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ABSTRACT

Computation steps for 3D graphic processing consist of two stages - fixed operation stage and programming required stage. Using this
characteristic of 3D pipeline, a hybrid structure between graphics hardware designed by fixed structure and programmable hardware based on
instructions, can handle graphic processing more efficiently. In this paper, fragment Shader is designed under this hybrid structure. It also
supports OpenGL ES 2.0. Interior interface is optimized to reduce the delay of entire pipeline, which may be occurred by data I/O between the
fixed hardware and the Shader. Interior register group of the Shader is designed by an interleaved structure to improve the register space and
processing speed.

7% E

349189, Ze)1HE 4oy, OpenGL

key word
3D Graphics, Fragment Shader, OpenGL

« MZAU W HFESET WStrpark@skuniv.ac.kr) LAt 2010. 06. 15
AALFR AR} 2 2010, 09. 14



%7] 139 A 2] &A= OpenGL ES 1.05 X 3t
fixed pipeline T2 o] g}l A H 7] 5
g3t ¢ glo] 28 7hs gk Eol ShAE QU o) &
2+&t7] 918 W2 programmable Shader: fixed -3
off Al &) =g A RE A4k HAE L7 e ol
7hs st 5 A dsto] g A 27t 7hs gk dAle] Q)
th[1] # < ©] Y g} fixed hardware 7-Z <} programmable
Shader®] 545 W 3to] vlo|H A el ko] Wi 3174
A9 A4S 43} stage ™ fixed hardware 2 & 3}
i, ¥ 3958 =Y 4 9+ Fragment Shading 715
< programmable Shader 2 & 3= £ 27 F 50
AL A Th2]

m 4 rlr

Rasterization Stage

Texture Unit

Vartax
Shader

CPU Fragment Shader

(Programmable Pipeline)

Application

Stage

Raster
Operatlon Unit

3

Texlules Frame
Buffer

Video Memory

¥

3D
Triangles

Textures

Triangles

System
Memory

% 1. 3D T:24E mol=zlel SEX
Fig. 1 3D graphics pipeline flowchart

2 =FdAE 29 1.3 Zo| fixed graphics
pipeline] %4 7}53 OpenGL ES 2.0 A3l
programmable Fragment ShaderE A ¢t3to}, 7] & 3
dqre 2= 45 Adsts A2 RdS
dual port SRAMC. & A 3te] Wx & oo Xy
A ST AFA R EAIZF EA g [3] =5
o] Aol %= dolH A= glof o] =7

0

=7k W I HE o] 25 FH3t7] wjieol Aol A
o] wAEte] sfolxzeele] F&o] WolAA #H
th[4]

o] = 7§ 38l7] ) Shader 5ol &A1= & ¢

O

2676

A 2~E 289 8729 B3 129 fixed hardware S}
Shader {te] Hlo|H 4= 74 7S AgtetaL, o] &
fixed pipeline hardware ] Fragment Shaderel] 4 -8-3}¢] 1

s dsshth

II. Shader +=

THMel EHeM

Programmable Shader= W& A 2] dA4te] 7Hs3tE
E XML Ao E Ay EgE A G2 o] o
2] stage® HFo] EAlOl A YstE HHYE o] FoiA
ATE T2 A = ~d == do]E o S84 A g
£ 93 QA 2H IgS HEE A8 Hed o]
o Y= N7t BT F AA LY 1E Hst
= AN B ddol7t DA EA Ak kA =2
of o gl A ~H 257 AH o] A& dedtetE A
o] F 8.8 o] 97} ¥ r) 3 fixed hardware 9} 8 2 A
2] A4HE 423081 Shader Alo] ol A= 2} 4 H]o] €] 9]
ded A 2dH oz Ao B A H=d o= A
A gpolzel Ay Ao dFES WAA €tk
Fragment Shader= I4A HRE A3}y ¢
Fragment coordinate, Varying, point 2] %2 Ho|H &
Shader <A4Fe] A el Aol LFsHA €k
Fragment Shaderi= o] 2] ¢+ dlo] & =& o5 w1
A QI H o] A2 WrolFolA 5, &9 X3 5Y
& o) & 2 g 8l7) W] o) Shader H 5 &l A 2E] L&
3} 9] % fixed hardware 7+2] 1.5 91 &2 2 E 3| o] 29
T-@ o] Shader®] -+ A& HAAIA A Hlo]H ¢
PEY & 7HE3) oA "k

