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Abstract—The Evolutionary Algorithm (EA) Sandbox is an 
Adobe® Flex®-based graphical user interface (GUI) that 
provides a visual demonstration of evolutionary algorithm 
simulations.  It allows the user to select EA parameters and 
algorithms (such as a basic genetic algorithm, biogeography-
based optimization, and opposition-based learning), run a 
simulation, and view the results after each generation.  The EA 
Sandbox is meant to be a learning tool and starting point for 
users, giving them the ability to examine how different 
parameters and algorithms perform for a number of common 
benchmark functions.  The EA Sandbox can also be easily 
extended to incorporate more algorithms and problem 
functions. 

Keywords—graphical user interface, evolutionary 
algorithm, genetic algorithm, biogeography-based 
optimization, opposition-based learning

I. INTRODUCTION

A graphical user interface (GUI) for evolutionary 
algorithms (EAs), a broader term encompassing genetic 
algorithms (GAs) [1], can help users quickly learn the effects 
that different parameters and algorithms have on solving 
certain problems.  There have been many GUIs written for 
EAs; the first ones appearing in the mid-1990’s [2]-[7].  
These GUIs were written in various languages and had many 
features in common.  They mainly focused on GAs, allowing 
the user to adjust parameters, run a simulation and view the 
results graphically.  There are also many toolboxes written 
for MATLAB® that include a GUI for EAs [8]-[10].  
Though the capabilities of MATLAB are quite powerful, it is 
expensive and not easily accessible to a large audience.  This 
inaccessibility was also common to the early GUIs, as they 
needed to be compiled locally or required a parent simulation 
software package to run.  The EA Sandbox was developed to 
provide easy access to such a tool, via any common web 
browser and the internet. 

The EA Sandbox was developed using the Flex® 
programming environment from Adobe®.  Flex incorporates 
two languages, MXML and ActionScript.  MXML is a user 
interface markup language that uses the now common 
Extensible Markup Language (XML) syntax.  ActionScript is 
a scripting language that can interact with the MXML-
generated components.  To one familiar with web 
development, these languages mimic the functionality of 

HTML and JavaScript, respectively.  To run a Flex 
application, it must be compiled into a Flash® application 
using a free compiler included in the Flex Software 
Development Kit (SDK), and can be run in any web browser 
with the Adobe Flash Player plug-in installed.1  The Flex 
SDK is open source under the Mozilla Public License, and is 
available for free from Adobe.  However, the EA Sandbox 
uses advanced visualization components only included with 
Adobe Flex Builder™ Pro, a commercial development 
environment.  This software is currently provided at no 
charge to students, faculty and staff of eligible educational 
institutions [11]. 

One example of a related Flex-based web application is 
the Genetic Algorithm Simulator [12], which demonstrates 
one example problem using a GA.  It has limited 
functionality, but provides a basic illustration of how a GA 
works and allows the user to modify common settings.  The 
EA Sandbox offers expanded functionality that includes 
multiple algorithms (currently a basic GA, biogeography-
based optimization, and opposition-based learning), more 
problem functions (currently 11) and parameter settings, and 
population statistics graphing.  It should be noted that these 
Flex-based applications are not meant to replace simulation 
software, but simply give an introduction to the field of EAs. 

The goal of the EA Sandbox is to provide an easily 
accessible learning tool that inspires users (especially 
students) to learn more about EAs by giving them the ability 
to see an EA simulation in action.  The EA Sandbox includes 
many of the common features included in other GUIs, and 
provides a framework for users to add their own EAs and 
problem functions.  This paper describes the design and 
usage of the EA Sandbox, and also includes a tutorial for 
extending the application.  Many of the common EA terms in 
this paper are explained by the references, and it is assumed 
that the reader is familiar with EAs in general. 
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Figure 1. Screenshot of the EA Sandbox

II. SOFTWARE DESIGN

A. Interactive Graphical Interface 
The graphic components of the interface are written in 

MXML and the routines executed when a user interacts with 
the components are written in ActionScript.  Every action a 
user can commit to the interface (i.e. click, drag, or mouse-
over) can be assigned a routine.  Buttons are assigned to call 
an ActionScript routine when they are clicked.  Another 
example is when the user selects a different algorithm tab, 
the parameter labels are changed to reflect the nomenclature 
of the selected algorithm. 

