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ABSTRACT

A quest system is one of the important parts in the MMORPG (Massive Multiplayer
Online Role Playing Game) contents. Because of its complexity in combining various content
components, quest reward design belongs to a complicated work in estimating quest reward
levels correctly in the initial development stage. In this paper, we suggest a new quest
reward design technique by considering optimal quest play paths. We model a quest reward
problem as the TSP (Traveling Salesman Problem) and solve that by adopting genetic
algorithms. With our system, game designers easily estimate the optimal quest play path
and it can be useful in reducing the trial-errors in the initial quest design process.

Keyword : Genetic Algorithm, Evolutionary Computation, Quest Design, Traveling
Salesman Problem

o]

—

¥ Bl o> md

> >
e

o

o

At 2009 063 24

= 1 2000 08 07

A =M

=Ee 20004 SQlrfstul S EIEH|of 250 XA=AS.

HMoH M43 20094 8 | 57



1. M 2 B o= ogd AXE 423 nA A7)
o o] 7€ AE & AFHA Zdo] Hx
MMORPGS th4=¢] A|28loz A9 7449 Eof ofEstsld Aol A Hloju Fa1Aom H A
AAZ T o]= ZololoA AFst= A sty M2 WHS Adstazl srh & =l A
olth. & MMORPG®] Al~ulst A%, 4%,  Mdstad shs w22 =2 4 1A sl
A AR, ARIE A28 Gol g o & o 2 oAE WA AAE S $4 R
HA2E A28 MMORPG WollA] ololr]|& A of B Aor olF 3] A Az Edy
= 71 543 A|l2E F dholth Zgolof= ato] A dae]ES A 8sto] sfjdewn F
H2E A|x"o] ABeE HAAE SRS Eb A Aoty A~E B £AE AESIAT
g Ul 8 clepE Myt Ha EHyole]
@] HRE Fo WA @y 9 A2E S &
B OYE BAS BgoEN AEH AY F 2. HAE AAH iR
golo] gt 57 Fo4E @A "k HA=E A~
8o Zyolojr} AHHo|nE A7+ AEEA F MMORPGHA #AAE A|AES =4 HrE
T 84h0nZ Y Fdx FAA g =¥ 5 A2~E F3 FAXE WA 3UAR o]Fo]
7N1go] AASA ") A=E AAA mHsor & 2]
YEEL AXRES F4, W, ooy #ARE 4
P g AxE T4 HA, A2E BY FFE T 2.1 H2E &5
o] EAetH, olelgk E &5 BifAoR =
Sl AiES A DoH1]. MMORPG AlY WollA Zdleloi7t A2EES
MMORPG /l#de EeolololA Eagle] @ = 29°) AT A== S5 wois @ w
A oloby], Zelo] 84 1w ole] we I € A=Es Y AZEE FHolort g5 &
A WS & z3E HrE ARS Exa %1_} o ol& T = Atk A=E I52 T A=

EE AlFsl= NPCoe] Wi3lE F3lo] o] FoiA]
A Hr}. A2~E NPCE= aﬂOlOM A 2ol A

>‘

B
th a2y Fo7l AlE LHOﬂ Al FHdgke x}
B8t MMORPG EA44 Z#olo]o a% 01]

=3t7] oEE 47t U}O]- e z7]e0 7] =
gata QgAYN B Rie] wH d= exp T olF F A é%&i*ﬂ #Y AzEs
wAs A Aok 58 5 gt d59 AAEE ZHoloe A=
A2E ZElzA 2 o= 02 WMAAT]E= E g 2B ZE7H FHa olE 3 47 A g
nEo wE 7iE WA BRot #iE A9} 2Eo| A AAEA FrH3]. AY delAe] HA=E
T4 =o 9y e one] WA TAY 7} NPCe] $1A= H2E 8 4o & &2 7
0] o), Eelololsh ofwe ABE oo g o A= NPCS WA Felelels] A S
23 297 ddsta 9 x50 Zgo]olg] I AA=HGA AAFH dE w ZYolole VIE
A6 Wz o8] o)FUA B ALst wr) o= o] FAAA AA YA ZiE AXEE 5
AT AAE BAS UE WAL O I iz & 4 AN 28% ge FE AREE vy 9
WEA W] wal AAE 29 o8 Aa me g o B RS wHY #EF AAE EA4F
9 AAE U8 (Abusing) BYE ojolx A w0 AF7F ARE NPCkel Hish o9
Q9lo] A4 ) 2 gokd waor ArES 5T 5 IAT
NEAor 5A A9 7k 54 HAE sfort

