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Combined Monster Statistics Chart

Name AC MV HD hp #AT Dmg SA SD AL THAC0 Book
Bodak 5 6" o+0 3 1 1d8 +gaze Death Gaze +1 wpn to hit CE 10 M2-19
Cat, Black 5 15" 3+3 16 3 1d3/1d3/1d4 Bad Luck Bad Luck CN 16 1o
Death, Crimson 0(4) 12%(6") 13 50 1 3d10 Surprises 1-5 Invisible till fed NE 9 M2- 32
Displacer Beast 4 ¥ 6 a3 2 2d4/2d4 - None
Doppleganger 5 9" 6 35, A 1d12 Surprises 1-4
Drelb 2 6" 5+3 T | 3d4 Chill
Gargoyle 5 9°/15* 4+4 25 4 1d3/1d3/1dé/1d4 None
Ghast i 15 4 16 3 1d4/1d4/1d8 Stench
Ghost 0(8) 9" 10 45 1 Ages 1d4x10 yrs Magic Jars
Golem, Stone 5 6" 15 60 1 3d8 Slow Spell
Green Slime 9 [ 2 g e Nil Flesh to Slime
Griffon 3 12% /30" 7 3 3 1d4/1d4/2d8 None
Groaning Spirit 0 15" 7 23 1 1d8 Keening
Harpy 7  &"/15" 3 13 3 1d3/1d3/1de Charm
Haunt 1 6"/victim 5/victim 39 1/1 1d8 Possession
Hell Hound 4 12" 7 T | 1d10 Breathe Fire (7
Invisible Stalker 3 121 8 3 1 1d4 Surprises 1-5
Lich 18th Level 0 (i 11 . R & 1410 Spells
Lurker Above 6 1" /9" 10 40 1 1de Smothers
Mastiff, Shadow 6 187(9") 4(-1) 16 1 2d4 Baying
Mihstu -2 6" /6" §+2 38 4 1d6+1 x4 i +2 wpns to hit NE 12 M2- 84
Mummy 3 6" 6+3 30 1 1d12 +1 wpns to hit LE 13 Mi1-72
Nightmare -4 15%/38" 6+6 34 3 2d4/2da+2/2d4+ -2 to be hit NE) 12 M1-74
Ogre 5 L 4+1 20 1 None CE 15 Mi1-75
Orc 6 9" 1 5 1 None LE 19 Mi1- 76
Quasi-El. Lightning 2 18" 12 48 1 +1 wpns to hit NIC) 9 M2-103
Quasit 2 18" 3 13 3 Regens & Invis CE 16 M1- 80
Raven 7 17 /36" 3 1 None N 20 M2-105
Shade 0 12° 40 312 Shadow Image Any 10 M2-108
Skeleton 7 12" AT Sharpwpns /2Dmg N 19 Mi1-87
Skeleton, Steed 8 15" 18 Sharp wpns /2 Dmg  C(E) 15 1no
Skeleton, Strahd 3 12* 13 +2 to hit Magic Resist CE 16 1o
Spectre 2 15" /30" 35 Energy Drain +1 wpns to hit LE 12 Mil-89
Spider, Giant 4 3" 22 Webs None CE 15 Mi1-90
Stirge 8 3" ng” Blood Drain None N 18 Mi-92
Toad, Giant 6 6" +6"hop Tongue None N 16 M1-95
Trapper 3 3 Crush Prevents attack N 9  Mi-95
Vampire 1 12" /18" Energy Drain +1 wpn to hit CE 12 Mi1-99
Vulture 6 3" /27" 1 1 None None N 18 M2-125
Wight s { 1 1d4 Energy Silver or Magictohit LE 15 M1-100
Will-o-Wisp -8 1 2d8 Confuses Special CE 12 Mi-101
Wolf, Dire 6 1 None None N(E) 15 M1-101
Wraith 1 dé Energy Drain Silver or Magic to hit  LE 15 Mi-102
Zombie, Strahd 1+ Severed Attacks Turn as Mummy N 15 110
Alignment #AT = Number of Attacks per Round C = Chaotic
1 (E) = Ewil tendencies F# = Fighter, Level #

