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DATENETRE ST H I LIS TE S, Progress B8 A BRfiR LA OUGED J7 1A %38 L C

WD,

TE5.

By 5L AaERDTWD. £/, Change and Disruption

(Z{b L) 1%, Empowerment of Creativity & Feedback &
BRI 203, T AT AOEF/2 LR L CHIAE DB S-
TEHZ L L, VAT LAOHTREMTONIRNE 1T
WS AZ LERDTNEEDTHD.

HEFEDLE 2—D[RY T AIE, Tondelloand Kappen |2
D7 — LT A RHAMIO T E TS LTt 7R
HLOTHDEWVWRD. FT-, Octalysis Tix, TV A F
LE AT =7 ZAOBRMEAEHL TVD. 2O D%
BEHDBILET, AH=JALF—LT A ATRD S
NDRIA THERENT D Z ENFHEL 72 5.

5. THERICESDEMA D =_XLIZEHT 512

111 Social FRAFEIL, e oknyREEcE Unpredictability & Curiosity (FHIA< FTREME & 4F-430)
Interaction %. CA4 Varied FRAFIRE SN T ¥ L URF R
112 Social FIRF IHGED D=L D= ] Challenges PEEINCEE S 5.
Cooperation HETHD. C5 Varied Rewards | FIIFAFE ICHR{E S 40 2 A ESM A 5
113 Sacial FIREL, fthE & LEied 52 & 5.
Competition NTED. Change & Disruption (25l & Fst#)  : Octalysis /Z/2 700
114 Faimess FIAFE BN FEREO IO ZFF - C6 Innovation FIFHEZE NS AT AUEDT-DDT A F
THEL, FIzFbIE LN TE TRNE, BIEREDREEZ T
2. 5.
Immersion (7%85) : Octalysis /=/2 70 C7 Distuption AT NIFIHE SO ZENLARIE
15 Narrative FIRFICRIAT X DWREA RIS 5. Control 17472 EOBEN DB S QN A,
116 Perceived Fun | FIHZE DMREDO BRI 5 2 &

AV N

ZZETIE, AL TYA L OFERS — LD
EIZHOWTHEI L=, F—A (FLA HE55HT) BAE
FlEDIT TN Z L iTigaOA T2 <, ORI
FAZOWTR R, S22 8 T —I 70—y ar
DFERECFIRZ BN GRS H 2D, L0 7 —
LTHA DBV Faifamd HDICHIZ0, EDOMREDH
T2 A= RANIONT, OISO R AR L
FILTRLSZEVREETHD. F'—I 74 7—varxk
IEHT2ERIE, 4 F TITo TORU Ml 6 01 TEh 252
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AT LT gL | NFER BT 1T | mosrosriers s
DERAT Amotivation | Extrinsic Motivation | Intrinsic Motivation
HE D sl Tamsm  EAE  BEEsE  gasm | PR S O 111D
247 Non-regulation | External Introjected Identified Integrated | Intrinsic
TEOE FEBEZERE (Nonself-determined) BHZRTE (Self-determined)

K2 @, HfEOZ A FITOWTOH CIREDERREE (Ryan and Deci®9D Figure 1.1 22535 A3F1R)

AL B2 L THY, FlZIXERENITE,
iR, BRENCELVTENI R SIC 5. LER-T, £
BRI TINAER THY, 7= 7 47— a VORI,
AT EERS, PCH H O ERER  (Self Determination
Theary) ([ZXVERBAL, LT, 7LA v—D.LERG7Z:
EALIZ DWW TR S HH KA £ 7 /4 (Transtheoretical
Model) , & BIZEhRA7R7 — LT FA v DOHFESLZED
RXEHIRE LTI, RASAUER  (Persuasive Technology) %
BT 5 Z LML, RETIIINOBEET 287 L
— AZOWTEH L TEL.

