
EG DL – Bibliography Database: egws-gh.bib 1

References
GH2004:015-024:2004[1] AILA T., AKENINE-MÖLLER T.: A Hierarchical Shadow Volume Algorithm . In Harris and Luebke

[30], pp. 15–24.

GH01-proc[2] AKELEY K., NEUMANN U. (Eds.):. Graphics Hardware (Los Angeles, USA, 2001), Eurographics
Association.

EGGH06:027-030:2006[3] AKELEY K., SU J.: Minimum Triangle Separation for Correct Z-Buffer Occlusion. In Harris et al. [31],
pp. 27–30.

EGGH07:7-16:2007[4] AKENINE-MÖLLER T., MUNKBERG J., HASSELGREN J.: Stochastic Rasterization using Time-
Continuous Triangles . In Segal and Aila [80], pp. 7–16.

AD:2003:AOS[5] ASSARSSON U., DOUGHERTY M., MOUNIER M., AKENINE-MOLLER T.: An optimized soft shadow
volume algorithm with real-time performance. In Doggett et al. [16], pp. 033–040.

EGGH05:033-040:2005[6] BANDO Y., SAITO T., FUJITA M.: Hexagonal Storage Scheme for Interleaved Frame Buffers and
Textures. In Meißner and Schneider [59], pp. 33–40.

GH2004:025-034:2004[7] BITTER I., NEOPHYTOU N., MUELLER K., KAUFMAN A. E.: Squeeze: Numerical-Precision-
Optimized Volume Rendering. In Harris and Luebke [30], pp. 25–34.

GH01:033-040:2001[8] BOO M., AMOR M., DOGGETT M., HIRCHE J., STRASSER W.: Hardware Support for Adaptive
Subdivision Surface Rendering. In Akeley and Neumann [2], pp. 33–40.

EGGH05:099-104:2005[9] BOUBEKEUR T., SCHLICK C.: Generic Mesh Re nement on GPU. In Meißner and Schneider [59],
pp. 99–104.

CH:2002:TRE[10] CARR N. A., HALL J. D., HART J. C.: The ray engine. In Ertl et al. [17], pp. 037–046.

CH:2003:GAF[11] CARR N. A., HALL J. D., HART J. C.: Gpu algorithms for radiosity and subsurface scattering. In
Doggett et al. [16], pp. 051–059.

CN:2002:EPO[12] CHAN E., NG R., SEN P., PROUDFOOT K., HANRAHAN P.: Efficient partitioning of fragment shaders
for multipass rendering on programmable graphics hardware. In Ertl et al. [17], pp. 069–078.

EGGH05:071-080:2005[13] CHEN J., GORDON M. I., THIES W., ZWICKER M., PULLI K., DURAND F.: A Recon gurable Archi-
tecture for Load-Balanced Rendering. In Meißner and Schneider [59], pp. 71–80.

EGGH07:89-96:2007[14] CORREA C. D., SILVER D.: Programmable Shaders for Deformation Rendering . In Segal and Aila
[80], pp. 89–96.

DY:2002:IRO[15] DOBASHI Y., YAMAMOTO T., NISHITA T.: Interactive rendering of atmospheric scattering effects using
graphics hardware. In Ertl et al. [17], pp. 099–108.

GH03-proc[16] DOGGETT M., HEIDRICH W., MARK W., SCHILLING A. (Eds.):. SIGGRAPH/EurographicsWorkshop
on Graphics Hardware (San Diego, California, 2003), Eurographics Association.

GH02-proc[17] ERTL T., HEIDRICH W., DOGGETT M. (Eds.):. SIGGRAPH/Eurographics Workshop on Graphics
Hardware (Saarbrücken, Germany, 2002), Eurographics Association.

GH2004:133-138:2004[18] FATAHALIAN K., SUGERMAN J., HANRAHAN P.: Understanding the Efficiency of GPU Algorithms
for Matrix-Matrix Multiplication. In Harris and Luebke [30], pp. 133–138.

