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In late 2009, Swedish ad agency DDB Stockholm launched an online
campaign for Volkswagen. Volkswagen was releasing a new ecofriendly car
that was designed to make driving more fun, so DDB named the campaign The
Fun Theory. “Fun can change people’s behavior for the better,” one exegtive
explained, so perhaps a dose of fun would nudge drivers to try the new car.
To generate buzz, DDB launched a series of clever experiments around
Stockholm. Each one turned an otherwise mundane behavior into a game. ‘

The first experiment took place at central Stockholm’s Odenplan metro

(b)
station. Commuters had two options when exiting the station: to walk up a

bank of twenty-four stairs, or to stand still on a narrow escalator. Surveillance
footage showed that commuters were lazy by default, piling onto the crowded
escalator rather than taking the empty staircase. The problem, DDB
explained, is that stairs aren’t fun. So, late one evening, a team of workers
converted the staircase into an electronic piano. Each stair became a piano
key that played a loud tone in response to pressure. In the morning,
commuters approached Odenplan’s exit as they usually did. At first, most took
the escalator, but a few happened to take the stairs, unintentionally composing
Brief melodies as they left the station. Other commuters took note, and soon
the sfairs were more popular than the escalator. According to the video, “66
percent more people than normal chose the stairs over the escalator.” People
flock when you turn a mundane experience into a game.

DDB released other experiments as the campaign gathered steam. At a

)
popular park, an electronics expert created the “deepest bin in the world”—a

trash can rigged to emit an echo implying that each piece of garbage
plummeted before crashing far below. Other cans in the park attracted eighty
pounds of trash each day; the deepest can attracted twice as much.
Elsewhere, people were misusing recycling bins around the city, so DDB turned
one bin into an arcade game. The game rewarded peoplé who used the bin
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correctly With‘l flashing lights and points that were recorded on a large, red
display. An a\}erage of just two- people used most nearby bins correctly each
day; more than a hundred people used the arcade bin correctly each day.

The campaign was wildly successful. The videos attracted a combined
total of more than thirty million YouTube hits, and plenty of online buzz. In
2010, DDB won the Cyber Grand Prix Lion at the world's largest advertising
festival — an enormous honor bestowed on the “world’s most celebrated viral
campaigns.” Beyond industry plaudits, the campaign also changed how people
behaved. For a brief time, the people of Stockholm were slightly greener and

(d
healthier.

(Adapted from Adam Alter, Irresistible: The Rise of Addictive Technology and
the Business of Keeping Us Hooked, Penguin, 2017)
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An elephant should run faster than a horse — at least in theory. That’s
(@
because big creatures have more of the type of muscle cells used for

acceleration. Yet mid-sized animals are the fastest on Earth, a trend that
researchers have long struggled to explain. Now, an‘analysis of nearly 500
species ranging from fruit flies to whales has an answer: The muscle cells in
big animals run out of fuel before the creatures can reach their theoretical
maximum speed. The work may also help scientists come up with estirrilates
for the running speeds of certain dinosaurs.

Previous studies of animal speed have focused only on certain groups of
animals, such as mammals. But that premise often looks at creatures within a
limited size range, says Myriam Hirt, a zoologist at the Gefman Centre for
Integrative Biodiversity Research in Leipzig. That approach may also hide
underlying factors by focusing on animals that are closely related, she notes.

To get around those limitations, Hirt and her colleagues looked at
previously collected data for a wide variety of creatures, including ectotherms
(so-called cold-blooded animals) as well as warm-blooded endotherms. The 474
species they considered included runners, swimmers, and flyers that ranged in

weight from 30 micrograms to 100 tons.

When the scientists mapped a creature’s top speed versus its weight, they

b
got an inverted-U-shaped graph, with moderately sized animals on top, they

report today in Nature Ecology cmd Evolution. On the largest scale, the trend
doesn’t seem to be related to biomechanics, or how an animal’s body parts are
arranged and how its joints function, among other factors, Hirt says.

The fastest animals on Earth — whether they run, swim, or fly — are mid-
sized creatures, not the miniscule or the mighty. That trend is driven by
metabolic constraints in muscle tissue, 4 new study suggests., Very large
animals have more “fast-twitch” muscle fibers needed'durin.g a sprint and can
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in theory acdglerate for longer periods, but those tissues soon run out of
oxygen and thﬁs reach max performance long before supermassive creatures
ever reach their theoretical maximum speed.

Instead, it appears to be related to a much more fundamental metabolic
constraint: the length of time required for the animal to reach its theoretical
maximum speed, based on the number of “fast-twitch” muscle fiber cells in the
creature’s muscles, as compared to the length of time it takes for those cells to
run out of readily available energy. (“Fast—twi’cch” muscle fibers contract more
quickly than “slow-twitch” fibers and generate more force more quickly, but
they also fatigue more quickly.) According to the researchers’ notion, the “fast-

(c
twitch” muscle fibers in immense creatures such as elephants and whales run

out of cellular fuel long before they can reach max speed based on the overall

number of such fibers.

The study is also a good starting point for revealing other factors that
influence a creature’s maximum speed, says Christofer Clemente, an
ecophysiologist at the University of the Sunshine Coast in Maroochydore,
Australia, who wasn’t involved in the research. One such unexplained trend is
that Warm—lblooded land animals are usually faster than cold-blooded creatures
of comparable size, whereas at se(z;1 )the reverse is usually true.

. (Adapted from Sid Perkins, “Why midsized animals are the fastest on Earth,”

News from Science, July 2017)
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Doctor:

Patient:

Doctor:

Patient:

Doctor:

What can I do for you, Mr Wilson?

Well, Doctox;,)2, SHEMLEND ST, HREADAIDNTELE DD
a .

/=A%, Do you see? These red spots here.

Hmm. Let's take a look.

It’'s very irritating and I have trouble getting off to sleep at night.

Tm%waﬁﬁﬁﬁ%mb,&%K%¢T%mmh??o
b
Right. I don’t think it’s anything serious. Tl write you out a

prescriptioﬁ for some lotion which should help to clear up the rash.

(High : F. O'Dell & M. McCarthy, English Collocations in Use Advanced,
CUP, 2017)

R9%EB. Imagine that you are going to go on a trip to England on a student

exchange program. You will give a short talk about your country.

Write a speech for people from England that tells them some interesting

or unique points about the culture or customs of your country. Write

about 100 words in English. The first sentence of the speech is given

for you on the answer sheet.

REBABOEOEFTIC, MBECHWEEORE(00 words) DI DIT
DA I R

CEEL, MEMCHEMENTOAEABLITE Y F B i DGR
WEEEIC B D £ R Ave
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