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㏆ᖺࠊᣢ⥆ྍ⬟࡞♫఍ࢆᨭࡿ࠼ᨻ⟇ࡸ௻ᴗ⤌⧊ࡢᡓ␎ࠊᏛ㝿ⓗ࣭㉸Ꮫ㝿ⓗࡢ࡬࣒࣮ࢳ✲◊࡞㛵ᚰࡲࡀ

ඹࠊඹྠタィࡿࡅ࠾࡟ࢫࣥࢼࣂ࢞ࠊ᪉୍ࡴ㐍ࡀ໬ࣥࣉ࣮࢜ࡢㄽᩥࡸࢱ࣮ࢹࠋࡿ࠸࡚ࡏぢࢆࡾࡲ㧗ࡍࡲࡍ

ྠไసࡢ㜼ᐖせᅉ࣮ࢱࢡ࢔ࠊ࡚ࡋ࡜㛫ࡢ฼ᐖ㛵ᚰࡸ᝿ീຊࠊࡸࣉࢵࣕࢠࡢ▱㆑ࡸⓎゝຊࡢ㠀ᑐ⛠ᛶࡀᣦ

᦬ࡿ࠸࡚ࢀࡉ㸦Ota & Steven 2018㸧ࡸࣉࢵࣕࢠࡢࡇࠋ㠀ᑐ⛠ᛶࢆ⦆࿴ࡿࡏࡉ㐨ල࣭ᡭἲ࢔ࣜࢩࠊ࡚ࡋ࡜

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࠸࡛

ࠊࢢ࣑ࣥ࢖ࢱࠊணᮇࠊࢢࣥࣆࢵ࣐ࠕࡢᮍ᮶ࠊ㸦Wildman㸤Inayatullah 1996㸧࠸⏝ࡶぬ▱ࡢ௚ࡃ࡞࡛ࡅ

῝໬ࠊ௦᭰᱌ࡢసᡂࠊኚ㠉 㸦ࠖInayatullah 2008㸧ࢆ௻ᅗࣟࠊ࣒࣮ࢤࢻ࣮࣎ࠊ࣒࣮ࢤ࢜ࢹࣅࠊ࡛ୖࡿࡍ

 ࠋࡘᣢࢆᛶ⬟ྍࡢࡃከࡣ࣒࣮ࢤࢫ࢔ࣜࢩࡿࢀࡉ࡞ᙧᘧ࡛ࡢ࡝࡞ࣉࢵࣙࢩࢡ࣮࣡ࡢ௚ࡢࡑࠊࢢࣥ࢖ࣞࣉ࣮ࣝ
ࠊࡋ㢟࡜ࠖࣥ࢖ࢨࢹࡢ࣒࣮ࢤࢫ࢔ࣜࢩࡿࡍ㈨࡟㸭㌿᥮⾜⛣ࡢ࡬఍♫࡞⬟ྍ⥆ᣢࠕࠊࡣᮏሗ࿌࡛࡛ࡇࡑ

ࡢ㏆ᖺࠊࡓࡋ࡜࣐࣮ࢸࢆཧຍࡢ࡬ࢫࣥࢼࣂ࢞࡜✲◊ᮍ᮶࡟≉ 2 ࠸ࠊ࠸⾜ࢆ࢖࣮࣋ࢧࡢㄽᩥ㞟࡞୺せࡢࡘ

 ࠋࡿࡍㄆ☜ࢆᇶᮏⓗ஦㡯࡞㔜せࡢ࠿ࡘࡃ
1 ࡢ࡬⏬ཧ࡜᝿ീࡢᮍ᮶ࠊࡿࡅ࠾࡟Journal of Futures Studies (vol.22 No.2 December 2017)ࠊࡣࡘ

2016ࠊࡣᮏ≉㞟࡛ࠋࡿ࠶㞟࡛≉ࡢ࡚࠸ࡘ࡟ᐤ୚ࡢࢢ࣑࣮ࣥࢤ ᖺ 11 ᭶ 10 ᪥ࠥ11 ᪥ࡢ‴ྎࠊ࡟ῐỤ኱Ꮫ

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

ࡿࡅ࠾࡟ඹྠ୺ദ㸧ࡢ࣮ࢱࣥࢭ✲◊ᮍ᮶࢖࣡ࣁ 10 ࡑࠊࡣ࡛⾲ᮏⓎࠋࡿ࠸࡚ࢀࡽࡵ࡜ࡲࡀሗ࿌ㄽᩥࡢ⦆

ࡢࡕ࠺ࡢ 3 ᮏࢆ୰ᚰ࡟⤂௓ࠋࡿࡍ 
࠺ࡶ 1 ࡛ࢺࣄࣞࢺࣘࡢࢲࣥࣛ࢜ࠋࡿ࠶㞟࡛≉ࡢ࡚࠸ࡘ࡟ࡾࢃ㛵ࡢ࡜࣒࣮ࢤ࡜఍♫࡞⬟ྍ⥆ᣢࠊࡣࡘ

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

 Games"ࣥࣙࢩࢵࢭࡿࡅ࠾࡟ඹྠ୺ദ㸧ࡢ࣮ࢱࣥࢭ✲◊࣒࣮ࢤ࡜࢕ࢸ࢚ࢧࢯ࣭࣒࣮ࢤࢫ࢔ࣜࢩࡢ኱Ꮫࢺ
and Sustainability"࡛ࡢ 3  ࠋࡿࡍ௓⤂࡚࠸ࡘ࡟ࢀࡒࢀࡑࡣ࡛⾲ᮏⓎࠋࡿ࠸࡚ࢀࡽࡵ࡜ࡲࡀሗ࿌ㄽᩥࡢ⦆
 
 
 
