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OcCHOBbI NMporpamMmmmpoBaHna Ha brronprHTax



LLENTN U UTOMU NEKLUN

Goals

Llenn aton nekuymn

[TlpoaeMOHCTPMpPOBaTh Kak co3faBaTbh NMePEMEHHbIE U
MEHSATb X CBOUCTBA

[TokasaTb, Kak nCcnonb3oBaTb apuPMETNYHECKNE,
POACTBEHHbIE U JTOFMYECKNE ornepaTopbl

[TokazaTb PYyHKUMN, MONb30BaTENLCKME COObITUS,
MaKpOoChbl N NX OTNINYNSA

[TlokazaTb NOTOK Nporpammbl

Outcomes

K KOHLY 3TOW NeKLUN Bbl CMOXXETE

CospaBaTb NepeMEHHbIE, NCMNOMb3Yys NPaBUbHbIV TUM
019 KaXKOown cuTtyaumm

CospaBaTb Bblpa>KeHUsA C MOMOLLbIO ornepaToposB

[ToHMMaTb, Korga ncnonb3oBaTb PYHKUWN,
HacTpanBaeMble COObITUA NN MaKPOCHhI

Ilcnonb3oBaTb HEKOTOPbIE 6A30BbIE HOABI, KOTOPbIE
YNPaBAsAOT XOA0M MporpamMmmbl




[TEPEMEHHDIE



CO3AAHUE NEPEMEHHDbIX

NMepemeHHble NCNoNb3YyITCA ONA XPaHEeHNS 3HAYEeHNI
N CBOMNCTB B BrtonpuHTax, KoTopble MOXXHO N3MEHATH
BO BPEMS BbINOSIHEHUS UTPbI. [1lepeMeHHble MOoryT ObITb
Pa3HbIX TUMOB.

YT10ObI cO30aTb NepeEMEHHYI0, MePEKITIIYNTECH HA
naHenbs My Blueprint B pegaktope Blueprint Editor u

HaXXMUTE KHOMKY “+” B Kateropuun Variables.

M My Blueprint
<+ Add New ~

4Graphs

4 = EventGraph
© Event BeginPlay
 Event ActorBeginOverlap
€ Event Tick

4 Functions

*r ConstructionScript

Macros

4dVariables

4 Components
DefaultSceneRoot

Event Dispatchers




TUNbl AAHHbIX
NEPEMEHHbIX

Huxe npenctaB/ieHbl OCHOBHbIE TUIMNbI NEepPeEMEHHbIX:

Boolean: MoXeT cogep>kaTb TOJIbKO 3HAYEHNE
«NICTUHA» NN «JTOXKb».

Integer: VicnonbayeTtca ona xpaHeHus
LeNOYNCNEHHbIX 3HA4YEHUN.

Float: Vicnonb3yeTtca ona XxpaHeHns OeCATUYHbIX
3HaA4YEeHUMN.

String / Text: icnonb3yeTca onsa XxpaHeHNs TEKCTA.
[lepemeHHaa Text npegnoyTuTenbHee, NOCKOMNbKY
OHa nopaepXXnBaeT nokanmsauuto.

Vector: Cogep>XnT 3Ha4yeHnsa ¢ nnasaroLLen 3ansaToun
X, YncZ.

Transform: Vicnonb3yetca ona xpaHeHus
MECTOMONOXKEHNA, MOBOPOTa U MacLuTada.

Boolean
Byte
= Integer
= Foat
= Name
String
w Text
w Vector
w Rotator
= Transform
[ Structure
> Interface
> Object Types
> Enum




T Details

Search

O
i
.

4 Variable

Variable Name PlayerScore

I
l

Variable Type @@ Integer

Instance Editable

Blueprint Read Only
NMAHEJIb DETAILS Tooltip

Expose on Spawn

Private
Kor,u,a rnepemMeHHasd Bbl6paHa, ee CBONNCTBaAa

oTtobpaxkatotca Ha naHenn Details. 3gecb MOXXHO
N3MEHNTb UMS N TUM NEPEMEHHOWN. Category

Expose to Cinematics

Y - Slider Range
[pyrue ceonctea Ha naHenn Details BkntoyaroT I0eT nang

cnepgyroulee. Value Range

Bitmask
e |[nstance Editable: Ecnun 3Ta rano4yka nocrtaBneHa,

nepemMeHHas MOXKET ObITb NBMEHEHA B 3K3eMMApax,
KOTOpble HaxoasTcAa Ha YPOBHE. Replication

e Blueprint Read Only: Ecnn otme4deHo, nepemeHHas
HE MOXXET ObITb N3MEHEHA HOOaMn bntonpuHTa.

