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Super King Derby

Features:

1. This game has "Coin In", "Coin Out", "Key In", and "Key Out"
functions, and can be connected with Card Reader.
2. There are eight horses in each game.
3. The player can bet two different ways, win and quinella.
WIN: A win bet is a bet on the first place horse.
QUINELLA: A quinella bet is a bet on the first and second place
horse regardless of the order.

4. The maximum odd is ¥ 999.

5. It can be an interface card operated by computer keyboard or mouse.
Or it can be a regular Arcade machine operated by joystick.

6. Each machine can have two players.

7. It has the "DOUBLE-UP" function.

System requirement:

1. O.S.: Microsoft Windows 98SE (Install DirectX7a or below; Direct 8 is
not acceptable). Use Express Installation and avoid using it with
useless software, especially updated multi-media software.

. CPU: Pentium-II1 /AMD K6-2 350MHz or above.

. RAM: 64M or above.

. Hard disk space: 6.4GB or above

. Motherboard: 1 or more ISA slot

. Sound card: PCI DirectSound with accelerative function.

. VGA card:

AGP: GE-Force2MX or TNT I1-32MB or above.
PCI: S3 with 3D accelerative function.
8. Limitation: Win 2000 and Windows NT are not recommended.
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1. Booting (Power Up)

When you power on, the system will start to boot up. It takes
approximately 30 to 40 seconds to start the game. You will see a series
of pictures shown on the screen until you see the odds board coming

with a fanfare sound effect.

TR |
Chesmmi Moseh

KING DERBY

Fig.1 Initial Pictures on the Screen

Note:

1. When you see an error message, please turn the power off.

2. Wait 10 seconds then power on again.

3. If error message keep showing on the screen, please check inner pages

for problem solving.

2. Display Mode

If there's no player playing the game (0 credits), the game will go to
display mode. The display mode will alternate between initial screens

and the first game re-play. If the game was played then it will show the
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odd board, the race footage, and the optional bonus game as fig. 2.

Fig.2 Initial Screen, Odd Board and Bonus Game

3. How to play Super Kingderby

There are eight horses in each game. The player can bet two
different ways, win and quinella.

WIN: A win bet is a bet on the first place horse.

QUINELLA: A quinella bet is a bet on the first and second place
horse regardless of the order. Different cells on the screen represent

different bets.
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WIN (A) QUINELLA (A)

1 1-2
30 150
(B) (O) B) (©

The cells on the screen include three parts as above pictures show:
(A) Horse (B) Odds (C) Bet
The furthest left column represents the win bets (bet for the first
place) and the other column is for quinella bets (bet for the first two
places).
© To place a bet, the player uses the four direction buttons or joystick to
select a cell then hits the bet button to increase the bet. As the
player increase his bet, the credits on the bottom of the screen will be
decreased.
® As the player adds additional bets on the other cells, the sum of the
total bet will be displayed on the bottom of the screen.
© The player may cancel the bet by selecting the cell and hit the
"cancel" button. After that, the bet will be re-set and the player's
credits will be returned.
® When the player has finished placing his bets and started the game, he
can no longer cancel his bets. But player can add his bet any time.
OFor two-player version, when one player hits start, the other player has

10 seconds to enter the game.
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4. Race
The race starts with a view of all the horses in the gates. The horses

are coded by the same colors in each race. When the race begins, the
camera view will change periodically. Players can see the player's bet,
the numbers of the first three horses, and the player's current earnings on
the screen. These items on the screen will be renewed in real time.
So a player may win at some point during the race but then lose by the
end of the race. The player may hit start any time during the race
and the race will stop and jump directly to show the final results.

The player's winnings will be calculated by multiplying his bet by the
odds.

5. Completion of Race

To play the bonus game, the player hits the START button. The

ball will come out from the center of the game board and start to spin

very fast. The ball will spin until the player hits START/STOB.  The

ball will then stop on one of the wheel positions. If the ball stops on a
position marked "bomb", the player will lose his winnings. The gray
spots are winners for which will either multiply or added the player's
winnings by some number. The possible winnings are: x1, x2, x4, x8,
and +100.

If the player wins in the bonus game, he can continue to play by

hitting , or can return to the race by hitting ‘START/ STOH. When

the player loses at the first time, he can be returned to the race.
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6. Payout of Credits
The player can cash out by pressing the PAYOUT] button. Either

the hopper will begin to dispense coins or the printer will begin to print

tickets depending on the type of the game machines. Any new memory
inserted at this time will go to the creditors and will not be part of the

cash out.

