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HPEIANCJIOBHUE

VY4eOHO-IpaKTUUECKOE MOCOOME IO  AHIVIMMCKOMY  SI3BIKY  —
cocTaBHasi 4acTh paznena «ColuanbHO-KyJIbTypHas cdepa OOIIECHUS»
y4eOHO-METOAMYECKOr0 KOMILIEKCA JUCUUILUINHBI « MTHOCTpaHHBIN S3BIKY.

OcHoOBOM cojaepkaHusi MOCOOUs, OXBATHIBAIOIIETO aKTyaJlbHBIE CO-
IUAJTBHO-TIEIArOTMYECKUE TEMBI, KACAIOIIUECS MOJIOJIEKH COBPEMEHHOCTH,
CIIy’)KaT AyTEHTUYHBIE S3bIKOBBIE MAaTE€pUANIBl MO COLMOJIOTUHA M TMCUXO-
JIOTUM, HUCTOYHUKOM KOTOPBIX SIBJISIIOTCSI HAy4HBIE CTaThU W3BECTHBIX
YYEHBIX CTPAaH U3y4aeMOTO SI3bIKA.

[To kaxxmoii Teme mpeaycMaTpuBarOTCs 3aAaHus s GOpMUPOBaHUS
YMEHHI UCMHOJIb30BAHUS U3yYa€MOI0 MaTepHaia B Pa3HbIX BHIAX PEUEBOMN
NESATEILHOCTH: TPYyNIoBas W TapHas padoTa, NUCKYCCHH, OOCYXKIEHUE
npOOJEMHBIX BOMPOCOB B MalbIX TPYIIax, MOATOTOBKA COOOIICHH,
JIOKJIaJI0B, TIPE3CHTALIMK, HAIMCAHUE COYMHEHUM U 3CCE, BBICTYIUIEHUE HA
KOH(epeHILIHH.

[IpencraBneHHoe MocoOue MOXKET ObITh YCHEIIHO HMCIIOJIh30BAaHO B
o0pa3oBaTeNbHOM TIpOIecCe OYIyIMHUX COIUAIBHBIX M€JaroroB-rmcuxo-
JIOTOB IS Pa3BUTHS HEOOXOAMMBIX S3BIKOBBIX YMEHHH W KOMMYHH-
KaTHUBHBIX HABBHIKOB B pamkax ¢opMupyeMoi oOmienpodeccuoHanibHON
KOMIIETEHIIMM  COOTBETCTBYIOIIEro denepanbHOr0 rocyJapCTBEHHOIO

CTanaapTa BBICHICTO o6pa3013aH1/151.



PART |
SCHOOL & NEW TECHNOLOGY

LESSON 1

Task 1. Before reading the Text A Are Tablets Ready for K-12
Education? by Ed Hardy R., mind the following notes.

Notes:

K-12 (spoken as «k twelve», «k through twelve» or «k to twelve») is a
term for the sum of primary and secondary education. It is used in
the United States, Canada, South Korea, Turkey, the Philippines, Egypt,
Australia and Iran.

P-12 is also occasionally used in Australia. The expression is a shortening
of kindergarten (K) for 4- to 6-year-olds through twelfth grade (12) for 7-
to 19-year-olds, the first and last grades of free education in these
countries, respectively. Also called ELHI, as a short for elementary to high
school.

Task 2. Write down the underlined words from the Task 1 in your
vocabulary, translate them, and mind their pronunciation.

Task 3. Read the definitions of the following modern notions; find the
equivalents of them in Russian.

a tablet

Tablet computer, commonly shortened to tablet, is a mobile device,
typically with a mobile operating system and LCD touchscreen display
processing circuitry, and arechargeable battery in a single thin, flat
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package. Tablets, being computers, do what other personal computers do,
but lack some 1/O capabilities that others have. Modern tablets largely
resemble modern smartphones, the only differences being that tablets are
relatively larger than smartphones.

e-Reader

An e-Reader, also called an e-book reader or e-book device, is a mobile
electronic device that is designed primarily for the purpose of reading
digital e-books and periodicals.

Their main advantages over printed books are portability since an e-reader
is capable of holding thousands of books while weighing less than one and
the convenience provided due to add-on features in these devices.

the Kindle

The Kindle is a series of e-readers designed and marketed by Amazon.
Amazon Kindle devices enable users to browse, buy, download, and
read e-books, newspapers, magazines and other digital media via wireless
networking to the Kindle Store. The hardware platform, developed by
Amazon subsidiary Lab126, began as a single device in 2007 and now
comprises a range of devices, including e-readers

I-Pad

iPad (/'aipaeed/ EYE-pad) is a line of tablet computers designed, developed
and marketed by Apple Inc., which run the iOS mobile operating system.
The first iPad was released on April 3, 2010

An iPad can shoot video, take photos, play music, and perform Internet
functions such as web-browsing and emailing. Other functions —
games, reference, GPS navigation, social networking, etc. — can be enabled
by downloading and installing apps.

Task 4. Learn the following words and word-combinations:
pilot program — nmutoTHas mporpamma

device — ycrpoiicTBO

electronic materials — a;ekTpoHHBIC MaTEpHUATIBI
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betterment — ymy4menue

to implement — BorIomaTh B )KM3Hb

implementation — peanu3zanus

flipside — o6parHast cropoHa

downside — orpunaTenbHas CTopoHa

findings — mosmydeHHbIC TaHHBIC

to deal with — umeTs 1emo ¢ 4em-1o ( ¢ KEM-TO)
low-income — Hu3kuit 10X01 (CEMbH)

to keep up with (smth. or smb.) uatu B HoOry €

options — onmuK, BapuaHThI

to find a way to around it — HaliT crtoco6 000¥TH 3TO
the pros — 3a, B mosb3y

the cons — npotuB, MUHYCBI

apps — mporpamMMbl, IPUIOKCHHS, OTTOTHCHHS
software — nporpammHoe obecrieueHne IjIsi KOMIIbIoTepa
hardware — armaparypa

Task 5. Text A. Read the text, translate it. Write down new words in
your vocabulary.

Schools such as Clearwater High School in Florida have been busy
testing a tablet and eReader pilot program by using the Kindle in the
classroom for the past seven months and are now looking for a solid
answer to the question, “Can we go 100 percent electronic with the help
from a tablet?”

The school officials in Clearwater have even gone as far to construct
a five-year tablet proposal for the Kindle, iPad, and other similar devices.
The proposal states that all students in grades K-12 will use only electronic
materials for the betterment of the students’ education.

Another pilot program in Morgan Fitzgerald Middle School in
Florida has a room of 45 sixth graders excited to learn again because of
their new electronic devices. This school just implemented the iPad in the
classrooms, and the Pinellas school district has spent around $1 million to
buy 1,800 of them for its students.



But with all new implementations, there is bound to be a flipside and
a downside. Every pilot program has had similar findings when dealing
with the hot tablets in the schools, such as the problem of low-income
households not being able to keep up with the cost new technology
presents or technical issues resulting in malfunction of a device. Many
schools are still finding it difficult to come up with a tablet for each and
every student, and some are looking at the options to find a way around it.

But many experts still believe the pros far outweigh the cons when it
comes to general tablet use in education — not only do students find it much
more exciting to learn with a tablet than a textbook and pen, but there are
many apps and a lot of software designed for kids to better understand the
material. [13]

Task 6. Fill in the blanks in the sentences below with one of the verbs
in proper tense forms given in the table.
Check the results having found these sentences in the Text A.

dealing with have been testing

to find are still finding

there is are looking at

by using not being able

will use to come up

has had have even gone

1. High Schools in Florida a tablet and eReader pilot program
____the Kindle in the classroom.

2. The school officials as far to construct a five-year tablet proposal
for new electronic devices.

3. The proposal states that all students in grades K-12 _ only electronic
materials for the betterment of the students’ education.

4. But with all new implementations, __ bound to be a flipside and a
downside.

5. Every pilot program ____ similar findings when ___ the hot tablets in
the schools, such as the problem of low-income households’ to

keep up with the cost of new technology devices.
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6. Many schools it difficult with a tablet for each and every
student, and some the options a way around it.

Task 7. Answer the questions:

1. Where has a tablet and eReader pilot program been testing?

2. What will all students in grades K-12 use for the betterment of their
education?

3. How much has Morgan Fitzgerald Middle school in Florida spent
money to buy 1,800 iPads in the classrooms?

4. Why do many schools find it difficult to come up with a tablet for
each student?

Task 8. Learn the following words and word-combinations, put down
them in your vocabulary.

IPad pen — pyuka iPad

to get smb. interested in — 3auHTEpecoOBaTh KOr0-TO Y€M-TO
to create — TBOpUTH, CO371aBATH

school instrument —mkoaBHBIA UHCTPYMEHT

constraining — caepKUBarOIIHA

to follow the train of thoughts — ciienoBate MbICSIM

to get the thumbs up - monyumTh 100pO HA YTO-THOO
predict — mpeacka3pIBaTh

hybrid — cmermanssIit, pa3HOpOTHBIIA

feasible —BbIOTHUMBIH, BOBMOXKHBIM, OCYIICCTBUMBIH
influx — mpuTOK, HATUTBIB

embracing — oxBaThIBAIOIINI

to go beyond — BeIX0IUTH 32 paMKH 4ero-JIn0o

plethora — uzo0uKie, MHOXECTBO

opportunity — BO3MOKHOCTb

Task 9. State the part of speech of the following words, translate them.
- necessarily,- recently - easily, - valuable, - particularly, - conveniently, -
specifically, completely, - currently, - more likely



Task 10. Read the Text B Which Tablets Make the Grade?
Translate it. Write down new words in your vocabulary.

Bill Gates once said, “The iPad was good for reading, but not
necessarily for creating.”

But an Apple patent was recently discovered revealing an iPad pen,
built specifically for education. This pen and others like it can be easily
adopted in schools to get students interested in doing class work and to
“create,” making it an even more valuable school instrument. Whether or
not this will secure the iPad in future K-12 classrooms or if tablet PCs or
some other device will win the battle is yet to be determined. Some experts
have said the iPad 2 will lead for a year or two and then Android tablets
will take over, while others are saying that the iPad will hold the market
for many, many years to come.

Robert Baker, an expert in mobile technology and Director of
Technology for Cincinnati County Day School in Ohio, says he thinks the
iIPad is a “particularly constraining device” and that it is a “limiting rollout
compared to what we can do with our devices.”

The students in grades 5 to 12 who go to CCDS have been using a
tablet PC with full notebook functionality instead for the past three years;
the Toshiba Portégé M750, a PC that got two big thumbs up from Baker.
He says that he doesn’t think CCDS will ever switch to the iPad or
anything that isn’t a tablet PC.

Nonetheless, he said he would still like to have a tablet PC that can
come apart completely and convert to a lightweight tablet, saying he would
like students to be able to “rip” their screens away and carry them around
more conveniently.

Following that train of thought, Baker predicts that the Lenovo
IdeaPad U1 hybrid (LePad) and similar devices may be in the works for
CCDS and could have a lot of potential for other schools in the future, too.

District-wide Instructional Technology Leader Dani Herro for the K-
12 schools in the School District in Wisconsin says the students currently
have limited use of iPads and Kindles in the classrooms. Out of 5,200
students and over 300 staff members, Herro says that the students in the
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district have access to about 50 iPads and a sporadic number of Kindles in
certain classrooms, as well as classroom set of iPod Touches used by
students in one of the K-4 schools. She also mentioned that the schools
would soon integrate Samsung Galaxy Tabs for an upcoming gaming club.

Herro says officials “have been very happy” with the performance
and apps the iPads provides for the students, adding that she hopes to make
them more personal for the students to own or lease in the future. Herro
believes Kindles just won’t cut it, though—saying they have limited
functionality in the classroom and that the educators and students alike
prefer the iPad over the Kindle. She thinks the iPad is the best device to
use in the classroom because of not only of its functionality, apps, and
battery life, but because it’s appropriate for all students across the K-12
spectrum.

She believes the iPad will be the “hot” device in the upcoming years
for schools that can either afford them district-wide or allow for students to
bring their own tablet into school. Because she thinks it’s more likely
going to be the latter and because the iPad is the most commonly chosen
device outside of schools, she believes this will lead to it being the most
popular device across the board.