1. 7|Z& Fragment Shader +%&

B =70 4 A 3 programmable Fragment Shader=
2| = £ STBs(Stream Buffers) 2} @ <] 2~ E 15
S At E AT E A st vk 29 2.2 7)E
©] STBs®} o] % 9§ H27te] $17] 7] 725 1
ERIT[3]

o 1



W2 A% T8-S 713 programmable Fragment 41 ©] & A1 7]

External Bus Interface

4+ 1 1+ 1
| R 2 | R
[ MUX(STBs - [1 read / 1 write]x2) |
T 1 s i T
STBs #0 STBs #1 STBs #2 STBs #11
[ MTsP_TRO_Index | ||[ MTSP_TRD_Index ||| [ MTSP_TRD Index | [ MTSP_TRO Index |
[ MTSP_TRD Status | ||[ MTSP_TRD_Status |||[ MTSP_TRD Status ]| e e[ MTSP_TRD Status |
MTSP_TRD_Primtive MTSP_TRD_Primtive MTSP_TRD_Primtive MTSP_TRD_Primtive
Ty Ty Ty Ty

| MUX(STBs - [1 read /1 write]x2) \
AT

Processor Core

I3 2. 7|&9| STBs o1& 7=
Fig. 2 Conventional structure of STBs

7} STBs+= 4D vector * 32 * 64 7|9 rx| o] 9]
© 1 Shader Y50l & % 12709 ~# =7} A8t} ~
A= 52 A, 7 STBs= Z2AA 9] Fo9) 214 o4

5o} @A) AaFel 2= STBsS A e&sl7] ¢35 vj
Y7} muxing I -& 71X Al ¥t} Shader W] F-oll A
T H = 2d = ATt Bobd a5 MUX S 7] 9
Al AR o st o] & Qlal] WA st dlol = A A<
A2l s o Atz oo A A €t

Device
Control
1 Memory Control
Multi- | 128 128
thread |2, STBs #0 7,
Processor | /| STBs #1 KA
Core :
Bus External
Stream Buffers Master =—p Data
(4D vector x 32 Interface
x 12 thread)
STBs #11

J% 3. 2/F o22(2t Shader ZOo{etel o1 =
Fig. 3 A linking structure between external memory

and Shader
1% 3.2 71 Shaderol| A €] HlolE J=HE 919
STBss} 520 2 9|5 ] 2.2) 7o) Sl o] =2 hehl
T}.[4] Fragment Shaderol] 4] STBsol] Z# & 95 &4
& 292 52t o] 113} %4 vlo]Ejol T @ E A7}
B Aol A A gt 7] & TRl A 9] o Y=

2 U B2 QIE F o] 25 71 A Fhwlell # o 32bit x 4D

vector size¥HE¥F 0] 715 3}}. Fragment Shaderi=
Fragment %2 U] ©]E| Fragment coordinate, color, Front
faceS AAF3}F7] $138l 2 A 32bit * 4D * 10(FragCoord 1,
Varying 4D 8, PointCoord 1) 71l ¢] Fragment ¢} &< &%t
t}. ool we} A A 2] 24 of| A Shader 5215 $13] @
28 =9 10 285 AR5 =7 Shader®] &2 A4
2 olo vl gt A ARt Egk thF A= FEE A
gatal e d ZaAA M Gl o] 28 = )
TR F7HAR A Aol BB R o] & A5 9
3| Z Q=)

