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Abstract

With the continuous development of modern science and technology and the improvement of the
quality of education and teaching, the educational game of teaching Chinese as a foreign language
came into being. It has two characteristics of entertainment and education. This paper makes a
comprehensive and detailed evaluation and analysis of “Fun China World” from the two aspects of

NEFIM: s, Fvewe, BRUIE. WANGEEE ORI 5], BUEEE T, 2023, 11(11): 3556-3566.
DOI: 10.12677/ces.2023.1111521


https://www.hanspub.org/journal/ces
https://doi.org/10.12677/ces.2023.1111521
https://doi.org/10.12677/ces.2023.1111521
https://www.hanspub.org/

s %

application evaluation and user experience evaluation of educational games for Chinese as a for-
eign language, and provides some experience for the improvement of the game and the develop-
ment of Chinese games in the future.
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1. 518

XD A oA ) B SO BRI B B — A 2y, R AN DU A AR 5 2 2 0 3 —
Fke MAMPOEH AT (B3 2020 SFIEAIEF TTIZITIL, AL 2 BRIME—— 3K 2 NAELNS SMIE
HEN.  (BASO) RINRATUEW] X AP R i XIT AR 1 ZEE S ATAT I, B 1 X AMBUE S
FR ARG R BRI R R

F R R R3] GBSO BIAHSRIIE T, 59T X AMSUTEHUE i dk i 27 )RR VAN J7 T A
WEFEAR LA H e AT GERA ) R SEFH VAl 7 A T P A4 36 0P i 1 7 TR JT VE L ) 70 BT, i3
BEAT WU VRAL,  DUTIRERE 45 AR S DU R i R I B 5 Se R R R it — e B e k.
BEXT NS HOH i RS A AT A JE

2. FNE IR R IR
2.1 BEIFREX

HETAT B AR R OB FE A 2 “ BRI B T5E 3, (HZRRA WIS —. BARM(2004)1E
HRNBGE SN REBIIRIT R H RN, e, G SE, HEW, JFRA —EHFEE LM
SEMLIT R SAT 1] [ IR 22 B R O I SON R T IR EE TR TSR - 112 240(2012) N 9
BT ENIER, B ekt FHMEEE N REIE, BAHEMEGIEEK, Loyl RiR i
BEHCE WAL, WD T AR R P IA BRI 5 2 . BE R LR LT T BE I AR, 1
R UARERAT A N OME BRIk 2] ABAESE SCRRTE Y, BOR IR SRR T S, R A
A HE AR, BT 2 5 2] B EBIHLRE K
W R BE R E AR

HHEIOROER PR O SR EEIR . JUREIR . M3 S B AR S e B i .

L RS N R T ZE A VIREE, R wa 2R MR TINS5, TR B BRI EHHE, %
S AR, SE R E I 3] MR R A AT s s R, T LA R i Rk
Wi T ARBE A FZ R 2 JR A B AT A R SR T e BB 2, UM
25U R A4 P, BUA AR A AT AR TS S i aT BAORIIE 20 45, A2 1 A 2 Rk T AZ
B AR By 2] BRALBAAT BT, AL 1 ARAC TR 2 B ol iyl (e B B A BIR s 2
SRBIHABTR A E E BT, H AT A AL, AR B S A S X R A R, i
PRSI T AAR, RAE RSN P 2 T E RSB R SR R RR B AR e, X
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BT TN R

VIR R AF IR EEM L —. Mihaly Csikszentmihalyi @RI FIG A 2 AA 1400 ey
LTHEE—4FEE, 25 0BRANMEIL T HRMAEIE, A FFEE RSB AR, SRR, X2
B YUK [4]. DURMIGHES T PR A BT RIOCHEN R, XWAHE RN BIHEME T
JA AR —— B ERAN B T 2 (8] 75 BT o Ui R Bk R AR KRR B v TR 2 K9 7P, U TG VR IR B R
ARETEMAL S, ek #E e AR . B T PhEERT, Wk #E AR k. Fik, 7K
o AR IR B P, A 2 AR AN DTR AR .

