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Al 7]t
A OIEAt A= HIOIH =4 7=

w4 Helo
A OIEA} AL X80t HY |= &S 7I50= OI8Ate] HoOE=t M7t HA
A0 0|5 ZAsl OIZAIS| ef2 WS OiSold= S/t 010X ULt O[S WS

GIO[E EA0]= CiSt M0 Yol 2 HiM= OF MZ CHE HI0|H A" iSsk=
TE AWECL A HI A= S AY Qo S 0[20] S20| ARl Aok
0|2Xte| = 0[2i8 M OfEIM(self-attention) 7|HOZ 2XMof| 0|2XIQ| &S HI2S

5 I S= S AILOIM2| 71=0| Sl AE0A 0f2] Ao 22 CiREE
0|21t &Y ZEZ(collaborative filtering)2 E&SICt F A= LR H|0]EQ] Algtt
AIE 7|80 CIEX|ZE, 0|82 S 7IS2 0I5 Mol St= ZEu MS= oA

EABIELIZH OIS 53 ARei= HE S82= B0 &L,

|. ME AR OI8Xt A= HIO[ER} Al KIS 7|

* Al o182 35 HlolE £49] vi7

ORI g AY 449 40 F2E= A9 434 w72 wufjolA Hoju} BE FEIHF2P: free-to-
play)2t AH|2% AY(GaaS: games as a service) ZE& FH2E AHUEL ot o] &A= A=
FaE olgsk= tAl A WollA ofoldle FHistAY 371 dHe 93 F=RE AEsH, ol
A A#M(n-game transaction)’t /FTAF W& F4S o]F1 itk oo wet o]-§Ae] ZA
PBEZ dEshs Yol A 299 8 34| F 7t E Qi

L ok
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2 QoA 4:4:9] o] 27k B 59 thEg sk, AAo] 024 gL o] §A P4t
AL Wk S HAThD weA ofd olgAt ool 2Ae YA, E o Ae] Ans
AEIAZ NS AL ol A% A e 2T A7} ek olejd 29 Higo] H:

2 ol A7} A FEAG 3 W1k BF Z1Z0lck. of7lol AY B o, Selo] Ak, Eefo]
9], BoH A, AY o A G5 50 el 5 AY ) BHE ok, ol AU
ReuorAch 2 A AR 71SE B, ol HolHol o 8Ate] W A7t UA
9o, og FYsHe E ol gt WE wele] 4v] Ele FANOE F28 4 gtk

- 73 dlolE 3R oS IA
& HoIHE 2481t d|52 Hlolg7} drht B Eo] =R wEt Az bE 7Ied IAE 1;—*%4
A WA e olSAE AdE 2 o185t Tt AF ol¥E ST ARl o] AF S&
HolgE grd & o, e S2d ol 7keH ok AIH9 o] v A9t dHEEAE
FEP|7} ot o] 8Ake] i A2 22| HY EEte s AR ¢hor, 23 A9 3ol
22 35 A9 Z2AZ oJofA7] = . o]AH 2 AIAE(time-series) HO|E{oA A/ EE] HojAl
PFEE Aol dde A Hole 71& 24 7140l IS Bl

ml

5 WA A9 A% oA Aol et o182 F1Zo] g Aoltt. g Sof o84 Al
Repe AQAE obg AL Bdlo] o|Eo] Aol ] wEel, ST AN FF oAt
A28 FAT 2A7 EAHA gtk ol B A AR ohet ol 847 thE el W2l
7152 B8 alo} k.3 A% AW ElolE st wrhstel 1 Aol FIuE A5 S B olele
A3}, o2 el i dolel AR Sl Agoleks 5 2ele AS nsA Bt

© Al % 299 A T A7

o3t ol ol t3st7] fsl vlole #A4 712 e EA gk 27] #42 HAEA &, ¥
E80l AL, olEEAE A oA HEY A¥E otk d 23S T ol AX ARE
AL ] AdrAQl FHiE ADshes o f-83ou 7idskE HZoly At dSol= A7 ASitt. o=
NE ol g4t FF =45 B ol =8 A78HRNN: recurrent neural network)*oJu F&7]
H 22| (LSTM: long short-term memory)**¢} Z-2 Hejd ZHo| ZAEHA AAE EAof Zxo]
Ao, A|AATE AojA4-E He] Hojzl HH ALo]9] FAE Sh3dh= Holle AA3] HAE B9

