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MS VISUAL C++ KOJJOHYII ®UT'YPAJIAPJBIH MTPOMMOPHUSACBIH CAKTOO MEHEH
TEPE3EJIEPIU TY3YY

OkHa ¢ coxpaHeHHeM nponopuuii purypsl ¢ ucnoas3oBanuem MS Visual C++
Window with saving figure proportions with using MS Visual C++

Annomayusa: baapuvibvizea maanvim 60120HO0MU, a3vipkel 3amanoa 3D-moodendee, anumayus dxcama 00wveKmmepou
BUZYANOAUMBIPYY MAAHULYY potb otinotim. An amu DirectX scana OpenGL undycmpusoa 2D scana 3D-epaguka yuyn sy ken
konoonynean API-unmepgetic 6onyn cananam. Yu 61uemMOyy OYUHOHY 4aA2blIObIPYY, MOOEN006, MAMEPUANLOAPObIH HCAUAULYYCY,
JHcapwik OYIaKmapuvl, Kamepa, U3yaI0aumolpyy, AHUMAYUsl ColsIKmMyy 6ackelumapdoan mypam. Buzoun maxkcam - Komnviomepoux
2papuraoa HeoHokol yu onuemoyy cypommopoy sxcapamyyoa OpenGL Kumenkanaiapvln KOI0OHYyHY Kopcomyy. YoaxvimmoiH
baceimoyy 6eayey APl OpenGL mununun Hecusunoe yu O14OMOYY CYpPOmMMOPOYH HPOSPAMMANAPLIH  HCA3YY YUYH
orcymuaneanovikmat, ous oyn maxanaoa "MS Visual C++ xondonyn gueypanapovin nponopyusacein cakmoo mMeHeH mepesenepou
my3yy" memacvinoaevl cabaxmul kapan ubleabwlz. OUOHOOU 371e MAMEMAMUKAIBIK KyPaioapobl HCana 2eOMempusiiblK MOOe1060
BIKMAIAPbIH MYULYHOYPYN, ap KAHOA Macenenepou u3yaioaumauipyyod 34 MAaaHbIMAl aleopummoepoOut 1eapoambl MEHEH UKe
awsipadvl3. AHOaH coH OdcOHOKOU KoOJy uwmemun kopcemebys. Maxanaoa owonoou sne Kwipewis-Typx "Manac”
VHUBEpCUMEMUHOe UWMETUn YblKKAH JiceKe 6U0e0 cabakmapvl uacbliObIPblIam, JHCAHA 6udeo cabakmapovbl mysyyoecy
MYMKYHUYIYKMOP KOPCOMYNOm. A3bipKbl yuypoa Ou3 KOMRbIOMEPOUK PAQUKAHBIH AleOPUMMOUK HE2U30ePUH Ha2blIObIPSaH
gebcatim ycmyHoo uwmen Hcamaowls.

Annomayusn: 3D moodenuposanue, anumayus u usyanuzayus 06veKmos ouens axchvl. B nacmoswee epems DirectX u
OpenGL sensiromes Haubonee wiupoxo pacnpocmpanennvim API-unmepgeticom ons 2D u 3D-epaghuxu 6 ompaciu. opmuposanue
MPEXMEPHO20 MUPA COCMOUM U3 CeOYIOWUX IMAN08: MOOEIUPOSAHIUe, GePCMKA MAMepuanlos, UCMOYHUKU c8emd, Kamepd,
BU3YANUIAYUSL, AHUMAYUSL.

Lenv smoui cmamvu - nokaszame ucnoavsosanue 6udruomexu OpenGL 015 co30anus npoCmoi mpexmepHoll CyeHvl 6
KomnwviomepHoti gpagure. OcHoHOe HUMANUE YOensemcst 06YUeHUI0 HANUCAHUIO RPO2PAMM OIS MPEXMEPHOT 2PAQUKLU HA OCHOBe
epaguueckozo npoyeccopa ¢ ucnoavzosanuem azvika APl OpenGL.