(1) EfdI+EESm (Motivation Theory)

WYIRZLIS BENEGH T ORI — AIZIRES LD H D
TiFew. BlzIE, [oof e s 7%, 17
BT 1E, HDWIEZEOMIZE] (punishment)
EHZ25HELHD. ZOLH A (interventin) %)
BAEFHA A7 DDBERI 7 L—baU—27 L LT, @i
£HT PR (motivation theory) 738 %. Khalil etalfiz Liu,
AT ICBE 5 5 oD TARBERIILL T O TH 5.
1) Expectancy-value theory (WIFFEEER) : B4

HDHEAT HERT HEXIIH/ONDLTHAD
R ORI & BIFERICET 2E &I L 0 #E

HENDH0 LT 58

2) Social-cognitive theory (#h<>3RZ1ERGR) : BRI
H o 2h /& (self-efficancy) , > £ 0 E AT
IRUEATHETH D E VI FERIESS b D LT
% B

3) Goal orientation theory (HARfERIAER) ¥ A
I DERIZZTEDVATEIZE 2§ 2 L ZniR s
7% B

4) Self-determination theory (H CLiEFRR) : Bt
X E AN © A #2 & (competence ) SRFEs

(autonomy) = L Cfhi# & ORALRME (relatedness)
\CREE D & DB, NREMEESHT A~ E
% E TOER & kT 2 B

5) JREEEEs (attribution theory)
K DI & %% 2 2 i

ZITHE, X7 r—varEaiT AR
ZH S5 B CRERICOW T 5.

PR D I

(2) BTREH (Self Determination Theory) 24
Q)  NFEAVENEE & SRR ENEE
HCOWER (SDT) 1, ARO METERRTTEIO B

HEZ BN T, ARIONF R EIROBEEMEIE S Z H
TR A 2 Blama i Uz N OBWERHT & AH#
TERA~DT 7 —FThH s, Lizhi->T, FOMERIT,
Nx DB CEE T & SR O FERE & 70 5 i RAE RS0
AROLPRIRICR, 72 b ONZEN B DR E /27 v X
HEET DM EBRT HZ LIhD. SDTIZENT,
Ryan and Deci®i %, 3 SOEWESTT OIREE, 70BN
ANZEIE DT HAIVTWHIREE (intrinsically motivated) , 4+
FEANZERE DT BTV DAREE (extrinsically motivated)
Z L CE/ LIRAE (amotivated) #EFL TV 5 (K
2) . —ELIL, B UIREER S Y, THATEN L R
Wy, BOWNIZEIICIRD #ES> TV DIREETH . B
BEAHT D7 RRBIE, 2 OIRREZ T D T2 D DRSS
BRI EBEDE LD 2 L, HDHWNIZEOTTENZE
T HREFAAMAEZ N WGAIE LS. RV D 5
DOIRKENE, AT O OEES T S A7 TEh A Ee A
ELebOTHD. Behvm, NRIEREHTIREETH
D, {TEREEHAEE O D L biEE H D8I X - Tk
DOENLRIETH S, WKIT, SFEHIERE T2V TIE,
ITEIHREID 2 A 77 2 LGN 4 DFEFRTE 5. [+
BURIE &1F, &b BREDIERVEEETH Y, (1510
WA=V, B80T D7D T8 21T D IRETH Y,

BEAGWE) 1L, —HANE LS oREETH Y, filxiR
FRRS AN 2 EERNTAFBIIATET 50T
5. fE T, TBIERIED 13, SSERENE T2 B 5y
DOITEHMIZEBE L TD LR LT DIREETH Y,

Toe el 1%, SMEAIEE T & PNFERIEIEE T 23t
HAINREETH Y, RTINS DO THS
2, FAHEMRRES B & > THRR OB DFERE KD
TATE CHHDITR L, PEERIHIENL S B BIEE H S
BUORE L D T2 O DATE Tdd 5 sl ZIHEV D D 5.
b) HIERERESHT & B AREREIH T D

SDT 2T, AMESAIENRE T 2 5.2 BT A% 73
FNSEARE D ES T2 X S ITHEME (%
) +5ZLERHEETD. ZDX I hEN EORLE
HELDMITHONTIE, SFERENERTT 250 % O.LE) =
—REBBELTWDENE I MIURITT 5. —IHMIH

