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1. Introduction 7 
Localities have been considered as a major urban planning factor in Tokyo since the city’s 8 

efforts in decentralizing its population and its power began in the 1990’s. In purview of cardinal 9 
theories about regional planning1)2), we propose that disclosing attractions of a typical local lifestyle 10 
should contribute in capturing the essence that redefines the overall robust development contexts 11 
aspired for in urban and regional planning. 12 

However, it is not easy to survey the attractions in lifestyle of local residents. This is because 13 
even if we carry out surveys in the form of questionnaires, interviews, or workshops, it is difficult to 14 
ascertain whether people who actually live a local lifestyle which is attractive to the visitors get 15 
covered in these surveys. 16 

Perhaps, as people's lifestyles become more attractive, they become more bored to allot time 17 
and to participate in surveys presented to them. It is in this regard that we propose that to attract 18 
respondents used to “attractive lifestyles", the survey should become attractive, too. It is in this 19 
context that we tried to create an attractive survey format by using the power of gamification. 20 

As the case study, we designed the "Lifestyle Reversi" board game, which is a reinterpretation 21 
of the "Reversi" game popular in Japan. In connection with this, we conducted a trial survey by 22 
holding an event to play "Lifestyle Reversi". About the rule of the original "Reversi" game where 23 
“Lifestyle Reversi” is based upon, please refer to wikipedia3). 24 
 25 
2. The rule of "Lifestyle Reversi"  26 

The rules of "Lifestyle Reversi", as influenced from 27 
the original “Reversi” game, is simple and easy to 28 
understand. There are only three differences between 29 
Lifestyle Reversi and original Reversi. 30 

First, each player will use sixteen “marked disks” in 31 
addition to normal disks. On the surface of these marked 32 
disks, sixteen major symbols of places and facilities in the 33 
city are drawn (Fig.1). Before starting the game, each 34 
player chooses three favorite places and facilities in the city as represented in particular marked 35 
disks, which means that these marked disks represent their three favorite areas in the city.  36 

Second, they play Reversi using the marked disks which the players chose. However, unlike the 37 
original Reversi, in this game, the winner is not decided by the majority of light or dark colored 38 
disks reflected on the board; rather, the player who got more of his or her chosen marked disks 39 
showing its head side on the gameboard surface wins. 40 

Third, the winner is entitled to ask the loser “what and where the place or facility you 41 
recommend is”. The loser is required to explain what is attractive about it to the winner. In these 42 
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Fig1. Example of 16 city symbols     

     pictures marked on disks 
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processes, the winner and loser can learn the attractive place which the loser knows about, as well as 1 
a particular lifestyle preference at the place discussed. 2 

Repeating this game increases the amount of information about attractive places in the region. 3 
One can create a special map which explains what is attractive in the region by showing the chosen 4 
facilities or places on a map. Also, proponents of this game can analyze differences and find some 5 
tendencies about the kind of marked disks which are chosen, as well as the character of the place 6 
being talked about depending on player’s status such as sex, age, or occupation.  7 
 8 
3. Experiments of playing games 9 

A trial event among inhabitants in Mito City was held last March 23rd 2014, where “Othello” - 10 
one kind of “Reversi” - originated from. Mito City is one-hour train ride aboard the limited express 11 
from the center of Tokyo and has about 300,000 people in population; with an official policy to 12 
spread “Othello” which deemed Mito city as a conducive place for this research project to be 13 
initiated upon. 14 
 15 
4. Results & Next steps 16 

As a result of the abovementioned trial event, we acquired some knowledge. First, we got a lot 17 
of information not only because the winner gave a question to the loser, but also because even the 18 
winner and the audiences spontaneously talked about their favorite places due to the better 19 
atmosphere provided by the exciting game. On the other hand, there was a need to give some 20 
incentives for positive participation such as a present for the winner because some prospective 21 
players refused to play. And some players wanted to introduce themselves to get friendly with each 22 
other before the game, not suddenly starting the game. There was a tendency that eating places such 23 
as restaurants and coffee shops, as well as green spaces and parks were often mentioned. Although 24 
most of them are located in suburban areas and inconvenient in terms of traffic, they were said to be 25 
worthy of going by driving a car for several minutes. And if there is especially no limitation on the 26 
place of the favorite place they are supposed to explain, players often introduced remote places from 27 
where they live. For example, some players talked about how the railways or stations are attractive 28 
even though they are located in the countryside. And others explained about images of places which 29 
do not exist presently. They were not perfectly satisfied with their current circumstance of daily life 30 
and when they learned that we study urban planning, they requested us to newly make some places 31 
they would like. 32 

On the other hand, some players did not express any interest in this two-way board game even 33 
if we made much effort. Some of them tried to stop the game when they became about to lose, and 34 
others required to make a new game which they play not inside but outside with some physical 35 
exercise. And some others requested us to improve the game so that they can play on their PC or 36 
smart-phone without carrying the board. Also, some symbols which show the place or facility are 37 
difficult to recognize. These are the challenges to improve the game more. 38 
 39 
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