B osmoii cmamve mot paccmompum ypok «OkHo ¢ coxpanenuem nponopyuii ¢ueypoty ¢ nomowwto Visual C ++. Mot
ONUCKIBACM MAMEMAMUYECKUEe UHCIPYMEHMbL U Memoobl 2e0MempUuiecko20 MOOCIUPOBAHUsL HA UX OCHO8E U BOCHPOU3BOOUM
Haubonee uzgecmuvle AnOPpUMMbl OISl PeuleHus Pa3IudHbIX 3a0ay euzyamuzayuu u oopabomxu uzobpasicenuti. Mol deaumcs
npumepom Kooa. B cmamve maxoice npedcmasnenvi nepcoHANbHbIE OPUSUHATBHBIE BUOCOYPOKU, pa3padomannvie 6
Kuipevizcko Typeykom ynugepcumeme «Manacy, u pacckaswleaemcest 06 onvime co30aHust 6U0eoypoxos. Ml Haxooumcs 6 npoyecce
paspabomxu 6e6-caiima no KOMnLIOmepHoll epaguxe, 20e Mol NOKA3bI6AEM AN2OPUMMUYECKUE OCHOBbL KOMRbIOMEPHOU PAGUKLL.

Annotation: 3D modeling, animation and visualization of the objects is very important. Nowadays DirectX and OpenGL is
the most widely adopted 2D and 3D graphics API in the industry. The formation of a three-dimensional world consists of the
following stages: modeling, imposition of materials, light sources, camera, visualization, animation.

The purpose of this article is to show the use of the OpenGL library to create a simple 3D scene in the computer graphics.
The focus is on teaching how to write GPU based 3D graphics programs using the OpenGL API language.

In this article we will see about the lesson “Window with saving figure proportions using Visual C++. We describe
mathematic tools and methods of geometric modeling based on them and reproduce the best known algorithms for solving various
problems of visualization and image processing. We are sharing the sample code.

The paper also presents personal original video tutorials developed in the Kyrgyz-Turkish University Manas and shares
the experience of video lessons creation. In this article, we share our experience, which will come in useful for each teacher and
students. We are in the process of developing the web site on computer graphics where we show algorithmic basis of computer
graphics.

Ypyummyy co3o0ep: sku onuemoyy oicana yu enuemoyy epaguxa;, mooendeo; OpenGL, eusyamuszayus;, gueypanvin
NPONOPYUACHL; AN2OPUMMOUK NPOSPAMMANAD; BUOCO-CADAKMAD; MYTbIMUMEOUd

Knroueswie cnosa: 2D, 3D komnwvromepras epagura; mooenuposanue, epaguueckas 6ubruomexa OpenGL; euzyanuzayus;
nponopyuu Guaypul, AHUMAYUSL, BUOCO YPOKU, MYTbMUMeOUd

Keywords: 2D, 3D computer graphics; modeling; graphics library OpenGL; visualization; figure proportions; animation;
video lessons; multimedia



Kupumyy

A3BIpKBI 3aMaHja KOMIIBIOTEPAMK I'paduka TapMarslHaa 00bEKTTEPAN BU3YALAAIITHIPYY, aHUMALHs
JKaHa Y4 ©J4eMIYY MOJETIee MaaHWIyy poiib oiiHoiT. 3D rpaduka myitHecy - Oyn OIOH >kaHa KHUHOAOH
Oarmrarn apxuTeKTypa »KaHa HHXXKeHepHATra YeHNH KaMChI3 KbIJIraH TaTaal aiiMak 6oiryn cananar. 3D cypetdyiep
KaHa Ju3aiHepriep aillaHa-4eMpeHY dKpaHra 4YarsuIaplpyyna, 3D ausaiiH, Kepre3me, aHUMAaLUs CHIAKTYY
aTaiiblH TEXHHWKAaJIBIK IPOIECCTEPAN KOJIOHYIIAT. Y4 eYeMIYY cypeTrepay, 3D Oachlm usirapyy MeHeH
¢m3uKanblk 00BeKTTEpre aimanaplpyycy 3D Monennmee men atamar. Yuypnma OmnmMm Oepyy MeKkeMelepHHIE
3Dmopennee 60r0HYa OpYC THIIMH/IE )KaHA 63046 MaMJIEKETTUK THIIMOH3 KBIPTHI3 THIIMHIE OKYY MaTepualiapsl
KeTHuIcu3. MBIHIaH THIIKapkl, TPOrpaMMalioo OOIOHYA JKOTOPKY KITacCH(HKAIMAIATEl aIuCTep Jia HKOKKO 3Ce.
(bunmnm GepyyHY KEHMIIETYY MaKcaThIH/IA BH3YaJJAIITHIPyyra OOJTOH Ke3 Kapaiurap >KOropyiaalT. Jemexk,
IYIHe KY3YHIer'y KOMITBIOTEpANK rpadyKa aJicTeprHe OOJITOH CYpOO-TaIaNThIH ecyly Oaiikaiar.)