The user interface is divided into three sections, as seen 
in Fig. 1: a graph of objective value plots, a current 
population table, and a control panel.  Status messages are 
displayed in the upper-right corner of the application.  The 
graph section contains plots of the statistics of a population 
(mean, maximum, and minimum objective value) versus the 
generation index of the population.  This section also 
provides many plot controls and settings.  The current 
population table at the upper right of the GUI lists all of the 
individuals of the current generation of the population, 
including their genotypes and objective values.  These 
sections may be viewed as “tiled” or “tabbed”, depending on 
the resolution of the computer monitor.  A tiled view is 
recommended for high resolutions and a tabbed view is 

recommended for low resolutions.  This option is presented 
upon loading of the application. 

The control panel at the bottom of the GUI is divided into 
three sections as well: evolution parameters, algorithm 
parameters, and simulation control.  The evolution 
parameters include stop conditions, population properties 
(size of population and size of genotype, i.e., problem 
dimension), problem parameters (objective function and 
phenotype range), and other common evolutionary 
simulation options.  The algorithm to be used in the 
simulation is selected from a tabbed list, with additional 
options for each algorithm under each tab.  Currently, the 
available algorithms include a basic GA, biogeography-based 
optimization (BBO) [13], and opposition-based learning 
(OBL) [14]-[15].  The simulation control bar at the bottom of 
the control panel allows the user to start, stop, and control the 
speed of the simulation so that evolutionary progress can be 
viewed in real time if desired.  There are also buttons that 
save and load all the simulation settings. 

B. Simulation 
The EA Sandbox uses bit strings for genotypes (as 

opposed to quaternary DNA in [12]) which are converted to 
decimal phenotypes during evaluation of the objective 
function.  The EA Sandbox could be modified to support 
other genotype encodings.  Major modifications are further 
discussed in Section IV. 
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The EA simulation is started by the user clicking the 
“Start” button.  This will call the ActionScript start routine, 
which begins the EA process as depicted in Fig. 2.  First, a 
population is randomly initialized according to the 
parameters set in the control panel.  This population is 
evaluated according to the selected objective function and 
assigned the resulting value using the evalPop routine.  The 
objective value can be defined as cost when the goal is to 
minimize, or fitness when the goal is to maximize (especially 
in the case of GAs).  The objective functions currently 
implemented in the EA Sandbox are a subset of the single 
objective functions used in [9] which include: De Jong’s 
function 1, axis parallel hyper-ellipsoid function, rotated 
hyper-ellipsoid function, moved axis parallel hyper-ellipsoid 
function, Rosenbrock’s valley (De Jong’s function 2), 
Rastrigin’s function, Schwefel’s function, Griewangk’s 
function, sum of different powers, Ackley’s Path function, 
and Michalewicz’s function. 

Figure 2. Process flow of an evolutionary algorithm 

The next step in the EA process is to create a new 
population from the old population, using methods defined 
by the selected algorithm.  The methods use the objective 
value of each individual to determine which individuals 
should be used to generate new individuals.  The new 
population is then optionally processed using the “common 
options” parameters, described in Section III.  This is all 
accomplished by the step routine.  Each time this step 
completes, it is called a generation.  Steps are executed by 
the user clicking the “Step” button, or automatically if the 
“Run Continuously” option is checked.  After each 
generation, the statistics plots will be updated on the graph 
and the current population table will display the new 
population.  At the end of the step routine, the 
stopConditions routine is called to check if any of the stop 
conditions have been met (see Section III-C), and if so, stops 
the simulation.  The simulation will also stop if the “Stop” 

button is clicked by the user.  After a simulation has been 
stopped, the addPlots routine is executed which renames the 
plots based on their run number and clears the “current” run 
plots. 

