
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PR1: Goals screenshots

* One screenshot for each goal

e Screenshots should highlight
details, support progress toward

goal Goals Screenshots
* Green city metrics: green utilities & Gl it Sheen'Cily Goal 2: Happy, Healthy City

se rV| Ces, no grO un d pOl I utlo ] Image: Ground pollution & power Image: Health care

* Screenshot highlights wind power
plant w/ background showing
accumulated ground pollution

* Healthy city metrics: low sickness,
injuries, deaths and lots of parks

* Screenshot highlights health care and
sickness, in&url{)and death rates. No
info on parks, but benchmarks indicate
only 3 parks in city.

Future City Competition — Virtual City Judging 33
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PR1: Strategy analysis
* Look for fair, honest assessment

* Based on screenshots,
benchmarks and goal progress

Strategies: What Worked, What Didn’t Work
* Does team recognize when a i

. . . = Green utilities; * Green utilities:
St ra te I S n Ot a C h I eVI n t h e * Wind and solar power * Wind, solar inefficlent: require too much
« Basic trash collection land, money per energy output. We are
having problems keeping up as city grows.
* Healthy, happy: « Trash and sewage are polluting. Clean

L]
re S u Its t h e We re h O I n fo r' Making sure clinics have facilities to match options "9?“"9 advanced technology {not
needs tre'altn'wmggoms, ambulances) and yet available)
are centrally located. . .
* Parks increase happiness and satisfaction. He.althy, happy:

. . i s Health clinics alone have a hard time
[ Parks “ﬁm move 3 neighborhiood from low keeping up with problems, Need education
to med-wealth .2 d athe
to lower injury rates and deaths.
* Industry, sewage, landfills pollute ground,
water, Nearby homes, businesses and parks

WO r ki n g become unhealthy,
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PR1: Refining strategies

* Evaluate the team’s planned responses to the
simulation
* Solutions based on the honest, fair assessment
(previous slides)
* |f strategies are not working, what is new strategy
* |f strategies are working, what are the next steps

* Do the plans make sense based on the
assessments

* Are new strategies likely to further progress
toward achieving goals

* Are there other problems not associated with
the goals that are not being addressed

* Team is not required to document these
problems

* However, these problems could impact the
overall development of the city

* Look to see if problems are resolved in the next
phase of development

EXAMPLE

Refining Strategies: Next steps

* Green city — next steps to getting greener

* Replace sewage outlet pipes with a treatment plant to eliminate ground
pollution

* Install garbage incinerator (air pollution instead of ground pollution) and
recycling plant

* Invest in advanced research to provide clean options for trash removal and
power amplifiers for wind/solar power plants
* Healthy, happy city: next steps to getting happier
* Plan layout of park & recreation facilities throughout city.
* Develop facilities appropriate for local demographic (wealth-levels)
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Judging the Deliverable

Progress Report #2 (PR2) in detail: Documenting continued development

Oct 2016 Future City Competition — Virtual City Judging
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PR2: Zoning screenshot

* Phase 2 EXAMPLE
* City should have made significant progress

toward goals (or even achieved some goals)
e > 20000 citizens (suggested range)

* Screenshot taken from same POV as previous
PR1 shots

* Obviously same city, but grown and advanced

* Interpreting the screenshot
* Taller, more dense buildings

Hi-tech, advanced looking buildings,
infrastructure

* Higher education (college and academy)
* Hi-tech industry

Maintaining good mix R:C:l
Greenspaces and trees throughout
* Few apparent problems (all icons green)

Zoning Screenshot
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PR2: Budget screenshot
* Growing, healthy budget. Looking

good.

* Balanced with reasonable tax rates. Budget Screristiol

CITY BUDGET

* Income from plastic sales on global B e -
market (probably from material ‘) —
recovered at recycling plant)

* Highest city expenditures for
education and public transportation

EANDAN pEw My e DD

zssx:zzz:ss;:ll £
: 1 ks

) AL,
cabtBiiimaiiazc:

* |Increasing treasury — sufficient
money for significant, advanced
infrastructure development
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PR2: Population detail screenshot

+ Population more than doublec

* All wealth classes. Hi demand for
med-wealth (jobs, shoppers)

e Students — enrollments hi, but not
100%. Some additional capacity is
needed.