1) Milo$ A. Kovacevi¢ 2| 321, "Predictive Analytics of In-Game Transactions: Tokenized Player History and Self-Attention Techniques", IEEE Access,
2024.10.10., https://ieeexplore.ieee.org/document/10713356
2) Milos A. Kovacevi¢ 2| 32!, "Predictive Analytics of In-Game Transactions: Tokenized Player History and Self-Attention Techniques”, IEEE Access,
2024.10.10., https://ieeexplore.ieee.org/document/10713356
3) Peijie Sun 2| 791, "Collaborative-Enhanced Prediction of Spending on Newly Downloaded Mobile Games under Consumption Uncertainty”, arXiv
2024.04.12., https://arxiv.org/abs/2404.08301
4) Milo$ A. Kovacevi¢ 2| 321, "Predictive Analytics of In-Game Transactions: Tokenized Player History and Self-Attention Techniques", IEEE Access,
2024.10.10., https://ieeexplore.ieee.org/document/10713356 3
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2 HIAE At 7 oHolE A%l 44 didshke 7 79 AFE Auidd A HAg a7
(Kovacevi¢ 9, 2024)= 3 AUl o] &A2] PF olFo] &3] 28 %S & o] &
AlEA W 2E 84 Alol9] BAE A 13| Fa% F&o 9 2 7ISAE Fe AZ o
(self-attention) 7I'HO2, &F 3, 59, 7¢ ol Fui7} AojIAE &3t F WA A+ (Sun
9], 2024)<= 9lI& tA ALl gt 7150] gle Al 42 TEth o] A= -8R OhE AlYolA
H7 2L olgS dA R F3Fo] vt o] §AE Fotdl= Y EEH(collaborative filtering)
Mo R A& FRE ST F AT BF ol8AY] 5 7|5e EASHA, B4 & 7150
vy FHEO =A== AZ t2n. oA E28dAe 449 27AM F A7t ofEA
A5t old A5 FAE Hol=A1E 7|e3 B A 2434

* &8t LAYRNN: recurrent neural network): HIOIEIS &MU M2[5HH M HHE Thg HA Q| AlLto)| Bigsh= LAY

=X ZHoke HXIE 7O

r —}J
e

I

7| HI22|(LSTM: long short-term memory): =& MAYQ| 5t ZRZ, 0 HHE @2l 7|AHot o HEE Q!
%5._ MALUO| SHAIE Hatct R, J|E &8 MEU0| A|BAT HOE+E AR HHE o= EHE Aslot=s 1otE

. 22 1:

e

oSt

S O[H0] SXE J20i|Me] ¢i=

- A et AY

A WA A7 g AN o184 A5 olFo] FE3] SHE e tET 24t mHid
HE A% "Woka Woka' 2, 202249 10855 20239 4€ Aol 714 o]8A=9] F6= 71 &
904 59t AT 7|Folnt. #F tFo R S5 olgAE 977,28780191 2, o] 7heH| ¢ HiojEE
Tt olo] gl ol8Ate 13,7658 0% WA 1L4%el 13 s A= 7l ool fe
ol8AE E4 dAIA Asta, e o] e ol8AE AR A 7l AR w7
o1F 797HA9] FEe FHGt. WEH HolHol= SRR A oo} 7ol o, FHjo] AR,
A <, B A <, AL W AR ol G5 vl o] B So] 2 & Ae ol
FE olH2 vOR ol gAT FF 39, 5%, 7Y ol FHIAIE ASSaA; et

o71Mde BF9 FFIECIY 1 Fso] UEhtke &47F $851t ol§A9] FE2 W&, EH],
otold] 85, A HHE o oJojA]= AIZH &A S04 o2 o 9fn| gl Hid o R sS4 7] wizolt.
M P52 O Hof mhesh= ti4l AR £0& o]ojdl FF9] AA Wk hslEd, ofdt &3t
dlojEl(sequential data)E THF+= © A3 o] Basitt. o3t olfoA & e ERAEH
(transformer)* 21743 1 4] 719831 A ofel A (self-attention)S A EoFI ).

