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Abstract

Research purpose. The aim of the study is to evaluate the playing skills of the young players under investigation

in a global context. Specifically, it is intended to test whether the proposed training methodology favorably influenced
the development of game skills, increasing the efficiency of game performance.

Materials and methods. The study participants are 24 young players, aged between 13 and 14.To achieve the tasks set,
the study relied on the following methods: analysis of scientific literature, field testing and methods of mathematical
statistics. The experimental group performed a specific training mesocycle (that of the Brain Kinetic), while the control
group performed a traditional working mesocycle. To detect the effects of the training methodologies, field tests were
used both before and after the training period, respecting the execution protocols described by H. Wein. The study
materials were processed by the statistical analysis software-IBM SPSS 22. A paired sample t-test was used to compare

the results of the two groups.

Results. The t-test analysis indicates statistically significant changes in the training effect of the experimental group.

A Detter performance index found in the experimental group in the execution of skills, compared to the control group,
is due to the diversification of the methodology to which they were subjected. Therefore, the changes after training at
each skill index are amplified by the subsequent repetition of the tests. Differences between test indicators are statisti-

cally significant.

Conclusions. The study, through the use of field tests, has confirmed the hypothesis that the use of the Brain Kinetic
training method determines a positive training effect in skill exercises. This method allowed the players involved in the
experimental group to take personal, individual and group actions that had a real impact on the outcome of the game.
Keywords: youth football, decision-making skills, simplified game.

Introduction

Talent is a somewhat difficult concept to understand,
precisely because it is possible to experience it in many dif-
ferent forms (Battisti, 2018). The task of a coach within a
football team, or any other sports discipline, is precisely to
identify this talent and place it in an existing context, the
team (Accame, 2010). Since there is no exact science to ac-
curately quantify an athlete’s talent, each coach uses various
approaches to investigate what are the factors that determine
performance (Invernizzi, Signorini, Bosio, Raiola & Scurati,
2020). According to several studies, through the functional
evaluation and the use of specific tests, it is possible to meas-
ure certain variables in team sports, such as physical con-
dition or technical-tactical performance (Ceruso, Esposito,
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& D’Elia, 2019; Izzo, D’isanto, Raiola, Cejudo, Ponsano, &
Varde’i, 2020). The trainer must be able to observe and un-
derstand the needs of the young players, improve their short-
comings, enhance their qualities, and subsequently help to
define the purposes necessary to set up the training program
(MacDougall, Wenger, & Green, 1991). To improve the tech-
nical level, it is necessary, among other things, to systemati-
cally stimulate the development of the player’s technical and
tactical thinking and behaviour, while improving perceptual
and individual skills (Esposito, Ceruso, & D’Elia, 2019). Us-
ing these properly constructed experiences, allows to achieve
correct behaviours in the various situations of life, as well as
in football (Raiola, D’Elia, & Altavilla, 2018). The ability to
quickly and effectively adapt a learned behaviour, can only be
acquired when the player has been subjected to a systematic
development of his intellectual abilities, from the beginning,
and up to the high performance phase (Raiola, 2017). As
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widely recognized, all young people should face simplified
games as soon as possible during training, which are the ideal
means of transmitting tactical knowledge and experience for
the correct execution of technical and tactical skills (D’Isanto,
D’Elia, Raiola, & Altavilla, 2019). The acquisition of knowl-
edge and experience is the result of a well-studied pedagogi-
cal process in which the instructor, by means of clarifying
questions and demonstrations to the boys, aims to make vis-
ible and clear all the knowledge and experiences learned by
the boys themselves (Molinas & Argiolas, 2002; Rossi, Thras-
sou, & Vrontis, 2013). With a progressive games program,
tactical thinking and behavior are developed as each player
encounters and experiences the various solutions available to
him (Williams & Reilly, 2000). It does not matter if the action
on the field is the result of the repetitive practice of the same
game situation in training, or if it is the correct solution to the
problem resulting from the spontaneity of the player. What is
important is that the player is able to read the game situation
and solve problems successfully (Halouani, Chtourou, Dellal,
Chaouachi, & Chamari, 2017).