 Tooltip: Cooep>xuT nHdopmauuno, oTobpa’kaemyto
Npwv HaBegeHUn Kypcopa Ha NeEPEMEHHYIO..
e Expose on Spawn: Ecnu ata rasnoyka rnocrtasfieHa,

nepemMeHHasa MOXET ObITb YCTAaHOB/IEHA MNPW CMaBHEe
bnonpuHTa.

Bitmask Enum

Replication Condition

4 Default Value

B TRl LI
|

Player Score




MACCMUB, HABOP U KAPTA

CeouncTteo Variable Type BKto4aeT KHOMKY, KOTOpas
Ncnonb3yeTcs ansa npeobpasoBaHUA NEPEMEHHON B
KOHTEeUuHep.

B KOHTENHEPE MOXKET XPaHUTbCS HECKOJIbKO
3/1IeMeHTOB ogHOro Tuna. Hmke nepe4vmcneHbl TUMbI
[OOCTYMHbIX KOHTENHEPOB.

e Array: YNnopsifo4€HHbIN CMMCOK 3HAYEHNW, OOCTYM K
KOTOPbIM OCYLLECTBAETCS C MOMOLLbIO 3HAYEHUNS
NHOeKca.

e Set: Heynopsgo4deHHbI HABOP 3HAYEHUN.
[ToBTOPSIOLWMECHA 3HAYEHNSA HE JOMNYCKAKOTCS.

e Map: Cnncok, B KOTOPOM A/1a onpeneneHnsa KaxXxaou
3anncm NCNosib3yeTcs napa "Kno4y-3HayvyeHue".
[TloBTOpSAOLLUMECS NMapbl "KoY-3HAYeHNE" He
OOMyCKaloTCH.

1 Details

Search
FRVETeEL

Variable Name
Variable Type
Instance Editable
Blueprint Read Only
Tooltip
Expose on Spawn
Private

Expose to Cinematics

ContainerVariable




TETTEPbI U CETTEPDI

Korga nepemeHHas nepetackmnsaetcsi B Event Graph,
NOSABNAETCA KOHTEKCTHOE MEHIO C onumamMmmn «llonyunTb»
(Get) n «<YcTaHOoBUTL> (Set) .

Get HoObl NCNONL3YIOTCA ANA YTEHUA 3HAYEHUS
NepeMeHHOMN.

Set HOObI NCNONBL3YKOTCA ANA XPaHEHNS HOBOIO
3Ha4YeHNs B NEPEMEHHOWN.

ECTb NonesHble ropsyme Knasuim g co3gaHus Hoa
Get n Set. HTobbl cosgaTtb Hogy Get, HaXxXMuTE
knasuwy Ctrl npn nepetacknBaHum nepemeHHon. Hoga
Set co3paeTtca ¢ nomowbto kKnasmwumn Alt.

Boolean Var

/

Integer Var |

/ —

Float Var O

/

Text Var

/

Transform Var

D

D

Boolean Var D

SET

. Text Var [j -

SET

Transform Var




OIMNEPATOPDI



APNOMETUYHECKUE
OIMNMEPATOPDI

ApudmeTundyeckune onepartopsl ( +, =, *, /) moryT
MCNOJSIb30BAaTbCS A1 cCO3JaHNA MaTeMaTUYECKMX
Bblpa>keHnn B bnonpuHTax.

Ha nsobpakeHnn cripaBa rnokasaHo npocToe
Bbipa)keHune, Kotopoe aobaBndaeTt 3HadeHne «590» K
TEKYLLEN NePEMEHHON Score, a 3aTeM yCTaHaB/NBaET
HOBOE BblYNCIEHHOE 3HAYEHNE B NepeMeHHON Score.

OnepaTop «+» NMosiy4aeT ABa BXOOHbIX 3HA4YEHNA crneBa
N QaeT pesynbraTt onepaunn cnpasa. HTobbl
ncnonb3oBaTb 6osee ABYX BXOAHbIX 3HAYEHW, MPOCTO
Ha>KMuTe Ha onuuto Add pin.