Many experts think it is completely feasible to see an influx of
tablets, tablet PCs, and eReaders with educational software and loaded
eTextbooks in numerous classrooms the near future, in what several are
call it “embracing technology.” Even though what device is chosen is
based on individual classroom and school needs and wants, many experts
and educators agree that the new technology can go beyond the physical
walls of each classroom and open up a plethora of learning opportunity for
our students. [6]

Task 11. Change the following sentences from Direct into Indirect
Speech.
1. Bill Gates once said, “The iPad is good for reading, but not
necessarily for creating.”
2. Some experts said, “The iPad 2 will lead for a year or two and then
Android tablets will take over.”
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Robert Baker, an expert in mobile technology in Ohio, said, “The
iPad is a particularly constraining device and that it is a limiting
rollout compared to what we can do with our devices. ”
District-wide Instructional Technology Leader Dani Herro for the
K-12 schools in Wisconsin said, “The students currently have
limited use of iPads and Kindles in the classrooms.”

Dani Herro said, “The iPad is the best device to use in the
classroom because of not only of its functionality, apps, and battery
life, but because it’s appropriate for all students across the K-12
spectrum. ”’

Herro (she) believed, “The iPad will be the hot device in the
upcoming years for schools that can either afford them district-wide
or allow for students to bring their own tablet into school.”

Task 12.
A. Discuss with your group mates. Do you agree or disagree with the
following statements:

1.
2.

“The iPad is good for reading, but not necessarily for creating.”
“The iPad is the best device to use in the classroom because of not
only of its functionality, apps, and battery life, but because it’s
appropriate for all students.”

“The iPad will be the “hot” device in the upcoming years for schools
that can allow for students to bring their own tablet into school.”
“The new technology can go beyond the physical walls of each
classroom and open up a plethora of learning opportunity for our
students.”

B. Use the phrases for discussion:

Well,... (I'm quite sure...) That may be true, but...
You see,... I’m not sure | agree with you.
Actually, .../ In fact,... Perhaps, but don’t you think that...
What | mean is... | can’t agree with you there.
The point is... You can’t be serious.
Let me think, ... That’s exactly what | wanted to say.
Frankly speaking, ... | agree entirely.

Sodo I.
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| think/ believe/ that...
In my opinion ...
It seems to me that...

LESSON 2
Task 1. Read the following words. Translate the words into Russian
without using a dictionary, and put them down in your vocabulary.
- dynamic, - model, - interactive, - individual, - face-to-face, - types, -
ideal,- lecture-and-test, - history, - creativity, - balance, - projects, - to
comment, - traditional, - textbook, - content, - self-monitor, - online, -
resource

Task 2. Give three forms of the verbs and translate them.

- to grow, - to state, to begin, -to draw, - to change, - to write, -to allow, -
to work, - to stand, - to spend, -to use, - to help, - to load, -to say, -to avoid,
-to bring, - to see, - to know, -to come, - to hone

Task 3. Read the following words with the correct stress. Translate
and write them down in your vocabulary.
shipment — moctaBku

skills — HaBBIKH, yMeHHE, MAaCTEPCTBO
activity — akTHBHOCTB

quiz — ompoc, 3K3aMeH

teacher’s load — narpy3ka yuurens
possibility — BO3MOXHOCTh

science — Hayka

to enhance — ycuimBarth, MOBBIIIATH
personalize — nepcoHaTM3upPOBaThH

learning — oOy4enue

approach — moaxon

grading — orieHKa YpOBHS

assessing — oleHnBaHUE

to lighten — o6aeruars

overview — 0630p
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exploration — uccnenoBanue

application — npuMeneHue

camera — ¢oTo kamepa

mold — ma6on, marpura

development — pa3Butue

vital — )Ku3HeHHO Ba)KHBIN

budget — GromxeT

aCcCess — I0CTyI

benefit — mpuHOCUTH TTONTB3Y

to hone skills— orraunBaTh HaBbIKH

PEErs — CBepCTHUKH

boredom — ckyka

responsibility — oTBETCTBEHHOCTD

crowdsourcing — kpayacopcunr (“tonma” u "moabdop pecypcos”) —
mepmun enepawvle sseden nucamenem Joceppom Xayu (Jeff Howe).
Os3navaem - npugieueHue 000po8oabYES OJisl peuleHUs Kakux- 1ubo 3a0ay.

Task 4. Read the Text C K-12 Schools Add Tablets, Classroom
Dynamics Will Change. Get the main idea.

Tablet shipments to US schools grew 103% in the last years
according to research from International Data Corporation (IDC). This
growth in tablets will affect learning and classroom management — but
how?

Here are five ways tablets will begin to change K-12 education.

Change 1: Personalized learning

Tablets allow a class of 30 students to work on 30 different specific
skills at the same time. The educational model in which a teacher stands in
front of neat rows of students works when subjects are being introduced,
but not so much when skills are being practiced. In the future, teachers will
spend more time guiding and coaching students as they work on individual
activities on their tablets.

Personalized learning is efficient learning. Interactive question-and-
answer quizzes on individual tablets will lighten the teacher’s load of
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grading and assessing—freeing them up to use their time to work face-to-
face with the kids who need their attention.

Change 2: Creative interactivity

Some types of learning are ideal for lecture-and-test models—an
overview of a history lesson, for example. Many others, however, are best
suited for exploration and creativity. Students need a balance of both.
Tables can help teachers introduce more creative, exploratory learning into
their classrooms.

Applications on tablets can include drawing boards and writing
notebooks that allow children to interact creatively with what they’re
learning. Tablets with cameras open up new possibilities for science
projects. For example students can record and comment on the growth of a
flower or the development of mold over time. Interactive Q&A forms and
quizzes in tablets can enhance traditional textbook content. Tablets allow
students to self-monitor their learning and interact with narratives.

Change 3: Online learning

Online learning has a place in K-12 education today. We’re not
saying to cut human interaction out of K-12 education—classroom,
playground, and hallway engagements are of vital importance to children’s
education. In-person interactions between kids and teachers, students and
other students, administrators and classes help everyone grow. But online
learning brings the world to students fingertips and allows schools with
low budgets to access a wealth of resources.

Tablets are a great way for children to participate in online learning.
Online learning can benefit students who have specific skills to practice or
have special needs. They help English language learners hone their skills.
Advanced students who finish the regular classroom work before the rest
of their peers can use online tools to supplement their learning and avoid
boredom. Tablets will bring these opportunities to more kids, more often.

Change 4: Formative assessments

Regular, informal tests that allow teachers and students to know
“what they know, and what they don’t know” can be easy to incorporate
into the school day using tablets. Formative assessments offer immediate
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results and allow teachers to quickly offer remediation for students who
need more help. The NMC Horizon Report for K-12 Education
2013 states that “assessment is an important driver for educational practice
and change, and over the last years we have seen a welcome rise in the use
of formative assessment in educational practice.”

Formative assessments don’t have to take time away from learning —
used properly, they are a natural part of the learning process, especially if
they are offered at flexible times and locations using tablets. These
assessments give educators timely, specific information on which students
have gained proficiency in which skills. Teachers can use this information
focus their attention where it’s most needed and bring more students up to
grade level. Formative assessments can also help students take
responsibility for their own learning. If they know what they need to
practice, they can focus on those areas during study time.

Change 5: Change

This isn’t a trick answer. “Change” is one of the changes that we
need to be prepared for in K-12 education. The history of technology is
the history of change. When we add technology to schools we add the
spirit of change. Educators need to change the mindset that next year will
be the same as last—because it won’t. We don’t know what innovative,
effective applications will be created for tablets and sweep schools in three
or five years—but we do know new ones will be created.

Schools will be adapting as they include them in their lesson plans.
Teachers will continue to log hours in professional development
seminars. What apps, add-on features, and accessories will enhance
tablets? Perhaps a plug-in camera that functions as a microscope or
crowdsourcing survey tools that allow students to perform real-time
reports. Who knows? What we do know new technologies will come.
Schools are going to need to experiment with using those new technologies
in the classroom. In the future, the status quo is going to be...more change.
[28]

Task 5. Make up questions to the each way of the tablet changing
education in future, see Text C. Work with your partner in the group.
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Task 6. Read and translate these words into Russian without using a
dictionary and put them down in your vocabulary.

Mind the pronunciation of the words.

- debate, - to press, - experiment, -methods, - technology, - pedagogy, - to
democratize, - effectiveness, - hybrid, - instruction, - strategy, - content, -
to demonstrate, - competencies, - to communicate, - dynamic, -
visualization, - platforms, - to transform, - scenarios, - automate, - material,
- intuitive, - adaptation, - context, - to differentiate, - etiquette, -structure, -
culture, - respect, - specific, - project, - skeptical, - to communicate, -
presentation, - focus, - problem, - manner, - statistics, - function.

Task 7. Read the following words with correct stress. Translate and
write them down in your vocabulary.

pro & cons- 3a u MpoOTUB

consequences — mociaeacTBus

curricula — yueOHBI# MJ1aH, TPOrPaMMBI

to incorporate — BKJIr04aTh B COCTaB, 00bCAMHITh
on one hand — ¢ oHOM CTOPOHBI

on the other hand — ¢ apyroii cTopoHsI

to engage — nmpuBIekaTh BHUMaHHE, BOBJICKATh, IPUBJICKATH
to distract — orBnekaTh, COMBaTh C TOJKY

to foster cheating — moomupsitb 0OMaH

digital — mudposoii

natives — poaHOM, eCTECTBEHHBII

facilitate — cmoco6¢cTBOBaTH, OOJIErYaTH

culprit — BuHOBHMK

to improve — yny4miaTth

opportunity — BO3MOXHOCTb

SUCCESS — ycrex

to require — TpeGoBaTh

to combat — 6opoThcst

t0 come across — cTajJKuBaThCs ¢ YEM-TTU00
feedback — oOparHast cBs3b
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to raise one’s hand — nogHUMAaTH pyKy

to check in — nmpoBepsTh

to enhance — ycuimBarh, MOBBIIIATH

reward — Harpania

role play — posaeBas urpa

time- consuming — Tpy10eMKHiA, OTHUMAIOIIMA MHOTO BPEMCHH
to keep track — orciexxuBath

to streamline — parmoHanTu3upoOBaTh, yIpoIIaTh

objective nature — mnpUpPOMHOE COCTOSIHME, OOBEKTUBHBIM XapakTep
HPUPOIBI

aCCess — I0CTyII,

supplement — nomonHenue

value — eHHOCTh

up to date — aktyanbHbII

to share — nenurncs

literate — rpamMoTHBII, 0Opa30BaHHBIH

to ban — 3anpeniats

educator — memaror

guideline — nupekTHBa, yKasaHue, yCTaHOBKA

open-book — oTkpeITHIit

mastery — mactepcTBo

software — mporpamMmmMHoe oOecrieueHre

inclusive — Bkitouarorumii B ceos

top-notch — nmeprokaccHbIi

Campus — YHUBEPCUTET, KAMITYC

sage-on-a stage — myapel Ha CLEHE

an end in itself — camomnens

to bring the best out — mpuHecTn Haumy4IIME PE3YILTATHI
gamification — rerimuduxanus = the application of typical elements of
game playing (e.g., point scoring, competition with others, rules of play) to
other areas of activity
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Task 8. Read the following words, translate them, and write them
down in your vocabulary. State the part of speech of the following
words. Point out the prefixes and suffixes of their formation.

- diversion, - harness, - environment,- collaboration, - thoughtful, -

consumer, - creator, - assessment, -  participation, - shortage,-
gamification, - distribution, -automation, - tedious, - attendance, -
performance, - engagement, - supplement, -addition, - reliable, -

distraction, - capable, - educator, - intention, - interaction, -verbally, -
assignment, - subtly, - holistic,- relationship, - sensible, - flexible, -
collaborative, - ultimately

Task 9. Read the Text D Six Pros & Cons of Technology in the
Classroom .Get the main idea of the text.

Technology in education is the biggest change in teaching we will
ever see. For years, policy makers, teachers, parents and students alike
have been weighing the potential benefits of technology in education
against its risks and consequences. But now the debate is more pressing
than ever, as curricula increasingly incorporate technology and professors
experiment with new teaching methods. On one hand, technology allows
you to experiment in pedagogy, democratize the classroom and better
engage students. On the other hand, some argue technology in the
classroom can be distracting and even foster cheating.

Students are digital natives. They’ve grown up with technology; it’s
woven into their lives. But using technology in the classroom isn’t just
about digital devices in class — it relates to anything that facilitates an
interaction between teacher and student. Classroom engagement is at an
all-time low and lecturers are competing against countless diversions from
phones, tablets and laptops. Technology could be seen as the culprit, or it
could be harnessed to improve engagement and effectiveness.

