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Abstract

Lack of motivation towards academic subjects has been a persistent issue in Technological and Vocational
Education (TVE) in Taiwan, with English as a Foreign Language (EFL) being particularly affected. The
underlying reasons include low economic and socio-cultural capital, an overemphasis on academics over practical
skills, and course arrangements that poorly address individual differences. Educational gamification offers a
potential remedy, especially tangible games which are generally more cost-effective than digital ones. This study
employs action research to investigate the potential of integrating tangible games with learning activities in the
Taiwanese TVE context. The popular board game “Citadels” was chosen for its extensive vocabulary content. The
game’s story and narrative were adapted to fit the class context and applied to the “English in Design Profession”
course during the 2020/21 and 2021/22 academic years. In the first round, students’ motivation to participate was

surveyed (80 respondents, 25% effective response rate). Results showed that 70% of students remembered and
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were interested in repeatedly participating in the gamified learning activity, though mostly within the classroom
setting. In the second round, students voluntarily took pre- and post-tests on the given vocabulary, and their
progress was assessed through comparison. After removing outliers (78 students, 55.1% effective response rate),
65.1% of students demonstrated vocabulary improvement of 5% or more, and 46.5% showed improvement of
20% or more. These results suggest meaningful potential, and further quantitative analysis is anticipated.
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FOBE$ELR] (academic subject) AYEREEEERE - 2RESHAE AR TIRAMEZ — - THZE
JEEERE (EFL) ; GIBEANVILsERe I E BB E A IR B B3 S 0 MUE o Y BRI 3 AT - i Rl
TR A LA YR (Chen & Tsai, 2012 ) « HRBZE MIBGHR S 11 2023 % 43 B4 BB @ R 4R T
EHEUR 0 RF L HATEER SR EAE - — R EEREE Ry 605 - MR E2be/BHEORERHY R
F 439 73 o AESIRERIN 424 73 B TR RS ESE- P 0 By 568 o7 - KL 18 F 24 BRAYEY
551 93 (ETS, 2024 ) » B 7% A= RUREEIERRMG A B BRI - (Rpest RUNHMEE: E By + 2R A
ERYRAEUR G U EEAR DU S ES AL TR E BB S - (TSR B e R
HAETME LR EANEE A MR EER > BREEER A S (R, WSS, & BRERA, 2014; [Ra
I, 2001) - EEEAVIE N BRI BHERETE - WEBHNEHRZRA » BEFEENEF S HREE T
HABIERE -

BAZEL LR (pedagogical innovation ) MYzt AR » FHFH 2 —EZENHTEER S - £ EFL
HIRREE T HEBOR » e BERERUR - DU ARG EHE S AR T HEEI# EEE= 22 (communicative
language teaching, CLT ) Fsf5l] » ZiEl# AR5 e ilEE T =X Allih= @ Sy EEREHEAIE 4R (Chang &
Goswami, 2011; Huang & Yang, 2018 ) » iR EEZEHEREA - ffe(E S0 Al m eI SR & m Y B2 5= -
AR B RO ~ SCUEMIEEE (Chang & Goswami, 2011; Chung & Huang, 2009 ) ¢ fEfE##FE T - AT
KERHERANES RN 2 U2 EFEAABEES) (Al Asmari, 2015) - RliB) 4 RIS HTHE A%
HEABEEAIRE - S S RN IRENS - Fame ES s S0V E AR - KR EE R
BEIAIEIEAE SIS A B 522 (Barcroft, 2004; Dakhi & Fitria, 2019; Ma & Lin, 2015 ) » fERLEE T - 41
AR BN T aAE )] - FRFREZETHE RS - Rtz a8 — -

B ER It TRAERVAR T - CHIZ R EIREE - T A R S W R SRR YRS (Chiarello &
Castellano, 2016 ) 5 FHFEIER T A ZHASE R HIRE] - SO 2RV BUFRA S @SN » HiRS i ER IR
BAFESAERE - B5W5 101 ETJ5ERE (Laroche, McDougall, Bergeron, & Yang, 2004) - 7£= 525
B WA SR R IR LRE TR T2 AR AV B AR Y - 18 ARE S ELEL SR ( Subhash & Cudney, 2018 )-
ILER » 3ES8E&57 (content-and-language integrated learning, CLIL ) RiJg: i A @ E S ZEE 2 4
VR RIEETH © IRILARSE - AWF5E 2 F 2 HAVTERR RS B RS ISR B 85 8h 2 LR FR K sy AT REE
B 2020 5 9 HiE » #EE{TENMATCAVIASTENE » B0 PHEEA -
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PEEAL ) TR B RS S EE R R P AIRESREEE S © IR ARG 5 A
WSk > B BB AT O A EE R A B e AR JE Y S BEUEE) (Deterding, Dixon, Khaled, & Nacke,
2011; Morford, Witts, Killingsworth, & Alavosius, 2014 ) - DIE S 348 & B A0 HE B 26 & B Al 12 5%