Fenney:2003:TCU[19] FENNEY S.: Texture compression using low-frequency signal modulation. In Doggett et al. [16],
pp. 084–091.

GH2004:045-054:2004[20] FOLEY T., HOUSTON M., HANRAHAN P.: Efficient Partitioning of Fragment Shaders for Multiple-
Output Hardware. In Harris and Luebke [30], pp. 45–54.

EGGH05:015-022:2005[21] FOLEY T., SUGERMAN J.: KD-Tree Acceleration Structures for a GPU Raytracer. In Meißner and
Schneider [59], pp. 15–22.

EGGH06:039-047:2006[22] FOREST V., BARTHE L., PAULIN M.: Realistic Soft Shadows by Penumbra-Wedges Blending. In
Harris et al. [31], pp. 39–47.

FK:2002:DGS[23] FRANK S., KAUFMAN A.: Dependency graph scheduling in a volumetric ray tracing architecture. In
Ertl et al. [17], pp. 127–135.

GW:2003:AMS[24] GOODNIGHT N., WOOLLEY C., LEWIN G., LUEBKE D., HUMPHREYS G.: A multigrid solver for
boundary value problems using programmable graphics hardware. In Doggett et al. [16], pp. 102–111.

GR:2003:CIC[25] GOVINDARAJU N. K., REDON S., LIN M. C., MANOCHA D.: Cullide: Interactive collision detection
between complex models in large environments using graphics hardware. In Doggett et al. [16], pp. 025–
032.

GR:2002:HQU[26] GUTHE S., RÖTTGER S., SCHIEBER A., STRASSER W., ERTL T.: High-quality unstructured volume
rendering on the pc platform. In Ertl et al. [17], pp. 119–125.

EGGH05:045-052:2005[27] G.WETEKAM, STANEKER D., KANUS U., M.WAND: A Hardware Architecture for Multi-Resolution
Volume Rendering. In Meißner and Schneider [59], pp. 45–52.

Computer Graphics & Knowledge Visualization, Graz University of Technology, Austria 16.3.2008

http://diglib.eg.org/publications/bibdatabase
http://www.cgv.tugraz.at/


EG DL – Bibliography Database: egws-gh.bib 2

EGGH06:049-052:2006[28] HADWIGER M., KRATZ A., SIGG C., BÜHLER K.: GPU-Accelerated Deep Shadow Maps for Direct
Volume Rendering. In Harris et al. [31], pp. 49–52.

EGGH06:079-086:2006[29] HAN B., ZHOU B.: Efficient Video Decoding on GPUs by Point Based Rendering. In Harris et al. [31],
pp. 79–86.

GH2004-proc[30] HARRIS M., LUEBKE D. (Eds.):. Graphics Hardware (Grenoble, France, 2004), Eurographics Associ-
ation.

EGGH06-proc[31] HARRIS M., MEISSNER M., OLANO M., SLUSALLEK P. (Eds.):. Graphics Hardware (Vienna, Austria,
2006), Eurographics Association.

HB:2003:SOC[32] HARRIS M. J., BAXTER W., SCHEUERMANN T., LASTRA A.: Simulation of cloud dynamics on
graphics hardware. In Doggett et al. [16], pp. 092–101.

HC:2002:PBV[33] HARRIS M. J., COOMBE G., SCHEUERMANN T., LASTRA A.: Physically-based visual simulation on
graphics hardware. In Ertl et al. [17], pp. 109–118.

GH01:087-094:2001[34] HART J. C.: Perlin Noise Pixel Shaders. In Akeley and Neumann [2], pp. 87–94.

EGGH07:65-72:2007[35] HASSAN F., CARLETTA J. E.: A Real-Time FPGA-Based Architecture for a Reinhard-like Tone Map-
ping Operator . In Segal and Aila [80], pp. 65–72.

EGGH06:103-110:2006[36] HASSELGREN J., AKENINE-MÖLLER T.: Efficient Depth Buffer Compression. In Harris et al. [31],
pp. 103–110.

