Denepanbnoe rocynapersennoe 6101&eTHoe 06pazoBaTeNbHoe yapexiaenne
ucmero obpazoBanus «/loHCKOi rocyaapeTBennblil TexHuyecKHil YHHBEPCHTET»

SAJIAHUSA 3AKJIIOYHTEJBHOI O 9TAIIA
OJTUMITHALBI «51 — BAKAJIABP»
JUIS1 OBYYAROIIMXCA 5-11 KJIACCOB
2023/2024 yuebuniii roa

10 AHTJIMUCKOMY SI3BIKY

umor 37 A AL 22

. ; .. Task1 Listening ‘:j’

¥ B; yeaviuume 3 ucmopuu. Onpedenume, kaxue u3 NpueedéHHuX Huice ymeepacoenuil
- coomeememeyiom codepoicanwio ucmopuii (1 — True), xaxue ne coomeememesyiom (2 - False) u o
wem @ ucmopusx ne ynomunaemcs (3 — Not stated). B none omeema enuwume 00Hy yughpy,
Komopas coomeemcmeyem Homepy omeema. Bel ycaviuuume zanuce 06axicosl.

35 The guy at the supermarket felt like he had done a good deed.
2. The woman and her two friends went to the concert using the free tickets.
3. There was a note in the car explaining that the person needed the car for an emergency.
4, The detective in charge of the case found a valid reason for the poisoning.
5. The guy at the supermarket reminded the elderly woman of her deceased son.
. 6. The old woman didn’t make many purchases.
7. The guy in the second story was rushed to the hospital by helicopter.
8. The car was returned by the police.
9. The old woman had a photo of her son.
10. The guy from Japan was poisoned while he was doing sports.
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. Task 2 Writing

"ﬂpeb.wm:me CEOU 6APUAHMYI 3ACEPUICHUA KAJICOOT UCTOPUL.

11. Story 1: a punch
When the woman wewd back home | She v"oan/aal%
of flowers and 100§ (v Lfroni of her dpor. A/so 7’{0’

W45 a4  hede J'Or&y ggpain., Money or the émg/e
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13, Story 3:
£der  Sauing qué c/ by fo 7%( e/o/w/ Y kOmMBaA /A £ puy
v S R 7 4 i a 7




_ttaried cwommuniiqiine

: el and 14 ,
pusly pof alone &,1h ¢ach olbev Thc v é/&r/g/géf
% on_gnd Fzel ped

Task 3 Reading é’
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Hpoumume mexcm u geiGepeme npagwisHie onmeemvl HA BONPOCHI.

The gadget generation

Children today would find it hard to imagine life without mobile phones, iPods, computer
games and the Internet, and there are very few who aren’t technically literate and skilled at using
them. Technology has advanced rapidly, particularly over the last decade, and gadgets and gismos' =
will have an ever-increasing influence on children's lives. A survey of young people between the |
ages of eight and 18 in America showed that the average time children spend using electronic
gadgets has risen dramatically, to around seven hours and 38 minutes a day. And some are
consuming up to 10 hours' electronic content a day, because they use more than one gadget at the
same time. |-

Technology has without question improved the quality of children's lives. Children's| % |
television can be informative as well as entertaining, and in schools, computers are increasingly:
used as an aid to learning. Educational software frequently offers children the chance to work {:
together, take turns, discuss and solve problems, and all computer games help to improve motor |
skills and hand-eye co-ordination. Computers and the Internet offer children a sense of}:
empowerment, and provide them with the tools and information needed to solve problems or find
things out. Texting, emailing and blogging all drive children to be more experimental with the “'
written word. A recent British survey showed that children who use technology are much more |+
confident about their writing skills. Technology also has a social role. Over 25% of British eight
to eleven-year-olds who have a computer are members of an online social network like Facebook |
or Bebo. They make new friends and chat online, and consider this important, although it can also | ¢
have downsides. Furthermore, good computer skills are essential in today's job market, so the more
confident children are with computers, the greater the advantage they will have when looking for .
a job. {i
Despite these considerable advantages, the press contains almost daily reports of the , 3
negative effects that technology has on children. There is a widely held opinion that technology /.5 ¢ %
makes children lazy. While this isn't technically true, it can reduce or replace the opportunity for |# £ &
physical activity for some children. But is there an even darker side? Dr. Susan Greenfield believes $4+ ' &
so. She thinks that spending too long in cyberspace can actually alter the chemistry of the brain.
As some children spend between six to nine hours daily staring at a screen, she thinks that their
minds are developing differently. The more we play games, the more we are focused on the process | - 4
and the thrill of attaining the goal. When we win at something, a chemical called dopamine is } -~ 8%
released in the brain, which makes you feel happy and so becomes addictive. What does not count
here is the meaning and content - what does the game mean? Who are the characters in the game 4
and why are they there? This is another level of understanding and reasoning that the brain needs |
and which is omitted in many computer games. Or Greenfield is concerned that if we don't do |
enough of the right type of thinking, our brains could become less able to function on all levels.