(serious game ) ~ #EEN{LEEE (game-based learning ) 55 - B PASE T B ISR ~ 205 ~ A3
K RS ERSE » BERTMERE I AERYESY ( Greitzer, Kuchar, & Huston, 2007; Zyda, 2005 ) -

EEFEABERET AL MRER IS LR B2 EE Y - 8 ATRE FAEE 73R (Subhash

& Cudney, 2018 ) - {EEEF 2 7 » BB LE IS E SR WS TR - sesute 2 E @k
¥R (Dehghanzadeh, Fardanesh, Hatami, Talaee, & Noroozi, 2021 ) - ##EMEAVEEBLERAINE N IREZENE
TSRS | 2 S KT (Plass, Homer, & Kinzer, 2015; Plass, Perlin, & Nordlinger, 2010 ) » ZA[fj %%
B CHIAEREE Fe 1B B 2% BIGE (R B Tk b - e/ D2 RRNEAVERS IR (208 B— 2 S Eae eyl
B TR AR T -

SRS < IAkay & T2
Suits #5 HEEVAVAHET R B & HAE( goal )» F-F(means )~ BN rules )~ BréEAYREE (lusory attitude )
o - BRI P L B PR A BRI MR A =1 (Suaits, 2014 ) 5 A5 R HCRE At P AR & M (prescriptively ) YR »
AT S AT/ 4E R B — (B SR - 1 HIME " Be (playing ) ) HEEUIFS5HHIIEE (Suits, 2006) 5 FE#7
HIMERYIEILT » Suits BIRERFS HETHEY ( game-playing ) HYEE B — /& " (& IR 739 T (using
only means permitted by rules ) ; (Suits, 1967, 2014 ) » S € FhiFkd: - (FEAEERBAAART) By LA Y
HIENRAE —EEER T (good enough epistemic access to goals and rules ) F1#% A (commitment ) »
W —ARAFTA AT RE R 2 25 8K H ARAORR A 5[4 (Kreider, 2011; Schwengerer, 2019 ) (R A] L& S
T ARAIEEAE SR B - AR E#RGEETE - FERAERIIRAR RS (B TR EANTT R ~ 778 -
MR (R KRR -
HHGM: (tangibility ) EHE A RVAINY ~ 52281 ~ ¥)ERY (palpable and material ) - S A[ 73 Fs EAGHEE

(ERE I REE ) (generality ) » DURUOEE ERY (mentally ) A7 EHY (physically ) F#EM: (Laroche,
Bergeron, & Goutaland, 2001; Shostack, 1977 ) - ¥/3 FRIESS IS =Y MR E RFIAIFREE © OFE R
MR EYE S W - SRR ) BRREREATESEY 1M ES - filryR2E (Laroche
etal.,, 2001; Laroche et al., 2004 ) - {EEF#G 1 F Fs HLAGRZ R AUEURL - MBI e IIMEEF - ulinyRe i B A%
FIFERE - 4HEERE - EEDL—RIM R o (OO ERSEAVEIRL - IR ERIHR AT AIEE - I RoR AR At
brxE—raE 0 EERRCE (IRl R | S IERAEAE 0 BT RIS EE - (Y RS R,
RSB E BRI (B ¢ FTEEERFRZEIRAEEAE ) » s V-S5O E I B I sh et Bt
# (identify/refer to) (Bl : $UEFKFCEAETE G ) - BRI AT A Bk BESEY VY B RS AZE
TERES T EASIEE ) HYAEEE -

I HTFERY

FEEHEEY (content-and-language integrated learning, CLIL ) 534 DIAN S B/ A 20 R H WA
—TE#(5 770 (Dalton-Puffer, 2011 ) - HEZ AR RS EERE AT EH) > $HERE TENE
HEHFE S R - FEILESEESRETT (Sylvén, 2015 ) 5 FHERAEEAAVSNESE: » CLIL R E " 224
BEEARES > R EZEES 2KE2E | (De Diezmas, 2016 ) °

