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Aim. The article deals with justifying creative trainings for football players. Materials and
methods. The article is based on the study and logical analysis of psychological, pedagogical and
methodical literature; synthesis of the advanced experience in the theory and practice of team
sports training; synthesis of concepts and theoretical points. Results. The peculiarity of competi-
tions in sports games is that the player should know what exactly is to be done in a given situa-
tion and be able to perform necessary actions in compliance with the targets. The efficiency of
actions during the game is determined by the level of mental preparedness and special know-
ledge. Motor coordination only implements the action plan. This indicates the need to enhance
the role of creative training in the structure of sports preparation. The intellectual component of
training activities consists of the interaction between motor and mental abilities, the development
of decision-making skills based on a systematic analysis of game situations, information processing,
motor planning. Creative training is aimed at the development of mental abilities (perception,
analysis, synthesis, decision-making). This implies such a pedagogical activity, which improves
player’s mental abilities and provides the player with knowledge about actions in a given situa-
tion. Conclusion. Modern methods of football training should be developed with the focus on its
intellectual component. Creativity is aimed at preparing an athlete to achieve an advantage in
a game situation based on the most effective application of physical abilities and theoretical pro-

visions.
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Introduction. Analysis of the articles, dedi-
cated to the improvement of football training,
reveals that in recent years authors have focused
their attention on the intellectual component of
sports preparation and one of its elements — crea-
tive training. This issue is widely discussed in
the Western European theory of sports training:
creative training [12], the Coerver method [2],
Teaching Games for Understanding [11], Life
Kinetics method [5]. Further development in this
area is regarded to be of a practical value as the
efficiency of competitions in sports games de-
pends on a player’s ability to quickly and effi-
ciently solve various situational problems. There-
fore, one of the main aims of player’s preparation
is to acquire creative actions, which contribute to
achieving an advantage during the game.

Aim. The article deals with justifying crea-
tive trainings for football players.

Materials and methods. The article is based
on the study and logical analysis of psychological,
pedagogical and methodical literature; synthesis
of the advanced experience in the theory and
practice of team sports training; synthesis of con-
cepts and theoretical points.

Results. Taking into account the peculiari-

ties of intellectual preparation, it is necessary to
point out the content of a sports game. J. Man-
digo, J. Butler, T. Hopper [6] wrote that ‘when
learning the game, we should teach the game, but
not how to play it’. This seems quite contradic-
tory, but the statement itself points our attention
to the concept of efficiency in the conditions of
a game environment. This concept points at the
main sense of sports games — the player should
know what exactly is to be done and how this
must be done.

Intellectualization of game activities is
the base of their efficiency. This is proved by
the statement made by R. Panfil [9, p.73]:
A sports game is a situation of contradictory in-
terests, where the participants, consciously or
unconsciously, choose the targets and means of
their achievement depending on present oppor-
tunities and situational actions. The main target
of a sports game is to demonstrate the advantage
over a rival in compliance with the established
rules. This can be done by achieving interme-
diary targets in offensive and defensive actions.

A detailed analysis of football as a game re-
veals that situational actions (individual and
group) are performed in compliance with the
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main target, which can be achieved using intel-
lectual, motor, and physical abilities. Therefore,
player’s actions are determined by the situational
component and present abilities. Z. Naglak [7]
writes that situational potential includes the cir-
cumstances around the player in the particular
period of the game, while available potential in-
cludes player’s present abilities.

Activity during the game is multivariate,
therefore, its components can be presented as
independent situations. There are simple, com-
plex, undefined or risky situations (see Fig. 1).
During the game, an athlete should perform ac-
tions to estimate the situation and make a decision
regarding its development.