* EgiAM(transformer): AT OfHIM 7|2 sHHO= Sh= 414Y B, =AUZ 0|0IX|= GIO|EE THE M 0= 220] M2 H0| H2XIE
SIOMH= Cl 270 AUCH, AlZt 2H40] 2| HOPH HE Aj0|Q] A = TOHE 4= AN 0] HAS HIRT IS 2010 2EE

O

5) Milos A. Kovacevi¢ 2| 391, "Predictive Analytics of In-Game Transactions: Tokenized Player History and Self-Attention Techniques", IEEE Access,
2024.10.10., https://ieeexplore.ieee.org/document/10713356 4
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- 5 o]go] 28}
EfATH Hdo| 0]8x}9] 3= o|ES i‘%‘é}ﬂitﬂ, Wz 1 o]8dL wdlo] e & Jt Feig
Hpatojof gt} o] IFS EFBKtokenization)gt 519, A&Ho]1 ookl gHS 2= Ho|HE FE
79 EZSH 7|5, & EZ(oken)O2 HI3N= AL Wttt Qo] melo] B4g tho] g9
E202 o] HsE, ol8Ae] A5 ol E2o eln vl g alow S4d 4 It

H 1] 0|8XI2| 3I2E 7I1=55k= 1371 §4

5% CL
A HoiE g5 o S 20l AIY $S0| ALK 015(0/1)
e Z20] ARt 71 AERE g WIS & B0| Azt
A A 4 B 20l B AY T A0 4
20| 42 X ST Y 4 719} 015 St 2Hel s+
R S Y BHOIB AR CI2 W Jh20| STet 3lwel bl
2 HEH HIE S & S0[3t 2 7H2E OfHo S20|HE Ao HS
=27| g 8% Y U AKRS S127] 7159 g
SAE| AE 514 S & ALG 3 A 10|80 314
13 ¥s T 032 B U0l ZAP LUK 01R(0/1), DRI 0I5 25
st o S o B3 A2 TR AY L el
Mt 25y oig o 20| 24o2 HSs Mt Y
WENEE RPN LR
WEELE: oY U B2 A0 =0t U= Aatel

ZEX: Milos A. Kovacevi¢ 2| 321, "Predictive Analytics of In-Game Transactions: Tokenized Player History and Self-Attention
Techniques', IEEE Access, vol. 12, 2024.10.10, https://ieeexplore.ieee.org/document/10713356 (=2 HE 7|8t Xf71A)

T AFE= olgR9] FIEE 137] EA(feature) FOE 7|E5la, Z EAS shte Efo=
HSSIATHE 1). FE ojFu i ARA" o] 0 B 18R] S4L2 F 79 EZos ®IHI,
Sefo] Atolt AT A&A XS 2= B4 1 g2 a2 24 g3 i 7 B2 F

= v

shtz mag
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A
2
[-24

Fe E Y R o] THE FF9 o= v IS olAt3K(discretization)2}
o] A2 ] 17t E R E 0] 7} shto] Edo| digEeh 1E AYE SHA] Yot gto]
2 5T 5Eo1E v fde] 2 RPN BS, 13 1 9 A ghs W2 )
e & 3971 olof ajgiitt. olw F7AE W& F7HoE B ojtjiE w2 FHoF
1 BAE Adke Hole K-Ba d3KK-means clustering)*?} 22 WHo] &-gHc. ot
TR oAl RiFstER, WA AR MPIIQR: interquartile range)™ *WHOZ OVJAE
et UmR] AR 7t AAE A3 o] e AXH dA&FHo|1 AlZZeld BE 7|F50]
e $59 7152 gt ojuf AIFAQ 2] HHE AR AR, 1 oAl 2 3 HHo
F2E5 Sgo7]o ARt FH Y HolEE A

-

oX,

o

)
mo

EQ,

e
[y [—
<
=
I

f&
E‘;

K
¢

m
%

<

oEl.
M4
o,

M W
ol

ol

E23te AR 0|87 SR 137 E29] $20] 57, 71 AHH olojAE 1A oFe o]
3 &9 Fae Al w22 oo 21 e 21 AlfX(sequence)7t AT:. EH0] 7|7k
olgAulet herz AAAY FolE Az thad. olAd ot 477 ojug hte 1A
Qolz A g% KA AT 5 Aok Mol EWARH REe] 20 Folto
* K-H# ZESHK-means clustering): CIO|EIE M2 7172 2712| KW FSC= XI5 RRot= 7IA5E 71, 67IM= 2t 542 K| #I9IE

H|XEE 27712] 7202 L= o] 4

** A2 9] HRl(IOR: interquartile range): HIOJEE 271202 SO01204S W 7H2H| 20| HA Q= =S UEHHE 2L 0 fR(olM 24 &ofd
742 OJAIR|2 TS o MQ

