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PH: Could we begin with a brief outline of this kind of research — studies where
participants make things — and what you are doing with it?

DG: Well, I think I'm developing a kind of research which enables people to
communicate, in a meaningful way, about their identities and experiences,
and their own thoughts about their identities and experiences, through
creatively making things themselves, and then reflecting upon what they
have made. This is a process which takes time, and which uses the hands and
body as well as the mind. The method should be empowering for the
participants — since they have a creative opportunity to express and explore
something as part of a project which is interested in what they have to say
(although the idea that research studies can ‘empower’ participants is
perhaps sometimes rather

overambitious). But the “This is a process which takes time, and

approach is optimistic and  \hjch uses the hands and body as well
trusting about people’s ability

to  generate interesting @S the mind. The approach is optimistic
theories and observations about people’s ability to generate
themselves. And I want to  jnteresting theories themselves.”
establish theoretical support

for this approach, and studies

which demonstrate its worth. The therapeutic value of creative activity is
already well documented [see for example, Thomas & Silk, 1990; Silver, 2001;
Edwards, 2004], but in the methods we’re talking about here, the possible
value for a participant is, if you like, a happy side-effect. Primarily the
creative activity is the starting-point for developing thoughts about personal
experience and identity, which are ultimately communicated to the
researcher, as part of social research.

PH: How did you come to be interested in this kind of approach?

[From doing studies which included Video Critical, in which young people
made videos about the environment, and a study in which young people were
asked to produce drawings of celebrities,] I realised that we should be
developing visual creative methods much more, because I am convinced that
it is a good new way of building sociological knowledge, and it offers a positive
challenge to the taken-for-granted idea that you can explore the social world
just by asking people questions, in language.
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The thing I perhaps like best about it is that it is an enabling methodology —
it assumes that people have something interesting to communicate, and that
they can do so creatively. That means it’s basically the opposite of the
experiments into ‘media effects’, where researchers seemed to assume that
people had very little self-knowledge, and indeed would not be clever enough
to work out the point of the psychology experiment in which they were
trapped. I say ‘trapped’ because studies like that have predefined what they
are looking for, often in a binary way: does the ‘subject’ give response x, or
response y? The person has no opportunity to express what they feel about the
issue in question, or about the experience of being in the study.

[...]

PH: So [you’ve been involved in projects which] make use of creative/artistic
approaches in different ways. Would you say your main interest is in
methodology?

DG:  Well, there are two “|t’s not ‘just’ methodology —it’s all

dimensions to it. First there is the g6t how we gather and develop
interest in methodologies.

Someone might say its Gust Knowledge about the social world:
methodology — in other words, not ~ the very heart of social science”
actually about anything in

particular — but on the other hand, the interest in methodologies is absolutely

all about how we gather and develop knowledge about the social world: in

other words, the very heart of social science. Without a good and varied set of

tools for understanding how people think about and respond to their social

worlds, social science is potentially limited and stuck.

Secondly, it’s about exploring how people think about, understand and reflect
on their own identities.

PH: So to consider the methodology side first, perhaps you could summarise
why you think these creative methods are advantageous.

DG: Okay, well first, most approaches to audience or social research require
participants to produce instant descriptions of their views, opinions or
responses, in language. I'd say that’s difficult. Most people can’t really provide
accurate descriptions of why they do things, or like things — let alone their
identities and motivations — as soon as you ask them. But most language-
based studies capture and preserve those instant responses as ‘data’. In the
new creative methods, we don’t do that. Instead we have a reflective process,
taking time, so the data you end up with is the result of thoughtful reflection.

So, secondly, by inviting participants to create things as part of the research
process, it’s a different way into a research question. We don’t even need to get
too stuck on whether it’s ‘better’ than another method really. It’s a different
way in, and engages the brain in a different way, drawing a different kind of
response.

Third, the method operates on the visual plane, to a substantial degree,
matching the highly visual nature of popular culture. So you have a match
between mediated experiences, and the kind of method you are using to
explore them.
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Fourth, the method recognises and indeed embraces the creativity and
reflexivity of people. As I mentioned, it’s not about tricking or cornering
research subjects in order to confirm a ready-made hypothesis. Instead, it
offers them tools through which they can thoughtfully communicate their own
meanings and understandings.