R 2 SR MO T AR S I EAE, 22 SIS R BOM A At AR R s 45 224k, o A R sh %
ZECINRIE, MRS AR T A ARG, FEF ARATH AR AR AR T 58 ORI . 86
F SR RAB RIS, FSEIRER A N o 3 N 0% 5 E B0 TR R et R 5 30 7 AR S A I
RPG i 3 B ek 2 S A T BSR4 ) B B B R L R e, sl
A B AE B[R] B 38 REFEAT HIR A% 2] o

(RSB EAHERSUT ST R HE, FAEUS S RS, B i A1ER2A 0730, 58 EBEE TS .
RPG i 4 S0 AR A % SE ORI — /N L SE It L, 18 5 T UM AR B S il S AW R R I, VB S
F o) E R B R AT BT SS,  2I 3 B R NN R AR S PR S 2 SEEL T RE E I
Hbr. ERE NS PR B O fE % 2] R 5 4R 28 B S AR B0 N AL 8 35 R i
.

2.2. MINREBEFHFF LR

[l 0 X AT 20 3R BV A A AT, B 1A BUE R R R B A, BUETE R K
ZHAUE R PUE AR DUE H Re 2R T I — Pl B 77 Ko 386 B 3 A =] Eduflo & T H T2 211
RI£% 3%k (Hanjamaru) (%: BFR). %Kk 2009 EIF 4518 %E, &M OHE3s. 2010 £
NCsoft itk A F AR E (% T 730 didw, R T AEREBM IR (LT3 oL , It
FAE L T8 B R P AR 55 ok 2 ST RETFR T — A2 BB 6 ——Second Life, BuaK £
E NI SE AL 2 T A — FE I FAT AL S o B AMG — S 3 32 B AT 2 ) 3 DGE B RE 1 2R,
WAt AR TR R I B A R, A BT T X, (H R I ek 1 28 B K 2 O R T X L e
19 7N 3K o

] P 9% X5 A DU 2R Wit R DA 58 R A 3 /b, 72 A 45 B i ok 25 DR U0 RS B S AN A G
FISCHR, DARCDUE S S DR IE S5AE S FEAIR IR SCHR, e 2845 HEAH OQ BE A v 1Y) 28 i SRR, fF L e R
T BRI INIGE A TR B A 7L S5 U R T 5 T

3. (@) KR VR
3.1. WM& A EFRE

XA BUE 2B Ui AR T I S TN R A AT AN IS, TR = SN o I R ) B DY A 5 5 2] A
WX Je LI AR o ST RO VR A S A2 AT MBS 208 Tt 78 iS5 T, B LA SCS B R 5 T8 | 3 [E 5 (2014)
rHE 3 1) [ A0 T R 44 B2 s e ) KIS ITAG B2 (TEEM Teacher Evaluation Framework) , DA%
J—~ Alvaro Galvis 25152111 (Rubric for Assessing or Designing Playful Learning Spaces) , 1% 7 —4>
XA BE BB AR AL T 58 o S BUMTE A B0E AR (TEEM, Teachers Evaluating Educational Multimedia)
M7 2N CIERAEZAE TEH) FRRIEE, ES ISR H T E O RS 20a ki
1, SR JE AR A F IS HL IR VAL HEZE A i ) @ o 2Pl B3R 0 N KR s ZE VRS A IR 15 2
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SRR Wt 5 S HRER 5 EE R E | R R G DL 3 — VPG 7R & 42 Alvaro Galvis
245111 (Rubric for Assessing or Designing Playful Learning Spaces) o 144 5t T M-/ 1Pk k.
PS8 2 S IR, 2 LG 25 I G5 R AR . st IRl Tk ST k. T ZRELT SR, 2
Bz &M BE5].

AT, BEER(2014) VPG 7 %8, BFEIERMER . bt FRHIAL e o R ST
SANVHGYESE, IEHT GBSO BRI, AR N () R A IR E A mrE R,
[F S AE GBSO BRI R 2 7] S A A I 5 W o

VAL 7 28 W BT Ui xR P o A, A R i) [0 2 PR R 7 QAT VA o AN DIl AR P 28 LA ) o

Kl 1 FR:

—. B

LR RBEN

(1) 3 RREBRHA?

(2) BmLBImAR?

(3) BfRBHA?

2. BRNOBBRABSES

(1) RO BEABTRHA?

(2) B ES R 42

LENENABSIA

(N ERATRROBEEMWLE? ONNERER
fta?

(2) R RHOTRAEML? ENOERERHA?

— R

L BN RPRR RN R R

(1) BHARBRIR?

(2) Bt asrEBRIR?

2. HERR

(1) IR AT B R IRIB?