HD = Hut Dice hp = Hit Points L = Lawful

M2.# = Monster Manual Il-page MV = Movement rate * = Move in web

I = Move when flying /1 = Move when swimming () = Move when burrowing

r = Rounds SA = Special Aracks SD = Special Defenses

THACO = Base number to hit AC 0 V = Vanes
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When the DM calls vour card

B FXT)

7, read the ing:

When the DM calls your card
number, read the following:

“I fler down twisting halls as the
light from the dying 1orches fails
The darkness is behind me, pusuing me ... devour-

ing me! There! Ahead lies the key”

The Mesmenst will now ask a question. Respond by
selecting one of the choices found on the back of this
card. State the letter of the choice and read the
answer aloud.

“The nng blazes with brilliant light,
the torm book in my hands mends
itself and now | can see where lies the temible truth

of this land. | cannot speak it! Yet | know where next

| must go to find the truth..”

The Mesmerise will now ask 2 question, Respond by
selectng one of the choices found on the back of this
card, Stare the letter of the choive and read the
answer aloud.

B e e e e L T T e ——

When the DM calls your card
number, read the following:

“The book tells 2 tragic tale of good
intennons and evil deeds. Yer
something of its wisdom s incomplete know |
must search further. | climb up 2 d
thoms, | weaken and slow, thoug
Now | see a figure in the opening

When the DM calls your card
number. read the following:

“I run! | run without moving. My
steps are mited in the soft ground
and move in unreal motion. | stumble 1o the edge of
a crevice. Friends, whose faces are filled with loathing

and hate. stare up ar me. A circled band hangs
before me. 1 reach for it and the inscnprion bums.. ™

The Mesmersst will now ask a question. Respond by
selecting one of the choices found on the back of chis
card. Stare the leteer of the choice and read the
answer aloud.

ol

When the DM calls your card
number, read the following:

“The book tells 2 tragic rale of
vengeance for a love lost. Yer some.
thing of ifs wisdom is incomplete and [ know 1 must
scarch further. | climb a well of tangled thoms. 1
weaken and slow. though the top 15 near. Now [ sec a
figure n the opening above ... it reaches for me ..

The Mesmerist will now ask a question, Respond by
selecting one of the choices found on the bark of this
card. Stare the letter of the choice and read the
answer aloud.

] - 1

the DM calls your card
r. read the following:

“The book tells a tragic tale of
defiance in the face of divine justice.
1 something of 1ts wisdom is incomplete and 1
now | must search further. | climb up a well of
tangled thoms. 1 weaken and slow, though the wp 1s

near. Now | see a figure in the opening above . it
reaches for me .."

The Mesmerist will now ask a question. Respond by
selecting one of the choices found on the back of this
card. State the letrer of the choice and read the
answer aloud.

When the DM calls your card
number, read the following

When the DM calls your card
number, read the following

“Then, from ameng the familar
faces of sirangers comes the Grear
One . darkness withun darkness, death beyond
death. My life falls from me as he drinks it with
unguenched thirst. His cromson lips suretch wide in a
soarl of evil delighr. His vowe, the thunder of the
crackling lightning

“Towering steel holds the world in

place. Lightning pietces my soul and
tears me in twain, | see myself twice. One, dark and
terrible; the other, light and powerless. Good people

mull about me, yer their ways are strange, | search for
the circle who's eye sees the truth of men's souls

The Mesmenist will now ask a question. Respond by
selecting one of the chowes found on the back of this
card. State the lenter of the choice and read the
answer aloud,

The Mesmerist will now ask & question, Respond by
selecting one of the chowes found on the back of this
vird. Stare the lerver of the chowe and read the
answer aloud

-
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When the DM calls vour card
number, read the following:

“1 wrest myself from his grasp and
seck to flee the chamber. The doors

have all shifted and gone away. A book calls 1o me
and offers me life. The lightning freczes the dark and
I stumble in the darkness rowards a shimng book ..

The Mesmerist will now ask a question. Respond by
sclecting one of the choices found on the back of this
card. State the letter of the choce and read the
answer aloud.