* Tourists visiting the city - good for
commercial sales.

* No homeless, no unemployed

* All screenshots taken at same point
in time (consistent population,
treasury)

Population detail (50,700 Sims)
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PR2:

Benchmarks

* Interpreting the Benchmarks:

* Check the benchmarks against
what you know from the
screenshots

* Look for accuracy, truth
e Compare benchmarks to PR1

Look for improvements, increased
services, advanced development

Did problems from PR1 get
addressed

Look for new problems

* Did the team implement the “next
steps” outlined in PR1

Oct 2016

Future City Competition — Virtual City Judging

EXAMPLE

Benchmark Chart

Mayor rating

93%

Zoning, Development

R, C, & I; Low, med, hi
wealth; Hi tech; Low, med,
hi density

Parks & recreation

12 parks, 560 visits [1%)

Education 1 elem sch, 750 desks
Comm. College, 1300 stu
Ed. Level =45
Enroliment 98%

Financial Aid No cheats, gifts, etc,

Services

Police = 1 sm station
Fire - 1 sm station
Health — 1 sm clinic

Public transit

Shuttie bus, 31 min wait,
10,000 riders; train, 14 min,
1000 riders

Health & Safety

0 crimes, 2 criminal
0 fires, 2 bidg. burned
0 death, .07% sick & injured

Utilities

Power: Solar (amplified),
wind

Water pump

Sewer treatment
Garbage, incinerator
Recycling plant

Traffic congestion | Light

Pollution Air = minimal
Water & ground — some, but
reducing

Radiation = none

Unemployment,
homelessness

Unemploy = 0%
Homeless =0
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PR2: Goal progress assessment

* Interpreting the Progress:

* At this stage of city development,
expect that the status of most goals

will be “shows good progress” or
even “complete” Progress toward Goal 2
* LOOk for daCCura Cy, trUth GOAL 2 SIMCITY MEASUREMENT STATUS
* Should address progress (or lack of S < v v s ot
progress) for each S e R s
measurement/metrlc S
: H “ * Our City’s Progress:
* D I d tl;],e team Imple me nt the neXt * 1 clinic with added treatment rooms and ambulances is handling health
ste pS Outl | nEd N P R 1 pr%b_lltlems. Increasing education level and hi-tech industry reduces injuries
and illnesses.
i ASSGSS m e nt S u p(fortEd b 12 pa'rks_ spaced throughout residential and business area of city. 1% of
opulation visiting.
be n Ch ma rks an screens Ots . :ﬁost homes, busﬁlesses have a park within walking distance.
e Teams should factor this assessment

into their conclusions and lessons
learned
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PR2: Goals screenshots

* One screenshot for each goal EXAMPLE

e Screenshots should highlight details
support progress toward goal

* Note: example has screenshots reversed
relative to goals

Goals Screenshots

* Green city goal metrics: green utilities & Goal 1: Green City Goal 2: Happy, Healthy City
SerVICeS, no grou nd po”utlon Image: Parks :::;z:i:osnolar Power (amplified) & Ground

* Screenshot (ri(fht) hi%hlights solar powerdplant
with advanced amplifier and accumulate
ground pollution. Ground pollution decreased
in industrial area, but still present at trash
utility. Can compare directly with PR1
screenshot.

