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The interest in the influence of videogame experience on our daily life is constantly growing.
"First Person Shooter” (FPS) games require players to develop a flexible mindset to rapidly

react to fast moving visual and auditory stimuli, and to switch back and forth between different
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INTRODUCTION

In the last decade the gaming industry has seen a rapid growth,
as did the number of their customers. Exciting new technologies
are available and the variety of games available is enormous, so
that players can be found at any age and socio-economical back-
ground. This has raised the interest of scientists, who often focus
on the influence of videogame experience on our daily behavior,
especially with regard to particularly violent games. Politicians and
main-stream media are mostly concerned about (possible, but not
yet scientifically confirmed) extreme social and behavioral effects,
such as violence or addiction, guided by the famous tragic cases in
high-school amok run teenagers in the USA and, recently, also in
Germany, who were used to play “First Person Shooter” games.

Compared to the amount of attention these possible negative
effects receive, very little research has been done on possible positive
effects that videogame experience might have on cognitive skills and
abilities. Recent studies on the differences in cognitive skills between
video-game players (VGPs) and non-video-game players (NVGPs)
have shown surprising and theoretically interesting effects on various
perceptual tasks. Trick et al. (2005) found VGPs to outperform NVGPs
in visually tracking multiple moving objects across a display crowded
with distracters. VGPs also showed better performance in both easy
and difficult visual search tasks (Castel et al., 2005). Green and Bavelier
(2003,2006a,b,2007) demonstrated that videogame experience mod-
ulates different aspects of visual selective attention. A flanker compat-
ibility task was used to measure an increase in attentional capacity
and an adapted “useful field of view” task assessed the critical areas of
the visual field. The results showed that VGPs performed better than
NVGPs across the whole field of view. Importantly, attention was also
affected in NVGPs that were trained for several months on action
videogames, confirming the causal role of gaming experience.

The new generation of “First Person Shooter” (FPS) games
(compared to older generation games) are not just about pressing
one button at the right moment, but require the players to develop
a flexible mindset that allows them to engage in complex scenarios,

subtasks. This study investigated whether and to which degree experience with such videogames
generalizes to other cognitive-control tasks. Video-game players (VGPs) and individuals with little
to no videogame experience (NVGPs) performed on a task switching paradigm that provides a
relatively well-established diagnostic measure of cognitive flexibility. As predicted, VGPs showed
smaller switching costs (i.e., greater cognitive flexibility) than NVGPs. Our findings support the
idea that playing FPS games promotes cognitive flexibility.

Keywords: videogame, task-switching, cognitive flexibility

to rapidly react to moving visual and sudden acoustic events, and
to switch back and forth between different subtasks. The goal of the
present study was to test the hypothesis that gaming is associated
with a general and generalizable enhancement of cognitive flex-
ibility. If so, more extensive experience with videogames should be
associated with better performance on a task that requires mental
flexibility, such as task switching (Miyake et al., 2000; Monsell,
2003). Switching from one task to another requires the reconfigura-
tion of the cognitive task set, a process that has often been found
to delay reaction time on the first post-switch trial — the so-called
task-switching costs (Allport et al., 1994). If playing FPS games
would indeed be associated with higher flexibility, VGPs should
show smaller task-switching costs than NVGPs.

MATERIALS AND METHODS

PARTICIPANTS

Table 1 presents the participant characteristics. Thirty-four young
healthy adults served as participants, consisting of one group of
17 video-game players (VGPs) and 17 individuals with little to no
videogame experience (NVGPs). Participants were recruited among
students and through advertisements on internet forums mainly
visited by VGPs. VGPs met the following criteria: play video games
at least four times a week for a minimum period of 6 months.
Subjects playing mainly web-based puzzle games were excluded.
VGPs played on multiple platforms (PC, Xbox, Playstation and
Nintendo). VGPs participating in the study played mainly FPS
games, such as Call of Duty: Modern Warfare, Unreal Tournament,
Battlefield, and the very controversial Grand Theft Auto IV. All of
these games are situated in a 3D environment and require frequent
switching between multiple tasks.

APPARATUS AND STIMULI

The experiment was controlled by a Windows-operated computer
attached to a Philips 17” monitor. Responses were made by pressing
the “Z” or “?” of the QWERTY computer keyboard with the left and
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Table 1| Demographic characteristics, mean response latencies (in ms),
error rates (in percent), and switching costs (alternation - repetition) for
VGPs and NVGPs.

