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VOCABULARY GAMESASA WAY
OF MOTIVATING STUDENTS

Shcherbina V.V., PhD in Philology (Kharkiv)

Thearticleisdevoted to the analysis of vocabulary games as specific learning
activities and the way of motivating studentsin their combination with the other
English language teaching techniques at all the stages of an English lesson.
Vocabulary games are taken into consideration as alternative to the traditional
way of forming lexical competence and teaching vocabulary. They are described
astheform of work designed for activating, practicing, controlling and retrieving
stored vocabulary. Itisshown that vocabulary games are agood way of recycling
and memorizing linguistic units.Such games may help students improve their
genera knowledge and to be ableto communicate on various subjects. Vocabulary
game is viewed both as a kind of time-filler and the activity playing the central
role in communicative situation created for developing learner’s communicative
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skills. Vocabulary games may be viewed asintegral partsof other activities. They
seem to be helpful for passing new lexical items from the short-term to more
reliablelong-term memory.

It is pointed out that vocabulary games usually require somepreparation.
The games make use of variety of techniques. They may be enacted around the
certain topic and are based on the use of active vocabulary. It is proved that
crossword puzzlesare especially time-consuming as they require more time to
prepare and organize.

The set of vocabulary games efficient for the development of students* lexical
competencehas been offered. It is proved that vocabulary games give learners
the opportunity to sense the work of language as living communication. They
hel p studentsto become more word curious and more confident intheir everyday
speech and writing. It is shown that vocabulary games may be based on team
work in order to maximize ways of making every learner experience success. Itis
pointed out that some games may have quite a complicated structure consisting
of a number of activities. Some of them can be used as warming-up exercises
some activities can help students to integrate new knowledge into existing
knowledge. The vocabul ary games offered inthe article may be especidly efficient
If there isalot of vocabulary to review. Such activities may be challenging but
they help to create learning environment which leads students to success and
joy of learning. They get students motivated and make learning process more
memorable and exciting.

K ey wor ds: language units, lexical competence, motivation, vocabulary games.

HlepOouna B.B. JlekcuuHi irpu sik 3acid moruBauii crygenriB. Crarts
NpPUCBSIYEHA aHANI3y JIEKCUYHHUX irop Yy iX MO€AHAHHI 3 1HIIMMU METOJUKAMHU
HaBYaHHS aHMIINCHKOI MOBM Ha PI3HUX eTamnax ii BUBYEHHsA. JIeKCUYHI irpH
PO3MIAAIOTHCS SIK aJIbTEpHATHBA TPAJAULIMHUM METOJIaM HaBYaHHS 1HO3EMHUX
MOB. JloBesieHO, 10 IrpU, COPSIMOBAaHI Ha PO3BUTOK JIGKCUYHOT KOMIIETECHIIIT,
MOXYTh MaTU CKJIAJHY CTPYKTYypy. binbuiicTs irop morpelyroTh AOAATKOBOI
miarotoBku. [loka3zaHo, MO JEKCHUYHI ITPU Y9aCTO BUKOPHUCTOBYIOTHCS IS
MOBTOPEHHA Ta 3aKpiIJIeHHs HOBoro marepiany. [loniOH1 MeTOaUM HaBYaAHHS
CTBOPIOIOTH CIPUSTIMBE CEPEAOBUIIE HA 3aHSTTI Ta MiJBUIYIOTh MOTHUBAIIIIO
CTyleHTiB.JIeKCHUHI Irpy MOXKYTh OyTH CKJIaJOBOIO YACTUHOIO 1HIIUX METOIUK,
CHPSIMOBAHUX Ha PO3BUTOK KOMYHIKaTUBHUX YMiHb. JIEKCUYHI IrpH JOTIOMararoTh
CTyAEHTaM MIJBUINYBATH PIBEHb 3HAHb, MOJETUIYIOTh MPOLEC CHIJIKYBaHHS
1HO3€MHOI0 MOBOIO.

3anpornoHOBaHO HU3KY BIIPaB, HAMOLIBII €(DEKTUBHUX y TIPOIIECT PO3ZBUTKY
JIEKCUYHO1 KOMITETEHIIIi CTYJICHTIB.

