User guide for SC4PIM

The Basics and getting started

Use the installation program to install SC4PIM to the default folder. This is important
as updates need to be able to find it.

What PIM-X can do

You can create buildings, props, flora, foundations exemplars based on SC4 Models,
mostly like with Maxis PIM

You can create lots like in Maxis Lot Editor, with more features - grid
alignment/snapping etc.

What PIM-X can't do

You can't do any advanced modding, like the NAM team do

You can't do anything related to exemplars other than buildings, props, flora,
foundations, lots

You can't create your custom queries

You can't do any LUA scripting

You can't make full rewards ( PIM-X provides you with a template, but you'll need to
use ILive Reader to make it work )

It is very important to only put into your plugins folder the lots, models,
prop packs and textures that you want to use. If you try to work with a full
plugins it will be very slow and may freeze. Empty your plugins and only
put in what you want to use before starting SC4PIM. Never work with dat
packed playing folders. Always use single model files and prop packs.



When you start the program it will give you an option for which folders to include so
just check the ones you want to use. The top two are always the two Maxis folders
and the others will be any folders you have in plugins. Check only the ones you are
sure you want to use. Later a way of seeing what is in the various prop packs will be
explained.

This screen also shows your personal GID which will be used on every lot that you
make.
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When selecting a folder for the first time or if you added new models to that folder
since you last opened PIM_X , a window will popup with a preview of the models.

The window that pops up should not be moved, and not overlapped or else the
thumbnails will be messed up. If this is the first time you have used SC4PIM or you
have a new set of models then this can take some time so be sure not to interrupt the
generation of the image thumbnails

The thumbnails are stored in ImageDB and ImageDBLarge folders and can be
erased/removed in case you want to regenerate them.

The thumbnails are used in the LotEditor tool window for displaying props.
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Glossary:

Descriptor

The file made for the building or prop that holds properties such as capacity and
pollution. Also called the Building or Prop Exemplar.

LotConFig Exemplar
The exemplar made holding the information about what is on the lot, growth
stage or type if a ploppable. This exemplar is made when you create a lot.

Cohort file
A file used to name a family of buildings or props

Item Description Key

An LTEXT file containing the description seen in the menu for ploppables.
Abbreviated to IDK. The LTEXT file can be extended to include a variety of
languages for local settings.

User Visible Name Key

An LTEXT file containing the name of the lot that is displayed in the lot query and
menu. Abbreviated to UVNK. The LTEXT file can be extended to include a variety
of languages for local settings

TGI

Type Group Instance
TID

Type Identifier

GID

Group ldentifier

1D

Instance Identifier

Resource Key Type

A property that tells SC4 what type of building is being used and its BAT
reference TGI. Abbreviated to RKT. There are three main RKTs in use.
RKT 1 — used for visible buildings on a lot

RKT 0 — used for invisible buildings on a lot

RKT 4 — used for timed props



The main screen and what it does.

The main screen is divided into four parts.
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The upper left (A) has the lists of types of items available in plugins — models and
lots. Models are right at the top of the list in the section labelled Resources.

Descriptors holds the building exemplars for the different types available for growable
— RCI — and ploppable.
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The lower left (C) shows you an image of a model when you select one.
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The upper right (B) has a list of what ever you have selected in the upper left section.
When you click on a model it will show in the lower left screen.

Mame File
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The name of the selected model

The lower right section (D) shows the building or lot config exemplar once you have
made or selected one.



To make a basic growable lot
1. Drag the model of whatever you want to use to the correct type/wealth in the RCI
section of the upper left window. It is a bit like Maxis PIM except you have more

choices.
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2. You will be asked for a name for your exemplar. Make it something you can
recognise easily and is suitable for showing in the query.
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3. Once you have dragged the model a descriptor will be made and the exemplar
will be shown in the lower right section.
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4. Right click and select Create a growable lot using this building in the pop-up box
that appears. The options will depend on which type of descriptor you have made.
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5. A popup will appear with the minimum lot size and the stage showing.
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If you want to make a bigger lot you can choose to change the size here and
accept a change of growth stage. You will only have the option to change growth
stage by one more or one less in the above box. This is so that the lot is balanced
for use in game and will not screw the simulation engine (unlike some of the early
skyscrapers which were set to grow at stage 1). Click OK when you are happy
with the lot size.



6. You will now see the Lot Config exemplar as well as the Building Exemplar in
the lower right window.
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7. Now you can make any changes to the properties in the exemplars.



Making changes to the exemplar properties
(otherwise known as Modding a lot).

=

Select the building exemplar.

2. In the lower right if you right click then select Recompute as (whatever you
have made) you will be presented with a pop up box which will ask for a filling
degree. This is the amount of space taken up by the building in the imaginary
box that bounds the outer limits of the model. The default is 0.5 = 50%.
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3. Look at the model in this example. How much of the yellow LOD box is the
model filling? Make a reasonable estimate and input the figure into the popup.
Ripplejet has posted a more detailed explanation at SC4Devotion to help you get
a more accurate filling degree. In this case a more accurate filling degree would
be 0.35 (35%).
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4. Once you have inserted the filling degree click OK and the recomputing will be

done.
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5. The Lot Config Exemplar will open and you need to click OK to accept any
changes to the growth stage.
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6. The occupancy will change to reflect the Filling Degree but in this case there is no
change to the Growth Stage.
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7. If you are not happy with the occupancy you can change it again by repeating the
Recompute with other values until you find the occupancy you want but remember
that SC4PIM will give you accurate occupancy if you use the correct Filling
Degree. If you change the occupancy the Growth Stage may change and again
will be accurate and balanced for SCA4.



8. If you right click in the Building Exemplar and select Tileset Selector you can

decide which tileset you want your lot to grow in.
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Just check the tilesets which you want your building to grow in.

9. Now you have an .sc4Lot file and an .SC4Desc belonging to the same lot. You
can choose to leave these separate or follow the following tutorial to embed the
building exemplar in the lot file. If you leave them separate but intend to share the
work on the LEX, don’t forget you need to include both files in the upload.



Tidying up and advanced stuff using iLive’'s Reader
(optional but good)

1. At this stage you should close SC4PIM and open both the growable lot and
the desc in Reader.

Entry J |nstanice | Group | Tupe MName I Mame value | Data bype | Rep ] Walue
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DIR file 28Eb1103 efEb eaf efFbl esf Exemplar Type 0400000010 Uint32 0 LatConfigurations
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2. Right click on the Exemplar file in the Building Exemplar and select Copy File
3. Right Click under DIR in the LotConfig Exemplar and select Paste file.
4. Now you have two exemplar files in the lot file.

Entry ] Instance | Group | Type

Exemplar file b7 3efal abfbda72 BA342844
DIR file 28E01F03 ebEblest edEb1 eef
Exemplar fil 7i79ed??  BEbdd70S  BE34284a

This next bit is the tricky bit so look carefully at the following



6. Select the top exemplar and click on File Info in the top menu bar. A popup
box will appear.
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DIR file 2BBB1f03 eBBblest  eBBblest Exer
Exemplar file 7i73ed/?  SEBbddY05  B534284a Exer
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Lacatiaon |EEI

Enty D [disk) |442834B5  72D3FBAB  51EF73E7 Edit
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7. Click Edit and in the pop up box highlight and Copy the Instance line
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8. Click OK and then select the other exemplar file.
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9. Click on Edit and highlight the Instance line then Paste the copied IID in.
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10.Click OK and then Close the pop up with the red X in the top right corner.



11. Return to the LotConfig Exemplar and find the LotConfigPropertyLotObject
line that begins with all 0. If you have made the lot in SC4PIM this should be
the first in the list as shown below.

FarentCohart 00000000, 000000000, 000000000

Exemplar Type Q00000010 Uint32 1] LotConfigurations

Exermplar Mame 0=00000020  Sking 1 F$$$5_3w3 MBEAR_BinScopeR$3s

Growth Stage 027812837 Uintd ] (=05

LotConfig Reguired Roads N=454488F0 Uintd ] (=03

LotConfigPropertybdinSlopeall.. 0<599B0844  Float32 1] ]

LatCanfigProperti¥erzion 0=83EDCYET  Uintd ] (=02

LotCanfigPropertySize 0«33EDCTYI0  Uintd 2 (=03, 0:03

LotConfigPropertybd asSlopel... O88EDCYIZ Float3d2 0 17

LotConfigPropertyZoneTypes  0=B3EDCYI3  Uintd 3 (07 Om02, 003

LatCanfigPropertitfealthTopes OxEREDCYI5R  Uintd 1 (=03

LotCanfigPropertyPurpozeTy...  OB8EDCYIE  Uintd 1 =1

LotConfigPropertyRetaining...  0<38EDCY33  Uint32 1 OxCIE02T

LatConfigPropertyLotObject 0+88EDCI00  Uint32 13 (00000000, 000000000, 000000002 0007 20000,
LatConfigPropertylLaotObjectD .. 0<88EDCI0T  Uint32 13 (00000002, 000000000, 000000000, 000020000
LotConfigPropertyLotObjectD .. 0«88EDC30Z  Uint32 13 (00000002, 000000000, 0200000000 0001 230000,
LotConfigPropertyLotObjectD .. 0«B88EDCI0Z  Uint32 13 (00000002, 000000000, 000000000 000230000,
LotConfigPropertylLotObjectD ... 0<88EDCI04  Uint32 13 C00000002 000000000, 00000000, 0x00020000,...
LatConfigPropertyLaotObjectD .. 0<88EDCI05  Uint32 13 (00000002, 000000000, 0200000000, 0001 20000....
LotConfigPropertyLotObjectD .. 0«88EDC3I0E  Uint32 13 (00000002, 000000000, 0200000000 0200230000,
LotConfigPropertyLotObjectD .. 0«B88EDCI07  Uint32 13 (00000002, 000000000, 000000000 000030000,
LotConfigPropertylLotObjectD ... D«B88EDCI08  Uint32 13 C00000002 000000000, 00000000, 0001 20000,...
LatConfigPropertyLaotObjectD . 0<88EDCI09  Uint32 13 (00000002, 000000000, 0200000000 0200230000
Building foundation 0«88FCDEYY  Uint32 ] 0«830B7314

Unknown 0CBE243F7  Uint32 ] (00000001

LotConfigPropertybd axSloped... 0=E33B063C  Float32 1] 32



12. Double click on that line and look at the pop up box that opens

! Property : R$$$5_3x3_MBEAR_BioScopeRS$$S x|

ad3 - .
b ‘Mame |Ln:ntEn:nnflgF'rn:npert_l,an:ntElI:||ec:t ;I 2 |
ddl  vale [Dx8BEDCI00

D ata bype IUiﬂt32 "l Default type : Uint32.
Rep. i13 Default Bep: 12

Lze Hex value, float ar sting [depending on data type

| Yalues
opgopgs |
000000000
0%00000002
000180000
000000000
000150000
0%00028E70
0004683E
000207 15F
Ox002E97C1
0%00000000
Ox0079EFS1
0x777IEDTT

Add |
Femove |

— Walues az text

0=00000000, 000000000, 0:00000002.,0=0071 80000.0 fpply |

dpply I Cancel | =

| ST B T 1 a Tyt oy e g Y P




13. The value at the bottom of the list should be changed to match the IID of the
Exemplars. If you have followed this in one go then you should still have the
IID in your clipboard and so should be able to just Paste it in after the 0Ox

1 M ame |Lu:utEu:unflgF'ru:upert_l,lLDtElI:||E|:t LJ 2
A value [D+8BEDCA00

D ata bype |Uint32 - | Default tpe < Lint32

Rep: 11_3 Default Rep: 12

Ilze Hex value, float or string [depending on data type]

Yalues

0x00000000
000000000
0x00000002
0x00180000
000000000
0x00180000
0x00023E70
Ox0004653E
0x00207 18F
0x002B97C1
0x00000000
0x0079EFS1
Oxb779ef51]

&dd

Remove

J

Yalues az text
Q00000000 Q00000000 0:=00000002, 0001 20000.0 Apply

Apply | Cancel |

14.Click Apply when you have done this. Then right click in the right hand window
and select Reindex Lotconfig.

15.Finish by right clicking in the centre panel and selecting Reindex, right click
again and select Rebuild Directory file. Then Save.

16.You can now delete the loose growable descriptor.



To make a ploppable lot

1. This is very similar to making a growable so read that section first.
2. Start with the model you want to use and drag the model to the Ploppable
section of the upper left hand window.
- ‘- (1-ht) High-Tech Induskry O
[=- Ploppable
[=)- Education
i Elementary
i+ High School
i Private School
; i i Library
| The + shows that-- College
there are more - Museum
sub-categories - Opera
_'!._. [#- Park,
i -\ akerFront
| Hospital
Fire Skation
Police
Pawer
Recycle
W aker
Transporkation
Landrnark,
|- Rreward [

The ploppable section is very comprehensive and too big to show in one screenshot.
You will need to explore the different types of lot available by clicking on the + sign
where there is one. The above shows just the Education options opened out.

E

e e o = e A e

3. Give your building a name and click OK to make the descriptor. In this case a
museum is being made.
| | Growkh Stage 0x27812837  Lints 1

Creation of a building examplar

Enter name of the building

ar

| MBEAR._BioScope Museum | ]
ani -

(84 ][ Cancel ]

L]

iy
Str":." MEEhaHI 1 I LU s LS L] L Lm | L 3
T | |l LotConfigPr... 0x88EDCO0Z  Link3z 13




4. This time the exemplar looks a bit different as it has two red lines marked.

| .__,- -
@ MEEAR._BioScope Museurn

L
| Marme Mame Malue Data tyvpe Rep Yalue
| File name DMy docurents|Sim ity 44F
TGEL OxBES342845 N=5eB0D705 0%
Parent Cohort - _ 00000000 000000000 Dt
I Exemplar Type O0x00000010  Uink3z 1 Buildings
| Exemplar Ma.., Ox00000020 Skring 1 MEEAFR. BioScope Museum
| Buldoze Cost  0x099AFACD  Sinked 1 1130
: Qcoupant Size OxZ27812310  Float32 3 widthi 42, 857 20000 Height: 2
Filling degree  OxZ7812811 Floatzz 1 0, 50000000
| Resource Ke... 0x27812821 Uint32 3 Ox5ADDESLT Dx55C1049F Ox
| Wealth Ox27812832  Uinks 1 Medium Wealth
i Demand Cre.,, OxZ78lz841 Llink3z 1z Jobs 4 13 Jobs $% 42 Jobs $%
| Polution at ...  0x27512851 Sint3z 4 AiriZ Water;1 Garbage: 1 Rac
| Power Cons.., 0x27312854 ink32 1 4
| Flarnrnability Ox29244DB5 Limta 1 a5
Query exem..., OxZ2A499F55 Uint3z 1 Ox6ASS5AGS
| MaxFirestage O0x49BEDAZ1  Links 1 ]
| Plop Cost Ox49CAC341  Sinked 1 1850
| SFackivat,., O0x4A4C132E  Uint3z2 1 Ox2ABE7DE4
i Catalog Cap... Ox4AR60EBC  Link3z 1 (=]
Pollution radii 0x68EE9764  Floak3z 4 Air:3,00000000 YWaker:4,000
| School Cove,.. O0xE91E42E3 Float32 1 5280, 00000000
[ PluginPackID OxeAST1EEZ ink32 1 O 3F7R2C30
i School Stud...  OxS922041E6 ink3z 1 4300
| Ikem Mame OxE3994FEAD  Shring 1 MEBEAR._BioScope Museurn
| Item Descrip... Ox3AZ602A9  String 1 This building was made bw a T
i Itermn Order OxaAze0269 int3z 1 o]
[ School EQ by OxA9ZAE445  Floaksz 1 40, 00000000
| DccupantGr.., OxAAIDD3I9S  Uink32 5 Building: Civic Building: MuseL
SExQuery ., OxAALIDDIOT  Uink3z 1 OxEASSEBEEY
Crane Hinks 0xA/E3558F  Uinkd 1 Mo Crane
| ‘Waker Cons.,. O0xC3ED2DE4  Link32 1 15
| School EFfec,.. OxC9299552 Float32 14 20.00000000 0, 00000000 20
SF¥:Defaulk ... OxCO9B93A56  Link32 1 Ox4A5ECET]
School Popul... OxE921A936 Floatz2 4 0.00000000 100, 00aoooaon 1
| Budget Item... OxEAS4DZE3  Uint32 1 Education Skaff
Budget Ttem... OxEAS4D234  Uink3z 1 Cex000000a00
Budget Ttem... OxEAS4D23S  Uink3z 1 School Skaff
| Budget Ikem... OxEAS4DZEE  Sinkad 1 1900

At this stage the building has no Item Icon and no Lot Resource key.