When the DM calls your card
number, read the following

"1 am floaring above the ground
Fog slowly spins me across the
moors. The stars no longer bum in the sky, though
somehow they should, There is a castle . ora
building ... its jaws open 1w devour me! | scream as |
look down its throar filled with lightning and death!
| am devoured, yer alive. 1 cannor see .. the light-
ning again flashes, The room is alive with power. |
see where | am

The Mesmerist will now ask @ questson. Respond by
selecting one of the choices found on the back of this
card.. Seate the lever of the choice and read the
answer aloud



The Mesmer’s Pendulum

The Mesmer's Pendulum is used like 2 script to a
play. It is broken into two parts. The DM’s part is
that of the Mesmer himself, questioning the hypno-
tized subject. The second part is shared by all the
players and is the hypnotized subject's resp o
questions. They should be read dramatically.
Acting out this dialogue not only provides impor-
tant information to the players, but it requires the
players to make choices which will influence the final
outcome of the adventure, though how may not be
apparent.
These cards should be cut apart and handed out
among all the players. When the DM reads a ques-
tion he will announce the number of the card on
which the response is to be found. The player should
first read the description on the side with the Mes-
mer's Pendulum, The DM will then query further,
and the player should then turn the card over and
select one of the choices in response.

©1986 TSR Inc. All Rights Reserved.
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(C) “The face is gentle and terrible, anguished and
vengeful. It changes its violent mood. My life again
drains into the darkness in those eyes.”

(D) “Those hands | know, which have often brought
me my needs, now takes from me my very life! |
scream ...

(E) "'Wisdom and nobility disappear from the
familiar face and are replaced by death and horror.
My life slips from me and I cannot scream.”

{F) “ltis the Dark One himself. His hands seize me.
My life again begins to slip from my soul”

©1986 TSR Inc. All Rights Reserved.

B
(A) "At the base of a smoky shaft.”
(B) "Amid walls of wisdom"’
(C) "Atop broken glass and shattered d
(D) “Atop an altar o
(E) *Atop an altar forme,
i | Inc. Al
8.
(A) lost rooms where the secret is
sealed”

(B) “Istand among the glorious dead.”

(C) "1stand before my own grave.”

(D) “Istand among the paupered dead

(E) "l stand on polished music and laughter”
(F} “1stand berween walls of restless tears.”

1986 TSR Inc. All Rights Reserved.

(A) "Amid the cold fire!"

(B) “Between the pages of folly!™

(C) "Amid the ruins of great works!”

(D) “In the abandoned chambers of hope!
(E) “In the hean of faith!"

(F) “In the folds of love's arms."
Conclude by reading this:

"Yet I cannot reach the key! The darkness falls about
me ... | smother ... | am dying ..

1986 TSR Inc. All Rights Reserved.
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(A) “lt is the Dark One himself. His hands seize
My life begins to slip from my soul’

{B) "The face 1 know and honor, yet its gentl
contours suddenly grow harsh. The eyes burn! My
life again begins to slip from me!”

(C) “The face is gentle and terrible, anguished and
ful. It changes its violent mood. My life again
ingthese eyes '

drains into the darkness ig

(D) "Those hands | know, which
me my needs, now takes frog

©1986 TSR lInc.

bility disappear from the
replaced by death and horror.
om me and | cannot scream

If. His hands seize me.
ife again'begins to slip from my soul”

(G) “The face | know and honor, yet its gentle

ntours suddenly grow harsh. The eyes burn!. My
life again begins to slip from me!™

(H) “The face is gentle and terrible, anguished and
vengeful. It changes its violent mood. My life again
drains into the darkness in those eyes.”

©1986 TSR Inc. All Rights Reserved.

(A) “There ... beyond the cold fire and hidden. 1
take the circle and gaze through its weight. The
people are truly evil!”

(B) "1 wander through the books of knowledge, held
secret in the forgotten towers. There the circle shows
the people as terrors,”

(€) "“The glass and liquid encompasses me in its
learned maze, but there the circle is found. 1 look,
and see the evil behind the people’s mask.”

(D) *“Abandoned shrines protect the eye and give
musty reverence to that which is good. The people
press upon me. I look through the clear eye and see
their evil!”