* Healthy city metrics: low sickness, injuries,
deaths and lots of parks

» Screenshot (left) highlights parks (12 sites
distributed around city — up from 3 in PR1). No
info on health, but icon is green indicated no
significant problem and benchmarks good.
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PR2: Strategy analysis
* Look for fair, honest assessment

* Based on screenshots,
benchmarks and goal progress

* Did the team report on the “next
steps” from PR1 R e e miioss

* Advanced research created hi-tech * Advanced technologies for non-

® Where the refined Strategies y ;;o:e;amplifiersforgreen power gwoe"aur:wﬁiltéa;:ll?;t?;r:i!;'?e:mié‘éwt::é
* Healthy, ha / g
successful or not - Adding pans

Strategies: What Worked, What Didn’t Work

s 4 . - not eliminated

ing parks according to plan in )

locations that satisfy the population  * Healthy, happy:

and making sure that the population * Not matching the type of park to the

1 is in demand b lation that will be using it (low-
* Does team reco gnize when a Hommercialfindustria Veenith parkt s BBt o]
* Itis hard to get more than 5% of

strategy is not achieving the sopultion viting park
results they were hoping for

* Do they understand why it is not
working
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PR2: No Refining strategies
* FYI

* PR2 represents the final Virtual
City

* There are no refined strategies for
future development

Refining

ecreation facilities th
qate for local demogra
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Judging the Deliverable

Conclusions and Lessons Learned

Oct 2016 Future City Competition — Virtual City Judging
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Conclusion 1: Learning Outcomes

+ What the team learned abour

successful cities from playing SimCity

* Conclusions should indicate significant
lessons learned about city design

* Should include lessons/concepts from

areas outside the scope of the Virtual * What we learned about city design and development
C|ty goa |S * Having a safe city requires more than just police and fire departments.

+ Citizens need to want a safe city and work to support it. Some options that SimCity does

Conclusion: Learning Outcomes

. S h ou | d | n d icate team t h orou g h |y | th‘féf’;ﬁ‘;}:ri‘sm"‘m be useful: Ci.ly ordinances like curfews, Neighborhood watch, and
reflected on process and outcomes g ol bl bl bt e sic gl s
requires a lot of demolition.
PY Th |S exa m p I e |S a gOOd I |St Of I eSSO n S . ﬁ:lecii;y services and utilities work together to create a city that people want to
Iea rne d -3 h OWS t h ou g ht an d + You can't afford to ignore any service or utility for very long

* But, you must plan for new or increased services and not cver-spend your budget

reflection

* FYI: this example was not included in
slideshow sample given to teams
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Conclusion 2: Applying the simulation results
to other FC deliverables

+ What the team wil take from thi

exercise and apply to the rest of
the project

* Conclusions should be significant

Conclusion: Applying SimCity to the rest of FC

an d a p p ro p r| ate ba se d on th e * SimCity services aren’t very futuristic.
. f . . * Health services could improve with future developments like remote
monitoring, virtual doctors, etc.
I n O r m at I O n p rOVI d e d * Likewise with fire protection and non-flammable materials and fire-
prevention systems.
) CO N CI u S | O N S CO u Id be Ve r|f| ed at th e » Safety needs to be a city-wide priority, with citizen buy-in and
. . participation.
en d Of th e p rOJ ect — |f we IOO ked * Parks and green spaces make citizens happy, but they cost money and
. ’ don’t generate a revenue. Citizens are willing to pay reasonable taxes
we could see whether they carried tosupportthem. Mol
* It is probably not possible to achieve 50% of the SimCity population visiting
th e Se CO n Cl u S i O n S fo rwa rd parks. Hosting major events might help improve the numbers.

* FYI: this example was not included
in slideshow sample given to teams
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SPECIAL NOTE on Public Spaces in SimCity

* This year’s theme: Public Spaces is best represented by Parks and
Recreation facilities in SimCity

* The sample goal of “Healthy, Happy City” is the closest to incorporating
Public Spaces

e Metrics related to parks:
* 20% of Sims visiting parks and recreation facilities
* Based on experience with the game, 20% is extremely difficult (almost impossible) to meet
* Park within walking distance (4-5 blocks)
* Much more achievable goal-metric, but requires planning

. SimCit¥ parks are delineated by wealth level and should match the wealth-
level of the surrounding development

* Long-term unemployed Sims become homeless and congregate in parks,
lowering land values in surrounding area



