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OVERVIEW 

For this assignment we are going to do something both fun and revealing. Recently my 9 year old son started playing with an old version of Sim City 2000. After a while he was able to quickly make his city grow, while others (myself included) were daunted. I asked him his secret. He said:
1. Make sure the streets are all interconnected

2. Make sure that the land uses are dispersed (meaning a mix of housing and commercial, where commercial is no more than a couple of blocks away) – and keep up with the demand for a mixture of uses.

3. Put small parks everywhere

4. Keep your water system in good repair

5. Enact all the ordinances that reduce pollution.
6. Use commercial use to buffer industrial uses.

7. Put in bus stations as soon as you can, lots of them.

8. Whatever you do don’t put in highways. If you do, you get all kinds of traffic. I have no idea where it comes from but you do.

9. Start small, grow incrementally.

10. Preserve space for public infrastructure (like schools, fire, and police stations).

11. Don’t take out a bond unless you really have to.

It occurred to me that these rules echo what most smart growth advocates have been saying for some time, and that exploring these elements of urban design through the game would make an excellent introduction to our studio. Later on in the course you will have to manipulate many of the same variables to come up with a credible urban design strategy for the region. 

Also, since you will be distracted by a very different kind of computer game (the GIS block course) this week, we are going to give this game a try, and see if my son is correct. I am intentionally having you use an old version of the game as the newer releases are not as faithful to the original idea of the game, as an urban design simulator.

A demo version of the game is available free at the following web site address:
http://www.download.com/Sim-City-2000/3640-7481_4-10246049.html?tag=tab_ur
If that link gives you trouble just go to Download.com and search for Sim City 2000. 

As a demo version of the game it is crippled in a rather interesting way. You only get to play it for a half hour before the city you have created is destroyed by natural disasters of one type on another. Thus your challenge with be as follows.

1. Play the demo version of the game for between a minimum of five one half hour sessions and a maximum of ten one half hour sessions. 

2. Try your best to make as large a city as you can with as much money as possible available (discounting bond you still owe).

3. Use the smart growth principles listed above, but also experiment with a more ad hoc and unplanned pattern of development to see if that works.

4. Take a screen grab (on windows, hold down Print Screen Key to capture what is on screen, then paste into “Paint” or some similar program.

5. Provide a one page report on Word, with the screen shot embedded on the page as the main illustration. Report should provide a 200 word assessment of what you learned, and what surprised you. Also an assessment, to the extent that you are able, of how well the smart growth principles worked out in practice.

Good luck and have fun.  Remember, if you are not having fun you are doing it wrong!
