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Introduction
I’ve been looking for a long time to find a game that just draws me in and makes me forget about other things for a while, without being in your face and “grand”, and I may have just found a strong contender. Mini Motorways is a casual strategy and simulation game, released in 2019 and developed by New Zealand based studio, Dinosaur Polo Club. It is a follow-up from their well received 2015 game, Mini Metro, which saw you creating rail networks.[1] This time however, you’re creating motorways for a rapidly growing city, and your job is to keep it efficient and under control, as poorly managing your city will lead to ill results. Join me as I give my review for Mini Motorways, and why it could potentially become your next all-nighter game.
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Gameplay
Mini Motorways has a simple, yet complex and engaging gameplay mechanic of creating roads, bridges, and of course, motorways, from one point on the map to another. The game has 23 maps to play, some of which you need to unlock by playing the previous map and hitting a certain score goal. Upon selecting the first level of Los Angelese, you are greeted by 2 orange boxes, a small one, which is a house, and a big one, the destination. Your job is to create a road connecting the house to the destination. Sounds simple enough, and for the moment, it is. Doing this, you can see that cars now populate the road, heading towards the destination. Once a car reaches the destination, a pin marker will disappear and will give you a point towards your end score. Over time more markers will appear above destinations, requiring more cars to visit them. Connecting the first road will spawn in another house, and once again you connect the road to the destination, or in this case you can connect it to the already made road, which saves on your recourses, as at the bottom of the screen is an indicator showing you how many road pieces you have available. This requires you to manage your road efficiently, making sure you take the quick route to a destination where possible, so that you have more road later, which will be important.  After connecting the road, you will wait a bit for something new to appear, and in this time, you should realise a clock in the top right corner, telling you the in-game day and time. If you click on the clock then a drop-down menu will appear, showing you some time related controls, including pausing the traffic flow “⏸️”, speeding it up 2x “⏩”, and reverting it back to 1x speed / unpausing the traffic “▶️”. Each day is roughly 1 minute long and after each day something new will appear, that be it a destination, a house, or sometimes both. In this case a red house and destination appear, and you must link them up just like you did with the orange ones. You can’t connect an orange house to a red destination, nor can you connect a red house to an orange destination, it can only be the same colour going both ways. You can however use the same road, meaning you don’t have to build fully new roads each time a new colour appears. The problem with using the same roads though is something called congestion. The more cars you have populating a piece of road, i.e. intersections, then it will dramatically slow down the flow of traffic, especially if there are multiple cars pulling in and out of a road, causing all the others to slow down and stop at these intersections until the road is clear. This isn’t so much of an issue early on but as the game goes on the required points at the destinations increases, and if you fail to get the cars to the points, then it’s game over. This can cause some real heart racing moments as you wonder if the cars can get there in time. Managing your resources is the key to success.
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After the end of every in-game week, the player is given a choice of some new materials to use. These can vary, from traffic lights to roundabouts to motorways, more road, etc. Which ever one you pick is all you’ll be given until the next in-game week is over. You can’t pick what you want either, the game picks 2 resources for you, for example, you can either go with roundabouts, or traffic lights. But if you don’t need either of those and what you really need is more road, then your out of luck. You might think this is unfair, but in reality, it’s actually really clever, as this way the game constantly has your attention, making you look at your resources, finding the most efficient way to build your roads, all the while trying to separate it to an extent so that the cars don’t get caught up. Another resource that can easily slip you up because it’s so secondary are bridges. These are only used when building a road across a river, and yet they’re some of the most important pieces. Say a new colour has just appeared, however the house is on the other side of the river, if you haven’t got any bridges then all you can do is either 1, hope that the in-game week ends so that you can hopefully grab some, or 2, have no choice but to slowly watch the points at the destination increase until finally it turns into an urgent timer and runs out, giving you a game over. The game doesn’t have an official goal and the end of the levels, rather you keep playing until you get a game over, this is a game mode called classic mode, and there are 2 more. Endless mode, which was introduced in a free update, is like classic mode minus the ability to get a game over, so you can build your city for as long as you want. And expert mode, which was added in the same update, makes the game more challenging by making placements permanent, unlike classic where you can rearrange them. It also has its own leaderboard compared to classic, so people are able to compete on both skill levels. [4]
Visuals & Sound
Switching focus to the art style, it is very pleasing on the eyes and doesn’t bombard you with visual noise. A lot of the UI and sounds are reused from Mini Metro, so that could make this game stand out a bit less. Elements such as roads and cars are made of simple, flat designs, and are consistent. Some elements however do cast shadows, which help them to contrast and stand out against the ground such as motorways, which overlap everything else, so having a shadow underneath it helps to be more noticeable and adds some depth to otherwise flat imagery. The game includes both a light and dark mode setting, which is extremely handy to have if playing at night as it will reduce eye strain, plus some people just prefer it, so it’s nice that it is an option. The whole game has a nice minimalistic visual style to it, which helps to justify the games age demographic.
The official age rating of the game is 4+, however that only considers how appropriate the content is for younger audiences, and not skill level or challenges. So therefore, going by the genre of puzzle and strategy, we can determine that the player base is around the 12-40 mark, as these are the ages that most commonly play these types of games on computers and phones. [5]
Following this is the sound design, which I’m happy to say is excellent. It follows the same principles of Mini Metro in that it is very calm, atmospheric music that puts you in the zone. Everything that can be interacted with makes a sound, which is pleasant, and there are even some little details which snuck in too, for instance on the level select screen if you change the screen mode from light to dark, or vice versa, then you’ll realise that on maps such as London, then the train in the background changes pitch, higher for light mode, and lower for dark, which I thought was a neat inclusion. Pin markers that appear above destinations make small audible noises that, too be honest, blend in with the background music and other sound effects, so unless your paying attention to the destinations anyway then you might not realise that suddenly you need to get more cars to the goal. Sticking with pin markers, if you fail to get cars to them in time to balance them out, them more will begin to appear, and eventually a timer will appear and begin flashing. This is accompanied by sounds that are urgent and require the players attention, the flashing on screen is also a good indicator as for some people audio may not be an option for them. 
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Final Thoughts
Overall, I had a really good time with Mini Motorways, the replay value is a standout as with the inclusion of online leaderboards there’s always room for you to improve your score. The gameplay is addictive and can turn into a real challenge the further on you play. The visuals and sounds are pleasant too, being nice and simple for all ages to enjoy looking at, and the sounds are fun and pop, with every little thing you do making some sort of sound effect (if you don’t like this however you can mute it in the options).
However, although there are some key highlights to this game, there are also some downsides too. One of the problems I had when playing included the game overall feeling very samey. Once you’ve played one level, you’ve pretty much played them all, minus some small differences like adding a river, or a train crossing. It’s fun to play for a little while but after you finish a level you don’t really have much reason to jump back in straight away. Another issue I had was that there was a lot of downtime between waiting for new elements to appear. As stated earlier, the in-game days last roughly 1 minute which is quite a while to wait and especially in the early phases of the level you really feel it tick by. I also mentioned earlier that if click on the clock then it gives you some controls, one of which being able to speed up time. This however isn’t as simple of a fix as you would think, as 1, everything now moves double speed, including the markers at destinations, meaning that if you’re not able to keep track of the cars quick enough then you have less time now to react. And 2, this function of clicking on the clock to show controls isn’t actually explained in the tutorial, it’s something that you generally figure out yourself which I wasn’t too fond of. The art style was another point I wrote in my notes, as while yes it does look nice and tidy, it also gets bland very quickly. There’s nothing that really pops about this art style, it feels like I’m looking at a map of a motorway on a GPS, which I get was probably the intention, but sometimes final decisions aren’t always the best ones, at least in my opinion. And one other thing to mention is polish, and bugs. For the most part I had no issues when playing, however it wasn’t flawless, for example, there was a congestion on one of my roads, so the car at the front stopped as well as all the cars behind, however once the congestion had cleared the car at the front didn’t move again, not for another 10 seconds at least, which basically killed my run as more and more makers were appearing and the cars stuck behind the non-moving one couldn’t go around it. But this only happened once and never again, for reference I was playing the steam release on PC. 
To conclude this review, I highly recommend you play this game for yourself, it is fun and addictive to play when you’re starting to get bored of everything else, it’s the kind of game that you can just switch off and relax, listening to the ambience and enjoying the visuals. It is available on Steam for £7.19 but often goes on sale for £5.75, and mobile via Apple Arcade. I give this game, an 8/10 “Great”.










