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㏆ᖺࠊᣢ⥆ྍ⬟࡞♫ࢆᨭࡿ࠼ᨻ⟇ࡸᴗ⤌⧊ࡢᡓ␎ࠊᏛ㝿ⓗ࣭㉸Ꮫ㝿ⓗࡢ࣒࣮ࢳ✲◊࡞㛵ᚰࡲࡀ

ඹࠊඹྠタィࡿࡅ࠾ࢫࣥࢼࣂ࢞ࠊ᪉୍ࡴ㐍ࡀࣥࣉ࣮࢜ࡢㄽᩥࡸࢱ࣮ࢹࠋࡿ࠸࡚ࡏぢࢆࡾࡲ㧗ࡍࡲࡍ

ྠไసࡢ㜼ᐖせᅉ࣮ࢱࢡࠊ࡚ࡋ㛫ࡢᐖ㛵ᚰࡸീຊࠊࡸࣉࢵࣕࢠࡢ▱㆑ࡸⓎゝຊࡢ㠀ᑐ⛠ᛶࡀᣦ

ࡿ࠸࡚ࢀࡉ㸦Ota & Steven 2018㸧ࡸࣉࢵࣕࢠࡢࡇࠋ㠀ᑐ⛠ᛶࢆ⦆ࡿࡏࡉ㐨ල࣭ᡭἲࣜࢩࠊ࡚ࡋ

ࢇୡ⏺ྛᅜ࡛㐍ࡀ㛤Ⓨ㛵ᚰࡢ㸧࣒࣮ࢤ࠺ᢅࢆㄢ㢟࡞ᐇⓗ⌧ࡢ࡞⟇㸦་⒪࣭ᩍ⫱࣭⅏ᐖᑐ࣒࣮ࢤࢫ

ࡔ㆑▱࡞Ꮫⓗ⛉ࠋ㸦Fabricatore & López 2012; Sadowski et al 2013; Coakley & Garvey 2015㸧ࡿ࠸࡛

ࠊࢢ࣑ࣥࢱࠊணᮇࠊࢢࣥࣆࢵ࣐ࠕࡢᮍ᮶ࠊ㸦Wildman㸤Inayatullah 1996㸧࠸⏝ࡶぬ▱ࡢࡃ࡞࡛ࡅ

῝ࠊ௦᭰ࡢసᡂࠊኚ㠉 㸦ࠖInayatullah 2008㸧ࢆᅗࣟࠊ࣒࣮ࢤࢻ࣮࣎ࠊ࣒࣮ࢤ࢜ࢹࣅࠊ࡛ୖࡿࡍ

 ࠋࡘᣢࢆᛶ⬟ྍࡢࡃከࡣ࣒࣮ࢤࢫࣜࢩࡿࢀࡉ࡞ᙧᘧ࡛ࡢ࡞ࣉࢵࣙࢩࢡ࣮࣡ࡢࡢࡑࠊࢢࣥࣞࣉ࣮ࣝ
ࠊࡋ㢟ࠖࣥࢨࢹࡢ࣒࣮ࢤࢫࣜࢩࡿࡍ㈨㸭㌿⾜⛣ࡢ♫࡞⬟ྍ⥆ᣢࠕࠊࡣᮏሗ࿌࡛࡛ࡇࡑ

ࡢ㏆ᖺࠊࡓࡋ࣐࣮ࢸࢆཧຍࡢࢫࣥࢼࣂ࢞✲◊ᮍ᮶≉ 2 ࠸ࠊ࠸⾜ࢆ࣮࣋ࢧࡢㄽᩥ㞟࡞せࡢࡘ

 ࠋࡿࡍㄆ☜ࢆᇶᮏⓗ㡯࡞㔜せࡢࡘࡃ
1 ࡢ⏬ཧീࡢᮍ᮶ࠊࡿࡅ࠾Journal of Futures Studies (vol.22 No.2 December 2017)ࠊࡣࡘ

2016ࠊࡣᮏ≉㞟࡛ࠋࡿ࠶㞟࡛≉ࡢ࡚࠸ࡘᐤࡢࢢ࣑࣮ࣥࢤ ᖺ 11 ᭶ 10 ᪥ࠥ11 ᪥ࡢ‴ྎࠊῐỤᏛ

࡛㛤ദ࣒࢘ࢪ࣏ࣥࢩࡓࢀࡉ"Gaming the Future(s): Pedagogies for Emergent Futures"㸦↫Ꮫᰯ

ࡿࡅ࠾ඹྠദ㸧ࡢ࣮ࢱࣥࢭ✲◊ᮍ᮶࣡ࣁ 10 ࡑࠊࡣ࡛⾲ᮏⓎࠋࡿ࠸࡚ࢀࡽࡵࡲࡀሗ࿌ㄽᩥࡢ⦆

ࡢࡕ࠺ࡢ 3 ᮏࢆ୰ᚰ⤂ࠋࡿࡍ 
࠺ࡶ 1 ࡛ࢺࣄࣞࢺࣘࡢࢲࣥࣛ࢜ࠋࡿ࠶㞟࡛≉ࡢ࡚࠸ࡘࡾࢃ㛵ࡢ࣒࣮ࢤ♫࡞⬟ྍ⥆ᣢࠊࡣࡘ

2016 ᖺ 12 ᭶ 5-7 ᪥㛤ദࡓࢀࡉ Games and Learning Alliance (GALA)ࡢ➨ 5 ᅇᅜ㝿㆟㸦ࣘࣄࣞࢺ

 Games"ࣥࣙࢩࢵࢭࡿࡅ࠾ඹྠദ㸧ࡢ࣮ࢱࣥࢭ✲◊࣒࣮ࢤࢸ࢚ࢧࢯ࣭࣒࣮ࢤࢫࣜࢩࡢᏛࢺ
and Sustainability"࡛ࡢ 3  ࠋࡿࡍ⤂࡚࠸ࡘࢀࡒࢀࡑࡣ࡛⾲ᮏⓎࠋࡿ࠸࡚ࢀࡽࡵࡲࡀሗ࿌ㄽᩥࡢ⦆
 
 
 