Doctors also feel that the safe, ordered, two-dimensional computer world does not help |
children operate in the messy, emotional, three-dimensional real world. Dealing and challenges, | -
helps children to develop their own sense of self and identity. Computer games cannot help.
children with everyday reality and can actually hinder their ability to deal with it. Many children ¥ 3« &
* have seemingly become addicted to their computers and their cyberworld, and this has led to the 1= =%
first technology rehab clinic being set up in Britain. The clinic not only controls computer access—i+
for child addicts, but also offers psychological help to improve these children's confidence-and
face-to-face verbal skills. The message from psychologists seems to be clear. %ile bannmg )
computer games is clearly not an option, too much of anything is not a good thing. But how much,.
is too much and who decides? Psychologists say that two hours of gadget time a day is more ﬂla.ll




drc pnnclpally for entertamment and fun.
€ chlldren to work harder.

rdi g to the text, what is another important advantage that computer skxlls give.

ielp:them 'to use social networking sites.
Ip wnth future employment.

‘s h thmks they stop children exercising,.
' B: She thinks theyare harmless fun.
‘.'@She ﬂunks they are potenually dangerous.

19 Accordmg to the text, the advice from psychologists is that children

A can spend more time on gadgets, if it involves listening to music.

 B. shouldn't do their homework on a computer.

- C.:should. stop playing computer games altogether.
@ should never spend longer than a couple of hours a day with gadgets.
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7 21. We'reworkingto ___tuk down the list of possible suspects.

’}\g,sk4Vocabulary é)(‘z AL

I3 3anwmume nponycxu (20 - 29), enucaé 6 kadicobiit nponyck nooxodsuue no catsicy ¢pasossie | I "

alazonu b

S 0 -+ h‘ "
"l .20. She's ming up with some amazing scheme to double her income. ! .

22.  Ourdishwasher brgke [oww _justa month after the guarantee had expired. -
23.  They wk off the electricity last week. +
24.  What if their plan doesn’t___Wovk out 2 =

25.  Inaflash, the prince _tuyws iwbo a frog. o

26.  More research on the subject needs to be made ub S

27.  That tiny radiator doesn't __Qwe Ouwdow much heat. TR

28.  She's determined that her students will not@m¢_awwe% with plagiarism, =—
29.  Iaue begw hutking“Pwith her tantrums for 30 years. 4

Task 5 Grammar ‘%
Hatioumeé owubxu € npedrodicenunx. 3amauume 6 madruyy ucnpaerennvii sapuanm. .

30. Political and economic crises is gmuent for Africa.

31. She has done a lot of researches lately. ’x vt
32. The police is_investigating the robbery. L e f T
33. Two weeks are not too much waiting for something you really want. g |

34, This species have green and white spots. ;
35. The train is leaving in five minutes. Ve |
36. Have you ever E?c‘n in the UK? y
37. Let’s have a snack while we’ll be watching the movie.
38. I wonder how much does it cost?

39. He hardly ever does homework, doesn’t he?
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While watching
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Task 6 Country study ? /Y,Z 7(( ot A;
Coomnecume npasumeneti (A-F) ¢ onucanuem nepuoda ux npaenevus (40-45). ea wueuu
He nonadobames.
_A. William I (1066-1087)
B. Queen Victoria (1837-1901)
C. Queen Elizabeth I (1558-1603)

D. James 1 (1603-1625)




3 - .the Engllsh le ‘War; became the f rst British monarch in hlstory to ’oe tned convxcted ‘and
§e eXecuted for high treason.
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* Task 7 Writing
Hamuuume npodonsicenue ucmopuu (200-250 cnos). Henoavsyiime 00HY U3 MPeOAOIICEHHBIX
noCAOBUY 8 KAUecmaee ULNOCPAYUU MOPATU UCTOPUN.

, Fm:sh the following story:

- Amidst the vibrant town of Brooksville, Alex found himself torn between two paths: embracing a

; -scholarsbxp for an Ivy League education or staying close to support his ailing grandmother.
Wnte 150-200 words. Use one of the given proverbs to illustrate the moral of the story.

"Actions speak louder than words."

"Theearly bird catches the worm."

"Don't count your chickens before they hatch,"

"A stitch in time saves nine."

"Where there's a will, there's a way."
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_an ¢ poing _ :
bradually  “h's” L /’L séarted Fo furn 4 :
saved @ fof of proney +fp move out
himsell aund prandmother huth pood conds,¥ions ﬁ‘c ' :
45 45 mefiiated as ver was _exciiled aboud |\
{1‘5 new Life , and £iug Zy pade his oveam come
rue : ,
hally, fe Sucteeded [n_ Al studies M&«LL%Z&
Zo A aclinp. gF n other : % peredbly |
Supe , ahs 0 LE2r Onp  Lard-workinp ferieud AE L
mbuaped ot 7o ( 0s e’ b 7 nd hdpppother
Aleo 7 fleesel 4L his gwh  business #nd staried Fvinp |
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