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Abstract— This work presents the Edge-Aware Depth Motion 
Estimation (E-ADME), a complexity reduction scheme developed 
for depth maps coding on 3D High Efficiency Video Coding (3D-
HEVC). This scheme focuses on obtaining an execution time 
reduction while keeping a high quality of the encoded depth map. 
E-ADME starts classifying each encoding depth block as edge or 
homogeneous. If the block is classified as an edge, then the Test 
Zone Search (TZS) is applied because edges require expensive 
comparisons to find the best block match. Otherwise, the scheme 
applies an Iterative-Small Diamond Search Pattern (I-SDSP), 
which is a lightweight center-biased algorithm for efficient 
encoding of homogeneous blocks. The proposed solution was 
capable of achieving a time saving of 6.9% in depth maps coding, 
increasing less than 0.15% the BD-rate of the synthesized view. 

Keywords—3D-HEVC; Motion Estimation; Depth Maps; 
Timesaving; Complexity Reduction 

I. INTRODUCTION 

The Joint Collaborative Team on 3D Video Coding 
Extension Development (JCT-3V) developed the 3D-High 
Efficiency Video Coding (3D-HEVC) [1], which is the most 
advanced ISO/IEC and ITU-T standard for 3D video coding. 
3D-HEVC is an extension of the well-known 2D-HEVC 
standard that provides about 46% and 19% of bitrate savings 
when compared to HEVC simulcast and MV-HEVC (Multiview 
HEVC) standards [2], respectively. One of the key factors for 
achieving high efficiency in 3D-HEVC is the adoption of the 
Multiview Video plus Depth (MVD) [3] data format. MVD uses 
depth maps, which are information added to the texture frame 
when encoding a 3D video. Cameras with infrared sensors 
capture the depth maps and associate them with the 
corresponding texture frames. 

A depth map provides geometrical information of the scene, 
which is essential to synthesize virtual views using techniques 
such as the Depth Image Based Rendering (DIBR) [3]. Fig. 1 
displays a depth map of Shark video sequence. Moreover, Fig. 1 
shows that depth maps normally contain large homogeneous 
regions in the body of the objects and background (1-4 detached 
in Fig. 1), and sharp edges in the border of the objects (5-8 
detached in Fig. 1). 

The 3D-HEVC standard uses 2D-HEVC algorithms to 
encode 3D videos. However, these algorithms were developed 
focusing on the texture properties. Encoding depth maps using 
2D-HEVC algorithms can produce low-quality virtual views. 

 
Fig. 1. Homogeneous (1-4) and edge (5-8) regions extracted from the depth 

maps of Shark video sequence [4]. 

Besides, these algorithms do not explore the characteristics of 
depth maps, which can lead to an unnecessary effort. In a world 
dominated by battery-powered embedded devices for video 
domain, there is a need for complexity reduction techniques 
focusing on depth maps coding without inserting significant 
coding efficiency losses. Moreover, this scenario demands 
complexity reduction techniques for achieving real-time 
encoding performance and energy saving. 

The inter-frame prediction of 3D-HEVC depth maps, 
composed of Motion Estimation (ME) and Motion 
Compensation (MC), is inherited from 2D-HEVC texture 
coding. This prediction tool is a good candidate to apply 
complexity reduction algorithms; because these algorithms 
demand a high computational effort and depth maps can be 
encoded with simpler algorithms. In this work, execution time is 
used as a metric to measure the complexity. 

The depth maps inter-frame prediction of 3D-HEVC only 
differs from 2D-HEVC by disabling the Fractional Motion 
Estimation (FME) algorithm to preserve the edge information in 
depth maps. It happens because FME smooth the depth maps 
borders producing incorrect interpretation between background 
and foreground pixels in the view synthesis [3]. 

Our previous works [5] and [6] demonstrate that ME was 
developed focusing on texture coding, which presents a complex 
behavior and concludes that simpler algorithms can be used for 
ME of depth maps with small impact on the coding efficiency. 
These same works employ lightweight fast ME algorithms, such 
as the Iterative-Small Diamond Search Pattern (I-SDSP) that 
reduces the coding effort with negligible impact on video 
quality, instead of using the Test Zone Search (TZS) algorithm 
[7]. However, the works [5] and [6] suppose that all depth-
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encoding blocks require low execution complexity and ignore 
the fact that edges tend to be harder to predict than homogenous 
regions in depth maps. Based on this fact, this paper proposes a 
new complexity reduction scheme for depth maps ME called 
Edge-Aware Depth Motion Estimation (E-ADME). 

The E-ADME scheme can achieve high coding efficiency 
providing high quality on synthesized views, considering the 
edge and homogenous regions of depth maps. E-ADME is 
composed of three algorithms: (i) Simplified Edge Detector 
(SED) [8] that detects if the encoding block contains an edge or 
a homogeneous region, (ii) I-SDSP that encodes homogeneous 
regions, and (iii) TZS that encodes edge regions. 

The proposed solution surpasses the coding efficiency of the 
traditional and related works methods because E-ADME 
dynamically distributes the computational effort of ME 
according to the content of the encoding block. The three most 
important contributions of this paper are listed below: 

• Analysis of the motion estimation in depth maps edges 
– the previous works [5] and [6] only considered that depth 
maps coding can use simpler ME algorithms, considering 
a depth map as homogeneous regions. This paper presents 
an analysis to observe the depth maps ME behavior and 
concludes that edge region is harder for encoding than 
homogeneous region. 

• Definition of the equations to detect edges for all 
allowed ME block sizes – the work [8] that presented SED 
was capable only of detecting edges in quadratic blocks 
ranging from 4×4 to 32×32. In this work, we generated new 
thresholds for ME blocks with the width of 12, 24, and 64 
samples. 

• The design of an edge-aware complexity reduction ME 
scheme for depth maps coding – the previous solutions 
always required to change the ME algorithm without 
considering the regions that need further evaluation. The 
proposed solution considers that edge regions should be 
evaluated by a more sophisticated ME algorithm, such as 
TZS, providing higher quality on the synthesized views. 

II. MOTION ESTIMATION AND RELATED WORK 

Similar to the texture inter-frame prediction, the inter-frame 
prediction of depth maps applies ME using a search algorithm 
to detect the most similar block inside a search area in the 
reference frame with the current encoding block, as displayed in 
Fig. 2. ME is one of the critical tasks inside block-based video 
encoders [9]. Thus, the selection of a better ME algorithm 
produces fewer comparisons, resulting in fewer reference 
memory access (memory that stores the reference frame). 

In the 3D-HEVC Test Model (3D-HTM), the TZS is used as 
the ME search algorithm and the Sum of Absolute Differences 
(SAD) is used as the similarity criterion. 

The TZS algorithm can reach a near optimal performance 
(i.e., the TZS can obtain results very similar to a brute force 
approach) regarding the quality of the search process. TZS 
employs an Initial Search Point (ISP) decision and then performs 
an iterative approach around the best ISP. 

 
Fig. 2. Example of ME block matching. 

TZS selects the best ISP comparing the SAD results of: (i) 
the motion vector pointing to the co-located block (i.e., the block 
in the same position in the reference frame); (ii) the median 
vector of the encoding block neighborhood (composed of 
previously encoded blocks around the current block); and (iii) 
the motion vector of the largest block for the current Coding Unit 
(CU) [10]. Besides, TZS uses different search patterns in the 
search process, such as expansive diamond pattern, raster search 
and refinement step [7]. Applying the ISP technique combined 
with these search machines allows reducing the Full Search (FS) 
complexity in around of 23 times with almost no impact on the 
encoded video quality [7]. Although reducing the FS encoding 
time significantly, TZS still requires a considerably high number 
of SAD comparisons when compared with lightweight ME 
algorithms such as I-SDSP. 

There are many proposed solutions to reduce the ME 
complexity in texture data for 2D/3D videos with low impact on 
coding efficiencies, such as [11]-[14]. 