And finally, in media studies terms, this approach avoids treating individuals
as mere ‘audience’ of particular products. Rather than defining people as ‘soap
opera viewers or ‘magazine readers’, this approach recognises that people
receive media messages from all kinds of places, all day long, and that they
somehow process all of these but do so as a whole person.

PH: You call these ‘creative methods’, but what about the view that generating
some speech, in an interview or focus group, is also a creative act — just as
creative as the methods you are talking about?

DG: Well it’s true that talk is creative too, yes, of course. But the reflective
process of making an artefact, taking time, as well as the act of making
something that you can look at and think about and change, is different.
First, you're asked to make the thing — which might be a drawing, or collage,
or video, or Lego model, or whatever — and you could think about it quite
normally for ten or fifteen minutes, say, or even a couple of days or weeks,
depending on the study, and then you would make the thing, and again that
takes time and involves constant engagement with the artefact. By the time
you’re at the end of that process ... it’s quite different to being in a face-to-face
session where somebody asks a question and you have to provide an answer
straight away. (In some kinds of research, such as psychometric testing, you
actually want an unreflected, ‘gut instinct’ kind of response, of course. But
most qualitative media studies do not treat people’s responses in that way;
instead, people’'s statements are taken as being more-or-less reliable,
thoughtful accounts).

The French phenomenologist Maurice Merleau-Ponty is significant here.
Merleau-Ponty noted that most Western academic thought treats individuals
as the sum of their brains. Those people have bodies, of course, but in terms of
their emotions and opinions and intelligence and experience, we think of this
as all being in the mind; the body is just a vehicle for this cognitive creature.
Merleau-Ponty felt that this was . . . .
quite wrong: that the body and “It’s quite different to being in a

mind are inseparable, and that we ~ face-to-face session where somebody
cannot talk about experience and asks a question and you have to

perception without including the . . s
body as central to these [see provide an answer straight away

Merleau-Ponty, 1945/2002].

If the body is central to, or even just an important dimension of, experience —
which I think it is — and if people’s own creative, reflexive responses to things
are important — which I think they are — then we need to work with people in
ways that embrace this, rather than ignore it.
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PH: Which brings us, I think, to your new project with Lego. Can you tell us
about that?

DG: Lego Serious Play already exists as a consultancy process for businesses
and organisations, developed by the Lego Group in collaboration with some
very good academic researchers. It’s not at all like the kind of business
consultancy where a troubleshooter turns up, looks around, and announces
what the problems are and what needs to change. Lego Serious Play begins
with the idea that ‘the answers are already in the room’. It gets participants
communicating more fully, creatively and expressively, by asking them to
‘play’ in a focused way, with Lego. Specifically, team members are asked to
build metaphors of their organisational identities and experiences using Lego
bricks.

PH: So you don’t build actual  « . . . .
scenes from life — its using 1 @ets participants communicating

metaphors? Isn't that difficult  ore fully, creatively and expressively,
for people — on top of the Py asking them to build metaphors of
difficulty they may have with  their jdentities and experiences in Lego”

using a children’s toy as part
of something ‘serious’

DG: Well, they have a very carefully thought out process, which starts with
building skills, gets you making simple things in Lego, and then cleverly
knocks you onto the metaphorical plane. For example, you've built a little
creature, but then you’re told to make changes to it within 30 seconds, to turn
it into something that bothers you at work. So then someone might give the
animal bigger teeth, representing overbearing senior managers; or the
creature’s legs might be removed, suggesting that the organisation is slow-
moving; or whatever. Simple things like that move you onto a metaphorical
plane without you really noticing. It’s challenging, too, of course, but in a
positive way.

The process builds up to making models of whole organisations — in a
metaphorical way. Say you work in a school. You don’t build a model of the
actual school, with doors and classrooms and kitchens and toilets. Instead the
model might include a big flower or tree in the middle, representing learning,
but then that would be connected to other parts, such as a windmill
representing creativity, for example, and a dog representing the need for
discipline, as well as various other parts, and the model might be populated
by children and teachers but it would be interesting to see whether they were
climbing the tree or were more to be seen gathered around the dog — and we’d
want to see if they are frightened of the dog or if they sit on the dog’s back —
and so on.