BxogHble 3Ha4eHns1 MOryT ObiTb BBEAEHbDI
HENOCPEeACTBEHHO B HOAb! NN MOTYT ObITb MOMYYEHbI
N3 NepeMEHHbIX.

Other Actor

¢ Event ActorBeginOverlap

—» SET

&' Score

b,

]




OIMNMEPATOPDI
COOTHOLUEHUA

OnepaTtopbl COOTHOLUEHUSA BbIMNOMTHNUTL CPaBHEHME
OBYX 3HAYEHUN 1N BEPHYTb Jlornvyeckoe 3HadveHune (“true’
or “false”) B pesynbraTe cpaBHEHUS.

Ha nsobpa)xeHnn cnpasa nokasaHbl onepaTtopsl

COOTHOLLUEHNS 1 NpUMeEpP ncnonb3oBaHnsa Hoabl Branch.

B KOHUE nrpbl TEKYLLMN CHET UrpoKa (nepemMeHHas
Score) cpaBHMBAETCS C HAVBbICLUUM
3aperncTpupoBaHHbIiM cHeToM Urpbl (nepemeHHas High
Score). Ecnu pesynestaT nrpoka Bbllle, 3Ha4€HNE
nepemeHHon Score 6yOeT COXpaHEHO B NePEMEHHON
High Score.

I

Score @

/

High Score @

e

True i

Condition False D

' ."'

Score @

]
!

]
|

SET

@ High Score

>

i ]




NIOMYECKUE OMNEPATOPBI Qw0 R

() Addpin +

Jlornyeckue onepaTtopbl BbIMOAHAIOT orepawuto
MeXAy NOrmM4yecKnMm 3Ha4eHnamMn 1 Bo3BpallaroT

norunyeckoe sHaveHue(“true” or “false”) B pesynsrarte {<C Branch (3 RunAway
onepaunn. OCHOBHbIE NOrnM4YeckKne onepaTopsbl & Tuep — Ppin  OutD
cnegywwimne. [ ——————— T ——————— Condition False [

Low Ammunition ANID
 OR: BosBpaluaet 3HayeHue «true», ecnu noboe 13 AND

Add pin

/

BXOHbIX 3HA4YEHUN «true». Player Is Near

e AND: BosBpallaeTt 3Ha4yeHne «true», TONbKO ecnu
BCE BXOOHble 3HAYEHUS PaBHbI «true».

e NOT: lNonyyaeT ToNbKO OAHO BXOOHOE 3HAYEHNE, U
pesynstatomMm 6ynet obpaTtHoe 3HAYEHNE.

[lpnmep cnpaBa MMUTUPYET MPOCTOE PeLUeHne
NPOTMBHMKA B Urpe. Ecnn y Bpara mano 6oenpunacos
(nepemeHHaa Low Ammunition) 1 Mrpok HaxoguUTCS
nobnmnsocTtun (nepemeHHasa Player Is Near), To Bpar
peLlaeT yoexkarb.



OYHKLUUN, COBbITNA N MAKPOCDI



OYHKLUUN

PyYyHKLMN NO3BONIAIOT cobpaTb B 0O4HOM MeCTe Habop
OENCTBUN, BbINOSHAEMbIX B Pa3/INYHbIX YacTaX
bnionpuHTa, O0Nia ynpoLleHns opraHu3aunn v
obcny>XnBaHusA cKpunTa.

OyHKUMKM MOryT ObITb Bbi3BaHbl N3 gpyrux bnonpnHToB
N NO3BONAIOT NCNOJIb30BaTh NapaMeTpbl BBOAA U
BbiBOAA.

Y106bI co3gaTb dyHKUMK, NnepengnTe Ha naHens My
Blueprint B pegaktope bntonpuHTOB U LWENKHUTE
CUMBON «+» B KaTeropumn «Functions».

