WHERFHEFIARE Wt
#5385 2017.12. 433EH~ 445H

F =TV ZAR=Z2EER UTA — L BRI B A
KEFHEBMFBOEE DI 2 =7 4 EHOEIRIZET 5 Pl s

E—F—en—Turv, KR Hth, & #H, F731 R 700y b

The development of a game-based learning community of practice
In a university self-access center: a preliminary research report

Peter HOURDEQUIN, Tetsuya BANDO, Seiji TANI, Jirayu PONGVARUT

2017 4 9 JJ 8 HAZHL

w %

This preliminary research report introduces a university self-access center-
based project focused on the development of a multidisciplinary community of
practice around table-top gaming. After situating our study in the context of
sociocultural research traditions, we introduce the pedagogical model we have
used for engaging learners in game-based learning at the university’s language
learning self-access center. We then discuss our activities during the first term of
this year before introducing the results of a survey of students who participated
in Tokoha Game Lab during that time. Results show that in addition to
responding to the needs of English learners, Tokoha Game Lab has also begun to
function as a community of practice that provides students with unique
opportunities for critical thinking, discussion, and interdisciplinary learning. As
a future task, we would like to clarify what kinds of steps are necessary to make
Tokoha Game Lab an even more engaging learning space for a wide variety of
students.

F—17— K : Communities of practice, multiliteracies, active learning, 21* Century
Skills, self-access learning, participatory learning
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RO, BEEEOREMEREINTO S, PR 10 EREFREZOBZRICBLT, [F
RINICZAITHIG L, HOoFPEROBEEHRKL, T OFEITKH U TRLOHE» 53
RO OREMNSHMEZ T EoTE 5 )] GREHKEES) OB, ICESZEL
EMRDONTALL, AT, HOFFROBEZHKL TOLEEHBREOH O
22T, BHLAEE - T b,

HEERENOBEMNER SN X 512K - 28T, MENEEEcs T sHE
N FE BB EZ T NBHELTELL I ENRTF 5N 5, Lave & Wenger (1991) &
EEHl (AL TR E) 2681, ABEDIIITLTEROMENS [FH ] 12
DAWFEEITO, [FEEaAI 2 =27 1] OMEEREL TS, COHEEII =T«
OBEEIT, BHLCK, SEFIFBHENEOTTHRHMEIWRINTED, TDERKIC
—EDA Y UVFAPHONTOIRWNRITH 5, AT, HEEII =71 D
#E#Z 5 b Wenger (1998) @ 1) mutual engagement, 2 ) a joint enterprise, 3)
a shared repertoire (Wenger,1998, p. 73) OME 4464502 FEEI I =5 4
EF5, 0 [FEEII =74 ] OFHIEmIENE, HEk - XF)V0EGERE
R BAERITIZIROBR RS 2 EFZ 5T 5,

KT 2 =7 1 OHERIT, I FIFROHTHREN STy —VELTHEREN
T BW, A EGESHREAHET 2 003 HA B S TEOL L SR H
% (Hourdequin,2012), O E&E LT, T TOE FHEFRY LHNEZESHIC
BT, MIREHERE L L5 &£ 2RBAMNERNBBEZADKEATH - 72 2 L%
51 % (Swain & Deters,2007), UL» L, o kHiz, XkEEBET S, Wb
B EHIKERNTEZFITEINE, RO K5 T Fim%E (A [FHE] 75
FEIEE 21T 20 TR BREEHONT, FEEOURMNIEMHET 2 X 5 1T S
LN BN OB iEE) 2 3E1 3 2 HEMESRI T 5,

SrHE~ZMMoEEE L THBENIZE S Z XD & L7 The New London
Group (1996) &, th&WElTim%E GOk A WO EEEM L, 5%, a7,
NEFZIDALT, <V F I T30 —XE0IHIMEEREL TS, & (2009) T
BN FUVTFIV—REV TS5y —NIVF () BRKTH B EEHEL, o<
WFIVT IV —ABERRZIBIMEELT, e B REREICBTE<ILVFY TS
V=X, BBV T IV A EEIIL-TESZID, AHBORIVFY TT7 Y —
ARG EROB 70T 52 LEDOTEX BRI FEELZREL TS, Tho5DHE
BhS, SBEEOFRGHIRMRRNIO XS I B0 FEFE G TIIR L, EENLEE
D A B & S IR PTG U7 B EH O T 20 AN 2 LZPENTERT &
5,

