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Abstract

The Japanese government is aiming to realize three dimensional
transportation systems centered on so—called “flying cars” by the early
2020s in order to resolve transportation-related issues such as traffic
congestion.

In order to implement this ambitious goal, acceptance and receptivity
from society is crucial, as is continued technological development of air
mobile vehicles equipped with electrically - powered vertical
take—off/landing gear, infrastructure readiness and business feasibility.

The objective of this study was to develop a game which could reveal the
functional requirements to increasing social receptivity towards flying
cars. There are numerous simulation and gaming tools which have consensus
building as their ultimate goal. However, the majority of these focus on
the decision making process itself (such as how information is offered and
communication methods) and do not necessarily aim to produce ideas and
requirements needed to solve specific problems.

To begin our game development, we referenced the game “Consensus building
games over wind—power generation” . This game featured multiple divergent
stakeholders and focused on building practical consensus on a set issue.
To improve the rate at which ideas were produced, we imbedded a unique
mechanism where participants were encouraged during discussions to modify
specifications for the proposed operations of a flying cars, such as noise
mitigation measures, to try and effectively reach a consensus.

Once game development was completed, we played it seven times with five
technology experts and 30 local citizens and public servants living in the
target cities of Sapporo, Yokohama, and Nagasaki in Japan.

A total of 21 ideas and requirements to improve social receptivity towards




the flying cars were successfully produced through game discussions and
observations of experiment participants. Post—experiment interviews with
participants also established the most effective mechanisms and

specification changes through which to successfully establish consensus
and generate new ideas. In summary, we concluded that the game developed

was a valid mean through which to fulfill the objectives of this study.
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