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B coBpeMeHHOM MUpe WHOYCTPHUS BUOEOUTD, KaXXeTCs, TOTOBa IIPeAJIOKUTL HOBBIM MaTepuasl IJIs
Pa3HOCTOPOHHUX HcClefoBaHul. KoMnsloTepHas Urpa, B IpUHLINIE, KaK ¥ MHOTHE OOBEKTE
4YeJI0OBeYeCKOU NesATEeIbHOCTH, MOXKET CUUTaThCs IPOU3BENEeHNEeM NCKYCCTBa, TaK KaK BBHIIIOJIHSIET
OCHOBHYIO €ro QyHKIUIO: 3CTETUYECKYI0. KpoMe TOro, BUfeourpa o CyTu sIBJIsI€TCs HOCTaTOYHO
CJIOKHBIM COYeTaHUeM B cebe HECKOJIbKUX BHIIOB UCKYCCTBa, YTO IIOATBEPKIAETCS B TEOPETUYECKON
cTaTbe 00 UCKYCCTBE Ha calTe «gamesisart.ru» oT momb3oBaTess ¢ HuKoM «D ED 2» [4].

IlaHHas cxeMa SIPKO OEeMOHCTPUPYET II0JI0KeHNe, BRICKa3aHHOe BHIINIe. Bugeourpa Kak OOouH U3
BUIOB UCKYCCTBa IIPENCTaBJIsAeT COO0M BeCcbMa HEMPOCTYI0 CTPYKTYPY /IS BOCIPUATUS U OIS
U3y4eHUs, YTO BUIOHO 110 cxeMme. bojee Toro, He CTOUT 3a0bIBaTh O TOM, YTO TaKOM TUII UCKYCCTBa
M3HavaJIbHO BCE XKe SBISEeTCS TEKCTOM, ClieHapueM urphl (auria. Game Design Document). 9To
TO3BOJISIET MPUMEHATH QUIIOIOTUYECKYI0 METOIOIOTHUIO [JIs1 aHaJiM3a TEKCTyaIbHBIX U COOCTBEHHO-
SI3LIKOBBIX SIBJI€HUM B Bumeourpax. OgHakKo, 3aMeTuM, 4To (peHoMeH Urphl, 6ymyuu ciabo
HCCIIeOBAHHBIM, HE TOJIBKO SIBISIET COOOM OTKPEHITOE II0JIe AJIsl €0 U3YUeHUs, HO U COIePXKUT B cebe
HEKOTOPBIEe CIIOPHBIE MOMEHTHI OIS UCCIIENOBaTENIS.

B cBoio ouepenb, HaCcTosllee UCCIIefOBaHKe IIOCBAIIEHO BOIPOCY AUHAMUYECKOT'0 IIOBECTBOBAHUS,
ITPOUCXOMOSIIET0 B quere3nce BUmeourps! «Bastion» (2011) oT cTymuu pa3paboTYHKOB «Supergiant
Games».

«Bastion» - meGroTHas Urpa, Co3maHHas CEMbIO (Ha TOT MOMEHT) aMepPUKAHCKUMU Pa3paboTynKamu,
00beWHEHHBIX B KOMIIaHUI0 «Supergiant Games». [Tpu co3maHuy DAaHHON BUIEOUTPHI
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pykoBommTeneM ImpoeKkTa Obit AMUp Pao — OmHO M3 OCHOBHEIX JIUII CTynuu. ClieHapuil U BCe
PennuKy rj1aBHOTO HappaTopa, 03By4eHHOro Jloranom Kanuunreumowm, Hanucain I'per KacasuH. ApTt-
ou3adH (XymoKeCTBEeHHOM odopMIIeHNe) IpUHaaIexkan XynoxkKHuKy [xkeH 3u. ['aBuH CuMOH
3aHMMAJICS TedMIIieeM (MTPOBEIM IIporeccoM) [5]. MuTepecHo, uTo CuMoOH u Pao paHee ObIIN
COTpymHUKaMU HeOe3bI3BeCTHOU KoMnaHuu «Electronic Arts», B KOTOpPO# MpUHUMAIKA yYacTue B
pa3paboTKe KjlacCCUYeCKUX CTpaTeruul B peanbHoM BpeMeHn «Command & Conquer 3» u «Red Alert
3».