Do not make any changes to the exemplar at this sta  ge.



5. Right click in the lower right section and select Create a ploppable lot using
this building.

1 (S N NN WIN NN Il

Cpen lok{s) using this buildingFamily

Create a plopable lot using this building

Rebuild the OccupantSize From model

Fecompute properties as Museum

Convert to RETO
Convert to RET4

A T AT |

6. Once again you will get the pop up box asking for the lot size. This time there
will not be a Growth Stage showing as it is not appropriate.

) IMIEQIULT YWESICT |
E3Y | ot creation @
g : |

:l|rt Wldth |_3____*’_|

-d}

d) Cepkh 13 |

-d}

Mar [ QK ] [ Cancel

-m)




7. Click OK and the lot will be made. You will get the LE window which will open
and close. You will now have the Lot Config Exemplar showing.

=
ﬁ‘ PLOP_3x3. MBEAR,_BioScope Museum

4 ¥
Mame Mame Yalue Draka type Rep Value
File: name LMy docurmentsh SinZity: 44F
TEl OxBS342544 DxASFEDETE Ox
Parent Cohork 00200000 0x00000000 Ox
Exemplar Twpe 0x00000010  Uink32 1 LotConfigurations
Exermplar Ma,., 0x00000020 Skring 1 PLOP_3x3_MEBEAR._BioScope
Growth Stage 0x27812337 Llinka 1 255
LotConfigR... Ox4A4A88F0  Uinks 1 Fronk
LotConfigPr,., 0x69360344  Floak3z 1 0.00000000
LotConfigPr,., 0xSSEDCTE9  UinkS 1 0x00000002
LotConfigPr... 0Ox88EDC7I0  UinkS 2 ‘idkh: 3 Height: 3
LotConfigPr,., 0xGSEDC7IZ  Floak3z 1 18, 00000000
LotConfigPr... 0x8BEDCFI3  Uinks 1 Plopped building
LotConfigPr... OxS8EDC7IS UinkS 1 MNone
LotConfigPr,., 0xSSEDC7I6  Links 1 Mone
LotConfigPr.., Ox88EDC7IS  Uink32 1 OxZ96D2135
LotConfigPr,.. 0x@SEDC900  Uink3Z 13 Type: Building - LOD: all - Crie
LotConfigPr... 0x88EDCI01  Uink32 13 Type: Texture - LOD: all - Ori
LotConfigPr... Ox38EDC90Z2  Uink32 13 Type: Texture - LOD: all - O
LotConfigPr,., Ox@SEDC903  Uink3Z 13 Type: Texture - LoD all - O
LotConfigPr... 0xS8EDCI04  Uink32 13 Type: Texture - LOD: &ll - Ori
LotConfigPr,., 0xSSEDC90S  Uink3Z 13 Type: Texture - LOD: all - O
LotConfigPr,., 0xSSEDC906  Link3Z 13 Type: Texture - LoD all - Ok
LotConfigPr.., 0Ox38EDC907  Link32 13 Type: Texture - LOD: all - O
LotConfigPr,.. 0x@SEDC903  Uink3Z2 13 Type: Texture - LoD all - O
LotConfigPr... 0xS8EDCI09  Uink32 13 Type: Texture - LOD: all - Ori

slate Brick Procedural
Ox00000001
a2, 00000000

Building fou,., 0x3SFCDE7Y  Uink3Z2
Cuskam Lok 0xCBEZ243F7  Uink32
LotConfigPr... 0xE99B06S8C  Floak3z

—_



8. The Building Exemplar can also now be examined by clicking on the tab at the
top of this window.

@) MBEAR._BioScope Museumn PLOP_3x3 MBEAR_RioScope Museum

Mame Mame Yalue Data bvpe Rep Yalue

File name DAy documentsi SimiCity: 415
Ta&l Oxe5342848 Ox56B0DT0S Dx:ﬁ
Parent Cohort O Q00000 e OOO00C00 Q)
Exemplar Type 0x00000010  Uint32 Buildings [
Exemplar Ma... 0x00000020 Skring MBEAR._BinScope Museum
Bulldoze Cost Ox099AFACD  Sinked 1130

Qcoupant Size O0x27812810 Floak3z Width:42 85720000 Height:2 ||
Filling degree  Ox27812811  Float3z 0,50000000

Resource Ke... Dx278120821 ink32 Ox5ADOESLT Ox55C1049F Ox
Wealth 0x27812832  Uinks Medium Wealth

Demand Cre... Ox27812841 Llink3z z Job= $ 13 Jobs 44 42 Jobs $4
Pollution at .., Ox27812851  Sint32 Airi2 Water: 1 Garbage:1 Rac
Power Cons... 0x27812854 ink32 4 :
Flarnmahility Ox29z2440B5 Links 35

Query exem.., 0x28499F55 Uint3z Ox685554A54

MaxFirestage Ox49BEDAZL  Uinks 3

Plop Cost Ox49CAC341  Sinked 1850

SEsAckivat, ., Ox484C132E Uinksz Ox2ASE7DE4

Catalog Cap... Ox4AAG0EBC  Link3z 65

Airi3.00000000 W aker ;4,000 |
62580.00000000

0x97FAZESS

4500

MEEAR._BioZcope Museurn
This building was made by a T
0x97FAZESS

]

40, 00000000

Building: Civic Building: Musev!

Pollation radii© Ox6SEE9764  Float3z
School Cove,.. OxA91B42B3  Float32
PluginPackID OxAS7TIESZ  Uink3z
School Stud...  Ox8922041E Link32
Item Mame Ox3994FEAD  String
Ikem Descrip... 0x8A260249  Skring
Item Icon OxBAZe02E8 Uint3z
Itemn Order OxEaza0269 int3z
School EQ b, OxA92AE445  Float3z
OccupankGr... 0xA&1D0D3%  Uink32

e N L L TN Ty S g U LU PP S S S T T T AT ] S ey

SEaQuery ... 0xAAIDDI9T  Uinksz OxEASSEEET

Crane Hinks DxARKS3558F  Uinkd Mo Crane

Water Cons,,, O0xCBEDEDE4  Uink32 15

School Effec.,.. 0xC9299662 Floak32 4 20,00000000 0, 00000000 30§
SFxiDefault .., OxCO9B93AS6  Link3z Ox4ASECET1 [
School Popul,.. OxE921A936 Floatzz 0.00000000 100, 00000000 1 ||
Lok Resourc,,, OxEAZG0559 int3z Ox977AZESZ

Budget Item... OxEAS4D233  Uint32 Education Staff

Budget Item... OxEAS4D234  Uink3z 00000000

Budget Item... OxEAS4D2ES  Uink3z Schaool Staff

Budget Item... OxEAS4DZ36 Sinkte4 1900

You can see that the two red lines have gone and a value has been placed in both
the Item Icon and Lot Resource Key properties.



9. If you now look in your plugins folder you will see the model, descs and lots
but one is called .LooseDesc. This one should be deleted from plugins as it is
no more use. It is harmless but now completely unnecessary. Do not keep
this file and never include it with the lot. This is now embedded into the lot file.

| ¥] MBEAR._BinScope-0x5ad0e817_0x55c1d449F_0:x30000,SC4Madel

:-i_Efl MBEAR _RioScope Museumn-0x6534284 5-0x56bdd 705-0:377 82030, _LooseDesc
@MBEF’.R_BiDSEDpER$$$-Dx6534234a-DX5E\bdd?DS-DX???QEd??.5C4DESE ?
ﬂ PLOP_3=3_MEBEAR_BioScope Museum_977azZedz, 2C4Lak

| %] R$445_3x3_MBEAR_BioScopeR$$$_b779er51,5C4Lat

10. At this stage you should make the LTEXT files for the Item Name and Item
Description. How? Simple. Right click in the exemplar and find the top two
lines in the pop up box

E
Corvert Ikem name/Examplar name ko LTEXT - multilingual-‘—i

Convert Ikem Description to LTEXT - mulkilingual q‘_

Cpen lokis) using this building'Family
Create a plopable lot using this building

Rebuild the OccupantSize From model

Recompute properties as Museumn {
Convert bo RKTO
Carvvert ko RKT4 e

|
P e —rrwouni i- IR R R TR T R TR TR P P e

11.Select each one and two new lines will appear in green at the bottom of the

screen.

Schoal Popul, .
Lat Resaurc...
Budget Tkem. ..
Budget Item. ..
Budaet Ikerm. ..
Budget Tkem. ..
Related LTE. ..
Iser Visible ...
Ikern Descrip. ..

0xE921A936 Float3z 4 0.00000000 100, 000000C
OxEaz60559 ink3z2 1 0x977AZE9Z
OxEAS4DZE3  Uink32 1 Education Staff
0xEAS4D234  Link3z 1 000000000
OxEAS4D285  Link32 1 School Skaff

0xEAS4DZE6  Sinkod 1 1900

Ox6A3E6026  Defadltinte... MBEAR._EioScope Museur

0xSREODT0S  Defaulk inke. .. This building was made by



12. Edit each by double clicking on the property. Changes you make will be saved
automatically when you click OK. As this is the name and description shown in
the menu you may want to add some description other than the default.

| LTEXT edition X

wWarning, Edited LTEXT will be automatically saved

[ This building was made by a Typing Monkew . .i

1 [ oK, H Cancel ]

13.0nce you have done this, Save the exemplar.

14.You can now make any changes to the properties, remembering to Save after
doing that.

15.1f you are making a Landmark lot with jobs there is one final thing to do in the
Lot Config exemplar.

LokConfigPropertyMaxsSlopeBefa,,. 0x83EDCTIZ Floak3z 1 13,0000
LotZonfigPropertyZoneTypes OxGEEDCTI3 UinkS 1 Plopped
LokConfigPropertyWwealthTypes OxB8EDCTIS  LinkS 'y h More
LotCanfigPropertyPurposeTypes 0x55EDCT96  Uinks 1 i More

Both of these properties need a value to match the wealth and purpose in the
Building Exemplar.

LotconfigPropertyWealthTypes- needs to be completed with either 0x01 for
Low, 0x02 for Medium, or 0x03 for High Wealth.

LotconfigPropertyPurposeTypes — needs to be completed with the same
purpose type as shown in the Building Exemplar:

0x02 - CS

0x03 - CO

0x05 - I-R

0x06 — ID

0x07 — IM

0x08 — I-HT

16. Now you can go into Lot Editor and finish the lotting.



Props — making and seeing

A prop is an optional extra added to lots to add interest to or enhance them.
Props are made by dragging the model from the models window to the correct

place on the left hand upper window.

1. Look at the screenshot below. This is where you can see the models in
plugins. For this | have just one prop pack and the original building by

mickebear.

SC4Data A MNare
[=-Resaurces | mx12cE467A-0x000. .,
- Standard Models A __* 0520 39659-0x0003, ..
- Other Models | o1 zcazasE-ox000,.,
- Animations 0x12BF10AA-0x000. ..
G Ddscriptons 0¥B2CATE45-0%000. ..
R 0xDECA7ZSZ-0x000. .,
0%92BESDAS-0%000. .,
Flora | DxEZBESDES-0x0003. .
. Foundation (0:BZBESFSE-0x0003. .,
= Building 01 2BFOE17-0%0003. .,

- Linknotn w «MBEAR._BioScope

Filex

CrsMy documents) SimCity $1PuginsiESC MEGA Props -
Dy documents) SimCity $iPluginsiBSC MEGA Props -
D4y docurnentsi SimCity 41PluginsiBSC MEGA Props -
DMy documents) SimCity $1Plugins|BSC MEGA Props -
D4y docurments) SimCity $1PluginsiBSC MEGA Props -
Dy docurnentsiSimCity $iPluginsiBSC MEGA Props -
DMy documents) SimCity 41Plugins\BSC MEGA Props -
DMy documents) SimCity $1PluginsiBSC MEGA Props -
Ly documents) SimCity $1PuginsiESC MEGA Props -
Dy documents) SimCity $iPluginsiBSC MEGA Props -

LMy documents SimCity $iPuginsiMBEAR. BinScope

DE6 waldl,..
DE6 WolOL ..,
DER Yoldl .,
DEe waldl ...
DEG Woldl ...
DEG Yolll .,
DER Woldl .,
DE6 Yolol ...
DE6 waldl...

There is no name shown for the models in the prop pack (A). This is because both
SC4Tool and SC4DatPacker remove the files that give the models their names

when the pack is made.

The single model by MBEAR still has its name showing (B)
If you try to use the prop pack in Maxis PIM you would not see the models at all in
(A) so SC4PIM allows you to make new prop and building exemplars out of

existing prop packs.



2. The prop section in the left hand window has a number of options which have
subtle differences in the prop exemplar properties.

| SC4Data | Marme File
= Resaurces 0x12CE467.., DMy docum
i Standard Models 0x52C3965, . DuiMy docum
i Other Models Ox12CATAS... DuiMy docum
‘. Animations Dx12BF10A.,,  DudMy docum
=) Descripkors OxB2CATES, .. DMy docum
= Al OxD2CATES, . DMy docum
Sy Ox9ZBESDA. .. DuiMy docum
-~ Flora (BZBESD6,,, DMy dacum
Faundation 0xBZBESFSE... DniMy docum
# Building Dx12BFOEL7... DuAMy docum
= Prop MBEAR BEioS... Duiby docurm
[=l- Building as Prop
‘%% Building as Prop
‘%% Building as Prop
‘% Building as Prop
- ther Building as Prop
= Crdinary Prop
- 4%$ Ordinary Prop
%% Ordinary Prop
& Ordinary Prop
- other Ordinary Prop
[+ Families
[# Lats

3. In this instance, the model was dragged to the $$$ Building as Prop branch
and given a name to distinguish it from any other exemplar made with this
model by adding prop to the name.

