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Overview:
I have been assigned the game ‘Mini Motorways’ [1], and within this report I have written a review whilst applying game theory to justify design, challenge, and gameplay decisions. The report is written as objectively as possible and includes references to the work of other authors on game theory. The bibliography is written in an IEEE format, to enable me to show my reference sources that were used in the report.
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The Game – Mini Motorways [1]

What is Mini Motorways [1]?
[image: ]	Mini Motorways [1] is a simplistic strategy game, the main goal being to build roads to get cars from their original space to their destination. As cars reach their goals, the player earns points which can further be used to unlock other maps of more locations and colour variety. When cars cannot reach their destination, a time limit appears, if cars don’t arrive in time, that level will end. Scott Rogers confirms in the book ‘Level Up! The Guide To Great Video Game Design’ that these challenges are what often makes the game appealing, urging players to continue and in turn, “gives them a goal to work towards” [2]. 

Development:
	Developed by Dinosaur Polo Club [3], Mini Motorways [1] was created for the purpose of “relatable simplicity” [4]. Allowing its players to have control of the mundane things in life whilst making it an enjoyable experience. The studio responsible for creating the game is an indie game company based in New Zealand, driven to “create games that make everyday concepts fun and engaging” [4] as stated on their website. As a result of their niche yet large fanbase, they have received a multitude of awards, both for the game and the studio itself [4].

Genre: 
	The game fits into the category of Indie, Simulation, Strategy, Puzzle and Casual games. The reason behind this is due to its niche style of game, it’s a game created by an independent and non-mainstream company, which fits into Maria B. Garda and Paweł Grabarczyk’s description of an indie game [5]. It is a casual game, allowing players to enjoy the game freely without overwhelming deadlines or goals to achieve. The puzzle elements are derived from the core objective of the game, the player must get the car to its destination by creating roads in an organized way “to keep the traffic flowing, and carefully manage upgrades to meet the changing demands” [6]. The strategy is to get the vehicles to their end location as fast as possible to avoid failure.

Game Structure:
[image: ]	Mini Motorways’s [1] structure consists of some basic levels to begin, there are a multitude of other levels to play but after the first few, you must acquire a certain score to unlock the next. As a level-based game, the same thing repeats, once you get a high enough score, you move on until you have unlocked every level and achieved a record on each. In this game, there is no such this as losing a level, but there’s the possibility of earning a record too low to advance to the next level.
Game Flow: 
[image: ]	Immersion is a large part of game flow, it’s how the game pulls players in to play hours on end without realizing, this is supported by the article ‘Immersion in Video Games: The Aftermath of a Conceptual Challenge’ that explains any immersive game will allow the player to focus solely on that, which ignites the “concentration, a sense of control” often being the “criteria” in which game flow follows. For this reason, players turn to games as a coping mechanism, distraction, or purely for entertainment [7]. For example, the game flow in Mini Motorways [1] effectively enables players to play for as long as they would like, whilst increasing the music and layout on the maps. The more time spent on the game, the bigger your city will grow, by satisfying the need to see your city grow, it can immerse you. Though when playing the timed maps, immersion can be cut short by the failure of a level, this isn’t to say that the players can’t get back into it, especially considering the wide variety of maps to choose from. In fact, the considerable number of options given to the player could allow for a bigger interest continuing the game, this suggests the game is open for the possibility of being a long-term game for some.


Visual Style: 
Mini Motorways [1] purposefully uses complimentary colours in their maps, not only is it visually appealing but it draws the eye to the screen, the strong visual impact produces a complimentary effect. On the other hand, these styles of colour pallets could be overly stimulating, causing disharmony [8]. The visual style of the game is purely simplistic, blocky shapes “with curves feels less engineered, more natural. It has flow”, making it appear calming. [9]. When considering how soft and colourful the game is, it’s clear that the visual style was intended to look very pleasing to the eye. The visual style allows the roads, no matter how they’re built, to be “pleasing” to see and create [6], due to the inability to create harsh corners or edges. By using the simplistic font ‘Helvetica’, nothing on the screen is too complex, the screen is easy to read and understand, and allows players to not feel overwhelmed when playing. 

Player Feedback

Intended Demographic:
Mini Motorways [1] is exclusively a single player game, intended for players to play alone. The structure of the game wouldn’t allow for multiplayer even if they did. However, if it were a multiplayer game, it’s clear it would not give players the same calming effect it intends to give, if you consider that a group of players working on one town would be rather chaotic. Though you could argue it is something to investigate if the developers noticed their fanbase wanting that feature. It’s clear from the style and nature of the game, that it’s intended for people that want to have control over every aspect of their gameplay.

Accessibility:
Accessibility is particularly important for games, especially ones like Mini Motorways that were created by smaller indie developers to reach a wider audience. In the case of Mini Motorways [1], it’s clearly readily available not only to English speaking players but players of multitudes of different dialects, 14 supported languages to be exact. To help Mini Motorways [1] to be accessed by players across the world, it’s available on Windows [10], Mac [11], Apple Arcade [12] and Switch [13]. Further, Dinosaur Polo Club [3] has ensured accessibility for players with colour blindness, allowing them to choose the colour blind settings within the game so that they can enjoy the same experience. 

