& omR Q@1 oMfor <t U Abfd ofR. IdT
'SR-FCU' PR GO HaT YRl FBUOR Sica]
Al JTUTSTHE b AT, off AT BRY ST 31for
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fafay wrem amed St <t v foerda  fdar
dfaaed Sad. foear dioie FME o sFdar
T fSamoft fordt e faera fdbar &ved.

fETeT B ITHdT BT o F_PIeTT
frelt |Tem AT Sardel Aea
TR ? Rectear Sra god fesmga
PIGT SMMOT AR BT ITFETAT
IR A U MNSHEY TUT P,

DR oI NITST dTOREA! SHTUTRY et
qrem Gletlel R feeft amed.

* AT A1 WG grel AT dleeiedt Ui ﬁ ; .
EeehTl AT foTeT. TTefTd oaT Y grel fesms °

detel! HTEUC! T IUSRUT DHIVITET BRI
3], 2Thcl. ISTERTT: MATDR, 3feTghett, o,
YCHIHT, AT JATHRIT, AT 3.

@mmmﬂﬂmwﬁmwﬁaﬂfﬂmh




_gq%i%ammm
(grrl fsms e 7ad Heft v ?)

feetre=1 3nfoY d=1ET fA2ror ste, gt umn fasTa fAeror &g




BIECR L

JREIfdd ST TR Goefieldall I Suare! 3MfT faaR aiered arequardt
&I 3712, TAfhe PoiraT Sedl AT G SIel [SSITS FHeT Arequar! |eft <o
3T gorefter o MicTe= <01 & . Heft fiear faeneff areafde srmdier T
ISIuATTST Gorefierur fIaR FxATd (Ara et al., 2009). fSSE T9RIT Areauard
3™ IURT AT SUTT 7R 31Ted (Svihla, 2020). 31fOT 3reaT fafde ART Arsadm JumRan
TR B DHed™ Jel =T Tace! Suid 81 2 (Schukajlow & Krug, 2014) 3
gorefidel dTeT SUIR Udh He@rd g 318 (James, Clark, & Cropanzano, 1999).

BT T Hrequare faemeaft ar fSemga R Bl JMaead 31Te. HIR0T
for/ IR dhfes THEIT ArSaul JATOT FHeuT HISU! Gy TR ATENd, TR Hhed=T TR
RO IO TR BT HR0T AT <Xdiet Hed deard (Do et al., 2000). S HT (1972)
IiedT A, TEF ot Sifcel TRT Greaa™T ATfdw=aqut T dede A1t Faaquardrd!
WY &t aToR HRaTd.
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