SHEERVDOE-DLESHEE

73
&~

AR
| — m—

FE/EET—VI LIS — LHRITTRE
~EEEOERFHICOLH DI LA~
2024

9. 1 .30

BEHEEAKXYouTubeF+ 2 tsulunos BV THIAE R E CEIEEMS

N

RREAXFRFRIFHFIR

wemzE IWH 8K K

SRVLEDE
HERIZH0EEE 22—
3 027-263-1166
cRkokoro@pref.gunma.lg.jp

SHAHZBIES —
9HA20H (&) &T




EBE7O071-0

B SRR AZRFRIFERFFEIEEHEE)
RA L ERERFRER T ER LA (GEF S HEE)
KRBT ZRANZEBRII S — a2y F 8 (F B %)
B 2%/ 05—, QIEMEHKE
BEEE AL E K A PR AR AT R AR AR AR F AT R SERE T B (A M)
Hf SRBEEFDH, FUIXBEBEATL, REFLF
B AV I~V AFBETS— L AWV 77 TRHHE NS 8 F DAN AR oY ARNZ

I—EUTDBBRIIZIITEE, &

BRIEEXRE, T BIEK, & HAKRZEH (ANA), KOMATSU, YKK, NTT-ME, 1 B 4% &,

TAT7ABE 2X/<22y, FOMBETro00E N EDT—7 299 7% £
= )(\/57/[/’\/1/'2%&%7)"‘5|—7\|\7?‘f0r5elf—careJ

RPGA F 3P A E [ 7 T ANA ZFE |

/i'\l’aﬁirﬂ%gdﬂ"‘l\ﬁ-'—/\r&skn X Taken]

ZARDIRDEAAMERER 7 — LT Eap D &V Fi

VAN~ AMVEE S & - I N NN S

I BHEECZOEEL /T
HE =5 EBRMREGSKTS

RIE AR ARBSFERRGEN FAEREMS, BAR
MHEEGSBHBRGI, HEREHREEALRIFT
e HEERHREEERESES S HHEREL B
WEASHEERMEREEBLE S, BHEERRQHEE
SBHHEERHHRMZSREI S BRERERSRKRY T
T HERFFREA HEREEI M. FBITH
MATER A, 2 B HAB G, iR AB e, R
R H AR R . B AR AL R AE R, R FEEE A
Bl A ) B F A4 A A4S B . NHKRTAB 3L By B 47
FAt, HETLERR, B 7 248 H (B F])



	スライド 1: 死と喪失をテーマにしたゲームが及ぼす影響 ～若年者の自殺予防につながる新たな視点～　
	スライド 2