Research purpose — in this study it was hypothesized the
possibility of increasing the overall performance of a sample
of young amateur footballers, through the use of the Brain
Kinetic training methodology. The aim is to test the efficiency
and impact of this training methodology through the use of
field tests validated in the literature. These tests are useful not
only to evaluate the level of technical qualification acquired,
but also the ability to make decisions. In particular, it was
intended to experiment if the proposed method favorably
influenced the development of specialist knowledge in the
experimental group, after two months, increasing the effi-
ciency of the game performance.

Materials and methods

Study participants

Twenty-four Ul4 players (age: 14 + 0.3 years; height:
166.4 cm; body mass: 62.92 kg; training experience: (3 + 0.3
years) participated in this study. All participants were free
from musculoskeletal injuries, participated in > 95% of train-
ing sessions per year, and were not early or late matures. Ex-
perimental procedures and potential risks, discomforts, and
benefits were fully explained to all boys and parents/guard-
ians prior to participation. Signed informative consent forms
were provided by subjects’ parents and/or legal guardians.

Study organization

The group of players was divided into an experimen-
tal and a control group both characterized by 12 players.
Both groups performed a different training method twice a
week for a period of two months. The training method used
to which the experimental group was subjected, involved
a whole series of proprioception exercises associated with
complex movement sequences, capable of inducing the ac-
tivation of different cortical areas (motor, somatosensitive)
and subcortical areas for the purpose of learning and correct
execution of the required motor program (Pill, 2012, 2014;
Capranica & Millard-Stafford, 2011). Some proposals con-
sisted of dribbling regularly with the ball by simultaneously
moving a ball on a racket without dropping it; conducting
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ball exercises wearing a monocular bandage; quick and rea-
soned response exercises to unexpected events and exercises
to improve the autonomy of the limbs and spatial sense. All
these exercises were included in the training context, and
proposed through sequences of variants, for a total of 46-60
minutes. They were performed 2 twice a week. The control
group, instead, took part in a traditional training mesocycle,
carrying out in addition to the analytical part, also technique
exercises and motor paths. They also performed games with
defensive positioning in the first 2/3 of the field within 7 sec-
onds, giving a limit of 3 ball touches. Both before and after the
training period, all 24 players have carried out three different
field tests, to evaluate in addition to the components of a
technical nature, also other important skills such as game vi-
sion, creativity, advance and choice among the various possi-
bilities were used in this study. The tests carried out followed
the original test protocols proposed by H. Wein in the litera-
ture (Wein, 2007). Specifically, the three tests concerned: the
number of consecutive passes made by evading the opposing
pressure, a situation of attack with elements of psychokinetic
and finally a 3vs3 game with 4 doors. The tests were carried
out on different days.

The first test carried out concerned the number of
consecutive passes useful to evade the opposing pressing
(Fig.1). Both the control and experimental groups have been
divided into four teams, each consisting of three players. The
two opposing teams met on an 8x16 m or 10x20 m playing
field. The test objectives concerned knowing how to pass the
ball at the right time, not entering the defender’s range of

action with the ball, imparting sufficient power and pressure
to the ball.

Fig. 1. Scheme of the first test: game of consecutive passes

A team had to place two players in the midfield (8x8m),
trying to make the maximum number of consecutive passes
while an opponent tried to do everything possible to inter-
cept the ball. When the defender was able to intercept the
ball, he had to immediately pass it on the adjacent field, of the
same size, where two of his teammates waiting for the pas-
sage. Thus, a new team of three attackers was formed who had
to pass the ball, avoiding the intervention of one of the three
opponents, keeping possession for 10-15 sec. Each player, af-
ter making a pass and then getting rid of the ball, always had
to look for a position on the field that would allow him to re-
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ceive the ball and pass it again without haste. The ball holder
had two options: pass the ball to the less marked partner or
lead the ball into an undefended space to gain time. In gain-
ing space, the player always had to protect the ball with his
body, placing himself between the ball and the opponent, and
then turning around and leaving the corner. The defender
had to be good at reducing the space and time available to
the strikers, anticipating their actions, and forcing them to
play the ball in the desired direction. When the ball left the
field or when the attackers committed a foul, the defender
took a free-throw, with the opponents positioned 5 m away.
The game lasts 4 times of 5 minutes. What was evaluated was
the number of consecutive passes that the team managed to
make in the 4 game times.

The second test concerned the execution of a three-play-
er attack situation (Fig. 2). In this case, two doors of different
colours were needed for each team. The players of the two
opposite teams were matched in an organized way (according
to the scores of the first test) and competed in four games of
3vs3. Both the single selected actions (shots on goal, guiding
the ball, dribbling / feints, advances on the opponent) and
actions in collaboration with a partner (passes, receptions,
position taking) were analysed.