Vi |
‘rap
1as Prop

s Creation of a building examplar

'rop
op

Enter name of the building
v Prop

: MBEAR_RioScope_prop_R4dd |

[ Ok ] [ Zancel ]




4. The amount of properties in the prop exemplar is much less than in a building
exemplar although it looks similar.

m MBEAR._BinScope_prop_R4$$$

Mame Marne Yalue Data tvpe Rep Yalue

File narme DMy docurnentstSimcity HPILGInsiMBEAR BioScope_prop R$4E
Tal Dxb53428448 0x56BD0 05 0x977AED 1Y I
Parent Cohort D0x00000000 00000000 Dx00000000

Exemplar Type Ox00000010 Link32 1 Prop

Exemplar Mame 000000020  String 1 MBEAR _BioScope_prop_R$$%

AppearanceZoomsFlag  Ox0ABFCO24  Uink32 1 Zooml, 2,3, 4,5

Occupank Size 0x27812510 Float32 3 Wfidth: 42, 88720000 Height:21. 17190000 Depth: 39, 18560000
Resource Key Type 1 Ox27812521 Uink32 3 O0xSA00ESLT 0x55C1049F 0x00030000

Flarnmability 0x29244DB5  Links 1 35

Exemplar Cateqgary Ox2C8FE746  Link32 1 0x0CSFED24

Requester Satisfackion 0x4981E0S4  Uint32 1 W'ealth

MaxFirestage Ox49BEDAIL  Uinkd 1 3

Presviewable 0x4A59FCF3  Bool 1 True <= A

Light 0x449F1836  Bool 1 True B

Cient To Slope 0x69F14033  Bool 1 False C

Query as main building  0x6A95E503  Bool 1 True D

ser Wisible Mame Key  0xBA416499  Uint32 3 0x00000000 0x00000000 000000000 +__ E

Is Ground Model 0%8ASESDBS  Bool 1 Truedll=—— F

Prop ealth 0xE9A316EE  Uintd 1 High wealth

Relabed LTEXTSs

Properties marked do the following as they are set:

A — shows you a “ghost” of the prop when you plop it in game. This can be useful
for orienting lots.

B — makes sure that the prop lights up — where appropriate

C — sets the prop so that it is not slope conforming.

D — sets the hover query to the main building/lot name

E — shows that the hover query is empty and will query as if the prop were the
main building.

F — sets the shadow where appropriate

All the above can be changed to True or False depending on how you want the
prop to act.

5. If you want the prop to have its own hover query then right click in the
exemplar window and select Add Item Name then Convert Item
name/Examplar name to LEXT. You might want to do this if you want to add
other languages for the hover name.

35

Add Ikerm Mame

Corvett Ikem namefExammplar name ko LTEXT - mulkilingual
Open lok{s) using this propFamily

Rebuild the OooupantSize From model
Recampute properties as $$4 Building as Prop

Convert bo RETO
Convert to RET4



6. Once you have done that you will have a new line at the bottom of the
exemplar and the User Visible Name Key property will have a new set of
values.

Light xS 1000 Bioal 1 e

Orient To 5., 0x69F14D33  Bool 1 False

Query asm... Ox6A9SES03  Bool 1 False

User Wisible ... 0x360416499  Uink32 K] Ox2026980E DxaA38e020 0xIF7AEDLD
Is Ground M... OxB8ASESDES  Bool 1 True

Prop Wealth  OxE9AS16EE  Uintd 1 High ‘wealth

Related LTE. ..

User Wisible ... 0x6A336026  Default inte. .. MBEAR_RinScope_prop R4$$4

7. Finally you might like to make the name a bit more interesting by clicking on
the green line and editing it.

LH:II n AT Lo [MINTE]] i nuc

COrient Ta Sl,.  0xA9F14D033  Boal 1 False

Query asm.., Ox6A95ES03  Bool 1 False

User Yisible ...,  0xSA416699 Uink32 3 0x20269606 Ox64356026 0x977LEDLS
Is Ground M., 0x3ASESDES  Bool 1 True

Prop Wealth OxEAB316ERE  UintS 1 High ‘Wealth

Related LTE...

ser Visible ... 0xe0386026  Defaulkinke... Mika's Palace

8. Now you have a prop exemplar for the model.



How to see what is in a prop pack.

1. This is best done one pack at a time so that you don’t slow up your computer
too much. In this instance BSC MEGA Props — D66 Vol01 is the only pack in
plugins. As you saw above the models have no names — just like the Maxis
ones — and cannot be used in Maxis PIM. In SC4PIM you can look at each

model and see the image in the lower left hand screen.

Siz40ata
[=-Resources
Standard Models
Cther Models
Animations
= Descriptors
= All
- Flara
- Foundation
- Building
= Prop
= Building as Prop
444 Building as Prop
44 Building as Prop
% Building as Prop
Other Building as Prop
= Ordinary Prop
444 Ordinary Prop
4% Ordinary Prop
4 Ordinary Prop
Other Ordinary Prop
- Families
+- Lots

As you scroll down the list of models the image will appear at the bottom of the

MName

DxD2DCA0AB-0x000300000%ml not Found]
320647 E-0x 00030000 xml not Found]
OxD20C A7 70-0:00030000 %ml not Found]
(xS2CESEOD-0x00030000[%ml not Found]
Dx92CESAEI-0x00030000 %ml not Found]
DxF2CBI265-0x00030000[%ml not found]
D 32CE916C -0x 00030000 xml nat Found]
IxB2CEI524-0:00030000[%ml not found]
Dx92CEITO7-0:x00030000 %ml not Found]
Nx3ECEN7EF-0x00030000 ml not found]

DxAECEO7DB-0x00030000xml not found]



2.

If you now select the Prop section of the tree you can now see the props with

their names as used in LE.

SC4Data
= Resources
Standard Models
Ckher Models
Animations
[=I- Descriptors
= all
Flora
Foundation
- Buildirg
— F'I:I:.II_I
[=I- Building as Prop
$44 Building as Prop
$% Building as Prop
% Building as Prop

Cther Building as Prop

= Ordinary Prop
$4% Ordinary Prop
% Ordinary Prop
% Ordinary Prop

Cther Ordinary Prop

Mame

File

MBEAR. BinScope_prop R$$$ Dilpy

DAG_prop. cottagetable c.,.
De6_bridlepost_prop
D&6_boothillgravell
D&5_prop_cottageflowers. .
D6 _westernblanket_prop
De6_boothillgrave15
RTProp Hearsel3

De5_Baker Sisters Bagel ...

D6 _hitchingposk
nEA mean kioeh?

[ £

Ly
CuMy
Dzl
LMy
Loy
CuMy
Dzl
LMy
Ly
IRl o



3. By selecting one of the prop exemplars in this pack you should notice
something that is missing.

C4Data
= Resources

Standard Models
Other Models

Animations
= Descriptors
= al
Flara

Foundation

(- Building
= Prop

= Building as Prop

- $44 Building as Prop

= $4 Building as Prop

& 4 Building as Prop

. Other Building as Prop
= Ordinary Prop

444 Ordinary Prop

& 4% Ordinary Prop

i 4 Ordinary Prop

" Other Ordinary Prop

[ Families

#-Lats

| Mame File:

DA6_prop_fowers_daisy DMy documents) SimCicy 4iPluginsiBSC MEGA Props - DEA Yaldl,dat
D&6_prop._foxglove_vellow DAy documentsiSimCity 41PuginsiBSC MEGA Props - DE6 Yolol,.dat
D6 _prop_busha Duiry docurments| SimCity 41PluginsBSC MEGA Props - DEE Yaoldl.dat

Da6_prop_lavendarhedge
D66 _prop_RedBarnRestaurant

D"l,My documents'l,SlmClty 4'|,P|ug|ns'|,BSC MEGA Props -
C MEGH Frops -

D&6 Wolol.dat

Di6 table people 1y documents! Sim Woldl,dat
D6 _FlowerBed_|shapedvd Dy documents'l,SlmGtv F\Plugins\B3C MEGA Props - D&6 Yoldl.dat
D66 baathillgravel10 DMy documentsiSimCity $\PIginsiBSC MEGA Props - De6 Yaolol.dat
D66 _fence_2p_32m Dty docummentsiSimCity 41PIugins\BSC MEGA Props - De6 Wolo1.dat
Da6_prop: medbush_redleaf Dty documentsi SimCity $iPluginsiBSC MEGA Props - DEE Yold1,dat
MéA rintked Fras® nran M4 At irenke! STk 44 Bhoninct RS MERA Prone - TGA Wall1 dat

@ D66, prop_RedBarnRestaurant

Mame Mame Value Data bype Rep Salue

File name. LMy documentsSimCity $\PluginsiBSC f
TisL 065342544 0xFO092AER Dx2013E2ED
Parent Cohort 000000000 0x00000000 000000000
Exemplar Type 0x00000010 Uint32 1 Prop

Exemplat Ma... 0x00000020 String 1 D6 _prop_RedBarnRestaurant
Appearance.., Ox<0ABFCOZ24  Uink3z 1 Zoom2, 3,4, 5

Occupant Size  Ox27512810 Float32 3 ‘Widkh:14.84100000 Height:8.68100000
Resource ke.., O0x27512521 Uink32 3 0xSADOESLY 0x92A27562 000030000
Flammability 0x29244DE5  Uinkg 1 1]

Exemplar Ca... 0x2C8FE746 Lint32 1 0x0CEFED24

Requester S... 0x4941E054  Uint32 1 Wealth

MaxFireStage Ox49BEDA3L  Uinkd 1 1

Previewable Ox4A39FCF3  Bool 1 True

Light Ox4A9F1836  Bool 1 True

Orient To 5., 0xE9F14D33  Bool 1 False
Query asm... 0x6A95ES03  Bool 1 True
Is Ground M... 0xBASESDES  EBool 1 True
Prop ‘Wealth OxE9A316EE  Linkd ¥ Mone

In this prop exemplar there is no User Visible Name Key as it was made before
SC4PIM was available and before the importance of the UVNK was fully
understood. This and all the other props in this pack have no hover queries of
their own but it is not sufficiently vital to need to update this and many more
packs.

4. You can now scroll through all the props and see what they are. You can also
make new prop exemplars or building exemplars from these models but if you
make lots for release you must never include the model with the lot. You must
always point to the pack as a dependency.



Editing existing lots

Place the lots you want to edit with the models and, if necessary, the building
descriptors into plugins. If possible embed the building exemplars into the lot unless
you are dealing with a family of buildings when it is better to have the building
exemplars in a dat. For speed of using SC4PIM | suggest that you have nothing else
in plugins. At the opening screen just check your plugins folder and you will find
things are much quicker to load and access.

1. Select one of the buildings to be edited:

M SC4 PIM Extended V0. 62 9=l
Filz
SC4Dats A Mame File "‘
= Resources American Four Square do4 [ My documentstSimciky #Pluginst American Family 4. dat
Standard Models | American Four Square ed2 DMy documentstSimCity 44Pluginsiamerican Farnily 4.dat
Other Models American Four Square 402 DMy docurmentstSimCity 4iPlugins\american Family 4.dat
Animations Ametican Four Square 04 Ly docurents)SimCity $iPluginst american Family 4.dat
) Descripkars W .ﬂ\mer?can Four Square ho2 DMy documents'l,S?mC?tv 4'|,Plug?ns'l,.ﬁ.rner?can Fam?lv 4,dat
& al Wealth GTOUD and American Four Square g4 DMy documents! SimCity 44Plugins) smerican Family 4.dat
First exemmar American Four Square FO2 DMy documentsiSimCity \Pluginst dmerican Family 4. dat
- Flora ) pmEtican Four Square iy documentsiSimCity 4\ Pluginsiamerican Four Squaredifa
- Foundatian American Four Square [y documents)Simcity i PluginsiAmerican Four Square0ifa
|=)- Building Armerican Four Square DMy document st SimCity $iPluginst american Four Square0ifa
H Unknown Arnariran Fonie SaniErs T Arcommenk et Siracibg 4 PloAine Armerican Bone Sanaranifa
Unused .<_. : >.
Agricultural Field
Lo ; e Exemplar Name
- ! . American Four Square
[=- Residential
(%) Lowe Wealth - = w2l
{45) Medium Waalth l\l.larne Mame Yalue Data type Rep Value . I
{4447 High Wealth F|I|_3 narme D:'l,Mv_ doc_uments'l,‘SlmQtv
& Cammercial Service TiEI 0x65342840 DxAFIAI9FE
Parent Cohort 0x00000000 0x00000000
{E4] Lowy Wealth Exemplar Type 0x00000010  Uint32 1 Buildings
(235 $$) Medium Wealth Exemplar Ma.., 0x00000020  String 1 American Four Square
(C3 $44) High wealth Bulldoze Cost  0xD99AFACD  Sintad 1 146
=+ Cormercial Office SFéQuery ... Ox0B502434  Uint32 1 Ox4AG90FSE
(CO $$:] Med|um Wealth P Occupant il S Fu A T E K T Nl ol T L8 edel o .—n—"\nr‘DDD He'ght
— | 14
4 > Resolrce Convert Ikem namefExamplar name to LTEXT - multilingual sl
Wealth i
Purpose - ; r |
Capatity | Open all buildings/props related to Family |
Polution 2 ©Open lok(s) using this buildingFamily Sarbage:z
PU“i‘:ler C.I'D Create a growable lot using this building
Building/p gy : . : 4
Flammahil  TlEset selectar Options on right click |
Cuery exi ; ;
Exemplar Rebuild the OccupantSize From model
Construct  Recompute properties as (551 Medium Wealth
MaxFireSk i
Pollution v Corvert to RKTO 3 water:6.1
Worth Corwvert ko RKT4 |
Lol 1] o= e — S
OccupantGr.,, OxAAIDD396  Uint32 & Building: Residential Buildi
SFL:Query ... OxAAIDD397  Uink32 1 Ox6AB3SEBAZ
Crane Hinks OxAAS350EF  Lintd 1 Mo Crane
SFA:Query .., OxAASDSABY  Uink32 1 Ox0AS916CS
Water Cons... 0xCBED2DAE4  Uink32 1 3
Fuiildinm walie MN~Fa1 ANREF SinkAd 1 heie = s

BestFit % | [South v N

DMy documentst Simity 4Plugins\American Four Square0lf |




2. As there is no Filling Degree property this building has not been processed via

SC4PIM so right click into the bottom right section of the screen to

Recompute.

@ American Four Square

| Mame
File narne:

| TaEI

| Parent Cohork
Exemplar Type
Exemplar Ma...
Bulldoze Cost
SERiQuery ..
Qcoupankt Size
Resource Ke...
Wealth
Purpose
Capacity Sa...
Pollution at ...
Power Cons, ..
Buildingpro. ..
Flarnrability
QUEry exems..
Exemplar Ca...
Construckio, .,
MaxFirestage
Pollution radii
Workh
Occupank T,
Ocoupankr., .,
SFxQuery ...
Crane Hinks
SE=iQuery ..,
Waker Cons. ..