2. F—LDEITHE

WD DN SHE LEFREOCHELERT 572DDT 7+ —F v X244
THHEF—LPTFZXA IR —ZDF —LDEHICEWVEREED TS, ¥ — 4
N—ZD%H (Game-based learning, LI F GBL) (ZHEIYH L OIIFES 2 Tdh 5 73,
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HESTICBIAY — L, BTV 7V — L0 HEEZEOEED TS
(Hourdequin, York, & deHaan, 2017). GBL 2% HI= D 2K IZ R T H 5 324
HELH & LT, Oblinger (2004) KD 6 S22 F T35 @ 1) FHujeE =it
T3, 2) FHOIOOENXNRERMT 2, 3) Bliho@EYET7 4 — KNy s
Ll (Fsbb, 7, LN, BEERE) 2T 5, 4) F—LTHEHGH
ToHER T, BRI ABREE, FRERBAS—LIIBET S, §) HEOREREEGS
EOTEBNSRBRAZRMT 2, 6) II 22T 4 DK URERTAT VT4 T 4)
RdEd AL BrEE, HEMEMR, SOFEHEZST0 5 ¥ 8 ik (Palincsar &
Brown,1984) TH %, X651, ¥Y—LDFHIZEL » TRHMBEENEEZIN S &
WOMEL A 5N B (Squire,2011),

¥72, GBLAHMT A2 REHBHAED 1 DT, FEEOWEHIHELH5Z 52 &0
BFonbd, —LOMIZ, FEHENATTLILETHS, GBLIFFEEZRE
DIFEFCBAPT I L ENTE S0, BLATEHIT LI ENTES, ZDLIHIC
= LE, R REFEA BRI, T A Y —ARENICHD AL Z TN
T3 (Koster,2013),

Ubkol o, GBLICK2HEBEMNHREIMHD TR D E LT, Gee (2007
37— L AHBREOR GBI Y — LD 1 DIThE ST T b, AFFEICBLT,
FEHEORE SEEN, <VFV TV —0n g EASZ A HNELT, F— L4
DEDOT T +—F VARICEH U, F— L5274 572012, ¥—LiIZBMLiz7T L
AY =BT —LOEMITIGUIckE A Y » VIVD ZiBEE S DENRDH B, EDV v v
WOEEAEATEHTADIIONTIEY — LI 2720, XFIEHY—LIC
WOMEIET T, FUOEEDDLIENTX S, £/, F—LEFRIZW L FFEOH
Bt d 2720 TRER O ZDOFEEZMMH L T 5 XXLE O EEL 17 45 D WA,
BEOBMIE CHREOA Ikt 5 2 &> hi 5,

2. 1. 5—AICETZEBEOSMET IV

7= LOBEBEMRHZRET 5 70D1, EHOETIMNRIEEIN TS, KIIFET
BHLUIF — LIBT3 508 NET VAR 112779 (Hourdequin, 2016), &
DETIVIE, Vygotsky(1980) D fL&ALIYELER 2 X — Z I U THERK L T 5, X5k
Z L THEZ B8 %% &9 % [thinking together] &, BRI IEE %2R U7z
[doing together| EW S EIAMKE 7o 22 0RL, EOXHITHF —LETEHL
REBAED TOTEIODLDEGDEEIICH>TVE, COETINICH S
[thinking together | & [doing together] @ 2 >® 7t ZXiF, LITD 4 >DiEH)
BT ENTE S,

1. ¥— L% 94 % (Preparing): [thinking together |

2. 7 —L%73 5% (Playing): [doing together |

3. =L FT —=LDPYFITODNWTHEZS (Reflecting) : [thinking together

4. H—LEEKT 5 /BIET 5 (Making/Modifying) : [ doing together |
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N6 4 >0FENIENENMhE [HEAHT | ZEMTEEXIITH>TW 5,
[Preparing | (38, &, B0, Fap024AH L, [Playing] 2 &REL S,
#op, a3 2 =5 4 ZEAH L, [Reflecting | 3%y, BRI, KGR %
HAH U [Making/Modifying | 377 v ¥ a/1— K8, "ov—EFTA, ¥—LL
Ea—, il —24, BRI EEMEOHEE X51CE>T0 5,

Thinking together

Preparing

#choice

+ flash cards , ; + understanding
+ how-to videos . ; - readingss

+ game raviews " 2 +  motivation
e |y e |G

)] . Serenoly e FaEsrats practice O

e =il Making & sunsns R e Playing S

SR modifying = | A o =1

Q D' pir e _ Fautomaticity D (=]
] o e _ dnegotiation =

+ insight/growth 3 " = anjoymant [funl)