And then that in turn would be connected to other agents — models of external
things that might have an influence on the school — such as the government,
parents, city life, even climate change, anything. And of course it’s interesting
to see each of these models: for example, the government — is that represented
as a bee, or an elephant, or a box with no windows, or what? There’s always
much to talk about with each of the constructions.

And there’s more to it; in the existing version of Lego Serious Play there are
different ‘applications’ of the method, different scenarios with different kinds
of outcomes.
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PH: But you're developing a social science version.

DG: Yes, my version has people building metaphors of their identities, instead
of organisations. One application of Lego Serious Play already does this to
some extent, but more seeing the person as part of an organisation. My
version 1s more about identities, different aspects of personality, influences,
and aspirations. And this is used as a way of eliciting data — sociological
information — about people’s lives. So it’s not just like a form of therapy for
the participants — although participants frequently report that the process
has helped them to think about themselves, their lives and their goals.
Rather, it’s an alternative way of gathering sociological data, where the
expressions are worked through (through the process of building in Lego, and
then talking about it) rather than just being spontaneously generated (as in
interviews or focus groups).

PH: If a Lego construction is a metaphor for identity, how is it more than
simply a metaphorical account of life events? Are we the sum of, or to put it
another way, identified by our life events?

DG: Well, the metaphorical model is not usually just about events. The
participant is invited to think about who they are, the different aspects of
themselves that they bring to the world, and what they think are significant
aspects of their identity. So I suppose if it was someone who saw their life as
the product of a series of events then they might do an entirely events-based
model. But more typically people will build aspects of their ‘core’ — or
changing — personality, plus significant external agents such as family and
friends. So many models include some aspirations, some aspects of
personality, some happy or unhappy bits of significant history, and concepts
such as friendship, passion, travel, time, calm, ghosts, tensions ... and all
kinds of other things. But it certainly doesn’t lead to an emphasis on events.

Incidentally we say to them:

‘This task doesnt mean you “I’m always trying to get away from the

have to reveal the most private  jdea that an ‘expert’ analyst should

aspects of yourself; you don’t . .
come in and tell you what something

have to “bare your soul”;
rather, you are provided with ‘really’ means”

an opportunity to say “This is

how I would like you to be introduced to me”. It would not be right to expect
the deepest level of psychological revelation in four short hours, or in a group
context — or any context. And the participants might feel rather exposed, and
unsupported, at the end of it. So we have to be careful about that.

PH: In this Lego study — or the drawings study, or any other study like this — is
the analysis based only on the visual product, and the verbal comments made
by the participants about it, or does it go beyond that?

DG: I tend to think that you can’t really go beyond that, or you’re probably
moving into the area of imposing interpretations onto people’s work. I'm
always trying to get away from the idea that an ‘expert’ analyst can come in
and tell you what something ‘really’ means. I've always thought that — that
you should value the person’s own view first and foremost — and this was
reinforced by my reading of the art therapy literature.
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PH: What did you learn from that?

DG: Simply put, some art therapists in the past would refer to a diagnostic
manual to give them the expert insight into what a patient’s artwork
‘actually’ meant. It was like a pretty rigid form of psychoanalysis, where a
person would be asked to draw something — like the ‘house, tree, person’ test
where they’d be asked to draw those three things — and then a manual would
tell you that a large tree meant one thing, and that a house with no windows
meant something else. It’s interesting, but too rigid. Today, I learned, art
therapists are far more likely to use the drawing as a starting point for a
discussion with the person. And basically the participant, the patient or
client, interprets their own drawing. Which is far better. And so on the
question of interpretation, my answer is always that the interpretation has to
come from the person that made the artefact. My own guesses or speculation
about someone else’s meanings are just that — guesses and speculation — so
we have no use for those.

PH: But do you not think that the expertise of the researcher (reflection,
distance from the topic, experience, and general knowledge) and the expertise
of the subject (as an expert on their own life, and specific knowledge) should be
brought together in a productive way in order to develop an analysis that is
neither merely based on the researcher’s horizon nor only on the subject’s
horizon?

DG: That’s interesting. My instinct is to disagree and say that the researcher
shouldn’t be adding in their own experience and ‘expertise’: the point of social
research is to get as close as possible to other people’s views and meanings,
isn’t it?

