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Abstract

This research aims to: 1) Develop an augmented reality educational board game for game-based
learning on the topic of Scratch programming for 4th-grade elementary school students.2) Evaluate the
efficiency of the augmented reality educational board game for game-based learning on Scratch
programming for 4th-grade elementary school students. 3) Compare the learning achievement of students
before and after using the augmented reality educational board game for game-based learning on Scratch
programming for 4th-grade elementary school students. 4) Study the satisfaction of students towards — the
use of the augmented reality educational board game for game-based learning on Scratch programming for
4th-grade elementary school students. The sample group consisted of 31 4th-grade students from Ban
Chalong School, Mueang District, Phuket Province. The research instrumentsincluded the augmented reality
educational board game on Scratch programming, a pre-test and post-test to measure learning achievement
on Scratch programming, and a satisfaction survey. Statistical analysis was conducted using mean, standard
deviation, and dependent t-tests.

The research findings revealed that:1) The quality evaluation of the augmented reality educational
board game for 4th-grade students, conducted by experts, had an average score of X=4.93, indicating an
overall quality at the highest level. 2) The augmented reality educational board game for game-based
learning on the topic of Scratch programming for 4th-grade students demonstrated an efficiency ratio of
81.7/86.1. 3) The learning achievement of 4th-grade students in Scratch programming improved significantly
after using the augmented reality educational board game. The average post-test score was 13.74, which
was higher than the pre-test score of 6.94. 4) The students’ satisfaction with ~ the augmented reality
educational board game on Scratch programming was at the highest level, with  an average score of X=
4.63. The top three aspects of satisfaction, based on student responses, were: the board game being
interestingand engaging (X = 4.90), the enjoyment experienced during learning (X = 4.87), and the increased

knowledge gained after studying through the board game (X= 4.84).
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& o v o

Jordaguin daindinaueiiuinsfinnvszanfnuagiie Suauidndeu 31 au lnedennguiegiuuude

Y

v
o o

4.3 JunpuMIANiun13Y
nsaLIUe AL nwiAImas aasudwmiunisifouslaeldinudugiuiios Tusunsu
Scratch vosinGousziuiulszaninuiti 4 ifeldsuiunismutunounes ADDIE Model 34l 5 Sunou Ao
4.3.1 A1 (Analysis)
1) Besgrnazdnu g lunsdnnisiseunsaeu LagiaseiaufeInveise

lunsiseus

v
o Ao '

2) Anwuardasient W1RsFIUNSISEuSLariianguansEnsseud e AansLay
welulad Anwuilom e muaingussasdniadouivouiunveaiem Anwuuifa ngud vénnsnnienans
#31 wazanAdefiieades ieldidunumdunsaiavesainumsinmanueaeiy

4.3.2 N1599n4kUU (Design)

1) sonuuuiifemuneu Ty fvuatagusrasdnmadoudliaonadostuinsgiuuas

fiavemdngasinesddusazaguidomundou Iidemgiuiom nimaeuemugniouadifduugii

Tunsusudganile
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2) sonuuvdsuazianssunisiiounsasu AuuaguuuuAnssunsEeunsasudiaen
Sutuinguarasniadoudmunasgusasiiinemdngns uasuiunvesiiou

3) pEnLUUUaSANUNSANT AN wESY Tnesiwazdavnanasuasa (Storyboard)
vesanuNsAnwAIRTLasy 1309 Tsunsu Scratch dmsuinidoussiutussadnu®i 4 madensuuuy
wazvwInvesisnes eenuwuuluaa 3 37 Mlusunsuwaum (Canva) Tun1seenuuuiiomuazesnuuuluing 3 39
Tnglslusunsu AR Manager

4.3.3 N13WwU (Development)

;ﬁ%’aﬁﬁa;&aﬁlﬁmﬂ%umaumﬁmwﬁmfam‘U‘wﬁau wavoonwuuiadunswauduuesn
inunsAnwIANuataaiy 3o TUsunsy Saatch wazi Wiidewgy 3 vilu Yssiliuauniwsunisesnuuuie
wazduiomuasuedmny

