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The first connection of the People’s Republic of China with the Internet
was established in September 20, 1987 between an institute in Befjing and a
German university. Since then, Internet use in China has grown fo the largest
number of users in the world, amounting to 384 million in 2009. Although this
is a large number of people, only about 28 percent of the population in China
uses the Internet. This percentage is lower than in Korea, Japan, or the US.
But it is still much higher than in India or Indonesia, two of the world’s most
populous countries.

As Internet use in China rises, there have been numerous examples of
Internet games becoming a craze. China’s hottest craze in Internet games
right now is all about farming. Since the game “Happy Farmer” was
introduced in 2008, some 78 million people, or roughly 20 percent of China’s
Internet population, have started playing it or one of its many copies,
according to some estimates. Every day, and sometimes several times a day,
millions of people log in to the website. They do this to get points doing such
seemingly ordinary tasks as clicking on a screen to watch radishes grow on
their own small plot of land, and to water, fertilize, weed, and harvest these
virtual gardens. As in the popular American version of the game, “Farmville,”
some players visit other farms and offer to help out. Meanwhile other players
creep around the countryside and try to steal vegetables.

The game’s success reflects a growing nostalgia for China’s traditional
farming way of life. Over the past 30 years, 225 million Chinese farm workers
have poured into the cities in search of better jobs and a higher living
standard. The result has been massive economic growth and the huilding of
skyscrapers and roads and train lines at a fast pace. Cities spring out of
nowhere. A social networking game like “Happy Farmer” is a reminder of the
sense of community that many of these former farm workers believe has been
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lost. Such is the isolation among China’s urban population that in 2008, a
Chinese television news report did an Asia-wide study and discovered that
China was the only country in Asia whose people claimed to have more friends
online than offline.

The game also reflects concerns among many members of the urban
middle class over the country’s poor environmental standards. Poor air and
food quality are both major concerns in China today. “Happy Farmer” reflects
a widespread desire among the Chinese for a rural China that at least in the
romantic image does not suffer {from these probiems.

Then there are the lingering effects of a violent political movement known
as the Chinese Cultural Revolution. It was started by the Chinese leader,
Chairman Mao in 1966, He believed that the Chinese i)eople needed a
revolution in their thinking and in their political and economic systems. This
period ended in the mid-1970s.

The political changes that Mao introduced during this time forced millions
of students and other young people to leave Chinese cities and work in farming
villages. Many had terrible hardships, including hunger, over-work, and even
death. After Mao’s death, new economic policies were introduced by his
successor., China gradually moved from strict Communisim to greater economic
freedom. Now it is a global trading power and the world’s third largest
econony.

Many of the same people who were forced to live in the countryside now
have good jobs in Ching’s growing business and government sectors. Yet in
some ways, they long for simpler lives. They remember their youth and they
have begun to romanticize their old days in the countryside.

An increasingly popular tourist trend is called “Farm Family Fun.” It
meets the need for a taste of rural life, and you can do it without getting your
hands dirty. It involves groups of city people driving to farmhouses, eating
cooked farm food that is supposed to be free of all agricultural chemicals, and
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{fishing in ponds with pre-stocked fish.

But the “Happy Farmer” takes that rural lifestyle even further. [Its
success is changing the way that houses are built now because people are
starting to want houses with gardens. City dwellers have even started renting
farm land and are building vegetable plots across South China. These urban
farms often go by the name of “Happy Farmer.” Chinese media refer to this
situation as the “reallife version” of the game.

In another twist on virtual farming, some people have even set up video
cameras so they can monitor their real gardens from home. On one of the
iropical Chinese islands, a shop has begun selling little boxes of dirt with seeds
for beans to give people their own “happy farm.” In & big city in South China,
a businessman opened up a “Happy Farmer” restaurant, complete with
computers where people can play the game while eating. The menu offers a
“stolen vegetable of the day” which is served free to promote the restaurant.

One thing is clear. China's farm workers are heading to the cities in
search of a better life while the growing middle class in those same cities is

looking backward to its roots.
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1. The percentage of Internet users in China compared to its population
is

a. higher than the US or India

b. higher than the U.S. or Japan

lower than the U.S. or India

[N ]

lowgr than the U.S. or Japan

2, The article says that a “Happy Farmer” player wins points by

a. logging onto the site

b. selling the harvest

¢. tending to imaginary gardens

d. viewing the site several times daily

3. “Happy Farmer” is similar to an American version because
a. it is also popular among real life farmers
b. its relative costs are the same

playvers buy and sell farmland

(@]

joN

plavers can help or harm other plavers

4, An important reason that “Happy Farmer” is so popular is that it

a. gives people a sense of community
. makes farming seem so easy to do
c. offers the experience of modern life
d. teaches 20th century Chinese history
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5. Among Asian nations, China is unique because the Chinese
a. have fewer oifline friends than friends online
b. prefer living in cities rather than in the countryside

would rather live in the countryside than in cities

9]

would rather visit their friends instead of contacting them online

Q.

