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MULTI-PLAYER, MULTI-CHARACTER
COOPERATIVE PLAY VIDEO GAME WITH
INDEPENDENT PLAYER ENTRY AND
DEPARTURE

Matter enclosed in heavy brackets [ ] appears in the
original patent but forms no part of this reissue specifi-
cation; matter printed in italics indicates the additions
made by reissue.

This is a continuation of 07/473,262, filed Jan. 31, 1990,
now abandoned, which is a Reissue of 06/865,387 filed May
20, 1986, now U.S. Pat. No. 4,738,451.

BACKGROUND OF THE INVENTION

The invention pertains to the field of video games, and,
more particularly, 1o the field of video games where multiple
players may simultaneously control multiple characters and
are encouraged by the game to cooperate in defeating a maze
populated by longevity decreasing entities to obtain limited
resources in the form of longevity increasing resources.

In prior video games, multi-player games have been
available where each player controls a character indepen-
dently and without being forced to cooperate by the game.
One example is Dandy. In this game, each player may
control his particular character in a maze, but the characters
are not forced by the game to cooperate in negotiating the
maze in the sense that each player may independently move
his character off the screen to wander blindly, while the other
players are manipulating their characters on the screen. In
another game, Ali Baba, the players are also allowed to
independently control the actions of their characters, but
each player is assigned a time slice during play of the game
and may control his character only during this time slice.
The time slice is rotated so that each player may take a turn,
but the players may not all simultaneously control their
characiers at the same time to independently or coopera-
tively negotiate the maze or defeat longevity decreasing
entities in the maze. The characters do not need to be all in
the same portion of the maze. Each character’s portion of the
maze is displayed independently during the character’s time
slice. Thus no cooperation between characters to negotiate
the maze is forced by the game.

It is useful in a multi-player video game to allow any
player to enter the game or leave at any time. This makes the
game more social in the sense that a game may be started by
any player or players and other players may join at will and
begin cooperating or competing with the other players by
simultaneously controlling his charater while the other play-
ers are manipulating their respective characters. Neither of
the aforementioned games allows simultaneous control of all
characiers, independent entry and departure of players at
will and forced cooperation between players. In Ali Baba,
the players may enter and leave at any time, but may not all
simultaneously control their characters. Further, there is no
restriction on the characters wanderings through the maze in
the sense that the display changes during each player’s time
slice to show the particular portion of the maze in which that
player’s character is located. The characters do not have to
all be visible at all times in the same portion of the maze. In
Dandy, there is no restriction which prevents the characters
from leaving the visible area, and the players must all start
at the same time. Thus, no current video game of which the
applicants are aware provides the features of allowing the
players to join the game or leave at any time and simulta-
neously control their characters. Further, the games known
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2

to the applicants do notl encourage the players to cooperate
in defeating the mazc.

SUMMARY OF THE INVENTION

In accordance with the teachings of the invention, an
apparatus and method are provided to fill the above
described need. The invention includes known video game
apparatus including a computer, typically a microproccessor,
which runs a program implementing the rules of the game
and which causes the computer to read the controls at each
player station and determine how many players are in the
game and which characters each player is controlling. The
computer provides for multiple characters, each of which
may have different attributes such as speed of movement,
fighting abilities, magical powers, shot power, shot width
and/or other attributes. Each character has a longevity
attribute which the computer individually calculates based
upon events which happen to that character in the game. In
arcade versions of the game, each player may add to the
longevity of his character by adding more coins at any time
during play of the game. The compuier also provides a maze
(some embodiments provide multiples mazes with exits
between mazes which may be opened if the player’s char-
acter obtains possession of a key) in which the computer
places certain limited resources. Such limited resources may
include such things as longevity increasing resourccs, e.g.,
food, or other attribute affecting items such as potions which
may enhance certain attributes such as magical powers or
keys which allow a player to leave one maze through an exit
and enter another maze. In some embodiments of the inven-
tion, when a character obtains possession of a key, that
character may open a door in the maze through which all the
characters may pass to enter another maze. In some embodi-
ments, the characters have their longevity attributes
increased as they pass through the door. In still other
embodiments, the character which first obtains possession of
the key gets bonus longevity points added to that character’s
longevity which is greater than any longevity points, if any,
added to the other character’s longevity attribute. In still
other embodiments, the other characters receive longevity
points in accordance with the order in which they exit
through a door in the maze to another portion of the maze or
to another maze. All these embodiments arc equivalent in
that they encourage competition among the players to
increasc their longevity.

The computer also populates thc maze with one or more
types of longevity decreasing entities which detract from a
character’s longevity unless the character successfully
avoids the effects of the entity. Typically, these entities are
monslers which attack the characters but which may be
destroyed by the character’s actions in fighting the monster
or monsters. In some embodiments, there are more than one
maze or levels of the same maze, and the monsters may act
differently in different mazes or on different levels or in
different portions of the same maze. The entities may also be
traps, poisoned food or other things. The players move their
controls and the computer responds by causing the charac-
ters to move through the maze. The players may cause their
characters to fight attacking monsters, and to atlempt 10
obtain possession of the limited, longevity enhancing or
attribute affecting resources. All of the above action is
displayed by the computer on a video display by accessing
graphic data stored in a memory, typically a ROM, and
causing standard video display driver circuitry 10 usc the
graphic data to display the maze, the characters, their shots
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or other fighting action, the monsters and the limited
resources.

The computer allows any player to join the game at any
time regardless of how many other players are in the game
provided there is an unused character available for a new
player to manipulate. Entry of a new player or departure of
a player may occur regardless of how long the game has
been played or when other players leave the game. In arcade
versions of the game, players are forced to depart in the
sense that their control inputs are ignored when the player’s
character dies, i.e., the longevity attribute for that character
falls to zero. However, in these embodiments any player
may extend the longevity of his character indefinitely by
adding more coins to the coin slot dedicated to his character.
The computer reads the coin accepting apparatus as a
peripheral device and takes the number of coins dropped for
each character into account when computing the longevity
attribute of each character. Other factors taken into account
during the longevity attribute calculation for each character
are the number of successful attacks on each character by
monsters, and/or the number and magnitude of other lon-
gevily decreasing events which have happened to that char-
acter during the game. When a particular character’s lon-
gevity attribute reaches zero, that character is out of the
game until more coins are dropped or other revival actions
arc taken to bring the character back to life. Control of the
characters is simultaneous in that all players may simulta-
neously move their controls and the computer will update
the positions or actions of their respective characters on the
next video frame or as soon as possible after all computa-
tions and comparisons have been made and the proper video
data has been accessed and sent 1o the video driver circuitry.

The computer also encourages the players to cooperate
during play by comparing the player’s character position or
desired position with the current displayed screen limits. The
current displayed screen may be thought of as a window on
the maze (sometimes herein also called the “playfield”)
which is larger than the displayed window. The current
window is scrolled over the playfield based on the center of
the currently active characters or by any other suitable
measure which keep all the active characters displayed in the
current window. The characters are not allowed to leave the
current window. Thus, if three characters are cooperating to
fight monsters and move in the same direction toward a
longevity enhancing resource, bul one player wants his
character to go in a direction which would take the character
out of the current window where the other characters are, the
window will not scroll further when the four characters have
reached the window limits and are attempting to move in
directions which would require expansion of the window to
keep them all on the screen. This feature causes the move-
ments of the other three cooperating players/characters to be
stymied until the fourth, non-cooperating player decides 10
move in a direction which will allow the other players 1o
move Lheir characters in the direction toward their objective
or vice versa.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 is a block diagram of a standard video game system
which may be used to implement the invention.

FIG. 2 is a flow diagram of the main loop of the program.

FIG. 3 is a flow diagram of the substeps in the process of
responding 1o player control inputs in the main loop of the
program.

FIG. 4 is a flow diagram ofthe substeps in the process for
checking for the addition of new coins by existing or new
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players and for starting new players in the game by placing
their characters in the current maze.

FIG. § is a flow diagram of the substeps in the process of
checking for and processing of collisions of characters or
character shots with monsters, walls, attribute affecting
entities, exits, etc.

FIG. 6 is a flow diagram of the substeps in the collision
processing routine for processing collisions with exits.

DETAILED DESCRIPTION OF THE
PREFERRED EMBODIMENT

Referring to FIG. 1 there is shown a block diagram of a
typical video game system which may be used to implement
the video game of the invention. Such systems are known in
the art of video game hardware design and the exact imple-
mentation details will be known to practitioners in this art.
Other systems will also work 10 implement the video game
apparatus of the invention in other embodiments. For
example, the GAUNTLET (trademark of Atari Games Cor-
poration of Milpitas, Calif.) game hardware will work with
the object code software of the appendices hereto to imple-
ment the invention.

In FIG. 1, various player controls 11 such as joysticks for
controlling movements of characters, fire buttons, magic
butions and coin accepting apparatus arc coupled to com-
puter 12 by bus 14. In the preferred embodiment, the
computer 12 is a Motorola 68010, and the program memory
16 stores the programs of the appendices hereto. Typically,
the player controls will be treated as peripheral devices and
will either be periodically read in polled systems or will
generate interrupt signals to the computer 12 in interrupt
systems. In the latter, the service routines for the interrupts
will cause the computer 12 to determinc which player
control caused the interrupt and will cause the computer 12
to read the data from the player control that caused the
interrupt. The routines to read the player controls arc stored
in a program memory 16, and arc well known.

The program memory 16 stores the program which con-
trols the actions of the computer 12 and which implements
the rules of the game. The control flow of the program 1o
implement the novel features of the video game of the
invention will be described in more detail below in connec-
tion with the discussion of other figures.

The program in program memory 16 establishes a cast of
several characters each of which may have different
attributes such as speed of movemeni, magical powers,
fighting ability, movement ability, shot power, shot width,
etc. Each character also has its own longevity attribute
which is changed by an independent calculation of the
computer for cach characier based upon events which hap-
pen affecting that character during play of the game. The
program also establishes a mazc populated by attribute
affecting entitics. Some entities adversely affect any char-
acler’s longevity atiribute upon which the entities act and are
typically monsters, traps or other things which the characters
should avoid to prolong their lives. Hercafter these adverse
entities will be called monsters, but this term is to be
understood as meaning any entity which reduces longevity
of characters it affects. Other attribute affecting entities
increase longevity and may take the form of food, resting
places, healers, energy sources or any other thing which
increases longevity. The longevity attribute might also be
cxpressed to the players by the computer in terms of health,
power or some other measure of vitality of a character.
Hercafter longevity increasing entities will be referred 1o as
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food, but this term is to be understood as meaning any entity
which increases a character’s longevity attributc.

There are also established by the program certain other
attribute affecting entities in the game. Such entities change
or enhance an attribute or attributes of any character which
comes into possession of same, and may affect the atiributes
of some characters more than others. Such entities may take
the form of keys allowing exit from one maze 10 another,
potions to change or enhance magical powers, objects found
in the maze or which have fallen into it, treasures etc. All
such attribute affecting entities which affect character
attribuies in a positive manner in the sense of helping the
character in some way to negotiale the maze, defeat mon-
sters or increase longevity will sometimes hereafter be
referred to as limited resources. In the preferred embodi-
ment, these limited resources will be limited in the sense that
there are not enough of them present in the maze to allow all
the characters to have as much of them as they want. In other
embodiments, these “limited resources” may not be limited
at all.