1) WavesainumsAnwianuaiaaiy dmsuninsouslagldinudugiubes
TUsunsu Scratch vosinBeussiudulsyaudnudit 4 Tneldlusunsusing q fail Tsunsuuaua (Canva) deldly
NMSDONUUUUBSALNNLAZAISAAININANN 9 TUSIASH armanager @usuasianalulad AR waglalusinsu V-player
d1m5uawnu AR Code

- -

UM 1 msasramalulad AR laglusinsy armanager

2) avrdeuguN Y ssiveianun sAnmaNnuITuatudmiunnseulaglding
\Jugu 130 TUsunsu Scratch vosiniouszdudutszondnundi 4 lnsiauorensfild sswazenansddme
ilonsaaeunnugndeanzay emluuiulsudly uddnhllgidomysumaluladnisinm 3 vty
Araeuunnveaaiedle Tnglduuuuszidiunuanussuosanumsinvanusiadiy dmfunisBouslaely
wnadugiu 13es Waunsu Scratch vestiniSeusziuiulszoufinui 4
3) Waniasesdie Tninvelasnsadauuneaeuianadugvdmenisdeu lunsadis
wuunageuTanadugvisvenindou meideldsniuns duioluld
- Anvuilonn wonansfiAadostu iFes Tusunsu Scratch Lletinadwuunaaoy
Sanadugrismain1siey
- Ainwaausrasdueauunnaaune Uit uLar I Ts unTe TanadunvdmaniaiFeu
- AATIEgaUsTadn Tnoudsdiumuenudfyveaidenioasswuunaaeuls

AsauAguLilon 1309 Tsunsu Scratch WWewiuasidulonvesszaudulszaudnumnin 4



JOURNAL OF SCIENCE AND TECHNOLOGY, SOUTHEAST BANGKOK UNIVERSITY
VOL.4 NO.2 (July — December 2024)

JSC1 200

- silunisasnuunedey Wuusdy viadenaeu 4 duden lavadalinseungy
Wil e 13ea Tusunsy Scratch mm‘fuﬁmwmaauLauaﬁiarﬁm’?lmsmzyﬁfmau 3 911U AR 9N TIT0T
LUUMAADU (M1A1 100) F1AT1EsmIAIAY 810418 (P) ANEIu9TILuN (D) wazA1ALL osfuveadedey
Apomuunpaeuiiiuendedaud 0.20 - 0.80 uazAIBSILITLNGILG 0.20 — 1.00 [5] S1uastun 20 T
wazAamAe L osuv e uunage UianadugnInan1ndou Tneligas KR-20 vesqines udndu [22]
watu fduviifu 0.83 dud uuumageureudeu (Pre-test) lunuuneaeudonnou ¥ila 4 fuden $1uau 20
to Faegiouunizoutazilulifungudiedns iodunmussansnmuosuniiou wuunaaeundaieu (Post-
test) Wunuunaaaudenneu viin 4 Fuden S 20 9o Fuhluiduuvunaaeuitlinageu ndmindniFeuld
Boudomitouauds Insasilulivnassiunguiaegns tieldmummdssavinmaesuesanuwandisuiioy
wadunvisTInIsSeuresinGeu

1) a$rauvuissduanuiavelaifidevesainunisAnmanuiuaiueiesdiofaa a1y
fmelafidunousduiuns il

- Ainwmgud] tonas wagauAdeiAstestunisaisuuiaanuiianel

- huwAnnmsAnymgud lenansuazAde A ademnianuuaeunue
waneladuninsdruuszdiuai (Rating Scale) 4 annuadiaziuwdy 5 s2fU a1u3svesaiasy (23] Uszneu
¢e Reelanniign faelann faelavunans Relatos uasfianelatesiian s1um 10 4o Taedidom
aseuAquALItuAIanelasusng q uarlifideiigdmou 3 viu ensnaeuaugniismasnauady
winnzaulag el 10C

