
Tigger Hu --- Final Project Statement 

 

Context 

We love the city we live in, and we enjoy its beauty and whimsy. However, life moves quickly, and traffic 

congestion becomes universal issues, especially in megacities. In the US alone, people average spend 

50 minutes on commuting every day. Imagine when you are sitting in your car after an hour of commute, 

that reality looks really different, nothing makes this time worth living. It is absurd that we created cars that 

can reach 130 miles per hour, but we now drive them at the same speed as 19th century horse carriages. 

It is clear that the stagnant transportation ecosystem we have today will not work tomorrow. Now, we need 

sort of leap in thinking to create a healthier, economical resilient and environmentally sustainable city and 

a viable future for people that are alive today, and especially for those who haven’t been born. 

 

 

Trends that shape this reality, and how we might get there 

Marketing Trend: On-demand Economy. 

With the development of technology, the world is connected. Life becomes easier, people become lazy, 

they just click the mouse in their hand or tap a couple of buttons on their mobile phone, service is coming 

to them. Because they are used to this kind of on-demand economy, everyone wants “door to door journey” 

in transportation. Everyone drives personal car so that lead to a lot of traffic congestion. 

 

Economic Trend: Sharing Economy. 

Need a car? No need to buy one, hire one from Car rental company, or just pull out your phone, tap a 

couple buttons and call for a Uber. Vacationing in San Francisco and need a place to bunk out for the 

night? No problem, rent someone’s extra bedroom via Airbnb. The Sharing economy is a sustainable 

economic ecosystem, which allows people access to things you don’t want to buy or own, is bustling with 

activity. Because of this consciousness and the popular of sharing platforms, accessing cars more than 

owning one. 



Social Trend: Green Economy. 

People’s perception is shifting, more and more people realized that green products and services are 

increasingly important to the global. In transportation, people want to show their personal identity through 

the transportation they have because of the social impact (they share their tracker steps in social media), 

people tend to use more greener transportation since the social incentives (Case study: Pokémon Go). 

 

Describe how your artifact, system, interface, &c. connects various systems in this 

context 

During the trend analysis and secondary research phase, I found people realized that we have big traffic 

congestion and it may cause a lot of heavier issues in the future, they are willing to use greener modes of 

transportation and green products due to many reasons. However, life moves quickly, everyone wants to 

use least amount of time from point A to point B, so they still sit in their cars and drive alone when they 

going out, they have been fighting against their laziness and consciousness all the time. Even though 

people are willing to use less personal cars, they are still very hesitant to make daily transportation 

decisions. 

 

That’s why I created this redemption RPG game. The mission of this game is to create reflections of 

people daily transportation decisions, and conceptualize an efficient and elegant transportation system. 

This game involves rolling dice and map exploration with different goals by selecting different assignments, 

the game ends when a player completes it. There are many engaging rules in this game. For example, 

unlike other games, the number of dice you roll is based on the modes of transportation you choose. 

Driving a personal car would be faster (three dice), but people encounters more stops as the result of all 

the traffic, each time people choose to use a car, air quality for the whole city worsens. After several 

rounds people use the personal cars, the screen becomes dark, players can’t see anything on the screen 

and they have to stop for the punishing of using it. Biking or walking might be slower (one dice), but people 

can get benefits for using it, they won’t encounter stop and they also can unlock shorter routes than using 

public transportation or personal cars. 



People can play the board game with their friends, or just with themselves by wearing a virtual reality 

headset that gives them a fully immersive experience and haptic feedback as they make decisions on the 

street. They also can switch between cities or selects different assignments in the game settings to 

experience living in different cities and having different careers. This redemption game is everyone’s 

private reflection tool. By presenting real world impacts of our transportation choices in a playful way, the 

game helps us visualize the consequences of our actions beyond what we can imagine. To transfer the 

long-term harm to short-term feedback, people reflect themselves after playing it. The next day when they 

going out, they might ask themselves: Do I have to drive my car? How about use more greener 

transportation? The greener lifestyle probably becomes a new kind of currency someday. 

 

 