The computer uses a video data base memory 18 to keep
track of all the attributes, positions and longevity of the
characters and the positions of monsters, shots and other
entities in the maze. The graphics data is stored in a graphics
data memory 20. The particular graphics data used in the
preferred embodiment is given in the appendices hereto. The
graphics data for all moving and nonmoving objects in the
game such as maze walls, traps, exits, treasures, limited
resources, monsters characters, shots, etc. are stored in the
memory 20. Some equivalent embodiments may use a
separatc memory for maze graphics data and another
memory for the character graphics. Separate routines per-
formed by the computer 12 or some dedicated logic would
be used to access and display each of the sets of graphic data
for the maze and non-moving objects therein and for the
characters, their fighting actions, movements, shots, etc.

The computer 12 performs the routines stored in the
program memory 16 (see appendices hereto for exact object
code of preferred embodiment) to read the player controls,
compute longevity attributes for each character, cause the
characters to move, determine collisions of the characters
with monsters, limited resources, maze walls, exits, and the
perimelter of the currently displayed window, or collisions of
character shots with monsters, exits or other characters etc.
Calculations of attributes affected by these events if any are
made, and the computer 12 updates the data records in the
data base memory 18.

The proper graphic data is then accessed when it is time
to display the objects in the current window at their proper
positions in the window. The proper addresses for the
desired graphic data are sent to the graphics data memory 20
via the bus 22 from the video data base memory 18 under the
control of a video display driver subsystem 26. This control
is exercised by the video display driver subsystem 26 via
addresses sent to the video data base memory 18 over the
bus 27. The 65 addresses of the desired graphics objects to
be displaycd are then sent to the graphics data memory 20
via the data bus 22. The desired graphics data is output at the
proper lime on a bus 24 to the video display driver sub-
sysiem 26. This is a conventional system which generates
the proper raster scanning and synchronization control sig-
nals on a bus 28 to control a conventional video display 30.
Typically, the video subsystem 26 includes iogic to convert
the graphic data from the graphics data memory 20 to pixel
data suitable for creating a bit mapped display of the desired
image. The video subsystem also typically contains a line
buffer in which the bit mapped pixel data is stored prior to
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being displayed. Some embodiments may include one or
two frame buffers, the purpose of which is to assemble and
store the bit map for the current or next frame’s displayed
window image. The video subsystem also usually contains
counters for keeping track of the current row and column
position in the raster scanned image of the electron beam in
the video display 30 for purposes of properly accessing the
corresponding pixel data for that row and column position.
The computer 12 may control or read some of the operating
parameters of the video display driver subsystem via the bus
32. All of the foregoing is well known technology and
further details will not be given here. Typical hardware
systems that will work for the tangible elements of the
system are taught in U.S. Pat. No. 4,116,444 to Mayer et al.
Other patents which describe hardware systems and sub-
sysiems which may be used in implementing the invention
are U.S. patents: Nos. 4,054,919; 4,045,789; 3,793,483; and
4,016,362. The disclosures of these patents arc hercby
incorporated by reference.

Referring to FIG. 2 there is shown a block diagram of the
program run by the computer 12 in implementing the
preferred, coin operated video game of the invention. The
game is started when the first player drops a coin to bring his
character to life in an arcade version the game or when a
player presses his start button in a home version of the game.
The computer first draws a maze and places certain limited
resources therein, such as longevity increasing food, keys,
potions to affect certain character attributes such as magic,
etc., treasures and so on as symbolized by block 33. Such
routines are well known and need not be detailed here. The
computer 12 does not draw in enough of the limited
resources for all the characters in the game to have unlimited
extensions of their longevity attributes. Only enough lon-
gevity increasing resources are drawn in the maze for some
of the characters thereby encouraging compctition among
the players to obtain possession of these limited resources.

After the maze is drawn, the character or characters which
have been brought to life arc placed in the maze somewhere
in the visible window as symbolized by block 34. The details
of this process will be supplied below in connection with a
discussion of the flow chart of FIG. 3.

Typically, the graphics data memory 20 has stored therein
graphic data for a maze which is larger than the window
which can be displayed on the screen. The computer 12
keeps track of where the characters are in the maze by
updating the x and y coordinate fields (which define the
position of the character in the current window) of each
character in the database memory 18. The computer 12 then
scrolls the window so as to keep all the characiers visible in
the window at all times. Only so much of the maze as is
visible through the current window location is displayed. In
the preferred embodiment, when a game is started, the
window is located at some known position in the maze and
the characters which have been activated are placed some-
where in the window.

Nexl1, the computer 12 polls the player controls 10 to
determine what the first player currently playing is doing
with his character in terms of desired movements, fighting
action, etc. This is symbolized by block 36 where controls
for currently active characters arc read. The routines to read
player controls are well known to those skilled in the
programming of video games. Block 36 represents the
process of either polling all controls for all players and
storing the data read in memory for processing in block 38
or the process of servicing interrupts from player controls as
they occur and storing the data read during the interrupt
service routines in menory 1o await processing by the
computer 12.
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The computer then attempts to respond as symbolized by
block 38. This is a task which involves several sub-tasks
which are detailed in FIG. 3. Referring to FIG. 3, the first
sub-task the computer 12 performs as indicated by control
flow line 37 to block 31 is to pick a character which has not
been processed yet. Control then flows on path 40 to a test
41 to determine whether that character is still alive, i.e., in
the game. The test of block 41 represents a process of
accessing the data record for the character picked in block 31
and reading the longevity attribute field and determining if
the character is still in the game. If the character is not still
in the game, the control inputs from the player atiempting 1o
control the dead character are ignored as symbolized by
block 43. Control then flows on path 39 to a block 62. If the
the character is still active in the game per the test of block
41, the control inputs from the corresponding player must be
processed.

The first step in this process is to decide whether the
player has manipulated any special control other than a
move control, e.g., is trying to exercise a special aitribute of
his character. The computer 12 provides predefined charac-
ters which the players are allowed to manipulate with
controls to cause them to shoot, move, excercise their
magical powers, etc. Each character, in the preferred
embodiment, has different attributes such as speed, magic
powers, shot power, shot width, armor strength, etc. In other
embodiments, all characters have the same atiributes. Either
situation will suffice to practice the invention claimed, and
cach situation is egivalent to the other in terms of what is
critical to the practice of the invention. In embodiments
where all players have the same attributes, the computer 12
need not check for whether a particular player is atlempting
to exercise an attribute which his character may not have so
the next step, test 44 may be skipped. In the preferred
cmbodiment, the computer 12 does check to see whether the
player is requesting an action other than move, and does
check whether the corresponding character has the attribute
the player wants to exercise as symbolized in blocks 42 and
44. 1f the answer to both questions is yes, then block 46 is
entered to cause the character to perform the requested
function, e.g., shooting, increasing longevity by receiving
new coins, slarting a new player’s character in thc maze or
exercisc of magic powers. Typically, special atiributes
would include magical powers that not all characters have.
The computer 12 keeps a data base of records defining
character altributes and the status of cach character in terms
of his or her position in the maze, longevity of the character,
possession of any limited resources such as keys or potions
and other necessary information. Step 42 is merely a reading
of the player controls 11 to determine what action, if any, has
been requested by the player currently being processed. Step
44 is an access to the data record for the particular character
10 determine if the special attribute is present or to oblain
any other information needed to perform the requested
function. Step 46 symbolizes the process of actually carry-
ing out the requested function, and involves accessing the
proper graphic data to display the exercise of the special
attribute or 10 place the character in the maze or to show
shots or to increase the characier’s longevity attribute in
accordance with the number of new coins received for that
character.

Either ater performing block 46, or if the answer to the test
of block 42 was no, the computer 12 tests 1o determine if all
the active players requested actions other than move have
been processed as symbolized by path 47 and block 48. If
not, flow goes back to siep 42 to process the control inputs
from the next player as shown by line 51. If the answer is
yes, control flows to block 50 as shown by line 52.
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Block 50 symbolizes the action of the computer 12
polling the current player’s movement controls to see if the
player is requesting movement of his character or shots from
his character. If yes, control flows on line 54 10 block 56 to
determine if the desired movement would cause a collision.
The collision test is to determine if the character’s move-
ment or shots would cause collision of the character or his
or her shots with walls of the maze, monsters, altribute
affecting items such as limited resources, the boundaries of
the current window or an exit to another maze or another
level of the same maze. If the answer to this test is yes, then
control flows on path 58 to a collision action routinc 59
which will be detailed below in connection with discussion
of FIG. §. If there is no collision, the computer 12 moves the
character or his shot to the desired position by calculating
the amount of the desired movement in known fashion and
updating the character’s record or the shot’s record in the
data base by changing the x and y coordinate ficlds in the
data record for that character or shot as symbolized by block
60.

After the character or shot has been moved or the collision
action routine has been performed, control flows to the test
of block 62 to determine whether all the active players have
had their contro] inputs processed. Block 62 is also entered
if the answer 1o the test of block S0 was that the player did
not desire to move his character. If all player's control inputs
are found in block 62 to have not been processed, control
flows on path 64 back to block 31 on FIG. 3 to pick the next
character and process the corresponding player’s control
inputs. Processing then proceeds as described above.

If the answer to the test of block 62 is yes, control flows
to a block 68 which will be described below.

Although the computer services only one player’s inputs
al any particular time, this process is invisible to the players
since the processing is so fast that it appears simultancous to
them. There are no assigned time slots for each player during
which he or she may operate the character controls where at
all other times the controls are “dead”. Each player may
move his controls at any time, and the computer will appear
to respond instantaneously. Of course there are siluations 10
be described in the description of the collision routine where
the player may wish to move his character but his character
will not move because of a collision with a wall, the screen
limits, etc. However, even when this occurs the character
may still do whatever other things the character can be
controlled to do, and the controls are not “dead”.

After all player control inputs have been processed,
control flows to block 68 where the window is moved 10 a
new location, if required, corresponding to the new locations
of all the active characters, i.e., those characters whose
longevity altributes have not been reduced to zero. In the
preferred embodiment, the new window location is deter-
mined by calculating the center of all the active characters
and placing the window such that all the active characters
are displayed in the window. However, in other embodi-
ments any other method of determining the new window
position will suffice for practicing the invention. It is only
critical that whatever method is used be such that all the
active characters be visible in the window after it is moved.

After the window has been moved or scrolled across the
maze 10 ils new position, the processing of block 38 on FIG.
2 is complete, and control flows on path 39 to point B, block
41 on FIG. 2, This step is to find a monster or a monster
generator which has not been destroyed by the characters
which may be used by the computer 12 to atiack the players.
Once a monsier or a generator has been found, the computer
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12 tests in block 43 whether what has been found is a
monster or a generator. If it is not a monster, control flows
to block 45 to generate new monsters. If it was a monster,
control flows on path 74 to routine 76 to move the monsters
to attack the nearest character or characters. The routine at
76 may be any one of several different processes, e.g., the
positions of the monsters may be compared to the position
of all the characters to determine the closest character and
the monsters may be moved only toward the closest char-
acter, or the positions of the monsters may be compared to
all the characters and the monsters may be split up such that
some attack each active character. The process of moving
monsters by updating their data records in the video data
base and calling up the corresponding graphic data for the
monster at the appropriate time is well known and any
known code to accomplish this task may be used to practice
this aspect of the invention.