Audio Feedback:
Background music is a large factor when we consider positive audio feedback for a game like Mini Motorways [1], it must be relaxing but without being repetitive and becoming boring. Luckily, the audio track that’s in the background of the game is very responsive which makes for an immersive experience; while your city grows, so will the audio, it’ll develop, include new beats, notes and sounds, all to reflect the relaxing yet bustling roads you have created as the player. Scott Lloyd’s confirms this statement suggesting that adaptive game audio to movements or actions by adjusting tempo and tune can keep players immersed and “impact player satisfaction in a variety of ways”. [14]

Visual Impact:
The visuals are easy on the eyes with its simple graphics, with the intent of being casual and soothing for players. Going hand in hand with this, the developers added smooth transitions from the main home screen into the menu with all the maps, and then into the maps themselves, this only amplifies the immersion. These simple transitions can relax the players, since harsh “parts of transitions that break immersion” can cause disorientation, as explained by Radek Koncewicz. [15]
[image: A screenshot of a menu
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Appeal:
[image: ]	With all the soft edges, bright colour and relaxing music, it’s no wonder the game is appealing to players, the game has the ability to challenge you which encourages players to achieve more. Once you play the first part, taking one car from point A to point B, you realize how much strategy is involved with controlling the roads of your city. Being able to create your own map, all being under your control, will be very appealing to many players. Once a player begins to struggle, and the level ends, it’s appealing for the player to try again to better their score and regain their control in the game so that they can feel “competence, autonomy, and relatedness” again. Chirlien Peng comments that this is due to “constraints” in real life unlike games that give us “enjoyment and relaxation”.[16]

Player Opinions:
	Many player reviews suggest a love for the simplistic style and softness of all the cubes, though one problem that seems to arise in reviews is the players need for more features such as rules that they can apply to the roads. Other players have explained their frustration towards the “randomness” that occurs in the game, when the houses and locations spawn, as a result it can get in the way of other houses or effect traffic, this is a reoccurring frustration within the Mini Motorways following [17]. Other issues players have is that you can only play one city at a time, if you start a new map, it’ll replace the current one and remove any progress made in the previous level if it wasn’t completed.
[image: ]
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Description automatically generated]Replay Value
	Like most strategy games, Mini Motorways [1] has a clear amount of replay value, there are a few reasons behind this. Whether you play on the ‘Limitless’ mode, or on the expert mode, players will be encouraged to replay the game if they want to try something more difficult, or perhaps they want to play the game without the pressure of a timer, either way players will be able to try out different playstyles, bringing them back for more. When looking at the gaming community, the smallest achievements can be the biggest of gains to a gamer, in this case, the multitude of achievements to unlock, lets players have endless freedom to play repeatedly to collect them all. Within the article ‘Why Do Achievements, Trophies and Badges Work?’ Jamie Madigan states once players earn achievements, “the completion of goals leads to increased satisfaction, which in turn leads to increased performance within the same activities.” keeping the game’s replay value alive with motivation [18]. In addition, there are a multitude of levels to choose from when playing Mini Motorways [1], to unlock them you earn a certain score in previous ones, thus pushing the player to play to get the score for more content.

In Game Challenges:
	All games must come with challenges for players to work towards a goal, in this case, the challenge is to earn as many points as possible, keeping their roads organized to avoid traffic so the countdown timer doesn’t begin, otherwise the level will end. There is no failure in this game, just records, if you do not earn enough points by the end, you will not be able to move further and unlock more content. Some of the harder challenges in the game is the traffic buildup, all cars will go the shortest route to their destination, but if all cars need to follow the same route it’ll cause buildup. To overcome this challenge, the player must remember that this strategy game’s goal is to find the best route even if that means you need to create a whole new road, as your city grows this becomes harder, which results in the eventual end of the level.








Conclusion

Positive Aspects:
[image: ]Some positive aspects players could like are that the game is accessible on multiple platforms, there are also multiple levels to choose from. Depending on the player, they might feel more at ease playing the game with its soft shapes and bright colours so it’s pleasing to look at, plus there are different game modes providing different challenges for the player’s playstyle. All these details of the game make for high replay value.

Negative Aspects:
On the other hand, like all games there are negative aspects that can be improved upon. In this instance these difficulties include players suggesting gameplay aspects to be improved on since at times the levels can become too difficult to manage, thus negatively affecting and pushing players away [19]. No game will speak to everyone’s style of gaming, these styles of games can be rather niche, and can be seen as a high-pressure game for some individuals, particularly for people that aren’t used to strategy games, meaning the target demographic will be less than other games that cater to other genres. 

Summary:
In this game review, I was able to objectively review Mini Motorways [1] by applying game theory to show it’s a strategic, minimalistic game, a welcome addition to anyone’s collection if they enjoy simulation games. Mini Motorways is an immersive game with a wide range of playstyles it can accommodate. The challenges paired with the visual and audio impact on the players, make for a game with exceedingly high replay value. I am sure anyone that were to try it would take interest in watching their city grow, whilst giving them a sense of accomplishment with each point. Overall, Mini Motorways is a well-made game that players might enjoy trying at least once.
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