(2) s 009 R BUE

a RS RTIB? FROKIERMTA?

b. NEAHIEEFR? FREIARRTREENMZELNT?

=B

L RATUEEXNAS

(1) mRANSEREAS A ESAITRG?

QIERANBEXNRECR( BEHR.FE. &
K HROREIES) AML?

(3) B FRARAE N ERK H HER?

2. EAEHIR MR 137

3LBMMEBR RHA? (BTRE? BTHRRHE
iER? ARABELES?)

PO BRG] g

1. RIRYES)

(1) BRI T ABNEBIS?

(2) FRARITHEE . B4R TREN BT AEIB? B4
BENE?

G)URGTRER, XS RH—T S5 SOINER
mig?

(4) HeEiR 4 T K BTARIB?

2. AR T FBNIHAENS?

A FINR"

LB ] X S RIR9EF AR A IhLE?

2. BRI A S BIAIEE R AR ILL?

3. WX PRI IR S BIR AR B MLE?

Figure 1. Chinese as a foreign language education games evaluation form

Bl 1 INOEHE RSO ER

3.2. (@Be3r) FERARR

(Fun China World) ("~ 3CfRIK i o 30) 2 — 3B e A b 27 21 38 25 2] v SOMR SR p R STAR R 2 N AE
LA P A T R(RIFR MMORPG) . H (72 g4 7 2 2] v SOMMAR B v A SO i — N E 2R T xRAL

HETE.
321 HRHHEARSES

G se) U EBUHE ST 5, AR — BB BURE S s S0 2ok 2 h [ 2
IR SCPR AR FE o JE I R R B S R, i R N DLR B (1 2 50 B T A LA

it
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W F GRS T, BN ETSA - DNESR, ERTaaicE TS BUT KT
WAENPR S, Il 114, Bidbatiln. hefile. Jbaings.

(BRSO 1R AR ST EE AN T A . 55—, &35 “Chapter” Hi & 117 T~ “Story”
HOHAE S5, DX B e LA e UMESS, RS, “Challenge” $hik=5 B G, Hogsem 1 iX
MES, A REMBBURESS . 28 —MIERAE S RM, 2 “Quest” HLELREIRTHMESS, FEHL “Quest” HLfY
BREFRTHESS, AT LRS00 (B A0 5 T sl HAt A 2205 . Bra b e i “ Quest” AR IR BT A L5574 7]
CAREH T — T M 7

SR UL, BRSO R AR5 H AR AN A2 5] HARERARH W, 780 5 B3 T “ Bl S HRe 17
MIAER, KM ZLBEENAESEN, Dl DRSS B QK- PIERES el ks . E5EAB M2
B, BuikEZ, Whtke.

322 IFRHRAE

G E) PR O RE A, R — AP . MRS, Bua T DARYE B C RSk
FAESER . AL KR, BCWsE. Bk T ANWIMEsh, Seshidf Zmm e, YR seit 2Ry o 1
17 “% Ry KRG K 7 JEESRETHI.

3.3. Ri%

IR AR BTG R FE BN, R R EBLE RIS D R R R S R BRI o BRI 20 94k
FRBCBAN A BT S 15t AN B ARAE ST AN B, W, RS, WU IR R T RS HIE
FUARE

1) T ki R P B s U A S 5t

RSBt CERRSC) B BB AT A N RE R AT e XHEF R, BiRAE “Learn” Bt
FFRE, TS R G ERK B K NPCARBTS i t) FeiiE B 1E,  SE kit 55 . InxX 5 NPC Xl
W7 A RS IR RS IR MERIES, KA, Wingkst. iRMERMER, B
FRUE MR H 2 BO A B R 70 0 UL ERIRSHE, RSB RGO IR, ZORDR EHNEH. 178380
PR S B AR B 2 e B Al A 55 B RE D SR THE 55 R R 45 Y IR B EHR ) 15t R AR S
e A w LAARBIORT AL 55

SRRt CEBROC) BERAESE AR E MRS )R, SIRMAIEM G T elFH oA TER., LR
IFRE . Bua Al LRI E QR VSR K 2, I AR N -

2) HEREI

BRSO BT R L S B BT S SR ICEAT 55 S it xR BB A T HERERR, B 1 B
SO, ERA BB R IEOOR RKOR), XL REE . B WP aE T
1E55, BB AR 55 5E O L 1 73 H

