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ng%’aﬁ 4 (Rule # 4) 77878 “Consider Technology an Enabler and Disrupter”

ngief 4 nanila nswenfunarinnsanisnudfyiuunumvesmaluladinaiouwdy
faiansgsin 3o fa¥e (Enablen wazidudadrsnnuutuniodiians Oisuptor) 1Hlu
susfiru lneusngnisaitiduduainda.a 1965 1l a.a 2007 FaUsnguaidesednddonds
Tunsvihune Aduluaunguesihd fuduuszsudmiimsvesddmduma (ntel’s CEO) o
nednou e Tuvaedy udslovedumaiaduussniumidaywfowsfumesumalulad 3
difnaulngjdiogiienun aard sadguedvledide Tuddnou windd Usswmaansgewin (ntel
Corporation is an American multinational corporation and technology company
headquartered in Santa Clara, California, in Silicon Valley. Gordon Earle Moore is an American
businessman, engineer, and the co-founder and chairman emeritus of Intel Corporation. He is

also the author of Moore's law.) (8138931nhttps://en.wikipedia.org/wiki/Gordon_Moore #UAU

Fuit 30 flurAy 2563)
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funh Houazdunaieinnuvemeudaneslulemieusisaslumbenrudwesmeuiiomesi
Uisndumananeanin tnglddunanuinedimafisduduaesitluynjaesdiwuneiuquay
Armannsnlunsfanteisamd uanldndonanuuazdodunuiiny “nguassig
(Moore’s Law)” lagmsideuagiinunogisreiiies lunendaulsdodunilnidaszyi snsuds
YIAUALTAUNTAINVBINTUTAND Tl UMEANTIVOLHIIATTUl VY finafisgud
Sruuaeayilunng Tldluszoznanaesdiniiouluriabudiu Tawdslunsviiunenunguoshs &
nrsatanitsaidtuiageldsinunelddela.m 2020 n3otUululddnszoenia

(§199¢:https://en.wikipedia.org/wiki/Moore's law #UAl 30 Tu1AL 2563
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Intel (61989917 https://en.wikipedia.org/wiki/Gordon _Moore &uAuiudl 30 du1as 2563)
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Moore’s Law — The number of transistors on integrated circuit chips (1971-2018)

Moore's law describes the empirical regularity that the number of transistors on integrated circuits doubles approximately every two years.
This advancement is important as other aspects of technological progress — such as processing speed or the price of electronic products — are
linked to Moore's law.
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detanlddrsiasunied a.@.2007 dn151AnUs1ngn1saifl Meister, J.C., wag
Mulcahy (2017: 78) 158091 “Consumerization of IT” lnagnA1m3e customers naneunJuy
naduaIndsuen ielwguImsvesynanuituiinuniennqwmisenu desdnuuassaaulalsl
n1siennaluladaisaunea wie Information Technology (IT) dsUsznauludioimnalulad
poufiumesfuansaumavsedoyarnasduntisuludnvazssegadui ieuuginunmw
msuinsliuiernudesnsuazauaaniwesgnin Jaduanneidusnadulimienusiie
uantadunisuen wihesaunaiglesffesuiuslunsruiunisinunasfunaiuadnan
(productivity) kagnsHanKad LAz NsdaNpULINsas s lvineuTandgninueaniaiy 1leaain
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Dunnnew TdiazidunisTdaunsminu (smart phones) wiitida (tablets) in3asfnanusaeuesn
fdsne (fitness trackers) unfindoiledanioy (smart watches) Waunsudszgndiaoufinmesain
Fulnesraesaniunisaliasiouass (augmented reality applications) (Augmented reality is an
interactive experience of a real-world environment whereby the objects that reside in the

real-world are “augmented” by computer-generated perceptual information, sometimes

across multiple sensory modalities. 81989910 :https://elearmning.adobe.com/2019/03/10-

emergine-technologies-e-learning/ @UAU 30 Ju1AL 2563)
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“walulad” ludnvazddaduimdndulifanisseudifiefiuuszaunisalitundnauluesinig
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nd1afe waluladidugairmiedinsedu (Enablers) Inlanizodnads nszduliiAnnisifiy
Uszaunisaifidifay 2 Usen1s Ae n1380a13 (communication) wagns3auiieUszauauvasa
warwauluiaanfisafu (collaboration) slasrumaluladifiotieifiundnninuaznanis
Fuduau weznisinonaluladudisdndulaidueguugiuvasoyasuialng (data-driven

decision making)

