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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 dth-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 instruments included 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
interesting and 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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4.3.1 1A (Analysis)
1) Answiiazfnundgmlunisianisifeunisasu uaziinsenanuden1svesisey

lunsiFeus

v
o

2) Anwuardiasied 1esgIuMsiseuilagmtianquansen1siSeuiinemansuay
walulad Anwnilom et muainguszasdnaiiouiveuinveniom Anvuuda ngul vdnnsanienans
#131 wazaAdenifedos itelfiduwumdunsairsuefanumsnunanuaiaaiy

4.3.2 NM1999nKkUY (Design)

1) sonuuuiiovnuniFeu Tne fvuninguszasdniadousliaenadostumnsgiuay

i invemdngmaindesdunarastidiomundou WBsmaiuion asmdeuarugniesuarlfduusi

Tunsusuugauile



JOURNAL OF SCIENCE AND TECHNOLOGY, SOUTHEAST BANGKOK UNIVERSITY ) spu 199
VOL.4 NO.2 (July — December 2024)

2) spnuuvABuazAansIUMsEEUNsAeY MvungUluUAINsIUNsSBuNsAaUTiaen
FufuinguazasinsFoudmunnasgiuwasiat Taremdngns uazuiunvesidou

3) pEnUUULBSANLNISANEIANSBasy Tnesnasdavihanasuesn (Storyboard)
vasanumsfinuAuaTuaiu 3es Tusunsu Scratch dwduiniFoussdudulseoufinudd 4 madonsuuuy
wazvuaesadnus senuuulinaa 3 T 14lusunsuueun (Canva) luniseenuuuiiiomuaseonuuulua 3 I
Tnelglusunsy AR Manager

4.3.3 MU (Development)

{Aduihdoyaildnndunounsinngiidenunizou uazesnuuuinduiunsimunduuesa
\nuMsAnwIAIeIaLEsy 3es TUsunsu Scratch uazth Widldsawngy 3 viu Yssifiugunmeunisesnuuude
wazduievnuasuasany

1) WaurvesanunisAnwiaiuaiwaiy dwviunsioudlagldinudugiuies
TUsunsa Scratch veadniSeusziutulszandnui 4 Tnaldlusunsusing q il Tusunsuwaum (Canva) 3y
NNT9ONKULUDIANNLAZNITAAININAS 9 TUSLNTY armanager dwsuasiamalulad AR wazldlusinsy V-player

dnsuaunu AR Code

E% c@OonAD® !

T s O % G ol 7 Frm Vel (1] £ mrned.

hfas 2 flim

JUN 1 nsadranalulad AR Iaelusinsu armanager

2) av1vdeuAmAINYeIIvesANLNSANwIANRS uasudmTunsiSeulaslding
Dugiu 1Fes Waunsu Scratch vasiniFoussdudutszau@nundi 4 lnsiaussonsfidssuazenanss e
\lonsvasuaugndeamnzay tetheluusuusudly uddah Ui dengiumaluladnisdne 3 viu
nyvaeUamnwveaaiasile Inglduuuusyifiuannmussus fnumsAnyiANasesy dmiunsSeuslngld
wnsdugiu 3es Wsunsu Scratch vosini3auseiuiudsyoufinu i 4
3) WaniadasdioTavinwylasnsadrsuuunaaeutanadugnivnanisdeu Tunsads
wuunaaputanaduguEmeniagou mafideldduiums deluil
- Anwuilom enarsiiieadoaty Bes Waunsu Scratch ilotunadauuunnaey
Sonadugrsnensiieu
- AnwigeuszasivesuuunaaeuiuFsuLandasuvie TanadugrimenisiFeu
- Linseigauszasd Tasutaddumunnuddguendevifioadauvunaaeuls

