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ɸʥʥʦʪʘʮʠʷ. ɺ ʜʘʥʥʦʡ ʨʘʙʦʪʝ ʦʙʩʫʞʜʘʶʪʩʷ ʚʦʟʤʦʞʥʦʩʪʠ ʧʦʚʳʰʝʥʠʷ ʵʬʬʝʢʪʠʚʥʦʩʪʠ ʠʟʫʯʝʥʠʷ 

ʠʥʦʩʪʨʘʥʥʦʛʦ ʷʟʳʢʘ, ʚ ʯʘʩʪʥʦʩʪʠ ʪʘʢʠʝ, ʢʘʢ: ʛʝʡʤʠʬʠʢʘʮʠʷ ʦʙʨʘʟʦʚʘʪʝʣʴʥʦʛʦ ʧʨʦʮʝʩʩʘ ʠ 

ʪʝʭʥʦʣʦʛʠʷ ʚʠʨʪʫʘʣʴʥʦʡ ʨʝʘʣʴʥʦʩʪʠ, ʘ ʪʘʢʞʝ ʟʥʘʯʠʤʦʩʪʴ ʠ ʥʝʦʙʭʦʜʠʤʦʩʪʴ ʩʦʟʜʘʥʠʷ 

ʦʙʫʯʘʶʱʠʭ ʠʛʨʦʚʳʭ ʧʨʠʣʦʞʝʥʠʡ ʢʘʢ ʘʣʴʪʝʨʥʘʪʠʚʘ ʪʨʘʜʠʮʠʦʥʥʦʤʫ ʦʙʫʯʝʥʠʶ. ʉʫʱʝʩʪʚʫʝʪ 

ʰʠʨʦʢʠʡ ʩʧʝʢʪʨ ʨʘʙʦʪ, ʠʟʫʯʘʶʱʠʭ ʜʘʥʥʫʶ ʪʝʤʫ, ʥʦ ʚʦʧʨʦʩ ʢʘʯʝʩʪʚʝʥʥʦʡ ʦʜʥʦʚʨʝʤʝʥʥʦʡ 

ʨʝʘʣʠʟʘʮʠʠ ʜʘʥʥʳʭ ʪʝʭʥʦʣʦʛʠʡ ʦʩʪʘʸʪʩʷ ʦʪʢʨʳʪʳʤ. ʕʬʬʝʢʪʠʚʥʦʩʪʴ ʠʟʫʯʝʥʠʷ ʷʟʳʢʦʚʦʛʦ 

ʤʘʪʝʨʠʘʣʘ ʩʫʱʝʩʪʚʝʥʥʦ ʟʘʚʠʩʠʪ ʦʪ ʮʝʣʝʩʦʦʙʨʘʟʥʦʛʦ ʧʨʠʚʣʝʯʝʥʠʷ ʦʨʛʘʥʦʚ ʯʫʚʩʪʚ ʢ ʚʦʩʧʨʠʷʪʠʶ 

ʠʥʬʦʨʤʘʮʠʠ, ʦʪ ʩʠʩʪʝʤʳ ʤʦʪʠʚʘʮʠʠ, ʦʪ ʩʪʝʧʝʥʠ ʧʦʛʨʫʞʝʥʠʷ ʚ ʩʨʝʜʫ ʠ ʢʦʥʪʝʢʩʪ, ʘ ʪʘʢʞʝ ʦʪ 

ʪʦʛʦ, ʥʘʩʢʦʣʴʢʦ ʚʘʞʝʥ ʧʨʘʢʪʠʯʝʩʢʠʡ ʨʝʟʫʣʴʪʘʪ ʢʦʤʤʫʥʠʢʘʮʠʡ ʥʘ ʵʪʦʤ ʷʟʳʢʝ, ʯʝʤʫ 

ʩʧʦʩʦʙʩʪʚʫʶʪ ʢʘʢ ʛʝʡʤʠʬʠʢʘʮʠʷ, ʪʘʢ ʠ VR. ʅʘʛʣʷʜʥʘʷ ʜʝʤʦʥʩʪʨʘʮʠʷ ʵʬʬʝʢʪʠʚʥʦʩʪʠ 

ʚʠʨʪʫʘʣʴʥʦʡ ʨʝʘʣʴʥʦʩʪʠ ʚ ʦʙʫʯʝʥʠʠ ʧʨʝʜʩʪʘʚʣʝʥʘ ʥʘ ʧʨʠʤʝʨʝ ʨʦʩʩʠʡʩʢʦʛʦ ʧʨʦʝʢʪʘ 

«SpeakerGuru», ʤʥʦʛʦʧʦʣʴʟʦʚʘʪʝʣʴʩʢʦʛʦ ʨʝʰʝʥʠʷ ʜʣʷ ʦʙʫʯʝʥʠʷ ʢʦʤʤʫʥʠʢʘʪʠʚʥʳʤ ʥʘʚʳʢʘʤ 

