& -

BNELHEAFENNERALS

The 22nd Global Chinese Conference on Computers in Education

Doctoral Student Forum Proceedings

South China University P.R China

N

,uoijeaouuy 1o} uonednp3, 0} ,Uoednp3 Joj UoljeAOUU|, WOl




quj

7

%22 BEAREANTIHE EAKE (GCCCE2018) #2018 5 H 25 £ 29 H
EREMNERFHRRERIT, 5 A 25 ARG ARERMNEN, HEARETA
X HEMHF R ABF B RAT R K, @3RG 6E AL ARE —EEE
TRAREHGTF 2. -T2, SEBAREE—F TFHLH AT RYE
AR A B Feidem A, ARG A Fe R BT HE SR, FEREE Y LR
BE VAR AT 09 FE M H AT A SAE

Aam L EAER T O RE 2 BEEGNML, ®#ET GCCCE 2018 495 (1) %
A& TR ALY, HEXRFE, Q) #HlatkHzr, BHE2AELYH, (3)

WRAF EHAR, ARk (9) HFHM. AHEKT FEREL

g, ANESREHAGIEGHEE (PRAKFHEFRLR) . RAKEE (FARK
FRE) ARERFWEE (EEHRKRE) BEAFER G008 2R ABE AR
BAEH T AWM /. A THAG#HT Sk a ST REASE (AHEK
AT BNEL AR AR, SRA. REE, T8, WRF. KER,
R, AR, ARE IR E) BEAREGEEF, &) L FAREHT
£

I

metE (FEXE)
AR ER

1



E -

Design and Evaluation of Games-based Learning for Guest

Complaint Training in the Chinese Hotel Sector

AN ER GBS RAN G AR

AT “HEHK
PR Ty kT A S A SGERAR 09T AT R

B S dm, TRE HFeereernntitinii e 5

E T i XF S FB0 VR IRE KSR R

BP32E | A R B evevererennetnenttiiiiiiiiii 9
HARFEHRET %95 3 ¥ Bl KA o 50

R B, B R 13



Chen, G. W, Jong, M. S.'Y., Looi, C. K., & Huang, M. X. (Eds.). (2018). Doctoral Student Forum Proceedings of the 22nd Global
Chinese Conference on Computers in Education (GCCCE 2018). Guangzhou: South China Normal University.

Design and Evaluation of Games-based Learning for Guest Complaint Training

in the Chinese Hotel Sector

Kun Fu!
IThe University of the West of Scotland
kun.fu@uws.ac.uk

Abstract: This document provides a template for GCCCE2018 paper submission. The abstract of your paper should
appear here. The abstract itself should be a single paragraph and is typed in italic format, that is, without paragraph
indentation. Type all numbers—except those that begin a sentence—as Arabic numerals. The abstract should not exceed
250 words. In addition, include at most 5 keywords of your paper immediately after the abstract.

Keywords: keyword 1, keyword 2, keyword 3, keyword 4, keyword 5
1. Introduction

The hotel sector in the service industry competes in the marketplace primarily with the services quality. To
maintain and improve quality of service, the hotel training has become an investment for human beings, which is a
significant factor impacted on organisational performance. Guest complaints training aims to eliminate negative efforts
and bolster customer loyalty. Indeed, the Chinese hotels are challenged by the shortage of both qualified labour and
inadequate training. It is suggested that the use of the traditional approaches on guest complaints training fails to
adequately provide for the Chinese hotel employees because of their inherent shortcomings. Games-based Learning
(GBL), appears to be a recent phenomenon, uses entertainment to incorporate training and education, health, military,
policy analysis and business, financial decision-making (Jercic et al., 2012) and strategic communication objectives
(Zyda, 2005). GBL in the business sector presents the potential to overcome some of the pitfalls of traditional training
approaches. It does not simply teach serious content and increase learner’s motivation, but deeply influence the players’
own values, beliefs and behaviours.

