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Day 1 Children and video games

Prevalence of video games has become a major concern among parents, teachers and researchers.
According to a national survey conducted by the National Institute on Media and the Family (NIMF),
92% of children and adolescents aged 2-17 play video games. In order to prevent younger generation
from the negative effects of computer games, some researchers claim that children should not be
allowed to play PC games.

BT R Analyze the task ( #3)
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I ()] Familiarize yourself with topic-
related arguments and vocabulary

( WA X IR 5 vl )

Pros

- HHEERM

1.stimulate curiosity and imagination
* stimulate vt. JBU%, R, S

* curiosity n. %351

* imagination n. 2% 11

2.develop adaptability and flexibility
* adaptability n. &R 4
* flexibility n. 7 7E 4

3.introduce children to computer technology

* computer technology B ffH; AR

4.a doorway to learning

* doorwayn. [0, &

5.promote learning and problem solving
* promote vt. {E13
* problem solving %) ] 7

6.improve hand-eye coordination
* improve vt. IXE, {23t
* hand-eye coordination BE = 1/Mfi

7.expose children to other cultures
* expose sb. to 1k AfEfd
* culture n. 3C1k

8.an eye-opener
* eye-opener n. T (@ {1 B I EY)

9.learn to compete, cooperate, communicate and compromise
* compete vi. TE5

* cooperate vi. &1k

* communicate vi. ;438

* compromise vi. 31/

10.develop leadership and teamwork
* leadership n. %157 §E
* teamwork n. F]PAZEIR

11.become active problem solvers/ f¥ 4 24K i) ja] SR i &
* active adj. TR
* problem solver [o] 21 i) fif R 2

o ERIREM

1.promote bonding and strengthen a sense of community
* bondingn. A, BKE, &

* strengthen vz. 153

* a sense of community AR

2.a way of associating with friends from all over the
world

* associate with 5------ BKE

3.learn social skills

* social skills 3ZFRr$ET5

4.an enjoyable social interaction
* enjoyable adj. < AR, FFi8

* social interaction $+ £ 321¥, APx

AH \worL{ and no plaq malﬁes Jacl{a dull l)oq, % ﬁl{lﬁ/—)’;;w, 'qg‘alﬂ ANIE R zfgo 3 | B |




Day 1 Children and video games

5.build lifelong friendship
* lifelong adj. &4t
* friendship n. Zif

IR EN

1.a useful outlet for childhood aggression
* outletn. O, HBE
* aggression n. %3}, 4%

2.calm and relax our nervous systems
* calm vz, {E#

* relax vt. AR

* nervous systems 142 2 %x

3.a source of self-esteem

* self-esteemn. H2E

4.build up self-confidence
* build up #&58

* self-confidence n. B 151>

S.help fulfill basic psychological needs
* fulfill ve. %2
* psychological needs 7/ JE 25

6.an escape from stressful study
* escape n. ek, PERRK
* stressful adj. [ W KH, EEMN

7.allow Kids to express feelings and impulses

% express vt. Feik
* feelings n. [F%

Cons

* impulse n. J$ 5

8.release t'ension and reduce pressure; stress reliever
* release vi. B

* tensionn. £ 7]

* reduce pressure J&&

* stress reliever J&{/E 28

9.escape reality
* escape vt. KB
* reality n. T{SC

10.escape daily problems
* escape vt. JkiBE
* daily problems H 7 [6]g5

v RRREN

1.an enjoyable time-filler
* enjoyable adj. & A R4
* time-filler n. j5 BEEY (8] 60 < 78

2.relieve boredom and drive off loneliness
* relieve vt. 2R

* boredom n. FCHf

* drive off loneliness HFiE 7t

3.give people joyous feeling
* joyous adj. RERH

4.improve a player’s manual dexterity
* manualadj. FILH, FFREY
* dexterity n. RI5, FAZ:

7 RS EFEN

1.a great waste of time; time-consuming
* time-consuming adj. & 2% 0Y[8] &4

2.addictive; tempting; alluring
* addictive adj. & A L&

* tempting adj. i A8

* alluring adj. 5| A8




3.be addicted to; abandon oneself to; indulge in
* be addicted to -+ e
* abandon oneself to JL%F

