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1. EERROHE A
1.1, HFRal et & U T7RT— L4

WA, Rl ATRE 7R & 3 % D BURSCAR SEMRE O . PR - BP9 T — A~ DL A F
TETEIVEZRE VD, T—FMmLDOA—T A teEde— T, BN F 2B 2 HFERHEE, 3t
RIFEDOREZER & LT, 77 % —MOFERLBBIIOX v v 70, FEROF S 1 OIERFRMEN R
ST (Ota & Steven 2018), Z DX v v 7IEMFMEELEMSEHER - FIEE LT, VU T
A=A (EFE - BE - KENKRR EOBLIENREEZT 5 77— L) ~OBL & B AR S E CTEA
T\ % (Fabricatore & Lépez 2012; Sadowski et al 2013; Coakley & Garvey 2015) , Bl 72 Fn5ik 72
JC o E B VY (Wildman&Inayatullah 1996) . KkD [~y 7 P, #1407
b, REBEROMEMR, 2% (Inayatullah 2008) # K75 LT, 7457 —A, A— RS —LA B
—NT VAT FOMDOU =7 g vy TREDERTREND VI T AT —L13% < Ot Z o,

T ZTCARBE T, TF Rt ~OBIT B ICET A U T AT =207 A ) LEEL,
FRICARRMIIE L AT ZA~DBMe T —~ & Lic, THED 2 OO FEERFHILED I —A 4T W
< ODOEBERILARVIFHZ MRS D,

1 1. Journal of Futures Studies (vol.22 No.2 December 201NIZEBT 5. KKDAEE L Sl ~D
P T DOFHIZOWTORETH D, AFETIE, 2016411 A 10 A~11 BT, BEOREITKT
THMEE &7z AR Y 7 A"Gaming the Future(s): Pedagogies for Emergent Futures" (B2 RZ24% &
NU A RKKWTEE o H — DA FME) (2B D 10 ROBEM LN E L OLNTND, AFEETIL, £
D HHO 3AREHFLITHITT 5,

H 9 1 DX, FETRE Rt & M — AL L DDV IZONWTORETH DL, A7 XD b e R T
2016 4 12 H 5-7 HIZBH{# X 717~ Games and Learning Alliance (GALA)D % 5 FIERESHE (= b Lk
NRFEO YT A=« IV T ¢ L —AWf5E o ¥ —0dFFE) (28175 % v a v "Games
and Sustainability" CD 3 fEOMEFR LN E L O LN TND, AR TIEENZIUZ DN THRHINTT 5,

2. “Gaming the Future(s): Pedagogies for Emergent Futures”IR$RERCDEIF L 45T
2.1. S1—LR - TAE8— [BESF—I 550N, BEHNDRELZDN? ]

AgmC(Dator 2017) TlL, REMHFEDOHF TH— L2 ) BEHREDPBRIONTWND, DF 0, FEHOEKE
OFFELIEL, EBEMIGREICIV T Z Lich, F—2r b Ialb—aid, BF LWVKRKEEE
T DO FEITARER A T v a v & LTI S D 00%, RITERRIC L » THANCAS BT 5 Z L TH
L ETA X —IXERT D,

AR TIX, 1960 FROOLOFEEF L VT A —LAOE#EOELE L BARE Gk~ 72E & L
TORBFIDFEN SN TND, BlziE, TR 7— A L 28 (Schelling, 1961) THIM STV
HRE TR EEAEORMBMFORINE 70D Z LR T oD — a0, [, F—A Z LTk
i) (Rapoport 1960) THRET SN TV D WHIHOHREZ R~ T/ — 272 ENFEMIN TN D,

AR TEZORABERINTONDLIOEF, (o RXE Ty M, GiELZE U TZHBNICESHFIETHS
(Johnson 2005, 20), 74 #—XiEIZ, KEO—EHRA A —VIFREL 42020 F 60 (RE,
B L R, R, BR). TOMABEDRICL o TEHEDA A—UNEOND EFHDOTTWD
(Dator 2009), Z D 4 DO—fXHIRA A—T D, Dip &b 20, TENIT 4 SEEMAYTRERT 5
FT, AXICEE LOERBIZOWTEMTHRE TR BECABMELEZZ4Z2var, HHD
IZBEDO DR FIZE SV TERKEBERFELND Z EE2STEY) & TAX—3HEHMT5, 2D 450K
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kDA A=V EEPMNARRT DR EBEOFIELE LTHITFoNDLONTF—LTH D,