EGGH05:091-098:2005[37] HEIRICH A.: Optimal Automatic Multi-pass Shader Partitioning by Dynamic Programming. In Meißner
and Schneider [59], pp. 91–98.

EGGH05:041-044:2005[38] HENSLEY J., SINGH M., LASTRA A.: A Fast, Energy-Efficient Z-Comparator. In Meißner and Schnei-
der [59], pp. 41–44.

GH2004:007-014:2004[39] HORMANN K., TARINI M.: A Quadrilateral Rendering Primitive. In Harris and Luebke [30], pp. 7–14.

EGGH06:111-120:2006[40] INADA T., MCCOOL M. D.: Compressed Lossless Texture Representation and Caching. In Harris et al.
[31], pp. 111–120.

KK:2003:3DG[41] KAMEYAMA M., KATO Y., FUJIMOTO H., NEGISHI H., KODAMA Y., INOUE Y., KAWAI H.: 3d
graphics lsi core for mobile phone z3d. In Doggett et al. [16], pp. 060–067.

KW:2003:VAC[42] KANUS U., WETEKAM G., HIRCHE J.: Voxelcache: A cache-based memory architecture for volume
graphics. In Doggett et al. [16], pp. 076–083.

GH01:109-114:2001[43] KAUTZ J., HEIDRICH W., SEIDEL H.-P.: Real-Time Bump Map Synthesis. In Akeley and Neumann
[2], pp. 109–114.

GH2004:115-122:2004[44] KIPFER P., SEGAL M., WESTERMANN R.: UberFlow: A GPU-Based Particle Engine. In Harris and
Luebke [30], pp. 115–122.

GH2004:123-132:2004[45] KOLB A., LATTA L., REZK-SALAMA C.: Hardware-based Simulation and Collision Detection for
Large Particle Systems. In Harris and Luebke [30], pp. 123–132.

KE:2002:ATM[46] KRAUS M., ERTL T.: Adaptive texture maps. In Ertl et al. [17], pp. 007–015.

EGGH05:023-033:2005[47] LAINE S.: Split-Plane Shadow Volumes. In Meißner and Schneider [59], pp. 23–33.

GH01:081-086:2001[48] LAPIDOUS E., JIAO G., ZHANG J., WILSON T.: Quasi-Linear Depth Buffers With Variable Resolution.
In Akeley and Neumann [2], pp. 81–86.

LP:2003:AEH[49] LEE S., PARK W., LEE W., HAN T., YANG S.: An effective hardware architecture for bump mapping
using angular operation. In Doggett et al. [16], pp. 068–075.

EGGH07:17-24:2007[50] LLOYD D. B., GOVINDARAJU N. K., MOLNAR S. E., MANOCHA D.: Practical logarithmic rasteriza-
tion for low-error shadow maps . In Segal and Aila [80], pp. 17–24.

MM:2002:LLP[51] MA V. C. H., MCCOOL M. D.: Low latency photon mapping using block hashing. In Ertl et al. [17],
pp. 089–098.

GH01:047-055:2001[52] MARK W. R., PROUDFOOT K.: Compiling to a VLIW Fragment Pipeline. In Akeley and Neumann [2],
pp. 47–55.

GH01:057-063:2001[53] MARK W. R., PROUDFOOT K.: The F-Buffer: A Rasterization-Order FIFO Buffer for Multi-Pass
Rendering. In Akeley and Neumann [2], pp. 57–63.

ML:2002:ERO[54] MCALLISTER D. K., LASTRA A. A., HEIDRICH W.: Efficient rendering of spatial bi-directional
reflectance distribution functions. In Ertl et al. [17], pp. 079–088.

MQ:2002:SM[55] MCCOOL M. D., QIN Z., POPA T. S.: Shader metaprogramming. In Ertl et al. [17], pp. 057–068.