A complex and varying game content re-
quires not only relevant motor coordination, but
also mental abilities, which possess a reproduc-
tive character as they are based on the application
of previously acquired knowledge. The associa-
tion areas of the cerebral cortex provide the effi-
ciency of actions during a game. They perform
a fundamental function in the transition from ref-
lexive behavior to conscious actions. Successful
external (manipulative) activity (movements) is
a final product preceded by internal processes.
Therefore, internal processes determine the qua-
lity of external actions. The player, who wants to
improve his efficiency in game situations, should
be able to forecast the consequences of certain
events (expectations). This means the ability to
anticipate prospects and opportunities or to realize
their absence. The ability to anticipate events
mostly depend on the knowledge of how to act
in various situations.

One more peculiarity of mental activity con-
nected with player’s efficiency is the ability to
quickly perceive and accurately recognize events.

This process is called perception and is regarded
as an active reception, analysis, and interpretation
of sensory phenomena, by means of which the in-
coming information is processed using the know-
ledge about the world stored in memory [3, p. 90].
Special knowledge combined with the experience
gained during competitions contribute to the im-
provement of specific perception. This allows ac-
ting efficiently in dynamic and constantly changing
game situations. Z. Naglak [7] writes that without
knowledge (information about actions) a player is
deprived of ‘materials’ for mental processing.
Perception is manifested in the quick reception,
processing, and assessment of the information
through sensory organs, especially vision and
hearing [13]. Situation perception is based on
mental abilities and closely connected to under-
standing, forecasting, assessment, and reflection.

In a dynamic situation of a game, a player
strives to achieve the target, performing con-
scious actions by making decisions based on the
information obtained from the playground and
depending on the target and emotions expe-
rienced. This means that decisions can be either
efficient or inefficient. If an athlete solves con-
sciously tasks in accordance with the target, this
implies that he knows what should be done and
acts tactically. Such a player estimates many
problems and various ways of their solution to
make a choice, which allows him to achieve tar-
geted results. Special knowledge is a base for the
internal program of actions. The content of such
a program consists of the roadmap of motor ac-
tivity, which is manifested in external actions
based on the analysis of events.

An athlete usually possesses the alternative
solution of a movement task in relation to a cer-
tain game situation based on the programs in his
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Fig. 1. Types of situations in football arising from the uncertainty of their outcome
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mind. The sooner the program of actions is formed
as a result of mental activity, the better the player
will demonstrate his abilities to use the methods
of playing with and without the ball. External
actions of the player have sense only when they
are used to achieve a certain target. Therefore,
internal and external actions are closely con-
nected as this is a closed and interdependent psy-
chomotor system [8].

This information proves that player’s effi-
ciency depends on the factors, which provide the
motivation of his actions. That is why, studying
should be based on mental development. Z. Nag-
lak writes [7] that this method allows to teach
movements when uncontrollable actions are subs-
tituted by purposeful and intellectual actions.
This process is connected with movement per-
ception (proprioception) and based on mental
abilities. Mental abilities allow the player to ac-
quire coach’s attitudes for achieving certain goals
on the basis of certain game situations. Such ope-
rations provide knowledge transferring regarding
the conditions of effective performance, which
allow the player to make decisions consciously.
In the conditions of a sports game this means
that:

—actions should be targeted (to whom —
when — how to throw the ball);

—actions should be conscious (the player
knows what he is doing);

— actions should be flexible (diversity of si-
multaneous movement combinations).

The activization of mental processes pro-
vides the implementation of efficient and creative
actions in sports games. R. Panfil [10, p. 59]
writes that the concept of intellectualization in
teaching movements should be treated as the
substitution of uncontrolled behavior with the
intellectual or mental control of an athlete. There-
fore, this contributes to the conscious perception
of motor activity and acquiring motor abilities
with the help of mental abilities.

Player’s efficiency is influenced by all the
factors connected with decision-making: the sys-
tematical analysis of game situations, information
processing, movement planning. These parame-
ters are the main concepts of intellectualization
and determine the basis for creative behavior
during the game.

M. Kravchinsky [4] writes that there is no
doubt about a direct link between motor abilities
and cognitive processes. C. Alain and C. Sarrazin
[1] prove this statement and write that decision-

making is an important aspect of cognitive
processes in sport. Therefore, the quality of one
technical and tactical action equally depends on
movement accuracy and the quality and speed of
decision-making.