58| e2Astsl =2A



— A MMORPG Quest Reward Design Technique By Considering Optimal Quest Play Paths —

F opolgl =gkS FE g5ohs AxE, o
A IIE ool He &1 A=E £9 ¢
2 215 wEIT

LiSputtervalv'e
<Tinkers' Union>

3} A2E mjg AAEE Y NPCEHY
etone H2ES 3 4ud 5 s v
of Ahd 3 ﬂ]ii% ALE &5 o] Hx &

>.
)
_L
(o3
9
o
uﬁ_«‘
%0,
rlr
__VE,‘
i
fu

4y oo 8T
2P EE £H)S WEAAF A2EN} 98

H= 4 F2 AZE

Ao Heolold] o5 FEY Wl zolw, A}
@ 4 A2EL @ZHze wEA ARE 54
e F odvks oA A5 YA BE A 7] RAR FelolE fuey] 8 Aswt 2ui
B AZER @AY S ek (19 102 204 28 e MMORPGY 2 ol 2& AxES

=(Blizzard)A}e] MMORPG #A|d¢l 9= 91 9 2 Fulof|A = Ho] A o] AT Zo]of
AYPZE(World of Warcraft)[4]1¢] #A2E =
o2 gulAo] FAAE FEFHO LS HAFI

At 2.3 YAE BA
2.2 YAE 33 Eeolo7l A2ES Fstel +9 gr 27
& WEAT) HE Seeloli olo] HE B
A=E 3 gAE= Zdojojrt v H=EE WS 2= QT #AE BAS duibom AiES
TAsE WAl H5 ALES] el W e NPColA B HiEE se BS A
AxEe] Sa WEw whlAl fh MMORPGSl 5y &o 2a evga) AEow olsox o).
A dgHew AgHE LB FHE L g wgoze e ) 8, oboldl, AR
ek Fol 1 el w4 Hrl olde AsEALE
A A~E fEA o TS BAS W i)
Lotish A28 54 NPCop tishs She A= ogjat nyo] 2e ﬂlig Sl B3 S o]o]
B ARE ASE NPCE Sob Histshl 5 = g g 44 F o 9347 £ 9 B
Bl dadn. A2ES A4S o oleld nae dre 1
2. M A 54 LRAES e NPCIA 209 718 24 F e wy R WE 7
Adshe AxE, 54 eBAEE AME 2o zrex Wy AET A4S AEH A
NPColA Agstd 3o] gmdch Zyole] ofedarS m x| A Fh
3. b A2E 54 BrEE 99 35 AR
s A2E, ARE B2EE A o
FMEEVY &7t U FREE o]ido] HE 3 YPAE HAF =X
= ARE Y 45 20S I
4 54 A2E 54 ololgle 94 34 Ro} VMORPGAA flAt 54 %0 me dore
o AxE, 5A ofelde AW HL AP ) qanqu by duEe Aoms @Y

HMoH M43 20094 82l | 59



-
mouving

tactiong’] ‘;}E-E- [/}Jv 1]3"}' Z:l‘ol ﬁ]ﬂ'g}ﬂ %E}

ttotal = tmoving +taction [A 1]

o]%}\]ﬂ— tmovingo ?'q]/\EE ﬂ%lz_"]"‘i NPC94
AR p; & olE FAsH7] A APFHE 94 f;
e FEEYUA A Fow, B} §55 A
F2 ol5S AAR 3 olg AA ALE %5
v FAAA (A 213 2ol Aitsth A2E
AN by © B9 FAAL w,Sh WAL

A eFehs wd 05 0ol #el FHOE [4 3]
X

N
tmoving = 22”[’1‘ _fiH

N
. = Z N,
action p= 11 [/_\J' 3]

[+ 2]

4

Hh st AREL] AT b, 00, FE
FHARE dZo] o] Fo| XA Hal, Abhg 9
AxEo Afoe A AXE Fof] sk
moving™F Laction 8 FOE AIZE d|Fo] o] Fo
AA et

AN OIEATE e BE )

A

R
i)