Rt IR RAIE & 7 — D DOFEAR R EEMEZ R L TWD EWR D, Thbb, Rk, Rk
DOFRNZHDONWTTIERL . BREIZOWTOTAT 47 EABLORINV—FITBIT 58D, [RRHIF
JELIZA A=) IO TOHLDOTHY (Dator 1995) 5 LIZDOTAT 4 7T ORIHICH ST 5 —
DOHETH D E VI B, RFFEICIER SN -fmc@ T2 i ch s Vx5,

2.2. "t - TFR [FuturesLab : FREINFRE., HtHIR, ELEIL]

AL (Ramos 2017) Tl 2015 D 2017 FEI2)T T 7= FuturesLab 7' 2= 7 O}
E#ﬁ@éMTmé TEAL, LA RET D OOA—T U EROEE AR L. Kk
WZDOWTORERA A — /@i‘%fﬁk*ﬁui ZLTCTEENRTNE, £RE2BBL, GBLDICHW LR
HMERT 0 N A T OEFHPITONIRNZ EEREBEL TS,

Z F 2% FuturesLab . GG HEEE O T o' A ESIT D20, TR ENT-RKkDFEE
(AEM) F721F 17U v k) EMEEND 5 DOERED 4 SDDIME ST D, 2F0, OEFNEREK
WZOWTOIENWTWAIREEZRFTT L. OQRKIZOWTOWRELHER L., OFOWiEEEET 57147 «
TEEBIEE L, @FDOT AT 4 T OERRERFT HEREZITV, O BIIREEZ LN DRI
BT DH, EWVWIRT T DRND 4FHD AT » 72 FuturesLab # & D1F 5, & LT, FEERAa2FHHE
L., EhiT 27D OURNRENZEETHT-00OFEHELE LT, F—22HIFT05

BlziX, TaE X 71 ¥y b F—a) [ THRFEER L &S O &R LOU‘T{ZIK%%L CTES
:&ﬁf%éofv4%wm\ifﬁﬁ®7v9ybéﬁﬁﬁéo:®7v9y%ﬁ\%ﬁ~bbtm
HKFREHE~OEZEICHWSZ ENTED, LA Y—I%, FFEORFEHZEmTH L. il

=7 4 HEY é“(t? LUy NEZITRADZ R TED (B FHKRBOEHIZ 50 7 LYy FZ’P*IJ U é’l
THNTWERE, FAKBOEEZITHI L5027 LYy RRELND), T LA Y —NalRERtLFEEFLD
Wﬁi\7v4? DALY Y —REASN, 7V y hERAWTENEIBE L2V ZHLTZY
THILENTED, EWVIHBDOTHD,

FuturesLab &9 EREIZAN. TG EARET H I EOERICOWVT, TFERIT Ly v —0DiE
Wraz bl g, ERCERZBUCLZFEEZT) ZLIILT L EINS O T/, £k
X B THZ LRI SND, EOTD, EBRELWOIGEZREL, BINFITE > TRITEEANE
ERNCHR A DN XM T A Z ENEHRIND, ZOZ LIL, B — T LA %2(TH & EITEMRR &
iﬁﬁ%ﬁéﬂfc rﬁ/}ifﬁ ¢ffl) (Rumore et al. 2016, 752)7%, Hifg b KO K, LA Y —DOERDE
B, ERAR, L WIRTTEN AR T L WO iR L —E LT\,

23 E—83—ANAJ—F, RFa7— b -Zx>oT4 RSO H5F—L, FT=E: HiEEFEIIZL
STWEITM?

AKim (Hayward & Candy 2017) Tik, ~A U — KRBT L7z, HESLU—2 V3 v 7T 2004 4F
NHEHAVSLENTWS Tl T A [RT v 77— (Polak Game) D BAZETE 50 FHBRIC DWW T ORBA A 72
IITND, 30~60 73 TITHOIND Z DT —2iE, [RKRDOA A=V ZEANT D720 DR TIEEDN
BT 70 —FTH, L0@EmERY—LLETL—LAU =7 ~DISHANGEEN T D,