Kuro4uoBi ciioBa: jiekcMyHa KOMIIETEHILIS, JJEKCUYHI I'pU, MOBHI OJMHUIIL,
MOTHBALIIA.
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Ilepouna B. B. Jlekcn4eckue urpbl Kak cnocod MOTUBAIUU CTYACHTOB.
CraTbs IOCBAIICHA aHAIM3Y UCIIOJIH30BAHUA JIEKCUYECKUX UTP B COYCTAHUU C
JIPYTUMHU METOIMKaMU OOY4YEeHUS aHTIIMICKOMY SI3BIKY Ha Pa3HbIX CTaIUSIX YPOKa
MHOCTPAHHOTO sI3bIKa. JIekcuueckue urpbl paccMaTpUBAIOTCS KaK albTEPHATHBA
TPaAUIIMOHHBIM MeTOJlaM OOy4YeHHs] MHOCTpaHHBbIM si3bikaM. [loka3aHo, 4TO
UTPBI, HATIPABJICHHBIE HAa PA3BUTHUE JIEKCUYECKIX HABBIKOB, MOTYT UMETh CIIOKHYIO
CTPYKTYPY. BONBITUHCTBO UTP TPEOYIOT NOMOTHUTEILHOM MMOATOTOBKU. MHOTHE
UTPbl UCHOJB3YIOTCS JJIsl IOBTOPEHUS M 3aKpEIUIEHUsT HOBOTO Marepuala.
[TonoOubIe METOAMKN O0yUEeHHUs CO3MAI0T OJArONMPHUITHYIO OOCTAHOBKY H
MOBBIIIAIOT MOTUBAIIMIO CTYIEHTOB. Jlekcuueckue Urpsl MOTYT OBITH YaCThIO
JPYTUX METOJIMK, HAIPABJICHHBIX HA Pa3BUTHE KOMMYHUKAaTUBHBIX yMeHUN. Takue
METO/Ibl 00y4YEeHHUsI CIIOCOOCTBYIOT IMOBBIIMIEHUIO YPOBHS 3HAHUN CTYJEHTOB U
00JIeryaroT mpoIecc OOIIEeHUSI HAa UHOCTPAaHHOM SI3bIKE.

[Ipennoxen psaa ynpaxHeHuid, HauOomee 3(HGHEKTUBHBIX IS Pa3BUTHS
JIEKCUYECKOM KOMIIETEHIIH CTYI€HTOB.

KiaoueBble cjoBa: Jekcu4Yeckass KOMIETEHIUS, JIEKCUYECKUE UTPHI,
MOTHBAIHS, SI3BIKOBBIC SAUHUIIBL.

The topicality of the research. All foreign language teachers know
how important vocabulary is. Students are to learn and memorize lots of
new words at every English lesson. The problem of learning vocabulary is
getting especialy topical asmoreand morelearners (including intermediate
level students) realize that communication stopsif they lack the necessary
words. Nevertheless, for many students nothingis moretediousand tiresome
than learning vocabulary lists and nothing is less efficient and interesting
than learning vocabulary lists. So the questionsarise: how does onememorize
vocabul ary then? How can aforeign language teacher transform the process
of learning vocabulary into the way of motivating students? How can new
words beintegrated into existing word store?

It is widely-known that presentation of new language items should be
immediately followed by their practice. New knowledge needs to be
integrated into existing knowledge. There are alot of different types of
tasks that teacher can use to help students to transfer new words into
long-term memory. Such tasks are either receptive, when learners make
judgments about words, but do not necessarily producethem, or productive,
inwhich learnersarerequiredtoinsert the newly studied wordsinto some
kind of speaking or writing activity. Definitely such divisionisabit vague
as receptive tasks can become productive if the learners are invited to
talk about their judgments.
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The researcher N. Decure points out: “Words that you have to use in
some practical situations are remembered best. If somebody works as an
au pair in an English-speaking country, he will soon know and remember
such words as ladle, garbage, mothballs. If one stays in autumn with a
family who has a garden, wheelbarrows and rakes will soon become as
familiar as pen and pencil ” [3: 21].

We teach and learn English in a non-English speaking setting, that*s
why words cannot be manipulated in their natural context. The best thing
that might be doneisto manipul ate them in games. We can just takelists of
words and play with them. We can al so use the new wordsthat have come
up in written or oral textsin class and use them in games or exercises so
that passive comprehension has achance of getting transformed into active
acquisition and use. While learning vocabulary gameisaspecia helper in
the process of integrating new wordsaswell. Game factor can makewords
more memorable and help to involve every student into the classwork and
get them motivated. Vocabulary games can make work non-routine and
keep learners being interested and active during the whol e class.

