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Technology Roadmap
Helps facilitate exploration of preferable 
technology futures for ageing societies.

The extended Technology 
Roadmap document 
provides a reference when 
you want more information 
regarding one of the 
technologies.  

Including the expected 
timeframe to be realised, 
and the associated design 
and policy issues.
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Design

Following the aforementioned enhancement model for the 
development of mainstream digital technologies [Parra 2014], 
Generative AI has considerable potential for transforming a 
range of applications, especially where personalisation and 
personalised recommendation are the basis of providing new 
value [Dove 2017]. Applications that use ‘lived experience’ 
for learning should be more bene!cial to older people than 
their younger counterparts, because of their greater ‘lived 
experience’ from which to train and interact with Generative 
AI. For example, in healthy living paradigms, Generative 
AI could  be used to develop personalised treatments and 
treatment plans, in which greater ‘lived experience’ could 
improve treatment.

4.5  GENERATIVE AI
Generative AI uses a type of 
Deep Learning called ‘generative 
adversarial networks’ to generate 
new outputs based on training data. 
Unlike traditional AI systems that 
are designed to recognise patterns 
and make predictions, Generative AI 
creates new content in the form of 
images, text, audio, and more [Houde 
2020]. Therefore, it can create new 
images based on existing ones, such 
as creating a new portrait based on a 
person’s face or a new landscape based 
on existing scenery. Similarly, it can be 
used to write news articles, poetry, and 
even scripts, as well as provide language 
translation. Also, it can also generate new 
music tracks, sound e"ects, and even 
voice acting [Stokel-Walker 2023].
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Policy  

Generative AI systems will be capturing, re!ecting, and 
amplifying aspects of society. So, policymakers must 
mandate safety where possible and technically feasible. 
The ‘black box’ nature of underlying Deep Learning is 
particularly acute, in which a user knows the prediction 
made, but the process through which it is made is often 
too complex to understand [Rudin 2019]. Since a system 
cannot be fully safe or unbiased for all groups of peoples, 
especially older people based upon past technology 
design and algorithmic bias. Furthermore, there is no 
clear standard for when Generative AI would be safe for 
broad public release, so further continuous discourse of 
all relevant parties should be a policy priority [Solaiman 
2023]. 

 



The Cards
The cards are to facilitate exploration of preferable 
technology futures for ageing societies.

TECHNOLOGY: Emerging technologies 
significant for ageing societies. 

FUTURE: Possible, preferable and other future 
scenarios to be considered for ageing societies. 

PERSON: Older people from our ‘lived 
experience’ research. 

ENVIRONMENT: The potential places these 
emerging technologies will be used. 

STEREOTYPE: Common ageist tropes and 
stereotypes, to help move beyond them. 

The cards provide a tool to create scenarios to 
explore possible and preferable futures to be 
better prepared for them. A number of ‘games’ 
are suggested to help you.
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WHO 
ARE THE 
USERS 

?

A

A

WHICH 
FUTURE

?

A

A

WHAT    
TECHNOLOGY 

?

A

A

(WHERE) 
ENVIRONMENT 

?

A

A

Ace Cards
Questions 

These cards represent the questions for 
their respective suits, binding the 
observations (number cards) and insights 
(picture cards) to the question (suit). 

TECHNOLOGY: What emerging 
technology? 

FUTURE: Which future scenario? 

PERSON: Who are the users?  

ENVIRONMENT: Where will they use the 
technologies?



Number Cards
Observations 

The number cards consist 
of observations of their 
respective suits (questions), 
and so enable the 
construction of narratives. 

The construction of 
unfamiliar scenarios 
encourages exploring 
different futures.

Assisted Living

More support than sheltered 
housing, with tasks such as 
washing and dressing, still 

allowing independent living.

4

4

Fourth                            
Industrial Revolution

Largely defined by             
automation in every aspect 

of human existence.

10

10

Divorced, works part time, 
lives alone, ethnic minority 

(south east Asian).

“Technology is used to 
enhance my day to day life.”

Keen On Tech

8

8

Augmented Reality (AR)

Adds to the real physical 
world with digital visual 

elements, facilitating 
virtual participation.

6

6



Picture Cards
Observations 

The picture cards indicate 
insights to their respective 
suits (questions), to 
facilitate deeper 
understanding of 
narratives.  

These insights can 
therefore help to inform the 
effectiveness of scenarios. 

Beyond medical products at 
points of crisis to aspirational 

age inclusive design. 

Beyond Medical

J

J

Amara’s Law

Overestimating the short 
term impact of technology, 
while underestimating the 

long term impact.

K

K

Older age group is the most 
diverse, ranging over 40 

years, and with the greatest 
intra-group differences.

Diverse            
Functional Capacity

J

J

 Supporting participation 
and social inclusion. 

