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ABSTRACT

We study stochastic linear optimization problem with bandit feed-
back. The set of arms take values in an N -dimensional space and
belongs to a bounded polyhedron described by finitely many linear
inequalities. We present an algorithm that has O(N log1+ε(T )) ex-
pected regret for any ε > 0 in T rounds. The algorithm alternates
between exploration and exploitation phases where it plays a deter-
ministic set of arms in the exploration phases and a greedily selected
arm in the exploitation phases. The regret bound of SEE compares
well to the lower bounds of Ω(N log T ) that can be derived by a
direct adaptation of Lai-Robbin’s lower bound proof [1]. Our key
insight is that for a polyhedron the optimal arm is robust to small per-
turbations in the reward function. Consequently, a greedily selected
arm is guaranteed to be optimal when the estimation error falls below
a suitable threshold. Our solution resolves a question posed by [2]
that left open the possibility of efficient algorithms with logarithmic
regret bounds. The simplicity of our approach allows us to derive
probability one bounds on the regret, in contrast to the weak conver-
gence results of other papers. This ensures that with probability one
only finitely many errors occur in the exploitation phase. Numerical
investigations show that while theoretical results are asymptotic the
performance of our algorithms compares favorably to state-of-the-art
algorithms in finite time as well.

1. INTRODUCTION

Stochastic bandits are sequential decision making problems where a
learner plays an action in each round and observes the correspond-
ing reward. The goal of the learner is to collect as much reward as
possible or, alternatively minimize regret over a period of T rounds.
Stochastic linear bandits are a class of structured bandit problems
where the rewards from different actions are correlated. In partic-
ular, the expected reward of each action or arm is expressed as an
inner product of a feature vector associated with the action and an
unknown parameter which is identical for all the arms. With this
structure, one can infer reward of arms that are not yet played from
the observed rewards of other arms. This allows for considering
cases where playing each arm is infeasible as there number could
be large or unbounded.

Stochastic linear bandits have found rich applications in many
fields including web advertisements [3], recommendation systems
[4], packet routing, revenue management, etc. In many applications
the set of actions are often defined by a finite set of constraints. For
example, in packet routing, the amount of traffic to be routed on a
link is constrained by its capacity. In web-advertisements problems,
the budget constraints determine the set of available advertisements.
It follows that the set of arms in these applications is a polyhedron.

The stochastic bandit setting has been extensively used in the
study channel allocation in cognitive radio networks. In [5] [6], the
authors study cognitive radio networks where a secondary user ac-
cesses the primary channels that are modeled as arms of a bandit
problems. The authors in [7] [8] extend the setting to the scenario
where there are multiple secondary users. Adversarial bandits (non-
stochastic) [9] bandit setting is applied in the study of conginitve ra-
dio networks where the secondary users can sense some channel for
activity while they transmit on some channels [10]. Linear stochastic
stochastic bandits have also been applied in the study cognitive net-
works where one can represent the correlation across the channels
through a graph [11]. In [12], the authors consider a combinatorial
setting where a user can select multiple channels simultaneously and
gets linear sum of weighted rewards from each channel.

Bandit algorithms are evaluated by comparing their cumulative
reward against the optimal achievable cumulative reward and the dif-
ference is referred to as regret. Typically, the machine learning lit-
erature distinguishes two types of characterization of the regret per-
formance: The minimax bounds, where the regret performance is
evaluated over the worst reward (probability) distributions, and the
problem dependent bounds, were the regret performance is evaluated
under a fixed (unknown) reward distribution. The focus of this pa-
per is one the later type of performance characterization. The linear
bandit problem [2, 13] deals with the case where the rewards of the
different arms are linear functions of an unknown parameter vector.
For linear bandits, minimax regret lower bounds are well studied
and stated in terms of dimension of the set of arms rather than its
size. The most commonly studied problem is that of linear bandits
over compact sets. For the case where the number of arms is infi-
nite or form a bounded subset of a N -dimensional space, a lower
bound of Ω(N

√
T ) is established in [2, 13] where T is the number

of rounds. The authors also develop algorithms that have matching
upper bounds on the cumulative regret. Several variants and special
cases of stochastic linear bandits are available depending on what
forms the set of arms. The classical stochastic multi-armed ban-
dits [14], [1] is a special case of linear bandits where the set of ac-
tions available in each round is the standard orthonormal basis. For
other variants we refer to the technical report [15].

