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6. The Learner’s Motivation to Learn:

dlngidndusiosasiausegdla TunisiSeudedaunn

Wy M3Feuiiavilugnmshauiiiussansam

intu msFeudiiasilfanidnfiovelaluaih

vidoiiugualuiinvesmnuilusnuaseuas

= ) I~ %
%39N15N19UUUNY



ﬁ

ynngitaulaanunsame i 167
http://www.google.com/books?hl=th&r=&id=r0bqU8lg
SXeC&oi=fnd&pg=IA1&dg=The+principles+and+practic
e+of+nurse+education&ots=5kDbSb-0_0&sig=ub-
(hG89oxvimbAxuKbODV_8ZuA#v=onepage&qg=_&f=false
Fodugenduiigesdinismisnsideunsaou
vi3o M3meveauuuglng 3 Active Adult Learning
fife N15dnn1siseuntsaeuliiinuasnndeeiu
dnwaznisisouivesifou Jeazneliiianis
nszReIeTulun1siseu wavnelminn1siseus Waun
autes Iiogesamdaunniu umidessafleznduen
saufansailidszendlatunisiseuslunnine

[ o

e asu lildsrdmanzdlvg Jufife nisaiis
USTUINIANITLSUUSUUU AL N30 Accelerated
Learning LUUFUKUULWIANNTTASI9UTTHINIANIS
Fouslhliuseansain 1Fua1nnnsiiauAnves
Dr.Georgi Lozanov 304 Suggestopedia Tutl 1966 i
wiuanudusssunalunisiouiveuyud wagtiun
ysansiunisdeansuaznisaey lneaevdsiinns
nBuuwIRndulduasiuisudounidu Accelerated
Learning 3an15Wmu1nisissunisasuliuifinmny
919 MaFeuindumesiin nsseudinuny Adu

LA ILANIUINININLUIARNT

vauaMdaya nationtv.tv
VBUAMNN :

http://blog.eduzones.com/moobo/178616

NANISUFATUNAUIAUIANTE

" aAanssuuaniUasuiseuidiunisasy 1304
N1929UHUNTE0Y T8 KA. UN.E5195 §UaH
winuAauaeIgINITAIUNIsaau Usednl
W.A. 2559 (ngugduszaunisalnisaauly
aotugauAnuineud 3 - 10 ) Wafuwsd 15

funAu 2560 w HoUseyu 4 81A53VINTS 1

" a1wAanssu nashiAUTnensidagaaunia

113 lneAuATIaN aaunas daunsidning
Wadun 3 ww1ey 2560 o viaUszyuanIuY

NAIUIAMIAITY FU 1 81A15IVINTG 1

,_‘d

1§