- gritical pol— + angagament

unaerstanding L1 = @xpartise
. & community

+ discourse analysis

Reflecting

Thinking together

K147 —LIl8F3¥HEOBMET IV

3. F—LERY ANTNEEFE OHGHE

KA D TR RO AT R — M 272012, BERKFNIZH 2N EBFE B
VI —DF =T ZAR—ZERM LT, KEEREERH 14, SEEIEREENE 30
BT, ¥—LZW0 ANTHAEGESEES UTF T hany—L5K]D 20,
B, AT LI KREREFBHNOEEEHE L TRE LD, 1) SEFEY
BB 7 =12, BCOHKDOFENEHNTEXS24—T VAR—Z2EHLTED,
FHOFEDAR—=ZELTHMENTWZ E, 2) H—oREREHTE<IVFY
TIV—REBRT LI EDBNEETH B LEI NI LITK B,

3.1 . FHIEAD b ANT — LASKOEZHE

01T ARERTIAD b a Ny — LS ROMEREEZ L LIZRT, PaINT—LTFHD
HEEICY/2-T, 1) BHEMTG (H 20D, 2) F—L= vy b, AXF—DOfEK (4
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H~5H) A28E LT,

W% MTG TREIWC N INF—LS KT ¥ — LDOEE, 7 —LDOEANE, §i
Dty Y a ORDBYIEEEFT-T, F—LORERKMED, 1) TLAY—HOD
WHHERLSMEGETE 22 &, 2) 1HMOF VAN 30 SBEICBIEE2E, 3)
TUAITHT 33 (HAS) BENS ETH o720 BMEBEBMY —LITHEBEL TN
W EEEEL, MBI VA TE2 DD SIIICHE Lz, 7, ¥ —LI33iH%
ZH I TR, TOF—LOHNEZEKT S ET, EOXIITT VAT ENRY
RNTH2O0Z2MET 2 EIFHLY, ¥ — LBEOHBARD, TV DOHER
DB, 1 MHEE, 7 —L%2EE L THEMdT2IEE Lk,

12017 AEERTHO b a s — L5 KO TRIEEINE

=)
S e
i N E ) P
LA~50 | EHIE RS —ofek OB (£ A5 —)
GFF5a, "—F4Hr) AT RIS (F—L<v M)
F—L<y NOIEK cTVUATAN (F=L3y M)
53, neF )
" P NOY: -
5H~TH | BEMTG (A 2 ) ey i

1) #i4 % X « Hanabi : 4/25,

2) Cat & Chocolate : 5/2

3) Forbidden Island : 5/9 ¢ 5/16 * 5/23 ¢
5/30+6/6

S5H~TH N aNET— L5 RiEE) D FHEiti 4) Forbidden Island/ Desert : 5/30

5) Pandemic: 6/13 « 6/20 < 6/27

6) Bohnanza :6/27 «7/4+7/11

7) Monikers : 7/11

8) Saboteur: 7/11+7/18

* Monikers (%7 — K4 — L) O HA
ALRR D YERK e
SA~TH | e S o e | VT NOWE

ey

3.2. AMOAE

FNany—LSROREERAL, SMEEHETHIEE2HWNE LRHHR X
y—ZAE L, SEREEE SR vy =, TR L (K2 & K3, KXY —
WCRBMHE, PaINF—LSKTTUATEF—LDEHE, banF—LI5KDF
BEHADE U, £72, Twitter TP aANF— LS FORMBARKRIZONT, DHE
e Ui,
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INTRODUCING . . .
TOKOHA GAMELAB

FLSSC

May 2nd, 2017 @16:20 ~

| THIS EVENT IS OPEN TO ANYONE IN THE
TOKOHA COMMUNITY, (/i tHi -,

2. NaANF—LSKRBMGEHEDORZ T — 1 X 3: haNT—LSKBMGFEDRZ Y —2

3.3.5—L<7vy bOERK

FEHNROHLFERL T — L THOT 4 Ay v a VERYT S EE 61T, HERE
HELTORNSMEO L EMARKT 270l r —L<y PEEKR LI, 7—
L=<y M, AZOREITREOWAEMN S >TWE (K4 &5), RIZidf L
M SEEEFE D12, 1) Useful Phrases for this game, 2) Game - specific Vocabulary
for this game, 3) Common Gaming Language, 4) Notes D 4 DD+ 7 ¥ 3 V)it
BEN T3, 1) Useful Phrases for this game Tl%, BMEBE LU — LA T L
495 LTHELZER S HFEO 7 V- e EIcEE, hoffronskiicia-
TED ,2) Game - specific vocabulary for this game TEBME N LZF — L %4 T
VA3 2 LT BEEE S ek HiEEAMEICHE, 0T L51CH-T5, 3)
Common Gaming Language TlZ, FA B Y —L 2TV A9 5 ETHB L THEIZ
BB THHREN TN S,

