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 Introduction
In the late 80s, the game SimCity was released and for the first time
players could create their own living, breathing, virtual cities.  Now, two
decades later, this project aims to  recreate that gaming experience for an
entirely new platform.  1866: The TrailÕs End is a game created for the
popular Nintendo DS handheld gaming system.  While it intends to capture
the gameplay of SimCity, it does so with a twist – the game is set in the Old
West, immersing the player in all its sights, sounds, and action.

 Hardware
1866: The TrailÕs End is built to run on the Nintendo DS.  The system has
two LCD screens, one of which is touch-sensitive.  A stylus or fingertip can
then replace a mouse for point-and-click interactions. The DS is also a
dual-processor platform with an ARM7 and an ARM9 processor and a
dedicated GPU for advanced 2D and 3D rendering.

While the system is powerful, it has significant limitations.  The system has
only 4 megabytes of RAM, requiring precise resource management.
Additionally, only 128 sprites (images) can be rendered by the system at
any one time, and they can use a maximum of 16 palettes, or sets of
colors, between them.  This makes creating complicated 2D games quite
difficult.

The R4 Revolution card allows independently created games to run on the
Nintendo DS.  It bridges the cartridge used by the DS with a MicroSD card
and carries a small application to load the SD card’s contents into memory.

Figure 1: A black Nintendo DS Lite at the
1866: The TrailÕs End title screen. The lower
screen is touch-sensitive and is used as a
mouse substitute by 1866.  This allows for
an advanced point-and-click interface in the
game.

Figure 2: An R4 Revolution card for use with the
Nintendo DS.  It can run independently-created
games from the inserted MicroSD card.

 Gameplay
1866: The TrailÕs End is driven by the  zones a player places in the
settlement. There are five zone types – homesteads and ranches to live in,
businesses and workshops for employment, and churches for the frontier
spirituality of the era.  However, they all operate on a basic supply and
demand principle, as shown below.

Figure 3: A homestead will only be built if
there are 2 commercial jobs or 3
workshop jobs available.

Figure 4: A ranch will only be built if there
is 1 commercial or workshop job
available.

Figure 5: A business will only be built if
there are 2 unemployed people living in
homesteads or ranches.
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Figure 6: A workshop will only be built if
there are 3 unemployed people living in
homesteads or ranches.
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Figure 7: A church will only be built if there
are more than 50 people per church.

 Interaction
To place zones, not to mention buildings, trees, and water, the player must
be able to interact with the settlement.  He or she does so through the use
of toolsets and the map.

Conclusion
While it was quite challenging to write 1866 for the Nintendo DS, the
resulting game is fun to interact with and explore, and even provides a
challenging gameplay mechanic.  Nonetheless, it does have room for
improvement.  Civic buildings and transportation, at this point, are simply
decorative, and cannot affect the development of zones.  Additionally, due
to the complexities of the API for file I/O, the player cannot save the
settlement he or she has created.  However, overall, 1866: The TrailÕs End
is a game in the SimCity tradition with a style as unique as the hardware it
is running on.

Figure 8: A fresh new settlement in 1866: The TrailÕs End.

A Minimap with
a bounding box
shows the
player where
the lower
screen is in
relation to the
rest of the
settlement.

The Settlement
panel tells you
stats about your
settlement and
your labor
force.

The Tooltip
panel tells you
what tool or
toolset you are
currently using,
as well as any
errors.

The Rail Depot
is the currently
selected tool –
if the player
taps on the
map, it will build
the rail depot on
the spot tapped.

The left toolbar is
devoted to
toolsets.  The
Transportation
toolset is
currently
selected.
This is the map.
When a player
has a tool
selected and he
or she taps on a
tile, the map will
be modified
based on the tool.