The degree of scientific research of the issue. Vocabulary games
asamethod of foreign language teaching have been the object of research
in the studies of many both native and foreign linguists. The works by J.
Hadfield are devoted to the question of motivating learnersin order to
form and develop speaking as well as analytical, critical and problem-
solving skills while using vocabulary games both linguistic and
communicative ones[5]. Giving definitions of agame, J. Hadfield points
out that “the element of fun” is viewed as the key to the successful and
creative learning” [5: 12].

F. Miller works out vocabulary games which require the active
involvement of learners. Such vocabulary games are aimed at recycling
enough language to be able to communicate in the target language.
“Vocabulary games are also a way of dealing with individual's learning
preference. Such games may help thelearner enjoy the bewildering process
of learning lexis and becoming aware of the lexical and structural
partnerships that exist in English” [10: 19].

J. Umstatter, selected Teacher of the Year severa times, designed
vocabulary games “aimed at reviewing the various language arts skills
including grammar, word development, vocabulary research, critical
thinking” [11]. The researcher considers vocabulary games to be enjoyable,
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worthwhile and motivating ones. Through such activities students may
absorb more information and may enjoy themselves at the sametime. In
his book “English Brainstormers™ [11] a number of ready-to-use vocabulary
activities” which can function as introductions, refreshments, homework
assignments” are offered.

F. Klippel considers vocabulary games to be the technique that may
help students to develop their “feeling of the language”, which seems to be
necessary for formation and devel opment of their communicative skills[7].
In hisworks the linguist views vocabul ary games as an integrative part of
role-play exercisesand simulationswhich he considersto be at the heart of
|earning communicative skills.

J. Flower takes into consideration the function of vocabulary games
astheimportant e ement in modern foreign language teaching for specific
purposes [4]. The activities proposed in his books are based upon the
areaof foreign language application. Theways vocabul ary games develop
students’ imagination and make them “word wise” and motivated are
shown in hisbooks

The aim of this article is to define the ways vocabulary games may
function at different stages of the English lesson and to offer a set of
vocabulary games which can be used for motivating language | earners of
different levels.

There are many ways of learning and recalling new language units,
Vocabulary gamesare aimed at hel ping studentslearn, memorizeandrecycle
enough language material to be able to communicate on various subjects.
All foreign language teachers have their own preferred learning styles as
well as favourite kinds of games. F. Miller points out that “the majority of
vocabulary games seem to concentrate on activating, acquiring, testing and
remembering vocabulary” [10: 19]. Vocabulary games may help and
encourage many learnersto sustaintheir interest and work. F. Miller consders
the ability to play such games to be “the fifth skill”.

Vocabulary games may play acentral role in the classroom aswell as
may be a “useful time-filler”. Let’s have a closer look at some vocabulary
games which are suitable for all levels of proficiency and can be used at
various stages of alesson.

Some vocabulary games play on the physical aspect of the words,
they also use definitions a lot and this is useful training for dictionary
work.
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The vocabulary game “Letters in Common” may be very efficient
aswell as funny both for beginners and advanced learners. In this game
students are to find words with identical letters at the beginning, in the
middle or at the end. It may be a good idea to use sets of pictures to
illustrate the activity. In the game we'd like to offer you are to find the
endings of thewords:

Clock Book Wheel

Lock Hook Peel

Sock Crook Heel

Word Ladder is one of the most popular games. In this game words
are formed by changing one letter. For each change students are given
the instructions or description of a word they are to get. Let“s follow the
given instructions and transform bear into coat.

Sep 1. Bear

Sep 2: Hear. What deaf people cannot do.

Sep 3: Heat. The noun from hot.

Sep 4: Meat. Vegetarians would not eat it.

Sep 5: Medl. Lunch, breakfast, dinner.

Sep 6: Sedl. Lives in the sea.

Sep 7: Sell. What salesmen do.

Sep 8. Bell. Every church has one.

Sep 9. Belt. Something you wear .

Sepl0: Bolt. You dlide this across to fasten a window.

Sep 11: Colt. A young horse.

Sep 12: Coat.

