\i'i/‘ﬂ/v 1@,'3 Q‘ﬂ‘u‘y““ d)%
Cady (uiied e 52 bolo 9 ()l yy 001D

fo58 or oA\ sS A giony

5.:\‘,'/:.\.9 By "):Gjb ‘dt’JlS(/u
Effect of using e o)sie b 2925 MS dbr05 o

gamification and augmented reality in mechanical
ventilation unit of critical care nursing on nurse
students’ knowledge, motivation, and self-efficacy: A

Jau g VEot/+¥/N & 0 s 4«5 randomized controlled trial
P TS Gl b w‘;hhj ‘SJhAJK 22583 ‘SJJUAJ OIS E5 glan

N DY I Y P FRROTOs S PSS L1

~ &




\i'i/‘ﬂ/v 1@,'3 Q‘ﬂ‘u‘y““ d)%
Cady (uiied e 52 bolo 9 ()l yy 001D

£a92 ca A\ sS Ao gians

.:VBAJJ'JT(,Is) r)lb)ls(/u
Effect of USINg Wi glee b 28525 @IS J6.,05 o

gamification and augmented reality in mechanical
ventilation unit of critical care nursing on nurse
students’ knowledge, motivation, and self-efficacy: A

Jau s \Ee£/+¥/4% 5 0 _s &S randomized controlled trial
Ao M)M w‘;lﬁlﬁj ‘SJhum: UEA ‘SJJL':’J Olad>s & glan

N AN g 0aiS ES 8 o) gme s, S 1S s o8




VEC LIV b
GITIVIVEAY o loud

Ol! oMl (5 y9r02
WS (S 3y pgle o1
u.w) ) e KWW 5 u.}_loln 9 L;,Lw,.; 2aSWS 1D

£a92 ca A\ sS Ao gians

S A S oS

Effect of using i o) ge b c2a 520 S 36,5 Lo

gamification and augmented reality in mechanical
ventilation unit of critical care nursing on nurse
students’ knowledge, motivation, and self-efficacy: A

Jaug 168/+¥/Y 5+ 4 s &S randomized controlled trial

Ao C'u'-'.)‘;"u:yw‘sglﬁlﬁ}&)hum: a)ﬁﬁ\ayjmjbw&ljb

N AIENs g 0aiS SS L o) gims s, S VS 0o

~ &

"\J@Jb)ﬁwwb




VEC LIV b
GITIVIVEAY o loud

Ol! oMl (5 y9r02
WS (S 3y pgle o1
u.w) ) e KWW 5 u.}_loln 9 L;,Lw,.; 2aSWS 1D

£a92 ca A\ sS Ao gians

b i Ao WloLlS,

Effect of using i o) ge b c2a 520 S 36,5 Lo

gamification and augmented reality in mechanical
ventilation unit of critical care nursing on nurse
students’ knowledge, motivation, and self-efficacy: A

Jaug 168/+¥/Y 5+ 4 s &S randomized controlled trial

Ao C'u'-'.)‘;"u:yw‘sglﬁlﬁ}&)hum: a)ﬁﬁ\ayjmjbw&ljb

N AIENs g 0aiS SS L o) gims s, S VS 0o

~ &

"\J@Jb)ﬁwwb




\i'i/‘ﬂ/v 1@,'3 Q‘ﬂ‘u‘y““ d)%
Cady (uiied e 52 bolo 9 ()l yy 001D

£a92 ca A\ sS Ao gians

530 gy @IS
Effect of using i o) ge b c2a 520 S 36,5 Lo

gamification and augmented reality in mechanical
ventilation unit of critical care nursing on nurse
students’ knowledge, motivation, and self-efficacy: A

Jaug 168/+¥/Y 5+ 4 s &S randomized controlled trial
Ao i, She W‘;lﬁlﬁj ‘;Jhum: VEAN ‘549‘::’} Oled>s & glaa

N AIENs g 0aiS SS L o) gims s, S VS 0o

~ &




VEC LIV b
GITIVIVEAY o loud

Ol! oMl (5 y9r02
WS (S 3y pgle o1
u.w) ) e KWW 5 u.}_loln 9 L;,Lw,.; 2aSWS 1D

£a92 ca A\ sS Ao gians

Effect of USINg Wi glee b 28525 @IS J6.,05 o

gamification and augmented reality in mechanical
ventilation unit of critical care nursing on nurse
students’ knowledge, motivation, and self-efficacy: A

Jau s \Ee£/+¥/4% 5 0 _s &S randomized controlled trial

Ao M)&Z&W@bh)p%ﬁ a@\:@)b&)&wajb

N AIENs g 0aiS SS L o) gims s, S VS 0o

"\J@Jb)ﬁwwb




\i'i/‘ﬂ/v 1@,'3 Q‘ﬂ‘u‘y““ d)%
Cady (uiied e 52 bolo 9 ()l yy 001D

£a92 ca A\ sS Ao gians

e T BT ol
Effect of using i o) ge b c2a 52 MS 36,5 o

gamification and augmented reality in mechanical
ventilation unit of critical care nursing on nurse
students’ knowledge, motivation, and self-efficacy: A

aus 168/+¥/Y 2 4 s &S randomized controlled trial
AMuw &b ‘;‘»..'..'.4’ w‘gbhj ‘Sjb-u{/i 2aSE3 ‘SJJ\J&J OlLi>s & glan

N AIENs g 0aiS SS L o) gims s, S VS 0o




VEE/YIY 1@,'3 Q‘ﬂ‘u‘y““ 3) \

Gy il e (2 lolo g (63l o 001D

£a92 ca A\ sS Ao gians

Sz e B
Effect of USINg Wi glee b 28525 @IS J6.,05 o

gamification and augmented reality in mechanical
ventilation unit of critical care nursing on nurse
students’ knowledge, motivation, and self-efficacy: A

Jau s \Ee£/+¥/4% 5 0 _s &S randomized controlled trial
Ao M)M w‘;lﬁlﬁj ‘SJhum: UEA ‘SJJL':’J Olad>s & glan

N AIENs g 0aiS SS L o) gims s, S VS 0o




