— TREEZ

G

deldAol A 167 Ao Zask AYSE wsderks AAE 4=
S 93 SRR 419 @507 LO.CFAHES &88 4= ok
ame—Based Learning©.2 7o) Alo|u])yAlo)dS &gst 4= 9t}

015k8 WA A (Gamification in Class) (255 )5

20173 2¢ 2¥U(H) ~ 3YU(H), 2¥(8ARD
AT dolsd

D 43RHA(19] 14D

el g

D olgnl w( M=o} thE)

409 U19)(H4 257 U9 £9)

2 Xt Al 2t W e
- TEQME 2=2)
13:30~14:00 - A eZdE ol 2 7R3
TRET Y IFT I, SR g8 T
- AYEE FEs AT 2z ofojxB o]
14:00~15:30 - olo]2H #o]7 ABC
(90%) - AYEEE A3k ug-g5HE olo|t]of
- Hgle} ¥4lS 93 Kaizen game
2.9 - Game-Based Learning®.2 165 nls—38g AA|
(=) 15:30~17:00 - 7o) AleluaAloldS g AYXER
(904 - o2 A 55714 £ HEHA A ALY
- 23S 93 15714 AL D)
- Game>Gamification>Game Player>Game Changer
17:00~18:30 - Z JYF JAFdS Eolv 157 SAYUQ)
(90%) - 95 -$9dWindow panning & Mandal-ArtWtot}E &-8-3}7)
- ¥¥3} I FE ¢+ Communication game
18:30~20:00 AEWF 4 A2
07:00~09:00 Z2
- & Aem Aol A& g LO.CFAHE &83}17]
09:00~10:30 - A Sgdel wE LO.CFAY 3837
90+&) - Ice Break>Opening>Closing>Facilitating>Action Learning
23 - APEgE7Id a8 FEAS AT 157F m5AALG)
=2 - A7 FE5s A% FFETS} ofoltof
10:30~12:00 - A TEe A dEETE e AEotolt o
(90+) - Everything@Gamification Alo]r|s|Ao] &0 &2 S0i717]
- Consensus Review & NGT
12:00~ H3 g 2

TAEE)E APl weh W = glem, FuflolAlell M MAARY Al fldlelE