PH: But would that mean that a social scientist is just someone who records
what people say? They must have a more intelligent role than that?

DG: Oh well I've been talking just now about how we arrive at interpretations
of individual artefacts made in a research project, one by one. If we rely on
the makers’ own interpretations, that doesn’t mean that the social scientist is
redundant or just recording what people say; on the contrary, they have a
central role in the overall analysis, and in the production and articulation of
theory which stems from the research. So it’s not that the researcher can have
nothing to say, but rather that they need to listen to what is said overall and
then come back in at the end and develop conclusions and theory, based on a
meta overview of all that has been created and recorded. So, to put it simply,
you can do an analysis of the whole but you shouldn’t be trying to analyse
each creative artefact because that is better done by the person that made it.

PH: I do see the problem of imposing meanings or overinterpreting open texts
according to prior knowledge, but on the other hand every creative production
contains conscious or reflected and unconscious or unreflected aspects. That’s
why doing creative stuff can be so interesting, you produce something and later
you learn that your piece contains elements you hadn’t thought about and that
give you new insights. Sometimes the creative subject might produce very
interesting and revealing aspects that are not mentioned verbally later on.
Maybe that’s because some topics are inconvenient to think about — such as,
say, death, illness, painful experiences — or are not socially accepted, such as
sexuality. In an international research project which I worked on called
VideoCulture [Holzwarth & Maurer, 2001], one of the many groups was a
group of disabled young people. They produced a narrative film about death
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and suicide. We knew about them that their disabilities meant that they would
die in a few years, and they knew that, too. This wasn’t mentioned verbally by
them, but knowing their circumstances, this was an important aspect in the
film, relating strongly to their lives. In order to make good interpretations, or
avolid wrong interpretations, it’s important to look for aspects in the context
that might or might not support certain readings.

DG: Okay, that’s clearly a good example where the context makes a difference
to how you’d look at such a film. You're not really contradicting my view,
though, because I do think that you should talk to the participant and work
out an interpretation of what they’ve made, which basically should be in their
own words, although you can prompt this with questions. So I would say that
in this case, you would ask them how the representations of death or suicide
in the film connected with their own feelings about their illness and their
future. Obviously it’s upsetting. But it’s important to get their own account of
this. It would still be less good to have an ‘expert’ interpretation. And just
because the expert knows the circumstances, such as in this case about the
participants’ disabilities and future prospects, that doesn’t mean that the
researcher will necessarily understand that lived experience in any way.

But I can agree with your idea

that you draw together the “People think about things differently
researcher’s horizon and the \when making something, using their

participant’s horizon ... as long R
as the participant’s voice is hands —it leads to a deeper and more

dominant and the researcher is reflective engagement”
more of a guide.

[...]

PH: And now you're doing research also about learning? How does this connect
with that?

DG: Well, by using creative methods to understand how people think about
themselves and their identities, I do think that also helps us to understand
how people learn. Projects such as the Lego research show that people think
about things differently when making something, using their hands — it leads
to a deeper and more reflective engagement. This applies too, unsurprisingly,
in learning. In fact the Lego Serious Play idea, for example, builds on the
work of Seymour Papert, whose idea of constructionism suggests that people
learn effectively through making things [Papert & Harel, 1991], through that
kind of bodily engagement which I mentioned earlier as highlighted by
Merleau-Ponty. And Lego Serious Play also makes use of Mihaly
Csikszentmihalyi’s idea of ‘flow’ — the idea that people learn better (and enjoy
life more generally) when they are creatively challenged [Csikszentmihalyi,
1990].

So there are strong connections between the creative and reflexive research
methods and research into engaged and reflexive learning.

PH: You say people learn effectively through making things. But doesn’t
writing also count as ‘making things’

DG: Well... good point, and writing a story about something can be a good
way of learning about it, for example. But constructionism is based on the
idea that making a three-dimensional object, using your hands, involves a
different kind of engagement.
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PH: It sounds like all this has some implications for formal education in
general. I think creative forms of learning take place in kindergartens and
primary schools. But I think — looking at educational careers — the older you
get, the less creative the forms of knowledge capture and learning you will
encounter. What could these reflections on creative learning, reflection and
enjoyment mean for high school and university teaching?