CailAdimm cimliie

Mame Yalue Data bvpe Rep Walue
Oy documentst SimCity
OxBE342E4A DxAFIAT9F:
000000000 00000000

Cx00000010 Uimk32 1 Buildings
Ox000000z20 Skring 1 Arnerican Four Square
e ; ? _
E Convert Ihem name/Examplar name to LTEXT - mulkilingual ght
C by . b B
d Cpen all buildings/props related to Family f
o ©pen lakis) wsing this building/Farmily
[ Create a growable lob using this building .
E Tileset seleckor &
Eﬁ Rebuild the OocupantSize Fram model !
b Recompute propetbies as ($$) Medium Wealkh i
| |
C
C  ‘Convert ko RETO {
L Convert ko RET4 .
Do s riauas T A e yyaes B,
Ox881C3EYZ Sinted 1 146
0x&8CE3S1IF  Uink3z z R$ R$$
OxAA100D39 Uink32 [ Building: Residential Buildi
OxAA10D397  Uink3z 1 Ox6A63EEAZ
0xA/S3558F  Uinkd 1 Mo Crane
OxAADODSAED  Link3z 1 Ox0A8916CS
OxCREDZDE4 Uink3z 1 ]

1

mChi AanocCe Tk A h =] =



3. Once you select the Recompute you will be presented with a pop up asking for
the Filling Degree. As you have seen eatrlier this is possibly the most difficult
thing to do as you need to imagine the LOD box and work out roughly how
much of that the building takes up.

Look at the image of the building in the lower left of the main screen:

At first appearance this might look at though the Filling Degree should be 0.9
BUT the porch and roof make the LOD box bigger. By making a reasonable
estimate this would be about 80% of the LOD box.



4. .Type in the Filling Degree and click OK.

L I B Y IV Ry Ty [T pare AN I e AN

th 0x27812832  Uinks 1 Mediurn YWealth
58 [l 2751 20 inkS [Lesidence
Rk Filling degree
fion-at B Ce8

i Zons
ng)pra.

Tability | .5 |
vexemf
plar Ca
kruckio.
“ireStag Ok l [ Zancel J
zion radk Wal
h Ox841C3ET2  Sinkgd 1 146

arbe
Enter the filling degree of the building { 0-1 )

-l oL

The above shows the default filling degree and should be changed for the
estimated amount.

arb.

3r 4

e [ QF; ] [ ancel ]
Shak

t1radi OxGEEE97E4 Float3z 4 Giri 5. 00000000 \Wa

The filling degree has been changed to 0.8



5. Once you click OK in the Filling degree pop up box, the LotConfig exemplars
for the lot/s using this building will open and the growth stage pop up box will
appear.

e
american Four Square 1x3
4

Mame Mame Yalue Data bvpe Rep Yalue

File name - _ L4y documents) SimiCiky:
Parent Cohort Q00000000 Dx00000000
Exemplar Type Ox0 N LotZonfigurations
Exemplar Ma... Ox0f 26898 5 & American Four Square 13
Growkh Stage  Ox3 3

LokConfigR... 0Oxd Frank

LotCanfigPr... Ok [ ik ] [ Cancel 0.00000000
LotZonfigPr... Oxd 0x00000002
LokConfigPr,.. Ox3SEDCTI0  Linkd z Width: 1 Height: 3
LokConfigPr... Ox3SEDCTI1 ink3z 1 Ox1000000F
LotZonfigPr.,, OxSSEDCTIZ  Float3z 1 16, 00000000
LotZonfigPr... Ox88EDC793 Uintd 3 R - Low Density R - Mediu
LokConfigPr,.. Ox3SEDCTIS  Linkd 1 £4

LokConfigPr... OxSSEDCTIE  Llinkd 1 R

LotZonfigPr,,, Ox33EDC7FIS  Uint32 1 OxC9eD21356
LotConfigPr... Ox88EDC900 Uint32 13 Type: Prop - LOD: med or
LokConfigPr... Ox3SEDC901  Uink3z 13 Type: Prop - LOD: high ar
LokConfigPr... Ox3SEDC90zZ  Link3z 14 Type: Prop - LOD: high ar
LotZonfigPr,,, Ox33EDC903  Uint32 13 Type: Prop - LD high or
LotConfigPr... Ox88EDC904 Uint32 13 Type: Prop - LOD: high or
LokConfigPr... Ox3SEDC90S  Link3z 13 Type: Prop - LOD: high ar
LokConfigPr... Ox3SEDC906  Link3z 13 Type: Flora - LoD high or
LotZonfigPr,,. Ox33EDC907  Uint32 13 Type: Texture - LD all -
LotConfigPr... Ox88EDCI08 Uint32 13 Type: Prop - LOD: high or
LokConfigPr... Ox3SEDC909  Link3z 13 Type: Texture - LOD: all -
LokConfigPr... Ox3SEDC904  Link3z 13 Type: Flora - LoDy all - Qr
LotZonfigPr,,, Ox33EDC90E  Uint32 13 Type: Prop - LD high or

| Ak~ AmFinDy M QRFE T Q™ | limb22 12 Turmar Dean - | O0 kimk -



6. To accept the growth stage change click OK. If you are dealing with a building
that is used on a lot of lots of different sizes then you will need to accept each
one as it appeatrs.

American Four Squarg 1x1 American Four Squarg 1x2 American Four Square)l=3 c 3

Mame Marne Yalue Data tvpe Fep Value

File name DMy document=iSimCity $iPloginsyAmerican Four Square
Ta&I 0x65342548 OxASFBD37 2 Dx8FADOGEE

Parent Cohork 0x00000000 Dx00000000 Dx00000000

Exemplar Type 0x00000010  Uint32 1 LokZanfigur ations

Exemplar Ma,., 0x00000020 String 1 arnerican Four Square 1x3

Growkh Stage  OxZ7512337 Links 1 3

LotCorfigR... Ox4A4A33F0  Uints 1 Fronk

LotConfigPr... Ox&29B05A4 Float3z 1 0. 00000000

LokConfigPr... OxS8EDCTE LinkS 1 Ox00oo0o0z

LotConfigPr.,, 0OxSEEDCTO0 Uintd z Wyidkh: 1 Height: 3

LotConfigPr... OxSEEDCTEL Uink32 1 0x1000000F

LotCorfigPr... 0OxSEEDCTOZ  Floak3z 1 1600000000

LokConfigPr.., 0OxS8EDCF93 Linkd 3 R - Lowe Density B - Medium Density B - High Densiky
LotConfigPr.,, 0OxSEEDCTES  Uintd 1 $%

LotConfigPr... 0xSEEDCT96 Lints 1 R

LotCorfigPr... 0xSEEDCTSE Uink3z 1 0xC9602136

LotCorfigPr.,. 0xSBEDCI00  Uink3z 13 Type: Prop - LOD: med only - Orientation: Morth - ¥ Pos: 0
LokConfigPr.., 0xS3EDC901  Uink32 13 Type: Prop - LOD: high only - Orientation: South - % Pos: O
LotCorfigPr... 0xSEEDC90Z Uink3z 14 Type: Prop - LOD: high only - Qrientation: South - ¥ Pos: O
LotCorfigPr... 0xSEEDC903 Uink3z 13 Type: Prop - LOD: high only - Qrientation: South - ¥ Pos: 0
LotConfigPr... 0xSBEDCI04  Link3z 13 Type: Prop - LOD: high only - Qrientation: South - ¥ Pos: O
LobCaonfigPr... 0Ox83EDLC905  Lint3Z 13 Tvpe: Prop - LOD: high only - Orientation: Marth - % Pos: O
LotConfigPr... 0xSEEDC906  Link3z 13 Type: Flara - LOD: high only - Orientation: Maorkh - ¥ Pos; C
LotCorfigPr... 0xSEEDCI07  Uink3z 13 Type: Texture - LOD: all - Qrientation: South - ¥ Pos: 0/ 5
LotCorfigPr.,. 0xSBEDCI08  Uink3z 13 Type: Prop - LOD: high only - Qrientation: South - ¥ Pos: O
LotConfigPr.., 0OxSEEDCI09 Uink3z 13 Type: Texture - LOD: all - Qrientation: South - ¥ Pos; 0/ 5
LokConfigPr... 0x83EDCI04  Uint32 13 Type: Flora - LOD: all - Orientation: Mesk - X Pos: 0 ) 13,6
LotCorfigPr... 0xSEEDCI0E  Uink3z 13 Type: Prop - LOD: high only - Qrientation: South - ¥ Pos: 0
I ~k—mmFinDe [ E%=t=I={ Ty |y I limb22 12 Tumas Ovamc o | TR kinko Aebe C Cwiank sk Seakk 0 % Daes 1
£ >

[ Save ] [ Close ]

There are actually four lots using this particular building but only 3 are visible. They
are different sized lots so will have different growth stages.



If we look at the original for the 1x1 lot we can see that the growth stage is 4.

1 r'..-._‘- 1 - —
@ American Four Square Amnetican Four Sguare 1x1 5, 4 American Four Square 1x2 5, 2

Mame Mame Yalle Data type Rep Walue

File name DMy documentst SimCity. #1Plugins american Four Square
Tial Ixe5342848 0xABFED37Z 0xZFABATIE
Parent Cohort 000000000 000000000 0:00000000
Exemplar Type 0x00000010  Uink3z 1 LotCanfigurations

Exemplar Ma.., O0x00000020 Skring 1 Arnerican Four Square 1x1

Growth Stage  0x27812837 inks 1 4 é_

LotConfig R.., Ox444A58F0  LinkS 1 Fronk

LotConfigPr... Ox699B0304 Float3z 1 0. 00000000

LotConfigPr,,. 0x83EDCTES  Uinks 1 00000002

LotConfigPr,.,, 0x83ECCTI0  LinkS z Width: 1 Height:1

LotConfigPr,., 0x83EDCTI1  Uink3z 1 0= 1000000F

LotConfigPr,.. 0x83EDCTIZ  Floak3z 1 16.00000000

LotConfigPr... 0xB3EDCTI3  Links 2 R - Medium Density R - High Density
LotConfigPr,., 0xB3ECCTIS  Links 1 i 3

LotConfigPr.., 0xB3EDCTIS  LinkS 1 R

LotConfigPr,.. 0Ox83EDCTIS  Uink3z 1 0x 9602136

After recomputing it becomes stage 5

N ,.e-r- A
B American Four Square 1x1 B, American Four Square 1x2 B, American Four Square

Mame Mame Yalue [raka bvpe Rep Yalue

File name LMy documentsiSimCity: HPluginstAmerican
Tial 0x653428448 UxA8FE0E72 Dx2FABATDE
Parent Cohort 000000000 J:00000000 D:x00000000
Exemplar Type Ox00000010  Uink3z 1 LokConfigurations

Exemplar Ma... Ox00000020 Skring 1 American Four Sguare 1x1

arowkh Stage  Ox27812837 Limks 1 5

LotConfig R... Ox4A4433F0  Uintd 1 Front

LotConfigPr... Ox&99E0504 Float32 1 0, 00aoooao

LokConfigPr... OxS8EDCTE9 Llinkd 1 Ox0000000z

I ntCnnfinPr...  DASFNCTI0 LinkA b Wwidth: 1 Heinht: 1

7. At this point you can Save and Close each LotConfig exemplar and the
Building Exemplar. If you are dealing with a family of buildings you will need to
Recompute the properties for each of the building exemplars in the family to
match.

8. Editing existing ploppable lots is done in the same way.



More advanced stuff
Making and using building and prop families

To demonstrate this, the only models in plugins were a set of models by homefryes.
First step is to make a set of building exemplars and put them onto lots and into
families.

1. Open SC4PIM with just plugins selected.

Fareoris.  Owutls

Fichiet

ePrécédente % \'\;{) i'.E pRechercher [Li Dossiers v

@ Cambridge Townhomes - L-003-MatCly-0xSad0es1 7_0x534203bc_0x30000.5C4MModel
|ﬂ Cambridge Townhomes - L-004-0xfBlu-0x5ad0ed1 7_0xd34217bd_0x30000, 3 4Model
@ Cambridge Townhomes - L-006-ShvAsh-0x5ad0ed1 7 0xS34222F5_0x30000,5C4Madel
m Cambridge Townhomes - L-007-SlyrLF-0x5ad0e817 _0x33422e4c_0x30000,5C4Madel

@ Cambridge Townhomes - L-303-NatCly-0x5ad0ed17_0x33420bes_0x30000,5C4Model
@ Cambridge Townhomes - L-304-0xfBlu-0x5ad0ed 17 0x13421af7 _0x30000. 5 4Madel
@ Cambridge Townhomes - L-306-SlvAsh-0xSad0es] 7_0x33422540_0x30000,SC4Model
m Cambridge Townhomes - L-307-5lvrLF-0x5ad0e817_0xd3410925_0x30000,.3C4Model

Edition  -&ffchage

i

Gestion des fichiers

Ij Creer un nouveau dossisr
@ Publier ce dossiar sur le Web
ﬁ‘ Partager ce dossier

-ﬂutres empla = .
Configuration

Détails

Your GID is 0xSEEDDT0S

Plugins
Ciossier de fichid

1\Maxisi SIMCIT~1plugins
v Doy docurmentstSimCiky 44Plugins

[rate de modific
13:00




| SC4Daka
= Resources
Standard Models
- Other Madels
" Animations
[ Descripkors
= all
Flara
- Faundation
= Building
; Linknown
Unused
Agricultural Field
[=-R-C-I
= Residential
o ) Lowa Wealth
- (44 Medium Wealth
- ($%%) High Wealth
= Commercial Service
(25 40 Low Wealth
{5 $4) Medium Wealth
- {CS $44) High Wealth
= Commercial Office
- (C0 $4) Medium Wealth

s

Il Cambridae Townhomes - L-003-MatC

2. Select the models branch of the tree and see the models on the right.

MName

|':."
Cambridge Townhomes - L-004- Bl
Cambridge Townhomes - L-006-5keAsh
Zambridge Townhomes - L-007-SlwrLF

Zambridge Townhomes - L-303-MakCly
Cambridge Townhomes - L-304-C0wfBlu
Cambridge Townhomes - L-306-5keAsh
Zambridge Townhomes - L-307-SkwrLF



3. Drag the model to the R$$ branch under Descriptors — Building — RCI. Name
the exemplar by adding R$$ to the end.

5i24Data
= Resources
i Standard Models
i Other Models
o Aynimakions
=] Descriptors
= Al
- Flora
i Foundation
[=I- Building
i Unknoin

[=1-R-C-I
= Residential
43 Lows Wealth
() Medium Wealth
(444 High wWealth
[=]- Cammercial Service
=25 §) Low \Wealth

sl Marne

File

— || | Cambridge Townhomes - L-003-MakCly D4y document

Enter name of the building

Zambridge Townhomes - L-004-CxfEil Ly document
| Cambridge Townhames - L-006-Slvash CnAMy document
Cambridge Townhomes - L-007-SherLF LAy document
| Carnbridoe Townhomes - L-303-MabCly DAy document
Cambridge Townhomes - L-304-C0xfEiu Ly document
| Cambridge Townhames - L-306-Slvash CnAMy document
| Camnbridge Townhomes - L-307-SherLf LAy document

reation of a building examplar
i griculbural Field & P )

; Caml:ﬁ:il.;e Tuwﬁhnmes - L-I:II:IS-NaI:f_;i;F';%

| o

][ Cancel ]

=025 ) Medium Wealth

“ (25 $44) High Wealth
[=]- Carmnrmercial OFfice

o (CO $5) Medium Wealth

|




4. The exemplar now shows in the bottom right of the screen.

M SC4 PIM Extended V0.62a £

Filz

| 5C4Data A
= Resources |
i gkandard Models
i Other Models
- Bnimations
=l Descriptors
= all
Flora
- Foundation
(= Building
Unknown
Urused
Agricultural Field
= R-C-I
= Residential
(47 Low Wealth
(44 Medium Wealth
{447 High Wealth
= Commercial Service
(5 £) Low WWealth
(5 £4) Mediurn Wealth
{25 %440 High Wealth
= Commerdial Office
(0 440 Medium Wealth ¥

|BestFit '~ | |Sauth ~| | v|

DMy documentsiSiniCity $\PuginsiCambridge Townhomes - |

Mame

Carbridge Townhomes - L-003-MatCly
Cambridge Townhomes - L-004-OxFElu
Cambridge Townhomes - L-006-SkwAsh
Cambtidge Townhomes - L-007-Slkrlf

Cambridge Tawnhomes - L-303-Mat Cly
Cambridge Townhomes - L-304-CxFElu
Carnbtidge Tewnhomes - L-306-Skwash
Cambridge Townhomes - L-307 -5kl

File

DMy documentstSimCity: #Plugins\Cambridge Ta. .,
DMy documentst SimCity: 41 Pluginst Cambridge To. .,
DMy documentsh SimCity 41Pluginst Cambridge To. ..
DMy documentsh SimCity: 41 Plugins\ Cambridge Ta. .,
D:iMy documentshSimCity: 4\PluginstCambridge Ta.,,
DMy documents Sim ity 41PluginstCambridge To. .,
DMy dacumentst SimCiky 41Plugins)Cambridge To. .
DMy documentsh Simcity: 4\Plugins\Cambridge Ta. ..