1EB— AR HNBREES R E 0 CLIL B 522 Bk B E S 2= BT 2 Ioess
B2 o FRNRAIEZFWER F > CLIL ZF|—LHEEE ; #1140 Dallinger, Jonkmann, Hollm, and Fiege (2016)
HIRHFERIFE Y » CLIL Ay )T AR TR AR5 » A REAERH NS BRIV BER R -

fEsE =52 b > CLIL A E8 2% E V45 ER - Pérez-Caflado  (2012) [BIEH T CLIL FHSEAEROMAY 4%
FEFERZ > f5H CLIL fieketh 256 —sh =2 H A R m# 2 [HREEIERE B a R IR s s i
/D o (E1REITH > Martinez Agudo (2020 ) FEH! T MHBHMIT45E ¢ (EHRE - CLIL B2EEAELIEER
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R E A R » FE18E > CLIL B8 0FE ) g A B0 #20 (Dallinger etal., 2016 ) 5 {E7G
BESF > CLIL BREEA 3 ~ T8t~ SUERURAFEE ik (Pérez Cafiado & Lancaster, 2017 ) « B4R =
CLIL #AEEFHAEES HULEE ST (receptive skills) MIFEFEHG FABEN EHIFZE (Martinez Agudo,
2020)

T~ F R

FRAEIIE S 5B 5 EeE RN - HIRREIE R RE N R S A S Y2 (Barcroft, 2004;
Dakhi & Fitria, 2019; Ma & Lin, 2015 ); Eorh » Frdg i Vg KM 22 A8 1AK% 00612 ( Bulté, Housen, Pierrard,
& Van Daele, 2008 ) » {155 AR e HY S E SRES B R b FERE R RS -

BUATHZEEAN ERY AR M P BRI B E RIS 87 7% » RS BURL a2 B E - B2 5Rl8 (Khoii
& Sharififar, 2013; Naeimi & Foo, 2015; Shintani, 2011 ) ; {BZRE-E1EE51EE (Ender, 2016 ) - fFF2&E1E
S B B S E 45540 2 (Mehregan, 2014; Silsiipiir, 2017; Zhonggen, 2018 )  S2BE4E BB » [T 30
& (memorization) ; Z4h - " G #jj (interaction ) ; t /250 B 5ert IS RAVES RN E - (EHEH AV B
EEBAYSEJ7 1 2 — (Schmitt, 2019) -

FEEREFIE CLIL 5% i i HERAYIAZEAZERY( Goris, Denessen, & Verhoeven, 2019 ) Xanthou (2011)
PHEIER R EEETE(LRIELE - SEREUR CLIL 2R BT FRE ) ERIEHEE - R DIER
BEEE RFEES > Agustin Llach (2015) HRFZE& R AR A [F] - JE CLIL S2EE/ PR
BIERTA FaeE R R 720 L - CLIL B335 F i3 BB MK (Agustin Llach, 2015) - AP EEHEE &
B3 %52 > Jiménez Catalan and Agustin Llach (2017 ) $Ef(EEF0GHAVE & » EWT5esE R AR CLIL
EEANFHEBEK - 5t CLIL WEEHEFF R TRFESCRIIR AN RN S @ SRS 2 - EAZIEERY
e &I

I N /J‘ ‘?‘é—

TEEGREH > CLIL ¥ EEREES HURE /T (receptive skills) B EG HABENIEATE
( Martinez Agudo, 2020 ) > H A= CLIL B E#HELESIER (e.g Celik & Yangmn Ersanh, 2022;
Rodriguez etal., 2014; Sylvén & Sundqvist, 2012 ) - i 88 & 85 2% [ Ee LSS 6] EA K B EERRAT 71 ©
A EBFEEEYEREEN S » $HE AR EERREE BRAVEDR - IR a2 E it
FEER  SIRENEERIEN S AR E S & o B E R B SH F R NS R T
(Reynolds, Wu, Liu, Kuo, & Yeh, 2015 ) 5 {EHEE fyRF5EAY EFL AR&E T > ISR B PR B H YIRS
FEEE L FF (Zhu & Huang, 2021) » 7EFEAREE T DASSETESEER P TRV FR AN » KEEER
FHVEE RN - SEE EEE BN BRI R ESERI T

