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(1) ko#EXEFEH» BECERZIWN,

When Shigeru Miyamoto was a child, he didn’t really have any.toys, so he
made his own out of wood and string. He put on performances with
homemade puppets and made cartoon flip-books. He pretended that there were
magical realms hidden behind the gl)idi_ng shoji sc;'eelj.s in his family’'s little
house. There was no television. His parents were ( & ) modest means but
hardly poor. This was in the late 1950s and early 1960s, in the rural village of
Sonobe, about thirty miles northwest of Kyoto, in a river valley surrounded by
wooded mountains. As he got older, he wandered farther away from home,
{ W ) foot or by bike. He explored a bamboo forest behind the town’s
ancient Shinto shrine and cut his way through the cedars and pines on a small
mountain near the junior high school. One day, when he was seven or eight,
he came ( ¥ ) a hole in the ground. He peered inside and saw ( Z )
but darkness, He came back the next day with a lantern and squeezed
through the heole and found himself in a small cavern. He could see trhat
passageways ( A ) to other chambers. Over the summer, he kept
returning to the cave to marvel at the dance of the shadows on the walls.

Miyamoto has told variations on the cave story a few times over the years,
in order to emphasize the extent to which he was surrounded by nature as a
child, and also to claim his youthful explorations as a source of his aptitude
and enthusiasm for inventing ah_d designing video games. The {?():)ave has
( B ) a misty but indispensable part of his legend, much like the cherry
tree is to George Wa(s41}1ington. It is also a good way to think about his games,
or, for that matter, anyone else’s. It flatters a vacant-eyed kid with a joystick!
(to say nothing of the grown-ups who have bought it for him or sold it to him)
to think of himself, spiritually, as a fear_less cave explorer. The cave, certainly,
is an occasion fo(raeasy irony: the man who has perhaps done maore than any

other person to entice generations of children to spend their playtime indoors,
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in front of a video screen, happened to develop his peculiar talent while playing
outdoors, at whatever amusements or mischief he could gather. Of course, no
one in the first wave of video-game designel:s could have learned the craft by
playing video games, ( 3 ) video games didnt exist until people like
Miyamoto invented them. Still, there may be no more vivid example of the
conversion of innocent spontaneity inte structured, commercialized and
stationary technological simulation than that of Mivamoto, the rural explorer
turned legendary game creator. |

In his games, Miyamoto ha;s always fried to re-create his childhood
wonderment, if not always the actual experiences that gave rise to it, since the

experiences themselves may be harder to come by in a paved and partitioned

world. “T can still recall the kind of sensation I had when I was in a small
river, and I was searching with my hands beneath a rock, and something hit
my finger, and [ noticed it was a fish,” he told me one day. “That’s something
that I just can’t express in words. It's such an unusual situation. I wish that
children nowadays could have similar experiences, but it’s not very easy.”
Fishermen have a saying, in ( % ) to the addictive sensation of a fish
hitting your line: “The tug is the drug.” Gamers, as video-game players are
known, thrill to “the pull,” that mysterious ability that good games have of
making you Wagé to play them, and keep playing them. The pull used to
extract one coin after another from your pockets. Then it became a force that
pinned vou to a couch. Later, it got your entire family to play together in the
living room. Whatever the interface, a great game invites and rewards
ohsession, and Miyamoto's games are widely considered to bhe ( (%)’ ) the

greatest. He has been called the father of modern video games. The Dbest

known, and most influential, is Super Mario Brothers, which débuted a quarter

of a century ago and, depending on your point of view, created an industry or
revived an inactive one. It produced dozens of seqguels. Mivamoto has
designed or ( € ) the development of many other big hits, such as The
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Legend of Zelda series’. Their success, in both commercial and cultiral terms,
suggests that he has an outstanding feel for the pull, that he is a master of
play — of its components and poetics — in the way that Walt Disney, to whom
he is often ( D ), was of sentiment and wonder. Certainly, in Mario, the
cheerful character who sets off on fantastic adventures in the Mushroom
Kingdom to rescue the Princess, Miyvamoto created a folk hero— gaming’s

first — with as great a reach as Mickey Mouse’s.

BB 1 joystick: LN—dDWESF—ADOIY PO—5—
2 The Legend of Zelda series : MEN Y OEHIZ ) —X(EFREDA
K/ BRI Fr—s—LD U —-X)

1 ZEHEG~@CAZRELEYREE 1 DTDEY, T0oBFET—I LA
L)o

@ 1 at 2 by 3 in 4 of

&ty 1 at 2 in 3 on 4 with

3) 1 atross 2 from 3 off 4 up

#) 1 anything 2 everything 3 nothing 4 something
@ 1 afterwards 2 by 3 since 4 therefore
@ 1 addition 2 contrast 3 order 4 reference
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(1) flipbooks ZHATBUTFOXFT, [ JNOD~@ad~Ex 5 &,
SHEBICLS DD END,
A flip-book is a small book [ (D a series of images @ consisting of
@ of continuous movement @ that give the illusion ] when the edges of

the pages are flipped quickly.

