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1. HREHHKEE 6

Aﬁk%&ﬁZT RIEBRABYRERANLETE - ARIARZFARZRLS > HFIH
TAN1958 45 K@, / 2 nﬁx%ﬁ&$€m%ﬁ%ﬁnxﬁﬂa<ﬁ 3 2008) ° AR
BEAREAAER—FHLBLEAXE BFEA—AXRBRAIXRGYAE T K ATL &L
ﬁwﬁ%%é SHMARPHEAEIN BRI CERLT R RE L E DB RA2 M E TR
FHb & R PABABEREARE FENE - RBEFIEEZ R EH ZR SARE(RME 2010) -
RANFIIEHRAORZE BB AXABMR—2AE LG HBRBCERL HPEERENRGE L
IR F o HAEREN  EnBENERUVLMEANEEMRASRAT  Eh ST
LR ERE > ZPATE/ BT ERESN > REAREF S REI BN -

ANBRAERZEHUAR » HBERA—AXFEZCAH+F > HNRJFEHVASAEZEHN
FHLBE - PR EB2 N ERAEETREH R EZI LHEREHETA -
BOIFEE AR RF AT | — BARARBIEHUAR > ARK—FESCREEZE KRS

—RBERIEEZUGNERHBG LA RREERAEDRRN—ASCERIRI AT BEHERNER
R CARNIER  AMER AT EETRRRERATFEAF SN AP UHA TN R E
HEARBTIGR REANEEREREMGOPMEARARE - BT IR EEHB % £
Ear-Es %%Tﬁ*“@%i%ﬁ CEIFR AR RA T AR B SR T EY
Wik o —~ AR YR XBE TP 0 RERMFE R (reading strategies) 270 B2 4 454 R
¥n 3&1? X Z (reading academic English)B5Fr:E A 6938 A E 2 4535 - KM RIZAAGLER > B
THERGE—ZRANERETTHARAHIRAEOHFF T HNEERRONBET T AR B2
2GR B BLIRNG R E BRI R G AT T MO FE R LT A miFE o K RAHMAE
& 4k ﬁ%&%é%%i@&&iﬁmA%ﬁ@’ui%ﬁiﬁ&@ﬁ%%mm% IR
BIEReg - EmE A AR ERTI B EEEE2 P o ‘xm%uﬂﬁéﬁm%Kﬂ&ﬁﬁﬂ
BRéGh— G RBERE R R—RXIZREN S FHRREAK PN FEAXFERNT AL ARERE
AR FE XA BB ATORRAR AT HEZALTRANE L ky%uﬁﬁﬁMﬁﬁi
REBRAE 2 S ERBCERBENE %#ﬁﬂ%nmﬁﬁAﬁﬁ“ HEA

ToOAR—EXEYEFRGZFREFEZ T SEM FEAXFTHERURBBHE R EHREY
kL BIKE -

MAER o BB R AUIE AP AEEREBEEREN AL L —ERAHS
R EAAHPENERNERBRAHAZ T RRARALATS UEN RN T2 B RE
RN AN ANEETR SREABRZETREETERAE N - B ?%i% BIBREAE N A
IHPAEEEERBEPARROBRESZH T L  BAREHMLTWIEL T > HBHE KB
IRE R RAIAR ) FACR T BEA XL HF LA SR B R ELPIRUR X T Pk ig >
LB S A RAT A R E 92T > P LR R T X HZE > AP RA AL
BHBEFILRENGH T2 B8  A—RXERALERSPUAE R Emey L% LARELE
AXEL—PILBEHHE > METRIFMAESELER T RITAMOAEARLE -

L6 R2HILHRE T > BASKREHBZEAR LY AN Y R B RAERLZ Uy
WAPAERBRNDH R RBIGHE - K LI P REE TR R — R X RAZER Y —FIT
BT & AR A Sy ERE > HTRPIXE LA L8 LBRME MR ER LA



T EETHLE HHEZREA LK BREAACRENBEZ R EABRROREER - ZHEAKR
AR R T ER ST R - HP WAL TR RBHRE R LR BITFR
—RIXRERAPAELETERRER Y RAGH R TRALZET T AN EZ GO BELE -
ZR-HMB TR TRASEZE > CEFEERE LA ARG ARLERAOHEZRILA
2] R B0 sb B o