�� �*DPLQJ�WKH�)XWXUH�V���3HGDJRJLHV�IRU�(PHUJHQW�)XWXUHV�㘓ㄽᩥ᳨⌮ᩚࡢウ�

�㸽ࠖࡢ࡞ᮍ᮶ࡢูࡐ࡞ࠊࡢ࡞ࢢ࣑࣮ࣥࢤࡐ࡞ࠕ࣮ࢱࢹ࣭ࢫ࣒࣮࢙ࢪ ����

ᮏㄽᩥ(Dator 2017)࡛ࠊࡣᮍ᮶◊✲ࡢ୰࡛ࢆ࣒࣮ࢤ࠺ព⩏ࡀ㏙ࠊࡾࡲࡘࠋࡿ࠸࡚ࢀࡽᏛ⩦᭱ࡢၿ

⌧ᐇࢆᮍ᮶࠸ࡋࡲᮃࠊࡣࣥࣙࢩ࣮࣑ࣞࣗࢩ࣒࣮ࢤࠊࡾ࠶ࡇࡴ⤌ࡾྲྀㄢ㢟ⓗື⬟ࠊࡣ᪉ἲࡢ

࠶࡛ࡇࡿࡍゎ⌮ࡃᗈ๓࡚ࡗࡼヨ⾜㘒ㄗࠊࢆࡿ࠶ࡀఱ࡚ࡋࣥࣙࢩࣉ࢜࡞⬟ྍ⾜ᐇࡵࡓࡿࡍ

 ࠋࡿࡍᣦࡣ̿ࢱࢹࡿ
ᮏ✏࡛1960ࠊࡣ ᖺ௦ࡢࡽᩍ⫱Ꮫࡢ࣒࣮ࢤࢫࣜࢩ㛵㐃ࡢ⪃ᐹࠊ᪥ᮏࡴྵࢆᵝ࡞ࠎᅜᩥᅪ

΅⌮ㄽ࣒࣮ࢤᐇ㦂ⓗࠕࠊࡤ࠼ࠋࡿ࠸࡚ࢀࡉ⤂ࡀᐇ㊶ࡢ࡛ 㸦ࠖSchelling, 1961㸧࡛⤂࠸࡚ࢀࡉ

㆟࡚ࡋࡑࠊ࣒࣮ࢤࠊ࠸ᡓࠕࠊࡸ࣒࣮ࢤࡢࡵࡓࡍ♧ࢆࡇࡿ࡞ཎᅉࡢ⣮தࡀḞዴࡢ㏱᫂ᛶ⩏ᐦ⛎ࡿ

ㄽ 㸦ࠖRapoport 1960㸧࡛⤂ࡿ࠸࡚ࢀࡉ༠ㄪࡢᶵ⬟ࡀ࡞࣒࣮ࢤࡍ♧ࢆᐇࠋࡿ࠸࡚ࢀࡉ 
ᮏ✏࡛ࡢࡑ㝈⏺ࡀᣦࠊࡣࡢࡿ࠸࡚ࢀࡉᚑࠊࢆࢺࢵࣟࣉࡁ࠺ㄞ᭩ࢆ㏻ືཷ࡚ࡌⓗᏛࡪ᪉ἲ࡛ࡿ࠶

㸦Johnson 2005, 20㸧ࡣ̿ࢱࢹࠋ㐣ཤࠊᮍ᮶୍ࡢ⯡ⓗࡣࢪ࣮࣓࡞ࡃࡁ 4 ࠊ㸦ᡂ㛗ࢀࡽࡅศࡘ

ᔂቯฟⓎࠊヨ⦎ࠊኚᐜ㸧࡚ࡗࡼࡏࢃྜࡳ⤌ࡢࡑࠊ≉ᐃࡀࢪ࣮࣓ࡢㄒࡿࢀࡽ⤖ㄽ࡙ࡿ࠸࡚ࡅ

㸦Dator 2009㸧ࡢࡇ ࠋ 4 ࡶࡃ࡞ᑡࠊࡢࢪ࣮࣓࡞ⓗ⯡୍ࡢࡘ 2 ࡤࢀࡁ࡛ࠊࡘ 4 ࡿࡍ㦂⤒ᴟⓗ✚ࢆࡘ

࠸ࡿ࠶ࠊࣥࣙࢩࢡࣇࡓࡋࡁ⪺ぢ㸦㐣ཤ࠸࡞ࡣ࡛ࡁࡿࡍ㉁ၥ࡚࠸ࡘᮍ᮶ീ࠸ࡋࡲᮃࠎேࠊ࡛ࡲ

ࡢࡇࠋࡿࡍᣦࡣ̿ࢱࢹࠊ㸧ࡵࡓࡄ㜵ࢆࡇࡿࢀࡽㄒࡀᮍ᮶ീࡓ࠸ᇶ࡙ᚰ㓄ࡢᅾ⌧ࡣ 4 ᮍࡢࡘ

2G15.pdf
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᮶ࢆࢪ࣮࣓ࡢఝⓗయ㦂᭱ࡿࡍၿࡢ᪉ἲࠋࡿ࠶࡛࣒࣮ࢤࡀࡢࡿࢀࡽࡆ࠶࡚ࡋ 
� ᮏㄽᩥࡣᮍ᮶◊✲ࡢ࣒࣮ࢤᇶᮏⓗ࡞㛵㐃ᛶࠊࡕࢃ࡞ࡍࠋࡿ࠼࠸ࡿ࠸࡚ࡋ♧ࢆᮍ᮶◊✲ࠕࠊࡣᮍ᮶ࠖ