The works [11] and [12] use TZS as the basic ME algorithm 
with some simplifications. Purnachand et al. [11] propose a 
different search pattern as an alternative to the TZS search 
pattern and its refinement step. Besides, an early termination 
algorithm based on past-encoded frames was proposed in [11]. 
Pan et al. [12] propose to accelerate the TZS process based on 
the median predictor probability and the size of the current CU. 

The work of Liao and Shen [13] reduces the ME search 
window according to the motion vector obtained by the 64×64 
block. Consequently, a simplification is possible for smaller size 
blocks since these blocks can be searched using a smaller search 
area, according to the vector obtained in the 64×64 block. 

Sanchez, Porto, and Agostini [14] present an ME algorithm 
that starts with multiple search points to surpass local minima. 
They proposed a hardware design that spreads through the 
search area for finding low SAD regions quickly. However, all 
these solutions were developed focusing on texture information, 
which presents complex content characteristics. Due to the 
distinct features of the texture and depth channels, these 
algorithms can lead to an unnecessary computational effort, 
mainly when homogenous regions of depth maps are considered. 

To the best of our knowledge, there is no other work for the 
motion estimation of depth maps targeting complexity reduction 
and coding efficiency beyond our previous works [5] and [6]. 
Besides, these works propose to use only a classic lightweight 
fast algorithm focusing on reducing the encoding complexity of 

Current frame 

Reference frame 

Search area 

Co-located block 

Current block 

Best match 

Motion vector 
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depth map ME or energy consumption, such as I-SDSP, 
Diamond Search (DS), and One at a Time Search (OTS). 

III. ME ANALYSIS OF DEPTH MAPS 

This section presents the evaluation done to observe the 
depth maps ME behavior. Fig. 3(a) and (b) show a slice of two 
consecutive frames from depth maps of Shark video sequence 
(frame 2 and 3 of view 9). Two detached blocks with 16×16 
pixels in Fig. 3(b) were applied to the FS algorithm, whose 
search area of [-40, 41] are displayed in Fig. 3(a) with the same 
color. The yellow box in Fig. 3(b) starts in the pixel (240, 340) 
and the red box starts in the pixel (240, 440). Fig. 3(c) and (d) 
show the SAD heat map for the ME process of a given encoding 
block in homogeneous (red box in Fig. 3(b)) and an edge region 
(yellow box in Fig. 3(b)), respectively. Dark blue regions denote 
the lowest SAD values, whereas red regions represent the higher 
SAD values, meaning the best and worst values, respectively. 

 

 
(c) Homogeneous region heat map (d) Edge heat map

Fig. 3. Slices of Shark video sequence with (a) two detached search areas and 
(b) two detached encoding blocks. SAD heat map regarding (c) 
homogeneous and (d) edge regions. 

One can notice from Fig. 3 that when encoding a 
homogeneous region block, the heat map shows smooth 
changes, with large regions containing low SAD values around 
the center of the search area. Considering it, homogeneous 
regions in depth map can be encoded using center-biased (i.e., 
algorithms that start searching in the center of the search area) 
light-weight fast ME algorithms, such as I-SDSP or DS, as 

described in [5] and [6], achieving near-optimal results in fewer 
SAD comparisons than TZS. However, the analysis of the SAD 
heat map of an edge in Fig. 3(d) allows seeing that the map has 
higher pattern variability and, in this case, more sophisticated 
ME algorithms are necessary for providing higher quality on 
synthesized views. 

One can notice that low SAD values are found in a region 
that is not center-biased. In this case, an ME algorithm should 
be capable of converging quickly to this region. Therefore, a 
scheme able to identify if the content of the encoding block is an 
edge or a homogeneous region is necessary for both to reduce 
the computational effort of ME and preserve the coding 
efficiency. Thereby, the ME of depth maps can perform a more 
sophisticated algorithm for edge regions or a simple center-
biased (i.e., that performs its search around the central position) 
algorithm for homogeneous regions and can reduce the 
implementation complexity with a negligible impact on the 
video quality. Moreover, solutions based on these considerations 
enable to build a real-time hardware design and reduce the 
energy consumption, since fewer memory accesses are required 
as an outcome of reduction in SAD computations. 

IV. E-ADME SCHEME 

Fig. 4 illustrates the E-ADME scheme, which starts using the 
SED algorithm [8] to identify if the encoding block contains an 
edge or a homogeneous region. When the encoding block is 
classified as homogeneous, the lightweight I-SDSP algorithm is 
applied due to its efficiency for this kind of scenario. I-SDSP can 
find low SAD values around the center-biased position, thus 
accelerating the ME encoding flow. When SED classifies the 
encoding block as an edge, the conventional 3D-HEVC ME 
encoding flow is performed using the TZS algorithm, because it 
raises the probability of obtaining higher SAD values distant 
from the co-located block, as demonstrated in Section III. 

 
Fig. 4. Scheme proposed for reducing the E-ADME depth maps complexity. 

As shown in our previous work [6], using I-SDSP instead of 
TZS in ME of depth maps tends to obtain a good tradeoff 
between computational effort and encoding efficiency. 
However, as presented at the beginning of Section III, the ME 
process over depth map blocks in edge regions is harder than for 
homogeneous regions because many candidate blocks with low 
SAD values are found distant from the center-biased block and, 
in this case, I-SDSP can be inefficient. Considering these two 
aspects, the usage of TZS in edge blocks tends to obtain a sound 
tradeoff regarding encoding quality and computational effort. 
One can notice that the presented solution does not add any 
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computational effort or an additional memory access to the 3D-
HEVC depth maps inter-prediction. 

The SED algorithm was previously presented in [8]. Its 
strategy classifies blocks according to their content 
characteristic. An analysis presented in [8] shows that the 
highest difference of the four corner samples (Dmax) of an 
encoding block could be used to perform a classification into an 
edge or a homogeneous block with a high level of precision. 

The efficiency of the SED algorithm is dependent on the 
threshold definition that should be defined statically according 
to the block size and the video resolution. In [8], the thresholds 
(TH) for classifying a block as homogeneous or edges were 
determined regarding the block size. In that work, only four 
blocks sizes should be used: 4×4, 8×8, 16×16 and 32×32, while 
ME also requires encoding 64×64 blocks, asymmetrical blocks 
such as 64×32, 32×24, 16×12, and others [15]. Thus, it is 
necessary to define new thresholds for those block sizes. The 
thresholds for the new block sizes were generated using the 
polynomial interpolation of Lagrange to make a second-degree 
polynomial equation, which computes the new thresholds based 
on the thresholds described in [8] and the correspondent block 
width. The new thresholds were generated for blocks with the 
widths of 12, 24, and 64 samples. 

Equations 1 and 2 show the polynomials for 1024×768 and 
1920×1088 video resolutions, respectively; W indicates the 
encoding block width and TH the resulting threshold. These 
polynomials for threshold generation allow classifying block 
sizes for future video standards that should be capable of using 
these blocks. ܶܪ = ݈ܿ݁݅(−0.0186	 × 	ܹଶ + 2.2	 × 	ܹ + ܪܶ(1) (3.5 = ݈ܿ݁݅(−0.0038	 × 	ܹଶ + 0.74	 × 	ܹ + 5.1) (2)

V. RESULTS & DISCUSSION 

The E-ADME scheme has been inserted into the 3D-HTM 
version 16.0 and evaluated under Common Test Conditions 
(CTC) for 3D experiments in Random Access configuration [4]. 
In this evaluation, eight videos were used, considering four 
quantization parameters. In these videos, three texture views are 
encoded along with their associated depth maps. Then, the view 
synthesis software of 3D-HTM is applied to obtain six 
synthesized views, whose video quality is needed for displaying 
3D videos and for verifying the real impact of depth maps coding 
since synthesized views are obtained from texture and depth 
maps data. 

The results acquired in this evaluation are compared with the 
results obtained using the original 3D-HTM 16.0 (i.e., depth 
maps ME only using TZS algorithm for all encoding blocks). 
Table I depicts this comparison showing the encoding efficiency 
in synthesized views using the Bjontegaard Delta-rate (BD-rate) 
criterion and the timesaving obtained by the E-ADME scheme 
considering the entire encoder (texture and depth) and only 
depth maps coding. 