5) afanuulszifiununnue fanunisAnwanuTiaaiudmuideauny

Aidglamliunisafauvudssifiuaunn fe Anwiuayiinsieiinasgiunisiseus
ft¥n wamdlevnides Tunsu Scratch dwutiniFoutulssanfnu®il 4 sumdngasununatsnisinwtuiugi
WNANT1Y 2551 @UUUTUUTE Wnsdins 1y 2560) wazfAnwiienans nannis BnsasiuwuuUssiiununmyesuese
nuuazinaluladaruatauaiy nsmsusadununmusiainunisdneinnuaiaadu i e lusunsu Scatch
dusuinGeutulseondnudi 4 IWH e migasasuaugnios anumnzauveuaiesiie wagUuuge
whlaauAUmEIZaY

4.3.4 nm5ulUlY (Implementation)

1) manasedldfuinSeuuneyanaiilalindguseswuasdillldFeudomiindou
$1unu 6 au FadudnBeuiin Uunarsuazseu tedunanginsalurneSsuudufinngAnssmesinFeui
Tteasdovidoliidlalunslévefanunisfnuanueiaaiy dwiunsdouilasliinudugn Fos Tsunsu
Scratch esindsusyiusuUszandnu i ¢ eghdlsuavaeunuanudndiuedyminuluwashisnssunis

o

Sous fidenudeunnsetazuiulswnily
2) nmaneassldivinfeusionguidnuazdslilizsudemduneou §1uiu 9 au
nlndiAssiunquiiegease Fainseuning iunatuazesu lagiivesanunisinyAuaseasy umnaesld

Wiedunanginssuuazasuatuanudniunsedgminuluvayiinssunsdeus
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3) nmsneaadldiuinEeu 91w 31 au AlndlAssiunauiiegease dnseastinitey

e Yunanauazeeu lasthuesanunisnwanuasuasy dmsuniseuslagldnulugiu Fee WWsunsy

Y
Y o Avaw o

Scratch stinieusziutuUszandnudn 4 Wldlunsdanissews Meddidevhnisifivesuuussnihasounas

ALLUUMABSEY WIBUNIALLUNLAIUINMNUTLANTNINYBIUBSANUNISANYI ANUIIAETY 1589 WUSHATY Scratch

dufuiniseutulseaud@nunUa 4 aunee 80/80

o
v o = =

4) nsnaasdldaseiuinisaunguiiegns 31 au WudniSeussaudulszaudnel 4
T5938ut1uRa04 ﬁqﬁ’mé’wﬂmmmmﬁuﬁmﬁﬁﬂmﬂizmuﬁﬂmqﬁm TnoifunisihvesanunsdneinnuasLasy
dnsumaidoulngldinudugiu 3es Tsunsu Scratch vestiniSoussiutulszoufinw®i 4 Wldlumsdanis
Seusluaniunisalas
4.3.5 nMsUsziliuna (Evaluation)
Uszdiunansdnnisdanisiseuslagvatanunisfinmanuasaasudmiunisteuilag
T#inanfugu 3ee Tsunsu Scratch vasfniSeussiuiuyszoufinundi 4 TnowSouifisunadugvismanisisou

YN UNDULATIR LB U

5. adanldlun1sie
el FanAlunsidols ldun fovay Auade dnidoauuinnsgiu wasi3euiiisuAada (Dependent
t-test) Inemadildiiouiunaminisusediu dil
ANRAYLYINAY 4.51 — 5.00 MUNEANLN izﬁumﬂﬁqm
Anadewiiu 3.51 - 4.50 weANuI sEduIn
Anadewiiy 2,51 - 3.50 meANud sEuUIunans
Anadewiiu 1.51 - 2.50 weanui sedutios