▩ྠࠊࡢᩘ「ࡿࡅ࠾ࣉ࣮ࣝࢢࡧࡼ࠾㸦ಶேࢹࡢ࡚࠸ࡘᮍ᮶ࠊࡃ࡞ࡣ࡛࡚࠸ࡘ ணࡢ

୍ࡿࡍᐤฟࡢࢹࡢࡑࡣ࣒࣮ࢤࠊ㸦Dator 1995㸧ࡾ࠶࡛ࡢࡶࡢ࡚࠸ࡘ㸧ࢪ࣮࣓ࡓࡋ┪

 ࠋࡿ࠼࠸ࡿ࠶ぢゎ࡛ࡿࡍඹ㏻ㄽᩥࡓࢀࡉ㘓ᮏ≉㞟ࠊࡣほⅬ࠺࠸ࡿ࠶᪉ἲ࡛ࡢࡘ
 
 
�㐍ⓗኚࠖࠊ⌧ⓗฟ♫ࠊᮍ᮶ࡓࢀࡉXWXUHV/DE㸸ணぢ(ࠕࢫ࣭ࣔࣛࢭ࣍ ����

ᮏㄽᩥ(Ramos 2017)࡛2015ࠊࡣ ᖺࡽ 2017 ᖺ࡚ࡅᐇࡓࢀࡉ FuturesLab ᴫࡢࢺࢡ࢙ࢪࣟࣉ

せࠊࡣࢫࣔࣛࠋࡿ࠸࡚ࢀࡉ⌮ᩚࡀᏛ⩦ඹಁࢆ㐍࡞ࣥࣉ࣮࢜ࡢࡵࡓࡿࡍᐇ㦂ࡢ㔜せᛶࢆᣦࠊࡋᮍ᮶

ࢀࡽ࠸⏝ࡵࡓࡿㄒࠊࡋീࢆᮍ᮶ࠊࡤࢀࡅ࡞ࡀ㈹㈶࡚ࡋࡑࠊウ᳨⌧⾲ࡢࢪ࣮࣓ࡸ௬ᐃࡢ࡚࠸ࡘ

 ࠋࡿ࠸࡚ࡋ၀♧ࢆࡇ࠸࡞ࢀࢃ⾜ࡀ᭦᪂ࡢࣉࢱࢺࣟࣉࡸᴫᛕࡿ
ࡣࢫࣔࣛ FuturesLab ᐇ㦂ࡢᮍ᮶ࡓࢀࡉணぢࠊࡵࡓࡿࡅ࡙⨨ࢫࢭࣟࣉࡢⓗኚ♫࡞ໟᣓⓗࠊࢆ

㸦AEM㸧ࢪࢵࣜࣈࠕࡣࡓࡲἲࠖࡿࢀࡤ 5 ࡢẁ㝵ࡢࡘ 4 ᮍ᮶ࡀձ⮬㌟ࠊࡾࡲࡘࠋࡿࡅ࡙⨨ࡵࡘ

ࢹࡿࡍ⌧ᐇࢆㄒ≀ࡢࡑճࠊࡋᵓᡂࢆㄒ≀ࡢ࡚࠸ࡘղᮍ᮶ࠊࡋウ᳨ࢆ௬ᐃࡿ࠸࡚࠸ᢪࡢ࡚࠸ࡘ

ᢞᐇ㦂ࡿࢀࡽ࠼⪄ຠᯝⓗࡶյ᭱ࠊ࠸⾜ࢆᐇ㦂ࡿࡍウ᳨ࢆ⌧ᐇࡢࢹࡢࡑմࠊࡋᥦ㉳ᩘ「ࢆ

㈨ࡢ࡞ࡢࣉࢵࢸࢫ࠺࠸ࠊࡿࡍ 4 ࣉࢵࢸࢫࡢ┠␒ FuturesLab ⏬ィࢆᐇ㦂ࠊ࡚ࡋࡑࠋࡿࡅ࡙⨨ࢆ

 ࠋࡿ࠸࡚ࡆ࠶ࢆ࣒࣮ࢤࠊ࡚ࡋᏛ⩦᪉ἲࡢࡵࡓࡿࡍᚓ⋓ࢆຊ⬟࡞య⣔ⓗࡢࡵࡓࡿࡍᐇࠊࡋ
� ࡣ࣒࣮ࠖࢤ࣭ࢺࢵࢪࣞࢡ࣭ࢬࣥࣔࢥࠕࠊࡤ࠼ඹྠ⟶⌮㈨㔠ຓࡢ㛵ಀ࡚࠸ࡘయ㦂ࢆ㏻࡚ࡌᏛࡪ