The classical stochastic multi-armed bandits introduced by Rob-
bins [14] and later studied by Lai and Robbins [1] dealt with discrete
set of N bandits and established an asymptotic problem dependent
lower bound that is logarithmic in T . Linear bandits are an impor-
tant generalization of multi-armed bandits when the arms are cor-
related, so that information from one arm provides information on
other arms. In this paper we focus on linear bandits where the arms
take values in an N -dimensional space and belong to a bounded
polyhedron described by finitely many linear inequalities. We de-
rive an asymptotic lower bound of Ω(N log T ) for this problem and
present an algorithm that is (almost) asymptotically optimal. Our so-



lution resolves a question posed by [2] that left open the possibility
of efficient algorithms with asymptotic logarithmic regret bounds.

Our algorithm SEE (Sequential Exploration and Exploitation)
alternates between exploration and exploitation phases, where a set
of arms on the boundary of the polyhedron are played in exploration
phases and a greedily selected arm is played super-exponentially
many times in the exploitation phases. The simplicity of our ap-
proach allows us to derive probability one bounds on the regret, in
contrast to the weak convergence results of other papers. This en-
sures that with probability one only finitely many errors occur in the
exploitation phase. The regret of upper confidence bound (UCB)
based algorithms concentrates only at a polynomial rate [16]. Thus,
our algorithms are more suitable for risk-averse decision making.
Numerical experiments show that its regret performance compares
well against state-of-the-art linear bandit algorithms even for reason-
ably small rounds while being significantly better asymptotically.

Related Work: Our regret bounds are related to those described
in [13], who present an algorithm (ConfidenceBall2) with regret
bounds that scale as O((N2/Δ) log3 T ) with hight probability,
where Δ is the reward gap defined over extremal points. This bound
is improved to O((log2 T + N log T + N2 log log T )/Δ) in [17].
These algorithms belong to the class of so called OFU (Optimism
in the Face of Uncertainty) algorithms. Since OFU algorithms play
only extremal points (arms), one may think that log T regret bounds
can be attained for linear bandits by treating them as K-armed
bandits, were K denotes the number of extremal points of the set
of actions. This possibility arises from the classical results on the
K-armed bandit problem due to Lai and Robbins [1] who pro-
vided a complete characterization of expected regret by establishing
lower bound of Ω(K log T ) and then providing an asymptotically
(optimal) algorithm with a matching upper bound. But, as noted
in [2][Sec 4.1, Example 4.5], the number of extremal points can be
exponential in N , and this renders such adaptation of multi-armed
bandits algorithm inefficient. In the same paper, the authors pose it
as an open problem to develop efficient algorithms for linear bandits
over polyhedral set of arms that have logarithmic regret. They also
remark that since convex hull of a polyhedron is not strongly con-
vex, regret guarantees of their PEGE (Phased Exploration Greedy
Exploitation) algorithm does not hold.

Our work is close to FEL (Forced Exploration for Linear ban-
dits) algorithm developed in [18]. FEL separates the exploration and
exploitation phases by comparing the current round number against
a predetermined sequence. FEL plays randomly selected arms in the
exploration intervals and greedily selected arms in the exploitation
intervals. However, our policy differs from FEL as follows– 1) we al-
ways play fixed set of arms (deterministic) in the exploration phases.
2) noise is assumed to be bounded in [18], whereas we consider more
general sub-Gaussian noise model 3) unlike FEL, our policy does not
require computationally costly matrix inversions. FEL provides ex-
pected regret guarantee of only O(c log2 T ) whereas our policy SEE
has almost optimal O(N log1+ε T ) regret guarantee for any ε > 0.

The paper is organized as follows: In Section 2, we describe the
problem and setup notations. In Section 3, we derive a lower bound
on expected regret and describe our main algorithm SEE. Finally, we
numerically compare performance of our algorithm against sate-of-
the-art in 5.