AlLRdEINY 1.01 - 1.50 vianganud seautiaeiign

6. NAN1TIY
6.1 WauvesanunsAnwanuasuasudmivnisseuslaeldinuidugiu 139 TUsunsu Scratch

YIS UTEAUT UUSEaUAN BTN 4 TAWRHUINILNTEBNLUU 3 U280 UAe 1) sanwuutidaviumssuli

v
v Ao

#0AARBINUNINTIIUALAITIAvRMENgRS FaLSednulazasilomunisey 2) saniuudouazfianssunisiseu
n1sdeu AMmuATULUUAINTINNSSBUNSaouNdeniuiuTngUszasinsouimuinsgukasidinvemanass
WaEUTUNTDIRLIEU kAL 3) DBNLUVUBTANNNISANYIAINITLATH LAy s1auasdnvinanai uesa (Storyboard)

vasanuMfnwmanuasuasy laedl 6 asdusenau laun 1) vasauny 1399 Tsunsu Scratch 2) Ynsanug 3)

'
a [ d

Unsvivine 4) Unsidedan 5) duau 6) ws oy awnini 1 Wauuliaenadeemuasenisieusineimans

v
v o

e malulag (Gnean1sAin) sedutulszaufnuidn 4 uaglifidesymuiilemasiaasy Lagyiuaun

AATIEIMANTBIUDTANNLA AN 1
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M5 1 WaNITUTHIUANAINYBIVBIANUNTANE AR 1389 TUsUNTY Scratch dwsunisiseuslaglying

WugruvesdniSeutudszaudnendi 4

5181511 5UsELEU x S.D. SZRU
ALATN
1. lemaennnesiunanisiseu; 500 | 000 | wndige
2. Amugniesauysaiveiiom 500 | 000 | wndign
3. amuanzaslunisiadidureaden 4.66 | 057 Wniian
a. eydimnauluiilenn 500 | 000 | wndiga
5. ANuvEnzaNvesgUiuunsiLaue 500 | 000 | aniign
6. anuiaulalumsiiaue 500 | 000 | wmnfign
7. AMVBNZANYDINMN 500 | 000 | w:nfige
8. Amunzauvemadeniisnuiuasiiunds 500 | 000 | wndign

9. AnumInzaNNsdentdveLuUiIEnyYs 433 | 0.57 1N
10. ANIMINEANYBILUUAIBN YT 500 | 0.00 wniign
11, uniSgudanuiadlaanansofgadiseuluniansous 500 | 000 [ wnfige
12. mMssenkuuAINsILAE U suaIN I UTIY TngUszasATifel 500 | 0.00 Wniiga
13. AMIUVINEANYRILUUNARBU/LUURNRlulsagmiten1sSe w3 500 | 000 | wndign
14, dhuusznaudu o wu nihgdavih Tawanysel 500 | 000 | wndign
15, undsusinnaiaulamngaufiashluldnisianisidsumsaou /nouns 500 | 000 | wndiga

ilomsisousle

57 493 | 006 | wniign

NNAINA 1 HansUsEEiuAAMYesUsELTuUBsANUNITANBIANITHAESY 1589 TUsINTY Scratch

dmsunisiseuilasldinudugivvesiniSeutulszandnwidi 4 Tnef G 3 U WUl AaA IR

nseenkuuvesany Ineswmeglusyivunian (X 4.93, S.D =0.06)
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SCRATCH

AT 2 LEASUBSALNUNISANYIANUISHESY 1389 WUSWASH Scratch vastiniSeu Fulszaudnwn 4

6.2 UsgAninmuesuesmnunisanuanuasaasy dmsunsseudlegldinudugiu Gedusunsy
Scratch YosinLSBUTYAIUTUUTYOURNYTN 4

A19197 2 nan13TATIERUsEENS Mnvesvesanun s AnwAnues wasy dmsumsiSeulaeldinulugiu

1509lUSWASY Scratch vpaniSsutuUsEaNANWIUN 4 (N=31 Aw)