AN PR HLEHRARBEEZRENEAG L SBHPTAHLEBRAL  £AR—HEX
RAEAMGEEA > Bd ARG RERIN NS E T F EiClass ~ HARIRIEN Z ] 69 61F >
R Bp B R AR 4 #tKahoot! Z F1 6948 Z X 35 Be b AR — BT AMLBR A K — SR 2 ey 2
B TEBREREAER TN =EE - F—  F2AELE TR —RXREETRAAEFHEE
Ex R RAZEEHK S FH = BILRBZ R INRERTT 2L B EEMBERX
BRXBFTAREmFCET F= BB HPTEFEARARSREBEAZANHE > FiE
B3 0 6 EAE T A B w2 MAe 2L EM 6y & & 5 2 5K 0 38 B8k . R 45 B 387 3R 2 F
SHHUAERBEHL TR -

TR

AXFELFREEEREMRMR — @R A SRR - BEME RS LmBEEN
PHERTFEHpRFTRBLAALEANETHEZIAHMAR -

(1) R—3@M| I SCREZHIN

REE | LR HRXEE A58 FHELXATERALERLEFRNBRT » shx
L5 EVE6 B UR —HARARZAETZEENAE (FRAHR > 2008) - @H@RAL
XMURBELEREAL > RL2AHFEEMIA X HEBREGEAAEN REXZRN
BB FIEET poi o RIB R HIRA2010F AT e A E R BT o B AR BB K2 i@
BEX LG LB RBEAXPIEORELARAR  EEEHLAERTAL T —K
B SHBRARLAARBETRANNORA > LLEFUBMEAEL  BRMWARBEARA
Bk BMAENZ D HFLIE R S U FERTRIELAMABEINER  FRREH
PEEAXEE EZNRSELRARBEOELAASLAXEAEHEEE > BLRAR
REVERZ ¥ /B ER - A LB ERERIGEEGEI L RAFFIEHRKRE K —HE R
BroEn SBRAEEREHRET > ZUER—RAXOFELERH T 5 R 5 5 Fang, 2004) °
E2010FEmIEERAL > RARHRE > BAA mE e 45 iR £ 3% X
BEP MR EERIZOIL > KBE—RIEBREE R XEE (English for General
Purposes—EGP ) ## 4 & % ¥ 31353842 (English for Specific Purposes—ESP) » 342 # 3]
ZEhERAE  REFTBRIHMARE > £RE T+ =FIESP 893} > 4 LT 44
BEMNTIR BRTIBEHGPH ERNEE D B0RE W RAABRKE B AL+ A EH 4
AR HEBERE REEAE - EREM T RARPAZELLE QESPHET — K
—,‘-/F o

RTREAIZI ) Y EREHLH R —BRASCREZOHPEEMT 48 Moyt
%o HP AR &EE R R AR AL A2010F 893 % P LT D AAA0 IR T © 4o 0 F 4%
B (2001) HFABBAK P A AR RAIHAFT T HACETREH AL T EE U2 %
2B GAMPAT R ERR UL EALBELXELEETL AL FRA UL - £2E 24
HEAGABBER L o 4840 (Chang, 2002) AIUH AT R EXEHEERERI G
RBRZRFA T IR ZHPEZRER - ARBRARIN IR HEFEHEAE L
FrEaE*x LHRASERARHMAREAEBLEIZFHRIIRLAE X EHBR LHE > KMiE
BT L RFASUE R T2 BN BB IFHH AR R B EBRREZIHM > BRF



#4v (Chang, 2002) EHEFHUM TR EZGERA b A ERAZAEEZ €34
J1 o BE#E (Lee 2002) BIAT$ KL HE O E R R @EEZ AL P KIEEIE - LR
BB~ RAEMM O EHLEHRE R 28 2 H A EF RN T EEA > i
DREBBRANERFIEREIRTEZLE Y AERLTIREREBHUG T HEEER
ZAY  HEMAETMEARAREEEBRES - HHAR-EXUEZRAHEGHEFT X >
EFHEQEOODEEF AT AN AU ZERPAHBEEE A CRERANMRE - AiLifid
TH2ABINZELERMNAE  WEBEAR—AXEERERE I M EBESN > AR
FHEAEER BRSNS BB BRI EEE > LTS AE T A KRZ
LR, E o AR (2017) RIRBERA b E A B UbE@N £ F) 3 XRF2%
FE Y BREBETTHHESF MR- RAXEE LSRN FELETE LR E -
SRR A B0 XBRIFST 0 ko Rl S AR T RA R — R SR A B TR — R X%
REWSEL URZZAZEEE  BEREEFEGLAETR - AR BAFAZEF
LHEB AR B ERBAAREI KGOS BER—AXREHRASZAEZER A
BN T AT BFREANEXZE I AT RAGEM -

