CAHKT-NIETEPBYPI' CKUM TYMAHUTAPHBIA YHUBEPCUTET IPO®COIO30B
DaKynbTET KYJbTYPBI

Kadenpa anrnmiickoro s3pika

BBIITYCKHASA KBAJIM®OUKALIMOHHAS PABOTA
MPOBJEMBI JIOKAJIN3AIIMA BUJIEOUTP ITPU ITEPEBOJIE HA PYCCKHH SA3BIK
(HA IPUMEPE UI'PBI “GOD OF WAR”)

1o HanpasjaeHuro moAroToBku 45.03.02 «JIuarBucTHKaY (OaKamasp),

o npoduminto «Teopus v npakTUKa MEXKYIbTYPHOU KOMMYHHKAITHI

PykoBoautens BKP: BeinmosHWa CTyneHT:
JOLUEHT Kadeappl aHITUICKOrO  s3bIKa OYHOHN (POPMBI OOyUCHHMS

CIIoI'VII 4 xypca IK20H2101 AH2 y4e6HO# rpymiibl
K. IIeJaaor. H.

MakapoBa
Boskosa E.B. DnrHa AJeKceeBHA
(noonucw) (noonucs)
JlomycTUTh K 3aIuTe BKP 3amumena: «__» 2024 r.
3aBenyromuii kadeapoit C OIIEHKOM « »
Bonaxosa E.B. IIpencenarens I'OK
Yemonyposa 3.M.
(noonucw)
(noonucw)
«_» 2024 r.

Cankrt-IletepOypr
2024
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