The proposed technique reduces 6.9% the average time for 
depth maps coding and 3.2% in the whole encoder (that consider 
texture and depth coding execution times). As a drawback, E-
ADME requires a BD-rate increase of 0.148%. The lowest BD-

rate increase of 0.021% is noticed in Balloons video sequence 
because this video has low movement and edges and 
homogeneous areas are easy to be predicted in videos with low 
movement rates. The Shark video sequence presented a high 
BD-rate increase of 0.374% because this video has many 
movements and details, making the edges prediction difficult. 

TABLE I.  E-ADME RESULTS IN CTC EVALUATION. 

Video 
BD-rate Timesaving

Synthesized 
views 

Texture and
depth 

Depth
only 

Balloons 0.021%	 3.6% 7.7%
Kendo 0.025%	 3.4% 7.6%
Newspaper_CC 0.106%	 3.7% 7.2%
GT_Fly 0.095%	 3.3% 7.5%
Poznan_Hall2 0.290%	 3.2% 6.8%
Poznan_Street 0.071%	 3.6% 7.3%
Undo_Dancer 0.204%	 2.3% 5.4%
Shark 0.374%	 2.9% 6.0%

Average 0.148%	 3.2% 6.9%
 

Fig. 5 shows the percentage of SAD computation reduction 
obtained by E-ADME in comparison with the TZS 
implementation. One can notice that E-ADME guarantees more 
than 60% of SAD calculations reduction for all evaluated video 
sequences. On average, the use of E-ADME provided a 
reduction of 68.2% in SAD computations. Therefore, when 
analyzing the obtained tradeoff between SAD calculation and 
BD-rate, it is possible to see that E-ADME can considerably 
reduce the number of SAD computation of 3D-HTM 16.0 with 
negligible losses in the encoding efficiency. This reduction in 
SAD computations reduces the necessary accesses to the 
memory with reference samples and then, contributing to reduce 
the power dissipation. Consequently, the E-ADME scheme 
contributes to the development of real-time encoding systems 
with negligible impact on the encoding efficiency. 

 
Fig. 5. SAD computation reduction obtained using E-ADME. 

Furthermore, as described in [16], one of the biggest 
problems in ME algorithms relies on the fact that it has a high 
I/O communication with the reference memory. This I/O 
communication is strictly related with fetching information from 
previous reference frames to use in its SAD computation. 
Therefore, reducing SAD computation in 68.2% tends to reduce 
the memory access in the same proportion. Since the encoder 
bottleneck is the I/O communication with the memory [16], the 
proposed scheme tends to increase the performance of the entire 
system when implemented into a dedicated hardware design. 
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The solution provided in [6] was implemented in the 3D-
HTM 16.0 (for a fair comparison because it was evaluated in 
3D-HTM 10.2 in [6]). On average, E-ADME is capable of 
providing a reduction of 0.262% in BD-rate when compared to 
[6]. As a drawback, the solution requires 0.7% (in average) of 
increase in the encoding execution time, considering the whole 
encoder. If only depth maps are considered, E-ADME increases 
1.5% the encoding execution time, in average. 

In this comparison, our highest gain regarding BD-rate 
(0.597%) is noticed in Shark video sequence. As previously 
mentioned, Shark is a sequence with high movement and many 
details. In [6], edges were not well predicted since only 
information around the center-biased position was evaluated. 
Since edges are hard to predict in this kind of video, the proposed 
scheme that introduced the SED algorithm as an edge detector 
technique in its evaluation was capable of anticipating the edge 
regions inside the encoding frame and distributing the encoding 
complexity according to the difficulty to predict the blocks. 
Therefore, E-ADME has obtained a good tradeoff between the 
encoding efficiency and the provided complexity reduction. 

 

VI. CONCLUSIONS 

This paper presented an inter-frame prediction scheme for 
3D-HEVC depth maps coding called Edge-Aware Depth 
Motion Estimation (E-ADME). This scheme aims to reduce the 
depth maps coding execution time while inserting minor 
reduction in the encoding efficiency. The main idea of the 
proposed scheme is early detecting edges or homogeneous areas 
by applying the Simplified Edge Detector (SED) algorithm and 
reducing the ME complexity for homogeneous blocks. 
Experimental results were obtained with 3D-HTM reference 
software, based on the 3D CTC for random access configuration. 
These results show that the proposed scheme saves 6.9% of the 
time in depth maps coding with a drawback of only 0.148% in 
BD-rate of the synthesized views. Moreover, the E-ADME 
scheme provides a notable reduction in the SAD computation of 
up to 79% with small impact in BD-rate performance compared 
with TZS. 

ACKNOWLEDGMENT 

This paper was achieved in cooperation with Hewlett-
Packard Brazil Ltda. using incentives of Brazilian Informatics 
Law (Law nº 8.248 of 1991). Authors also would like to thank 
CAPES (processes 88881135737/2016-01 and 
88881119481/2016-01), CNPq (processes 309707/2015-3 and 
486136/2013-2) and FAPERGS (process 16/2551-0000241-0) 
Brazilian research agencies to support the development of this 
work. 

REFERENCES 
[1] K. Muller, H. Schwarz, D. Marpe, C. Bartnik, S. Bosse, H. Brust, T. Hinz, 

H. Lakshman, P. Merkle, F. Rhee, G. Tech, M. Winken, T. Wiegand. “3D 
High-Efficiency Video Coding for Multi-View Video and Depth Data,” 
IEEE Transactions on Image Processing (TIP), v. 22, n. 9, pp. 3366-3378, 
Sep. 2013. 

[2] G. Tech, Y. Chen, K. Muller, J. Ohm, A. Vetro, Y. Wang. “Overview of 
the Multiview and 3D extensions of High Efficiency Video Coding,” 
IEEE Transactions on Circuits and Systems for Video Technology 
(TCSVT), v. 26, n. 1, pp. 35-49, Jan. 2016. 

[3] P. Kauff, N. Atzpadin, C. Fehn, M. Muller, O. Schreer, A. Smolic, R. 
Tanger. “Depth Map Creation and Image-based Rendering for Advanced 
3DTV Services Providing Interoperability and Scalability,” Signal 
Processing: Image Communication (SPIC), v. 22, n. 2, pp. 217-234, Feb. 
2007. 

[4] D. Rusanovskyy, K. Muller, A. Vetro. “Common Test Conditions of 3DV 
Core Experiments,” ISO/IEC JTC1/SC29/WG11 MPEG2011/N12745, 
Geneva, Switzerland, Jan. 2013. 

[5] M. Saldanha, G. Sanchez, B. Zatt, M. Porto, L. Agostini. “Complexity 
Reduction for 3D-HEVC Depth Maps Coding,” IEEE International 
Symposium on Circuits and Systems (ISCAS), pp. 621-624, 2015. 

[6] M. Saldanha, G. Sanchez, B. Zatt, M. Porto, L. Agostini. “Energy-Aware 
Scheme for the 3D-HEVC Depth Maps Prediction,” Journal of Real-Time 
Image Processing (JRTIP), pp. 1-15, 2016. 

[7] X. Tang, S. Dai, C. Cai. “An Analysis of TZSearch Algorithm in JMVC,” 
International Conference on Green Circuits and Systems (ICGCS), pp. 
516-520, 2010. 

[8] G. Sanchez, M. Saldanha, G. Balota, B. Zatt, M. Porto, L. Agostini. 
“Complexity Reduction for 3D-HEVC Depth Maps Intra-frame 
Prediction using Simplified Edge Detector Algorithm,” International 
Conference on Image Processing (ICIP), pp. 3209-3213, 2014. 

[9] Cheng, Y. , et al. “An H.264 Spatio-Temporal Hierarchical Fast Motion 
Estimation Algorithm for High-Definition Video”. IEEE International 
Symposium on Circuits and Systems (ISCAS) 2009. pp. 880-883. 