�� �*DPLQJ�WKH�)XWXUH�V���3HGDJRJLHV�IRU�(PHUJHQW�)XWXUHV�཰㘓ㄽᩥ᳨࡜⌮ᩚࡢウ�

�㸽ࠖ࠿ࡢ࡞ᮍ᮶ࡢูࡐ࡞ࠊ࠿ࡢ࡞ࢢ࣑࣮ࣥࢤࡐ࡞ࠕ࣮ࢱ࢖ࢹ࣭ࢫ࣒࣮࢙ࢪ ����

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

⌧ᐇࢆᮍ᮶࠸ࡋࡲᮃࠊࡣࣥࣙࢩ࣮࣑ࣞࣗࢩ࡜࣒࣮ࢤࠊࡾ࠶࡟࡜ࡇࡴ⤌ࡾྲྀ࡟ㄢ㢟࡟ⓗື⬟ࠊࡣ࡜᪉ἲࡢ

࠶࡛࡜ࡇࡿࡍゎ⌮ࡃᗈ࡟஦๓࡚ࡗࡼ࡟ヨ⾜㘒ㄗࠊࢆ࠿ࡿ࠶ࡀఱ࡚ࡋ࡜ࣥࣙࢩࣉ࢜࡞⬟ྍ⾜ᐇ࡟ࡵࡓࡿࡍ

 ࠋࡿࡍᣦ᦬ࡣ̿ࢱ࢖ࢹ࡜ࡿ
ᮏ✏࡛1960ࠊࡣ ᖺ௦ࡢࡽ࠿ᩍ⫱Ꮫࡢ࣒࣮ࢤࢫ࢔ࣜࢩ࡜㛵㐃ࡢ⪃ᐹࠊ࡜᪥ᮏࡴྵࢆᵝ࡞ࠎᅜᩥ࡜໬ᅪ

஺΅⌮ㄽ࡜࣒࣮ࢤᐇ㦂ⓗࠕࠊࡤ࠼౛ࠋࡿ࠸࡚ࢀࡉ௓⤂ࡀᐇ㊶౛ࡢ࡛ 㸦ࠖSchelling, 1961㸧࡛⤂௓࠸࡚ࢀࡉ

㆟࡚ࡋࡑࠊ࣒࣮ࢤࠊ࠸ᡓࠕࠊࡸ࣒࣮ࢤࡢࡵࡓࡍ♧ࢆ࡜ࡇࡿ࡞࡜ཎᅉࡢ⣮தࡀḞዴࡢ㏱᫂ᛶ࡜⩏ᐦ୺⛎ࡿ

ㄽ 㸦ࠖRapoport 1960㸧࡛⤂௓ࡿ࠸࡚ࢀࡉ༠ㄪࡢᶵ⬟ࡀ࡝࡞࣒࣮ࢤࡍ♧ࢆᐇ᪋ࠋࡿ࠸࡚ࢀࡉ 
ᮏ✏࡛ࡢࡑ㝈⏺ࡀᣦ᦬ࠊࡣࡢࡿ࠸࡚ࢀࡉᚑࠊࢆࢺࢵࣟࣉࡁ࡭࠺ㄞ᭩ࢆ㏻ືཷ࡚ࡌⓗ࡟Ꮫࡪ᪉ἲ࡛ࡿ࠶

㸦Johnson 2005, 20㸧ࡣ̿ࢱ࢖ࢹࠋ㐣ཤࠊ࡟ᮍ᮶୍ࡢ⯡ⓗࡣࢪ࣮࣓࢖࡞኱ࡃࡁ 4 ࠊ㸦ᡂ㛗ࢀࡽࡅศ࡟ࡘ

ᔂቯ࡜෌ฟⓎࠊヨ⦎ࠊኚᐜ㸧࡚ࡗࡼ࡟ࡏࢃྜࡳ⤌ࡢࡑࠊ≉ᐃࡀࢪ࣮࣓࢖ࡢㄒ࡜ࡿࢀࡽ⤖ㄽ࡙ࡿ࠸࡚ࡅ

㸦Dator 2009㸧ࡢࡇ ࠋ 4 ࡶ࡜ࡃ࡞ᑡࠊࡢࢪ࣮࣓࢖࡞ⓗ⯡୍ࡢࡘ 2 ࡤࢀࡁ࡛ࠊࡘ 4 ࡿࡍ㦂⤒࡟ᴟⓗ✚ࢆࡘ

࠸ࡿ࠶ࠊࣥࣙࢩࢡ࢕ࣇࡓࡋࡁ⪺ぢ࡟㸦㐣ཤ࠸࡞ࡣ࡛ࡁ࡭ࡿࡍ㉁ၥ࡚࠸ࡘ࡟ᮍ᮶ീ࠸ࡋࡲᮃ࡟ࠎேࠊ࡛ࡲ

ࡢࡇࠋࡿࡍᣦ᦬ࡣ̿ࢱ࢖ࢹࠊ࡜㸧ࡵࡓࡄ㜵ࢆ࡜ࡇࡿࢀࡽㄒࡀᮍ᮶ീࡓ࠸ᇶ࡙࡟ᚰ㓄஦ࡢᅾ⌧ࡣ 4 ᮍࡢࡘ

2G15.pdf
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᮶ࢆࢪ࣮࣓࢖ࡢ␲ఝⓗ࡟య㦂᭱ࡿࡍၿࡢ᪉ἲࠋࡿ࠶࡛࣒࣮ࢤࡀࡢࡿࢀࡽࡆ࠶࡚ࡋ࡜ 
� ᮏㄽᩥࡣᮍ᮶◊✲ࡢ࣒࣮ࢤ࡜ᇶᮏⓗ࡞㛵㐃ᛶࠊࡕࢃ࡞ࡍࠋࡿ࠼࠸࡜ࡿ࠸࡚ࡋ♧ࢆᮍ᮶◊✲ࠕࠊࡣᮍ᮶ࠖ

▩࡟᫬ྠࠊࡢᩘ「ࡿࡅ࠾࡟ࣉ࣮ࣝࢢࡧࡼ࠾㸦ಶே࢔࢕ࢹ࢖࢔ࡢ࡚࠸ࡘ࡟ᮍ᮶ࠊࡃ࡞ࡣ࡛࡚࠸ࡘ࡟ ணࡢ

୍ࡿࡍᐤ୚࡟๰ฟࡢ࢔࢕ࢹ࢖࢔ࡢࡑࡣ࣒࣮ࢤࠊ㸦Dator 1995㸧ࡾ࠶࡛ࡢࡶࡢ࡚࠸ࡘ࡟㸧ࢪ࣮࣓࢖ࡓࡋ┪

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

ᮏㄽᩥ(Ramos 2017)࡛2015ࠊࡣ ᖺࡽ࠿ 2017 ᖺ࡚ࡅ࠿࡟ᐇ᪋ࡓࢀࡉ FuturesLab ᴫࡢࢺࢡ࢙ࢪࣟࣉ

せࠊࡣࢫࣔࣛࠋࡿ࠸࡚ࢀࡉ⌮ᩚࡀᏛ⩦࡜ඹ๰ಁࢆ㐍࡞ࣥࣉ࣮࢜ࡢࡵࡓࡿࡍᐇ㦂ࡢ㔜せᛶࢆᣦ᦬ࠊࡋᮍ᮶

ࢀࡽ࠸⏝࡟ࡵࡓࡿㄒࠊࡋ᝿ീࢆᮍ᮶ࠊࡤࢀࡅ࡞ࡀ㈹㈶࡚ࡋࡑࠊウ᳨࡜⌧⾲ࡢࢪ࣮࣓࢖ࡸ௬ᐃࡢ࡚࠸ࡘ࡟

 ࠋࡿ࠸࡚ࡋ၀♧ࢆ࡜ࡇ࠸࡞ࢀࢃ⾜ࡀ᭦᪂ࡢࣉ࢖ࢱࢺࣟࣉࡸᴫᛕࡿ
ࡣࢫࣔࣛ FuturesLab ᐇ㦂ࡢᮍ᮶ࡓࢀࡉணぢࠊࡵࡓࡿࡅ࡙⨨఩࡟ࢫࢭࣟࣉࡢ఍ⓗኚ໬♫࡞ໟᣓⓗࠊࢆ

㸦AEM㸧ࢪࢵࣜࣈࠕࡣࡓࡲἲࠖ࡜࿧ࡿࢀࡤ 5 ࡢẁ㝵ࡢࡘ 4 ᮍ᮶ࡀձ⮬㌟ࠊࡾࡲࡘࠋࡿࡅ࡙⨨఩࡟ࡵࡘ

࢕ࢹ࢖࢔ࡿࡍ⌧ᐇࢆㄒ≀ࡢࡑճࠊࡋᵓᡂࢆㄒ≀ࡢ࡚࠸ࡘ࡟ղᮍ᮶ࠊࡋウ᳨ࢆ௬ᐃࡿ࠸࡚࠸ᢪࡢ࡚࠸ࡘ࡟

ᢞ࡟ᐇ㦂ࡿࢀࡽ࠼⪄࡜ຠᯝⓗࡶյ᭱ࠊ࠸⾜ࢆᐇ㦂ࡿࡍウ᳨ࢆ⌧ᐇࡢ࢔࢕ࢹ࢖࢔ࡢࡑմࠊࡋᥦ㉳ᩘ「ࢆ࢔

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

 ࠋࡿ࠸࡚ࡆ࠶ࢆ࣒࣮ࢤࠊ࡚ࡋ࡜Ꮫ⩦᪉ἲࡢࡵࡓࡿࡍᚓ⋓ࢆຊ⬟࡞య⣔ⓗࡢࡵࡓࡿࡍᐇ᪋ࠊࡋ
� ౛ࡣ࣒࣮ࠖࢤ࣭ࢺࢵࢪࣞࢡ࣭ࢬࣥࣔࢥࠕࠊࡤ࠼ඹྠ⟶⌮࡜㈨㔠᥼ຓࡢ㛵ಀ࡚࠸ࡘ࡟య㦂ࢆ㏻࡚ࡌᏛࡪ