Variables (SE) VGPs NVGPs
Age 24 (3.5) 23 (4.5)
1Q 105 (6.5) 107 (4.8)
REPETITION

Reaction times (ms) 415 (21) 439 (21)
Error rates (%) 4.3(0.9) 4.2(0.9)
ALTERNATION

Reaction times (ms) 459 (27) 535 (27)
Error rates (%) 5.2(0.9) 2.6(0.9)
SWITCH COSTS

Reaction times (ms) 44* 96*
Error rates (%) 0.9 -1.6

Standard errors are presented in parentheses.
Ns: Non-significant difference.
Significant group difference; * p< 0.05, ** p< 0.01.

right index finger, respectively. The target stimuli were adopted
from Huizinga et al. (2006), and consisted of geometric figures.
Larger (global) rectangles/squares consisted of smaller (local) rec-
tangles or squares. Global stimuli (i.e., squares or rectangles; 93 x93
pixels or 41 x 189 pixels, respectively) were composed of many
smaller “local” stimuli (i.e., squares or rectangles; 21 x 21 pixels or
8 X 46 pixels, respectively). The space between the local elements
of a stimulus was three pixels. A global square consisted of 16 small
squares or 16 small rectangles; a global rectangle consisted of 16
small squares or 16 small rectangles. The “local” and “global” cues
were the same size as the global and local stimuli and were presented
at 189 pixels from the center of the computer screen.

PROCEDURE AND DESIGN

All participants were tested individually and completed a fluid-
intelligence test and the switching task. Individual IQ was deter-
mined by means of a 30-min reasoning-based intelligence test
(Raven’s Standard Progressive Matrices: SPM; Raven et al., 1988).
The SPM assesses the individual’s ability to create perceptual rela-
tions and to reason by analogy independent of language and formal
schooling; it is a standard, widely used test to measure Spearman’s
g factor and of fluid intelligence in particular.

Participants responded to randomly presented rectangles or
squares by pressing a left or right response button, respectively.
Three blocks of trials were administered, two training blocks in
which the instruction (global or local) was constant across all
trials, followed by the experimental block in which participants
switched between the global and the local task. In one of the two
training blocks, participants responded to the local figure, in the
other block they responded to the global figure. The order of the
training blocks was randomized across participants and each block
consisted of 50 trials. In the third block consisting of 160 trials,
participants alternated between predictable sequences of four
“local” and four “global” trials). A cue indicated to which dimen-
sion (global or local) the participants should respond. Cues that

related to the global (local) dimension consisted of a big (small)
square, presented at one side of the target stimulus, and a big
(small) rectangle, presented at the other side of the target stimulus
(see Figure 1). The color of cues and target was red. Both remained
on the screen until a response was given or 2500 ms had passed.
The time interval between presentation of the cue and of the target
stimulus varied between 400 and 500 ms and the interval between
responses and the next presentation of the cue varied between 900
and 1100 ms ms.

STATISTICAL ANALYSIS

Independent samples t-tests were performed to test Age and IQ
values between groups. Mean RTs and proportions of errors were
analyzed by means of ANOVAs using target level (global vs. local),
the congruency between the stimuli on the two levels (congruent
vs. incongruent), and task switch (i.e., same vs. different target
level as in previous trial: task repetition vs. alternation) as within-
and Group (VGPs vs. NVGPs) as between-participants factor. A
significance level of p < 0.05 was adopted for all tests.

RESULTS
No significant differences between the two groups were found for
age 1(32) = 1.47, p = 0.15 and 1Q, #(32) = 0.57, p = 0.57.

The reaction time analysis showed no evidence of a group
effect, F(1,32) = 2.47, p = 0.13, MSE = 71441.53,n?p = 0.07, but
the remaining three main effects were reliable (see Table 2). First,
the effect of switch, F(1,32) = 35.48, p < 0.0001, MSE = 9488.07,
Nn?p = 0.53, was due to that repeating the task allowed for faster
responding than switching between target levels (427 vs. 497 ms).
Second, the effect of target level, F(1,32) = 65.58, p < 0.0001,
MSE =2447.90,1?p = 0.67, reflected the well-known global prefer-
ence (Navon, 1977), that s, faster responses to globally than locally
defined targets (438 vs. 486 ms). Third, the congruency effect,
F(1,32) =23.74,p <0.0001, MSE = 2570.35,1*p = 0.43, indicated
interference from the non-target level, that is, faster responses if
the stimulus at the currently irrelevant level was congruent with
the present target than if that stimulus was incongruent (447 vs.
477 ms).

