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• Whole chapter 2 (excepting page 83, line -8 to page 84, line -14)

• Whole chapter 3 (excepting page 128, line -11 to page 130, line -11)

• Whole chapter 4 (excepting page 158, line 10 to page 171, line -1)

• Whole chapter 5 (excepting page 199, line -5 to page 202, line 7)

• From chapter 10: page 431, line 1 to page 448, line 11 + page 452, line 11 to
page 454 line, -1 + page 458, line 6 to page 468, line -21.

(line -x means line x counting from the bottom of the page)