The main objectives of this research are to identify existing empirical evidence associated with the use of computer
games in the business sector, how to design an appropriate serious game for employee training by production of a
design framework and will compare this approach to traditional approaches. The primary objectives of this research are
to review literature to support whether computer games are required in the Chinese hotel sector. The training
requirements and the limitations of the traditional training methods will be discussed, and the GBL approach will be
evaluated to attempt to address some of these shortcomings. This analysis will assist in progressing the research
directions of GBL in business, to aid in developing an appropriate GBL application to overcome some of the
shortcomings of traditional approaches. Before the design process, it is important to identify learners’ attitudes towards
playing computer games and whether GBL will be accepted by learners, otherwise there is no way to develop a GBL
application that learners are not potentially interested in.

2. Literature Review

Traditional approaches including paper-based, tutorial, lecture, demonstrations and role-play are utilized to train
Chinese hotel employees about the knowledge acquirement, technical skills and emotional attitude, however, each of
these approaches has its constraints (Wei, 2013; Ahammad, 2013). GBL is continuously expanding (Alvarez et al.,
2010), and there is evidence to support use of serious games in the business sector (Ranchhod et al., 2014; Katsaliaki et
al., 2014). A GBL application could effectively teach training requirements (Faria et al., 2009), improve the degree of
training efficacy (Dye et al., 2009), and address the limited organisational sources that restrain the widespread use of
training programs (Faria and Wellington, 2004). The purpose of this research is to examine whether a GBL application
can effectively perform in the area of guest complaints training at a supplementary level.

GBL has demonstrated that it can engage players and incorporate features (Griffiths and Davies, 2002). Previous
studies indicate that games can promote learning (Van Eck, 2006), while one of the primary arguments against GBL
focuses on a lack of empirical evidence in support of its efficacy (Hainey, 2013). Many GBL applications in the
literature study concern the learning outcomes of the GBL or whether the GBL is a more effective approach in business
training (Wiebenga, 2005; O’Neil et al., 2005). This issue impacts the role of intrinsic motivation integrated into the
design model and includes appropriate experiments to identify the GBL application being conducted. Due to the lack of
empirical evidence in supporting the efficacy of GBL in business, it could be challenged as unsubstantiated optimism.
Games have applied to a variety of different business sectors that are known to address this problem (Wolfe and Chanin,
1993). The empirical learning effectiveness of GBL however is not followed through, enabling a comparison with the
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traditional approaches. Other arguments refer to the GBL design concepts. The design framework of GBL cannot
integrate instructional design theory and game design theory into one approach for developing GBL. Therefore, the
design framework of GBL lacks the ability to address pedagogy associated with interest (De Freitas and Oliver, 2006).

3. Research Methods

Research Questions:

1 What views of computer games and computer games for business training do Chinese hotel employees have?

2 What empirical evidence exists associated with the use of serious games, computer games and game-based
learning in the business sector? What development frameworks and models exist to design a games-based learning
application suitable for business training?

3 Can GBL be a suitable approach to training in the Chinese hospitality sector at a supplementary level?

The first research problem will be addressed by online survey to gain information on attitude towards using GBL,
acceptance of the introduction of GBL into business training, and motivation of GBL in general and business
environment. The second research problem will be addressed by conducting a systematic literature review. This will
examine the existing empirical evidence associated with the use of serious games, computer games and GBL, and
review existing development frameworks and models in the literature. The design framework for GBL will be evaluated
to point out the shortcoming with each framework, then a new improved framework will be developed and validated.
An extensive literature search will be performed by reviewing various electronic databases. The following detailed
search terms for GBL in business sector were used:

(“computer games” OR “video games” OR “serious games” OR “simulation games” OR “games-based learning”
OR “MMOG” OR “MMORPG” OR “MUD” OR “online games”) AND (“outcome” OR "evaluation" OR "impacts" OR
"effects" OR "learning" OR "skills" OR “behavior" OR "attitude" OR "engagement" OR "motivation" OR "affect")
AND (“business™)

The following detailed search terms for theoretical design frameworks are used:

(“computer games” OR “video games” OR “serious games” OR “simulation games” OR “games-based learning”
OR “MMOG” OR “MMORPG” OR “MUD” OR “online games”) AND (“training” OR “learning”) AND (“design
framework™ OR “design model” OR “develop framework” OR “develop model”)

The third research problem will be addressed by comparing GBL with traditional training approaches using a
pre-test/post-test experimental/control group design. The comparison presents learning outcomes between GBL and
traditional approaches. Moreover, the aspect ratings of training approach will be divided into five categories: game
usability (only for GBL), learning content, help and scaffolding facilities, collaboration and competition, and overall
review. The outcomes of these aspect ratings assess the acceptability of each approach and usability of GBL. The
evaluation will attempt to identify whether GBL can be a suitable supplementary approach in comparison with other
approaches in a particular context.