Bibliography 
[1] Wikipedia Contributors, “Mini Motorways,” Wikipedia, Sep. 08, 2025. https://en.wikipedia.org/wiki/Mini_Motorways
[2] D. Polo Club, “Mini Motorways - Dinosaur Polo Club,” Dinosaur Polo Club, Aug. 26, 2025. https://dinopoloclub.com/press/mini-motorways/ (accessed Jan. 12, 2026).
[3] Fusionlit Games, “MINI MOTORWAYS - Full Game All Levels [4K 60FPS] (No Commentary),” YouTube, Feb. 09, 2023. https://www.youtube.com/watch?v=GKqlRgPVmM4 (accessed Jan. 12, 2026).
[4] A. Ashraf, “Mini Motorways The Endless & Expert Update Adds Two New Modes,” Gamer Matters, Oct. 26, 2022. https://gamermatters.com/mini-motorways-the-endless-expert-update-adds-two-new-modes/ (accessed Jan. 12, 2026).
[5] OpenAI, “ChatGPT,” chatgpt.com, Sep. 12, 2025. https://chatgpt.com (This portion of text was provided by ChatGPT, as there were no sources available: “Primary demographic (core players): Likely teens to adults (~12–40). Strategic and city-planning aspects appeal to older teens and adults who enjoy casual strategy and simulation games. Many players on Steam and communities discussing high scores or optimization tend to be older teens and adults.”)



image1.png
Q

Mini Motorways’




image2.png
@)




image3.png