RT I =KX, AT HFOHBFEETVT U v « KT v 78 1961 FIRZFEZTIT LT [HREK
DA A =] (Polak 1973, p. 1) H~A T — RNZIFT2RmIBE2 S LITELIL TS, ~A T — RiE, R
KIZONWTDA A=k, ORENZRIEBER, ORNEN BB ER., OFZBIZOVWTORBER, @
EEBILOWTOEBTEED 4 OB T IV —I120F 5, [REH)(essence)] &V HBLEGIX, ELIX
EHEARRER—#HOHKFETHY | T TIzHE #htﬁ@iiﬁ%@kbfﬁﬁﬁéo*ﬁﬁF%%
(influence)] & W2 BLE DI, BEEA~O ANE O AFHENE (G X OVRAgEME) 23RS, AMIXES
EERTHIZENTED (FRETERY) o & LTINS,

BARHIZIE, #H=E2ERE 4 1200 T, Bt 4 >0oh 73 —% 4 RRIZED 50 1) [5% 10
FHT, ﬁﬁia<@@i¢ﬂ W0 FET? 2) [HR-IdREI &h<%w%@%5ié &
MTEFETN?] EWVWHERICHTAEZDEEWCL > TYEBMBERZRDTH 59, 2, #HRIT
BEELTEY, RiFENIZ i&hk%ﬁ%ﬁ[‘%ﬁzé ENRTERWE T VLAY —DBEZD5E6. 7LA4F
— I XOAREWNREBERORBICNLSOZ LT D, 7272 L, RIROZEM D EDALEIZSLOE, 7 LA
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Y —=NENIERLS ZDOREDA A=V EHFEOMNLD, LT, TNTHORRICEE ST 1L AF
—T= b OMERCRRE., (B4, ULREEFHE LA THLMIZLEY, BIORBOT LA ¥—DE RN E
D EDNTD N ERRETT D, £ L THREIZ, MADLO T LA v —D0RORRICKREHEI D I8 < Z L2 X
D, LAY —ix MIADOSE N RZLbDERL] (pOZENTE, LAY —REDOUEHRAR
KDA A=V EHFETHZLNTEDLLEVNIEDOTH D,

KT —LDIGHFFE LT, Yo7 413, LAY —560 25 FRIZ [FA L FTF~1) L
TLEWVWIREDO S & TOREREK, BB RRIROARENRRIRIZT LA v =0 F D IZ UVIRPLTIE
BIAITHRERREDEFV TRI v 7 5 —2%17H L&), T RBICHEBNETLIIAREMRLIRIC
EFoTHHW, BHEBNKLDBBMESCEENOESVNNIL U T, 77 v U7 —4—0#TF & L b
— o, BEILTHLL I L) FEEZEEL WD,

3. Games and Learning Alliance 2016 “Games and Sustainability IREFsHX D EIE & &5t
31 VU IAPRL TEDRARY —IILODFEDEHHAIAEMSICET HRENRAE : VU T AT —LD
AL

Aim X (Weijs et al 2016) 1%, ZHBEZIGICR T 26t rlREMEICBT o EFIEO R R L HET 729
IZ7—MIZEBR L TWD, FRARERt S ORE LI, MEE VL~ 2R LR S 7 X ok
BREERTuEATHY, EVRAY —F =D ATRERBERICHEDLIHAFTICEB N TIE YR RARA T —b
72 EOREBEMN B2 E K E W (Starkey et al 2004), L2cL, EVR AR — LB EOHERE
ERRHE ATREMEICRE T 2 HE A D) X2 7 AIHETH Z LIZRRL TV D W) R e ST
% (Currie wt al 2010), £#fe rJREMEICEI D D5 F X, k72T T BECHE R E2 80 b D
732% < (Sipos wt al 2008) . HERDOH Y F 2T A TIIRIGT D Z ENEELY, £ 2T, £, EEOR
T4 —F NNy T FEF_N—va VOMREE S EREE E LT, VU T A AR REINT,

AL TIE, 83 2DY I ab—a I —AOFEGRPPESNTND, 1604 DETVRART —
I (FF R e ayTFARL) OFERBINMLTEZORETIE., VI al—3 a7 — LAORE RN
2B D RRBRI AR FE S < EE A~ R, HE S K OT IR D~ RIL, REN LD TH
5 LR T B, Las L, BIIE O KESIES7 — L OHE I TOM I EIC SOWTEERN TH - 7=,