IV. M|otsH= Shader 2|&31 =

# 1.2 programmable Shader ¥}o]Zz}¢lef| x| 7}

stage™ 3 74 o]t}

¥ 1. Shader mto|=z}ol THA|
Table. 1 Shader pipeline stage

Pipeline stage Stage operation
9= AF o o gl =N
TRD(Thread) 1= Efn A e AT
ol
TA(Inst. address) Hego] FawA)
IF(Inst. fetch) 7 % o] Fetch
. gejol 3 % A
IO(Inst. organization) o =g~ uk
Amoj=g s kA 9
OF(Operand fetch)#0~2 onere 94 =
ID(Inst. decode)#0~3 gEol 2y
EX(Execution)#0~2 g&go] Ak 43
WB(Write back)#0~1 A AT} A

219} 16711 <] stage F ol 4] TRD, IA, IF, 10 ©A1 2] 7 -
EX1, EX2, WB0, WB192] A 8§ 3} 222 A| 7he]] =8 = o] 4
stage-overlap¥] = 7% & 7}#| 3L 9l th. OF, ID, EX, WB
HA L 0l EAJof| u}} v stage R o] A
ER=3

2677



TRD O TRD 6 TRD 6
SRAM SRAM SRAM
‘Read’ ‘Write’ ‘Read’

Operation Dperation Operation

gzl

a9 4 v F899 29 E A F8 5= Tlol
Z 9] stageS YERN I Tk ZE o= F 12719
2 B4 F8 dHE AAE Fol S Ay
v 7} stage™ W B o] o] 7o BAglel TFL3A T4
(4]

shue] 2 =e AHEd dHEole tad A
w2} == ALUE 493} A == operand fetch -7
& 3 stth o] Tl OF#0, OF#1, OF#2, ID#0 4 A}
29 24 7Y 74 dAEZ SRAMOZHH
AE Fad #gste dolHE ¢oj A "t o]
S 3 Alo]Fo A ALU 94t 55 43 3H execute
HAS B8 FH == ZIE write-back#0, #1 271 9
stage® A SRAM 27| E4-& i}, o] A&
AR F 12709 ~YE T ol =gt 6wl 27
T Abolo] = SRAM AHg-o] FH ] §1&& &+ 3

o},

(e}

=

s

=

F

q

=

x3g #5
o 2~ = #11 Alo] o = FUSHA & H T o] 7Rk
ato] SRAM f<to] TR E A &= 2y = gha) 5o
8 SRAMS- A}-8-5}+= interleaved W2 &2 STBs 74
& ¢ Qlrh gk o] & A83817] A3l 719 dual port
SRAM] 42 single port SRAM .2 -4 3} g
o shute] vlo|El & M|t e 5 O =M SRAMO| 2
715 £°] 3L Shader®] Hth &2 &= A 2 4 3l

k.

2678

WB
D#C+EXDFX1 EX2 #0 |‘:1B

wB
D#:{EXOF)H |EX2 #0 m|

TRD 0 TRD 0 TRD 6 TRD & TRD O

SRAM SRAM SRAM SRAM SRAM

“Write” ‘Read’ “Write ‘Read’ "Write’
Dperation| Opx i P i O i Dperation

2= SAZE f2e H2 24

= 4
Fig. 4 Analyzing memory access of threads

O-5E FEHA G F 1Y STBsE 3 &
£ %83 Fragment Shader2] W& Foj9} 9] fixed
hardware7+2] Q1E] o]~ F-220]t} 6:1 MUX 199
ARE-3Fo] 71E9] 12:1 MUX T2 1.0} muxing delay & HF
o2 %9 4 9lon A5 SRAMS A7) & AL &

A== AT

#| STBs 4/10 (4Dx256)
»| STBs 5/11 (4Dx256)

g y[ sTBs 0/6  (4Dx256) [
% 3 sTBs 177 (4Dx256) [ | = X
- [0}
= ) 0 =
S STBs2/8 (4Dx256) M | & § M Processor
s y[ sTBs 319 (4Dx256) | g: | Core
el el
£ 237
2 o
g