UsZANSAINN IZUIUNS ATWULLAY AZLULLAAY ORGH sEAUANUTEANNS AN
UsgaNTAINATZTUIUANT (E1) 20 8.17 40.85
E1/E2
a - v s 81.77/86.12
YseansnnnNaans (E2) 20 13.74 65

NA15191 2 wan1siaTeiusedniainiagldvesanunis@nelidudnieuna uddagns
g = | lﬂl a v L4 LY I3 o ' 1Y lﬂ. a a
FulszaudnunUn 4 lsalvuduaaes dmiagin 91w 31 au wui AdeuavvednzuuuaisUseavaninee s
Ns¥UIUNIs(ED) dAwindu 81.77 uazanSosarveslsz@vionmuamadns (E2) fawiiu 86.12 asulddtuesany

nafnwanussuaiy dmsunsdeusieeldinundugiu Sedusunsy Scratch vostinFeutulszaudnu Ui 4

' v
v v o =

ATy TUszansA WA aeifiAvun
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6.3 LUSBUIIB UNAFLAVBVNINI ST UTOINLTEU NOULATNAASHUAIBUDSANNNITANHIAITUDTILE T

dmsuniaeuslagldinudugiu e WWsunsu Scratch vewinSoussiuiulszaudinunii 4

M99 3 Wan1sUTBULTIBUNAdNNENI9NISISEUEeY TUsuAs Scratch vasdniautulszaudnunli 4 Aau

waznaaseulaglduasanunsAnwANLaswEsSy

AZUY ASLUUTIN x S.D. t Sig.(1-tailed)
Aausyu 507 6.94 1.74

— 23.99* 0.00%*
naaseu 534 13.74 3.27

o w o

** genludANIEnANSEAU .05

o

NATNN 3 HANITUTHUTIBUNAFUOVIENNITHTE U0 LUSKNTY Scratch vasinissutulszaudnunl

'
a

7 4 ApukarvaassulagliUasSANNAISANYIANUITHESU U ATLULNBWS YU UALRAMINGU 6.94 LavAzLUY
nauseu ddnafewiiu 13.74 Ferzluuvaussuginineusey wagilalUSeuiigus t wud t dewvindu 23.99

o o

nuwadugnsnienisiseuvesinseundussugnineutsueg1silte gy nisadanssiu .05

o

6.4 HANTTAIUNINBLIVBITN S IUN LRDUDIALNUNITANWIAINUATAETU L5 89 USWASY Scratch U84

tnEeutulszanfnwdn 4 dwmsuniseuslagldinudugu

AN 4 WANNTIATIZVANUNIND 13V NLSEUNTADUDIANNAISANYIANNISLESY 1589 LUswnsy Scratch

vostindeutulsyanfnuni 4 dmsunisieuiieeldnundugi

F1emsUssiiiy X S.D. wlawa
1 vesanuiianuuiaula uarfnala 4.90 0.30 1nign
2 msuvaiomdmaulsiduay 4.65 0.48 1nilgn
3 iemdedenisvhanudila 4.48 0.50 1N
4 fenwitaaugulade 4.65 0.48 1niign
5 msldnuueiang Neuazazain 4.52 0.50 1niign
6 FAnaunlunisieu 4.87 0.34 1nign
7 vlinduansoon nddadulanndy 4.39 0.49 N
g8 nunmsdnuaelidlaludeonuniu 4.68 0.47 1nitgn
9 awnsaruaiAneUlimYnUe 4.42 0.50 un
10 vhuldeudiistundsnnyrihuuedanudod 4.84 0.37 1nlgn
suHaNsUsEIEu 4.63 0.11 1niign

NNA1997 4 wudh dniseusinnuiiselasienislduesainunisinyainuitaaiy See Tsunsu Scratch
lunnsineyluseauniniign (X=4.63) e asandusiedeninfounsuuvuusaduianuiionelagean
3 gufunsn Ae vesatnuiauutaula wazisgala (X= 4.90) se9aun Ae anaunlunisifou (X=4.87)

wagldrnuiiindundanndnuriuvesaninestl (X= 4.84)
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AN 3 LAAINNSITUBSANNAISANIANNISBHESY 1599 LUSWASYU Scratch vasdnBaudtulssaudnwia 4