Ty




A0 & BRI T O NIZELL L7478 21T 5 Z &b
TEY, ZIUIBEE - BEEHIEET & 1358705 2 LD
nNTWa., 2ok, gz [HIE BT

(controlled movitation) | , #%#&% [BEERE T (au-
tonomous motivation) | & RS, IEIRDEMEST T & Bl L
T, ARMEWECHT I OERR 7 EE, PR L BRE L C
Wb, —T, HIEREREHTIE, FomlEN < e
ITHERE L72< 0%, 20720, HAMYEWEITHIIZ 0%
BRERETDHEVDITEY, X0 2EE LW T
LWz B,
0 EWEE TR 2 LERERR

SDT Bl 26T, AMERIEREDONIIZFF 59 50
FAUARIE, BN (asonomy) , FEJ) (competence)
Z L CEAS (relatedness) TH2DHEEINTWD B Zhb
DULBRRIEICRIN 72 SN O EAITIE, WAL vt 20
FAET LA R <, fER e U TITEEig ) R 5.
W, DEEIRICRZ FET 5 X 5 2R Bk, Wi
O BB HT O LUV 2T S5 ATREMED U 2,
BB, F—IT7 45— a IBWTESIT A 52
BT, PNRIIEWEONIFILIZ D723 D L 5 FEfig D)
HLH, ZHUIT v —~A = TR LIS,

(3) ZBERMESETIL (Transtheoretical Model) 2

LG EET /LY, Prochaska and Velicer®iz L v, filt
FEATENC RIS A1 TRV L D721, 300 LU E DR tEL
FITHET DEZ T EREL, 6 DOITEERDAT —
U& 10 OITEERO T vt Al EEGNCLIZH D
Tho. UFCAT =V L2007 e ADME 2R T
Q) TEERDE6DODDAT—Y
1. Precontemplation (RiZAEH, FHEIAT)

THFTREZRRER (BB EZ 67 H) ORI TEIZ
FTRFFHRRIREE. Z OREED N AE I Bk A3 e
Wy, BHAWNTENRERET X D L5,

2. Contemplation (GAEH, FEi)

WD 67 ATELERZZ D EEZTWDHERE. Zo
BRI, TRV LORSEZTGRR L CWBH D, —HT%
ORISR L TN 5.

3. Preparation (EfiitH)

TS, FIZIBRAICTOITEZEZ 25 LT
LERE. ZDOX I RN BIFS ETICLAROER DS
AT Z LTCWD T EREL.

4. Action (3ETHI)

26 AR T I TEN A AT LB
5. Maintenance (k71

WRD T o LA TE D LB X TV DHIREE.
HEFRIRIEIZ 6 7+ AD SEIF LT 2 L EZHND.
6. Termination (F&HsHR)

ZORRETIE, EAITRFHEHRCE LT, 100%0 A

% 66 M AHELHERES - BEE
o (A1) ZFroikEE.
b) 10 DITEZEAED T ut %
1. Consciousness Raising (E7k515)

A ORI TENC B 2 5A, #ER, = L TREIC
ONTERSEDZ L.
2. Dramaticrelief (EI)725R7%)

WERT 7 va v biic & &I, EIERRRERE A
LxEsZ &,
3. Self-reevaluation (H C.FF#TA)

I SO NEG 2R EEOFHEZ L 5B 2D
ERRaR
4.  Environmental Reevaluation (Bt T aTfh)

] DDA 22 E B ERLEREE - R ED L5 72
WAL R ThEsMid 52 L.
5. Selfliberation (FI CUfi#fk)

EANHHIGRETEDZETHY, TIUTDNTO
TERHEZ E595 2 L.
6. SociaHiberation (+-=fiF#h%)

KB INIE 722 B ST RIS HEBR DRSS 3
HzbhbZ k.
7. Counterconditioning (S %t4&t317)

RIED & 5178 AT D LU MTENC DWW TS T L.
8. Stimuluscontrol (HiIE4iHIEN

RERBEA~OE ST EYPBRL, L0 LR
~ORELERETHZ L.
9.  Contingency management (FfffE~ A L 1)

YE LWH NS 720 OB HL, Bk LV MTENSS L
TN 5252 LR ExIT9.
10. Help relationships (RcfZREH7)

WY b E FHLT DI ODEHE, AGEOXRR ED
BREAEEE T 52 L.