[10] X.L. Tang, S.K. Dai, C.H. Cai, “An analysis of TZSearch Algorithm in 
JMVC”, ICGCS, pp. 516-520, 2010. 

[11] N. Purnachand, L. N. Alves, A. Navarro. “Fast Motion Estimation 
Algorithm for HEVC,” IEEE International Conference on Consumer 
Electronics - Berlin (ICCE-Berlin), pp. 34-37, 2012. 

[12] Z. Pan, Y. Zhang, S. Kwong, X. Wang, L. Xu. “Early Termination for 
TZSearch in HEVC Motion Estimation,” IEEE International Conference 
on Acoustics, Speech and Signal Processing (ICASSP), pp. 1389-1393, 
2013. 

[13] Z.-T. Liao, C.-A. Shen. “A Novel Search Window Selection Scheme for 
the Motion Estimation of HEVC Systems,” International SoC Design 
Conference (ISOCC), pp. 267-268, 2015. 

[14] G. Sanchez, M. Porto, L. Agostini. “A Hardware Friedly Motion 
Estimation Algorithm for the Emergent HEVC Standard and its Low 
Power Hardware Design,” IEEE International Conference on Image 
Processing (ICIP), pp. 1991-1994, 2013. 

[15] G. Sullivan, J. Ohm, W. Han, T. Wiegand. “Overview of the High 
Efficiency Video Coding Standard,” IEEE Transactions on circuits and 
systems for video technology (TCSVT), v. 22, n. 12, pp. 1649-1668, 2012. 

[16] Jen-Chieh Tuan, Tian-Sheuan Chang, and Chein-Wei Jen, “On the data 
reuse and memory bandwidth analysis for full-search block-matching 
VLSI architecture,” IEEE Transactions on Circuits and Systems for Video 
Technology (TCSVT), vol. 12, no. 1, pp. 61–72, Jan 2002. 

 

 

2017 25th European Signal Processing Conference (EUSIPCO)