ʦʙʱʝʥʠʷ ʚ ʚʠʨʪʫʘʣʴʥʦʡ ʨʝʘʣʴʥʦʩʪʠ, ʘ ʪʘʢʞʝ ʨʘʩʢʨʳʪʳ ʩʚʷʟʘʥʥʳʝ ʩ ʚʥʝʜʨʝʥʠʝʤ ʜʘʥʥʦʡ 

ʪʝʭʥʦʣʦʛʠʠ ʧʨʦʙʣʝʤʳ. ɺ ʨʘʙʦʪʝ ʙʳʣʠ ʚʳʜʚʠʥʫʪʳ ʩʣʝʜʫʶʱʠʝ ʛʠʧʦʪʝʟʳ, ʢʦʪʦʨʳʝ ʙʫʜʫʪ 

ʜʦʢʘʟʘʥʳ ʠʣʠ ʦʧʨʦʚʝʨʛʥʫʪʳ ʚ ʩʣʝʜʫʶʱʠʭ ʠʩʩʣʝʜʦʚʘʥʠʷʭ: 1) ʪʝʭʥʦʣʦʛʠʷ VR ʚ ʢʦʤʙʠʥʘʮʠʠ ʩ 

ʨʘʟʚʠʪʳʤ ʩʝʢʪʦʨʦʤ ʦʥʣʘʡʥ ʫʩʣʫʛ ʤʦʞʝʪ ʧʨʠʚʝʩʪʠ ʢ ʧʦʷʚʣʝʥʠʶ ʧʣʘʪʬʦʨʤʝʥʥʳʭ ʨʝʰʝʥʠʡ, 

ʢʦʪʦʨʳʝ ʙʫʜʫʪ ʩʦʚʤʝʱʘʪʴ ʧʦʣʫʯʝʥʠʝ ʦʥʣʘʡʥ ʫʩʣʫʛ ʩ ʫʩʧʝʰʥʳʤ ʦʩʚʦʝʥʠʝʤ ʩʦʦʪʚʝʪʩʪʚʫʶʱʠʭ 

ʣʝʢʩʠʯʝʩʢʠʭ ʙʣʦʢʦʚ; 2) ʤʫʣʴʪʠʧʣʝʝʨʥʳʝ VR-ʧʣʘʪʬʦʨʤʳ ʧʦʟʚʦʣʷʪ ʦʙʝʩʧʝʯʠʪʴ ʥʝ ʪʦʣʴʢʦ 

ʘʚʪʦʤʘʪʠʟʠʨʦʚʘʥʥʦʝ ʦʙʫʯʝʥʠʝ ʩ ʧʦʤʦʱʴʶ ʷʟʳʢʦʚʳʭ ʙʦʪʦʚ, ʥʦ ʠ ʚʠʨʪʫʘʣʴʥʦʝ ʧʨʠʩʫʪʩʪʚʠʝ 

ʫʯʠʪʝʣʷ ʜʣʷ ʟʘʢʨʝʧʣʝʥʠʷ ʥʘʚʳʢʦʚ ʩʠʪʫʘʪʠʚʥʳʭ ʢʦʤʤʫʥʠʢʘʮʠʡ; 3) ʧʘʨʪʥʝʨʩʪʚʦ ʦʥʣʘʡʥ-

ʩʝʨʚʠʩʦʚ ʩ ʧʨʝʜʣʘʛʘʝʤʦʡ ʧʣʘʪʬʦʨʤʦʡ ʦʙʝʩʧʝʯʠʚʘʝʪ ʵʪʠʤ ʩʝʨʚʠʩʘʤ ʜʦʧʦʣʥʠʪʝʣʴʥʳʝ ʢʘʥʘʣʳ 