The intellectualization of training should be
aimed at the formation of player’s intellect. Intel-
lectualization strives to enhance the link between
motor and mental abilities in compliance with
the phenomenon of internal synergy. Therefore,
the effects of intellectualization should manifest
in acquiring intellectual preparedness.

Conclusion. The main condition of acquiring
player’s rationality and efficiency in a certain
situation is the intellectual activity, which is
based on the knowledge about goal achievement.
The trainings developed on the basis of creative
learning should be directed at the improvement of
mental abilities (perception, analysis, synthesis,
decision making) and development of special
knowledge. This implies such a pedagogical
activity, which provides the player with the
knowledge about actions in certain game condi-
tions and improves his creativity. Creativity in
learning allows athletes to achieve advantage
in a game situation based on the most effective
application of physical abilities and technical
preparedness.
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KPEATUBHOE OBYYEHUE - COBPEMEHHOE TPEBOBAHUE

KMNOAroTOBKE ®YTBOJINCTA

r. Qyoa’, B.B. Xpamoe®

' Akademus ¢husuyeckozo gocrnumaHus umeHu bpoHucnasa Yexa, 2. Kpakos,

Pecnybnuka lNonbwa,

IpodHeHcKull 20cydapcmeeHHbIll yHusepcumem umeHu SHku Kynanbi, 2. [podHo,

Pecnybnuka benapyce

Heas. O0ocHOBaHKE 1IENECO0OPA3HOCTH U HANIPABICHHOCTH KPEATHBHOTO OOYUYEHHS B IOA-
roToBke (yrbéonmcToB. MaTtepuan u MeTolbl. V3ydyeHNe M JOTHKO-COAEPKATEIbHBIN aHAIN3
NICHXOJIOTO-IIEJarorudecKOi U METOIMUECKO INTEpaTyphl; 0000IIeHNE EPEIOBOTO OIbITA TEO-
MU U IPAKTHKH 110 MOATOTOBKE CIIOPTCMEHOB B UTPOBBIX BUIAX CIIOPTA; CUHTE3 MOHATHI U Teope-
THUYECKHUX MOJIoKeHHH. Pe3yabTarbl. OCOOEHHOCTh COpPEBHOBATENBHOW AEATENHHOCTH B CIOp-
TUBHBIX MIPax 3aKJII0YaeTcsi B TOM, YTO UTPOK JIOJDKEH 3HATh, YTO KOHKPETHO OH JOJDKEH JIeNIaTh
B TOU WMJIM MHOW UTPOBOM CUTyallMM, YMETb 3TO PEAIU30BaTh B COOTBETCTBUU C LIEJIEBBIMU YCTa-
HOBKaMH. D(QPEKTUBHOCTD JISHCTBHI BO BpEMs UTPbI ONPEIEISIETCs] ypOBHEM COPMHUPOBAHHO-
CTH MBICIIUTEJBHBIX TPOIECCOB M HAIMYUEM CHELMAbHBIX 3HaHMH. JIBUraTrenbHble KOOpAMHA-
UM JIMIIG Pean3yioT chOPMHUPOBAHHBIN IUIaH AEHCTBHH. DTO yKa3bIBaeT HAa HEOOXOAMMOCTH
TIOBBIMICHUS POJI KPEaTUBHOI'O OOYyYeHHs B CTPYKType CIIOPTHMBHOW MOATOTOBKM (hyTOONHMCTA.
WnTennexryanuzanust y4eOHO-TpEHUPOBOYHON ESTENBHOCTH 3aKJII0YAETCsl BO B3aUMO/ICHCTBUH
JBUTATEJIbHBIX M MBICIUTENFHBIX CIIOCOOHOCTEH, pa3BUTHS yMEHHH NPUHUMATH NPABUILHbIC
pemIeHnst Ha OCHOBE CHCTEMAaTHYECKOrOo 0030pa UTPOBOM CHUTyalnu, oOpaboTKH WHGOpMAanuHy,
MIPOEKTUPOBAHUS JBUTATEIbHON [ESTENbHOCTH. METOAbl KPEaTHBHOIO OOYYEHUsS HAIpaBIICHBI
Ha pa3BUTHE MBICIUTENIBHBIX MPOLIECCOB (BOCIPUATHE, AHAIN3, CUHTE3, IPUHATHE PELICHUM).
Peanmaum[ JaHHBIX YCTAHOBOK Ha IMPAKTUKE O3HAYACT TAKYIO INEAArori4eCKyro ACATCIbHOCTD,
KOTOpast o0ecrevynBaeT NpeloCTaBlIeHue UIPOKY 3HaHUK 00 omepaly B KOHKPETHBIX UIPOBBIX
CUTYalMsIX, pa3BUTHE €ro MbIIUICHUs. 3akiaouenne. CoBpeMEHHas METOJMKA ITOATOTOBKH (QyT-
0O0JIMCTOB JOJDKHA Pa3BHUBATHCS IO IYTH €€ MHTEIUIEKTyaau3alnuu. KpeaTMBHOCTh B METOIMKE
00yd4eHUs] IpU3BaHa IMOJrOTOBUTh CHOPTCMEHA K JOCTIDKEHUIO NMPENMYIIECTBa B UTPOBOM CH-
Tyaluy Ha OCHOBe HanbOouiee 3¢ eKTUBHON peann3anuy (PU3NUECKUX BO3ZMOKHOCTEH U TEXHUYE-

