HUTOT'OBBIE KOHTPOJIbHBIE BOITPOCHI 11O IPEJIMETY «PA3PABOTKA
KOMIIBIOTEPHbBIX UI'P» HA 2025-2026 YYEBHBIN 'O /1

1. Onpenenure, yTO Takoe KOMIbIOTepHAs Urpa. IlpuBeanTte Tpu npumepa KOMIbIOTEPHBIX
Urp 1 OOBSICHUTE UX KITIOUEBBIE 0COOCHHOCTH.

2. OnwumuTe 3a7auy reiimMausaiinepa B pazpaboTke KoMIboTepHbIX UTp. [IpuBeaure npumep
U3 U3BECTHOM WTPBI, TJI€ TeHMIN3aiH ChITPa KIIFOUYEBYIO POJb, U OOBICHUTE MOYEMY.

3. Ilepeuncnure 3Tamnsl CO34aHUS KOMIBIOTEPHBIX UT'P C aKLIEHTOM Ha 3Tall IPOSKTUPOBAHMUS.
[Ipoananu3upyiite, moyemy 3TOT dTam SBIAETCS (QyHIAMEHTAIbHBIM, U NPUBEAUTE MPUMEP U3
peaIbHOro MPOEKTA.

4. OObacHUTE 3a7ady TNPOJAIOCEpa B pa3padOTKe KOMIBbIOTEpHBIX uUrp. CpaBHHUTE pOJIb
IPOJIIOCEPa € POJIBIO FeMAN3aiiHepa U MPUBEANUTE IPUMEP YCIELIHOIO POIIOCUPOBAHMSL.

5. Ilepeuncnure KiIrOYEBBIE ACHEKThl, HAa KOTOpPBIE HY)XHO OOpaTUTh BHUMAaHHUE IpU
pa3paboTKe MEHIO ISl KOMIbIOTEpHOM Urpbl. OOOCHYHTE MX BaXXHOCTb M MPUBEIUTE IPUMEP
IJIOXOI0 U XOPOLIET0 MEHIO U3 UTp.

6. OnuiuTe UCTOPUIO Pa3BUTHUS KOMIBIOTEPHBIX HIp. Belnenurte kitoueBble 3Tambl U
00BSACHUTE, KaK TEXHOJIOTMYECKUH IPOTPECC MOBJIMSII Ha BOJIIOLIUIO KaHPOB.

7. OObsacHUTE 3a7auyy AM3aiiHepa 3ByKa B pa3paboTKe KOMIIbIOTEpHBbIX urp. IIpuennte
IPUMEPBHI, KaK 3BYK BIIHSIET HA immersion, U MPOaHAIH3UPYHTE €ro poJib B KOHKPETHOM UTPeE.

8. [Ilepeuncnure 3Tambl CO3AaHUSA KOMIBIOTEPHBIX UIp € (POKYCOM Ha 3Tal TBOPYECTBA.
OObsicHUTE, TOYEMY TBOPYECKHI 3Tall Ba)K€H, U NPHUBEAUTE MPUMEP KPEaTUBHOIO IMOAX0J]a B
W3BECTHOM UTPE.

9. Onwumwute 3anauy PR-menemkepa B pa3paboTke KOMIbIOTEpHBIX Urp. CpaBHHUTE €0 POJb
C MapKeTOJIOrOM U IpUBEUTE IpuMep ycnemHoi PR-kammnanum.

10. Ilepeuncnure acmeKThl, Ha KOTOpbIE HYXHO OOpaTWTh BHHUMAaHHE TPH pPa3pabOTKe
HepcoHaxa Uil KOMIbIOTEPHOH Hrpbl. OOOCHYHTE MX M IMpHUBEIUTE MPUMEPbl U3 WIp, TIe
NEPCOHAXXU CTAIU UKOHAMHU.

11. Ilepeuncnure OCHOBHBIE UTPOBBIE KaHPBI KOMIBIOTEPHBIX Urp. Knaccuduuupyiire ux u
O00BSCHUTE pa3IUUUs MEXAY IBYMs KaHpaMU C IPUMEpPaMH.

12. OOmwscHUTE 3a7auy XyI0KHUKA B pa3pabOTKe KOMIbIOTEPHBIX Urp. [IpuBennTte npumepsl
CTHJIEH UCKYCCTBA B UIPax U MPOAHATU3ZUPYHTE UX BIUSHUE HAa aTMOchepy.