Referring again to the main loop flow chart of FIG. 2,
after the process of block 76 is performed, control flows on
path 78 to the process of block 80. Block 80 represents a test
of whether any of the monsters have collided with any of the
characters being attacked. If the answer is yes, then control
flows to block 82 where the longevity attribute of any
character which collided with a monster is reduced. This is
a process of accessing the data record for each character
which suffered a collision with a monster and updating the
longevity field by subtracting some assigned number of
longevity units thereform and then rewriting the record in
the data base.

After the process of block 82 is performed, control flows
to the test of block 84 where it is determined whether all the
monsters have been moved to attack characters. If not,
control flows back to block 41 to find the next monster or
generator, and processing then proceeds as described above.
If all the monsters have been moved, then control flows to
block 86 where the computer 12 waits for the video display
driver subsystem 26 to signal that the current frame has been
displayed. This fact may be determined by an interrupt from
the video display driver subsystem 26 or by polling of the
video display driver subsystem 26 by the computer 12. After
the frame is displayed, processing retums to block 34 on
FIG. 2, and processing proceeds as described above.

Referring 1o FIG. 4, there is shown a flow chart for the
processing sequence the computer 12 follows for starting a
player. The flow chart of FIG. 4 is an expansion of the
process represented by block 34 in FIG. 2. Block 34 is the
process the computer 12 implements in allowing any one of
a plurality of players to enter the game at any time and bring
an unused character to life and control that character. This
process may occur regardless of how many other players arc
playing (providing there is an unused character available),
regardless of how long they have been playing or when they
clect 10 leave the game or when their characters die. The
computer 12 loops through the process of FIG. 4 once for
each character.

The first step in the process of FIG. 4 is a test shown at
block 100 to determine whether a coin has been dropped for
the first character for which the loop is performed. In the
preferred embodiment, adding coins allows a character to
start or increases the longevity of a currently active charac-
ter. Accordingly, if the answer to the test of block 100 is yes,
block 102 is performed to add 1o the longevity attribute of
the character for which a coin or coins was received. The
longevity of the character is increased in proportion to the
number of coins which were received. This is donc by
accessing the characler’s data record and adding some
number of longevity units to the longevity attribute ficld of
the data record.
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In the preferred embodiment, the test of block 103 is
performed to account for the case where a coin is dropped
for a character which is alive and whose player wishes to
extend the life of that character. In such a case there is no
need to place the character in the maze or 1o wait for the
player to press the start button, so subsequent steps in the
process of FIG. 4 will be skipped and control will flow along
the path 105 to the test of block 107 to determine if all coin
slots have been read to detect the presence of new coins. If
the character whose coin slot received a coin was not
previously alive before the new coin was received, control
flows along the path 109 to the test of block 104.

In block 104, a determination is made whether the start
button has been pushed by the player corresponding to the
character whose coin slot received the new coin. If it has not,
there is no need to place the character on the screen, and
control flows along the path 111 to the test of block 107. If
the start button has been pressed, the computer 12 accesses
the graphics data for the character and creates a data record
for that character placing it somewhere in the current win-
dow and writing the fields of the data record to reflect its
current longevity attribute and position and assigning it the
attributes that said character has. This process is symbolized
by block 106. The initial values of attributes assigned to the
character may be stored in a look up table. In some embodi-
ments, some or all of the attributes of all or selected ones of
the characters may have their values changed by the com-
puter 12 based upon prior events which happened in the
gamg, c.g., collisions with treasurcs, potions, keys, thicves,
etc.

After the process of block 106 is performed, the test of
step 107 is performed to determine if all the coin slots for all
the characters have been processed. If they have not, control
flows along path 108 back to block 100. If all coin slots have
been read, control flows on path 110 to block 36 in FIG. 2,
and processing continues as previously described.

In embodiments suitable for usc in the home, steps 100,
102 and 103 are not present as coins are not customarily
used in the home environment. In such embodiments the test
of block 104 is performed as the first step of the process of
FIG. 3.

Referring to FIG. 5 there is shown a flow diagram of the
collision processing performed in blocks 56 and 59 on FIG.
3. It is this processing which causes attributes to be affected
both positively and negatively and which forces the players
to cooperate to at least some extent. If the result of the test
of block 50 is that the player does not desirc to move his
character, then control bypasses block 56, and control flows
to block 62 on FIG. 3. If the result of the test of block 50 in
FIG. 3 is that the player desires 10 move the character
currently beng processed, control passes along path 54 to a
collision test in block 130. If the test of bock 130 indicates
that a collision with the edge of the window would result,
then control flows on path 132 to block 133 wherc an
appropriate edge of window routine is performed. The exact
details of the edge screen routinc as to processing of
collisions of shots with the edgc of the screen is not critical
to the invention. In some embodiments, the shots may be
allowed to continue past the edge of the screen, and in other
embodiments, the shots are caused to disappear when they
collide with the edge of the screen, i.c., the window cdge.
However, if the collision was between s character and the
edge of the screen, the character is not allowed 1o move until
the current window position is moved except in certain
circumstances. After the process of block 133 is performed,
processing flows to block 62 on FIG. 3 along path 66. Thcre,
processing proceeds as described earlier. Block 130 is the
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portion of the program run by the computer 12 which
encourages the players to cooperate in the sense that all the
active characters must move through the maze toward their
objective in such a manner that they all remain simulta-
neously visible in the current window. For example, assume
that one character’s longevity is getting low, and thus that
player needs to get his or her character to a longevity
increasing entity. Such an entity could be food, a power
source, a healer, etc. located elsewhere in the maze at a place
not currently visible on the screen. Because of the process-
ing at block 130, the character whose longevity is low may
not move further than the edge of the current window or
screen edge toward the longevity increasing entity until the
other characters decide to move with him toward his or her
objective. Actually, in the preferred embodiment, the char-
acter desiring 10 move toward the off screen food may only
move until the character reaches the current edge of the
window and then will be blocked from further movement
until the edge of the window moves. Sinde the window
center is recompuled every frame based upon the center of
the characters, If the characters are cooperating and moving
in the general direction of the objective, the window will
continue to scroll over the playfield until the objective is
within the perimeter of the window. In other embodiments,
one character may cause the current window to move by his
movements alone in certain circumstances. Those circum-
stances can be defined to exist when the center of the
currently active characters is such that there is room for the
window to be scrolled without causing the edge of the
window (o collide with another character. In such a circum-
stance, the character may move to the edge of the current
window and continue to move thereby causing the edge of
the window to move with him or her until the window has
moved to a point where another character has collided with
an edge of the window. When the window can no longer be
moved without causing an active character to disappear from
the current window, the characters are under constraints in
that they may only move in directions which will keep them
in the perimeter of the current window. The foregoing
situation persists until cooperation among the players cause
them to move in the same general direction such that their
collective center is located so as to allow the current window
to be moved to a new position with all characters still visible
in the window.

After the players have cooperated enough that the currem
window contains the desird atiribute affecling entity within
its perimeter, then cooperation is not longer necessary. At
that time, the players may begin compeling against each
other to take possession of the atiribute affecting entity for
themselves. Each player can decide on an individual basis
whether to continuc 10 cooperate and subjugate his self
interest Lo the interest of the group or to act solely in his own
sclf interest.

Other forms of cooperation in the game include the ability
of the characters 1o simultancously move as a group and to
protect each other flanks by fighting all monsters approach-
ing in their assigned zoncs of defense for the group. Another
form of cooperation is the decoy strategy. This strategy
relies upon the fact that the monsters are attracted to player’s
position to attack them, and generally are attracted 1o the
closest player. The decoy strategy is to use onc characier as
a decoy or magnel to attract the monsters while the other
characters ambush the monsters from positions further away.
Another form of cooperation in the game is the ability of the
players Lo share the limited resources. The players may
decide among themselves to allow the weakest character,
i.c., the characler with the least longevity left, to have all the
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limited resources. Or, in the case of multiple piles of limited
resources, the players may divide them among themselves to
best utilize the longevity enhancement effect for the good of
the group. Another form of cooperation is to allow the
character with a particular attribute to obtain possession of
a particular limited resource if that character may use the
resource more effectively for the good of the group than the
other characters in the group. An example of this would be
to let any character with extensive magical powers Lo oblain
a possession of a magic anhancing resource as opposed to
having a character with limited or no magical powers lake
possession of the resource. The portions of thc program
which implement these other possible forms of cooperation
will be described below in connection with, inter alia, block
146, 150, 160 and 178. Certain other aspects of this coop-
eration feature of the game are implemented by portions of
the program described above, ¢.g., blocks 80, 82, 42, 44 and
46. This cooperation aspect of the game provides for very
exciting action and interesting social interplay among the
players.

If the test of block 130 indicates no collision with the edge
of the window would result from the move (in some embodi-
ments the character is moved, a collision is found, and the
character is moved back), then control flows on the path 134
to a test symbolized by block 136. This test determines
whether the move would cause the character or his or her
shot to collide with an impassable entity such as a wall in the
maze. If the answer is yes, control flows on a path 138 to a
block 137. There an appropriate routine is performed to
implement the effects of the collision. The details of this
block 137 are not critical to the invention, and the processing
performed in block 137 may cause any type of action the
game designer desires. For example, the character my be
stopped, the shot hitting a wall or trap may destroy th wall
or trap or may cause a cloud of poisonous gas 1o be released.
Any imaginable action may be performed by the block 137.
After the processing of block 137, process control flows to
block 62 in FIG. 3 via the path 66.

If the answer to the test of block 136 is no, control flows
on a path 140 to the test of block 142. This is test lo
determine if the move would cause a collision between the
character or the character’s shot with an attribute affecting
entity. Such entities may be any typical video game entity
such as traps, black holes, time warps, keys, potions, objects
which have fallen into the maze, treasures, food, energy or
power sources, healers, etc. Neither what the entity [or] is
nor its affect on attributes is critical to the invention.
Typically collisions with such entities do any of the follow-
ing things: increase longevity; decrcasc longevity; enhance
other aitributes such as magical powers; decreasc attribules;
add new attributes such as different movement abilities, ¢.g.,
jumping or flying; change fighting abilily; change armor
capacity; and/or provide the ability to leave the maze
through an exit.

If the answer 10 the test of block 142 is yes, control flows
on a path 144 to a block 146 where the attribute is changed
accordingly by accessing the data record for the character
and adjusting the field of the attributc affected lo implement
the change. After this process is compleled, control flows on
path 66 to block 62 on FIG. 3.

If the answer to the test of block 142 is no, control flows
on path 147 10 the test of block where a determination is
madc of whether the proposed move would cause a collision
of the character or character shot with another player. In the
preferred embodiment, one character may push another
character and move that character’s position in the maze
until such a time as the pushed character begins to push
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back. In other embodiments, the characters may be able to
shoot and damage or destroy each other or otherwise hinder
the progress of other characters toward their objectives. This
feature provides for the competitive aspects of the game
once a desired attribute affecting entity is located within the
perimeter of the current window. If the answer to the test of
block 148 is yes, control flows to a block 150 along path 152
where the characters have their attributes and/or positions
changed in accordance with whatever competitive rule is
adopted for the particular embodiment implemented. Of
course player competition can take many other forms as
well. For example, one character may refuse to move when
that character is preventing movement of the current win-
dow toward the objective of another player. Further, one
character may refuse to cooperate in shooting or fighting
monsters which are attacking another character. Also some
characters may be faster or be able to jump or fly, and these
characters may speed ahead of another character which is
headed for a longevity increasing entity and take possession
of the entity for itself.