(2) HB:RIE RS2 ABE AR
ET LY RS %4 Rebecca Oxford F£ 1990 F4R H o9 KRIBEL H KRRt & Mk -
Oxford (1990) ARIF@* FREHXHBZ T REWARBALI I BETEE RE AAEN
BREBERMRE EBEMET2E RS RGN ETAGURBAREA ARG Rg
TRy AR RS Wl RG R RS MBENE T2 R AT Ry
HETEHHRS FTany B8 BEARoR%E - HERBRAI RS - LF > &
M 2% £ o 304 Reg 115 %A R FAER - W40 K8 (cognitive strategy ) A& 45
HEAAZBORE ~ B FEERE - Bl 2ENO TR REXTHERFERE > 1
KO FRATBRGERTER  AH M6 FHER - 2EHAER—BEWVXER
REMELERD AEHE  URXEIEEEEN TS SRS AN ERLZENER -
MR Rl RE R AR EHARELAGET LT BENRSE - ARGl T &
ARFEEEAR, ~ TAIZFEAR A TARFE, c BAHRR BB LRI R BAR
FBHE > SRACRFOIE  ERAFAENEM@ER S BEHTLEE B AR R
HEA MBAAAMETAUEEATHRS > TRAREEE - it ZBRABMRERR
ALY AR BRRL Y AR R R BT 5 B N E 14 R 4o R o
#% 3% 3% %0 K % (metacognitive strategy ) & KK I A2 HEA R+ X —ER TR E
M PEMRCLEHAEHENBRAME REHUPREAZEE S A ME 2 E R ME
%5 /1 (Mayer, 2008; Pressley & Woloshyn, 1995; Sheorey & Mokhtari, 2001; Taylor, Stevens,
& Asher, 2006; Vellutino, 2003; Zhang, 2008 et al.) ° 54w > #&# RAND Reading Study Group
(RAND, 2002) 4 % By fécey —3i& & BRI AR AE 1 PR A6 0 123830 &0 RS H 2 2 B
R ELTUE SR AERTRITRMBERES  HNRBREEE X ALLH S AR
HRMENNIZRDZIR > Bk SARIEEHGMEZENBEEAIREBETHRELS
B BF R SR ) AR B3R R3S b - T A B A B 69t R AL A AB e & R o f5]4w > Dabarera,
Renandya, and Zhang (2014) ¥k iF 12 2 5 REDV Enhmm > P —m@iTaH
WM RS E RS — R B R RGO EE > AR THETIATMZIE RS A
&9 B 3E AE /1 Ao A A 15 3% 30 40 B 2E R %8 A% B & ( Metacognitive Awareness of Reading
Strategies Inventory ) (Mokhtari & Reichard, 2002) € 704 4 15 K] 35 1042 P 15 F 7Rk B 2%
Reg o URER S VKBRS  ARERBERLAEBEIHE RS U PO A AL
TEARAE N S48 A RIZE ReB 0 sE h LABA S N R B2 B3R Re8 B0 R 2 > M3k Ree # %
A RGRENRMBEBREASOT )+ 00RE  AFROEEFARELER T TR



# R (Aghaie and Zhang, 2012) ; (Mistrar, Zuhairi, & Yanti, 2016 ) ; (Soleimani, Rahimi
& Sadeghi, 2015) ° B ¢t » Efklides and Misailidi (2010) 4% 32 B3R AE 4 H 142 & M3 R
AE /1 89 2 4R M “trainability of metacognitive skills” (p. 1) LA L BH LA R ELIEZ LA
PHMAEEN BHXEFLRNA REHEINRENBTHRAGRIBLEHFRANGE
B o AL EBT RO R LLE 4IRS (Gong, Zhang, Zhang, Kiss, &
Ang-Tay, 2011) ; (Zhang & Zhang, 2011) -

e =B R INEHBAAR MM R AR B T AR AR MR R LA
ROBE - RARFR > BTRACBRTFOHETLEL e ERERARRAGRR RS > A
B FBERANKAOG L E FAME RS ER L+ o5k e A B Ake) M E R