࠸ࡓࡋࢺ࣮࣏ࢧࠊࡣࢺࢵࢪࣞࢡࡢࡇࠋࡿྲྀࡅཷࢆࢺࢵࢪࣞࢡࡢつᐃࡎࡲࠊࡣ࣮ࣖࣞࣉࠋࡿࡁ࡛ࡀࡇ

ඹྠ⟶⌮ࡢᢞ⚊ࠊࡣ࣮ࣖࣞࣉࠋࡿࡁ࡛ࡀࡇࡿ࠸⏝≉ᐃࡢඹྠ⟶⌮ࢆᐇ࣑ࣗࢥࢀࡑࠊࡿࡍ

ഛᩚࡢ㸦㸸⏝Ỉ㊰ࡿࡁ࡛ࡀࡇࡿྲྀࡅཷࢆࢺࢵࢪࣞࢡࡓᙜ࡚ࡾࡀࢸࢽ 50 ᙜࡾࡀࢺࢵࢪࣞࢡ

࠺⾜ࢆഛᩚࡢỈ㊰⏝ࠊሙྜࡓ࠸࡚ࢀࡽ࡚ 50 ࡢ⌮⟶ඹྠ࡞⬟ྍࡀ࣮ࣖࣞࣉࠋ㸧ࡿࢀࡽᚓࡀࢺࢵࢪࣞࢡ

ෆᐜࢫ࣮ࢯࣜࡸࣝ࢟ࢫࡢ࣮ࣖࣞࣉࠊࡣᕥྑࢆࢀࡑ࡚࠸⏝ࢆࢺࢵࢪࣞࢡࠊࢀࡉᣑᙇࡾࡓࡋࡾࡓࡋ

 ࠋࡿ࠶࡛ࡢࡶ࠺࠸ࠊࡿࡁ࡛ࡀࡇࡿࡍ
FuturesLab 㐽ࡢ࣮ࣕࢩࢵࣞࣉࡣࢫࣔࣛࠊ࡚࠸ࡘ⩏ពࡢࡇࡿࡍタᐃࢆሙࡓ࡚❧ぢᐇ㦂ᐊ࠺࠸

ᐇ㦂ࡓࡲࠊࡃ࡞ࡣ࡛ࡢࡶࡿࢀࡉḼ㏄ࡶࡋࡎᚲࡣࡇ࠺⾜ࢆ⩦Ꮫࡓࡌ㏻ࢆᐇୡ⏺࡛ᐇ㦂ࠋࡿ࠸࡚ࡆ࠶ࢆ᩿

⫯ࡀヨ⾜㘒ㄗ࡚ࡗ⪅ཧຍࠊࡋタᐃࢆሙ࠺࠸ᐇ㦂ᐊࠊࡵࡓࡢࡑࠋࡿࢀࡉᮇᚅࢆࡇࡿࡍᡂຌ͇͆ࡣ

ᐃⓗᤊ₇࠺ࡼࡿࢀࡽ࠼ฟࡀࡇࡿࡍ㔜どࡁ࠺⾜ࢆࣞࣉ࣮ࣝࣟࠊࡣࡇࡢࡇࠋࡿࢀࡉᐇୡ⏺

⾲ࡢពぢࡢ࣮ࣖࣞࣉࠊቑࡢඹឤゎ⌮ࠊࡀ㛫ࠖ(Rumore et al. 2016, 752)✵࡞Ᏻࠕࡓࢀࡉ㝸㞳ࡣ

᫂ࠊ⌮ゎࠊඹឤࠊ༠ㄪ⾜ື࠺࠸ࡍಁࢆぢゎࠋࡿ࠸࡚ࡋ⮴୍ 
 
 
❧ࡇࡣࡓ࡞࠶㸸ࡣࡓࡲࠊ࣒࣮ࢤࢡࢵ࣏ࣛࠕࢹ࣭ࣥࣕ࢟ࢺ࣮ࣗࢳࢫࠊࢻ࣮࣭࣮࣡࣊ࢱ࣮ࣆ ����

�㸽ࠖࡍࡲ࠸࡚ࡗ

ᮏㄽᩥ㸦Hayward & Candy 2017㸧࡛ࡀࢻ࣮࣡࣊ࠊࡣ㛤Ⓨࠊࡓࡋᩍᐊ࡛ࣉࢵࣙࢩࢡ࣮࣡ࡸ 2004 ᖺ

࣒࣮ࢤࢡࢵ࣏ࣛࠕ࣒ࣛࢢࣟࣉࡿ࠸࡚ࢀࡽ࠸⏝ࡽ (ࠖPolak Game)ࡢ㛤Ⓨ⫼ᬒࡸ⏝㏵ࡢ࡚࠸ࡘㄝ᫂࡞ࡀ

30ࠥ60ࠋࡿ࠸࡚ࢀࡉ ศ࡛⾜ࠕࠊࡣ࣒࣮ࢤࡢࡇࡿࢀࢃᮍ᮶ࢆࠖࢪ࣮࣓ࡢᑟධࡢࡵࡓࡿࡍຠᯝⓗ࡛ᐇ㊶ࡀ

ᐜ᫆ࡾࡼࠊࡾ࠶࡛ࢳ࣮ࣟࣉ࡞㧗ᗘࡢࢡ࣮࣒࣮࣡ࣞࣇ࣮ࣝࢶ࡞ᛂ⏝ࡀᮇᚅࠋࡿ࠸࡚ࢀࡉ 
ࡀࢡࢵ࣏࣭ࣛࢡࢵࣜࢹࣞࣇ⪅Ꮫ♫ࡢࢲࣥࣛ࢜ࠊࡣ࣒࣮ࢤࢡࢵ࣏ࣛ 1961 ᖺཎⴭࢆห⾜ࠗࡓࡋᮍ᮶

ࢪ࣮࣓ࡢ (࠘Polak 1973, p.17)ࡓࡅཷࡀࢻ࣮࣡࣊ࡽ♧၀ࡶࢆసࠊࡣࢻ࣮࣡࣊ࠋࡿ࠸࡚ࢀࡽᮍ

᮶ࠊࢆࢪ࣮࣓ࡢ࡚࠸ࡘձᮏ㉁ⓗ࡞ᴦほ⩏ࠊղᮏ㉁ⓗᝒ࡞ほ⩏ࠊճᙳ㡪ࡢ࡚࠸ࡘᴦほ⩏ࠊմ

ᙳ㡪ᝒࡢ࡚࠸ࡘほ⩏ࡢ 4 ࡣṔྐࠊࡣࡽほⅬ࠺࠸ࠖᮏ㉁ⓗ(essence)ࠕࠋࡿࡅศ࣮ࣜࢦࢸ࢝ࡢࡘ

ኚ᭦ྍ⬟୍࡞㐃ࡢฟ᮶࡛࡛ࡍࠊࡾ࠶᭩ࡓࢀᮏ࡚ࡋࡢࡶ࡞࠺ࡼࡢぢ୍ࠋࡿࡏ࡞᪉࡛ࠕᙳ㡪

(influence)ࠖ࠺࠸ほⅬࠊࡣࡽṔྐࡢே㛫ࡢධྍ⬟ᛶ㸦ࡧࡼ࠾ྍ⬟ᛶ㸧ࠊࢀࡉ♧ࡀே㛫ࡣṔྐ

 ࠋࡿࢀᥥ࡚ࡋࡢࡶ㸧࠸࡞ࡁ࡛ࡣࡓࡲ㸦ࡿࡁ࡛ࡀࡇࡿࡍᕥྑࢆ
ලయⓗࠊࡣᩍᐊయࢆ 4 ࡢグୖࠊ࡚ࡅศࡘ 4 ࢆ࣮ࣜࢦࢸ࢝ࡢࡘ 4 ㇟㝈1ࠊࡾࡩࡾ㸧ࠕᚋ 10

ᖺ㛫࡛ࠊୡ⏺ࡣⰋࠊࡍࡲࡾ࡞ࡃᝏࡍࡲࡾ࡞ࡃ㸽ࠖ2㸧ࡣࡓ࡞࠶ࠕᮍ᮶࠸ࡽࡃࢀᙳ㡪ࢆࡇࡿ࠼

ࡣ⏺ୡࠊࡤ࠼ࠋ࠺ࡽࡶ࡚ࡵỴࢆ⨨ࡕ❧࡚ࡗࡼ࠸ᗘྜࡢ࠼⟆ࡿࡍᑐ㉁ၥ࠺࠸㸽ࠖࡍࡲࡁ࡛ࡀ

ᝏࢇࢀࡑࡣ⚾ࠊࡾ࠾࡚ࡋᙳ㡪ࢆࡿ࠼⪄ࡀ࣮ࣖࣞࣉ࠸࡞ࡁ࡛ࡀࡇࡿ࠼ሙྜࣖࣞࣉࠊ

ࣞࣉࠊࡣࡘ❧⨨ࡢࡢ㛫✵ࡢ㝈㇟ࠊࡋࡔࡓࠋࡿ࡞ࡇࡘ❧㝈㇟ࡢ⩏ほᝒ࡞ղᮏ㉁ⓗࡣ࣮
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ࣖࣞࣉࡓࡗࡲ㞟㝈㇟ࡢࢀࡒࢀࡑࠊ࡚ࡋࡑࠋࡿࡼࡘᣢࢆࢪ࣮࣓ࡢᮍ᮶ࡢࡑࡃᙉࢀࡀ࣮ࣖ

