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Minecraft and Streetworks, Why? 
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Minecraft and Streetworks, Why? 
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Education 

Our Game allows 
children to learn all about 
Street and Road in a fun 
and engaging way to 
retain knowledge 

Careers 

The game shows the fun 
side of the industry and 
will raise awareness of 
what the sector does for 
the next generation 

Active 
Travel 

The game has been 
designed to promote 
cycling and walking 
which is good for 
children's health and 
well being



Educating Children around ED&I 
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It was important that we had a game that could be used by all. As part 

of our drive for an inclusive industry we ensured that we included.

• Female Engineers on site, to promote STEM and opportunities 

within the industry.

• Characters with Site loss- Part of this game included building a 

walkway for a student who is Blind

• Characters why use a wheelchair- We have added in this character 

to make children more aware that not all people can pass around 

sites quickly and may need assistance 

I’m sure my council colleagues are now thinking how about giving this 

game to some of our operatives to teach them !!



Our  Amazing Game Designers 
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Children's event  -  London storyboard results
After the various learning discussions and game play we facilitated with stickers and pens to a session for children to create their own game ideas!

1. The player leaves their house to make their way 
to school.

2. On the way to school, the player notices some 
danger in the road!

3. The road has been damaged and there is a hole 
in it. It looks like it was done by a creeper. (A 
creeper is a Minecraft monster that will self-
destruct when near players)

4. The player notices a pedestrian has been injured 
decides to help them. They ask the player to 
make the road safe again so no one else can get 
hurt.

1. The player is walking along the roadside and 
they accidently fall into a hole in the road. There 
was no signage warning them!

2. They land in the sewers and notice other things 
that have fallen through the hole, such as cars, 
old signage, and more.

3. The player makes their way through the sewers 
by completing a parkour task.

4. They hear a sound… who could it be?

5.  They follow the sound and find an engineer 
working. The engineer offers to help.

6.  The engineer teaches the player all about 
Streetworks and provides them with various signage 
and barriers to use.

7.  The players exit the sewers and place the correct 
signage around the hole using the knowledge 
they’ve gained from the engineer.

8.  The road is now safe for public use and the player 
is rewarded with points and cool items

5.  The player learns about Streetworks so they will 
be able to place the correct signage.

6.  The player places the correct signage around 
the damaged road to make it safe for public use.

7.  The player continues on their walk to school and 
see their best friend. They tell them all about the 
stuff they have learned around Streetworks.

8.  And they have an amazing day at school!G
ro
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First trial rollout at Richmond school
First rollout took place on Monday 15th of January. 

• We presented to 360 children over two school assemblies!
• The enthusiasm from our team and the children was outstanding.
• Miss Moneypenny Headteacher commented, “I am so pleased our school was chosen to launch the educational Minecraft game. It’s 

definitely a different way to engage children in safety around roadworks.  Our pupils were very excited to try the game as soon as possible 
and had lots of questions form Cadent.”

• This was a pilot session which has resulted in a whopping 180 children engagement and an 35% increase in learning about travelling 
responsibility around StreetWorks.

• The successful pilot set the example for the rest of replacement programme engagement around 179 schools, covering more than 44,000 
children over the regulatory period.



First trial rollout at Richmond school



The process to access the game via Cadent game store



Ideas for children engagement delivery
There is an opportunity to build school engagement through current TfL engagement channels.

Opportunities
• To roll out access through the Travel for Life school network.
• Promote module to children and families who visit the London Transport Museum.

Benefits
• Increased awareness around Street works/Highways works in regard to Safety, which dovetails with TFLs 

drive to reduce the number of incidents arriving from Street works/Highway works.
• Better understanding of why utilities undertake work and the importance of stakeholder collaboration.
• Interest in STEM subjects. Engagement with the next generation of engineers, thus increasing the level of 

engagement and recruitment within this sector, as there is an inherent risk around age profile.
• Increased awareness about benefits of Active travel  including climate change reduction & improvement to 

child’s health and wellbeing
• Learning about how demographics will be affected in different ways i.e., wheelchair user, blindness, elderly & 

young, etc.
• Adults learn through children.



Q&A
A time for any questions
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