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Abstract—This paper focuses on the Participatory Sensing
Network (PSN) that consists of selfish participants stimulated by
certain reward programs. We propose a bargain-based mech-
anism to encourage cooperative message trading among the
selfish nodes to maximize their rewards. We state the necessary
condition for feasible message transactions in a theorem. We
model message transaction as a two-person cooperative game,
and we apply Nash Theorem to obtain optimal solution which is
fair and Pareto optimal. We also present a greedy algorithm to
reach the optimal solution. The effectiveness of the bargain-based
stimulation mechanism is studied by extensive simulations based
on real mobility traces.

I. INTRODUCTION

This work centers on the Participatory Sensing Network
(PSN), which consists of mobile devices to enable public and
professional users to gather, analyze and share local knowledge
[1]. PSN can be broadly applied in urban and civil planning,
public health and epidemiology, environmental protection and
natural resource management. Several well-known sensing
tasks of PSN are described in [2]. Among them, the Neigh-
borhood Walkability task aims at addressing pedestrian and
bicycle safety by gathering data about neighborhood sidewalk
hazards like racks, gaps, and impediments; the PEIR task col-
lects environmental data including carbon dioxide emissions
for global warming studies and health impact evaluations; the
Diet Sense task keeps track of individual dietary patterns and
helps to identify causes for chronic diseases.

The participants in PSN can be either voluntary or stim-
ulated by certain reward programs. We focus on the latter
in this research. More specifically, we assume the nodes are
selfish and behave rationally. They collect and deliver data for
the sensing tasks only if they are paid. They do not forward
messages of irrelevant tasks or other nodes without justifiable
reasons. At the same time, every node is rational, never
wasting its resources to attack other nodes in the network.
We also assume that nodes, though selfish, do not cheat;
or alternatively, tamper-proof hardware is adopted to prevent
cheating. The objective of this work is to design an efficient
scheme for selfish nodes to maximize their reward. As to
be discussed later, a stimulation mechanism promoting nodal
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cooperation is vital to achieve both higher gain for individual
nodes and better overall network performance.

A. Network Architecture

The underlying network architecture of PSN varies de-
pending on its applications. A wide range of devices and
communication systems (such as Bluetooth, Zigbee, Wifi,
WiMAX, cell phone, and satellite) can be employed for the
transmission of sensed data. Without loss of generality, we
consider an abstract network model as outlined below:

• A PSN consists of mobile sensors and sinks. Low power
radio (such as Bluetooth and Zigbee) is employed for
communication among the nodes. Due to the short radio
communication range and the nodal mobility, the con-
nectivity of PSN is low and intermittent, like the delay-
tolerant network (DTN). Upon receiving their interested
data, the sinks can safely deliver them to end users.

• A PSN can support various sensing tasks. Each sensing
task consists of a sink node and multiple mobile nodes.

• Each task has a unique message type, and its sink node
is identified by this message type. One mobile node
(possibly integrated with multiple sensing units) can
participate in multiple sensing tasks simultaneously.

• When a sensor node generates a data message, the mes-
sage has two information fields in its header: the message
type and the message sequence number.

• When a mobile node meets a sink node, the latter accepts
messages stored by the former given the following two
conditions are satisfied: the message type matches the
sink’s task, and the message sequence number indicates
that this message has not been received before.

• If a sink node accepts a message from a mobile node,
the sink node rewards the mobile node with one credit
unit. The mobile node that delivers the message to the
sink is the only beneficiary of the reward, even it is not
the message generator.

• The mobile node has limited buffer size. We assume all
messages have approximately the same size.

• Transmission of a message costs one unit of energy.
During its participation in PSN, the mobile node can
recharge its battery from a variety of sources, such as
solar or kinetic energies, at certain charging rate.

B. Related Work and Challenges

Let us first review the available stimulation schemes in
the literatures. In general, there are two types of stimulation
schemes for selfish ad hoc networks, reputation-based [3]
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and credit-based [4]. In the reputation-based scheme, each
node is associated with a reputation that reflects its degree
of cooperation (i.e., how much the node help relay packets
for other nodes). The routing path is chosen according the
reputation. Credit-based scheme is further divided into two
approaches: packet purse and packet trade, depending on
who is paying credits for packet forwarding. In packet purse
approach, the source node determines a routing path and
initializes each packet with sufficient credits that will be used
to pay the intermediate nodes along the path. In the packet
trade approach, a packet is valuable goods. The receiver pays
credit to the sender of the data packet in each hop-by-hop
transmission until the packet reaches its destination, the final
buyer of the data.

However, none of the above stimulation schemes work in
PSN, a DTN-like network. Due to the intermittent connection,
it is unrealistic for a node to monitor reputations of its
neighbor nodes, as required in reputation-based scheme. It
is also difficult for the source node to estimate the number
of intermediate nodes involved in delivering a packet and
accordingly the needed credits, as required in the packet purse
approach, because the end-to-end path does not exist herein.
On the other hand, the packet trade approach seems suitable
for PSN, because it is based on local information between
the sender and the receiver in each hop-by-hop transmission,
without monitoring the reputation of other nodes or estimating
the path length. However, it may fail in PSN because the
intermediate nodes cannot accurately determine the value of
the data packets. This is due to the unique packet duplication
in DTN-like networks, which is worth further elaboration. In
a typical store-and-forward network, the packets are deleted
from the buffer after they are transmitted to the next hop
successfully. In DTN, however, since the end-to-end routing
path is not available, the sender can hardly predict if the packet
can eventually reach the destination, even it is successfully
transmitted to the next node. Therefore, the sender usually
still keeps a copy of the data which is potentially valuable
after its transmission. As a result, multiple copies of the data
are created and stored by different nodes in the network. Note
that, however, the sink node only rewards the mobile node
who delivers the packet first. So a node that pays credit for
acquiring a packet may not be paid by the final buyer (or the
sink), if this packet is delivered by another node to the sink.
Clearly, it is nontrivial for the two trading nodes to determine
the fair price of the messaged being traded.

Besides stimulation schemes for ad hoc networks, a barter-
based scheme has been proposed to encourage cooperation
among selfish nodes in DTN [5], where a stationary source
node broadcasts messages without repetition. Each mobile
node wants to receive from the source node its owns set of
interested messages called primary message, and it can also
receive from the source node other sets of messages called
secondary message. If a node misses any primary message
from the source node, it can barter its secondary messages
for primary messages with an encountered node, provided
that these two nodes have complementary sets of primary

and secondary message. However, [5] only considers downlink
broadcasting scenario in DTN, instead of the more common
scenario of transmissions from various mobile nodes to one
or multiple sink nodes. Moreover, it does not address multiple
sensing tasks in PSN.

In summary, the unique network architecture of PSN makes
the development of its stimulation schemes a very special,
interesting, and challenging problem, calling for overhaul of
the existing solutions for selfish ad hoc networks and DTN’s.

C. Contributions

Inspired by the packet trade scheme [4] for ad hoc networks
and the barter-based scheme for DTN’s [5], we propose
a bargain-based stimulation mechanism for PSN. To our
best knowledge, this is the first paper addressing stimulation
scheme for PSN.

Similar to the packet trade scheme, credit is adopted
for stimulating cooperation. Nevertheless, our bargain-based
scheme differs from the packet trade scheme in that message
exchange between intermediate nodes does not involve credit
exchange. Instead, a game theory model is developed to allow
intermediate nodes to first assess the value of data message
and then make transaction decisions based on the assessment.

Similar to the barter-based scheme, our bargain-based ap-
proach lets intermediate nodes exchange messages. They differ
in the following aspects. First, the bargain-based approach
considers mobiles nodes delivering data to the sink nodes
in PSN instead of downlink broadcasting. Second, bargain-
based message exchange reduces the projected value of the
exchanged message, while barter-based message exchange
does not. Third, the two nodes involved in message exchange
have conflicting interests in bargain-based scheme but not in
barter-based scheme.

The main contributions of this paper include

1) a bargain-based stimulation mechanism for selfish mo-
bile nodes in PSN,

2) a theorem to provide necessary condition for feasible
transaction of messages,

3) the formulation of the bargain process as a two-person
cooperative game, whose solution is found by using the
Nash Theorem, and

4) a greedy algorithm that allows mobile nodes to reach
the optimal Nash Solution.

The rest of the paper is organized as follows. Sec. II
introduces preliminaries and Sec. III proposes bargain-based
stimulation scheme. Sec. IV presents the game model and the
greedy algorithm. Sec. V discusses simulation results. Finally,
Sec. VI concludes the paper.

II. PRELIMINARIES

In this section, we introduce the preliminaries to support
our proposed bargain-based stimulation scheme.

A. Contact Probability with Sink Node

Let Pi(r) denote node i’s contact probability with the sink
node of message type r. Pi(r) is initialized to zero, and
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updated at every contact with sink or at fixed time interval
Δ, whichever comes first. The update function is as below.

Pi(r) =
{
α[Pi(r)] + (1 − α), at contact time
α[Pi(r)], no contact in Δ, (1)

where Pi(r) and [Pi(r)] are values after and before update,
respectively; α is the history factor with range 0 ≤ α ≤ 1.