ʧʨʦʜʘʞ ʠʭ ʫʩʣʫʛ. ɼʣʷ ʧʨʦʚʝʨʢʠ ʛʠʧʦʪʝʟ ʙʳʣʦ ʩʧʨʦʝʢʪʠʨʦʚʘʥ ʧʨʦʪʦʪʠʧ ʧʨʠʣʦʞʝʥʠʷ «Learning 

via Playing», ʢʦʪʦʨʳʡ ʙʣʘʛʦʜʘʨʷ ʧʦʛʨʫʞʝʥʠʶ ʚ ʩʨʝʜʫ (VR), ʠʛʨʦʚʦʡ ʬʦʨʤʝ (ʛʝʡʤʠʬʠʢʘʮʠʷ) ʠ 

ʧʨʠʚʷʟʢʝ ʢ ʨʝʘʣʴʥʦʩʪʠ (ʩʮʝʥʘʨʠʡ çʇʦʢʫʧʢʠ ʚ ʛʠʧʝʨʤʘʨʢʝʪʝè ʧʨʝʜʧʦʣʘʛʘʝʪ ʚʦʟʤʦʞʥʦʩʪʴ 

ʧʨʠʦʙʨʝʪʝʥʠʷ ʧʨʦʜʫʢʪʦʚ) ʧʦʪʝʥʮʠʘʣʴʥʦ ʩʧʦʩʦʙʩʪʚʫʝʪ ʫʩʢʦʨʝʥʥʦʤʫ, ʢʘʯʝʩʪʚʝʥʥʦʤʫ ʠ 

ʫʚʣʝʢʘʪʝʣʴʥʦʤʫ ʠʟʫʯʝʥʠʶ ʠʥʦʩʪʨʘʥʥʦʛʦ ʷʟʳʢʘ. 

ʂʣʶʯʝʚʳʝ ʩʣʦʚʘ: VR, ʛʝʡʤʠʬʠʢʘʮʠʷ, ʦʙʨʘʟʦʚʘʥʠʝ, ʠʟʫʯʝʥʠʝ ʠʥʦʩʪʨʘʥʥʳʭ ʷʟʳʢʦʚ. 
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1. ɺʚʝʜʝʥʠʝ 

ɺ ʥʘʩʪʦʷʱʝʝ ʚʨʝʤʷ ʩʫʱʝʩʪʚʫʝʪ ʤʥʦʞʝʩʪʚʦ ʛʝʡʤʠʬʠʮʠʨʦʚʘʥʥʳʭ ʦʥʣʘʡʥ-ʧʣʘʪʬʦʨʤ ʜʣʷ 

ʠʟʫʯʝʥʠʷ ʠʥʦʩʪʨʘʥʥʳʭ ʷʟʳʢʦʚ: ʥʘʠʙʦʣʝʝ ʧʦʧʫʣʷʨʥʳʤʠ ʷʚʣʷʶʪʩʷ «Duolingo»1, «Lingualeo»2, 

«ɺusuu»3, «Influent»4, «Rosetta Stone»5 ʠ ʜʨʫʛʠʝ. ɺ ʧʨʦʝʢʪʝ «Duolingo» ʦʙʫʯʝʥʠʝ ʧʨʦʭʦʜʠʪ ʚ ʬʦʨʤʝ 

ʠʛʨʳ, ʩʣʦʚʘ ʫʯʘʪʩʷ ʥʝ ʦʪʦʨʚʘʥʦ ʦʪ ʷʟʳʢʘ, ʘ ʚ ʢʦʥʪʝʢʩʪʝ, ʪʝʤ ʥʝ ʤʝʥʝʝ, ʫʧʨʘʞʥʝʥʠʷ ʜʦʚʦʣʴʥʦ 

ʧʨʦʩʪʳʝ ʜʣʷ ʫʚʝʨʝʥʥʳʭ ʧʦʣʴʟʦʚʘʪʝʣʝʡ. «Lingualeo» ʪʘʢʞʝ ʟʘʜʝʡʩʪʚʫʝʪ ʠʛʨʦʚʦʡ ʬʦʨʤʘʪ, ʥʦ 