ISBN 978-0-9928626-7-1 © EURASIP 2017 1573



<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Gray Gamma 2.2)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Error
  /CompatibilityLevel 1.7
  /CompressObjects /Off
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.0000
  /ColorConversionStrategy /LeaveColorUnchanged
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams true
  /MaxSubsetPct 100
  /Optimize true
  /OPM 0
  /ParseDSCComments false
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo false
  /PreserveFlatness true
  /PreserveHalftoneInfo true
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Remove
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
    /AbadiMT-CondensedLight
    /ACaslon-Italic
    /ACaslon-Regular
    /ACaslon-Semibold
    /ACaslon-SemiboldItalic
    /AdobeArabic-Bold
    /AdobeArabic-BoldItalic
    /AdobeArabic-Italic
    /AdobeArabic-Regular
    /AdobeHebrew-Bold
    /AdobeHebrew-BoldItalic
    /AdobeHebrew-Italic
    /AdobeHebrew-Regular
    /AdobeHeitiStd-Regular
    /AdobeMingStd-Light
    /AdobeMyungjoStd-Medium
    /AdobePiStd
    /AdobeSongStd-Light
    /AdobeThai-Bold
    /AdobeThai-BoldItalic
    /AdobeThai-Italic
    /AdobeThai-Regular
    /AGaramond-Bold
    /AGaramond-BoldItalic
    /AGaramond-Italic
    /AGaramond-Regular
    /AGaramond-Semibold
    /AGaramond-SemiboldItalic
    /AgencyFB-Bold
    /AgencyFB-Reg
    /AGOldFace-Outline
    /AharoniBold
    /Algerian
    /Americana
    /Americana-ExtraBold
    /AndaleMono
    /AndaleMonoIPA
    /AngsanaNew
    /AngsanaNew-Bold
    /AngsanaNew-BoldItalic
    /AngsanaNew-Italic
    /AngsanaUPC
    /AngsanaUPC-Bold
    /AngsanaUPC-BoldItalic
    /AngsanaUPC-Italic
    /Anna
    /ArialAlternative
    /ArialAlternativeSymbol
    /Arial-Black
    /Arial-BlackItalic
    /Arial-BoldItalicMT
    /Arial-BoldMT
    /Arial-ItalicMT
    /ArialMT
    /ArialMT-Black
    /ArialNarrow
    /ArialNarrow-Bold
    /ArialNarrow-BoldItalic
    /ArialNarrow-Italic
    /ArialRoundedMTBold
    /ArialUnicodeMS
    /ArrusBT-Bold
    /ArrusBT-BoldItalic
    /ArrusBT-Italic
    /ArrusBT-Roman
    /AvantGarde-Book
    /AvantGarde-BookOblique
    /AvantGarde-Demi
    /AvantGarde-DemiOblique
    /AvantGardeITCbyBT-Book
    /AvantGardeITCbyBT-BookOblique
    /BakerSignet
    /BankGothicBT-Medium
    /Barmeno-Bold
    /Barmeno-ExtraBold
    /Barmeno-Medium
    /Barmeno-Regular
    /Baskerville
    /BaskervilleBE-Italic
    /BaskervilleBE-Medium
    /BaskervilleBE-MediumItalic
    /BaskervilleBE-Regular
    /Baskerville-Bold
    /Baskerville-BoldItalic
    /Baskerville-Italic
    /BaskOldFace
    /Batang
    /BatangChe
    /Bauhaus93
    /Bellevue
    /BellMT
    /BellMTBold
    /BellMTItalic
    /BerlingAntiqua-Bold
    /BerlingAntiqua-BoldItalic
    /BerlingAntiqua-Italic
    /BerlingAntiqua-Roman
    /BerlinSansFB-Bold
    /BerlinSansFBDemi-Bold
    /BerlinSansFB-Reg
    /BernardMT-Condensed
    /BernhardModernBT-Bold
    /BernhardModernBT-BoldItalic
    /BernhardModernBT-Italic
    /BernhardModernBT-Roman
    /BiffoMT
    /BinnerD
    /BinnerGothic
    /BlackadderITC-Regular
    /Blackoak
    /blex
    /blsy
    /Bodoni
    /Bodoni-Bold
    /Bodoni-BoldItalic
    /Bodoni-Italic
    /BodoniMT
    /BodoniMTBlack
    /BodoniMTBlack-Italic
    /BodoniMT-Bold
    /BodoniMT-BoldItalic
    /BodoniMTCondensed
    /BodoniMTCondensed-Bold
    /BodoniMTCondensed-BoldItalic
    /BodoniMTCondensed-Italic
    /BodoniMT-Italic
    /BodoniMTPosterCompressed
    /Bodoni-Poster
    /Bodoni-PosterCompressed
    /BookAntiqua
    /BookAntiqua-Bold
    /BookAntiqua-BoldItalic
    /BookAntiqua-Italic
    /Bookman-Demi
    /Bookman-DemiItalic
    /Bookman-Light
    /Bookman-LightItalic
    /BookmanOldStyle
    /BookmanOldStyle-Bold
    /BookmanOldStyle-BoldItalic
    /BookmanOldStyle-Italic
    /BookshelfSymbolOne-Regular
    /BookshelfSymbolSeven
    /BookshelfSymbolThree-Regular
    /BookshelfSymbolTwo-Regular
    /Botanical
    /Boton-Italic
    /Boton-Medium
    /Boton-MediumItalic
    /Boton-Regular
    /Boulevard
    /BradleyHandITC
    /Braggadocio
    /BritannicBold
    /Broadway
    /BrowalliaNew
    /BrowalliaNew-Bold
    /BrowalliaNew-BoldItalic
    /BrowalliaNew-Italic
    /BrowalliaUPC
    /BrowalliaUPC-Bold
    /BrowalliaUPC-BoldItalic
    /BrowalliaUPC-Italic
    /BrushScript
    /BrushScriptMT
    /CaflischScript-Bold
    /CaflischScript-Regular
    /Calibri
    /Calibri-Bold
    /Calibri-BoldItalic
    /Calibri-Italic
    /CalifornianFB-Bold
    /CalifornianFB-Italic
    /CalifornianFB-Reg
    /CalisMTBol
    /CalistoMT
    /CalistoMT-BoldItalic
    /CalistoMT-Italic
    /Cambria
    /Cambria-Bold
    /Cambria-BoldItalic
    /Cambria-Italic
    /CambriaMath
    /Candara
    /Candara-Bold
    /Candara-BoldItalic
    /Candara-Italic
    /Carta
    /CaslonOpenfaceBT-Regular
    /Castellar
    /CastellarMT
    /Centaur
    /Centaur-Italic
    /Century
    /CenturyGothic
    /CenturyGothic-Bold
    /CenturyGothic-BoldItalic
    /CenturyGothic-Italic
    /CenturySchL-Bold
    /CenturySchL-BoldItal
    /CenturySchL-Ital
    /CenturySchL-Roma
    /CenturySchoolbook
    /CenturySchoolbook-Bold
    /CenturySchoolbook-BoldItalic
    /CenturySchoolbook-Italic
    /CGTimes-Bold
    /CGTimes-BoldItalic
    /CGTimes-Italic
    /CGTimes-Regular
    /CharterBT-Bold
    /CharterBT-BoldItalic
    /CharterBT-Italic
    /CharterBT-Roman
    /CheltenhamITCbyBT-Bold
    /CheltenhamITCbyBT-BoldItalic
    /CheltenhamITCbyBT-Book
    /CheltenhamITCbyBT-BookItalic
    /Chiller-Regular
    /Cmb10
    /CMB10
    /Cmbsy10
    /CMBSY10
    /CMBSY5
    /CMBSY6
    /CMBSY7
    /CMBSY8
    /CMBSY9
    /Cmbx10
    /CMBX10
    /Cmbx12
    /CMBX12
    /Cmbx5
    /CMBX5
    /Cmbx6
    /CMBX6
    /Cmbx7
    /CMBX7
    /Cmbx8
    /CMBX8
    /Cmbx9
    /CMBX9
    /Cmbxsl10
    /CMBXSL10
    /Cmbxti10
    /CMBXTI10
    /Cmcsc10
    /CMCSC10
    /Cmcsc8
    /CMCSC8
    /Cmcsc9
    /CMCSC9
    /Cmdunh10
    /CMDUNH10
    /Cmex10
    /CMEX10
    /CMEX7
    /CMEX8
    /CMEX9
    /Cmff10
    /CMFF10
    /Cmfi10
    /CMFI10
    /Cmfib8
    /CMFIB8
    /Cminch
    /CMINCH
    /Cmitt10
    /CMITT10
    /Cmmi10
    /CMMI10
    /Cmmi12
    /CMMI12
    /Cmmi5
    /CMMI5
    /Cmmi6
    /CMMI6
    /Cmmi7
    /CMMI7
    /Cmmi8
    /CMMI8
    /Cmmi9
    /CMMI9
    /Cmmib10
    /CMMIB10
    /CMMIB5
    /CMMIB6
    /CMMIB7
    /CMMIB8
    /CMMIB9
    /Cmr10
    /CMR10
    /Cmr12
    /CMR12
    /Cmr17
    /CMR17
    /Cmr5
    /CMR5
    /Cmr6
    /CMR6
    /Cmr7
    /CMR7
    /Cmr8
    /CMR8
    /Cmr9
    /CMR9
    /Cmsl10
    /CMSL10
    /Cmsl12
    /CMSL12
    /Cmsl8
    /CMSL8
    /Cmsl9
    /CMSL9
    /Cmsltt10
    /CMSLTT10
    /Cmss10
    /CMSS10
    /Cmss12
    /CMSS12
    /Cmss17
    /CMSS17
    /Cmss8
    /CMSS8
    /Cmss9
    /CMSS9
    /Cmssbx10
    /CMSSBX10
    /Cmssdc10
    /CMSSDC10
    /Cmssi10
    /CMSSI10
    /Cmssi12
    /CMSSI12
    /Cmssi17
    /CMSSI17
    /Cmssi8
    /CMSSI8
    /Cmssi9
    /CMSSI9
    /Cmssq8
    /CMSSQ8
    /Cmssqi8
    /CMSSQI8
    /Cmsy10
    /CMSY10
    /Cmsy5
    /CMSY5
    /Cmsy6
    /CMSY6
    /Cmsy7
    /CMSY7
    /Cmsy8
    /CMSY8
    /Cmsy9
    /CMSY9
    /Cmtcsc10
    /CMTCSC10
    /Cmtex10
    /CMTEX10
    /Cmtex8
    /CMTEX8
    /Cmtex9
    /CMTEX9
    /Cmti10
    /CMTI10
    /Cmti12
    /CMTI12
    /Cmti7
    /CMTI7
    /Cmti8
    /CMTI8
    /Cmti9
    /CMTI9
    /Cmtt10
    /CMTT10
    /Cmtt12
    /CMTT12
    /Cmtt8
    /CMTT8
    /Cmtt9
    /CMTT9
    /Cmu10
    /CMU10
    /Cmvtt10
    /CMVTT10
    /ColonnaMT
    /Colossalis-Bold
    /ComicSansMS
    /ComicSansMS-Bold
    /Consolas
    /Consolas-Bold
    /Consolas-BoldItalic
    /Consolas-Italic
    /Constantia
    /Constantia-Bold
    /Constantia-BoldItalic
    /Constantia-Italic
    /CooperBlack
    /CopperplateGothic-Bold
    /CopperplateGothic-Light
    /Copperplate-ThirtyThreeBC
    /Corbel
    /Corbel-Bold
    /Corbel-BoldItalic
    /Corbel-Italic
    /CordiaNew
    /CordiaNew-Bold
    /CordiaNew-BoldItalic
    /CordiaNew-Italic
    /CordiaUPC
    /CordiaUPC-Bold
    /CordiaUPC-BoldItalic
    /CordiaUPC-Italic
    /Courier
    /Courier-Bold
    /Courier-BoldOblique
    /CourierNewPS-BoldItalicMT
    /CourierNewPS-BoldMT
    /CourierNewPS-ItalicMT
    /CourierNewPSMT
    /Courier-Oblique
    /CourierStd
    /CourierStd-Bold
    /CourierStd-BoldOblique
    /CourierStd-Oblique
    /CourierX-Bold
    /CourierX-BoldOblique
    /CourierX-Oblique
    /CourierX-Regular
