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3 EAE 99 W gAY} v &L
WA 7]E9 LoD B8 & A5 38t
A = A 5]31"“1 gHAE A3
=+ A &AL H(vertex
decimation), A3 TH YW H(vertex clustering)
T4 & tdd el AMNEY AFEA T
[2,31.

71Z&9 LoD 977+ 24 £l 1ol A 044
(discrete)?] A A< zZt=ohd 19969 Hoppedl 9
A T4 ATz A T@YY (pro-
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