WmtiH MakcaThl:KOMIBIOTEPIUK rpadrKana )KOHOKeH Y4 eIueMayy cypeTrepay kapatyyza OpenGL
KHUTENKaHANAPbIH KOJOHYYHY KepceTyy. Y 0akbITThIH OacsiMayy 6emayry APl OpenGL TunuHuH HerusuHae yu
eIIYeM/IYY CYPOTTOpAYH IPOrpaMMalIapblH Xka3yy YUyH >KyMIIaidraHslkTad ous Oy makanana "MS Visual C++
KOJIIOHYN (pUT'ypaJlapAbIH NPOMOPLHICEIH CAKTOO MEHEH Tepe3eleplyl TY3YY' TeMachIHIarsl cabakThl Kaparl
YbIraObI3.

MS Visual Studio nnatdopmaceiana OpenGL kuTenkaHachblH KOJJIOHYY MEHEH MPAKTHKAIIBIK TaXpbliida
tonToo. JKeHekeil mucan karapsl yu emuemayy oowvekttH OpenGL kuTenkaHajgapblH maijgaigaHyy apKbUTyy
kepcetyy.Visual Studio 2010 matdopmaceiHa OpenGLau tyramteipyy. Tepe3eHHWH CalbILITHIPMAIYy
MPOTIOPITHACHIH cakTam Kainyy. Kom Oydepnee xana annmanus. Kmasuatypa. GLUT kurenkanacel. UsrakaH
MeHeH umTee. KamepaHs! KbUIABIPYY.

Macene:OpenGL kuTenkaHachlHBIH >kapaambel MeHeH MS Visual Studio mmatdopmacsiH naiinananyy

kaHa C++ THIMHJE KOy UIIKE allbIpyya TaXphliioa TonToo.OMIoHI0H 311e, KBIPTbI3 THINHAC Y9 614OMIYY
MOJICIIIO0 KOHYHIe BUIC0-cabakTapabl naspnoo. [lpakTuka:

Keipren-Typk “Manac” yausepcutetnsae «Komnprorepauk rpapuka» cadarsl allrOpUTMINK JICHIIIIE
okytynar. ['padukansik nporpammaioo OpenGLxanaDirectX kutenkaHanapbiH KOIIOHYYy apksutyy VisualC
++ mporpaMmainoo THIHHJE uIke amar [1,2].

Open Graphics Library (OpenGL) — “aubik rpadukaiblk KATENKaHa” JIereHaW Owimuper. bamikaua
aiitkanna OpenGL — Oy e3yHe xy371ereH QyHKIUsIIApAbl KaMTBITaH crienuuKaus. A IporpaMa00 THIMHEH
KO3 KapaHABICHI3 Kpocc-IIaThopManyy NpOorpaMIslK HHTEp(GEHCTH aHBIKTaWT. AHBIH >KapJaMbl MCEHEH
HpOrpaMybl IKH KaHa Y4 eT4eMAYY KOMIBIOTEPIUK IpadKaHbl KOJJOHITOH THPKEME TY36 ajaT. DH jKeHeKei 3
eIueMIYy Kepresmesepay darsuiasipyyna OpenGL KuTenKaHACHIHBIH KOJNAOHYNYIIYH JAEMOHCTPALHUSIIOO.
(C++ TunuHzAe KOy UIIKE allbIpyy)

Cabax. Duzypansin nponopyuAIAPLIH CAKMOO
Byra geiinn maspaanrad Konoy UIITETHI KOPOIY: KOHCOIB Tepe3ecu xxana OpenGL Tepesecu upirar. Omu
TEePE3CHUH 6JTUOMYH PHM OMHUKTUTHHE Jall KeIOereHIeH KbUTBII ©3repTKye. Y4 OypuTyk (hopMacsl Oy3yiIym
kanaTt. (TpeyrojabHUK UCKA3UTCA.)

< Yoox1 - e )

Cypem 1. Ynuyknoo b6orwnua
My3ya26H mepese.