CKOIl OCHOBBI JIEHCTBUM.

Kniouegvie cnoea: noocomosxa pymooaucmos, unmenieKmyansHas no020moeKa, Kpeamus-
Hoe 00yuenue, y4eOHO-MPeHUPOBOUHbLI NPOYECC.

Yenosek. Cnopt. MeguuuHa
2018.T. 18, Ne S. C. 104-108

107



CnopTuBHasa TpeHUpOBKa

Hdyna I'enpux, 1oxTop HaAyK 0 QPU3NIECKOHN KyIbType, mpodeccop, 3aBeayromuii kadeapoit cmop-
TUBHBIX U PEKPEAlMOHHBIX Urp, AkageMus (U3MUECKOro BocuTaHusi UMeHH bponucnaBa Yexa. Pec-
nybnuka [lomemma, 1-571, r. KpakoB, Amnest SIna Ilana 11, 78. E-mail: henryk.duda@awf krakow.pl,
ORCID: 0000-0002-0131-5456.

XpamoB Buraanii BiiaguMupoBHY, JOKTOpP INEJarorM4eCKUX HaykK, JOLIEHT, 3aBEAyIOLIUN Ka-
(hepoli CIIOPTUBHBIX MTUCIUIUINH, [ pOTHEHCKUI TOCyAapCTBEHHEIN yHUBepcuTeT MMeHH Sakn Kyma-
nel. Pecriybnmka benapyces, 230023, 1. I'poano, yi. Oxkemko, 22. E-mail: khramov@grsu.by, ORCID:
0000-0001-5727-78717.

Hocmynuna é pedaxyuio 23 oexaopa 2018 ..

OBPA3EIl HUTUPOBAHUS FOR CITATION
Duda, H. Creativity — Modern Requirement for Duda H., Khramov V.V. Creativity — Modern Re-
Football Training / H. Duda, V.V. Khramov // YenoBek. quirement for Football Training. Human. Sport. Medicine,
Cnopr. Memumua. — 2018. — T. 18, Ne S. — C. 104-108. 2018, vol. 18, no. S, pp. 104-108. DOI: 10.14529/hsm18s14

DOI: 10.14529/hsm18s14

108 Human. Sport. Medicine
2018, vol. 18, no. S, pp. 104-108




<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Dot Gain 20%)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Error
  /CompatibilityLevel 1.4
  /CompressObjects /Tags
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.0000
  /ColorConversionStrategy /CMYK
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams false
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo true
  /PreserveFlatness true
  /PreserveHalftoneInfo false
  /PreserveOPIComments true
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 300
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 600
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /CropGrayImages true
  /GrayImageMinResolution 300
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 600
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /CropMonoImages true
  /MonoImageMinResolution 1200
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile ()
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName ()
  /PDFXTrapped /False