B. Message Appraisal

Each message has a message appraisal, which measures the
value of this message (that may be one of multiple copies of
the same original data message). Assume node i has a message
of type r and sequence number m. Let Am

i (r) denote its
message appraisal, which ranges from 0 to 1 and indicates
the probability that nodes except i have not delivered any
copy of this message m to the sink node r. When a message
is generated, its initial message appraisal is set to 1. If two
nodes i and j meet and they agree to send message m of type
r from i to j, two copies of the message will be created and
kept by nodes i and j, respectively. Their message appraisals
are determined as follows:{ Am

i (r) = [Am
i (r)](1 − Pj(r)) sender

Am
j (r) = [Am

i (r)](1 − Pi(r)) receiver,
(2)

where Am
i (r) and Am

j (r) are the updated appraisal of message
m in node i and j, respectively; [Am

i (r)] is the message
appraisal in node i before sending message m to node j;
Pi(r) and Pj(r) are the contact probabilities of node i and
j, respectively, as defined in Sec. II-A. Clearly, when more
copies of a message exist, the value of each copy decreases.

C. Expected Credit Reward

Expected credit reward, denoted by Rm
i (r), is used by node

i to anticipate the reward of trading message m of type r
with encountered node. The reward is equal to the probability
of node i delivers message m to the sink node r, since one
delivered message leads to one credit reward from the sink
node. To receive the gain, node i must first meet sink node
r, whose probability is defined by Pi(r); then node i must
make sure that all other nodes have not delivered message m
yet, whose probability is defined by message m’s appraisal
Am
i (r). Thus we have Rm

i (r) defined below as the product of
contact probability and message appraisal:

Rm
i (r) = Am

i (r) × Pi(r). (3)

Similarly, the expected reward before message exchange
[Rm

i (r)] = [Am
i (r)] × Pi(r). Notice that 0 ≤ Rm

i (r) ≤ 1.

D. Utility Function

Assume at time t, node i meets node j and needs to decide
whether or not to exchange messages with node j. Due to
its selfish nature, node i wants to maximize its own expected
credit reward should message exchange happen. The utility
function used by node i in decision making is as below:

max Si =
R∑
r=1

(
∑

m∈φ(r)

Rm
i (r) −

∑
m∈ψ(r)

Rm
i (r)),

w.r.t. 0 ≤ l ≤ Ei(t), (4)

where Si is the utility function of node i if message exchange
happens, whose value is called utility gain; R is the total
number of message types; φ(r) and ψ(r) are sets of type
r messages after and before exchange, respectively; l is the
number of messages sent by node i; Ei(t) is the total energy of
node i at time t before exchange. Since sending one message
consumes one unit energy, we have 0 ≤ l ≤ Ei(t) as energy
constraint. Ei(t) updates as: Ei(t + δ) = Ei(t) − l + Z × δ,
where δ is time interval for next exchange, Ei(t+ δ) is node
i’s energy at time t+δ before exchange; Z is energy charging
rate. The initial energy of each node is E0.

III. BARGAIN-BASED STIMULATION MECHANISM

A. Overview of Proposed Stimulation Mechanism

When two nodes i and j meet at time t, a stimulation
mechanism starts so as to promote cooperation that benefits
both of them. The steps of the stimulation mechanism reflect
how nodes interact with each other, as described below.

1) Both nodes generate their complete message lists, de-
noted by L̂i and L̂j , respectively, which includes every
message’s type, sequence number, and appraisal.

2) Node i and j exchange control information, including
L̂i, L̂j , Ei(t), Ej(t), Pi(r), Pj(r), and buffer avail-
ability information. The involved energy consumption
is neglected since control information has small size.

3) Nodes i creates its candidate message list L̃i that it
wants from node j, by removing node i and j’s common
messages from node j’s complete message list, i.e.,
L̃i = L̂j − (L̂i

⋂ L̂j). Similarly, node j creates its
candidate message list, i.e., L̃j = L̂i − (L̂i

⋂ L̂j).
Optional action: node i removes messages of type r
from L̃i if Pi(r) < Pj(r); similarly node j removes
messages of type r from L̃j if Pj(r) < Pi(r).

4) Nodes i and j bargain which messages should be traded,
based on the exchanged control information and L̃i
and L̃j . Bargain process is formulated as a two-person
cooperative game and Nash Theorem is applied to reach
optimal solution, yielding two final message lists that
nodes i and j decide to exchange, denoted by Li and
Lj . Clearly, Li ⊆ L̃i, Lj ⊆ L̃j , ‖Li‖ = ‖Lj‖. Details
of the bargain process are provided in Sec. IV.

5) Nodes i and j exchange messages, pair by pair in Li
and Lj , if ‖Li‖ �= 0, ‖Lj‖ �= 0.

If the optional action in Step 3 is taken, then nodes i and j
are more conservative in message exchange, since they remove
from candidate lists those messages that the peer node has a
higher contact probability. Therefore, we name it conservative
scheme; or otherwise aggressive scheme.

To summarize the stimulation mechanism, each mobile node
goes from complete message list to candidate list and then
to final list. Message exchange results in a win-win solution
by increasing both nodes’ expected credit rewards, and it
promotes cooperation among selfish nodes.
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B. Necessary Condition for Feasible Transaction

As discussed above, the transaction of a pair of messages
between two encountered nodes is feasible only if both nodes
can increase their expected credit rewards. We study the
necessary conditions for feasible transaction and state the
results in Theorem 1 and Lemma 1 as follows.

Theorem 1. Necessary Condition for Feasible Transaction.
Node i has a type r message, and node j has a type s message.
If both nodes i and j find it beneficial to exchange this message
pair, then Pi(r) + Pj(s) < 1 must be true.

Lemma 1. Necessary Condition for At Least One Feasible
Transaction between Two Nodes. If there is at least one feasi-
ble transaction between nodes i and j, then minr∈T Pi(r) +
mins∈T Pj(s) < 1 must be true, where T is the set of all
message types.

The readers are referred to Appendix for the proofs of The-
orem 1 and Lemma 1. Here we give an intuitive explanation. A
message transaction is a double-edged sword in the sense that
it involves the exchange of a pair of messages, and receiving
a message will bring credit in the expected reward, while the
giving-away of a message will bring debit in the expected
reward. If a transaction is feasible, the credit must outweigh
the debit for both nodes, which leads to Pi(r) + Pj(s) < 1.
In other words, if Pi(r) + Pj(s) > 1, the credit must be
less than the debit for at least one node, which results in
infeasible transaction. This result indicates that two nodes with
high probabilities to deliver data are less likely to cooperate.
For example, assume Pi(r) has a high value. When a type
r message from node i is given to node j, node j has to
compete with node i to deliver this message to sink node,
in order to receive reward for delivering this message. Since
node i already has a high probability to deliver this message
by itself indicated by a high-valued Pi(r), therefore, node j’s
expected reward, proportional to 1−Pi(r), will be low. Since
node j is selfish, it will be reluctant to cooperate with node
i in this case. As a result, a node’s high contact probability
with sink discourages other node’s willingness to cooperate.

IV. GAME THEORY MODEL FOR BARGAIN PROCESS

In this section, we focus on the bargain process (i.e., Step
4 of Sec. III-A). We formulate it as a two-person cooperative
game and introduce a greedy algorithm to derive the optimal
Nash Solution.

A. Two-Person Cooperative Games

The two-person cooperative games model was proposed by
John Forbes Nash in [6]. The two persons in the game are
rational and selfish. Being rational means that they will not
act maliciously and hurt each other’s interest deliberately, and
being selfish means that each person has his own objective
to achieve. The rationality puts down the foundation for
cooperation, while the selfishness can be an incentive or
an impediment for cooperation, depending on whether the
cooperation brings benefit or harm to the players. The two

persons have different objectives and their interests can conflict
with each other. To cope with conflict interests, the two-
person cooperative game allows players to reach a binding
agreement. In comparison, non-cooperative game does not
allow binding agreement between players. Given the selfish
nature of the two persons, the binding agreement they reach
must promote the interests of both persons. In summary, a
two-person cooperative game consists of two rational and
selfish players that cooperate with each other but have conflict
interests, thus the binding agreement they reach must benefit
both persons.

In PSN, two nodes encounter and start to bargain which
messages should be exchanged. Nodes are rational and willing
to cooperate. Nodes are selfish, and each node has its own
interest, that is to maximize its utility function defined in
Equation 4. When a node tries to maximize its utility function,
it may hurt the interest of the other node, since receiving a
message from the other node decreases the other node’s utility
gain although increases its own utility gain. Thus whenever
a node wants a message from the other node, it has to
trade one message of its own for the desired message. When
nodes cooperate in message exchange, they have conflicting
interests, and the final agreement must do good to both nodes.
Based on the above observations, we conclude that nodes’
bargain process matches the characteristics of a two-person
cooperative game, and we can model the action of each node
from game theory’s perspective.

B. Nash Solution

Theorem 2. Nash Theorem [6]: The solution for two-person
cooperative game, which satisfies four axioms: invariance,
symmetry, independence and Pareto optimality, is given by

(ŝ1, ŝ2) = arg max
(s1,s2)∈S

(s1 − d1) × (s2 − d2), (5)

where (ŝ1, ŝ2) is the optimal solution, also called Nash So-
lution; ŝ1 and ŝ2 are the utility gain of person 1 and 2 in
Nash Solution, respectively; s1 and s2 are the utility gain of
person 1 and 2, respectively; (s1, s2) forms utility gain space
S; (d1, d2) is the status quo point in space S, usually defined
as the utility gain of no cooperation; (s1 − d1)× (s2 − d2) is
called Nash product.

What Nash Theorem [6] says is that, for two-person co-
operative game, the solution (s1, s2) that maximizes Nash
product (s1 − d1)(s2 − d2) is optimal. An intuitive inter-
pretation of Nash Solution is provided by Frederik Zeuthen
[7]. Zeuthen’s paper envisions a two-player bargain process
divided into multiple rounds. d = (d1, d2) is the status quo
point. At the beginning of each round, player 1’s proposal is
S1 = (s11, s

1
2), while player 2’s proposal is S2 = (s21, s

2
2).