Tudsznisgading waluladdvunuimlunisilufadisanududiu diulidn fe
n1sdavintenatsnssuuivinnauvesdalanyana (individual job description: 1JD) Ae4iinns
Usuidsuluannveaufned 19aundusnuIuBatesuiuey (Meister, J.C., & Mulcahy, 2017: 73)

wananil Meister, J.C., wag Mulcahy (2017: 74) dslananfaunumiiiuuinduveanalulagin
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unumvsanaluladaiuisardulauinnitassdnvazanimeduuiney G9ruiets “n1sduna
o ” w“ Yo v . » = a & = 2
#3149 (Enabler)” wag “aan1a18a19 (Disruptor)”  UNUINVNVEIELNUIUNIDNABIUNUIN AB
a W ] « a = o a ’ ]
imalulagduunuinnisidu “d2iiy w38 @dandaal (Enhancer)” Auunuiy

Tunsidu “AUSnun (Advisor)” aananslunIng 3

1.Enabl
& 2.Enhancer

How do we

How do we
enhance our

enable our

Transformative

.Disruptor

What roles will
be disrupted and

antnmatad?

impact on
workplace

experience

3.Advisor

How do we
make better

AN 3: Technology is radically transforming our workplace experience (Meister, J.C., &
Mulcahy, 2017: 74)

NN 3 nuimaluladanunseassnansenulanundisanusnsglalu 4 unum leun
= v a4 oy
UNUN 1: §3nUIeN181I8AIE319 (Enabler)

AIENITAIAINIULATNIAIMBUTII1 How do we enable our work flow? %1189 3y

£

[

anunsavnennaluladungaelinisiiemulunaduiivssansamunndetuldeeials luununi
Uszaunisalsunisdeansiisindiiuiivulasazsiuidunindaiay (Communication is more
Interactive and visual) Inswaluladasyinesartisulasdoyatnarsliesnundunmiiienis
Usgarudunus (Communication is morphing into collaboration) wail Ausususeniouves

waluladindasilofivaslunisuszaruaulumitssudiag Tduwn (Meister, J.C., & Mulcahy,
2017: 76)

1. Salesforce Charter. Social collaboration and file-sharing service

2. Cisco Spark. Online rooms with group messaging, content sharing, video calling, and

desktop sharing
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3. Google Hangout. Communications platform including video chat, instant messaging,
and VolP

4. 1BM Connections. Social software, real-time social communications, content
management, and file-sharing

5. Jive. Collaborative tool with user-friendly interface

6. Microsoft Lync. Instant messaging and audio conferencing designed to integrate with
Office 365

7. Slack. Real-time team messaging, archiving, and search

8. VMWare Social cast. Collaboration platform with social networking and video and
content management

9. Cisco WebEx. Online videoconferencing, meetings, presentations, and webinars

10. Microsoft Yammer. Private social network for employee collaboration

wenan 10 susvsensuveunalulagngislunisdearslunisiaudnsdunad Tutag
daundadimaluladludgistudnwanswmalulagivulissuiisguazdaanladmiusuldegis
A119919nazdnualduRNLIATUDNAIE 19U Line applications, Zoom, Microsoft Teams

(§LT8u 30 funAy 2563)

UNuUmi 2: ALY 3eAIMIAN (Enhancer)

S o |

walulagNdiu¥isifiafinye A1NaI1150989YAAINTHTRLTENT1 “Wearable

technology” Tngidumaluladfavdieiasundinnuauisasaginuelininauaiuisaringy

1 = a

Teagnetiuszans nnunTuazlaag195mSiug18971 Wy N15YuAefuNISIALazaIUY

a

AduBaUinnas (Quantification and measurement) Iufifidnwazn1sUgnaeuagsiosann
gunsalvuadndndlulusranie (implantable and ingestible) 11UfifBINITAINMILUMILUAE
ANuLTaLNT (Strength and endurance) suiliinvensdnnuannsavesyusliaiousds
funnsaiielsznauaInAeufiames (Augmented reality) wazsuiiiidnvaziaiouadayn

Usen1s (Virtual reality) M98l wundl 10 dusvseaionveunaluladussinnid@slaiinisiunly

lauA (Meister, J.C., & Mulcahy, 2017: 86)
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1. Google Cardboard. VR platform developed by Google