ࡀពぢࡢ࣮ࣖࣞࣉࡢ㝈㇟ࡢูࠊࡾࡓࡋࡽ࡚᫂ࡗྜࡋヰࢆ࡞ᩥࠊಙ᮲ࠊ⌮ㄽࡸᛶ᱁ࡢࡕࡓ࣮

ࡼࡇࡃືࡾィᅇ㝈㇟ࡢูࡀ࣮ࣖࣞࣉࡢఱேࠊᚋ࡚᭱ࡋࡑࠋࡿࡍウ᳨ࢆࡿᫎ࠺ࡼࡢ

ᮍ࡞ໟᣓⓗࡢဨ࣮ࣖࣞࣉࠊࡁ࡛ࡀࡇ(p.9)ࠖࡿぢࢆࡢࡶࡿ࠼ぢࡽሙ❧ࡢேࠕࡣ࣮ࣖࣞࣉࠊࡾ

᮶ࢆࢪ࣮࣓ࡢඹ᭷ࠋࡿ࠶࡛ࡢࡶ࠺࠸ࡿࡁ࡛ࡀࡇࡿࡍ 
ࡀࡽ࣮ࣖࣞࣉࠊࡣࢹࣥࣕ࢟ࠊ࡚ࡋᛂ⏝ࡢ࣒࣮ࢤࢡࢵ࣏ࣛ 25 ᖺᚋࡋࠖࣝ࣋ࣛࢺ࣒ࢱࠕ

ࡣἣ࡛≦࠸ࡃࡾࡲ㞟ࡀ࣮ࣖࣞࣉ㝈㇟࡞ᮏ㉁ⓗࡸ㝈㇟࡞ほⓗᝒࠊࡸ㊶ᐇࡢ࡛ࡶࡢタᐃ࠺࠸ࡓ

㸦ࡤ࠼㉳ᴗᐙࡢ࡞㞟ࡁ࠺⾜ࢆ࣒࣮ࢤࢡࢵ࣏࡛ࣛࡾࡲ㸧ࡎࡲࠊဨᝒほⓗࡣࡓࡲᮏ㉁ⓗ࡞㇟㝈

㞟ࠊ࠸ࡽࡶ࡚ࡗࡲ⮬㌟ࡀឤࡿࡌᴦほᛶࡸᙳ㡪ຊࡢᗘྜ࠸ᛂࡢ࣮ࢱ࣮ࢸࣜࢩࣇࠊ࡚ࡌࡅኌࡶ

୍Ṍ࠺࠸࠺ࡽࡶ࡚ࡋື⛣ࠊࡘࡎᡭἲࢆᥦ㉳ࠋࡿ࠸࡚ࡋ 
 
 
 
�� *DPHV�DQG�/HDUQLQJ�$OOLDQFH������n*DPHV�DQG�6XVWDLQDELOLW\|㘓ㄽᩥ᳨⌮ᩚࡢウ�

ࡢ࣒࣮ࢤࢫࣜࢩຊ㛤Ⓨ㸸⬟ࡿࡍ㛵ᣢ⥆ྍ⬟ᛶࡢ⏕Ꮫࡢ࣮ࣝࢡࢫࢫࢿࢪࣅࠕࡽࢫࢪ࢚࣭ࢡࣥࣜ ����

᭷ຠᛶࠖ�

ᮏㄽᩥ㸦Weijs et al 2016㸧ࠊࡣᩍ⫱⌧ሙࡿࡅ࠾ᣢ⥆ྍ⬟ᛶ㛵ࡿࡍᤵᴗ᪉ἲࡢ㊊ࢆゎᾘࡵࡓࡿࡍ

ⓗ⥆⥅ࡿࢀࡉ࡞ࡽࡀ࡞ࡋ᥈ồࢆ࣐ࣥࣞࢪၥ㢟ࠊࡣⓎᒎࡢ♫࡞⬟ྍ⥆ᣢࠋࡿ࠸࡚ࡋ┠╔࣒࣮ࢤ

࣮ࣝࢡࢫࢫࢿࢪࣅࡣ࡚࠸࠾⫱ᩍࡿࢃ㛵Ⓨᒎ࡞⬟ྍ⥆ᣢࡢ࣮ࢲ࣮ࣜࢫࢿࢪࣅࠊࡾ࠶࡛ࢫࢭࣟࣉ⩦Ꮫ࡞

ⓗ㈐♫ࡢᴗࡣ࣮ࣝࢡࢫࢫࢿࢪࣅࠊࡋࡋࠋ㸦Starkey et al 2004㸧࠸ࡁࡀᙺࡍࡓᯝࡀᶵ㛵ࡢ࡞

࠸࡚ࢀࡉ࡞ࡀᣦ࠺࠸ࡿ࠸࡚ࡋኻᩋࡇࡿࡍྜ⤫࣒ࣛࣗ࢟ࣜ࢝ࢆ⫱ᩍࡿࡍ㛵ᣢ⥆ྍ⬟ᛶࡸ௵

ࡢࡶࡓࡵྵࢆ࡞ไసࡸឤࠊࡃ࡞࡛ࡅࡔ㆑▱ࠊࡣ⩦Ꮫࡿࢃ㛵ᣢ⥆ྍ⬟ᛶࠋ㸦Currie wt al 2010㸧ࡿ

࡞᥋ⓗ┤ࠊ㊶ᐇࠊ࡛ࡇࡑࠋ࠸ࡋ㞴ࡀࡇࡿࡍᑐᛂࡣ࡛࣒ࣛࣗ࢟ࣜ࢝ࡢᚑ᮶ࠊ㸦Sipos wt al 2008㸧ࡃከࡀ

 ࠋࡓࢀࡉᥦࡀ࣒࣮ࢤࢫࣜࢩࠊ࡚ࡋ⩦య㦂Ꮫ࠺కࢆᣢ⥔ࡢࣥࣙࢩ࣮࣋ࢳࣔࠊࢡࢵࣂࢻ࣮ࣇ
� ᮏㄽᩥ࡛3ࠊࡣ 160ࠋࡿ࠸࡚ࢀࡉᐃ ࡀᏛ⩦ຠᯝࡢ1࣒࣮ࢤࣥࣙࢩ࣮࣑ࣞࣗࢩࡢࡘ ࣮ࢡࢫࢫࢿࢪࣅࡢྡ

ࣝ㸦࣒ࢲࣝࢸࢵ࣭ࣟࢲࣥࣛ࢜㸧ࡢᏛ⏕ࡀཧຍࡢࡇࡓࡋㄪᰝ࡛ࡢ࣒࣮ࢤࣥࣙࢩ࣮࣑ࣞࣗࢩࠊࡣᣢ⥆ྍ⬟ᛶ

࠶࡛ࡢࡶ࡞㝈ᐃⓗࠊࡣຠᯝࡢຊ⬟࡞ணᮇⓗࡧࡼ࠾つ⠊ⓗࠊຠᯝࡢ⩦Ꮫࡃᇶ࡙㦂ⓗ▱㆑⤒ࡿࡍ㛵

 ࠋࡓࡗ࠶ᐃⓗ࡛⫯࡚࠸ࡘຍ౯್ࡢᩍ⫱㠃࡛ࡢ࣒࣮ࢤࡣ㒊ศࡢ⪅ཧຍࠊࡋࡋࠋࡓࢀࡽࡅㄽ⤖ࡿ
� ࠊࢆࢺࢫࢸձࠊ࡚࠸ࡘຠᯝࡢ⩦Ꮫࡿࡍ㛵ᣢ⥆ྍ⬟ᛶࡘࡶࡢ࣒࣮ࢤࣥࣙࢩ࣮࣑ࣞࣗࢩࠊࡣࢫࢪ࢚