«Bastion» nmpepncrasinsieT co00# cMech M30METPUUECKOTO 3KIeHa (Action) u poneBo# UTpHL CO
CTaHOapPTHON YPOBHEBOU CTPYKTYPOU M JIOKAIMSIMU B BULE «IIapsAIIUX B BO3OyXe dacTeu 3eMiau». B
OOJIBIIIMHCTBE CJTy4YaeB IOBEPXHOCTHU 3TUX «OCTPOBKOB» IOSIBIISIOTCS MPSIMO IIepe UTPOBBIM
IIepCcoHaxXeM B IIpoliecce IPOXOKAEHNI YPOBHSA. DTU JIOKAIIUU ¥ YPOBHU — PYUHEI TOPOMOB,
OKYHTTIH, aiicObepry, ByIKaHE u 60y10Ta. Llens Kaxkpmoi ToKauuyd — 0OHAPYKUTE C ITIOMOIILI0
rnaBHOTO repos «IlapHs» (The Kid) crieninanbHble IpegMeThI, KOTOPHIE IIOMOTYT BOCCTAHOBUTD
BacTnoH — «JIeTAIOIINA OCTPOB-KPEIOCTD, IapsaIui Hag 00JIOMKaMH CTPaHbl, U3BECTHOH [0
KartacTpodr kak Cenonpgusi» [6].

Urpa HauuHaetcs nocyne Kartactpodrs (Calamity) — KaTakimu3Ma, U3MEHUBIIIET0 OOJILIIO0 YacCTh
MUpa U ero XuTejen: «BbeloKypslll repol IPOCHNIAaeTCss B TECHOM KOMHATE II0C/Ie KaKOU-TO
YCJIOBHOM KaTacTpodbl: MUP Pa3BaJiMJICS Ha MHOXKECTBO OCKOJIKOB, U €IUHCTBEHHOE MEeCTO, B
KOTOPOM MOZKHO BCe Ha4daTh C Haudajla - TaK Ha3kiBaeMbli «bacTroH», yOexkuIle Ojisi BCex
BBIDKUBIIHUX I10 UTOTAM alloKaauiicuca» [7]. B cTpyKType Urphl TPX OCHOBHBIX MUpa: CeToHaus
(Caelondia), Mukoe HeuzsectHoe (Wild Unknown) u ctpana Ypa (Ura). Takke Halu4eCTBYIOT
OOIIONHUTEJIbHEIE YPOBHU AJISI IPOBEPKU MacCTePCTBa BIaleHUs Pa3/InYHBIMY BUOaMU OPYXKHUSI,
KOTOpPHIE He UMEIOT OTHOIIEHUS K CIOXKEeTYy, U T. H. YDOBHU Ha BeIXKUBaHUE «KT0 3Haert, roe» (Who
knows where), roe HykKHO npogepxkaTtbcs oT 10 mo 30 BosIH Bparos, IPU 9TOM IIOJIy4dasi HOBYIO
nHpopManuio 06 OKpPyKalolleM UTPOBOM MHUPE OT I'JTaBHOT'O ITOBECTBOBATEJS B Ipoiecce. Takux
YPOBHEI BCero 4YeThIpe, KaK U BCex mepcoHaxkel: «Tpyoka 3ynda» (Zulf's Pipe), «Kuuru» (Books),
«Koten 3um» (Zia's Stockpot), «IToctens ITapus» (The Kid's Bedroll). CooTBeTCTBEHHO, CUCTEMY
nepcoHaxei npencrasnaioT: [Tapens (The Kid) — npotaronuct urpsl; 3ua (Zia) - ypoxkpgeHHas Ypa,
KOTopas C meTCcTBa xkuya B CemoHauu, BoeBasiiel ¢ Ypa no Karactpodsr; 3ynd (Zulf) — us pona
Vpa, Kak u 3ua, OH CO3HATEJIbHO OB COBETHUKOM MeXKy Bpaxayiomumu ctpadiamu; Pykc (Rucks,
The Stranger) - eqUHCTBEHHEIN IOBECTBOBATEJIb B UTPE U cO3OaTelb bacThoOHa, KOTOPHU HE IIPOCTO
pacckal3blBaeT UCTOPHUIO (OUAJIOTOB B UTPe OUYTH HET), HO U KOMMEHTUPYET Bce AeucTBus [lapHs,
MOAIITYYMBAET Hall HUM, a IT0f KOHEIl [jake MPOHUKAETCS K HEMY TEIIJILIMH IPYKEeCKUMU YyYBCTBAMMU.