13. Ilepeuncnure 3Tambl CO3AAHUS KOMIIBIOTEPHBIX UIP C aKIEHTOM Ha 3Tall H3/JaHus.
OObsicHUTE BBI30BBI ATOTO ATana U MPUBEAUTE IPUMEP YCHEIIHOTO U3JaHUsl.

14. Onummre 3agayy cTpuMepa B pa3paboTke KOMMBIOTEpHBIX UTp. OOOCHYyiiTe, mouemy
CTpUMEPHI BaXKHBI JUTSI TPOABIIKEHHUS, U TIPUBEINUTE MIPHMEP BIUSHUS CTPUMHUHTA HA TTPOIAXKH.

15. Onummmre Bo3moxkHOocTH miatgopmbl Raycasting Game Maker. IlpuBeaure mnpumep
IIPOEKTa, CO3/IaHHOTO Ha HEH, U 00BSICHUTE IMPENMYIIECTBA JJIsl HAUWHAIOLIUX pa3paboTUYHUKOB.

16. OOmwscHuTe pa3zpaboTKy KOMIBIOTEPHBIX UT'P C TOMOIIBIO TOTOBBIX PECYPCOB M IIA0JIOHOB.
[Tpoananu3upyiiTe MIOCH 1 MUHYCHI 3TOTO MOAX0a ¢ mpuMepamu u3 Asset Store.

17. OOwscuute 3anauy aAu3aiiHepa YpoBHEM M KapT B pa3pabOTKe KOMIIBIOTEPHBIX HIP.
[IpuBeauTe npuMeEp YpOBHS U3 U3BECTHOM UIPHI U TPOAHAIIU3UPYHTE €r0 JU3ANH.

18. Ilepeuncnure 3Tanbl CO3JaHUS KOMIBIOTEPHBIX UTP ¢ (OKYCOM Ha 3TaIl IPOSKTUPOBAHUSI.
CpaBHUTE 3TOT 3Tall C 3TAallOM TBOPUYECTBA U OOBSICHUTE UX B3aUMOCBSI3b.

19. Onumure 3amauy PR-MeHemxkepa B pa3paboTke KOMIbIOTEpHBIX Urp. [IpuBenute mpumep
PR-cTpaTernn u 0ObsICHUTE €€ BIMSIHUE HA ayTUTOPHUIO.

20. Ilepeuncnure acmekThl, HA KOTOPbIE HY>KHO OOpaTUTh BHUMaHHE MpU pa3pabOTKe MEHIO
JUTSL KOMITbIOTEpHOM Urpbl. OGOCHYITEe X U PUBEAUTE MPUMEPHI U3 MOOMIBbHBIX U PC-urp.

21. OObscHuTEe BHYTpeHHIOIO apxuTekTypy Editor-ckpuntoB Unity (KU3HEHHBIH IHMKI
OnEnable/OnDisable/OnlnspectorGUI/OnSceneGUI,  pabGota ¢ SerializedObject  u
SerializedProperty). [lpoananu3upyiite aHTUIIATTEPHBI, PUBOAAIINE K memory leak u mageHuro
IPOM3BOIUTENBLHOCTH B KPYITHBIX MPOEKTaX, C IPUMEPAMH.



22. OnumuTe B3aMMOCBs3b OKOH Scene, Game u Inspector B Unity. OObsicHUTE, KaK OHHU
B3aUMO/JICHCTBYIOT, U IIPUBEANUTE NPUMED CLIEHAPUs, I1€ ITO KPUTUYHO.

23. Tlpoananusupyiite, Ha CKOJIBKO TporieHTOB (¢ 3amepamu Deep Profile) Burst Compiler +
Jobs System + ECS cokpamator pacxox CPU no cpaBHeHuIO ¢ Kiaaccuueckumu MonoBehaviour
Update() B peasibHBIX KOMMEpYECKHX IpoekTax. [IpuBeaure mpuMepsl U3 MPOEKTOB.

24. CpaBHMTE KJIaCCMUECKUH WIPOBOM LHUKI C LMKIOM B MOOMIBHBIX urpax. OObsicHUTE
pa3IuYMs U MPUBEANUTE IPUMEPHI aIalTalluu 7151 MOOUJIBHBIX YCTPOMCTB.