A B SEEFRl v 12, 1) Useful Phrases for Remixes, 2) Game - specific
Vocabulary for Remixes, 3) Remix + Rule Variations, 4) Reflection / Discussion
D4>D% 7 v arhokEKEN T35, 1) Useful Phrases for Remixes & 2)
Game - specific Vocabulary for Remixes IZ76D 47 — LA {ED H U 72855 b BT
BRI | 3) Remix + Rule Variations (27204 — A Z/EDE L S DIV —
IWOEBRIFAZLET EDDAR—ZATH 5%, 4) Reflection / Discussion &, 7 —
LRTHOT 4 ZAH v ¥ a v THEIEMBTOHHRBIEN TN S,

THIRE N TOBEMIIUT O EB D TH B, Shuffle (H— FA2TVEES U 5) Deal ( #— K%M
%) pick a card (#1— K%L 5) play a card (#— K% 7L 19 3) Discard (#— K%9T3) move
~ gpaces (= Zi#EL) It's my/your/Yukis turn (FALOHETT Sk D / WEDHFETT,)
1st/2nd/3rd round (55— X7 —Y | X5 — Y %) pass __ card(s) to the person on your left/
right (1= RZEDAN /LD ANTHES)
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v )
18 o Y m, (UDATY. /B0 BEORT,) 123 round (i, B35, %) pas_ carcls 10 th prsen o your WJight (= -EEOA/EDACET)

K4:45—Lb<y b (F) K5:4—L<y b (5

3.4. FANT—LSKRDFTFAR

Ma iy —LFKIE 4/255/25/95/16+5/23+5/30°6/6°6/136/20 *
6/27T/47/11+7/18 D4 13 MIEfis i, BHB, 4/25 1T PRI T, K
B BBIE 5/2 Mo TH - 1o

Fany =L REHBOTr —L<y bEEHLENS, FHEEHEN KT
W—=T %2 H, H—F KT —=LPR—F ¥ —L%fT-7 (H6~K9D, ZMHFD=—
REERBLT, ¥—LOSEREEEH I, 18y Y a 303 TH -7, HEAK
PR B RGEREE OB E Nt v v 3 v OEITREB YD, 7 LA ¥ —0O0 Preparing
ZHR—F U, £, TUAPICTELERIZIONWT, TUA VY —DHEBETXT
WIS IR, EEREREEE O BB N ERP LS EEBM LT, VA v —IZHL
720 MEITHLT, A Y=Y —L<y b LOEEDEHITEZRAAL, ¥— 4
BIZITr—L< v POEEABFZIZ L, Reflection DK% T 72, Reflection T,
TUA Y= —L<y NOEEIZENTHZHEME 1 DEY, FFEEZHOTHIET
HO3OZEZEMDO T LA ¥ —ITBZ 5 BRE & -7,

UboZ o, KEETIE201TEERIICHBI NI ha gy — L5 KOEH) %
BLT, ZIEDOFaNT =LK (EEII 227 4) NOBEEHRNPEDL I
ERIN T OMITHESEE Y T PRIVAEZITY, TOMEROMEEZITH
LT 5,

PHIRMENTOBAEMRBKRDOEBD TH B,
1 How did you feel while playing the game? 2 What happened in the game? 3 How did the game
differ from or relate to the real world? 4 What did you learn from playing the game? 5 What
values does the game promote or reflect? 6-a How could the game be changed? 6-b What effect(s)
would these changes have?
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4. HREDAHE

4.1 . AENRERUVAERE

2 BB L b any — L5 ROBME ZHERE N 17T 4, SEEHR3 4, &
20/ CTho1es TDH B, HEREFHRO T4 FHELMBML 72,

PR RH IO b any — L5 RKighkal (7/18) icsmUicEEs %L, 7/18
DRMIANTF—LTRIZEREULD, IhETITERRISBMUZEE 24, §HT14%
BRHAEDO SR E E Lz, FAEMLEONRIL, BT T4 & bIEERETH 5,
PERNZH 244, 64, FETR1IEALK, 2EE24, SEA2K, 44EE04
Thb,
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1) hany—L5K (EEaIa=74) ~OBEIIETINE, 2) LA
BIg 2 NEIZD2NT, T OHMBRBZZRE L,