* indulge in \fF, LK

4.rob children of time and money

* rob sb. of F|ZF---

5.interfere with homework

* interfere with 40, JdZ8

6. be preoccupied with PC games

* be preoccupied with JTIEF

o EREM

1.1ack of exercise; lead to obesity
* lackn. HR=
* lead to 5 &

* obesity n. AP

2.be exposed to radiation
* be exposed to &FE T, T

* radiation n. @5

3.become near-sighted

* near-sighted adj. L1 §)

4.cause dryness and irritation of the eye
* drynessn. T4, (BREF ) Fi7
* irritation n. R, K4

S.cause physical inactivity and lead to some lifestyle
diseases

* physical inactivity Tt = #t £k

* lifestyle diseases 54 7& /7 TUAH X MR

6.contribute to the epidemic of childhood obesity
* contribute to S
* epidemic n. JFifTIH

* childhood obesity JLZAERESE

o EERN

1.exposure to violent video games
* exposure n. $Efil

* violent video games & /1 B8 F ik

2.cause aggressive thoughts and feelings
* aggressive adj. ¥F3H

3.take fantasy for reality
* fantasy n. Fg 4]
* reality n. TP5E

4.become obsessed with gaming
* be obsessed with JTREF

* gaming n. AL

5.become introverted, isolated and withdrawn
* introverted adj. A 689

* isolated adj. FIIEHY

* withdrawn adj. B AH

6.have a sense of depression and loneliness
* depression n. 18R, SHIN
* loneliness n. #Jh

7.cause a lack of empathy for real-world victims
* empathy n. #5

* victimn. EH

8.confuse reality and fantasy
* confuse vi. JR&
* reality n. TSC

* fantasy n. 4]

9.heartless, cruel, hostile and cold-blooded
* heartless adj. &K

* cruel adj. 72 H

* hostile adj. XTI #J

* cold-blooded adj. 4 [ #)
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Day 1 Children and video games

- fERED

1.lead to a neglect of important relationships
* neglectn. 2B, Zi
* relationship n. X%

2.]ack face-to-face communication with family members
and friends
* lack vt. TR

* face-to-face communication T X T 32 7%

3.inadequate emotional exchanges
* inadequate adj. NEM, TIEHH

% emotional exchanges 15327

4.be alienated from family and friends

* alienate vt. BRI

S.displace work/study, friends, family members
* displace vt. BRfX, #B

6.socially isolating
* isolating.adj. < A KL

7.time away from family time, school-work, and other
hobbies

* family time 3% EEBY[E], FIZK A —IHET[E

* hobby n. Z4F

- BEEM

1.play truant; drop out of school
* play truant J£=5
* drop out of school

2.poor grades; lead to poor academic performance
* poor grade il 552

* academic performance %\l

3.imitate negative role models

* imitate vt. #8215, (53R
* negative adj. TATHH
* role model #5H¥

4.worsening academic achievement

* academic achievement =% =] fi{ 45

5.be exposed to foul language, obscenities, and obscene
gestures

* be exposed to $EfEZ

* foul language ffEiE

* obscenity n. JREE, JEWH

* obscene adj. JEFF I, Tt

* gesturen. FH, -

= JRSREN

1.contribute to aggressive and anti-social behaviour
* aggressive adj. ¥F3HH, EBRMH
* anti-social adj. Rt

2.lead to real-life violence

* real-life adj. THSEHY

3.lead to criminal and anti-social behaviour

* criminal adj. JLFEH)

4.encourage aggressive behaviour

* aggressive behaviour 37174

5.promote criminal behaviour
* promote vt. B, &
* criminal behaviour JE3E 174

6.turn players into merciless killers
* merciless adj. TT1EH, S H
* killern. &5

7.engage in aggressive behaviour
* engagein \E, &5




B (X Practice writing ( i )

You should spend about 40 minutes on this task.
Write about the following topic :

Prevalence of video games has become a major concern among parents, teachers and researchers. According
to a national survey conducted by the National Institute on Media and the Family (NIMF), 92% of children
and adolescents aged 2-17 play video games. In order to prevent younger generation from the negative
effects of computer games, some researchers claim that children should not be allowed to play PC games.

To what extent do you agree or disagree with this statement?

Give reasons for your answer and include any relevant examples from your knowledge or experience. Write
at least 250 words.

- (T X-] Sclf-correction ( 344 )

Note : Write down the errors made in your writing and remind yourself of the common errors every time
you start a new essay.

O WiBE
O AR AN ST
O @i

 BEHR

O FRR

O B

O AR STRY
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Day 1 Children and video games

Ste

Sample for appreciation

&

Sample of the argument-led approach

In the last several years the impact of video games, both positive and negative, on children has been
a subject of both heated debate and scientific research. In this essay, I will examine both sides of the
argument and establish my own standpoint.