Interpreting the screenshots

Tips on how to evaluate what you are seeing

Oct 2016 Future City Competition — Virtual City Judging
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Phase 1: City and
zones screenshot

Overall view of city with zones highlighted
Interpreting the screenshot

1. Critical Problem with fire (red icon,
smoke in city)

Oct 2016

Future City Competition — Virtual City Judging
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Phase 1: City and
zones screenshot

Overall view of city with zones highlighted
Interpreting the screenshot

1. Critical Problem with fire (red icon,
smoke in city)

2. Bulldozer icon yellow: abandoned
buildings in city (yellow building zot =
abandoned; red bulldozer zot = rubble)

Oct 2016

fresidential

Demand

Commmoal
Demonag
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Phase 1: City and
zones screenshot

Overall view of city with zones highlighted
Interpreting the screenshot

1. Critical Problem with fire (red icon,
smoke in city)

2. Bulldozer icon yellow: abandoned
buildings (yellow building zot =
abandoned; red bulldozer zot = rubble)

3. One other connected city in region —
possible sharing of resources

* No Great Work

Oct 2016

fresidential

Demand

Commmoal
Demonag

Inaustiat

!

= A

i %
4a

Future City Competition — Virtual City Judging

52



Phase 1: City and
zones screenshot

Overall view of city with zones highlighted
Interpreting the screenshot

1. Critical Problem with fire (red icon,
smoke in city)

2. Bulldozer icon yellow: abandoned
buildings (yellow building zot =
abandoned; red bulldozer zot = rubble)

3. One other connected city in region —
possible sharing of resources > Modwnbel || Ommenty) || fodalled.  PRTAD

4. Zones: green = residential, blue = | _ - == o 111 1)1
commercial, yellow = industrial -
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Phase 1: City and
zones screenshot

Overall view of city with zones highlighted
Interpreting the screenshot

1. Critical Problem with fire (red icon, smoke in
city)

2. Bulldozer icon yellow: abandoned buildings
Lyellow building zot = abandoned; red
ulldozer zot = rubble)

3. One other connected city in region — possible
sharing of resources

4. Zones: green = residential, blue = commercial,
yellow = industrial

fresidential Commmoal Inaustiat

5. City buildings (utilities, services, government) ‘ Dwnand | Dwmons | Demand |\ )
= Nno zoning :
1.  Wind power & sewage outflow pipe » ! R N il N ' I ' l I l I
2. Town hall
3.  Police & fire stations -
4. Health clinic W a27em Wb Prickly Pear Cliffs @ § 35820 wan v i 1,707 m 3
5. Garbage dump : 5
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Phase 1: City and
zones screenshot

Overall view of city with zones highlighted
¢ LV Ow
® @ © © ©

* Green, big smile = MR > 80%
*  Yellow-green, smile = MR > 65%
* Yellow, no smile = MR 50-60%

o Orange & red =MR < 50 (Sims Unhappyr
lots of complaints)

Mayor Rating for this city = 75%

Oct 2016

fresidential

Demand

Commmoal
Demonag

Inaustiat

!

= A

i %
4a
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Phase 1: Budget
screenshot

Interpreting the screenshot

1. Budget is balanced (green)

Oct 2016

CITY BUDGET

control taxes for different wealth classes

e 10 Cy Hall

EXPENSES INCOME TAXES

so iy MUSIOIE - 0% %
S0 % EEAGN - 0% +
50 A Esatia = 0% +

BONDS

e 0 so |  BondaA | Bond B Bond C

s & 50 RECENT TRANSACTIONS

@ ey so o r‘a :
\ : 0 @ 50 vonny Sumrr— &
‘ subtotal -$2,560/Hour +83,030/Hour Transactions. 3 — s
(@ Profit /Loss — TREASURY 4 4
—] Monthly Profit + §37,770 .
g Transactions § |
p 1212 AM Wb Prickly Pear Cliffs Y | i 1.602 | LS
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Phase 1: Budget
screenshot

Interpreting the screenshot
1. Budget is balanced (green)

2. Taxrates — all reasonable

1. Multiple tax rates indicates city hall in
region. This city has only town hall
(which allows 1 tax rate adjustment), so
other region city must be more
developed.