࠸ࡓࡋࢺ࣮࣏ࢧࠊࡣࢺࢵࢪࣞࢡࡢࡇࠋࡿྲྀࡅཷࢆࢺࢵࢪࣞࢡࡢつᐃࡎࡲࠊࡣ࣮ࣖ࢖ࣞࣉࠋࡿࡁ࡛ࡀ࡜ࡇ

ඹྠ⟶⌮ࡢ࡬ᢞ⚊ࠊࡣ࣮ࣖ࢖ࣞࣉࠋࡿࡁ࡛ࡀ࡜ࡇࡿ࠸⏝࡟≉ᐃࡢඹྠ⟶⌮ࢆᐇ᪋࣑ࣗࢥ࡟ࢀࡑࠊ࡜ࡿࡍ

࡟ഛᩚࡢ㸦౛㸸⏝Ỉ㊰ࡿࡁ࡛ࡀ࡜ࡇࡿྲྀࡅཷࢆࢺࢵࢪࣞࢡࡓᙜ࡚ࡾ๭ࡀ࢕ࢸࢽ 50 ᙜࡾ๭ࡀࢺࢵࢪࣞࢡ

࡜࠺⾜ࢆഛᩚࡢỈ㊰⏝ࠊሙྜࡓ࠸࡚ࢀࡽ࡚ 50 ࡢ⌮⟶ඹྠ࡞⬟ྍࡀ࣮ࣖ࢖ࣞࣉࠋ㸧ࡿࢀࡽᚓࡀࢺࢵࢪࣞࢡ

ෆᐜ࡟ࢫ࣮ࢯࣜࡸࣝ࢟ࢫࡢ࣮ࣖ࢖ࣞࣉࠊࡣᕥྑࢆࢀࡑ࡚࠸⏝ࢆࢺࢵࢪࣞࢡࠊࢀࡉᣑᙇࡾࡓࡋ஺᥮ࡾࡓࡋ

 ࠋࡿ࠶࡛ࡢࡶ࠺࠸࡜ࠊࡿࡁ࡛ࡀ࡜ࡇࡿࡍ
FuturesLab 㐽ࡢ࣮ࣕࢩࢵࣞࣉࡣࢫࣔࣛࠊ࡚࠸ࡘ࡟⩏ពࡢ࡜ࡇࡿࡍタᐃࢆሙࡓ࡚❧ぢ࡟ᐇ㦂ᐊ࠺࠸࡜

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

⫯ࡀヨ⾜㘒ㄗ࡚ࡗ࡜࡟⪅ཧຍࠊࡋタᐃࢆሙ࠺࠸࡜ᐇ㦂ᐊࠊࡵࡓࡢࡑࠋࡿࢀࡉᮇᚅࢆ࡜ࡇࡿࡍᡂຌ͇͆ࡣ

ᐃⓗ࡟ᤊ₇࡟࠺ࡼࡿࢀࡽ࠼ฟࡀ࡜ࡇࡿࡍ㔜ど࡟ࡁ࡜࠺⾜ࢆ࢖ࣞࣉ࣮ࣝࣟࠊࡣ࡜ࡇࡢࡇࠋࡿࢀࡉᐇୡ⏺࡜

⾲ࡢពぢࡢ࣮ࣖ࢖ࣞࣉࠊቑ኱ࡢඹឤ࡜ゎ⌮ࠊࡀ㛫ࠖ(Rumore et al. 2016, 752)✵࡞Ᏻ඲ࠕࡓࢀࡉ㝸㞳ࡣ

 ࠋࡿ࠸࡚ࡋ⮴୍࡜ぢゎ࠺࠸࡜ࡍಁࢆື⾜༠ㄪࠊඹឤࠊゎ⌮ࠊ᫂
 
 
❧࡟ࡇ࡝ࡣࡓ࡞࠶㸸ࡣࡓࡲࠊ࣒࣮ࢤࢡࢵ࣏ࣛࠕ࢕ࢹ࣭ࣥࣕ࢟ࢺ࣮࢔ࣗࢳࢫࠊࢻ࣮࣡࢖࣭࣮࣊ࢱ࣮ࣆ ����

�㸽ࠖ࠿ࡍࡲ࠸࡚ࡗ

ᮏㄽᩥ㸦Hayward & Candy 2017㸧࡛ࡀࢻ࣮࣡࢖࣊ࠊࡣ㛤Ⓨࠊࡓࡋᩍᐊ࡛ࣉࢵࣙࢩࢡ࣮࣡ࡸ 2004 ᖺ

ࣛࢢࣟࣉࡿ࠸࡚ࢀࡽ࠸⏝ࡽ࠿ ࣒࣮ࢤࢡࢵ࣏ࣛࠕ࣒ (ࠖPolak Game)ࡢ㛤Ⓨ⫼ᬒࡸ⏝㏵ࡢ࡚࠸ࡘ࡟ㄝ᫂࡞ࡀ

30ࠥ60ࠋࡿ࠸࡚ࢀࡉ ศ࡛⾜ࠕࠊࡣ࣒࣮ࢤࡢࡇࡿࢀࢃᮍ᮶ࢆࠖࢪ࣮࣓࢖ࡢᑟධࡢࡵࡓࡿࡍຠᯝⓗ࡛ᐇ㊶ࡀ

ᐜ᫆ࡾࡼࠊࡾ࠶࡛ࢳ࣮ࣟࣉ࢔࡞㧗ᗘࡢ࡬ࢡ࣮࣒࣮࣡ࣞࣇ࡜࣮ࣝࢶ࡞ᛂ⏝ࡀᮇᚅࠋࡿ࠸࡚ࢀࡉ 
ࡀࢡࢵ࣏࣭ࣛࢡࢵࣜࢹࣞࣇ⪅఍Ꮫ♫ࡢࢲࣥࣛ࢜ࠊࡣ࣒࣮ࢤࢡࢵ࣏ࣛ 1961 ᖺ࡟ཎⴭࢆห⾜ࠗࡓࡋᮍ᮶

