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Abstract

This study aims to analyzes and synthesizes gamification components within the Outcome-Based
Education (OBE) framework. The objectives are: (1) to examine gamification components that integrate
expected learning outcomes aligned with the KSA (Knowledge, Skills, Attitudes) competency framework in
environmental education; (2) to design and develop a prototype system applying game mechanics to
promote environmental knowledge; and (3) to assess technical efficiency and evaluate structural validity
of the prototype system in reflecting learning outcomes. The methodology involved analyzing learning
outcomes and determining game mechanics aligned with four content topics: electrical energy conservation,
water and resource management, waste management and circular economy, and greenhouse gases and
climate change. The findings revealed that Knowledge was the most developed dimension with 10 items
(38.46%), followed by Skills with 9 items (34.62%), while Attitudes comprising 7 items (26.92%) was the least
developed dimension. These results highligsht opportunities for developing learning activities aimed at
fostering environmental awareness and promoting sustainable pro-environmental behavior change among

learners.
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Useannu

=p.

naln/Aadune

Y
Uan

Ja37nn

6 | nanagns
(Strategy

Games)

T9msnauy, nsdans,
asemauladeanau
JURDY, Y38N15I4
nagnslunisiiouil/

o a 2
AvaunSnensLe A

ussaidmng

- MIYsINITANNS: HiSpudadly
Anufuaiinueanesnunseuduie
ussqihuneveany

- WANSTUFAUTRTUNRUS: 9
VERUTINUENITUBININTIN NITINUAY
el warnsaanscinadwslu

au1An (Olayvar, 2023)

- anudeslumsvungu: inudutou
wazdlanuinawleas en9udludgnis
nunyjuuazliiamihaeuniuly

- mahlldlundngas: tnuuiantens
a & = P = Y Y
filemenzdeuloudiundngns
nsBeuilutuseulalaenss Olayvar,
2023)

7 | wulanafiou
234 (Reality
Testing Games)

(VR Games)

sLyyq <

WiEiSeu ueaiuuaz
Tamaunulaniadiouass
Ausunstunsedu

YDA

- MatFeuiuvuanase: Msseuily
Tanadlouassgiiunnudntaly
e

- a wa ] o A v
- MaasilaujuRagranseiasadu:

a a

disvuilduulagnsaiuilon yild

- Fumuge: suussnagilunsdote
gunsal uavweniwls

- Uggmnmamadiauazsnanie:
aafndgrimnamedanie e ufsuy

nsaaeuln (Motion Sickness) fu

a

msdeudilumaniseidddney KlSeuu1au (Luaran et al., 2025)

(Luaran et al., 2025)

1.3 NM3duATIziTsunssuiitieates Tuunasrusenouvesnuiiladuld fadl
Zainuddin et al. (2020) Anwnsldnuiifiitulunatsunanlosy wul sadusenauiugIuNUsINg
Suiuluynuwannesy laun Az (Points) agnseaudin (Leaderboards) wena1nil damuasusznauiisiiu

Auanaeiunuunannasy lawn n1sudsdudsdydnual (SpaceRace) Msldiunugiau (Avatars) auniusenay

@ 4

(Music) wazdly (Memes) W@a319UTIINANAUNAUIY RARAIUNTSIERTIdydnyal (Badges) wazUsenmateUng
(Certificates) \fie3useanudnsavosdiseoy
NBNUAT @359U (2565) AnwesAusenavvesnudiiiaduluusunisninermans wuin lasasng

vian laun Aziuy asdgyanval (Badges) uagnseauiin w3elassasne PBL viwmthiinseduussgdlananiglunas

Yy a

Aeuan wusseAuLilen (Levels) Wieaseminusdninmin ssuunisnevuaued (Feedback) Wivalidiseuyssiiiu

U

v

AuLedlaviugl uaznnseRNKUUAINYTIIMME (Challenges) Widuasuaugsdulunsiious

U

Jaskari and Syrjala (2023) nanifenuduiusvetesrusEnouranyaanudiiatu lawn A1sianses
(Storytelling) vwihilduusunduindeuszuuiiolifSousdndudiuniwesnnnisel nsdidessninaula

Azedoulesesrusenoudu lawn wWhnune (Clear Goals) wazsaiakarmiudnsa (Rewards & Achievement)