ʧʦʧʦʣʥʝʥʠʝ ʩʣʦʚʘʨʥʦʛʦ ʟʘʧʘʩʘ ʧʨʦʠʩʭʦʜʠʪ ʥʝ ʧʦ ʪʝʤʘʤ: ʫʧʦʨ ʜʝʣʘʝʪʩʷ ʥʘ ʥʝʠʟʚʝʩʪʥʳʝ 

ʧʦʣʴʟʦʚʘʪʝʣʶ ʩʣʦʚʘ, ʥʦ ʜʦʩʪʫʧʝʥ ʣʠʰʴ ʘʥʛʣʠʡʩʢʠʡ ʷʟʳʢ. «Busuu» ʦʪʣʠʯʘʝʪʩʷ ʰʠʨʦʢʠʤ ʩʧʝʢʪʨʦʤ 

ʠʟʫʯʘʝʤʳʭ ʷʟʳʢʦʚ, ʥʦ ʩʫʪʴ ʧʨʦʮʝʩʩʘ ʦʙʫʯʝʥʠʷ ʥʝ ʦʪʣʠʯʘʝʪʩʷ ʦʪ «Duolingo». «Influent» ð 

ʠʥʪʝʨʘʢʪʠʚʥʘʷ ʠʛʨʘ, ʚ ʢʦʪʦʨʦʡ ʝʩʪʴ ʚʦʟʤʦʞʥʦʩʪʴ ʧʝʨʝʜʚʠʛʘʪʴʩʷ ʚ ʧʨʦʩʪʨʘʥʩʪʚʝ ʠ ʫʟʥʘʚʘʪʴ ʧʝʨʝʚʦʜ 

ʧʨʝʜʤʝʪʦʚ ʩ ʧʦʩʣʝʜʫʶʱʝʡ ʧʨʦʚʝʨʢʦʡ ʠʟʫʯʝʥʥʦʛʦ, ʥʦ ʥʝʪ ʢʣʶʯʝʚʦʛʦ ʘʩʧʝʢʪʘ ð ʚʟʘʠʤʦʜʝʡʩʪʚʠʷ, 

ʚʣʠʷʶʱʝʛʦ ʥʘ ʵʬʬʝʢʪʠʚʥʦʩʪʴ ʦʙʫʯʝʥʠʷ. «Rosetta Stone» ʪʘʢʞʝ ʥʝ ʧʨʠʙʝʛʘʝʪ ʢ ʵʬʬʝʢʪʫ ʦʪ 

ʧʦʛʨʫʞʝʥʠʷ, ʥʦ ʚʦʩʭʠʱʘʝʪ ʦʛʨʦʤʥʦʡ ʙʘʟʦʡ ʠʟ 34 ʷʟʳʢʦʚ ʠ ʥʘʮʝʣʝʥʘ ʥʘ ʧʨʘʢʪʠʢʫ ʨʘʟʛʦʚʦʨʥʦʡ ʨʝʯʠ. 

ʊʝʤ ʥʝ ʤʝʥʝʝ, ʧʦʣʴʟʦʚʘʪʝʣʠ ʩʪʘʥʦʚʷʪʩʷ ʚʩʸ ʙʦʣʝʝ ʪʨʝʙʦʚʘʪʝʣʴʥʳʤʠ ʢ ʫʜʝʨʞʘʥʠʶ ʚʥʠʤʘʥʠʷ, 

ʧʦʩʢʦʣʴʢʫ ʫʯʘʱʠʝʩʷ ð ʚ ʙʦʣʴʰʠʥʩʪʚʝ ʤʠʣʣʝʥʠʘʣʳ ʠʣʠ ʧʦʢʦʣʝʥʠʝ Z, ʢʦʪʦʨʳʝ ʷʚʣʷʶʪʩʷ 

ʮʠʬʨʦʚʳʤʠ ʘʙʦʨʠʛʝʥʘʤʠ [1]. ʊʨʘʜʠʮʠʦʥʥʳʝ ʩʧʦʩʦʙʳ ʦʙʫʯʝʥʠʷ ʙʦʣʝʝ ʥʝ ʩʧʦʩʦʙʥʳ ʧʨʠʚʝʩʪʠ ʢ 

ʙʳʩʪʨʦʤʫ ʠ ʢʘʯʝʩʪʚʝʥʥʦʤʫ ʨʝʟʫʣʴʪʘʪʫ. 