GH01:065-072:2001[56] MCCOOL M. D., WALES C., MOULE K.: Incremental and Hierarchical Hilbert Order Edge Equation
Polygon Rasterization. In Akeley and Neumann [2], pp. 65–72.

MB:2002:RHF[57] MEINDS K., BARENBRUG B.: Resample hardware for 3d graphics. In Ertl et al. [17], pp. 017–026.

Computer Graphics & Knowledge Visualization, Graz University of Technology, Austria 16.3.2008

http://diglib.eg.org/publications/bibdatabase
http://www.cgv.tugraz.at/


EG DL – Bibliography Database: egws-gh.bib 3

MK:2002:ARI[58] MEI NER M., KANUS U., WETEKAM G., HIRCHE J., EHLERT A., STRASSER W., DOGGETT M.,
PROKSA R.: A reconfigurable interactive volume rendering system. In Ertl et al. [17], pp. 137–146.

EGGH05-proc[59] MEISSNER M., SCHNEIDER B.-O. (Eds.):. Graphics Hardware (Los Angeles, California, 2005), Euro-
graphics Association.

EGGH06:031-038:2006[60] MOERSCHELL A., OWENS J. D.: Distributed Texture Memory in a Multi-GPU Environment. In Harris
et al. [31], pp. 31–38.

MA:2003:TFO[61] MORELAND K., ANGEL E.: The fft on a gpu. In Doggett et al. [16], pp. 112–119.

GH01:025-032:2001[62] MORETON H.: Watertight Tessellation using Forward Differencing. In Akeley and Neumann [2],
pp. 25–32.

EGGH06:095-101:2006[63] MUNKBERG J., AKENINE-MÖLLER T., STRÖM J.: High Quality Normal Map Compression. In Harris
et al. [31], pp. 95–101.

EGGH07:37-40:2007[64] MUNKBERG J., OLSSON O., STROEM J., , AKENINE-MOELLER T.: Tight Frame Normal Map Com-
pression . In Segal and Aila [80], pp. 37–40.

EGGH07:73-80:2007[65] NAM B.-G., LEE J., KIM K., LEE S. J., YOO H.-J.: A Low-Power Handheld GPU using Logarithmic
Arithmetic and Triple DVFS Power Domains . In Segal and Aila [80], pp. 73–80.

EGGH07:25-36:2007[66] NEHAB D., SANDER P. V., LAWRENCE J., TATARCHUK N., ISIDORO J. R.: Accelerating Real-Time
Shading with Reverse Reprojection Caching . In Segal and Aila [80], pp. 25–36.

EGGH05:105-110:2005[67] OLANO M.: Modified Noise for Evaluation on Graphics Hardware. In Meißner and Schneider [59],
pp. 105–110.

OK:2003:ASL[68] OLANO M., KUEHNE B., SIMMONS M.: Automatic shader level of detail. In Doggett et al. [16],
pp. 007–014.

GH01:095-098:2001[69] OLANO M., MUKHERJEE S., DORBIE A.: Vertex-based Anisotropic Texturing. In Akeley and Neu-
mann [2], pp. 95–98.

OK:2002:CRA[70] OWENS J. D., KHAILANY B., TOWLES B., DALLY W. J.: Comparing reyes and opengl on a stream
architecture. In Ertl et al. [17], pp. 047–056.

PD:2003:PMO[71] PURCELL T. J., DONNER C., CAMMARANO M., JENSEN H. W., HANRAHAN P.: Photon mapping on
programmable graphics hardware. In Doggett et al. [16], pp. 041–050.

EGGH05:053-062:2005[72] PURNOMO B., BILODEAU J., COHEN J. D., KUMAR S.: Hardware-Compatible Vertex Compression
Using Quantization and Simpli cation. In Meißner and Schneider [59], pp. 53–62.

GH01:041-046:2001[73] RASKAR R.: Hardware Support for Non-photorealistic Rendering. In Akeley and Neumann [2], pp. 41–
46.

