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During my most recent wolf lecture tour, I did several programs in
partnership with Kent Weber, director of an organization called “Mission:
Wolf,” founded to educate people about wolves and to care for wolves born in
captivity. I presented my slide show on wild wolves and then Kent explained

the purpose of his organization. The climax of each event was the appearance

@
of one of Kent's tame wolves. As the audience responded to the charismatic

appeal of the wolf, Kent explained why wolves belong in the wild, not in cages
in people’s backyards.

After one of our joint appearances, Kent told me a startling story about
the gift of a wolf. He often brings wolves to elementary schools and
sometimes speaks to groups of kids as large as five hundred. In some cases,
he will allow a tame wolf to run free in the auditorium. The wolf will circle the
entire room several times, running at top speed. As the wolf runs, the school
children go crazy with excitement.

Kent began to notice that when a wolf was allowed to run free in such
situations, it would almost always pick one child to greet and make friends
with. It usually was just one kid out of the several hundred in the auditorium.
Curious as to why the wolves were picking out certain children, Kent began to
ask teachers if there was anything special about the ones the wolves chose.

The teachers were astonished at the behavior of the wolves. They told
Kent that the boys or girls selected by the wolves were always the worst
outcas}s/in school, the kids everyone else picked on. The wolves had decided to
make friends with those outcasts.

[’'ve been around wolves for eighteen years, and have learned many things
about them, but I am not certain why Kent’s wolves behaved that way with

(b)

those kids. If I had to guess, I would say that they may have sensed that
(©)

those children weren't being taken care of as well as the other kids in the
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room. Wild and captive wolves love to take care of pups, their own or
orphaned ones. Wolves automatically want to care for helpless, defenseless
young creatures. Perhaps to the wolves, those kids were the equivalent of
abandoned, orphaned pups, and they wanted to care for them.

Whatever the reasons for the wolves’ behavior, I can imagine no greater
gift, from a wolf to a person. Imagine what it must be like for a young child to
be a total outcast in his or her school, to be picked on by all the other kids.
Then imagine what it would be like to be sitting in a huge auditorium,
surrounded by hundreds of people who don’t like you, when a wolf is set free
and races around the room, finally stopping beside you. At first, the wolf’s
approach would likely be interpreted as just one more unfair attack, but then
the wolf clearly shows that he is friendly and greets and licks your face and
hands.

Such an experience, such a gift, would change a child’s life forever.

Whatever unfair or negative things might later happen in their lives, they will

()
never forget that once a wolf picked them, out of all the kids in the entire

school, to make friends.

(Adapted from Rick Mclntyre, “The Gift of a Wolf” in American Nature
Writing 1995)
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While  most video games are made for entertainment, some are developed
with a more serious purpose. 3rd World Farmer was developed by a group of
students from the University of Copenhagen in Denmark for the purpose of
letting others experience what it is like to be a farmer in a Third World
country.

Acting on the belief that players invest in game characters whose fate
they control, the developers created a simulation of a farm in Africa owned by
a poor family. The initial game design fashioned a scenario that never allowed

(@)
you to overcome the poverty. Frederik Hermund, one of the designers of the

game, explained that they started with that design choice “to stress the need
for real life action.” But Hermund and his team of designers decided to modify
the initial game because they found that “some players were slightly
traumatized by a totally unwinnable game, and because we wanted to show
some ways out of poverty.”

The simulation starts with a husband and wife, two children, $50, and a
plot of land with a hut. You play the game by making decisions on a yearly
basis that include whether to use your land for crops or livestock, send the
children to school, have more children, spend money on medicine, invest in
infrastructure (buy a shovel, plow, or tractor) or your community, and more.

While making these decisions sounds complicated, it is not. The decisions

(b)
are presented in a straightforward manner, and, once they are made, the

simulation moves you forward a year and informs you what has happened to
the family and its farm as a result of your decisions.

By playing 3rd World Farmer, you will experience many occurrences that
aren't a part of farming in the United States, including civil war where both
sides plunder your resources, raids by guerrilla forces and theft from refugees.
The game presents an endless series of setbacks, including drought and
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disease.

The graphics are primitive; the game mechanics are too repetitive (you
have to drag and drop a lot); the pages are static without animation; and some
of the events are unrealistic (you can raise elephants as livestock). But the
simulation is thought-provoking. Playing the game will teach kids the
importance of investing in infrastructure, political leadership, insurance and
community projects like health clinics, schools, roads and communication. Kids
experience the problems instead of just reading about them.

Because the game presents yearly information in an annualreport format,
this game is best played by teens and adults, although younger players can
benefit from it if they play with someone older. Parents need to estimate their

(€
child’s ability to accept that their African farm family will probably die the first

few times the game is played.

3rd World Farmer is a game that can be a great catalyst for discussion
about some of the issues facing Africa and other Third World farmers. And
for kids motivated to help, the website of the game provides links to
international organizations dealing with world hunger including The World

Food Programme and UNICEF.

(Adapted from Jinny Gudmundsen, “3rd World Farmer teaches of
hardships” in USA Today, posted on August 16, 2007)
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fSiZEA . Listen to the tape and fill in the blanks with the words you hear.

A: There’s a new film playing at the cinema. Do you want to go?

B: Yes, I'd like that. ( )

A: Do you still have my keys?

B: No. Don’t you remember? ( )
3.

A: Have you finished reading the new Harry Potter book?

B: Yes. I finished it yesterday, ( )
4,

A: Bob, I haven't seen you in weeks. What have you been up to?

B: Well, ( )

A: Excuse me. Could you tell me the time, please?

B: Yes. ( )

RSB B. Listen to the tape and answer the questions in Japanese.
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