Assume (s11−s21)
(s11−d1) <

(s22−s12)
(s22−d2) , then player 1 need to make a

concession from its proposal so that the relationship in the
inequality is reversed. It can be shown that (s11−s21)

(s11−d1) <
(s22−s12)
(s22−d2)

is equivalent to (s11 − d1)(s12 − d2) < (s21 − d1)(s22 − d2), and
notice that (s11−d1)(s12−d2) is player 1’s Nash product. That
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means in each round, the player with a smaller Nash product
makes a concession and increases its own Nash product. In
the next round, the other player’s Nash product becomes the
smaller one, and the other player also makes a concession and
increases his Nash product. Eventually, the two players will
converge to the Nash Solution that maximizes Nash product
given in Theorem 2. Expression (s11−s21)

(s11−d1) can be viewed as
player 1’s tolerant degree for conflict, since the numerator is
the difference between player 1’s proposal and player 2’s, and
the denominator serves as a normalized factor. The less the
value of (s11−s21)

(s11−d1) , the happier player 1 is with the offer, thus
the less tolerant player 1 is with the possible bargain outcome
of no deal. That is why in each round the player with smaller
tolerant degree for conflict concedes and brings a new proposal
to solve the conflict. In bargain process, the two players protect
their own interests and at the same time deal with their conflict
through compromises, hence the final Nash Solution is Pareto
optimal and fair to both players.

C. Greedy Algorithm for Game Solution

We apply Nash Theorem to the bargain process to derive
the optimal solution arg max(si,sj) si×sj , where si and sj are
utility functions defined in Equation 4. The status quo point
(di, dj) is (0, 0). Note that, Nash Theorem points out what
the optimal solution is, but does not show how to reach the
optimal solution. We need to develop an algorithm to find
out Li and Lj , the final lists of exchanged messages that
maximize si × sj . Apparently, Li ⊆ L̃i, Lj ⊆ L̃j . Suppose
L̃i = {b1, b2, . . . , bM} and L̃j = {a1, a2, . . . , aN}. A message
in L̃i or L̃j has sequence number bm(1 ≤ m ≤ M) or
an(1 ≤ n ≤ N). M = ‖L̃i‖ is the size of L̃i and N = ‖L̃j‖
the size of L̃j . To find out Nash Solution, a brute forth
approach is to exhaust the possible messages exchange patterns
and search for the pattern that maximizes si × sj . Define
l = ‖Li‖ = ‖Lj‖, which is the actual number of message
exchange pairs. We assume M ≤ N without loss of generality.
Thus 0 ≤ l ≤M . Let Y denotes the total number of exchange
patterns, Y =

∑M
l=0(

(
M
l

) × (
N
l

)
) >

∑M
l=0

(
M
l

)
= 2M , where(

M
l

)
is the binomial coefficient. Since Y grows exponentially

with M and N , it is unrealistic to adopt the brute forth manner
to deplete all the possible patterns looking for Nash Solution.
Therefore, we propose a greedy algorithm with polynomial
time complexity to converge to the optimal Nash Solution.

The greedy algorithm divides bargain process into a finite
sequence of steps, and each step corresponds to the exchange
of a message pair between nodes i and j. When deciding
which message pair should be selected for exchange in a
step, the greedy algorithm always select the message pair that
has the maximum Nash product among all candidate pairs.
This selection repeats in every step until no remaining pair
has positive Nash product or energy or buffer limit is met.
Since in each step the Nash product is maximized, the greedy
algorithm is Pareto optimal, which implies that every message
pair exchange is fair and optimal among all the candidate pairs.
Worthy to mention is that, we can apply Lemma 1 to determine

TABLE I
NASH PRODUCT OF MESSAGE PAIR

a1 a2 . . . aN

b1 S1,1
i × S1,1

j S1,2
i × S2,1

j . . . S1,N
i × SN,1

j

b2 S2,1
i × S1,2

j S2,2
i × S2,2

j . . . S2,N
i × SN,2

j

. . . . . . . . . . . . . . .

bM SM,1
i × S1,M

j SM,2
i × S2,M

j . . . SM,N
i × SN,M

j

if there is any feasible transaction at all between nodes.

Here is how to calculate Nash product for each message pair.
Assume message an and bm are selected for exchanged. Node
i’s utility function will have a credit due to receiving bm and
a debit due to sending an, while node j’s utility function will
have a credit due to receiving an and a debit due to sending
bm. Node’s utility gain equals to subtracting debit from credit,
as shown in Equation 6.

⎧⎪⎪⎨
⎪⎪⎩

Cbm
i = Rbm

i (T bm), Dan
i = [Ran

i (T an)] −Ran
i (T an)

Sm,ni = Cbm
i −Dan

i

Can
j = Ran

j (T an), Dbm
j = [Rbm

j (T bm)] −Rbm
j (T bm)

Sn,mj = Can
j −Dbm

j ,
(6)

where C,D, and S stand for credit, debit, and utility gain,
respectively; [R] and R are credit rewards before and after
message transaction, defined in Equation 3; T an and T bm

are the message types of an and bm, respectively. The Nash
product of the message pair an and bm is Sm,ni × Sn,mj , as
shown in Table I, where 1 ≤ m ≤ M, 1 ≤ n ≤ N . We can
apply Theorem 1 to determine the feasibility of a message pair.
If not feasible, we do not need to calculate its Nash product
and thus save time in creating Table I.

Algorithm 1 Greedy Algorithm for Game Solution.
1: Set final list Li = Lj = ∅ and l = 0;
2: In Nash product table, an and bm are chosen with

max positive Nash product. If fail, go to step 11;
3: if (Ei, Ej ≥ l + 1) and (Bi(Sm,n

i ), Bj(Sn,m
j ) ≥ 1) then

4: Li = Li
⋃

bm;
5: Lj = Lj

⋃
an;

6: l + +; Ei −−, and Ej −−;
7: else
8: Go to step 11;
9: end if

10: Remove column of an and row of bm, go to step 2;
11: Terminate.

We also consider the constraint of node’s buffer size.
Assume each node can store K messages at most. Let Bi(x)
denote the number of messages in node i with credit value
less than x. Message an and bm can be exchanged only when
Bi(S

m,n
i ) ≥ 1 and Bj(S

n,m
j ) ≥ 1. If node i or j’s buffer is

full, the message with the lowest credit reward in node i or
j will be replaced to make room for the exchanged message.
Two nodes run the greedy algorithm and will yield the same
final lists, since inputs and algorithms are the same. The greedy
algorithm is summarized in Algo. 1.
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V. SIMULATION

Our simulations are based on real mobility traces available
at CRAWDAD [8–11]. The trace data can be classified into
two categories, position-based and contact-based. Position-
based trace data [8, 9] record GPS positions of nodes at
fixed time intervals, while the real wireless communications
between nodes are not included. In contrast, contact-based
trace data [10, 11] provide the time of contacts among mobile
nodes, but node’s position information is not available.

From game theory’s perspective, each node intends to maxi-
mize its own reward, and our proposed stimulation mechanism
is designed to help the node to achieve this goal. Thus
a direct performance metrics of the stimulation scheme is
how many rewards a node can obtain. A node’s reward rate
is introduced to indicate whether this node gets its desired
rewards, defined as the ratio of its received rewards to the
number of its generated messages. Noticing that one delivered
message brings one reward credit, a node’s reward rate is
the same as this node’s delivery rate, defined as the ratio of
its delivered messages to its generated messages. We define
network delivery rate as the ratio of the total number of
delivered messages to the total number of generated messages
in the network. Similarly, network delivery rate is also the
network reward rate. Thus in the following discussions, we use
delivery rate and reward rate interchangeably, at both network-
wise and node-wise level.

Besides reward rate, the proposed stimulation mechanism
has impact on other performance metrics, such as delay, over-
head and fairness. Delay is measured by the total time delay
of all delivered messages divided by the number of delivered
messages. Network-wise system overhead H is defined as
the total number of messages in the network divided by
the total number of delivered messages. Node i’s overhead
Hi is defined as the total number of messages that node i
has transmitted to peer nodes, divided by node i’s delivered
messages. Fairness is defined in Jain’s Fairness Index [12] as
f(x1, x2, ..., xn) = (

∑ n
i=1 xi)

2

n
∑ n

i=1 x
2
i

, where 0 ≤ f ≤ 1, n is the
total number of nodes, xi is resource consumed by node i. In
PSN, xi = Hi. A perfectly fair environment has xi = xj for
1 ≤ i, j ≤ n, resulting in f = 1.

We study the performances of both aggressive and conserva-
tive schemes of our bargain-based stimulation mechanism. We
also compare bargain-based schemes with direct transmission
where no cooperation exists among nodes, and with a fully-
cooperative scheme of DTN [13], where nodes are altruistic to
forward messages. To our best knowledge, [5] is the only work
for stimulating selfish nodes in DTN. However, the distinct
differences in network models make it unsuitable to compare
[5] and our approach, as elaborated in Sec. I-B. Simulation
results are presented next, categorized by trace data.