Specifically, each team attacked two diagonally opposite
doors and defended the other two. By doing so, a situation of

m.

Fig. 2. Scheme of the second test: “3vs3 with elements of
psychokinetic”

numerical superiority of 3vs2 and subsequently of 2vs1 was
recreated that the team in possession of the ball had to try to
capitalize to score a goal. The attack was to be conducted by
passing the ball to speed up the game, with better exploita-
tion of the free spaces. The introduction of frequent changes
of direction when leading the ball could have created more
space and induced more defensive errors. The coach and an
assistant were able to change the color of the doors quickly
and simultaneously on both sides. In fact, a frequent change
of color of the doors during the game allowed to increase
the attention, concentration, and peripheral vision of all the
engaged players, since they had to keep an eye on all four
doors simultaneously and read the game on the field. A goal
could be scored either by shooting from within the 6m zone,
or by leading the ball through the 7m goal of the designated
color. The duration of the game is 3 times of 3 minutes. Table
2 shows a series of quantitative indices that reflect the perfor-
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mance of each team. Specifically, these indices concern the
number of scoring chances, the number of feints or dribbling,
total passes, the number of balls stolen, the right maintenance
of the position, the reception and the guide of the ball.

The last test involved a 3vs3 in confined spaces (Fig. 3).
Each team had to defend two opposite doors and attack the
other two; the doors were 7 to 10 meters wide, depending
on the technical level of the players. Again, the team players,
combined in an organized way, were evaluated in four games.
In this case, the strikers in possession of the ball were not only
required to assess the position, behaviour, and distance of the
active defender, but also the position of the passive defender
on the goal line. The assessment of the players’ operational
efficiency was aimed at limiting events that could adversely
affect the course of the game.

The game started by throwing the ball in the midfield.
When the ball went off the pitch it was put back into play
by the other team, with the opponents at least 3 m away. To

Fig. 3. Scheme of the third test: “3vs3 in small spaces”

score a goal, the teams had to lead the ball beyond the line of
one of the two goals. To obtain a remarkable participation of
all the players, it is recommended to make a two-minute rest
after two goals (Joo, Hwang-Bo, & Jee, 2016). During this
time both teams could discuss which strategy to apply later
in the game. The aim of the test was to evaluate the quality of
the game without the ball, the ability to break away and the
understanding between the strikers. To create enough space
and time to bring the next action to a successful conclusion,
the player had to frequently make changes in direction and
rhythm with or without the ball. When the game situation
required it, even playing on the bank. The test involved 3
times of 5 min. of actual play. A series of indices that reflect
the individual offensive performance have been reported in
the table. Specifically, these concern 4 aspects:

« Ball control (advancing and maintaining position).

o The Passage (verticalizations and number of passages).

o The creation of offensive actions (by carrying the ball

or through unmarked passages).
o The number of scoring chances (in and out of area).

Statistical analysis

The data obtained from the tests showed a normal
distribution and were presented as mean and standard
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deviation (SD). A t-test was conducted for independent sam-
ples to combine the results obtained from the tests before the
experiment, and after the experiment. The t-test was selected
as an analytical method to verify the presence or absence of
a significant difference between two sets of data. The signifi-
cant level was set at p = 0.25. Statistical analyzes were per-
formed with the IBM SPSS Statistics 23 software.

Results

In the free trial, that of the “consecutive passages in re-
duced spaces” (Fig.1), the most frequent errors occurred in
the hasty execution of the gesture, due to the opposing press-
ing which resulted in most cases, a defective control or a
poorly calibrated first intention pass by the ball owner. In
some cases, the difficulty in knowing how to dose the right
strength to impart to the ball has also emerged. This often
entailed the execution of high passages, slower and difficult
to be controlled by the teammates compared to those carried
out on the ground, facilitating the intervention of the defend-
er. As can be seen from the results in the table, the number of
steps carried out has increased considerably in both groups.
The t-test shows a statistically significant variation between
the two groups. Space is the variable that most influenced
decision making and athletic performance.