25. O0bsacauTe Bocmpustue mpoctpanctBa B 2D m 3D ¢ TOYKM 3peHHs KOTHUTHBHOM
ncuxosnorun. [IpuBeaure npuMepsl U3 UTP U MPOAHATUIUPYUTE BIMSIHUE HA UTPOKA.

26. Onumute, kak kpynHble cryauu (Ubisoft AnvilNext, EA Frostbite, CD Projekt RED
REDengine Tools) opranusytot pipeline BHyTpeHHUX KACTOMHBIX HHCTPYMEHTOB PEAAaKTOpa JJist
komann S50-300 wuyenoBek, Bkiarowas version control, hot-reload, kondurypamuu u
cuHXpoHmu3auio. [Ipoananusupyiite mpenMyIecTna.

27. Tlpoananusupyite, Kak paznuuaercs Bocrpustue affordance u spatial presence B 2D- u
3D-urpax corimacHO COBPEMEHHBIM HCCIICOBAHUSAM KOTHHUTUBHOW mcuxojoruu. OOBsiCHHUTE
nocneactsus s level design ¢ mpumepamu.

28. OO®bscHUTE, MoUyeMy Bo3HHKaeT cybersickness B VR u o0prunbIX 3D-urpax, u Kaxk 310
cBs3aHo ¢ vestibular mismatch, vection u field of view. [IpuBenuTe ccbulku Ha HAy4YHBIE CTaTbU U
NPOAHATN3UPYHTE TPOPHUIAKTHKY.

29. Ilepeuncnute HaydyHO 0OOCHOBaHHBIE accessibility-pemenus, moMoramIue UrpokaM co
ciaboit crtocoOHOCTHIO K mental rotation opuenTHpoBatbes B 3D-npoctpancTe. OOBSICHUTE UX U
HPUBEUTE IPUMEPHI U3 UTP.

30. OObscHUTE poib ACUCTBHI HTpoKa (Actions) B pa3paboTke urp. [IpuBeaure mpumeps! u3
Unity Input System u npoananusupyite UxX BIUSIHUE HA TeHMILIEH.

31. Onmmmre kacrommu3anuio naTepdeiica penakropa Unity. [IpuBeanre npumepsl CKPUITOB
JUIS KaCTOMU3AIUK U 00bsCHUTE MpeumyniecTsa ais workflow.

32. Cpasuute ¢usuxy Unity vs Havok vs PhysX. [Ipoanamusupyiite cuibHbIE U cia0bie
CTOPOHBI KaXJI0M ¢ MpUMepamMH U3 Urp.

33. O0Obsacuute, mouemy B pixel-perfect 2D-mnardopmepax (Celeste, Dead Cells, Cuphead)
HOJTHOCTBIO OTKa3bIBatoTCs OT BcTpoeHHoW 2D Physics Unity. [IpuBenuTe anbTepHATUBBI U
IIPOAHAIN3UPYHTE IPUYHHBI.

34. Ilpoananusupyiite, Korma peakTHBHOe HporpamMmmupoBanHue B Unity mnepectaér ObITh
OTIpaB/IaHHBIM M CTAaHOBHUTCS over-engineering. [IpuBenuTe mpuMepsl KoJia U CIICHAPHH.

35. [lepeuncnure peanpHble OMMOKM KOMMWIIUMU M myOnukauuu B Unity (ocoOeHHO
Android). O0BsiICHUTE IPUYUHBI U CITOCOOBI UCIIPABIIEHUS C IPUMEPAMHU.

36. CpaBHUTE MOKAJIpOBYIO, CKEJIETHYIO U TMpoLeAypHyr aHumanuio. OObsicHUTE
NpUMEHEHHE KaXKIOW U TIPUBEINTE IPHUMEPHI U3 UTD.

37. O0ObscHuTe, kak paborator mesh deformation u runtime IK 8 2D skeletal animation (Spine,
DragonBones, Unity 2D Animation Package). [IpuBenute npruMepbl HHTETPAIIHH.

38. Omummmmte, kak Animation Rigging Package u Final IK wunrterpupyrorcs ¢ Animator
Controller. ITpoananusupyiite ux CPU-cost ¢ 3amepami.