7. 9AUTEHANTTIY
7.1 MsimwvesanunsAnmenuaiuasy dmsunmsdeuileeldinundugiu See Wsunsu Scratch
veuiniFeusEAuTuUsEaNAnwUN 4 21nn1sUssiiunuAMUBIUE SANUNITANYIAINAT UESY 1509 TUshNTY

Scratch lagfldewgy nan1sUsziliuiinunmegluseivinnign eililesnnluduneunisiauivesainiluassdl

a

Adeldnaunuaine wasiaunegaduiuneu uazlddnunguijiiiendeaiunsinulnedalasiadranisesnuuy

UasanuALFULUY ADDIE Model 4 5 Tumau ielilduniseuiniinunin Tngisuaaud 1.3A51e9 (Analysis)

AnwiAnudesnisiiebiininzauivuiunvesllioulaediaseiiou inseiidsunsouliaenndesiu

I3 =

MOUIEAANISISEUS 2.00NUUU (Design) Baniuulilomuniiey sankuuundiiuies (Story board) vesuasn

e

na dadduanuduiusuesuesany wazfanssusneqingauiuuiunvesdisey 3.13MWaw (Development)
onldiedodiolumsimunfivmnzay wulusunsuianld uasimuiiesesdeiiomamuamussanunisne
anuasuasulaegidorv1ey d.mnasdld (Implementation) lunaasdddiungudaeta 5.015Uszifiuna
(Evaluation) UszifiunaifiomuszAvsnmvesuasmnunisin uazilfeuifisunadugrimenisSeuvesiniSeu
founazndaSou FemnnszuIunsiangn aonadesiunuifoves anans eases [24 ] 3es MIwiaUIFULUY
unmSuuL TABLET PC Sandumsiseuflaslddamdugiu @ alddnidunisidese ADDIE Model vinlsnns
fudumseng o Wududuneuiidaiou

7.2 MINNsANIkaEUTEAEA MYasv et saInuNAnwIA Ut At ud miun st uslae lding

vJugu S edlusunsu Scratch veswnisouszauduuszaudnwdi 4 1fuduneuniuguuuu ADDIE Model

'
a

pufinanndreiu Fanszuammslunamussansamduasdnszuumslifidomgaseaeuduidenuasd
Ussiumnunssesiomiilmuminzannioli dsufiuamudetuihdenudetuniold avndeudiugide
fruni1seonuuulaszUsziiudnunzresdo Wu ddnws nm awiad sulvd nsafin Aslddaneg wazm
Uszavisam Tne¥aanmadugvininiseuresnguiiegns namsiesgiseaninmnui afesazesnsuu
WAgUszAvBnnveansEuIunSEL) TRty 81.77 wazAforarvessvAninnvewadns (£2) fawvifu

86.12 vhliuszdnSamaesesvesanunsAnwianuasuasudmsuniaseuilaeldinudug Sealusunsy

v
LYY

Scratch ¥ 8usEAUTUUSEaUAN®IUN 4 F9iUTLENS M weuLnauein nnvualy As 80/80 3 9d@anAdaariu

a

NIV B33AAEE UIAINTal [25] 1399 N150BNKULUDSANNNITANYT 1509 2WEe55uv1A dmsutiniFeuty

[ s a

Uszaufnwdi 6 lagadfeillianuddyiunsesnuuuveianunisfinw Failugnssumnsmyssdnsain

17
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= a a [ =

i elilFuasatnunisAnunfifiussansamuasmnzaudvuunvesiFou Todunaiinuaindieisauise
fiieatestuvetainutiu wuh vesanuannntsaiuaiuntsuilulsduiifoonuuuinude snisgiauld
Bousldesnamannvans Sniadmgliiauldtulsraunsallansiuasnszduniadoud dumsadieuftn was
gaipadauduiusvaziauny