(E) “The shrine stands alone in decadent splendor,
while all around the illusion of good is corrupred. 1
look through the eye and see its terror and evil
though disguised "

(F) “In the warm heart of love’s rest does the cye

remain secure,
©1986 TSR Inc. All Rights Reserved.
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(A) “Where the trees tun to ash and the light has
grown cold.”
(B) “Where the tower of man’s thought has brought
ruin and despair.*

(C) “Where all began ... though cannot end "
(D) "Where faith once was, and is no more.”

(E) “Where good spirits still listen through the
deceiving darkness.”

(F) "Where the hope of new life springs eternal "

warmth, did 1 lie, so
to hearts grown cold.”

lies hidden and used for ill; yet

id the ruins of false hopes and lost engines
of doom does my restoration lie”
(D) “Like'a phoenix from the ashes of the holy place
do | rise to return that which was so unholy stolen

(E) “Holy amid the unholy, light within the darh
of space; here does my power shine to bring back
that which was lost.”

(F) “Soft as the pillow of love’s rest shall my healing
give hope to those forsaken.”

©1986 TSR Inc. All Rights Reserved.
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(D) “Those hands | know, which have often brought
me my needs, now takes from me my very life! 1
scream .7

(E) “Wisdom and nobility disappear from the
familiar face and are replaced by death and horror.
My life slips from me and I cannot scream.”

(F) "1t is the Dark One himself, His hands seize me.
My life again begins to slip from my soul

(G) “The face | know and honor, yet its gentle

contours suddenly grow harsh. The eyes burn! My
life again begins to slip from me!”

©1986 TSR Inc. All Rights Reserved.
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(A) "My passions shall no more be ruled by that part
of me which so long held me captive. Now, freed
shall I be, in bondage no more. My prison shall |

destroy and be free 1o rule with horror”

(B) “The love that should have been mine can never
be. My persecutor stole my joy and now I shall steal
his love from him as well.

(€) “Life is lust! I gorge myself upon it. Never fed,
never sated, | seck here new life to take for my own

sustenance.”

(D) “Robbed! Cheated! The life which was mine
by right, stolen from me by the Law Above! I spumn
that law! [ shall again have my life back! | defy the

M!I‘

©1986 TSR Inc. All Rights Reserved.
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Ravenloft II:

THE HOUSE ON GRYPHON HILL

“What cause have you to fear the darkness of the night, when within your own
heart is darkness itself? Why then judge you my works so harshly.”

PROLOGUE

The master of Gryphon Hill bids you welcome and hopes that
you have a pleasant stay. Please forgive him if he does not greet
you, for he is rather involved in a little experiment at the mo-
ment. No doubt he will call upon you when your services are re-
quired.

Ravenloft II: The House on Gryphon Hill is an adventure of
romance and dark mystery for the ADVANCED DUNGEONS
& DRAGONS® game system. It is recommended for characters
of 8-10th level in parties of 4 or more player characters. It is
highly recommended that at least one of these be a cleric.

Gryphon Hill is the sequel to a previous adventure module,
16 *“Ravenloft.” This adventure can be run independently from
that previous work ... however, those who own the original
Ravenloft will find a special trick or treat. Appendix 3: The
Dream of Barovia gives directions on how to combine both of
these modules into an even greater, fantastic adventure.

The adventure is divided into Chapters and an Epilogue. The
adventure is further divided into Events and Encounters. Events
are occurrences which are dictated primarily by time and méy
occur anywhere. These provide the general flow of the adgen-
ture and a sense of the story unfolding. Encounters aggfacetr-
rences which are dictated primarily by location. These deseribe
and give occurrences triggered when the PCs enter a specific lo
cation

The objective of the game is to find and déseroy the ¥ampire
Strahd and to rescue those who have fallen under the contel of
evil. Whenever, if ever, this happensg@@limmediately 10 the
Epilogue. It is your responsibility as ghe DM ofshis game to'use
every power available to Strahd tg stop the playergharacters be-
fore this happens,

Abbreviations: All of the standard AD&D® game terms and
symbols (¢.g. PC, NPGglere.) dpply. In addition, there are some
other terms which i)l be u!&.l in runniag this adventure.
THACO represents the basé ehanee 'To Hit Armor Class 0
(zero). When attacking anoppondat (6Fbeing attacked by one)
thedto hit’ number needed on a 20bsided dice can be easily de-
gérmined using the THACD. Simply rake the AC of the charac-
ter being artacked.and subtfaegthis number from the THACO
of the attack®e THAQGQ helpsreduce the time spent in combat
by climifiating constang reference to the Combat Tables.