ࢪ࣮࣓࢖ࡢ (࠘Polak 1973, p.17)ࡓࡅཷࡀࢻ࣮࣡࢖࣊ࡽ࠿♧၀࡟࡜ࡶࢆసࠊࡣࢻ࣮࣡࢖࣊ࠋࡿ࠸࡚ࢀࡽᮍ

᮶ࠊࢆࢪ࣮࣓࢖ࡢ࡚࠸ࡘ࡟ձᮏ㉁ⓗ࡞ᴦほ୺⩏ࠊղᮏ㉁ⓗᝒ࡞ほ୺⩏ࠊճᙳ㡪ࡢ࡚࠸ࡘ࡟ᴦほ୺⩏ࠊմ

ᙳ㡪ᝒࡢ࡚࠸ࡘ࡟ほ୺⩏ࡢ 4 ࡣṔྐࠊࡣࡽ࠿ほⅬ࠺࠸࡜ࠖᮏ㉁ⓗ(essence)ࠕࠋࡿࡅศ࡟࣮ࣜࢦࢸ࢝ࡢࡘ

ኚ᭦୙ྍ⬟୍࡞㐃ࡢฟ᮶஦࡛࡟࡛ࡍࠊࡾ࠶᭩ࡓࢀ࠿ᮏ࡚ࡋ࡜ࡢࡶ࡞࠺ࡼࡢぢ୍ࠋࡿࡏ࡞᪉࡛ࠕᙳ㡪

(influence)ࠖ࠺࠸࡜ほⅬࠊࡣࡽ࠿Ṕྐࡢ࡬ே㛫ࡢ௓ධྍ⬟ᛶ㸦ࡧࡼ࠾୙ྍ⬟ᛶ㸧ࠊࢀࡉ♧ࡀே㛫ࡣṔྐ

 ࠋࡿࢀ࠿ᥥ࡚ࡋ࡜ࡢࡶ㸧࠸࡞ࡁ࡛ࡣࡓࡲ㸦ࡿࡁ࡛ࡀ࡜ࡇࡿࡍᕥྑࢆ
ලయⓗࠊࡣ࡟ᩍᐊ඲యࢆ 4 ࡢグୖࠊ࡚ࡅศ࡟ࡘ 4 ࢆ࣮ࣜࢦࢸ࢝ࡢࡘ 4 ㇟㝈࡟๭1ࠊࡾࡩࡾ㸧ࠕ௒ᚋ 10

ᖺ㛫࡛ࠊୡ⏺ࡣⰋࠊ࠿ࡍࡲࡾ࡞ࡃᝏ࠿ࡍࡲࡾ࡞ࡃ㸽ࠖ2㸧ࡣࡓ࡞࠶ࠕᮍ᮶࠸ࡽࡃࢀ࡝࡟ᙳ㡪ࢆ୚࡜ࡇࡿ࠼

ࡣ⏺ୡࠊࡤ࠼౛ࠋ࠺ࡽࡶ࡚ࡵỴࢆ⨨఩ࡕ❧࡚ࡗࡼ࡟࠸ᗘྜࡢ࠼⟆ࡿࡍᑐ࡟㉁ၥ࠺࠸࡜㸽ࠖ࠿ࡍࡲࡁ࡛ࡀ

ᝏ໬࡝ࢇ࡜࡯࡟ࢀࡑࡣ⚾ࠊࡾ࠾࡚ࡋᙳ㡪ࢆ୚ࡿ࠼⪄ࡀ࣮ࣖ࢖ࣞࣉ࡜࠸࡞ࡁ࡛ࡀ࡜ࡇࡿ࠼ሙྜࣖ࢖ࣞࣉࠊ

࢖ࣞࣉࠊࡣ࠿ࡘ❧࡟⨨఩ࡢ࡝ࡢ㛫✵ࡢ㝈㇟ࠊࡋࡔࡓࠋࡿ࡞࡟࡜ࡇࡘ❧࡟㝈㇟ࡢ⩏ほ୺ᝒ࡞ղᮏ㉁ⓗࡣ࣮
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ࣖ࢖ࣞࣉࡓࡗࡲ㞟࡟㝈㇟ࡢࢀࡒࢀࡑࠊ࡚ࡋࡑࠋࡿࡼ࡟࠿ࡘᣢࢆࢪ࣮࣓࢖ࡢᮍ᮶ࡢࡑࡃᙉ࡝࡯ࢀ࡝ࡀ࣮ࣖ