~+

Y
)
m

slgdon Ae

=)
m

i

2 o
o
o

2

1o

N
o = |

i,

E
z
4
(@
>

m
e
fru
o
offt
of
f

>,
P
_@_1‘
)
)
[>
m
2
of{

s A ols Al At
A Ak

aEu AAR A AHlA AldE ZYolo]=
7k A Wel oy e AREE @/
We thE olE W] ANGH olFS Tl o
Aol A~ES AN Syt F$7F Bk 5
& Wil 9lo] eab wAlEhE FEe upE o]
oz A A~E JEACNM e F2 AE
WAl g Fglololrt mE H2E FYS 93]
ABH oz AA HA 54L& Adsteln =gt
= Al o] Zolzb 7] wiitelth [ 2]+
olg]d W&S FHI AR 7|8 GANA oA
ste 111 Uls W s A 2, AA &
ol Al BAYsH= Zo] FAL 53 gk A
o ArE B 2 AES e EHolort
Aests o)gd HHFHE oS3 Ao o)
th oleldt nAR 9Ae] g HHFH A5
2 03 Al EAR g2l NP-Hard®A 2
A A A TRtel |zt #4"&—% T A A

28 B2} v ol ¥

| fieldl

///// NPC1

"' IIII||I|I '.’
NPC2 NPCQ
NPC3

(23 2] 718 =AMLl kg

4=

«— | fieldl

NPC3

B2 AH|

/

=z0]




— A MMORPG Quest Reward Design Technique By Considering Optimal Quest Play Paths —

o]

4. B o7

[

e

<=3 dujd A4 (TSP)GlE Nje EAS 2
A4

T Adsts Hdo ARE o= AR, ALt
Alzke] EAle] &2k No| A4 4= Frlehe
NP-Hard &4 % sfutolrh. =3 v TAE s
Aot WHo 2= A% (Neural Network), B+

A (Simulated Annealing), 18] Fdx} gug=E
(Genetic Algorithm)s ¥ 22 7|HE°] EAgT

oF §A4 dnEL Ade] WA §

(b o R T
oy oty o i
i o 2 Fo v
A )
T2l X

N ﬂ-llO ol ~— o o2
T ng‘ 09#
Po= oy ﬂllo
it Hi .
ol —~ UIN 1+
X 2o o
5 1 =
i % r]I E
2 ) )
o ol
il 4‘1 &
2o Ly
o8 7L
2 = : 1o,
E . w o H

=2 <

2 M ¥

Y
(o]
o
o

tHel. olF Z=A] ko] W A Aok

2 Order Crossover(OX)[7],
(CX)[7], Partially Matched Crossover(PMX)[8],
Edge Recombination(ER)[9],
[10], Union AAFAH11], 283 RZx=o]gFa}s)t w
2H12], ©] 9Je%= tvhekgt 7I|E(13]e] A7
ATt

Cycle Crossover

Precedence ##

B =RAE HAE HA =A REo| glo]
BA7E W A2 Fd BAS A 99
A2E WY 845 TSPR H3AA Sdstn
s “oﬁoﬂ*ta ANrE Az"lo] B4
A8 AAZE EAS= TSP 15 2] 93 A3
A fA WAANAE AgEE fAA daelF
[4]e AHgstdtt. fa4 daeze 33 7

o] & BAT = glAN AFE AE el
el el 'S Bt
s Aol sie B o
B AR A S ARE By
Al A A QEEY.

3,

ks

do iz
(e

Sl

=2

2

rr

o

llt

It of

il
X,

5. TSP 7|8e] HAE AlaH ZEE

MMORPG 7ol 3lo] W F/ #A=E A

sdo] EAAT B AT

ArEE=

—_

" Aol wixEo] e A
E NPCe} dlsts Fal &5sglir)

2. 3l HAAE NPCE 3 7|9 A2EES A
0—61—‘:]'

3. Z# ool o7 e A~EE /M j
ol 71 Y AEE §XF & Stk

4. ZYolort we ArE FYXREE FX5a
Ae u #A AXEE £ 4 gk

T3 APFEZE LR O

&..