    /CreepyRegular
    /CurlzMT
    /David-Bold
    /David-Reg
    /DavidTransparent
    /Dcb10
    /Dcbx10
    /Dcbxsl10
    /Dcbxti10
    /Dccsc10
    /Dcitt10
    /Dcr10
    /Desdemona
    /DilleniaUPC
    /DilleniaUPCBold
    /DilleniaUPCBoldItalic
    /DilleniaUPCItalic
    /Dingbats
    /DomCasual
    /Dotum
    /DotumChe
    /DoulosSIL
    /EdwardianScriptITC
    /Elephant-Italic
    /Elephant-Regular
    /EngraversGothicBT-Regular
    /EngraversMT
    /EraserDust
    /ErasITC-Bold
    /ErasITC-Demi
    /ErasITC-Light
    /ErasITC-Medium
    /ErieBlackPSMT
    /ErieLightPSMT
    /EriePSMT
    /EstrangeloEdessa
    /Euclid
    /Euclid-Bold
    /Euclid-BoldItalic
    /EuclidExtra
    /EuclidExtra-Bold
    /EuclidFraktur
    /EuclidFraktur-Bold
    /Euclid-Italic
    /EuclidMathOne
    /EuclidMathOne-Bold
    /EuclidMathTwo
    /EuclidMathTwo-Bold
    /EuclidSymbol
    /EuclidSymbol-Bold
    /EuclidSymbol-BoldItalic
    /EuclidSymbol-Italic
    /EucrosiaUPC
    /EucrosiaUPCBold
    /EucrosiaUPCBoldItalic
    /EucrosiaUPCItalic
    /EUEX10
    /EUEX7
    /EUEX8
    /EUEX9
    /EUFB10
    /EUFB5
    /EUFB7
    /EUFM10
    /EUFM5
    /EUFM7
    /EURB10
    /EURB5
    /EURB7
    /EURM10
    /EURM5
    /EURM7
    /EuroMono-Bold
    /EuroMono-BoldItalic
    /EuroMono-Italic
    /EuroMono-Regular
    /EuroSans-Bold
    /EuroSans-BoldItalic
    /EuroSans-Italic
    /EuroSans-Regular
    /EuroSerif-Bold
    /EuroSerif-BoldItalic
    /EuroSerif-Italic
    /EuroSerif-Regular
    /EUSB10
    /EUSB5
    /EUSB7
    /EUSM10
    /EUSM5
    /EUSM7
    /FelixTitlingMT
    /Fences
    /FencesPlain
    /FigaroMT
    /FixedMiriamTransparent
    /FootlightMTLight
    /Formata-Italic
    /Formata-Medium
    /Formata-MediumItalic
    /Formata-Regular
    /ForteMT
    /FranklinGothic-Book
    /FranklinGothic-BookItalic
    /FranklinGothic-Demi
    /FranklinGothic-DemiCond
    /FranklinGothic-DemiItalic
    /FranklinGothic-Heavy
    /FranklinGothic-HeavyItalic
    /FranklinGothicITCbyBT-Book
    /FranklinGothicITCbyBT-BookItal
    /FranklinGothicITCbyBT-Demi
    /FranklinGothicITCbyBT-DemiItal
    /FranklinGothic-Medium
    /FranklinGothic-MediumCond
    /FranklinGothic-MediumItalic
    /FrankRuehl
    /FreesiaUPC
    /FreesiaUPCBold
    /FreesiaUPCBoldItalic
    /FreesiaUPCItalic
    /FreestyleScript-Regular
    /FrenchScriptMT
    /Frutiger-Black
    /Frutiger-BlackCn
    /Frutiger-BlackItalic
    /Frutiger-Bold
    /Frutiger-BoldCn
    /Frutiger-BoldItalic
    /Frutiger-Cn
    /Frutiger-ExtraBlackCn
    /Frutiger-Italic
    /Frutiger-Light
    /Frutiger-LightCn
    /Frutiger-LightItalic
    /Frutiger-Roman
    /Frutiger-UltraBlack
    /Futura-Bold
    /Futura-BoldOblique
    /Futura-Book
    /Futura-BookOblique
    /FuturaBT-Bold
    /FuturaBT-BoldItalic
    /FuturaBT-Book
    /FuturaBT-BookItalic
    /FuturaBT-Medium
    /FuturaBT-MediumItalic
    /Futura-Light
    /Futura-LightOblique
    /GalliardITCbyBT-Bold
    /GalliardITCbyBT-BoldItalic
    /GalliardITCbyBT-Italic
    /GalliardITCbyBT-Roman
    /Garamond
    /Garamond-Bold
    /Garamond-BoldCondensed
    /Garamond-BoldCondensedItalic
    /Garamond-BoldItalic
    /Garamond-BookCondensed
    /Garamond-BookCondensedItalic
    /Garamond-Italic
    /Garamond-LightCondensed
    /Garamond-LightCondensedItalic
    /Gautami
    /GeometricSlab703BT-Light
    /GeometricSlab703BT-LightItalic
    /Georgia
    /Georgia-Bold
    /Georgia-BoldItalic
    /Georgia-Italic
    /GeorgiaRef
    /Giddyup
    /Giddyup-Thangs
    /Gigi-Regular
    /GillSans
    /GillSans-Bold
    /GillSans-BoldItalic
    /GillSans-Condensed
    /GillSans-CondensedBold
    /GillSans-Italic
    /GillSans-Light
    /GillSans-LightItalic
    /GillSansMT
    /GillSansMT-Bold
    /GillSansMT-BoldItalic
    /GillSansMT-Condensed
    /GillSansMT-ExtraCondensedBold
    /GillSansMT-Italic
    /GillSans-UltraBold
    /GillSans-UltraBoldCondensed
    /GloucesterMT-ExtraCondensed
    /Gothic-Thirteen
    /GoudyOldStyleBT-Bold
    /GoudyOldStyleBT-BoldItalic
    /GoudyOldStyleBT-Italic
    /GoudyOldStyleBT-Roman
    /GoudyOldStyleT-Bold
    /GoudyOldStyleT-Italic
    /GoudyOldStyleT-Regular
    /GoudyStout
    /GoudyTextMT-LombardicCapitals
    /GSIDefaultSymbols
    /Gulim
    /GulimChe
    /Gungsuh
    /GungsuhChe
    /Haettenschweiler
    /HarlowSolid
    /Harrington
    /Helvetica
    /Helvetica-Black
    /Helvetica-BlackOblique
    /Helvetica-Bold
    /Helvetica-BoldOblique
    /Helvetica-Condensed
    /Helvetica-Condensed-Black
    /Helvetica-Condensed-BlackObl
    /Helvetica-Condensed-Bold
    /Helvetica-Condensed-BoldObl
    /Helvetica-Condensed-Light
    /Helvetica-Condensed-LightObl
    /Helvetica-Condensed-Oblique
    /Helvetica-Fraction
    /Helvetica-Narrow
    /Helvetica-Narrow-Bold
    /Helvetica-Narrow-BoldOblique
    /Helvetica-Narrow-Oblique
    /Helvetica-Oblique
    /HighTowerText-Italic
    /HighTowerText-Reg
    /Humanist521BT-BoldCondensed
    /Humanist521BT-Light
    /Humanist521BT-LightItalic
    /Humanist521BT-RomanCondensed
    /Imago-ExtraBold
    /Impact
    /ImprintMT-Shadow
    /InformalRoman-Regular
    /IrisUPC
    /IrisUPCBold
    /IrisUPCBoldItalic
    /IrisUPCItalic
    /Ironwood
    /ItcEras-Medium
    /ItcKabel-Bold
    /ItcKabel-Book
    /ItcKabel-Demi
    /ItcKabel-Medium
    /ItcKabel-Ultra
    /JasmineUPC
    /JasmineUPC-Bold
    /JasmineUPC-BoldItalic
    /JasmineUPC-Italic
    /JoannaMT
    /JoannaMT-Italic
    /Jokerman-Regular
    /JuiceITC-Regular
    /Kartika
    /Kaufmann
    /KaufmannBT-Bold
    /KaufmannBT-Regular
    /KidTYPEPaint
    /KinoMT
    /KodchiangUPC
    /KodchiangUPC-Bold
    /KodchiangUPC-BoldItalic
    /KodchiangUPC-Italic
    /KorinnaITCbyBT-Regular
    /KristenITC-Regular
    /KrutiDev040Bold
    /KrutiDev040BoldItalic
    /KrutiDev040Condensed
    /KrutiDev040Italic
    /KrutiDev040Thin
    /KrutiDev040Wide
    /KrutiDev060
    /KrutiDev060Bold
    /KrutiDev060BoldItalic
    /KrutiDev060Condensed
    /KrutiDev060Italic
    /KrutiDev060Thin
    /KrutiDev060Wide
    /KrutiDev070
    /KrutiDev070Condensed
    /KrutiDev070Italic
    /KrutiDev070Thin
    /KrutiDev070Wide
    /KrutiDev080
    /KrutiDev080Condensed
    /KrutiDev080Italic
    /KrutiDev080Wide
    /KrutiDev090
    /KrutiDev090Bold
    /KrutiDev090BoldItalic
    /KrutiDev090Condensed
    /KrutiDev090Italic
    /KrutiDev090Thin
    /KrutiDev090Wide
    /KrutiDev100
    /KrutiDev100Bold
    /KrutiDev100BoldItalic
    /KrutiDev100Condensed
    /KrutiDev100Italic
    /KrutiDev100Thin
    /KrutiDev100Wide
    /KrutiDev120
    /KrutiDev120Condensed
    /KrutiDev120Thin
    /KrutiDev120Wide
    /KrutiDev130
    /KrutiDev130Condensed
    /KrutiDev130Thin
    /KrutiDev130Wide
    /KunstlerScript
    /Latha
    /LatinWide
    /LetterGothic
    /LetterGothic-Bold
    /LetterGothic-BoldOblique
    /LetterGothic-BoldSlanted
    /LetterGothicMT
    /LetterGothicMT-Bold
    /LetterGothicMT-BoldOblique
    /LetterGothicMT-Oblique
    /LetterGothic-Slanted
    /LevenimMT
    /LevenimMTBold
    /LilyUPC
    /LilyUPCBold
    /LilyUPCBoldItalic
    /LilyUPCItalic
    /Lithos-Black
    /Lithos-Regular
    /LotusWPBox-Roman
    /LotusWPIcon-Roman
    /LotusWPIntA-Roman
    /LotusWPIntB-Roman
    /LotusWPType-Roman
    /LucidaBright
    /LucidaBright-Demi
    /LucidaBright-DemiItalic
    /LucidaBright-Italic
    /LucidaCalligraphy-Italic
    /LucidaConsole
    /LucidaFax
    /LucidaFax-Demi
    /LucidaFax-DemiItalic
    /LucidaFax-Italic
    /LucidaHandwriting-Italic
    /LucidaSans
    /LucidaSans-Demi
    /LucidaSans-DemiItalic
    /LucidaSans-Italic
    /LucidaSans-Typewriter
    /LucidaSans-TypewriterBold
    /LucidaSans-TypewriterBoldOblique
    /LucidaSans-TypewriterOblique
    /LucidaSansUnicode
    /Lydian
    /Magneto-Bold
    /MaiandraGD-Regular
    /Mangal-Regular
    /Map-Symbols
    /MathA
    /MathB
    /MathC
    /Mathematica1
    /Mathematica1-Bold
    /Mathematica1Mono
    /Mathematica1Mono-Bold
    /Mathematica2
    /Mathematica2-Bold
    /Mathematica2Mono
    /Mathematica2Mono-Bold
    /Mathematica3
    /Mathematica3-Bold
    /Mathematica3Mono
    /Mathematica3Mono-Bold
    /Mathematica4
    /Mathematica4-Bold
    /Mathematica4Mono
    /Mathematica4Mono-Bold
    /Mathematica5
    /Mathematica5-Bold
    /Mathematica5Mono
    /Mathematica5Mono-Bold
    /Mathematica6
    /Mathematica6Bold
    /Mathematica6Mono
    /Mathematica6MonoBold
    /Mathematica7
    /Mathematica7Bold
    /Mathematica7Mono