Forexample, if the #ttacking character has a THACO of 12
and the character béing attacked has an Armor Class of 5 then
the number the aftacker needs to roll is a 7 or higher on a 20-
sided diglii@2#5 = 7). A negative AC is added to the THACO
score.

The following terms also apply:

AC Armor Class S Strength
MV  Movement I Intelligence
HD  Hit Dice w Wisdom

hp hit points D Dexterity
#AT  Artacks/round Con  Constitution
Dmg Damage Chr  Charisma

— COunt Strahd VvON Zarovich

SA Special Artacks AL Alignment
SD  Special Defense LG Mlawful Good
MR  Magic Resistance NG V" Neutral Good
C Cleric €6  Chldtic Good
F Fighter CN Chaotié Neutral
MU  Magic User EN _ Lawful Neutral
T Thief N True Neutral
PC Player Character CE_ »Chaotic Ewil
NPC Non-Player NE “_ Neutral Evil
Character LE Lawtul Evil

DM Preparation: This game requires some pgeparation before
you can play it. Eisstigou should read and become as familiar as
possible with #0ronlythesules of this adventure but its feeling
and texture g§well. Skif through the adventure once to gain a
Sensc of its pace and giicture ghen read through it thoroughly,
Payiog special awghirion to the boxed descriptions. This should
neg only give ¥ou dn unders@nding for how the adventure is to
be rup in detail Bualse®ome sense of how to create Gothic

horror desehiptions

- ._.4
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Before you acrually begin running the adventure, you will
need to work through THE MESMERIST'S PENDULUM sec-
tion on your own to determine the end of the game. Should the
PCs not make use of the Mesmerist during the course of the ad-
venture, then it is important that you have already determined
the end of the game. If the player characters do use the Mesmer-
ist to unlock the Alchemist Strahd’s memory or that of his fi-
ance’, Lady Weathermay, use the new reading to replace the
previous results.

Additionally, you will need to obtain a standard deck of play-
ing cards and prepare them as directed in Event 5, The Conver-
sion. These cards are used to randomly determinine the
“transpossession”” or forced exchange of souls between two
creatures during the game. Should you not have any playing
cards available, you could purchase an inexpensive set or make
one of your own out of ordinary paper.

Next, decide when Event #10 parts will take place and record
them on the Event Record.,

One final preparation must be made, you need to obrain in
advance from your players a listing of the equipment which
their characters will take with them at the beginning of this ad-
venture. This is important for as the PCs awaken in Event #1,
most of their equipment will be missing, it being scattered
about the town. You will need to place this equipment in ad-
vance. The first part of the game involves the PCs moving about
the town and retrieving their equipment. This permits them to
talk and interact with the various NPCs in the town. It is during
this time that the PCs should begin to feel that something herg
is dreadfully wrong. To make this happen, you will need o
place the PCs equipment in various places and have them look
for it. The locations of various items of gear are detailed'in the
Event section under Exploring Mordentshire-on-the-Seas

Once these preparations have been completed, you ‘may

gather your group together, utilizing cither theifowficharacters

of appropriate level or the characters providéd with this mod-
ule. Begin play with event E1, following the directions féund
there to continue the adventure.

Playing the Monsters: All the statisties for the monsters that will
be encountered in this adventur€ase printed on the inside cover
of this booklet. Statistics and descriptions of any new monsters
are included in an Appendix to this adventure.

The most importangPares you as the BMwill play in this ad-
venture are those of ghe two incasations of Strahd von Zarovich
... both in his good alchemdst 2naddevil yvampire incarnations.
Like its piedecessof atlvestire, both Mlchemist and Vampire
Seralids are Up to cunnigig and dark plots intending to use the
héroes to their own purpese. Stralid'is of genius intelligence ...
§ou must play bosh.incarnations'of him that way to the best of
your abilitygMe is no likelyto be fooled by the little tricks
which _piiyess so often like to pull on common monsters.