(2} @ marvel IZEDHERISEVOIX

I arrive 2 glance 3 sing 4 wonder

(3) T aptitude IZHRDFHEAGT DI
1 courage 2 option 3 talent 4 utility

(4) Z @ indispensable IZ&EHEEIBTVIOE
1 delicate 2 essential

3 familiar 4 informative
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(6) Z® a paved and partitioned world &3
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(7) Z @ the pull &%
1 the attraction 2 the gratitude

3 the retreat 4 the secret
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Miyamoto was born and raised in a very poor family.
Miyamoto cut down a bamboo forest near the junior high school.

Miyamoto fell into holes often in his youth.

[ N 7 N \&

Miyamoto loved to explore the dark cave.

B

1 Miyamoto’s cave story was so fascinating that many kids wanted to
play with a joystick.

2 The first wave of videogame designers made better use of their
childhood experiences than Miyamoto did to create games.

3 Good games never cause proble;_ns between gamers and their
families.

4 Miyamoto’s early success contributed to the game industry’s

popularity.
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Miyamoto created Mario as his childhood hero. _
The Legend of Zelda gained popularity at the cultural level.
Miyamoto showed little respect for Walt Disney’s creations.

Mickey Mouse was not a folk hero.
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Everyone has small memory lapses and this is perfectly normal. However,
sometimes as people get older the}} begin to notice these lapses a { & )
more because they start to worry that there may be something wrong with
them. It is peculiar but people just ch; not seem to pay ( ¥} ) attention to
little errors in memory until they reach a certain age. There is a very good
reason for this and that is mainly because so many people are worried about
things like early signs of Alzhei_mer’s disease! and other such conditions as

" they age. A good percentage of the time pgople find, throughla series of small
memory tests, that their lapses are no worse than what the avirage person has
and this helps ease their mind. There are so many causes of memory loss that
it is hard to determine whether or not your memory has suffered or whether or

(1
not your short lapses are normal. There is also a difference between

forgetting where you left your car keys and forgetting the name of your best

friend when you were growing up.

[ 7 J

There are a multitude of issues that can affect a person’s memory. Head
injuries and tumors can cause a person to become forgeiful. In addition, there
are a number of diseases which can cause your memory to fade significantly.
Among these conditions are Parkinson’s disease?, Alzheimer’s disease, epilepsy®
and (3 .) others that have an effect on the brain or nervous system.
Stress and anxiety also play major roles in causing people to forget bits and
pieces of things that should be easy for them to remember. | For example, a
person who is suffering from high levels of stress may find that they have a
tendency to totally forget things'like appointments and obligations. Many

times this is due to an overload of responsibilities.
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Another major problem that people seem to be experiencing in this age of
modern technology is that there does not seem to be ( X ) of a reason to
remember things like phone numbers as most of us have them neatly saved in
our. cell phones under contacts. Some people remember the days when you
( A ) to memorize a phone number in order to make a phone call.(z)m

not the case anymore and as a result it seems that people have stopped using

their memory skills in { 33 ‘% of their everyday tasks. The same can be said
of all kinds of things such as‘scheduling appointments. Today if we have an
important appointment we have computer software and email programs that
alert us. This means we do not even have to remember to checg) our
appointment books anymore. These things do take a toll on our memory as we

do not use it nearly as much as people did in past years.

[ 7 ]

There are many software programs that have been ( B ) with a
number of memory tests and quizzes, as well as exercises to improve memory.
Some of these software programs are more expensive than others and some
are more effective. For people who enjoy playing on the computer these
programs .are excellent tools in helping someone realize whether or not they
are actually suffering from a memory problem or whether they are simply

. @
rusty and need a bit of improvement. The best way to find the id¢a1 memory

testing software is to start with some of them that offer free trials. Another
way to decide which memory testing software would be best for you is to
check out some software reviews on the different programs that are available

, (5)
out there. A simple internet search will reveal quite a ( # ) memory

testing programs.
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When we were children we played games like concentration and Simon®,
Concentration was played by using cards that (121(1 pictures on them and
{ 'C ) them facedown. Each player would have a turn turning over a
picture and then trying to guess where the match was. The idea was to get to
the point where you had all of the pictures and thgt)‘ locations memorized,
making it easier to turn over the matching cards and win the game. Most
people stop playing those kinds of games by the time they go to high school as
they consider them children’s play. The truth of the matter is that these
games are quite effective in helping an adult determine just how sharp his/her
memory really is. You do not have to go out to your local toy store to find
these games. There are ( & ) versions available online that you can play to
test your memory.

Memory testing games are also great tools to help you sharpen your
memory. The more you play them the more you use the part of the brain that
stores memories, You might aiso try doing things like memorizing some of
your phone contatéts and manually dialing them. instead of ( D ) a button
and automatically dialing them. Another good way of improving your memory
is to try and recall as many details as possible about a-specific time in your
life. For example, try remembering 10 distinct details from a special event
such as a birthday party you have had in the past. It is also a good idea to
play games like the alphabet game in which you go down the alphabet naming
as many things as.you can think of that start with each letter, such as states
or countries.. The b'est way to boog your memory is to work it OLl'.E every day
in the same way you would a muscle group with physig:al exercise. Your
memory will remain sharper for a longer pgriod of time if you try and use it as

much as possible to help keep it fresh.
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1 few 2 little 3 many 4 much
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have hit place write
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A Great Number of Cell Phones

Memory Damaging Diseases

Memory Testing Games

Memory Testing Software

Modern Technology and Its Effect on Our Memory

Lo 2 T b I S = I At R el

Reasons for Memory Loss

— 10 — {$OM33(021—792)



4 TRE~BIZDWT, EbEYRboEEhEN] DBV, TOESE
T—ILAEEWN,
(1) vyour memory has suffered &3
1 your memory has endured
your memory has still been working

your memory is damaged.