7. Configuration/Setup

The operator can enter the setup mode by pressing the setup button
during the attract mode of the game. Depending on the cabinet, the
setup button will usually either be an internal button or an external key
switch.

In the setup mode, the operator will see the operation menu as fig.3:

OPTION MENU v;0001

GAME CONFIG [t
VOLUME SET

TEST BUTTONS

Fig.3 Operation Menu

Displayed on the option menu, will be counters for power ups and
setup.

Power Counter : The number of times that game software has been

started.
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Setup Counter : The number of changes made from the game internal

Configuration menu. If you have made changes 3
times, the counter will be increased by 3.

Menu Navigation : Use the joystick or the 4 direction buttons to move

the cursor. Press the button will enter the

selection. Press |[STOP will exit the setup mode.

8. Meters ( Menu of total record )

QQooannena
COIN IN

OOO0o0D (00] o000 (952
COIN OUT COIN IN

PO
COIN OuT

OOODOnO (6

ATTEND OUT

DOOHON | (5§ BOnonnoe 1 I00nn0o2 1

ATTEND COIN § ATTEND OUT | ATTEND COIN

0D00000895]0000000 146 | 00000 (4310000000907
TOTAL BET | TOTAL WIN TOTAL BET | TOTAL WIN

Fig.4 Tables of Meters

Attend : Clears out or zeros the "Since Reset" meters.

Stop : Exit the meters menu then return to the option menu.

METERS : The meters on the left side of the screen are the period
counters and only reflect the total for the history of

the machine and it can not be reset.

Coin In : Total coins paid into the machine.
Coin Out : Total coins paid out from the machine.
Attend Out : Total KEYOUT amount by the attendant.

Attend Coin : The equivalent amount of cash paid out by the attendant.
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Value = Attend out %+ Coin Value

For example: if you set up 1Coin=5 dollars then Attend Out = 500. It
means that Attend Coin = 500 + 5=100
Total Bet : Total credits wagered or bet.

Total Win : Total credits won.
There are S meters on the machine:
OCoin In
@ Coin Out
© Attend Out
O@Total Bet

O Total Win

9. Game Configuration Setup

CONFIGURATION SETUP

Coin value 0

--- Coins for start 10
Min bets/cell 1
steps of bet 1
-+« Max bets/cell 99
+++ Min bets/game 1
--«+- Probability % 90
--- Max odds rate 500
JackPeot NO 300
Forced out enable

-+ Attendant coins 250
enable
enable

right

00
00
0o
Attend use enable
- NU 0
- AU 7
start Game

Fig.5 Table of Configuration Setup
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<Up> : Moves the cursor up.

<DOWN> : Move the cursor left.

<LEFT> : Increment the current setting.

<RIGHT> : Decrement the current setting.

<STOP> @ Exit game configuration without saving any changes.

<BET> - Exits, saving all changes.

EXPLANATIONS FOR GAME CONFIGULATION

Some options have another number at the right side. This number
tells how many times the option has been changed. Each time an
option is modified, the procedure will show on the screen. When under
the option of START GAME and want to modify "number of players,
you have to exit the menu and wait about 10 seconds. Then turn off the

machine and wait few more seconds before re-turning it on.

SETTINGS
1 - COIN VALUE : Number of credits per coin (1...250)

2 = COIN FOR START : Minimum amount of coins to insert to play
(1...10)
3 = MIN BET : Minimum bet per winning combination (1...50)
4 = STEPS OF BET : Number of credits per bet (1...50)
5 = MAXBET/CELL : Maximum bet per winning combination (
1...99)
6 = MIN BETS/GAME : Minimum combinations allowed to play (

9 Super King Derby User’s Manual



1...100)
7 = PROBABILITY : Percentage (80...100)
8 = MAX ODDS RATE : Maximum odds rate (100...1000)
9 = JACKPOT NO. : Winnings in credits adjustable ( 100...25000 )
that will be considered as a JACKPOT.
10 = FORCED OUT :

ENABLE—When a winning equal or exceed the amount set as
point 9(Jackpot), it will happen. The machine will
pay automatically the amount of coins adjusted as
point 11: ATTENDANT USE.

ATTENTION: If the option is enabled, the bonus game can only
be played for the winnings lower than the JACKPOT
NO.

DISABLE—Bonus game can be played for all winnings

including JACKPOT.

