
PLAY, GAME, WORLD: ANATOMY OF A VIDEOGAME 

Damien Djaouti1&2, Julian Alvarez1&2, Jean-Pierre Jessel1, Gilles Methel2 

1IRIT, Université Toulouse III, France, 2Université Toulouse II, France. 
djaouti@irit.fr, alvarez@irit.fr, jessel@irit.fr, methel@univ-tlse2.fr 

KEYWORDS 
videogames, rules, gameplay, typology, classification. 
 
ABSTRACT 
This paper is part of an experimental approach aimed to 
study the nature of videogames. We will focus on 
videogames rules in order to try to understand the anatomy 
of a videogame. 
Being inspired by the methodology that Propp used for his 
classification of Russian fairy tales, we have cleared out 
recurrent diagrams within rules of videogames. 
We then analyzed these rules diagrams by using the 
definition of a game drawn by Salen & Zimmerman, which 
led us to propose a definition for the nature of gameplay. 
Through an additional analysis, we will be able to propose a 
typology of videogames rules which extends the typology 
proposed by Frasca. 

INTRODUCTION 

This paper is part of an experimental approach aimed to 
study the nature of videogames, through the definition of 
what “gameplay” is. The first step of our methodology is to 
elaborate a classification suited to videogames. 
 
We could consider videogames as applications interacting 
with players:  
 

 
Fig. 1. Interaction cycle involving a player and a videogame 

 
Among the variety of available definitions suited to 
“Interactivity”, we will refer to the one proposed by Chris 
Crawford[1]: “A cyclic process in which two active agents 
alternately (and metaphorically) listen, think and speak.” 
 
Within this paper, we will focus on the “machine” side of the 
cycle: for now, we won't study the player’s role in the 
construction of a gaming situation. 
 

If we isolate the “computer” part of the videogame 
interaction cycle, we obtain a simple structural diagram 
divided into three parts (figure 2): “Input”, a collection of 
devices allowing the user to express choices. These choices 
are then evaluated by the rules of the “Compute” part, in 
order to produce a “result”. This result is finally 
communicated to the player through “Output” devices. 
 

 
Fig. 2. Structural parts of a videogame 

Our approach is deeply influenced by the work of Propp[5], 
who raised a formal classification of Russian fairytales.  
As the usefulness of narrative concepts to study videogames 
is still controversial, please notice that we only borrowed the 
methodology from Propp’s studies, not his results. 
Indeed, Propp’s methodology can be viewed as an interesting 
way to study any corpus from a formal level of analysis.  
 
We then chose to apply his methodology to videogames, in 
order to try to identify formal aspects in our corpus. We 
especially focused on the study of videogames rules, which 
are managed by the “Compute” part. 
 
Our previous researches[3][4] have shown strong 
recurrences within rules of a large number of videogames. 
These recurrences are exposed in the first part of this article. 
In the second part we will analyze these recurrences to try to 
draw a typology of videogames rules, as an additional step 
toward the analysis of videogame’s anatomy. 
 
A RULES-BASED VIDEOGAME 
CLASSIFICATION  

Gameplay Bricks 

In accordance to the methodology used by Propp, we have 
developed a tool, named “V.E.Ga.S.” (Video & Electronic 
Games Studies), that will allow us to index and to analyze a 
large number of videogames.  
We hoped this tool could help us observe eventual recurrent 
aspects likely to become criteria of a classification.  



We based our analysis on an as large time range as possible, 
in order to limit the influence of technical evolution on the 
results we may observe. 
 
With this tool and a list of 588 videogames, we propose a 
first step for the development of a classification criterion: we 
have emphasized “Gameplay bricks”, a kind of 
“fundamental elements” whose different combinations seem 
to be able to cover the gameplay of videogames (figure 3). 
 