DG: I think you're right — the older you get, as a student, the work becomes
much less playful and much more about a straightforward and logical
approach to facts. That’s not especially surprising because the latter approach
is normally seen as the more ‘grown-up’, mature approach to things. I'd say
that’s not helpful at all. In fact as the ideas we are learning become more
complex, and we need to be more sophisticated in dealing with them, then a
playful and imaginative approach is exactly what you need. Interviews I've
read with leading scientists, physicists, and experts in other fields, would all
seem to agree with this. Many of the ideas in quantum physics, for example,
seem quite mad from the point of view that we try to inculcate in school
science students. Whereas a more playfully experimental approach would
help a lot. At school you can do ‘experiments’ but they are so highly regulated
and scripted that you’re not actually experimenting. You're just imitating a
procedure, and the most radical thing that can happen is that you follow the
procedure ‘incorrectly’ and the teacher treats you like a fool.

The research on play suggests it’s a great way of learning, and encourages
creative thought generally. A minority of teachers and experts in learning are
recognising this today, but still on the whole ‘play’ is seen as a childish thing,
lacking discipline and lacking an appropriate adult attitude.

[...]

We're interested in making connections with other researchers, artists, and
anyone interested — please email david@theory.org.uk.

References
Banks, Marcus (2001), Visual Methods in Social Research, London: Sage.

Beck, Ulrich (2002), ‘A Life of One’s Own in a Runaway World: Individualization,
Globalization and Politics’, in Beck, Ulrich, & Beck-Gernsheim, Elisabeth (2002),
Individualization, London: Sage.

Bower, Robin (1992), ‘Media Education as an Essential Ingredient in Issue-Based
Environmental Education’, in Alvarado, Manuel, & Boyd-Barrett, Oliver, eds, Media
Education: An Introduction, London: British Film Institute.

Csikszentmihalyi, Mihaly (1990), Flow: The Psychology of Optimal Experience,
London: HarperCollins.

Dowmunt, Tony (1980), Video with Young People, London: Inter-Action Inprint.
Edwards, David (2004), Art Therapy, London: Sage.

Gauntlett, David (1995), Moving Experiences: Understanding Television’s Influences
and Effects [first edition], London: John Libbey.

®



Gauntlett, David (1997), Video Critical: Children, The Environment and Media
Power, London: dJohn  Libbey. See also online presentation at
www.artlab.org.uk/videocritical

Gauntlett, David (2001), ‘The worrying influence of “media effects” studies’, in
Barker, Martin & Petley, Julian, eds, Ill Effects: The Media/Violence Debate (Second
Edition), London: Routledge.

Gauntlett, David (2002), Media, Gender and Identity: An Introduction, London:
Routledge.

Gauntlett, David (2005), Moving Experiences, second edition: Media effects and
beyond, London: John Libbey.

Gauntlett, David, and Hill, Annette (1999), TV Living: Television, Culture and
Everyday Life, London: Routledge.

Giddens, Anthony & Pierson, Christopher (1998), Conversations with Anthony
Giddens: Making Sense of Modernity, Cambridge: Polity.

Giddens, Anthony (1991), Modernity and Self-Identity: Self and Society in the Late
Modern Age, Cambridge: Polity.

Goffman, Erving (1959), The Presentation of Self in Everyday Life, London: Penguin.

Halperin, David M. (1994), Saint Foucault: Towards a Gay Hagiography, New York:
Oxford University Press.

Holzwarth, Peter & Maurer, Bjorn (2001), ‘Aesthetic Creativity, Reflexivity and the
Play with Meaning: A VideoCulture Case Study’. In: Buckingham, David (Ed.):
Journal of Educational Media, Vol. 26, No. 3. Special Issue on VideoCulture, pp. 185-
202.

Holzwarth, Peter & Maurer, Bjorn (2003), ‘CHICAM (Children in Communication
About Migration). An Intercultural Research Project Exploring the Possibilities of
Intercultural Communication through Children’s Media Productions’. In:
Kiegelmann, Mechthild & Giirtler, Leo (Eds.): Research Questions and Matching
Methods of Analysis. Qualitative Psychology Nexus. Vol. 3. Tubingen: Ingeborg Huber,
pp. 125-139.