2. Microsoft HoloLens. Developed by Microsoft Corporation

3. Samsung Gear VR. Developed by Samsung Electronics in collaboration with
Oculus and manufactured by Samsung

4. Oculus Rift VR. Developed by Oculus VR, Oculus Touch

5. HTC Vive. Developed by HTC and Value Corporation

6. PlayStation VR. Developed by Sony Interactive Entertainment and manufactured
by Sony

7. Google Daydream. VR platform developed by Google

8. Sulon Q. Developed by Sulon Technologies Inc.

9. OnePlus Loop VR. Developed by OnePlus

10. OSVR. Open-source virtual reality developer ecosystem with open-source

headsets by Razer and Sensics

UNUF 3: fivsnen (Advisor)

unumiveunalulaiinannininennaluladudssandldlunisdadule wenisdnladia
849U (To make better decisions) L9y TuauuImMmInensuyes Msassuasdndenynana
nsUszidunanisufoiou ielitsaesnssuannisiinisdaduladenaunazyssidunanis
UftRnuiiteruuiursuazidefioldundeiu Taomeluladfiviaussandld asvimihiladou
Judlviduinen dandesiioniomaluladduififoutiuil4lusiutHuman Resource
Management laun OKRs (Objectives and Key results) lng OKRs ag¥aelinisiundvung
nsaiiuany waznisusediunadndaenndesiuidmunevetasdnisiaegraduszuvegiadl

Usednsnm (Meister, J.C., & Mulcahy, 2017: 88)
unumdl 4: fasanedns (Disruptor)

waluladfidundudivhaiedns ldinazfugeanude naln ssuvnazgunsalvsainsesile
wiualdauey lnenrsvilillveslusdidiuiunui o9 naluladninlvifnszuunisvinanues
dninaudmlugid (Office Automation) Tudnwagsnee aviSenan1eian Msiatsarswaz vl

8mlugld (Disruption and Automation) Inglutladenaniagnsenuivnuuazaudusiuiuann sl
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nauiu waluladdlaasresiundsnuialndnaunuduaiduswinannuiu Tueafdia (Digital

9

Era) aunsasuuneaniduniunlddesinuslunuy “Soft skills” wiavinwefideauniunisilndu
SeuFNNTAer wasimuvinwsratuInUseaun1sallusu Augu 10 d1untsany e

v a P~y o 1% a g O A4 A = ' |
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aa = = v o I ° a ] Y] ' & .
fnINa LLaSV]umWiﬂWVJﬂW V]ﬂL’Jaqﬂ']Eﬂ@LQ@UIGUWLLG]aSWUUUﬂ']u’i]gﬂ']wuﬂﬂmﬂqﬁ'ﬂllﬂu (flaiﬂu (Melster,

q

J.C., & Mulcahy, 2017: 92)

1. Chief employee experience officer: CEEO
Chief gig economy officer: CGEO
Community manger: CM

Director of corporate storytelling: DCS

2
3
4
5. Director of employee wellness: DEW
6. Learning experience manager: LEM

7. Manager, contingent workforce: MCW
8. Millennial generational expert: MGE
9. Social learning manager: SLM

10. Workplace strategist: WS

wanand waluladluunumwssnsialeaissenisndnlausuiug wealuladdunetes
lnensstonisAnwiseuiuariineusy tesanlaiusuludgfidesedeinweMiseondn “Hard

a

skills” gadadldminusuaznisinduiinwzainnisfnwuagineusuainmansvsedsufiannuaus
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a = ¢ 1% A A 1% o A & a ° ' A v [T
']ﬂ’]mi@@ﬂﬂﬂrJ’]NELQqu‘V]’NWLﬂU’JSUBQﬂULiaQNUIﬂUCé]ﬁQ 219 10 ALRUIUNFBID1AY “Hard

skills” len (Meister, J.C., & Mulcahy, 2017: 92-93)

1. Chief digital officer: CDO

2. Cloud computing services analyst: CCSA
3. Cloud services specialist: CSS

4. Data scientist: DS

5. 10S android developer: IOSDA

6. Market research data miner: MRDM

7. Recruiting scrum master: RSM

8. Ruby on Rails web developer: RRWD

9. Social media expert: SME

10. User experience designer: UED

Fodunalunsdivesiunmisnuiidetulu sulunaduideswnanmsfusvnaiednsedis
a¥19a33A 3o “Disruptor” veamalulad Wed59991nMIumsniaiguesUseimnasingg enaaene
oyl dmnusznalaniasgannsauusilaviuuasiinsamuiiewannludhuiiisdodly
Snsiisindiasinnifisameegesedies ieduilefunisivdsunlastananliidusd1aiiuds ns
nevALBIfaANABINUATAIIAAMTIYBsgnAuarvesaludinudenisdameuuInsne g
Dumihitveaniasy ANAMANYBINIAST MU8Ae Usevu n1AUTEaday SuanALeNTY uay
Uszaulandndne nistundeunarsuiiofumudesnis mnuamanis naenaun1sannsiuntie