    /Mathematica7MonoBold
    /MatisseITC-Regular
    /MaturaMTScriptCapitals
    /Mesquite
    /Mezz-Black
    /Mezz-Regular
    /MICR
    /MicrosoftSansSerif
    /MingLiU
    /Minion-BoldCondensed
    /Minion-BoldCondensedItalic
    /Minion-Condensed
    /Minion-CondensedItalic
    /Minion-Ornaments
    /MinionPro-Bold
    /MinionPro-BoldIt
    /MinionPro-It
    /MinionPro-Regular
    /Miriam
    /MiriamFixed
    /MiriamTransparent
    /Mistral
    /Modern-Regular
    /MonotypeCorsiva
    /MonotypeSorts
    /MSAM10
    /MSAM5
    /MSAM6
    /MSAM7
    /MSAM8
    /MSAM9
    /MSBM10
    /MSBM5
    /MSBM6
    /MSBM7
    /MSBM8
    /MSBM9
    /MS-Gothic
    /MSHei
    /MSLineDrawPSMT
    /MS-Mincho
    /MSOutlook
    /MS-PGothic
    /MS-PMincho
    /MSReference1
    /MSReference2
    /MSReferenceSansSerif
    /MSReferenceSansSerif-Bold
    /MSReferenceSansSerif-BoldItalic
    /MSReferenceSansSerif-Italic
    /MSReferenceSerif
    /MSReferenceSerif-Bold
    /MSReferenceSerif-BoldItalic
    /MSReferenceSerif-Italic
    /MSReferenceSpecialty
    /MSSong
    /MS-UIGothic
    /MT-Extra
    /MTExtraTiger
    /MT-Symbol
    /MT-Symbol-Italic
    /MVBoli
    /Myriad-Bold
    /Myriad-BoldItalic
    /Myriad-Italic
    /Myriad-Roman
    /Narkisim
    /NewCenturySchlbk-Bold
    /NewCenturySchlbk-BoldItalic
    /NewCenturySchlbk-Italic
    /NewCenturySchlbk-Roman
    /NewMilleniumSchlbk-BoldItalicSH
    /NewsGothic
    /NewsGothic-Bold
    /NewsGothicBT-Bold
    /NewsGothicBT-BoldItalic
    /NewsGothicBT-Italic
    /NewsGothicBT-Roman
    /NewsGothic-Condensed
    /NewsGothic-Italic
    /NewsGothicMT
    /NewsGothicMT-Bold
    /NewsGothicMT-Italic
    /NiagaraEngraved-Reg
    /NiagaraSolid-Reg
    /NimbusMonL-Bold
    /NimbusMonL-BoldObli
    /NimbusMonL-Regu
    /NimbusMonL-ReguObli
    /NimbusRomNo9L-Medi
    /NimbusRomNo9L-MediItal
    /NimbusRomNo9L-Regu
    /NimbusRomNo9L-ReguItal
    /NimbusSanL-Bold
    /NimbusSanL-BoldCond
    /NimbusSanL-BoldCondItal
    /NimbusSanL-BoldItal
    /NimbusSanL-Regu
    /NimbusSanL-ReguCond
    /NimbusSanL-ReguCondItal
    /NimbusSanL-ReguItal
    /Nimrod
    /Nimrod-Bold
    /Nimrod-BoldItalic
    /Nimrod-Italic
    /NSimSun
    /Nueva-BoldExtended
    /Nueva-BoldExtendedItalic
    /Nueva-Italic
    /Nueva-Roman
    /NuptialScript
    /OCRA
    /OCRA-Alternate
    /OCRAExtended
    /OCRB
    /OCRB-Alternate
    /OfficinaSans-Bold
    /OfficinaSans-BoldItalic
    /OfficinaSans-Book
    /OfficinaSans-BookItalic
    /OfficinaSerif-Bold
    /OfficinaSerif-BoldItalic
    /OfficinaSerif-Book
    /OfficinaSerif-BookItalic
    /OldEnglishTextMT
    /Onyx
    /OnyxBT-Regular
    /OzHandicraftBT-Roman
    /PalaceScriptMT
    /Palatino-Bold
    /Palatino-BoldItalic
    /Palatino-Italic
    /PalatinoLinotype-Bold
    /PalatinoLinotype-BoldItalic
    /PalatinoLinotype-Italic
    /PalatinoLinotype-Roman
    /Palatino-Roman
    /PapyrusPlain
    /Papyrus-Regular
    /Parchment-Regular
    /Parisian
    /ParkAvenue
    /Penumbra-SemiboldFlare
    /Penumbra-SemiboldSans
    /Penumbra-SemiboldSerif
    /PepitaMT
    /Perpetua
    /Perpetua-Bold
    /Perpetua-BoldItalic
    /Perpetua-Italic
    /PerpetuaTitlingMT-Bold
    /PerpetuaTitlingMT-Light
    /PhotinaCasualBlack
    /Playbill
    /PMingLiU
    /Poetica-SuppOrnaments
    /PoorRichard-Regular
    /PopplLaudatio-Italic
    /PopplLaudatio-Medium
    /PopplLaudatio-MediumItalic
    /PopplLaudatio-Regular
    /PrestigeElite
    /Pristina-Regular
    /PTBarnumBT-Regular
    /Raavi
    /RageItalic
    /Ravie
    /RefSpecialty
    /Ribbon131BT-Bold
    /Rockwell
    /Rockwell-Bold
    /Rockwell-BoldItalic
    /Rockwell-Condensed
    /Rockwell-CondensedBold
    /Rockwell-ExtraBold
    /Rockwell-Italic
    /Rockwell-Light
    /Rockwell-LightItalic
    /Rod
    /RodTransparent
    /RunicMT-Condensed
    /Sanvito-Light
    /Sanvito-Roman
    /ScriptC
    /ScriptMTBold
    /SegoeUI
    /SegoeUI-Bold
    /SegoeUI-BoldItalic
    /SegoeUI-Italic
    /Serpentine-BoldOblique
    /ShelleyVolanteBT-Regular
    /ShowcardGothic-Reg
    /Shruti
    /SILDoulosIPA
    /SimHei
    /SimSun
    /SimSun-PUA
    /SnapITC-Regular
    /StandardSymL
    /Stencil
    /StoneSans
    /StoneSans-Bold
    /StoneSans-BoldItalic
    /StoneSans-Italic
    /StoneSans-Semibold
    /StoneSans-SemiboldItalic
    /Stop
    /Swiss721BT-BlackExtended
    /Sylfaen
    /Symbol
    /SymbolMT
    /SymbolTiger
    /SymbolTigerExpert
    /Tahoma
    /Tahoma-Bold
    /Tci1
    /Tci1Bold
    /Tci1BoldItalic
    /Tci1Italic
    /Tci2
    /Tci2Bold
    /Tci2BoldItalic
    /Tci2Italic
    /Tci3
    /Tci3Bold
    /Tci3BoldItalic
    /Tci3Italic
    /Tci4
    /Tci4Bold
    /Tci4BoldItalic
    /Tci4Italic
    /TechnicalItalic
    /TechnicalPlain
    /Tekton
    /Tekton-Bold
    /TektonMM
    /Tempo-HeavyCondensed
    /Tempo-HeavyCondensedItalic
    /TempusSansITC
    /Tiger
    /TigerExpert
    /Times-Bold
    /Times-BoldItalic
    /Times-BoldItalicOsF
    /Times-BoldSC
    /Times-ExtraBold
    /Times-Italic
    /Times-ItalicOsF
    /TimesNewRomanMT-ExtraBold
    /TimesNewRomanPS-BoldItalicMT
    /TimesNewRomanPS-BoldMT
    /TimesNewRomanPS-ItalicMT
    /TimesNewRomanPSMT
    /Times-Roman
    /Times-RomanSC
    /Trajan-Bold
    /Trebuchet-BoldItalic
    /TrebuchetMS
    /TrebuchetMS-Bold
    /TrebuchetMS-Italic
    /Tunga-Regular
    /TwCenMT-Bold
    /TwCenMT-BoldItalic
    /TwCenMT-Condensed
    /TwCenMT-CondensedBold
    /TwCenMT-CondensedExtraBold
    /TwCenMT-CondensedMedium
    /TwCenMT-Italic
    /TwCenMT-Regular
    /Univers-Bold
    /Univers-BoldItalic
    /UniversCondensed-Bold
    /UniversCondensed-BoldItalic
    /UniversCondensed-Medium
    /UniversCondensed-MediumItalic
    /Univers-Medium
    /Univers-MediumItalic
    /URWBookmanL-DemiBold
    /URWBookmanL-DemiBoldItal
    /URWBookmanL-Ligh
    /URWBookmanL-LighItal
    /URWChanceryL-MediItal
    /URWGothicL-Book
    /URWGothicL-BookObli
    /URWGothicL-Demi
    /URWGothicL-DemiObli
    /URWPalladioL-Bold
    /URWPalladioL-BoldItal
    /URWPalladioL-Ital
    /URWPalladioL-Roma
    /USPSBarCode
    /VAGRounded-Black
    /VAGRounded-Bold
    /VAGRounded-Light
    /VAGRounded-Thin
    /Verdana
    /Verdana-Bold
    /Verdana-BoldItalic
    /Verdana-Italic
    /VerdanaRef
    /VinerHandITC
    /Viva-BoldExtraExtended
    /Vivaldii
    /Viva-LightCondensed
    /Viva-Regular
    /VladimirScript
    /Vrinda
    /Webdings
    /Westminster
    /Willow
    /Wingdings2
    /Wingdings3
    /Wingdings-Regular
    /WNCYB10
    /WNCYI10
    /WNCYR10
    /WNCYSC10
    /WNCYSS10
    /WoodtypeOrnaments-One
    /WoodtypeOrnaments-Two
    /WP-ArabicScriptSihafa
    /WP-ArabicSihafa
    /WP-BoxDrawing
    /WP-CyrillicA
    /WP-CyrillicB
    /WP-GreekCentury
    /WP-GreekCourier
    /WP-GreekHelve
    /WP-HebrewDavid
    /WP-IconicSymbolsA
    /WP-IconicSymbolsB
    /WP-Japanese
    /WP-MathA
    /WP-MathB
    /WP-MathExtendedA
    /WP-MathExtendedB
    /WP-MultinationalAHelve
    /WP-MultinationalARoman
    /WP-MultinationalBCourier
    /WP-MultinationalBHelve
    /WP-MultinationalBRoman
    /WP-MultinationalCourier
    /WP-Phonetic
    /WPTypographicSymbols
    /XYATIP10
    /XYBSQL10
    /XYBTIP10
    /XYCIRC10
    /XYCMAT10
    /XYCMBT10
    /XYDASH10
    /XYEUAT10
    /XYEUBT10
    /ZapfChancery-MediumItalic
    /ZapfDingbats
    /ZapfHumanist601BT-Bold
    /ZapfHumanist601BT-BoldItalic
    /ZapfHumanist601BT-Demi
    /ZapfHumanist601BT-DemiItalic
    /ZapfHumanist601BT-Italic
    /ZapfHumanist601BT-Roman
    /ZWAdobeF
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 150
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 300
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 2.00333
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /ColorImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /AntiAliasGrayImages false
  /CropGrayImages true
  /GrayImageMinResolution 150
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 300
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 2.00333
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /GrayImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /AntiAliasMonoImages false
  /CropMonoImages true
  /MonoImageMinResolution 1200
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 600
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.00167
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile (None)
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName ()
  /PDFXTrapped /False