A. Position-based Trace

Trace data of ZebraNet project [8] is used in our simu-
lations. We assume two tasks in PSN, corresponding to two
message types and two sink nodes. For example, one sink node

may be used by biologist to collect data about wild animals,
such as animal’s body temperature, eating habit and migration
route; the other sink node may be used by hydrologist to
collect data about water, such as movement and distribution
of rivers and swamps. Let the message types of these two
sinks be 1 and 2, respectively. There are 100 nodes (zebras)
randomly deployed in an area of 1km × 1km. Messages
arrive in each node according to Poisson process with message
generation rate λ1 = 0.005 messages per minute for type 1,
and λ2 = 0.005 for type 2. Max queue size is 300. Each node
has an initial energy of 100 unit with an energy recharging
rate of 0.14 unit per minute. Each node’s wireless radius is
60m. The positions of sink nodes are randomly chosen. We
run our simulation for 10000 slots, and each slot represents 1
minute. The results are shown in Figs. 1-5.

Figs. 1-4 study the network performances. Fig. 1 compares
the performances of different schemes under variable max
queue size. Fig. 1(a) and Fig. 1(c) shows that fully-cooperative
scheme ranks highest in reward rate and overhead, followed by
bargain-based aggressive scheme, bargain-based conservative
scheme, and direct transmission. The high reward rate of
the fully-cooperative scheme is attributed to the fact that
their nodes are altruistic to forward each other’s messages
voluntarily, thus the chance of a message being delivered to
sink is the highest among all schemes. The accompanying side
effect is that the number of messages copies (overhead) is
also the highest. In contrast, nodes in direct transmission do
not cooperate at all, resulting in the lowest reward rate, and
the number of message copies (overhead) always being one.
The performances of our proposed bargain-based schemes are
between the fully-cooperative and non-cooperative schemes.
Specifically, the aggressive scheme is only 3% less than fully-
cooperative scheme in reward rate, while the conservative
scheme is 10% less. Both bargain-based schemes are 20% ˜
30% higher than direct transmission in reward rate. This con-
firms the effectiveness of our stimulation mechanism, which
promotes nodal cooperation and improve network throughput.
Comparing conservative scheme with aggressive schemes, the
former has a 7% loss in reward rate, but its overhead is 70%
˜ 80% less than the latter, resulting in significant reduction
of energy cost. Fig. 1(d) shows that bargain-based schemes
have much better fairness than fully-cooperative scheme, and
this is due to bargain process’s ability of allowing each node
to balance between its individual interest and its contribution
to network. Without the bargain process, fully-cooperative
scheme can cause a node to contribute too much to other
nodes, compared to its own ability to deliver messages and
receive gain. Direct transmission’s fairness is omitted from
the figure because it is always 1. Fig. 1(b) shows that the
delay performance is in reverse relation to reward rate. This is
because higher reward rate implies more message exchanges,
faster delivery, and shorter delay.

Fig. 1 also shows the impact of variable max queue size on
performance. Along with the increase of max queue size, both
reward rate and fairness of all schemes increase. Longer size
queue stores more messages in each node and increases their
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delivery chances. Messages dropped from queue contribute
to a node’s overhead and results in unfairness. When max
queue size increases, direct transmission’s delay increases,
bargain-based schemes’ delay decreases, and fully-cooperative
scheme’s delay fluctuates. Max queue size has two impacts on
delay. The first impact is to reduce delay. For bargain-based
and fully-cooperative schemes, that means more exchanged
messages will reside in the queue and there are better chances
to deliver them using shorter time. The second impact is
to increase delay. For bargain-based and fully-cooperative
schemes, that means even messages with low expected re-
wards can find a place in the queue, and when this message
gets delivered, it already has long delay, thus increasing the
average network delay. For direct transmission, that means
self-generated messages can stay in the queue for a longer
time before being delivered. Only the second impact applies to
direct transmission, thus it has increasing trend in delay. Under
our simulation parameters, the first impact dominates the
second one in bargain-based schemes, thus it has decreasing
trend in delay. These two impacts interact with each other in
fully-cooperative scheme, thus it has fluctuating delay trend.
The maximum queue size also has two impacts on overhead
shown in Fig. 1(c). The first one is increased overhead due to
more messages stored in longer queue, and the second one is
reduced average message copies due to the increase of reward
rate. In bargain-based schemes, the first impact outweighs the
second one, thus it results in increasing trend of overhead. But
in the fully-cooperative scheme, the second impact outweighs
the first one, thus it results in decreasing trend of overhead.

Fig. 2 compares the performance of different schemes under
varying energy recharging rate, denoted by Z . As shown in
Fig. 2(a), when Z < 0.02, direct transmission is the best in
reward rate; when 0.02 < Z < 0.1, bargain-based conservative
scheme is the best; when Z > 0.1, bargain-based aggressive
scheme and fully-cooperative scheme are better than other.
It indicates that fully-cooperative and aggressive schemes
are energy-consuming, and conservative scheme is suitable
for energy-constrained environment, and direct transmission
applies when energy is extremely low. Fig. 2(b) indicates
that delay in bargain-based and fully-cooperative schemes first
increases and then remains constant. When Z is low, most of
the delivered messages are those generated by nodes close
to sink nodes, resulting in smaller delay. When Z increases,
more messages generated by nodes further away from sink
nodes can be delivered, and with longer delay. When Z has
passed a threshold, reward rate does not increase with Z , since
energy is no longer an obstacle for message delivery. For all
schemes except direct transmission, the overhead shown in
Fig. 2(c) first increases with the Z and then remains constant.
The same trend applies to fairness in Fig. 2(d).

Fig. 3 depicts the impact of number of sink nodes. We
assume each sink node has a unique sensing task with a unique
message type. As the number of sink nodes increases, reward
rate increases slightly, while delay decreases at the cost of
more overhead for all schemes except direct transmission,
as indicated in Fig. 3(a), 3(b), and 3(c). The reason is that

with more message types generated in each node, cooperation
between nodes enhances the possibility of delivering messages
to their sinks. We also notice from Fig. 3(d) that fairness
increases with more sink nodes, because the chances of
meeting sink nodes become higher.

Fig. 4 studies the impact of message generation rate. We
define ratio ρ = λlow

λhigh
and let the total amount of type 1 and

type 2 messages comparable by having half of the nodes using
λ1 as λhigh, and the other half using λ2 as λhigh. We can see
from the four sub-figures that, reward rate, delay, overhead
and fairness do not change significantly. This proves that
our propose bargain-based schemes work well under different
message generation rates.

Different from the above discussions on network perfor-
mances, Fig. 5 examines individual node’s reward rate. We
define reward rate improvement as the ratio of reward rate in
a scheme to the reward rate in direct transmission. Shown
in Fig. 5 are the distributions of node’s reward rate im-
provement in aggressive, conservative, and fully-cooperative
scheme, respectively. Fig. 5 indicates that, compared to direct
transmission, fully-cooperative scheme has more than 20%
nodes experience worse perfromance, while 95% nodes enjoy
more rewards under both aggressive and conservative scheme.
Fig. 5 also proves the fairness of our bargain-based schemes,
given that they improve not only the network-wise reward rate
indicated by Figs. 1-4, but also the node-wise reward rate since
the dominating majority of nodes receive more rewards.

B. Contact-based Trace

Trace data of Cambridge Haggle project [10] is used in
our simulation. In Haggle project, mobile nodes called iMotes
were distributed to 50 people attending IEEE InfoCom work-
shop during three days. Due to hardware failure, only 41
iMotes acquired useful data. We assume there are two tasks
in PSN based on Haggle trace, with two message types and
two sink nodes. One sink node may be used by sociologist to
collect data about how people interact with each other, such
as when and how long people meet; the other sink node may
be used by nutritionist to collect data about people’s diet or
exercise habit. Let the message types of these two sinks be
1 and 2, with message generation rates λ1 = λ2 = 0.25
per minute. The queue size in each node is 400 messages.
Each node has an initial energy of 1000 units, which is
recharged at 4 units per minute. We run our simulation for
4200 slots, and each slot represents 1 minute, summing up to
almost three days. We need to randomly generate the contact
probabilities between iMotes and sink nodes, since there is
no position information in contact-based trace. Notice that
fully-cooperative scheme in [13] does not apply in contact-
based trace, since it heavily depends on position information.
Let Pi(1),Pi(2) denotes node i’s contact probability with
sink node 1 and 2, respectively. If Pi(1) and Pi(2) are both
uniformly distributed between [0, 1], it is called similar contact
probability. In scenario of dissimilar contact probability, half
of the nodes have Pi(1) be uniformly distributed in [0, 0.4]
and Pi(2) in [0.6, 1]; while the other half have Pi(1) in [0.6, 1]
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and Pi(2) in [0, 0.4]. We compare bargain-based conservative
scheme with direct transmission, and study how the difference
in contact probabilities affects network performances. Fig. 6(a)
indicates that reward rate enhancement is 50% in scenario of
dissimilar contact probability, compared to 35% enhancement
in scenario of similar contact probability. Fig. 6(b) shows that
the delay reduction is around 35% in scenario of dissimilar
contact probability, compared to 20% under similar contact
probability. Thus when nodes have complementary sets of
contact probabilities, as is the case for dissimilar contact
probability, bargain-based mechanism achieves more gain due
to higher expected rewards. Fig. 6(c) shows that higher gain
is achieved at the cost of slighly increased overhead.