࡝ࡀពぢࡢ࣮ࣖ࢖ࣞࣉࡢ㝈㇟ࡢูࠊࡾࡓࡋ࡟࠿ࡽ࡚᫂ࡗྜࡋヰࢆ࡝࡞໬ᩥࠊಙ᮲ࠊ⌮ㄽࡸᛶ᱁ࡢࡕࡓ࣮

ࡼ࡟࡜ࡇࡃື࡟ࡾ᫬ィᅇ࡟㝈㇟ࡢูࡀ࣮ࣖ࢖ࣞࣉࡢ࠿ఱேࠊ࡟ᚋ࡚᭱ࡋࡑࠋࡿࡍウ᳨ࢆ࠿ࡿᫎ࡟࠺ࡼࡢ

ᮍ࡞ໟᣓⓗࡢ඲ဨ࣮ࣖ࢖ࣞࣉࠊࡁ࡛ࡀ࡜ࡇ(p.9)ࠖࡿぢࢆࡢࡶࡿ࠼ぢࡽ࠿ሙ❧ࡢ௚ேࠕࡣ࣮ࣖ࢖ࣞࣉࠊࡾ

᮶ࢆࢪ࣮࣓࢖ࡢඹ᭷ࠋࡿ࠶࡛ࡢࡶ࠺࠸࡜ࡿࡁ࡛ࡀ࡜ࡇࡿࡍ 
ࡀࡽ࣮ࣖ࢖ࣞࣉࠊࡣ࢕ࢹࣥࣕ࢟ࠊ࡚ࡋ࡜ᛂ⏝஦౛ࡢ࣒࣮ࢤࢡࢵ࣏ࣛ 25 ᖺᚋࡋࠖࣝ࣋ࣛࢺ࣒࢖ࢱࠕ࡟

ࡣἣ࡛≦࠸ࡃ࡟ࡾࡲ㞟ࡀ࣮ࣖ࢖ࣞࣉ࡟㝈㇟࡞ᮏ㉁ⓗࡸ㝈㇟࡞ほⓗᝒࠊࡸ㊶ᐇࡢ࡛࡜ࡶࡢタᐃ࠺࠸࡜ࡓ

㸦౛ࡤ࠼㉳ᴗᐙࡢ࡝࡞㞟ࡁ࡜࠺⾜ࢆ࣒࣮ࢤࢡࢵ࣏࡛ࣛࡾࡲ㸧ࡎࡲࠊ඲ဨᝒ࡟ほⓗࡣࡓࡲᮏ㉁ⓗ࡞㇟㝈࡟

㞟ࠊ࠸ࡽࡶ࡚ࡗࡲ⮬㌟ࡀឤࡿࡌᴦほᛶࡸᙳ㡪ຊࡢᗘྜ࡟࠸ᛂࡢ࣮ࢱ࣮ࢸࣜࢩ࢓ࣇࠊ࡚ࡌ᥃ࡅኌ࡟ࡶ࡜࡜

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

ࡢ࣒࣮ࢤࢫ࢔ࣜࢩຊ㛤Ⓨ㸸⬟ࡿࡍ㛵࡟ᣢ⥆ྍ⬟ᛶࡢ⏕Ꮫࡢ࣮ࣝࢡࢫࢫࢿࢪࣅࠕࡽࢫࢪ࢖࢚࣭ࢡࣥࣜ ����

᭷ຠᛶࠖ�

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

ⓗ⥆⥅ࡿࢀࡉ࡞ࡽࡀ࡞ࡋ᥈ồࢆ࣐ࣥࣞࢪ࡜ၥ㢟ࠊࡣ࡜Ⓨᒎࡢ఍♫࡞⬟ྍ⥆ᣢࠋࡿ࠸࡚ࡋ┠╔࡟࣒࣮ࢤ࡟

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

఍ⓗ㈐♫ࡢ௻ᴗࡣ࣮ࣝࢡࢫࢫࢿࢪࣅࠊࡋ࠿ࡋࠋ㸦Starkey et al 2004㸧࠸ࡁ኱ࡀᙺ๭ࡍࡓᯝࡀᶵ㛵ࡢ࡝࡞

࠸࡚ࢀࡉ࡞ࡀᣦ᦬࠺࠸࡜ࡿ࠸࡚ࡋኻᩋ࡟࡜ࡇࡿࡍྜ⤫࡟࣒ࣛࣗ࢟ࣜ࢝ࢆ⫱ᩍࡿࡍ㛵࡟ᣢ⥆ྍ⬟ᛶࡸ௵

ࡢࡶࡓࡵྵࢆ࡝࡞ไసࡸឤ᝟ࠊࡃ࡞࡛ࡅࡔ㆑▱ࠊࡣ⩦Ꮫࡿࢃ㛵࡟ᣢ⥆ྍ⬟ᛶࠋ㸦Currie wt al 2010㸧ࡿ

࡞᥋ⓗ┤ࠊ㊶ᐇࠊ࡛ࡇࡑࠋ࠸ࡋ㞴ࡀ࡜ࡇࡿࡍᑐᛂࡣ࡛࣒ࣛࣗ࢟ࣜ࢝ࡢᚑ᮶ࠊ㸦Sipos wt al 2008㸧ࡃከࡀ

 ࠋࡓࢀࡉᥦ᱌ࡀ࣒࣮ࢤࢫ࢔ࣜࢩࠊ࡚ࡋ࡜⩦య㦂Ꮫ࠺కࢆᣢ⥔ࡢࣥࣙࢩ࣮࣋ࢳࣔࠊࢡࢵࣂࢻ࣮࢕ࣇ
� ᮏㄽᩥ࡛3ࠊࡣ 160ࠋࡿ࠸࡚ࢀࡉᐃ ࡀᏛ⩦ຠᯝࡢ1࣒࣮ࢤࣥࣙࢩ࣮࣑ࣞࣗࢩࡢࡘ ࣮ࢡࢫࢫࢿࢪࣅࡢྡ

ࣝ㸦࣒࢜ࣛࣥࢲࣝࢸࢵ࣭ࣟࢲ㸧ࡢᏛ⏕ࡀཧຍࡢࡇࡓࡋㄪᰝ࡛ࡢ࣒࣮ࢤࣥࣙࢩ࣮࣑ࣞࣗࢩࠊࡣᣢ⥆ྍ⬟ᛶ

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

 ࠋࡓࡗ࠶ᐃⓗ࡛⫯࡚࠸ࡘ࡟௜ຍ౯್ࡢᩍ⫱㠃࡛ࡢ࣒࣮ࢤࡣ኱㒊ศࡢ⪅ཧຍࠊࡋ࠿ࡋࠋࡓࢀࡽࡅㄽ௜⤖࡜ࡿ
� ࠊࢆࢺࢫࢸձࠊ࡚࠸ࡘ࡟ຠᯝࡢ࡬⩦Ꮫࡿࡍ㛵࡟ᣢ⥆ྍ⬟ᛶࡘࡶࡢ࣒࣮ࢤࣥࣙࢩ࣮࣑ࣞࣗࢩࠊࡣࢫࢪ࢖࢚

࡜ࡇࡿ࡜࡟ࡵ㛗ࢆ᫬㛫࢖ࣞࣉղࠋ࡜ࡇࡿࡍᐇ᪋࡚࠸࠾ࢆ᫬㛫ࡽ࠿஢⤊࣒࣮ࢤࠊࡃ࡞࡛ࡅࡔᚋ┤ࡢ࣒࣮ࢤ

㸦ࡣ࣒࣮ࢤ 1 ᅇࡢㅮ⩏࡛ࡳࡢᐇ᪋ࡓࢀࡉ㸧ࢆࣥࣙࢩࣉ࢜࡜࣮ࣝࣝࡢ࣒࣮ࢤࠋព㆑࡛࡜ࡇࡿࡍᩍ⫱ຠᯝࡀ

 ࠋࡿ࡞࡜ᚲせࡀ࡜ࡇࡿ࡜ࢆ᫬㛫ࡿࢀ័࡟༑ศ࡟࣒࣮ࢤࡀ࣮ࣖ࢖ࣞࣉࠊࡤࢀ࠶࡛ࡢࡿࢀ⌧
 
 
࣮ࢤ࣭ࣥࣙࢩ࣮ࣞ࣎ࣛࢥᣑᙇ⌧ᐇࡢࡵࡓࡢ㛤Ⓨ࡞⬟ྍ⥆ᣢࠕࡽࢫࢺࣥࢧ࣭ࢫࢻ࣭ࢫࢽࢪ࣭ࣥࢯࣜ࢔ ����

�タィࠖࡢ࣒

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

ྜࡳ⤌ࡢࣥ࢖ࣛࢻ࢖࢞࡞ㄽⓗ⌮ࠊ༠ྠసᴗࠊᣑᙇ⌧ᐇឤࠊࡿࡅ࠾࡟ࣥ࢖ࢨࢹࡢࠖࣥ࢖ࢸࢫࢧࠕ࣒࣮ࢤ⫱

 ࠋࡿ࠸࡚ࢀࡉ࡞ࡀウ᳨ࡢ࡚࠸ࡘ࡟ࡏࢃ
╔࡟࣒࣮ࢤࢫ࢔ࣜࢩࠊ࡚ࡋ࡜࣮ࣝࢶࡿࡍ࡟ᐜ᫆ࢆ⩦Ꮫࡿࡍ㛵࡟ᣢ⥆ྍ⬟ᛶࠊࡓࡲࡶࡽࢫࢺࣥࢧ࣭ࢫࢻ

఍ᵓ♫࡜໬㸧ᩥࠊᨻ἞ࠊ῭⤒ࠊศ㔝㸦⏕ែᏛ࡞ࡲࡊࡲࡉࡿࢃ㛵࡟ၥ㢟ࡢᣢ⥆ྍ⬟ᛶࠊࡀࡔࠋࡿ࠸࡚ࡋ┠

㐀㸦ಶேࠊᐙ᪘࢕ࢸࢽ࣑ࣗࢥࠊ㸧ࡢࣥ࢖ࢨࢹ࣒࣮ࢤࢆ୰ࡳ⤌࡟㎸ࡣ࡜ࡇࡴ኱࡞ࡁㄢ㢟࡛ࠋࡿ࠶ 
ࠊࡣ㸦Fabricatore et al 2014㸧ࡽ࣮ࣞࢺ࢝ࣜࣈ࢓ࣇࡓࡋᥦ౪ࢆ♏ㄽⓗᇶ⌮ࡢࣥ࢖ࢨࢹࡢࠖࣥ࢖ࢸࢫࢧࠕ

30 వࡢࡾᣢ⥆ྍ⬟ᛶ࡟㛵ࡿࡍᩍ⫱࡟ᐤ୚ࡢ࣒࣮ࢤࢫ࢔ࣜࢩࡿࡍศᯒࢆ㏻ࠊ࡚ࡌ௨ୗ࣒࣮࣡ࣞࣇ࡞࠺ࡼࡢ

                                                  
1 3 ௨ࢀࡒࢀࡑࠊࡾ࠶࡛ࡢࡶࡓࢀࡉᥦ᱌࡚ࡗࡼ࡟Sadowski et al(2013)ࠊࡣ࣒࣮ࢤࣥࣙࢩ࣮࣑ࣞࣗࢩࡢࡘ

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

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ࡢࢫࢼ࢖࣐࡜ࢫࣛࣉእ㒊ᛶࠊẼೃኚືࠊCO2 ᤼ฟ㔞㸦༢఩⏕⏘㔞ࡾࡓ࠶㸧ࠊẸ㛫ࢫࢥ