@ Cambridge Townhomes - L-003-MatClyRE

Marme Mame Yalue
File name

TaEl

Farent Cohort-

Exemplar Type 0x00000010

Exemplar Ma,., 0x00000020
Bulldoze Cost  0x099AF&CD
SFAiQuery ... 0x0A02434
Occupank Size 0x27312810
Filing degree  0x27312811
Resource Ke,.. 0x27812521
‘wealth 0x27812832
Purpose Ox275812833
Capaciky Sa... 0x275812834
Pollution at .., 0x27812851
Power Cons...  0x27812854
Flammability Qxz9244DB5
Query exem.., 0x2A499F85
Exemplar Ca... 0x2C8F5746
Construction,,  Ox499AFA3ZE
MaxFireStage Ox49BEDAS1
Pollution radi  0x63EES764
“Warth Ox3A1C3E72
Occupant T, 0x8CESS11F
OccupankGr,.. DxAALDDE%E
SF&:Query ... 0x8ALDD3IOT
_rane Hinks OxAAB35EF
SFAiQuery ... OxAAS0SABS
Water Cons... 0xC3EDZDE

| BuildimA wshia MwFa1 ANREE

[iata bype

Uink32
String
Sinto4
Uink32
Float3z
Float3z
Uink32
LinkS
Llinkg
Uink32
Sint3z2
Link32
Llinkg
Uink32
Uink32
Llinkg
LinkS
Float3z
Sinked
Link32
Uink32
Link32
Llinkd
Uink32
Uink32

CimkEd
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Ox6AG3EEAZ

Mo Crane
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5. Now we can make this building part of a family. Righ
window and select Add to a family.

Remember to request a family range at SC4Devotion o
making families.

t click in the exemplar

r Simtropolis before

@ Cambridge Townhomes - L-003-MNatClvR$s

Mame Mame Yalus Data tvpe Rep Yalue % I
File marne DMy document s Sim ity
Tal ‘Oxe5342544 OxseBD070E
Parent Cohotk ‘00000000 D:00000000
Exemplar Type O0x00000010  Uink32 1 Buildings
Exemplar Ma..., Ox00000020  Skring 1 Cambridge Townhomes - |
Bulldoze Cost - Ox099AFACD Sintad 1 137
SFa:Query .. Ox04902434 ink32 1 Ox4A290F5E

|| Occupant Size  Ox278128

| Filing degree  0x278128  Conwert Tkem nameExamplar name ko LTEXT - multiingual
Resource ke, Ox278128)
Wealth PR A booa Family

| Purpose Ox2F8128 : : S 7

| Caparity Sa... 0x278128 Cpen lok(s) using this buildingyFamily

| Pollution at ... 0Oxz7slzal Create a growabls lob using this building
Power Cons... 0x278128 Tileset selector

| Flammability — 0x29z440x

|| Query lexem. oo DZA439F by ild the OceupantSize From mods

| Exemplar Ca... Ox2C8FST ) :

| Constructio... Ox4994Fa Recompute properties as ($3) Medium Wealth

| MaxFireStage Ox49BEDS

| Pollution radi OxeeEEgy  -onverttoRETO

| warth Ox8A1C3E  Convert bo RKT4

6. Type the 1ID in the box that appears. Click OK and Save.

i Marne
| File name

Add to family

m Cambridge Townhomes - L-003-MNatClvRd$

Yalue

DMy documentsy SimCiky
0x65342844 0xS6E0D708
[L:A0000000 0x00000000
ZRldings

Mame Yalue Data bvpe Rep

—rmebenekio MdQdAFA 2R I limk= 1

12

mbridge Townhomes - |
3 : L 7
Enter the Family 10 vou want this building)prop ko be part of . - 500ESE
Please make sure you get wour awn Family range dthi: 28, 54960000 Heigh
To get your own rangs go bo p0000000
hkkp:f froen, scdesation, com 5-‘_:'-DUEE‘1? 0x5342036C
hikkp e, simnkropalis, com diurn Wealth
. sidence
| IxESCO00AZ] b asR-4s 22
2 i1 Water:1 Garbage:4
(5] 4 ] [ Zancel J
HASETZ2BF
[ a1 1) = | P ) T Mo T Tro_SFEEAS



7. The Building/prop family is now added to the exemplar. Repeat for each of the
models for this family until you have them all done.

@ Cambridge Townhaomes - L-003-MatClvR$$ @ Cambridge Townhomes -
4

Marme Mame Yalue Daka tvpe Rep Yalue el
| File: name DMy documents)Simcity '
Tial OxE534254A 0xSEBDOT0C
Parent Cohork Ca00000000 0= 00000000
Exemplar Type Ox00000010  Uink32 1 Buildings
Exemplar Ma,., 0x00000020  String 1 Cambridge Townhomes - 1
| Buldoze Cost  0x099AFACD  Sinkad 1 137
' SExQuery .., Ox0A902434 int3z 1 Ox4AZ90FSE
Qcoupant Size O0x27312310  Float3z 3 Widbh 28, 54960000 Heigh
Filling degree  Ox27812611 Float3z 1 0, 50000000
Resource Ke,.. Dx27312821 ink32 3 Ox5ADDESLT 0x534203BC
| wealh 027812832  Uinks 1 Mediurm Wealth
Purpose Ox27812833 Lints 1 Residence
P AT SR ST S A [ BN A [ R T o ST T R T

8. Create the lot for this family. Right click in the exemplar and select Create a
growable lot using this building.

.f-.-- =
@ Cambridge Townhomes - L-003-MatClyR$4$ @ Cambridge Townhammes -

Mame Mame Yalue Data bvpe Rep Yalue

| File mamme D:'I,My_u:lc_u:uments'l;ﬁimCit\)
Tial DxB5342544 Dx5eB0070
Parent Cohart Oe00000000 000000000

Exemplar Type 0x00000010  Uink32 1 Buildings
Exemplar Ma... 0x00000020  Skring 1 Cambridge Townhomes -
Bulldoze Cost Dx099AFACD  Sintad 1 137
| SFs:Query ... Dx0A02434 ink32 1 Ox4A290F5E
Occupant Size  Me?7R1FAI0. Flnaks? 3 Wticth 26 54960000 Heig

Filling degree .
Pesource ke..|  —omvert Ikem namefExamplar name ko LTEXT - multilingual 2036
Wealth |
PUrpOSE Open all buildings/props related to Farnily 4
| Capacity Sa... Cpen lokis) using this building/Farmily
| Pollution &t ... Create a growable ot using this building
Pawer Cons... S
| Building/pra...|  Tieset selector
| Flammabilicy
CILErY Exe. .. Rebuild the QOocupantSize from model
Exemplar Ca..|  Recompute properties as ($3) Medium Wealth
| Construckio..,
| MaxFireStage | Conwvert to RETO

Pollution radii ter:s,
|t Converk ko RETH !



9. First select the size.

e et i et P | “ _Amorage 1Annomes «

Lot creation

RE342844 IxS6E0070
00000000 0x0000000C
1a [dings
120 Depth = o | rbridge Townhomes -
4D e 7
ba4 M AGO0FSE
10 Rl | Hth: 2. 54960000 Heigl
ill hO000000
izl RADOESL? 0x5342036:
a2 Lo J[ concel | dium Wealth
33 . el sidence
34 Uink3z 4 R-§ 35 R-$4 22
ial Sink32 4 Airi1 \Water;1 Garbage:4
iS4 Uink32 1 1
o Uink32 1 0xBSC00043
R == [ HEo =] 1 A

10.Then specify if you just want to use this building or the family. In this case we
are selecting the family.

wohort : 0300000000 000
t Type  Ox00000010  Uint32 Buildings

| Lot Creation

k5 Choose the building or-Family you wank to put on Ehis lok

ekl | This building onl &

Fanmily DxbSc000a3

kT,
ikGr it
;l:tls [ Ok J [ Cancel ]
B e e + T




11.The lot is made and this is the LotConfig Exemplar showing the details of the
lot.

——

ﬁk R$43_2x7_ Cambridge Townhomes - L-003-MNakClvRss

4 b
Mame Mame Yalue Diata bype Rep Yalue
File: niarne O Wy docurmenkst SimSity: S
Tial Oxe5342848 OABFBDI72 Ox
Parent Cohork Oz00000000 C00000000 0
Exemplar Type  0x00000010  Link32 1 LotConfigur ations
Exemplar Ma.., 0x00000020  String 1 R$$3_Zx2 Cambridge Townh
Growth Stage  Ox27812837 ink3 1 3
LotConfig R...  Ox444A55F0  Links 1 Fronk
LotConfigPr... Ox699B0SA4 Float3z 1 0.00000000
LotZonfigPr... Ox33EDCF39  Uinks 1 O=00000002
LobtZonfigPr... Ox33ELCPI0  Uinkd 2 Width: 2 Height: 2
LotConfigPr,., 0x33EDCTIZ  Float3z 1 1600000000
LotConfigPr... Ox38EDCTI3 Uinkd 3 R - Low Density B - Medium D
LotZonfigPr... Ox33EDC7PIS  Uinks 1 $%
LobtZonfigPr... Ox38ELC798  Uinkd 1 R
LotConfigPr.,., 0x83EDCTIE  Link3z 1 OxC9eD2135
LotConfigPr.,. Ox83EDCo00 Link3z2 13 Type: Building - LD all - O
LobtZonfigPr... Ox33EDC201  Uink3z 13 Type: Texture - LoDy all - O
LobtZonfigPr... O0x33ELCA02  Uink3z2 13 Type: Texture - LOD: all - O
LotConfigPr... 0x83EDCO03  Link3z 13 Type: Texture - LOD: all - O
LotConfigPr... Ox83EDCo04 Link3z 13 Type: Texture - LOD: all - Ok

Building fou.,.  0x33FCDE77  Uink3z
Cuskom Lok OxCBEZ243F7 ink32
LotConfigPr,.. 0xE99B063C  Float3z

—_

Slate Brick Procedural
Ox00000001
24, 00000000

—_



12.Looking in plugins now you can see that there are now some .SC4Desc files
and one SC4Lot file. These are for one set of houses only.

| ﬂECambridge Townhomes - L-003-MatCly-0x5ad0e817_0x534203bc_0x30000, 5C4Madel;

ﬂ Cambridge Townhomes - L-003-MatClvR$4$-0x6534284a-0x56bdd 7 05-0xb73194cd, ST 4Desc
ﬂ Cambridge Townhomes - L-004-CefBlu-0x5ad0e817_0xd3421 7bd_0x30000, S 4Model

ﬂ Cambridge Townhomes - L-004-0sFEUR$$- 06534 254a-0x56bdd705-0x 77919580, SC4Desc
ﬂ Cambridge Townhomes - L-006-5kAsh-0x5ad0ed17_0x534222F5_0:30000, 3C4Model

ﬂ Zambridge Townhomes - L-006-5kvAshR $4-0xE534 2584 a-0x56bdd705-0x 7 7919507, SC4Desc
ﬂ Cambridge Townhomes - L-007-SlvrLF-0x5ad0ed 17 _0x33422ed4c_0x30000,5C4Model

ﬂ Cambridge Townhaormes - L-007-SkrLFR$$-0x6534284a-0x56bdd705-0x 1791 95db . SC4Desc
ﬂ Cambridge Townhomes - L-303-MatClh-0x5ad0e817_0x33420bed_0x30000, SC”4Model

ﬂ Cambridge Townhomes - L-304-0eBlu-0x5ad0e817_0x1 3421 af7_0x30000, 3”4 Mode|

@ Cambridge Townhomes - L-306-5kAsh-0x5ad0ed17_0x33422540_0x30000, S”4Maodel

@ Cambridge Townhomes - L-307-SkhrLF-0x5ad0e8 17 _0xd34 10925 _ 030000, 5C4Model

@ R$43_2x7 Cambridge Townhomes - L-003-NatClvR$$ 77919685, 5C4Lok

E] F$44 2w Cambridge Townhomes - L-303-MatClvR4$$_c7919935,5C4Lak

13.Make a folder to collect together the SC4Descs and the SC4Lot file for the LO
Cambridge Townhomes. Drag the highlighted files into that folder.

i;] Zambridge Townbomes - L-003-MakZly-0x5ad0es17_0x534203bc_0x30000, SC4Madel
E Carnbridge Townhomes - L-003-kat R E$-0 4a-Nx5ebdd705-0xb79194cd, SC40esc
ﬂCambrldge Townhomes - L-004-0xFElu-0x5ad0e517 Dxd3421?bd _0x30000, SC4M-:||:IEI

ﬁ :|rul:|r||:||:|n- Townhomes - L-004 ] .

ﬂCambrldge Tu:uwnhu:umes L-303- I"-JatCI';.f DxSadDeEl? _Ox33420bet_0x30000, SC4M-:||:IEI
JCambrldge Townhomes - L-304-OxfEh-0x5ad0edl 7_0x13421af7_0x30000, SC4Madel
@ Cambridge Townhomes - L-306-5kAsh-0x5ad0e51 7_0x33422540_0x30000, 3C4Madel
@ Zambridge Townhames - L-307-5krLF-0x5ad0e817_0xd3410925_0x30000,5C4Model
@ R$$3_2w2_Cambridge Townhomes - L-003-MakClvR$$ 77919658, 5C4Lot
|ﬂ R$$4 2wz Cambridge Townhomes - L-303-MatClvRE$ c7919938, SC400k

Lo

<5

14.Repeat the above for the L30 style changing the family 11D to the correct one.
Make another folder for the L30 houses and put the appropriate SC4Descs
and SC4Lot files into it once they are made.



15.Now there are two folders in plugins and the model files.