VI. CONCLUSION

In this paper, we have proposed a novel bargain-based
stimulation mechanism to encourage cooperation among self-
ish mobile nodes in participatory sensing networks. We have
revealed the necessary condition for feasible transaction of
message exchange between encountered mobile nodes. We
present both conservative and aggressive schemes to enable
mobile nodes to create candidate lists for message exchange.
The final message exchange list is determined in a bargain
process, which is formulated as a two-person cooperative game
to allow the two mobile nodes to compete and compromise
with each other. We have introduced optimal Nash Solution
for the bargain process and conducted an algorithm analysis
that shows its exponential complexity. Consequently, we have
proposed a greedy algorithm to resolve the game and find
out optimal solution. Through extensive simulations, we have
compared our stimulation schemes with direct transmission
scheme of no cooperation and with fully-cooperative stimu-
lation scheme. The results show that our bargain-based stim-
ulation schemes are fair and have comparable performance
with fully-cooperative scheme under less overhead. As far
as we know, this is the first work that proposes stimulation
mechanism for participatory sensing networks (PSN) and
applies game theory model to solve bargain process in PSN.

APPENDIX

Proof of Theorem 1 and Lemma 1.
Proof: Assume node i has a message of type r with

sequence number m, and node j has a message of type s with
sequence number n. If node i approves the message exchange
transaction with node j, then this equation must hold:

Rn
i (s) > [Rm

i (r)] −Rm
i (r), (7)

since the left side of Equation 7 is the increase in expected
reward by receiving a copy of message n from node j, and the
right side is the loss in reward by sharing a copy of message
m to node j. Plug Rn

i (s), Rm
i (r), [Rm

i (r)] from Equation 2
and 3 into Equation 7, we have:

[An
j (s)]×(1−Pj(s))×Pi(s) > [Am

i (r)]×Pj(r)×Pi(r). (8)

Similarly, we have the following for node j:

[Am
i (r)]×(1−Pi(r))×Pj(r) > [An

j (s)]×Pi(s)×Pj(s). (9)

A manipulation of Equations 8 and 9 yields:

Pi(s) × Pj(s)
(1 − Pi(r)) × Pj(r) <

[Am
i (r)]

[An
j (s)]

<
(1 − Pj(s)) × Pi(s)

Pi(r) × Pj(r) .

(10)
Remove the item in the middle and simplify it, we have:

Pi(r) + Pj(s) < 1, (11)

which proves Theorem 1. The proof of Lemma 1 comes from
Theorem 1 naturally. We can see that in order to have at least
one feasible transaction between nodes i and j, the minimum
of Pi(r) and Pj(s) among the set T of all message types must
satisfy Equation 11, i.e.,

min(Pi(r), r ∈ T ) + min(Pj(s), s ∈ T ) < 1. (12)
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Fig. 1. Variation of the queue size in position-based trace.
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Fig. 2. Variation of the energy recharging rate (Z) in position-based trace.
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Fig. 3. Variation of the number of sink nodes in position-based trace.
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Fig. 4. Variation of the ratio of message generation rates (ρ) in position-based trace.
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Authorized licensed use limited to: University of Louisiana at Lafayette. Downloaded on October 6, 2009 at 10:23 from IEEE Xplore.  Restrictions apply. 