 
Fig. 3. The ten Gameplay bricks discovered as of now 

After analysis[3] we noticed that every “Gameplay brick” 
represents a “recurrent diagram” within the rules of 
videogames.  
For example, in two games such as “Pacman” and “Space 
Invaders” we will find the following kind of rules: 

-  “If Pacman does not avoid ghosts, then destroy 
Pacman” 

-  “If spaceship does not avoid enemy's shot, then 
destroy spaceship”. 

 
We notice a very strong similarity between these rules and 
we can therefore consider they are both built on the 
following template: “If player element does not avoid a 
hostile element, then there is a negative feedback towards 
the player element.” 
 
Hence, this diagram is the definition of a “Gameplay brick”, 
the AVOID brick. For now, we have identified ten 
“Gameplay bricks” built upon the same principle (figure 3). 
 
For example, the “Gameplay bricks” featured in “Pac-man” 
are: “MOVE”, meaning player can move an avatar, 
“AVOID” for the Ghosts you have to avoid, “DESTROY” 
for the dots you have to eat, and “MATCH” because you 
have to match each dot’s spatial position to destroy it. 
 
But you can also find these bricks in a racing game such as 
“Need for Speed Carbon”: MOVE a car, AVOID opponents, 
and MATCH on checkpoints you have to DESTROY. When 
reached, a checkpoint becomes “out of the game” and is not 
reachable anymore, so it can be considered as “destroyed” 
just like any dot eaten by Pacman. 
 

    
Fig. 4. Pacman (1980) and Need for Speed Carbon (2006). 

 
As they feature identical “Gameplay bricks”, “Pacman” and 
“Need for Speed Carbon” are gathered in the same family. 

Nevertheless, if you look closely, these two games are still 
different: Pacman moves in two dimensions while you drive 
the car in a three-dimensional city, the way ghosts chase 
Pacman is different from opponent cars behaviour in Need 
for Speed…  
 
Differences between these games are related to two issues: 

- The abstraction level required by the bricks, which 
are built upon “rules template”.  
For example the “Move” brick covers either 2D or 
3D spatial movements. 

- Rules not covered by the bricks: in order to build an 
efficient classification we couldn’t make a brick for 
every existing rule template. 

 
We then had to limit the number of Gameplay bricks, by 
trying to identify the most recurrent rules diagrams within 
our corpus.  
Besides the recurrent factor, we also took in consideration 
the nature of rules: we focused our efforts on rules related to 
player actions, meaning we limited our classification to rules 
related to the game goal and to the means of reaching it. 

Metabricks 

Nevertheless, the total number of “combinations” obtainable 
through these bricks remains quite large. 
Interestingly enough, we have noticed that some couples of 
bricks were found very often in a large number of games. 
 
We named those couple of bricks “Metabricks” and after the 
study of games featuring one or two “metabricks”, we gave 
them quite meaningful names: MOVE and AVOID became 
“DRIVER”, while the association of SHOOT and 
DESTROY became “KILLER” (figure 5). 
 

 
Fig. 5. The two identified Metabricks 

 
These “metabricks” seems empirically related to the core 
challenges proposed by videogames. Hence, they are the 
second component of our classification: they can classify the 
families obtained through the use of “Gameplay Bricks”. 
 
Two families featuring the same metabricks but different 
additional bricks seem to present a variation of a same core 
challenge. For example, the families of the games “Pacman” 
and “Frogger” have a difference on the DESTROY brick: 
Pacman has to swallow pastilles and thus to destroy them, 
whereas Frog’s only objective is to cross a busy road. 
 
To summarize, we have identified “Gameplay Bricks” 
representing “recurrent rules templates” within 
videogames. According to these bricks, we have elaborated a 
classification based on “families” of videogames. 
A “family” gathers games with identical “Gameplay bricks” 
combinations. These families can then be classified upon the 
presence of some pairs of bricks named “MetaBricks” in 
their bricks combination. 



ANATOMY OF A VIDEOGAME 

Our classification raised several “recurrent rules” within 
videogames, which seems to be an interesting first step to 
study videogames rules.  
We will now focus on these “recurrent rules”, and try to 
analyze them by looking back to the definition of a game. 