Some areas described in this module are duplicates of other
arcas. Areas that are@wictly alike have the same number on the
maps. There is onl§ One text description to use for cach of these
areas. Alldindo®r and nighttime outdoor descriptions are writ-
ten with theassumption that the PCs are using a torch. A torch
normally lights a forty foort radius area. If another light source is
used or the PCs do not have a light source, then alter the de-
scriptions appropriately.

Goal of the Adventure: The objective of the adventure is to de-
stroy the Vampire Strahd. This cannot be accomplished without
the help and sacrifice of the Alchemist Strahd. In order to suc-

ceed, the following subplot goals must be completed. These
lesser goals are provided here to help the DM guide the story as
the heroes explore the environs.

Story Synopsis:

1. The heroes should explore town to recovef their gear. In the
process, they will become familiar with the townspeople and
gain some inkling that something issvrong. They should ens
counter Docteur Germain d'Horfaire from the sanitarium
and learn of his interest in mesmerism andits powerto draw
out lost memories.

2. The heroes should visit Heather Hod$e to meetthe key play-
ers in this drama — Lord Weathiermay, his daughter Lady
Virginia Weathermay, her atctgadandMistress Ardentithe al-
chemist Count Strahd von Zarovich, and the Fieldets, guests
of the Weathermays.

Here they should be set on the trail of the lystery of miss-
ing memories of the Count and Lady Weathermay. Eventu-
ally, the PCs should, consider bringing Docteur d'Honaire
and one of thiése twa together.

3. From here fthe trail leads to the exploration of the house on
Gryphon Hill, andfbopefully the discovery of the Alche-
mist's diary @oddits missing @éntry. The PCs also may find
somie of the'\gems of impogt 10 this adventure — the Rod of
Rasginog. the SoubScaselier medallion, and the Ring of Re-
version,

Herc'wo, shey should eventually find the trail of the miss-
inp, Apparagush the mighty mystical machine which engi-
neered this hagror.

4. The winding trail of mystery will inevitably return to
Heather House where the Creature Strahd and his minions
have/prepared a little welcome.

d'he PCs must discover the location of the Apparatus and
the controlling Rod of Rastinon and join the two to end the
fightmare. But an army of undead guard the way.

Turning Undead in Mordentshire & Surroundings:

The evil creatures who haunt the moors and wilds of Mot-
dentshire were drawn through the gateway by the Creature.
His evil will commands and controls them as their lord, and
thus undead creatures in this area are more difficult to turn
than common undead. The closer the undead is to the Crea-
ture the greater the penalty to the Clerical Turn Undead die
roll. These effects are defined by locale but may be increased
to maximum effect if the Creature is present.

Die

Modifier Location/Situation

0 North of Town or Sunny Day

-1 Within Mordentshire or Cloudy Day

-2 Within the Bog, At Gryphon Hill or Night

-3 Weathermay Estate or The Creature is Present

If an undead can normally be turned by a cleric of the char-
acter’s level, a roll of 20 will always turn that creature despite
modifiers. If the turn result would normally be a T, the crea-
ture now turns on a 3, and modifiers apply to the roll. If the
result is normally a D, trear this as a T result.





<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Generic Gray Profile)
  /CalRGBProfile (Adobe RGB \0501998\051)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Warning
  /CompatibilityLevel 1.5
  /CompressObjects /Tags
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJobTicket false
  /DefaultRenderingIntent /Perceptual
  /DetectBlends true
  /DetectCurves 0.1000
  /ColorConversionStrategy /sRGB
  /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 false
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo true
  /PreserveFlatness false
  /PreserveHalftoneInfo true
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Preserve
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile (None)
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages false
  /ColorImageMinResolution 300
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 150
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.40
    /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 false
  /GrayImageMinResolution 300
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 150
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.40
    /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 false
  /MonoImageMinResolution 1200
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 600
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile (None)
  /PDFXOutputConditionIdentifier (CGATS TR 001)
  /PDFXOutputCondition ()
  /PDFXRegistryName (http://www.color.org)
  /PDFXTrapped /False