v
wva =

AngAsnenfgtAtuluaaunsaflanfn weeziduiriosedursnazdusuldlussduniain sefula
anssouzveaniaglulssmmiunduedisls uenindleluandadedugin amedin anundeunas
yAAININASEaLsTULRNITIsessy viFedadedunidutladelunsuimsnu lihasdugnsmans
WHLL &AL SUUsEIN WarnineInsiug Fazdesihunfiansandiudedlerinisusyfiuegng
hanenmand Welvlssumnouiiusiunse WedeldunnfianlunisilufuusdiiAanadisesies

wagtilemsiiaunegnedadu (illey, 30 Sunu 2563)
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ng%’aﬁ 5 (Rule # 5) 91418 “Build a Data-Driven Recruiting Ecosystem”

v 1 =

VN 5 Ueuandenudndureeni1seonuuUsE UUINALYS 08N 1NLINR DNUBINTATTIN

[
g '

YAINTARIeg uug1uTRsloyaTwIn g

Pat Wadors, Chief Human Resource Officer (CHRO), Senior Vice President of Global

Talent Organization, Linkein nan13liI (Meister, J.C., & Mulcahy, 2017: 95)

“Recruiting is the canary in the coal mine; if I listen to what recruiting feels and hears

in the marketplace, | will be wiser, stronger, faster, and better.”

“nrsasinlTeuvsegauasainlunidesguiu grduladuuazlaileyndendiu uazyn
AIFENAEITUN TS TNIUna AU dudeussiTugina1and udaunsandt 159077 kagdni)

o8 NUYUDY”

ﬂ’]‘W‘ﬁ 4: Pat Wadors, Chief Human Resource Officer, Senior Vice President of Global

Talent Organization, Linkein (ﬁm: https://www.google.com/search?q=Pat+Wadors, duAu 31

funmy 2563)

INANA1IVDY Pat Wadors Fasnsewnuviesessesuenjlawagyivindhenineinsuywdi
SuRnTaUNIATIMATANENNTagIInaaIawssUluseiulanvedae Linkedin agviouliiiuds
AnautRvenavivimvihflunmsasuasAnEeNTININMAwBImUaNMLIN Agaeiniy

a" v a oA g VP ' o
Wwervgylunisldmaluladodismaiiles (Tech-Savvy) LWOLU1EMAZEINITONIUAITAANTOILAY
VAFEUAINNTEUINNSIAEISY wenantl annisiivadilunisaswusaznistdtesmslunisassm

[%

wulgeadl
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«; SOCIAL

LinkedIn 87%
Facebook 55%
Twitter 47%
Glassdoor 38%
YouTube 21%
Google+ 14%

Instagram 13%

Only 4% of recruiters DON'T use social media in the recruiting process.
4% aren't sure, but the 92% of recruiters that do use social media cast a
wider net than ever:

Pinterest, and even Periscope!

And 5 Primary Social media platforms for recruiting (Source: The Jobvite Recruiter

Nation Survey, 2015 cited in Meister, J.C, & Mulcahy, 2017: 99 waga T WTdUAuaIN

https://www.google.com/search?q=The+Jobvite+Recruiter+Nation+survey+2015 & U A U 31

Ju1Au 2563)

91nn137ldTinsd1599lae The Jobvite Recruiter Nation Survey Tu@ a.a. 2015 wudniin

ningnsuywdnimiilunszuiunisassmiinisnunulunsamuiunsasim deeluil

(Where recruiters plan to increase investment) (91999uazUsuann Meister, J.C., & Mulcahy,

2017:99)