  /CreateJDFFile false
  /Description <<

    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000410064006f006200650020005000440046002065876863900275284e8e55464e1a65876863768467e5770b548c62535370300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef69069752865bc666e901a554652d965874ef6768467e5770b548c52175370300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /CZE <>
    /DAN <>
    /DEU <>
    /ESP <>
    /FRA <>
    /GRE <>

    /HRV (Za stvaranje Adobe PDF dokumenata pogodnih za pouzdani prikaz i ispis poslovnih dokumenata koristite ove postavke.  Stvoreni PDF dokumenti mogu se otvoriti Acrobat i Adobe Reader 5.0 i kasnijim verzijama.)
    /HUN <>
    /ITA (Utilizzare queste impostazioni per creare documenti Adobe PDF adatti per visualizzare e stampare documenti aziendali in modo affidabile. I documenti PDF creati possono essere aperti con Acrobat e Adobe Reader 5.0 e versioni successive.)
    /JPN <>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020be44c988b2c8c2a40020bb38c11cb97c0020c548c815c801c73cb85c0020bcf4ace00020c778c1c4d558b2940020b3700020ac00c7a50020c801d569d55c002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken waarmee zakelijke documenten betrouwbaar kunnen worden weergegeven en afgedrukt. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /POL <>
    /PTB <>
    /RUM <>
    /RUS <>
    /SLV <>
    /SUO <>
    /SVE <>
    /TUR <>
    /ENU (Use these settings to create Adobe PDF documents suitable for reliable viewing and printing of business documents.  Created PDF documents can be opened with Acrobat and Adobe Reader 5.0 and later.)
  >>
>> setdistillerparams
<<
  /HWResolution [600 600]
  /PageSize [612.000 792.000]
>> setpagedevice


