Annex A

Shortlisted Teams for Transport Future Game Design Competition

A total of 12 teams were shortlisted for the Transport Future Game Design
Competition, and their proposals are outlined below.

2 Overall, the winning proposals showcased innovative thinking, a strong
appreciation of transport trade-offs, and creative approaches to engaging Singaporeans
in conversations about the future of land transport. LTA will explore opportunities to
further develop selected game concepts for future public engagements.

3 Team Vango Vroom from Nanyang Girls High School, Team KC Conservers
from CHIJ Katong Convent and Team Moving Forward from Junyuan Secondary
emerged as the top three teams in the Secondary School category, while Team Edgy
Future from Ngee Ann Polytechnic, Team Ctrl+Escape from Hwa Chong Institution
(College) and Team Bus MRT Walk from National University of Singapore were
recognised as the top teams in the Tertiary/IHL category.

4 In the Secondary School category, Nanyang Girls High School’s proposal stood
out for its stakeholder mechanic, which places players in the shoes of different groups,
such as wheelchair bound elderly, to collaborate and compete in responding to real world
transport needs and challenges, reflecting the complexities of transport planning through
tactile, interactive and engaging gameplay.

5 In the Tertiary category, Ngee Ann Polytechnic’s proposal of a tabletop
discussion game where players play as a transport planning team to address diverse
transport problems and scenarios. The game stood out for its strong and impressive
coverage of transport challenges, constraints, and considerations. The games uniquely
reveal how different allocations of limited budget and space may lead to diverse
outcomes, and encourages players to reflect on how transport plans may lead to differing
outcomes for different groups.By mirroring Singapore’s planning constraints such as
budget and space, the gameplay uniquely reveals how transport decisions may lead to
diverse outcomes for different groups, encouraging greater civic empathy among
potential players.

6 In addition, three special awards were presented to recognise excellence in key
themes of transport planning and game design. The Sustainability Champion Award
was awarded to Ctrl+Alt+DeLTA from National University of Singapore and National
Technological University for best demonstrating how transport solutions can balance
mobility needs with environmental sustainability. The Inclusivity Design Award was
awarded to Team Siemens from Hwa Chong Institution (Secondary) for thoughtfully
incorporating the perspectives and needs of diverse commuter groups, including those
who may face greater mobility challenges. The Inclusivity Design Award was awarded
to Team Siemens from Hwa Chong Institution (High School) for thoughtfully
incorporating the perspectives and needs of diverse commuter groups, including those
who may face greater mobility challenges. The Best Gameplay Experience Award was
awarded to Team Outset from Saint Andrews School (Secondary) for creating the
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most engaging, immersive and effective game experience in communicating the
complexities of transport planning.

Secondary School Category

S/N [Team Game Proposal Summary

1. Siemens Ripple is an urban planning decision game set across real
(Hwa Chong Institution Singapore neighbourhoods, where players observe a
(High School)) street scene, choose from three policy options, and watch

the consequences ripple across the community — with no
ability to undo their decisions.

Each round features five linked scenarios where every
decision directly shapes the next, tracked across five
impact dials covering efficiency, liveability, cost, inclusivity,
and environment.

The game concludes with a personalised "2040 Slow
Scroll* that narrates the human consequences of the
player's specific choices, making the real costs of transport
trade-offs viscerally felt rather than merely understood.

2. Outset The Balancing Act is a strategic board game for 2—4
(St Andrew's School players aged 12 and above, set in Singapore 2050, where
(Secondary)) players take on the role of a Lead Transport Planner

designing a high-density neighbourhood using modular
transport tiles — roads, cycling paths, and pedestrian

overlays — within the reality of limited land.

Players draw mission cards, navigate event and conflict
cards inspired by real commuter challenges, and test
their network using four archetype meeples representing a
student, wheelchair user, caregiver, and active senior.
Every decision is tracked across a PLACES Evaluation
Tracker and an Efficiency vs. Empathy Dashboard,
reinforcing that the best transport solution is not always the
fastest, but the one that balances competing needs fairly.

The game was developed from original commuter
research, with every symbol, tile, card, and
meeple conceptualised and illustrated by the team.