Definition of game 

We start the second step of our analysis with the definition of 
a game according to Katie Salen and Eric Zimmerman[2]: 
“An activity with some rules engaged in for an outcome”. 
Hence, Salen and Zimmerman consider a game as an activity 
defined by two elements: the rules and the result, the latter 
one coming from a previous goal. 

« Some rules » 
If we consider that a videogame takes place in a virtual 
universe, we can also consider that this universe is composed 
by several “elements”, in the broadest sense.  
 
For example, in soccer, a game that can be played both as 
videogame and as sport, the universe is composed by the 
different elements featured in a match: players, pitch, goals 
and ball. 
 
All these elements are then driven by the “rules” of the 
game, alike the elements that constitute our own universe are 
driven by physical and behavioural laws. 
From a “soccer” point of view, these rules are the physical 
rules defining the movement of several elements, for 
example the gravity applied to ball and players. 
But soccer rules also feature loads of “game rules”, such as 
the one which specifies that the goalkeeper is the only player 
able to use his hands to hit the ball.  
All these rules together seem to build a “field of possible 
actions” that may happen during a soccer match. Salen & 
Zimmerman call it “the space of possibility”. 

« An outcome » 
According to the definition above, a game proposes an 
outcome. Talking about an outcome imply judgment of the 
player performance. But in order to judge, you need a 
reference. In a game the reference is defined by the goal that 
the players have to reach. 
For soccer, the goal of the game, identical for each team, is 
to bring the ball into the goal of the opposing team. The 
“goal” and “goalkeeper” words are thus very explicit. 
 
As shown in a previous article [3], we could also consider 
the goal of the game as a rule, a special rule of course: this 
rule will simply have to state “endgame”, by announcing the 
outcome when some conditions are fulfilled. 
 
In our soccer example, the game is “reset” when the ball 
enters into one of the goals, and the score of the team who 
thrown the ball in is increased by one point.  
Even though a match usually lasts 90 minutes, the game 
outcome isn’t related to time only: the winning team is the 
team with the highest score after 90 minutes of play. 

Hence, the outcome of a soccer play is tied to the goal of this 
game, which is to throw the ball into the opposing goal. 
 

 
Fig. 6. Elements, rules and goal in soccer 

Different kinds of rules 
If the goal of a game is also a part of the game rules, does it 
means different “kinds” of rules exist? 
The work of Gonzalo Frasca seems to indicate so, especially 
the typology of videogame rules he proposed [6]: 

- “Manipulation rules”, defining what the player can 
do in the game. 

- “Goal Rules”, defining the goal of the game. 
- “Metarules”, defining how a game can be tuned or 

modified. 
 
For now we will put aside the “Metarules”, which leads us to 
the following conclusion: within rules of a game, some rules 
define a goal while other rules offer means to reach it. 
 
As different kinds of rules exist, and as “Gameplay bricks” 
are based upon “rule templates”, the following question 
emerges: On what kind of rules are the bricks based on? 

Game rules and Play rules 

After a close analysis of the “rules templates” which define 
the bricks[7], we observe that some characteristics are shared 
by several bricks. Indeed, we may divide them as below:  
 
A first category of bricks seems to be based on a principle 
that one would formulate in the following way: “to listen to 
Input and consequently to carry out modifications on the 
game elements”.  
 
A second category would rather correspond to: “to observe 
the game elements in order to return an evaluation of the 
quality of the previous modifications”.   
 
We here find principles very close to two of the types of 
rules evoked by Frasca: the first category approaches the 
definition of “Manipulation rules”, whereas the second one 
seems to be related to “Goal Rules”.  
 
But, from our point of view, the difference between these 
two categories of bricks is tied to the difference between the 
two words “Play” and “Game”.  
Indeed, bricks from the first category, as they are related to 
Input, can be connected to the word “Play”, whereas bricks 
from the second category are tied to goal and by extension to 
Output, so are rather related to the word “Game” (figure 7). 