= v

7.3 Nan13UTeULTIB UNAFU NN B UV BN TEUNDUKAT S AT UAIBUBSALNNNITAN B1AIIU AT

a

wsudmsunsiseuilaeldinulugiu Ses TWsunsu Scratch vesiniFoussiudussaudnwin 4 dnadugnd

aaa [

manisisuvestniieundai sugsndneuIouesfitudAynieaian sz 05 §saoandasiuauidoves
nssaunsal Mngss (6] 13 eensmvesatnumsdnwiansdua’uaiudmsunisiouslaeldinaundugiu
WieduaSunadunyininisdeu Fesununs sefutudszaudnudil 3 Tnemuiouandidiuinsiauivesn
inslluedsiatsnnualalisudisouldifuosned annsadudentsaoufiviliiFouldidnsulunndouiuasy
VLm"%’ummﬁLﬁmnﬂéﬁu MnuamsIsuiisunadugrmenisFeununadugrisynansidouvesinifoundasoug
nInowsEY

7.4 anuianelaveninidsundauisudlsvedainun1sfnvauaiaaiu iies Tusunsu Scratch
vesnSoutulszaudnudil 4 mnnanmsienegienuiimels slimsuiinseuiieufimeladenislduedn
LNNANSAN YIRS ALESH 13 09 TUsUATY Scratch Tunmsauegluseduanniign annsdannnsalaeuiield

v a

sdwvumsiseulaslduesainunmsfnwanuaiaasy dnissuaslianuaulavasddiusuduianssunsiou

& 1Y '
L =

nsaeu intu Taswadimanyinlidnnissulnadugvsinog Jwenndosfunuideves ves nesaunsal nm
059 [6] Bosmsiannveianunsinvanuiuataadudiviunistoulaeliinuduguiedaaiunadug v’
yansideu Fesnunwns seiudulszaudnwdi 3 AinGsudenuimelademaFoudeglussduuinian
Fafleiade 4.85 uazanAduvesessalasus Usansal [25] 1309 nseenuuuUeianuNIAnY Senadssuud
dmsu dnifeudulseondnundi 6 anuitanelavestiniFeundumaasseglusziuaniigaluyndu wagnadugnd
mansBeuresindeudulszaufnudi 6 Fes dssauni ndadeuilneldvesanumsinugeniideudou
ylfuinsiuedanumsfinnenusuaiusnldveduaiunisfoudvesfidouldaitu fiFoulimmwaulalunis
Bou fdwsmiuianssunsSeunisaou waeilenuanudlaludomunGounndaty wuinaufioelaly

v

N9138Y LazdwalilinadugsninisseuinvunIun

8. TaLauauuy
8.1 Terausuuziiiansiifeluldusslovy
8.1.1 faoumsiimuimadsinemsdeuiuazmaluladnisfnw Jsagiliuedainunisinwianuais
AT uTinunn YssdnEnm uasmngaufuusunesiounnddu
8.1.2 {{@euAdsiinIseontuLURs AL MIANAMILAT uaS AT AsIuRLNSYILeE 19 LB san
dlemumidusosaenadostuinguszasdnisteu’ suluisiesiievenseninlusUuuuveimnunmsinu A
Fuaiuiriufosdnssuunmaauiitanu welddniFeuamnsovhanudilatudomunieuldietu wavayn

Mawl3guNTUAIY

8.1.3 fapuannsaiugliuunsiausewmaiiansiauinanvate iivewiinwsdlavesisou Natinvueg

AullemuniseuiayingUssasanisiseus Tadausunvesisoume
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8.2 JaLauaLuzLiion1IseAswall

v
v o A

8.2.1 avsAnwnsldnuveianunsnyanussaasulunguinisoussdutudue viernegiuaneng

A L aUssidiuaumagay kazuszdnsanvesnisldueiainunsd nwiauataaiulung uiseuniany

nannangy
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