M My Blueprint

+Add New - ESTEIINNN ©) © -

4Graphs

4 = EventGraph
€ Event BeginPlay

© Event ActorBeginOverlap

& Event Tick
4 Functions
* 1 ConstructionScript

Macros

4Variables

4 Components
DefaultSceneRoot

Event Dispatchers

Override «

+

o Funstiun




T Details

4 Graph

Description
Category
Keywords

Compact Node Title

¢yH KuMM: Access Specifier

Pure

BXOAbl N BbiXOA4bl cal In it
4 |nputs
BxoaHble napamMmeTpbl - 3TO 3HAYEHWS, KOTOpPbIE > _ u n %

MOXXHO nepeaatb B MyHKLMIO.
4 Qutputs +

Newscore  Jaminteger <Rl | v JEY

BbixogHble napamMeTpbl - 3TO 3HA4YEHUs, KOTOPbIE
MOryT ObITb BO3BpaLleHbl PYHKLMEWN.

YT106bLI gOOaBUTL NapaMeTpPbl BBOAA UK BbIBOAA,
Bblbepute pyHKUMO Ha naHenn My Blueprint n
ncnonb3ynte naHenb Details.

‘8= Add Score “B= Return Node

Value @ & — @& New Score

Ha n3obpaxkeHunsx crnpasa nokasaHa PyHKUUA C
BXOoAHbIM napamMmeTpom «Value», KoTopbin 4obaBnAeTCcH
K mepemMeHHon Score.

PesynbraT cyMMbl yCTaHaBNMBAETCS B NepeMEHHON
Score, a 3aTeM BO3BpPAaLLAETCS C BbIXOAHbIM
napameTpom ¢ umeHem «New Score».




OYHKLUN:
NTIOKAJIbHbIE MEPEMEHHDIE

OyHKUMY MNO3BONSAKOT UCMOMb30BaTh NOKasibHble
nepemMeHHble, KOTOPble BUOHbI TOMBKO BHYTPU
dyHKUMN. OHM O04eHb 3P EKTUBHLI MPU BbIMOMHEHNN
CJITOXKHbIX PYHKLMW 1 HE CMELLUMBAIOTCS C APYrMMu
nepemMeHHbIMN bntonpuHTa.

YTOoObI co3haTh NIOKaNbHYO NEPEMEHHYIO, ABaXKAbl
LLLENKHUTE MO YHKLUMKN, YTOObI OTPEAaKTUPOBAaTb €€,
3aTemM nocmoTpuTte Ha naHenbs My Blueprint. BHusy
naHenu Bbl HANOETe KaTteroputo ¢ nmeHem Local
Variables c nmeHeM pyHKUNN B KPYIbIX CKOOKaX.
Ha)xmute KHomky «+» B Kateropun Local Variables.

M My Blueprint

=+ Add New ~

> Graphs
> Functions
Macros
[ Variables
Event Dispatchers

4| ocal Variables

= PartialResult




OYHKLUN:
NAPAMETP TARGET

[lapameTp Target aBnaetca o6LmMmM a9 HECKONbKNX
PYyHKUMN 1 YyKa3bIBAET OOBLEKT, KOTOPLIN ByaeT
N3MEHEH MPU BbI30BE (PYHKLW.

3Ha4vyeHne no ymosi4aHuo ans aToro napamerpa -
«self», KoTopoe npencraBnseT cobon crieunarnbHyto
CCbINKY Ha AKTOPp 1nn ak3emMnnsap obbekTa, KOTOpPoOMY
NPUHAONEXUT BbIMNOHAEMbIN CKPUMT.

Ha nsobpa)keHnn cnpasa nokasaHbl pasfinyHble
cnocobbl ncnonb3oBaHns napameTpa Target pyHKUNN
DestroyActor.

____—l.‘ dool-bi-|L
> Event AnyDamage | DestroyActor

Damage O»
Damage Type
Instigated By

Damage Causer

__f DestroyActor

¢ Event ActorBeginOverlap [arge

P — » b,

Other Actor Target

¢ Event ActorOnClicked " { DestroyActor

>t :

Button Pressed

7 —
Target Obj




HACTPAUBAEMDIE
COBbITUSA

Unreal Engine npenocTtaBnsaeT pag npeaonpeneneHHbIX
cobbITU, HO MOXXHO CcO34aBaTb HOBblE OJ1A
ncrnonb3oBaHns B bionpuHTe. 3T cOObITUS MOrYT
ObITb Bbi3BaHbl Kak N3 bAonprHTa, B KOTOPOM OHWU
onpeneneHsbl, Tak N N3 gpyrux bnonpnHToBs.

Y106kl co3gaTtb custom event HaxxmuTe NMKM no
Event Graph pasesepHute kateroputo Add Event un
BblbepuTte “Add Custom Event...”.

