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In the 1990s, Rwanda experienced Me al ealth

a major tragedy many people :

suffered from mental iliness, leading d tion

to various mental health issues
within the country. In our #&#ZE class, international
- students from the Global South who are
enrolled in the Graduate School of
To address this, Rwanda L N Environmental Sciences at Hokkaido
places a strong emphasis on : University visited our school. We have
mental health education i S i been studying their respective countries'
2. ¥ o cultures and the challenges they face,

and engaged in discussions for a year.
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Is Japan's mental health education sufficient?
We can learn from the Global South!
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Despite being a developed country, Japan has seen an 3 3
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quality of mental health education. OY?PHLavh—R

— Players take turns drawing cards from the center
The reason is that many causes of suicide—such as family pile. The person who draws, shares their own
or school problems—are difficult for young people to talk experiences or thoughts based on the card's
about, making simple communication often insufficient. content, while others respond using reaction cards.
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Can you directly convey Are you able to talk to close Can you speak up without
your opinion to someone? friends about your worries and hesitation in class?
concerns?

16_‘ 36 27.1% Through this activity, students can build
new relationships and feel more

comfortable sharing their feelings.
We hope this will help reduce youth

Japanese students have their opinions and can suicide in Japan and support young
convey them to close friends, but not to others. people’s healthy growth.
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Based on these findings, we created a card game
that helps students develop communication skills
by discussing and sharing ideas in groups.

Future Outlook
To improve this initiative, we plan to consult with our school counselor. We then intend to propose it to our
principal and expand it to other schools, hoping to contribute to reducing youth suicide in Japan.
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