ﬂ Cambridge Townhomes - L-003-MatClh-0x5ad0ed1 7 _0x534203bc_0x30000, SC4Madel
_"ﬂ Cambridae Townhames - L-004-CwfBlu-0x5ad0e817_0xd342170d_0x30000, SC4Madel
j Cambridge Townhomes - L-006-5kwish-0x5ad0e817_0x534222F8_0x30000, S 4Model
ﬂ Cambridge Townhomes - L-007-SkerlF-0x5ad0ed17_0x33422e4c_ 030000, 3C4Model

ﬂ Cambridge Townhomes - L-303-MatCl-0x5ad0e817_0x33420bes_0x30000,3C4Model
_'i] Cambridge Townhomes - L-304-CwfBlu-0x5ad0ed17_0x13421af7_0x30000, 3C4Model
ﬂ Cambridge Townhomes - L-306-5hAsh-0x5ad0ef17_0x33422540_0x30000, 3C4Madel

EECambridge Townhomes - L-307-SkerLF-0x5ad0ed1 7_0xd3410925 030000, 5C4Madel;

Lo
L30

16.1f you look down the tree on the left until you can see Families you can see
there are two Unnamed Families showing. This next step is optional but can

be useful when lotting.

File

Other Building as Prop
= Ordinary Prop
44 Ordinary Prop
£% Ordinary Prop
% Ordinary Prop
Cther Ordinary Prop
= Families
Mamed Families
=l Unnarned Families
OxBSCO00AZ
OxBSCO00A4
= Lats

17.Select one of the Unnamed Families and type the appropriate name into the

box.

File

ther Building as Prop
=1 Crdinary Prop
$$% Ordinary Prop
4% Crdinary Prop
% Crdinary Prop
Qther Ordinary Prop
= Families
Mamed Families
=1 Unnamed Familias
| Cambridge LO R$$| |
OxESCO00M4

=11 nks

Marne

Cambridge Townhomes - L-003-RatCly
Zambridge Townhames - L-004-CxfEll
Cambridge Townhomes - L-006-Skash
ambridge Townhomes - L-007-SlwrLF

Cambridge Townhomes - L-303-MatCly
Zambridge Townhames - L-304-0xfElU
Cambridge Townhomes - L-306-5kAsh
Cambridge Townhomes - L-307-SlwrLF

b Marme

Zambridge Townhomes - L-...
Cambridge Townbomes - L-,.,
Zambridge Townhomes - L-..,
Cambridge Townhomes - L-..,



18.0nce you press Enter or just click outside the box the family will move to
Named Families. Repeat for the second family.

19.1n plugins now you have two new files which start Family. Place each one in
the appropriate folder with the SC4Desc and SC4Lot file for each style. These
are additional files and only hold the type of exemplar, the family IID and the
name for the family. You still need the SC4Desc files for the buildings. If you
don’t include the Family file the family will not have a name — that is all it does
and is very much optional.

wkils 7
! Rechercher Dossiers Elv

Lo

iL30

ﬂ Zambridge Townhomes - L-003-MakCl-0x5ad0e817_0x534203be_0:x30000, SZ4Model
BCambridge Townhomes - L-004-0xfBlu-0x5ad0ed17_0xd34217bd_0:30000, SC4Madel
ﬂ Cambridge Townhomes - L-006-5lvAsh-0x5ad0e517_0x534222f5_0x30000,5C4Model
JCambrldge Townhomes - L-007-5lvrLf-0x5ad0e817_0x33422e4c_0x30000, 5C4Madel

JCambrldge Townhomes - L-303-MatChy-0x5ad0ed17_0x33420bet_0x30000, SC4Mode|
J Cambridge Townhomes - L-304-0xFBlU-0x5ad0e817_0x13421af7_0:x30000,5C4Model
JCamhrldge Townhomes - L-306-5kvAsh-0x5ad0e817_0:x33422540_0::30000, SC4Madel
JCamhrldge Townhomes - L-307-5kvrLf-0x5ad0e817_Oxd3410925 _0x30000.5C4Mode|

JR$$3 2x2_Cambridge Townhomes - L-003-MakClvR4d 77919658, 5C4Lot

|B)R444 222 Cambridge Townhomes - L-303-NabClvR$d c7919938,5C4Lat

ﬂ Family Cambridge LO R$$-0x05342861 -0x67bddf0c-0xcSc000a3, SC4Desc

J Family Cambridge L30 RE$-0x0534 25861 -0xa7bddf0c-0xcSc000a4, SC4Desc

This has now dealt with the building families.



Prop Families .

Contrary to popular belief building families and prop families are not the same thing.
They are similar but not identical. Every lot MUST have a building but does not have
to have any props. Building exemplars hold all the information about the type of
building, the wealth level, the occupancy etc etc. All the essential properties for a lot,
in fact. Prop exemplars hold much less information as they are secondary items on a
lot and have no occupancy etc. The fact that in the Props list you have two sub
headings — Building as Prop and Ordinary Prop — is to differentiate on subtle changes
in the properties.

1. Opening SC4PIM again with just plugins selected you can see the models
again. | have collapsed the tree on the left as you do not need everything
showing to make props.

File
| 5CaData Al | mame T Fls
=l Resources | Cambridge Townhomes - L-003-MatCly DMy de
- Standard Models Cambridge Townhomes - L-004-0xfBlu Doy do
‘- Cther Models i Zambridge Townhomes - L-006-Skwash Doy do
‘. Animations Zambridge Townhomes - L-007-SlerLF Lo’y Py de

Cambridge Townhomes - L-303-Makcly  DuiMy do

=l Descripkors
& Cambridge Townhomes - L-304-0xfBlu Doy do

=4l Zambridge Townhomes - L-306-SkAsh  Deiby do
: Flora Zambridge Townhomes - L-307-5lvrLF Doy de
Foundation
- Building
= Prop

[=)- Building as Prop
444 Building as Prop
44 Building as Prop
4 Building as Prop
Cther Building as Prop
= Ordinary Prop
444 Ordinary Prop
£4 Ordinary Prop
4 Ordinary Prop
Cther Ordinary Prop
= Families



2. This time we are going to make a prop but as it is a building not a tree or a
hedge we shall use the $$ Building as Prop branch to make the exemplar. You
can see in the image below that the small window is headed “Creation of a
building examplar” — please note that you are NOT making the same type of
exemplar you made for the building. You are making a Prop exemplar. At this
stage | suggest you change the name in the box to something similar to the
one | have entered. This will keep them together in the props list. Click OK.

e e ameam e e g g e e e pemases e e et e e | e s

as Prop
i
s Prop @ Cambridge Townhomes - L-003-MatClyProp
Prop
g as Prop - -
Marne Mame Yalue Diaka bype Rep Walue

+ Prap — [y documenksiSimcity: $iF
Pro Creation of a building examplar a Ox65342684A 0xSEE00705 Ox

R 00000000 00000000 b
rop Enter name of the buiding Prop
iy Prop . Cambridge Townhaomes - L-0C

Prop_Cambridge Townhomes - L-003-MNakCly | Zoom 1, 2,3, 4,5
: E Widkh: 28, 54960000 Height: 1
z 0xEADOESLT Dx534203B:C Ox
L K, J I Cancel J 40
- 0x0CSFEDZ24
D= [ ST 1) 2= NN R B ] Wealth

MaxFirestage 0x49BEDASL  Links 1 2

Previewable Ox4A39FCF3  Bool 1 True
Light Ox4A9F183E  Bool 1 True
Crient To 5l.,,  0xA9F14033  Bool 1 False

As you make each prop exemplar add each to a family as you did for the building
exemplars. Use new IIDs for each style —i.e. LO and L30 — not the same ones you
used for the building families.

What you are doing here is to make a set of prop exemplars for your prop pack. You
may not use them if you are making single lots but they can come in very useful if
you want to make neighbourhood type lots on a bigger lot.

When making prop packs they can include models for buildings, flowers, small props
like benches or sheds. They should only contain the models and prop exemplars and
they don’t need to be big files. If you name them sensibly then at a later date you can
collate all of these smaller packs into a MEGA pack and use BSC Cleanitol™ to
remove the old packs.



3. Repeat the naming of families as for the building families but add Prop to the
end of the name.

‘... Other Ordinary Prop

EI Fli:mrl'!lljfned Farmilies @ EropLCambridg Townt

[=- Unnamed Families

| Cambridge L0 Prop] | .rtdame Name Yalue
: . OxESCO0071 FE?W
=) Lats -@,‘7‘ T
O Stade Parent Cahort
i Exemplar Type 0x00000010
= Exemplar Ma... 0x00000020
LR Sppearance,..  Ox0ABFCO24
- ReE Qccupant Size  0x27E12810
L RE$ | Resource Ke.,, OxZ7312821
i , - e Building/pro... 0x27812570

4. At this stage you can tidy up your plugins by making a new folder — here |
called it Homefryes_Cambridge_Townhomes_Prop_Pack — and putting all the
model files, all the prop exemplars and the two new Family cohort files into it.

L

|ﬂ P44 Zx2 Cambridge Townhomes - L-303-MakClR$$ c7919938. 5C4Lok
L Cambridge Townhaomes - L-0 FEfu-
bridge

L [Pro

bridge
nbridae
bridge
nbiridae

Gt 1

Homefryes_Cambridge_Townhomes_Prop_Pack,



Now you can decide how to package these. You can make a dat file with all the
building exemplars and their cohort files or make two separate ones — one for each
style. If you choose to make one file you will need to collect the exemplars —
SC4Desc — and the Family cohort from each of the lot folders — labelled R$$ in my
examples — into one folder. You could call that Cambridge_Townhomes_L0_R$$ and
then use Datpacker to make the dat. Just remember that which ever way you decide
you shouldn’t include the lot files in the dat and once the files are in a dat the single
ones should be discarded or saved in another location away from plugins. The prop
pack should be made into a separate dat for separate upload.



Advanced and additional features

The PIM_X section of SC4PIM has many advanced modding features.
1. It can turn a ploppable lot into a growable one.
18.00000000
_Dlammad koildina

. Cpen building(s) From this ok i
Lot editor { preview only ) g
Dependencies listing /

Create an similar growable lok From this plopable

Change Icon

Twpe: Texkure - LOD: all - Orientation: Morth - % Pos: 1,
Type: Texkure - LoD all - Orientation: Morth - % Pos; 2|

Tiimms Tk~ 1@ =l Swimmbk=kimma Blackk . Y Pl 3

a. Right Click in the exemplar and select the above.
b. Select the type of growable you want to make and click OK.

IR LS L LI LS L LLILS_LH I Iur dLi
i .
B Plop lot creation R]

R

r hoose the category wou wank the new lat to be based on

r

] [
T8 REF =
d WL

vl |cs4

vl |54

vl | O34

W CO%g

o) |cobss

: I4

,: I Anchor

i 10 Mech

1 |Dout =
]r IM Anchar

I IM Mech

8| IMout b
wl J
r

:r (04 ] [ Cancel ]
r

Jr.m L= \_mIL-\_FL L PG TLALUNL




Give the new lot a name and click OK and the new lot is made.

Creation of a building examplar

Enter name of the building

BEEAR BioScopeCsis:

.F'||:| |

QRO

| o

H Cancel ]

| L Lo Uy Lo S

T T 2

m MEBEAR. C54%%4 BinScope Restauran

Mame

| File name
| mal

Parent-Cohort
Exemplar Tyvpe

| Exemplar Ma...
| Bulldoze Cost

| ©ccupant Size
| Filling degree

Resource Ke...

| wealth

Purpose
Capacity Sa...
Pollution ak ...
Paower Cans...
Flarnmability
QUEY EXem...,
Exemplar Ca...
Construckio. .
MaxFirestage
Pollution radii
arkh
Ocoupant T,
Ocoupankar. ..,
SERQuery ..,
Crane Hinks
Water Cans...
Building walue

Marme Yale Data tvpe

Q00000010 Uinksz
000000020 String
Dx0993FACD  Sinked
0x27812510  Float3z
Ox278125811 Float32
Dx27812521 ink32
0x275126832  Lintd
0x27512633  Uintd
Ox27812834  Uink3z
0275812851 Sink3z
0x275812854  Link32
Ox29244065  Lintd
Dx2A499F35  Uink3Z
Dx2CEFE746 Uinks2
Dx4993FASE  LintS
Ox49BEDAST  LintS
Ox6BEET7E4  Float3z
Dx5A1C3E72  Sinked
Dx8CE3511F  Link32
DxAA1003%6 Link3Z
Dx/AIDD39T Uink3Z
DxAA/5353555F UintS
DxC3EDZDE4  Link32
0xE91A0B5F  Sinke4

Rep

L i e e . LT A0 I S R i S S T Y e U I T S A I T S R S

I

C5$§§2_3x3_MEEAR CS§5§ B

Yalue

CrAMy documentsiSimiCiky 415
0xAS34284A 0xS6B0D70S Ox
Dex00000000- 000000000 Dl
Buildings

MBEAR 5444 BioScope Rest
255

widthi 42,857 20000 Height: 2
0.50000000

OxSADOESLY D55 1049F Ok
High wealth

Services

54 555 CS5-44 148 C5-444 ¢
Air:3 Water:Z Garbage:S Rac
17

3o

OxCASE7S38

OxACSFBEEE

25

3

Girse, 00000000 Waker: 7,000
255

C5§ C544 CS444
Building: Cornmercial Building:
Ox2R5916AE
Mo Crane

151
SBa6

d. You can now make changes to the lot or just Save the file.



e. If you look in your plugins folder you will see the new growable desc
file. This can be embedded into the lot file as for the instructions given
in the making a growable section.

| % PLOP_3x3_MBEAR_BioScope_175cafec.3C4Llat

|| %] PLOP_353_MBEAR _BioScopeCSé44Plop_577a345e. 5C4Lat

%] R4445_3x3_MBEAR _RioScopeR$44_h779ef51,5040at

@ 54442 3x3_MBEAR C5$44 BinScope Restaurant_177bd442, SC4Lok

Eﬂ MBEAR C54$%% BioScope Festaurant-0x6534284a-0x56bdd705-0x 1 77b4 442, SC4Desc



2. You can get a list of dependencies.

a. Right click in the exemplar and Select Dependencies listing

DMy documents) Sim

0xES342844 DxA8FEl

- : : 000000000 Ox00000
00000010 Lint3z 1 LotZonfigurations
|:|x|:||:||:||:||:||'l‘?'l'l Ckrimm 1 et o o ] QyS_MEE'ﬁ'R
Ox278120 |
Dxcdidin Cpen building(s) Fram this lak
0x69960i Lot editor { preview only 3
URaaEL Dependencies listing
OxE8EDC ght:3
0xB8EDC Recompute stage For this growable ok ED_
[ Witat] = siby C - M
0xG8EDCTIS  Uinks 1 $4
OxS8EDCF98  Links 1 s

b. This will list every texture and prop used and tell you where it is
located. Unlike SC4Tool this will also give the location of the model

used for the building.

| Dependencies @

~Building foundation
Slate Brick.
LTE=T Dx2026960E-0x6A5540FD-02ABCOFSF
-~ Buildings
“[¥f] MBEAR. C5$44 BioScope Restaurant
Model 0xSAD0ESL 7-0x55C 1D49F-0x 00030000
Query 0x00000000-0x95400660-0xCASE7E3A
D Sound 0x0Ba0DE21A-0xCA4D1943-0x2A39 16AE
- Textures
[#] Dxz62e3000
Dx25al3000
Oxdd7cSe00
& Oxdd7Fe4c00
- [W] Dxdd7eco0n
e Props

- De6_zarden ornament border curl 45 wer 1.1 _red
i Maodel 0xSAD0ES ] 7-0x94AF36C 1-0x00030000
D LTEAT 0x00000000-0:x00000000-0x00000000

|

S ~
simcity_1.dat
simcitylocale. dat

MBEAR C5$44 BioScope Restaurant-0x6534284a-0x56bdd705-0:1 77b4442 . SC4Desc
MEEAR _BioScope-0x5ad0ed1 7_0x55c1d49F_0x30000,SC4Madel

simicity_1.dat

ok Found

simcity_2,dat
simcity_2.dat
BSC_TexturePack_Cycledogg_V 01.dat
BSC_TexturePack_Cycledogg_v 01.dat
BSC_TexturePack_Cycledogg_V 01.dat

BSCBAT Props DEG Vaoll 1.dat
BSCBAT Props DEG Voll 1.dat
nok Found %

simcity_1.dat
simcitylocale.dat

BSCBAT Props D66 Volll.dat
BSC MEGA Props DEG Yol0Z.dat
Missing dependencies

MBEAR. CS$$E BioScope Restaurant-0x6534284a-0x56bdd705-0x177b4442.SC40Desc
MBEAR_BioScope-0x5ad0e817_0x55c1d49f 0x30000.5C4Mode!