( Anderson, 1991; Yang, 2002; Zhang, 2001, 2002; Zhang et al., 2008) ° %44 > B3 K=&
KM MEFBURIFFBOX TR RBMEN L RR - ARER > B H 08 MR
HEXERME ARG R R INXFE > F— S B TR RREAAEE KR
B EAME 0 MR A A L RAT A H LB EAE N L 2 00RO B S e kR & B 3R
% #& ( Anderson, 1999; Block, 1986, 1992; Grabe & Stoller, 2002; Hudson, 1998; Macaro & Erler,
2008; Sheorey & Mokhtari, 2001) °

B TRFEH TR R RS > MRS THRATHE S RERE G
ko B @ o MEBEERFEARFESE - KEEF L (thinkaloud) * —FE3FE R
16 WL ko G5 A P AT SO @ e Ty vk o A AR R BUR B B SR 1842 F ) Rk AR

( Alkhaleefah, 2017; Lau & Ho, 2016; Lin & Yu, 2013) > {2 & 7 KB R AT H 2 & S oY 3E
BAHB S AR EEBARGOERTR T % - EMARF @ > KX D50 ME KRBT &

( Metacognitive Awareness of Reading Strategy Inventory / MARSI ) A & 4B 4% MARSI 15 2¢
&) B3 Rws Bl & (Survey of Reading Strategy / SORS ) & & F A RFAE L 4 BE R
4y E A% T A o MARSI & & Mokhtari #u Reichard /£ 2002 4 i JR 69 X F 3 % > £
BRBAT A AHERA RS~ PIAERE RS - AR XF RS - SR &EEBET %A H
R HEAER AL IR A 0 SR A R ey — BB 0 BRI EIEFIE MR H B
A8 M BB RS E A4 o B L > Mokhtari #v Sheorey ££ 2002 4§ MARSI 15 20 &
SORS A & AEf M IFBR 3B R E A A B R B F R BN - AR T R—HXE
A A JEERE S CBIR A 0 B SR AFR TS HR A B3R SRs R & (SORS) F &4 30 1818 B 15 4 B
P RBWIRIFE AR AEZ AR REME RO TE -

@) 2EEETS (LMS) B REE A% (IRS) ZERAER N BT HE2ZAMAR
ZEEETFEER (LMS) R —EEAHGZEEZ XA RIBEHENRZEE T
MERASG - CASTEELEILE > flw FRNFAKET ~  BMTHE -~ 2437
FELHE  RELETEAREMCAZE DL E LAY A % HE (Cerezo,
Sanchez-Santillan, Paule-Ruiz, & Nafez, 2016) ° 2 % K% ~ @@ fn & E A48 A LMS R 4 &
Fn B IR L2 B EE KAV REF (Fenton, 2015) - LB EHA MK TFURARE LY
£ A > 54w Blackboard ~ Moodle ~ TronClass ~ iClass... % * 22632 K ZAT B 89LMS
WEREHFRGER  LMS208 4 T PR A AIRS (Do FATHL) > o —H TLEE
KR o AR BAER G > iClass 7 AR AL S TLMSHIRSH MBI A Z AL T &
R FREE IR -
DEHFTHMHMARLFERARRMS 9B - BRA—FR oy HMARLZLARR
HEAEFALMSE B BB R0 0 2 A REofTE A2 E EE 58994 (eg Swan,
2001) ° A—H @ > LMSHMHLZE0 Y B4t — B FARIFETHRA - EHERR > #
RETHRLMSEHN 2 AL RRELE —TABRRAOT - flaw > HEBRZAERBEALET
4 bk en g tb A 2 % M B & 4 B (Hanson and Robson, 2004 ) ° 26 B & 30 A