3) AR S L

PO BT, 28 DUEAK T LA T R R = AT, TiR SRR 450 18 1) 73 B g Bt 10
BT, AR OCHRER I SR HA, BILEAEER . (HR XL AR 7 AN DR KT R SRR AR
bnfe, IR B

3.4. 2§

PRI AR T 0 Bu 5 n] DO EAE HIAR AR S HIBOROR, 1 B T X i) LB Pk s [5] -
1) Dix A LA E XA
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IFAT USSR F RN A, 58 TR
AP AIN . P A DRI R 7 A 5
H 5

g

i WA

iR LA E XA s R, A E
H 7

B2 5%, DR KA SIEAT

fry
&

i, HAbRF TR IR AN Btk .

2) AR A R S A ?

BOR. HEL EE. IEF)AML? iR R BRI R 8l
WA SE R R G E A RE DU H B $E. WHi S, BARBET LG DGR K 585, (22
TR SR E R T BB R ML IT I AW Rt L IR EH A BT SO BT = 1 5.
PR B FE AN SO VB 8 25 1 B [5] -
3) WAk ERIE BT R4 A

B, pl, WrBEHME, RATEEE, BN E 5
TRk g AT e A —FE .
3.5. WERLEF S Hhek

(E ) Jedkrb o — LR H R TS m R, AN

(RS RFET B P LSRR, BTSRRI R R AL S WA, ERBR A

e 5 > 2 o BRI Bl s TR 52 ST R P O0) I AL R R [5] - & ADER 55 71 i A
BRs BESOHE A R BE AR B A o 2RO T 58 A BRI 75 LA AR K55 70, X A2 BE Ui 27 >
Kk, Fg2 2T BRI £k .

1) TERAT 5 2

ek, [z, AHHASKZ IS5 7780 AT ARG g U, SR ) il 26 AR 2 O 1 e ST 2k, X 0A iRk

TRAR AL TN A2 GERFST) R I T L, A AT TR A, IS VRN
i BB IR R AR “ BB AR B

X I 2D B R W TR T K -

TR B RAR B AR AR 57 5] U R VA LRI s TRk N A B T 2R S0+AHLIAL, 100+ NDRE . (HE,
H AT ST R R BT B 1T, Bk K N A I R I B0 E A% Tt -
PR IZhRE  BAR. LRASA 7 RES? Bua 8k (bSO ik, RGA 2 H a5 A Ui,

BHUTHE S, SiEdE i ) 4w PLkb.

WRBLFER, R IR DB NIRER S ? i EIRE R RE, 27— DNIFAET, DAY
2) WAL T I BT

SR A CHENME, FADNRRRE. B35 UK A BTz R ,
o R EAN KM B Y RE R

FEISER, WERTCIEIEAT, R RERUHTI R BOR B N DL, T4k, WERBiE
36. FIH=

He B

T ARAR A T IRDEARAS 2 AT YE SR L (Fun Learn World) B B BHE A BRA IR TRIthR A, 25

(RS WA LSRR BIThRE, W RDUS ALK IR B BN RE T — 25 1%

LB, TEATTF
b8
MR, LR RIS, S 5 BT TR .
pAy
ST FERBR T U0 AT Rl

FAN RSB, TR AR AR, REIRERIIRE . Bt
D RE ST o

B kA
eI, RE
S
B SO T E R Tk b AT LR S B RIE SRR S BRE
SCARAE, R ILR 1A)
1) WeRkrba] BLAE 2] BT e TE F AR ?
DOI: 10.12677/ces.2023.1111521

BER
A
YN

[5]. XHHMDLEH
(G R SsiES
ERES . BHRRET) . HLACRE

A He

DAL i) it
3561

QBT BT


https://doi.org/10.12677/ces.2023.1111521

RAEEZ ST, GBPSO) MG S AIREREEE . WL EENDT . W& mR e P S &
PR B AR A IO FE I R rP AR B . Buo o ST SCARNE B ATAT 487 A, Ik s W B A% v 1Rl AT
5000+, AT A AR 2 7 ik O 122 A, SR IT AR TG S RZ e TR TE 2R i R 1
R T S AL B IR A R ST E .

2) A AT LLAE ) BRI B RE ?