1. =L RIZBMUIE > DT RMTT D, 233 THF—LFRIZBML(L
W ot) BHIZOWTHZ TL &,

2. CHETITF —LIRTEBMLAEI ENHBHDIZONT, ¥ — LDH%E%
ZTLIEE W,

3. ¥F—LSRTOFRHTHONLIERZHDE L, (Bl BHDZ E, —#
T LA LIZADZ &, =LK E)

4, TUA<y bETEIIbE Lk, (WD, ES0VARITHEN. 7D EFEL
CHENTLEED,)

5. =L ROFEPUE L EHZ T I,

b, HREER

5.1 PaNF—=L5K (EEIZT2=F4) \OBMIZDONT

FNanyF—LSKRIZBMUIZE >hiFE, D TEM LB THIEIT
Vo NIANT—=LFTRKBIMOX>MFIE2D2ITKFISNE, 1 DHEF, [EEFEEL
W EB STl A, BEIHEALTE S 5., [F—24%2M@ L THRITHE
LI o le S, ), [RIFHEICR L E - Teh o], [ o ofAnid v ik
HZIK>7cD0TEMUE L, HREEM > T — LN TEBZ EMNITLR,
EVHEFENREZE LW EW) HIWEHRICEI 2D TH 72, 22HIZ, [7 5 & A
A MZHEDNTEM U], [HEICHEDDNI ., TASAIZEHDShIchS ], TRKA
MOEDFED, BENSDFEN | &, ASPHNEREZF-TBML LS LRDIZD
TREL, EAREENPSDFENITLEDONE0 5T,

RARHETHEDLNTELBMELED T, ZLOBMEMN N INTF— L5 KITHE
HRBMLTHWEI EMS, DIFTEMUKL (LEh-7) BIIZODW T aak
ETA, ZLOFENBBMUICEN S BN GED - /270, BMOEHIZOWLTIER
BENTWENoTe —HT, BMULEL-HHELTE [EHANEDEN -7,
TEMEM ST, BUTT IV A b2 TR L, HtoNEEFEREDRLHE S X b
DFERITERLENFEBIZA 72 S E WS LN A SNz,

UbkoZ &ns, §illo s any—L5RosMEOZ  BAEYSHETH, F
XHEEAHIIOF W EWI EHBNE P 5T PINF—LSRIIDESIT, K
BEAEAHOINWEVIBINMEFEO = — R > TH > 2 EDRE N, £/, &
MEDOHITIE, KAREAEITHEDLN LI ENZ SHFITHS2bDD, FFTHan
F—LI7RKIZBMLTNI, 2O EMS, FanNF—LSKRIEENEZFHDOLS &
TERVDOEH A GO A[REENTRB I N 3,
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5. 2. 7 —LDFEMDNT

B hany — LS KT —LITONT, BMFITHEME R E D A,
Forbidden Island / Desert 12 B 3 % it ab 28 % < HL & #1 72, Forbidden Island /
Desert IZ2oW TR (/135 E A [REDOHNI T VA MNTET, —AKEALLK
TMBEBTTETCED o] [AABTHYIWERST—VETMD DT &,
ERENRH D, FFERF, ~NIASTLR! ] & TrAY—HMomBIiTEhiz>nT
Z <L EREN Tz, Forbidden Island / Desert 3fhd 7 — L L HexT, 7L A M
BNELSRESNTORIZDIT, TUA Y —ORIZED 2T - 72 a[GEME X H 5 53,
—i T, [ U Forbidden Island / Desert # 7L A4 LT&, 7L A V—0EREZNIE,
RILZIEENCRY, XTI TVVATEIENTES I EbREINT, EE>S
TEMULIT VLAY =82l EnS, TUAY—ROWBMIIBAEITIEE 7 — L
BEETHI EOHEMEEMTE 5,

5.3. FaNTF—LSKRDFEICKGT BEEICDOINT

= LT RTOFEHTHONILI EIZO0T, BNFOLREE LA, D
REEAIEHT A ST AEENEE -72,@3 3 2 =T 4 DEGHILD - 72, @4 —
LOBUEIEH > ENSINENR SN,