4. Finding

Research Question 1: 524 participants completed the online questionnaire from the Chinese hotel sector with 45.6%
of males and 54.4% of females. 226 (94.6%) of males and 270 (94.7%) of females played computer games. Males
played computer games for a longer amount of time than females. Strategy and puzzle games were rated as the most
popular game genres. Males preferred to play MMORPGs, first-person shooter and action games. females were
interested in puzzle, strategy and board games. The top three motivations for playing computer games were enjoyment,
competition and relationship. There were significant differences in motivations for playing computer games in relation
to occupation with the exception of teamwork, escapism, enjoyment and recognition. Relaxation, leisure and pleasure
were rated the top motivations for playing computer games in a business training context. Collaboration were rated the
highest skills obtained through playing computer games, followed by problem-solving and analysing. Males rated
motivations for using computer games in business training as significantly higher than females. Participants who
preferred multi-player game rated the following motivations for using computer games in business training as
significantly higher than single-player gamers.

Research Question 2: The search identified 82 papers met the inclusion criteria for GBL in business sector. The
analysis detail has been published in European GBL conference 2016. 125 articles were considered to support the
design of features supported by empirical evidence and 38 approaches that met the following criteria: to be described in
terms of a full design framework or model for GBL, and the originality of its main contribution. This section presents a
complied developed design framework for GBL taking consideration four factors: pedagogical principals, engagement
in an educational game, game narrative and the main contributions of the existing design frameworks presented in
educational games. The design framework is created with one idea to ensure that the goals of deep learning are achieved
with the elements of the model. The framework is an iterative design and developed by grouping similar design
categories associated with measurements encountered in the literature together. The abstract categories of the
framework were: goal, learner, game, environment, engagement, and pedagogy (Figure 1).
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Environment:<
Learner:+

1. Social environments+ o
1. Personal characteristics+

2. Physical environment+ )
2. Learning styles+

3. Technological environment+

Goal: « Engagement:+
1. Curriculum goal« - Effective GBL 1. Motivation+
2. Game goal+ Framework« 2. Involvement+

3. Methodological goal 3. Interest+

Y ~—p

Game:+ Pedagogy:+'
1. Mechanics of the system: procedures and rules+ 1. Learning in activity+
2. Aesthetic values of gameplay: user interface, 2. Cognitive apprenticeship+
visualization design and sounds design+ 3. 5caffolding+
3. The story of play: game scenario+ 4. Problem-based learning+
4. Technology: material and interaction+ 5. Discovery learning+

Figure 1: The Design Framework for GBL

Research Question 3: 65 participants from 6 different hotels were involved in this experimental research. The
studies performed indicated that GBL in the hotel training can be a suitable approach to teach guest complaints at a
supplementary level. Both the control and experimental groups have a significant increase in knowledge. There was no
significant difference associated with education, the length of working experience, the numbers of years handling guest
complaints and learning styles between groups. This means that these aspects remained consistent and did not adversely
affect the results. The majority of participants were willing to play the game and interested in playing the game as part
of their training course. Most participants agreed that the game covered the knowledge of guest complaints and all
participants convinced themselves to learn new things from GBL.

5. Game Development

The game is currently available as a website for learners. The requirement to run the game is that the player must
launch the Web SQL Database and Apache HTTP Server, and then the client applicant will run it in the browser, such
as Firefox, Chrome, Safari, Opera and Internet Explorer. The player can play the game from both the PC and on a
mobile device. The screen shots for the game are displayed below (Figure 2).

