Tycoon City
Here are list of keys of the keys for the game.
Pause







P

Camera Keys

Camera Pan Left





A,

Camera Pan Right





D,

Camera Pan Forwards




W,

Camera Pan Backwards




S,

Camera Yaw Left





Q,

Camera Yaw Right





E,

Camera Pitch Up





R,

Camera Pitch Down





F,

Camera Zoom In





X,

Camera Zoom Out





Z,

Camera Pan Left Alternative



LEFT,

Camera Pan Right Alternative



RIGHT,

Camera Pan Forward Alternative



UP,

Camera Pan Backward Alternative


DOWN,
Toggle first-person camera (temp)


Ctrl + 0

First-person translate up




Pg Up

First-person translate down



Pg Dn

First-person go to head height



Home
Build Keys

Exit Build Mode





ESCAPE,

Build Rotate Left





COMMA,

Build Rotate Right





PERIOD,

Build Rotate






SPACE,
Front End Keys

Temp Front end 1





1,

Temp Front end 2





2,

Temp Front end 3





3,

Temp Front end 4





4,

Temp Front end 5





5,

Temp Front end 6





6,

Temp Front end 7





7,

Temp Front end 8





8,

Temp Front end 9





9,

Temp Front end 0





0,

Save Game Keys

Save Game 1






5,

Save Game 2






6,

Save Game 3






7,

Save Game 4






8,
Debug Keys 
Enter flyby spline edit mode.





Ctrl + GRAVE,
Add a point to a flyby spline whilst in edit mode



Ctrl + A
Remove the last point from a flyby spline whilst in edit mode.

Ctrl + R
Edit / Save flyby spline 1






Ctrl + F1
Edit / Save flyby spline 2






Ctrl + F2
Edit / Save flyby spline 3






Ctrl + F3
Edit / Save flyby spline 4






Ctrl + F4
Edit / Save flyby spline 5






Ctrl + F5
Edit / Save flyby spline 6






Ctrl + F9
Edit / Save flyby spline 7






Ctrl + F7
Edit / Save flyby spline 8






Ctrl + F8
Play flyby spline 1







Alt + F1
Play flyby spline 2







Alt + F2
Play flyby spline 3







Alt + F3
Play flyby spline 4







Alt + F4
Play flyby spline 5







Alt + F5
Play flyby spline 6







Alt + F9
Play flyby spline 7







Alt + F7
Play flyby spline 8







Alt + F8
Debug Berlin Move Time





Ctrl 1
,


Move the camera to Greenwich Village



Ctrl 2,

Move the camera to Time Square




Ctrl 3,

Debug DebugCamera





C,
DebugTakeShot
(take normal shot)



F1,




DebugTakeShotTrue (start taking movie) 


F3,




DebugTakeShotFalse (stop taking movie)


F4,

DebugFreePlacementMode




F6,




DebugTakeSuperShot2 (take a big shot)



F7,




DebugTakeSuperShot4 (take a big shot)