=

deralviseuiausegdlalunisuidymaeladednia

YA v =

Tuns3deil Hideddddunmeiesrusenevveanulifndu Ao (1) avuuulaznszaugdl (2) N13ia
(3) 31933 (8) Msudstumsdanu (Social Competition) waz (5) N1sianses Fulusduszneuiasuiiyautiuniny
donnnotsEnieinguszasAanmsiteuiiarnisildiuniuvesiteu ieawsepsladuaiunsiidusiuvesisey

1.4 nmsduarziillenvomangns warguuuunsiseu; Weaundunadnsnisiseus (Leamning

o

Outcome) Nfidnuaiziamziazas TauazUsululd uazavisungfnssuiiuanseonvesseulmiugusssu Tngld
nFpUANTIAUL KSA 911w 12 P8 fadl (1) fiSeussyunamasnunauny (2) gsudssgndldiinsnisuasinaiialy

nsaanistdnasnulnihaigludiula (3) fiFsunseninfsauaivemdsnuliiuaznisldlniegeinaen

v
a

(@) fFeuszyianssuvenginssunduudesilutinUsydiuld (5) dlsulszendlduasnisuazimeadalunisan

a

nslduld (6) iseunseminisnAvemsneinsinwazmsldiiegnaiame (7) fissudwunussanvesiag

[

an)

wideldadlunivusiivangaumumnasgivainalagneies (8) Hiieudsvendlduuifin Upcycling iioasnsyaniiy
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nnTanwideltununisiadues (9) feuaivayuwuimnisanves (Reduce) wazdivirupfidsausenarainly

'
a v a

g
AsAAEINs (10) fisewdonlindndurindulinsivdwedon (11) {iSsudnanuinuasveudiuyana 1iends

gaue (Offset) Mwunzawldl uaz (12) fidsuaiuannanglanioudmenisusundenitdinlidulnsdedwindoy

3

' v
d =

“ Lﬂuﬁ?\lLﬂsﬁ’um’mLLmﬁmmi{]’mﬂ’liﬁﬂmﬁa{waﬁwé” V|Q?ﬁaﬁwmﬁuuimw‘ﬁzqﬂmﬁlsi’fﬂaiﬂt.ﬂmﬁa
n13fnw1 (Educational Game Mechanics) finzdwsumsimunaussousvesfioulug KSA il

1) 1nuUszLamtnsd (Flashcard Type Games) Tusunuunisdug edaadunszuiunisiBouidegn
WU Active Recall lun1sansuazshanudlaien

2) tnus1aesantunnsal (Scenario Simulation) WieRlnvinwe msuityvuaznsuszgndldauslu
anumsniasefifeaiunslindanliiih thegnsdamud faudlauazaseuindsnisudesfedounsyanans

3) inunagns (Strategy Games) luguluun15UIMIININGINT (Resource Management) 33 UINY
POURNNLLUULTITULA (Speed Quiz) LlediFouinaudifiuiugiannisistoyaiifieonuldan o denali
dindulausnuesldBulutingds uasdunsysanmamuiiossnantesmes HansenUTessLiasUTHLY
Aeszuuiing Aurinwensdnaulanieliusinadiu asre3nddnlunislianusuinveusiediny

4) ysmwnwaﬁu5auv§qga1ﬂ (incentive System) laA suuAzIUU (Points) 1W3Eyns1 (Badges) hay
n3zAEt (Leaderboards) L'ﬁama‘uaummm6579qmiﬁugmmﬁm%mmquwﬁLLiagﬂﬂumﬁﬁmummuLm

NANTTIATIZHAINADARGD

'
I aada

PNNANTIATIENIUILTAIUALTTOUL KSA Tidonndesiunaansmaiteusiidmun wud Janlasuns
WanuagnulnTan Ae dfauaug Varuaduiu 10 918015 (Segag 38.46) VDIHARNENITIHUIVIMUA LaRS

¥ v v v

famsgadusnunisaieneniilont Andnle Lartoyaiug uaiuNEsau U N3NNIV kaEAISUBUNANTUN

5998911 Ao AAAIUTNYE WUTIUIU 9 518015 (FR8ag 34.62) axoudIN1T8NLUUT L SN AU

I

Auansalunmsunlym wagnsussgndldanudiufanssuifiidunisiassanunisaluaznisasileujunase