It should be noted that ActionScript executes in the user’s 
browser, and therefore can become a strain on the user’s 
computing resources.  For this reason, certain parameters 
have been restricted to reasonable maximum limits: 100 
generations, a population size of 100, 16 chromosomes per 
individual, and 16 bits per chromosome.  Otherwise, the 
simulation could cause the user interface to “freeze” due to 
the intense computation required by the simulation.  These 
limits can be easily modified by changing the maximum
attribute for each parameter control in the easandbox.mxml
file.  It should be noted that Adobe Flash Player running in 
Windows® Internet Explorer® seems to execute simulations 
faster than in a plug-in based browser.  For complex 
simulations requiring large populations or generations, stand-
alone simulation software should be used.  Again, the EA 
Sandbox is meant to be a learning tool and starting point for 
further exploration. 

III. EA SANDBOX USAGE

Usage of the EA Sandbox is meant to be very simple and 
self-explanatory.  The interface provides many tool-tips 
which pop-up during a mouse-over of certain items, such as 
checkboxes and buttons.  These tool-tips contain a detailed 
description of the item and how selecting the item will affect 
the interface or simulation.  In this section, each interface 
item and simulation option will be described in detail. 

A. Current Population Table 
The current population table lists all the individuals, or 

islands in the case of BBO, of the current generation.  For 
each individual, its concatenated genotype bit string and 
corresponding objective value are displayed.  The genotype 
and phenotype for each chromosome (or called suitability 
index variable [SIV] in the case of BBO) of an individual can 
be viewed by double-clicking on the listing.  This will open a 
window which includes a drop-down box containing the 
index of each chromosome.  When a user selects a 
chromosome, its genotype and phenotype are displayed.  
This window can be closed by clicking the “X” in the upper 
right hand corner. 

B. Statistics Graph 
The statistics graph contains plots of the mean, 

maximum, and minimum objective values versus generation 
for each simulation.  The current simulation (or “run”) 
statistics are displayed first in the legend, and completed runs 
are displayed below the current run.  Each run is given a 
sequential number, which can be reset only by reloading the 
application in the browser.  Data points can be viewed by 
mousing-over points on the plots. 

Plots may be shown or hidden by clicking on the 
corresponding legend item.  Clicking the “Show All” or 
“Hide All” will show or hide all the plots on the graph.  
Clicking the “Clear Hidden” button will remove hidden plots 
from the graph and clicking the “Clear All” button will 

585



remove all plots from the graph.  A removed plot may be 
added to the graph by selecting it from the drop-down list 
and clicking the “Add” button.  If the “Autoscale” checkbox 
is selected, the axes of the graph will scaled to fit the visible 
plots as they are toggled.  This may be accomplished 
manually by clicking the “Scale to Fit” button. Users may 
also zoom in on a specific section by using the mouse to 
draw a selection rectangle on the graph.  The “Auto-add” 
checkboxes allow the user to decide whether or not to add a 
current run plot to the graph after the run completes. 

Clicking the “Export” button will open a window with 
comma-separated values for each of the completed 
simulation plots shown.  This data may be copied to a text 
editor and saved for import.  Clicking the “Import” button 
will open a window into which saved text can be pasted.  
Clicking the “Import” button within this window will add the 
saved plots to the graph.  Users using Flash Player versions 
greater than 10 are able to save and open plots to and from 
local files with a default file extension of .eas.

C. Control Panel 
As mentioned before, the control panel is divided in the 

three sections: evolution parameters, algorithm parameters, 
and simulation control.  The first set of evolution parameters 
are stop conditions.  If any of the stop conditions are met, the 
simulation will stop.  The first and most common stop 
condition is the generation limit.  The other stop conditions 
compare the population statistics to a limit or magnitude of 
objective value change between generations. 

The next set of evolution parameters are the population 
properties.  These define the population size, number of 
chromosomes per individual, and bits per chromosome.  
Limits are currently imposed on these settings to insure 
stable execution of the simulation, as mentioned in Section 
II. 

The problem that the EA attempts to solve is defined by 
the problem parameters.  The objective function is selected 
from the drop-down list, and the definition of each can be 
found by clicking the “?”, which links to [8].  The domain of 
the problem is defined by the phenotype ranges, which can 
be applied individually to each chromosome, or applied to all 
chromosomes if the “Apply to All” option is checked. 