  /CreateJDFFile false
  /Description <<

    /BGR <>
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000410064006f006200650020005000440046002065876863900275284e8e9ad88d2891cf76845370524d53705237300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef69069752865bc9ad854c18cea76845370524d5370523786557406300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /CZE <>
    /DAN <>
    /DEU <>
    /ESP <>
    /ETI <>
    /FRA <>
    /GRE <>

    /HRV (Za stvaranje Adobe PDF dokumenata najpogodnijih za visokokvalitetni ispis prije tiskanja koristite ove postavke.  Stvoreni PDF dokumenti mogu se otvoriti Acrobat i Adobe Reader 5.0 i kasnijim verzijama.)
    /HUN <>
    /ITA <>
    /JPN <FEFF9ad854c18cea306a30d730ea30d730ec30b951fa529b7528002000410064006f0062006500200050004400460020658766f8306e4f5c6210306b4f7f75283057307e305930023053306e8a2d5b9a30674f5c62103055308c305f0020005000440046002030d530a130a430eb306f3001004100630072006f0062006100740020304a30883073002000410064006f00620065002000520065006100640065007200200035002e003000204ee5964d3067958b304f30533068304c3067304d307e305930023053306e8a2d5b9a306b306f30d530a930f330c8306e57cb30818fbc307f304c5fc59808306730593002>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020ace0d488c9c80020c2dcd5d80020c778c1c4c5d00020ac00c7a50020c801d569d55c002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /LTH <>
    /LVI <>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken die zijn geoptimaliseerd voor prepress-afdrukken van hoge kwaliteit. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /POL <>
    /PTB <>
    /RUM <>
    /RUS <>
    /SKY <>
    /SLV <>
    /SUO <>
    /SVE <>
    /TUR <>
    /UKR <>
    /ENU (Use these settings to create Adobe PDF documents best suited for high-quality prepress printing.  Created PDF documents can be opened with Acrobat and Adobe Reader 5.0 and later.)
  >>
  /Namespace [
    (Adobe)
    (Common)
    (1.0)
  ]
  /OtherNamespaces [
    <<
      /AsReaderSpreads false
      /CropImagesToFrames true
      /ErrorControl /WarnAndContinue
      /FlattenerIgnoreSpreadOverrides false
      /IncludeGuidesGrids false
      /IncludeNonPrinting false
      /IncludeSlug false
      /Namespace [
        (Adobe)
        (InDesign)
        (4.0)
      ]
      /OmitPlacedBitmaps false
      /OmitPlacedEPS false
      /OmitPlacedPDF false
      /SimulateOverprint /Legacy
    >>
    <<
      /AddBleedMarks false
      /AddColorBars false
      /AddCropMarks false
      /AddPageInfo false
      /AddRegMarks false
      /ConvertColors /ConvertToCMYK
      /DestinationProfileName ()
      /DestinationProfileSelector /DocumentCMYK
      /Downsample16BitImages true
      /FlattenerPreset <<
        /PresetSelector /MediumResolution
      >>
      /FormElements false
      /GenerateStructure false
      /IncludeBookmarks false
      /IncludeHyperlinks false
      /IncludeInteractive false
      /IncludeLayers false
      /IncludeProfiles false
      /MultimediaHandling /UseObjectSettings
      /Namespace [
        (Adobe)
        (CreativeSuite)
        (2.0)
      ]
      /PDFXOutputIntentProfileSelector /DocumentCMYK
      /PreserveEditing true
      /UntaggedCMYKHandling /LeaveUntagged
      /UntaggedRGBHandling /UseDocumentProfile
      /UseDocumentBleed false
    >>
  ]
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [612.000 792.000]
>> setpagedevice


