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The guy at the supermarket felt like be had done 1 good deed,

The woman and her two friends went 1o the concert using the free tickets,

There was a note i 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.

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 1o the hospital by helicopter. -

The car was returned by the police. .

The old woman had a photw of her son.

The guy from Japan was poisoned while he was doing sports.

SePES k-

e

2 I3 K T A& e T L Ors Tl T 1.
{1 |24 |4 |£& 12 13 213

Task 2 Writing

—

Hpedsoowcume conu BAPUGHMbL 30ECPUIENIS Kanedoi uemopuy. ||

11. Story 1:
LEE

13. Story 3:

Loy dftr fhe gugys Jaresedd Lo cockitsr fild fiw lat




| s

The gadget generation
Childreri today would find it hard to imagine life without mobile phones, iPods. computer
and the Intemet, and there are very few who aren't technically literate und skilled at using
, Technology has advanced rapidly, perticularly over the last decade. and gadgets and gismos
have an ever-increasing influence on children's lives. A survey of young people between the
es of cight and 18 in America showed that the average fime children spend using electronic
#MMtomundmhwnnm 38 minutes s day. And some are
up 10 10 hours' clectronic coutent a day, because they use more than one gadget at the
§ 4 Technology has without question improved the quality of children's lives. Children's
a2 Television can be informative as well as entertaining, and in schools. computers are increasingly
* ‘tised 8 an a3d to learning. Educational software frequently offers children the chance to work
, take tums, discuss and solve problems, and all computer games help to improve motor
Fkills 'and ‘hand-eye co-ordination. Computers and the Internet offer children a sense of
g e and provide them with the tools and information needed to solve problems or find
Wy, mm Texting, emailing and blogging all drive children to be more experimental with the
', & ritten word. A recent British survey showed that children who use technology are much more
ST canfident nbout thelr writing skills. Technology also has a social role. Over 25% of British eight
o 6 1o eleven-year-olds who have a computer are members of an online social network like Facebook
" r Bebo. They make new friends and chat online, and consider this Important, elthough it can also
have downsides. Furthermore, good computer skills arc essential in today's job market, so the more
confident children are with computers, the greater the advantage they will have when looking for
job.
"+ ¢ Despite these considersble advantages, the press contains almost daily reponts of the
nicgative effects that technology has on children. There is & widely held opinion that technoldgy
fonakes children lazy. While this isn technically true, it can reduce or replace the opportunity for
hysical activity for some children, But is there an even darker side? Dr. Susan Greenficld believes
3. She thinks that spending too long in cyberspace can actually alter the chemistry of thé brain.
(8 some children spend between six 1o nine hours daily staring at a screen. she thinks that their
nids are developing differently. The more we play games, the more we are focused on the process
and the thrill of anaining the goul. When we win at something, & chemical called dopamine is
steleated in the brain, which makes you fee! happy and so becomes addictive. What does not count
-tbge‘ismamemlngmdcomem-whndmﬂwymemm? Who are the charucters in the game
i iiﬂd:vhy are they there? This is enother level of understanding and reasoning that the brain needs
o 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 became less able to function on all levels, -
. Dectors also feel that the safe, ordered, two-dimensional computer world does not hélp
childrén operste in the messy, emotional, three-dimensional real world. Dealing and challenges,

S jheip: ahik!m w0 develop their own sense of self and identity. Computer games cannot heip

' sehiklonuith everyday realty and can actually Rinder their ability to deal with T Mafiy children
& ’luve seemingly become addicied to their computers and thelr cyberworld, and this has led to the

first technology rehab clinic being set up in Britain. The clinic not only controls computér necess
+for child addicts, but also offers psychalogical help to improve these children's confidence and
+face-to-face verbal skills. The message from psychologists seems to be clear. While oanning
icomputer games {s clearly not an option, too much of anything is not a good thing. But how much
is too much end who decides? Psychologists say that two hours of gadget time a day is more than
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enough, but does that include homeweork, fistening to music. and emuils 1o friends, for example?
Is it up 10 parents, schools, or the government? And what do young people themselves think?