A oldA A S

018719 W5 olES B AUAR ABsE|TE, 47|70] B /1% 742 o | Bo] mlgo] T
2743} Pelo] PLAS sfeuor JEF o|So0] st ol g3 FEE Ao| Ax ojglA
wAUZolh AT ojeldolg mdlo] ste] AAAS BT u] 1 o] ApE £2E Aol] ABES
s4rstol, olw Q4] B 3015 712 UX] e WAloltt. 24 B2 ojn] F7ko] WHE B H BE
B2 4 Aole] $AEE FA0] A, 1 ARE vioz 7 v2g A2 WA W] v
Az ez Wt ot 7120 St 8 B2e) AdA W BE E230 SRS wHesiol
wzo] g7 A28 X (e 22 HHATHILH 1).7)

o] IFollA AZ oL BE PFF 7|5 &2 FAE FA ¥t A€ S0 B A APt

vlehd 23t 1 2§ Sdolt F43] Soly me, Hold Bdolt olojdl 44 At FF Fuhs
&3l o o A% AL E 4 ek A oldAe olXY WAL B E20] 232 vl 2Ry

Zolfja, 1 FAE oS 9 ihi‘r.

6) Milos A. Kovacevi¢ 2| 321, "Predictive Analytics of In-Game Transactions: Tokenized Player History and Self-Attention Techniques”, IEEE Access,

2024.10.10., https://ieeexplore.ieee.org/document/10713356
7) Milos A. Kovacevi¢ 2| 321, "Predictive Analytics of In-Game Transactions: Tokenized Player History and Self-Attention Techniques”, IEEE Access,
2024.10.10., https://ieeexplore.ieee.org/document/10713356 6
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EX: Milos A. Kovacevi¢ 2| 321, "Predictive Analytics of In-Game Transactions: Tokenized Player History and Self-Attention
Techniques", IEEE Access, vol. 12, 2024.10.10, https://ieeexplore.ieee.org/document/10713356 (=& HE 7|8t I A)

ofefat WA SlHo] AL ojdl AL 71 % olg S04 A1 7 A} ¥ BEE Ao|o] WA EAE
% 9tk g AT 229 A% sfelo] WSt T o Ak 1 olo) A oj<lo] T2 7u) Aol
ok Uehd 4 itk 2oHad 2). A PE0) A58 ohet E 3, @ 2 A9 457K ] el o)
o] HeelA|, A ofeL ol A2 ©EM(long-range dependency)oll Ag 7]olct9

Of

Lo FE= g2 7= HE O

* H712] 2EH(ong-range dependency): A7t U= CIOIEOIM MZ ZHa| O Q471 Q|njet

OtLet &+ 3 & To| S0 rHQ| F0H 2t HH== FRE 7I=ld

[T 2] 27 o10y| M2t H2kK|= O 2

0| 2%} Bo H| O}

oy

0|2X} A2

Z7%: Milos A. Kovacevi¢ 2| 321, "Predictive Analytics of In-Game Transactions: Tokenized Player History and Self-Attention
Techniques", IEEE Access, vol. 12, 2024.10.10, https://ieeexplore.ieee.org/document/10713356 (== HE 7|2 Ti7A)

8) Milos A. Kovacevi¢ 2| 32!, "Predictive Analytics of In-Game Transactions: Tokenized Player History and Self-Attention Techniques”, IEEE Access,
7

2024.10.10., https://ieeexplore.ieee.org/document/10713356
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&t ofd A 5L Hloleof ME ZHAE(random forest)*, XGBoost™, T HAIEZ(MLP:
multilayer perceptron)** & ] 20| 7|Alsky Rds A SFAA 52 Blusiith 1 2
Az ofelld 7|8t mdo] A A& 7|7 RFoA 7FE =2 A5 7155190t 7Y 52 7IE0E W Fl
471 0.84952 29121 XGBoost(0.8298)5 944111, AUROC(area under the ROC curve)9} s
AFAS(MCC: Matthews correlation coefficient)o|AeE 7FF & 7+ RAHE 2). 597 3Y
SO AT ofel A 7|ut Rdlo] 9-9)= FUHA LebgTt

== E_Iﬁﬂﬁ(random forest): 0121 7HO| QAAPLIRE DHE0] 1 OES Seiohs 71AIgtE 714, ©Y DEECT OPYEO0| L HESH 0SS Y|
**legBEoilsr_(itreme gradient boosting): 25t 0|5 ZRES £AINMOZ ARl ds2 Bolstls BAE A JAEkE 7|H. Y Ho|E