 
Fig. 7. « Play » or « Game » related bricks[8] 

The difference between bricks of the two categories appears 
all the more clear when we consider that they are not in 
direct relation: the two categories of bricks “interact” trough 
“game elements”: “Play” bricks modifies them, and “Game” 
bricks observes the modifications made by the first ones. 
 
Moreover, if we look back to the “Metabricks”, namely 
DRIVER and KILLER, we notice that they are composed by 
a “Play brick” associated to a “Game brick”: 
 

 
Fig. 8. Play brick + Game Brick = Metabrick 

We therefore feel that the “Game Brick” refers to a goal to 
reach whereas the “Play Brick” seems to represent a mean 
(or a constraint) to reach this goal. 
For example, DRIVER, asks the player to avoid colliding 
with some elements, and allows the player to move its avatar 
in order to do so. In the same way KILLER asks to destroy 
elements, though projectiles that the player can shoot/throw. 
 
As these “Metabricks” represents pairs of “GamePlay 
bricks” that we identified in a large number of videogames, 
we propose the following definition of gameplay:  
Gameplay emerges from the association of “Game rules”, 
stating a goal to reach, with “Play rules”, defining means 
and constraints to reach this goal. 

An extended typology of videogame rules 

So far, we have been able to identify two kinds of rules: 
“Play” and “Game”, related to “Manipulation” and “Goal” 
kinds of rules proposed by Frasca.  
 
But this typology seems incomplete. For example, we miss 
the “metarules” category proposed by Frasca. As this kind of 
rules is dedicated to the modification of the game rules, we 
can consider them as “meta game rules” instead of “game 
rules”. Hence, we will temporarily exclude them from our 
typology, as we first intend to focus on “game rules”. 

Nevertheless, there is still a missing kind of “game rules”: 
the rules able to automatically move the game elements, such 
as A.I. scripts or Physics engines. 
 
The solution to this issue may be related to this observation: 
all these “missing rules” share a common kind of “effect” 
(action), namely modifying the state of the game elements. 
 
As “Play” rules feature the same particularity, we may be 
tempted to include these rules in our “Play” category. But 
“Play” rules share another feature: they are connected to 
input, whereas our “missing rules” are not. Indeed, Physics 
or A.I. engines are able to modify the state of game 
elements, while not directly triggered by player inputs. 
 
Moreover, the kind of triggers (conditions) featured in these 
“missing rules” seems very close to the triggers used by 
“Game” rules: they are both triggered by game elements.  
But “Game” rules effects are connected to output, whereas 
our “missing rules” are not. 
 
To summarize, our “missing rules” are not related to either 
“Play” or “Game” kinds of rules, but share similarity with 
both of them. 
We should then create an additional rule category in order to 
include these missing rules into our rules typology.  
The definition of this new category will be “rules observing 
the state of game elements and modifying them accordingly”. 
 
We propose to call this new kind of rules “World rules”, as 
these rules allow the game universe to “live” by itself. 
Indeed, the “World rules” aren’t related to player, whereas 
“Play” and “Game” rules are. 
 
We are now able to propose an extended topology of 
videogame rules:  

- “Play rules”, acting on game elements according to 
player’s input. 

- “Game rules”, watching the state of game elements 
in order to judge player’s performance. 

- “World rules”, running the simulation which allows 
the virtual game world to “come to life”. 

 
These three kinds of rules aren’t in direct relation, they are 
“communicating” through the game elements. 
We can even extend our “input / compute / output” diagram 
(figure 2) in order to illustrate the way this typology of rules 
works inside the “Compute” part: 
 

 
Fig. 9. Typology of videogame rules inside the “Compute” part. 

 



CONCLUSION 

In order to analyze the nature of videogames, our approach 
focuses on game rules. 
 
Being inspired by the methodology that Propp[5] used for his 
fairytales classification, we started a quantitative analysis of 
videogames. This methodology allowed us to elaborate a 
classification based on “recurrent templates of games 
rules”. These templates are formalized into a fundamental 
element called “GamePlay bricks”. 
 