The next set of parameters is common to most EAs.  
Mutation probability is the probability that a bit will be 
complemented in a genotype.  Clearing duplicates will 
replace duplicate individuals in the population with random 
individuals, which are not, however, guaranteed to be unique 
in the population.  Using Gray coding will encode the binary 
genotypes in Gray code, also known as reflected binary code.  
Using elitism will copy the best individual of the old 
population to the new population at each generation.  The 
selection strategy determines the pool of individuals used to 
select the new population, where  is the old population and 
 is the evolved population.  Specifically, μ,  selects from 

and μ+  selects from both. 

The second section of the control panel involves the 
selection of the algorithm and its parameters.  With Basic 
GA selected, properties of the algorithm are displayed along 

with two options: “Crossover Probability (per chromosome)” 
and “Always Use Stud”.  A crossover probability of one 
guarantees crossover, as the single-point crossover will not 
occur at either end of the chromosome.  Always using the 
stud will use the fittest individual of the population as a 
parent in the generation of a new individual [16].  With BBO 
selected, the immigration and emigration probability 
functions can be chosen.  A graph is also displayed, plotting 
the probabilities versus rank.  Plots representing relative cost 
or fitness will change each time the population changes.  
With OBL selected, the point of reflection and the reflection 
method can be chosen. 

The last section of the control panel allows the user to 
control the simulation.  Clicking the “Start” button will 
initialize the population and evaluate each individual’s 
objective value.  The next generation will be created only if 
the “Run Continuously” option is checked, or if the “Step” 
button is clicked.  The “Step Delay” slider will adjust the 
delay time between generations if the simulation is running 
continuously.  Any of the settings can be changed between 
generations.  This allows the user to try different parameters 
that can “hone in” on the best solution.  For example, one set 
of parameters may find an optimal solution range, but not 
find the best solution.  Changing the parameters during a 
simulation may allow the algorithm to find the best solution 
faster than if the parameters are not changed. 

The simulation will stop if any of the stop conditions are 
met, or the user clicks the “Stop” button.  The “Save” and 
“Load” buttons can be used to export and import control 
panel parameters, similar to importing and exporting plots. 

IV. SOFTWARE EXTENDIBILITY

The EA Sandbox not only allows users to compare 
existing parameters, algorithms, and problem functions, but 
can also be extended to include custom parameters, 
optimization algorithms, and problem functions.  Using the 
current source code as a framework, the user can customize 
the EA Sandbox to demonstrate a unique evolutionary 
algorithm simulation.  This section provides some guidelines 
for extending the EA Sandbox. 

The EA Sandbox is written in a loose implementation of 
the Model-View-Controller (MVC) framework [17].  The 
global variables and common functions are contained in the 
EASModel.as file (the model).  The statistics graph, current 
population table, and algorithms are separate MXML 
components in the views folder (with the main MXML 
application, the view).  The simulation is controlled using the 
start, step, and stopRequest routines located in the 
EASController.as file (the controller).  The main application 
(easandbox.mxml) can be accessed by creating an 
ActionScript Object variable from 
EASApplication(Application.application).  This variable has 
a model property which can be cast as an EASModel type 
variable from which the global variables and routines are 
accessed. 

A. Adding a Problem Function 
Adding a new problem function to the EA Sandbox 

involves two steps.  The first is to add the function to the 
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objective function drop-down list in the control panel.  This 
can be accomplished by adding an Object tag to the 
ComboBox control in the easandbox.mxml file.  The new 
function name (the label attribute of the Object) must be 
different than existing functions. 

Figure 3. Sample code for adding objective functions 

Next, the function must be added to the evalPop routine, 
also located in the EASController.as file as shown in Fig. 3.  
The mathematical expression for the function should be 
inserted as a case statement in the switch code block.  The 
maxObjFunc variable is set to true if the function is to be 
maximized or set to false if the function is to be minimized.  
Additional intermediate variables like j, k, sum1, and sum2
must be defined before the switch statement. 

B. Adding an Algorithm 
Adding a new optimization algorithm to the EA Sandbox 

involves two steps.  The first is to create a new MXML 
component in the views/algorithms folder.  The component is 
required to have an ActionScript routine called evolve 
defined that returns an evolved population given an old 
population.  Optional load  and save routines can be used to 
load or save settings specific to the algorithm.  An update
routine can also be included to provide updates to the 
component’s interface when changes are made in the main 
application.  The component should also contain the MXML 
that generates any necessary controls to configure the 
algorithm. The id attribute of each MXML control is used to 
retrieve its value in ActionScript for use in the simulation.  
The existing algorithms can be used as a guide. 