More important for present purposes, the size of the switch
effect varied with group, F(1,32) =4.92, p <0.05, MSE = 9488.07,
1n?p = 0.13. As suggested by Figure 2, switching costs were reli-
able for both VGPs and NVGPs, F(1,16) = 14.49, p < 0.001,
MSE = 4574.42, n’p = 0.47 and F(1,16) = 22.01, p < 0.0001,
MSE = 14401.71,m%p = 0.58, respectively (see Table 1). However,
as predicted, switch costs were reduced in VGPs. This reduction
was due to better performance on switch trials, suggesting that
videogame experience selectively targeted the condition in which
cognitive control was needed most. No other interaction was
reliable.

The analysis of the error rates revealed two reliable main
effects. First, the effect of congruency, F(1,32) = 38.51, p < 0.0001,
MSE =44.51,m% = 0.55, reflecting the interference of the irrelevant
target level, as indicated by a smaller proportion of errors on con-
gruent as compared to incongruent trials (1.5% vs. 6.7%). Second,
the effect of target level, F(1,32) = 7.08, p < 0.05, MSE = 40.19,
1n?p = 0.18, suggesting less errors to globally than locally defined
targets (3.1% vs. 5.1%). No other effect was significant.
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DISCUSSION
Our findings show that videogame experience is associated with
cognitive flexibility as measured by a task-switching paradigm:
VGPs showed smaller switching costs than NVGPs, suggesting
that they have better cognitive-control skills. As no significant
group differences were found for age or estimated IQ, we can
rule out an account of our results in these terms — which is an
important conclusion given the evidence that cognitive flexibility
varies with age (Kray et al., 2002) and fluid intelligence (Colzato
et al. 2006).

The observation that playing FPS games predicts performance on
arelatively well-established diagnostic index of cognitive flexibility
(Miyake et al., 2000; Monsell, 2003) may provide some support for

global target
(press left)

_— |
global cue
.
local target
- - (press right)
local cue
Time

FIGURE 1 | Sequence of events in a trial of the switch blocks.

the idea that videogame experience enhances cognitive flexibility
in general. Switching costs in tasks as used in the present study are
thought to consist of several components (e.g., Meiran et al., 2000).
One of the two major components (the preparatory component) is
reduced as the preparation interval increases and often eliminated
at long intervals (Meiran, 1996). The other major component is
considered to be “residual’, that is, resistant to preparation. Even
though there is no agreement in the field how to interpret these
residual costs (e.g., Altmann, 2003; Monsell, 2003), there is rather
strong evidence that they result from the involuntary, presumably
stimulus-triggered activation of the previous task set. For instance,
the size of residual switching costs is dramatically reduced if the
present stimulus is novel and has not yet been presented in the con-
text of a competing task (Waszak et al., 2003). Given that the cue—
target interval used in the present study was rather long, we assume
that video game experience affects, or is associated with, residual
switch costs — while our design was not suited to assess possible
effects on the preparatory component. We speculate that VGPs are
more efficient in controlling episodic memory structures and, thus,
in selectively activating and updating task sets. This idea would fit
with the recent demonstration that neurofeedback that enhances
neural synchronization in the frontal cortex leads to a more selec-
tive retrieval from episodic memory, including the suppression
of automatically retrieved but interfering episodic memory traces
(Keizer et al., 2010a,b).

An alternative explanation of our results may be that VGPs, who
are often accused of being antisocial or aggressive in the media,
might have been more intrinsically motivated than NVGPs to
accomplish the task. However, the data do not provide strong sup-
port for this possibility: even though VGPs were somewhat (but not
significantly) faster than NVGPs, they tended to be somewhat (but
not significantly) less accurate, suggesting that the overall perform-
ance in the two groups was rather comparable.

Table 2 | Means of mean reaction times for responses (RT; in ms) and percentages of errors (PE), as a function of group (VGPs vs.VGPs), task switch
(i.e., same vs. different target level as in previous trial: task repetition vs. alternation), target level (global vs. local) and the congruency between the

stimuli on the two levels (congruent vs. incongruent).