The machine does not pay anything automatically. The winnings
are transferred to the credit meter. The machine will pay the amount
for attendant use by pushing START and COLLECT buttons and a
CALL ATTENDANT will be necessary if the option of ATTENDANT
USE is no effect.

11 2> ATTENDANT COINS :
Maximum value paid by the hopper (0...10,000).
If this value is 0 then "Hopper Empty" will appear on the screen

and will "Call Attendant" to pay.
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12 = STOP RACING :

Options of allowing or not to stop the race after playing 5 seconds
as soon as the first 3 horses appear on the screen.

13 = BONUS GAME :
Options of allowing or not to play the bonus game: DISABLE or

ENABLE.
18 > ATTENDANT USE :

ENABLE—When a player wins a JACKPOT and the machine
"Call Attendant" then the amount discounted will be
only what he won. The credits will remain on the
CREDIT METER.

DISABLE—When a player wins a JACKPOT and the machine
"Call Attendant", the amount discounted will be what

he won plus credits. (WIN+CREDITS)
21 = START GAME : I or 2 players

10. Volume Adjustment

VOLUME SET

PLAY RACE é

B 10GO TITLE
/ JACKPOT % :

Fig. 6 Table of Volume Setting
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<UP> Move cursor up

<DOWN> Move cursor down
<RIGHT> Increment value

<LEFT> decrement value

<STOP>  Exit without saving changes

<BET>  Exit and save all the changes
Buttons: The volume of the button sound. [0...15]

Play race: The volume of the race sound effect. [0...15]
Logo title: The volume of Logo [0...15]
Jackpot: The volume of Jackpot [0...15]

11. Test Buttons

TEST BUTTON

BET | STOP| BET | STOP|
PAY | ONCL | PAY | ONCL |

Fig.7 Table of Test Buttons

The operator can test his/her control panel buttons and his coin or

bill acceptor. When a button on the control panel is pressed, the

corresponding button on the screen will blink. If player insert coins,

the "IN" button on the screen will blink. To exit, press [TEST

gain.
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12. System Architecture

_____________________________________

¢ Main Game Machine
5

l Protector |

Pentium PC

Main Board

(1/0 CARD),

= ==

Interface Cable

|| L] 1Y L
e Speaker SRl I Co B

Fig.8 System Architecture

As indicated by the above picture, button panel, and hopper are

connected to the I/O interface Card. The function of I/O interface cards

is responsible for hopper output and coin input. The I/O interface card

1s connected to PC via the ISA bus.
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30
31
32
33
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13. 1/O Mapping A :
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JDR3A JDR1B JDR2C

1 [UPSW (1P) 22|UPSW (2P) 43|TOTAL COIN METER

2 |DOWN SW (1P) 23|DOWN SW (2P) 44/ TOTAL HOPPER METER

3 |LEFTSW (1P) 24|LEFT SW (2P) 45|TOTAL ATTENDANT METER

4 |RIGHT SW (1P) 25|RIGHT SW (2P) 46|TOTAL BET METER

5 [BETSW (IP) 26|BET SW (2P) 47|TOTAL WIN METER

6 |START/STOP (1P) 27 |START/STOP (2P) 48|BET SW LIGHT

7 |PAYOUT SW (1P) 28 [PAYOUT SW (2P) 49|START SW LIGHT

8 |CANCEL SW (1P) 29|CANCEL SW (2P) 50 ATTENDANT LIGHT

9 |COININSENSOR 1 (1P) |30|COININ SENSOR 1 (2P) |[51|UP/DOWN/LEFT/RIGHT/PAY
COIN 1 COIN 1 OUT/CANCEL SW LIGHT

10|COIN OUT SENSOR (1P) |31|COIN OUT SENSOR (2P) |52|HOPPER ROTATE ( 1P)
HP. SW HP. SW SSR

11 |COIN IN SENSOR 2 (1P)  |32|COIN IN SENSOR 2 (2P) |53|HOPPER ROTATE (2P)
COIN 2 COIN 2 SSR

12 |[SETTING KEY SW 33 54

13 |ATTENDANT KEY SW 34 55|+12v

14 35 56|+12V

15 36 57|+ 12V

16 37 58|+ 12V

17 38 59|GND

18 39 60|GND

19 40 61|GND

20|TX 41 62|GND

21 |RX 42

15
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14. I/O Mapping B :