ɹʦʣʴʰʦʝ ʢʦʣʠʯʝʩʪʚʦ ʠʩʩʣʝʜʦʚʘʥʠʡ ʧʦʩʚʷʱʝʥʦ ʪʝʤʝ ʧʦʚʳʰʝʥʠʷ ʵʬʬʝʢʪʠʚʥʦʩʪʠ ʦʙʫʯʝʥʠʷ ʩ 

ʧʦʤʦʱʴʶ VR ʠ ʛʝʡʤʠʬʠʢʘʮʠʠ, ʩʨʝʜʠ ʥʠʭ ʤʦʞʥʦ ʚʳʜʝʣʠʪʴ: «The examination of the gamification 

process in undergraduate education: a scale development study» (Baydas, O. and Cicek, M., 2019), 

«Gamifying an ICT course: influences on engagement and academic performance» (Çakiroglu, U., 

Basēbuyuk, B., 2017), «Physical and social presence in 3D virtual role-play for preservice teachers» (Cho, 

Y.H., Yim, S.Y. and Paik, S., 2015), «Using virtual reality in the classroom: preservice teachersô 

perceptions of its use as a teaching and learning tool» (Cooper, G., Park, H., 2019). «Gamification in 

education: a systematic mapping study» (Dicheva, D., Dichev, 2015) ʠ ʜʨʫʛʠʝ.  

ɺ ʯʘʩʪʥʦʩʪʠ, ʠʟʫʯʝʥʠʶ ʚʣʠʷʥʠʷ VR ʥʘ ʧʨʦʮʝʩʩ ʠʟʫʯʝʥʠʷ ʠʥʦʩʪʨʘʥʥʦʛʦ ʷʟʳʢʘ ʧʦʩʚʷʱʝʥʳ 

ʨʘʙʦʪʳ «Effectiveness of virtual reality game in foreign language vocabulary acquisition» (Mohammed 

A., 2020) ʠ «Using Virtual Reality Tools for Teaching Foreign Languages» (Peixoto, B., Pinto, D., 

Krassmann, A., Melo, M., Cabral, L., and Bessa, M., 2019). ʉʦʛʣʘʩʥʦ ʨʝʟʫʣʴʪʘʪʘʤ ʧʝʨʚʦʛʦ 

ʠʩʩʣʝʜʦʚʘʥʠʷ, ʫʯʠʪʝʣʷ ʠʥʦʩʪʨʘʥʥʳʭ ʷʟʳʢʦʚ ʧʨʠʜʝʨʞʠʚʘʶʪʩʷ ʤʥʝʥʠʷ, ʯʪʦ ʵʪʘ ʪʝʭʥʦʣʦʛʠʷ ʤʦʞʝʪ 

ʧʦʤʦʯʴ ʤʦʪʠʚʠʨʦʚʘʪʴ ʫʯʘʱʠʭʩʷ ʠ ʧʦʚʳʩʠʪʴ ʠʭ ʫʯʝʙʥʫʶ ʢʨʠʚʫʶ ʚ ʦʪʥʦʰʝʥʠʠ ʘʫʜʠʨʦʚʘʥʠʷ ʥʘ 

ʠʥʦʩʪʨʘʥʥʦʤ ʷʟʳʢʝ [2]. ɺʦ ʚʪʦʨʦʤ ʩʣʫʯʘʝ ʨʝʟʫʣʴʪʘʪʳ ʥʝʟʘʚʠʩʠʤʳʭ t-ʪʝʩʪʦʚ ʚ ʢʦʥʮʝ 

ʵʢʩʧʝʨʠʤʝʥʪʘʣʴʥʦʛʦ ʧʝʨʠʦʜʘ ʧʦʢʘʟʘʣʠ, ʯʪʦ ʫʯʘʱʠʝʩʷ, ʠʩʧʦʣʴʟʫʶʱʠʝ ʚʠʨʪʫʘʣʴʥʫʶ ʠʛʨʫ «House of 

Languages», ʜʦʩʪʠʛʣʠ ʙʦʣʴʰʠʭ ʫʩʧʝʭʦʚ ʚ ʦʩʚʦʝʥʠʠ ʩʣʦʚʘʨʥʦʛʦ ʟʘʧʘʩʘ, ʯʝʤ ʪʝ, ʢʪʦ ʠʩʧʦʣʴʟʦʚʘʣ 

ʪʨʘʜʠʮʠʦʥʥʳʡ ʤʝʪʦʜ [3]. 