Bce HHXKe MCHOIL30BaHHBIE JaHHEIE (ITUTATH M HWH(OpPMAaIKs) OLIIN B3SATH U3 UTPEI «Bastion» [3].

Ianee paccMoTpuM Haubojee yHUKa/IbHOE siBJIeHHE B «Bastion», 9To T. H. «ITUHaMHUYeCKoe
IIOBECTBOBaHUE», T. €. IIPOI[ECC HENIPSIMOTr0 ¥ IOCTOSTHHOI'O pacCKa3blBaHUS UCTOPUY, a ellle U
neproauyYecKre peakliuu Ha OeWCTBUS UT'POKa B BUIE OCTPOYMHBIX ITYTOK, PEMapOK, 3aMeYaHUul o
THUIIaX BpParoB U OPYyKus, TUYHLIE OTCTyIJIeHus[8]. B ponu moBecTBoBaTess, KaK yXKe U3BECTHO,
Pykc — moxkuon MyxK4uHa, 03BydeHHbIM KanunreitmoM. UHTepecHo, 4To PyKc Kak HappaTop
U3bSCHSIETCS NOCTAaTOYHO PA3TrOBOPHBIM (aMEPUKAHCKUM) A3BIKOM, IIPKU 3TOM HCIIONb3ys MHOTHA
CJIOKHBIE TPaMMaTHU4YeCKUe KOHCTPYKIIMU U apxau3Msbl: «They've rounded up their survivors jusl like
we have» («M oHU CO3Baju BRIKUBIINX, KaK U MbI»), «He's done what's best foe them, don't you
worry. Don't you worry...» («OH cpenan To, 4YTo OvIJIo 611aroM Ojis HuX, He Oecrokoiics 06 atoM. He
OGecmokoiici...»), «Even since the Ura surrendered t' us, the Marshals kept a wary eye on 'em»
(«Jaxke 1mocJiie TOoro, Kak Ypa coanuch HaM, Mapiiajbl TPOOoKalli CJIeOUTh 3a HUMU»).

Hanmuywre paccka3yuKa B UTPe 3aQyMbIBAJIOCh H3HAYAJIPHO, TaK KaK 3TO U30aBJIsIJI0 UTPOKA OT
HagOOHOCTH YUTATh MHOI'O TEKCTA M JXKAATh 3aBEPIIEHUS POJIUKOB, KOTOPHIE TOJIBKO 3aMEe[JISIN ObI
TeMn urpsl. Ho gist ermne 60JibIledt AMHAMUYHOCTY ITOBECTBOBAHUS UM, COOCTBEHHO, UT'PHl PACCKA34YUK
Yalle UCTIOMb3yeT SPKUe, KOPOTKUE MPEAJI0KEeHNs C BEIIEPKAHHOU TTay30i Mexay ¢pasamul9].
Hanpuwmep, «Let it fall. You should not go back» («Ilycka# on naget. He crnenyeT Tebe
Bo3BpartaTtbcsa»), «I'd like to say I'd never forget him. What he's doing, or what he's done. I surely
would» («XoTen OB 51 CKa3aJjl, YTO HUKOTa ero He 3a0yAy: TOTO, YTO OH HejlaeT, uiu caenan. Ho s
3abyny»). Paccka3uuk, Mo cimoBaMm KacaBuHa, MOMKEH BRI3BATh Y UTPOKA OIYIEHNE «CTAPOTO
3HAKOMOT 0>, KOTOp]:IfI n3pegkKa KOMMEHTHDPYET MaJlble UJIM 3HaYUMEbIe JIGfICTBHH. KacaBuHn
CTPEMUJICS BHI3BATh YYBCTBO HETIOCPEACTBEHHOM IPUYACTHOCTH K UCTOPHUH, CO3[ITaBaeMyI0 UT'PDOKOM



U IlepecKa3biBaeMylo paccka3dgukom [10].