Age-Friendly Community

Q

Q



Your Cards
Blank number cards

Each suit has a blank card (2) 
to help explore aspects of 
particular interest.  

We suggest looking at the 
other cards in the suites 
before completing the blank 
cards. 

Example areas of interest 
are shown.

[Own Technology]

2

2

[Own Future]

2

2

[Own Grand/Parent]

2

2

[Own Environment]

2

2

Robot Dogs

Future Self

(30+ Years)

Multi-Lingual

Environment

Universal HIGH

Income

[Own Technology]

2

2

[Own Future]

2

2

[Own Grand/Parent]

2

2

[Own Environment]

2

2



Games
Explore scenarios

The games are based upon 
connecting observations and 
insights from the different 
cards that are drawn, weaving 
them into a narrative (story) 
about using emerging digital 
technologies in future ageing 
societies.  

Games are typically ‘won’ by 
constructing the most 
convincing narrative, as 
determined by all players. 
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Games
Explore scenarios

Games are best with 2 or 
more players, but can still 
be played individually to 
explore scenarios. 

When playing it is 
important to remember 
that there is no wrong way 
to play - every game is an 
opportunity to explore 
different scenarios.
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Tech-Future
Game

Pick a Technology 
card of interest, and 
then pick a Future 
card of interest.  

Next construct a 
narrative for the 
cards.  

Best narrative wins.
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Random Tech-Future
Game

Pick a random 
Technology card, and 
then pick a random 
Future card.  

Next construct a 
narrative for the cards.  

Best narrative wins. 
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One of Each
Game

Each player chooses 
a preferred card 
from each suit, from 
which they have to 
create a narrative.  

The best narrative 
wins.
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Random One of Each
Game

Each player is dealt 
a random card from 
each suit, from 
which they have to 
create a narrative.  

The best narrative 
wins.
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One of Each + Stereotype
Game

Each player chooses a 
preferred card from each suit, 
from which they have to 
create a narrative.  

Then replace the person card 
with a random Stereotype 
card, and explore the 
consequences to the 
narrative.  

Least damaged narrative wins.
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Top Trumps (Choose 3)
Game

Each player is dealt 5 
cards, of which they 
chose three. 

Players take it in turns to 
reveal their three cards, 
all at once, sharing their 
narrative for the cards.  

The player with the best 
narrative wins the hand.
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Top Trumps (Blind)
Game

Each player is dealt 5 
cards face down.  

Players take turns to 
reveal cards, in the order 
they were dealt, building 
a narrative with each 
turn.  

The player with the most 
succinct narrative after 5 
cards wins the hand.
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Tech vs Future [2 Players]
Game

One player starts with the 
Technology suit, the other 
with the Future suit.  

The Technology player 
reveals the top card, blind, 
and the Future player 
choses a card that sensibly 
answers the Technology.  

Players suggest narratives 
based upon both cards. 
Best narrative wins.
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Random Tech vs Future [2 Players]
Game

One player starts with the 
Technology suit, the other 
with the Future suit.  

The Technology player 
reveals the top card, blind, 
and the Future player 
choses a random card in 
response to the Technology.  

Players suggest narratives 
based upon both cards. 
Best narrative wins.
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Evolution
Game

Deal one card of each suit into 
the centre.  

The dealer tells this story.  

Players take it in turns to take 
a card from the deck, replacing 
the centre card of that suit and 
updating the story.  

This continues until a player is 
unable to continue the story.
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Pairs
Game

Deal out 8 cards to each player.  

Players take it in turns to form 
pairs of cards that make sense 
together.  

Upon successfully making a 
pair, as judged by all the 
players, discard those cards, if 
you can not make a good pair 
then draw a card.  

The aim is to lose all your cards.
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Getting Started
Tech-Future Game

Try playing the 'Tech – Future' game 
to start familiarising yourselves with 
the toolkit. 

Pick a Technology card of interest, 
and then pick a Future card of 
interest. Next construct a narrative 
for the cards. 

Refer to the Technology Roadmap 
document if you require more 
information about the technology, or 
inspiration regarding the associated 
design and policy issues.

Smart Robots

Autonomous artificial         
intelligence (AI) systems that 
can collaborate with humans.

10

10

Fourth                            
Industrial Revolution

Largely defined by             
automation in every aspect 

of human existence.

10

10
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Getting Started
One of Each + Stereotype

Next, try playing the 'One of Each + 
Stereotype' game to further familiarise 
yourselves with the toolkit.  

Pick a preferred card from each suit, from 
which to create a narrative.  

Then replace the person card with a random 
Stereotype card, and explore the 
consequences to the narrative.  

Least damaged narrative wins. 

Refer to the Technology Roadmap document 
if you require more information about the 
technology, or inspiration regarding the 
associated design and policy issues.
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