Yk

(4) ER1GHOERMT (Persuasive Technology)
AN, TR T ICREOEnE A T
2P —DITEICREEZ 2L ST H 2 L2 BRI L2 b D
THY, 1970~80FRIZar Ba— N ERINTE=
T L m% T, RSSO e T LSS0
IR SIUI LD, Zib—EHO 0P Fogg®ll LV
captology  (the study of Computer As Persuasive Technology, CAPT
EHWE—EOE) 7 L—2T—7 L LTERRDITS
NTW5. Capology 18, A~— k74 Z2IEHT5HZ L
TUTNVEA LD RDORY LY NAEETHDH I &
b, ICT LRGN Z BTG5 Z L TRERL)
PR EIND O L LTHEHEESNTWS. Fio, 3if5
AOERARTIY, UT4E Oinan-Kukkonen®@X, 1T8HERYHR— b
A5 I (Behavior Change Support System, BCSS) & 9 4
BEREL, UTOLITERL TN,
A behavior change support system (BCSS) is an information system



designed to form, alter or reinforce attitudes, behaviors or an act of
complying without using deception, coercion or inducements.
[TTBIZEZF Y — p X 74 BCSS) &/t ZF2L,
), FEEHNTIS, B, 178, DSV ILETIT%
&k, ZE, LT 5L IITHT] IIENGFHR R T A
TH3]
BOEICBNTE, EEV T4« v Rx VA FOSUR
Tk RREEAR T 0 7T AOMER SN TERY, FlxiE
e 74— KRRy - TarI50F, arvta
—HRAY— NI T TV IR EOIEHT A AETER
B PIATEEE LIRS Z 2B LTEBY, —HOME
ST, BTEURE R L2 MTEER AR — N Rk e
Wz 5725 9. 728, Sunio and Schmockerd L, 25 & U
I WARTHERE I T D BCSS (DWW TR L B — &
P Z A TERY, ZORUTS—I T4 F—vard
MEZBEM LI b0 EE<GEND. £, Sy
AT LT A > (Persuasive Systems Design, PSD) £ /L %
BEARL L, BEMIAEET 52 LT, 21 O
HANZHILL T D, Zhb &I, 920 BCSS 122
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W, EDX RIS TR ST D20t LT
5.

(5) ZERMEETILERSMERMORBIRME
ZHEGHATT MY, AREBEOITTEARICEDET
DL 7 ot 22508 LD TH Y, — 5 Tiis
HAAZOWNTIE, A TEVERI R JAF T ATREED
DTV = 7 EEHL TS, 20 2 O H
HNZTTIUE, EADRBEERICETH2AT— T8I
ED X BRBENT AN TH D005, U
W, Cellinaetal®xBCSS 7 L—A U —7 2L -TC, B
BERCEATEN 2t D 72O DA LT 7Y DO RHEM: A
Ham L CRY, TOBISHRGRATT V&SI
DORRER 2D L HITHEEH L TS, ZORND, x5
ETDHT VAT —DTIAERIH L TEDL S AT —
AN DDOMTIR L, Y7307 A % e
TE5.