Paccka3uuk B Urpe, oueBuagHo, nueretudeckui [1. c. 20, 82], T. e. IOBECTBYIOLINY U3 MUPA I'E€POEB,
OIOHAKO, 3TO He COBCEM TakK, IOTOMY YTO AJI TaKOTO THUIla IOBECTBOBATEJISI XapaKTepHa Ilepefada
COOBITHY TTOCPEACTBOM IIEPBOTO JINIIAa EAUHCTBEHHOTO YHCJIa U IPUKPETIEHHOCTD K OIPEeaeIeHHOMY
MecCTy B IIpocTpaHcTBe. Ho TOT akT, 4TO OH, HaxoAsaCh B bacTuoHe, BUOUT BCe, YTO IIPOUCXOIOUT C
I[TapHeM ¥ KOMMEHTHUPYET 9TO, TOBOPUT O €T0 Be3[AeCYIUIHOCTH U O HaJIMYUU 3[IeCh 3JIEMEHTOB
9K3ereTU4YeCcKoro Happaropa [1. c. 20, 82]. K Tomy ke, Pykc To roBoput c I[lapHeMm u obpaliaeTcs K
HeMy, TO IIOBECTBYET O HEM B TPETbEM JIUIIE. Takxke OTMETHUM, 4YTO ITIOBECTBOBATeEJIb 340eCh J'IH‘-IHLIfI,
CHUJIBHO BbIHBJ'IGHHBIfI, 3KCHHHHHTHbIﬁ, HO ITIOCMEHHO BHYTpI/IHaXOJlI/IMHﬁ n BHeHaXOHHMBIﬂ, T. €.
CIIOCOOHBIN K TPOHMKHOBEHUIO B CO3HAHUE ITepcoHaxei [1. c. 69-80].

Tenepb BepHEMCS K YeTHIPEM YPOBHSIM Ha BRIKHWBaHWE. 3als B KaKObIM U3 HUX, UT'POK IOTYyIUT
ompemesieHHYI0 HHPopMaluio o cobrrTusax 0o Kartactpodrl. Hanpumep, B Tpyoke 3ynda: «The past
catches up with the Kid. Hardly had a moment's rest since all this started. Fair to say he's lived a
hard life, supposin' what he says in his sleep ain't no lie...» («IIpo1inoe rouuTcs 3a [TapueM. Y Hero
He OBIJI0O HY MUHYTHI IIOKOSI C TEX TIOP, KaK BCe 3TO Havayoch. EC/TM BEPUTH TOMY, 4YTO OH 60pPMOYET
BO CHe, TO XU3Hb Y Hero Oblia Tsaxkejas»); B Kuurax: «Here we go; "A' is for Acobi, the goddess of
oath and abandon. Make a promise, and the Chastened Maid will hold you to it. B is for Breaker.
He's faster than a fork of lightnin', and his aim is always true. If news needs spreadin’, tell it to a
Breaker...» («<lTak, Hau"HeM: A — 3T0 AK0Ou, 6OTUHS KJISTB U KISTBOIPECTYyIJieHuH. [lat cJI0BO, 1
Kaparomias JleBa 3acTaBuT Tebs ero coepxkaTh. b — 910 Bpetikep, mpobunbiiuk. OH OBICTPEE
MOJIHUY, M BCEeT[a IoIafaeT B Liejib. Ec/iu xo4eIb, 4TOOb BECTh PACIPOCTPAHUIIACh, - PACCKAXKU ee
Bpetikepy»); B Kotne 3un: «Once there was a normal Ura girl. But she wasn't born in the Tazal
Terminals like the rest of her people. She was from Caelondia...» («2Kuna-6s1y1a 00bI9HasI IEBYIIKA
13 Hapoxa Ypa. Ho ona Oninta poxmeHa He B TepMmuHanax Tasana, Kak ee copoguyu. OHa Oblyia
pomom u3 Cemnnonpaun»); B [loctenu INapHsi: «It wasn't the first time Zulf had nothin' to lose. He was
born to a simple Ura couple, who didn't last long before plague took 'em...» («3yndy yxe He
BIIEPBOU ObITI0 HEYETO TEPSATh. OH OBITT POXKAEH B OOBIYHOM ceMbe YPa, a eT0 POOUTEIIN BCKOPEe
yMepJiM OT YyMBI»). YUUTHIBAs, UTO 3[€Ch yKa3aHa JIulb npuMepHo 1/20 BcexX perivK B YPOBHSAX Ha
BBIJKMBaHME, MOXKHO CIeJlaTh BEIBOM, YTO TaM HAXOOUTCS BecbMa Oojbliast COOBITUNHAS YacCTh
ucTopuu Mupa «Bastion».