Cypoem 2. IIponopyusiiapel o320peen mepesenep.

MyHyH ce0eOu TEepCHeKTHUBAYY TEPE3CHHH Tyypa OSMeC TY3YJreHy. YHUYKIoo OOroH4a
KOpPCOTYITOH 3JeMEHTepAuH mponopuuscel 1:1. OMOHAYKTaH MPONOPLHUS ©3repreH/e MepCreKTHBa
Oy3ynart. [lepcniekTrBa Oy3yndai Y4yH Tepe3e e1ueMIepy ©3repronie, NepcreKTHBaHbI Kaiipa dcenTeouy
(hyHKITUSTHBI aHBIKTAII KepeK. A GYHKIUSHBI BU3yanu3anust GyHKIHUICH chiakTyy 31e GLUT —Ta katToo
KepeK.

glutReshapeFunc ¢yHkImsACH , TepCIeKTUBAHBI Kaipa 3cenTeedy OyHKIHSIHBI

karraiit. voidglutReshapeFunc(void(*func)(int width, int height)); mapamerpnepu:
*func - Tepese exueMIOPY O3rOPrOHIO, IEPCIICKTUBAHBI Kalipa 3cenToouy QYHKIIHSIHBIH aTalIbIIIbl. IMH
OTKeH cabakTarsl main (yHKIusAcsiHA KalTein, glutReshapeFunc 9akwsIppUIBIIBIH KOITYyY KEpek.
Tepe3eHUH 6TY6OMYHYH ©3repyYIIYH Ke3eMenereH GyHKIUA0b3161 ChangeSize aen aTailib.

int main(int argec, char ** argv) {

GLUT-1y HHHIIHSTOO
glutlnit(&arge,argv); DKpaHra Yblirapyy pesKHMHH aHBIKTOO
glutlnitDisplayMode(GLUT_RGB|GLUT_DEPTH|GLUT_DOUBLE); /RGB - 1yc
MOZICTHH KOIZIOHYY| TCPCeHAHUK Syd epHH KOIIOHYY | Kom Sydep KOIIOHYY
clutInitWindowPosition(100,100): //repe2eii Mo3Hinsic LN (KOOPUHATTAPLIN) KOIOY
glutInitWindowSize(500,500); TCPCICHHH @TUEMIASPYH KOOV
glutCreateWindow ("Cadax: PurvpaHsiH NpONoOpunsJdapbsia caxkroo'); //Tepese ryayy

//pyHROHIAAPALEl KATTO
glutDisplayFunc(renderScene); //cyper Tapryy O VHKIHICET

/K anaer hyHKIINA
glutReshapeFunc(changeSize)://Tepe3snHuH oTUOMIOPYH Kalipa 3cenTeeay ) yHKIIHICE

GLUT-TyH HErM3rH LIHKIIBI
gluthainLoop();

return 1;

H

KwuiinHkn kagaMa nepcrieKTHBanbl kezemesneren ChangeSize pyHKIUACHIH aHBIKTAWIBL. By pyHKIMs
9KH apryMEeHTKE 393, Oyiap KINSHTHK 00JIACThIH SHU jKaHA OMHUKTUTUHKH KaHbl MAAHUIICPH.

void changeSize(int w,int h) //Tepesnnin emmeMmaepyH kaiipa scenreewy dyHKIA

s
L

if(h==0) h=1; //Tepese OmimkTIHIN HO/ITO Hapadbap 3Mec 3KeHIH TeKiepeons
float ratio=1.0*w/h;

AHBIKTAIIT

giMatrixMode(GL_PROJECTION);

(Marpimansl Gamrankel adbanra KearTupeons)
ell.oadldentity()://Supaimk MaTpIIIaHB! JKYKTOO
Kapoo TepesecnH aHBIKTaiiObI3
glViewport(0,0,w,h);
Tyypa nepcriekrusa KO€oys
gluPerspective(45,ratio,1,1000);
‘ MoOJlelIre KaiiraObIs