Figure 2: Screen for the game play

Reference

Jercic, P., Astor, P. J., Adam, M. T. P. and Hilborn, O. (2012). A Serious Game using Physiological Interfaces for
Emotion Regulation Training in the Context of Financial Decision-Making. In ECIS 2012 (p. 207).

Zyda, M. (2005). From Visual Simulation to Virtual Reality to Games. IEEE Computer. VVol. 38 (9), pp. 25 -32.

Wei, M. (2013). The Research on the Employee’s Training System of GH Hotel, Guangxi University China. Master’s
Thesis.

Ahammad, S. (2013). Importance of Training in the hotel industry: A case study of Hilton Hotel, Cyprus. Sodert6rn.
University. Master's Thesis.

Alvarez, J., Alvarez, V., Djaouti, D. and Michaud, L. (2010). Serious Games: Training & Teaching Healthcare —
Defence & Security — Information & Communication. IDATE, France.



Chen, G. W, Jong, M. S.'Y., Looi, C. K., & Huang, M. X. (Eds.). (2018). Doctoral Student Forum Proceedings of the 22nd Global

Chinese Conference on Computers in Education (GCCCE 2018). Guangzhou: South China Normal University.

Ranchhod, A., Gurau, C., Loukis, E. and Trivedi, R. (2014). Evaluating the educational effectiveness of simulation
games: A value generation model. Information Sciences, 264, 75-90.

Katsaliaki, K., Mustafee, N. and Kumar, S. (2014). A game-based approach towards facilitating decision making for
perishable products: An example of blood supply chain. Expert Systems with Applications, 41(9), 4043-4059.

Faria, A. J., Hutchinson, D., Wellington, W. J. and Gold, S. (2009). Developments in business gaming: A review of the
past 40 years. Simulation & gaming, 40(4), 464-487.

Faria, A. J. and Wellington, W. J. (2004). A survey of simulation game users, former-users, and never-users. Simulation
& Gaming, 35, 178-207

Dye, M. W., Green, C. S. and Bavelier, D. (2009). Increasing speed of processing with action video games. Current
directions in psychological science, 18(6), 321-326.

Van Eck, R. (2006). Digital Game-Based Learning: It's Not Just the Digital Natives Who Are Restless, EDUCAUSE
Review, vol. 41, no. 2 (March/April 2006): 16-30.

Wiebenga, S. R. (2005). Guidelines for selecting, using, and evaluating games in corporate training. Performance
Improvement Quarterly, 18(4), 19-36.

Wolfe, J. and Chanin, M. (1993). The integration of functional and strategic management skills in a business game
learning environment. Simulation & Gaming, 24(1), 34-46.

De Freitas, S. and Oliver, M. (2006). How can exploratory learning with games and simulations within the curriculum
be most effectively evaluated?. Computers & education, 46(3), 249-264.



Chen, G. W, Jong, M. S.'Y., Looi, C. K., & Huang, M. X. (Eds.). (2018). Doctoral Student Forum Proceedings of the 22nd Global
Chinese Conference on Computers in Education (GCCCE 2018). Guangzhou: South China Normal University.

“FAEAHLRREEEESWE RS
——E T®HABBRFH LT EH LA WE RGBT H R

Implementation of Students as Co-Creators of Curricula: A Design-based Study on A

Bilingual Graduate Course Research Methods in Educational Technology
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[X4] FAEARBARGEL: FAEFO; FELL; RAEZE: AL
Abstract: Students as Co-Creators of Curricula is a new kind of student-centered pedagogy. This study applied this
pedagogy to the curriculum development of a bilingual graduate course: Research Methods in Educational Technology
at Normal University. We adopted a design-based research methodology, and traced two cycles of design, development,
implementation, evaluation and revision of the curriculum with two classes of year one graduate students in Fall 2014
and Fall 2015. There were totally 46 graduate students who participated in this study. Collected data included
curriculum planning meeting minutes, online discussion records, surveys, classroom videos, field notes and student

assignments. We provided preliminary analysis on the comparison among different participation channels. This study
aims to generate the implementation model of Student as Co-Creators and provide further guidance for practice.