FFLIEANR

AREFFEER NS B TENSE (participatory action research ) U SR EUR « {TENNI ST M HE A H " BHE |
THFUEIEN— R N T T8 T A MRS T TERER  #E R4S AT TEIRIR B DKM E R (Cohen,
Manion, & Morrison, 2017 ) « {TEIFSC R E EEE VI TEAZ —  EEEFEREHITH E B O
RIE > B2ENRENEE R WHNEREE TN WA AEAE SRR L TE » 2SR
RIS R E E NI » (EIERE S B U P S E A R RE S (R B 7 =S M B M T
1) —f& )73 (Burns, 2009; Gibbs et al., 2017 ) -

TTENHFCHV R BT B E I - B R BRI R R - SRR E EamA R E Fge et
FEHERTERE A SRS P ERE > IR TS TEE R ENELTAE - DI
D TITED TSR | 2 R B m B I TR AR TAFE R 421 IRE ( Bradbury-Huang, 2010;
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Burns, 2009 ) - 7EIHFZEHY FEVEREL EAAE] - 17H) - BREEBERRE - A HhEkESE A T
73 Ry t122 5 (observational ) BAFE#E{ZZX (non-observational ) » i & & EHEIZ W LICE ~ 5% )T
ook 0 BEAIEEEE ~ MEHEE » DRESEZERDE (Burns, 2009; Feldman, Altrichter, Posch, &
Somekh, 2018 ) « ARWFFEIR L 77 Fy = FEELHETT - i FUE R ES Ry 9tam sy =t « DU o HIEFL -

W1

TSR

58 RENE RS  ERAE LR
3

o A E R

:5-2::3 +f$ “Et oy ‘: vpe LA A.:—‘—r: - s

RS [ enmmmnans KB B T

FR eEnm  ERAAE

SRR EE < L R

DR 8 iaiis EEE R - At H B RN T H RN R =824 - R SR
AL ATTE AR E Ry &R R AR S o MDA [ SRETEIESLS ) SRR R SRARRY » T IAEE
Fitaea TR -

S RSB E S A R R Y R

DUSE IR BET SE E B E B RIS S B EE TR - IR
SR » AT B RARTA S B SERATIERE PRI RILIR D SILE B T - Y
HEREL - HTSER AR | BB S E TR SRR 45 F 60 5 - B
BRI TEIERS T B8 ( Citadels ) > PELAEE ST SR RN - S8 N E T 0 TR
IR - Rl - AEKIFTE - AT B TR TSR ISONT SRR
JRECKRIRIGALE AR - Bo5  — S E BB 45 % 60 DHIAA - BRI - T
B GRS SO TP B SR R
W 2
KSR I S A A

Target audience

1N g

2/

SN

You can simply ask. Action have consequences. I thought we were colleagues. I'llfile a complaint.

' \ Vo gy room o
I don’t really agree with this. | didn’t see that coming. Qut of pity. What has happened ?
[ ——— ———
It has just come to my attention. It would be nice if you can give it a second thought. You are unacceptable. My experienceience is authentic.
— [P ——

I' m afraid | have to let you go. Itjust went public. Would you give me a hand 7 | want what | want.
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AW FELLE B W B B Ry B - TR BB R SR B RS T B SR L Z BB N BT E R A
Bk o By ol tHECEOMAYIRE - BEE E AR B IS RE - ARk - BrR Al s
ARG T R BEREE AV B SE R Fin o RS R A ATt FER R - PR sk ey

TR RS E A G T —[EE o AR T RIS A R TR ) DUHTERI R R E
SETETRGAVEFIRE - IO o JRRREER Ay TSR, AR TATRE R BE LR ME BRI S
% HLFSERR -

3
RN el gk ey

2 FHREFARR I YHEVYRFEFFESBRBR OFUIFTERE > B AT |

FIECE TR RS e

DA S S R R » AT S TRIRAIITEIIE - AR RN R T2t » IR T
R E R SRR - EE - RTRE BT 4 BRE BT -
R 2.5 % 3N - (ESHIEINE o RiR(LStEH PRI - AT 4 RIS ERE
BEETHE - IR « (RS E T IREE - POEET - (R AR - 4 Ll
WERETHRE T 2 AT Y - SO HI A B T ) » (I B  ~ SRR L5
WS IE PRI - SRR A -

YATTRIFT AIDA [RERTSHERER AT BB TR (Beck, Beukel, & Poetz, 2018) » BB E EEEE:E
TS EEE > PEEEE G - ISR b7 B R S R B AR A -
B - EE SRR B SR - EWR GRS SR ARe NSRS T IEETE,
5T RN MR BOBIE R BRI B I MU R R SO s
DASRIL ARG B - 25— AR 80 (5 > [ICARIEIG 20 15 - 1% 2024 42 9 FZE 2024 47 12
IR TRTCE » SS 52 6 » BT RS 46 (7 - SRR 132 15 » [ECE% 66
{5+ BRHERIER 50% -