6. AE
= i 22T FE9
Alzko]l EAHA] =
A2E BAL A2E "EE o] % el A=
| =N

E A NPColAl Eolrtof 1

T3 APFEd s AbgEY] Few g
Wokr Ahd Hi7]

asiolol #2 Slolg,

HoE M43 20094 8 | 61



A GAlA eA

AHEAZRE NPC 83} AR

o
=

€l

NPCe} AdFE 9]

Al 2=

|P1|P2|P4‘F1|F4|P3‘F3|F2|P5|F5|

=
HE NPC 2 A}

MMORPG #A~E ®HA AA 7|H —

}

o]
o

go] BA4 A W @ A

5.2 0| Hl

HALE

w
N

L1t

712

=

20O
S

o
EE EICES

LA A

z3

L

ok
o}

SH =
Fi

(e

o ool o

o 2H olF A

A
iy

.1

kel
[e)

& e
ARt BANA B
~E E

1
&l

BA

Eixd

L

4=

EENCE
ICERL

o

9|

A

h=i

L

TSP
Al AEE S

p
T
LN

h=i

A}

ol A
Azo| N oEEoE £3}

p—

=

B
=l A TSP
el A

L

R

sttt

712 obefjeb 2tk
6.1 x| 7o

Q
a
p=H
-

3]

2

4

=]

——
o

o

il

L

L

A A

ojth, H =
g =¥ N7jel

-

1
3]

Q|
o

H

’Ol’]

o
=

Z‘“ 7%‘:"]9/] ‘;} dreward

(4 4]e] grol H27t H= 4@

=

3%

s
Tl

3} 5

IPI[PZIP&[H[FZIH‘

A5 zre] Aelel

=

(28 4] AAE Zajo] SN} HS HAR
-

Hoh uy olEe A
g] 6‘]—’

d
h

o

=
tol 914

Bk

©

(o)
H

1ach WA Qojijol

A=E NPCO 914 p, HdA
o wjds]ofof &

JEE

7HA) 2

o]

AApsT 9

]

=

=

o

H

Aol el
i

[}

| AR
i

L

A
5]

L

2

e}

(<)

L
L

f, AR
ol

B

[€)
3y Ar

L
L

]

4

_3
T

]

%
!

(28 3le B =g Ase A TR p,

7w

Bl
o
K3

Clazk=.
CEE



— A MMORPG Quest Reward Design Technique By Considering Optimal Quest Play Paths —

I5-3 ko] HAsE ATE A" olF v
Auk fooo} BE po7ke] TSP 2A7F ®), o]
ate] HiE xSt Awsle] A AT EA)
A e Gl frdA daels 48S S
Ak AE Adts) d S gtk g5-3 1t
HAztE A AEs A ANA dd g
229 7]hk A we Argdlon HAHe 279
AAAZE wHE 8 HEEHEE &9
N-1

fﬁmess = Z”giH — & ||+dreward [4] 4]
i=l

wel= 271 A e dAAE FRAHOR
Mz Ao R AZE MAE AAdsE Aol
o B Aa"oME A 248 USAZ ¢ 3l
55 g dgaA A wAditA (Precedence-

Preserving Crossover: PPX)[14]& A}&3le]

W AREAE BESn e W AsE & 9
g pe wyon ARe

oAl e A
AsA ek (29 51 AR 4 A
A7k A g8 QaAe] ooltH14],

2R1:(1231456178)
SE2(246|87h131)
A&1:(123465678)
AE2:(24657831)

AP A AR Thea e
o Aze GAAS B (1) F A Bm
QA F @ el AAA 1o dald F Alel A
O 9AE Adom Aewth () PR GAH 1
o 3 WAl A 91X 9% By dw 91x9
0B% RS A& AAR 19 2 gAX6] B}
Ak (3) HE A4 19 dd 99 el sls
FRAASS B AAAd 20 UEd wAz

SA gLete] A AAA] Theulel Babah &
& QaA 28 4T WE 2o e A8

A dare]gel ol AE A7

'T,_ ha
f aolth AHE BA Aol tirel AAES

2B Hig 71t B, dopima~ W ASE

2 zeslan gls A HAsE B4 o] 1)
S dyyyeer & NPC(p)SE APGEI(F)ZES] 441 92

N

74&0]1:]— ﬁai}a’g‘i duptinml/ddirect‘o/] H]%%
o] RAA AEEHE HAstE TS 1

BAE go] Hu}h

o

Rk = O-Rd (O- = doptimal /ddirect) [A 5]