® Social media 50%

® Employment branding 46%

® Employee referrals 41%

® Passive talent pipeline 38%

® Campus recruiting 27%

® Job boards 26%

® Mobile career site 23%

® Qutside agencies 13%

® SEO 10%

4 L%

Tun1sadreszuuAnniudinaing (Applicant tracking systems) Ladinasusulaluvitues

U

WU VD Boston-based Workable ag1atdudnlutid (81989uazUsuann Meister, J.C., &
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Mulcahy, 2017: 99) Tngazideslealudstoya uie profiles vosfasinsiudedanueaulall (Sodal

media) tumu

dususzuuiiaei 38 Ecosystem BUN89ENINLIAR NN ANAUNTEIINT (The
recruiting ecosystem) lugafdia a1uil Meister, J.C., & Mulcahy (2017: 100) taualid1niunis

o ! = Y] v ) P ' &
eluswan Mezdinadnuazuazgaduly 5 ssuu fanmi 6 Aslull

1.Manage your Internally build
employer brand O
the employer brand
N
2.Train before ) o
i Gain earlv insights O
\ to vet candidates
N\
3.Use smart Use analvtics
sourcing O
for targeted reach-outs
\
4.Tap \ Leverage existing connections O
employees for
referrals for high quality referrals
N\
N\
>.Be Encourage snaring
transparent O
\\ with iob seekers on multiple touch points

2 6: szuuinAtuen1sassm (The Recruiting Ecosystem) (91999uazUsuan: Future

Workplace cited in Meister, J.C., & Mulcahy, 2017: 100)

=

NANT 6 wnuszuviiialreinsasIdmiu HR lugaeuianivesesiunisinau

aa v

ANUNTTATINYARTTA UTenausie 5 ssuutos tau
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1. nsdanisAunInanuwallazANleny0InuI89 URa15 1My (Manage your
employer brand) fen1sad1edafiiy “Employer Brand” 9g19Rl

2. nsHneusuAsuAndaulainn1531974 (Train before hiring) NTEUIUATTRNBUTHAY
Frednnseanssiiiaansafunuanuiluimuesadasnousndulaindng

3. nsidusglevinnunasioyariaegreavigaain (Use smart sourcing) N153tAS1eM
foyaneraanzaazannsadumynnailansiuooninls

4. msuitumyaraanglinisiuses (Tap employees for referrals) yapadnedsiiogly
\Setnemnuduiusilinisiusesasyilildruitgunmgsnitlaeiily

5. msassmilussla (Be transparent with job seekers) duiaFunazilalonalvmnau

aunsadnunddiusiulunannvraeveamneueanIsas I

ngUedl 5 (Rule # 5): nsvihulugaeuIAA?dPI8n13 “Build a Data-Driven Recruiting

Ecosystem” 3sau1satsvanienusndulunisesnuuussuuinminiean1muindouyasnisass

[

mMyARINTTIRteg uugIuveInsitedeyaunliustlevd Inelidunaunavaidunisinunasasuiu

5EUUTAUIIYINUIBNUAINE FAUNIVNEUNIATEAE

ng%’aﬁ 6 (Rule # 6) 71¢78 “Embrace On-Demand Learning”

ngdefinn nani ynawszdenfulanarUiuisnisseuslnidenues nagnsvesnisiseus
Tukuulyi Ao “On-Demand Learning” lasnsiseusuuulmidl fieuazsaaiinnnunsaunni yn
a1 warzannIaisguimenuedlukuuiuniule wdsiuaiuazaiudednisanaiguen (On-

Demand Learning is a training strategy for how a learner gains access to knowledge based

(%

content in real time, anywhere and at anytime (® 1398 3t a g U Suan

https://trainingindustry.com/glossary/on-demand-learning/ AUAU 30 TuA 2563)

a

Tungdell fiieusndugimunisnisuaziidenisiieudvesnulidenndesiuaiudonis

[

waraonsufunsUdsuutasiiiatunisuen wu anudilunsuiudsutmansveanisdiu
safavidoiderim Wushaveaneau fulu n1sUsudsuynisan uie Mindset Tunsidougann
LuULANgE1gn33suslunuy On-Demand Fafudsdsndudmiunngau andna1nves Meister,
J.C, hag Mulcahy 791 “The education marketplace is going through a seismic shift.”