LMSHE# A b B) & B3 M 13 % 3 & (eg. Parker, Bianchi, & Cheah, 2008; Yohon,
Zimmerman, & Keeler, 2004) ; @R 2 E LR 24 L TURREAH SR TR EHEE
B ey AL (Herse & Lee, 2005) © Bpff4wit » LMSER @ HH P9 EAEMBE > M
B o8 B A T B R E ] A8 B3 ey B 42 (Holm, Réllinghoff, & Ninck, 2003) °
BEHELEZR - HW oM EALMSIE R A T L RBEEFREEHAER FE24
GEAEATEARGEAL - Bl > EERBITR FMNIIREMOAT T » HEAFERLER T
BRE2 M THEERREEA TR 2ATR—BREEHZINOHK
2 % X (accidental pedagogy) (Morgan, 2003) ° % #F—Sb3ER 4530, > # R —F 4512 R
TFE R T  HCEREEARETN R RAMBBALTFEEEXIE  HEFM
£ R B 5 LMSIRE 6 BB shfe > 13342 P huiE % (West, Waddoups , & Graham, , 2007 ) °
AHPE R PLMSH) B R A BT E AP RERTEEREMMGTR P o Hlhe
Dougiamas and Taylor (2003) 4 3HA A F &N R ZRT > w R A A B BB ETHRE B R
BREYRAHFREOBELG SAATF S LR RERE AL TAIAORBBLIE KRR -
Bender (2005) #u Gaensler (2004) .45 » 2R L B2 B fTH A F & Loy agH T A
BERERBAEHEHABRIA A BTHEALZE - B AL EEETFEHREE
ABZEALBTERRE ToBH LR LA BT A IR A S5 F 4B
ey 5k (Carmean & Haefner, 2002) > #LEf4ofe] A 3k 093 P 208 R 6 3E s TR HA 09
HEZBAEA AMEALMSER K6y B &) o

@ BrefEREEA 4% (IRS) ERNHZZ AR

THHBUBEBER > FOURARMYAETZ Y HEAFRPFREBKTE T &K
M5 FARENFYE - BRI LT T ROFE - FEYFRRFR A RARE
WRE BASHSOENINGEREE GITHE BB AP Y F A AR 091
HRA2 0 %] (Asabere, 2013) © 47$/% 8 Bring Your Own Device (BYOD)&L42 4t 7 £ F
HRIFOMEA L ERE TABEEAHT RARF £ LA TR R T th#89 © Krisha
FE20124-4BYOD F 7 E X sk ey 2 & "7 9L B AF AT HMAET  ERAFR
FRAR—EAE THIENLEBEY o | RITHEE RS LA TH T RL LM R ESE
F %89 A & (Pavan, Santhi, & Jaisankar, 2012) - & £2 8 H @ > £ 8 HFHABYODE
AR R BRI XL G R IEARIBZ M A% (Lee, 2011) > HAEHRALE LA
%< (Sha, Looi. Chen, & Zhang, 2012) > 3t B AE %) & 20 69 45 & 4o 3k A B 2 8 769435 (Kim,
2008) -

MEPEEREEA % (IRS) BATUEBEFRE B EAN TR BRT T oHGAT
REFREBEBE ML LR AR L — U ZERASK IRSKREFENTILRELHREE
ZERN > HEPREE B L ETH PRI ALK ZEEEE > RES24E REHEHG
HEWMPHERX > BERATFRE (FloF  FREFHRMG) @ BEHETHRAHR
B kol ERHBETE  RLARSRGEMBEEANS G —BHUPERER 2% &
B TUARBEHGF LA EEFARE REBRRERAHPERARMYONE 51 52
ABTREBEE (TFRE) hiaaBBLE AKLTURBLESLENEE > it
RBTHAELAENTRERDHLANFELLRE - BEMEWES " IRSTULLLEH1E
F & kB AR EER G iClass 24 LT AR R EABBRELMNS2E LHR
B b KA B4# A &9 Kahoot! (https://kahoot.com/) AT A AT EE L % &2 H
8 RS -

IRS LB R AAMZ LR RO BRARAZ A2 HKRIE L HE - o F] Richard
E. Mayer (2001) 1245 H Bl & M PR 378 R » IRS T RER LA GER N 5
RS A SRR LR B R J1 28 B AR % B (Mayer, 2009) ° RE IR AL S EET IRS