All Actions for this Blueprint Context Sensitive |

Select a Component to see available Events & Functions

> Actor
> Add Component
4 Add Event

> Actor

> Collision

> Game

> Mouse Input

> Touch Input

© Event BeginPlay
€ Event Destroyed
© Event End Play
 Event Tick




1

1 Detalls

Ho-

4 Graph Node

Name WelcomeMessage

4 Graph

HACTPAUBAEMbIE COBbITUA:
BXOAHbIE MAPAMETPDI Replicates

Call In Editor .

Not Replicated

Bbibop Hogbl Custom Event nosBonsieT ynpaenaTb eats +
NMMEHEM COBbITUA 1 BXOOAHbIMU NnapameTpammn. CobbITns P

HE VIMEIOT BbIXOOHbIX MapaMeTpoB. M Name  fa®String M PSR4 x

Ha nsobpa)xeHusx cnpasa NokasaHo HacTpanBaeMoe
cobbiTne ¢ nmeHem «WelcomeMessage» ¢ BXOOHbIM
napameTpom «Name».

CobbITe co30acT U Hane4vaTaeT Ha 3KpaHe © WelcomeMessage T
HacTpanBaemMoe COObOLLEHNE, NCMOSb3YS UM, J_ Print String
nepefaHHoe B KayecTBe NapamMeTpa.. el D

In String

Development.Only

~ J Append v
A Welcome | Return Value

B Add pin =




HACTPAUBAEMDIE
COBbITUA: DELEGATES

B npaBom yrny cobbiTua oTobparkaetcs HeEOObLLOW
KpacHbIN KBaapaT, KoTopbin Ha3biBaeTcs delegate. 3T1o
NPOCTO OTChINIKa K coObITUIO. HEKOTOpPbLIE AENCTBUS
nony4yaroT coObITVE B KAYECTBE NapameTpa, U
ncnonb3oBaHne generarta genaeTt 3T0 BO3MOXXHbIM.

Ha nsobpaxxeHun cnpasa generart HacTpanmBaemoro
cobbiTnsa ¢ umeHem «Clock» nogknto4veH K Set Timer c
nomMmoLlbto BXoaHoro koHtakta Event Hoobl Event,
noatomy cobbiTne Clock 6yaeT Bbi3blBATLCA KaXKAYHo

ceKkyHay.

{ Event BeginPlay

Add pin +

Event

O Time (1.0 ]

Looping M

~ { Set Timer by Event

Return Value

D




M My Blueprint

MAKPOCHI A
4Graphs
Npyroi cnocob cobpaTb AeNCTBUA B OOHOM MECTe - > m= EventGraph
“Ccronb3oBaTh Makpochl. Makpoc noxox Ha | :
y P P > Functions
CBEpPHYTbIN rpad Hoa. Bo Bpemsa koMmnnnsaumm
NeNcTBNA MaKpoca PacKpbIBaAKOTCA B TEX MeCTax, rae 4dMacros o+ Macro
MaKpOC MCMOoNb3yeTcs.
'} NewMacro
Makpochbl MOrYT UMETb NapamMeTpPbl BBOAA 1 BbIBOAA, a
TaK>Xe HECKOJbKO BbIBOLOB BbIMNOSIHEHWS BBOOA U > Variables
BbIBOAA.

Event Dispatchers




MAKPOCHI
VS.
COBbITUSA
VS.
OYHKLUN

Makpochbl, HacTpanBaemMble COObITUA 1 PYHKLNN NPENOCTaBNAOT pa3/nyHble
cnocobbl opraHM3aymn cueHapusa. Y Kaxxaoro U3 HUX eCTb CBOU MPenMYyLLECTBA U
HepocTaTKn. IX o6beanHSET TO, YTO BCE OHN UMEIOT BXOOHbIE NapaMeTpPbI.

e MakpocChbl MMEIOT BbIXOAHbIE MNAPaAMETPbI N MOrYT MUMETb MHOIO NyTeun
BblNosHeHns. VIX HeNb3s Bbi3BaTb U3 Apyroro brwonpuHTa.

e CoO6bITUA HE UMEIOT BbIXOAHbIX NapamMeTpoB. IX MOXKHO BbI3blBaTb U3 ApYyrux
BnonpnHTOB N UMETL CCbINKY «aenerat». OHM nogaepxnearoT TanmnamnHbl.

o (DYHKLUUN MOXET BbI3bIBATbCA U3 ApYyrux BAtonpuHTOB N UMETb BbIXOAHbIE
napameTpbl. PYHKUMN HE NOOAEPKUBAIOT CKPbIThIE AENCTBUSA, TaKME KakK
nencteune "3agepxxka» (Delay).