The vocabulary game “Add a letter” may be good for memorizing
wordsaswell asfor improving students’ spelling. Thisactivity may include
new language items that have come up in written or oral textsin class. If
students use them in games, passive comprehension will have a chance
of getting transformed into active acquisition and use.

ep 1: Now — Snow — Seen in winter.

Sep 2: Pure — Purse — Container for money.

ep 3: Host — Ghost — Fact or fiction.

Sep 4: Roof — Proof —You need this to convict someone of a crime.

We can make the game more complicated, change the instructions
and ask students to add two lettersinstead of one.

Sep 1: Age — Eager — Keen.
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Sep 2: Aid — Rapid — Fast.

Sep 3: Ale — Ankle — Part of the body.

Sep 4: Bale — Battle — Fighting.

Sep 5: Bare — Barrel — Container for beer.

[t*“s much easier to memorize words, if they are connected with the
same thing. The vocabulary game “Word Association” can make the
process of |earning words more exciting. Thisgameisespecially good for
those who learn best by associating lexiswith atopic or situation.

Sep 1: Jacket, spine, title, chapter — Book.

Sep 2: Matron, ward, surgeon, theatre — Hospital.

Sep 3: Vault, deposit, counter, cash — Bank.

Sep 4: Javelin, relay, shot, hurdles — Athletics.

Sep 5: Pupil, iris, lash, glasses — Eye.

The vocabulary game “Odd Word Out” may be more challenging if
we ask studentsto find in the group of words one word which includes
the others and cross out the word which does not belong to the same
family.

Sep 1. ANT FLY INSECT BUTTERFLY BEETLE BEE SNAIL

Sep 22 TROUT WHALE SALMON COD TUNA FISH

Step 3: ISLAND IRELAND AMERICA MALTA CYPRUS
AUSTRALIA

Crossword puzzles, the most difficult and time-consuming to prepare,
may be especialy efficient if there is a lot of vocabulary to review.
Teachers can make crossword puzzles themselves and do it fairly small
andsimple.

Vocabulary games can be played in teams. In the game “Categories”’,
which belongs to the group of “Ranking exercises”, teacher gives the
students alist of words in aphabetical order. Students in teams have to
put them in given categories or categories of their own choosing. Then
the results are compared and discussed. The game “M agic Shop” belongs
to such type of activities. Students get cards with positive and negative
human qualities written on them. Students are divided into two teams.
Therepresentative fromthefirst teamisto describethe certain quality to
another team. If another team names the quality correctly, they get the
card if not the opposite team keepsit.

To sum up, it can be concluded that vocabulary games “may help
students enjoy the bewildering process of learning lexis and becoming
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aware of the lexical and structural partnerships that exist in English” [10:
19]. Such activitiesare used for recycling whichis necessary for sending
new lexical or structural language unitsinto long-term memory that seems
to be more trustworthy than the short-term one. Pleasure and fun are
integral components of any game. Fun involvement isawonderful way to
achieve classroom goals and improve language skills. Vocabul ary games
make work non-routine, help to avoid boredom and keep learners being
interested and active during the whole class. As a result students are
given abetter chance of storing and recalling their knowledge, they are
enjoyably involved in the process and feel inspired to do the best.

The further research in this area is to be devoted to the analysis
ofgrammar games as asignificant component of devel oping communicative
fluency.
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BUMOTH 1O O®OPMJIEHHSA PYKOIUCIB CTATEN

J1o onyOiKyBaHHS IPUAMAIOTHCS MaTEPIaIH, 110 MOPYIITYIOTh MUTAHHS METOIUKH
BUKJIaJJaHHS MOB (YKpaiHCBKOi, pOCIMCHKOI Ta IHO3€MHHX) Y BUIIIUX HaBYAJIbHUX
3aKJIaax.

Moea nyoénikayin: yxpaiHCbKa, aHINIMCbKa Ta pociiicbka (IUIsl 1HO3EMHHX
aBTOPIB).