giMatrixMode(GL_MODELVIEW);|

Bupunun stanTa 5H kaHa OMMMKTUKTHH KaTBIIIBIH 3CeNTeiiOn3. AHBI Tyypa dCEnTenl YIyH OMHUKTHK
Henre Oapabap OONTOH y4ypAy 3CKE ajblll KepeK. AHIAaH KUHUH Tyypa HpOEKIUs MaTpUIAckH Ko&Oy3. byn
MaTpHIIa CIIEHAHBI KOJIOMYH aHBIKTaUT. AHBI HHUIMSIOO YIYH OMPANK MaTPHULIACHIH XKYKTOHOY3. AHaH Tepese
glViewport GyHKIHMSICHI MEHEH KOPCOTYJCYH  JeHOM3. AJradykpl 3KH MMapaMeTp JKaHbl Tepe3e Y4YH
KOOPIMHATAHBIH OAIITANBIIIB, aKBIPKBI 9K66 TEPE3CHUH SHU KaHa OMHHUKTUTH.

GluPerspective OpenGL —nmun Oamka KuTenkaHachlHAarsl (QyHKums. An kutenkana OpenGL
yranutanap kurenkanacel ke GLU. GLU OpenGL peanu3anuschiHBIH CTaHAAPTTYy KOMIIOHEHTH.
GluPerspective xkapoo mapameTpiepuH Ko€T. Anrad YZ TEru3IUTIMHAETH Kapoo Tajaackl MEHEH Oypd
KOIOJIAT, aHaH KapOOHYH 5HU MEHEH OMHMKTUTWHHUH KaTbIIIbl KOIOJIAT. AKBIPKBI 9KM MapaMeTp KEeCHITUIL

ITpoexkmms mMaTpHUIackIH KOMIIZOHOOyY3, Oyl MaTpHIIa CHEHAaHBIH KOJIIOMYH

ITpoekiniss MaTpHIIACKIH HMHHINLLIOO YY9YH OHMpANK MaTpHIIAHBI KYKTOIOy3



TETU3UKTCPUHNH JKaKbIHKbI JKaHa aJbICKbl YeTHH aHBIKTANT. JKaKbIHKbI MaaHUJICH JKAKbIH KaHa alTbICKbI
MaaHHWJICH aJlbIC OOJITOH OapIbIK Hepcesep CIieHaAaH KeCHIeT (CIeHana KkopcoTyaoenT). byn Teckeenop
MEHEH JTHAT OOJIyIl Kepek, ke 00J00COo 34 Hepce KOpYHOOU KNIkl MYMKYH. AKBIpbI OapibIK
MaTPHULIATBIK OTlepanusiIap MOJIeIb MaTpUIACKIH KonaqoHOpyH OpenGL —re kepceToly3.

KBIHBIHTBIKTO01Y KO:
#include<gl\glut.h>

void renderScene()//cypet TapTyy QyHKIHACHI {
//Tyc sxaHa TepeHIuK OyheprH Ta3anoo
glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT);
glBegin(GL_TRIANGLES); //¢urypans! TapThin 6ammTo, yu OypuTyk TapTyy
//y4 OypuTYKTYH KOOpJHHATAIaph
IIxy z
glVertex3f(-1.5,-1.5,-5.0);//9eKATTHH KOOpAMHATATIAPHI
(x,y,2) glVertex3f( 0.0, 1.5,-5.0); glVertex3f( 1.5,-1.5,-5.0);
glEnd(); /durypansl TapThIn OYTYY

glutSwapBuffers(); /0ydepnepnu anMamrteipyy
} voidchangeSize(intw,inth)//TepesunnH  erueMIepyH Kaiipa 3cenTeeuy

(yHKIMACH

{

/ITepe3e OuitMKTUTH HOJre Oapabap IMec SKEHUH
tekmepedbus if(h==0) h=1; float ratio=1.0*w/h;
// Ipoekis MaTpuachlH KONJAOHOOY3, Oyl MaTpula CIEHaHBIH KOJIOMYH aHBIKTaWT
glMatrixMode(GL_PROJECTION);

1l [Tpoekiyst MaTpULIACKIH HMHULMSIOO YIYH OMPIMK MaTpHLAHbI XKYKTeH0Y3 (MaTpuuaHbt
bamrankel abanra kearupeous) glloadldentity();//6upauk marpuiiacer // Kapoo Tepe3ecuH aHbIKTalObI3
glViewport(0,0,w,h);

/1 Tyypa nepcrekTrBa Ko€oy3

gluPerspective(45,ratio,1,1000);

1l MoJIereKaTaorI3

glMatrixMode(GL_MODELVIEW);