Keywords: students as co-creators of curricula, student centered, student engagement, curriculum development,
design-based research
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“I think it is very necessary to ask students to take part in curriculum design. Because students
have more chances to communicate each other, every student can know about other students’ real
ideas. When our professor designs a course, through asking for some ideas of the course design
group that can be on behalf of most of students’ ideas, this will make our course design meet the
need of every student.”

“We are normal university students, so taking part in curriculum design will give us a chance
to experience teaching practice and we should cherish this chance.”
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BARFGIHRIRT % 7385 I R X EMF L
Research on multi-field learning collaborative development

mechanism under the technology-enriched environment
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123 R IF L

[#&] HEAEMBHEK, FREK, ZARK, KRR RBHER ORI R, B, AafaRk B 2 E0
BRFETETH %’7%&% IR K EMAF T RANLRAFRIFRR, BRRFFIHRT 2HBF I
RAEAE], CRAKEAFEEREREOREFAL, KR 3\4#&)\@ % % BB 2 R R R B BURH R,
vx#i**”:’fﬂiﬁ’? W, P EHBFEANRRES LA, WABRRKFEIHRT 2985 I WR KL HF
EAeRra R F o B RBENBRRFGEILT 2 B85 TR %ZE#)L%J:\?TE%%%U%&O Rt 2 R 2 EF
FHERBEFER. MERRKFETET Z2HBFIWRALEMNFRR, AREBRFFIHRT 2985 3R
K BRI R

(X4 BHRFEFRE: Z98: WRAAE: HH

Abstract: With the continuous upgrading of network technology, intelligent technology, presentation technology,
experience technology and feedback technology, the government, society and universities pay more and more attention
to the research of multi-field learning collaborative development under the technology-enriched environment. It has
become a hot issue for education reform and development to apply the intelligent support technology and establish the
multi-field learning collaborative development mechanism under the technology-enriched environment. In this study,
the author analyzes the policy background of multi-field learning collaborative development, and analyses the causes of
the multi-field learning collaborative development, then explores the characteristics and influencing factors of
multi-field learning collaborative development under the technology-enriched environment. The modeling method is
used to model and characterize multi-field learning collaborative development linkage mechanism in the
technology-enhanced environment. Design multi-field learning activities and apply them into practice, and construct a
multi-field learning collaborative development evaluation system under the technology-enriched environment, then
propose the promotion strategy of multi-field learning collaborative development under the technology-enriched
environment.

Keywords: Technology-enriched Environment, Multi-field, Collaborative Development, Mechanism

1. #F 3 B &y

MAALG R, RTEZEDIERRFHFXBEROGKLE, FRERASZHBF I MR AR
ATFRIRET BRI, KA FRRERGLE SRS RKE. ﬂ&%u TN R R AT AR R AR
R, BRIREHFEUR—ER, — R LB “PPT+EE”, FEFTHLIEMHHFHKE
TOTRE (RAY, F4E & 4F, 2017) . K F g 3R (technology-enriched environment
& ICT-enriched environment) & ik 4 K k5 3 33569 KR A B(Z#, % = #,2009) . KT HK
FZHET Z 9B IR R EAF, CmAHF A0 E A,

MERAEGRE “ZHRFIVRNRAERARKBAOLIR” « 2HBRFIMRAREL
FREBEA. RERXAZAPAREFT ZAAMELINEE, RAB ARG TR, RE. 42
SR HEE ORISR ANESL, F AR R, StmeiraENRRGKE D (F
Z=Hk, 2007) o KESHBFIMRLE, RAKBLFIZLBEENALEEE, LA LF)
ERHH R A AEGRERTF, AT REREFIETFRFIENEMAXRNG = KERY
B, BPAFER. REAGIE N, i kﬁy%ﬁ%UWHﬁ%%ﬂﬁ“E nﬁkﬂﬁ,%
MEFHBRFAMRREFELGFHE, WRABRRKFEGIRT 2 B85 5 B R R4 2f#h
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R&E. SHRAFEHRET ZHBF IR R RNA T ER R, KT, XiT2HEBF
NEHNFEEERFT R MEBRKFGIHET 2 HRF T HR REN TR Z f= 4R R,
2. IREF