Oct 2016

CITY BUDGET

Low

EXPENSES

Add

Your budge! gives mea a pasifive feeling, Want to control taxes for diferant weaaltt

a Departmant of Finance 1o City Hall

INCOME

0%
0%
10%

BONDS

Bond A Bond B

RECENT TRANSACTIONS

Future City Competition — Virtual City Judging

x

|

Y 0 @ so voniny GEEEEECremmmmy B &
/7 Subtotal -$2,560/Hour +83,030/Hour Transactions — b %

(@ Profit/toss 7T . 1ReAsURY 4 4

\‘ P—
e Monthly Profit + 11 28 §37,770 .

g Transactions § |

= - i
Ld 1212 AM Wb Prickly Pear Cliffs | #f 1.602 ins
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Phase 1: Budget
screenshot

CITY BUDGET

a positive feeling, Want to control taxes for different
Add a Departmant of Finance 1o City Hall

Interpreting the screenshot

1. Budget is balanced (green) EXPENSES = INCOME TAXES
[ AR T —— - 10% 4+
Ay 50 % RN - 10% +
2. Taxrates —all reasonable fo o - 0% +
POWe saQ S0
1. Multiple tax rates indicates city hall in o :]‘z: :3 BONDS
region. Only Town Hall in this city (only o e 1 5o Bond A Bond & BondC |
allows 1 tax rate adjustment), so other : ‘ € :
. . s Sy RECENT TRANSACTIONS
region city must be more developed. Haan s 3
f d D> 50
. . . | g L1
3. Spending highest on Health and Fire. froraporiol % %;8
Indicates there may be problems in these T i x
areas. Eiowe 96| § 99 & -
g ol S0 o
. - ? : S0 6 $50 Monthiy D B .
4. No spending on Education or /J sia 32550 how Py T raneeet (D (o
Transportation. These services not (@ S 428 TREASURY i
available. B oreacion | 232,776 |
p 1212 AM M Prickly Pear Cliffs k._;m{rﬁ 1.602 ﬂll e
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Phase 1: Budget
screenshot

CITY BUDGET

ng. Want to control taxes f

id a Departmeant of Finance 1o Ciy Hall

Interpreting the screenshot

1. Budget is balanced (green) EXPENSES INCOME TAXES
so DN - o
2. Taxrates —all reasonable so # N = 10%
. .. . . 50 A Esaban 10%
1. Multiple tax rates indicates city hall in sed $ so
region. Only Town Hall in this city (only ::z: :3 BONDS
allqws 1 tax rate adjustment), so other e 1 5o Bond A Bond B
region city must be more developed. s380 g‘so :
_ ' _ o Bem »:° RECENT TRANSACTIONS
3. Spending highest on Health and Fire. _g =
Indicates there may be problems in these 50 (& 50
areas.
x
4. No spending on Education or : w
Transportation. These services not ‘Eﬁ’ 50 & 50 sy B A
avallable. /J subtotal £2,560/Hour +83.030/Hour Transactions =5 L
. (@ Profit /Loss 470 TREASURY e
5. Overall treasury is reasonable. Some money . — [ 252770 -~
for added services, but government will Bl  Tomastiom | e
need to carefully assess before adding new p e akoee T Priokly Paor Gl @\ # 1.602 s
service. 839,279, L ,
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Phase 1: Budget
screenshot

CITY BUDGET

ng. Want to control taxes f

1 Departmant of Finance 1o City Hall

Interpreting the screenshot

EXPENSES INCOME TAXES

- 10%
- 10%
10%

1. Budget is balanced (green)

- o>
Qo0

2. Tax rates — all reasonable

1.  Multiple tax rates indicates city hall in region.
Only Town Hall in this city (only allows 1 tax
rate adjustment), so other region city must be
more developed.