ɺ ʠʩʩʣʝʜʦʚʘʥʠʠ ʉʘʥʜʨʳ ʃʦʫʨʝʡʨʦ ʠ ʈʠʢʘʨʜʦ ɹʠʣʨʦ («Virtual reality and gamification in 

marketing higher education: a review and research agendaè, ʇʦʨʪʫʛʘʣʠʷ, 2020) ʧʨʦʚʝʜʸʥ ʘʥʘʣʠʟ 

115 ʩʪʘʪʝʡ ʚ Web of Science ʥʘ ʪʝʤʳ, ʩʚʷʟʘʥʥʳʝ ʩ ʧʨʠʤʝʥʝʥʠʝʤ VR ʠ ʛʝʡʤʠʬʠʢʘʮʠʝʡ ʚ ʩʬʝʨʝ 

ʦʙʨʘʟʦʚʘʥʠʷ (ʨʠʩ. 1) [4]. ɺ ʦʙʣʘʩʪʠ ʦʙʨʘʟʦʚʘʥʠʷ ʜʦ ʩʠʭ ʧʦʨ ʥʝ ʙʳʣʦ ʠʩʩʣʝʜʦʚʘʥʠʷ, ʧʦʩʚʷʱʝʥʥʦʛʦ 

ʪʝʢʫʱʝʤʫ ʩʦʩʪʦʷʥʠʶ ʜʝʣ ʚ ʦʙʣʘʩʪʠ ʚʠʨʪʫʘʣʴʥʦʡ ʨʝʘʣʴʥʦʩʪʠ ʠ ʛʝʡʤʠʬʠʢʘʮʠʠ, ʢʦʪʦʨʦʝ ʤʦʛʣʦ ʙʳ 

ʩʠʩʪʝʤʘʪʠʟʠʨʦʚʘʪʴ ʦʩʥʦʚʥʳʝ ʥʘʧʨʘʚʣʝʥʠʷ ʠʟʫʯʝʥʠʷ, ʘ ʪʘʢʞʝ ʚʳʜʝʣʠʪʴ ʥʘʧʨʘʚʣʝʥʠʷ ʙʫʜʫʱʠʭ 

ʠʩʩʣʝʜʦʚʘʥʠʡ. ʅʘ ʦʩʥʦʚʘʥʠʠ ʩʦʙʨʘʥʥʳʭ ʜʘʥʥʳʭ ʫʯʸʥʳʝ ʩʬʦʨʤʫʣʠʨʦʚʘʣʠ 20 ʠʩʩʣʝʜʦʚʘʪʝʣʴʩʢʠʭ 

ʚʦʧʨʦʩʦʚ, ʢʦʪʦʨʳʝ ʩʣʘʙʦ ʨʘʩʢʨʳʪʳ ʠ ʪʨʝʙʫʶʪ ʜʘʣʴʥʝʡʰʝʡ ʧʨʦʨʘʙʦʪʢʠ. ʅʘʠʙʦʣʝʝ ʠʥʪʝʨʝʩʥʳʤʠ ʩ 

ʪʦʯʢʠ ʟʨʝʥʠʷ ʚʣʠʷʥʠʷ ʥʘ ʦʙʨʘʟʦʚʘʪʝʣʴʥʳʡ ʧʨʦʮʝʩʩ ʷʚʣʷʶʪʩʷ ʩʣʝʜʫʶʱʠʝ ʚʦʧʨʦʩʳ:  

- ʂʘʢ ʨʝʘʣʠʟʦʚʘʪʴ ʧʨʦʮʝʩʩ ʦʙʫʯʝʥʠʷ ʩ ʠʩʧʦʣʴʟʦʚʘʥʠʝʤ ʛʝʡʤʠʬʠʢʘʮʠʠ ʠ VR, ʧʨʠʚʣʝʢʘʷ ʢ 

ʩʦʪʨʫʜʥʠʯʝʩʪʚʫ ʚʩʝ ʟʘʠʥʪʝʨʝʩʦʚʘʥʥʳʝ ʣʠʮʘ (ʩʪʦʨʦʥʥʠʝ ʦʨʛʘʥʠʟʘʮʠʠ, ʧʨʝʧʦʜʘʚʘʪʝʣʠ, 

ʩʪʫʜʝʥʪʳ)? 
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