EGGH07:40-48:2007[74] RASMUSSON J., HASSELGREN J., AKENINE-MOELLER T.: Exact and Error-bounded Approximate
Color Buffer Compression and Decompression . In Segal and Aila [80], pp. 40–48.

GH01:017-024:2001[75] REZK-SALAMA C., SCHEUERING M., SOZA G., GREINER G.: Fast Volumetric Deformation On
General Purpose Hardware. In Akeley and Neumann [2], pp. 17–24.

GH2004:035-044:2004[76] RIFFEL A., LEFOHN A. E., VIDIMCE K., LEONE M., OWENS J. D.: Mio: Fast Multipass Partitioning
via Priority-Based Instruction Scheduling. In Harris and Luebke [30], pp. 35–44.

SW:2002:SAH[77] SCHMITTLER J., WALD I., SLUSALLEK P.: Saarcor - a hardware architecture for ray tracing. In Ertl
et al. [17], pp. 027–036.

GH2004:095-106:2004[78] SCHMITTLER J., WOOP S., WAGNER D., PAUL W. J., SLUSALLEK P.: Realtime Ray Tracing of
Dynamic Scenes on an FPGA Chip. In Harris and Luebke [30], pp. 95–106.

EGGH06:061-066:2006[79] SCHRODERS M. F. A., VAN GULIK R.: Quadtree Relief Mapping. In Harris et al. [31], pp. 61–66.

EGGH07-proc[80] SEGAL M., AILA T. (Eds.):. Graphics Hardware (San Diego, California, USA, 2007), Eurographics
Association.

EGGH06:053-060:2006[81] SEGOVIA B., IEHL J. C., MITANCHEY R., P ROCHE B.: Non-interleaved Deferred Shading of Inter-
leaved Sample Patterns. In Harris et al. [31], pp. 53–60.

GH2004:065-064:2004[82] SEN P.: Silhouette Maps for Improved Texture Magnification. In Harris and Luebke [30], pp. 65–74.

EGGH07:97-106:2007[83] SENGUPTA S., HARRIS M., ZHANG Y., OWENS J. D.: Scan Primitives for GPU Computing . In Segal
and Aila [80], pp. 97–106.

GH2004:085-094:2004[84] SHEAFFER J. W., LUEBKE D., SKADRON K.: A Flexible Simulation Framework for Graphics Archi-
tectures. In Harris and Luebke [30], pp. 85–94.

EGGH06:009-016:2006[85] SHEAFFER J. W., LUEBKE D. P., SKADRON K.: The Visual Vulnerability Spectrum: Characterizing
Architectural Vulnerability for Graphics Hardware. In Harris et al. [31], pp. 9–16.

EGGH07:55-64:2007[86] SHEAFFER J. W., LUEBKE D. P., SKADRON K.: A Hardware Redundancy and Recovery Mechanism
for Reliable Scientific Computation on Graphics Processors . In Segal and Aila [80], pp. 55–64.

Computer Graphics & Knowledge Visualization, Graz University of Technology, Austria 16.3.2008

http://diglib.eg.org/publications/bibdatabase
http://www.cgv.tugraz.at/


EG DL – Bibliography Database: egws-gh.bib 4

EGGH06:017-026:2006[87] SHI W., LEE H.-H. S., YOO R. M., BOLDYREVA A.: A Digital Rights Enabled Graphics Processing
System. In Harris et al. [31], pp. 17–26.

GH01:099-107:2001[88] SHIN H.-C., LEE J.-A., KIM L.-S.: SPAF: Sub-texel Precision Anisotropic Filtering. In Akeley and
Neumann [2], pp. 99–107.

SG:2003:MMI[89] SHIUE L.-J., GOEL V., PETERS J.: Mesh mutation in programmable graphics hardware. In Doggett
et al. [16], pp. 015–024.

GH2004:107-114:2004[90] SOHN J.-H., WOO R., YOO H.-J.: A Programmable Vertex Shader with Fixed-Point SIMD Datapath
for Low Power Wireless Applications . In Harris and Luebke [30], pp. 107–114.