 ࠋࡿධࡀせ⣲ࡢ࡝࡞த➇ࠊኻᩋࡢᕷሙ࡜࣒ࢬࢽᕷሙ࣓࢝ࠊᡂ㛗㸦GDP㸧῭⤒ࠊࢺࢫࢥ఍♫࡜ࢺ



― 725―

ᚲせࡀᑐฎࡢ࡬࣒ࢸࢫࢩ࡞㞧「ࠊ࡚ࡋ⾜୪࡜ᚓ⩦ࡢ㆑▱ࡢ᭷≉࡟ศ㔝ྛࠊࡾࡲࡘࠋࡿ࠸࡚ࡋ♧ᥦࢆࢡ࣮

ࡢື⾜ (B)ࠋࡿࡌ⏕࡚ࡋ❧⊃ࡣ࡜ື⾜ࡢ࣮ࣖ࢖ࣞࣉࡣኚ໬ࡢ࣒ࢸࢫࢩࡕࢃ࡞ࡍ (A)ࠊࡾࡲࡘࠋࡿࢀࡉ࡜

⤖ᯝࢆ᏶඲࡟ண ࡣ࡜ࡇࡿࡍ୙ྍ⬟࡛ࠋࡿ࠶(C) ࡢ࣒ࢸࢫࢩᵝ࡞ࠎせ⣲㛫ࡢ┦஫స⏝ࠊࡣ≧ἣ࡟ᛂࠊ࡚ࡌ

 ࠋࡿࢀࡽࡵồࡣ࡟࣮ࣖ࢖ࣞࣉࡀᑐฎࡢ࡬௳᮲࠺࠸࡜ࠊࡿࡍᒎ㛤࡟࣮ࣥࢱࣃࡿ࡞␗
࡟୺ࠊ࡟ࡁ࡜ࡴ㎸ࡋ࡜ⴠ࡟ࣥ࢖ࢨࢹ࣒࣮ࢤࢆᑐฎࡢ࡬࣒ࢸࢫࢩ࡞㞧「ࡢࡇࠊࡣࡽࢫࢺࣥࢧ࣭ࢫࢻ 4 ࡘ

