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i1 Theyareaware [1] the risks involved.

@ in @ at A of @ by

B2 1Ifhe [2] up earlier, he would never have missed the bus.

@ wakes @ woke @ is waking @ had woken

B3  You should explain your side, [3] you don’t think it will change anything.

@ though @ whereas @ since @ even if

4 Thedoctor [4] operations on four patients.

@ performed @ went on ® carried @ took out

Bl15 The scientist conducted an [5] to test his hypothesis.

@ experience @ expertise 3 experiment @ expression
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EB20B xoMW(B1~5)CDo\T, 5x5NEEXREORBCHRBLSIC, TNTN
T EIRE O~ DEAELEFRICANT, BEEULXESEIERSI, LU, 2R
[6]~[15] CABEDDOHEZZREV, £/, XHEICKBEDENXZICLTHNET.

Bl SI<CHREULRVWEBEICBICEVLERA.

We won’t catch the train [6] [7]

@ leave @ unless 3 now @ right ® we

B2 HBaoBLEE, BaOBNE2TCOEHORTEEICEII> TLWELR,

[8] [9] all her excellent qualities.

@ stood @ among ® her @ out ® kindness

B3 EILULEZZRHEELEE.

I'd like [10] [11]

@ think @ more 3 to @ time ® a little

B4 HoERBROLESHICED E—EBMELU THIFEIN>IZDICSG.

[12] [13] harder for the exam.

@ studied @ only ® had @ if ®1

Bl5 &ENFEUgHLTH, BREOLEZEBLEHEEEZEEA.

[14] [15] try, I can’t remember her name.

@ hard @ matter ©ON! @ how ® no
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B 1 A: I heard Sarah quit her job last week.
B: [16]

A: That’s what I heard, too. She always seemed so happy there, didn’t she?

B: I wonder what made her decide to change jobs.

@ 1 knew she was looking for a more relaxed position.
@ Yeah. I think she was a bit frustrated there.
(3 Really? I thought she enjoyed working there.

@ That’s a surprise, but I'm not shocked.

fE 2

: I'm thinking of starting my own business.

[17]

: I won’t. I’ve been doing a lot of planning.

: Well, good luck!

@ Don’t take a decision like that lightly.
@ That sounds like a wonderful idea!
® You should definitely go for it.

@ Will you do much preparation before you start?

B 3 A: This exam was much tougher to complete than I expected.
[18]

: I know, right? I barely finished in time.

: I felt T knew all the content well enough, though.

@ 1 should have studied more.
@ 1 couldn’t understand any of the questions.
® There were double the number of questions this time.

@ What made it so difficult?



8 4 A: Tony told me that our old high school is closing down.
B:

& 5

A
B

[19]

: I know, it’s really sad to think about.

: I heard it will happen soon.

@ That’s terrible communication.
@ Really? I had no ideal
(3 It’s so hard to believe.

@ That means we can’t graduate!

: I'm finding it hard to balance work and my studies.
[20]

: It really is. I feel like I never have enough time.

: Perhaps fewer things to focus on would be beneficial.

@® You should do the most important tasks first.
@ Could quitting your job help?
® That sounds like a lot to handle.

@ Are you sure that’s the solution?
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It’s karaoke-rehearsal time at the Knollwood military retirement community, in
Washington, D.C. Phil Soriano, 86, has led group singing since 2016. Today, he’ll share host
duties with a special guest, one [ 21 ] has been at Knollwood for the past six weeks:
Stevie.

Soriano wants to sing the song “Y.M.C.A.” [ 22 ] Stevie leads the crowd through
the song’s dance moves. This will be difficult. Why? Stevie is a robot.

“We could try to make him dance,” says Niamh Donnelly, Stevie’s lead Al engineer. She
types commands on a [ 23 ]. The robot stretches its thin, stick-like arms. Its digital
face shows a quick smile.

Stevie was made by the Robot-making and Innovation Lab at Trinity College Dublin, in
Ireland. Trinity researchers moved into Knollwood this spring and summer. They’re trying to
understand what staff and residents might want [ 24 ] a robot.

Many different robots are used in health care, including some that move rapidly around
hospital hallways like electric carts and some like dolls that bring patients comfort. Stevie is
what’s known as a social robot. It’s designed to [ 25 ] people. Stevie responds to
words with speech, gestures, and movements. For example, tell Stevie you’re sick, and it
frowns and says, “I’'m sorry to hear that.” Compliment Stevie, and its screen changes to a
smile. [ 26 ], its digital eyes blink, waiting for a command.

Stevie can recognize about 100 common questions, such as “How are you?” Other
conversations require a human to type words for Stevie to say. At a social hour with
Knollwood residents, Donnelly had Stevie tell a [ 27 ]: “What did the left eye say to
the right?” The punch line: “Between you and me, something smells!”

Researchers thought people would want Stevie to do chores, says Conor McGinn,
Stevie’s lead engineer. But [ 28 ], residents didn’t want to give Stevie an order and
have it move away. They wanted Stevie to stay and keep them company. According to McGinn,
when his team asked residents what they liked most about the robot, they said, “It made me
laugh” or “It made me smile.”