If the answer to the test of block 148 is no, control flows
on a path 154 to a block 156. There the proposed move is
tested to determine if it would cause the character or
character shot to collide with an exit. If the answer is yes,
control flows on a path 158 to a block 160. There the
appropriate action for the rule adopted for the particular
embodiment at hand is performed. The particular rule
adopted for processing in block 160 is not critical to the
invention. The processing for block 160 in the preferred
embodiment is shown in more detail in FIG. 6.

Referring to FIG. 6, the processing of collisions between
characters or characler shots and exits is detailed for the
preferred embodiment. The processing of FIG. 6 is to
determine if the game conditions, e.g. attribute status of the
character such as possession of a key, are such that the
character may pass through the exit, and to determine what
to do for a shot/exit collision. Accordingly, the first step in
the processing is to determine if a shot/exit collision has
occurred as symbolized by block 159. If the answer is yes,
processing proceeds to block 160 where an appropriate
shot/exit collision routine is performed. In some embodi-
ments, the shot may disappear, and in other embodiments,
the exit may be destroyed. The possibilities are numerous,
and any may be used in equivalent embodiments of the
invention. If the answer is no to the test of block 159, control
flows to a test symbolized by a block 161 to determine if
predefined conditions for exit by a character are satisfied.
The predefined conditions may be anything the game
designer desires, and the exact conditions selected are not
critical to the invention. For example, in some embodiments
a character may not be allowed 1o leave through an exit until
a particular monster holding the key for that exit is destroyed
and the character picks up the key. If the answer to the test
of block 161 is no, contro! flows on a path 66 to block 62 of
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FIG. 3, and now movement of the character through the cxit
results. If the answer 1o the test of block 161 is yes, control
flows on a path 164 to a block 166 where a test is made to
determine if the other characters have left the maze. If the
answer is no, the character desiring to exit is allowed to exit
and is placed on another level in a safe haven where the
character cannot be attacked by monsters as symbolized by
block 168. There the character awaits the arrival of the other
characters.

If the answer to the test of block 166 is yes, then
processing proceeds to block 170 wherc a new maze is
drawn. In some embodiments, the new maze will havc
different kinds of monsters and attribute affecting entitics
therein and usually will have exits, monsters and entitics
placed differently. The character exiting is then placed in the
next maze. In some embodiments, the characters may only
move forward to new mazes which they have not previously
occupied. In other embodiments, the characters may move
back to levels or mazes which they have previously occu-
pied. Control then flows on a path 168 10 block 33 on FIG.
2 and processing continues as previously described for the
new maze. In some embodiments the characters atiributes
remain the same in the new maze, and, in some other
embodiments, the character’s attributes are changed. The
order of exit may be determine in some embodiments the
position the characters will assume in the new maze.

Returning to FIG. §, if the answer to the test of block 156
is no, control flows on a path 170 to a block 172 where a test
is performed to determine whether a character’s shots or
character have collided with a monster. If the answer is yes,
control flows on a path 174 to a block 178 where an attempt
is made to damage the monster. In embodiments where the
characters have different attributes, often the shots of one
character may not be powerful enough to kill a monster
whereas the shots of another character may be powerful
enough 1o kill a monster. Further, some monsters may be
stronger than others. To account for thesc embodiments, the
process of block 178 is implemented to perform damage
roulines to monsters which have collided with characters or
shots. After the process of block 178 is performed, control
flows along path 180 1o the test of block 182 to determine il
the monster was destroyed. If not, then control flows to
block 62 in FIG. 3 along path 184/176 to path 66. If the
answer to the test of block 182 was yes, control flows along
path 186 to a routine symbolized by block 188 which dcletes
the monster. Control then flows on a path 176/66 10 block 62
and processing continues as described above.