The  second step is to add the component to the 
TabNavigator control in the easandbox.mxml file using the 
algs namespace, as seen in Fig. 4.  The new algorithm will be 
displayed in the order placed in the TabNavigator code 
block. 

Figure 4. Sample code for adding an algorithm to the GUI 

C. Future Extensions 
The nature of the EA Sandbox allows for numerous ways 

to improve and enhance it.  Many other EAs, parameters, and 
options could be added.  The ability for the EA Sandbox to 
handle symbolic problems, such as the problem used in [12], 
would require new controls and routines.  These will be 
considered as development of the EA Sandbox continues.  

A future use of the EA Sandbox could be to control and 
provide feedback from a simulation not running on the 
user’s computer.  Flex provides many means of 
communicating with external servers, and the EA Sandbox 
could easily be modified to provide this capability.  
Parameters could be set by a user using the EA Sandbox, 
sent to a server via a network connection (such as the 
internet), and the server would execute the prescribed 
simulation.  Feedback, such as population statistics, could 
be sent from the server back to the EA Sandbox so the user 
can monitor the progress of the simulation.  This would 
allow the EA Sandbox to maintain its functionality, but pass 
the intense computation on to a better suited tool. 

V. CONCLUSION

The EA Sandbox was created as a visual learning tool for 
evolutionary algorithms.  A basic set of parameters, problem 
functions, and algorithms were included.  Simulations using 
these different options can be executed, the results viewed in 
real time, and compared to one another.  Users can quickly 
test different options to explore their effects, as well as add 
their own options.  The EA Sandbox application, source 
code, and documentation can be downloaded from 
http://embeddedlab.csuohio.edu/BBO. 

REFERENCES

[1] D. E. Goldberg, Genetic Algorithms in Search, Optimization and 
Machine Learning, Boston: Addison-Wesley, 1989. 

[2] C. Jacob and A. Burghof, “NeXTGene: a graphical user-interface for 
GENESIS under NeXTStep,” Proceedings of the International 
Conference on Artificial Neural Nets and Genetic Algorithms, pp. 
602-606, 14-16 April 1993. 

[3] T. Dabs and J. Schoof, “A graphical user interface for genetic 
algorithms,” Report no. 98, Universität Würzburg, Würzburg, 
Germany, 1995. 

[4] Y. Yoshida, N. Adachi, and K. Tajima, “GAVIEW – a visualisation 
tool for supporting GA simulations and analyses,” Proceedings of 
IEEE International Conference on Evolutionary Computation, 1996, 
pp. 437-442, 20-22 May 1996. 

[5] E. K. Burke and D. B. Varley, “A genetic algorithms tutorial tool for 
numerical function optimisation,” Proceedings of the 2nd Conference 
on Integrating Technology into Computer Science Education, pp. 27-
30, 1997. 

[6] A. S. Chang and F. Wu, “An extensible genetic algorithm framework 
for problem solving in a common environment,” IEEE Transactions 
on Power Systems, vol. 15, no. 1, pp. 269-275, Feb 2000. 

587



[7] Y. Liao and C. Sun, “An educational genetic algorithms learning 
tool,” IEEE Transactions on Education, vol. 44, no. 2, p. 210, May 
2001. 

[8] A. Li and K. P. Wong, “Animating the evolution process of genetic 
algorithms,” Lecture Notes in Computer Science, vol. 1585, pp. 341-
348, 1998. 

[9] H. Pohlheim, “GEATbx – Genetic and Evolutionary Algorithms 
Toolbox in Matlab,” 2006. [Online]. Available: 
http://www.geatbx.com/. 

[10] The MathWorks, Inc., “Optimization Toolbox – MATLAB,” 2009. 
[Online]. Available: 
http://www.mathworks.com/products/optimization. 

[11] Adobe Systems Inc., “Adobe  Flex Builder 3 Pro for Education,” 
2008. [Online]. Available: http://freeriatools.adobe.com/flex. 