6. The romantic image of China's countryside is that of
a, fast economic change
b. good eating and clean air

greater wealth for the middle class

(8]

o)

honest effort and hard work being rewarded

7. The main reason that “Farm Family Fun” is so aitractive is that

a. itis found in so many Chinese cities

. people can enjoy some parts of rural life very easily
¢ . people can fish with farmers

d. so many Chinese tourists do it

8. The “Happy Farmer” game is affecting lifestyles in China because
many
a. people are starting to garden
b, people have begun moving from the cities
c. students are learning about agriculture

d. students are starting city farms
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- 9. In a South China restaurant, customers can eat while
a. buying boxes of dirt with seeds in them
b. enjoying the view of an island

monitoring their real gardens by video

O

[

participating in an online game

10, According to the article, one thing that is clear in China is that

a. most Chinese prefer farm life to city life
most Chinese wish they were farmers again
¢ . the farm workers idealize country life and the middle class wants to

- leave it

d. the middle class idealizes country life and the farm workers want o

leave it
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Have vou ever been in the following sifuation? You and a friend hoth
witness an event and start discussing it. However, the more you talk, the
more your accounts seem to differ.

This sort of thing happens quite often, since what we see is not
necessarily what we remember. Although people place a great deal of value on
evewitness reports, studies have shown that our memories often are quite
unreliable.

In one study one researcher and his assoclates staged a fake attack in a
classroom. While the class was in session, a stranger suddenly burst into the
room and headed straight for the professor. The man hegan shouting and
swinging his fists. After being pushed away, the intruder left as quickly as he
appeared.

Although this event was far {rom commonplace, it seemed not to make

{1
much of an impact on the victim or the witnesses. Only a few weeks after the

incident, a majority of the class was unable to identify the attacker correctly.

After being shown six photographs from which to choose, a striking 6G percent
of the class —including the professor himself — selected the wrong man.
Almost half picked a person who was in the room at the time, but who was an
innocent bystander.

A psychologist also investigated the reliability of people’s memory. One
hypothesis that she tested was whether leading questions — those whose form
or content suggested certain answers — would influence a person’s recall of an
event. For example, “When did you stop fighting with your brothers or
sisters?” might prompt a different answer than “Did you ever fight with your
brothers or sisters?”

In one study the psychologist and her assistants showed a hundred

i Bl OM3 (624—38)



students a short film depicting a five-car collision. They then asked the
viewers to answer a 2ZZ-tem questionnaire about the film. Three of the
questions focused on items that did not appear in the film, such as broken
headlights, Half of the subjects were asked a neutral guestion: “Did you see a
broken headlight? The other half were asked a leading guestion: “Did you see
the broken headlight?” The only difference between the two guestions was the
substitution of “the” for “a”.

On average, 15 percent of those who were asked leading questions recalled

{2
that they had seen a nonexistent item. In contrast, only 7 percent of the

neutral group claimed to have observed something that did not exist. The

groups also differed in the percentage of “don’t know” answers. Such answers
occurred more than twice as often among the peutral group as among the

group that was asked the leading questions.
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1. Brenda {type / 1/ that /is / the / like / person / of).
2. She {minutes / if / asked / a / she / leave / few / could) early,

3. When (it / have / likes / people / comes / food / to / their / and)

dislikes.

4. Something was (Mike / behaved / strange / the / about / way).

ROBEICDONT, S0BBEORNEBEHE, REREEOE
.

Describe the best or worst day of your life.
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I, Tom slammed the door with all his strength because he was

a. neat D. genuine C. generous d. furious
2. Smoking in a hospital is a of the city law and you will be fined if
you do it.

a. prevention . limitation C. violation d. integration

3. We can’t make the soup hecause we don’t have some important

a, ingredients b. remedies C. reserves d. segments
4, My parents tried to put some money (o send me to college,

&, on b. away C. over d. off
5, Please take the red dress. It looks really good vou,

a. about b, at C. on d. with

8, The principal gave to the students’ demand and promised to build a

new cafeteria.

a. off b. in C. on d. over

7. The doctor advised Jim to stay fattening foods because he was
overweight.

a. away b, imto c. off d. at
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8. *I hear the city bought some land to build a hospital. Do you know
anything about it?”
“Yes, They bought the land next .

a. toours b. ours c. of ours d. from ours
9. 1f I had known you were coming, I you at the station.

a. would meet b. have meet

<. had met d. would have met

10. Whoever first can turn on the heating.

a. arrives b. arriving c. to arrive d. is arrived
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