<<
  /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
  /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 true
  /OPM 0
  /ParseDSCComments false
  /ParseDSCCommentsForDocInfo false
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo false
  /PreserveFlatness true
  /PreserveHalftoneInfo true
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Remove
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
    /AbadiMT-CondensedLight
    /ACaslon-Italic
    /ACaslon-Regular
    /ACaslon-Semibold
    /ACaslon-SemiboldItalic
    /AdobeArabic-Bold
    /AdobeArabic-BoldItalic
    /AdobeArabic-Italic
    /AdobeArabic-Regular
    /AdobeHebrew-Bold
    /AdobeHebrew-BoldItalic
    /AdobeHebrew-Italic
    /AdobeHebrew-Regular
    /AdobeHeitiStd-Regular
    /AdobeMingStd-Light
    /AdobeMyungjoStd-Medium
    /AdobePiStd
    /AdobeSansMM
    /AdobeSerifMM
    /AdobeSongStd-Light
    /AdobeThai-Bold
    /AdobeThai-BoldItalic
    /AdobeThai-Italic
    /AdobeThai-Regular
    /AGaramond-Bold
    /AGaramond-BoldItalic
    /AGaramond-Italic
    /AGaramond-Regular
    /AGaramond-Semibold
    /AGaramond-SemiboldItalic
    /AgencyFB-Bold
    /AgencyFB-Reg
    /AGOldFace-Outline
    /AharoniBold
    /Algerian
    /Americana
    /Americana-ExtraBold
    /AndaleMono
    /AndaleMonoIPA
    /AngsanaNew
    /AngsanaNew-Bold
    /AngsanaNew-BoldItalic
    /AngsanaNew-Italic
    /AngsanaUPC
    /AngsanaUPC-Bold
    /AngsanaUPC-BoldItalic
    /AngsanaUPC-Italic
    /Anna
    /ArialAlternative
    /ArialAlternativeSymbol
    /Arial-Black
    /Arial-BlackItalic
    /Arial-BoldItalicMT
    /Arial-BoldMT
    /Arial-ItalicMT
    /ArialMT
    /ArialMT-Black
    /ArialNarrow
    /ArialNarrow-Bold
    /ArialNarrow-BoldItalic
    /ArialNarrow-Italic
    /ArialRoundedMTBold
    /ArialUnicodeMS
    /ArrusBT-Bold
    /ArrusBT-BoldItalic
    /ArrusBT-Italic
    /ArrusBT-Roman
    /AvantGarde-Book
    /AvantGarde-BookOblique
    /AvantGarde-Demi
    /AvantGarde-DemiOblique
    /AvantGardeITCbyBT-Book
    /AvantGardeITCbyBT-BookOblique
    /BakerSignet
    /BankGothicBT-Medium
    /Barmeno-Bold
    /Barmeno-ExtraBold
    /Barmeno-Medium
    /Barmeno-Regular
    /Baskerville
    /BaskervilleBE-Italic
    /BaskervilleBE-Medium
    /BaskervilleBE-MediumItalic
    /BaskervilleBE-Regular
    /Baskerville-Bold
    /Baskerville-BoldItalic
    /Baskerville-Italic
    /BaskOldFace
    /Batang
    /BatangChe
    /Bauhaus93
    /Bellevue
    /BellGothicStd-Black
    /BellGothicStd-Bold
    /BellGothicStd-Light
    /BellMT
    /BellMTBold
    /BellMTItalic
    /BerlingAntiqua-Bold
    /BerlingAntiqua-BoldItalic
    /BerlingAntiqua-Italic
    /BerlingAntiqua-Roman
    /BerlinSansFB-Bold
    /BerlinSansFBDemi-Bold
    /BerlinSansFB-Reg
    /BernardMT-Condensed
    /BernhardModernBT-Bold
    /BernhardModernBT-BoldItalic
    /BernhardModernBT-Italic
    /BernhardModernBT-Roman
    /BiffoMT
    /BinnerD
    /BinnerGothic
    /BlackadderITC-Regular
    /Blackoak
    /Bodoni
    /Bodoni-Bold
    /Bodoni-BoldItalic
    /Bodoni-Italic
    /BodoniMT
    /BodoniMTBlack
    /BodoniMTBlack-Italic
    /BodoniMT-Bold
    /BodoniMT-BoldItalic
    /BodoniMTCondensed
    /BodoniMTCondensed-Bold
    /BodoniMTCondensed-BoldItalic
    /BodoniMTCondensed-Italic
    /BodoniMT-Italic
    /BodoniMTPosterCompressed
    /Bodoni-Poster
    /Bodoni-PosterCompressed
    /BookAntiqua
    /BookAntiqua-Bold
    /BookAntiqua-BoldItalic
    /BookAntiqua-Italic
    /Bookman-Demi
    /Bookman-DemiItalic
    /Bookman-Light
    /Bookman-LightItalic
    /BookmanOldStyle
    /BookmanOldStyle-Bold
    /BookmanOldStyle-BoldItalic
    /BookmanOldStyle-Italic
    /BookshelfSymbolOne-Regular
    /BookshelfSymbolSeven
    /BookshelfSymbolThree-Regular
    /BookshelfSymbolTwo-Regular
    /Botanical
    /Boton-Italic
    /Boton-Medium
    /Boton-MediumItalic
    /Boton-Regular
    /Boulevard
    /BradleyHandITC
    /Braggadocio
    /BritannicBold
    /Broadway
    /BrowalliaNew
    /BrowalliaNew-Bold
    /BrowalliaNew-BoldItalic
    /BrowalliaNew-Italic
    /BrowalliaUPC
    /BrowalliaUPC-Bold
    /BrowalliaUPC-BoldItalic
    /BrowalliaUPC-Italic
    /BrushScript
    /BrushScriptMT
    /CaflischScript-Bold
    /CaflischScript-Regular
    /Calibri
    /Calibri-Bold
    /Calibri-BoldItalic
    /Calibri-Italic
    /CalifornianFB-Bold
    /CalifornianFB-Italic
    /CalifornianFB-Reg
    /CalisMTBol
    /CalistoMT
    /CalistoMT-BoldItalic
    /CalistoMT-Italic
    /Cambria
    /Cambria-Bold
    /Cambria-BoldItalic
    /Cambria-Italic
    /CambriaMath
    /Candara
    /Candara-Bold
    /Candara-BoldItalic
    /Candara-Italic
    /Carta
    /CaslonOpenfaceBT-Regular
    /Castellar
    /CastellarMT
    /Centaur
    /Centaur-Italic
    /Century
    /CenturyGothic
    /CenturyGothic-Bold
    /CenturyGothic-BoldItalic
    /CenturyGothic-Italic
    /CenturySchL-Bold
    /CenturySchL-BoldItal
    /CenturySchL-Ital
    /CenturySchL-Roma
    /CenturySchoolbook
    /CenturySchoolbook-Bold
    /CenturySchoolbook-BoldItalic
    /CenturySchoolbook-Italic
    /CGTimes-Bold
    /CGTimes-BoldItalic
    /CGTimes-Italic
    /CGTimes-Regular
    /CharterBT-Bold
    /CharterBT-BoldItalic
    /CharterBT-Italic
    /CharterBT-Roman
    /CheltenhamITCbyBT-Bold
    /CheltenhamITCbyBT-BoldItalic
    /CheltenhamITCbyBT-Book
    /CheltenhamITCbyBT-BookItalic
    /Chiller-Regular
    /CMB10
    /CMBSY10
    /CMBSY5
    /CMBSY6
    /CMBSY7
    /CMBSY8
    /CMBSY9
    /CMBX10
    /CMBX12
    /CMBX5
    /CMBX6
    /CMBX7
    /CMBX8
    /CMBX9
    /CMBXSL10
    /CMBXTI10
    /CMCSC10
    /CMCSC8
    /CMCSC9
    /CMDUNH10
    /CMEX10
    /CMEX7
    /CMEX8
    /CMEX9
    /CMFF10
    /CMFI10
    /CMFIB8
    /CMINCH
    /CMITT10
    /CMMI10
    /CMMI12
    /CMMI5
    /CMMI6
    /CMMI7
    /CMMI8
    /CMMI9
    /CMMIB10
    /CMMIB5
    /CMMIB6
    /CMMIB7
    /CMMIB8
    /CMMIB9
    /CMR10
    /CMR12
    /CMR17
    /CMR5
    /CMR6
    /CMR7
    /CMR8
    /CMR9
    /CMSL10
    /CMSL12
    /CMSL8
    /CMSL9
    /CMSLTT10
    /CMSS10
    /CMSS12
    /CMSS17
    /CMSS8
    /CMSS9
    /CMSSBX10
    /CMSSDC10
    /CMSSI10
    /CMSSI12
    /CMSSI17
    /CMSSI8
    /CMSSI9
    /CMSSQ8
    /CMSSQI8
    /CMSY10
    /CMSY5
    /CMSY6
    /CMSY7
    /CMSY8
    /CMSY9
    /CMTCSC10
    /CMTEX10
    /CMTEX8
    /CMTEX9
    /CMTI10
    /CMTI12
    /CMTI7
    /CMTI8
    /CMTI9
    /CMTT10
    /CMTT12
    /CMTT8
    /CMTT9
    /CMU10
    /CMVTT10
    /ColonnaMT
    /Colossalis-Bold
    /ComicSansMS
    /ComicSansMS-Bold
    /Consolas
    /Consolas-Bold
    /Consolas-BoldItalic
    /Consolas-Italic
    /Constantia
    /Constantia-Bold
    /Constantia-BoldItalic
    /Constantia-Italic
    /CooperBlack
    /CopperplateGothic-Bold
    /CopperplateGothic-Light
    /Copperplate-ThirtyThreeBC
    /Corbel
    /Corbel-Bold
    /Corbel-BoldItalic
    /Corbel-Italic
    /CordiaNew
    /CordiaNew-Bold
    /CordiaNew-BoldItalic
    /CordiaNew-Italic
    /CordiaUPC
    /CordiaUPC-Bold
    /CordiaUPC-BoldItalic
    /CordiaUPC-Italic
    /Courier
    /Courier-Bold
    /Courier-BoldOblique
    /CourierNewPS-BoldItalicMT
    /CourierNewPS-BoldMT
    /CourierNewPS-ItalicMT
    /CourierNewPSMT
    /Courier-Oblique
    /CourierStd
    /CourierStd-Bold
    /CourierStd-BoldOblique
    /CourierStd-Oblique
    /CourierX-Bold
    /CourierX-BoldOblique
    /CourierX-Oblique
    /CourierX-Regular
    /CreepyRegular
    /CurlzMT
    /David-Bold
    /David-Reg
    /DavidTransparent
    /Desdemona
    /DilleniaUPC
    /DilleniaUPCBold
    /DilleniaUPCBoldItalic
    /DilleniaUPCItalic
    /Dingbats
    /DomCasual
    /Dotum
    /DotumChe
    /EdwardianScriptITC
    /Elephant-Italic
    /Elephant-Regular
    /EngraversGothicBT-Regular
    /EngraversMT
    /EraserDust
    /ErasITC-Bold
    /ErasITC-Demi
    /ErasITC-Light
    /ErasITC-Medium
    /ErieBlackPSMT
    /ErieLightPSMT
    /EriePSMT
    /EstrangeloEdessa
    /Euclid
    /Euclid-Bold
    /Euclid-BoldItalic
    /EuclidExtra
    /EuclidExtra-Bold
    /EuclidFraktur
    /EuclidFraktur-Bold
    /Euclid-Italic
    /EuclidMathOne
    /EuclidMathOne-Bold
    /EuclidMathTwo
    /EuclidMathTwo-Bold
    /EuclidSymbol
    /EuclidSymbol-Bold
    /EuclidSymbol-BoldItalic
    /EuclidSymbol-Italic
    /EucrosiaUPC
    /EucrosiaUPCBold
    /EucrosiaUPCBoldItalic
    /EucrosiaUPCItalic
    /EUEX10
    /EUEX7
    /EUEX8
    /EUEX9
    /EUFB10
    /EUFB5
    /EUFB7
    /EUFM10
    /EUFM5
    /EUFM7
    /EURB10
    /EURB5
    /EURB7
    /EURM10
    /EURM5
    /EURM7
    /EuroMono-Bold
    /EuroMono-BoldItalic
    /EuroMono-Italic
    /EuroMono-Regular
    /EuroSans-Bold
    /EuroSans-BoldItalic
    /EuroSans-Italic
    /EuroSans-Regular
    /EuroSerif-Bold
    /EuroSerif-BoldItalic
    /EuroSerif-Italic
    /EuroSerif-Regular
    /EuroSig
    /EUSB10
    /EUSB5
    /EUSB7
    /EUSM10
    /EUSM5
    /EUSM7
    /FelixTitlingMT
    /Fences
    /FencesPlain
    /FigaroMT
    /FixedMiriamTransparent
    /FootlightMTLight
    /Formata-Italic
    /Formata-Medium
    /Formata-MediumItalic
    /Formata-Regular
    /ForteMT
    /FranklinGothic-Book
    /FranklinGothic-BookItalic
    /FranklinGothic-Demi
    /FranklinGothic-DemiCond
    /FranklinGothic-DemiItalic
    /FranklinGothic-Heavy
    /FranklinGothic-HeavyItalic
    /FranklinGothicITCbyBT-Book
    /FranklinGothicITCbyBT-BookItal
    /FranklinGothicITCbyBT-Demi
    /FranklinGothicITCbyBT-DemiItal
    /FranklinGothic-Medium
    /FranklinGothic-MediumCond
    /FranklinGothic-MediumItalic
    /FrankRuehl
    /FreesiaUPC
    /FreesiaUPCBold
    /FreesiaUPCBoldItalic
    /FreesiaUPCItalic
    /FreestyleScript-Regular
    /FrenchScriptMT
    /Frutiger-Black
    /Frutiger-BlackCn
    /Frutiger-BlackItalic
    /Frutiger-Bold
    /Frutiger-BoldCn
    /Frutiger-BoldItalic
    /Frutiger-Cn
    /Frutiger-ExtraBlackCn
    /Frutiger-Italic
    /Frutiger-Light
    /Frutiger-LightCn
    /Frutiger-LightItalic
    /Frutiger-Roman
    /Frutiger-UltraBlack
    /Futura-Bold
    /Futura-BoldOblique
    /Futura-Book
    /Futura-BookOblique
    /FuturaBT-Bold
    /FuturaBT-BoldItalic
    /FuturaBT-Book
    /FuturaBT-BookItalic
    /FuturaBT-Medium
    /FuturaBT-MediumItalic
    /Futura-Light
    /Futura-LightOblique
    /GalliardITCbyBT-Bold
    /GalliardITCbyBT-BoldItalic
    /GalliardITCbyBT-Italic
    /GalliardITCbyBT-Roman
    /Garamond
    /Garamond-Bold
    /Garamond-BoldCondensed
    /Garamond-BoldCondensedItalic
    /Garamond-BoldItalic
    /Garamond-BookCondensed
    /Garamond-BookCondensedItalic
    /Garamond-Italic
    /Garamond-LightCondensed
    /Garamond-LightCondensedItalic
    /Gautami
    /GeometricSlab703BT-Light
    /GeometricSlab703BT-LightItalic
    /Georgia
    /Georgia-Bold
    /Georgia-BoldItalic
    /Georgia-Italic
    /GeorgiaRef
    /Giddyup
    /Giddyup-Thangs
    /Gigi-Regular
    /GillSans
    /GillSans-Bold
    /GillSans-BoldItalic
    /GillSans-Condensed
    /GillSans-CondensedBold
    /GillSans-Italic
    /GillSans-Light
    /GillSans-LightItalic
    /GillSansMT
    /GillSansMT-Bold
    /GillSansMT-BoldItalic
    /GillSansMT-Condensed
    /GillSansMT-ExtraCondensedBold
    /GillSansMT-Italic
    /GillSans-UltraBold
    /GillSans-UltraBoldCondensed
    /GloucesterMT-ExtraCondensed
    /Gothic-Thirteen
    /GoudyOldStyleBT-Bold
    /GoudyOldStyleBT-BoldItalic
    /GoudyOldStyleBT-Italic
    /GoudyOldStyleBT-Roman
    /GoudyOldStyleT-Bold
    /GoudyOldStyleT-Italic
    /GoudyOldStyleT-Regular
    /GoudyStout
    /GoudyTextMT-LombardicCapitals
    /GSIDefaultSymbols
    /Gulim
    /GulimChe
    /Gungsuh
    /GungsuhChe
    /Haettenschweiler
    /HarlowSolid
    /Harrington
    /Helvetica
    /Helvetica-Black
    /Helvetica-BlackOblique
    /Helvetica-Bold
    /Helvetica-BoldOblique
    /Helvetica-Condensed
    /Helvetica-Condensed-Black
    /Helvetica-Condensed-BlackObl
