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N i Taseasiany nalninu (Game Mechanics) N1599NLUUFAIAZAT LAZNITDDALUY

Uszaun1saliau
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Ang wazasAUsENay | asAUsENBUNY | SEAunil WY 3
N3 28NWUUY
WANZEUAULNY
Unidtadne 16 | Ulldauld wd | Ul ftugnu diau | Ul duau veeld
1 a 1 v
5. doufindofld (U) | yquenn ¢ | Silsleaysal | owmmmesien | swuenn
Y
uazUTSAUNIURAY | g dlqunale Wnla 2
(UX) ST
o o o | e wnuviaula O | wnuvihaula MUY
6. NSNAILLTINALA o v - . -
) auysal lidl JaRANAN Y9dIU Rananavane
(Technical o o v 2
) JaRANAN LRVGH 90
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7 | unasnesudmsunisinnisiseunsaeueaulal 1wy Google Classroom,
Microsoft Teams #3855UU LMS U89U113N8188
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