}

int main(intargc, char ** argv)

1l GLUT-ryuHuIHsI100

glutlnit(&argc,argv);

/[Dxpanra 4sIrapyy pexXHMHH aHBIKTOO

glutinitDisplayMode(GLUT_RGB|GLUT_DEPTH|GLUT_DOUBLE); //RGB — Tyc Monemnuu

KOJIOHYY|) Tepenauk OydepuH kojmoHyy | kom Oydep

KOJIJIOHYY

glutlnitWindowPosition(100,100);  //tepesennH  TMO3MUMSCHIH  (KOOPAMHATTAPBIH)  KOKOY

glutinitWindowSize(500,500); // Tepe3eHuH 6146MIOPYH KOKOY

glutCreateWindow("Ca6ak: ®urypansid nmpornopuusuiapsid cakroo');//Tepese Ty3yy

1l GYHKIHSITAPIBI KATTO

glutDisplayFunc(renderScene);//cypet Taptyy dyHKUHSICH
glutReshapeFunc(changeSize);//tepe3nnun exueMaepyH Kaiipa scenteedy GpyHKIHICHI

1l GLUT-TyH Herusru muKIibt
glutMainLoop(); return 0; }



7] Cabax N2 Qurypanes npancp.. il (5] ]

Cypom 3.¢ucypanapovin nponopyuscoii cakmoo MeHen mepesenepou mysyy

XKoropynarsl Mucanga KepceTKeHIeH, MaTeMaTUKaIbIK KypajaaplAbl *KaHa I'€OMETPHUUIBIK MOJEI00
BIKMQJIapbIH TYLWIYHAYPYI, ap KaHIail Macenelepiu BHU3YyalJaIlThIpyylda 5H TaaHbIMall aJrOpUTMAEPAUH
’KapAaMbl MEHEH UILIKE alblpadb13. bus xeHekel KOIIyH UIITEINH KOPCOTTYK.

Buneo okyryynapaa, MyraauMiep Y4yH Haiinamyy Ooio TypraH Buieo-cabakTapAbl TY3YY apKbUIyy
THEIIeNYY TaXKphlHOanapeIObl3 MeHeH Oenymie0y3. ATaiblH IporpaMMaiblK aHa rpadukara GarsITTainra
TUPKEMENIEPANH KapaMbl MEHEH, ca0aKTap/AbIH KaHYaJbIK ACHII3JE KbI3BIKTYY OTYJI0epYH €3YOYaYH BHIIEO
cabakTapbIObI3a TapTyyian kKeTMekunous[3].

IIpakTukana, antaga 6up raHa cabakThbIH, aiipplkya, y4 em4eMIyy Ipaduka caOarbIHBIH XETUILICU3
9KeHUH KepceTeT. OIIOHAYKTaH CTYAEHTTEp KOMIBIOTEPAUK KJIaccTapra KeJHll, 63 aJJblHua HIITEreHre
y6akbIT Gemymry 3apbul. CabakTaH THIIKAphl CTYACHTTEp OMp TeMa TaHZal, MPOEKT AaspramaT. byn mpoext
xanmbsl 6aaHbH 50%BbI KaTapbl 6aanaHat. AJl SMH (QUHAIABIK CBIHAK, 5Ka3yy TYPYHIAOI'Y TECTTHH KBIHBIHTHITHI
MeHeH Karbl 6aanbiH S0%bIH TY36T.

Kbl BIHTBIK:

*  3amaHOam Y4 eI4eMAYY KOMIIBIOTEPIUK Tpapuka KaIuMKH OUp CYpeTTeNyIITeH
allbIpMaIoOro KbIMBIH OONTOHION peasiiyy MOAEIIN TY3YYT® MYMKYHUYIIYK OeperT.
*  CryneHrrep OOBEKTTMH KalblOBIH (MakeT) JaspAail anbpliaT JkaHa  YHUKAIAYY
J07000PIOPYH HIIKE alIbIpa ajbIarT.
e Taraan MaTeMaTHUKalbIK MOJENIAEPAN KOPYHYKTYY OOJroHIOM JemMoHcTpamusuiait. O
CryneHTTep KOMIBIOTEPIUK IrpaUKaHbIH YIypAArsl 3apbUTIbUIBITBIH TYIIYHYIIOT.
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