IpaBuia opopmiieHHsI pYKONUCIB:

*  CTaTTS MOJAETHCS A0 PEAAKIIT a00 HAJICUIIAETHCS EIEKTPOHHOIO MOIITOIO
Ha anpecy: vestnik-knu@ukr.net B pegaxtopi Word ans Windows Bepcis 6.0, 7.0
0€3 aBTOMAaTHYHUX NIEPEHOCIB CITIB Pa30M 13 IBOMa ManepoOBUMH IPUMIPHUKAMU
Tekcty. O0csr crarri: 9-11 crop.;

* Iepeja Ha3BOIO CTATTi y BEpXHBOMY JIIBOMY KyTi BKa3yeThes iHaeke Y/IK
(urpudr 12) Ta ko ORCID;

* Ha3Ba CTATTl APYKYETHCSA B IEHTP1 BEIUKUMH JIITEPAMH HAMIBKUPHUM
mpudTom (pudt 14) 6€3 Kpanku B KiHII, M1 HEIO Yepe3 ABa IHTEpBaIM B UEHTPI
HamiBXUPHUM KypcuBoM (mpudT 14) — npi3Buiiie i iHiliaam aBTopa, miciis KOMH
HAyKOBHUU CTYIIIHb Ta MOPSA Y Ty’KKaX Ha3Ba MicTa (1HO3€MHI aBTOPH BKa3yIOTh
TaKOX KpaiHy);

* MiCJIsl Ha3BU CTATTi U Mpi3BHILA aBTOPA Yepe3 JBa IHTEPBAIH APYKYIOThCS
aHoTaIii ykpaiHchKot0, pociiickkoro (500 3HakiB) it aammiiicbkoro (2000 3HAKIB)
MoBaMH (Ipu@T 12, MDKpSAKOBHM 1HTEpBa 1), Micis KOXKHOI aHOTaIlii 3 ab3aIty
NOJAI0ThCH 32 a(aBiTOM KIIFOYOBI CJI0BA Ta/a00 CII0BOCHOIY4YEHHs (He Ouiblie 5).

CnoBocnonyueHHs: «KiiiouoBi cjioBa» HaOUparThCs 3 BEIUKOI JITEPU
HaMBKUPHUM MIPUPTOM 13 ABOKpankoro (mpudTt 12), iHTepBai Mix aHOTALISIMH
1,5; Ha moyaTKy KOKHO1 aHOTallli BKa3ylOThCs MP13BUILIE, 1HIIIIAIN aBTOpA Ta Ha3Ba
CTaTTI MOBOIO aHOTAIIII;

* TEKCT CTaTTl APYKYETHCSA O€3 aBTOMATHYHUX NIEPEHOCIB CIB, pudT 14,
iHTepBan 1,5, monsg nmiBopyd, yropi, BHu3Yy — 2,5 cm, mnpaBopyd — 1 cm,
dbopMaTyBaHHS 3a WIUPHUHOIO CTOPIHKH, BiAcTyn ab3amy — 1,25, 4iTko
nidepenmirooTbes Tupe (—) Ta aedic (-);

* 3a nonokeHHIM MOH VYkpainu cTaTTd MOBUHHA MICTUTH OOTPYHTYBaHHS
TEMHU, CTYMIHb ii pO3POOKU, AKTYaJbHICTh, METY aHaJII3y, BUKJIA] OCHOBHOTO
MarepiaJty, a HalPUKIHI{l — BACHOBKH Ta MepPCcneKTUBH J10cikeHHs (broneTeHb
BAK, Ne 1,2003);

* SKIIO B CTaTTI BUKOPUCTAHI CHeIliajdbHl MPU(THU, CUMBOJIH, LTIOCTpaIli,
tabnuui (y Word), ix 1onaroTh okpeMumHu ¢aiiaamu;

* UIIOCTpATUBHUI MaTepian BUAUIIETHCS KYPCUBOM;

* TMOCWJIAHHA B TEKCTI O(QOPMIIIOIOTHCS KBAaJAPATHUMH JTy>KKaMH 3T1THO
3 HyMepalli€ro CIIMCKY BUKOPUCTAHOT JTITepaTypu, Haripukiam, [ 1: 35], ae neprmii
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3HAK — MOPSIKOBUN HOMEP IIUTOBAHOTO BUAAHHS 32 CIIUCKOM, a JPYTHii — HOMED
IIUTOBAHOI CTOPIHKH;