    /Helvetica-Condensed-Bold
    /Helvetica-Condensed-BoldObl
    /Helvetica-Condensed-Light
    /Helvetica-Condensed-LightObl
    /Helvetica-Condensed-Oblique
    /Helvetica-Fraction
    /Helvetica-Narrow
    /Helvetica-Narrow-Bold
    /Helvetica-Narrow-BoldOblique
    /Helvetica-Narrow-Oblique
    /Helvetica-Oblique
    /HighTowerText-Italic
    /HighTowerText-Reg
    /Humanist521BT-BoldCondensed
    /Humanist521BT-Light
    /Humanist521BT-LightItalic
    /Humanist521BT-RomanCondensed
    /Imago-ExtraBold
    /Impact
    /ImprintMT-Shadow
    /InformalRoman-Regular
    /IrisUPC
    /IrisUPCBold
    /IrisUPCBoldItalic
    /IrisUPCItalic
    /Ironwood
    /ItcEras-Medium
    /ItcKabel-Bold
    /ItcKabel-Book
    /ItcKabel-Demi
    /ItcKabel-Medium
    /ItcKabel-Ultra
    /JasmineUPC
    /JasmineUPC-Bold
    /JasmineUPC-BoldItalic
    /JasmineUPC-Italic
    /JoannaMT
    /JoannaMT-Italic
    /Jokerman-Regular
    /JuiceITC-Regular
    /Kartika
    /Kaufmann
    /KaufmannBT-Bold
    /KaufmannBT-Regular
    /KidTYPEPaint
    /KinoMT
    /KodchiangUPC
    /KodchiangUPC-Bold
    /KodchiangUPC-BoldItalic
    /KodchiangUPC-Italic
    /KorinnaITCbyBT-Regular
    /KozGoProVI-Medium
    /KozMinProVI-Regular
    /KristenITC-Regular
    /KunstlerScript
    /Latha
    /LatinWide
    /LetterGothic
    /LetterGothic-Bold
    /LetterGothic-BoldOblique
    /LetterGothic-BoldSlanted
    /LetterGothicMT
    /LetterGothicMT-Bold
    /LetterGothicMT-BoldOblique
    /LetterGothicMT-Oblique
    /LetterGothic-Slanted
    /LetterGothicStd
    /LetterGothicStd-Bold
    /LetterGothicStd-BoldSlanted
    /LetterGothicStd-Slanted
    /LevenimMT
    /LevenimMTBold
    /LilyUPC
    /LilyUPCBold
    /LilyUPCBoldItalic
    /LilyUPCItalic
    /Lithos-Black
    /Lithos-Regular
    /LotusWPBox-Roman
    /LotusWPIcon-Roman
    /LotusWPIntA-Roman
    /LotusWPIntB-Roman
    /LotusWPType-Roman
    /LucidaBright
    /LucidaBright-Demi
    /LucidaBright-DemiItalic
    /LucidaBright-Italic
    /LucidaCalligraphy-Italic
    /LucidaConsole
    /LucidaFax
    /LucidaFax-Demi
    /LucidaFax-DemiItalic
    /LucidaFax-Italic
    /LucidaHandwriting-Italic
    /LucidaSans
    /LucidaSans-Demi
    /LucidaSans-DemiItalic
    /LucidaSans-Italic
    /LucidaSans-Typewriter
    /LucidaSans-TypewriterBold
    /LucidaSans-TypewriterBoldOblique
    /LucidaSans-TypewriterOblique
    /LucidaSansUnicode
    /Lydian
    /Magneto-Bold
    /MaiandraGD-Regular
    /Mangal-Regular
    /Map-Symbols
    /MathA
    /MathB
    /MathC
    /Mathematica1
    /Mathematica1-Bold
    /Mathematica1Mono
    /Mathematica1Mono-Bold
    /Mathematica2
    /Mathematica2-Bold
    /Mathematica2Mono
    /Mathematica2Mono-Bold
    /Mathematica3
    /Mathematica3-Bold
    /Mathematica3Mono
    /Mathematica3Mono-Bold
    /Mathematica4
    /Mathematica4-Bold
    /Mathematica4Mono
    /Mathematica4Mono-Bold
    /Mathematica5
    /Mathematica5-Bold
    /Mathematica5Mono
    /Mathematica5Mono-Bold
    /Mathematica6
    /Mathematica6Bold
    /Mathematica6Mono
    /Mathematica6MonoBold
    /Mathematica7
    /Mathematica7Bold
    /Mathematica7Mono
    /Mathematica7MonoBold
    /MatisseITC-Regular
    /MaturaMTScriptCapitals
    /Mesquite
    /Mezz-Black
    /Mezz-Regular
    /MICR
    /MicrosoftSansSerif
    /MingLiU
    /Minion-BoldCondensed
    /Minion-BoldCondensedItalic
    /Minion-Condensed
    /Minion-CondensedItalic
    /Minion-Ornaments
    /MinionPro-Bold
    /MinionPro-BoldIt
    /MinionPro-It
    /MinionPro-Regular
    /MinionPro-Semibold
    /MinionPro-SemiboldIt
    /Miriam
    /MiriamFixed
    /MiriamTransparent
    /Mistral
    /Modern-Regular
    /MonotypeCorsiva
    /MonotypeSorts
    /MSAM10
    /MSAM5
    /MSAM6
    /MSAM7
    /MSAM8
    /MSAM9
    /MSBM10
    /MSBM5
    /MSBM6
    /MSBM7
    /MSBM8
    /MSBM9
    /MS-Gothic
    /MSHei
    /MSLineDrawPSMT
    /MS-Mincho
    /MSOutlook
    /MS-PGothic
    /MS-PMincho
    /MSReference1
    /MSReference2
    /MSReferenceSansSerif
    /MSReferenceSansSerif-Bold
    /MSReferenceSansSerif-BoldItalic
    /MSReferenceSansSerif-Italic
    /MSReferenceSerif
    /MSReferenceSerif-Bold
    /MSReferenceSerif-BoldItalic
    /MSReferenceSerif-Italic
    /MSReferenceSpecialty
    /MSSong
    /MS-UIGothic
    /MT-Extra
    /MT-Symbol
    /MT-Symbol-Italic
    /MVBoli
    /Myriad-Bold
    /Myriad-BoldItalic
    /Myriad-Italic
    /MyriadPro-Black
    /MyriadPro-BlackIt
    /MyriadPro-Bold
    /MyriadPro-BoldIt
    /MyriadPro-It
    /MyriadPro-Light
    /MyriadPro-LightIt
    /MyriadPro-Regular
    /MyriadPro-Semibold
    /MyriadPro-SemiboldIt
    /Myriad-Roman
    /Narkisim
    /NewCenturySchlbk-Bold
    /NewCenturySchlbk-BoldItalic
    /NewCenturySchlbk-Italic
    /NewCenturySchlbk-Roman
    /NewMilleniumSchlbk-BoldItalicSH
    /NewsGothic
    /NewsGothic-Bold
    /NewsGothicBT-Bold
    /NewsGothicBT-BoldItalic
    /NewsGothicBT-Italic
    /NewsGothicBT-Roman
    /NewsGothic-Condensed
    /NewsGothic-Italic
    /NewsGothicMT
    /NewsGothicMT-Bold
    /NewsGothicMT-Italic
    /NiagaraEngraved-Reg
    /NiagaraSolid-Reg
    /NimbusMonL-Bold
    /NimbusMonL-BoldObli
    /NimbusMonL-Regu
    /NimbusMonL-ReguObli
    /NimbusRomNo9L-Medi
    /NimbusRomNo9L-MediItal
    /NimbusRomNo9L-Regu
    /NimbusRomNo9L-ReguItal
    /NimbusSanL-Bold
    /NimbusSanL-BoldCond
    /NimbusSanL-BoldCondItal
    /NimbusSanL-BoldItal
    /NimbusSanL-Regu
    /NimbusSanL-ReguCond
    /NimbusSanL-ReguCondItal
    /NimbusSanL-ReguItal
    /Nimrod
    /Nimrod-Bold
    /Nimrod-BoldItalic
    /Nimrod-Italic
    /NSimSun
    /Nueva-BoldExtended
    /Nueva-BoldExtendedItalic
    /Nueva-Italic
    /Nueva-Roman
    /NuptialScript
    /OCRA
    /OCRA-Alternate
    /OCRAExtended
    /OCRB
    /OCRB-Alternate
    /OfficinaSans-Bold
    /OfficinaSans-BoldItalic
    /OfficinaSans-Book
    /OfficinaSans-BookItalic
    /OfficinaSerif-Bold
    /OfficinaSerif-BoldItalic
    /OfficinaSerif-Book
    /OfficinaSerif-BookItalic
    /OldEnglishTextMT
    /Onyx
    /OnyxBT-Regular
    /OzHandicraftBT-Roman
    /PalaceScriptMT
    /Palatino-Bold
    /Palatino-BoldItalic
    /Palatino-Italic
    /PalatinoLinotype-Bold
    /PalatinoLinotype-BoldItalic
    /PalatinoLinotype-Italic
    /PalatinoLinotype-Roman
    /Palatino-Roman
    /PapyrusPlain
    /Papyrus-Regular
    /Parchment-Regular
    /Parisian
    /ParkAvenue
    /Penumbra-SemiboldFlare
    /Penumbra-SemiboldSans
    /Penumbra-SemiboldSerif
    /PepitaMT
    /Perpetua
    /Perpetua-Bold
    /Perpetua-BoldItalic
    /Perpetua-Italic
    /PerpetuaTitlingMT-Bold
    /PerpetuaTitlingMT-Light
    /PhotinaCasualBlack
    /Playbill
    /PMingLiU
    /Poetica-SuppOrnaments
    /PoorRichard-Regular
    /PopplLaudatio-Italic
    /PopplLaudatio-Medium
    /PopplLaudatio-MediumItalic
    /PopplLaudatio-Regular
    /PrestigeElite
    /Pristina-Regular
    /PTBarnumBT-Regular
    /Raavi
    /RageItalic
    /Ravie
    /RefSpecialty
    /Ribbon131BT-Bold
    /Rockwell
    /Rockwell-Bold
    /Rockwell-BoldItalic
    /Rockwell-Condensed
    /Rockwell-CondensedBold
    /Rockwell-ExtraBold
    /Rockwell-Italic
    /Rockwell-Light
    /Rockwell-LightItalic
    /Rod
    /RodTransparent
    /RunicMT-Condensed
    /Sanvito-Light
    /Sanvito-Roman
    /ScriptC
    /ScriptMTBold
    /SegoeUI
    /SegoeUI-Bold
    /SegoeUI-BoldItalic
    /SegoeUI-Italic
    /Serpentine-BoldOblique
    /ShelleyVolanteBT-Regular
    /ShowcardGothic-Reg
    /Shruti
    /SimHei
    /SimSun
    /SnapITC-Regular
    /StandardSymL
    /Stencil
    /StoneSans
    /StoneSans-Bold
    /StoneSans-BoldItalic
    /StoneSans-Italic
    /StoneSans-Semibold
    /StoneSans-SemiboldItalic
    /Stop
    /Swiss721BT-BlackExtended
    /Sylfaen
    /Symbol
    /SymbolMT
    /Tahoma
    /Tahoma-Bold
    /Tci1
    /Tci1Bold
    /Tci1BoldItalic
    /Tci1Italic
    /Tci2
    /Tci2Bold
    /Tci2BoldItalic
    /Tci2Italic
    /Tci3
    /Tci3Bold
    /Tci3BoldItalic
    /Tci3Italic
    /Tci4
    /Tci4Bold
    /Tci4BoldItalic
    /Tci4Italic
    /TechnicalItalic
    /TechnicalPlain
    /Tekton
    /Tekton-Bold
    /TektonMM
    /Tempo-HeavyCondensed
    /Tempo-HeavyCondensedItalic
    /TempusSansITC
    /Times-Bold
    /Times-BoldItalic
    /Times-BoldItalicOsF
    /Times-BoldSC
    /Times-ExtraBold
    /Times-Italic
    /Times-ItalicOsF
    /TimesNewRomanMT-ExtraBold
    /TimesNewRomanPS-BoldItalicMT
    /TimesNewRomanPS-BoldMT
    /TimesNewRomanPS-ItalicMT
    /TimesNewRomanPSMT
    /Times-Roman
    /Times-RomanSC
    /Trajan-Bold
    /Trebuchet-BoldItalic
    /TrebuchetMS
    /TrebuchetMS-Bold
    /TrebuchetMS-Italic
    /Tunga-Regular
    /TwCenMT-Bold
    /TwCenMT-BoldItalic
    /TwCenMT-Condensed
    /TwCenMT-CondensedBold
    /TwCenMT-CondensedExtraBold
    /TwCenMT-CondensedMedium
    /TwCenMT-Italic
    /TwCenMT-Regular
    /Univers-Bold
    /Univers-BoldItalic
    /UniversCondensed-Bold
    /UniversCondensed-BoldItalic
    /UniversCondensed-Medium
    /UniversCondensed-MediumItalic
    /Univers-Medium
    /Univers-MediumItalic
    /URWBookmanL-DemiBold
    /URWBookmanL-DemiBoldItal
    /URWBookmanL-Ligh
    /URWBookmanL-LighItal
    /URWChanceryL-MediItal
    /URWGothicL-Book
    /URWGothicL-BookObli
    /URWGothicL-Demi
    /URWGothicL-DemiObli
    /URWPalladioL-Bold
    /URWPalladioL-BoldItal
    /URWPalladioL-Ital
    /URWPalladioL-Roma
    /USPSBarCode
    /VAGRounded-Black
    /VAGRounded-Bold
    /VAGRounded-Light
    /VAGRounded-Thin
    /Verdana
    /Verdana-Bold
    /Verdana-BoldItalic
    /Verdana-Italic
    /VerdanaRef
    /VinerHandITC
    /Viva-BoldExtraExtended
    /Vivaldii
    /Viva-LightCondensed
    /Viva-Regular
    /VladimirScript
    /Vrinda
    /Webdings
    /Westminster
    /Willow
    /Wingdings2
    /Wingdings3
    /Wingdings-Regular
    /WNCYB10
    /WNCYI10
    /WNCYR10
    /WNCYSC10
    /WNCYSS10
    /WoodtypeOrnaments-One
    /WoodtypeOrnaments-Two
    /WP-ArabicScriptSihafa
    /WP-ArabicSihafa
    /WP-BoxDrawing
    /WP-CyrillicA
    /WP-CyrillicB
    /WP-GreekCentury
    /WP-GreekCourier
    /WP-GreekHelve
    /WP-HebrewDavid
    /WP-IconicSymbolsA
    /WP-IconicSymbolsB
    /WP-Japanese
    /WP-MathA
    /WP-MathB
    /WP-MathExtendedA
    /WP-MathExtendedB
    /WP-MultinationalAHelve
    /WP-MultinationalARoman
    /WP-MultinationalBCourier
    /WP-MultinationalBHelve
    /WP-MultinationalBRoman
    /WP-MultinationalCourier
    /WP-Phonetic
    /WPTypographicSymbols
    /XYATIP10
    /XYBSQL10
    /XYBTIP10
    /XYCIRC10
    /XYCMAT10
    /XYCMBT10
    /XYDASH10
    /XYEUAT10
    /XYEUBT10
    /ZapfChancery-MediumItalic
    /ZapfDingbats
    /ZapfHumanist601BT-Bold
    /ZapfHumanist601BT-BoldItalic
    /ZapfHumanist601BT-Demi
    /ZapfHumanist601BT-DemiItalic
    /ZapfHumanist601BT-Italic
    /ZapfHumanist601BT-Roman
    /ZWAdobeF
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 200
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 300
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 2.00333
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /ColorImageDict <<
    /QFactor 1.30
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 10
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 10
  >>
  /AntiAliasGrayImages false
  /CropGrayImages true
  /GrayImageMinResolution 200
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 300
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 2.00333
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /GrayImageDict <<
    /QFactor 1.30
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 10
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 10
  >>
  /AntiAliasMonoImages false
  /CropMonoImages true
  /MonoImageMinResolution 400
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 600
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.00167
  /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