P o o

dau AAduanad wudwau 7 m1em1s Gevay 26.92) \uliinfinswmunluszdudes uwiin Sreglusedu

faonndesiunmTnvenilenidudwinday uinadnsanandiiidulenalunisiiufonssuiyadvinuad

wavnsnseming duaSulifSeuinanundadiudasunginssunilulinsredaindey (15197 3)

MM 3 MITNANUARAATBINATHTNIFEUTNAAN T UNTEUALTIOUY KSA

i NaaWsN1sBEUiANATIS Knowledge | Skill | Attitude UszLavna
1 | d3sussyuvaandsnunawnuld 1 1 Flashcard Type Games
2 | §¥swdszendlfunasnisuasmeianisanldivihaeludle 1 1 1 Simulation Games
3 | dBsunseniintesnuarvasiiiuaznisldlvihegnainme 1
4 | d¥suszyiansamSengAnssunaudfosiludiaussdr uld 1 1
5 | d¥swdszendldfinasnisuasmailalunsannisldiils 1 1 1 Simulation Games
6 | d3sunseninfsnaurveminennsiiuaynstiinedieiane 1
7 | dSsuduunUsmnnvelignees 1 1 L

o — ” Strategy Games 391U LNUADY
8 | d¥eulszendlduinfa Upcycling 16 1 1 1 ) .

PP AanukUULITUGaN
9 | REEBUAUUALULLIMNNITanU8E (Reduce) 1 1 1
10 | diseudenldudnsnsiiiulasiudundeuld 1 Flashcard type games
11 | dlsudnnauasysadiuUinumiveudiuyana 1 1

o3 — = ” Simulation Games
12 | f¥suduuuiubeunginssuiiduiinsieduwinden 1 1 1

1w (N = 26) 10 9 7
Jovaz 38.46 34.62 | 2692
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5, o&vaw

wnunsSeuslugduuy “nuiiindununnaanisiansfnuiymadns” AfIdeiauuiiensuaues
HaansNISeudiie 12 4a Usznaudieiny 6 ny wuadunudugiilddeyasinnisadi d1uau 2 i nudiass

an1uN13al W 3 1NY LAINUNAENENITIANITNTNEINT 31U 1 13 U5 18asiBenfannsed 4

A15197 4 ANS19LEARNIS18ATLDYALNY

| Uszamnw/ Faunu GYLETEH
naln

1 | Flashcard Energy | inudugilédeyaanniad ioudesiugamiuansunaamdsnumyuidsuiigndols
Type Games En-nerjoy | Asunng dissurusmilotudasunnglagldsunuadilunismanidentosiian

2 | Simulation Watt wnudraesanunsal giieudeuihszianisldlnihesi anuesin lagldnalnnis
Games Watcher | Usumsldl ilesnwszavalnasailsioganeliaudssanaudin

3 | Simulation Water Wise | insdnaesaniumsaindsduna gisudonhasialufinusesiiu ynduiiildiaggn
Games winaziuu fFouseshamsialidialaeiesifuiihnandoosiign

4 | Strategy Upcycle meaqws‘msifﬂms‘w%’wmﬂiLﬁaLﬁma&aﬁwawaz wazdnldwanainldaduiendi KiSeu
Games LNy Evolution | #eaiing fifhna Truck & Trash asfalunisdnuenves muausavezuend liedeuily
MBUADNUUY fuetlinsaiuyssianeswesiinnan vesiivongndes asgndsludandsingfiv
wiariuran Upcycle Saiingmsthwesiidauenlsanldifioadnsndninsiin §Eouiiivussnanadn
(Speed Quiz) Wadudeaian szgnitnAzLuLmuSILIUNaNaRndiAuIN

5 | Flashcard fins Green | nudugilideyaanmindr desdugnmaann/dydnualnanfasiiuinsredsinden
Type Games Thailand | gdedliiasunng didsurunilesugasuyndlaglisiuaundidumswandontiosiign

6 | Simulation Choice 2 | inudrassamunsaliuumadongnisluvieaiien desiadulaidenyiiianssuluusiazang
Games Change: | wosnsidums lnemadenunavdevsiinnzuuuy suuSinaunsuasedgaisueulnesnlyn

Net Zero | fumnsinsdy WeauinuszuuazUsssnananzuuunuiiedasedudisouiussaudmane
Green Land | Net Zero Life lusydivla