GBS MIESAESS T, DUEYT. Ui B, SRE S BRERA MBI IIZR, (H 2 S s A 5
e, X A UL EERAALAAELIIHK NS, RS AR RD . WFHBEHE
HENMIIRS, ARERBER KL TR,

3) WA AT LA ) B S A AR ?

sy RIS B AU AR 2 BT, 312408 T R% 2RI SC iR, XTI
CFEEBAN . HHEAETES. SEGER PR mmiRAELE,  GBRr) BRSO IR E 4, HIEA
FI2E 232 AR50 BRI SEIR -

4. R PRI HES

Vanisri Nagalingam 55 (2020)48 Hi, /= 4458 X6 T 5 it 0 it PR 24 23 A S 1k b A B 2 X PR — 1],
—ANIE G BOE TR AR (UX) R A R BT I A, A U R kAt ok . e,
AT & T 208 AR (EDUGX) B 3 PRI AN FE SR, 4F5 Flow. Immersion. Player Context. Game Usability
A Learnability i/ E 2o ([6]. Fit, A ZARYE Vanisri Nagalingam JT 4 1 FH PR B6 SRAEHE SR, MIRLAE.
DU AT F A AA O] 2 IV AN D7 VEAS ZUE ik GERAR SO BBt n 2 SRR e il
AFEAFRR. HPREIEAHEZL 5] 2 FioR:

EDUGX

Immersion Player Context
Engagement
[ User Environment ]
Total Flow
Immersion | Prior Experience |
l Feedback || Clear Goals \
l Playability ] ‘ Control I

Game Usability Learnabilty
allenge
Operability l Knowledge Improvement |

| Game System | | Learning Content l

{ Understandability |

| Learning Goals I

| Satisfaction | I Attraction |

Figure 2. User experience instrument for educational games’ evaluation
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4.1. #i2

N T IRBUS S8 A TR AN X, BT RIS 75 B AE — L8 T Iua I SCRF T A RERFEE, W H FRTR M
BTy, fEHIRE S RBEE[6]. FFRRAEHE IR, X TR A0k )E, RN
ESRA D EER, (BP0 PEE ARSI MRS IR, B @ 25 s> 275 B “story”
A REMBUIESS . BEMNWPRARIL 785 I, A WP A B ER. EIRENAE L, It
Z A LA R4 LR — MR R T IR, RJERFIREE, KA WA F BT 0 £
T, 3R S AT 2 SR AR 22 SR AR 2, 2% ST TR K B S b ZiE ] — R R 8] 5% 3
I FEAR G AR5 ML, 285 A8 P X L3V 25 52 I B S Bl 5 B e i« PK AR 2R B 8 Sl XRAT 55 »
B2 RN FR R AT ARAT 55 A —E 2 LRI, TiReE 5 /R AT EEEJ7m, H
R TT A SR 5745 h AT 122 AR R, AN S AR 55 1 T 98 10 METR s/ Eh K 4 2 4R
I, GBRhse) BT SIS ENRR, DuR W] DA s S EMREAT H 5 3
WIsi,  GEHSC) BT EEARIUE =0 W, — iR O, B TR A, =TT
TR WT 523 A«

4.2. IRAE

DUFNEERIRTES E IS a] . fh2y . [RGB PO SO 1 BRI R A I AP K Z (B BBl . B 5t
I AN SOAY S 5 % LR — LS BT HI[6]. £ GBSO Wk U2 1, & —Sr B 5 R nT AR 24 %
H OGN AV IS BEAT MG BETE o W A ERAE S 2 9 “ About” . “Observe” . “Learn” .
“Engage” Fl “Task” FHANHr.  “About” FB7r &A@ — 2 NSE I rt &0 s 5, HBhin
KT ARz 5 b E AL IR LR SO AL TS . “Observe” #2044 T DI IE IR I8k, Brg ar Lo
W & 4G AT ER LB . “Learn” HUHRSAE “Observe” LR E AL EL S SR, FUHIK P 246
SRS E A H R AR BRI TR =5 WA S, BT “Engage” ARBR, Bk mr AR AL BT
K NPC(HEBT S il M () 34728 B M1 %5 . 7€ “Engage” (LR R, S BEHk T — 5 ES “Task” ,
DU 75 BB A B 58 AT 55