Although the invention has been described in terms of the
preferred embodiment herein and the other alternative
embodiments, those skilled in the art will appreciate still
other equivalent embodiments which may be implemented.
All such embodiments are intended to be included within the
scope of the claims appended hereto.
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%4EL07B0003984003AABREFEZS17ACAB2CIZAARBI7IC2A2C3D376EBCFAREZF3CI14EIF314A0E6ES
%4E&0CB00039860CF1BEOEO14C013A0EAEASCADERE4E4EB3SAOCIZ0A0EBC4BLE7COCLEREBES4ETES
%4ELBCBO0039880C114E3E4E714ESEZE2E4ET714E7C114A024A0E42AC40380A0E014A0R20A0EQCES1 4
%A4E&928000378A0A024FOEOEOECCOAIBES1608BBBCCALI00636CA509140000000002A85B0OB52C 542
ZA4E&A7B000398COIB2B2B401BA02BA02BA028A01IBCOIAZBB32084CCIORCOOBCOCBCOOBC10BABC0O42
%LAESLELBO003FBEQIBDFA4C314170EC20E1714CD4143B4A30303B4A3DR217807274DB4FC3B4A3CCE3
LAEGET7800039900CCARC 1 23CO4F6ELLC044454R55C3BRATDI0ACA4523CH0ACFSABAAS74CO0770ED
%4E&1980003992019A219A0D21 BCO0960C0AL6C I BFAACC242824C44FDF DFDFBFCOBFCB5131DC 3260
Z4E&HA2800039940CC20C0R1C121C020C3402CCO35C235C02CCA03ASCIALGBFAZBICOBZARZBEY 1C235
%AEL2EBOO03996076C728A006CO06A04FDFEBOLC206A0CBAZB4DFDFD31BRBEEBE4ECCABE 1 B2A2880
ZAEG7 68000399801 BA019A0Z1A01A02BA02AA02E8B40SB4R8A02AA02BA017A019A02100636CE517
LAES6F780003599A03B0C1IFB0O746D495A04A30680C02AC12446041C2017109861C2710866741E2351AA0
%“AELBLB0O00399C04261CT72A6341E20RBRA0T7 107461 6A41E20ABAA04261C2741841E20986A0710961
#AE&T7EBOCO3TFEOCAZ2AL0CIOIBIADEFVIB2616441D309616241D5096143C153C2A40380A5C15341
%AE&B3B800039A0044E2C235CF35E2710942E2C519C S 19E542E409C7A347A075A00A0RC704C 10447
~4EL9780003FAR200AADE4OBOAOTC2B5C20RA0E103C 2B 5420A0BA02B8AR1A0BOA0PC205480A0B35A1
ZAESHACB00039A40BFAO350BOA0FCAS1CA35C551420A08 1AAOBF28R0A00BOA0FCSB303A0E103B345
LAESLBS800039A60040BA0E40A0FCT704C1044708A0CS2BA00FCTAB47A044E2CS1PCS519E54242E2C2
AA4ELB7800039ABO35C935ER24244C4RSAM0380A4BS446341D50961624152D20961C2701AC10282A0
“4EL82800037AA0EF038153461C02A644 1E20986A042616841E20AB4A042616A41C128A00B82A042
LAELTF2B800039AC061C32AC1741A41ER21A35A04261C70672701A41C128A14261C02AC12AC00480BE
LAES&BOB0003FAEOAFADBECOL36CE50A0A0DCO00R0OSO0ESESLBS4ALIECIAD06CO2AS61EABLI4EL40CH
LAESCDBOOO3Y9BOO4150EF7IE4B2C041A8C1AACOBR2A0CAA1C2A1IB&BAICEALCEAICDA41ALIC2A3B540
“AELB1B0O0039B20C1IAICEAZC2A442A1C2B54141A1C2A14252C2A140C1A161E4C2AIC042CT7ALEZCA
ZAE6DSBO0039B40AIC2ZA4EICR2ALLIEACZALSICZAIEZDOALCTALS1474060E4CA4BBA0EZCA4265C 1AL
L4EGETFBOQ039BA0C1AIC12ADOZAESESC11BD0IES4DIBFCS42C40551C71B&OCOBFC&42C 1B3A0E3BE
LAELFDBOO0O39R806C40CFA150A1CDA2CA4B7A0C2ABERB7D2A1C7AICFBBAOC2AL 1ES3AL42A0BBATC]
ZAESHAABOO0O39BA0AIC2ATA2A1411ECLBFAQCIA0AICAG0ALI42A0BFE3C040A142A168A1C140A146144
LAESFBBOO03PBCOCOALA40C1ABCIAIESLC2AICHIBRACAAICRALC2ALIECCAIC2ABEQCR40AFET74C241
%4E4CIBO0O3TBEQOD414ABIES4286264ACRBERSA I BAE2AFABBAB3A1R6BEOCA3SCE50436010208563A0
LAE660800037C00035104612180C20477C00421C70473C343C543C543C4641C141C3141C141€341C0
YAELTABD003FC202A41CA441C341C141561C041C14160C141C24171C243C54363C043C0046464CC2A
ZA4E68ABO003PC4004C34162D111C041C441460C044A041A044C335417BC42A73CES1DS51C441C428
ZA4ELB3BO0032C60C728CA6417341CH41A041A04165C141705CCO04C454C10435C135C104C 1550535
~A4E6B84800037C8004C 142E4C041CS41EQCH42704146004356AC34170C241C2512A51CT7512A51C441
%ZAE&AQB0003PCA0EACO41C40541EOCDS1460030435C404C751CH41C541A041A041C7417341CH2B8CS
LAESA4800037CC028C741C241D311C33543C45421C42A7354C604CF44A041A04463C0416ECCH41ICT
TL4EL7CBO003FCENDLLIDC54606060D151C44124C44362C14361C041C441C341C141C341C141C341
%ZA4ELB6B00037D00C441C02A41C341C141C341C128C041C0OS5F217A73CR287004C251C151C551C151
ZAEGBF800039D20C551C451C0006346C650A3407 1A00029C0C6B0B5B45C42C0BB2620E881C40B8128
%4E607800039D4QC2AFAB2BC4442B81C40640B4636360C444A8D011C421C7REF7ECE1CGO0EBEECRAZT7
ZAE&C1800039D60A0L78054C5B21CB2284573A0CF1CAQ0ICCOBL4472A0D40444E26EEDA44C22B5152
%4E6DCBO0039DB0S2525252C22BC4AA0BS54CZA10381ALC344CB0FBACOOF47C441 0541 EB0FAOCBBF
"%4E6DAB00039DA06 1 43E70F230FAOCCBFAC 1 2A00FAOCYBF 636066A022801 2DB352A22A0D02BEF3S
Z4ESDFBO0039DCOA01 2CO0FB0FT 1 280CC0FBODAZA L ECO206ECC2AC0OFADC552C 1 B5C3AZER20A074
ZA4E6CH800039DEQC104C30A82C D20A0ELCI0AB4CBBRCO20A0C451A4C10ABO170ABLE7OFAQ76B0O36
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7AELIFBO003PEQQOA4C 2BA0ABAELOF 240FAGESORA0A052C22A0AB24606261A00DFA0740B 1B 53280428
ZAESACBOO03TEZOLRARB4A7EOCOAAZBBEOSDSOBCOORB146080006346C650803071A0021 DEABSBOCOB
%A4E6DDEO003FEAODC4032AFAR24C20CRB1C41CDO3NDAZAFABC31CC21CC20BE1C128800B1DB2C2AC108
%4E617B0003FE60812882C5AFA0BR2461CA4EIBOBCFAFALCFOCC10C80C874C473CAA3C1ASND30CCOOC
%A4ELFLB80003FESOBOS4D154C3A3BRE1ID21CC32881C32AD451C2B2A3B2CDS54C054C82AC20FB2CABF
“4ESLA2B00039EAOEBC 104DOBFCR4FCDB41BA3B2DOBFCP4DBFEBC 1 R34A0C0A3C14DBFC3440F8042A0
%AESSB880003FECOBDCOBFCOBFCERZASBACOBCOBBOCERFCSOFB3626CB2C2BECOAACST2CDABBICS3S
ZAEL2580003FEEQC228RB4C SARB2A3B2ATE3A0B4A0B41BCSB7CA0CB50BB2CABAC2AFA7BB71CFOCBA
LAEL29800032F0060C10B814105C1AFAF2BBECEQCB4C30B81280000000000000000000000000000
%A4E&3DBO0039F200000000000000000000000000000000000000000000000000000000000000000
ZAE&LBFBO003FF 40000000000000000000000000Q0C00000000000000000000000000000000000000
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LAEL47B00039FC000000000000C000DO0O0GG0000000000000000000000000000000000000000000
%AE&649800039FEOCQCOO0000000000000000G0000000000000000000000000000000000000000000
“ZAESL7BB0003A000636CEHES070D071A00849711081746842C421C03570CD04C226C02140AFA3C2A128
%A4ESBCB80003A020C341CA1E72C21DCO0CEBOC 1 1DACO3A02ACOAIC4AD2BI80ECT IDACEOC21ACR2772
LAESLF280003A040C004352CASC282607061AEZBC20442C1356233C0O01AEACT74120C 1A2ZB3C1460EL35
LAELP180003A060A0CER7035C01CA3E018CA03ES26A026AFER244C160EA1EHA071CA41CER422035C240
LAESCIB00Q3A0HOEACSABEICO43/0C2600536221COIBEDCI1AALICA42ADIR76A02873ELC34121B5CB
LAESAEBOQOOIAOADB2ADE1C2R2AC113A0C241A0402BASESE228C003BFAOBAASLR140A0C30577A0CIBY
AA4ELBIB0003A0C 0280018287 404642A1C235C203B2E173C02A753B1C2A4B870CCO0EROEQCIARLTIACS
ZAES6CAB0003A0EQOCB1 1CHCOEBOAN742AC21ACSBI3AF0EBOAOCSIBBICSIAMDLEQEBLISLD1CANZRA2C3
LAELBAB0003A1I001BE1IC31IDA0OESIO3BSDEALZOC41BB81C4A20A0C3041B8404350EE028C44222C226
ZA4ESB180003AI20A0CA40EBLALIELIZCCI462C2A1ICI26E4E1C3462C1A127AECORSA0CED74H370AR27C024
LAES7EBODOO3A1402AL0Z12ACOIERACCLIERATOACOELICZ2IB4LBE028C31814C01841 180ECO18607080A0
7ZAE6BDB0003A16QE1COBFAOBALR70A05252511481430EB06270A01BA0OE L 65E228A0B4A028B4A028
“AELACBO003A180H4A028E4A02BRBAC21BAOCABEIBDDOQE36CE50530071B0004F358468178BC43540
“4EL8780003A1A0A01IBBIC4A33C12180C113A01IBB1IA0IEBICIZ1A0C468B0A721E035CBAL41A0E721C1
YAELBEEOOO3AICOAATRRICTOBA0CIAIECELIC3I7CLIGE7BR2B04ACEZ 1 BAQCROE 7 2ACEZCA40418A1C21E
LAEEPABO003ALEGUORSC I U3S20ER27C04COOSCABRC IAS0OETBOBBOCO0L0A4C30A0TGACEEBARC1G3AT
XAESA2B0003A2008ZC 704 1BO4C3OBA0CARTCS03C 1 B4C00381ICH21CB3SCIBS11ROACEBSLAAEL L LRO
YA4ELSCBO003AZ20A0CE58488004CZ1281E211B0A2B8114360C3BECA4B241IB73SE2C0356111BR1751
“A4ELBCBO003AZA00CESICRI3CHABRDA0GBCR2RF71353BA0RBASLACOAY2BCOL17CO7228B0CA0CERBIC21A
ZAE4BCBO003A260IBARELCLORBFE 1CAGA44ACELC7B34 1E3C2ARGAAAZALL17328BOC0OR78144A0C011
LAE68680003429000n0CC04C 104184060C LE2C2A1BSC4ABSCOBRAOCOL 1ADCR04C0350403E 1 104CE
ZAESA0BOOO3AZ2A0T LADIDAGA4JEE3SBSA3RAALASAIEICIALIEL43E261CE35ACE040A0C12A6342A018
ZAESDABOCOIAZCORAEZ DOIBEOC7ABOBABEQEI2CAOT LAGATAOCDI3ESEIZE12DA0OEDC43C 1 B2EQEQCOBR