OfE0I £ Feirz 2| 22

*x [= HMEZ(MLP: multilayer perceptron): 0i2{ £OZ 0|R0{T 7|2&01 OIZMAY 1LX Q2int £ A0|0] ZZHES F0| SXEH HIMY

HAE Sag

[ 2] 0 0= 2HO| Y5 Hlu*

oy F1 AUROC MCC

Y THAE 0.8059 0.9028 0.6121
XGBoost 0.8298 0.9231 0.6600

Cts HYE=R 0.7776 0.8875 0.5659
EHARHHID 0{HIN) 0.8495 0.9348 0.6989

* 45 XE(F1 F4AUROCMCC): 25 D8] M58 2|2 BYIsk= XIE. F1 4t A OIS BZIZI0] SOISTIo TOHRIZ 053t 20]
MH2 WE7IS B HEE. AUROCE ZONRISH HITIRIE Tehs 5218 LIEKY. MCCE 23l 1S OfLI2H EAIZL TR 225t 0571
BT BIS101 25 M52 -101M +1 Aj0| 2O LiERY, $m02 7| XI2 HOIEIIME 0I50] HEN2 3120 £2IX| & HIIsH= o A

ZX: Milos A. Kovacevi¢ 2| 321, "Predictive Analytics of In-Game Transactions: Tokenized Player History and Self-Attention
Techniques”, IEEE Access, vol. 12, 2024.10.10, https://ieeexplore.ieee.org/document/10713356 (=2 M 7[5t I{7A)

o] A7} F1 A4=<} AUROCS} 37 MCCE B7F A#E 42 22 Hlolg9] B+ wEolth. A
ATBRYS o) AR AA o844 1.4%0l 1A, Fufet vlae] vlgo] IA 2|94 Qlrt. o|4H
oz A HolHoME @ FFEC] AA dF 58S st HojE 4 Ik MCCe %3l
J&E ozt AL FE ERS AS7A U 7K BLE BF W] e -1004 +1 Alol9]
#Fo= Y o= 294 HoleHok 54 2R &7 g1l J5Z B7olke ol AYsi.
Ax ofglAd 7[5k meo] MCCoA 9915 HYthe AL theg o|F &= RFE ofst A4l H77H7
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Hlid A8 luee ottt ol S9it mas HAN AR $A7F B3 LAERLE
et Az, Y S0 gUghu 95 ol Ade] A7) fee xRe Seo] 1) oA o
37 83 Bl £}9)

- 289 7157 B

A ol ZI% o3 Bhe RO HTES HolAu, B K] 7144 WAL I Ak 94 d7Rlo]
2xg 9 W2, B Aol E23h Pale] WS WE 5 4 Uk a4Hel A5 HolEE B
o] P02 o] B0 WM Fgold 774E ol%A] Agshte] ket Asvh debd 4 glo,
A7AL o b EZoh o] TS 34 AT AR AXSIE ol S9E SR 71Z, F ojitskd
EROTT 7] RS THITH: o] B o] 4o 1 /1SS ofgA Ayl IukE
9 ATk Fol7] sk

QgA%s BE lite] 372 AHEE BEtA(black box) SAE Yt AL ofdld HAUZL R0l
o W% Eo] o FEJEA] thF BAE AZHAL, SUL YT 23 71w 9 54 selo] 7oy
WA ASE AEEYEA, 1 AuEA Age FA et B 2dY 452 o dolEd
2405 740 H9E} Ut eelEy} ARe oMEAY I dolHe] 9 Exst SHs
o §2}9] %5 sElo] 3ol WstA 71 mdo] o HIEA AAHOR vobdl 4 Girk. A4 2
Sl o=@ mdo] A4 HoleE WAF 2718 A4 AR LB A7 e AL ol olf

.E_o]q_IO)

Il 22 2: dZ 0[=0] Y= oMl oS

« & AELE : 7150] gl ARelX 9 o1&

T O E e AL E2 13 34 b2 22 19 20| g AY| o]-§xe] 9% o|Fo]
19| S48 A AARHE, o] A= 13T olf AAL Yl BFE HEH. o &R A=
W2 AldolA ko dutE AELAE 1 Ao A 7150] Q= A=A F4 3ok 5171
dzoltt. oJxE 7|Z0] Q= Aldt ol8AY At @&l dis dE2 sdste BAIE FH OS5
BopoA= & AEME(cold start)*st FETE AJAPT &S 7P Q= ol A|Fo] o]&A}