2. PROBLEM FORMULATION

We consider a stochastic linear optimization problem with bandit
feedback over a set of arms defined by a polyhedron. Let C ⊂ RN

denote a bounded polyhedral given by

C =
{
x ∈ RN : Ax ≤ b

}
(1)

where A ∈ RM×N ,b ∈ RM . At each round t, selecting an arm
xt ∈ C results in reward rt(xt). We investigate the case where the
expected reward for each arm is a linear function regardless of the
history. I.e., for any history Ht, there is a parameter θ ∈ [−1, 1]N ,
fixed but unknown, such that

E[rt(x)|Ht] = θ′x for all t and x ∈ C.
Under these setting the noise sequence {νt}∞t=1, where νt =
rt(x) − x′θ forms a martingale difference sequence. Let Ft =
σ{ν1, ν2, · · · , νt,x1, · · · ,xt+1} denote the σ-algebra generated
by noise events and arms selections till time t. Then νt is Ft-
measurable and we assume that it satisfies

for all b ∈ R1
E[ebνt |Ft−1] ≤ exp{b2R2/2}, (2)

i.e., noise is conditionally R- sub-Gaussian which automatically im-
plies E[νt|Ft] = 0 and Var(νt) ≤ R2. We can think of R2 as the
conditional variance of noise. An example of R-sub-Gaussian noise
is N (0, R2), or any bounded distribution over an interval of length
2R and zero mean. In our work, R is fixed but unknown.

A policy φ := (φ1, φ2, · · · ) is a sequence of functions φt :
Ht−1 → C such that an arm is selected in round t based on the
history Ht−1. Define expected (pseudo) regret of policy φ over T -
rounds as:

RT (φ) = Tθ′x∗ − E

[
T∑

t=1

θ′φ(t)

]
(3)

where x∗ = argmaxx∈C θ′x denotes the optimal arm in C, which
exists and is an extremal point1 of the polyhedron C [19]. The expec-
tation is over the random realization of the arm selections induced by
the noise process. The goal is to learn a policy that keeps the regret
as small as possible. We will be also interested in regret of the policy
defined as

RT (φ) = Tθ′x∗ −
T∑

t=1

θ′φ(t). (4)

For the above setting, we can use ConfidenceBall2 [13] or
UncertainityEllipsoid [2] and achieve optimal regret of order
N
√
T . For linear bandits over a set with finite number of extremal

points, one can also achieve regret that scales more gracefully,
growing logarithmically in time T , using algorithms for the stan-
dard multi-armed bandits. Indeed, from fundamentals of linear
programming

argmax
x∈C

θ′x = arg max
x∈E(C)

θ′x,

where E := E(C) denotes the set of extremal points of C. Since the
set of extremal points is finite for a polyhedron, we can use the stan-
dard Lai and Robbin’s algorithm [1] or UCB1 in [20] treating each
extremal point as an arm and obtain regret bound (problem depen-

dent) of order
|E|
Δ

log T , where Δ := θ′x∗−maxE\x∗ θ′x denotes
the gap between the best and the next best extremal point. However,
the leading term in these bounds can be exponential in N , rendering
these algorithm ineffective. For example, the number of extremal
points of C can be of the order

(
M+N

M

)
= O((2N)M ). Neverthe-

less, in analogy with the problem independent regret bounds in linear

1Extremal point of a set is a point that is not a proper convex combination
of points in the set.



bandits, one wishes to derive problem dependent logarithmic regret
where the dependence on set of arms is only linear in its dimension.
Hence we seek an algorithm with regret of order N log T .

3. MAIN RESULTS

In the following, we first derive a lower bound on the expected regret
and develop an algorithm that is (almost) asymptotically optimal.

3.1. Lower Bound

We derive the lower bound for linear bandits on polyhedral sets fol-
lowing the steps in [15]after identifying an instance of polyhedron
and mapping the setting to the N -armed bandit problem. The de-
tailed proof is given in [15]. Without loss of generality, we restrict
our attention to uniformly good policies as defined in [1]. We say
that a policy φ is uniformly optimal if for all θ ∈ Θ, R(T, φ) =
o(Tα) for all α > 0.

Theorem 1 Let φ any uniformly good policy on a bounded polyhe-
dron with positive measure. For any θ ∈ [0, 1]N , let E[η(θk)] = θk
for all k and θ∗ = argmaxn θn. Then,

lim inf
T→∞

RT (φ)

log T
≥ (N − 1)Δ

max
k:θk<θ∗

KL(θ∗, θk)
(5)

where KL(θ∗, θk) denotes the Kullback-Leibler divergence be-
tween the distributions parametrized by θ∗ and θk.