Some health-care workers see Stevie as a [ 29 ]. The monthly cost for the
robot would be around half the cost of hiring a human to do the same job. And unlike a
human, a robot can be active all day and night without getting [ 30 ]. But Stevie’s
creators say they don’t want to replace people. They see robots and human employees

working together.

[HE8 https://www.timeforkids.com tZdH D]
Corinne Purtill, TIME for KiDS, November 27, 2019. Used with permission
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BRIRA
[21]:
[22]:
[23]:
[24]:
[25]:
[26]:
[27]:
[28]:
[29]:

[30]:

® who

@ for

® commuter
® beyond

@ look down
@ At rest

@ rumor

@ accordingly
@ burglar

@ tired

@ what

@ since

@ competitor
@ from

@ get over

@ In order

@ secret

@ surprisingly
@ theory

@ well

(2026 —HIBIERE « LRI 9-16)

® where

® as

3 composer
@ upon

3 compare to
3 Atonce

@ joke

3 generally
® threat

@ stupid

@ while

@ until

@ computer
@ through

@ interact with
@ In haste

@ lie

@ fortunately
@ barrier

@ clever
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Jamil Bhanji, a brain scientist at Rutgers University says there are two main parts to
any challenge that may cause someone to fail. First, there are the aspects a person can
control. Whether students study for a test, for instance, is under their control. But there also
are aspects outside people’s control. For example, (7) BRICIAD &, BNBE TR TSR
hEUNR.

One way to cope with failure is to concentrate on what led to the failure in the first

place. { A ) People who fail can also use an emotion-based approach, says
Bhanji. The test-taker might feel bad now, but he can [ @ ] himself that things will
look brighter in the morning.

Bhanji’s team wanted to find out what strategies people use to keep [ LV ] after
failing. They [ S5 1 30 volunteers into a laboratory and had them play a computer
game. The game modeled a classroom and the aim was for players to graduate from the
class. Thosewho [ & ] would earn $10.

But passing the class was no easy task. Players faced problems that could return their
characters back to where they had started.

For instance, one set of players had to guess the right answer to a test to move forward.
{ B ) Another group of players faced a sudden “course stop” they couldn’t
control. Their players, too, got sent back to the beginning of the game — but this was outside
of their control.

(1) After each “failure,” players were asked if they would like to try again.

The scientists looked at activity levels in parts of each volunteer’s brain while they

played. They looked for which brain areas’ blood flow changed when the players decided to
try again.

They found that activity was reduced in some parts of the brain during challenges.
Activity in the area important for motivation dropped when players tried again after failure
that had been within their control. When the activity in this brain region was low, players
tended to try the challenge again. Reduced activity in this area may not be pleasant, since
it’s associated with getting something wrong. But it also is associated with learning.
« C )

But when players were faced with a course cancellation — something they couldn’t
control — the activity dropped in a different part of their brains. That area influences how
we judge risk, control our emotions and make decisions. And for unexpected difficulties,

e ( )(2s8)( )(4=8as), ( )(6=w=)( ) were not to give up.
[HER https://www.snexplores.org tZd D]

Bethany Brookshire, Science News Explores, November 2, 2015. Used with permission



fhu-a
ハイライト表示

fhu-a
長方形


(2026 —HIBIERE « PR 11-16)
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2 ZAR(A)V~(C) CANBOICEREEREDE, ENENTOREIRE (1)~(3) oHhS
1 DBV, BETEXRSV, 2L, AUBOZEHEALVRNS &,

(1) If they change their behavior, participants might begin to feel they can do better next
time.

(2) If someone fails a test, a problem-focused approach might be to study more or better
the next time.

(3) If their guess was incorrect, they went all the way back to the beginning of the game.

B3 ZFRIBI~I[RICANBIDICEREENREDE, TENENTOEEODTHS 1 DRV, BE
THNIEBUREICEXITEZ RSV, 2120, BUBOEREFHEIAVVRNT &,

bring succeed convince go

B4 T#EB(A)= BARECLLSL,

15 T8 (D) OEFRICTROEAZNLANIAN BEEYRXCTDEE, 28EH, 48H,
6BHICK3ED%ZE, TNTNTDREIRK (a)~(g) DFHNSEY, BETEIRLSL. LU,
B UEOZEEEBAVRNC &,

And for unexpected difficulties, (= ( )(2=8)( )(4=s), ( )(6=m=a)( ) were not to give up.

(a) the lower (b) was (c) likely (d) in this brain area
(e) players (f) the activity (g) the less

6 AXoRBEGDLRBRWEDO%E, TOREIRE (1)~ (5) OFH5 2DEY, BESTEIREL,

(1) Failure in challenges comes from two things: what you can control and what you can’t.

(2) Passing the class was difficult because players faced problems that made them return
to the beginning.

(3) Another group of players faced a sudden stop, but they managed to keep their control.

(4) When volunteers chose to retry a task, scientists checked which brain parts changed
activity.

(5) When players had control of the situation, activity in the area of the brain that affects
decisions decreased.