F2 GoEcol7 7') DigREL SERHSETIL, TRHERBNALIN, ST AT L7 HA L OBIR

(Celliaetal o> Table 1 A&7 F13R)

ITENEAS D ITRVERDT 1A GoEco! DORERE ITEEAS T NEf PSS AT DT YA
ART— TL—LU—7
Precontemplation | Consciousness Raising TENOFI R & — RO Self-monitoring
(RS (i) R—2TA L OfTE) | KRBT AR (B R
INE— D T F—= 2 AT Tailoring (f132TC%)
T 4= KRy 957 4— K37 | Reduction (HE)
Contemplation Self-reevaluation YE LR L FEROTAE Simulation  (Fif5%)
EEH (B CFF3Hm) IO FREM DR | BT UTEIAE LT Tailoring (ft32C%)
Preparation Social-liberation R E o7 B AR Reduction ()
(YD (H=Agh) HoE e BAERRE Personalization (fF711{k)
Action Counterconditioning FrL oy BRI T - BARRE | Suggestion (BE)
(GATHD (Bt RAE1T) FERot Reduction (F&FH)
Maintenance Rehearsal (V) /~—H1)
GhEREY) Turelling (hrY > 2)
TEADHEBIET 5 T TEIDO A CEERL | Self-monitoring
R X7 v A (A &
T574— KNy
Contingency management ra7 =Ny PRIUIE Tz Praise (E%%)
(BefEE~ R A 1) SO Rewards (¥R
V= —R—R& D7D Social comparison
DR Barhb2% (H2 i)
Recognition  (F8%1)
Competition (524
Similarity ({21
Help relationships ITEEHZ AT 27 | ibhEbERxD Reminders
(RezBatR) DOEEMEE S AT A | AR ER (V=142 F)
77"V A COxtiE Jihr% 52 % Social leaming
AR b (=)
Social facilitation
(H2AE)
Reminders (V<A k)
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. e o S TEEA = e
AHERORT— 7O+ & BT 5 B0 AR Sy
a— 7T 2N
Pricgntemplation Consciousness Self-monitoring (B 2 &548) R fiik:
GEES ) E?@gs Tailoring (f£32T%)
(BH=EH) Reduction (F£%)
Contemplation Self- Simulation (145
(ZhEHR) (regeéa%%'&g Tailoring ({£t32T %) Epic Meaning & Calling
= (BRI & ) |
Preparation Self-liberation Reduction (%) | i
CE45ER) (B2 Personalization (fE3!1t) / m(r?’x%;)on |
N s O D
S AW
(E4749) (BRI 30%) Recognition (4 (FRRAEERE & 550
Stimulus Control Reduction (%32) Dovel &
i || o 1) Tt
Reminders (U <4 > F) e b
(F% &ERR)
Counter Suggestion (B15)
conditioning Reduction (%38) Em_pgwerment of
(Rt Rehearsal (U /—4 1) 4 Creatiity & Feedback A
S4) Tunneling (F&U > %) (RIS DRI & e

Self-monitoring (B 2E#R)

Environmental

Reevaluation Social Role (#t=HI&E)

Normative Influence (GREBHFZE)

74—KnNv )

Ownership & Possession

(FiELEH)

(RiEHE M) Cooperation (#7)
Social Influence &
Maintenance Help Reminders (U <4 >~ F) _Relg}e“dnesg .
CHeFsHR) RE!ationship Social Learning (Ht&57%) Z G2 EEk)
(BaEBIfR) Social Facilitation (3t£&HI{R#E) | Scarcity & Impatience |
Contingency Praise (Ei%) FOtELHIR) o
Management Rewards (3REM) Loss & Avoidance
(Bt Social Comparison (#t£F#) (82K & [E138h)
TRIAVER) Recognition (F840)
Competition (3%%) Change & Disruption
Similarity CG&1L0) (ZAb EWR)
3 BUSEIN, ST OO ORCR & F— LTV A b a— ) 2T ¢ 7 2O BIR

