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[f2] key comes after the right or left key,

[IE] key came after the right or left key,
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[82] * - - on children’s brains. Chaarani ...
[IE] = = - on children’s brains.” Chaarani ...
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(1)
7 Around 17:00.
4 Around 17:30.
7 Around 18:00.
I Around 18:30.
(2)
7 Delicious food.
1 Beautiful view.
7 Smooth wi-fi connection.
I Boat fishing.
(3)
7 She does not want to get on the bus because it is so small.
A She is not interested in the view from the hotel at all.
7 She will not eat fried food because of her health condition.
I She wants to find another hotel without wi-fi connection.
(4)
7 Because he thinks Sofie should stop using her smartphone and just enjoy the view.
1 Because Sofie is always playing games online even during that trip.
7 Because Sofie has a bad stomach and he wants her to take some rest.
T Because Kibuye is very far from large cities and wi-fi costs a lot of money.
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DO YOU KNOW “SAMBAZA’?

eIt is a kind of fish which lives
in Lake Kivu, Rwanda.

e Its size is around 6cm.

* They are active at night.

e Fishermen light lamps [:::::::].

e Fishermen catch them with fishing
nets.

e Fried sambaza is very delicious!

You should try it!!

7 because they have to prepare fishing nets in the dark

A because they must let people around the lake know where the

fishing boats are
77 to see how many fish there are in the water

I to make the fish gather around their boats
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How do you READ English *articles? more than fifteen years, I have felt that
many of my students, or many Japanese students, don't read English. Actually, they do not
read it but just *translate it into Japanese. That's all. While they translate each sentence

into Japanese, they get tired. As a result, some of them fall into sleep, and just

stop reading. In fact, it is even tiring for me to keep translating English sentences into

Japanese. And of course, it me sleepy.
When we read something in our first language, we can read it and understand

what the *author wants to say, why the author thinks so, and what the author gives his or
her readers as examples to support his or her own idea. We can even say which part is the
main idea, which part is the reason for it or which part is the examples. This is READING.
Just do the same thing when you read English!

Just translating is not reading. You can see and understand English in English. Don't

forget it and your best in today’s exam.

%) article : FLE translate A into B : A % B IZEIERT 5% author @ FH#
)

7 Since 4 In 7 For T About
@

7 one A any 77 other I others
®

7 gets 1 makes 7 Invites I has
@

7 written A writes 7 writing I to write
®

7 be 1 try 7 give I  make
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(1) NHIZ, SEZTHEDICBYWTOETOEME R >TWD,
Humans are ( ) ( ) (@ ) ( ) ( ) (@ ) ( ) to speak

languages.
[ 7 all A their ability 7 with T animals % different 7 the other F from
7 in ] [1DOFE]

(2) FHROBCEFRIZIE, IROF- 72 RITHESIE > L ZBEICECTLE ).
I'm sure the plane ( ) ( © ) ( ) (@ ) ( ) ( ) ® ) ( )

afternoon.

[ 7 he 4 the W in T took =+ arriveat 74 the airport F wil 7 early ]

(3) There are so many earthquakes in ( ) (@ ) ( ) ( ) ( ) ( @ )
( ) is always needed.
[ 7 that A for ' against earthquakes I Japan +# strong 7 the technology

¥ making houses |
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KOEL % X FHHA HEDOHWIZEZ L, (kiF, HEITTFEROD L L 2RT,)
A lot of kids spend their free time playing video games. And many adults worry that

those games might be bad for a child’s development. But ) a new research finds that

games could offer some benefits to the brain. Video gamers did better on two tasks than

non-gamers did.

They came from 21 different places across the United States. Every year,
they answer a lot of questions. Some questions are about their height and physical health.
Others focus on a kid’s activity, mind and more. *Every other year, the scientists also check
*the MRI scan of each kid’s brain.

He and his team worked with data from 2,217 children. The children joined in one of two
groups. Some kids said that they never played video games. This was the non-gamer group.
A video-gamer group said that they played at least three hours a day. The researchers
compared data from the two groups and looked for differences in their ability to think and
learn.

The kids did two tasks in the MRI scanner. @ The first task was to push a right or left
arrow key. They saw either a left arrow or a right arrow on a computer screen. Just after
that, they had to push the key with the same arrow as the one on the screen. But if an up
key comes after the right or left key, they didn't have to push any key. The up arrow was
the signal to stop. This task tested their ability to quickly act on that signal.

The second task asked the kids to remember *facial expressions in pictures that were
shown on the screen. They had to remember the first facial expression which they saw.
After a while, they answered the expression which they remembered. This task tested their
working memory.

Gamers got better scores at both tasks. They were better at avoiding pushing a key when
the up arrow appeared than non-gamers. They were also better at remembering facial
expressions. And, the MRI scans also showed clear differences in the brains.

Brain areas affected hand-eye control. When we see something, our fingers or hands move
without thinking. It was better in gamers than non-gamers. Chaarani says that this ability
i1s improved by practice. It's like using a muscle. He notes that someone who goes to the

gym can lift the same weight with less effort than someone who goes to the gym for the

first time. Gamers’ brains may be stronger in this area.

_7_



Do gamers have an advantage because the tasks used screens and keyboards just like
video games do? The researchers don't think so. But Chaarani says, “We can check the

answer by looking at other tasks that don't affect (3 finger-eye control.”

Fran Blumberg is a professor in Fordham University. Her study checks children’s
attention and problem-solving skills without finger-eye control. She says that this study also
shows differences between gamers and non-gamers. Her study shows that .
And the differences in their brain scans are clear. Playing games may have some good
effects on their brains. So she says that the big question is the reason. “We need more
studies to understand the differences in the brain pictures of these two groups of children.”

The results might give ( & ) to gamers. But Chaarani also said, “You should think the
meaning of the results. Many media show that video games are good for you. But we don’t
think so. Playing video games may have a bad effect on children’s brains. Chaarani plans to

see whether and how their skills and brains may change as they grow.

%) every other year : fB4E T, 1HEBEI
the MRI scan : MRI %i& (MiAHM) 12 X o Tow L 72 iR

facial expression : 1%

B9 FEO% HAHICE L,
2 Axto| A |~ C Az ROENAELERY, RETEL L.
772U, FLSSCE 2 AV TR 5%\,

7 It isn't hard for them to respond to the images on the screen.

A Chaarani was part of a team that started to study the brains of more than 2,000
kids.

7 The model can be the first step to improve communication ability.

I In other words, they were tested on their ability to keep and use short-term

information.
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7 children do better on some tasks than adults

A non-gamers do better on some tasks than gamers

77 gamers do better on some tasks than non-gamers

I adults do better on some tasks than children
6 ( ® ) ICALZKRL#ELLZLDEEDN, L5 TER Lo

7 troubles A pleasure 7 sadness I pain
M7 KOPPLARLOY A PLE LTEYZS DY, L5 TER Lo

7 Video Games Are No Good to Children’s Development

A The Benefits of Outdoor Activities Over Video Games

7 Video Games Have No Effect on the Brain

T Playing Video Games may Improve Your Memory and Attention
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