ALB ey 8y o e isibS A 2B 3 A (Hoekstra, 2008) » #:# % 8 #4% (Prather &
Brissenden, 2009) ° MR #4452 H 2 & /1 (Lantz & Stawiski, 2014) ° L HEZ IRSER &
FBEBBRBEEET NGRS HE2EETLZABRKRORIN - AARELKER — K
ER B BERIR A Y 09 2 8 38 Kahoot! 38 & —RABRMBEHHEFREAL TS #
BANCH R EBRAT FE4L  FOAMAGFRER 1% TROBFERL AL
ShaEFERRPIABEILPOREDE > AT  HLALHARE - FFTEE AR
BOREEGH TR -LEN > FEFREEANFREAN 2ORREE -

James Paul Gee (2003) 45 & —#3%& 3 RAFH BB B AR ZE T A > T i —
P ARSI T RERA LI LR AT - SEMELEAMAETEEF R R LR
GRNANZF R  BHROLEHARET TURAZARREEHROZLLAHNTY L
# (Rosas et al. 2003; Sharples, 2000) > Wang (2011) ¥ HE H#ERER AL M2 LA
ZHEE F— > BEREHTUARARRE R AU EEREARY > 2 A A2 E LA
o I AR EERAC BB B2 A 2 KU (Foss & Eikaas, 2006; Ke, 2008; Sindre, Nattvig,
& Jahre, 2009) ° %=~ FEREEE T AR REE R B9# B o Fa ket 4 (Gestwicki
& Sun, 2008) , ¥ HMFE A EEEE H (Owston, Wideman, Ronda, & Brown, 2009) ~ k5%
%3t (Wang & Wu, 2011) » EA§#H4% (Distasio & Way, 2007 ) > &2 # % #2 (El-Nasr
& Smith, 2006) ° %=~ BETAAEHR LR RMEERRX S L ENE T HHAEZE
B (Carnevale, 2005; Carver, Howard, & Lane, 1999; Wang, @fsdal, & Merch-Storstein, 2007;
Wang, @fsdal, & Merch-Storstein, 2008; Wu, Wang, Berresen, & Tidemann, 2011) -

BEFAZAELRBPZ2EHRBACERINET - A—2ALRXLRRETEH
BETEEMUERRY LERNERAR G —HARE R 2R HABMENHFEALE AR E
BHRHUGTFATHAEZHERNGERD - SR XERIR > &% BRME e IRS
BEE ARSBMEPANERHFROBEAZT > + 20846 A REEAT G022 % PLET
AL E) o BRESLME S IRS REY - FMER2 A MBRITEBAPR » AR
F A A KahootfEF 2 A @ FEMRBRETE > A £EEE A B AW B4R
Bleg:BIae > HXFEWMEXF P AFmetes AR EERBEELBHEASLE N
FEH AR WEE ) FTLLUREURE > HEWRASELE AW -

3.  #t 7 B R (Research Question)

AHUZEBARBGEN  ERAOR—AXEREMEZT > B2 EEE T4 iClass
REZARNEEN T ERAIMBLRRALRE  LEBOFL2EEA LA ANRRELAAL
Kahoot! M@ MBE R EFEAAE > UHBIAEHE RRHU P - FIERAEARTHERBER &
R ZELEAIBFREN  REZSHKOBEY AARKREZELARARARRRZNBRALE - 2
ARIRAEN R K BITREREPRFHUGAEBN RS  RBREARTBENATER EHET
7| BABFR F ] AR -

— R RNPA L EE YR RN GCERR 0 BRE AT ?

Z R EXBRALESRFZTEAIMNERBINGCERZ AT ZIE 0 B RSB 4e
BERAER ER P ERH BT ?