3.2. Algorithm

The basic idea underlying our proposed technique is based on the
following observations for linear optimization over a polyhedron. 1)
The set of extremal points of polyhedron is finite and hence Δ >
0. 2) When θ̂ is sufficiently close to θ, then over the set C both

argmaxθ′x and argmax θ̂
′
x give the same value. We exploit

these observations and propose a two stage technique, where we first
estimate θ based on a block of samples and then exploit it for much
longer block. This is repeated with increasing block lengths so that
at each point the regret is logarithmic.

For ease of exposition, we consider a polyhedron C which con-
tains the origin as an interior point. The method can be extended to
general case by using an interior point of the polyhedron as proxy
for the origin. The details are provided in the technical report [15].

Let en denote nth standard unit vector of dimension N . For
all 1 ≤ n ≤ N , let zn = max {z ≥ 0, zen ∈ C}. The subset
of arms B := {znen : n = 1, 2 · · · , N} are the vertices of the
largest simplex bounded in C. Since θn = θ′en we can estimate θn
by repeatedly playing the arm znen. One can also estimate θn by
playing an interior point zen ∈ C for some z > 0. But as will see
later selecting the maximum possible z improves the probability of
estimation error.

In our policy- which we refer as Sequential-Estimation-Exploitation
(SEE)- we split the time horizon into cycles and each cycle consists
of an exploration interval followed by an exploitation interval. We
index the cycles by c and denote the exploration and exploitation
intervals in cycle c as Ec and Rc, respectively. In the exploration
interval Ec, we play each arm in B repeatedly for (2c+1) times. At
the end of Ec, using the rewards observed for each arm in B in the
past c- cycles we compute ordinary least square (OLS) to estimate
each component θn, n = 1, 2, · · · , N separately and obtain the

estimate θ̂(c). Using θ̂(c) as a proxy for θ, we compute a greedy

Algorithm 1 SEE

1: Input: C: The polyhedron ε: Algorithm parameter
2: Initialization: Compute the set B
3: for c = 0, 1, 2, · · · do
4: Exploration:
5: for n = 1 → N do
6: for j = 1 → 2c+ 1 do
7: Play arm znen ∈ B, observe reward rtc,n,j

8: end for
9: Compute θ̂n(c)

10: end for
11: x(c) ← argmax

x∈C
x′θ̂(c)

12: Exploitation:
13: for j = 1 → 	2c2/1+ε
 do
14: Play arm x(c), observe reward
15: end for
16: end for

arm x(c) by solving a linear program and play it repeatedly for

2c
2/(1+ε) times in the exploitation interval Rc, where ε > 0 in an

input parameter. We repeat the process for each cycle. A formal
description of SEE is given in figure 1. The estimation in line 9 is
computed for all n = 1, 2, · · · , N as follows:

θ̂n(c) =
1

(c+ 1)2

c∑
i=0

2i+1∑
j=1

rti,n,j/zn, (6)

Note that in the exploration intervals, SEE plays a fixed set of
arms and no adaption happens, adding positive regret in each cy-
cle. The regret incurred in the exploitation intervals starts reducing
as the estimation error gets small, and when it falls below Δ/2 the
step (line-11) selects the optimal arm and no regret is incurred in
the exploitation intervals (see Lemma 2 in [15] ). The probability
of selecting the optimal arm decays super-exponentially across the
cycles, and hence the probability of incurring positive regret in the
exploitation intervals also decays super-exponentially. The SEE pro-
vides the following guarantee on the expected regret.

Theorem 2 Let the noise be R-sub-Gaussian and without loss of
generality2 assume θ ∈ [−1, 1]N . Then, the expected regret of SEE,
with parameter ε > 0 is bounded as follows:

RT (SEE) ≤ 2RmN log1+ε T + 4RmNγ1, (7)

where Rm denotes the maximum reward. γ1 is a constant that de-
pends on noise parameter R and the sub-optimality gap Δ.

The ε parameter determines the length of the exploitation inter-
vals, and larger ε implies that SEE spends less time in exploitation
and more time in exploration. Increasing ε will make SEE spend
more time in explorations resulting in improved estimations and re-
duces the probability of playing sub-optimal arm in the exploitation
intervals. Hence parameter ε determines how fast the regret concen-
trates, and larger its value more ’risk-averse’ is the algorithm.