In the second test, of the offensive situation with diago-
nally opposite doors (Fig. 2), the performance evaluation of
the players was carried out with objective observation sheets.
Effective and ineffective measures were considered, which
provided a basis for calculating the reliability ratios (Table 2).
Both teams recorded a better performance index in the rep-

Table 1. Results of the test of consecutive passes

. Control

Experimental group
Terms of -

group (n=12) ~
registration (n=12) Ax t P

X s X s
Until the 7.1 2.44 5 1.53 1.75 2.09 .0175
experiment
After the 9.4 2.76 6.6 191 250 2.10 .0124
experiment

etition of the test, but the team that showed overall a greater
efficiency index was the experimental group with a score of
7.3 (until the experiment) and 7.5 (post the experiment) . In a
similar study (Kaczor & Duda, 2017) the players had reached
an efficiency index of 6.18.

In the last test of 3vs3 with limited spaces (Fig. 3), what
we wanted to investigate was the execution of the individual
offensive strategy. The results of the evaluation (Table 3)
show a significant increase in the individual involvement
of the players and at the same time, a limited execution of
slow actions in the game. The most frequent mistakes made
by the attackers were playing too close, almost in line and
not forming a triangle, thus facilitating the defense game.
Even the passage, very often, was carried out on the partner
and not on the run, thus slowing the execution of the shot.
With the t-test, it has been observed that the main skills in
which a significant improvement has occurred concern an
increase in the number of steps performed, and greater of-
fensive danger.

Table 2. Results of the test “3vs3 with elements of psychokinetic”

Index Efficiency index Inefficiency index Activity index Reliability index
Experimental Until the After the Until the After the Until the After the Until the After the

group experiment experiment experiment experiment experiment experiment experiment experiment
Goal shot 5 4 2 1 7 5 7.1 8
Lead the ball 8 8 4 12 11 6.6 7.2
Dribbling 6 6 1 1 7 7 8.5 8.5
Balls stolen 5 5 3 1 8 6 6.2 8.3
Total Passes 7 6 2 2 9 8 7.7 7.5
Receptions 6 4 1 2 7 6 8.5 6.6
Assuming position 5 3 2 1 7 3 7.1 6.6

Performance efficiency until the experiment: 7.3

Performance efficiency after the experiment: 7.5

Control group Until  the After  the Until  the After  the Until  the After  the Until the After  the
experiment experiment experiment experiment experiment experiment experiment experiment

Goal shot 3 6 5 3 8 9 3.7 6.6
Lead the ball 6 3 5 2 11 5 5.4 6
Dribbling 3 4 2 2 5 6 6 6.6
Balls stolen 4 3 5 4 9 7 4.4 4.2
Total Passes 8 6 3 2 11 8 7.2 7.5
Receptions 6 4 2 2 8 6 7.5 6.6
Assuming position 4 3 3 2 7 5 5.7 6

Performance efficiency until the experiment: 5.7

Performance efficiency after the experiment: 6.2

Note: Efficiency index = number of effective actions; Inefficiency index = number of ineffective actions; Activity index = effective + ineffective
actions; Reliability index = (effective actions + activity index) x10; Index of complex action efficiency = (sum of all reliability indices) + 7.

TM®B, 2020, Tom 20, N° 3

145



ISSN 1993-7989 (print). ISSN 1993-7997 (online). Teopis ma memooduka ¢gizu4Ho20 suxosaHHs. Tom 20, N2 3

Table 3. Results of the test “3vs3 in small spaces”

Experimental group Control group
Variables considered Terms of registration (n=12) (n=12) Ax t p
X s X s

Until the experiment 3.8 0.9 2.9 0.8 .75 2.58 .017
Ball control

After the experiment 4.1 0.5 3.2 0.4 1.63 4.32 .000

Until the experiment 4.5 0.5 2.9 0.6 1.66 2.74 .019
Total Passes

After the experiment 4.7 1.6 3.1 1.6 .50 6.46 .001
Creating goal score Until the experiment 5.3 2.3 3.4 2.1 1.91 2.44 .032
opportunity After the experiment 5.8 1.1 5.2 1.8 0.50 0.93 364