David Goodrum, director of academic technology and information
services, Oregon State University, in Campus Technology said, “Digital
education is generating new learning opportunities as students engage in
online, digital environments and as faculty change educational practices
through the use of hybrid courses, personalized instruction, new
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collaboration models and a wide array of innovative, engaging learning
strategies.”

With that in mind, this article looks at the pros of using technology in
the classroom as well as the cons—and it addresses how to combat some of
the pitfalls you might come across when adopting new technology-based
teaching and assessment techniques.

The pros:

1. Using technology in the classroom allows you to experiment
more in pedagogy and get instant feedback.

Technology allows for more active learning; you can increase
engagement through online polling or asking quiz questions during
lectures. Subject matter is dynamic and timely with digital textbooks that
embed links to relevant materials or student-maintained course wikis.
Whether adding a single tool for a specific project or term, or making a
more dramatic change such as a flipped classroom, being well-versed in
technology can help build credibility with students, and even fellow
colleagues.

2. Technology in the classroom helps ensure full participation.

Online polling and other tools help to engage all students, including
shy students who wouldn’t normally raise their hand in class. Online
engagement systems allow you to regularly check in with students for
feedback on course materials and assignments; data analytics could be used
to help spot areas where students might be struggling, so you can adjust the
coursework accordingly.

3. There are countless resources for enhancing education and
making learning more fun and effective.

From apps and e-textbooks to organizational platforms, there’s no
shortage of tools that can transform the classroom. Some instructors are
turning toward classroom ‘gamification,’ the use of competitive scenarios,
and the distribution of points and rewards to make the classroom more fun
and engaging. The key to ensuring these methods are also effective is
designing them to support the course learning objectives.
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Some gamification tips include role play—where students are asked
to pose arguments on behalf of historical figures or scientific concepts—
and introducing healthy competition. Technology can greatly aid the
implementation, and indeed the assessment, of classroom games.

4. Technology can automate a lot of your tedious tasks.

Automation can speed up tedious, time-consuming tasks, such as
keeping track of student attendance and performance. Engagement tools
can help streamline grading for writing assignments, discussions and
participation, as well as answer common student questions, which
otherwise could seem daunting due to their objective nature.

5. With technology in the classroom, your students have instant
access to fresh information that can supplement their learning
experience.

There is value in having textbooks and course materials that are
always up to date, which can even include additions suggested by students.
This also fosters a more collaborative learning environment; students,
networked together online, can share information, work together on group
projects, and interact with the instructor.

6. We live in a digital world and technology is a life skill.

Creating presentations, learning to differentiate reliable from
unreliable sources on the Internet and maintaining proper online etiquette
are all vital skills that students can learn in the classroom. It can also help
universities deliver better ROI on student education (and remain relevant).

The cons:

1. Technology in the classroom can be a distraction.

College students learn less when they use computers or tablets during
lectures, writes Susan Dynarski, a professor of education, public policy and
economics at the University of Michigan, in the New York Times. “They
also tend to earn worse grades. The research is unequivocal: Laptops
distract from learning, both for users and for those around them.”

But Matthew Numer, an assistant professor in the School of Health
and Human Performance at Dalhousie University, says that banning
laptops is an “insult” to students: “Our students are capable of making their
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own choices, and if they choose to check Snapchat instead of listening to
your lecture, then that’s their loss. Besides, it’s my responsibility as an
educator to ensure that my lecture is compelling. If my students aren’t
paying attention, if they’re distracted, that’s on me.”

This makes the notion of creating a structure and culture of respect
all the more important from day one. ldentify specific projects, times
during class, and your intentions for allowing the use of technology in the
classroom. Creating expectations and guidelines for students, and sticking
to them, will be important for them in respecting your boundaries.

2. Technology can disconnect students from social interactions.

Many people are skeptical of technology and what it does to
students’ ability to verbally communicate.

By creating assignments in class that use both technological tools as
well as oral presentations and group collaboration, students will learn to be
dynamic in how they learn and interact with others.

Sara Eskridge, history professor at Randolph College in Virginia,
believes that technology is a tool to be used in the classroom, rather than
an end in itself. The teacher is in control — and knows how to bring the best
out in the student.

3. Technology can foster cheating in class and on assignments.

While students have always found ways to cheat, the digital age
makes it even easier — from copying-and-pasting someone else’s work to
hiring an essay-writer from an online essay mill.

While technology could be seen as yet another avenue for cheating,
it’s possible to structure assignments and exams in a way that makes
cheating difficult, or make exams open-book and focus on problem-solving
and mastery rather than retention.

Some classroom software allows you set questions that are subtly
different for every student, making them focus on the technique rather than
the answer; and software such as Turnitinis already well-established in
most higher education settings.

4. Students don’t have equal access to technological resources.

Some students can’t afford iPads or even the textbooks required for
class. For these students, point them in the direction of library or
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community resources, or create assignments that allow them to work in
groups and share resources.

Don’t make technology the focus of your class, and don’t make it a
barrier. Incorporate it in a holistic and inclusive manner.

5. The quality of research and sources they find may not be top-
notch.

The Internet is a blessing and a curse. Your students may need
guidance on identifying proper sources and unreliable sources. Many
campuses have writing centers that can help with this.

You can also use OERs (am. Office of Extramural Research), which
are open educational resources in the public domain that anyone can freely
use, copy and adapt; they range from textbooks to lecture notes,
examinations and assignments.

6. Lesson planning might become more labor-intensive with
technology.

The task of adapting technology into your classroom can seem
daunting or overwhelming. In many ways though, using technology can
become as natural to you as any daily activity.

When you’re choosing classroom technology, it’s important to
engage with the software vendor and make sure you have the support in
place. Some questions you should ask include whether they supply training
or on boarding, and what their reliability statistics and support functions
are — after all, you don’t need to be the person all the students come to if
the technology goes offline.

But the most important thing is to allow yourself time to learn how to
use something, and make sure you ask for, and receive the support that you
need. [32]

The final verdict
Technology in the classroom:

It’s clear that the benefits outweigh the cons. But the key to
technology in the classroom is always going to be the teacher-student
relationship, because that’s where the education happens. Technology can
be a highly effective tool, but that’s all it is — a tool. In today’s hyper-
connected world, sensible use of technology can enhance education.
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Technology is not meant to replace the teacher. Rather, the idea is to
create a flexible learning environment that breeds innovation. It shifts the
classroom experience from the ‘sage-on-a-stage’ approach to a more
collaborative learning environment. The success of such endeavors will
ultimately depend upon how technology is applied to keep students
engaged.

It can be frustrating and time-consuming, but in the end, technology
in education can open doors to new experiences, new discoveries, and new
ways of learning and collaborating. [29]

Task 10. Read the opinions of some professors of US universities about
using digital technologies in the classroom. Fill in the blanks in the
sentences below with the words or word-combinations given in the
table.

the focus technological skills
competencies and communicating | data visualization
ideas

co-creation of content digital content

aren’t paying attention responsibility

to replace the teacher breeds innovation

a tool to be used to bring the best out
literate a holistic and inclusive
creators to check

1. “A 21st century view of learner success requires students to not only be

thoughtful consumers of | but effective and collaborative ~ of

digital media, demonstrating through dynamic storytelling,
and content curation.”

2. “Being digitally ___is more than obtaining isolated . Rather,

it’s about generating a deeper understanding of the digital environment,
enabling intuitive adaptation to new contexts and with others.”

23




3. “Our students are capable of making their own choices, and if they
choose __ Snapchat instead of listening to your lecture, then that’s their
loss. Besides, it’s my as an educator to ensure that my lecture is
compelling. If my students , if they’re distracted, that’s on me.”

4. “Technology is in the classroom, rather than an end in itself.
The teacher is in control and knows how __in the student.”

5. “Don’t make technology  of your class, and don’t make it a barrier.
Incorporate it in manner.”

6. “Technology is not meant . Rather, the idea is to create a

flexible learning environment that innovation.”

Task 11. Answer the questions:
1. What does it mean to use technology in the classroom? What
technology do you use in the classroom?
2. Are students nowadays digital natives? Do you consider yourself a
digital native?
3. Can digital education generate new learning opportunities for
students and for teachers? What are new learning opportunities?
4. What does a 21% century view of learner success require students to
do with digital technology?
5. How can technology be a distraction in the classroom? Can you give
any examples?
Can technology really disconnect students from social interactions?
How can technology foster cheating in class?
The Internet is said to be a blessing and a curse, isn’t it?
How can you tell if content is written by a competent authority?
10. Can technology in education open doors to new ways of learning
and collaborating? Do you believe in it? Give your arguments.

=

Task 12. Using the questions in the Task 11 discuss with your group
mates all the pros & cons of technology in the classroom.
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Task 13. Write an essay Technology in the Classroom

Use the structure of an essay writing.

1. Introduction

BBenenne: HauHUTE C OOIIETO
IIPEJICTABICHUS TEMBbI U
MPEIJIOKEHNS, BBIPAKAIOLLETO €€
JIBOMCTBEHHBIN XapakTep

The problem / issue/ phenomenon
of ...1s/ appears to be / has always
been ...

People always say/have always
thought/ agreed/said/ believed...
It is a controversial/ burning/ hot
question...

There is a dispute/ discussion/ no
agreement...

2. Body
OCHOBHASl YaCTh: NIPEJICTABHTE

apTyMEHTHI «32» U 3aT€M «IIPOTHUBY.

OTH apryMEHTBI MOYKHO
IPEACTaBUTh B pa3HbIX ad3anax.
CrapaiiTech peaCcTaBUTh UX
CUMMETPHUYHO.

On the one hand...on the other
hand;

Firstly; To begin with; Secondly;
Finally; In addition; Besides;
Moreover; What is more;
Furthermore; However; Despite
this; In spite of this; In fact; As a
matter of fact; As a result;
Consequently

One major advantage is ... As
advocates of ... claim/ argue

As critics point out/ claim ..., There
are a number of

3. Conclusion

3akjI04eHne: YeTKO MOIBEINTE
UTOT' CKa3aHHOMY U CHOBa
HaMMUIIUTE NPEAJIOKEHUE,
oTpaXkaroIiee MPOTUBOPEUYNBOCTh
TEeMBbI, HO B TO K€ BpeMsl
BBIp)KAIoIlee HAJICK Ty Ha
HaXO0XKJICHUE KOMIIPOMHMCCA.

All in all; To sum up; In conclusion;
In summary; In general; It seems
important to add/ point out/ remind
that...; the issue/ debate is far from
solving / resolving yet, but...
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PART Il
Communication, Entertainment & Smartphone Use

LESSON 1

Task 1. Before you start getting new information about Compulsive
Smartphone Use, practice the following words and word combinations:
to break free — ocBoGoaUTECSA OT Yero-iI.

to interfere with — Memars, BMemmBaThECSI BO 4TO-TO
news feeds — HOBOCTHBIE JICHTBI

Website — aTepHeT moprai, y3ei

consequence — cieacTBue, IMoCiaCaACTBUEC
nomophobia — cTpax ObITh Oe3 TenaedoHa UIn BAAIEKE OT HETO
to encompass — 3akiarouarh B ceOe, 0XBaThIBaTh
texting —texkcToBoe COOOIICHKE

messaging — oOMeH COOOIIEHUSIMU

to extend — paciupsTh, MPoOIJICBaTh

to ignore — urHopupoBaTh, MpeHeOperaTh

to compete — copeBHOBATLCS, KOHKYPUPOBAThH

short term — kopoTkuit cpok

bidding on auction — Topru Ha ayKIIMOHE

damage — BpeJ, HOBpeXICHHE

winning bid — BemurpeIIHas cTaBKa

to neglect — mpenebperarp, He oOpaliaTh BHUMaHHE
to pursuit — mpecneaoBarth

to impact — BiusATh, BO3ACHCTBOBATH
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convenient — yioOHBIH,
to admit — gomyckarth, npU3HABATh
performance — BemmonHeHne, 3P PEKTUBHOCTD, TEHCTBUE

Task 2. Read the following words, translate them, and write them
down in your vocabulary. State the part of speech of the following
words. Point out the prefixes and suffixes of their formation.
-repeatedly, - reassess , - addiction, - colloquially, - overuse, - disorder, -
variety, - relationship, - reconnect, -healthy, -interaction, -messy, -
retreating, -availability, -excitement

Task 3. Read and translate the following words into Russian without
using a dictionary, and put them down in your vocabulary.