2. Waninusunuududsnnden Tasussgndldinudfiady
N1399NLUVLAEWAIUILANAULUU (Prototype Design and Development) Atlun19a319 “Landliady
MuLUIAANsIANSAn Tl jaadg” sfumsnuduno il
2.1 msoenuvuandmenssunazUszaunisalfld (Ux/UI Design) iuausiuatouaznisldamd
MOUANBIAINABINTUAT N ANTINVDIEL LU
2.2 mawauiemaunseu OBE af19gnUngAn demuesaniunsalsaesiiaenndesiunadnsng
Gousiirmualy
2.3 Msimwameadaiaussuundlianysol e nalnny wagssuuLARING
3. fudunnTIaaeuNHNUTeNNNFIY Mavaaeulavtind (Functional Testing) iiteUsgidiuaan

gndpsvesileidunisvihnunaznisnevauewesszuulaglinisnesen1snsivaey Han1snsadeuUsIng Al
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wm; fias Green Thallend

o Anovede ot
2 9 01:02

¥ duaenu! §

AT
vamile 0 umi 25 Sundi
Annuatofindn: 10 afe

3105 Green Thailand

tavlinada

A 2 gl Green Thailand

NANISASIVABUNITVNIULTINUNT LAUT AT Green Thailand WU31 S18A1SNAEDUNS 18 518115
UsENBUMIY N1395IUNNTIANISTaYAaNISANTN, N5 nuvenalnn1sdug n1sdudwuasdlunisden seuy
Furan nseeduna wazaunsaulunislidanu irunaeinisussunmuakandlmiu i Useansawds

wihil auysal nieudwsunisihlldiduesedelussunisaeusoly

A5199 5 $1971INTIVABUNINAFB UL TLNNEAS Green Thailand

a1y Usziaunisnnagau 318N13A59968Y B laisiny
1 | msdanisfeyanisanin szuukansninnwliasudiy v
2 MinnnusazalaNgnFo v
3 Fumdsnisnnmiinsdalusnnedadieuiny v
4 lanunsnnmewenisnindsziavluszuy v
5 | msvhowvesnalanisdug | ifeudennanndaldndiagliiu 2 lu v
6 szuuATIRd@UAgNFesagniaTitaenld v
7 ledudgndes nismazasanuzUanandondlsily v
8 ioduglaigndies nisnaznduganiugiiu v
9 | mstfusuuedilumadon | szuuiudauedidunisnanidennisaldgniies v
10 FruuailunsidonuansualigGouiusgedaiau v
11 | ssuudunm sruuFudunandaluliiie sy v
12 nanlumsiauuanwaegsiaiiouazgnie v
13 szuuvgadunadodieudugasunng v
14 | nsdnduna JEUUATIEBUNSTUARTUNNALgNFDY v
15 sruuanamansvuziiefideudugasunng v
16 | anunenlunisldau szuuviauldogaiiodagliifndeinnan v
17 szuunpUAUBwean1sifneuveieuldedaminyay v
18 wnufinnumfeudmiumsihluldlunsdanisiteusas v
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wsnfaern: widnfunaus

» orentin usud hueous’

Choice 2 Change:
Net Zero Green Land B S

i 3 10w Choice 2 Change: Net Zero Green

NANIIATIVFOUNITVINNULTINUINILAN Choice 2 Change: Net Zero Green Land WU71 $1611570@9U
M4 12 $19M13 Ysenauie MInsiaaeulasw@ivaniunisalinyg nsuanmiaden nsindulavesdiseu svuy
AzLuY NsUsTAnananadns wazaunsonlunisldau druinasinisussidusiavue wansliisiuanudl

Usednsnmigantii auysal wieudwiunsihlldduesesdelussunisaousely

A5199 6 S19NINTIVABUNINAFB UL Choice 2 Change: Net Zero Green Land

a6 UsEiiunmageu 318N1TIATIVEHDY WU Taisinu
1 [Tessadeanunisalng | ssuvsaasaonunsainsiumadudduasldnsuiunuiioensuy v
2 uwiaztwensiumdifeSunedaunseiitaaunazeude v
3 | MsudnamIsden syuuuansiudenianssulunrazdislansuiou v
4 | midindulavesdiSey dseudenfanssuldifies 1 nadenss 1 anunisel v
5 sruutufinnsdndulavesfiseuldgnsiodlunsaztig v
6 | szuUUAZLUUL ‘vmLﬁamwiax‘ﬁaﬁmﬂxLLuugﬂﬁmmmﬁﬁmum v
7 STUUAWIMATIATILUAS UBUYB sz adenlagnsias v
8 Azuuuavaugniuiingniesnsuiiu v
9 | mMaUsEIanaHAdNG spuuUssanananziuuTiaAugainyldgnies v
10 szuUinsziunadnsaanaEr ey v
11| eundeulunisldan szuuhauldegnsaiedaglidifadeRanann v
12 szuunpUauawean1sifneuveieuldedaminyay v