[12] T. Fendall, “Genetic Algorithm Simulator in Flex,” 2007.  [Online]. 
Available: http://www.munkiihouse.com/?p=7. 

[13] D. Simon, “Biogeography-based optimization,” IEEE Transactions on 
Evolutionary Computation, vol. 12, no. 6, pp. 702-713, December 
2008. 

[14] H. Tizhoosh, “Opposition-based learning: A new scheme for machine 
intelligence,” in Proceedings of International Conference on 
Computational Intelligence for Modelling Control and Automation, 
vol. 1, pp. 695-701, 2005. 

[15] M. Ergezer, D. Simon, and D. Du, “Oppositional biogeography-based 
optimization,” IEEE International Conference on Systems, Man, and 
Cybernetics, 2009.  Available: http://embeddedlab.csuohio.edu/BBO. 

[16] W. Khatib and P. Fleming, “The stud GA: A mini revolution?,” in 
Parallel Problem Solving from Nature (A. Eiben, T. Back, M. 
Schoenauer, and H. Schwefel, eds.), Springer, 1998, pp. 683-691. 

[17] A. Leff and J. T. Rayfield, “Web-application development using the 
model/view/controller design pattern,” Fifth IEEE International 
Enterprise Distributed Object Computing Conference, pp. 118, 2001. 