AsauARuLion 389 TUsunsu Scratch Wasdiunasiduiionvesseiutulszaudnundi 4
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- sfunsadanuunegeu Wudsile sliadenneu 4 duden lasassliaseungy
\{ioun 1309 TUsunsy Scratch ‘i]’m‘lj;u‘lj’lLL'U‘U'V]G]GE]'ULﬁumﬁ@ﬂ;l:ﬁﬂ’)“ﬁ’liyﬁ’m’m 3 YU WIAIAIULT 9951001
WUUMABU (M1 10C) 3LAs1gsiniA1aa1L 810918 (P) A8 U9 LN (D) wazaAaI1ud e uvesdaaay
FaeuuunadeURiiaueIneRaus 0.20 - 0.80 warAIEIUNATILUNGILA 0.20 — 1.00 [5] §Aurusienun 20 4o
wazAwumAInIdeiuvesuunageuianadugninanisFeu tngligns KR-20 vesqines 3uiadu [22]
ety fdwiniu 0.83 1dud wuunedeudouiou (Pre-test) lluuuunaasudonneu win 4 fLden $1uam 20
1o Feognouunioutaniluldiunguiness ilednamUssavsamuesuniiou uuunageundadou (Post-
test) Wunuunageuidennau aiia 4 fiden s1uau 20 90 Failudusuuneaeuildnageu ndsandniSeuls
Boutlemiimuania TneashlUlineassiunguiedns Welddummumussansnmustuasainuuasusuiioy
wadunvEInmaFeuvesinidou
4) a5rawuulssivanuiianelafifinevesanunsinwanuaiaasuniesdioaniu

fanalativumauniunis Aedl

o
Ay a a

- Anwngued tonans wasnwITeiieatesiunisaiiuwuuinauiionel
- dunAnanmsAnymgud lenansuazAdeiifeteaniauuasuaiuaii
Fanelaifuunsaiuuszifiue (Rating Scale) Farmuunaasuumdy 5 s3avu auisvesdiddn 23] Usznau
#e Fawelasnniian Rewelasn fawelauiunans fawelaten uasfienelatiosdian s1uam 10 4o Tnefidem
aseuAguAgaIfuAITanelasusing LLa%SLﬁP;I:L%EJ’J“U”IQJﬁi”Iu’Ju 3 VU Lﬁammaaummgﬂﬁmmaamumm
winnzaulaetunmen 10C
5) ahauvudszifiunuanueianunsinumanaaiaaiudmiudideiney

Aadelaaniunisaiawuudssidiuaunin fie Anwinayinseiuinsgiunisiseus;

v
LY @

fi¥a wasmilewidos Tuunsu Scratch dwutiniFoutulsyoninu B 4 anundngrsununansmsdnuduiiugiu
WnsANT1Y 2551 RUUUTUUTS Wnsdns 1y 2560) uaz@nwiienans nann1s Insaauudszilununmueuen
nuuazinaluladanuaiuasy lnsnisussdunmuainuedainunisfnwianuaiuaiy 3o TWsunsu Scratch
dmsuiniFoutulszanfnudd 4 18l demngrnasouanugndes anumsnauvenaiodle wasUiulys
wilumuaumEzay

4.3.4 mM3dlUld (Implementation)

1) mavaaeddfuinidsuwuuneyaaaililinduinetiuasdililfisoudemiindeu
$1uru 6 Au FaduiniFeuiine Uunansuazeou iedunemginssuluve Souudiuiinnginssuvesindeuin
fidoasdovdeliidlalunslduesanunisfnwanuaiuaiu dmiunsiSeuilaglfinudugiu 3o Tsunsu
Scratch wesiinEsusEiutulszanAnundil 4 edilsuarasunuauAndiuniodyminuluvaeyinAanssunis

Va o

Sous didenutounnsaduaruulsaunle
2) nmsneassldivinifeusionguidnwazdalalaiewloniluinou 1w 9 Ay
AlndiAssiungudieg1993e Fadniseuiiing Urunaisazseu tnstdivesanunisfinwaiuasaasy naaedld

edunanginssusazaeuanuanudaviunsedgmiinuluvagyifanssunsiseus



JOURNAL OF SCIENCE AND TECHNOLOGY, SOUTHEAST BANGKOK UNIVERSITY Jg'.bél 201
VOL.4 NO.2 (July — December 2024)

3) nMsveaedldiudnEeuy 31w 31 au NlndiAssiungudieg1993e dnseaziniseu

s Yrunanawazsou lagiuesanunisnwiauaiaasy dmsunisiseuslegldinudugiu see Tsunsy

[
Y o A vaw o

Scratch wesiinsusdutulszanAnudf 4 Wflunmsdanmaeus feddidernnfuezuuusswieSousas
AzLuUndaFou eazkuAMmUTE B AmesUpianuNsANY AN BETH 109 TUsunsu Scratch
dmfuinGoudutszouinu®i 4 asnast 80/80

a) manpaedliasstuniSeundudogne 31 e ludnFeusedudulszondnud 4
TssFoutuaass ddaddnaumesiuiinisfnuszaninugiin Inedunmivesanunsfinmanusiuaiy
dmsunsdoudlaglfinudugiu Bes Tsunsy Scratch vastniFoussdufuuszannudi 4 1UlHlunsdams
Seusluaniunisaiass