Keupp, Heiner, et al. (1999), Identitdtskonstruktionen. Das Patchwork der Identitdten
in der Spdtmoderne, Reinbek bei Hamburg: Rowohlt.

Lawrence, Elizabeth (1990), ‘Diverse perspectives: A photography project’, in
Multicultural Teaching, vol. 9, no. 1, pp. 25-30.

Merleau-Ponty, Maurice (1945/2002), Phenomenology of Perception, London:
Routledge.

Papert, Seymour & Harel, Idit (1991), Constructionism, Norwood, New Jersey: Ablex
Publishing Corporation.

Silver, Rawley (2001), Art as Language: Access to Thoughts and Feelings Through
Stimulus Drawings, Brunner-Routledge, London.

Thomas, Glyn V. and Silk, Angele M. dJ. (1990), An Introduction to the Psychology of
Children’s Drawings, Harvester Wheatsheaf, Hemel Hempstead, Hertfordshire.

©




<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /All
  /Binding /Left
  /CalGrayProfile (Dot Gain 20%)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Warning
  /CompatibilityLevel 1.4
  /CompressObjects /Tags
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJDFFile false
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.0000
  /ColorConversionStrategy /LeaveColorUnchanged
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams false
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo true
  /PreserveFlatness true
  /PreserveHalftoneInfo false
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 300
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 300
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /CropGrayImages true
  /GrayImageMinResolution 300
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 300
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /CropMonoImages true
  /MonoImageMinResolution 1200
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile ()
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName ()
  /PDFXTrapped /False

  /Description <<
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000500044004600206587686353ef901a8fc7684c976262535370673a548c002000700072006f006f00660065007200208fdb884c9ad88d2891cf62535370300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef653ef5728684c9762537088686a5f548c002000700072006f006f00660065007200204e0a73725f979ad854c18cea7684521753706548679c300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /DAN <>
    /DEU <>
    /ESP <>
    /FRA <>
    /ITA <>
    /JPN <>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020b370c2a4d06cd0d10020d504b9b0d1300020bc0f0020ad50c815ae30c5d0c11c0020ace0d488c9c8b85c0020c778c1c4d560002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken voor kwaliteitsafdrukken op desktopprinters en proofers. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /PTB <>
    /SUO <>
    /SVE <>
    /ENU (Use these settings to create Adobe PDF documents for quality printing on desktop printers and proofers.  Created PDF documents can be opened with Acrobat and Adobe Reader 5.0 and later.)
  >>
  /Namespace [
    (Adobe)
    (Common)
    (1.0)
  ]
  /OtherNamespaces [
    <<
      /AsReaderSpreads false
      /CropImagesToFrames true
      /ErrorControl /WarnAndContinue
      /FlattenerIgnoreSpreadOverrides false
      /IncludeGuidesGrids false
      /IncludeNonPrinting false
      /IncludeSlug false
      /Namespace [
        (Adobe)
        (InDesign)
        (4.0)
      ]
      /OmitPlacedBitmaps false
      /OmitPlacedEPS false
      /OmitPlacedPDF false
      /SimulateOverprint /Legacy
    >>
    <<
      /AddBleedMarks false
      /AddColorBars false
      /AddCropMarks false
      /AddPageInfo false
      /AddRegMarks false
      /ConvertColors /NoConversion
      /DestinationProfileName ()
      /DestinationProfileSelector /NA
      /Downsample16BitImages true
      /FlattenerPreset <<
        /PresetSelector /MediumResolution
      >>
      /FormElements false
      /GenerateStructure true
      /IncludeBookmarks false
      /IncludeHyperlinks false
      /IncludeInteractive false
      /IncludeLayers false
      /IncludeProfiles true
      /MultimediaHandling /UseObjectSettings
      /Namespace [
        (Adobe)
        (CreativeSuite)
        (2.0)
      ]
      /PDFXOutputIntentProfileSelector /NA
      /PreserveEditing true
      /UntaggedCMYKHandling /LeaveUntagged
      /UntaggedRGBHandling /LeaveUntagged
      /UseDocumentBleed false
    >>
  ]
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [612.000 792.000]
>> setpagedevice