39. O6bsacuute poias Motion Capture B coBpeMeHHbIX urpax. [Ipusenure nmpumepst u3 AAA-
MPOEKTOB U MPOAHATN3UPYHTE MTPEUMYIIECTBA.

40. CpaBuute npoctpancTBeHHbIH 3ByK B Unity u Unreal Engine. O0bscHuTE peanuzanuu u
MpUBEINUTE IPUMEPHI BIUSHUS HAa Immersion.

41. TlpoaHanu3upyiiTe BIMSHUE aJalTUBHOW MY3bIKM Ha HMrpoBod mpouecc. IlpuBeaure
MPUMEPHI U3 UTP U OOBACHUTE NMCUXOJIOTUUYECKHI 2D PEeKT.

42. O6bacuute poab Global Illumination B peanuctuunoii rpaduke. [IpuBeanure npumeps! u3
JIBI)KKOB U TMIPOAHATN3UPYITE TPOU3BOIUTEILHOCTb.

43. OObacHUTE, KaK MOPSAIO0K BEIOIHEHUs TocT-3¢dexToB 1 dependency graph nomator GPU
command buffer. [Ipoananu3upyiiTe cnocoObl ONTUMU3AIUHN C IPUMEPAMH.



44, Tlepeuncnute 3a1a4d, TPeOYIOLIHE MOJTHOCTbIO KAacTOMHOM ¢(u3uku. OOOCHYiHTE HX U
IPUBEUTE IPUMEPBI U3 UTP.

45. Onumute noiHyto compatibility matrix Gradle/AGP/NDK/JDK npu nepexone ¢ Unity
2022 LTS na Unity 6. Ilepeuncnaure Tom-10 cambix yacthix omuOok 2024-2025 romoB u
O0O0BSCHUTE UX.

46. OOBsicHUTEe, Kak paboraer retargeting mocap-gaHHbIX ¢ humanoid Ha generic purwy.
[Tpoananmu3upyiite bone mapping errors u criocoObI HCTIPABICHHMS.

47. Cpasuute real-time ray-traced audio (NVIDIA VRWorks Audio, Project Acoustics) ¢
Ki1accuueckumu attenuation models. O0wsicHUTE pa3nUyus U IPESUMYIIECTBA.

48. OnuiuTe MHOIOAKTHYIO CTPYKTYpy U HEJIMHEHHbI HappatuB B urpax. IlpuBeaute
IPUMEPBI U IPOAHATIM3UPYNUTE BIUSHUE HA BOBJICUCHHOCTD.

49. OObsacuuTe, Kak peanusoBan «butterfly effect» B Detroit: Become Human u The Witcher
3. [Ipoananu3upyiiTe TEXHUYIECKHUE CIONKHOCTH JJISI SAVE-CUCTEMBI.

50. O0bsacuute, mnouemy ray-tracing GI Tpebyer denoising (SVGF, ReSTIR).
[Tpoananu3upyiite BIMSHUE HA TPOU3BOIUTEIHHOCTD C TIPUMEPAMH.

51. Tlpoananusupyiite post-processing u ero BIMSHUE HA MPOM3BOAUTENBHOCTD. [IpuBeaute
npuMepsl ontuMuzauu B Unity.

52. O0wsacuuTe, uto Takoe adversarial exploits u reward hacking B RL-arenTtax.
[Tpoananusupyiite crnocoObl MPeIOTBPALEHUS C IPUMEPAMHU.

53. CpaBHuTe BO3MOKHOCTU afgantuBHOW My3bikd B FMOD Studio u Wwise nipu pabote ¢
Unity u Unreal Engine. OGocHyi#iTe MpenmymiecTBa Kaxk10M.

54. OowsicuuTe, kak TpedoBanus Google Play (150 MB numur, 64-bit, App Bundle, Play Asset
Delivery) m3meHmIu apxXurekTypy MOOWIBHBIX mTpoekToB Ha Unity. IlpuBenurte mnpumeps
aJlanTaluu.

55. Tlpoananmsupyiite konduukTel Addressables u Google Play Asset Delivery mpu split
binaries u on-demand 3arpy3ke. OObsICHUTE PEIICHUSI.

56. Tlepeuncnure Mmetoabl cxkartus Mmocap-manubix (PCA, spline reduction, animation
compression settings). IIpoananu3upyiite, Kak OHH SKOHOMST MamsiTh B AA A-IpOeKTax.