ZA4E6F2B0003ACEOC 120C 1 35ERZERE7EL20A1 IEASEZCOALCAALIEDEQCOBZAOR2BC20CB0E4C4BRC1BEZB
HAES7ABOOO3AZ00A0Z2BCA0CBI1BAOESIECOG4C100636C65002A07 tAGF20A5LE85BDOG1ELIZ218041A0
YAELDEBOCO3AZ202A4EETNOSLESZL IEOESERE IFEZE341B0E040EBEACO2CEOCI05C0AICT7A3ELLEACESER
LAE6AT780003A340F FIDODROCAGCL10AO7AB2E7E2C10DB1I28C 01081 A06BCALS0ODAOOD70B0L1A0C T
ZAEGE3BO003ARSOGIEZCHEIC1ALE2COAL 10B228A0C3B3CSHIDESER221AGZIE7TEA4ZELZBESEZCSIEES
LAELFFBOOO3ABBOEOF i FO41AREOR2ABOEQCOIFIEAZEDA1AD40COAL21AQO71ACACENCOIBEZCBIAT2A0
ZAELFBBOOO3ABA0E 1 41E12BE3C2BBCABGERE2IFADZBERC2AIESEOEQ21ACE2E2ZELEOC21EAOCESERZER
ZA4ELASBO003ABCOI0ELICIIFAICOIFEQELIEDG4EQ1081A0C12CA0702871E128A0C51DA0IDEL1081A0
“4ESDF80003ABEQERC T IFAZCOIECRAOFAOCI1IDAOEQ I DAOECIOB028E1EQEZER220FAQEREZ2C2A4ERCH
7ZAELEBBBO003AACCHEOFROACS2A02840A0CRE4ERERAOEREFERIF2140E0E 1664626028 2EC0LFAOERE L
ZAE&DAB0003AAICY LADBZABRERA0EZERECAI4BIRBREIM2E2COZACOE74460E4E2EE4CH204CEBE0ERER
ZAE6AABO003ALACGEZC 1A7CZABRAA0EEA I PR40BR2ALIB2840C0244720B14346C0O27CABBE24280B2E4
ZAE6B080003A460C2BY42CEB427CA26A0R64BA0OC11800636C65161D071900100848B5040ECI21EQ
7#AESL8580003A480CT72AF1211067040B82C20462A0E822CC00410AA0BB2EZEZ2CO20E0E210C01BOERBO
ZA4E67DBO003A4AA00COEQCOESOOCCOORBRC3A2C0A2C0AZ1080C10382A00380430341E0C40A84C010
ZRE68780003A4COCAZACTE0OD2B04C L 26A0CO0AE4C010E2285120A06320C0350DB0A0L30AB4B22BER
ZAELAPB000ZAAEOEREDC1ACO3A0A0CIAZESC46E204006C3204821C9560384C235A0C10DBIC0671B
ZAE6ADBOOO3AS00C 1 1240A00COEOCI8CISTALER203A603A0B4EOC3ASB335A0CR20C02AC221E1C8BB
“4Z4ELATBO0O03AS2044E46704E2204280C020C22AESC11BCCBLE2OFZ2040C320C1BFEQ41C0O035A7C0AR
LZAEGA4B0003A540C0ALBERSAOCE6228COB2C 163A0C535A0C22EAOCLODC104E220C104C20F20C104
Z4E4LDTFBO003A560CB1EC10ACDEQR2AES2CCIOFE27272E6C1AACOALCOATC3642BEL43C10EC3211181
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ZA4ESLIDBOO03ASBOCEC440441EC33511C00DB2CB21C47228C0720EB80C 133E303A0C305C36242C0A3
ZAEGFOBOOO3ASAOE 1CFBSE6601240A02CE LIC21ECBCA4LA04C30DEZC20DI00DBFEL72CAODELOF4281
ZA4E6A2BO003ALCOACCTE727172B4AZE7C44610DBIRB640CB11C112C004C12028C30DB104C01IBCAL1180
Z4E69080003ASEOBEE2C44610DBIAOCCOZACOB4C711211100636CA5133307170902ECOBS5128460D818
Z4E6C480003A600C328E0CL51CH2AC 1 1BCOA706A1CEHE12AT0IA2CFIA740DOASC12AC12A40C041CBAS
ZAEACFB0003AL20C128C1AFALLC228B051C0O1BA019A0E419C419E019E1 19C251A4EQEQEREZ1F9E2ER
ZAESCCBO003AL40CLIAZCH19A0IBE7CBAZCSAFA7A5ESLCOLIBC11BCO1B2841C040C14228C1282A28C0
ZAE6ICBO003ALL052E440C02B43C328C01BAC0O3A340C041C12BC1281BA3C242C71BC12835C01BCO
A4E6COBOO03ASBOIBAS1281C144C0ABCE1BAL2ACTARAIEOCOR7E152E1 1281CFA32780A3C3A4CERS
ZAELAEBOOO3ASA017C028C017C028C027C017CC12812AC027CS517C217C017CB2aA6B3C428C017C0
Z4E68FBO003ALCOZ75117C01752C3A52884C15328C0533C033C0532BA503A1C5A1178227C127C2A3
ZAELCDBO0O0O3ASEO46CB1780AS178027C02BC246C 1AFCIAZB2C340A7D3A42881C4A5C51CA5288173
7#4E65480003A70060C135C8A32E811174460306082C9356282727411C505E103A0B2638020117411
ZAE67DBO003AT208161C4B4678B2717511C7044782741181C2546B&35C2304472072C02B873500636C
Z4E69480003A740651012071708505EA1 4B0EBS61C140A0EQC214A0E7EOCOOEB2COO03ALEREZCE2AL
7#AELDABOOO3A76Q03A1E2CO40A0C2ALERCO7HAOEAELEOESELEALC12AEBLSEQE450E4CO74A0EO0C1 40
Z4E6BS80003A7BOA0CR2AI03A0EICO40A0C2A4ECEIESE7EOCISIEQERCO2ACIALIC404C640A0C15161
ZA4ESB3B0003A7A0CI0EQ4C2510EEQC 12AE0S25252E4E0QC 1 2AEOCOS2EOE340A0C2A135A0B42CELCO
AAESLE4BOO03A7CO40A0CA4AEREIEQE46O0E4EOEACO7 SAOC I 2AEBELELESEQSHAEOCA707470A0C LAZER
%AEABIPBOCOBAZEOEZC2A4E2CO40A0ESELIEIEQEI7HAQEQOCS046C004C240A0C04204C005CA0EEOCO4S
LAEGE3B0003ABOCADEIEOERCAS1SIEOEOCSAREZEDC 1 S4A3B4ERERC2B4A0E2H0E4EOEAEOCROESLOED
ZA4ELBEBOOO3BABR20ESESCI2CE ICICEE3LSEOE460C470A0C1IS20EEQCOY 1 40A0C2ZA135A0E3CO40A0CE
7ZA4EGEAL6BO003A840A103A0E3E1CIZ2AEDCA4ZCEIEOCIZAEOCA2ACIAICA404EBCA404EPEIETEOCOS20EED
ZA4E6DBBO0N3AB60COS1ESA40AQCZA3RAC 1 S2A0C040A0C2A3B4EREBEOE4CO74A0EQOEA4&OESESESGCIOE
Z4E6ASBO0OQ3ABBO8LELIES&OC470A0ERCOT7428E0CIO3AIEZEZ2C2A103A1ERCO40A0C2A161C140A0ED
Z4EAF180003A8A0C214A0CO0ECOO4COCESOEQEQABCO00636CHS0N3B071708047A6885044304C21F
A4ELDEBOOO3ABCOC363192AC4192AC6351BC5AFA303C31BCCO44541ELC7ABO3AACKF3582C66324C0
%AE&COBOO0O3ABEOE31BC121C3B2CO0S5C2BRC1ASC1A2B4C21BCA04C71BC16604E273A403B4A2BACT
Z4ESCHBOOO3BAFOOA1C2BA4C1IAICEQACS22CH2104CALIBCR2ALCILIES4474E3ERL10441A1B5A2ZB3C2BAA0
ZAEGFABOQ03AF20C71BDS1IBCDAZCOBSASB3A0CS5BDA3E321C022C304D453C2B3A303A4G77C26FCOBF
%AE&FBBO003AP40C2RBF73A6COR2ASCD&IB2DOBSCABRCAB2AS28C06A21C351COB3C204CSB3C32C75
KA4ESB1B0003A96080B8A0CHARCRRIESBACACEBACO20CS1240C321C34650382D2A4B3C3A303A003C3
ZAESALIBO0Q3AREGRIC40EE12BCO20C01942C019240C31BE4C40B8Z2C3AID4ABCEORBB242185421A0C0
%Z4E6D4B0003APA0B7C621C40BB14035B6038EE24180RB8B0R82C L 1IERBCIIEZBCFS5E18C00B81C41E28
“A4ESLB580003A9COD2AIBR203B0BSAFAIBFO3R9A103BD0LA0LI2ACS2ACT00636HLES04046071A00505D
ZA4ELEZ280003AFE02862041BDFC40394CT2AC 12AC02AC02AA02284A0C0 1 BEBICEBRAFA4B2A0DFD1 51
%A4E4D280003AA00D 1 ABO383AYC70BE7DA0B3ICO0IE1C112C1AB67CR0BBRZA4C13567D212EACA4208
ZAELF780003AA20DBARE4COB4A6BCAMRZ0BEFCA41546C075567558E1D2BFAD0381A2CR0564CEA435CT7
ZAEL5AB0003AA4035D1056DGACEBRSC735CEBFCLASE4AYBRAODFDOR226465C 1 BFEBF1CBAFASDFDFSE
Z4EL0380003AAL06465CCBEAFA7BADFCIAZC0ASCOAZEOCOARCOA7COBERCE3Z2BB1E140E241A041A0
Z4E£6A280003AAB042C400636C65173B0C1F02301503468049B2880DFC74535456086C019CD35D1R2
%ZA4EGEBB0O00O3AAAOCIALIC2712C523531C1702BCEIF9C2A540ALEALSCA3SCDA4CDICCOICCOICCOICCT
7Z4ESDEBOOO3AACOLIFDEZBCA41ADBABCSIACHEIACIAB4ZC1752860606606965A3B4A042A0B3A3C21DCA
Z4ES6ODBO003AAECAZCOAL2HEACSRIL2C138C22CDA3SCO7FCERF1ACI335CA0SCD2AC335C21BOFCO19
AAESLDFEO003ABOOCH1PCOBFCOB4ALRBCO54COS4ER2C 135C635C41DCS42C043A3B4A4B4A3CHSBSCY3S
ZAELF780003ABR0OC22AC31CE1AGC24ALBO7C7IEBRRCABAC2IELACIIECZISD735C543C11D561CAB449
Z4ELDBBO003ABA0T7728C1B36BCRIAC1772846EC1I51C243CALDCB43352AC07155C11DCCA4C243D0OBA
Z4ELCTBO003ABLOCSIECTINCABB67C31DCOBEOLC15128805A3560823560C21CC0OB32BCB2A006564
44E467180003AB807A000000000051 600BAB4ATSRS58043C064604D044CB04CF1DCO0LC12B45CHBC4D0
Z4E&622B0003ABAC4ACYAFAQ44CRAFAODFCES7 1B47DF SEBFDA2ACO2CCORACS6B6009Y8EAB0O3B0A4DO
ZAEL34680003ABCOLBAFDABSCTIAEIDEBFCSA1IDCAIFDCIB3COIACLAF2AC163A13SC2BFARCDA3B203
%#A4ESEABODO3ABEOBOALB2A41ACO04CDEFO4FESFCF IAADDOAIC 10452E0C042D404E2S0EQCOB2DE0A
%AE&LEBBO003ACO0EDSOC004CAHIACIIACSOSES450EQ7SD30AEOCO42D33570D8B6A3BACCRESFCB288B4
ZA4E&66680003AC206019006346C650A3607 1800627158681 7757440A01B8174C12180C113A01881A0
Z4ESA480003AC401EBICI21A04680A721A070C8AL41A0E721AL0BC221C703A0C1IALEOEIC317C10E
Z4E4CBBODO3ACE00OBCB2BO4A0ZBEL 1RAOCBOEOBEZER2CA041BAICR1E7OC1B3520E820BCC04CQ05CE
Z4E6A980003ACBOBZCSOEOBCBOBBOC00604C8040304CBQBAQC103A332C7041BO4C303AOCAB9€503
L4ELASLBO003ACAOC1IB4C0O0381CB217BC1B51 180A0EB&1AAEL L 1BOAOC3S84B800435C11280C02AE 1L
Z4E6BPBOO03ACCO1 180A2EBB1 14360C3BBCAB2AIB735E2706111BB17510BB1C213C82B28A264LC2BF
Z4EAESBOO03ACEOOB7 1BBAO2BABIAC2A72EC017C00B46280A0C2B3C21ARBAREACHOBBFE14A40A0CH
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L AEST280003AD00E 54 1E3C2622H63AAZAC 10DBA380C 02 78060E84B441A0C01130A0C004C1041840A0
% A4E&67380003AD20C 1BRC2AIES6211281BR2A0CO11AOCI04700403E1C1C46911A0C111ADC0A443ER
Z4E6CCBOOOBAD4OH535A5B4AQE245A1EIC1A1E143E2E172AOEO40AOC12A6542A01BE4EEEOXBEOC7
% 4E6DES0003ADS0ASO3ALEZE12CA01 1ACEBCO13ESESE 12DA0OEO43C ILBRZEOEOCOB2C1 207 1ERERETVES
Z4EbEFBOOO3ADBOBOA11EASEECOA&C4A1EOEOCOB2AOQBCEOCBOE4C4BBCIBEEBAOEECAOCBI1GAOE5