Mind the pronunciation of the words:

-impulse, -reality, - control, - social, - romantic, - financially, - aspect, -
cybersex, - negative, - anonymous, -religion

Task 4. Understand the meaning of the following words by reading
their definition in English:

- resulting from or relating to an irresistible
compulsive urge, especially one that is against one’s
conscious wishes

- the fact or condition of being addicted to a

addiction particular substance, thing, or activity
- a state of confusion or
disorder - disrupt the systematic functioning or

neat arrangement of smth

- almost or nearly as described, but not

virtual completely or according to strict definition
- play games of chance for money; bet;
gambling - take risky action in the hope of a desired
result
- cause an event or situation to happen or
trigger exist
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Task 5. Replace the Russian phrases in the sentences below with the
English equivalents in the box.

to break free of the habit compulsive use

a smartphone, tablet smartphone and Internet addiction
on social media or playing games | to reassess your technology use.

can interfere with your daily life repeatedly checking texts, emails,
news feeds, websites, or apps

1. While (cmapmepon, nnamwmem) or computer can be a hugely
productive tool, (upesmepnoe ucnonvzosanue) of these devices
(moorcem mewams saweti kadxcooouesnou cuznu), WOrk, and
relationships.

2. When you spend more time (¢ coycemsx uau na ueper) than you do
interacting with real people, or you can’t stop yourself (om
NOBMOPHOU NPOBEPKU MEKCMO8, INEKMPOHHBIX NUCEM, HOBOCHIHbIX
nienm, eeb-caimos uau npunoxcenuit) even when it has negative
consequences in your life - it may be time (nepecmompemo
UCROIb306AHUE BAUUUX MEXHOIOUIL).

3. By learning about the signs and symptoms of (cwapmdgon u
Humepnem 3asucumocmu) and the ways (ocsobooumscs om
npuebruku) YOu can better balance your life, online and off.

Task 6. Text A Smartphone addiction.

Read the text, understand the main idea.

Smartphone addiction, sometimes colloquially known as
“nomophobia” (fear of being without a mobile phone), is often fueled by
an Internet overuse problem or Internet addiction disorder. After all, it’s
rarely the phone or the tablet itself that creates the compulsion, but rather
the games, apps, and online worlds it connects us to.

Smartphone addiction can encompass a variety of impulse-control
problems, including:

Virtual relationships
Addiction to social networking, dating apps, texting, and messaging
can extend to the point where virtual, online friends become more
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important than real-life relationships. We’ve all seen the couples sitting
together in a coffee shop or restaurant ignoring each other and engaging
with their smartphones instead.

While the Internet can be a great place to meet new people, reconnect
with old friends, or even start romantic relationships, online relationships
are not a healthy substitute for real life interactions. Online friends tend to
exist in a bubble, not subject to the same demands or stresses as messy
real-world relationships. Since few real-life relationships can compete with
these neat, virtual relationships, you may find yourself spending more and
more time with online friends, retreating from your real world family and
friends. Compulsive use of dating apps can change your focus to short-
term hookups instead of developing long-term relationships.

Online compulsions, such as gaming, gambling, stock trading, online
shopping, or bidding on auction sites like eBay can often lead to financial
and job-related problems. While gambling addiction has been a well-
documented problem for years, the availability of Internet gambling has
made gambling far more accessible. Compulsive stock trading or online
shopping can be just as financially and socially damaging. eBay addicts
may wake up at strange hours in order to be online for the last remaining
minutes of an auction. You may purchase things you don’t need and can’t
afford just to experience the excitement of placing the winning bid.

Information overload

Compulsive web surfing, watching videos, playing games, searching
Google, or checking news feeds can lead to lower productivity at work or
school and isolate you for hours at a time. All this compulsive use of the
Internet and smartphone apps can cause you to neglect other aspects of
your life, from real-world relationships to hobbies and social pursuits.

Cybersex addiction

Compulsive use of Internet pornography, sexting, nude-swapping,
adult chat rooms, or messaging services can impact negatively on your
real-life intimate relationships and overall emotional health. While online
pornography and cybersex addictions are types of sexual addiction, the
Internet makes it more accessible, relatively anonymous, and very
convenient. It’s easy to spend hours on a smartphone or tablet engaging in
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fantasies impossible in real life. Excessive use of sex and dating apps that
facilitate casual sex can make it more difficult to develop long-term
intimate relationships or damage an existing relationship.

While you can experience these impulse-control problems with a
laptop or even desktop computer, the size and convenience of smartphones
and tablets means that we can take them just about anywhere and gratify
our compulsions. In fact, studies suggest that most of us are rarely ever
more than five feet from our smartphones.

Many people admit to regularly using them in theaters, while driving,
during religious services, business meetings, kids’ school performances, in
the shower, and even during sex.

So what causes the obsession with these always-connected devices?

Smartphones, tablets, or the Internet can be addictive because their
use, just like the use of drugs and alcohol, can trigger the release of the
brain chemical dopamine and alter mood. And just like using drugs and
alcohol, you can rapidly build up tolerance so that it takes more and more
time in front of these screens to derive the same pleasurable reward.

Task 7. Complete the sentences, using the Text A.

1. Smartphone addiction is often fueled by ... .

2. Smartphone addiction can encompass a variety of impulse-control
problems, including: ..., ..., ....

3. Addiction to social networking, dating apps, texting, and
messaging can extend to the point where virtual, online friends become ... .

4. Compulsive use of dating apps can change your focus to short-
term hookups instead of ... .

5. While gambling addiction has been a well-documented problem
for years, the availability of ... .

6. Compulsive stock trading or online shopping can be just ... .

7. All this compulsive use of the Internet and smartphone apps can
cause you to ....

8. Excessive use of sex and dating apps that facilitate casual sex can
make it more difficult to develop ... .

9. Smartphones, tablets, or the Internet can be addictive because
their use, just like the use of ... .
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Task 8. Read and learn the following words and word combinations:

to exacerbate — o6ocTpsTh, YyCUINBATH
security blanket — (311.) 6e3omacHoe yKpbITHE
face-to-face — murom K smiry

to boost one’s mood — MOBBIIIATh HACTPOEHHUE
to evaporate into air — ucaputbcs B BO3ayxe

PEer — pOBECTHUK

to fuel anxiety — pasxuraTh O€CIIOKOHCTBO

personal life — muunas >xu3Hb
to be in touch — ObITH Ha CBSI3HU
to be out of touch — 6GeITh BHE CBSI3U

persistent — mocTosHHBIN, HACTOWYNBBIN

Task 9. Understand the meaning of the following words without a

dictionary:

-phone, - problems, - stress, - depression, -situation, - deficit, -constant, -
information, -focus, -concentrate, -cognitive, - selfie, - narcissism, -details,

-distance

Task 10. Here are some words connected with the theme Smartphone
Addiction. Arrange the following verbs, nouns, adverbs and adjectives
into three columns according to the parts of speech. Read and

translate them.

Verbs

Nouns

Adjectives & Adverbs

- relieve, - stare at, - anxiety,- heavy,- unfavorably, - alleviate, - promote,
- burnout, - loneliness, - awkwardness, - poorly, - deeply, - overwhelm, -
diminish, - boredom, - creatively, - clearly, - endless, - distract, - interrupt,
- buzz, - ping, - beep, - attention, - disturb, - disrupt, - reduce, - brain, -
memory, - self- centeredness, - crucial, - excessive, -self-absorption, -

ability, - cope with, - snap




Task 11. Read the Text B Effects of Smartphone Addiction. Translate it.

While heavy phone use can often be symptomatic of other
underlying problems-such as stress, anxiety, depression, or loneliness - it
can also exacerbate these problems. If you use your smartphone as a
“security blanket” to relieve feelings of anxiety, loneliness, or

awkwardness in social situations, for example, you’ll succeed only in
cutting yourself off further from the people around you. Staring at your
phone will deny you the face-to-face interactions that can help to
meaningfully connect you to others, alleviate anxiety, and boost your
mood. In other words, the remedy you’re choosing for your anxiety
(engaging with your smartphone), is actually making your anxiety worse.

Smartphone or Internet addiction can also negatively impact your life
by increasing loneliness and depression. While it may seem that losing
yourself online will temporarily make feelings such as loneliness,
depression, and boredom evaporate into thin air, it can actually make you
feel even worse.

A 2014 study in UK found a correlation between high social media
usage and depression and anxiety. Users, especially teens, tend to compare
themselves unfavorably with their peers on social media, promoting
feelings of loneliness and depression.

Fueling anxiety. One researcher found that the mere presence of a
phone in a work place tends to make people more anxious and perform
poorly on given tasks. The heavier the phone user, the greater the anxiety
experienced.

Increasing stress. Using a smartphone for work often means work
bleeds into your home and personal life. You feel the pressure to always be
on, never out of touch from work. This need to continually check and
respond to e-mail can contribute to higher stress levels and even burnout.

Exacerbating attention deficit disorders. The constant stream of
messages and information from a smartphone can overwhelm the brain and
make it impossible to focus attention on any one thing for more than a few
minutes without feeling compelled to move on to something else.
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Diminishing your ability to concentrate and think deeply or
creatively. The persistent buzz, ping or beep of your smartphone can
distract you from important tasks, slow your work, and interrupt those
quiet moments that are so crucial to creativity and problem solving. Instead
of ever being alone with our thoughts, we’re now always online and
connected.

Disturbing your sleep. Excessive smartphone use can disrupt your
sleep, which can have a serious impact on your overall mental health. It
can impact your memory, affect your ability to think clearly, and reduce
your cognitive and learning skills.

Encouraging self-absorption. A UK study found that people who
spend a lot of time on social media are more likely to display negative
personality traits such as narcissism. Snapping endless selfies, posting all
your thoughts or details about your life can create an unhealthy self-
centeredness, distancing you from real-life relationships and making it
harder to cope with stress.

Task 12. Translate the underlined adgectives and adverbs used in the
degrees of comparison in the Text B.
What idea do these adjectives and adverbs express in the text?

Task 13. Read the Text C Signs _and Symptoms of Smartphone
Addiction. Translate it.

We can use smartphones to fill every quiet moment and keep us
entertained, up to date, and connected to friends and strangers alike. But
how much time is too much time to spend on a smartphone or other mobile
device?

The Americans spend an average of nearly 3% hours a day on their
mobile devices-checking social media, watching videos, and accessing
apps or the Internet. However, there is no specific amount of time spent on
your phone, or the frequency you check for updates, or the number of
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messages you send or receive that indicates an addiction or overuse
problem. You may need to use the Internet or email extensively for work,
for example, or have to be on call for your job or as a family caregiver, or
you may rely heavily on social media to keep in touch with faraway family
and friends.

Spending a lot of time connected to your phone only becomes a
problem when it absorbs so much of your time it causes you to neglect
your face-to-face relationships, your work, school, hobbies, or other
important things in your life. If you find yourself ignoring friends over
lunch to read Facebook updates or compulsively checking your phone in
while driving or during school lectures, then it’s time to reassess your
smartphone use and strike a healthier balance in your life.[5]

Task 14. Answer the following questions:
1. What do we use smartphone for?
2. How much time do the Americans spend on their mobile devices?
3. What can indicate an addiction or overuse problem?
4. When does the usage of your device become a problem?

LESSON 2

Task 1. Read the Text A General Warning Signs of Smartphone
Addiction. Translate it. Write down new words in your vocabulary.

Trouble completing tasks at work or home

Do you find laundry piling up and little food in the house for dinner
because you’ve been busy chatting online, texting, or playing video
games? Perhaps you find yourself working late more often because you

can’t complete your work on time.
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Isolation from family and friends

Is your social life suffering because of all the time you spend on your
phone or other device? If you’re in a meeting or chatting with friends, do
you lose track of what’s being said because you’re checking messages or
updates on your phone? Have friends and family expressed concern about
the amount of time you spend on your phone? Do you feel like no one in
your ‘“real” life-even your spouse-understands you like your online
friends?

Concealing your smartphone use

Do you sneak off to a quiet place to use your smartphone? Do you
hide your smartphone use or lie to your boss and family about the amount
of time you spend online? Do you get irritated or cranky if your online
time is interrupted?

Have a fear of missing out

Do you hate to feel out of the loop or think you’re missing out on
important news or information if you don’t check you phone regularly? Do
you need to compulsively check social media because you’re anxious that
others are having a better time, making more money, or leading a more
exciting life than you? Do you get up at night to check your phone?

You are feeling of dread, anxiety or panic if you leave your
smartphone at home, the battery runs down or the operating system
crashes. Or you feel a phantom vibration - you feel your phone vibrating
but when you check, there are no new messages or updates.