Variables (SE) VGPs

Switch Repetition Alternation

Target Local Global Local Global
Congruency Inc Con Inc Con Inc Con Inc Con

RT (ms) 447 (23) 421 (23) 403 (23) 387 (19) 499 (32) 473 (26) 450 (31) 413 (26)
PE (%) 9.3(2.3) 0.9(0.7) 4.7(1.2) 2.1(0.7) 1.1(2.8) 0.98(0.9) 74(1.6) 1.6(0.7)
Variables (SE) NVGPs

Switch Repetition Alternation

Target Local Global Local Global
Congruency Inc Con Inc Con Inc Con Inc Con
RT (ms) 479 (23) 453 (23) 420 (19) 405 (19) 586 (32) 533 (26) 533 (31) 493 (26)
PE (%) 85(2.3) 1.7(0.7) 4.2(1.2) 2.2(0.7) 70(2.8) 1.1(0.8) 1.3(0.9) 1.6(0.7)
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FIGURE 2 | Mean reaction times (ms) as a function of group (video-game
players [VGPs] vs. individuals with little to no videogame experience
[NVGPs]) and task switch (i.e., same vs. different target level as in previous
trial: task repetition vs. alternation). Standard errors of the difference
between Task Repetition and Alternation trials are represented by the error bars.

On the one hand, our observations fit with previous reports
of beneficial effects of videogame experience on cognitive skills
and abilities, such as needed for visual search (Castel et al.,
2005) and other visual tasks (Green and Bavelier, 2007). On the
other hand, however, it is interesting to note that we did not
find any impact of videogame experience on visual attention,
as indicated by the absence of interactions between group and
the global precedence effect, and between group and congru-
ency. This might suggest a reinterpretation of previous findings:
rather than low-level perceptual or vision-related attentional

processes per se, it might be executive control functions that are
improved by videogame practice. If so, experimental tasks may
reflect the beneficial effects of video gaming (only) to the degree
that they draw on control processes and central resources (e.g.,
perceptual decision-making and attentional control). Moreover,
it would be interesting to look whether this sort of training
effect (Minear and Shah, 2008) is specific to FPS games or
whether it could also be found in dynamic 3D games (as for
example Super Mario Galaxy 2) without aggressive content.
From preliminary results we are lead to believe that it is in
particular the first person perspective (as in the FPS games)
that allows for cognitive improvement, but more systematic
research on this issue is necessary.

Itis important to note that the causal relation between our obser-
vations and videogame experience may not be straightforward.
Indeed, we cannot exclude that preexisting neuro-developmental
factors may play a mediating role. For instance, individuals with a
genetic predisposition that favors executive control functions might
be drawn to video games more strongly, so that what looks like an
effect of practice might actually represent a kind of self-selection.
However, several studies in which NVGPs were trained for several
months on action videogame have shown strongly improved per-
formance in tasks requiring good spatial resolution in vision and
the efficient distribution of visual attention (Green and Bavelier,
2003, 2006a,b, 2007).

It seems of societal relevance to devote more research on the
functional significance of videogame experience for the adap-
tive control of behaviour, for example in healthy aging. Indeed,
training elderly with videogames may be a successful strategy to
compensate for losses in their ability to adapt and restructure the
cognitive system in response to changing situational demands —a
skill that is essential for almost all “functional” everyday behaviour.
The present findings also raise the question whether VGPs show
enhancements in other cognitive-control functions as well, such
as the inhibition of overt manual responses and the “updating”
(and monitoring of) working memory (WM) representations —
the remaining two of the three major control functions (Miyake
et al., 2000).

REFERENCES

Allport, D. A, Styles, E. A., and Hsieh,
S. (1994). “Shifting intentional set:
Exploring the dynamic control of
tasks,” in Attention and Performance
XV: Conscious and Nonconscious
Information Processing, eds C. Umilta
and M. Moscovitch (Cambridge,
MA: MIT Press, Bradford Books),
421-452.

Altmann, E. M. (2003). Task switching
and the pied homunculus: where are
we beingled? Trends Cogn. Sci. (Regul.
Ed.), 7,340-341.

Castel, A. D,, Pratt, J., and Drummond,
E. (2005). The effects of action video
game experience on the time course of
inhibition of return and the efficiency
of visual search. Acta Psychol. (Amst),
119, 217-230.

Colzato, L. S., van Wouwe, N. C.,
Lavender, T.,and Hommel, B. (2006).
Intelligence and cognitive flexibility:
Fluid intelligence correlates with
feature “unbinding” across perception
and action. Psychon. Bull. Rev., 13,
1043-1048.

Green, C. S.,and Bavelier, D. (2003). Action
video game modifies visual selective
attention. Nature 423, 534-537.

Green, C. S., and Bavelier, D. (2006a).
Enumeration versus multiple
object tracking: the case of action
video game players. Cognition 101,
217-245.