%
oft
Y
1,
2
>
E
[>
[
2
oH
Z,
-
il
o

HMoH M4z 20094 82l | 63



— A 4% 183 MMORPG #A~E B

Core2 Duo 1.83GHz, 1GB ®=E#< 37A
C++¢} DirectX 9.0& AHg3te] F@EUE <&
A3 B =RellA AREE VI FEtvE fgES
Ho Aga= 1,0008], G99l ZHol= 10, Fe+
o] A= 42 AAsAa, HAs= A E® A
Rls /‘E"élﬂ =% ‘? H 7%34 *% ZHA I e

P
o R ARE welwr,

t +
500 1,000
Generation

[T 6] Mg ==l & by

(2" 71%E [2" 9= & 7}
A A MMORPG Al #de] Ags] 2ot

7

o

Ao AZge NPCel 945 JeEin I3 2L
Mol 2 AARL ol tigats AdHe 94
& LRI, Faolot el AAES A5

A
A

FHe fA7 AzE g5

of Ak 71E9] 111 WS WHos Axrtd Ax
E S AAEeke] Aels} o
< [% 1]9 2tk

A3E EHEE ARE AF
7V7ke] B gl
7F S g5y
A o w2 e

NPCEo°] Z4

A 78—

otk & 9L w2 AAEY FS B =E
oA A= RAES HEsHA w@sks W FHote
B A% FEe] FHusde] WA F dgE
ola vk £ w=iel o3| Atd AZE B
AR AR e 7R A2E ®BAAgke] g F
2 W FAE A" F oo AXE AFA
7b 1wy RS NPC ¥BHEY F£& 1uds)
o] AAs}A drh

[12! 8] Case 2 (NPC UXE: &)

64| s=Ass =2k



— A MMORPG Quest Reward Design Technique By Considering Optimal Quest Play Paths —

[22] 9] Case 3 (NPC UZIZ: A

j]ﬂ Brrd | 119g
T(719e) o8 | mdd d3 | RAS
aq\ [2EE A AT
Casel | 172 2951 767
Case2 | 2490 3,964 628
Case3 | 3763 6,359 59.2

9.2 2

AxE B 713 dFE 1 59 718Apt &
e B8l G AR AE 2dE AXEI
B =RoAE 7€ FEHCA "oy {3
duE]E =YS B3 TSPEA ad s A
E 54 AdAd =], o Ade ARE F
A AAA HME Aolxaw TR ALEH F
e S AT F AdSS ZAYG

B =R A Aotels AAE BAF HS bz
olf3 HHsE A~E FAE VNtez 3 o

o H2E A 32L& Fod & Adn
o224 718 dAeA H2E 74 zANkH
=2

g 43 d3e @ 5 UdE

pacs

o th e
e
i

it
o
o

ol Al A HA2E BA 7|H = A

A A Z2A| 2o HE A 7]1EY

>

il
:‘D‘

M x2
o
N
o
i)
o
prh
32
N
o3
N
)
o
S
(TN
= VR T R R D

[*]

oft T
~
o
~N
=
rot
2,
[
[m
offl

Mo off 12 X £ 2 @
)

o

[1] A. Rollings and D. Morris, “Game
Architecture and Design”, Coriolis, 2000.

2] &dF, oldE, “2~3AYE DBE ol&%
MMORPG®] Al Alva] e AL, 5A9 8
3=, A6, A43, pp. 89-95, 2006.

[3] Jeff Howard, “Quests: Design, Theory, and
History in Games and Narratives”, A. K.
Peters, 2008.

[4] Blizzard, World of Warcraft, 2004.

[6] E. L. Lawler, J. K. Lenstra, A. H. G.
Rinnnooy Kanand, and D. B. Shmoys, “The
Travel Salesman Problems,” Wiley, 1985.

[6] wH=Z, g4 Wse 4 s, ey
o], 2008.

[71 J. M. Oliver, D. J. Smith and J. R. C.
Holland, “A Study of Permutation Crossover
Operators on the Travel Salesman Problems”,
Genetic Algorithms and Their Applications:
Proceeding of the Second ICGA, pp. 224-230,
1987.

[8] D. E. Goldberg and R. Lings, “Alleles, Loci
and the Travel Problems”,
Proceeding of an International Conference on
GA and Their Applications, pp. 154-162,
1985.

[9] D. Whitley, T. Starweather and D. Fuqua,
“Scheduling Problems and the Traveling
Salesman: The Genetic Edge Recombination
Operator”, Proceeding of the third ICGA, pp.
133-141, 1989.