GH2004:075-084:2004[91] STEWART J., BENNETT E., MCMILLAN L.: PixelView: A View-Independent Graphics Rendering
Architecture. In Harris and Luebke [30], pp. 75–84.

EGGH07:81-88:2007[92] STRENGERT M., KLEIN T., ERTL T.: A Hardware-Aware Debugger for the OpenGL Shading Language
. In Segal and Aila [80], pp. 81–88.

EGGH07:49-54:2007[93] STROEM J., PETTERSSON M.: ETC2: Texture Compression using Invalid Combinations . In Segal and
Aila [80], pp. 49–54.

EGGH05:063-070:2005[94] STRÖM J., AKENINE-MÖLLER T.: iPACKMAN: High-Quality, Low-Complexity Texture Compression
for Mobile Phones. In Meißner and Schneider [59], pp. 63–70.

EGGH06:087-094:2006[95] SUSSMAN M., CRUTCHFIELD W., PAPAKIPOS M.: Pseudorandom Number Generation on the GPU.
In Harris et al. [31], pp. 87–94.

GH2004:055-064:2004[96] WEI L.-Y.: Tile-Based Texture Mapping on Graphics Hardware. In Harris and Luebke [30], pp. 55–64.

EGGH05:007-014:2005[97] WEXLER D., GRITZ L., ENDERTON E., RICE J.: GPU-Accelerated High-Quality Hidden Surface
Removal. In Meißner and Schneider [59], pp. 7–14.

EGGH05:081-090:2005[98] WHITTED T., KAJIYA J.: Fully Procedural Graphics. In Meißner and Schneider [59], pp. 81–90.

GH01:073-080:2001[99] WITTENBRINK C. M.: R-Buffer: A Pointeriess A-Buffer Hardware Architecture. In Akeley and Neu-
mann [2], pp. 73–80.

EGGH06:067-077:2006[100] WOOP S., MARMITT G., SLUSALLEK P.: B-KD Trees for Hardware Accelerated Ray Tracing of
Dynamic Scenes. In Harris et al. [31], pp. 67–77.

Computer Graphics & Knowledge Visualization, Graz University of Technology, Austria 16.3.2008