Green, C. S., and Bavelier, D. (2006b).
Effect of action video games on the
spatial distribution of visuospatial
attention. J. Exp. Psychol. Hum. Percept.
Perform., 32, 1465-1468.

Green, C. S., and Bavelier, D. (2007).
Action-video-game experience alters
the spatial resolution of attention.
Psychol. Sci., 18, 88-94.

Huizinga, M., Dolan, C. V., and Van
der Molen, M. W. (2006). Age-
related change in executive function:
Developmental trends and a latent
variable analysis. Neuropsychologia
44,2017-2036.

Keizer, A. W., Verment, R., and Hommel,
B. (2010a). Enhancing cognitive con-
trol through neurofeedback: a role of
gamma-band activity in managing
episodic retrieval. Neuroimage 49,
3404-3413.

Keizer, A. W,, Verschoor, M., Verment, R.,
and Hommel, B. (2010b). The effect of
gamma enhancing neurofeedback on
measures of feature-binding flexibility

and intelligence. Int. J. Psychophysiol.
75,25-32.

Kray, J., Li, K. Z. H., and Lindenberger,
U. (2002). Age-related changes in
task-switching components: The role
of task uncertainty. Brain Cogn., 49,
363-381.

Meiran, N. (1996). Reconfiguration of
processing mode prior to task per-
formance. J. Exp. Psychol. Learn. Mem.
Cogn., 22,1423-1442.

Meiran, N., Chorev, Z., and Sapir, A.
(2000). Component processes in
task switching. Cogn. Psychol., 41,
211-253.

Minear, M., and Shah, P. (2008). Training
and transfer effects in task switching.
Mem. Cogn., 36, 1470-1483.

Miyake, A., Friedman, N. P, Emerson,
M. J., Witzki, A. H., Howerter, A.,

Frontiers in Psychology | Cognition

April 2010 | Volume 1 | Article 8 | 4



Colzato et al.

Videogame facilitates cognitive flexibility

and Wager, T. (2000). The unity
and diversity of executive functions
and their contributions to complex
“frontal lobe” tasks: A latent vari-
able analysis. Cogn. Psychol., 41,
49-100.
Monsell, S. (2003). Task switching. Trends
Cogn. Sci. (Regul. Ed.), 7, 134-140.
Navon, D. (1977). Forest before trees.
The precedence of global features in
visual perception. Cognitive Psych. 9,
353-383.

Raven, J. C., Court, J. H., and Raven, J.
(1988). Manual for Raven’s Progressive

Matrices and Vocabulary Scales.
London: Lewis.

Trick, L. M., Jaspers-Fayer, F, and Sethi,
N. (2005). Multiple-object tracking in
children: the “Catch the Spies” task.
Cogn. Dev., 20, 373-387.

Waszak, E, Hommel, B., and Allport, A.
(2003). Task-switching and long-term
priming: role of episodic stimulus-task
bindings in task-shift costs. Cogn.
Psychol., 46,361-413.

Conflict of Interest Statement: The
authors declare that the research was

conducted in the absence of any com-
mercial or financial relationships that
could be construed as a potential conflict
of interest.

Received: 23 February 2010; paper pend-
ing published: 27 February 2010; accepted:
17 March 2010; published online: 21 April
2010.

Citation: Colzato LS, van Leeuwen PJA,
van den Wildenberg WPM and Hommel B
(2010) DOOM’d to switch: superior
cognitive flexibility in players of first per-

son shooter games. Front. Psychology 1:8.
doi: 10.3389/fpsyg.2010.00008

This article was submitted to Frontiers
in Cognition, a specialty of Frontiers in
Psychology.

Copyright © 2010 Colzato, van Leeuwen,
van den Wildenberg and Hommel. This is
an open-access article subject to an exclu-
sive license agreement between the authors
and the Frontiers Research Foundation,
which permits unrestricted use, distribu-
tion, and reproduction in any medium,
provided the original authors and source
are credited.

www.frontiersin.org

April 2010 | Volume 1 | Article 8 | 5




<<
  /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
  /CreateJDFFile false
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.0000
  /ColorConversionStrategy /CMYK
  /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
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 300
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 500
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.00000
  /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 500
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.00000
  /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 false
  /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 <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000410064006f006200650020005000440046002065876863900275284e8e9ad88d2891cf76845370524d53705237300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef69069752865bc9ad854c18cea76845370524d5370523786557406300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /DAN <>
    /DEU <>
    /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.)
  >>
  /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 [612.000 792.000]
>> setpagedevice


