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Bor yeaviuume 3 ucmopuu. Onpedenume, Kaxue u3 NPUBEOEHHBIX HUNCE ymEepicoenuii
| coomeemcmeyiom codepxcanuto ucmopuii (1 — True), kaxue ne coomeemcmeyiom (2 - False) u o
yem @ ucmopusx ne ynomunaemcs (3 — Not stated). B none omeema enuwiume 00Ky yugpy,
1 Kxomopas coomeememeyem HoMepy omeema. Boi yeaviutume 3anuce 06axcobl.

The guy at the supermarket felt like he had done a good deed.

The woman and herfwo friends went to the concert using the free tickets.

There was a note in the car explaining that the person needed the car for an emergency.
The detective in charge of the case found a valid reason for the poisoning. P

The guy at the supermarket reminded the elderly woman of her deceased son.

The old woman didn’t make many purchases.

The guy in the second story was rushed to the hospital by helicopter.

The car was returned by the police.

The old woman had a photo of her son.

The guy from Japan was poisoned while he was doing sports.
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Task 3 Reading
Tpoumume mexcm u guifepeme npasuibHbIe OMGembyl Ha 80npocel.

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 us'm% 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.

B

Technology has without question improved the quality of children's lives. Children's _' ¥ g

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 ¢ ance to work

together, take turns, discuss and solve problems, and all computer games help to improve motor - e

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

confident children are with computers, the greater the advantage they wi T have when looking for |

a job.

Despite these considerable advantages, the press contains almost daily reports of the

negative effects that technology has on children. There is a widely held opinion that technology '

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
so. She thinks that spending too lon in cyberspace can actually alter the chemistry of the brain.

’__L_L_L——&———EL—H—'——_—__—WTTT. :
Staring af a screen, she thinks that their

As some children spend between Six to nine hours datly
minds are developing differently. The more we play games, the more we are focused on the process
and the thrill of attaining the goal. When we win at something, a chemical called dopamine is

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

and why are they there? This is another level of understanding and reasoning that the brain'needs JE

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, rwo-dimensional computer world does not help

chil operate in the messy, emotional, three-dimensional real world. Dealing and challenges,
helps children to develop their own sense of self and 1dentity. Computer games cannot help
children with everyday reality and can actually hinder their ability to deal with it. Many ¢ n
have seemingly become addicted to eir computers and their cyberworld, an this has led to the
first technology rehab clinic being set up in Britain. The clinic not only controls computer access

for child addicts, but also offers psychological help to improve these children’s confidence and 4.

face-to-face verbal skills. The message from psychologists seems to be clear. While banning
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? ggychologjsts say that two hours of gadget time a day is more than |
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with some amazing scheme to double her income.
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. 21.— We're workmg to the list of possible suspects.
22,1 Our dishwasher Mmust a month after the guarantee had expxred.
'fe*23 They the electricity last week. i i
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Task 5 Grammar 8

411 . What if their plan doesn t worle oA ? :
k _ 25 i In a flash, the prince Hrugd W0 afrog &
2 26, — More research on the subject needs ti_lf:‘e Joue ol ’ I

That tiny radiator doesn't
: 28 r-’She s determined that her students will not
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with her tantrums for 30 years.
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5 }30 Political and economic crises is frequent for Africa.
~31. She has done a lot of researches lately.

i 332 The police is investigating the robbery.

33, Two weeks are not too much waiting for something you really want.

I 34 ‘This specm have green and white spots. :
- 35, The train is leaving in five minutes. ‘

' 36. Have you ever been in the UK?

37, Let’s have a snack while we’ll be watching the movie.

38. Iwonder how much does it cost? i

39 He hardly ever does homework, doesn’t he?
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Task 6 Country study 1(,,’(/ e [

Coomecume npagumeneit (A-H) ¢ onucanuex nepuoda ux npaenerus (40-45). [lea umenu eam
He NoHadodamces.

A. William [ (1066-1087)
B. Queen Victoria (1837-1901)
‘C. Queen Elizabeth I (1558-1603)

D. James 1 (1603-1625)
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