TEYEHUE NPOI'PAMMDI



HOOA BRANCH WL

»
2' Branch / In String @
Hopa Branch ynpaBnseT NnoTOKOM BbIMOSIHEHUS 3 i i

v
EJ'II'OI'IpI/IHTa Ha OCHOBE 3HaA4YEeHNA J1IOTMYECKOIro BXoda Condition False [p

«Condition», KoTOpoe MOXET ObITb «true» nnun «false».

\ f Print String
»

cobbITNE, KOTOPOE BbI3bIBAETCA B KOHLIE Urpbl. Hoga In String [Try again |
Branch ncnonb3yetca gns npoBEPKN TOro, NpeBbILUAET O Do
nn pesynestat «10000». B 3aBucrMMoCTn OT peaynbrata v

Ha nsobpa>xeHun cnpasa eCTb NOMb30BaTeNbCKOE

OyOeT nokasaHo gpyroe cooblLeHune.



HOZA FOR LOOP

Hopa ForLoop BbinosHAeT Habop AencTeunn,
CBs13aHHbIX C BbIXOAHbIM KOHTakToM Loop Body ans
Ka>KJoro nHaekca.

Korga Hopaa ForLoop 3aBepluaeT cBOE€ BbIMOMHEHME,
cpabaTbiBaeT BbiIxogHon KOHTakKT Complete.

CnpaBa Hopga ForLoop ncnonb3yetca ans BbINOSIHEHNS
Hoab! Print String pecatb pas. 3HayeHne BbIXOOQHOIO
KoHTakTa Index Hogbl ForLoop ncnonb3yeTcs B
KadecTBe BXogHoro anisa Hoabl Print String.

Hopa npeobpasoBaHna aBTOMaTU4YECKN CO3OaETCH
PedakTopoOM, Korga LenovmcneHHoe 3HavyeHne
NOAKIOYAETCS K CTPOKOBOMY BXOAY.

{ Event BeginPlay

@& ForlLoop

P — P
(» First Index (l_]

(» Last Index ||

Loop Body P
Index @
Completed [

f Print String

4 >

In String

Development.Only
v




HOOA SEQUENCE

Hopoa Sequence MOXET ncnosib3oBaTbCs A1 MOMOLLY
B opraHusauun gpyrmux gencrteum bnonpuHTos. [pu
cpabaTbiBaHUN TpUrrepa OH BbIMOMHAET BCE HOAbI,
NOOKJTHOYEHHbIE K BbIXOQHbIM KOHTaKTam, B
nocnenoBaTesnibHOM NMopsaKe, TO eCTb BbINOSHAET BCE
nenctensa KoHTakTa Then 0, 3aTem Bce OencTBus
KoHTakTa Then 1 1 Tak ganee.

BbixogHble KOHTaKTbl MOryT ObiTb 4OOABNEHLI C
nomolLlbto onumn Add pin +. HTobbl yoannTtb NnH,
lwenkHuTe ee NNKM 1 Bbibepute napametp Remove
execution pin.

£- Sequence

Then 0 B
Then1 B
Then 2 [

Then 3 [

Add pin <

A

~ f Print String

In String | First |

Development Only
v

~ f Print String

In String | Third |

Deyelopment Only
\ 4

_fPrint String

In String | Second |

Development Only
v




UTOIM'N

B aTon nekunn 661710 MOKa3aHo, Kak
co3faBaTb NMepPeMEHHbIE U KaK
MCNOJSIb30BaTb OrnepaTopbl A4S co3aaHns
BblIpa>kKeHWUI.

bbinn npencTaeBnieHbl PYHKLNN,
NoJsib30BaTeNIbCKNe cobbITUA N MakKpOChI, a
B nekuunmn 6blnn npencTaBneHbl HEKOTOPLIE
6a30Bble HOObIl, KOTOPbLIE YNpaBnsaoT
XOOOM BbIMOMHEHNA NPOrpaMMbil.