588



<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Gray Gamma 2.2)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Warning
  /CompatibilityLevel 1.6
  /CompressObjects /Off
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJDFFile false
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.0000
  /ColorConversionStrategy /LeaveColorUnchanged
  /DoThumbnails true
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams true
  /MaxSubsetPct 100
  /Optimize false
  /OPM 0
  /ParseDSCComments false
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo false
  /PreserveFlatness true
  /PreserveHalftoneInfo true
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts false
  /TransferFunctionInfo /Remove
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
    /Algerian
    /Arial-Black
    /Arial-BlackItalic
    /Arial-BoldItalicMT
    /Arial-BoldMT
    /Arial-ItalicMT
    /ArialMT
    /ArialNarrow
    /ArialNarrow-Bold
    /ArialNarrow-BoldItalic
    /ArialNarrow-Italic
    /ArialUnicodeMS
    /BaskOldFace
    /Batang
    /Bauhaus93
    /BellMT
    /BellMTBold
    /BellMTItalic
    /BerlinSansFB-Bold
    /BerlinSansFBDemi-Bold
    /BerlinSansFB-Reg
    /BernardMT-Condensed
    /BodoniMTPosterCompressed
    /BookAntiqua
    /BookAntiqua-Bold
    /BookAntiqua-BoldItalic
    /BookAntiqua-Italic
    /BookmanOldStyle
    /BookmanOldStyle-Bold
    /BookmanOldStyle-BoldItalic
    /BookmanOldStyle-Italic
    /BookshelfSymbolSeven
    /BritannicBold
    /Broadway
    /BrushScriptMT
    /CalifornianFB-Bold
    /CalifornianFB-Italic
    /CalifornianFB-Reg
    /Centaur
    /Century
    /CenturyGothic
    /CenturyGothic-Bold
    /CenturyGothic-BoldItalic
    /CenturyGothic-Italic
    /CenturySchoolbook
    /CenturySchoolbook-Bold
    /CenturySchoolbook-BoldItalic
    /CenturySchoolbook-Italic
    /Chiller-Regular
    /ColonnaMT
    /ComicSansMS
    /ComicSansMS-Bold
    /CooperBlack
    /CourierNewPS-BoldItalicMT
    /CourierNewPS-BoldMT
    /CourierNewPS-ItalicMT
    /CourierNewPSMT
    /EstrangeloEdessa
    /FootlightMTLight
    /FreestyleScript-Regular
    /Garamond
    /Garamond-Bold
    /Garamond-Italic
    /Georgia
    /Georgia-Bold
    /Georgia-BoldItalic
    /Georgia-Italic
    /Haettenschweiler
    /HarlowSolid
    /Harrington
    /HighTowerText-Italic
    /HighTowerText-Reg
    /Impact
    /InformalRoman-Regular
    /Jokerman-Regular
    /JuiceITC-Regular
    /KristenITC-Regular
    /KuenstlerScript-Black
    /KuenstlerScript-Medium
    /KuenstlerScript-TwoBold
    /KunstlerScript
    /LatinWide
    /LetterGothicMT
    /LetterGothicMT-Bold
    /LetterGothicMT-BoldOblique
    /LetterGothicMT-Oblique
    /LucidaBright
    /LucidaBright-Demi
    /LucidaBright-DemiItalic
    /LucidaBright-Italic
    /LucidaCalligraphy-Italic
    /LucidaConsole
    /LucidaFax
    /LucidaFax-Demi
    /LucidaFax-DemiItalic
    /LucidaFax-Italic
    /LucidaHandwriting-Italic
    /LucidaSansUnicode
    /Magneto-Bold
    /MaturaMTScriptCapitals
    /MediciScriptLTStd
    /MicrosoftSansSerif
    /Mistral
    /Modern-Regular
    /MonotypeCorsiva
    /MS-Mincho
    /MSReferenceSansSerif
    /MSReferenceSpecialty
    /NiagaraEngraved-Reg
    /NiagaraSolid-Reg
    /NuptialScript
    /OldEnglishTextMT
    /Onyx
    /PalatinoLinotype-Bold
    /PalatinoLinotype-BoldItalic
    /PalatinoLinotype-Italic
    /PalatinoLinotype-Roman
    /Parchment-Regular
    /Playbill
    /PMingLiU
    /PoorRichard-Regular
    /Ravie
    /ShowcardGothic-Reg
    /SimSun
    /SnapITC-Regular
    /Stencil
    /SymbolMT
    /Tahoma
    /Tahoma-Bold
    /TempusSansITC
    /TimesNewRomanMT-ExtraBold
    /TimesNewRomanMTStd
    /TimesNewRomanMTStd-Bold
    /TimesNewRomanMTStd-BoldCond
    /TimesNewRomanMTStd-BoldIt
    /TimesNewRomanMTStd-Cond
    /TimesNewRomanMTStd-CondIt
    /TimesNewRomanMTStd-Italic
    /TimesNewRomanPS-BoldItalicMT
    /TimesNewRomanPS-BoldMT
    /TimesNewRomanPS-ItalicMT
    /TimesNewRomanPSMT
    /Times-Roman
    /Trebuchet-BoldItalic
    /TrebuchetMS
    /TrebuchetMS-Bold
    /TrebuchetMS-Italic
    /Verdana
    /Verdana-Bold
    /Verdana-BoldItalic
    /Verdana-Italic
    /VinerHandITC
    /Vivaldii
    /VladimirScript
    /Webdings
    /Wingdings2
    /Wingdings3
    /Wingdings-Regular
    /ZapfChanceryStd-Demi
    /ZWAdobeF
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 150
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 300
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages false
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /ColorImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /AntiAliasGrayImages false
  /CropGrayImages true
  /GrayImageMinResolution 150
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 300
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages false
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /GrayImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /AntiAliasMonoImages false
  /CropMonoImages true
  /MonoImageMinResolution 1200
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 600
  /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 (None)
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName ()
  /PDFXTrapped /False

  /Description <<
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000410064006f006200650020005000440046002065876863900275284e8e55464e1a65876863768467e5770b548c62535370300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef69069752865bc666e901a554652d965874ef6768467e5770b548c52175370300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /DAN <>
    /DEU <>
    /ESP <>
    /FRA <>
    /ITA (Utilizzare queste impostazioni per creare documenti Adobe PDF adatti per visualizzare e stampare documenti aziendali in modo affidabile. I documenti PDF creati possono essere aperti con Acrobat e Adobe Reader 5.0 e versioni successive.)
    /JPN <>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020be44c988b2c8c2a40020bb38c11cb97c0020c548c815c801c73cb85c0020bcf4ace00020c778c1c4d558b2940020b3700020ac00c7a50020c801d569d55c002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken waarmee zakelijke documenten betrouwbaar kunnen worden weergegeven en afgedrukt. 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 PDFs that match the "Recommended"  settings for PDF Specification 4.0)
  >>
>> setdistillerparams
<<
  /HWResolution [600 600]
  /PageSize [612.000 792.000]
>> setpagedevice