14. The US survey showed that

A. every child spends over seven hours with gadgets.
@chitdmype\d more time on gadgess than ever before.
“C. most children use two gadgets at one time,

D. American children spend more time with gadgets than other children.

15. According to the text, technology

(Al can help children develop mentally and physically.
B, is the best wol for teaching children in school, -
C. is used by children principally for entertainment and fun. -
D. encourages children 10 work harder,

16. According to the text, what is another important sdvantage that computer skills give
children?

A. They help them 1o use social networking sites.
(B! They help with future employment.

C. They make them better at talking.

D. They make thetm more contident with people.

17. How does Dr. Greenfield feel about computer games?

A. She thinks they stop children exercising.
She thinks they are harmless fun,
She thinks they are potentially dangerous.
D. She thinks they are good, because they produce a useful chemical.

18. According to some doclors, compuier games can

(A) give children a fulse sense of reality.
B. help children underszand the real world,
C. prevent children from having emotions.
D. help children deal with other people.

19. According 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,
. should stop playing computer games altogether.
Q;should never spend longer than a couple of hours a day with gadgets.
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aﬂ:?ﬂlml and e economie mﬁs is frequent for Africa.
31, She has done a lot of rescarchys lately.

;%. mepollw i investigating the robbery. - {Lr ¢

weeks are'Ti foo much waiting for something you really want.

" 34. This species have and white spats.

35. The train 3§ 1c3ving in five minutes.

36. Have you ever been in ‘the UK?

37. Let's bave a snack while we'll'be watching the movie.
38. 1 wonder how much does it cost?

39. He hardly ever does homework, doesn't he?
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E. George VI (1936-1952)
F. Henry VI {1509-1547)
G. Queen Anne {1702-1714)
H. Charles | (1623-1649)

40. Hesshe came 10 the throne when their brother unexpectedly abdicated: provided leadership and
strength during the Second World War: during hisher reign the Commonwealth of Natioas
replaced the British Empire.

41, Bom in Normandy, a norther region of France, he/she later became one of Britain's most
influentinl monarchs; won his'her crown at the Battle of Hastings, thus putting an end to the Anglo-
Saxon era; imposed a new aristocracy on England that was French in language and culture.

42. Presided over the beginmings of the English Renaissance and the English Reformation;
separated England from the Catholic church snd declared himselfherself Head of the Church:
notorious for having six spouses two of whom were executed; left a dangerously complicated
suceession problem,

43, At the age of 12, he/she became King of Scotland; later on gained the English throne; struggled
throughout his reign to create a united and prosperous realm of Great Britain under the Swart
dynasty. The Gunpowder Plot took place during hisher reign.

44, He/she was a great lover of the arts and spent lange sums on paintings; refused to accept the
demands for a constitational monarchy; fought the armies of English and Scottish parliaments in
the English Civil War: became the first British monarch in history to be tried, convicted and
executed for high treason.

45. He/she was said to own an empire so large that the sun never set on it; his'her reign was one
of the longest in British history: the ern of this monarch is associated with the Industrial
Revolution, economic progress and the expansion of the British Empire.

a2 ES Y] T35 =7

40 41
|

|
7 E=F I 2 [ | 2 J

Task 7 Writing
Hamnuume npodoaxcese wemopuy (200-230 caos). Henaxnyyione 0dny u3 npediosceroms
ROCANEUI 6 KANCSTES WLICHIPGIRN MOPATY NEMOPRY.

Finish the following story:
Amidst the vibrant town of Brooksville, Alex found himself torn between two paths: embracing a
scholarship for an Ivy League education or staying close to support his ailing grandmother.

Write 150-200 words. Use one of the given proverbs to illustrate the moral of the story.
1. "Actions speak louder than words." = =
2. *The early bird catches the worm."=
3. "Don't count your chickens before they hatch.” —
4. "A stitch in time saves nine.” ~
5. "Where there's a will. there's a way," 4-
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