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Coverage Rate of the Course Subject Correspond to the Ordinary Ability and Professional Ability

"HPAR/EA A Y ”véa::yii"—ﬂksb"#ﬂ%%auﬂg PR P AR AFRE A

5 - e A gGDE 4 T 100% -

F A4 - a4 9% (B E &3 100%)

( Course Subjec ) General




(GEB 4-63F 1 488) 1 2 3 4 . oL
tegn | P AN | MREAE | pgadE ) T
R < v AR g2 1
# < ! Board game and Flipping 40 30 30 100%
learning
R S < ol
# % ! Cross-Disciplinary Application 25 15 30 30 100%
of Board game
AR <) A
. e w3 . 20 15 30 35 100%
# < : Modules and mechanisms
R YL
. e . 30 10 30 30 100%
# <~ Plan and implementation