[ ] [ Cancel




3. You can change the icon for a ploppable lot.

i'FED'CE"UE Mo

a. Right click in the exemplar and select change icon
JELOR A FEEAR SoCong Museun,

Open buildingis) From this ok
Lok editar { presiew only

Dependencies lisking

Create an similar growable lak From this plopable

Change Icon

Mee™ QM2 e

— g e p— e p—

b. Browse to where you have a suitable image and select it.

-

Icon picture | | [ Browse ]

T3 Tvoe,

c. See the new icon in the window and click OK to add it to the

lot.

|I"'-"" |
[

I
i
Icon picture ED:'I,M',; docurnentst SimCiky 41Puginsbioscopermuseumn, png | [ Browse E
: , b
: p

{...[ﬁunulﬁnnl]#uuu C

I ] S e s e
-n [ | - . E
[ . | &l 5
_ o
[ ()4 ] [ Cancel ] C
jem— i
IR A S A T 1 18.

( A bad example but it is easy to see)

d. Save the Exemplar and the icon will now be in the lot file.



@ RZx3xz_$4Beachumbrella_z900

Mame Mame Yalue

File name

Tzl

Parent Cohort

Exemplar Type 0x00000010

Exemplar Ma... 0x00000020
Appearance,.. 0x0ABFC024
Ocoupant Size 0x27812810
Resource Ke... 0x27512524
Buildingfpro... 0x27512370
Requester 5... Ox4941E054
Mighktime 5k, 0x49CC3C
Previewable Dx4ASIFCFS
Query as m.,. 0x6A95E503
ser Wisible ... Ox3A416499
Is Ground ... Ox3ASESDES
Prop Wealth 0xE3nI16ER
Felated LTE. ..

ser Wisible ...

5. You can see which lots use any prop or building
checking for frequency of use.

Diata bype Rep Yalue
A PROGR A1 Maxis\SIMCIT
Oxe5342848 Dl 977536 Ox
000000000 Qe Q00000 Ot
int32 1 Prop
Skring 1 RZx3xZ_$$Beachumbrella_z<
ink3z2 1 Zoom 3, 4, 5
Float3z 3 Wyidkh: 2. 00000000 Height: 2.0
int32 16 Oz=00000000 Qe00aoon 0wl
int32 1 OzAQ000001
ink32 1 Wiealth
Linka 1 Change to state 1
Fie =l 4 Teoem
Add User Yisible Mame Key LTEXTs L 4AFD O
Cpen all buildings/props relaked to Family L4

Rebuild the OocupantSize From model

Recompute properties as $% Ordinary Prop

Canvvett to RETO
Canvert to RET1

Cpen lok(s) using this propFarmily

config exemplars that have this prop on them.

Marne: Mame Yalue Daka bype
File name

TGl

Parent Cohort

Exemplar Type Ox00000010 ink3z
Exemplar Ma,., 0x00000020 Skring

L L [ T LT

R§$2_2x2 R$$e 2z

Rep

-

-

Use to scroll

. This can be useful when

Select the highlighted option and the screen will show you all the lot

¥

: through all Iots\
REET_1x3 R ,

44 _1x y

Yalue

-~

C:\PROGRA~1Maxis| SIM
0x65342844 DxASFED37:
0x05342861 OxASFED3TE

LokConfigurations
REF$4_3u2



6. You can check what other props are in the same family.

@ RZx3xz_$4Beachumbrella_z900

Mame Mame Yalue Diata bype Rep Yalue
File name A PROGRA~1Maxis\SIMCIT
Tzl OxE5342848 DxC 977536 Ox
Parent Cohort 000000000 000000000 0x(
Exemplar Type  0x00000010 int32 1 Prop
Exemplar Ma.., 0x00000020  Skring 1 RZx3xZ_$$Beachumbrella_z<
Appearance,.. 0x0ABFZO0Z24  Uink3z 1 Zoom 3, 4, 5
Ocoupant Size 0x27812810  Float3z 3 Wyidkh: 2, 00000000 Height: 2.0
Resource Ke... 0x27512524 int32 16 00000000 Q00000000 Ox;
Building/pro... 0x27512370 int32 1 OxA0000001
Requester 5... Ox4941E05A  Uink3z2 1 Wealth
Mighttime Sk,,, 0x49C9C93C  Uinkd 1 Change to state 1
Previewable Ox4AS9FCFS Bool 1 True
Query asm,,, OxEA95ES03 Bool 1 True
User Wisible ... 0x34416499  Uink32 3 0x2026960B8 Dx0AS54AFD Ox
Is Ground ... Ox38ASESDES  Bool 1 True
Prop Wealth 0xER316EE  UintS 1 Mediurn Yealth
Related LTE...
User Wisible ... 0x6AS54AFD Defaultinte... Beach Umbrella
To see what other props
are in this family
Add User Yisible Mame Key LTEXTS »

Cpen all buildingsjprops related ta Family OxA0000001

Cpen lokis) using this prop)Family

Rebuild the QccupantSize from model
Recompute properties as $% Ordinary Prop

Converk ko RETO
Converk ta RET1



LE_X —the better way to lot.

The Lot Editor element of SC4PIM has many enhancements over Maxis Lot Editor
but you really do need to be careful about what you place into your plugins folder
when you start making a lot. Be as minimal as possible by trying to only put into
plugins the props and textures that you think you will need for a lot. For example if
you are making industrial lots you will not need the prop packs by D66 or MJB as
they are generally floral and agricultural small props. Try to look through the prop
packs in SC4PIM and learn what is in each so you can make good judgements on
what you need for any specific lot.

NEVER USE DAT PACKED PLAYING FILES IN SC4PIM.
ALWAYS USE THE PACKS OR MODEL FILES AS THEY ARE INS TALLED.

LE_X works by keyboard commands. Here is a list of the commands that can be
used.

Do not use capital letters!

h : pan mode — for moving the lot in each window

p : prop mode

Vv : overlay mode

b : building mode

f : flora mode

t : texture mode

n : cycle family — only on the building and only if the building is in a family
1,2,3,4,5,6:zoom level — zoom 6 only for the 2D part (for azerty users, use
SHIFT to get 1 etc.. )

+/-: zoom/unzoom

a : cycle through dual view ( 3D&2D ) single views (3D or 2D )

d : duplicate selection

m : mirror (only for base and textures)

S: toggle snap-to-grid

CTRL-s: set size of snapping grid

DEL: delete selection (except if it's the building)

HOME: rotate selection CW

END: rotate selection CCW

PGUP, CTRL-PGUP: rotate view CCW

PGDN, CTRL-PGDN: rotate view CW

CTRL-t, CTRL-b, CTRL-I, CTRL-r : if multiple selection, align everything on
Top/Bottom/Left/Right of the selection’s bounding box

to align multiple selection on vertical center or horizontal center, move the selection
to the vertical or horizontal boundary of the lot

CTRL-ARROW UP/DOWN: nudge object vertically
CTRL-SHIFT-ARROW UP/DOWN: nudge object vertically 10x faster
ARROW UP/DOWN: nudge object forwards/backwards

SHIFT-ARROW UP/DOWN: nudge object forwards/backwards 10x faster
ARROW LEFT/RIGHT: nudge object left/right

SHIFT-ARROW LEFT/RIGHT: nudge object left/right 10x faster

CTRL-I: capture the current 3D window as lot icon (ploppables only)
SHIFT-b: toggle background display in LOT-X 3D view



SHIFT-LEFTCLICK DRAG: move background picture (only when in pan mode)
left click => select

CTRL- left click => add/remove from selection. Requires something is selected
before hitting ctrl.

Box select by dragging a box with the mouse. Works according to mode.

To move things, you should drag ( ie left click in a selected object then drag ),
different from Maxis LE !



Getting started with LE_X

1. First of all make sure you have the minimum in plugins. This is my starting set
up for this example.

.ﬂ'BSC MEGA Props - DEG YolD1,dat:

J ESC MEGA Props Da6 Yoldz,.dat

.J BSC_TexturePack_Cycledogg_W 01.dat

_1 BSCEAT Props D6 Woll1.dat

@ BICBATProps DaG Wol10,dat

@ MBEAR._BinScope-0x5ad0ed1?_0x55c1d49F 0x30000,5C4Model
iﬂ MBEAR._BinScope-0x6534284a-0x56bdd705-0x5770c88d. SC4Desc
Jlﬂ MBEAR_EioScope_prop_R$$4-0:6534284a-0x56bdd705-0x977 aed1 9. 5C4Desc
"lﬂ PLOP_Fw3 MBEAR_BinScope Museunn_977aze%2,5C4Lak
JF‘LOP‘ Jx3_MBEAR_BioScope_175cadec.SC4Lot

E!J PLOP_53x3_MBEAR_RinScopeCS4$4Plop_877a345e, 5C4Latk

!._1 FE$45_3wd MBEAR_BinScopeR4$d _br7oefS1, SC4Lok

| put these prop and texture packs in as | thought they were the ones | would
need. | also loaded in the Maxis simcity_x dats. Even with just these few
plugins SC4PIM took much longer to load.

2. LE_Xis opened from the LotConfig exemplar. Right click and select Lot Editor.

o
PLOP_3x3_MBEAF_BinScope”S$4$Plop

| Mame Mame Yalue Data bvpe Rep Yalue

File n.'arhn_a LAy dbcumgnts\,ﬁimtity
Tal Ox65342848 OxA5FED37:
Parent Cohart 000000000 0x00000000

Exemplar Type 0x00000010  Uink32 1 LokConfigurations
Exemplar Ma,., Ox00000020 Skring 1 PLOP_3x3_MBEAR._BioSce
Growkh Stage 0x27812837  Uinks 1 255

LotConfigR... Ox4A4483F0 Uit 1 Fromkt

LotConfigPr..., OxAE99E0
LotConfigPr,.. Ox88EDC  Open building(s) from this lat |
LotConfigPr, .. 0x85EDC '
LotConfigPr, ..  O=ESEDC {
LotConfigPr... 0x88EDC  Dependencies listing |
LotConfigPr,.. Ox3SEDC i
LotConfigPr,,. 0x38EDC  Create an similar growable lok From this plapable
LotCorfigPr... 0x88EDC  Change Icon

Lu:utCu:unFlgF'r.. (I ata] o I - e aII

Lok editar { preview only §

(Note that the (prewew only) is now removed and LE_ _Xcan be used to lot.)



3. The LE_X window will open with the LE Tools window on top so click at the
bottom of that window (Toggle on Top) to see the lot itself and put the LE
Tools window to the back.

I | otPreview RS555 3x3 MBEAR BioScopeRSSS

All you will see at this stage is the lot with a building and
Maxis default textures on.

Display Mode | Full Edit Mode | Pan Under mouse:
| 030000000
C Oxn idth: 3 Height 3
: A 1700000000
: R - Low Density R - Medium [
- Flara

= Lot R

. BaseTe 0xC96D2135
Owerlay Type: Buiding - LOD: all - Cri
Props Type: Texture - LOD; all - Cr
Type: Texture - LOD: all - Or
Type: Texture - LOD: all - Or
Type: Texture - LOD: all - Or

- Flora
Lo Icon

= PSFBBVB”C:S“ Type: Texture - LOD: all - Or

- Base Te ) A Type: Texture - LOD: all - Or

- Overlay. lick here to see the Lot Editor screen Typet Texture - LOD: all - O

E! Props Type: Texture - LOD: all - Or

LoFlara  we / Type: Texture - LOD: all - Or
| =TT Slake Brick Procedural

= 000000001

Toggle on top i 32.00000000

4. The lot can be seen in 3D and 2D view. You work on the right hand side — the
2D view but see the changes in the left hand 3D view.



5. The LE Tools window is where you can see and select all the textures and
props that you have available. Most have previews but animations do not. The
previews are generated when you open SC4PIM and models are added to the
image database. Start by bringing that back to the front and have a look at the
various options showing in the window. When you select a branch in the left
hand window all available options are shown in the right hand window. You will
need to scroll to see every option. This window is resizable by dragging the
edges so you can see more or less at any one time.

LE Tools
= Toaols
[ Textures

[ Gase Textures

ddcFc0o0 ddc7dooo ddcye0oo ddc7rioo

it

i b Owerlay Textures
= Props

- Single by TEI

- Single by Mame

=)+ Families =
S Q00001234
- DAD000001
i O A0000002
- DAD00000S
- O A0000006
o O A000000E
o D ADDO0004
i+ O AD0O000E
o D AND0000C
- OA0000000
o O A000000F
o DxA0000011
o OA0000013
o DwAN000014
- OxA0000015
o OA0000016
o DwAD000017
o OA000001C

ddcs8000 ddc23000

ddcgb000

2 Ty

ddegd00a ddcge000 ddesfoon

ddc23000 ddc2a000 ddcoband

Base Textures

= Tools

|

—
= Texkures A
‘- Base Textures
B Cverlay Textures &% %

=l Props 00002000 00002100 00002200 00002300
- Single by TGl

i - Single by Mare
=) Families =

- Dx00001234 N N N
- DxADDOOOO1
. 0xADO0DDOZ 4% §%
- 0xA0000005 00002400 00002500 00002600 00002700
- DxADD0000A
= Qe A000000E ——
- DxADDDO00A N N
- 0xAQ000006
- 0xA000000C
- DxADD000D @® 59
' OAODOOOOF 00002800 00002300 00003000 0b9dzoon
- DxA0000011

[

Overlay Textures



LE Tools

[= Tools
= Textures
- Base Textures
L Ovetlay Textures »
i frops Fa06Sees 1032Fbed 30340584 S032FbE7
I ~ingl= by TGI DE6_Georgia_Lynns... D66 prop Marde wh.., D& _prop Yarde |b... De6_prop Varde st...
- Single by Mame
=1 Familiss
O=00001234
OxA0000001
O=A0000002
OxA0000005 S053405ha 70435dab Anz2fade d052faba
OADD00006 De6_prop_Marde_lthl... Dé6_prop_Baker_Sis... D66_prop_MWarde_B... DE6_prop_Marde_blu...
Qe A0000003
Qe A0000008
O=A0000008
O=A000000C
O=A000000C
DxAQDDO00OR doazrbog fo3zfbzc fO3405dc ) d4?bd1c4
e DE6_prop_YWarde_gr... DEuﬁ'J:nrap_'\.l'arde_gr... De6_prop_“Warde_mi.., ASC Skraight 2x 5t
Props listed by TGl
LE Tools
= Tools
[zl Textures

i Base Textures

Crverlay Textures
E‘:- Props

- Single by TEI

(= Families
L DxO0001 254
- O ADOO0001
- OxANDONN0Z
- OxANDODN0S
- OyAO00000E
- OxANDONN0E
- OxADDDON0G
- OyAOON000E
- OxADDNNN0C
- OxADDNONOD
- OxA0DDOOOF
- OxADON01 1