TAVRAE, VI alb—Ya =20 ORRATREMEICE T 5 FE A~ RIZHONT, OFT R M
TF—LADERKRIET TR, F—LETHroRMEZBWTEETHZ &, QT LA RFHEREDICEDLZ &
(F—2F 1 BOFEROLTEMENT), F—L2ON—)LEF T gL bEilT 5L THEDEN
BANDDOTHIUEX, LAY —0RF— LI HICENLRFHEZ LD 2 RN LD,

3.2 TNV DR RR YU LRL MEGEARELZARERDI-OHONREEISRL—a - 5F—
INOE' 5

AKGw3C (dos Santos et al 2016) T, £ e/t DO EILD 72D OFRF & ] EICE S A2 Y Tl
B —L [BRTA ) OFTHFA BT 5, IERBSEK, WREE, B T4 KT 14 v OMAE
DEIZONWTORFB RSN TWND,

RZ«H o AL B E, FHEATRBEICET2FEERZSICTLY—LE LT, YU T AT —AICHE
HLTW?S, 7225, FgrlfetEoRIBEICE D D S £ 4205 (ARe%, ByF. Bib. SUb) Lot
mEAN FR, 23a=T4) 275 —LT A L OFITHAATZ LIZIKRERETH D,
(VAT A 2] OF WA L OFGHEMAZRIL L7777 U b b—1L 5 (Fabricatore et al 2014) %,
30 2V OFEHE A RENEICE T 2 BEICHGETH LV T AL —LDOS @ U T U TFTDL 5727 L—2ay

13250y 2 b— g7 —AlL, Sadowskiet al(2013)IC L > TIRESNZHDOTHY . FNENLL
ToiEY (AR OE T — 25 0 ARO=—X L fEaE L1 Foketibft, TSR, BREAR
AR, IFgR, EONE. ANOREOBERNASL, BIRES—L4  HHNE LOEHOFIE. AOHE
I FEEBIEAIAR) . FFAEFTREZR IR, MRELHE ., BIRAL TS, FARIFRIZESHERFIZE 7 E D EHR N A D,
(OSNERMET — b . T TR~ A T AOINNE, KEEE), CO2 PEtE (M AEREHV), Rl A
hEtEEa R b RFRE (GDP)., HiHA D=L EHGORK, BiE2 EOERNAD,
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— 7 R LTS, DFE D KOBICRA OMEROES AT LT, BHER S AT A~OXHLA N
LEND, o0, A TRbLbBEYVATLAOEIT T LA ¥ —DFTE & IIMSE L TEL S, B) 1TEID
FERZERICTHT D Z EIIARARETH 5, (C) v AT LDOFEA R BEHZBOFMANERIX RIS T T,
B DN\ = ZBIRT D, LWV FHEA~OIUR T LA T —IZiTRkO BN D,

RZ B FZABIE, ZOEMER Y AT DA~DOKHLE 7 — TP A T E LiAte d X Z4
DR ZZETRETHDHETH : OF —Lb_X—RADFEZMBIZED HT-DIZ, *:?:}:72%32 F D)
—., LA BT, Avb—U L L TCOREATRESEOMESE —E L W RITIUER 60, @7 LAY
—IZHEMRZ B2 . AIREZRIR Y HHIZITEIL T, AT AICHA - LETXH L9275, @F LA v—
WY AT EDHEAFTI T AOHT, LA Y—BYNFHE L TOZRVRELIZES L2 T U7 5700 5
HEEYHT, @7 LA Y—M, BLXOT LA v—E ATHEEICESIS ==V = b EDOROXEERR,
BRO O DS EEH OS2 1ED,

OIFA X A =V — QITIEEEYE, OITH#EINEE ) & BIEPEOFHE, OXFEORMOETEEEZ, T2
n%ﬁbk%@széﬁééo:@777Uﬁ%~V®%%wL%w\Wﬂ%%yjmfv4%~

%‘Bﬁﬁﬁf’ifi%i%ﬁ‘%ﬁ%ﬁfi“/x?bi:%}ﬂﬂéﬁ\ BURNLGEH OB ERGE A TR I K ORI
E’ﬁ“%fx% o Z L iR — ATK?)Z) I\‘X YU FABIE THRTA ) OFT VA I
DUNTEEM J‘ﬁﬁb‘(b\ét&b T—=LTHA T AT B0 M difl & U TR 2 %L