Control busy <«
Control new thread
%l 5. M otsh= Shader HlZe2| &EY Fx
Fig. 5 Proposed memory structure of a Shader

F5 7] E 2ol A 9] STBsS] &) &> e
AEE fa Z2AA FE W2 RIEH 0| 25 F3A
o] Fo] xt}. o]+ Shader”} fixed hardware®] W =&
24 £ o =, ZF STBs2} Shader &) F- W ¥ & &4
AAdsta e AES A E Frlsks o ol &
A A



&

-3

NPUT_4[1
_INPUT S[1

=
=
23]
2

- bTB:s_UlJTF‘UT_..w[ 7:0]
-+ STBs_OUTPUT_4[127:0]
DUTPUT S[127:01

5_nEN

003EBIBB_0

003EBDEF_003E7375_003E6365_003F0001

7D7F_003E5F61_003F0001

000000M J 0 _UD3F3BP. 003337CcE_
000000K 3_003F3Br [ 003RZE7O_O0

003AS0F3_00

(IEI D5358_003BA1F |003EDDEQ_003E4.

003EBDBF_003E730 | 003EESES_003E4
003EB9BE_003E7DF | 003E292R_003D1!

0001 003ESBSD_

1%l 6 Fragment Shader AlZ&old &z}
Fig. 6 Fragment Shader simulation result

2 el A Ze AN de] £A5E 7 67l
STBssh 913 EEs}e] 44 A2 AB o] 25 T35

%}:%a&ﬂﬂﬂ?&ﬂm%mmmaﬂéaw
ool e A% E NBeold 8L Vehlx
ot

Fragment ¢} 83 82 ZZAA T 412 busy
A5 7F v &5t |l Aol A o] Foj Ay i gt A
%ol] New-thread A & 2 Shader §2& #|oj & 4= Q)

o] & %3) Shader 9] ¥ 3 9} & Z2 o] 4D x 679 Eﬂ

oH H%o] 7Fs8ke] Shaderd] FFHAIZFS A A
ANA RS =D 5 ek
V.4 5
4 A% 2 o] 2 93 lE F o] 20 A STBsE

A Aol YA S muxing delay S =42 918 Xilinx
A}9] Virtex II-pro(xc2vp30) FPGA K.E2 A3} .1,
FPGA A5 &2 Xllmx ISE 8.2 A}-&-3} % th. Fragment
AE8 A5 =42 Mentor GraphicsAH2] ModelSim
6.1 Al EH O E & AHE38 Tt 1 7.2 7] Fragment
Shader 7-%=¢} A|¢Fst= 2 & B g 3ot}

Fragment Fragment
Fragment Mux Delay
> Input Counts (Output Counts
Architecture (ns) p(cycle) '(’cyde,
12 STBs 9.3 120 36
FPGA| 8STBs 7.4 80 24
Optimized
12 STBs 46 2 6

o 7. M| H|lw
Fig. 7 Performance comparison

2 =T A= A3t Fragment Shader?] A5 =
A& A3l 71 &l A" 2 A H o] 2~ 7]%ke] 12 &
H =/ 822d|= 39| ShaderE H| L3} %] T} Fragment
input counts} output counts= Shader instructiong #| 9]
g 7t 2~ = g sl e] g4 dolE A E Ha &
Ay = 2=,
Fragment $34FS 7}X] 3L Shader 2] B 3l Fragment
=8 S B d 285 = S8 7Bt 7 X2
AAXZE A &S
THANAS A& v
ol 285 E AT 1