OmHaKO TYT BCTAeT cephe3Has MpobieMa: UTPOK MOXKET He BHIMIOTHSITL 9TH YPOBHHU, TaK KaK OHU
SIBJISTFOTCSI OIITMOHANIBHBIMHU, T. €. He00I3aTenbHBIMU. TakKuM 00pa30M, MOKHO I10JIaraTh, YTO UTPOK
KaK aKTHUBHBIM YYaCTHUK UTPOBOTO IIPOIlECCAa UMEET IIPaB0O He OrPaHMYMUBATh IOBECTBOBAHUE B
OaHHOM IPOM3BEIEHUM, YTO CaMO 110 cebe MOCTaTOYHO HeOOhIYHOEe SIBJIEHNE U3 MUPa
WHTEPAKTUBHBIX IIPOu3BemeHul. [lomyyaeTcs, 4YTO IOJTHOTA ITOyYeHHON nHpOpMaIluy 3aBUCUT HE
TOIBKO OT THUIIA HappaTopa, HO U OT KeJlaHuSA UTPOKa. BaxkHO, YTO B Urpe BoOOIIe OTCYTCTBYIOT
OWaJIOTH ¥ B UX KAHOHWYECKOM BapuaHTe. OHU IIPE3eHTYIOTCS KaK BOIIPOCHO-OTBEeTHas ¢popMa,
repegaBaeMasi HAPPATOPOM UTPHI:

- «<Why are they flooding the City, ransacking its remains?» («IToueMy oHU HaBOomHAIOT ['opof,
pacTacKuBas BCe, YTO B HEM eIlle OCTajloCh?»)

-«The Windbags used t'be alright. Then the Calamity took the floor out from under 'em». («C
ITyctomensamu Bce Ob110 B mopsigke. A motom Katactpoda BriOuIIa 3eMJII0 Y HUX H3-TI0[ HOT»)

Takxke, MHTEPECHBIM MOMEHTOM MOZKET CYHTATHCS BO3MOXKHOCTEH UTPOKA ITPOBOIIUPOBATH
ITOBECTBOBATEJISI HA PEIUINKU: 00BSICHSIETCS 9TO O4YeHb IIPOCTO, TaK Kak ITapeHb coBepiIaeT
HecueTHOe KOJIMYeCTBO Pa3sHOOOpa3HbIX OeHCTBUM, PeaKIuil Pykca Tak ke MHOTO OBITh ITPOCTO He
MOXKeT, TAaKuM 00pa30M, CyIIIeCTBYeT JIUIIb OIpeIesiIeHHOe KOJIMYeCTBO PEeIUINK Ha KaKoe-TO
meiicTBue. HampuMep, eciu 4acTo Bo3BpalllaThcs B bacTuoH, Pykc OymeT mHOTrma MOBTOPSATE ppa3y
«The Bastion: Caelondia's safe haven. Once the highest point in the City. Too bad it wasn't finished
when the Calamity struck» («bactuon — y6exuiie Cemounuu. Korma-To oH OBII CAaMOM BBEICOKOM
Toukou I'opoma. 2Kasb, 4TO OH He OBII 3aBEPIIEH OO0 TOTO, KaK pa3pa3unach KatacTtpoda»).

B 3aBUCHMOCTH OT JIMYHOTO BEIOOpa UTPOKA B KOHIIE UTPOBOTO mporecca B «Bastion» MoxkeT uMeTh
KOJIBIIEBYIO KOMITO3UIUIO MJTU TMHEeapHYI0. [JlaHHEIM BHIOOD peanu3yeTcs B CBA3UM C HAJIUYUEM B UTPe
IOBYX BapMaHTOB KOHIIOBOK, UCXOMs U3 IOCTMOIEPHUCTCKOU ITapagurMbl BapHaTUBHOCTU CIOXKETa.



ITepBast KOHIIOBKA (KOJIbIleBasi KOMIIO3UIIKSI) — BO3BpAIlleHHEe MPOTAarOHNCTAa BO BPEMEHH C IeJIbI0
Bocco3maTh Mup 0 KaTtacTpods! (YTO BEI3BIBAET aMHE3UIO ¥ BCEX T'ePOeB, IIPUBOISIIYIO K
OIIYIIIEeHUIO OeKaBi0 Y HappaTopa IIPH ITOBTOPHOM IIPOXOXKOEHUN); BTOPas KOHIIOBKA (JTMHeapHas
KOMITO3UIIUS C OTKPBITHIM (DHHAJIOM) — DPUHSATHE Tubeiiu MUpa U XKU3Hb B bacTuoHe.