57. Ipoananusupyiite Biausaue Ha CPU/GPU akyctudeckoil cuUMynsiiuv OOJIBIIOTO
otkpeiToro Mupa B Unreal Engine 5 no cpaBuenuto ¢ Unity HDRP. [Ipusenute 3amepsbl.

58. Cpasnure peanmszanuto ambisonics u binaural rendering B Unity u Unreal Ha MOOMIIBHBIX
u VR-ycrpoiictBax. OOBsICHUTE pa3inyusl.

59. OOmwsacHuTe, moyemy n3mMeHenus B Play Mode He Bceryia KOppeKTHO MIPUMEHSIFOTCS Yepe3
Apply All / Revert All. IIpoananusupyiite, Kak 3T0O pa3pyllaeT LENouyKky 3aBucuMocteil Prefab
Instance u Prefab Variant.

60. O0Owsicuute, kak skill-based matchmaking u perceived fairness B MynpTHIUICEpE
YCWJIMBAIOT OLIYLIEHUE 3HAYNMOCTH JAeHCTBUN Urpoka. [Ipusennre mpumeps! U3 urp.

61. CpaBHHTE BO3MOXKHOCTH aganTuBHOM My3bikn B FMOD Studio u Wwise npu pabore ¢
Unity u Unreal Engine. [Ipoananusupyiite nuHTErpanuio.

62. CpaBHHTE BO3MOKHOCTH ananTuBHOM My3bikn B FMOD Studio u Wwise nipu pabote ¢
Unity u Unreal Engine. O6ocHyiite Bb160p 11151 AAA-TIPOEKTOB.

63. CpaBHHTE BO3MOXXHOCTH aganTuBHOM My3bikn B FMOD Studio u Wwise npu pabore ¢
Unity u Unreal Engine. [IpuBeaute npumepsl COOBITHIA.

64. OObscHuTe, moueMy ray-tracing TpeOyer denoising GI (SVGF, ReSTIR).
[Tpoananu3upyiite BIUSHUE Ha IPOU3BOIUTEIHLHOCTD B PEATbHBIX CIIEHAPHSIX.

65. OnuiuTe MHOTOAKTHYIO CTPYKTYPY M HelIMHEHHBIH HappaTuB. [IpuBenute npumMepsl us3
UTp 1 OOBSICHUTE TN3aliH-BBI30BBI.

66. OOBsCHUTE TOPAJOK BBIMOJHEHHS MOCT-3PPEKTOB U rpaduK  3aBUCHUMOCTH.
[Tpoananmusupyiite, kak GPU Hapymaet Oydep KoMaHd, ¥ CIOCOObI ONITUMHU3ALINH.

67. CpaBnHute npoctpancTBeHHbIH 3ByK B Unity u Unreal Engine. O0bsicHUTE HHCTPYMEHTHI U
HPUBEIUTE IPUMEPBHI.



68. Ilpoananusupyiite BiMsHUE THOKOH My3bIKM Ha uUrpoBoi mpouecc. IlpuBeaure
IICUXOJIOTHYECKUE 0OOCHOBAHUS U IPUMEPHI.

69. OOBsicHUTE POJIb ITIOOATBHOTO OCBEIICHHS B PEATUCTUUHON rpaduke. CpaBHUTE TEXHUKU
U IPUBEIUTE PUMEPBHI.

70. OO®bsacHuTe, Kak padoraer nedopmanus cetku u runtime IK B 2D-anumanum ckesnera
(Spine, DragonBones, Unity 2D Animation Package). [IpuBeauTe KOA-IPHUMEPHI.

71. Omummre uuTerpanuo Animation Rigging Package u Final 1K ¢ Animator Controller.
[Ipoananusupyiite ux CPU-cost.

72. O6bsacuute poab Motion Capture B coBpeMeHHBIX Urpax. [IpuBenuTe npuMeps! CTyauid U
IPOAHATIU3UPYHTE CTOUMOCTb.

73. OObsicuute, moyemy 2D Physics Unity orBepraercs B pixel-perfect 2D-mnardopmepax
(Celeste, Dead Cells, Cuphead). IIpuBeaute anbTepHaTHUBBI.

74. Tlpoananu3upyiite, KOrja peakTHBHOE NHporpamMmupoBanue B Unity CTaHOBHUTCS Over-
engineering. OO0CHYyiiTe ¢ mpuMepamH.