e

7 p.
T Aol A v

%% Varying, coordinate = o]l



o
K
2
o2
o
T
of
>,

<

13 =A) Al14A A%

¢
J

(
o

2 O
to 10
—ﬁJUl—LJ

%0 A= MUX delay7} oF 4.6ns%2 7] T35
0%2] 7N H A 5S BRITh g Fragment 4k
= 49 vlelH o el o] 12 2= &
2= H4 10 Aol E& 878! & 120 A
AQE Y M FRAAME o5 F78% T
. kA A QFSk= T3 9] Fragment Shader=
ng A Zre A9k fixed hardware = 2] 127) <]

dlolH & &3 3171714 & 26 Afo] ERHE AR5}
|©] Shader®] S-&AI7FS T5ate] HA Ly 5t
ZEplo] X A& AA AT 5 Ak

=2

2

2_('1
>:L£r\r

m&_%iamw_t

___IEOE
t

V. E 2

Programmable Shader®] A Aol lo] @A 28 15 <]
F&A0 AEls Fojo] BREE Zo| 3 gho] xi}el
ZE ETE GARA 71E} 2 =1%o A& interleaved

STBs 122 #45te] 7+ 28| =2) STBse] §17] [ 227]

2 A MUX Do) & Hte 2 £ 4 ATFES 9
FodEe dig wzQlEse| s H A5t
dedicate hardware 9}¢] ZA gl A WAl E 4= gl HEF

2Jo] & 78% 7N A = ek

il

tEH
[1] Jeong-Ho Woo, et al. “A 195mW, 9.1 MVertices/s fully
programmable 3D graphics processor for low power
mobile device”, Solid-State Circuits Conference.,
pp.372-375, 2007.
James C. Lelterman, “Learn Vertex and Pixel Shader
Programming with DirectX9”, Wordware Publishing,
Inc., pp.181-222, 2004.
Dong Young Yeo, Woo-young Kim, Kwang-yeob Lee,
Jae-chang Kwak, “Multi Port Register Architecture for
Mobile Shader Processor,” T 3+ x}-8-8} 3] SoCsl<
tll 3] May, pp. 401-404, 2009.
[4] Hyung-Ki Jeong, “A Multi-thread Processor
Architecture With Dual Phase Variable-Length
Instructions”, ITC-CSCC., pp. 209-212, 2008.

[2

—

3

—_

2680

19943 ~ 2] A8t AZE
g
><_\,].A1Ho]: Xqiii“
2 7441:,1 :lgﬂ.ﬂ}\

o}

i=1

3%

H





<<
  /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
  /DetectCurves 0.0000
  /ColorConversionStrategy /LeaveColorUnchanged
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams false
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo true
  /PreserveFlatness true
  /PreserveHalftoneInfo false
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
    /AmeriGarmnd-BT
    /AmeriGarmnd-BTBold
    /AmeriGarmnd-BTBoldItalic
    /AmeriGarmnd-BTItalic
    /Baskerville-BT
    /BernhardFashion-BT
    /Blippo-BlkBT
    /Bodoni-BdBT
    /Bodoni-BdBTItalic
    /Bodoni-BkBT
    /Bodoni-BkBTItalic
    /BroadwayEngraved-BT
    /BrushScript-BT
    /CentSchbook-BT
    /CentSchbook-BTBold
    /CentSchbook-BTBoldItalic
    /CentSchbook-BTItalic
    /CommercialScript-BT
    /Cooper-BlkBT
    /Cooper-BlkBTItalic
    /Courier10-BTBold
    /Courier10-BTBoldItalic
    /DomCasual-BT
    /Freehand591-BT
    /FuturaBlack-BT
    /FZWBFW--GB1-0
    /FZXKJW--GB1-0
    /GoudyOlSt-BT
    /GoudyOlSt-BTBold
    /GoudyOlSt-BTBoldItalic
    /GoudyOlSt-BTItalic
    /H_CIRNUM
    /H_EQSYM1
    /H_EQSYM2
    /H_HEBREW
    /H_KEYBD
    /H_MULTI1
    /H_MULTI2
    /H_PROSYM
    /HighlightLetPlain
    /Hobo-BT
    /JohnHandyLetPlain
    /LaBambaLetPlain
    /Liberty-BT
    /MBatang
    /MDotum
    /MekanikLetPlain
    /MGungHeulim
    /MGungJeong
    /MJemokBatang
    /MJemokGothic
    /MSugiHeulim
    /MSugiJeong
    /MurrayHill-BdBT
    /Newtext-BkBT
    /OCR-A-BT
    /OCR-B-10-BT
    /OdessaLetPlain
    /OrangeLetPlain
    /Orator10-BT
    /ParkAvenue-BT
    /PumpDemiBoldLetPlain
    /QuixleyLetPlain
    /RuachLetPlain
    /SandSm
    /SandTm
    /ScruffLetPlain
    /Swis721-BT
    /Swis721-BTItalic
    /TirantiSolidLetPlain
    /UniversityRomanLetPlain
    /VictorianLetPlain
    /WestwoodLetPlain
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 300
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 300
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 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
  /CropGrayImages true
  /GrayImageMinResolution 300
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 300
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /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
  /CropMonoImages true
  /MonoImageMinResolution 1200
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /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 ()
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName ()
  /PDFXTrapped /False