BONDS

Bond A Bond B

gBiiz

RECENT TRANSACTIONS

#pom Mk

3. Spending highest on Health and Fire. Indicates
there may be problems in these areas.

i
2

4. No spending on Education or Transportation.

These services not available. %

B

5. Overall treasury is reasonable. Some money ‘E;? & A

) ; S0 6 $50 Monthiy N !

for added services, but government needs to /J S 660 i 3030 o noneacion, [T o
carefully assess before adding new service. (@ SERR 470 e 44

NG — Pr—

6. Population and time are close to City zone 2 o §37.770 ™
screenshot. Ideally, they should be the same h -

(city paused for screenshots). < LRI AN WP \rickly ooy o
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Phase 1: Budget
screenshot

Naw that you've connected your citles, FUlureCItyNTX has arrived for @ tout

n Neighboring Mayor Visits

Your budge! gives mea a pasifive feeling, Want to control taxes for differant wealth classes

CITY BUDGET

Add a Departmeant of Finance 1o Ciy Hall

Additional notes

EXPENSES INCOME TAXES

Recent Transactions table:

(LI, § © - ——
. 5o #% S
e Recent is 2-3 months S0 A NABOis
548 zso
. s 50
* Shows Cheats, Gifts, Loans/Bonds 5100 4 so
. . . B B so
(activity more than 3 months ago will not S 1 so
g §
appear) — 5o
50 © S0
50 S0
* Shows global purchases, e.g., coal for = %so
Port 50 50
power plant 50 1§ 50
. MaoaTows §0 §0
* Shows global sales, e.g., recovered plastic @ e 50 2 s0
. . - . ) dono S0 0
from recycling, oil from drilling operations > P ow TR s
o (€ wotit/ioss T T I  1hcasury
* Shows mission rewards from successful N s 0 O =
miSSionS { Transactions =
Il 233AM W Prickly Pear Cliffs f'ﬁ 715 I l b4
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Phase 1: Population
detail screenshot 1

Interpreting the screenshot

1. Population and time are same as
previous screenshot

WORKERS

38
0
562
SHOPPERS x
S e—re— - - S—
l I . > M
262 138 0 24 0 138 = A
- 19 19 0 3 58 i %
1( 0 0 0 0 0 { 3 F
\ 28] 157 0 24 3 196 ) i
B -
<‘! ’ 1212 AM P Wicklv Pear Cliffs (O § 37,770 v470 / -Wl 3
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Phase 1: Population
detail screenshot 1

PRICKLY PEAR CLIFFS POPULATION

Interpreting the screenshot

1. Population and time are same as
previous screenshot

2. Workers
1. Low and med wealth, no high wealth
2. Nounemployment

3. Jobs available at all levels. Could use
more med-wealth workers.

WORKERS

Bl

p 1212 AM W®  Prickly Pear Cliffs & § 37770
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Phase 1: Population
detail screenshot 1

Interpreting the screenshot

1. Population and time are same as
previous screenshot

2. Workers
1. Low and med wealth, no high wealth
2. Nounemployment

3. Jobs available at all levels. Could use
more med-wealth workers.

3. Shoppers

1. Low and med wealth

2. Slight unbalance — unsatisfied low-
wealth shoppers and unsold med-
wealth goods

Oct 2016

PRICKLY PEAR CLIFFS POPULATION

X

WORKERS

38 38
(1] 0
562

o ©0 0o ©

a O O ©
sl
~
@

SHOPPERS

|
.- -
H

@ 121240 W Prickiy Pear Ciiffs @ § 37770 < e (ORI &
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Phase 1: Population
detail screenshot 2

Interpreting the screenshot

1. Population and time are same as
previous screenshot

Oct 2016

STUDENTS

TOURISTS

HOMELESS

' ==
@ § 37.770 @“‘T‘ S
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Phase 1: Population
detail screenshot 2

Interpreting the screenshot

1. Population and time are same as
previous screenshot
2. Students — no students in school (we

know from budget slide that there are no
schools in town)

Oct 2016

PRICKLY PEAR CLIFFS POPULATION

X

STUDENTS

.