Props listed by name — all of the ones visible are Maxis props and have no preview

Adwdxed_tail-gaiters_... AbaseZxZxd base-...
1e9c0000

AbaseZxZxd_base-...
1FZa0000

AbaseZxZxd_base-...
1F270000

AbaseZxZxd _base-,., AbaseZxZxd base-in,.. AbaseZxzxzd_base-in.., AbaseZxZxd_base-o..,
1FZa0000 1e9e0000 12340000 1F2a0000

AbaseZxzxd_hase-o... AbaseZxZxd_catch... AbaseZxZxd_umpire
1Fzh00nn 2a720000 2a800000

1F290000

Abasezwzxd_child-c...
Za740000

as they are animations



LE Tools

= Toaols

=) Textures

: Base Textures

. Overlay Textures

= Props

: Single by TEI
Single by Mame
[=)- Farnilies

000001234

- OxAD0O000Z
- DxADO0000S
- OxADDO0006
- OxAD0O000E
. OxAD00000A
. DxAD00000E
- OxAN00000C
. OxAD00000D
. DxADD0000F
- OxAD00001 L
- OxADOO001S
- OxADO0O01 4
- OxAD0O001S
- OxADOOO01LE
- OxADOOOOL7
. OxAO00001C
- OxAN00001D
" OxADOO001F
. OxA00000Z L
- OxAD0O00ZS
- OxADOO00ZE
- OxADO000ZF
- OxAD0000ZE
- OxADOO00GE
- OxADO0O03S
. xA0000039
- OxADDO00SA
. OxAD00003C
. DxAO000030

N~ Annnnn2F

[

CRExExl_Chalkoutli... GA4x8x1 heapsoft...
1d1a0000 1d1dooon

GA4Ex3_boxes 1DFS GA4xEx3_boxes 1DFE
1dfs0000

1dF&0000

GA4xEx3 boxes 1DFY GA4xEx3 boxes 10DFE GA4xE8x3 boxes 1DFY GA4xEx3_boxes LDFA
1df70000

1dFa0000

RZx3x2_$$Beachu... R3Ix3x2_$fHotTublo... R3x3x2_$fLovehott, ..
29000000 29090000 290c0000

Rax5x4_fclatheslin, ..
1effO000

1draaaan 1dFa0000

RE$dx2xS_Porchswi,..
29z2F0000

Rexdxd_$clathesling, ..
2a1d0oooo

R4x5x2 $Foldingcar...
1efd0000

R4x8x3_$respropan...
ae0&0000

Rexgx3_$$thottub ...
ae010000

R4x8x3_%oldapplian. ..
ae3ai000

R4xBx4_$Efzenrock... R4x8x5_$BiglldBath...
1d170000 1cFconon

R4x8x5_fclokheslin,..
lefe0non

Always wanted to know what a family contained? Look no further but just click down

the list on the left to see what each family contains.



= Tools
= Textures
: - Base Textures
hi Creerlay Texkbures

£} :
- Praps 255d1000
Single by Tl

: Single by Mame
. [ Families
- Flara
& Lot
Rbase Textures
i Creerlay Texkures
#h Props
- Flara
- Icon

The Lot branch shows what you have on the lot. At this stage there is only the
building and the base texture.

6. Explore all the various options in here before going on to start editing.



Editing a lot — otherwise known as adding dependenc ies

1. Start off by pressing t on the keyboard. This puts you into Base Texture mode.
Drag a box around the complete lot on the right hand side to select all the
base textures.

2. Press the Delete key and all the textures disappear.

Unlike Maxis LE you could save this without base textures if you wanted to.



3. Now go to the LE Tools window and scroll down the base textures to find the
one you want to use.
rrilies =l

e
DA001
DA001
DA001
DA001
DA001
D00 AR
OeA00 b2 2T
OxA001 & B
OxA000
Denno Simcity 2 .ost 2510

OeA00L
0:xA0000013
O:xA0000014
0:xA0000015
O:xA0000016
0xAQ000017

The call out tells you where this texture is located.

26170000

262f3000

4. Drag the texture from the LE Tools window to the 2D view of the lot and repeat
for each tile that will have the same texture




5. Before adding any overlays or props, the building needed rotating as it had no
entrance to the road. Do this by pressing b and then use Home and End to
rotate until you are happy with the placement.

If you need to move the building to one side of the lot or the other, drag it by left
clicking on the mouse and dragging or use the arrow keys to move it.

6. Now that the building is located where you want it you can start to add
overlays to suit the purpose of the building. This is a landmark lot with CS$$$
jobs so let's make it a luxury restaurant. Press v and select the overlays you
want. Drag them from the LE Tools window to the lot as you did with the base
textures. Here there is some parking to one side and a green space at the
rear.

If you wish to add multiple overlays this is possible and will be displayed in game in
the same way you see them in this window. This is different to Maxis LE where
multiple overlays do not always display correctly.



7. Now you can turn your attention to the props and start to bring the lot alive.

Press p and select the props you want to add from the props branch in the LE
Tools window. Drag each one across to the lot.

You can rotate the props by using Home and End.

You can rotate the lot by using Page Up and Page down.

You can duplicate props by selecting them and pressing d.

You can delete props by selecting them and pressing Delete.

8. At this stage you may decide you need some different or additional props.
Before you change anything in your plugins, close the Lot Editor window then
Save the LotConfig exemplar. If you don’t Save you will lose all your edits

9. Sometimes the “Save” button is not active. Close the LE Window, and reopen
it. The ‘Save’ button will be active.

10.Sometimes in LE Window the keys are not responsive anymore, close the LE
Window and reopen it.



Advanced and special features.

LE_Xis a much more powerful lot editor than the Maxis one.

1. You can save lots without base textures. This can be very useful for water
edge lots or any you may wish to show the underlying terrain.

2. You can use multiple overlays safely. These will display in game in the order
that you place them so make sure you put them in the correct order.

3. You have a snap to grid feature.

You can change the size of the grid by pressing CTRL+s. Once this is in place you
can line things up to the grid and ensure that all similar pieces line up the same way.
In the above example the dock piece can be snapped to the nearest grid line and all

other dock pieces can be done the same. You can still drag props but they will
always snap to the nearest grid line.

4. You can edit lots in dats and sub-folders. If you try to edit a lot in a dat or in a
sub-folder in Maxis LE you will get a duplicate lot saved to the root of plugins.
In LE_X you can edit lots in a dat and they will save within the dat without
making a duplicate lot. This is very useful if you want to update sets of lots like
the BRT WIMPS set shown in the above example or in the BSC Parks version
of the RT Waterfront Kit. In the next section you will be shown how to do this.



5. You can check what objects — textures and props etc — are on a lot

= Tools
[=) Textures
. - Base Textures
i Overlay Textures
[+l Props
‘- Flara

= LDE

585 R

£51c3000 252b3000 £58e3000

i Overlay Textures
|+ Props

i Flara

‘o Toon
Preferences

|+ Base Textures

[#- Ovverlay Textures
|+ Props

“Flara

All items on a lot are
shown in this section



6. You can set up groups of textures etc that you like to use frequently.
a. Select each section and Create a new group.

= Preferences | |

&
Bartryl Creake a new group |

Garain ports
Cwverlay Textures
Props

Flora

b. Drag the items from the main groups (A) to your personal
group(B)

= Tools
= Textures
Base Textures M

Overlay Textures 3 R £1) @

& Props 25271100 25252100 25dE0000
- Flara

& Lok
= Preferences
=l Base Textures
Lo Barbwil
- Gratiports Drag the textures from A to B to add
them to your preferences.

i Crverlay Textures
# Props
Flora

c. Repeat this for each of the groups to set up all your personal
choices. These can be from Maxis default as above or from
custom content packs but the packs must be in plugins when you
want to use them.
The settings for your personal preferences are stored in a file called
groups.ini which is saved in your installation folder — normally
c:\Program files\SC4PIM. If you set up preferences it would be wise to
save this file from time to time to another location. If you have a

problem or there is an update to SC4PIM this file may be overwritten so
a backup is a good idea.



Editing sets of lots in a dat file

1. Start off by collecting all the dependencies for the set/s — use the list in the
Readme — into an otherwise empty plugins folder.

| | BRT_WFK_BSC_Parks.dat

ﬂ B5C Essentials, dat

ﬂ BSZ MEGA Props - Misc Wol0Z, dat
R BSC MEGA Props - RT WFK Yol01 . dat
E] BSC MESA Props - Sz Wol 01.dat

| %] B3 Textures Wal 01,dat

| ] C52 MEGA Props - Yol01.dat

|| ] BSC MEGA Props - RT Yol01.dat
il B3 MEGA Props - RT wol02.dat

| %) BSC MEGA Praps - swizi Yoot dat
ﬂ BSZ MEGA Props CAL Woldl.dat
%] C5x MEGA Props - Yol03,dat
|BJPEG. Offset-Peeps PROP. dat.
ﬂ RT_Capn_Swarpers.dat

IE RT_Couchspuds. dat

For the RT Waterfront kit set the above plugins are required plus the BSC Park
Textures and also BSC Textures Vol02. (I forgot the first and the second is needed
although not referenced in the Readme)

2. If you look at the list in the screenshot above you can see the dat containing
the lots. These were originally made in 2007 and could do with some updating

to the lots.
3. If you look at the following screenshot you can see what happens when you try

to edit one of the lots in Maxis LE.

|| %] BRT _WFK_ESC_Parks,dat
::ﬂ BSC Essentials.dat
i ﬂ BSC MEGA Props - Misc Yol02.dat
|J BSC MEGA Props - RT WolO1.dat
|| %] BSC MEGA Props - RT voloz dat
|| W] BSC MEGA Props - RT WFK Yolol,dat
||®]BSC MEGA Props - 5G Vol 01.dat
|| ®]BSC MEGA Props - swi21 Yol01 .dat
ﬂ BSC MEGA Props CAL Woldl.dat
ﬁﬂ BSC Textures Yol 01.dat
ﬂ 5% MEGA Props - Yolo1,dat
J 5% MEGA Props - Yol03.dat
@PEG Offset-Peeps PROP,dat Extra lot
IﬂRT _Capn_Swampets,dat
ﬁJ RT_Couchspuds.dat
|J ESC_Park_Textures SandPavers.dat!
\W|RT CdS WF 1% Bench BSCPark 52f178fd.SC4Lok

There is an extra file as LE saves the changes to a new file. To put this back into the
dat needs you to use Reader and copy/paste properties. Time consuming and
difficult to do.



4. As the base textures and some of the props are Maxis standard ones you
need to select to open your plugins and the Maxis My Documents simcity X
files — item 1 on the opening screen.

5. Scroll down (A) the left hand upper window to find All others in the Lots list and
then (B) scroll down the upper right window to find the lots listed.

Bl SC4 PIM Extended V0.61

File:
: o COFES Facl Mame o File - - } o8|
IR Utils4x1_LightRailsubmay  C:\PROGRA~1{MaxisiSIMCIT~1simaity. 1. dat
D RWZxZ_FemaIeMayor_sStat.._. ol '|,F‘ROGR.|‘-\~1H,Maxls'l,SIMCITNI'l,ﬂmuty 1.dat
FIM Rw3x$_OperaHouse 0328 Ci{PROGRA~1|MaxisiSIMCIT~1}simeity_1.dat
LOIHT RT_Cd5 WF Couchspuds_... iy documents| SimCity 4'|,P|ug|ns'|,BRT WF-K BSiC_Parks.dat
£l Stage 15 . oo DMy docurnsnts';&rndty HPlugins\BRT_WFE_BSC_Parks.dat
[8H dncuments'l, ity 41PIugins\BRT A C_| Parks dat
B bage documents|SimCity 41Pagins|BRT =
. D:\My documentstiSimiCity $1Plugins | BRT_WFK_BSC F‘arks dat
VF_2x%2 Bench_...  Di\My documentsisimCity 4iPlugins|BRT_WFK, BSC Parks.dat -,
RT CdS WF Iz _StairsBe... Di\My documents|SimCity 41Plugins|BRT_WFK_BSC_Parks. dat
RT dS WFE Rin=Skan® RS b dam irmenkt Simibe Ai0nina PR T WWEE RSC Parks dak o |
< 1 | } |
'@ RT_CdS_WF_1x2_Bench_BSCPark
Mame Yalue [aka bype Rep
Exemplar Type 0x00000010  Uint3z 1
~IHT A Exemplar Ma,,. 0x00000020  String 1 RT_Cds_WF 1x2 _Bench_B3¢
- fBirpark Growth Stage  Ox27512837 Uinks 1 255
- Seapark = || LotConfig R... Ox4A4A8EF0 Uit 1 Front
~all athers ; | || LotConfighr... OxE00BOBA4  Floak32 1 000000000
= I k™ mmFimDe [i¥l=l==y T =lu] Hlimk2 1 M=Cnnnnrm2

6. Select the first lot in the list to open it. Then right click and select Lot Editor.

Here | have added two groups of people.



7. When you have added or changed your props or textures you must Save the
Lotconfig exemplar before closing.

Under mouse

2z

oekarn Ak

£

LokCanfigPr. ..
LokCanfigPr. ..
LotZonfigPr. ..
LotZonfigPr...
LokCanfigPr. ..

¢ Texkure

s Prop- L

tProp - L

: Prop- L

4_large-ni... Amil7x11x4 large-ni... Amill7xlix4 large 1... pe: Prop- L

Lfze0zzz2 1e550000 Ype: Land - L

— — = Prop - L

r T S e AR ek bals 5 i) pE: Prl:lp > LI

OxE8EDCO09  Uink3z 13 Twpe: Texture

Ox38EDC908  Uinksz 13 Twpe: Texture

Ox35EDCO0E  Uink32 13 Twpe: Prop - L

O0xG8EDC90C  Uink32 13 Twpe: Prop- L1
Ox59136440  Uinks 1 000000001

M-i—RE242F7 Llimk22 1 Me=Onnnnnm1

—k Save ] [ Close ]

8. If you look in plugins now there is no extra lot as the changes have been made

to the dat file.

Hlﬂ BRT_'WFK_BSC_Parks.dat

@ BSC MEGA Props - RT WolO1.dat

@ BSC MEGA Props - RT Yol02.dat

@ BSC MEGA Props - BT WFK Yold1.dat
@ BSC MEGA Props - 5G vol 01,dat

|E] BSC MEGA Props - swizl Yaol01.dat
@ BSC MEGA Props CAL YolO1.dat

% B5C Textures Yol 01.dat

| %] C5% MEGA Props - Yalol.dat

] C5% MEGA Props - Yolo3.dat
|®|PEG_ Offset-Peeps_PROP.dat

|E] RT_Capn_Swamnpers,dat

|E] RT_Couchspuds,dat

@ BSC_Park_Textures_SandPavers.dat
% B5C Textures Yol 02,dat

Much simpler and less messy than via Maxis LE.

9. Another point worth noting is that if you have custom menu icons they will not
be changed — again unlike Maxis LE where the icon is changed for an LE one.

10.You can continue and edit all the lots you need to do, remembering to Save
the exemplar each time.