4.3. ATt

AAPER P N AT, TR RTERARE . TSI US| AN R . DOR AR R
DIRERE, SLBPGR SRS, & n LA Bl v A i He b w] AR D8 [6] . S T (BRSO R AT
EFHVIR THKE 9NEZKA 10 LEUN, A2 6 4, A 30%HIZITIHF AN GERrC) JkiE
{7 5, LRI R BRI E R G T E 2%, RN RL L, AR TR, 2k, P30
NEF SR A AR T, WSO B B T, ISR, a, RN G A
FEJTH, EHE A T 30 A I PUERAA, MMTERIEE), FRZRE, MEKFREe. 8y
A CGERFRSC) AR R DO 2 M, B I AN R A I PG, SRR RS £ (B0
TR H B A R B AR, CARWEET M CEE” R A Y 70%. BEAORY, AR
oref Rt GERARSC) iR LA

4.4. BRIGHEIL AT

ASCRE BRI EN G, LI MR AT SR8, BILRIE & % 35 43, [ 30 fr
CGEBRPSC) AR IR AT X — B0 AR T B A GERTSC) xR AR < 35 52 MG S i
RIGTT A o 2R GERASC) Tt B i DU 5 21 %08, B R AN ok 2 I P, B R IR .

5
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TEAREE L 1.

Table 1. Game experience of “Fun China World”

F 1 (B) PRI

e IR B EYH©) BRUE (%)
EEHEHE 11 36.67 36.67
LIXAMEREA PR, BRI IR DGE 2 2] M H= 13 43.33 80.00
—f& 6 20.00 100.00
FEwAERZ 4 13.33 13.33
Gib=s 8 26.67 40.00
2AERXANWER HL, AR DUE S IR R
—f& 13 43.33 83.33
ENEb=s 5 16.67 100.00
EwAE 3 10.00 10.00
[l & 15 50.00 60.00
3 FRE A IXANWERR 5 2] PUE
—f& 8 26.67 86.67
ANJF] 7 4 13.33 100.00
FEHEFAE 12 40.00 40.00
AFHECRE 272, AT IR I 2 20 07 27 B0 3 22 1R I [) b3 10 33.33 73.33
—f& 8 26.67 100.00
it 30 100.0 100.0

5. XSNBB EIFRHIFFLEIL

FECMERI AMDOE B AR, 20 A E RA RS E A MBI RE S, REZT, 4
BOADOEAZ PRI IREL_EHUTEARPEA TG 5, A2 B R Z DOBSCBAR IR 2, X3 DL AR 7 PR
FEE R T LU AR AR R, SF HLURT AE— 25 58 38 52 21 3 (I RNR A SR 7]. 2B HIRE H ArxT (B SC) 1
TERIEL, LAEH B BRI R S EEA28, R AMDOE A TR T AR — R 5 .

51 HEMERFERRES

HUE PN SRV 58 35 45 5 2 2R T AR 58 LA A R OB o B2 IR U D A AR Tl AR A X SR ik B
G BT WA ST S SINL[8]. RIS MR N B S B KN E R m B G AR IR
WRPETT I, WEEAIES), FFEURMHNREF . MR Xk, kB s
B BEIME B . Bu o] LR B 2 222 B, B HEFER R TR H bR 124t x5
TE U R TR, Bra ] DUAR PR B Uik sE e sk oRIE Bk i 2. did 24 HIERIM T, 1A E
HEMESBIREREELES .

5.2. Bk SH e

TEVURARIG IR R “HhiR” F1 “H 157 WA B A9, 78 GBS Wik, fA7E “Bhik” 5“4
Ae” APETIILR . DOEKIm “HI57 WA RoRI R A RE 2 H 2 2 /oK, ALl PUE /KPR
CHIT A MRNCNSE ST KE, TEARERYEAGS . R, B ARG NOZ R R, 5
FE AR AT SR AEDOE I, A A AT TS 5 K, B nT R B /KPR A1 B

DOI: 10.12677/ces.2023.1111521 3564 eSS G=R I


https://doi.org/10.12677/ces.2023.1111521

2, I HLRENS BRI 3R AT W B oK B DU BE 7T A4 .
53 KBZRERE/NEBRN A

HAT, KRAZ IR INOE B BRI KRR D DUBENE B 5%, RARRIIES %I
i, 1L Flash B Nips ik 2 i S BDOE I0RF s, K2 D REE i 3 A 5 SSIL S M DU R E S 5
ThEe[10]. {HAE, REZIIREHF HARAAAELE BRI, WAL o (i K i il i, 252 RE g T At —
SEDNRETESE, ERURTERT, AN, BRI N R BOR E DU S ST E R I TR A ST DOE IR
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