TOURISTS

> M

s A

HOMELESS .

(@ l 34
A 2

2N -

- -
@ 121240 W Prickiy Pear Ciiffs @ § 37770 « (CRo it s
66
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Phase 1: Population
detail screenshot 2

Interpreting the screenshot

1. Population and time are same as
previous screenshot

2. Students — no students in school (know
from budget slide that there are no
schools in town)

3. Homeless — no homeless (unemployed
low-wealth workers become homeless;
unemployed med- and high-wealth
workers leave town)

Oct 2016

TOURISTS

HOMELESS

(e

-

u 12212 AM P Prickly Pear Cliffs

‘\(:

8§ 37.770

=\
¢

= g
B> R X

S
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At this stage, city should have all the major
utilities and services available.

5000-15000 citizens (suggested range)
Should have made good progress toward goals.

Screenshot is taken from same POV as previous
Ph 1 shot

Obviously same city, but advanced beyond Ph 1

Town Hall is upgraded to City hall with two
departments

Some obvious medium and high density
buildings

Advanced utilities: water plant, sewage
treatment facility

Mayor rating is improving (green-big smiley)

Oct 2016
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Phase 2: Budget
screenshot

*  Budget is still looking good. Balanced with
reasonable tax rates.

*  Most utilities and services show expenses
(infrastructure is in place)

Same time, population as previous screenshot
Budget is balanced (green)

Highest expense item is Education

> w e

Increased spending on Parks (per stated
strategies from Ph 1). However no spending on
transportation — no public transit systems in
city.

5. Increasing treasury — more money for
continued and advanced infrastructure
development

6. No bonds, cheats, etc. Coal purchase to supply

coal power plant. Mission reward is from
achieving 15,000 population.

Oct 2016

CITY BUDGET

Sewos
Waosre Disposce
GCowrnmant
Fire
Haair
Polce
Foucane
frarsporohor
fora
Clty Spacialzahor
MagaTowsr
megoc

Bono
Subtotal
Profit/Loss

Monthly Profit +
Transactions

Your budge! gives me a pasitive feeling, Want o control taxes for different waalth classes?
Add a Departmeant of Finance 1o City Hall

EXPENSES INCOME

Biiid::-

8
0.5~ RV HAN D= Mwk D

5
kT |

888888888888‘538"'

-£7,675/Hour +510,100/Hour

2,425
552,200

M 8 161,847

TAXES

= 10%

= 0% +

— 0% +

BONDS _

L Bond A JL Bond B JL Bond C J
RECENT TRANSACTIONS

Cool 84,000 Aug Yeor 2
Mismon Rewer g 15,000 Jul Year 2

6

B
Transactions 36.000

TREASURY

§161.847

5

TN | # 15.330

[y
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Phase 2: Population
detail screenshot 1

*  Population is growing, however there are
some balance issues in the area of shopping
wealth vs. population wealth. That would
show up as an alert from the City
Development/Zoning advisor

. See the Ph 2 city and zones screenshot and

OrOw your populahon

notice the “ | “ symbol by the advisor.
. Alert says “need more med-wealth

WORKERS

shoppers.” )
i i ; 8 2,076 2,076
1. Population and time are same as previous pomct m =
screenshot x o
oL grxe
2. Workers ool 2,328 2328
SHOPPERS

1. Low and med wealth, no high wealth

PRICKLY PEAR CLIFFS POPULATION

Welcome to the Popuianon Pansl!

InCraoss ana volue 1o 9at waalnie! Sma 10 MOVe In oNa 20Me 10

o o 0o ©

History i ;i EI i

0

i 42 .

0
0
42

2,266
668
176

JL 3010

148

2. Nounemployment ¥ 1.038 i 3 e & 519 o
3. Jobs available at all levels. 88 126 126 0 0 0 423 297
s 0 0 0 0 0 0 0
3. Shoppers R 1164 645 0 519 o 942 297
1. Low and med wealth
2. Still unbalanced — unsatisfied low-wealth 513AM W5, Prickly Poar Ciifl @ B 161047 e L ]mm z

™

s A
215
34 a

\

S

shoppers and unsold med-wealth goods

Oct 2016
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Phase 2: Population
detail screenshot 2

PRICKLY PEAR CLIFFS POPULATION

Wedcome to the Popuiahon Pansd!