  /Description <<
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000500044004600206587686353ef901a8fc7684c976262535370673a548c002000700072006f006f00660065007200208fdb884c9ad88d2891cf62535370300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef653ef5728684c9762537088686a5f548c002000700072006f006f00660065007200204e0a73725f979ad854c18cea7684521753706548679c300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /DAN <>
    /DEU <>
    /ESP <>
    /FRA <>
    /ITA <>
    /JPN <>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken voor kwaliteitsafdrukken op desktopprinters en proofers. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /PTB <>
    /SUO <>
    /SVE <>
    /ENU (Use these settings to create Adobe PDF documents for quality printing on desktop printers and proofers.  Created PDF documents can be opened with Acrobat and Adobe Reader 5.0 and later.)
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020b370c2a4d06cd0d10020d504b9b0d1300020bc0f0020ad50c815ae30c5d0c11c0020ace0d488c9c8b85c0020c778c1c4d560002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
  >>
  /Namespace [
    (Adobe)
    (Common)
    (1.0)
  ]
  /OtherNamespaces [
    <<
      /AsReaderSpreads false
      /CropImagesToFrames true
      /ErrorControl /WarnAndContinue
      /FlattenerIgnoreSpreadOverrides false
      /IncludeGuidesGrids false
      /IncludeNonPrinting false
      /IncludeSlug false
      /Namespace [
        (Adobe)
        (InDesign)
        (4.0)
      ]
      /OmitPlacedBitmaps false
      /OmitPlacedEPS false
      /OmitPlacedPDF false
      /SimulateOverprint /Legacy
    >>
    <<
      /AddBleedMarks false
      /AddColorBars false
      /AddCropMarks false
      /AddPageInfo false
      /AddRegMarks false
      /ConvertColors /NoConversion
      /DestinationProfileName ()
      /DestinationProfileSelector /NA
      /Downsample16BitImages true
      /FlattenerPreset <<
        /PresetSelector /MediumResolution
      >>
      /FormElements false
      /GenerateStructure true
      /IncludeBookmarks false
      /IncludeHyperlinks false
      /IncludeInteractive false
      /IncludeLayers false
      /IncludeProfiles true
      /MultimediaHandling /UseObjectSettings
      /Namespace [
        (Adobe)
        (CreativeSuite)
        (2.0)
      ]
      /PDFXOutputIntentProfileSelector /NA
      /PreserveEditing true
      /UntaggedCMYKHandling /LeaveUntagged
      /UntaggedRGBHandling /LeaveUntagged
      /UseDocumentBleed false
    >>
  ]
>> setdistillerparams
<<
  /HWResolution [1200 1200]
  /PageSize [612.000 792.000]
>> setpagedevice