Withdrawal symptoms from smartphone addiction

A common warning sign of smartphone or Internet addiction is
experiencing withdrawal symptoms when you try to cut back on your
smartphone use. These may include:

Restlessness

Anger or irritability

Difficulty concentrating

Sleep problems

Craving access to your smartphone or other device. [4]
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Task 2. Are you addicted to your smartphone?
Has your smartphone use become a problem? Take this test to find
out.

1. Do you often absent-mindedly pass the time by using © Yes© No
your phone even when there are better things to do?

2. Do you lose track of time when on your phone? “ Yes© No
3. Do you spending more time on your phone than “ Yes© No
talking to real people face-to-face?

4. Do you wish you could be less connected to your “ Yes© No
phone?

5. Do you regularly sleep with your smartphone ON “ Yes© No

next to your bed?

6. Do you use your phone at all hours of the day and “ Yes© No
night—even when it means interrupting other things?

7. Do you use your phone while driving or doing other  © ves ©  No
activities that require your focused attention?

8. Are you reluctant to be without your smartphone, “ Yes© No
even for a short time?

9. When you leave the house do you ALWAYS have “ Yes © No
your smartphone with you and feel ill-at-ease when you
accidentally leave it at home?

10. When you eat meals is your smartphone always part © Yes© No
of the table place setting?

11. When your phone buzzes do you feel an intense “ Yes © No
urge to check for texts, tweets, emails, updates, etc.?

12. Do you find yourself mindlessly checking your “ Yes T No
phone many times a day even when you know there is
likely nothing new or important to see?
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Interpreting the score:

4 or more: You might benefit by examining how much time you
spend on your smartphone and consider changing your use patterns.
This questionnaire is not intended to replace professional diagnosis.

Adapted from: Smartphone Abuse Test by Dr. David Greenfield, The
Center for Internet and Technology Addiction. [17]

Task 3. Translate the following statements about smartphone
addiction in English.

1. Cospemennvie yugposuie, cemesvle mexHoL02UU U KOMMYHUKAYUU
CMANU YaCcmvio HCUHU COBPEMEHHBLX MONOObIX NH00ell 00 MAKOU CmeneHu,
Ymo MHO2Ue He OCO3HAIOM CB0U YPOBEHb 3ABUCUMOCMU OM CB0E20
cmapmaona.

2. YVuenwvie Junco u Cotton ¢ 2012 200y, 6 CIIIA, nposenu onpoc
bonee 1649 cmyoenmos 8y308 u 8vla8unIU cledyroujue hakmol. CmyOeHmbl
mpamam 6 cpednem 97 MuHym 6 OeHb Ha nepeoaiy MmMeKCmoBblX
cooowenuti, 118 mumym Ha noucku un@opmayuu 6 Humepueme,
41 munymy na Facebook, 49 munym na snexmponuyto noumy u 51 munymy
Ha pa3e080puvl N0 COMOBOMY meneqhoHy.

3. Vuenwvie Oenarom 6v1600, umo 9Smo AGNAEMCA  MOUHBIM
UHBECMUPOBAHUEM CB0€20 JIUYHO20 BPEeMEHU 60 63auMooelcmeaue ¢
COmMOBbIM — MenehoOHOM U  HANPAMYIO  C8A3AHO C  AKA0eMuyeckou
yenesaemocmuio cmyoenma. [23]

Task 4. Before reading the Text B learn the following words and word-
combinations:

self-help — camonomorp

tips — coBeTsI

log — ( 31.) xxypHan

habits — mpuBbIYKH

body language — s13b1k Tena
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nonverbal cues — HeBepOaIbHBIC 3HAKU

emotional well-being — sMormonansHOE COCTOSIHKE

dedicated time — BeIIEIEHHOE BpeMsI

similar interests — oOmrue HHTEPECHI

volunteering — 106poBOIBYUECTBO

health — 3mopoBbe

Twitter — comumameHass ceTh; MyOJWYHBII OOMEH  KOPOTKHMH
COOOIIIEHUSAMM.

Blog — 670t (ot web log — nHTepHET-)KypHAIT COOBITHI, MHTEPHET-THEBHUK,
OHJIalH-THEBHUK) — BeO-CaliT, OCHOBHOE COJEPKHUMOE KOTOPOro —
perynsipHo no0aBisieMble 3aIllUCH, COZEpIKAllue TEKCT, N300paKeHUs WIH
MYJIbTUMEIHA.

angree feelings — uyBcTBa 3;10CTH

trouble — TpeBora, HenmpUATHOCTH

treatment — Tepanus, ieyeHue

step-by-step — mrar 3a marom

meditation — meaguTanus

face down — marHath cTpaxy CBOMM B3TJISIOM

doubts — comHeHus

invitation — mpurnamenue

gossip — ciyxu

Task 5. Match an English phrase from the column A with a Russian
equivalent from the column B.

A B
to get smth under control — CIICZIUTH 32 BpEMEHEM
to be within easy reach — yIyCKaTh 4TO-TO
old patterns of usage — OBITh B Kypce BCEX COOBITHI
to keep a log of smth- UrpaTth Mo TeJIePOHy B CETEBYIO UTPY
to track the time — B3STh 10JT KOHTPOJIb
to spend on one’s phone — o0y311aTh CBOM CTpax
to curb one’s habits — TJI0X0€ HACTPOCHUE
to regain control of one’s time — | cecTb Ha IUETY
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A B
to practice relaxation technique — | uyBcTBOBaThH CeOsI CIIOKOMHO
to make eye contact — TOPMO3HUTH CTPECC
to feel calm — NPaKTUKOBATh TEXHUKHU peIaKCaIliu
to put breakes on stress — CMOTpETH B TJ1a3a
to make lasting friends — 0CTaBaThCs Ha CBSI3U
to join a sport team — OpOCHTB/ OTKa3aThCs PE3KO
to wear oneself off — BCTpEYA C TPYIIIOHN MOIEPKKH
to strengthen health — HE MPHUIaBaTh OOJBIIOTO 3HAYCHHUSI
a case of quitting cold turkey — IPHCOCIUHATLCS K CIIOPT. KOMaH Ie
to go on a diet — BEPHYTh KOHTPOJIb HaJl BpEMEHEM
to stay in touch with — OBITh U30JIMPOBAHHBIM OT KOTO-TO
phone “stack game” — BECTHU 3aIlMCH B KypHaJIe
to brush over the doubts — YKPETUIATh 3I0POBHE
to curb one’s fear — TpaTUTh BpeMs Ha TeneoH
to miss out on — OBITH IO/ PYKOH
to stay on top of smth — CTapble MOJICIIN TTOBEACHHSI
rocky moods — 00y31bIBaTh MPUBBIYKU
to be isolated from smb — 3aBOJIMTH MTOCTOSTHHBIX Jpy3ei
group support meeting — M3MaThIBaTh ceOs

Task 6. Translate the following verbs. Mind the pronunciation of the
verbs.

-to slip back, -to track, - to curb, - to rely on, - to bypass, - to hug, - to set,
- to overcome, - to enroll in, - to numb, - to distract, - to modify, - to cut, -
to fill, - to grab, - to pick up, - to exaggerate

Task 7. Read the Text B Self-help Tips for Smartphone Addiction.
Translate it.

There are a number of steps you can take to get your smartphone use
under control. While you can initiate many of these measures yourself, an
addiction is hard to beat on your own, especially when temptation is
always within easy reach. It can be all too easy to slip back into old
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patterns of usage. Look for outside support, whether it’s from family,
friends, or a professional therapist.

To help you identify your problem areas, keep a log of when and
how much you use your smartphone for non-work or non-essential
activities. There are specific apps that can help with this, enabling you to
track the time you spend on your phone. Are there times of day that you
use your phone more? Are there other things you could be doing instead?
The more you understand your smartphone use, the easier it will be to curb
your habits and regain control of your time.

Recognize the triggers that make you reach for your phone. Is it
when you’re lonely or bored? If you are struggling with depression, stress,
or anxiety, for example, your excessive smartphone use might be a way to
self-soothe rocky moods. Instead, find healthier and more effective ways of
managing your moods, such as practicing relaxation techniques.

Understand the difference between interacting in-person and
online. Human beings are social creatures. We’re not meant to be isolated
or to rely on technology for human interaction. The inner ear, face, and
heart are wired together in the brain, so socially interacting with another
person face-to-face—making eye contact, responding to body language,
listening, talking—can make you feel calm, safe, and understood, and
quickly put the brakes on stress. Interacting through text, email or
messaging may feel important but it bypasses these nonverbal cues so can
never have the same effect on your emotional well-being. Besides, online
friends can't hug you when a crisis hits, visit you when you're sick, or
celebrate a happy occasion with you.

Strengthen your support network. Set aside dedicated time each
week for friends and family. If you are shy, there are ways to overcome
social awkwardness and make lasting friends without relying on social
media or the Internet. To find people with similar interests, try reaching out
to colleagues at work, joining a sports team or book club, enrolling in an
education class, or volunteering for a good cause. You’ll be able to interact
with others like you, let relationships develop naturally, and form
friendships that will enhance your life and strengthen your health.

40



Build your coping skills. Perhaps tweeting, texting or blogging is
your way of coping with stress or angry feelings. Or maybe you have
trouble relating to others, or are excessively shy with people in real life and
find it easier to communicate with people online. Building skills in these
areas will help you weather the stresses and strains of daily life without
relying on your smartphone.

Recognize any underlying problems that may support your
compulsive behavior. Have you had problems with alcohol or drugs in the
past? Does anything about your smartphone use remind you of how you
used to drink or use drugs to numb or distract yourself? Recognize if you
need to address treatment in these areas or return to group support
meetings.

Modify your smartphone use, step-by-step

For most people, getting control over their smartphone use isn’t a
case of quitting cold turkey. Think of it more like going on a diet. Just as
you still need to eat, you probably still need to use your phone for work,
school or to stay in touch with friends. Your goal should be to cut back to
more healthy levels of use.

Set goals for when you can use your smartphone. For example, you
might schedule use for certain times of day, or you could reward yourself
with a certain amount of time on your phone once you’ve completed a
homework assignment or finished a chore, for instance.

Turn off your phone at certain times of the day, such as when you’re
driving, in a meeting, at the gym, having dinner, or playing with your kids.

Don’t bring your phone or tablet to bed. The blue light emitted by
the screens can disrupt your sleep if used within two hours of bedtime.
Turn devices off and leave them in another room overnight to charge.
Instead of reading eBooks on your phone or tablet at night, pick up a book.
You’ll not only sleep better but research shows you’ll also remember more
of what you’ve read.

Replace your smartphone use with healthier activities. If you are
bored and lonely, resisting the urge to use your smartphone to play games
or check social media can be very difficult. Have a plan for other ways to
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fill the time, such as meditating, reading a book, or chatting with friends
face to face.

Spending time with other smartphone addicts? Play the “phone
stack” game. When you’re having lunch, dinner, or drinks together, have
everyone place their smartphones face down on the table. Even as the
phones buzz and beep, no one is allowed to grab his or her device. If
someone can’t resist checking their phone, that person has to pick up the
check for everyone.

Remove social media apps from your phone so you can only check
Facebook, Twitter and the like from your computer. What you see of
others on social media is rarely an accurate reflection of their lives—
people exaggerate the positive aspects of their lives, brushing over the
doubts and disappointments that we all experience. Spending less time
comparing yourself unfavorably to these stylized representations can help
to boost your mood and sense of self-worth.

Limit checks. If you compulsively check your phone every few
minutes, wean yourself off by limiting your checks to once every 15
minutes, then once every 30 minutes, then once an hour. If you need help,
there are apps that can automatically limit when you’re able to access your
phone.

Curb your fear of missing out. Accept that by limiting your
smartphone use, you’re likely going to miss out on certain invitations,
breaking news, or new gossip. There is so much information available on
the Internet, it’s almost impossible to stay on top of everything, anyway.
Accepting this can be liberating and help break your reliance on
technology.

Task 8. Complete the following sentences using the Text B.
1. An addiction is hard to beat on your own, especially when ...
2. To help you identify your problem areas, keep a log of when and
how much...
3. Look for outside support, whether it’s ...
4. If you are struggling with depression, stress, or anxiety, for example,
find healthier and more effective ways of ...
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© 0N

Human beings are social creatures. So socially interacting with
another person face-to-face—making eye contact, responding to
body language, listening, talking - can make...

Online friends can't hug you when a ....