  /CreateJDFFile false
  /Description <<

    /BGR <>
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000410064006f006200650020005000440046002065876863900275284e8e5c4f5e55663e793a3001901a8fc775355b5090ae4ef653d190014ee553ca901a8fc756e072797f5153d15e03300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef69069752865bc87a25e55986f793a3001901a904e96fb5b5090f54ef650b390014ee553ca57287db2969b7db28def4e0a767c5e03300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /CZE <>
    /DAN <>
    /DEU <>
    /ESP <>
    /ETI <>
    /FRA <>
    /GRE <>

    /HRV <>
    /HUN <>
    /ITA <>
    /JPN <>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020d654ba740020d45cc2dc002c0020c804c7900020ba54c77c002c0020c778d130b137c5d00020ac00c7a50020c801d569d55c002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /LTH <>
    /LVI <>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken die zijn geoptimaliseerd voor weergave op een beeldscherm, e-mail en internet. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /POL <>
    /PTB <>
    /RUM <>
    /RUS <>
    /SKY <>
    /SLV <>
    /SUO <>
    /SVE <>
    /TUR <>
    /UKR <>
    /ENU (Use these settings to create Adobe PDF documents best suited for on-screen display, e-mail, and the Internet.  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 /ConvertToRGB
      /DestinationProfileName (sRGB IEC61966-2.1)
      /DestinationProfileSelector /UseName
      /Downsample16BitImages true
      /FlattenerPreset <<
        /PresetSelector /MediumResolution
      >>
      /FormElements false
      /GenerateStructure false
      /IncludeBookmarks false
      /IncludeHyperlinks false
      /IncludeInteractive false
      /IncludeLayers false
      /IncludeProfiles true
      /MultimediaHandling /UseObjectSettings
      /Namespace [
        (Adobe)
        (CreativeSuite)
        (2.0)
      ]
      /PDFXOutputIntentProfileSelector /NA
      /PreserveEditing false
      /UntaggedCMYKHandling /UseDocumentProfile
      /UntaggedRGBHandling /UseDocumentProfile
      /UseDocumentBleed false
    >>
  ]
>> setdistillerparams
<<
  /HWResolution [600 600]
  /PageSize [612.000 792.000]
>> setpagedevice