THIEWTEDIEAD,

3.3 AN—Fr ¥ - T -nN—2b MREAIIOFRE AN LEROHBFERICH T HHREHE
THERT5E=HODV Y TAT—L4]

AL (den Haan et al 2016) X, 4/ v X Ea—f&EICH E S VY T AF—LDTHA 2O T
et L TWo, A7 X OWIIERIL, TN - Ehinz BT HEENS, AT F U RAEZRNELT D
BeEA~LEBATL TS, ZORBICHEDE T, I ELEROEHEN, ML THhALE AT F R
DIHEERF TELV I T A —LAOHRENER LTS Lo,

T o= i, W EILEROERGIEERD DT DITEEE~DOA X ¥ a—iE % I L
Tmo A VA a—flEIL, EMES o 2 a—0xmBERXTITb., BREB OERKICIT
Sense-making methodology (Dervin & Foreman 2012) 2ZHW S 7=, Z DO FERIL. EZEFOAN
DI 72 ERIZM P> TEK 22T X v v 72/HEL, TREZHO LI E LTS, Lotk
WEBRELTWD,

AV HAE2—DOFER, 2 ODEERER (AT F U AOMMRE . ILEIFEO R 7 —)v) NEEE ST,
ZOEEIHES T, ARBOWRIBES L, 7 LA Y—IX @ F L SNTKTFEET v, RRESIFET
N WEEETVEMHLT, 2D 2 00 EBEREBICEE LI A VT TV ADHEZFITHRTE 5
Eolthhote, oA —iF, RO E & HIZZLT DR OBEEIZHOWT, KIROLRMEE BIR
REDOMD hL— RA7 | FIO T AT LATRET D A EFENE, B2 BEZFFOT 7 X —DEie &
SEATHE - FEHTLHILENRTED,

BRSNTZEE LT, Tv - n—rbik, O2NE L& —RICEERELRERD-OIZ, e 8% H
W FRRF D72 Dt v v a VOFERL, @QBMERT —LBRETEDO LI IC I b OEHE Ay
FODOBERY ZITH5 2L E2HIT 0D, 2O OEIR, ZNEICESTEVEATELS—LD
HfEICHTZ, BERFIETHDL ENZ D,

4. BHYIZ

B Al RE R b2~ DBAT M UCE T DV U T AT =L DT WA U 2 it 5 9 2T, 2 S0k
DY —_A 5 LTSN OMEHREICBIT D EERBARE LTRWE STz,

(728 — A&woﬁﬁékémmOJ%%_owf@74747%m¢ﬁA WEICABE L
T4 var, bHVITBED DRI %owtk%@# bhbZ k%%<tw %ﬁ TR, A
LR, R, A28 LWV FXF—T— NOhs T RRBORMBLETHY, TOHEE LT —
INEE S *w%%ﬂ@ﬁéhé(2no_® FRZT AT 4 7 OEBMEZRFT 2720 ORITHFRD
BEPE I, “FEBRE” L L CHEMR LW SN LR EMTRENDLZENEEND, F—2 VI
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Kb Fo, EHRLOEMEZERT 2-DICHENITHLEVZD (2-2),

[(POLEITHT—DITEESNDIZENRLEE LV ON?] =A%, LA Y—0OHKBICEbE T,
B2V — VL EET 5 2 & T, HBEMIRZHEFE M LS5 2R/ TED (2-3), 2L, &
UT AT —=AOHEERHIRIL, 7= THTICBENLI DT TIE R, FL7AT—RNF =2+
FHEND L) T UA BB EZEDICE D ENNELR D, (3-1)

(7= LDT A ANZBWTEERSILMD 2 ] Bkt TREMEIZ DWW T OE BT RA O AR OB & |
MRS AT AA~DOREWAITER DD VT AF—LDTF AL LT, ODAFZ A=V —, ©®
JERRVE, OWIGHES) L EIEIEOFAM, @7 LA Y—RtLOXFEORMEZENI RO OND (3-2), vV
TAF—=LDT LAY —BEAERIZFRFETE TWAEEIT, A & B o —Of e U & 7= 3RS
ETLHZERRNTHD VWD, (3-3)

L BIOWGEEFRED Y — A 23 Ffit vl BRIt ~DOBAT I E T 5 UV T AT —LDT A T
FHTEHZEDRHNITENTHD,

S E Xk
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