Z4EbA280003ADAOIECOO4C100636C65173BOC1FOOOOOOA85A06602A80C52882C544452AC91BC84D
ZQE&C780003ADC020C452C85219C14FC2537FD506D?1AD756C5464740068266C156C328570681C1
~AE&ABBOC03ADEQOEB3CO494FC 14A06B0540681C24E1BC54219C2540680C10681C72881C24E421A
K4E67FBOOO3AEOOC4068]C0068156C4534FCO471A2851C206414741550689C4068251C154C10681
Z4E69480003AEEOBFC72819C405656619610689C60681C10681C106CO454540424B400689C20681
Z4E68880003AE40C04A2881C84151C04051C351C64OIBDI54CB4F67440686CF068154C056C14FCO
Z4E6F680003AE604FDFCA281A421AC84D55068155C1062855C64220D720D656DFCABEEAC7285A28
24564480003AEBOSO5228182851412852C1432A0065647A000000000051030368049AC53584CAO4
Z4EbA880003AEAOé3€12AC27X3584C019C619CO41C1785235835262C0754162C24&CO4AC441C17F
Z4EbAQBOOOBAECOC454C319C04162C205C251C47219CO41C541D641C541C24F41C141C319C041D2
% 4E6BEBOOOSBAEEO41C141C542C12AC71BCA1IRALIC141676260CBA1C141C4196ECA41C0OLA41COAFCA
©4E6B2B0003AF0041C1410235C41BC041C141CGA42CDA5C741C1422ABFCA71355F61C441C242C519
Z4E6AE80003AF20C05CC435041BéOC12AC24IE6C44761C02CCEIBCOO4C21BD228C5410142C119CO
v AELARS0003AFA044C 1 7BA1C141E1E1ID241C141CDAICAIBC041C14160C170A0D1417041EEELICS4AL
v AE6DOB0003AFA0C14160C0772AC319CA41BCOAICI41ETESESC241C01A4160C07728C135C458C041
v AELFCRO00IAFROL 1 41C542C01IBEOCT IRCIZSCOALICIARC14160C07141467C105CB41C3414600935C0
Z4E69B80003AFA07370416OC07141C2BE28C25AC02AC05C3581C952C104C604COIBC0060065647A
% 4EL99BO003AFCO0OD2F 000281301 BCA680475358063E0C2A160EAE22873C203A0E0CO1FEOCIALCO
Z4E6A880003AFEOA1COQOQAAOE20380AOC2511BE1EOCOA1E003AOC01AE003AOE2E02C25AOE2EOC2
v AE6B3B0003B00004E 7EREQOBELCOAZECOBADECEOOSC IS AOLOAICOALIBAIFOECEQIFEACOZAEAED
v 3E6CF80003BOI0ECEOECEOCOS2C004E0CI2AAOEDE 1ECOBCP0IEREOC2A1 CIBREOESEQEQOEACSS5IC!
4 AELBOBOCOIR0401AA1CSO5C50419A0E02SA0ECEDE 1E7ESEQECCROAC425E4EQ0O3CF04E2EQEOZBA0
% 4E 5DABO003B060C04 1A0C SBREOEOEOEOEOEQOCOQ4E2C418C3A1EEEQC2A1E2ESEO003C203A0EOEOEAS
£ 4E&CCRODOZBOBOC7BFAOEDE2C251E403A0C0OS51EO0ECIFB0SEE7C252EQECO3S51E4E2C3SR2E21AAL1EC
% A4ELAZBO003R0A00380C51 BAOECERC4A1C204E4E0ECE103A0ER03835362E1E2ER03A1E061C3182A
L AE&ACBOO03BOCOEORREDCISRECCT 1D61ACER03S2A0COS103A0EREIACOAICI0380A0E2EFCIB2ANCA
L AESBLROOOZROED LE2AACIOBSESEREOCIS5A0ESEOROCZAIC2516IESCOATIEBEOE IEOCOS510380A003
©AE 671800030 L0OR0A0ECCR0ACSATEOC 1 1CADCON4 1 DCYOAECECCOAL2852E604C00381AOEQCOSCO
Y AELATBO003E 1204 1EOEC72A3C0OAIESCS04E0CT 1BCA40382C31CAOCOS3A0EZEOCOAICR251EQOBACCTY
ZQE&?FSOOOBB14003A02AE1E1EOE4COA1&1AOC4BE355128E1E21€C25lEOE57153C1060065647A00
Z4E64C80003B160000000002128095504682A803571C443EO7C35627080734254717OC11D7OBOCO
AL LCBROGORR1B02A64C0402841C05 1 CFABCIECARASL3CCRCCORADIIBCALIBALIBCODIC1IIC6CCOBS
LAELCOHE000EE LAGAACDATALASAL 72B1C72C3SC32ARSCH3542C31C4F6AC141D451C7417180CDA103
Y AELCIBO003R1COB1ARCI41C11CD435C2B5416ACAB2CEHB2C241C31BDE41COZRCIBFC303B0A20381
©4E6CDB00O0SBIEOC205C3038B0AS03ARC72AC 152C652C 12AC235C206C 31 BDCBFC735CR1BDOB2A103
% 4E62580003820081 A1 B2CCBFDF66C45164C4BFCARBF2C35C32ACS5352CE319CSB4CRAFDBE2D130BR2
Z4E6F9800038220C713C?51COIBD451E667Ci51605835C386AFAABCC32B756078617B727375CBBE
Y AESLEB0003E280617 1607561 6B0065647AC000000000401 55D5A2BAAZCBOCDO4CDT2056443E4C3
YAESLF SB0003D260064 1F&DI3543D37FD2 1 A4REOCDBEC BALECL 701AC104EDCOLECC3504C53040CB
Z4E6FSBOOOBBQBOAA41CA288255DFCEA6DFC1BSASBBOSB4BCA60344CGOCSBOBE562CAOE41COOESG
v 4EL3EBOCO3RZA0O0BE3S60CABFCFOEB10BA3DF4445C S7FCAB7AFARBSECCBYFCRRCCH1F4E446ED21D
“AE6LA78D003B2COCF 1 BDFCA7719CB711BD31ADGBECC 1B4ACA04C37FD31ABACLIBCELIFCO04CTIBETS
v AELB50000382E035B2C4RA3SEZC 1 1BC5350065647A00000000004007ABA704FE2780C742272ACY
Z4E6F790003B30043&46C4268410397D726644F?A2&DSAFA4C5444FCO4026C86FD5777FC4ABCB48
L AE4D6BO00SE3R025DATECR22AC06FCO35CA474246D0ABDR742SCFOBB1CABN6B06CR205C1110881C724
Y 4E6DESB0O003E 340021 10RS1 CS56FBAALNRA110B8IC2SFCERSCS511840BE1D60EBOCORLDTOBBLAF2ACA
7AE62980003B360435FC4BHABCP46DR26D37FCFBF4126CDR28566245AF A4DATFC1422A7F&7560396CD
%4E6A580003E3806E6IBES44C6BRE0065647A0E1D0002000125A8AA61 591 BHODAA0L221A04FECCT
7AE4FBE0003B3A0281 D7CAOE2C7A367AOEZE220EOF 1 20E6CBO3DB40648B2F 1CBARCLBRETCR26LA0ES
Z4E6518000383C05AE2E7E4EE21C387E3E21DEDEED219E9F04AAOC2A4C5U527C4A974E9CBBFC11F
ZAELOFB0003BIEOD 1 BFEADS41A0S3A0CF6DA0CSA424AA0C040LSEZD625AZE2CBAFEAS7CHAIEBCIAR
ZAE6FCB0003B400B4C2441FEIC242A0F 7TEACS06F2E227C 51 BEDLEE3EQC7A2CBBAE2C31DA0CA6326
ZAE&ATBOO0IBAR0EEFFD326C 56227A0D3BEEACS 1EC2BIC064280065647A00000000001100CE686A
%4E6F 4B0002R4409A4BD52848E1741EADES1BC441 1B2AC32560A02CE328CC42EBE2EACB42EFEQET?
%4E60280003R460C442EACEB1CC342D52ACS542C42041C205E7D128A0ESCS72A0EFELIE7CELIFBFC2A1
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%4E461BBO003BABOC3RYECCFARLICEAREAE4CLAZRBS7A0E4EZE2CS26A0CT71CAOB0CENEAR2ICDBFCS
“AEL2CBO003B4A0ALESECESZBCIAIEICCIAAQOER2S3CL1IECOBAE2CA4BOEZLTYB764A2IFEFEICS1CAODR2
ZA4E64DBO003BAC020E365A0E7C3A1CT06A0ESELEVEIE7IDESIFE7EBE7EBE2FSESE2E4C4BOESEBES
%Z4E&60080003B4E021CO1BAQESLT2B2E4CBARESEISAD0OZ1AOBYE2R1FEEIC2BE2BCIBBR2BEFL2C20065
Z4ESABB0003B500647A000000000020760E4B1168C42AF527C41BECEBESE7EO21AD43EBEZ1EEYE L
ZAESL7EBOON3BS2041A0C021A421C21 1A0EQOEZE4CI12AEOC1I1BAO1180C01180A0C111AQCI2EA2CS27
ZA4ELA0B0003B540C0A11BIBACEOES11A0CO11B04462E1C1ALIEQZACLIAADCISIBR4262E1C5A2C2A2
ZA4E60280003B560EACAA10BCR252A0FL1ESOEREQ717373C6A1C3BSEOIBDIB2EREIFIEBC3B2CCRRER
Z4E6T6B0O003B5804262B80E0F 54 16280E173C30573C52CA040C1 BFOBBOEOD3522AA04146280A0C154
%Z4E60080003BSA0D127A0E7EIFIEFIBCIB2CCBR2EOC106C218BE42AA0717373C21EATEQE2FOEBC4AR
Z4ESBOBOOO3BSCOC2ARE4CO41C340E1C3AIEBE441C340ES2A1BAOESIBAOL 1E340C340C25211A0C2
Z4ELB3BOO0O3BSEO18C0O11A01182ERS515151E0C440C0OB227CBIEEQES7241E5E3272CB2C4B2E0C2AR
ZAE6CIBOCO3BLOCRBA1CLABCOAICOA4CBA42DLOBBIC242E3C644E50B80E4C1BECB444581C7006564
Z4EL6ABO003BAZ07A000000000010C 11 1A06B5A44C52AA02ACI1BA0CLE62A143E5CI27A0EIC12754
Z4E61580003B440A02ZA42AZESEPERZEZCAALZCERC2A435ERE4SBEIE7CI1EE7ERC7ALESE2CR431DCH
Z4E6DPB80003B&601CC460A0E12CAOCS43E3C1AZEZIBCOALE2CA443C4463A0C74612B8A0EBC712A0CT7A
Z4E610B0003B4BOCBOFA0DIBRE376A0E1C41CESCI1IDBSIBEOEI 1 DESE4ESCO2AESDOZBALERZO383ER2
ZAE60180003B4A0CAA3BFC135A0C6B2CR1B7B72E1651BAOEEE2CR2ALIESO382C 1 BAC2ZB7C22AC4246E2
LAELFFBO003BRSCO7SEO0COB371A0C11IFAZE4ASOADIEFAEZC351 2BE4CEB2A01FERC219A0CFRECEA1ER
%“4E61B80003B6ECEBEDEOCES71A0C106A051B4ETE L 1 BCBAZERPEFC3ARCCIDDA2SC7RS521CDS228A0E L
ZAEGEZBO003B700C 1A20EB0COAFA3CBOERBGD70ERL6C11853C22BESC105COBECEBLF 1C30065647A0F
Z4E6C4B80003B720040002003180A8AA665D0SB0DIIFC74FEPCOIBC14D2665A2E3B24FC027C2A1DC
%Z4E61B80003B740A143A0BEDSAICS20DSAIELIEIR2ECDIAICS4FECBRDDIEFSEIB2E1C2A1DDIDF4B2
AAESFFBO003B740DFEOCO1PAZB3C1632658CB1AEZBFC2469604BA0C3ACBEABE2CO20C327C121CF42
ZA4E&2780003B780A07CEFCDACDZ491DELCELCIEAOC 14020C246ABBIA1C1AR59CH27CARSC26A4FDA
ZA4ES3480003B7A0AFDFCIAZBBCEB451ECBIBC6BLCABAABDRB4CFBEC7BBC41FCDBS5060065647A0000
Z4ES6B080003R7C0O000000300668B60DFS5DZ0B0O282ALFC00660C71862C518ER22CE3EAEIEREIELEQCT
Z4ESE2B80003B7EO2CAOEI 1 PA0E71F9A0EIZAAO35C035A02AA0EIE2ESE2C21PA0E419DS1PA0ELL1FCA
Z4E46F580003BBOORB244C3BRE3EB4AE7EA4740ELH I E2S62E 1 44E7ES2BA0ES2A44EL641E2ER242E1CALS
Z4E60CB0003BBR2OA0OESE4ES19C717A061IECELL2ZEL 19EAESEBESES4 1 E2EA4RPE 1 C1BFO3A0ESCSOSES
%AESFCBO0O03BRBA0OES0341433A0284CA0284342C3ABC1A743CE26C226DFDFD21DEQEE7OEBACE27FE0D
ZA4E6Q180003BBAOFZ70E7C7AL12BALIE775EQ0E7194050A0E770E3E7COL1PBPCOB? 1 92AA0E7ESEAER246
L4ESAQB0003BBEOEZEDE44CADERBELCABEZBAVLP?EA4FC0O0065647A000000000023656503B5044683580