࣮ࣜࢺࢫࡿ࡞࡜ᬒ⫼ࠊ࡟ࡵࡓࡿࡵ㐍࡟⁥෇ࢆ⩦Ꮫࡢࢫ࣮࣒࣮࣋ࢤ㸸ձࡿࡍ࡜ࡿ࠶࡛ࡁ࡭ࡍ៖⪄ࢆഃ㠃ࡢ

ࣖ࢖ࣞࣉղࠋ࠸࡞ࡽ࡞ࡤࢀࡅ࡞࠸࡚ࡋ㈏୍࡜౯್ࡢᣢ⥆ྍ⬟ᛶࡢ࡚ࡋ࡜ࢪ࣮ࢭࢵ࣓ࠊࡣᶆ┠࢖ࣞࣉࠊ࣮

࣮ࣖ࢖ࣞࣉճࠋࡿࡍ࡟࠺ࡼࡿࡁ௓ධ࣭ኚ᭦࡛࡟࣒ࢸࢫࢩࠊ࡚ࡋື⾜࡟⏤⮬ࡾ㝈࡞⬟ྍࠊ࠼୚ࢆᶒ㝈࡟࣮

ᒁ࠸࡞ࡽ࡞ࡤࢀࡅ࡞ࡋ㐺ᛂ࡟ΰ஘࠸࡞࠸࡚ࡋ⏬ィࡀ㌟⮬࣮ࣖ࢖ࣞࣉࠊ୰࡛ࡢࢫࢡ࣑ࢼ࢖ࢲࡢ࣒ࢸࢫࢩࡀ

㠃ࢆసࡾฟࠋࡍմ࣮ࣖ࢖ࣞࣉ㛫࡜࣮ࣖ࢖ࣞࣉࡧࡼ࠾ࠊேᕤ▱⬟࡟ᇶ࡙ࡢ࡜ࢺ࢙ࣥࢪ࣮࢚ࡃ㛫ࡢᑐヰࠊࡸ

ព࿡ࡿ࠶ࡢ♫఍ⓗ┦஫స⏝ࡢᶵ఍ࢆసࠋࡿ 
ձࠊ࣮࣮ࣜࢺࢫࢱ࣓ࡣղࡣᣑᙇᛶࠊճࡣ㐺ᛂ⬟ຊ࡜ᡓ␎ᛶࡢホ౯ࠊմᑐヰࡢవᆅࡢ㔜せᛶࡒࢀࡑࠊࢆ

࣮ࣖ࢖ࣞࣉࡣࠖࣥ࢖ࢸࢫࢧࠕࠊ࠸ᚑ࡟ࣝࢹࣔࡢ࣮ࣞࢺ࢝ࣜࣈ࢓ࣇࡢࡇࠋ࠺ࢁࡔࡿ࠼࠸࡜ࡢࡶࡓࡋᣦ᦬ࢀ

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

࡟ࣥ࢖ࢨࢹࡢࠖࣥ࢖ࢸࢫࢧࠕࡣࡽࢫࢺࣥࢧ࣭ࢫࢻࠋࡿ࠶࡛࣒࣮ࢤࡍᣦ┠ࢆ࡜ࡇࡿࡍ㦂࣭ㄆ㆑⤒ࢆᙳ㡪࡞

❧ᙺࢆᮏㄽᩥ࡚ࡋ࡜஦౛࡞⏝᭷ࡢ㝿ࡿࡍ⏝㐺ࢆㄽ⌮࡟ࣥ࢖ࢨࢹ࣒࣮ࢤࠊࡵࡓࡿ࠸࡚ࡋウ᳨࡟ヲ⣽࡚࠸ࡘ

 ࠋ࠺ࢁࡔࡿࡁ࡛ࡀ࡜ࡇࡿ࡚
 
 
ඹྠࢆ␎ᡓࡿࡅ࠾࡟⌮⟶ᣢ⥔ࡢỏ℃ཎ࡜タィ㸸Ἑᕝࡢ௬᝿Ἑᕝࠕࡽ࣮ࣥࣁ࣭ࣥࢹ࣭࣭ࣥࣖࢺ࣮ࣂࣟ ����

࡛᥈✲࣒࣮ࠖࢤࢫ࢔ࣜࢩࡢࡵࡓࡿࡍ�

ᮏㄽᩥ㸦den Haan et al 2016㸧࣮ࣗࣅࢱࣥ࢖ࠊࡣㄪᰝ࡚࠸ࡘ࡟ࣥ࢖ࢨࢹࡢ࣒࣮ࢤࢫ࢔ࣜࢩࡃ࡙࡜ࡶ࡟

᳨ウࡢࢲࣥࣛ࢜ࠋࡿ࠸࡚ࡋἙᕝ⟶⌮ࠊࡣ௓ධ࣭ᐇ᪋ࢆᚲせࡿࡍ࡜ẁ㝵ࢆࢫࣥࢼࢸ࣓ࣥࠊࡽ࠿ᚲせࡿࡍ࡜

ẁ㝵ࡢࡇࠋࡿ࠸࡚ࡋ⾜⛣࡜࡬≧ἣࠊ࡚ࡏࢃྜ࡟Ἑᕝ࡜ỏ℃ཎࠊࡀ⪅⌮⟶ࡢ༠ຊ࡚ࡋ௓ධࢫࣥࢼࢸ࣓ࣥ࡜

 ࠋࡓࡗ࡞࡜࡜ࡇࡘᣢࢆ⩏ពࡀ㛤Ⓨࡢ࣒࣮ࢤࢫ࢔ࣜࢩࡿࡁウ᳨࡛ࢆ᪉ἲࡢ
ࡋᐇ᪋ࢆㄪᰝ࣮ࣗࣅࢱࣥ࢖ࡢ࡬⪅⌮⟶࡟ࡵࡓࡵࡓࡿ᥈ࢆ᪉ἲ⌮⟶ࡢỏ℃ཎ࡜Ἑᕝࠊࡣࡽ࣮ࣥࣁ࣭ࣥࢹ

ࡣ࡟సᡂࡢ┠㉁ၥ㡯ࠊࢀࢃ⾜ᑐ㠃ᙧᘧ࡛ࡢ࣮ࣗࣅࢱࣥ࢖ᵓ㐀໬༙ࠊࡣㄪᰝ࣮ࣗࣅࢱࣥ࢖ࠋࡓ

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

≦࠺࠸࡜ࠊࡿ࠸࡚ࡋ࡜࠺ࡼࡵᇙࢆࢀࡑࠊࡋᐃ≉ࢆࣉࢵࣕࢠࡿࡆጉࢆ࡜ࡇࡃື࡚ࡗ࠿ྥ࡟ᯝ⤖࡞᝿ⓗ⌮ࡀ

ἣࢆ᝿ᐃࠋࡿ࠸࡚ࡋ 
2ࠊᯝ⤖ࡢ࣮ࣗࣅࢱࣥ࢖ ኚ࡞㔜せࡢࡘ 㸦ᩘ࣓ࣥࡢࢫࣥࢼࢸ㛫㝸ࠊ࡜ỏ℃ཎ࣮ࣝࢣࢫࡢ㸧ࡀ≉ᐃࠋࡓࢀࡉ

ࢹᙧែຊᏛⓗࣔࠊࣝࢹỈᩥᏛⓗࣔࡓࢀࡉ⡆⣲໬ࡣ࣮ࣖ࢖ࣞࣉࠊࢀࡽసࡀἙᕝࡢ௬᝿ࠊ࡚ࡗᚑ࡟ኚᩘࡢࡇ

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

↛⮬࡜Ᏻ඲ᛶࡢỈᇦࠊ࡚࠸ࡘ࡟⌮⟶ࡢἙᕝࡿࡍኚ໬࡟ࡶ࡜࡜㐣⤒ࡢ᫬㛫ࠊࡣ࣮ࣖ࢖ࣞࣉࠋࡓࡗ࡞࡟࠺ࡼ

ಖ඲ࡢ㛫ࠊࣇ࢜ࢻ࣮ࣞࢺࡢἙᕝ࡟࣒ࢸࢫࢩࡢ௜㝶ࡿࡍ୙☜ᐇᛶࡿ࡞␗ࠊ┠ⓗࢆᣢࡢ࣮ࢱࢡ࢔ࡘᙳ㡪࡝࡞

 ࠋࡿࡁ࡛ࡀ࡜ࡇࡿࡍ⩦ウ࣭Ꮫ᳨࡚࠼ࡲࡩࢆ
ṧࡓࢀࡉㄢ㢟ࠊࡣࡽ࣮ࣥࣁ࣭ࣥࢹࠊ࡚ࡋ࡜ձཧຍ⪅࡟⥴୍࡜୺せ࡞ኚᩘࢆ᥈ࠊ࡟ࡵࡓࡿᶍᆺࢆ࡝࡞⏝

࠸⏝ࢆኚᩘࡢࡽࢀࡇ࡟࠺ࡼࡢ࡝ቃ࡛⎔࣒࣮ࢤࡀ⪅ղཧຍ ࠊࡸᐇ᪋ࡢࣥࣙࢩࢵࢭࡢࡵࡓࡢඹྠタィࡓ࠸

ࡢ࣒࣮ࢤࡿࡁἐධ࡛ࡾࡼ࡚ࡗ࡜࡟⪅ཧຍࠊࡣㄢ㢟ࡢࡽࢀࡇࠋࡿ࠸࡚ࡆ࠶ࢆ࡜ࡇ࠺⾜ࢆࡾྲྀࡁ⪺ࡢ࠿࠸ࡓ

ไసࠊࡾࡓ࠶࡟㔜せ࡞ᡭ㡰࡛ࠋࡿ࠼࠸࡜ࡿ࠶ 
 
 
 
�࡟ࡾࢃ⤊ ��

� ᣢ⥆ྍ⬟࡞♫఍ࡢ࡬⛣⾜㸭㌿᥮࡟㈨᳨ࢆࣥ࢖ࢨࢹࡢ࣒࣮ࢤࢫ࢔ࣜࢩࡿࡍウ2ࠊ࡛࠼࠺ࡿࡍ ㄽᩥ㞟ࡢࡘ

 ࠋࡓࢀࡉࡔ࠸ぢ࡚ࡋ࡜ほⅬ࡞㔜せࡿࡅ࠾࡟ሗ࿌✲◊ࡢ᪤ᏑࡀⅬࡢ௨ୗࠊࡽ࠿࢖࣮࣋ࢧࡢ
㹙࠺࠸࡜࣒࣮ࢤࡐ࡞ᙧᘧ࠿ࡢࡿ࡜ࢆ㸽㹛ᮍ᮶ࢆ࢔࢕ࢹ࢖࢔ࡢ࡚࠸ࡘ࡟ฟࡍሙྜࠊࡣ㐣ཤ࡟ぢ⪺ࡓࡋࡁ

ᔂࠊᡂ㛗ࠕ࡟஦๓ࠊࡵࡓࡄ㜵ࢆ࡜ࡇࡿࢀࡽㄒࡀᮍ᮶ീࡓ࠸ᇶ࡙࡟ᚰ㓄஦ࡢᅾ⌧ࡣ࠸ࡿ࠶ࠊࣥࣙࢩࢡ࢕ࣇ

ቯ࡜෌ฟⓎࠊヨ⦎ࠊኚᐜࠖ࡟ࢻ࣮࣮࣡࢟࠺࠸࡜ἢࡓࡗᮍ᮶ീ᳨ࡢウࡀᚲせ࡛ࡢࡑࠊࡾ࠶᪉ἲ࣮ࢤ࡚ࡋ࡜

ࡢヨ⾜㘒ㄗࡢࡵࡓࡿࡍウ᳨ࢆᐇ⌧ᛶࡢ࢔࢕ࢹ࢖࢔࡟≉ࠊࡢࡇࠋ㸦2-1㸧ࡿࢀࡉᮇᚅࡀຠᯝ࠸㧗࡟㠀ᖖࡣ࣒

ẁ㝵ࠊ͆ࡣ ᐇ㦂ᐊ͇࡚ࡋ࡜ᐇୡ⏺࡜㝸㞳ࡓࢀࡉᏳ඲࡞✵㛫࡛ࡀ࡜ࡇࡿࢀࡉ࡞ᮃ࠺࠸࡜࣒࣮ࢤࠋࡿࢀࡲᙧ
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ᘧࠊࡓࡲࡶᐇୡ⏺ࡢ࡜㊥㞳ࢆ☜ಖ࡟ࡵࡓࡿࡍ᭷ຠ࡛ࡿ࠼࠸࡜ࡿ࠶㸦2-2㸧ࠋ 
㹙ࡣ࣒࣮ࢤ࡟࠺ࡼࡢ࡝ᐇ㊶ࡀ࡜ࡇࡿࢀࡉᮃ࠿ࡢ࠸ࡋࡲ㸽㹛ࡢ࣮ࣖ࢖ࣞࣉࠊࡣ࣒࣮ࢤᛶ᱁ࠊ࡚ࡏࢃྜ࡟