anus18uan153e (Discussion)

o w =

nsefuTnamTIdetadunsinsgitduddgmenisdng fldainnisiauinisiseuiluguwuu OBE-

o

Based Gamification Litedaa3un1siieuiaunudiduvesiisey Jman1sAnwilnnuaenndesiuingusyainis

'
o v o

AeuaznseunadnimsiFousiimuely fiail duaszilsuifiuddnyiiesuenalnanudiSavesinnssudangn
14 3 Vssidtu il

1. NM138AY8I3195eNINANUIHaEN1TURUR HIunTeuIunIsiseusidasn (Active Leaming) Han1333
wuin nalnvesinuiiaiuasanssnuziuaasaeandostunszuIuNEEEuSTegnLUY Active Recall mauuafn
99 Syamsiyah and Ma'rifatulloh (2023) fivaueindsyansnmnisisuiasind ugeaaideaussgnnszdulifs
JoyavonulnuniunszuIunmetya) luuiunuenisdnnisisews msissunisaeuluuussetednidednia
13 09%94919381719A N WU TR (Knowing-Doing Gap) il N1SAAUINITToUS lugURUY OBE-Based
Gamification Ifludsunszuaunsiiouuuuida Tasussgndldnalninudng 9 1wy wuunaasuaNu§ULIAR

Yy i3

van JeduligiSeudesssananatayauasdndulanglidedninvesian nssviunsvigluan1ieniauiinied

U
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PeaTINasUANNgNFeIIEIRIRALY wagviuihiiudsuausisyezdu (Short-Term Memory) Tinaneiiunis
and882617 (Long-Term Retention) Ainfosthluszendldluaniunisalads aenadosfunis@nyiues Jusas et al.
(2022) TunaiiliautsiaiuaiissinenennnuilnsnsdeuleauuAnmamguifuaniunisalvesnunduaie
psAUsEneURItiuNsSAnUsznoufulnAnvonufifiaduivssansamgsunsifismadnimatyavesindnw
feluguanudaudlasagnnsussgndliads

2. nmseenuuuszuuludIuiyasesiuanssausiuanARnIunsey KSA Samdnnsvesguinisiiun
ALY (Self-Determination Theory: SDT) &4 Ryan and Deci (2000) Lﬁua’j’lLLN@Jﬂﬁ]ﬁgﬂﬁmﬁ@%uiﬁﬁﬁmﬁ@ﬂi’m
Faansiugiunisdaingramdsenslasunismevausinsudau leid Anudesnisaruananse anudesnis

ANuFUTLS wazAudeanisauudasy

TuduaudoiIn1sANEINnTa (Competence) seuulasunisesnuwuulvinalnnislideyadeundunuy
vufinagszuuaziul Weligousudanssausuazeuiamthuesauesidiogwiolilos 39 Ryan and Deci (2000)
szyinduiadoddalunsifiuyuussgslanislu lufuanudesnisaiuduius (Relatedness) nszauiiilésy
nseenuUUIioadIusTNIANsutstudiainsassdfinse funaiusuiisumedndluden wduaiedndnuol
vosFouluguzandnyuvuildladaandon waglufuaudesnsanuiudass (Autonomy) seuuléifunis
sonuuulii3eumunuiirmsvaanusenues leliAnanuAnduivesionisnsevuasradng

nseeniuUTineuaussaLFn1Tie 3 Usgnisegnsysannistui fidmeionssdunszuiunis
meluiidsunssgdaneuenlinaeidunssgdlaneluiisisnguandrioudiuyaaa Li et al (2024) Suidu

Y a ::4' v 9 Yo | v & v ' PN v 1% v N
b EJUISIJLGUQa@ﬂLLUUV] ﬂ']ﬂ‘vnQIMUWIU%ﬂﬁqﬂzaﬂLUULﬂqsﬂaﬂma{]ﬁyﬂqﬁ\‘1LL'JfﬂaallLLagﬂfJ’]ﬂJWiauiuﬂ’]iﬂil.lLUaEJTJ