By gathering videogames sharing the same bricks into 
“families”, we noticed that some pairs of bricks were used 
way more often than the others. We called this statistical 
association of two bricks “Metabricks”. 
 
The discovery of “GamePlay bricks” and “rules templates” 
which define them results in a promising step towards a 
theoretical tool to analyse gameplay. 
 
Starting from “game design theory” researches conducted by 
Salen & Zimmerman[2] and Frasca[6], we then propose an 
extended typology of rules used in videogames, alongside 
with a definition of “gameplay” through videogames 
mechanics. 
 
This theoretical model is aimed to improve the 
comprehension of how a videogame is designed. 
However, as stated in introduction, this model is built after 
an analysis of the “mechanics”[9] of videogames, which 
means this article deals with a specific part of videogame 
studies: videogames as formal systems. 
 
This formal apprehension of the nature of videogames is 
intended to lead to a different approach on game design. 
 
Hence, the next step of our study will involve the 
implementation of the typology of videogames rules 
presented here into an “experimental game”.  
This game will present a clear distinction between each kind 
of rules, and will allow the player to easily add, remove or 
modify the rules through the manipulation of “GamePlay 
bricks”. 
 
We will also continue the “top-down” approach exposed in 
the first part of this article, through the improvement of our 
videogame indexation tool.  
We are modifying it in order to propose a collaborative 
version of our videogame classification, freely accessible on 
the Internet.  
 
You may then freely propose, evaluate or even consult 
information about any videogame on the following website: 
 

http:///www.gameclassification.com 
 
 
 
 
 

ACKNOWLEDGEMENTS 

Authors wish to thank Jean-Yves Plantec and Martial Bret 
from “Iode” Company, for their point of view on the concept 
of “brick”, as well as Stéphane Bura, Art Director at 
10Tacle Studios, who directed us toward a great number of 
references. 
We also offer many thanks to Annika Hammarberg for the 
translation of this paper from French to English, and to 
Rashid Ghassempouri for his general help and thoughts in 
our earlier works about the videogame classification. 

REFERENCES 

[1] Crawford C., “Chris Crawford on Game Design”, New Riders, 
2003. 

[2] Salen K., Zimmerman E., “The Rules of Play”, MIT Press, 
2003. 

[3] Djaouti D., Alvarez J., Jessel J.P., Methel G., Molinier P., 
“Towards a classification of videogames”,  AISB2007, Bristol - 
Scotland, 2007. 

[4] Alvarez, J., Djaouti, D., Ghassempouri, R., Jessel, J.P., Methel, 
G., “Morphological study of the video games”, CGIE2006, 
Perth - Australia, 2006. 

[5] Propp, V., “Morphologie du conte”, Seuil, 1970. 
[6] Frasca G., “Simulation versus Narrative: Introduction to 

Ludology”, in The Videogame Theory Reader, Routledge, 2003. 
[7] Djaouti D., Alvarez J., Jessel J.P., Methel G., Molinier P., “The 

nature of gameplay: a videogame classification”,  
Cybergames2007, Manchester - United Kingdom, 2007. 

[8] A side note about the different bricks we have identified. Since 
the paper presenting the first version of V.E.Ga.S., some bricks 
have been modified. You will notice that the bricks TIME and 
SCORE were removed. The COLLECT brick was merged with 
DESTROY. The POSITION brick was extended in the form of 
MATCH. Last but not least, the ANSWER brick was split into 
two bricks: SELECT and WRITE. More detail on the bricks 
modifications is presented in [3]. 

[9] An obvious reference to the “Mechanics, Dynamics, Aesthetics” 
model presented in: Hunicke R. & LeBlanc M. & Zubek R., 
“MDA: A Formal Approach to Game Design and Game 
Research”, Nineteenth National Conference on Artificial 
Intelligence, 2004. 



<<
  /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