L4ESAQB0003BBAOCO25D4146B42BCFOSCT71684C125C225C0526962355216843544AA43A9417083C0
Z4E6BL680003RBCOINCAIDC7601B7784D2352880352852C5651D52C063521B283542A643A843A5C 1
XAE6BOB0O003BBEOIBCO16B3CAIDCTYIDC341C10A83D62C04355204350A3552C01DC2631D521DC562
ZA4E6BABOOO3RF00A343A443A743A270C019C41CCBIDC1I2579D4246CS2B2B81BC33552C51EC2464052C2
LAELALB0003BP2C6327BFAB43A34RA243A42628DB24DE2ABICO62R2465226C5246C24152C126C33542
“Z4E6DDBOCGO3B940AFADDDS&0OZEDEZ0732052202873207620C42AAFACA2707A1ECA1E71COIECHIECA
Z4E6DDE00OQ3BR4602ACB2AC16528C21EC34605228665228C61EA541AB42A742A1046C 1 6F7646FCDA3BE
ZAEL59280003B980C 1521852615261 1BCB1BC22A04C01682B80065&47A00000000000369ABL56A06A35
Z4E613B0003B7A080CT74726634426C052A0F SE3E3SA46A0ES2BE2CSSAADE7ESEFE3E4ERLBEIEIES
AA4ELE1B0003B2CO0EZEBEIC3420453A0EE3CB0380A0ESC20380BBEIE343C31BE2E374A0E3C3410E
ZAEGEBSCOO3BIEOBIEACS40AIEIC70EBIESCZ25045A0CB040E80C 1422AA3BBAZC74226ADCAATCADS
A4E4609B0003BACOD2BFCAD4CR205CS49ABASC335A1IB4AT037BA75F26E277CAS8A0ESESEEC3B4C103
%4E63580003BAZ0B1EOEBGPE LESE7ESCS543A0E3CL35E1E3EBE3C752A0E3ELAEZEDESE4EZEFE32A70
Z4E60ABO0O03BA40AOEIF 1C3AREILHCEBFE7CR44A0EBCSS1AOESECEIC LBE2666C04135BA4EONEL564
Z4E67280003BAL07A02320000801 14059A85ALADF47A06405C528A01958A419A4C2A519A3194542
ZAELBA4B0O0O0O3RABOA0IFCIZ2CA41P42A01941F210619766F42AAC161631AA41BDP1942A1463A215F6
ZAEGBBBO003BAA0S5A11942H5C365A22ACOB345A41A4CA319C36519CBB4198045A01941A0197D19
ZAE6CDBOOO3RBACOAL1A45A315A319C7BA1941B0A4CI2C46A156A0C16FC7RBF427542B219C1A31A42
ZAELFEBOOD3BAEOBS69A217A2191B44A4194B42A01940A01249C363B519C061611FA01970D119A3
Z4E6B2ZBO003BBO01A43AP4B41AZD36319C06B19A01942B4D1B2C1A317A419CAAL19C1611AADL961
ZAELDFBO003BB2019CBB4171A19C20640A01 A6F42AB17AAD21940D0BC 1 9D619B42AC31BAIC4ATLIR
Z4E6F7BO003BB40OCF281A5046CBECD2BB46D00654647A0000000002007568596A5BE42880C8202A20
%4E60380003BB604751C105E1DBRIESD721ELS515AE 1CAA1ES19ED47EQOE4ECASEIES4EA4LI AFAOES1D
A4E63980003BBBOFBE444F 3E4DB19A0E419D02AELE447C720E7EACF20467A0E419FBE4CCBF42E7ES
%4E&4480003BBA0AF57A0ES 1 PFEE4FIE4476FAOES 1 F45F 1EAEF47ADES SAE 1EAES 1 9EALBADESEDS 1
A4ESDBES0003BBCOEBCAAZESF ODE19A07 5DFDFDBB2C SBE2A2180284D807 5C2060065647A00000000
%4E&BFBOQ02RBBEQOO30405DEOYADF 2BB0OD304C706E840E040E042A040C0A140ER1FAOEOIFAOEOLF
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% 4E&606B0003BCODAOE 1 2CACEQE 1EQ45EOE2E2C261E 1E3RBADEIEOECZ0ECISA0EAERER IPRDESIFES
7 4E6E280003BC20EPEREQERECEOE7ERCI28A02AADCOS50A0ERC 12BA056A028A0E419A0E4E4E1ELZA
% 4E600B0003BCA0EBE4EPE2E 3EGERELEOEQERE3E42AAOESE4COS0A0E2CA53A0402AA0E2C1ALEZES
7 A4E63DBO003BCHOE2CI0380A0CI19E1E1EPE2EBE IE3E2E2E2COBF1DCDOSELIERE4E2EIEEE2ER2CTB4
“4E&2CB0003BCH0E 1E1EBEZEBE 1E1ERE2281 FEOE3ERE2E2E 1EOEREO3SA0E320E41 DAOEOEFEZEZEY
7Z4E64580003BCA0E 1E2EDECE219A01 9A0E2E4ECCO5 1 AOECGE2EREBE3ELE7ECE320E2ERE1EREBETED
7 4E62780003BCCOE2COA L 40EOEDE7ESEOE1E4EA4E7E SEZE220EAESE7EOROC 1 BE2OAOES1DES20E1CS
“4E65A80003BCEO3500465647A000000000043484687F040E1F80C 12BCP06C420C020C020C020C020
% AE&F 490003BD00OCBO388CALP10884DCH1BBBCA2AC46454E32885A22ACO2AC1A3C1A4038BCALT735
©AE&F480003BD20C01BC41IBC32ACI2A47C51BCA4IBCEA7AAS7D71BC21BC10382C746228C71RBC218D4
44E4B780003BDA0A3C 1 1BC21BCD662BBOSBAOSLA057A057A056A052CB1A44DASLR03B1C00383C254
74ELF080003BD&0C01AC4ABF0387C03582C235C 135CA46228C4ABD31ECBIECALFD1AZ2B40D028C 464
7 4E&60680003BDBOASADC4A2C 1B22BDB6228DFDAL228D028D277C8774046C067BF 1EALSBAOSBAOSA
%AEG0SBO0O03BDA0AL 1EBF47A340C3A15CC65CA1C96735C235C635DFC42BC2BESL22BC335B3C305C3
% 4E47EBOOO3BDCOB335C1 1AC41A0065647A0000000080211303568045D1D8073C72A7ABOCO2A06DF
74E605B80003BDEOC34F4871C0O2ACR1PCD1979C435C4196267C11974DFCA4F42CA2BC11F35C31FCO
%AEL2ABO003BEQDO2CCA1F61DF62CTACHFCBRS5CB25CE19D128C11956BC445CC2CCB35DFDOBF&3C42B
% 4E&07B0003BE20C30569CBIFCEIFD355D55FC74595C75FC719D12B4&7C75A2561C435255AC319C2
£ 4E6FFBO003BE402ACY4C77CASFDOSFL0C22A64C0041FCR22EC21F62C21FCDAF4151DF76C219463C0
~Z4E6D5B80003BES015963C219C335195773C1584F47DFDFC2REOS718B0&1C3RC76C72A1D0065647A00
% 4Eb66780003BEBOO0000080507803B504160680C13580C219C01AC63526C028C118C22HC006C344
Y% AE&CHB0003BEAOCA44C444C628C165612BC628C620D519C119C220C426CB826C32BCB42C3544354
Y A4ELFCBO003BECOC44355C355436FCC3581DC432BC714685C32BCA44C445C344C6683584DE73D774
4% 4E&0380003BEEOC52A1683C526C426C15444C35D45C020DALBBFC15FCROSCALFCE3S57CAG144C4
“AELFABOOO3BFO04AC2584328C31BCA74168976DFCS51ACTS2CR2ACTIS2C63B4C5CCBE496FCER0CAR20
£ AELEBBOO03BFZOCHL020CE19COLEZASHLHARA43CH4FA3DFND2ACO20D845D0&LCBEQLCOS551728C0OLY
4AELF 180003BF405835196054C2281828025435193551C020C006000000000000000000000000G0
%AE64380003BF 600000000000000000000000000000000000000000000000000000000000000000
Z4E64580003BF800000000000000000000000000000000000000000000000000000000000000000
% AE&4780003BFAO0000000000000000000000000000000000000000000000000000000000000000
©AE&A4980003BFCO000000000000000000000000000000G00CCI00CH00000000000000000000000000
“Z4E64BBO003BFECOO000G0000000000000000000000004003000000000000000000000000000060
%AESADBOOO3CO00636CA5173BOCIFO0IC020R0C1566C106C5040F83C61FC4IFCI3SC505C1AFALZA
4 AELDABO0O0ECO20CH0416B37CC5BIT5C304168376EA19A02BCRAFA42AE319A2ZC00444CC1AE4EOCER
Z4E&F680003C0400444C51AEEBR219AFAS2B727BCO35C22CCO1ACBBA35E1C71FC21FD4A2CA0387CH
Z4ESBFB80003C0&0BRA03570CDA143D96143CREI35CB6143D96142DF 2BAEBEAZ038065437277C504
% 4E68B80003COBOC561437776C104C0356543C1AFA1C56143C220C720C504C56143C720C620€104
L4ESESB0003C0A0CS56143C1AFA1CS56143C21DC71DCS504C1BFA6443C71DCAHINDC104C56143C1AFALCS
ZAELR3BO003COC0L143C52A288CC 1 18C02B802AC204CABF41BF42C52ARBB018C228802AC204Ca5F
YL AELF 480003COEOSFAR43C1AFALCEIACT71ACS0ACAB2C 1BR2D504C1B6C22880C2BEC71ACO1ACI04C]
ZAE&4DBO003C 10026C 1 28C 128C 1 0065647 A00000000002023685A045D3580C02BC73540C02CC235
ZAELECBOOO3C120C12A70746AZACOIFCOIFCOIF2AC21BDALIF4242C753D5286EC61FC11IBDERBCAOS
% 4E6DBBOOO3C140COR&CABLEF19CI1RCBIF77C72B45514573C120C3A90381A74244A428L 7272880
%4E6DAB0003C 160256C600R270460554D72C4EC206CARLCARTACCER 1627 6GECBRBFD22ACEBFDAZO4Y
LAELAZB0003C1BOCEED351CC11CA01ERB7CO2462842635C11BCO214760A50383A4ABLCO2AL3616142C0
7%4E6C 180003C1A019C719D32BDY1AC32ADOES5C 1BFA0806A463D1 1ADF72D51AB064C0354062804170
%AELC2B0003C 1C040702853408C 1 BBAFA4BA4770C22CR6C126434EC62644D12841C22643C7BE7742
YAELAEBOOOIC 1EOCIRLC 1 2643C40065647A171A0001004005686704661880274606035C221C035C0
YAE&DCROOOZC2001ELSH2RCCO1182D935CC21446ACA2ACORAC0RACO2ACBIEDS282CCAIACTIECOLE
Y%AELFABOOOBC220C01ECOIE4970D31AD42B4 140400327 DFDO2SDFDF4370D5286ECC1AD705DB18BF
“AEKO280003C240C65F41 705FCS5FC11AC25FC106D3246C91BDFDAR7CCIADF47704840404074DFD3
%AE&LCLB0003C2601BCOIBCOIRD327D726C72BC021C021C021C021C01ACDIAD7 1ECE2ACO2AL02ACO
7% 4E6D380003C2802A422C 1 DA3DFC0216544DDBE181BC01BCOIB355E61C15E1ECA355E27622C5E1 1
LAELLFO0003C2A0810065647A11110002827301566B040DC121C4108763C4066080C3AFAGC1A3DS
“AEAD180003C2C02BCA0LL0C419B1AFARC1AI2ADL2BCA06CO25CORACE1PAFA0L1C21A6BBICIIFCS
“AEGEESOCO3C2EOIFDA038CF11CCB1CAOCC24CO1AL2CATISCOIFDR20384460C 12ADSR2862CF26DA16CH
%A4E62E80003C3001FDA414DAZSB1A0BFCEOSCERF4381BFDABF 14DE16C3BFCOBFC63562C51FC1BF 41
%AEGFS80003C320CC580383596B40C22683BF 1F6P496ACA2A46CTSFADLICCBICADSEASCR038DA5SD1
%A4ELF 180003C34021C51F4042C9AFBICT7 1ABAC3I26C 52AC525CB82A82C0AFA1BBCS06E3C0256C226CE
LAELEAB0003C36025C3BCAOBAAOBAAOC LAFASBCCORBEZECO1AC 12A06B?0AB21A0AB3CLIB35041181
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