To find people with similar interests, try reaching out to ...

For most people, getting control over their smartphone use isn’ta ...
Turn off your phone at certain times of the day, such as when you’re

10. Turn devices off and leave them in another room overnight to ...

instead of reading eBooks on your phone ....

11. When you’re having lunch, dinner, or drinks together, have

everyone...

12. Remove social media apps from your phone so you can ...

13. If you compulsively check your phone every few minutes, wean
yourself off by ...

14. There is so much information available on the Internet, it’s almost ..

Task 9. Discuss the following situations in your group:

1.

Your friends have come to celebrate your birthday party. During the
party one of your friends is phubbing* and does not take part in
your conversations. What is your attitude towards his/her behaviour?
Your friend sends his/her messages to you very often, even at night
time. What is your attitude towards his/her behaviour?

You are at the cinema or the concert. A girl sitting next to you is
chatting over the phone during the séance. What is your attitude
towards her behaviour?

You are in a bus. One of the passengers is speaking over the phone
very lounly, solving his/her problem. You have to listen to his/ her
annoying speech. What is your attitude towards his/her behaviour?
You are in your car and have stopped before a traffic light. You see a
girl crossing the road, her eyes in her gadget and headphones in her
ears. What is your attitude towards her behaviour?

phubbing — (pase.) npenebpesrcenue paszecoéopom paou konanusi 6
menegone
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Task 10. Translate the following results of a quiz into English.

«B onpoce yuacmeosano 260 cmyoenmos Bradumupckoeco
2ocydapcmeenno2o ynueepcumema 1x-3x Kypcos.  bBwinu  nonyuenwl
cnedyrowue pesyromamovl. 63% ONpoweHHbIX CHYOEHMO8 HAXO00AMCs 8
30He pucka 803HUKHOBEHUsT cMapmgon-3agucumocmu, 37% - nposaenaom
3Q8UCUMOCMb, UCHBIMBIBAIOM HENPeoOOIUMYI0 MA2Y K UCNONb308AHUIO
cmapm@ona, He npeocmasisaom xusnu oe3 neco. Cmyoenmuol omeemuiu,
Umo OHU.

- paccesinvl, K020a UCNOIb3YIOM C80U CMAPMPOH;

- UCNOJIL3YIOM CMAapm@oH 6 1toboe 8pems OHSL U HOYU,

- 80 6peMsi HOYHO020 CHA CMAapm@OH HAXOOUMcsa psadoM C UX
KpPOBaAmMbio Ui 100 HOOVUKOU,

-80 8peMs npuema nUWU CMapmeoH HaxX0O0Uumcs 8ce20a noo pPyKou,

- NPOBepsAIOm HEeCKOIbKO pa3 6 0eHb COOOWEHUs, 3HAs, YMO HUYEe20
HO8020 UIU BAXCHO2O0 He YBUOAM,

- 4y8CMEYIom cebs HeCNOKOUHO, eCliu CLY4atiHoO 0Cmassam e20 0oMd.
Mpbl gvlachunu maxoce, 4mo 0O0IbUOE KOIUHECBO MOJOObIX JH00el,
KOmopble umerom npooiemvl ¢ NposedeHuem Cc80000H020 BpeMeHl,
UCNOIL3YIOM COMOBbLU meleqhoH OJis1 NOUCKA CEHCAYUL U PA36IeUeHULL).

Task 11. Before reading the Text C translate the following words
without using a dictionary.

-group, - organization, - face-to- face, -technology, -forum, -assistance, -
intervention, -specialist, -center, - detox, -program, -academy, - pediatrics,
-material, -limit, -separate, -message, -to confiscate, -device, -symptoms, -
balance, -imitate, -to monitor, - to limit, -browsing, -zone, -phone-free, -
interests, -computer, -authority, -figure, -doctor, - respect, -professional.

Task 12. Read the Text C Treatment for Smartphone Addiction,
translate it. Make up all kinds of questions, work in pairs.

1. Group support for smartphone addiction

Organizations such as Internet & Tech Addiction Anonymous
(ITAA) and On-Line Gamers Anonymous offer online support and some
face-to-face meetings to curb excessive technology use, as well as tips on
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starting your own chapter. Of course, online support groups and forums
should be used with caution. Although they may be helpful in finding
sources of assistance, it’s easy to use them as an excuse to spend even
more time on your smartphone or computer. While you need real-life
people to benefit fully from any addiction support group, it’s especially
important for smartphone or Internet addiction. Sex Addicts Anonymous
may be another place to try if you are having trouble with cybersex or
compulsive use of sex and dating apps.

For those in need of greater intervention, there are now specialist
treatment centers that offer digital detox programs to help you disconnect
from digital media.

2. Helping a child or teen with smartphone addiction

The American Academy of Pediatrics (AAP) recommends that kids
under age 2 have no screen time, while young children older than 2 should
spend no more than 1 to 2 hours a day viewing age-appropriate material.
Of course, once kids have their own smartphones, limiting their use
becomes that much more difficult. Any parent who’s tried to drag a child
or teen away from a smartphone or tablet knows how challenging it can be
to separate kids from social media, messaging apps, or online games and
videos. Youngsters lack the maturity to curb their smartphone use on their
own, but simply confiscating the device can often backfire, creating
anxiety and withdrawal symptoms in your child. Instead, there are plenty
of other ways to help your child find a healthier balance:

3. Be a good role model.

Children have a strong impulse to imitate, so it’s important you
manage your own smartphone and Internet use. It’s no good asking your
child to unplug at the dinner table while you’re staring at your own phone
or tablet. Try not to let your own smartphone use distract from parent-child
interactions.

Use apps to monitor and limit your child’s smartphone use. There are
a number of apps available that can limit your child’s data usage or restrict
his or her texting and web browsing to certain times of the day to enforce
technology breaks. Other apps can eliminate messaging capabilities while
In motion, SO you can prevent your teen using a smartphone while driving.
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4. Create “phone-free” zones. Restrict the use of smartphones or
tablets to a common area of the house where you can keep an eye on your
child's activity and limit time online. Ban phones from the dinner table and
bedrooms and insist they’re turned off after a certain time at night.

Encourage other interests and social activities. Get your child out
from behind the phone or computer screen. Expose kids to other hobbies
and activities, such as team sports, Scouts, and afterschool clubs. Spend
time as a family unplugged.

Talk to your child about underlying issues. Compulsive smartphone
use can be the sign of deeper problems. Is your child having problems
fitting in? Has there been a recent major change, like a move or divorce,
which is causing stress? Is your child suffering with other issues at school
or home?

5. Get help. Teenagers often rebel against their parents, but if they
hear the same information from a different authority figure, they may be
more inclined to listen. Try a sports coach, doctor, or respected family
friend. Don’t be afraid to seek professional counseling if you are concerned

about your child’s smartphone use.
Resourses: [10, 20, 36]

Task 13. Write an essay Leisure Time and Modern Technology
Use the structure of the essay with elements of reasoning.

1. Introduction PexomenayeMplii SI3IKOBOM
BBenenmue: HAYHUTE C | penepryap.

nepedpa3zupoBaHUs npobiemsl, | There are so many different views on
3asBJICHHOM B TEMe, UCIOJb3ys, | / possible approaches to..., In order
HaTIpUMep, TIOCIIOBHILY wiu | to present this problem, let me begin
adopusm. Brl moxkere | With a proverb/ famous quote/ a
OCTAHOBUTBHCA Ha MNOJOXUTCIIbHBIX paradox

HJIM Ha OTPHULATCIBbHBIX aCIICKTax
TEMBI
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2. Body
OcHoBHAA
0003HaYbTE pPa3IUYHbIE AaCIEKThI

4acTh: 4ETKO
npobnembl. Tak kak 00beM 3cce
OrpaHUYEeH, JIy4llle BCETO B3STh 2-3
acrexTa TEMBIL: CHauana
NpEICTaBUTh JaHHBIA AacrleKkT B
NEpBOM TIPEUIOKEHUH, a 3aTeM

00Jee IETAIbHO €ro PacKphITh.

Socially/psychologically...,
From a
personal/global/perspective...,
From the angle/viewpoint of...

3.Conclusion

3akjl0ueHne: TaKk Kak TaKoe 3Cce

HOCUT  ckopee  (¢uiocodckuit

XapakTep, B TMOCIeAHEM 003alie
cieayetr o0O0OIIUTh BhICKA3aHHOE U
crenars 3akiarouenre. OHO TOJDKHO

OTHOCHUTBCA K TCMC U K BBCIACHUIO.

Surely, it would be impossible to
give full justice to.../ exhaust this
Issue,

To come back to the point raised at
the beginning...,

In today’s world of ...,

However, it must be added...
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PART Il
LEISURE TIME & VIDEO GAMES

LESSON 1

Task 1. Read the Text A Video Games. Get the main idea of the text.
Write down new words or word-combinations in your vocabulary.

Video games always provide a great pass time activity for children.
These games are so many and so addictive that when a child is not
controlled, he can spend all his time playing the games. The game a child
plays can be a good or a bad thing in his life. For example, children who
learn how to play chess at a tender age usually show signs of high levels of
intellect. However, the same case does not apply for violent video games.

The effect of violent video games is their addiction. This can be a
terrible thing because a child might not do any productive activity
whenever at home. This means that he does not study when at home or
even do his assignments. Consequently, his performance at school
definitely deteriorates. Moreover, the child could sacrifice development of
his talent such as attending a music class just for the purpose of playing a
violent game.

Another effect that has caused ripples among parents and the society
in_general is the possible violent behaviour in kids who play such games.
Several studies have been conducted to investigate the relationship
between such games and violent behaviour in children. Controlled
experiments place little emphasis on this relationship. The obtained results
show that the negative effects of such games are quite minimal.
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There is also an observation regarding these games and their players
where children who are naturally aggressive prefer playing this type of
games to others. This observation waters down the chances of violent
games leading to violent behaviour in children. When interviewed, some
kids who play this type of games say that they are not negatively affected
by the games. This is definitely backed up by their non violent behaviour.

It has also been observed that_violence displayed on television such
as in action movies or news has more chances of leading to violence in
children that the violent games. However, it is important to note that when
a child plays a violent game he is likely to experience some physiological
effects. These effects include an increase of both heart rate and brain
activity.

In conclusion, it is safe to say that violent games barely lead to
violent behaviour in children. However, they are not beneficial to the
children because of their addictive nature, which can deter a child’s
growth.

Task 2. Read the Text B Should Violent Video Games Be Ban? Get the
main idea of the text. Write down new words or word-combinations in
your vocabulary. Mind the pronunciation of the new words.

The essay is written by an American teenage gamer.

“Violent video game had been a problem in the Unite States. Many
people believe that violent video games should be banned; claiming they
have negative effects on people.Violent video game is not like the real-
world. Video games have become not only a form of entertainment, but
also another way for people to escape reality and to enter their own virtual
fantasy. James Gee explains that, if you blame violent video games for
horrific events that have occurred is much like putting the blame on food
for the cause of obesity. Violent video games should not be ban because
violent video games improve your skills, there is less violence, and banning
violent video games is against the fourteenth amendment. Violent video
games strengthen and coordinate visual skills. There have been studies
shown that gamers are improving their skills. Researchers from the
University of Rochester found, a person who frequently plays video games
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can have better visual skills of their surroundings than a person who does
not or rarely play any video game. It means that a person who plays
videogames could help improve our society. Between 1995 and 2008 there
has been huge production of violent video games because of this there has
been a huge decrease of juvenile crimes.

If a child began playing violent video games at a young age, then he
might think that violence in real life is the same as the game violence and
that it doesn’t have a real impact on others. However, most children can
distinguish between virtual violence and real violence.

Researchers at the Indiana University School of Medicine conducted
a survey of 44 males and discovered that after 30 minutes of playing
violent video games, subjects showed “increased activity within the
amygdala (part of the brain involved in emotional arousal)”. When the
same group played non-violent video games, the opposite effects were
seen. Doctors concluded that more research would need to be done to
prove that playing violent video games increases violent behavior. Thus,
this study provided no conclusive evidence that video games cause
aggressive behavior.

People often try to excuse their actions and find a scapegoat. Some
blame music, others movies, and some blame video games. We seem to
have forgotten that our world is a violent place. Some years ago video
games were innocent - “Pong” in the 1970s and, in the 1980s, “Pac-
Man.” In the 1990s “Mortal Kombat” - a violent game became popular.