4.3.5 nsUsziliuna (Evaluation)

Uszllunan1sdnnisinnisiseusineveianunisfinwmanuasaasudmiunsiseuslag

Tnudugiu Fes Tusunsa Scratch vastniSeuseiuiulszaudnuni 4 leSeudisuradugrsmanisidon

YDIUNLSHUNDULAL VA NS YU

5. adadldlun1s3de
33ulelFandlunsidele 16un fesas Aade dnidsavumnnsgiu wasi3ouiiisumaia (Dependent
t-test) InethuadildifeutunasinsUssdiu fai
AABinfy 4.51 - 5.00 1AL sEduINTign
ANRABYINAY 351 - 4.50 MNBANLI TERUNN

1Y

ANRAUWINAU 2.51 — 3.50 BUNEANNIN SEAUUINNANG

ANLRALWINAU 1.51 — 2.50 BUN8ANNI SEAUNBY

ANLRALWINNAY 1.01 - 1.50 viangaudl seRutosiign

6. NAN13IY
6.1 wu1vesanuns@nwiAuasasudmsuninseusiagldinudugiu 1S ee TUsunsu Scratch
v a v Q’j = = ldl Y v 1 ¥ v A nﬁll a 4
votiniSeusEAutulsEauAnw TN 4 lawmuiniunisesnuuy 3 dusiedude 1) eenwuuileoniuniseuli

donndasuInTT LAY Invemangns dnisesdularasuilomuniSey 2) eanuuudenasiansunisiiey

v
v S @

nsaeu MvuagUuuUAINssUMSSoumsasuiiaeniufiuingussasdmsiSouinumnasgiutasitinve sdngns
wazuuNvRsI3ou uay3) sonuuuuesanuNsAnwIANITaEsy Taesnauazdnvhaneiuesa (Storyboard)
vaianuMsAnwANuaiuaiy Taodl 6 ssduszneu laud 1) vesainn 13ee Tusuns Scratch 2) Tasaug 3)
Tnssivine ) Sasdedda 5) daudu 6) wisy S 1 i uliaenadowuaiseniiiouiineimans

sedgunalulad (Gne1nisaiuin) seautulsvaudnuln 4 waglvidldernaauilonnsiaaey wagyinan

AAEimANaIUaTanUlA AIN51991 1
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M99 1 HANMTUTHEUAMNANVBIUDTANLNITANY AR 1589 TUsUNSY Scratch dwsunisiseuslaglding

JugnwesiniSeutulszaudnunin 4

578n150115U52L AU x S.D. STAU
AN
1. ilomaonadesiunanisious 500 | 0.00 1niign
2. Awgniosanysaiveilom 500 | 000 | anilge
3. arungadlunmsdadiduveademn 4.66 0.57 1niign
a. wdaraluiien 500 | 0.00 1niian
5. AnsmzaNvess UM TiLaue 5.00 0.00 Mﬂﬁqm
6. pnutaulalunisiaue 500 | 0.0 1niign
7. AU HUYDININ 5.00 0.00 Mﬂﬁqm
8. runzaNvaInAenldisnyInas iunds 5.00 | 0.00 1niign

9. ANIMINEANNSIEON YV UUAITNYT 4.33 | 057 1N
10. ANUMINZANVRIUUUAIBN YT 500 | 0.00 1nilan
11, unisudanuiaulaansofmagiseulunisiseus; 500 | 0.0 1niign
12. mIsenuuvAanssuililumaisuansaussg TagUssasdiisaly 500 | 0.0 1niign
13, AUWNNEANVRILUUNAGRU/WUURNIRluLdazniIen1ss e U3 500 | 0.00 1niign
14. dhuuszneudu 9 1wy nihidavh Sawauysel 500 | 000 | andign
15. unSeuimmniaulamnzauisihluldnisdnnisSoumsaou Anouns 500 | 000 | aniige