6. IRET4URETELEREEDORERME

ZZETT, MR — LT VA T 57200
MDA 7 L—2T =20, THA L OBEOF = v 7 Y A
NCHDLTF—LTHA e a—Y AT 47 AN, HH
IR BT WA L DIDDE L DHRE 2D 2L, OB
W7 VA Y —DMEZ K C D= 2T ¢ 7 A% Eikd
HIENEETHLZ LEWLNITHE EHIZ, 17H)
DEAN LR O, (TEVER A YR — M HERICH
WD IVDIERIIHAROIE N X 2 3B T AT LOT VA
VIREETHDH I EERANZ. 2D 2o0EZ FIZEW
TS PORRMEE R 2 EncEius, 7¥—37
S =g UIMTENVER D= DN FETHLH L%
RBHZEWTEDLIEAD. s & — LTV A
b a—URT ¢ 7 AOFHlH, X0 SDT BEmicisir
LEWEAHT DT D DDA R OBR ZFEBHL L 72 b D73
B3 Ths. LIELHmAET VMR Z,
JER A — DT A b 2a— 1 AT ¢ 7 ADFHH %,
FARCEREST T D7= 0 DERAIRRGCR AR E U=, il
E SRR, B D WNTEHEHT OBk (BET),
HEME, BEH) & ORRMEZE RN T 2 LN TE BT,
TP T4 = a AHTEERDT-ODAN T T
HHEEZDZLTED. F2, Mbbbhrb ko,

10

T—=LT YA T, E
HLEZLND.

ZHEATHIR L URERIIC AR TH

7. TARFESEF TOEAES

AR E TIZBWC, F—AT A BT b= At T
o 7 A LATEROBEIC T DITEVAER AT — U031
HARMZ I BRI MR T, 7 —I 74 —v3
CUOMTEVEREHED TBE L U THEREL 9 5 Z & A S
WZUl7z. 22T, EARGHESEIZIIT D < D0dft
SEIZONWT DT —I T 4 r—a CORHER &
IBELNTHAERNT .

1) RBITBER

HEhEF] D B AIZGEN H~Os e S1%, 7 —3
T4 = a b BMEOEWIE SN Z D, Yen
etaldI, ZEITEIOERDT-ODONAHiTE LT7—
ST —a rBAEST, T T 4 TSR
(A, AERER L) LA BOF AEE~OTE %
B ZHE L, {TEHLEEE OBMRMEEZEER L TS,
*7-, HamisandCrone®%, 7275 47 7 YL ZAltiEd
HI0ODF =T 4 r—a OBV EARTH D,



[Beatthestreet] %% BRICT ORISR ZMFHFANTHRIE L,
HERIRN D Z L 2R LD, F£72, Laneet
X, WE~DOT 7T 4 TASERHDIRMED T2 D7
— 2B L, BAZEIZISITH UCD (User Centred Design)
OFIMEEER LTS, F72, BOEICBW T,
WES B, TEEVT A~vRT AL MY —)LE LTAR
T7VERELTBY, TOHRTr—LEHEOEA LT
7Y, B S DL eEIR R VAT ARRSICBIT D
T —=LBROIER 2 EOFHINBROND. ZDXII,
R TRNERIZOWTL, =7 47— a0l
FtEEmE. Fiz, ARG O, BIfESEER ORISR
fnaBIEL, F—I 74— a VAR LIATEAR
KR AT LOBFEED TS,

(@ HE
PiSREE~DTF—I 7 4 r— 3 UIERS, SEBeE
LRV TEI~OE#RA T & LCHERTFETHD. &
AL, 77U [EEREE] 2R L, B -
Kz [omd] b [TEDH| ~, ZAT— ZEHH]
TTEIOREAEET L2 2O LTS, 2B, 20

TSENE, 26 19 [AIE LHANBAR EAIE R I E 2 B
Lfmé ZOfth, SEEITEE U IR =R ke T

a7 7Y L LT, [BESE GO®) @R, HusheE
AT 7Y TR L) ®e L, a2 b ORI
TWb., ZDXHI, KE~DIHZD, BATITEMEL T
v \6733‘%@75#;75%?@ BRI ThH Y, ITEIBHLED
X oM —LEREERTHZEDBHHEVZ 5.