AYS o Wzl 270|122 o] £Al= AFolA S835H thFoiAltt

4
rE
2
)

9) Milos A. Kovacevi¢ 2| 32!, "Predictive Analytics of In-Game Transactions: Tokenized Player History and Self-Attention Techniques", IEEE Access,
2024.10.10., https://ieeexplore.ieee.org/document/10713356
10) Milo$ A. Kovacevi¢ 2| 391, "Predictive Analytics of In-Game Transactions: Tokenized Player History and Self-Attention Techniques", IEEE Access,
2024.10.10., https://ieeexplore.ieee.org/document/10713356 9
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2E 19 Helo] A <o 544 ,BE 29 APt oRE
Tt ol AAE SRR ke 9] gt Y AN TS

L
¢

22 dHd Aldel
2 QAR o]8A} oiel tE

ADES0IA 7 o]g2 Z83 5 9loH, o]F BAE A& T2 AN Y A&S AISATHIH 3).1D
[23 3] 37 XI= 0[i0fl 7|45t D[ XI= OIS
¥ |0
fl=< ?
30U7 XIE £ " ———
o ° . o
— 7
R 3047 K& 55 ot
. © .
........................................................................... >
Mt EE
30Y7 X1E &N
e @
o 3097 NI £F _
dh ¢ ®
—y D
30U7 XIE £
¢ . NZt BB
............................................................................ >

A X|EE HIYL2 R L7 CI22E AlYe| 0|2 X|= o=

£7]: Peijie Sun 2| 72!, "Collaborative-Enhanced Prediction of Spending on Newly Downloaded Mobile Games under Consumption
Uncertainty", arXiv, 2024.04.12, https://arxiv.org/abs/2404.08301

- o187 ID glo] AF3H- FY Fe
oA T olgto] G AN NS Sk H ABHE Aol BY BeU(collaborative

filtering) olct. WY Lo 2 o] 84| FF MM FAMIS Thefsto] 54 ol 84k EHAA
%2 FFolut FAAE dIS3sie 7Mool ol vl ol8AE0] EELE At FFolH s
O] 8AE AT 7Fsol &l FEdhe dath 28R £%¥=0] Boj F= o] FFE M & HE

T70) 23 BE o)L, FElx FehFo] Bl A1 o]l o] §xjolA] Ak AEo] hEAR ARct,

chat ) Ei%{’—_ AEHOR A ol 8212 AHSH: DS 7|90 A58 gk, o184 7io] kol
d 7} 0] 84E 8T 4 lolop 3] Wolet. Y A7 DS ALK thAl
o1§A7t ] e AY Bo] BEL Ak sk AR FEI P AT, heze
olgig Al4Wol Y ol AT Ushhs Wy x@S BEw

, oI5 A& tid AU B3z}
A3 o] &A1} AU Ato]9] A, & EY A& (collaborative signal)E AtFEoh= 73Xt

ki)
=

11) Peijie Sun €| 721, "Collaborative-Enhanced Prediction of Spending on Newly Downloaded Mobile Games under Consumption Uncertainty”,

arXiv, 2024.04.12., https://arxiv.org/abs/2404.08301 10
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off AYSS Wehlol F=A7t 1 ogAte] HFS Hol Fo, APF Au ol AFo] HlLG
o1 8A159) 4] sfelo] 2] W), ol AAL AURE BEo Fleid B ok, ID BELS =
A2 WAz} glo] AR R FYs HolHR B AR 22l ks Bl At 12

* A& ©lolE o] ESAATL ol &3}

A% 9] o] 7ckze ol g Yolelo] o] gick. ol A7 & W2k 4313k oF 2,9708 AY
0182719 71% 7he) AIA| A\Zo0] WA HEL oF 629 Aoz, WA 2%E 2T Wi $EI
Akt AZo0] gl TR FOIHE BA} 0hS 7k B A20lo] 227(9) HIBAN W HEBAE
2,1300 0|23 HPZEE 429K Hol, 259 39 AZo] AA LS A H9FE: Fefgict. ol
22 71 glol 3% Bz ALow Iuiglo] sl 7S Aefste] mdo] QHYHQ! S ol3)] ofrh:
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