iiensiBeusle

5 493 | 006 | wunilgn

AT 1 Han1sUssidiuAunMYeIUziuuesANUNSANBIANATUETH 1509 TUsUNTU Scratch

dmsunisseulagldinudugiuvesdniSeuduusvondnwila 4 e deivey 3 viow wudn AmnIneu

nseanuuuvasani Tnesiuegluseiuinniian (X 4.93, S.D =0.06)
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wafaun o fim

frasasiadnud
Tianda 10 fna
ddrwoninafioay
1% -10 daazas
Fmfwnaunda 10 fna

. MOTzOM

AN 2 LARSUBSANNAISANYIAIINTIAATH 1399 JUSWNTH Scratch vasunseu TuUssaudnw U 4

6.2 Uszdnsnmeasuesanunsfinwanuasaeaiy dmsunisseusleglfinuiugiu Sedlusunsy

Scratch vpsUnByuUsTAUTUUSEaNANWUN 4

A19197 2 wan13AIIERUsEansainvesvesmnunisfinwanuaiaasy dusunisSeuileeldinudugiu

15oalUsHASY Scratch VNS uTUUSEaNANWIUN 4 (N=31 AL)

Us2BNSAINNIZUIUNTS ATLUULAY AZLUULRAY Souaz sEAUAIUSZANNS AN
UsznsnnnszuIunig (E1) 20 8.17 40.85
E1/E2
. . 81.77/86.12
Uszansnnwaans(e2) 20 13.74 65

3915197 2 Han1sdesieiuszdniainlagldvedanunisdnuilidvdniSoungudiegis

FulszanfnuUi 4 lsadeudiueass Jminguin 91 31 Au wuil ArdeazvetnzuuuRdeUsEanSnInves

nszUIunTs(ED) dawinfdu 81.77 uasAndesazvesusednsnmuaiaans (E2) dawiiu 86.12 aguldainvesany

ns@nwAnuRsuasy dmsunisseuslaegldinudugiu Seddusunsy Scratch vesiniSoutulssaudnuii 4

v
[ = =

MEIFWTY JUTEaNSAMANUaTIvILe
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6.3 LUSHULTIBUNAAUANENI9N1TL38UTDIUNLTHU NOULAZUAIIBUAIBUDIALNUNIIANYIAIINDTUATY

dwsunsseuilagldinudugiu Fee Wsunsu Scratch veainiSouseiviulsyanfnwiUn 4

A13991 3 WaN1TUSEUWIEUNAGUANENINITSEUS e LUsunsy Scratch vastniSutulsvoudnuiUa 4 nau

waruaassulaglduasanunISANEIAINISAESY

AZLUY AZLUUTIY x S.D. t Sig.(1-tailed)
ADULSEU 507 6.94 1.74
_ 23.99% 0.00*
NAWIYU 534 13.74 3.27

o w

** gg1alngdfnednfnsEau .05

o

NANTNN 3 NaNSUTEULTIBUNAFUANEVNINIT 38D TUswnsu Scratch wastinisautulszaudnwy
74 AoukarnaaseulaglduasANUNISANEIAIINISAEATY WU AZLUUNBWSEY TA1LRREWINNU 6.94 LavATLUY
aasey dAnafeminiu 13.74 Fepziuundauieugindinewsey uaziilaSeuliieue t wud t IAuiniu 23.99

'
o w =

wudHadugVNINsssureninssuauIsugInIneu s e 1iitd Ay neatansyeu .05
6.4 Han1sANUienelavesinFeuiiddevesainun1sfnwanuasaasy e 1Usunsu Scratch ves
UnSeutulszandnudi 4 dwsunisiteuslegldinuiugu

AN5199 4 HansIAITRANLNanelavestnSs Ul UasANUNISANIANNITHESY 1599 TUswNsyU Scratch

vosinSeutulszaudnuln 4 dmsunmsdeuileeldinudugiu

F1n15UITIEU X S.D. wlana
1 vesanuianuauls uazfgala 4.90 0.30 wniian
2 msulaiomdnauliduay 4.65 0.48 Wnitgn
3 fewmdesenisiaudila 4.48 0.50 170
4 fenustaueulaig 4.65 0.48 Wnitgn
5 msldnuueiang Meuavazan 4.52 0.50 Wnitgn
6 Anaunlunisiseu 4.87 0.34 Wniign
7 vnlnduansoen nardnaulaunniu 4.39 0.49 110
8 numsnwdaelidleludenunniu 4.68 0.47 Nﬂﬂﬁfjﬂ
9 @unsaruaAneulafIgnULe 4.42 0.50 110
10 ‘vimlﬁmmi’ﬁuﬁuwé’qmﬂﬁﬂmﬂhuvaﬁmﬂuﬁimﬁ 4.84 0.37 mm?iqm
sauran1sUsIsu 4.63 0.11 mmﬁqm