@) F¥HIKY - BUAIRE

T 74— a i, 500 UL,

BOCAZRA O EOARTIEH SN D Z & bE0.
W LR, ST 4= a OB ERY
NIz, I D33 D> DRt 7B 2 258 U A7
DOAERRT 5 2 &2 HRT D VAT DOWEEEIT> TV
L. FT, WAL O, HIROBMERE R DEWETHT O
- — T 4 =g NS IART V=T
v N7 —LERIEL TS, DX 9727 =LA77
BEOBFRIZT T, F'—I740—varitkoT
EDL D IATINVERNEL 9 0% T v/ — Nl &
THGNTTAEY AL THhIL TN D D,

Fiz, B KB ML, MRS (47 - 72X
b MG S T A=A e LT A L,
3 AEMOIY A EE U C, EREOm L, FELEO5e
krE, FHLOIZEDWAIL, U E— MREE ORI,
Bl 7 B IR O SR, BT B HE R E O%)
BAMERLTWD. BT, H9L, FERE#Om -
BB BT 27— 7 ¢ r—3 3 O AREMEIZ D
Thx el @ U CotratEsdD, 7¥'—I 74— 3
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% 66 Bl ARFHEZMARRS - HEE
T, H LWV AN % 2 & TRALE S 2 03 TE
BTN AT O TE 2t LB % JAT 5 B
5@@%% = D ERRHCIE LT 2 & CTHATRERR

(IR BT 2 A et EkeE, SRS IR
B b o THERBEAGRIRT 2 2 L3 T 2 afEE

fE, L CEEROBWFEE BT AMEREERE S R
ZEHERLTWVA.,
PLED X 91z, BHEIZBWTS TARHEEIZBIT

kEx foﬁffi/x\ﬁ%ﬁ =T =g CERBATHED
FHATHED B TR Y, ENOLOWEORRE LT, 1t
DIEO—BIE 05D T LIRS N CWVWA. — 5T
SR B2 —TH G E o lo S — T VA v OFER

(\ZH o 722 AT DS AT - 72354150, Octalysis <>
— LT A a— Y AT 4 7 AEHWTU AT L&
i L7233z L<,

8. HhYIc

AFTIBNTIE, ARG
BERZOSL, Y= 74—y a BT pE:

(ZI1T % AR ~D
Sk

)

SROBERPIFFSND EWVAD.

EREOZLEEME LT, K74 =T a VDTS,

ZOTHA FE, FHEFEBL N —I 7 4 r—va
> O RIFET RO TR LFEEAIEIRIZ OV T, SRR
ICE B L BECBN TS —I 74— a
IR LTATEVERT 7'V, SOy —A, £H5
<Y BOHERAZEM E L= — 20 BR STV D Y
DD, F—LT A AR Te b DIFd 7L, 4%
INHDOTHA U FHEOEKIZE Y, K0 hEa002%)
RV — LT PA N FEBLT D Z LIRS LS.
ARTIE, BIERAREIN WD —I 7 1 r—
2 AZONWTC, LT A b a—Y RT ¢ 7 A
STZFHMEN TETE LT, TNENORTL5EZ0
YH - BHT D L ZAFTIITE o Te. 5, Bixre
=74 = a VRO E ERL DB T L LD
R AE ST 5 2 ENEEEEZ HND.
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ARFZET, EAZEEER R R IE D e s B
HOZFE [EdGERIZ 381 5 Proactive BUZS @~ 1Y
A2 NHRIZOWT ORI Ttz 5oL Gt
BA#RT
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1) 77 @S- ARE 2021, (B AT ARG

#FeRT, 2021.
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10)

11)

12)

13)

14)

15)

16)

17)

18)

19)

Jcontent/%E3%82%B2%E3%83%BCY%E3% 83%A0) |, 2
0221711 7 7 & A

VA ew T IA=HN
BRIS” , B)IERE, 2011.

“ERpRRFRIT T — A

BEAML . - AEREFRD ANTRET A M
FLOBRYE & EREE” , BAREE Lim LaE, 38(4), 35
1-461, 2015

Weblio 58 [ U # /L KEER ] (https://www.weblio.jp
/content/%E3%82%B2%E3%83%BC%E3% 83%A0) , 2
022/711 7 7 & A

Horvath, G.: “Play, Games, Sports, and Athletics”,
(https://garyhorvath.com/sports-in-general/play-games-
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