ࡇࡿࡵ㛗ࢆ㛫ࣞࣉղࠋࡇࡿࡍᐇ࡚࠸࠾ࢆ㛫ࡽ⤊࣒࣮ࢤࠊࡃ࡞࡛ࡅࡔᚋ┤ࡢ࣒࣮ࢤ

㸦ࡣ࣒࣮ࢤ 1 ᅇࡢㅮ⩏࡛ࡳࡢᐇࡓࢀࡉ㸧ࢆࣥࣙࢩࣉ࣮࢜ࣝࣝࡢ࣒࣮ࢤࠋព㆑࡛ࡇࡿࡍᩍ⫱ຠᯝࡀ

 ࠋࡿ࡞ᚲせࡀࡇࡿࢆ㛫ࡿࢀ័༑ศ࣒࣮ࢤࡀ࣮ࣖࣞࣉࠊࡤࢀ࠶࡛ࡢࡿࢀ⌧
 
 
࣮ࢤ࣭ࣥࣙࢩ࣮ࣞ࣎ࣛࢥᣑᙇ⌧ᐇࡢࡵࡓࡢ㛤Ⓨ࡞⬟ྍ⥆ᣢࠕࡽࢫࢺࣥࢧ࣭ࢫࢻ࣭ࢫࢽࢪ࣭ࣥࢯࣜ ����

�タィࠖࡢ࣒

ᮏㄽᩥ㸦dos Santos et al 2016㸧࡛ࠊࡣᣢ⥆ྍ⬟࡞♫ࡢᐇ⌧ࡢࡵࡓࡢㄆ㆑ୖྥࢆ↔Ⅼࢆᙜ࡚ࡓᩍ

ྜࡳ⤌ࡢࣥࣛࢻ࢞࡞ㄽⓗ⌮ࠊ༠ྠసᴗࠊᣑᙇ⌧ᐇឤࠊࡿࡅ࠾ࣥࢨࢹࡢࠖࣥࢸࢫࢧࠕ࣒࣮ࢤ⫱

 ࠋࡿ࠸࡚ࢀࡉ࡞ࡀウ᳨ࡢ࡚࠸ࡘࡏࢃ
╔࣒࣮ࢤࢫࣜࢩࠊ࡚ࡋ࣮ࣝࢶࡿࡍᐜ᫆ࢆ⩦Ꮫࡿࡍ㛵ᣢ⥆ྍ⬟ᛶࠊࡓࡲࡶࡽࢫࢺࣥࢧ࣭ࢫࢻ

ᵓ♫㸧ᩥࠊᨻࠊ῭⤒ࠊศ㔝㸦⏕ែᏛ࡞ࡲࡊࡲࡉࡿࢃ㛵ၥ㢟ࡢᣢ⥆ྍ⬟ᛶࠊࡀࡔࠋࡿ࠸࡚ࡋ┠

㐀㸦ಶேࠊᐙ᪘ࢸࢽ࣑ࣗࢥࠊ㸧ࡢࣥࢨࢹ࣒࣮ࢤࢆ୰ࡳ⤌㎸ࡣࡇࡴ࡞ࡁㄢ㢟࡛ࠋࡿ࠶ 
ࠊࡣ㸦Fabricatore et al 2014㸧ࡽ࣮ࣞࢺ࢝ࣜࣈࣇࡓࡋᥦ౪ࢆ♏ㄽⓗᇶ⌮ࡢࣥࢨࢹࡢࠖࣥࢸࢫࢧࠕ

30 వࡢࡾᣢ⥆ྍ⬟ᛶ㛵ࡿࡍᩍ⫱ᐤࡢ࣒࣮ࢤࢫࣜࢩࡿࡍศᯒࢆ㏻ࠊ࡚ࡌ௨ୗ࣒࣮࣡ࣞࣇ࡞࠺ࡼࡢ

                                                  
1 3 ௨ࢀࡒࢀࡑࠊࡾ࠶࡛ࡢࡶࡓࢀࡉᥦ࡚ࡗࡼSadowski et al(2013)ࠊࡣ࣒࣮ࢤࣥࣙࢩ࣮࣑ࣞࣗࢩࡢࡘ

ୗࡢ㏻ࡾ㸸(A)ୡ௦㛫ࡢ⾮ᖹ࣒࣮ࢤ㸸ே㛫ࠊࣝ࣋ࣞ♴⚟ࢬ࣮ࢽࡢᮍ᮶ୡ௦ࠊୡ௦㛫ṇ⩏ࠊ⮬↛㈨ᮏᢏ

⾡㈨ᮏࠊ㈓⋡ࠊᐩࡢศ㓄ࠊேཱྀࡢ࡞せ⣲ࡀධࠋࡿ(B)⁺ᴗ࣒࣮ࢤ㸸▷ᮇⓗࡧࡼ࠾㛗ᮇⓗ┈ࠊேཱྀቑ

ຍ㸦ᣦᩘ㛵ᩘⓗᡂ㛗㸧ࠊ⏕ྍ⬟࡞㈨※ࠊ㐣᥇᥀ࠊ㈨※ᯤῬࠊ⚾ⓗ┈ᑐ㞟ᅋ┈ࡢ࡞せ⣲ࡀධࠋࡿ

(C)እ㒊ᛶ࣒࣮ࢤ㸸ࡢࢫࢼ࣐ࢫࣛࣉእ㒊ᛶࠊẼೃኚືࠊCO2 ฟ㔞㸦༢⏕⏘㔞ࡾࡓ࠶㸧ࠊẸ㛫ࢫࢥ

 ࠋࡿධࡀせ⣲ࡢ࡞த➇ࠊኻᩋࡢᕷሙ࣒ࢬࢽ࢝ᕷሙ࣓ࠊᡂ㛗㸦GDP㸧῭⤒ࠊࢺࢫࢥ♫ࢺ
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ᚲせࡀᑐฎࡢ࣒ࢸࢫࢩ࡞㞧「ࠊ࡚ࡋ⾜୪ᚓ⩦ࡢ㆑▱ࡢ᭷≉ศ㔝ྛࠊࡾࡲࡘࠋࡿ࠸࡚ࡋ♧ᥦࢆࢡ࣮