http://diglib.eg.org/publications/bibdatabase
http://www.cgv.tugraz.at/


<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /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 /Error
  /CompatibilityLevel 1.4
  /CompressObjects /Tags
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /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 true
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
    /AgencyFB-Bold
    /AgencyFB-Reg
    /Arial-Black
    /Arial-BoldItalicMT
    /Arial-BoldMT
    /Arial-ItalicMT
    /ArialMT
    /ArialNarrow
    /ArialNarrow-Bold
    /ArialNarrow-BoldItalic
    /ArialNarrow-Italic
    /ArialRoundedMTBold
    /BlackadderITC-Regular
    /BodoniMT
    /BodoniMTBlack
    /BodoniMTBlack-Italic
    /BodoniMT-Bold
    /BodoniMT-BoldItalic
    /BodoniMTCondensed
    /BodoniMTCondensed-Bold
    /BodoniMTCondensed-BoldItalic
    /BodoniMTCondensed-Italic
    /BodoniMT-Italic
    /BookAntiqua
    /BookAntiqua-Bold
    /BookAntiqua-BoldItalic
    /BookAntiqua-Italic
    /BookmanOldStyle
    /BookmanOldStyle-Bold
    /BookmanOldStyle-BoldItalic
    /BookmanOldStyle-Italic
    /BookshelfSymbolSeven
    /BradleyHandITC
    /CalisMTBol
    /CalistoMT
    /CalistoMT-BoldItalic
    /CalistoMT-Italic
    /Castellar
    /CenturyGothic
    /CenturyGothic-Bold
    /CenturyGothic-BoldItalic
    /CenturyGothic-Italic
    /CenturySchoolbook
    /CenturySchoolbook-Bold
    /CenturySchoolbook-BoldItalic
    /CenturySchoolbook-Italic
    /ComicSansMS
    /ComicSansMS-Bold
    /CopperplateGothic-Bold
    /CopperplateGothic-Light
    /Courier
    /Courier-Bold
    /Courier-BoldOblique
    /CourierNewPS-BoldItalicMT
    /CourierNewPS-BoldMT
    /CourierNewPS-ItalicMT
    /CourierNewPSMT
    /Courier-Oblique
    /CurlzMT
    /DfW5Printer
    /DfW5PrinterBold
    /EdwardianScriptITC
    /Elephant-Italic
    /Elephant-Regular
    /EngraversMT
    /ErasITC-Bold
    /ErasITC-Demi
    /ErasITC-Light
    /ErasITC-Medium
    /EstrangeloEdessa
    /FelixTitlingMT
    /ForteMT
    /FranklinGothic-Book
    /FranklinGothic-BookItalic
    /FranklinGothic-Demi
    /FranklinGothic-DemiCond
    /FranklinGothic-DemiItalic
    /FranklinGothic-Heavy
    /FranklinGothic-HeavyItalic
    /FranklinGothic-Medium
    /FranklinGothic-MediumCond
    /FranklinGothic-MediumItalic
    /FrenchScriptMT
    /Garamond
    /Garamond-Bold
    /Garamond-Italic
    /Gautami
    /Georgia
    /Georgia-Bold
    /Georgia-BoldItalic
    /Georgia-Italic
    /Gigi-Regular
    /GillSansMT
    /GillSansMT-Bold
    /GillSansMT-BoldItalic
    /GillSansMT-Condensed
    /GillSansMT-ExtraCondensedBold
    /GillSansMT-Italic
    /GillSans-UltraBold
    /GillSans-UltraBoldCondensed
    /GloucesterMT-ExtraCondensed
    /GoudyOldStyleT-Bold
    /GoudyOldStyleT-Italic
    /GoudyOldStyleT-Regular
    /GoudyStout
    /Haettenschweiler
    /Helvetica
    /Helvetica-Bold
    /Helvetica-BoldOblique
    /Helvetica-Oblique
    /Impact
    /ImprintMT-Shadow
    /Kartika
    /Latha
    /LucidaConsole
    /LucidaSans
    /LucidaSans-Demi
    /LucidaSans-DemiItalic
    /LucidaSans-Italic
    /LucidaSans-Typewriter
    /LucidaSans-TypewriterBold
    /LucidaSans-TypewriterBoldOblique
    /LucidaSans-TypewriterOblique
    /LucidaSansUnicode
    /MaiandraGD-Regular
    /Mangal-Regular
    /MicrosoftSansSerif
    /MonotypeCorsiva
    /MSOutlook
    /MSReferenceSansSerif
    /MSReferenceSpecialty
    /MVBoli
    /Oc_020
    /Oc_021
    /Oc_030
    /Oc_200
    /Oc_210
    /Oc_211
    /Oc_220
    /Oc_221
    /Oc_251
    /Oc_260
    /Oc_270
    /OCRAbyBT-Regular
    /OCRAExtended
    /OCRB10PitchBT-Regular
    /PalaceScriptMT
    /PalatinoLinotype-Bold
    /PalatinoLinotype-BoldItalic
    /PalatinoLinotype-Italic
    /PalatinoLinotype-Roman
    /Papyrus-Regular
    /Perpetua
    /Perpetua-Bold
    /Perpetua-BoldItalic
    /Perpetua-Italic
    /PerpetuaTitlingMT-Bold
    /PerpetuaTitlingMT-Light
    /Pristina-Regular
    /Raavi
    /RageItalic
    /Rockwell
    /Rockwell-Bold
    /Rockwell-BoldItalic
    /Rockwell-Condensed
    /Rockwell-CondensedBold
    /Rockwell-ExtraBold
    /Rockwell-Italic
    /ScriptMTBold
    /Shruti
    /SureThingDVDSymbolsII
    /SureThingSymbols
    /Sylfaen
    /SymbolMT
    /Tahoma
    /Tahoma-Bold
    /Times-Bold
    /Times-BoldItalic
    /Times-Italic
    /TimesNewRomanPS-BoldItalicMT
    /TimesNewRomanPS-BoldMT
    /TimesNewRomanPS-ItalicMT
    /TimesNewRomanPSMT
    /Times-Roman
    /Trebuchet-BoldItalic
    /TrebuchetMS
    /TrebuchetMS-Bold
    /TrebuchetMS-Italic
    /Tunga-Regular
    /TwCenMT-Bold
    /TwCenMT-BoldItalic
    /TwCenMT-Condensed
    /TwCenMT-CondensedBold
    /TwCenMT-CondensedExtraBold
    /TwCenMT-Italic
    /TwCenMT-Regular
    /Ucs_020
    /Ucs_021
    /Ucs_030
    /Ucs_200
    /Ucs_210
    /Ucs_211
    /Ucs_220
    /Ucs_221
    /Ucs_251
    /Ucs_260
    /Ucs_270
    /Verdana
    /Verdana-Bold
    /Verdana-BoldItalic
    /Verdana-Italic
    /Vrinda
    /Webdings
    /Wingdings2
    /Wingdings3
    /Wingdings-Regular
    /WP-MultinationalAHelve
    /WP-MultinationalARoman
    /WP-MultinationalBCourier
    /WP-MultinationalBHelve
    /WP-MultinationalBRoman
    /WP-MultinationalCourier
    /ZapfDingbats
    /ZWAdobeF
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 300
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages false
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 300
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages false
  /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 false
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 300
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages false
  /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 false
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages false
  /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 (None)
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName ()
  /PDFXTrapped /False