B 3akmioyeHre MOXKHO CKa3aTh, YTO SBJIeHHE OMHaMU4YeCKOro IOBECTBOBAHUS B BUOeourpe
«Bastion» KaxKeTcsi HOCTAaTO4YHO YHHUKAJIBHBIM OJId KOMIIBIOTEPHBIX UT'D B II€JIOM, TaK KaK B OCHOBHOM
B HUX HapPpaluud MMpeacTaBjIdeTCd B IBYX BUOaAX:

1. IToctosuuey (Hanpumep, «Dear Esther» ot ctynum pa3dpaborunkoB «The chinese room»)

2. OT ToukH K Touke (Mmeemcs 8 8udy npouecc akmueauuu onpedesieHHbIX U2P08bIX Mpu22epos,
Komopvle 8KAH04Yam penjiuku N08ecmeosaHust)

(XapakTepHa mjst urp B xkaHpe Action / Shooter. Hanmpumep, «Doom» ot Komnauuu «Id software»)

Takxke, ykaxkeM, 4TO Ha JaHHBIM MOMEHT CYII[eCTBYEeT UAes O IIOBECTBYIOLIEM OKPYKEHUH,
pa3paboTtanHas [IoHoM ITurHub3K0M [2] (OcHOBaTeNb cTynuu «The chinese room») Ha MaTepuane
KJIaCCUYeCKOU Urphsl «Doom», re B IPUHIINIIE OCHOBHOM CIOXKET IepefaBajics 61arogaps
TEKCTOBBIM BCTAaBKadM B KOHII€ KAaXKIOOI'O YPOBH/I.

Takast hpopMa ITOBeCTBOBaHUS, KakK B «Bastion», co3maeT u m0G0NBITHYIO CIOXKETHYIO KAPTUHY: UTPOK
MOZKEeT CIIelialIbHO IIPOBOLIMPOBATh TO UJIM MHOE IIOBECTBOBAHUE, BEITIIOIHAS HEKOTOPHIE
onpenesieHHbIE MeNCTBUSA. BaxkHO, YTO ¥ AUaOTOB KakK TaKOBHIX HeT. M mojydaeTcsi, UTO CIOXKEeTHOe
pa3BuTtue U nHGOPMAlLMSI 0 MUPEe UTPHI CUIbHO 3aBUCAT OT KeJIaHUS UTPOKa UX y3HaTh. 3eCh pedb
nneT o0 YPOBHSX Ha BhIXKMBaHNE, Pa300PaHHBIX BHIIIE B paMKax MaHHOU cTaTbu. [IpuuyeM, «Bastion»
- urpa, cama o cebe o6magarmas 0COOBIM PUTMOM, C KOTOPHIM TIJITABHO COYETAETCS OMHAMHUKA
ITOBECTBOBaHMS. KpoMe TOro, HECMOTPS Ha IMOYTH OeCIIpephIBHOE IIPUCYTCTBUE HappaTopa B
HUT'POBOM IIpOliecce, ITIOBECTBOBaHUE He CYIIECTBYET caMo 10 cebe, OHO ITOCTOSTHHO MPUBA3aHO K
OeNCTBUSIM UT'POKA, TO €CTh 37IeCh HAJIMYECTBYET He CTOIbKO IMPsMas ITpe3eHTallus COOBITUM, HO
TaK2Ke U Pa3JInYHbIe KOMMEHTAaPUU U OTCTYIIJIEHUA, YTO He IIPOCTO PACKPEIBAET CYTh JIOKAJIBHOI'O
MUpa, HO U INYHOCTh pacckal3urka. [logoOHbIe 0COOEHHOCTH ITOBECTBOBAHUS MOT'YT IIPUBECTH K
pa3IMYHBIM BapuaHTaM MHTEPIIPETAIU CIOXKeTa, KOTOPHIM B 3aBUCUMOCTH OT JIMUHOTO BRIOOPa
UTrpoKa B KOHIIe UTPOBOTO IIpoilecca B «Bastion» MoKeT UMeTh KOJIblIEBYIO KOMITO3UITAIO UJIU
JIMHEeapHYIO.
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