Some scientists argue that video games can have a positive influence on children. For example, they
may be a friendly way of introducing children to computers, and stimulate children’ s curiosity and
interest in the computer science, which leads to discovery and creativity. Besides, they may increase
children’ s hand-eye coordination and attention to detail. In other words, gaming develops adaptability
and flexibility. Also, researchers have found that the games can provide opportunities for achievement,
freedom and even a connection to other players. Undoubtedly, playing with friends can be an

enjoyable social interaction.

On the other hand, scientific research has shown that playing video games may affect some children’ s
physical functioning. Effects range from triggering epileptic seizures to causing heart rate and blood
pressure changes. Furthermore, numerous studies suggest that playing a lot of violent video games is
related to having more aggressive thoughts, feelings, and behaviours. Ample evidence also shows that
spending large amounts of time playing these games can create problems and lead to poor social skills
and lower grades. In addition, they can also be quite addictive, which is detrimental to children who
lack self-control and self-discipline.

While video games can be valuable learning tools, they also have some adverse effects. Regarding
content, educational games are likely to have positive effects and violent games are likely to have
negative effects.The point is that, in this new age of technology, children are spending much more time
playing video games and watching television. And many of the video games contain some violence.
Therefore, for decreasing the negative impact that gaming might have on children, parents should be
most concerned about two things: the amount of time that children spend, and the content of the games
that they play.

Sample of the thesis-led approach

Video game addiction has become a focus of public interest. Numerous studies suggest that heavy




gaming exerts disastrous effects on children’ s healthy growth and therefore some researchers and scholars
propose that teenagers should not be allowed to play PC games. While I admit that computer games have
a negative impact on the development of children, especially contributing to aggressive and anti-social
behaviour, I still feel that it is irrational and impractical to ban video games.

To start with, PC games may be a friendly way of introducing children to computer science. Playing
computer games arouses curiosity, which leads to discovery and creativity. Some video games may promote
learning, problem solving and help with the development of fine motor skills and coordination.

Moreover, social skills are learned while children are enjoying various games. That is to say, playing
computer games has become a way of associating with friends from all over the world. After all, playing
with friends can be an enjoyable social interaction.

Thirdly, playing computer games helps fulfill certain psychological needs. By this I mean, video games are
a useful outlet for childhood aggression because play allows kids to express feehngs and impulses that have
to be carefully held in check in their real-world interactions.

In the final analysis, it is clear that the benefits of video games far outweigh the risks. I firmly believe that

children should be encouraged to play computer games with adequate parental guidance because playful

discovery is a doorway to learning.

I {5 ¥ Test tips (58—18)
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N X 4 argument F1 discussion

H /8 Task two JBTF discursive essay (B33 ), FTEMIXE Ao FE— 020k H AR B2 H T4
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Day 1 Children and video games

(— ) argument & RiEH—

vﬁﬁ%@ﬁzﬁﬂa)\%% BST FEH T 5T A A A e
SO o
A
e
ALEBIIN EREM | Nrgument 15 506 M T
FERAE AN LI
TR R i S
R e | wrmEmmRAE
i | G
g o
PEVEBREY o em MBRE %A
RERZRHRA NS TR NS

(=) argument ZXEFm BRI E =

METIEAME —EAER T UE Y, argument XFR NI E BERELERE—ASIFHARE TR NM
MR RARECHLR, EAEBCHME, NEHER (to convince ) BEFE ; X M & BT,
PEbk (to challenge) FIZXFE (to refute) I T WA, B AHINERM S S B HTEHHE ( debatable ), £
FW A ( for and against ; A or B; yes or no; both sides ), gk, BREHEN WU, 24D
FEZARNN. ETFZENREXIFIERAEMNS, ETIHEETEELETHE, FAZWEX
HWH . FBMERLYSEBONERSINOMESRE, BEERSIEENNEBESS,

( =) argument 2843 B B9 —Le 3% R 4F1E

XERMNFRELEEIRI, HEEELERL argument 27890 B FrEAH LD = BHHHFE,

4 @ Some people believe that unpaid community ~ #  Some people believe that advertisements
' service should be a compulsory part of high should be banned since they serve no useful
i : school programs. To what extent do you agree purpose and can even be damaging. To what

i or disagree? extent do you agree or disagree?