Until the experiment 4.0 1.0 4.5 1.9 0.58 -0.64 .530
Shots on goal

After the experiment 4.8 1.6 5.2 2.1 1.54 -0.57 .573

Discussion

From the results, the hypothesis of the study on the ef-
fectiveness of the Brain Kinetic methodology can be refuted,
since it allows to reduce the activation of redundant cortical
circuits that negatively condition the motor performance in
stressful conditions, increasing the visuomotor coordination
necessary to adapt the motor program to the environmen-
tal conditions. By observing the results of the experimental
group, we can understand how to obtain a correct execution
of the most important technical gestures, players must be able
to solve multiple problems that are constantly encountered in
the game. By observing the results of the control group, we
can see how giving priority to the technique and the precise
execution of the coach’s orders, through the execution of ste-
reotyped exercises, without motivating the players looking for
solutions to the problems encountered in the game, prevents
young people from understanding the game in its most basic
aspects (Zuber, Zibung, & Conzelmann, 2015). Knowing that
in 50% of the times the loss of ball possession occurs due to
an incorrect decision making and not for a technical error,
we need to reflect and be stimulated to look for new solutions
in this sense (Altavilla, Riela, Di Tore, & Raiola, 2017; Sgro,
Aiello, Casella, & Lipoma, 2016). Exercises with limited spac-
es and with a reduced number of players have been presented,
since the players touch the ball several times. This involves the
realization of many passes, control, dribbling, shots, and re-
bounds, stimulating much more than football at 11 the learn-
ing of the technique by all players. According to some studies
(Carvalho & Pacheco, 1990; Leso, Dias, Ferreira, Gama, &
Couceiro, 2017), playing with the same players four 11-player
soccer games and four 7-player soccer games in 2 halves of 20
minutes, the average number of contacts with the ball in 7-a-
side football is 92% higher than in 11-player football. The au-
thors who have studied the problem of internal and external
load in young players have rarely referred to the possibility of
using/varying the space (Kilding, Tunstall, & Kuzmic, 2008).
The dynamic modulation of the space in which the exercise
is performed seems to strongly influence the high intensi-
ty exercise with a reduction of the same by about 48% and
about 39.6% respectively for U13 and U15. The total distance
reached also decreased in the dynamic condition for U13
and U15, respectively by 16.5% and 13.6% (Panfil & Mazur,
2018; Sgro, Quinto, Pignato, & Lipoma, 2016; Partington &
Cushion, 2013). The results of these studies demonstrate the
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possibility of practically applying this operational monitoring
tool for the individual assessment of players, since it has a real
and significant impact on the result of the game. This study is
offered as an additional contribution to the methodology pre-
sented, since it produces greater effects than the traditional
training process to which the experimental group was sub-
jected. As for the cognitive aspect, this work acquires a special
meaning because it is the essence of a sports game. The ability
to quickly and effectively adapt a learned behaviour can only
be acquired when the player is subjected from the beginning,
and up to the high performance phase, to a systematic devel-
opment of his mental abilities (Ceruso, Esposito, & D’Elia,
2019). These are considered, more than in the past, as the fun-
damental and essential skills for good performance. In view
of further research, other investigations could be conducted
on the identification of training protocols and tests at different
ages during adolescence. It would be appropriate to compare
the measures through the subsequent years of development
of the participants. A possible proposal could be to identify,
for those who have the possibility, directly the physiological
capacities rather than relying on estimates based on perfor-
mance, focusing in detail on this specific element, perhaps
by administering self-efficacy questionnaires for a complete
approach of self-evaluation.

Conclusions

This study allowed to experimentally test, through the
use of specific field tests, the effectiveness of the Brain Kinetic
training method. This allowed the players involved in the
experimental group to take personal, individual and group
actions that had a real impact on the outcome of the game.
The essential concept that emerges is that the development
of game intelligence in football necessarily passes from the
ability to teach players to perceive and understand a game
situation based on the knowledge and experience previously
acquired, using simplified games with a increasing degree
of difficulty. It doesn’t matter if the action is the result of
repeated practice of the same game situation, what matters
is that the player is able to read the game situation and solve
problems successfully.
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METOAUKA CMMPUAHHA PO3BUTKY IHTENEKTY
TAITPOBUX HABUYOKY MOJIOAI’KHOMY OYTBOJII

IxoBanHi Ecrio3ito'**PF, ®panvecka [I'Enia'*®cP, Taerano Paitoma'A5<E,

'"Vuisepcurer CanepHo

ABTOpCBHKNMIT BKIIAM: A — FU3aiiH JOCTIIKeHHsT; B — 36ip ganux; C - crarananis; D - migroroska pykomucy; E - 36ip xomTis