A REHER, FRAK, ZAERK. REHEKRFRBERG TR, B4, 24
Fo R DB EARRKFTRETHSHBE MR RERA. BT, BINCHH RIM AT
FHEREHEFIIFRFREE . DIEFIAPRRERFTONEL, ZHHREDERXFTHARTT
IR T MBI FREF R0, REEMIERNAENTRAAERXARTAIFZIFZRTFRAE
R EXEVOR 2 09RAL, WA R B RAL P 09 B MEAR S AT IRAE, AR FAN SRS
F=% = (Watson, Dodd, Jones,2007). # B iE K H £ R SIAA, @ S THEERFE T EH 26
B M, R0, MR AE Z 18] 69 S AE R A & 4o E % (Fortescue, Hakala, Kelly, 2006). Ak 2010
FIs, E BRI B A A A (BRI RIRE) (HIER), TN ARAESF
ATRERTHIESINHEK, SR LR TRADIES I WROF T, HEHTH
Y5 3] R A iR K e B AT T AIVA K % %R 5] R K& a9+ 4% . 2015
30208, FHBELESTHREEP(BSMAS 659 %), EHAETHMIEGZK
AR BTAF)AT, F “KEF” R a4z, HIERFHFEE L ENIAT,
BlF A (HBEHRRTREERXET IENKRFEL) , MAREERM MR TEKE L
1, MR R R EXFT AR IFRE, PR, REMERGE RS (FF 3, 2015) .
2017 %9 H 25 B, HEFIMRAP R AV D FELIEREHNRALALFRE) , K L0
FINGZLEFERENRE, F LB EhFREFEREH LEFSE (FF K, 2017) .
JBE-FEFETARFRIXNARY, I /HPATARAEXDIEFT. BAFHFLFTIEX
ELZHBFIAMRREAMEFAR, wEREFRUFIRHAFTELLHETEEFRSE, HIEHF
AR ECHFTOERARIY, AAFEARWAR (E4K, 2015) . RIAFER THMIEL
FROGSAENF], CIEHAMF ., BT BB FSBILE (RIA, 2016) . A7 E
RERGEEE EFFH NN ZHBF I MR RENEY X E, RIEREXFHIEFITHF
Fa M2 F S NB# R, RAFRIF GIE,

AE 5 5] (Museum Learning) 2 X & 2184048, BHE. AR EE L9 P OIEE XS
3, R—MHEFN, ATESFRLRZERNGF], CRARSARFAFINLERGETLS )
FHZ —(Fh3eAR AL 2016). FHIEVAE E KOG FEMEF R A AR XLt Aikie, BEF
RIERAFREBZINGE —HEFZAR, TN GATEA &) AL &4 & /) 698 ANBZ —,
HERAEZRKOGARESRE L F BT R E 5 LB, TIXRBGR 547 E b9
BT, AR —ANBHEREGRE A EFHET, AMRREZARE, ZHTLIHRGIEEX
5] AL AHE MM (80 5T 7F,2011), A —ANTTAH AN “HERAE” 35 “TA” F35 K
&7 F IR SRKFF ) L aAe S AR5 3] 3135 (Hsieh,2010), HE K&K B H A LG
AFR AR FREE. REHXFAUGEARAGBHOALH T RARLZLEEIL P
JIMREZOHBHRN. MAEFTREARGARE, FREFEERRERXF G F I HITR
BELSFMBRIKE, THRAEEFAEXNF I RFEXFIGRERS, FASRELL ALY
HEMEL. AR ABRFEARET L HRF MR REANF LA %, LS HBF IR
RIENF I %, #hhefTiab, AIRAFRARIE, KEAANWAARTBERFETRRT S
FHBF A MB KRBT REF I XN, RAIRFTE XA S 5385 2] th Bl K EAE K.
3. ARF ik

BT ERE®, AR ARAEHATsMELSN T X, QIEMERATXR, BRENESY
Mrik, LdkitEk, KEMME, TEEREAERIEERSE T4, PR RKFSTHETSH
B 5] 69t B KB ALH
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6. AAEMFLNB., MIERRXEARLLER