[10] G. J. E. Rawlins (ed.), Foundation of Genetic

Salesman

HMoH M43 20094 82l | 65



[11]

[12]

[13]

[14]

Algorithms, Morgan Kaufmann, 1991.
, @&7], “TSPol A Union 42k2tE ©]
AR dueE”, PR es] e
A, A214, A1%, pp. 213-216, 1994.
T, “H%—’E’Hﬂ%ﬂ]% Ag A9
ojgdte EFE AL F, HA
A e A 288k =%A], Al15d, #A6%,
pp. 661-667, 2005.
ol&e], o]z, “Sequential ordering problem
7} job shop scheduling problemel] %8 7%
o APAAFA FH A2k WL, Journal
of the Research Institute for Computer and
Communications, 7@, A2, pp. 563-570,
1999.
o], o]xir, “WEwAl A ko] U +3
Az FA Ag frx G, AR
a3 =EA(A), #2538, A4%, pp. 362-368,
1998.

CD

il

MMORPG #AZE 12 AA 7% —

Z Al (Kang, Shin Jin)

2003y m#igtn ARE
2009 st =

AR

i

Aol t A mR oy, ASE aggds H

243 (Cho, Sung Hyun)

19781 Aot ALk
1980 A& st
199541 UCLA A58 2}k o] ghuka

Aok ¢ AY ZEaY, A aHd s, Al
B, B4 Al

66|




<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /All
  /Binding /Left
  /CalGrayProfile (Dot Gain 20%)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Warning
  /CompatibilityLevel 1.4
  /CompressObjects /Tags
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJDFFile false
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /ColorConversionStrategy /LeaveColorUnchanged
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /SyntheticBoldness 1.00
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams false
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveEPSInfo true
  /PreserveHalftoneInfo false
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 300
  /ColorImageDepth -1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 300
  /GrayImageDepth -1
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile ()
  /PDFXOutputCondition ()
  /PDFXRegistryName (http://www.color.org)
  /PDFXTrapped /Unknown

  /Description <<
    /FRA <>
    /ENU (Use these settings to create PDF documents with higher image resolution for improved printing quality. The PDF documents can be opened with Acrobat and Reader 5.0 and later.)
    /JPN <FEFF3053306e8a2d5b9a306f30019ad889e350cf5ea6753b50cf3092542b308000200050004400460020658766f830924f5c62103059308b3068304d306b4f7f75283057307e30593002537052376642306e753b8cea3092670059279650306b4fdd306430533068304c3067304d307e305930023053306e8a2d5b9a30674f5c62103057305f00200050004400460020658766f8306f0020004100630072006f0062006100740020304a30883073002000520065006100640065007200200035002e003000204ee5964d30678868793a3067304d307e30593002>
    /DEU <>
    /PTB <>
    /DAN <>
    /NLD <>
    /ESP <>
    /SUO <>
    /ITA <>
    /NOR <>
    /SVE <>
    /CHS <FEFF4f7f75288fd94e9b8bbe7f6e521b5efa76840020005000440046002065876863ff0c5c065305542b66f49ad8768456fe50cf52068fa87387ff0c4ee563d09ad8625353708d2891cf30028be5002000500044004600206587686353ef4ee54f7f752800200020004100630072006f00620061007400204e0e002000520065006100640065007200200035002e00300020548c66f49ad87248672c62535f003002>
    /CHT <FEFF4f7f752890194e9b8a2d5b9a5efa7acb76840020005000440046002065874ef65305542b8f039ad876845f7150cf89e367905ea6ff0c4fbf65bc63d066075217537054c18cea3002005000440046002065874ef653ef4ee54f7f75280020004100630072006f0062006100740020548c002000520065006100640065007200200035002e0030002053ca66f465b07248672c4f86958b555f3002>
    /KOR <FEFFd5a5c0c1b41c0020c778c1c40020d488c9c8c7440020c5bbae300020c704d5740020ace0d574c0c1b3c4c7580020c774bbf8c9c0b97c0020c0acc6a9d558c5ec00200050004400460020bb38c11cb97c0020b9ccb4e4b824ba740020c7740020c124c815c7440020c0acc6a9d558c2edc2dcc624002e0020c7740020c124c815c7440020c0acc6a9d558c5ec0020b9ccb4e000200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
  >>
>> setdistillerparams
<<
  /HWResolution [1200 1200]
  /PageSize [612.000 792.000]
>> setpagedevice