  /CreateJDFFile false
  /Description <<

    /BGR <>
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000410064006f006200650020005000440046002065876863900275284e8e9ad88d2891cf76845370524d53705237300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef69069752865bc9ad854c18cea76845370524d5370523786557406300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /CZE <>
    /DAN <>
    /DEU <>
    /ENU (Use these settings to create Adobe PDF documents best suited for high-quality prepress printing.  Created PDF documents can be opened with Acrobat and Adobe Reader 5.0 and later.)
    /ESP <>
    /ETI <>
    /FRA <>
    /GRE <>

    /HRV (Za stvaranje Adobe PDF dokumenata najpogodnijih za visokokvalitetni ispis prije tiskanja koristite ove postavke.  Stvoreni PDF dokumenti mogu se otvoriti Acrobat i Adobe Reader 5.0 i kasnijim verzijama.)
    /HUN <>
    /ITA <>
    /JPN <FEFF9ad854c18cea306a30d730ea30d730ec30b951fa529b7528002000410064006f0062006500200050004400460020658766f8306e4f5c6210306b4f7f75283057307e305930023053306e8a2d5b9a30674f5c62103055308c305f0020005000440046002030d530a130a430eb306f3001004100630072006f0062006100740020304a30883073002000410064006f00620065002000520065006100640065007200200035002e003000204ee5964d3067958b304f30533068304c3067304d307e305930023053306e8a2d5b9a306b306f30d530a930f330c8306e57cb30818fbc307f304c5fc59808306730593002>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020ace0d488c9c80020c2dcd5d80020c778c1c4c5d00020ac00c7a50020c801d569d55c002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /LTH <>
    /LVI <>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken die zijn geoptimaliseerd voor prepress-afdrukken van hoge kwaliteit. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /POL <>
    /PTB <>
    /RUM <>
    /RUS <>
    /SKY <>
    /SLV <>
    /SUO <>
    /SVE <>
    /TUR <>
    /UKR <>
  >>
  /ExportLayers /ExportAllLayers
  /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
      /BleedOffset [
        0
        0
        0
        0
      ]
      /ConvertColors /ConvertToRGB
      /DestinationProfileName (sRGB IEC61966-2.1)
      /DestinationProfileSelector /WorkingRGB
      /Downsample16BitImages true
      /FlattenerPreset <<
        /PresetSelector /MediumResolution
      >>
      /FormElements false
      /GenerateStructure false
      /IncludeBookmarks false
      /IncludeHyperlinks false
      /IncludeInteractive false
      /IncludeLayers false
      /IncludeProfiles true
      /MarksOffset 6
      /MarksWeight 0.250000
      /MultimediaHandling /UseObjectSettings
      /Namespace [
        (Adobe)
        (CreativeSuite)
        (2.0)
      ]
      /PDFXOutputIntentProfileSelector /UseName
      /PageMarksFile /RomanDefault
      /PreserveEditing true
      /UntaggedCMYKHandling /UseDocumentProfile
      /UntaggedRGBHandling /UseDocumentProfile
      /UseDocumentBleed false
    >>
    <<
      /AllowImageBreaks true
      /AllowTableBreaks true
      /ExpandPage false
      /HonorBaseURL true
      /HonorRolloverEffect false
      /IgnoreHTMLPageBreaks false
      /IncludeHeaderFooter false
      /MarginOffset [
        0
        0
        0
        0
      ]
      /MetadataAuthor ()
      /MetadataKeywords ()
      /MetadataSubject ()
      /MetadataTitle ()
      /MetricPageSize [
        0
        0
      ]
      /MetricUnit /inch
      /MobileCompatible 0
      /Namespace [
        (Adobe)
        (GoLive)
        (8.0)
      ]
      /OpenZoomToHTMLFontSize false
      /PageOrientation /Portrait
      /RemoveBackground false
      /ShrinkContent true
      /TreatColorsAs /MainMonitorColors
      /UseEmbeddedProfiles false
      /UseHTMLTitleAsMetadata true
    >>
  ]
>> setdistillerparams
<<
  /HWResolution [300 300]
  /PageSize [612.000 792.000]
>> setpagedevice