%1
&I FARE SHE AREER (FRUEER)
1 2020/9 to 2021/1 REL=ZAFGRAE 80 A 20 (25%)
2 2021/9 to 2022/1 RE=ZFLBE T8N 43 (55.1%)

WA 2024/9 to 2024/12 REZFPERE 2N 46 (88.5%)
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5B EmbHFerh > PR F R B I3 Y17 (retention rate ) (e.g. Chittaro & Buttussi,
2015) » DACE BT B S NSRS g Ry B IS 84 (RN RN o IR B EEA
% BEEEEE H LSBT RUNES IR 2024 429 H % 2024 - 12 H AT —mAym e s
HEET R EEN 2B A 130 A - S 2 AREEE ANE 89 A\ ARUAEE S 68.5% - AERNE Z FHtKE
A % 2 R o 5T 84 {EEEIERE MR T H £y Google 5. » RETHDIFBIEIEFHEZ -

‘E:‘.%‘%-ﬁﬁaab‘

—_ S ‘ );};1!..53! l"f”’ﬁ"g‘-ﬁ{;ﬁ
BRI TEIASE R S E RN S B ER > SEREUR A T0% N2 EEFE" g8

< =z
THIEECS ) JEEING 0 HENEMEVES) T AR L TREEES ) - BREEEEESLEEE —EN
o
SHLERA
W 4
L F B 2 B 2 R
e TEBRE ) BBAE HESEES) " AR, ®TEEEEM, EEEH I TECRIFE ) EEER
30 e 100%
b E— - P s
26 o -
24 = e o 80%
2 - g
20 -_.‘
18 a : s 60%
16 3 s :
14 <~ - i
12 : 40%
10 -
8
6 20%
4 5
2
0 « 0%
* E H F B 3 ¥ & B — X & #* ¥ & B — £ # #* ¥ B H F OB ¥
¥ H E R B & B E H E R EB & B ¥ B E B B £ B ¥ B E B B £ E
g = E B T S E 3 x g = E B T g = E B £
BfEREESLE 0000 e BffREESLE 0000 e EffREESL 0 e EERBESTL

2RI > U 35%HIS BB FTOR G R ERE SN IR RN > nIRERVRINA — « Bt > 2RI
AT (E%UMF 8 SR > HRE —Env4EgilE s - DIRERAERFEIN B RE BB HRE > MBS
& MIERER A EREEE 2 B I - s BTEREEE - HXAIZ B E iR i B
MEGTEERENRIEERE - HESRICQIA R A% 0SE - iR BR R S8 FAVRF 28k - %
REFE HERERFE] 5 S 2 R ERH -

Y TEY
55 i R S LB SR B IR TR, IR SRR - BEEEEE T
1

SRS - FRIERRHG - RTINS A (T, T LR T - Tt
SEECIE

Xv

/

VIR (P) :

pP= L % 100%

1
S VHSE AT R A ROEE  SEE NB130 N - HRIEE NE89 A - &iMAIF] Excel £

PRAEEEREE (mild outlier) [44] © EFREEEHER 2 AROEE ANERy 80 A - a2 &£ HIEF
HRe ) EHYERE R -
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® 5
BB LT FRE A

el

2l 20 L] 100.0%
H o
A o 80.0%
B 0 . °

------ 60.0%
20 -t
40.0%

10
. 20.0%
0 . 0.0%
>20% =10% 5%  20% 0%

EFREEADNE

cee BEHEEE

SHEGIREUR  EDIREER] 20%LL EEIE 37 A ASHERIAE NEHY 46.3%( (L4 NEHY 28.5% );
BESN > HEPIRIEZE] 10%EH 6 A (SARIEE ABEY 7.5% (BEFAEHY 4.6% ) 1 L 5%EHH 8 A
FAEEBUIEE NBH 10% (BALFEABE 6.2%) - BAG = - #EPIEEEE 5%E » (FESIHE Y
63.8% ({GHEAEHY 39.2% ) - FERTH Ry B —EHIRRAY -