Today games are extremely violent. Take, for example, the “Grand
Theft Auto” series. In these games the main character is a man who has
connections with the mob. Players can steal cars and money and even kill
people. This game isn’t an evil, conjured-up thought of some sick person;
these things happen every day!

The evolution of video games from innocent to violent reflects our
society’s evolution. Much of the daily news focuses on war and murder.
Video games just reflect our violent world.

| enjoy playing video games, especially violent ones. Whether | am
virtually mowing down people with a semi-automatic, or hacking them into
tiny little bits with a ninja sword, | enjoy it.
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After playing, I might talk about how cool it was when my character
jumped over two guys and sliced them in half, but I - unlike the Columbine
killers - will not carry that into real life.

In_many video games the characters are nimble and can perform
unreal stunts that most people only dream of doing. That, | believe, is the
joy of video gaming: doing something you can’t do in real life.

Some countries have to ban video games. Australia currently holds
the record for the most banned games. Most were banned because of their
violent content, which led to censored versions being released. Germany
has banned “Mortal Kombat” due to its violence, as well as a couple of
games containing Nazi symbols. The U.S. has not banned any video games
yet. Saudi Arabia hasn’t prohibited violent video games either, but it has
banned “Pokemon. Blue” for allegedly promoting Zionism.

1 believe that games don''t kill people, people can kill people.”

Task 3. Find the highlighted modal verbs in the Text B above and
explain their meaning in the sentences.

Task 4. Read the underlined sentences in the Texts A & B; express
your opinion towards the statements. Use the following expressions:

It seems to me that it is ... Mnmue xaorcemces, yumo smo ...

| believe that ... A cuumaro/ nonaearo, umo ...

In my opinion ... Ilo moemy muenuio ...

1 think ... A oymaro ...

That may be true, but... Imo moocem Obimb NPAsoOoLl, HO

I'm not sure I agree with it (you). Al ne ysepen, umo coanaceu ¢ smum (c
Bamu)
I can’t agree with it (you) there. Al ne mo2y coenacumcs ¢ smum (6amu) 8
SMOM.

It can 't be serious. Omo He modcem bvbimb cepbe3Ho.
That’s exactly what I think. Imo umeHHo mo, Ymo s Oymaro.
| agree entirely. A nonnocmoio co2nacen.
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Task 5. Before reading the Text C translate the following words
without using a dictionary. Mind the pronunciation of the words.
-debate, - aggressive, -rating, -content, -verdict, -fantasy, -perception, -
reality, -to confuse, -in contrast, -monster, -android, - concept, industry, -to
orient, - containing, -voluntary, -to protect, -to control, -moral, -console, -
barrier, -human, -to direct, -to act

Task 6. Here are some words connected with the theme Violent Video
Games . Arrange the following verbs, nouns, adverbs and adjectives
into three columns according to the parts of speech. Read and
translate them.

Mind the pronunciation of the words. Write down them in your
vocabulary.

Verbs Nouns Adjectives & Adverbs

-violent, -harrassment, -to assault, -to ban, -behaviour, -to impact, -
vigorous, - to torture, -appropriate, -cartoon, -currently, -decision, -drug, -
massacring, -acceptable, -justifiable, - creature, -to grasp, -to purchase, -
guidance, -boundary, -entertainment, -software, -adult, -explicit, -useful,
suitable, -caution, -to choose, -voluntary, - to decide, -mistakenly, - to
assume, -responsibility, -track, -to overcome, -expensive, - cheap, -
approval, -consumption, -severe, -to promote, -observer

Task 7. Read the Text C Argumentative essay; get the idea of the text.

Claim: Violent video games in which humans are being
harassed, physically harmed, killed, sexually assaulted, or contain
elements of drugs should be banned for children under the age of 18,
because they may increase violent behavior and have a negative impact
on their moral development.

In November 2010, the Supreme Court in California held a vigorous
debate on whether children should be allowed to play violent video games,
and to what extent it may increase their aggressive behavior. Many
questions were posed during the running of the debate:
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1. Should children really be allowed to torture or kill human beings
in such games?

2. Why are not current game ratings sufficient enough as a guide for
Inappropriate content?

3. And what difference is there between playing a violent video
game and watching a violent cartoon anyway? [40]

Currently, the Court is waiting to present its decision on this matter.
Before its final verdict, the Court should very much consider banning all
violent video games in which humans are harmed by the player.

Violent video games in which humans are being harassed, physically
harmed, killed, sexually assaulted, or contain elements of drugs should
be banned for children under the age of 18.

This is because such games may increase violent behaviour and have
a negative impact on their moral development. The term “violent video
games*“ that will be referred to in this essay will include video games in
which there is torture, massacring, killing, sexual violence, and similar
violence applied to human beings only.

The games that children play should not contain any harassment or
violence exerted by the player on a human being within a game. Neither
should there be any drugs or sex present. The video games containing one
or more of such elements will be regarded as violent video game, and
should not be sold to children under 18 years old. There is a big difference
between harming humans and harming fantasy beings. Children should
not be exposed to making decisions concerning violent acts, which they
will undertake in regard to a human being in a game. It may distort their
perception of reality, and confuse them about what is acceptable and
justifiable and what is not.

In contrast, any sort of fantasy monsters or androids will be excluded
from the ban. Children who play video games are able to understand the
distinction between the reality and the made-up reality in the video games
where fantasy creatures are involved. However, when humans come into
the picture, this concept may be more difficult to grasp, and therefore,
children should be restricted from being able to purchase such video games
and play them without the consent with their parent.
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It is true that video game industry already rates its games, so that
people, and especially parent, can orient themselves in the matter of which
games are appropriate for which age group. These ratings serve as
guidance for finding the appropriate age boundary for each game. In the
US, these rating are set by the Entertainment Software Rating Board.
Ratings distinguish age groups such as 12+, 15+, 17+, or adults only. In
addition, they present information about explicit content including violence
and sexual content. The current ratings are useful in rough understanding
of which games are suitable for children, and which they should be
allowed to play. However, they do not actually restrict selling in
appropriate games to children.

They merely caution of in appropriate content. The problem with
ESRB is also that the game industries choose which restrictions provided
by ESRB it will place on the package of the games. There are a certain
number of restrictions that must be there, but in the end this restrain is
voluntary, so they may decide which of them will be disclosed on the
package (Hutchison, 2007) [22]

Therefore, not all information may be presented. Due to the ratings
acting only as guidance, parents might not be cautious enough about the
contents of the game that they are buying. “Parents mistakenly assume that
just because video games are marketed to the kids, they are appropriate for
Kids. This is not so.” (Carpenter, & Ferguson, 2009) [8]

This ban would help parents understand that they should pay more
attention to the content of certain games, that they let their children play.
Until reaching the 18 years of life, parents serve as guardians, and they
take responsibility for their child's development. The ban of video games
would help the parents to protect and control the development of their
children in moral terms. Very often, children play games during the times
that their parents are not at home. So, it is hard to keep track of what games
the children are playing, and often the parents might not be even aware of
it. There are many ways of parental control for the consoles and computers,
but it is easy for children to overcome that with the help of Internet.

Often these games are fairly expensive, and although this makes it
difficult for younger children to buy them and serves as a barrier, there is
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another way to play the game. If they do not have enough money to buy
the game, they can still rent it, which is much cheaper (Schwarzenegger vs.
Entertainment Merchants Association). [40]

The ban would help in preventing children from getting to violent
video games, without their parents being aware of it, and without their
parent's approval. Because parents are also only human beings cannot be
present at all times, the government should intervene and act as the parent
when necessary.

There are times when parents fail to keep up with the activities of
their children. So, the government should be present to help out and act in
the name of the parent when he is not there to direct his child. The
government has been doing so for many years. It has banned sexually
explicit material from children under the age of 18, or forbidding alcohol
consumption until reaching certain age. It should also be more severe when
it comes to violent video games in which children directly harm human
beings in tormenting way. The government puts age restrictions on the in
appropriate TV programs that promote sex or violence and so, it should act
similarly via-a-vis violent video games. Many argue that there is no
difference between watching violent cartoons on the TV and playing
violent games. However, there is. Children playing such games decide to
Kill or torture people and then perform these acts on the screen themselves.
This means, that they are actively engaging in doing harm, not simply
watching it. This may be harmful for their perception of reality, as they are
not only observers to the violence. [39]

This point is greatly enhanced also by the fact that graphically the
video games are becoming more and more realistic. They are not just
unclear cartoons with vague silhouettes as they used to be several years
ago. In many games, the graphics nowadaysare more real-life like than
cartoon like, and a lot of attention paid to very small details of video
games. This makes it more difficult for children to separate reality from the
game. The moral development of the child can be adversely affected not
only due to the child being the aggressor. “Of particular concern is the
argument that some video games encourage racism and sexism by

55



providing children with the world populated by the worstof such
stereotypes” [2]

Mafia, prostitution and performance of illegal actions are elements
that can be found in several games, including the very popular game
“Grand Theft Auto”, better known as GTA. Its third edition is well known
for the controversy with the role of prostitutes in the game. In order to
Increase your character's health, it is possible to pick-up a prostitute, drive
to a private place and once the car begins to shake, the health goes up and
the amount of money decreases. However, once the woman gets out of the
car, the character may run her over and steal the money back. Children
should not be exposed to playing out such role-plays, as it may harm their
development and perception of what is correct.

Not only that it can harm their moral development, but it may also affect
their empathy and aggression. Playing violent video games is a risk factor
for higher aggressive behavior. [2]

Exposure to playing violent video game “was positively associated with ag
gressive behavior, aggressive cognition, and aggressive affect”. [4]

Children who are exposed to violent video games are more likely to
get into fights, and it may negatively affect their school performance. [15]

Playing such games may also lead to addictions, and many
Governments have decided to fight this problem by trying to persuade
manufacturers to lower the number of awards and possibilities to win
within each game. [21]

These reasons serve as support for government understanding that
there are possible negative effects associated with playing violent
videogames, which may increase the negative behavior of children. The
example of the increased aggression was demonstrated by the case of two
school boys from Colorado Dylam Klebold and Eric Harris in 1999. [8]

Before shooting themselves in their high-school, they shot several of
their classmates. They were inspired to do so by the violent video game
Doom that they likedto play. Of course,the game Doom was far
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from being the only factor that contributed to the massacre at high-school,
but it was a factor that played a role.

Banning certain violent video games would make parents understand
that they may have negative effects, and therefore they should pay more
attention to what their children are playing. On the other hand, banning all
violent video games due to this sole case would a wrong step to take. It
should be emphasized that not all violent video games should be banned.
The games can greatly help children to cope with aggression, and help
them filter out negative thoughts and emotions. [8]

If they feel angry, they can project their feelings onto the screen and
into the made-up world behind that screen, without interfering with their
actual reality. Doing so may calm them, and they will not look for other
places to help them cope with their feelings. That is why violent games
concerning creatures and monsters with fantasy elements should be left
intact from the ban, so that children do not lose a media for filtering
negative thoughts. Essentially, this ban would only help parents when they
are not around and it would protect children development. However, it
must be understood that there would not be a complete ban on violent
video games, containing drugs, sex and where human beings are harmed.
The state should guide its citizens and protect them but if the
parent sees it fit  foritschild toplay game where hecan run over
people with a car, then he will not be stopped from doing so. The parent is
a guardian and can still walk into a shop to buy any violent game for its
child. The censorship of violent video games should be done by a state-
owned organization not a privately- owned one. This will decrease the
likelihood of video game industry using financial means of supporting such
organization, in order to gain benefits in the rating process. Either the
judges could be appointed to doso, or a separate commission could be
set up composed of psychologists and perhaps even people of different
background, who would serve similarly to how jury acts in the court.
This would help in making the decision on the bans more objective.

The violent video games have shown to be a risk factor in increase
aggressive behavior and can lead to adverse effect in school performance.
The elements of drugs, sex as well as harassment or harming of human
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beings should not be incorporated in video games that are to be sold to
children below the age of 18.

The sale of these games should continue, but only grown-ups should
be allowed to purchase them, just like alcohol or sexually explicit material.

[8]

Task 8. Write the annotation and key words to the article in the Task 7
Argumentative _essay. Use the following expressions for annotation
writing:

The article deals with — Cmamus noceswyena ...

The article is devoted to — Cmamuws nocsswena ...

The article is concerned with — Cmamos kacaemcs...

The article touches upon the issue of — Cmamus sampacusaem npooremy ...
The purpose of the article is — IJexb cmambu ...

Much attention is given to ... — boavuioe snumanue yoenemo ...
It is reported that ... — Coobwaemcs, umo ...