'
o A

wAnssy aenndeafuihmnevesmsfnuiitensfauniigsdu (Education for Sustainable Development: ESD)

3. nan1snndeudnihiuandiifunuaenadonddasaiieennuiiaesionunsouuuafin OBE
oA tnuding Green Thailand uaginy Choice 2 Change: Net Zero Green Land 1n851801359ad@uynsen1skiu
inasinsUszfiunsuiau wansliiuinssuuiivssans mmdmihiuasiarumiendmiun s lfidueesdle
TunsfamaiFeunisasusss visil (1) inuding Green Thailand Hun1snadeuvis 18 518013 AsBUAZLNALNNTS
Janisfeyaniinnin n133ug ssuudunan wasnsinduna nalndinaisessuaussaurauauilunsau KSA
FuNsEUIUMSINT Azt denToauIAnfLAINdeN WAz (2) 1y Choice 2 Change: Net Zero Green Land #1u
nIsMAGEUIa 12 9160713 AsaUAgulATIAEIIAATUNTIA] NMILARIMINEDN THUUATILL LAy 1TUTHANANANAGHS
nalnmsindulafiazviourasususesiuanssauzsuinuzuazianad lnofiSoundgynisdadulsluuiunaiy
fauogadugussau

ssuuindeshmihifuedosfleyssidiunassuinaou (Formative Assessment) filidayadounduun

! al 1%

diFeuiud fiseudsmiunsieudvesmueuasinuaussouslaogsieiliod duaenndesiundnnisdanisanum

[

wuugatiukadnsilinuddyiunsussqaussaugvesiiteuegandususssunnniinmsianadugsmeinnis

o q

VNEBENaLAE

#3Unan15338 (Conclusion)

ns3deduansliudsnnudnialunisiauiwasUssendlduinnssu “ OBE-Based Gamification” e
gnsEAuNTIANITTeuisudLnaen lngysannisnalainudiiunseuluifnnisfinuiiiunadns (Outcome-

Based Education) #an1sWaiu wud1 n1seaniuussuunsiieuiniauaenndaadeszuy senineingussasd
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nanssu waznsiana Wasunsruiunisiseuswuuiaulvianuiaulanasnevaueseiseuluanisswn 21
gagndiusz@nsnm denndesfiuiusiavewumivedendng Tunsysgnisdunminerdedaiie
AuesAUsznoueunuiiaty 338 wudt nsldre AzuuularnIEA ULl NM3AR 91938 NswUtunng

faaw uaznisianses muadunalanuiiden MNMTiinTsianudenaatesiuRai NN sIBusAUAInGaNmY

'
=]

NOUANTIINY KSA WUI1 ATEUARENS 3 dF Ingdnuanuiianuaenndewnniian Souay 38.46 709w Ao ATinye

q

aa v 4

$ouay 34.62 LALATUMAAR 3988 26.92 ANUAIU V9T nalninsAiRdakazaniunisaidnasavinnin iy

w3 0ailad 1A luN1INTEA UNTTUINNTTBUSINLUY Active Recall vinliISswinauwiugluilonuay

'
a o °o o a

Uszgnildesdnnuiliads ogrslsau Saduenad dedidadudesiign ferdunavinmeddgiaaslésums
Waulumsidysvegsiely

sumsiannusuiuy §33elsiannng s 6 tu Tu 3 JUuuumaingUszasinsSeudfiunndnaiu
fud inuuudasiuagnsdugiil eduaiunisandinazairennuasenin inudiassaniunisaiiieflnvinue
mMsfauazn Aty wazinuunnagniileliniinue msdanisuasdnuenues

FrunsnsradeuNsYay wuih inuduluuismariunaeinsaaeuidwilunndu fszuuaudn
nsaraNATULY uaznILanmasuiy samdnalnniglunuaziounadndnianFousinelildeie uasdaumien
mamadelunsilfidudensiFeudsioly

meisiuandidiuihmahmeaiianudfiedunysainstusumenisiamsinuijadunadndang

<

wsegslanasnszdugiseuliussqanssaugniislseasAlaognalugusssu vell Tdaiauauurinnsidelussoesald

msinnalnnsagviouAnuazianssuldnuiisensedulasuanadliautng @y uenaini ssdanuinlads

ldveneragniseaniuunangasineusuluidedu q ieadsdnuuinisiseuindsdusiely
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