AN TR BRI ISIELION - R EISHE 53 EIIT R - BIAERAVIZER A o RREET

RN MIENIEINEE (B B —E3SCH0) » DUSE B BRI ETT IR DA T RRAYT LB )
HEY - ERUNN S BB EIES T B SR BN T REME -

W 6
BB FRE R IR H DT T 2

CANETEOF PP |

TEASRAZE EmAV TEIT T » AT CLIL ZERTAB S S ik L in I8 A fE D) AEREYT -

BLBERET S - CLIL MHEAHFTE R 5 - BIERE - W98 704 Fel s DI EER Bkt
HEREEREL o FEEIENLT - AHSCELAR EIRVIA ST - B DRI ETTH IR - ST E B SR
FEM = » CLIL HZE AV S R H Bl R 2% ( primary and secondary education ) » £ =552 & (tertiary
or higher education ) FAVEFZ2E: Bfi/D o MEECIAVIFZEES F o Chostelidou and Griva  (2014) §1%17
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FEHY 270 # =SB E 2 EEETHICAE SRR - (EREERE LU NSRRI > $52 CLIL AY4HAIENE
EUSRFE E EENRRE o S BTG R A AR -

TEEIIRET F » Gilanyi, Gao, and Wang (2023) $H¥amiihle CLIL b7EAVEEAETT 7[R - 5K
AR SRR ERS > MM T8t R = CLIL iV ER ARG EIHENRER - B8/t EE
B8 AN R BLZ2 G AT -

FRIZE AN S o T BRI =EAVERAIZES > Agustin-Llach and Canga Alonso (2016) PI#IZE#;
BEEE BT ES > b T CLIL B2EEMN(#4E EFL 22 EEREE S HUGE NI FR&ee )T © 45588
CLIL ELEEHHFRIH B E4E EFL 8285 - (FEfEMal & CLIL HAm N EE B FRES i
CLIL B8 A 278 1 Bl S S s ) 2 LT RE IR » ANIHST 2 G5 5B 7 AHIPE - fhAb - BZ B 2T REDL
B HEA% s E > {H Agustin-Llach and Canga Alonso (2016 ) i [5)AH{5 DA Fy EHVERE AR E2HEA M
HYER TRl st A E e o MAHIT LS T E e R ITiRA - 5 LR AL IR I AYES 5 -

WHE TSI - YRR R - BT TEEN AR R Ry TRet ) B T B
JEH] o LT S B ST A REAEE « A ABHIT S —Bmb VS SN/ 48 T - IRSE B ReE R Ry ARk s
MAESE —dw R BB ER BRI T B EES) - & T I AR FIR BN S B Ehi% sy
o8 BURTEBIBHAARTIN M 48 P RE EATAE AL AUE - LB S EE LIITEEREE (Stenros, 2017 ) 2KEE AJEENHY
A REFERHER -

HefEanst BB LAY EENI IR S B R E BRI H— B EERUR - BB S = (EE
AR ARSI - (—) BB LEE R S ERe S R R TR - HI5E N R e R AT R
HEEZ THIRZAER © Bl - (REERAY2 B (low baseline participants ) 7 [ {#HECEHAVERE NE -
PRI 17T T Fi BEL S s R AT R B AR (i o Tl (B L) U s S AR E /] « (=) fEAUEL
IR ENR - BEFSHEEEE iR BRI —EEE R - ZEEEBIRA R ESE
HEE{EREZR (best or conditional best frame ) FLEGRY @ EE S EMBLEERNWAETE - FIAINTE)
T~ BIEERAVARTE - oA R AR - TR R ECE RFIERBZE AR ILAERE - (=) 1ERiHFTRR A8l
[ZHE - AT 2 BERSBER SR O ZE R FTRE IR (R B AR AR A SLRE AR 22 52 - SRESMIEIR a1
B DURE YA IR RS SRR BRI T 2 EH R RS - RIS ELE - R
SREFFORFREEEEE R T » BIABHEE S IRIRV IR  #EBES I A B ENE - FRIERE ST REIE
TRRCELIEL » BB I e E AT S o WIATE S I 24 DR B4 S B -

HREIM S - AR 2SR LR S L E BRI T 2 BlEh - ks CLIL FE AR Fams STt
BRI - A B IS R RS T AR T BRI - (ESREERSE - &k A
FERATZEIHIPR ] T ZRIT AR AL AR » FEFERA DA EHEX - GoREMEmErnEE  HiltA
WRBNEEESR - FE T2 — 24 ) NG > R4 EL T IEmaHE ) 8T EEE )
i 5858 0 BUBIE IR R I R H IR - HIUZEHTTRUEIE & - [ H AN A A
TRt - & CATAEEEIE S e G - MIEA S BRI MIER RN - BA KA EIRZIERAE FIE
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