= R—EXBRALSAZTEAXMBEBRBINGERZ A G > MBEEARTH
ER P E R BT ?

m9 o~ R IESUR A SR E R SUR R R R SRR AR o R S B LR 8 B AT

A~ R R A PUT E E I MR R B A2 ) B AR LR G B 0



4, FRRRITE T A

AP RUAILIE — AL RPER—AXRERERLAEAARE L - 2HAARGLLERAER
BERETIEALER AR RBEANHARLIAERSAFRBARSL 121 24 -
A—AXAHMR— LA LGB BARCERE - AAR  R—HEXEBERIAZHB AL E
EHGRBBREZEEH T HAZAN R EHGF AR HUA LT AEZE TR —IE > ER
R~ P EFEHBBRAXDEAARIRRHEGERBA—HE - 17X IR E B IT9
@ MAARA R B FHF ARG HEE B CHEETEIS  REBHZ2EES— B4 - 8K

BB KRB REARERESE  BALSTNE - B RE A A TR IEHGIE > MBRE
A IR A EAEBIEL - AEIRE G R BN I L JBAE A AT R e MM I BAE R BB HA IR
% e

KA RGBAHRN—FEXRAE - kol > ZRBEREF A RGBSR — R HALTHER U
BRAARA > RBAKRSEA—RRFEAG AR BIE - H2 e xib BVEREE
WRBAR c HARAAREELERL SR —ACREBEAAAUMN T  HMERARERETIE Z24H
BRXMEXFE - AN ARAALARBHEEE DA A AL HMMEEF 5 BB ETEEHAL
HERIWE) > AEX ER—FEHEBRE  LERG - XFTRER®HE - PABTEELSRE
T ERETEAMGAEAALBRE L TELHA0EEEA—FABSHMBHOMAMAITEX
F oA ARBEBE R 528 21T 5iClassA B B i R A8 4 #4493k Kahoot! 4 @B A1F2H
BB BRI R RS - RILRARBHERRER > RRATERBEAE

RIEAT 80 FARF I - AP RARI U B R TART B o il T

— A THRZ2ALFRTLAGBREMBAGEE  EHAAIRER T @ AR RESLT
EHEFE iClass XFEM » BABMEHFE - 55 EAE £ ¥R E ~ 24 A Facebook
Messenger BF 433 A X F A X M ZHXFEZX - K BH R 84 iClass
B Kahoot!#2 it 43t 37 » A PA THRXEM R U EMERL > BRFHA
BEMREB LR FEERIRNG TR -

AR REPAZTERIB RSOV ERA KL ERATEAEZHRTENM -
KA R =R B B3R Reg B4 (SORS) ° hofe XERAR T P 33 > 5 B A48 35 X3k
Lﬁﬂ, PAHRRZMAER 0 REIM T RENEENSE  mMAZRAFREZATENS

FRekst o B bR B A Rt oA 8 & RAE ARG I SR 6 ik ) & BARIE -

= fhﬂiéﬁ$¥-ﬁ-iﬁ§§; FEN K @ 0 AFTRA R AT A R bL i T R B 2 R B
(2B TL2ME) 98 R - A WA REABRE DL A £ T LHUBFEA
N EREA RKABRRKNEE AT -

W~ AT TARZAESHEBEIGCRENERERE AR A R TR A
RUMEETH  HITBUAMNERE ﬁii%}*ﬁ‘%ﬁﬁﬁ gy 2 g% E E > & Kahoot! #2
Facebook Messenger 313w Af 4L 693E R o B d > AFF 4R A & 2 E 8% &3 & A (focus
group interview ) Fu 4 LA \éﬂﬁyﬁi{izﬁﬂg Sk o AMERENLHE A MBS
mé’J BRI 0 3w R 2 AT o) B o

A~ xE o HEBTABRTNOHERE AR RTEHNAEGIRENAE - A - Hwe
RO MERPEEET L8 SALARERTHRIE - MR ﬁi‘%é@?“‘%ﬁgg ’
VEAHERARE AR LA AREETA CEBITRENE LRI -



5. HEEMERK
AR 35 R R R IR IR B AR R AR ke T
MR — 0 R— 3 E A S0 8 5 3 R R& I SRERAZ 6 1842 B ?

AARKZEORHAERANR LA SCREERZIT > BB2FEETF S iClass REZ
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What is the basic element of “logistics activities” ?

=78 warehousing and customs operations

i##E A warehousing and customs operations
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Which title best meets this article?

A. Traffic congestion

B. Challenges of transportation systems (correct answer)
C. How to minimize the accident rate

D. Data, a helpful tool

IRIPIET ABKGETE
RE—RERYEIEE RE X The difficulties and solutions of
transportation systems
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