9, ORFEEEHATA2IEICHTIHENRE - EZEZSNAIARICIE, [
FETOHHAEEI SO BOONP, HEETHKENT 2 2 E~oikbinsEn e, |, [4
BHEE S XS ICHGE R R 12 - 7008, R EZN T HRDKFETIEZ 5 L2 7.,
[EHENEZ ONT, HRORICRIIL -7, BB T oh 3, ¥z, ¥—oahTid
TUA Y —TOEEEM > THWPT 2WENBZ 0D, TOoL) BEHENEE -2
b LTINS,

T, @A 2a=T 4 DWMBILB > EBEZLONANFITE, (=7 VIR EITA-
TWBODASBEEMOELBOD, 7= L5 KTRZFERPHZFHEDOANEMDEZT
ETOHRM -], TS, R, hPFEoANE SO EZ T, WML IZBIFRN
LMoz 6B ER S, HBITP - 72 [Saboteur] T TGL oEHDIL—IL & T
ETCETHHAN -], [FHEETHMEL, BT 20, MFIEDTIob E—FEIZE -
TBMTHIET, TIaT 4 DWMNLBY F Lic, £REELLOWEGEEME - T
=L LTOWARERTROIBIZE D Lic, ¥ — L3 1EOFL TS50 % HiGE
MELBULABABRTHAILTTEX L.l BT3B, ThoDiddhs, 3k
FEINCBARRIE K, = LEBLA, TOHPTEHERAIDA) T ENTEROVALITI 2
—hr—va BNkl Eicky, HSBD I I =T 4 DML - 722 EEK
BTEIIENGMN DB,

ZLTC @F—LDBLEEM-TEEZEZONINEELTE, [FSF U079
UNOUND A — RF =L EBLL I ENTE, KFUHFPF+ vy b&FzaL—
Nl U CHTOMMEMBA L IR /o, IO Y T2 EEZ 505, 7—
LEKOBELIITMAT, =20 MENII ==y a VAF MR T V=T

442



F =TV AR= &M U7 — LDEREEINC S I 5 RESNE OFEERT L 2 =7 4 BRI 5 Tl (it

WEBAHZ RIS,

FNINF—LTRIIBMT S ETEENOMESP T 2 =7 1 OREMME#E SN
7l nd 5 —HT, MaANT—LSKREHABTLLNEE LTS E0 ) Eilkidd %
DEADSNTE DT PIANT—ALFT KD Preparing ZHENFEAREL s TWE
CIERLTHSE D EHEIN G ZMHEDOERNTHEENK SN>D, hany —
LT ROIEEMNH DI iTbN b X5 BHHMIEZEZL TOLBLENH A,

5.4. 7147y FOHMRIZONT

TLA<y PO T 2D 2iT-7cE 2 A, TLADHR— MTHT
APARELT, [HF— LML S Z &N TE 7, |, [TForbidden Island] % % -
TN EXIL, FIODTT VA LICANT Yy FERBNRST VA LT, - fHTT
BOANGIERT BB TWB LD Kot THIAIOF — L THZHENE N
MBS TRFHC T VA <y PERTHSMHE O D AR TE /O TRITI D
Ulco] Ot onic, 2615, F—LIZBESNBOHEREE L TORGEE
PR-—PMFEINEELT, [F—L2Z2BLTHERFETHLHZIZ IR T L -2
720, [MOIMOHENENTH->THTCHMTE /|, [HFETOFTLHEILAD
WSS o TeRFITRIZNL - 720 ] DEEdB R SNz,

UboZ &Ens, o sarF—LSRTEA LY —L<y MNE, TLAHD
PR=FEITREL, F—LE2BATCHRBREZTO N 25D s xEZRIL T
foZ EBREI NI,

5. 6. PaANT—LSKROBEIZDNT

NaNF—LSKOFEDS B, F— LT EKDOELEIIOWT, [b-EHEEALT
Z L], TLINE, Twitter ® 7 H7w b, Quizlet b > EARIEHA Lz, £9
T, B3 ABDEZ 5, NZHEITE > TABITRO B3 85 L, Bk
WA —=LIZFEDF5 2 ENA[RRIZH D, ZNThOT —LOMENHS, & LT
5L, BT —LIT A= AIROBABTTETE-ERLDELIITHRE NG
L., TBARRFROANCBMULTL5A5 LI ICEHET A L] D& T
BRR SNz, PaAaNTF =LA KOBBIZOWTRRRY —2KFNHERT S EL
TTE=IVLTELN, TSN THRNEN) I ENFHELTHEEH I
7572 FRIZBELBNBIZOVWTREWET Z2LENHS A5, HibLickHiz, BHAEDOR
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