NeN319% 4 wud dniseuiinnuianeladenislduesanunisinyininuaiaasy (3ee lUsunsu Scratch
Tunmsinegluszduuniian (X=4.63) Wlefasandusiedeninfeunsvuuulsziduiiauianelogegn
3 duduusn Ae vadawnuilanuuiaula uagfgala (X= 4.90) se9aeu1 Ao janaunlunisifeu (X= 4.87)

U q

warldauiiiiuvundninAnviuuesanusesi (X= 4.84)
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AN 3 WEARINSIIUBSANUNSANEIAINNITHESY 1589 LUSHASY Scratch vastinSeutuUsyaudnwUn 4

7. 8AUTEHANTIY

7.1 msauvesainunsAnwautuaiy dmsumsSeuslaeldinudugiu o Tusunsu Scratch
vosnBeusduiussonfnu®d 4 9nmsUssifiuguninesueiainunisinyianuaiaasy Foa TWsunsy
Scratch Tnegidenmg nan1suspidufinuameglussduuniign ssiiiiosnludumeunisimuvesmnuluadsd
fAdeldnaunuaihe uasimunegadutunou warldAnwvmguifiAsdestumsinuilneBalasadnisenuuy
vasANNAILIULUL ADDIE Model ¥ 5 Fumau iilalildumFeudiinauam nodudausd 13105129 (Analysis)

¢

AnwianudesnisiieliimungauduusunvesiSoulaglinsgviiSou Jinneiileunisuliaenadosiu

s a v

G]i]ﬂi%ﬁ\‘lﬂﬂ’]ﬂi&l‘“é

e

2 99NUUU (Design) DBNUUULHMUNIZY BonuUUUNA LTS8 (Story board) wesusdn
i dadiuanuduiusvesueiainy wagianssusineg ivanzauiuuSunvesiseu 3.015Waun (Development)
onldindestlolunmsimuniimunzay wuldsunsuiianld uazWauiaiesdeiiomaunimuesainunisdnm
anuasnasulae ¥ vy d.naasdd (Implementation) ihlunaasslddungudiegne 5.015Useifiuna
(Evaluation) Uszifiunaiionndseavsnmuesuesainunsinu waziioufisunadugninisnisisouvesinGen
riounazndadou §991nnszUIUMIAINaN denndesiuauideues anans Foesed [24 ] Fas MswaNIULLY
umssuUL TABLET PC saudunisiFoudlaglddymudugiu dalddniunisidesie ADDIE Model ¥ilsnns
fudunsinedutufuneuidaou

7.2 MsmUILagmUsEanS Mnveevesainun1sfnwiauaiuasudmsunisiseuilaglding

Wugiu 13elusunsy Scratch vasimSauseAuduuszaudnwdi 4 1udunouniuguuuy ADDIE Model

A

pufinamdady Sesnszuamumslumanussdniamduazinssuiunsliidornaneaeuduionuasd
Usziiuanunsseniomindmnumnzauiels Ussiliuanudeduifianudeiuniolyl avaaeuduiie
Frunisesnuuulaeazdsuiiudnvuevedo wu dshus o amedeulu nafin nslddsne wasm
Uszavsam TnginanmadugvinienisSeuveanguiogne nansliameissAvinmmudn A¥osazuesnzuuy

WABUSEANS AINVBINTLUIUNSEL) TAWYNAU 81.77 warA15o8asvadUseanSnmeuesnadns (F2) davianu

a a s

86.12 viliuszdninmeesvesuaimnunisfinwimiuasuasudmsunisiseuslagldinudugiu Sedusunsu

Scratch va9nS8usEAUTUUSEaUA NN 4 FediUseansaneaunaeinivuald As 80/80 FedanAdenu

a

NUITHVDY 93304ATYE UIANTad [25] 1589 N1500NLUVUBSANUNITANYY 1383 21EF535UMA dusutiniFeudu

v W s

Usgaufnwidi 6 lnsenuideilianudAyiuniseenuuuvesanunisfneg dahlugnseuiunmamnusgdnsam