Pedepar. Crartst: 7 c., 3 Tabi., 3 puc., 30 mxepern

MeToO0 BOCTi)KEHHs € OLliHKa irpOBMX HAaBMYOK MO-
JIOAVX TPaBILiB, SKi HOCIIPKYIOTbCS, ¥ I106aIBHOMY KOH-
TeKCTi. 30KkpeMa, IpU3HAYEHO MepeBipUTH, YU CHPUATINBO
BIUIMHY/Ia 3alIpOIIOHOBaHA METORMKA HaBYaHHA Ha ¢pop-
MYBaHH: IIpOBMX HaBMYOK Ta IifIBUINEHHA ePeKTUBHOCTI
IrpoBOi Jis/IBHOCTI.

Marepianmu Ta MeTomy. Y4YacHMKaMU HOCIIIDKEHHS €
24 monopi rpasuj, BikoM Bif 13 go 14 pokis. 14 gocArHeH-
HA TIOCTaBJIEHMX 3aBJaHb MOC/i/)KeHHA CIMpPanoch Ha TakKi
METOZM: aHaJli3 HayKOBOI JIiTepaTypu, MO/IbOBE TeCTyBaHHA
Ta METOIY MaTeMaTU4HOI CTaTUCTUKU. ExcriepuMeHTanbHa
IpyIIa BUKOHYBajIa CrielniuHmiT TpeHyBaIbHNII Me3OLUKIT
(TakuiL, O CTOCYEThCA MO3KOBOI KiHeTMKM), @ KOHTPO/IbHA
Tpyma — TpagMuiiiHuit pobounii Me3ouukiL. [l BUAB/IEH-
Hs HaC/iJKiB MeTOMO/Oril HaBYaHHA BUKOPUCTOBYBA/INCS
HO/MbOBI BUIIPOOYBaHHS SIK JO, TaK i MiC/s HaBYa/JIbHOTO
nepiozy, 3 JOTPMMaHHAM IPOTOKO/IB BUKOHAHHA, ONNCa-
Hux X. BeitHom. Marepiamm gocmimpxenss 6ymu o6po6ieni
[IporpaMHuM 3abe3nedeHHsIM CTATUCTUYHOrO aHajtisy IBM

SPSS 22. ]l MOpiBHAHHA Pe3y/IbTaTiB JBOX I'PYIl BUKOPU-
CTOBYBaJIM IIAPHUI 3pa3oK t-TecTy.

Pesynpratu. AHanis t-TecTy BKasye Ha CTaTMCTUYHO
3HAYYIIi 3MiHM TPEHYBa/IbHOTO e(eKTy eKCIepYMeHTalb-
HoI rpymu. Kpamuii mokasHuk eeKTMBHOCTI, BUABICHUI B
€KCIIepUMEHTa/IbHIl IPYIIi y BUKOHAHHI HABUYOK, IIOPiBHA-
HO 3 KOHTPOJIbHOIO I'PYIIOI0, HOACHIOEThCA uBepcudikaiiero
MeTofoIoril, siKilt Bouu 6yau migmani. Tomy 3minn micms
HaBYaHHs Ha KOXKHOMY iH/IEKCi HABMYOK IOCUTIOIOTHCA T10-
JanblIMM TOBTOPEHHAM TecTiB. BifMiHHOCTI Mi>k TOKa3HM-
KaMI TeCTY € CTaTUCTUYIHO 3HAYYLIVIMMU.

Bucnoskn. JlocmipKkeHHaA MiTBEpANUIIO TiOTE3y MPO
Te, 110 BUKOPUCTAaHHA METOMY TPEHYBAHH: MO3KOBOI KiHe-
TUKM BU3HAYa€e HO3UTUBHMI eeKT Y GOpMyBaHHi irpoBux
HaBU4OK. I]eit MeTof 03BO/MB IPaBIAM, SIKi 6epyTh y4acTh
B €KCIIEPMMEHTAJIbHII I'PYIli, BUKOHYBATH iHAMBIya/IbHi Ta
I'PYIOBi A, 1[0 peasibHO BIUIMHY/IM Ha PE3Y/IbTaT I'PIU.

KnrouoBi croBa: monomixHuit ¢yrbosn, HaBUYKK
NIPUIHATTA PillleHb, CIPOIIEeHa Ipa.
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