2For general θ, we replace it by θ
‖θ‖∞ and the same method works. Only

Rm is scaled by a constant factor.
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Fig. 1: Regret comparison against multi-armed bandits,
arms are corners of 10-dim. hypercube.
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Fig. 2: Regret comparison against linear bandit algo-
rithms on 10-dim. hypercube.

3.3. Regret of SEE.

We analyze the regret in the Exploration and Exploitation phases
separately as follows.
Exploration regret: At the end of cycle c, each arm in B is played∑c

i=1(2i + 1) = c2 times. The total expected regret from the ex-
ploration intervals after c cycles is at most Nc2Rm.
Exploitation regret: Total expected regret from the exploration in-
tervals after c cycle is

4NRm

c∑
i=1

2i
2/(1+ε)

2−i2aΔ2

= 4NRm

c∑
i=1

2i
2/(1+ε)−i2aΔ2

≤ 4NRmγ2

where γ2 :=
∑∞

i=1 2
i(i(1−ε)/(1+ε)−c1iΔ

2/4) is a convergent series.

After c cycles, the total number of plays is T =
∑c

i=1 e
i

2
1+ε

+

Nc2 ≥ ec
2

1+ε
and we get c2 ≤ log1+ε T . Finally, expected regret

form T -rounds is bounded as

RT (SEE) ≤ 2RmN log1+ε T + 4NRmγ2 = O(N log1+ε T ).

4. PROBABILITY 1 REGRET BOUNDS.

Recall the definiton of expected regret and regret in (3) and (4). In
this section we show that with probability 1, the regret of our algo-
rithms are within a constant factor from the their expected regret.

Theorem 3 With probability 1, RT (SEE) is O(N log1+ε T ).

Proof: Let Cn denote an event that we select sub-optimal arm
in the nth cycle. From Lemma 2 in [15], this event is bounded
as Pr{Cn} ≤ N exp{−O(n2)}. Hence

∑∞
n=1 Pr{Cn} <

∞. Now, from application of Borel-Cantelli lemma, we get
Pr{lim supn→∞ Cn} = 0, which implies that almost surely SEE
plays optimal arm in all but finitely many cycles. Hence the ex-
ploitation intervals contribute only a bounded regret. Since the
regret due to exploration intervals is deterministic, the regret of SEE
are within a constant factor from their expected regret with proba-
bility 1, i.e., Pr{∃ C1 such that RT (SEE) ≤ RT (SEE) + C1}.
This completes the claim.

We note that the regret bounds proved in [13] hold with high
confidence, where as ours hold with probability 1 and hence pro-
vides a stronger performance guarantee. This result is not only a
mathematical detail. It actually ensures that with probability 1, only
finitely many times we use the wrong arm in the exploitation phase.

5. EXPERIMENTS

In this section we investigate numerical performance of our algo-
rithms against the known algorithms. We run the algorithms on a
hypercube with dimension N = 10. We generated θ ∈ [0, 1]N ran-
domly and noise is zero mean Gaussian random variable with vari-
ance 1 in each round. The experiments are averaged over 10 runs. In
Fig. 1 we compare SEE (ε = 0.3) against UCB-Normal [21], where
we treated each extremal point as an arm of an 2N -armed bandit
problem. As expected, our algorithms perform much better. UCB-
Normal need to sample each of the 2N atleast once before it could
start learning the right arm. Whereas, our algorithm starts playing
the right arm after a few cycles of exploration intervals. In Fig.
2, we compare our algorithms against the linear bandits algorithm
LinUCB and self-normalization based algorithm in [22], which is
labeled SelfNormalized in the figure. For these we set confidence
parameter to 0.001. We see that SEE beats LinUCB by a huge mar-
gin, but its performance comes close to that of SelfNormalized al-
gorithm. Note that SelfNormalzed algorithm requires knowledge of
noise sub-Gaussianity parameter R. Whereas, our algorithms are ag-
nostic to this parameter. Also, note that in the early rounds the per-
formance of SEE is close to SelfNormalized algorithm. However,
for large T its peformance is improves compared to SelfNormalized
as can be noticed at the edge of the figure. In all the numerical plots,
we initialized the algorithm to run from cycle number 5.