» 3apepurye nyomikaiito Jliteparypa (cioso JIITEPATYPA npykyeTbcs
HaIIBXXUPHUM HIPUPTOM BEJIUKUMHU JIITepaMU O€3 BIACTYILY Bif JIBOTO MOJIS),
HUKYE MOJAETHCA 3aHYMEPOBAHUM TEPEIiK IUTOBAHUX POOIT B andaBiTHOMY
TIOPSZIKY aBTOPIB 1 Ha3B BUAaHb (pudT 12, inTepna 1), opopMiieHni BiMIOBITHO
1o crannaptiB MOH VYkpainu (nuB. bronerens BAK, Ne 3, 2008 a6o Ne 5, 2009);
y IepeniKy BUZiaHb Ma€ OyTH JKepeio, ke Oylio HaJpyKOBaHO MPOTATOM OCTaHHIX
I’ SITH POKIB; y pa3l HEOOX1THOCTI HAAETHCS CIUCOK JKEpe 1II0CTPATUBHOTO
Marepiany;

* JUIsl BXOJPKEHHS 301pHUKA Y HAYKOMETpUYH1 043U IaHUX CITUCOK JITEPATypU
odopmitoeThes aBidi: crioyaTky 3a Bumoramu JJAK Ykpainu sk JIITEPATYPA
(LITERATURE myist aHITIOMOBHOT CTATTI), HOTIM 32 MiDKHAPOTHUMH CTaHIapTaMK
sk REFERENCES

micis cioBa REFERENCES (Benukumu nitepaMu >KupHUM mpudTom 6e3
JTBOKPAITKY B KiHI[l) HABOJAWTHCS HEHYMEPOBaHUi anihaBITHUI CIIMCOK YCIX JKEPe
3a 3pa3koM (auB. caitT: http://www-center.univer.kharkov.ua/vestnik);

* MiIPSAKOBI BUHOCH HE IOMYCKAIOThCS;

* CTOpPIHKH PYKOMHUCY B €JIEKTPOHHOMY BapiaHTI HE HyMEpYIOThCH,
y pO3APYKOBAHOMY BapiaHTI HyMEPYIOTHCS OJIIBIIEM Ha 3BOPOTI.

[Ipu momanHi cTaTTi HEOOXITHO HANATH BiJCKAHOBAaHWUW BapiaHT MEPIIOI
CTOPIHKH 3 MIAMKUCOM aBTOpa (aBTOPIB), 110 MIATBEPAKYE BIACYTHICTh Y CTATTI
rariaty: «Crarts “HA3BA CTATTI” e mictuts mariatyy. [linnuc (manucn).

Ha okpemomy apkymi (aiini) mogaroThCst BIIOMOCTI PO aBTOpa: MPi3BHUIIIE,
iM’s1 Ta 10 0aTHKOBI (MIOBHICTIO), HAYKOBUI CTYI1Hb, BUEHE 3BaHHSI, I0CA/1a, MICLIE
po00TH (ITOBHICTIO ), KOHTAKTHUH Tee(OH, TOMAIIIHs Ta €JIEKTPOHHA aJpeca, Ko
ORCID. ABTopu 6€3 HayKOBOTO CTYICHIO IOJIal0Th 0 PYKOITUCY OJHY PEIIECH31I0
KaHauaara abo TOKTopa HayK. YCi 3a3Ha4eH1 MaTepialid MOJAI0ThCs y (haiii.

IHopani maTepiajiv He peleH3YIOThCS i He IOBEPTAIThCS.

PenakuiiiHa KoJieria 3ajammae 3a co000 NMpaBo BiAXWJIATH CTATTI,
1[0 He BIANMOBIAI0TH YCiM 3a3HAYE€HUM BUMOTaM.

Indopmaniro mpo 30ipHuK po3minieHo Ha calTi: http://www-center.univer.
kharkov.ua/vestnik

Peoaxuiiina konezin
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[Tinmucano g0 Apyky 22.05.2017.
[Mamip odcernuii. Jpyk puzorpadivauii.
YMm. apyk. apk. 9,40.

Haxman 100 op. 3am. Ne

61022, XapkiB, maitnan CBo6ou, 4,
XapkiBcbKui HallloHaNIbHUHM yHIBepcuTeT iMeH1 B.H. Kapasina
BunaBHuUnTBO

HanpyxoBano:
XapkiBcbKui HallloHaNIbHUM yHIBepcuTeT iMeH1 B.H. Kapasina
61022, XapkiB, maiinan CBo6o1m, 4
Ten.: 705-24-32

CainonTBo cy0’exta BumaBunyoi ciupasu JIK Ne 3367 Bix 13.01.09.