ࡢື⾜ (B)ࠋࡿࡌ⏕࡚ࡋ❧⊃ࡣື⾜ࡢ࣮ࣖࣞࣉࡣኚࡢ࣒ࢸࢫࢩࡕࢃ࡞ࡍ (A)ࠊࡾࡲࡘࠋࡿࢀࡉ

⤖ᯝࢆண ࡣࡇࡿࡍྍ⬟࡛ࠋࡿ࠶(C) ࡢ࣒ࢸࢫࢩᵝ࡞ࠎせ⣲㛫ࡢ┦స⏝ࠊࡣ≧ἣᛂࠊ࡚ࡌ

 ࠋࡿࢀࡽࡵồࡣ࣮ࣖࣞࣉࡀᑐฎࡢ௳᮲࠺࠸ࠊࡿࡍᒎ㛤࣮ࣥࢱࣃࡿ࡞␗
ࠊࡁࡴ㎸ࡋⴠࣥࢨࢹ࣒࣮ࢤࢆᑐฎࡢ࣒ࢸࢫࢩ࡞㞧「ࡢࡇࠊࡣࡽࢫࢺࣥࢧ࣭ࢫࢻ 4 ࡘ

࣮ࣜࢺࢫࡿ࡞ᬒ⫼ࠊࡵࡓࡿࡵ㐍ࢆ⩦Ꮫࡢࢫ࣮࣒࣮࣋ࢤ㸸ձࡿࡍࡿ࠶࡛ࡁࡍ៖⪄ࢆഃ㠃ࡢ

ࣖࣞࣉղࠋ࠸࡞ࡽ࡞ࡤࢀࡅ࡞࠸࡚ࡋ㈏୍౯್ࡢᣢ⥆ྍ⬟ᛶࡢ࡚ࡋࢪ࣮ࢭࢵ࣓ࠊࡣᶆ┠ࣞࣉࠊ࣮

࣮ࣖࣞࣉճࠋࡿࡍ࠺ࡼࡿࡁධ࣭ኚ᭦࡛࣒ࢸࢫࢩࠊ࡚ࡋື⾜⏤⮬ࡾ㝈࡞⬟ྍࠊ࠼ࢆᶒ㝈࣮

ᒁ࠸࡞ࡽ࡞ࡤࢀࡅ࡞ࡋ㐺ᛂΰ࠸࡞࠸࡚ࡋ⏬ィࡀ㌟⮬࣮ࣖࣞࣉࠊ୰࡛ࡢࢫࢡ࣑ࢼࢲࡢ࣒ࢸࢫࢩࡀ

㠃ࢆసࡾฟࠋࡍմ࣮ࣖࣞࣉ㛫࣮ࣖࣞࣉࡧࡼ࠾ࠊேᕤ▱⬟ᇶ࡙ࡢࢺ࢙ࣥࢪ࣮࢚ࡃ㛫ࡢᑐヰࠊࡸ

ពࡿ࠶ࡢ♫ⓗ┦స⏝ࡢᶵࢆసࠋࡿ 
ձࠊ࣮࣮ࣜࢺࢫࢱ࣓ࡣղࡣᣑᙇᛶࠊճࡣ㐺ᛂ⬟ຊᡓ␎ᛶࡢホ౯ࠊմᑐヰࡢవᆅࡢ㔜せᛶࡒࢀࡑࠊࢆ

࣮ࣖࣞࣉࡣࠖࣥࢸࢫࢧࠕࠊ࠸ᚑࣝࢹࣔࡢ࣮ࣞࢺ࢝ࣜࣈࣇࡢࡇࠋ࠺ࢁࡔࡿ࠼࠸ࡢࡶࡓࡋᣦࢀ

㛗ᮇⓗࡧࡼ࠾ᮇⓗ▷ࡍฟࡳ⏕ࡀពᛮỴᐃࡢ⪅ᨻ⟇❧ࠊࡏࡉཧຍ࣒ࢸࢫࢩ࡞㞧「ࡍ⾲ࢆ㒔ᕷ⎔ቃࠊ

ࣥࢨࢹࡢࠖࣥࢸࢫࢧࠕࡣࡽࢫࢺࣥࢧ࣭ࢫࢻࠋࡿ࠶࡛࣒࣮ࢤࡍᣦ┠ࢆࡇࡿࡍ㦂࣭ㄆ㆑⤒ࢆᙳ㡪࡞

❧ᙺࢆᮏㄽᩥ࡚ࡋ࡞⏝᭷ࡢ㝿ࡿࡍ⏝㐺ࢆㄽ⌮ࣥࢨࢹ࣒࣮ࢤࠊࡵࡓࡿ࠸࡚ࡋウ᳨ヲ⣽࡚࠸ࡘ

 ࠋ࠺ࢁࡔࡿࡁ࡛ࡀࡇࡿ࡚
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ᮏㄽᩥ㸦den Haan et al 2016㸧࣮ࣗࣅࢱࣥࠊࡣㄪᰝ࡚࠸ࡘࣥࢨࢹࡢ࣒࣮ࢤࢫࣜࢩࡃ࡙ࡶ