Part side Solder Side
GND 1A GND
GND 2|B GND
+5V 3|C +5V
+5V 4D +5V
BET SW LIGHT 51E START SW/ LIGHT
+12V 6 | F +12V
ATTENDENT SW LIGHT 7 | G [PAY/CANCEL SW LIGHT
TOTAL COIN METER 8 |H TOTAL BET METER
TOTAL HOPPER METER 911 TOTAL WIN METER
SP (+) 10] J SP (—)
TOTAL ATTEN METER 111K
R 12| L G
B 13|M S
GND 14| N
1PKEY IN 15]0 2PKEY IN
1P COIN 16| P 1P COIN
1P START/STOP 17/Q 2P START/STOP
1P UP 18| R 2P UP
1P DOWN 19| S 2P DOWN
1P LEFT 20| T 2P LEFT
1P RIGHT 211U 2P RIGHT
1P BET 22|V 2P BET
1P CANCEL 23|W 2P CANCEL
1P PAY 24| X 2P PAY
SETTING KEY SW 25|Y ATTENDENT SW
1P SSR 26| Z 2P SSR
1P HP. SW 27| a 2P HP. SW
TX 28| b RX
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15. Account Checking

This system provides two ways of account checking.
OChecking METERS:
TOTAL COIN METER
TOTAL HOPPER METER
TOTAL BET METER
TOTAL WIN METER
TOTAL ATTENDENT METER
@Checking Computer Records:
To check the last 10 games and computer records
A. Under 0 bet, turn KEY LOCK then press and push 2P
Joystick at the same time you can check the last time games. If
you want DOWN to check the bet, operate the direction of joystick
shown on the right side of the screen. Pull the joystick "UP" to
check last game and Push the joystick "DOWN" to check the next
game. Press to back to the main screen.
B. Under 0 bet, turn KEY LOCK then press and push 2P
Joystick UP at the same time you can check the last time games you

can check the computer record. Press START] to back to the main

SCrecn.

C. Under 0 Credit (CREDIT=0) , turn KEY LOCK then press

KEYOUT| and push 2P Joystick UP at the same time you will see

item B. Turn the Joystick to the Right side and HOLD it then press

, you can transfer the computer account record (Company
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Machine Only).
If you don't have Company Machine Meters, the machine will give
you an error message and reset the machine but all the records will be

kept. (Warning: This machine doesn't have this function.)
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Features: ’ .

1. This game has "Coin Ii¥, "Goin Out", "Key In", and *Key OUtfURetionssandican also be
conng&p’d 'w_ "er * . . i : :
2. There are eighth s in each game. When the el o &

the camera viewsof horse racing wi
The player'sibet, the number ¢
the player's nt earning
3. The player et twaldifferent way
WIN: A win b a'be e first place :
" QQ_INEIEI:‘A: _ﬂ"# d bet is a bet on the firs|
 placethorse, regardless of the order. -
4. The player's winnings are calculated by multiplyingithe
“bet by the odds. The maximum odds rate is 1000.
5. It can be a computer interface card operated by
computer keyboard or mouse. It can also be a
regular Arcade machine PCB operated by joystick.
6. Each machine can have either one or two players.

o ¥ o A e

Super King Derby
ISA PC Interface Card

7.1t has the "DOUBLE-UP" function, !
8. It can be connected to either home TV set d-ﬁm s
(AV / S Input) or computer manitar for display. - /"-

: ; o

System Requirement: \
1.0.8.; Microsoft Windows 98SE (Install DirectX7a or belo\n‘r‘; g%
Direct 8 is not acceptable). Use Express Installationand

avoid using it with useless software, especially updated

multi-media software.
2.CPU: Pentium 1 /AMD K&-2 350MHz or above. . -
3.RAM: 64M or above. —- ‘
4 Hard disk space: 6.4GB or above.
5.Motherboard: 1 or more ISA slot. - ;
6.Sound card: PCI Direct Sound with accelerative function.
7 VGA card: .

AGP: GE-Force2MX or TNT 11-32MB or above.

PCI: $3 with 3D accelerative function.
8.Limitation: Win 2000 and Windows NT are not recommended.

18 Super King Derby User’s Manual




<<
  /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
  ]
  /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 <>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020b370c2a4d06cd0d10020d504b9b0d1300020bc0f0020ad50c815ae30c5d0c11c0020ace0d488c9c8b85c0020c778c1c4d560002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /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.)
  >>
  /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 [2400 2400]
  /PageSize [612.000 792.000]
>> setpagedevice