3. Transport Masters Transport Tycoon is an interactive role-playing board game
(Swiss Cottage Secondary | for 3—6 players aged 12 and above, set in Singapore 2050,
School) where players take on commuter archetypes — such as

students, elderly, drivers, and cyclists — and debate real
transport issues to earn tokens on a 50-square board.

The core mechanic centres on debate: landing on a debate
square triggers players to argue opposing views on a real
transport issue card, with other players acting as jury to
decide the winner. Challenge squares test players'
knowledge through quizzes, while wild cards provide
strategic advantages.
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Through debating, voting, and navigating competing
commuter perspectives, the game aims to build empathy,
critical thinking, and civic literacy around Singapore's
transport planning challenges.

'Vango.Vroom
(Nanyang Girls High
School)

Bridge Builders is a physical board game for 2-5 players
where players act as transport planners building
connections across arandomised hexagonal map of
Singapore 2050, purchasing and placing train tracks,
roads, park connectors, and walkways along district edges
while balancing Sustainability, Satisfaction, Accessibility,
and Safety scores.

Each player holds a secret stakeholder role card — such
as an environmental advocate or wheelchair user — that
shapes their decisions, particularly during crisis rounds
where players must collectively discuss and vote on
responses to real-world challenges like MRT breakdowns
and flash floods. The player with the most achievement
points at the end wins, rewarding those who make the most
thoughtful trade-offs in building a transport system that
serves Singapore's diverse communities.

Moving Forward
(Junyuan Secondary Scho
ol)

Move SG 2050 is an educational board game for students
aged 13-18, set in Singapore 2050, where players take on
character profiles — such as an elderly man, a wheelchair
user, a pregnant woman, and a student — and race to
travel across four Singapore towns and return to Tampines
while managing time, budget, and carbon footprint.

Players choose between five transport modes (MRT, bus,
cycling, walking, and PHV), each with different costs, travel
times, and carbon emissions, and must navigate booster
and mystery cards representing real-world transport
events. The winner is the player who best balances the
least time used, most money remaining, and lowest carbon
footprint — reinforcing that sustainable and inclusive
transport choices collectively shape Singapore's future.

KC Conservers
(CHIJ Katong Convent)

Build a 2050 SG is an online city planning simulation game
on Roblox, set along a fixed street corridor in Singapore
that players experience across both 2020 and 2050.

Players take on the role of an urban mobility planner,
allocating limited road space between car lanes, bus
lanes, cycling paths, pedestrian walkways, green buffers,
and PMD zones — with the catch that the street width
never grows, so every choice takes space from
somewhere else.

After planning, players hit "Run Day" to watch how their
decisions play out for three archetypes — a child, an
elderly PMD user, and a working adult — with scoring
based on achieving acceptable outcomes for all, not
perfection for one. Across five levels of increasing difficulty,
from a quiet residential street to full peak-hour chaos with
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budget constraints and climate events, the game makes
the trade-offs of Singapore's car-lite vision tangible and
personal.

Tertiary Category

SIN

Team

Game Proposal Summary

1.

BBB
(National University
of Singapore)

Making Way is a board game inspired by everyday
commuting experiences in Singapore, designed for 3-6
players aged 10 and above, where players take on unique
commuter personalities, build bike lanes and bus stops,
navigate transport disruptions, and race to be the first to
make it home.

The game explores two key themes - the trade-offs behind
transport infrastructure decisions, and inclusivity in
transport design. It stands out by focusing on the
perspectives of different commuters and the impact of
transport infrastructure on their daily journeys, encouraging
players to consider challenges beyond their own
experiences.

By experiencing these decisions firsthand, players gain a
better understanding of the challenges and dilemmas
involved in creating an accessible and efficient transport
network in a land-scarce space like Singapore.

Bus, MRT, and Walk
(National University
of Singapore)

Station: 2050 is an online urban planning game designed
for all ages, where players are placed in the shoes of
Singapore's urban planners and tasked with connecting
MRT stations to surrounding buildings and parks in
a neighbourhood.

