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TEAM BUILDING M Brz& 3r (3469 : Yuta)
(1).Copy the sentence. #ém R%# %% > HR B TFTHE - A2 E T H—AL—
OUARETHGRAA - Bk ARBAMALARED K -
(2).Draw something that’ s important to you. #EEFF X FABAKLE » §TF—EEK
FEHMu (Bl oS PRES) LA THEN DG > ARNRE S FEEZEH -2
% BRERBATE Y - EEF AR BT EHan o B INEZRRE 0 oA A
FrMpaild > BHRNDKF - FHBET %Hl/\%,l: IR 0 N RS A AE
ERAER o AEH T T BRELESE ) BREEH
(3).word photo - 4 m B/EE—BEF  HREZAMIEE ﬂﬂ% » ¥ THARAEE - BB
AR%%&%’“ﬁﬁﬁﬁﬁaJﬁ&a”%$&
Avoiding Confusion: Instructions for the EFL Classroom(3%&f:Alicia)
(1. ARATE > BERE UINERAZE) - UL FXABRELLERTAHEG > MIEH
ZFHEERE
(2). %7 Teacher Talk Time > 3% 4o Student Talk Time > B i#F % BB R 2 4 T
BE—R -BETEH > TULAEBRORT  BHRALEBRE > AL REFR -
@)ﬁﬁ“ﬁﬁi’ﬁmwéﬁt\ZA M4 AN—t - FEE—E - Rl —wa - &
ot - RARFLARFRCHARRESRA — 22 LT USRS L R LA
INEEFREE o
Game Design(ZE&s :Kevvy)
(1). Game-based Learning & #47 & B #EBEH] > £ B 2 HBEA T > XHE M4 -
). 2B T 20K TOANBEBBRIATCEE SARFEIER AL E  £%
#...)
(3). ko fT £ B F R 3235 T Z BAEFHY
PRUHEH LS BENZTFHER > RATH T EITEEILHSE
PHREE TR GESHE
PIEFRE R ERAEHFBHIRREFANRIR MARFEZEARE
Task-Based Learning (67 : Domlnlque)
(. %ASEELSA KR NRBAE TSI ) A
). #EHEHRTEHY =FN ﬁﬁ(Prabhu)
»Information-Gap Activity(EMZEZA#E) | L4 BB ERUTRIEFR °
>Opinion-Gap Activity(ZE R &%) : 24 RFBAL - RXLEREARRIES °
>Reasoning-Gap Activity(##%) ' LA LBROCE Y BERFTHEBEITE N -
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