༢⣧ࢆ࣮ࣝࣝ࡞ᣑᙇࠊ࡛࡜ࡇࡿࡍᩍ⫱ⓗຠᯝࢆ⥔ᣢࡿࡁ࡛ࡀ࡜ࡇࡿࡏࡉୖྥࡣࡓࡲ㸦2-3㸧ࢩࠊࡋࡔࡓࠋ

༑࡟࣒࣮ࢤࡀ࣮ࣖ࢖ࣞࣉࡓࡲࠊࡃ࡞ࡣ࡛ࡅࢃࡿࢀ⌧࡟ࡄࡍ஢ᚋ⤊࣒࣮ࢤࠊࡣᩍ⫱ⓗຠᯝࡢ࣒࣮ࢤࢫ࢔ࣜ

ศ࢖ࣞࣉ࠺ࡼࡿࢀ័࡟᫬㛫ࢆ㛗ࡀ࡜ࡇࡿ࡜࡟ࡵᚲせࠋࡿ࡞࡜㸦3-1㸧 
㹙࡚࠸࠾࡟ࣥ࢖ࢨࢹࡢ࣒࣮ࢤ㔜せ࡞Ⅼࡣఱ࠿㸽㹛ᣢ⥆ྍ⬟ᛶྛࡢ࡚࠸ࡘ࡟ศ㔝࡟≉᭷ࡢ▱㆑ࡢ⩦ᚓࠊ࡜

」㞧ࡢ࡬࣒ࢸࢫࢩ࡞ᑐฎࢆ୪⾜ࠊ࡚ࡋ࡜ࣥ࢖ࢨࢹࡢ࣒࣮ࢤࢫ࢔ࣜࢩࡢࡵࡓࡿࡏࡉձ࣓ࠊ࣮࣮ࣜࢺࢫࢱղ

ᣑᙇᛶࠊճ㐺ᛂ⬟ຊ࡜ᡓ␎ᛶࡢホ౯ࠊմྠ࣮ࣖ࢖ࣞࣉኈࡢᑐヰࡢవᆅࢆ⪃៖ࡀồࡿࢀࡽࡵ㸦3-2㸧ࣜࢩࠋ

ඹྠไసࡓ࠸⏝ࢆ࡝࡞ᶍᆺࡸ࣮ࣗࣅࢱࣥ࢖ࠊࡣሙྜࡿ࠸࡚ࡁᐃ࡛≉࡟ලయⓗࡀ࣮ࣖ࢖ࣞࣉࡢ࣒࣮ࢤࢫ࢔

 㸦3-3㸧ࠋࡿ࠼࠸࡜ࡿ࠶ຠᯝⓗ࡛ࡀ࡜ࡇࡿࡍࢆ
௒ᅇࡢ◊✲⵳✚ࠊࡀ࢖࣮࣋ࢧࡢᣢ⥆ྍ⬟࡞♫఍ࡢ࡬⛣⾜㸭㌿᥮࡟㈨࡟ࣥ࢖ࢨࢹࡢ࣒࣮ࢤࢫ࢔ࣜࢩࡿࡍ

ᐤ୚࡛ࡤࢀ࠶ࡀ࡜ࡇࡿࡁᖾࠋࡿ࠶࡛࠸ 
 
 
 
ཧ⪃ᩥ⊩�

z Anticipatory Experimentation / Bridge Method | Action Foresight 
http://actionforesight.net/action-foresight-bridge-method/� 㸦2018 ᖺ 9 ᭶ 18 ᪥㜀ぴ㸧 

z Coakley, D., & Garvey, R. (2015). The Great and the Green: Sustainable Development in 
Serious Games. In European Conference on Games Based Learning (p. 135). Academic 
Conferences International Limited. 

z Currie, G., Knights, D., & Starkey, K. (2010). Introduction: a post-crisis critical reflection on 
business schools. British Journal of Management, 21, s1-s5. 

z Dator, J. (1995). What futures studies is, and is not. Hawaii Research Center for Futures 
Studies. http://www.futures.hawaii.edu/publications/futures-studies/WhatFSis.pdf㸦2018 ᖺ 9
᭶ 18 ᪥㜀ぴ㸧 

z Dator, J. (2009). Alternative futures at the Manoa School. Journal of Futures Studies, 14(2), 
1-18. 

z Dator, J. (2017). Why Gaming, Why Alternative Futures?. Journal of Futures Studies, 22(2), 
75-80. 

z den Haan, R. J., Arevalo, V. J. C., van der Voort, M., & Hulscher, S. (2016, December). 
Designing virtual river: A serious gaming environment to collaboratively explore management 
strategies in river and floodplain maintenance. In International Conference on Games and 
Learning Alliance (pp. 24-34). Springer 

z Dervin, B., & Foreman-Wernet, L. (2012). Sense-making methodology as an approach to 
understanding and designing for campaign audiences. Public communication campaigns, 
147-162. 

z dos Santos, A. D., Strada, F., & Bottino, A. (2016, December). The Design of an Augmented 
Reality Collaborative Game for Sustainable Development. In International Conference on 
Games and Learning Alliance (pp. 15-23). Springer, Cham. 

z Fabricatore, C., & López, X. (2012). Sustainability Learning through Gaming: An Exploratory 
Study. Electronic Journal of e-learning, 10(2), 209-222. 

z Fabricatore, C., López, X., Fabricatore, C., & Busch, I. C. (2014, October). A Model to identify 
affordances for game-based sustainability learning. In Proceedings of the 8th European 
Conference on Games Based Learning (ECGBL 2014) (Vol. 1, pp. 99-109). 

z Hayward, P., & Candy, S. (2017). The Polak Game, Or: Where Do You Stand?. Journal of 
Futures Studies, 22(2), 5-14. 

z Inayatullah, S. (2008). Six Pillars: futures thinking for transforming. Foresight, 10(1), 4-28. 
z Johnson, S. (2005). Everything Bad is Good for You: How Today’s Popular Culture is Actually 

Making Us Smarter. New York: Riverhead Books 
z Ota. K & Steven. M, (2018), Games and gaps for normative food futures: The role of researchers 

in facilitating creative transdisciplinary processes, Food Ethics and Living Philosophy, APsafe 
2018 at National Taiwan University, May 10, 2018 

z Polak, F. L. (1973). The image of the future; Enlightening the past, orientating the present, 



― 727―

forecasting the future (translated by Elise Boulding) (2 vols). New York: Oceana / Leyden, 
Netherlands: A. W. Sythoff. 

z Ramos, J. (2017). FuturesLab: Anticipatory Experimentation, Social Emergence and 
Evolutionary Change. Journal of Futures Studies, 22(2), 107-118. 

z Rapoport, A. (1960). Fights, games, and debates. University of Michigan Press. 
z Rumore, D., Schenk, T., & Susskind, L. (2016). Role-play simulations for climate change 

adaptation education and engagement. Nature Climate Change, 6(8), 745-772 
z Sadowski, J., Seager, T. P., Selinger, E., Spierre, S. G., & Whyte, K. P. (2013). An experiential, 

game-theoretic pedagogy for sustainability ethics. Science and engineering ethics, 19(3), 
1323-1339. 

z Schelling, T. (1961). Experimental games and bargaining theory. World Politics, 14(1), 47-68. 
z Sipos, Y., Battisti, B., & Grimm, K. (2008). Achieving transformative sustainability learning: 

engaging head, hands and heart. International Journal of Sustainability in Higher Education, 
9(1), 68-86. 

z Starkey, K., Hatchuel, A., & Tempest, S. (2004). Rethinking the business school. Journal of 
Management Studies, 41(8), 1521-1531. 

z Weijs, R., Bekebrede, G., & Nikolic, I. (2016, December). Sustainable Competence Development 
of Business Students: Effectiveness of Using Serious Games. In International Conference on 
Games and Learning Alliance (pp. 3-14). Springer, Cham. 

z Wildman, P., & Inayatullah, S. (1996). Ways of Knowing, Civilization, Communication and the 
Pedagogies of the Future. Futures, 28(8), 723–740 