7
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iielilsuesanunis@nunfifiuszans nmmuazimanzandivuiunvesdiFou dedanainuaindieg1eauide
fuAedastuvedmnuiu wudh vesanuanasatsaiainsuslulssduiideonuuuinudesnistiauld
Bousldesnamannvans SnisdsdaelifiduldsuusraunisallaensauasnseduniFous shunisasdioufoR way
ganpassufduiusvasiauny

7.3 wanmswFeuiisunadugnivanisiseuresinSounouuasndadsudieuesainunisfinwauase

wsudmsunsSeuslagldinudugiu Sos WWsunsu Scratch vestinSeussAutulszoudnuyi 4 Tuadugnd

aada o

msnsiSouvesiniSsundaiouganitneuseustsliveddymeaiansedu 05 Feaeandesiunuiteves
nssAunsal wgss [6] 13 ssmswannuedanuns@nwianuduasiaaiudmivnsFouslasldinudugu
WieduaSuradugrmanmsiseu Besununs sefutulszaudnudi 3 Tnsnidfouanddiifiuiinisianivese
inslundsifadeenuaulalisudiFeulfidustned annsodudensaeuivhlidiFeuldfdusulunaiouiuas
#uanudiiunnniu MnmamaiuieuisunadugrimanmaBsununadugimenisSeuestnioundaiougs
QPR LIS

7.4 mnuiawelaveainiFsundaussudisuedanunisAnwianuaiuaiu 158 TUsunsu Scratch
vosinidsutulsvaufnwdi 4 minuansiesesiaruimela vlinnuinihFeulienufiaveladenislduesa
inunsAnwinuesaasy (3ee Wsunsu Scratch lunmsamegluszduanniian annnisdunanisalasudiold

= P ' v a

sdnuumsiseulaslduesanunisfnwianuataasy dniseuaglinnuanlawaeidiuswiuianssunsiseu

& 1LY '
R =

n1saeu 1nntu TnerafimuuwihlidndniSeudnadugnsnntu Seaenadestunuddeves ves nssauasal ww
159 [6] FesmsannvesanumsnnanuiusiuaiudmiunsFeudlagliinuduguiiioduaiunadugns
yamaiFeu \Foswnens sedudulssandnudi 3 idniSeudenufianeladenisideusoglussduuniian
Feflanade 4.85 waziudevesessaiasug Uinnsal [25] 1309 mssenuuuuedaunsAne 13esdsssunni
dndy dnidsudulszoninuii 6 mnufimelavesinidsundunnasseglussdusnniiaalunndu wasnadugu’
yansiuvesindsudulsronfinudi 6 Bes 2sdsssund vdsSeuslaslduesnnumsfnuigeanieueu
yhldiuinnsthuesanunsinwenusiaasunldhedaaiuniaioudvesSoulddtu fizouiauaulalunis
By Sdwsufufnssumaiounisaou uasdarudanudlaludomunGeuwnndsdu audearufianelaly

v

N33eU Lazdwnalilinadugnsn1en1 3o uiaTUAILL

8. dadusuuy
8.1 Forausuuziionsidsululiuselowd
8.1.1 faoumsimuimdnineinsBeuiuazmaluladmsnw Jsagilivedainumsfinunieis
La%mﬁﬁwmsﬁuﬁﬂmmw Usgdndam LLaxmmmuﬁuu%uwuaaﬁﬁ‘aumnéﬁu
8.1.2 ffasunsiinseanuuuUesANuNIsAN¥IAINDS wasufifinIsusUN T ueE19d 1ieaann

Wemunissudesdenadesiuingusvasdnisiiows suluisdesaenensanunlusuuuuvesanunmsAnwaig

o
a v o v

[uasudmudedinsyuiumMauidaay Weliinissuauisaianudiladuillenunieuldietu uagaun

MagFeusunTume

v v

8.1.3 fasuausaiinUiuumsiauisamalianisiauiivainvaie Weiiuwssgdlavesisow Meliivuey

fulilomuniSeula IngUszasan1siseus saudausunvesdiSousie
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8.2 TaLduDkULLDN1TIuAS IR bU

8.2.1 msfnwmsldnuvesanunisfinwanuasuasulunguinSsusedutudug viedogiuaneg

Ay Wedszluanumuizay wassednsninvesnisliduesanunisfnwinnuasuasulunguiiseuniianig
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