᳨ウࡢࢲࣥࣛ࢜ࠋࡿ࠸࡚ࡋἙᕝ⟶⌮ࠊࡣධ࣭ᐇࢆᚲせࡿࡍẁ㝵ࢆࢫࣥࢼࢸ࣓ࣥࠊࡽᚲせࡿࡍ

ẁ㝵ࡢࡇࠋࡿ࠸࡚ࡋ⾜⛣≧ἣࠊ࡚ࡏࢃྜἙᕝỏ℃ཎࠊࡀ⪅⌮⟶ࡢ༠ຊ࡚ࡋධࢫࣥࢼࢸ࣓ࣥ

 ࠋࡓࡗ࡞ࡇࡘᣢࢆ⩏ពࡀ㛤Ⓨࡢ࣒࣮ࢤࢫࣜࢩࡿࡁウ᳨࡛ࢆ᪉ἲࡢ
ࡋᐇࢆㄪᰝ࣮ࣗࣅࢱࣥࡢ⪅⌮⟶ࡵࡓࡵࡓࡿ᥈ࢆ᪉ἲ⌮⟶ࡢỏ℃ཎἙᕝࠊࡣࡽ࣮ࣥࣁ࣭ࣥࢹ

ࡣసᡂࡢ┠㉁ၥ㡯ࠊࢀࢃ⾜ᑐ㠃ᙧᘧ࡛ࡢ࣮ࣗࣅࢱࣥᵓ㐀༙ࠊࡣㄪᰝ࣮ࣗࣅࢱࣥࠋࡓ

Sense-making methodology㸦Dervin & Foreman 2012㸧ࡢࡇࠋࡓࢀࡽ࠸⏝ࡀ᪉ἲㄽࠊࡣㄢ㢟ࢆᣢࡘே

≦࠺࠸ࠊࡿ࠸࡚ࡋ࠺ࡼࡵᇙࢆࢀࡑࠊࡋᐃ≉ࢆࣉࢵࣕࢠࡿࡆጉࢆࡇࡃື࡚ࡗྥᯝ⤖࡞ⓗ⌮ࡀ

ἣࢆᐃࠋࡿ࠸࡚ࡋ 
2ࠊᯝ⤖ࡢ࣮ࣗࣅࢱࣥ ኚ࡞㔜せࡢࡘ 㸦ᩘ࣓ࣥࡢࢫࣥࢼࢸ㛫㝸ࠊỏ℃ཎ࣮ࣝࢣࢫࡢ㸧ࡀ≉ᐃࠋࡓࢀࡉ

ࢹᙧែຊᏛⓗࣔࠊࣝࢹỈᩥᏛⓗࣔࡓࢀࡉ⡆⣲ࡣ࣮ࣖࣞࣉࠊࢀࡽసࡀἙᕝࡢ௬ࠊ࡚ࡗᚑኚᩘࡢࡇ

ࡽࢀࡇࠊ࡚ࡋ⏝ࢆࣝࢹࣔ⏕᳜ࠊࣝ 2 ࡿࡁヨ⾜㘒ㄗ࡛ࢆ᪉ἲࡢࢫࣥࢼࢸ࣓ࣥࡓࡋ㓄៖ኚᩘ࡞㔜せࡢࡘ

↛⮬ᏳᛶࡢỈᇦࠊ࡚࠸ࡘ⌮⟶ࡢἙᕝࡿࡍኚࡶ㐣⤒ࡢ㛫ࠊࡣ࣮ࣖࣞࣉࠋࡓࡗ࡞࠺ࡼ

ಖࡢ㛫ࠊࣇ࢜ࢻ࣮ࣞࢺࡢἙᕝ࣒ࢸࢫࢩࡢ㝶ࡿࡍ☜ᐇᛶࡿ࡞␗ࠊ┠ⓗࢆᣢࡢ࣮ࢱࢡࡘᙳ㡪࡞

 ࠋࡿࡁ࡛ࡀࡇࡿࡍ⩦ウ࣭Ꮫ᳨࡚࠼ࡲࡩࢆ
ṧࡓࢀࡉㄢ㢟ࠊࡣࡽ࣮ࣥࣁ࣭ࣥࢹࠊ࡚ࡋձཧຍ⪅⥴୍せ࡞ኚᩘࢆ᥈ࠊࡵࡓࡿᶍᆺࢆ࡞⏝

࠸⏝ࢆኚᩘࡢࡽࢀࡇ࠺ࡼࡢቃ࡛⎔࣒࣮ࢤࡀ⪅ղཧຍ ࠊࡸᐇࡢࣥࣙࢩࢵࢭࡢࡵࡓࡢඹྠタィࡓ࠸

ࡢ࣒࣮ࢤࡿࡁἐධ࡛ࡾࡼ࡚ࡗ⪅ཧຍࠊࡣㄢ㢟ࡢࡽࢀࡇࠋࡿ࠸࡚ࡆ࠶ࢆࡇ࠺⾜ࢆࡾྲྀࡁ⪺ࡢ࠸ࡓ

ไసࠊࡾࡓ࠶㔜せ࡞ᡭ㡰࡛ࠋࡿ࠼࠸ࡿ࠶ 
 
 
 
�ࡾࢃ⤊ ��

� ᣢ⥆ྍ⬟࡞♫ࡢ⛣⾜㸭㌿㈨᳨ࢆࣥࢨࢹࡢ࣒࣮ࢤࢫࣜࢩࡿࡍウ2ࠊ࡛࠼࠺ࡿࡍ ㄽᩥ㞟ࡢࡘ

 ࠋࡓࢀࡉࡔ࠸ぢ࡚ࡋほⅬ࡞㔜せࡿࡅ࠾ሗ࿌✲◊ࡢ᪤ᏑࡀⅬࡢ௨ୗࠊࡽ࣮࣋ࢧࡢ
㹙࠺࠸࣒࣮ࢤࡐ࡞ᙧᘧࡢࡿࢆ㸽㹛ᮍ᮶ࢆࢹࡢ࡚࠸ࡘฟࡍሙྜࠊࡣ㐣ཤぢ⪺ࡓࡋࡁ

ᔂࠊᡂ㛗ࠕ๓ࠊࡵࡓࡄ㜵ࢆࡇࡿࢀࡽㄒࡀᮍ᮶ീࡓ࠸ᇶ࡙ᚰ㓄ࡢᅾ⌧ࡣ࠸ࡿ࠶ࠊࣥࣙࢩࢡࣇ

ቯฟⓎࠊヨ⦎ࠊኚᐜࠖࢻ࣮࣮࣡࢟࠺࠸ἢࡓࡗᮍ᮶ീ᳨ࡢウࡀᚲせ࡛ࡢࡑࠊࡾ࠶᪉ἲ࣮ࢤ࡚ࡋ

ࡢヨ⾜㘒ㄗࡢࡵࡓࡿࡍウ᳨ࢆᐇ⌧ᛶࡢࢹ≉ࠊࡢࡇࠋ㸦2-1㸧ࡿࢀࡉᮇᚅࡀຠᯝ࠸㧗㠀ᖖࡣ࣒
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ᘧࠊࡓࡲࡶᐇୡ⏺ࡢ㊥㞳ࢆ☜ಖࡵࡓࡿࡍ᭷ຠ࡛ࡿ࠼࠸ࡿ࠶㸦2-2㸧ࠋ 
㹙ࡣ࣒࣮ࢤ࠺ࡼࡢᐇ㊶ࡀࡇࡿࢀࡉᮃࡢ࠸ࡋࡲ㸽㹛ࡢ࣮ࣖࣞࣉࠊࡣ࣒࣮ࢤᛶ᱁ࠊ࡚ࡏࢃྜ
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ศࣞࣉ࠺ࡼࡿࢀ័㛫ࢆ㛗ࡀࡇࡿࡵᚲせࠋࡿ࡞㸦3-1㸧 
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」㞧ࡢ࣒ࢸࢫࢩ࡞ᑐฎࢆ୪⾜ࠊ࡚ࡋࣥࢨࢹࡢ࣒࣮ࢤࢫࣜࢩࡢࡵࡓࡿࡏࡉձ࣓ࠊ࣮࣮ࣜࢺࢫࢱղ

ᣑᙇᛶࠊճ㐺ᛂ⬟ຊᡓ␎ᛶࡢホ౯ࠊմྠ࣮ࣖࣞࣉኈࡢᑐヰࡢవᆅࢆ⪃៖ࡀồࡿࢀࡽࡵ㸦3-2㸧ࣜࢩࠋ

ඹྠไసࡓ࠸⏝ࢆ࡞ᶍᆺࡸ࣮ࣗࣅࢱࣥࠊࡣሙྜࡿ࠸࡚ࡁᐃ࡛≉ලయⓗࡀ࣮ࣖࣞࣉࡢ࣒࣮ࢤࢫ
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ᅇࡢ◊✲✚ࠊࡀ࣮࣋ࢧࡢᣢ⥆ྍ⬟࡞♫ࡢ⛣⾜㸭㌿㈨ࣥࢨࢹࡢ࣒࣮ࢤࢫࣜࢩࡿࡍ
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