1. Popglatlon and time are same as \ R
previous screenshot : grow yous population

2. Students —all are enrolled and small
amount of extra capacity available.
Should expect to see education levels
increasing.

.C.L",j.l
3. No homeless. (no unemployment) TouRisTs

Al
g 513 AM W Prickly Pear Ciffs @ 8§ 161847 .umun]mmr
1 1
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Phase 3: City and
zones screenshot

* This city should have all the major utilities
and services available.

e >15000 citizens (suggested range)

* Should have made significant progress
toward goals. (or even achieved some goals)

* Screenshot taken from same POV as
previous Ph 1 & 2 shots

* Obviously same city, but advanced beyond
Ph1&?2

City hall with three departments

2. Many more medium and high density
buildings

3. Shuttle bus station — public transit available

University in city

5. New development on upper plateau @ s4ar Wb Prickly Pear Cliffs

@ 8§ s39.29

“Budget Ponel - Click for more info
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Phase 3: Budget
screenshot

Your budge! gives me a pasitive feeling, Want o control taxes for different waalth classes?
Add a Departmeant of Finance 1o City Hall

* Growing, healthy budget. Looking good.

Balanced with reasonable tax rates.
EXPENSES TAXES

e All utilities and services show expenses
(infrastructure is in place)

1. Same time, population as previous

screenshot
1 RECENT TRANSACTIONS

2. Budget is balanced (green) o 55,600

3. Highest expense item is Education 6

4. Increased spending on Parks (per goal).

5. Increasing treasury — sufficient money i Monthiy Sanonn
for significant, advanced infrastructure subtotal Teansactions
development ‘ Profit/Loss ‘ TREASURY

: w;mmy Pr:)m + §539,291
. . . ransactions ¥ - e -

6. No bonds, cheats, etc. Mission reward is ‘. I >

from achieving 30,000 population. p &4apm W9 Prickly Pear Cliffs O\ CEEIIETID) #5571
1 1

Oct 2016 Future City Competition — Virtual City Judging 73



Phase 3: Population
detail screenshot 1

*  Population is growing, however the balance
issues are now associated with too much med-
wealth population.

. No alerts from the city development/zoning
manager
1. Population and time are same as previous
screenshot
2.  Workers

1. Low and med wealth, no high wealth
2.  Some med-wealth unemployment

1. These Sims will leave town if they can’t find
jobs.
3. Jobs available at all levels.
1. Should work to increase land values (and

population) to get some high-wealth Sims.

3. Shoppers
1. Low and med wealth

2. Still unbalanced — but now it is unsatisfied
med-wealth shoppers and unsold low-wealth
goods

Oct 2016

Weicome to the Popuiation Panell

OrOw your populanon

InCraoss lana volue 10 9at waalthiet SIma 10 MOVe In 0Na 20Me 10

‘ s 0 0
a0 2.210 1,827

Bl

g saara Wb Prickly Pear Cliffs @ § 53929

1
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Phase 3: Population
detail screenshot 2

PRICKLY PEAR CLIFFS POPULATION

Welcome to the Popuiation Panell

1. Population and time are same as ( N —
previous screenshot row yous popuiation

2. Students — all are enrolled and significant
extra capacity available (probably the

university). Education levels should L
increase.
3. No homeless. (Unemployed med-wealth
will leave city to find work) TOURISTS
4. For the first time, we have visitors to the ‘ 644
city. (A new train station — not visible in : 326
the city screenshot, behind the zoning ik
meter info — is bringing in visitors from e
the region). Good for commercial sales. EE

Also notice that (in previous screenshot) Rt A0
some low-wealth workers are
commuting in.

g saamm W Prickly Pear Cliffs @ 8§ 53929

1 1
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