L AT EAS E WIS 5B F R K RAR K Lk TR A AT, FHARE T B A 9529 K
TR IR, QERERREIL, BEPHELFRE. AORE, ACEE, 7
THAAE . AR K P A AR X R F1E .8, #%FEDEZFE, LA
KB F R, b iha b, RESHT 26 NEARKFERBIE R4 15 NEISNEK
FERGEEB . P T FAREE Fo LEHH WBCRAX] . ALK FRIFNF, @d st
ALk An KBRS, I MR T HREGIIRT 2 9B F I MR R L 0B EF RS,
GRAEZBENITRFIETL, HENREOARXE. B3 T

Y

FIHAR /
- AL —

AME o 7 EEIR

/) SR

B3 BRKFETHETSHBF MR A ERwEFEA

ATFAEEEIE, FUABERFTRETEDBREIDRRETESE SR, K
RFEGHETEHBFIMERREREAE G EAME—FF LM, NIENE. MBRIKE. RS
FFROGIRAIF], OEFIFx. FERAK, MWRIEH I 2/ ZHRF T WE AL B iFc. @
MREDBFIADRREMFBEREZRFT “FHA7 . “EAF7 Fo “EMFE” ZAKK
FIEFE A FIEFFRN—AR—ADNF I FHERFE ) EFNNELRE, L1655 Kt
FIEFH, FAREAEIRE GERIRE, 2010) , $HBFIMRRENFIFEroE
FITUMBARFT R ROGELSEFT, HFFANSZ AT, HEDBWNER T BRFAHKEF T4
HHR AL, RRAFFZHRETHIHHRKOLWH LA 1) BQF I TORERL, FE
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FaAP B A G £ E K. WY ARG BARE B 4 F .
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7. E2 AT H—FHETHHRA

BHAFEGHET S HBFAMR A EAFIRKETXELSRENLHZH, AETTHF
FEHRESARAE, BRI S HBFEINR LR ST GO ENELRG, ZRLRE2E, LR
ABRAETHANZHRE IR AR T EH IR R, BEKREIG RS, EaPHE R
HAFFRRRKRIBZIASE, ILFEFLRAYMNEZHBEIDRA K EEETLEPHIZE
o ARBRFEGHAET Z2HBF D WE K EMF, TMABTHE R AEGEARKZ,
ARG FHE KR AR € % 5 BF I B KRB ARG E B/ B, BAT, BRIXT
ZHBE A DR R ENF T RHLETLIIREN B, KRiAE ZETFANA, @sf
AR, BERAFERA, EEERRTH—TIFTHRAEAROLIERT EAT & :

(1) FREARESZHBFIWRRESL AT B iZALREFGERLIFEER, LR EN
EHR, EEFBFINRRET R FEANEFGDRE,;

(2) HREZIHET %585 IR K4 Efo vt B & Q36705 o fT AL 4 5
AT A, HEPELHARN. 2HBFINRRRERROGIRESEEZH 5 HRF )
B K69 R, F 38 iE SR AL TR SRR

(3) 4ofT3E A5 89 % %38 F D W B KRN IPR R, BAR QIR IP 4B 35 4R, @iz
PR AL A B EREAR, EIAFNIF TR, HBREDEBE D BRI R E SN - R -
H#H7 WBREEREX, HREDBE MR R THS R &

(4) HefT FF 4T3t AR A e 23t .69 2 B35 3] Fahi%t, AR H) 5 4K B 4R,
EFEHRFRHITER;

(5) ZEBARKFZEIHRET 25T IR REG A AH . SEBAH . 0B F= BUR
EEMA], RS HIRF I NE REISF, KEZHBS DB KEAESG o HEIR
% B3R F 3] W Bl R & #AE Ko

AREFRRAFZRBERS, EXFIIEEKXFI)OARB Y, KAHAKFE
BHET ZHBF A WMR R FHIF Fo T E, REKFHERAEERAE IS AT G
R, TR A FIAREE A a9 IRAL
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