Set around real Singapore MRT stations to create a sense
of familiarity, players must strategically place various path
tiles - such as footpaths, bus lanes, and cycling paths -
while  balancing scores across the PLACES
framework (Pleasant, Legible, Accessible, Connected,
Eco, Safe).

The game challenges players to navigate real-world
planning trade-offs such as land constraints, cost versus
comfort, and inclusive design, with random events
requiring them to constantly re-evaluate their priorities. The
team has developed a fully playable web demo, accessible
on desktop, tablet, and mobile, with two levels and a guided
tutorial.

Ctrl+Alt+DeLTA

(Mixed

team — National University
of Singapore & Nanyang
Technological University)

Transport Tycoon Singapore is a multiplayer tabletop
strategy game set in a near-future version of Singapore,
where players collectively navigate a Singapore-inspired
map and make strategic transport decisions across cycling,
MRT, bus, and private vehicle networks.

Players collectively redesign Singapore's transport future
through a series of decisions, challenges, and trade-offs,
using a map-based board, character roles, transport
routes, scenario cards, and task cards to respond to
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transport planning pressures. Each player draws a role
card, a location card, and four task cards, with each role
having a unique KPI and superpower tied to its character.
Different transport modes earn different chips —
accessibility, efficiency, connectivity, or sustainability —
and the best route is not always the fastest one, as players
must balance movement, tasks, and chip goals.

Targeted primarily at students aged 13-18 and families,
the game aims to educate players on the real-world trade-
offs involved in building a cohesive and inclusive transport
ecosystem for Singapore's future.

The ICK
(Jurong Pioneer Junior
College)

Shuffle City is a single-player, open-ended city-building
and management simulation game that focuses on the
transportation system and managing how people move
around, closely tied to LTA's vision of building a transport
network that is dense and well connected across
Singapore.

Players design a city with good incorporation of different
modes of transport, constrained by real-world restrictions
such as land scarcity, private or preserved land, safety
rules, budget, and disruptions — simulating the genuine
obstacles faced in transport planning. The online game
features coins, a satisfactory level, and a capacity level as
core mechanics, with players choosing a starting town and
progressively unlocking adjacent areas as their satisfaction
levels grow.

The game is complemented by a physical
event component held at MRT stations, where players can
scan codes to earn in-game rewards, provide feedback,
and learn about the transport planning process in an
engaging, real-world setting.

Ctrl+Escape
(Hwa Chong Institution
(College))

Transfer Point is a browser-based single or multiplayer
strategy game set in Singapore from 2025 to 2049, where
2 to 7 players take on the roles of seven different
Singaporean commuters — a retiree, a manager, a
student, a wheelchair user, a gig worker, a car driver, and
a hawker — and must negotiate competing transport
priorities under a limited budget of $28 billion.

Each round spans three years, with players drawing from
20 real Singapore-inspired policy cards, debating their
merits, and voting on which to fund, with every decision
creating winners and losers across the seven commuter
groups. The game features a bus rationalisation mechanic
that simulates the real-world tension of withdrawing bus
services when new rail lines open, as well as an
environmental score as a second win condition.

Victory is only achieved when all seven commuters reach
60% happiness by 2049, ensuring that no group is left

Page 5 of 6




behind — embodying the principle that a successful
transport system must work for everyone.

Edgy Future
(Ngee Ann Polytechnic)

Transport Future is a tabletop discussion game designed
for post-secondary students (Poly, ITE, JC, and University)
that puts players in the role of a transportss planning team
in present-day Singapore, making difficult
decisions across 25 scenario cards drawn from real
commuter challenges.

Players are given a shared pool of 30 budget points and 15
space points — mirroring Singapore's reality of financial
capacity but land scarcity — which must be allocated
across eight scenario decisions affecting six distinct
commuter groups: students, working adults, families with
young children, environmental groups, active seniors, and
persons with disabilities. A consequences booklet reveals
how each decision impacts every commuter group, and a
voting mechanic drives group discussion and consensus.

The game aims to build civic empathy by making invisible
trade-offs visible, reinforcing the key Ilessons that
resources are finite, no perfect answer exists, and inclusive
transport requires deliberate choices — concluding with a
guided debrief that turns the gameplay into a real civic
conversation.
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