F8,
Debug Toggle Shadows





Ctrl Alt A,

DebugToggleFlash






Ctrl Alt F
DebugToggleRoads






Ctrl Alt R
DebugToggleBuildings





Ctrl Alt B
ToggleTraffic







Ctrl Alt V
ToggleCharacters






Ctrl Alt C

ToggleUpgrades






Ctrl Alt U

ToggleTerrain






Ctrl Alt T

ToggleSky







Ctrl Alt Q

ToggleStatic







Ctrl Alt S

ToggleDynamic






Ctrl Alt D

ToggleOcclusionCulling





Ctrl Alt H

FreezeOcclusionUpdate





Ctrl Alt J

ToggleDrawPrimitive





Ctrl Alt K

ToggleDrawIndexedPrimitive




Ctrl Alt L

PerformanceSelectUp





Ctrl Alt UP

PerformanceSelectDown





Ctrl Alt DOWN
Debug Crosshair Show





NUMPAD 0
Debug Object Placement





INSERT,
Debug Crosshair Change Mode




NUMPAD5,

Debug Crosshair Rotate Left




NUMPAD4,

Debug Crosshair Rotate Right




NUMPAD6,

Debug Crosshair Higher





NUMPAD8,

Debug Crosshair Lower





NUMPAD2,

Debug Crosshair Multiplier





RSHIFT,

Debug Crosshair Next Char




NUMPAD9,

Debug Crosshair Prev Char




NUMPAD7,

Debug Crosshair Next Upg





NUMPAD3,

Debug Crosshair Prev Upg





NUMPAD1,

Debug Crosshair Save





NUMPADPERIOD,
ShowBeauty







DR_1,
ShowTourist







DR_2,
ShowShopping






DR_3,
ShowNightlife






DR_4,

ShowAIBuildArea






NUMPADENTER,

PerformExpansion






N,
ModelDisplayMode






MULTIPLY,
ModelDisplayType






SUBTRACT,
ToggleBuildingRenderPaths




ADD,
ToggleRenderLocators





L,
BackSystem







MINUS,
NextSystem







EQUALS,

SetNextFillMode






J,

TrafficShowSignal






T,

ShowText







U,

ToggleOppInfo






O,
SkipOppDialog






SPACE,

DebugShow







G,

DebugRoadEdgeOvl





H,
DebugBankReport






B,
DebugCameraReset





Y,

DebugTimeSquirt






F2,

DebugWinter







F3,

DebugSummer






F4,

DebugToggleLockedBuildings




F5,

DebugSaveMap






DR_NUMLOCK,

DebugTestAV






K,

DebugShopSlots






SCROLL,

DebugCameraFocusModeToggle




Ctrl COMMA ,
Console Commands

(for debugging only)
GameWorld:
 

"SetTimeMultiplier", "GameWorld",  "Set the speed of the game logic 0.1f - 60.0f"
"LoadCommands", "GameWorld",  "Load a file containing commands to run" 
"AddBonds", "GameWorld",  "Give the user some bonds (requires a number)" 
"AddCash", "GameWorld",  "Give the user some cash (requires a number)"
"TurnPeoplePoolOn", "GameWorld",  "Switch the emitting of people on" 
"TurnPeoplePoolOff", "GameWorld",  "Switch the emitting of people off" 
"CameraGetPos", "GameWorld",  "Report the current camera position" 
"StartParade", "GameWorld",  "Start the parade: <parade name>”

"AISetOwner”, “GameWorld”, “Set gamer’s ID: <player ID>”

“SetAlphaDistance”, “GameWorld”, “Sets the distance at which buildings begin to alpha: <new distance>”

“BuildingHeight”, “GameWorld”, “Gets the height of the building that is currently under the mouse cursor”
Traffic:
 

"RequestVehicleToHost", "Traffic",  "RequestVehicleToHost: requestID vehicle host minTime maxTime" 

"VehicleDriveOff", "Traffic",  "VehicleDriveOff: requestID" 
"SetVehicleDoorState", "Traffic",  "SetVehicleDoorState: <0|1>" 
"SetClosedOff", "Traffic",  "SetClosedOff: <0|1>" 
 

 

Opps:
 

"opp_listerrors", "opps",  "List current errors"
"opp_listactivesequences", "opps",  "List all active sequences"
"opp_clear", "opps",  "Clear all active sequences"
"opp_load", "opps",  "Load an opportunity sequence"
"opp_skip_timers", "opps",  "Skip timers [0|1]"
"opp_skip_reqs", "opps",  "Skip requirements [0|1]"
"opp_request_cons", "opps",  "Request Building Constr hostname ai|player mintime mindist"
"opp_test_sg", "opps",  "Save game test"
"opp_dump", "opps",  "Dump Opps Data"
"opp_skip_num", "opps",  "Skip requirement of currently selected opp opp_skip_num <req. number>"
 

 

Object Placement Manager:
 

"UseRepChar", "PlacementManager",  "Sets the representative character to use for placement manager"
"PM_LoadModel", "PlacementManager",  "Loads a model for the object placement manager"
"PM_SetId", "PlacementManager",  "Sets the id for the loaded model" 