6. CONCLUSION

We studied stochastic linear optimization over polyhedral set of arms
with bandit feedback. We provided asymptotic lower bound for any
policy and developed an algorithm that is near optimal. The regret
of the algorithm grows (near) logarithmically in T and its growth
rate is linear in the dimension of the polyhedron. We showed that
the regret upper bounds hold almost surely. The regret growth rate
of our algorithms is log1+ε T for some ε > 0. An interesting open
problem is to reduce the regret to N log T .
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rithms for linear stochastic bandits,” in Proceeding of Advances
in Neural Information Processing Systems (NIPS), 2011, pp.
2312–2320.



<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles false
  /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 1.4
  /CompressObjects /Off
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.0000
  /ColorConversionStrategy /LeaveColorUnchanged
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams true
  /MaxSubsetPct 100
  /Optimize false
  /OPM 0
  /ParseDSCComments false
  /ParseDSCCommentsForDocInfo false
  /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
    /Arial-Black
    /Arial-BoldItalicMT
    /Arial-BoldMT
    /Arial-ItalicMT
    /ArialMT
    /ArialNarrow
    /ArialNarrow-Bold
    /ArialNarrow-BoldItalic
    /ArialNarrow-Italic
    /ArialUnicodeMS
    /BookAntiqua
    /BookAntiqua-Bold
    /BookAntiqua-BoldItalic
    /BookAntiqua-Italic
    /BookmanOldStyle
    /BookmanOldStyle-Bold
    /BookmanOldStyle-BoldItalic
    /BookmanOldStyle-Italic
    /BookshelfSymbolSeven
    /Century
    /CenturyGothic
    /CenturyGothic-Bold
    /CenturyGothic-BoldItalic
    /CenturyGothic-Italic
    /CenturySchoolbook
    /CenturySchoolbook-Bold
    /CenturySchoolbook-BoldItalic
    /CenturySchoolbook-Italic
    /ComicSansMS
    /ComicSansMS-Bold
    /CourierNewPS-BoldItalicMT
    /CourierNewPS-BoldMT
    /CourierNewPS-ItalicMT
    /CourierNewPSMT
    /EstrangeloEdessa
    /FranklinGothic-Medium
    /FranklinGothic-MediumItalic
    /Garamond
    /Garamond-Bold
    /Garamond-Italic
    /Gautami
    /Georgia
    /Georgia-Bold
    /Georgia-BoldItalic
    /Georgia-Italic
    /Haettenschweiler
    /Impact
    /Kartika
    /Latha
    /LetterGothicMT
    /LetterGothicMT-Bold
    /LetterGothicMT-BoldOblique
    /LetterGothicMT-Oblique
    /LucidaConsole
    /LucidaSans
    /LucidaSans-Demi
    /LucidaSans-DemiItalic
    /LucidaSans-Italic
    /LucidaSansUnicode
    /Mangal-Regular
    /MicrosoftSansSerif
    /MonotypeCorsiva
    /MSReferenceSansSerif
    /MSReferenceSpecialty
    /MVBoli
    /PalatinoLinotype-Bold
    /PalatinoLinotype-BoldItalic
    /PalatinoLinotype-Italic
    /PalatinoLinotype-Roman
    /Raavi
    /Shruti
    /Sylfaen
    /SymbolMT
    /Tahoma
    /Tahoma-Bold
    /TimesNewRomanMT-ExtraBold
    /TimesNewRomanPS-BoldItalicMT
    /TimesNewRomanPS-BoldMT
    /TimesNewRomanPS-ItalicMT
    /TimesNewRomanPSMT
    /Trebuchet-BoldItalic
    /TrebuchetMS
    /TrebuchetMS-Bold
    /TrebuchetMS-Italic
    /Tunga-Regular
    /Verdana
    /Verdana-Bold
    /Verdana-BoldItalic
    /Verdana-Italic
    /Vrinda
    /Webdings
    /Wingdings2
    /Wingdings3
    /Wingdings-Regular
    /ZWAdobeF
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 200
  /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 200
  /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 400
  /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

  /CreateJDFFile 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 "Required"  settings for PDF Specification 4.01)
  >>
>> setdistillerparams
<<
  /HWResolution [600 600]
  /PageSize [612.000 792.000]
>> setpagedevice