75. Tlepeuncnure akTudeckre OMMOKK KOMIMISAIMHM M mmyonukamuu B Unity (0cOOEHHO
Android). O0BsiICHUTE UCTIPABICHHUS.

76. CpaBHHTE KaJpOBYIO, CKEJETHYIO M NPOLEAypHYIO aHuMmanuio. [IpuBemure npumeps
HIPUMEHEHHUS.

77. O0bsicHuTe ponb nedcTBuii urpoka (Actions). IIpoanHammsupyiiTe B KOHTEKCTE input
systems.

78. OnwumuTe HacTpOiKy nHTepdeiica penakropa Unity. IIpuBeanTte mpruMepbl KACTOMHU3AIHH.

79. Cpasuure ¢pusuxy Unity vs Havok vs PhysX. O6ocHyiiTe BEIOOD [IJ1s1 pa3HBIX KaHPOB.

80. Ilpoanamusupyiite pasnmuus affordance wu spatial presence B 2D u 3D-mrpax mo
KOrHUTHUBHOM nicuxonoruu. O0wsacuute nocnenctsus s level design.

81. OOwsacuute mpuuunbl cybersickness B VR u 3D-urpax, cBsa3p c vestibular mismatch,
vection u field of view. IlpuBeauTe ccbUIKM Ha CTAaThH.

82. CpaBHHTE KIaCCHYECKUN UTPOBOM UK U IIUKJI MOOMIIBHBIX UTP. OOBSICHUTE aJanTaIim.

83. OObscHuTe BocmpusaTHe npoctpaHcTBa B 2D m 3D ¢ TOukM 3peHHMS KOTHUTHBHOMN
ncuxonorun. [IpuBeanuTe mpumepsl.

84. OnwuumTe OpraHU3aIMi0 BHYTPEHHUX HHCTpyMeHTOB B ctyausix (Ubisoft AnvilNext, EA
Frostbite, CD Projekt RED). Ilpoananusupyiite pipeline.

85. OOmsacuute apxutekTypy ckpuntoB Unity Editor (xusHenHnslii nuki, SerializedObject).
[Tpoananusupyiite anTunaTTepHbl memory leak.

86. OObscHUTE poJdb Mpojrocepa B pa3paborke urp. [IpuBenute mpumep U CpaBHUTE C
JIPYTUMH POJISIMH.

87. Ilepeuncnure acrekTsbl pa3paboTku MeHo Uurp. OOOCHyTEe U IPUBETUTE IPUMEPBI.

88. Ilepeuncnure UrpoBbie xaHpbl. Kilaccuuuupyiite u 00bSICHUTE ¢ IPUMEPaMH.

89. OOBscHUTE pOsb XYA0XKHHUKA B CO3/1aHUM UTp. [IpuBenTe CTUIIN U BIUSHHE.

90. INepeuncnure 3Tansl myomukanuu urp. OOBSICHUTE BBI3OBBI C IIPUMEPAMH.

91. OOBsacHUTE (HPYHKIMIO CTpUMEpa B co3gaHuu urp. [Ipuseaure npumep BIUSHUSA.

92. Omummute Bo3MoxHOCTH Raycasting Game Maker. [IpuBenuTe mpoeKT-ipuMep.

93. OOBscHUTE pa3pabOTKy UTP ¢ TOTOBBIMHU pecypcamu. [Ipoananu3upyiTe mirochl/MUHYCHI.

94. OOwsicHUTE poIb qU3aitHepa ypoBHEH. [IpuBenuTe aHan3 ypOBHSI.

95. Ilepeuncnute 3Tanbl IPOSKTUPOBaHUS UTP. OOBICHUTE BaXKHOCTD.

96. OOwscaute poib PR-mMenemxepa. [IpuBenute cTpaTernto-npumep.

97. TlepeuucnuTte acnekTsl MeHIO. OOOCHYITE ¢ TpUMEpaMHu.

98. OmnpenenuTe KOMIBIOTEPHYIO UTPY. [IpuBeaNTE IPUMEPHI.

99. OO6wscHuTe ponb reiiMausaiinepa. Ilpuseaure npumep.

100. ITepeuncnute sTams npoeKTUpoBaHUs Urp. IIpoaHaTN3UpPyiTe B3aMMOCBS3HY.