  /CreateJDFFile false
  /Description <<
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000410064006f006200650020005000440046002065876863900275284e8e9ad88d2891cf76845370524d53705237300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef69069752865bc9ad854c18cea76845370524d5370523786557406300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /DAN <>
    /ESP <>
    /FRA <>
    /ITA <>
    /JPN <FEFF9ad854c18cea306a30d730ea30d730ec30b951fa529b7528002000410064006f0062006500200050004400460020658766f8306e4f5c6210306b4f7f75283057307e305930023053306e8a2d5b9a30674f5c62103055308c305f0020005000440046002030d530a130a430eb306f3001004100630072006f0062006100740020304a30883073002000410064006f00620065002000520065006100640065007200200035002e003000204ee5964d3067958b304f30533068304c3067304d307e305930023053306e8a2d5b9a306b306f30d530a930f330c8306e57cb30818fbc307f304c5fc59808306730593002>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020ace0d488c9c80020c2dcd5d80020c778c1c4c5d00020ac00c7a50020c801d569d55c002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken die zijn geoptimaliseerd voor prepress-afdrukken van hoge kwaliteit. 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 best suited for high-quality prepress printing.  Created PDF documents can be opened with Acrobat and Adobe Reader 5.0 and later.)
    /DEU <>
  >>
  /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 /ConvertToCMYK
      /DestinationProfileName ()
      /DestinationProfileSelector /DocumentCMYK
      /Downsample16BitImages true
      /FlattenerPreset <<
        /PresetSelector /MediumResolution
      >>
      /FormElements false
      /GenerateStructure false
      /IncludeBookmarks false
      /IncludeHyperlinks false
      /IncludeInteractive false
      /IncludeLayers false
      /IncludeProfiles false
      /MultimediaHandling /UseObjectSettings
      /Namespace [
        (Adobe)
        (CreativeSuite)
        (2.0)
      ]
      /PDFXOutputIntentProfileSelector /DocumentCMYK
      /PreserveEditing true
      /UntaggedCMYKHandling /LeaveUntagged
      /UntaggedRGBHandling /UseDocumentProfile
      /UseDocumentBleed false
    >>
  ]
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [595.001 842.000]
>> setpagedevice