= e D

your memory was refreshed

(2) That is not the case anymore i
1 More people today are too old to remember even a single phone
number
2 People do not have the ability to remember a phone number any
longei'
3 People no longer have to memorize a phone number to make a call
4 Some people used to compete with one another by memorizing as

many phone numbers as they could

(3) that alert us &I
that we ought to buy
that we should be careful

which let us know

= W N

which we can buy

{4) they are simply rusty &id
1 they are just awfully damaged
they are merely not as good as they used to be

they have clearly been out of order

= e b

they have only been training themselves
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(5} that are available out there &

-t

that are .distributed through local stores
2 that are sold in the open air

2 which you can easily obtain
4

which you can submit online

(6) concentration &
1 NNEE
w—H—

(7) Theidea &¥X
The goal

[y

The motto

The opinicn

= o o

The thought

8) Z that EFUMENEET S that 2D H ORI
1 People find, through a sgl'ies of small memory tests, that their '
lapses are no worse than what the average person has. ’

2 There is a very good reason for this and that is mainly because so
many people are worried about things like early 'signs of Alzheimer’s
disease.

3 There are so many causes of memory loss that it is hard to.
determine whether or not your short lapses are nornﬁl.

4 1~3DOVTRNTBHRL,
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1 Brain diseases always harm your memory as you grow older.
2 Older people shouid 'not necessarily worry if they forget where they
have left their car keys.
3 People who lead stress-free lives will never forget things they should
be able to remember easily.
4  Small memory tests should be given to older people when' they have

forgotten important appointments.

B#
1 Cell phones are so reliable in storing contact information that you
do not have to remember anythiﬁg whatsoever,
2 Memory testing games will help you sharpen your memory.
3 Some games like concentration and Simon available online are not
useful in improving children’s memory.

4 You can improve your memory by creating new video games.
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(1) alphabet
1 automatically 2 e.venjday
3 software 4 technology
{2) determine
1 memory 2 perfectly
3 suffer 4 trial
(3} injuries
1 consider 2 improving
3 peculiar 4 worried
{4) peicentage
1 available 2 idea

3 memorize 4 person
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A woman was getting a homemade apple pie ready to put into the oven
when the phone rang. It was the school nurse. The woman's son had come
down with a high fever and needed picking up from school. The mother
calculated how long it would take to drive to school and back, and how long the
pie should bake for, and guessed she would he back before the pie needed
lifting out of the oven. So she popped the pie into the oven and left for school.
However, when she arrived, her son’s fever was worse and the nurse urged her

to take him to the doctor.

2y

i)

He stepped back and said: “Actually no, madam, I'm not a good boy. I
just got out of prison yesterday.”
With this, the woman hugged him even tighter. “Thank you, Lord!"” she

cried. “You sent me a professional!” .
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I Within a few seconds he had used the hanger to force his way into her
car. All it took was a couple of twists. She was so grateful that she threw

her arms around him and said: “The Lord sent you!l You're such a good boy.”

2 As she wiped away her tears, she saw a young man climb out of a dirty
old car. Seizing the moment, she ran over to him, held out the wire coat
hanger and asked: “Do you know how to get into a locked car with one of
these™

He stared at her for a moment, took the hanger from her hand and asked:

“Where’s the car?”

3 At the shopping mall she found a pharmacy, collected the prescription, and
rushed back to the car, only to find it locked. In her haste, she had

forgotten to remove her keys, and now they were locked inside the car.

4 She began searching the mall for a wire coat hanger so that she could
break into the car, but all of the shops seemed to stock only wooden or
plastic hangers. Eventually, at the fifteenth store she tried, she found a wire
hanger. It was only when she hurried out of the mall towards the parking
lot that she realized she had no idea how to unlock the door with the hanger.

Then she remembered the pie in the oven.

5 She drove to the clinic as fast as she dared, her nerves beginning to fray.
After examining the boy, the doctor told her to get him to bed immediately
and gave her a prescription for some m.edicine. By the time she got her son
home and in bed and headed out again for the shopping mall, she was not
only frayed, but frustratéd and frantic asl well. And she had forgotten all

about the pie in the oven.
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6 All of the frustrations of the past hour suddenly came flooding over her
and she sank to her knees, bursting into tears. Looking up to the heavens,
she prayed: “Dear Lord, my boy is sick and he needs medicine, and my pie is
in the oven, and the keys are locked in the car, and I don't know what to do
with this coat hanger! Dear Lord, send somebody who knows what to do

with it, and I really need that person NOW.”
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