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MEpAFYd0,1,2) LY A LR g2 B Fl3 $ R s it
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UIR IO 3
COVEREG ‘bt 84.584£0.49 8444+ 1.13 84.42+1.16 0.905
TR A 78.80£8.28  80.38+5.64 80.14£2.92 0.801
7% A 82.46+2.47  84.56+2.19 82.33+1.30 0.037* b>a, b>c
237 85.11£6.65  85.43+5.89 88.49+250 0.236
LER S 84.92+2.33  86.78:1.48 86.42+1.16 0.040* b>a, c>a
e F A 85.69£6.33  86.56+1.24 86.50+1.45 0.847
A B A 77.85£9.94 8444+ 235 82.17+252 0.064
/A 88.46+2.70  89.89+£0.60 90.00+0.85 0.074
Ry BT 84.58+0.49  84.44+1.13 84.42+1.16 0.905
*: p<0.05
ARG EEE G P LFY RGN gRERHERY SR otk (-
test)
Variables n Mean+SD p-value
Xy
g 21 74.52+11.28 0.709
ke 13 78.46+9.44
S RE R < A
3 21 79.76+6.22 0.044*
Eay] 13 70.00£13.54
§ i
3 22 75.45+11.22 0.978
Eay] 12 77.08+9.88
gy ()
3 11 71.82+9.02 0.867
Eay] 23 78.04£10.95
£ 55 L)
3 13 73.46+14.63 0.058
23 21 77.62+7.18
By (ALEY)
3 24 75.42+£12.15 0.183
Eay] 10 77.50+£5.89



By (R R
F 23 75.00+12.06 0.241
23 11 78.18+6.81

gy (B3 EH
F 19 75.53+13.01 0.160
23 15 76.67+6.99

gy (BH)

4 20 74.75+12.92 0.080
i 14 77.8646.11
*: p<0.05
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L2 T BRSO R AR N=21
iR N S Mean SD
L s g gy 83 »ei(F &7 2c%) 17 (81%) 3.95 0.740

255 8 ¥ 3 Tﬁ%ﬁn«?g 17 (81%) 4.05 0.669

3 F Y IR i 17 (81%) 4.05 0.669

LA hE LT LG s LA w4 16 (76%) 4.00 0.707

5.3 37 it 288 14 (67%) 3.81 0.981

6.1xF 4B £ A B = 7 (33%) 3.38 0.921

T E Y ~@EEF 7 (33%) 2.90 1.044

BitfBE ¥ HUFL] 0 F T ILAF 14 (67%) 3.76 0.768
QizfE Y * AL E D 13 (62%) 3.52 0.873

108584 3K 3+ f2dF 14 (67%) 3.71 0.717

1LE G~ 3 %ﬁ VR AR 14 (67%) 3.71 0.717

1263 &Y §@enins T3y 16 (76%) 3.95 0.805

13.1%5 B Y B @hits sk 17 (81%) 4.14 0.854

14,73 B4 B @ andts R E gt 12 (57%) 3.71 0.845

15,1 % 8 % § @ en b w»»sg 14 (67%) 3.76 0.768

16.1%F #ER » BITEF %6 11 (52%) 3.62 0.805
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