(Meister, J.C., & Mulcahy, 2017: 119) #1188 “Aa1nuedn1sAne1nndannn1silasuluasogig
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1 v 1A dll o = = A o a ' )
vuulngistuidinsindeuiivesuienlanvseunuiulniasiiiies” wazainnisd1siaves
Global Silicon Valley: GSV wui1 9u1avenaInn1sAnyivesussmaansgoiuinilull a.a. 2015

= ' = vy v 3 o = 2 X v v s
wiyamgeds 1.6 auauneaansansy (1.6 $) waglul a.a. 2020 aiindudu 2.0 Suduneaans

an33 (2.0 $) (Meister, J.C., & Mulcahy, 2017: 119)

v
g

st 9rnmsmansaifang12e3 GSV (Global Silicon Valley) msiFeudmaondin (Lifelong
learning) azfissndusnnt 30 % aifisuiunsdeusiiiatulussuunsinenuuida ladee
Wunisiseunuuesulail (On-line learning) LU MOOCs (Massive Open Online Courses: MOOCs,
are free online courses available for anyone to enroll, M%mﬁﬁauﬂué’ﬂwmzﬁu Tawn CAEL,
Degreed, Grovo, Edcast, Lynda, General Assembly, Iron Yard, NovoEd, wag Pathgather (Meister,
J.C., & Mulcahy, 2017: 120) Iummzﬁmsﬁauisﬁq%’m%ﬂuamuﬁﬂﬁﬂ’amu LLAULPLNET 6% 819
nanléin fanaud faziansiasuudasmnmsimunyaainsseisnsiineus (Training) g
Ffuriesnnsi3euslunuy On-Demand Leaming fefyaainsios lasfinsusuiasuitddnlu 5

o

Ussdundn Town

(1) Mnlassnstineusufidnidunsing lugnsadisuszaunisalassiinlindnauinnis

WasUWUaIn UL

o

(2) 1nn1sneusuidasiunistaedne HR lugnisidie HR Yiuasuunumandudio]

UsENY

(3) MnAanssuidedldiaaitunisdndiuauun mdniseenwuunsiseuiiluasiqly laed

mseuslunsazasagldinanseasliuny

(4) 91nn157ce HR Wudiivrusdenivednisineusy wWasuuwdunisiedie HR agUsu

Y

unumangUuiinUseiinsseuivesunansunu

(5) Mnnsfindnaulugndveduilaalonveanisiseuiainnisineusy wndunisi

a

o = o v o v a v & o w o a
QL EJ‘UL?ENa’]WUﬂ‘HLGU’]N’]LﬁﬂuzLUumauG]lUm’]iJa’]WUVL'lJ PNLLEAIRNIUATINN 7
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Training On-Demand Learning
Transactional programs Transformational Experiences
Controlled by HR Enabled by HR
Time Intensive Micro-Learning Pathways
HR as Content Creators ‘ HR as Learning Curators

Employees as Consumers of ‘ ]
Employees as Serial Learners

Learning ’

ﬂ']‘wﬁ 7: From training to on-demand learning (17‘||m: Future Workplace in Meister, J.C,,

& Mulcahy, 2017: 120)

a 1

& av ¥ o Y v = A ° a s
ﬁ]qﬂLuaWWW\lﬂquﬁuaNTqumu ﬂaq'ﬂﬂﬂLV]ﬂIUIaﬂwmmamaﬂqﬁmq\ﬂuLLagﬂqﬁ'UiVT']i@qﬂﬂ’]iﬁlu

a o

a S a a A v o a = v v = ! = o
Usuniasuluaniuiewdidendiva delaiinsfnwinansenudeunuinveinisuimsnasyiu
N30 luynUszma n1sulienanuemeauveaniada The Future Workplace Experience: 10
Rules for Mastering Disruption in Recruiting and Engaging Employees U84 Jeanne C. Meister
(Coauthor of “The 2020 Workplace”) AU Kevin J. Mulcahy (2017) Part 2: How Technology
Transforms the Workplace 310 Uad 4, 5, kag 6 Liaaignmilinanuansenuanmalulag
FallsoAU MBIU LATABBIANITIININTIN Beazd1uNTnaINansENUABLlaNIfIn1USMITUYS

) i a o A v I a | A Y] | Y
Asgegionananidesls lnsanivegeBamansenuludiuiineltunisusuduiesesiuiung

::1' a aa a A A aa o |
LUaEJULLUaQLLUUWﬁﬂiﬁﬂiummm@\ﬁsqﬂﬂaquﬂﬂ ITUU ﬂa‘lﬂ LLﬁgLﬂiaqma‘wr}ﬂLV]@INIaEJV]u’]N’]%?EJIUﬂ']i
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UINMITIULASNITUINITNTIAIAU %QHWﬁUIQIUﬂ’]'ﬁF‘TﬂH’]LLa%ﬁi’NsUE]ﬂLIWUGLWQJ‘](ﬂ@‘lﬂ (QJJLSUEJ‘LJ, 31

Ju1AN 2563)
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