It is spoken in detail about — Pacckazano 6 oemansix o ...

The article gives a detailed analysis of — Cmamwes 0aem oemanvuuiii
AHANU3...

The following conclusions are drawn — Credyiowue 6v1600b1 Obliu
coenamwl ...

Task 9. Before reading the Text D learn the following words; write
them down in your vocabulary. Mind the pronunciation of these
words.

psychotic — ncuxuueckuit

to claim — yrBepxxnath, 3asBIATh

brain — mo3r

to imagine — mpeacTaBIATH

frontal cortex — moOHast kopa Mo3ra

impulse control — umITy TbCHBIN KOHTPOJIH

attribute — xapakTepHas yeprTa, IPUMUCHIBATH, OTHOCUTHLCS K YeMY-JI
horrendous — BcensronUMit yxkac, ycTpamaromui

attention — Baumanwue
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leap — mpBDKOK, CKAYOK

forebrain — mepenamii Mo3r

dopamine — gonmamun

neurotransmitter — meauarop

activate — akTHBHpOBATh, BKIIOYATh
dopaminergetic — qomaMHHOBBIH

fun — Becenne, 3a0aBa, myTKa

resting level —ypoBens mokos

cognitive — mo3HaBaTeIbHBIHI

neuroscientist — veiipoduoor

visual acuity — octpoTa 3peHus

spatial memory — npocTpaHcTBEHHAs TAMATh
transient — BpeMEHHBIH, CKOPOTCUHBIN
long-term — nonrocpouHsbIii

extensive — SKCTeHCUBHBIN, OOIIUPHBIN
hippocampus — runmokamit

entorhinal cortex - sHTOpHHaNIBHAS KOPa
prefrontal — npemoOHbIit

percentage — 1m0, OpOLEHT

preoccupation — 03a004eHHOCTb, PACCETHHOCTh
withdrawal — orcTpaneHHOCTH

tolerance — repnmuMOCTb, IPUBBIKAHNE

to give up — caaBaThCs, OTCTYMATh

anxiety — TpeBOXKHOCTb, CTpax

significant — 3HaunTENBHBIHI

preoccupation — 03a004€HHOCTb, PACCETHHOCTh
passionate — cTpacTHBIH, Kryduit

bunny hill — nerckas ropka

Task 10. Read the Text D Digital Heroin. Translate it.

"IT’S DIGITAL HEROIN: HOW SCREENS TURN KIDS INTO
PSYCHOTIC JUNKIES." That’s the dramatic headline screaming across
a New York Post article, by a Dr. Nicholas Kardaras (2016).
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Kardaras claims, “We now know that those iPads, smartphones and
Xboxes are a form of digital drug. Recent brain imaging research is
showing that they affect the brain’s frontal cortex — which controls
executive functioning, including impulse control — in exactly the same way
that cocaine does.”

Although Kardaras attributes these horrendous effects to all sorts of
screen use, he particularly singles out video gaming, when he says: “That’s
right — your kid’s brain on Minecraft looks like a brain on drugs.”

You can find many similar scare headlines and articles elsewhere in
the popular media, including even at Psychology Today. What seem to be
most frightening to parents and appealing to journalist and others, trying to
grab readers' attention, are references to research suggesting that screen use
and especially video gaming affects the brain. The assumption to which
many people leap is that any effect on the brain must be harmful.

The actual effects of video gaming on the brain

The research that Kardaras referred to demonstrates that certain
pathways in the forebrain, where dopamine is the neurotransmitter, become
active when people are playing video games, and drugs like heroin activate
some of these same pathways. What Kardaras’s and similar articles leave
out, however, is the fact that everything that is pleasurable activates these
pathways. These are the brain’s pleasure pathways. If video gaming
didn’t increase activity in these dopaminergic pathways, we would have to
conclude that video gaming is no fun. The only way to avoid producing
this kind of effect on the brain would be to avoid everything that is
pleasurable. [24]

As gaming researchers Patrick Markey and Christopher Ferguson
(2017) point out that video gaming raises dopamine levels in the brain to
about the same degree that eating a slice of peperoni pizza or dish of ice
cream does (without the calories). That is, it raises dopamine to roughly
double its normal resting level, whereas drugs like heroin, cocaine,
or amphetamine raise dopamine by roughly ten times that much. [30]

But actually, video gaming activates much more than pleasure
pathways and these other effects are not at all like the effects of drugs.
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Gaming involves lots of cognitive activities, so it necessarily activates
parts of the brain that underlie those activities.

Recently, neuroscientist Marc Palaus and his colleagues (2017)
published a systematic review of all the research they could find — derived
from a total of 116 published articles concerning effects of video gaming
on the brain. The results are what anyone familiar with brain research
would expect. Games that involve visual acuity and attention activate parts
of the brain that underlie visual acuity and attention. Games that involve
spatial memory activate parts of the brain involved in spatial memory.
And so on. [35]

In fact, some of the research reviewed by Palaus and his colleagues
showed that gaming not only results in transient activity in many brain
areas, but, over time, can cause long-term growth of at least some of those
areas. Extensive gaming can increase the volume of the right hippocampus
and the entorhinal cortex, which are involved in spatial memory and
navigation. It can also increase the volume of prefrontal regions the brain
that are involved in executive functioning, including the ability to solve
problems and make reasoned decisions. Such findings are consistent with
behavioral research showing that video gaming can produce long-term
improvement in these cognitive abilities. Your brain is, in this sense, like
your muscular system. If you exercise certain parts of it, those parts grow
bigger and become more powerful. Yes, video gaming can alter the brain,
but the documented effects are positive, not negative.

Video game addiction can be identified

The fear spread by articles such as Kardaras’s is that young people
who play video games are likely to become "addicted” to them. We all
know what it means to become addicted to nicotine, alcohol, heroin, or
other drugs. It means that we have serious, physical withdrawal symptoms
when we stop using the drug, so we are driven to continue using it even
when we know it is hurting us and we want to stop very much. But what
does it mean to be addicted to a hobby, such as video gaming (or surf
boarding, or any other hobby you might have)? [24]

The question of whether or not the term “addiction” is useful at all,
in relation to anyone’s video gaming, is very much debated by the experts.
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Currently, the American Psychiatric Association (APA)* is considering the
addition of “Internet Gaming Disorder” (their term for video gaming
addiction) into their diagnostic manual. Research shows that the great
majority of video gamers, including those who are heavily immersed in
games and spend large amounts of time at them, are at least as healthy
psychologically, socially, and physically as are non-gamers. But the same
research shows that some small percentage of gamers is suffering
psychologically in ways that at least are not helped by gaming and maybe
are worsened. That’s the finding that leads the American Psychiatric
Association to propose the addition of Internet Gaming Disorder (IGD) to
their official manual of disorders. [1]

On a trial basis, the APA is proposing that a person receive the
diagnosis of Internet Gaming Disorder, if at least five of the following nine
characteristics apply to that person:

* Preoccupation: Spends lots of time thinking about games, even
when not playing them.

« Withdrawal: Feels restless when unable to play games.

* Tolerance: Needs to play more, or play more powerful games, to
get the same excitement as before.

» Reduce: Feels he or she should play less, but is unable to.

« Give up other activities: Reduces participation in other recreational
activities.

» Continue despite problems. Continues play games despite knowing
that they have a negative impact on his or her life.

* Deceive: Lies about how much he or she games.

 Escape mood: Plays games to reduce anxiety or stress.

* Risk: Risks loss of significant relationships or employment
because of games.

Just from reading this list you can perhaps see why this definition is
controversial.

Some video gamers become addicted

In a recent study, Laura Stockdale and Sarah Coyne (2018) identified
a sample of teens and young adults who were addicted to video games, as
assessed with the 9-item IGD scale shown above, and compared them on
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various clinical questionnaires to other teens and adults who played video
games extensively but were not addicted. She found that the addicted
players, regardless of gender, were more anxious and depressed, and
showed poorer impulse control and cognitive functioning than gamers who
were not addicted. This was a correlational study, not an experiment, so
it’s hard to know to what degree gaming addiction was a cause of these
psychological detriments or a result of them. [42]

Other research (e.g. Bickel et al., 2014), however, has shown that
poor impulse control and poor cognitive functioning are risk factors for
various kinds of addiction, so at least these characteristics are likely to
have contributed to the onset of gaming addiction. Other research, some of
which | discussed here, has likewise suggested that pre-
existing depression and anxiety can lead to addictive video gaming. [7]

In another research study, Daniel Loton and his colleagues (2016)
found that gaming addiction was most likely to occur in people who were
depressed or in other ways stressed and who had an avoidant rather than
approach method of coping. In other words, they were people who dealt
with life problems by trying to avoid them rather than by trying to confront
and solve them. They were apparently playing video games not so much
because they enjoyed playing, but more because gaming diverted their
attention from serious problems they didn’t want to think about. If video
gaming wasn't an option, they would quite likely use some other means of
distracting themselves from their problems. [27]

So, if you know someone who seems to be addicted to video gaming,
your attempt to help should probably not focus on taking the video screen
away. It should focus, instead, on trying to understand, and help that
person understand, what is missing or wrong in other parts of his or her life
and how that problem might be solved. [27]

* The American Psychological Association, in Washington, D.C., is
the largest scientific and professional organization representing
psychology in the United States. APA's membership includes more than
134,000 researchers, educators, clinicians, consultants and students.
Through its divisions in 54 subfields of psychology and affiliations with 60
state, territorial and Canadian provincial associations, APA works to
advance the creation, communication and application of psychological
knowledge to benefit society and improve people's lives.
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Task 11. Answer the questions:

1.

What are the actual effects of video gaming on the brain?

2. How video game addiction is identified and how prevalent is it?
3.
4. What are your thoughts and experiences concerning video game

Why do some video gamers become addicted?

addiction?

Have you been affected by the scare media? Are you, or is someone
close to you, heavily involved in this hobby?

What, in your experiences, are the upsides and downsides of such
involvement?

Can you suggest alternative hobby and ways of leisure time
spending?

Task 12. Discuss the following statements of a gamer with your group
mates. Express your agreement or disagreement. Use the expressions
below.

Those five characteristics of the video game addiction given by the

American Psychiatric Association might well apply to anyone who is
intensely interested in any hobby:

1. Preoccupation may just mean that the person is really into
gaming. Anyone who has a passionate interest in any hobby is
likely to “spend a lot of time thinking about” it. When | was 11 |
thought about fishing almost all the time, and | regularly dreamed
about it at night.

2. Tolerance likewise applies to almost any hobby. As you develop
increased ability at anything, you need to increase the level of
challenge to get the same thrill that you got before. If you are a
skier, for example, the bunny hill is exciting at first, but then you
need steeper hills.

3. Give up other activities. Well, of course, whenever you spend
more time on any hobby there is less time for other things. Time is
finite, so there’s always a tradeoff.
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4. Deceive. In a world where others disapprove of video gaming and
are continuously nagging the gamer to play less, it is hardly
surprising that some would lie about how much they play.

5. Escape mood. Don’t we all sometimes, if not often, engage in our
favorite hobby as a way of reducing anxiety or stress? If the
hobby were reading, or chess, or skiing, people might regard this
as a plus, not a minus.

Use the following expressions for the discussion:
That'’s exactly what I think/ what I wanted to say.

| couldn’t agree more.

| agree entirely.

Sodo I

That may be true, but...

I'm not sure I agree with it...

Perhaps, but I don’t think that...

It can’ be serious.

LESSON 2

Task 1. Before reading the Text A learn the following words. Put down
them in your vocabulary. Mind their pronunciation.

sophisticated — u3omPeHHBIH, yTOHYCHHBIH

decade — necsarunenue

pastime — BpeMsnpenpoBOKIACHNE

the Pew Research Center — the American fact tank based in Washington,
D.C. (It provides information onsocial issues, public opinion,
and demographic trends shaping the United States and the world.)
behavioral — mosenenueckuit

fatigue — yromienue, yctanocTb

pain — 6ok

tingling — mokaneiBaHue

weakness — ¢1ab0cTh, HeJIOCTaTOK

65


https://en.wikipedia.org/wiki/Washington,_D.C.
https://en.wikipedia.org/wiki/Washington,_D.C.
https://en.wikipedia.org/wiki/Social_issue
https://en.wikipedia.org/wiki/Public_opinion
https://en.wikipedia.org/wiki/Demographic

ligament — cBsi3ka

tendon — cyxoxuime

NEerves — HepBbI

WIIStS — 3amsacThe

bursitis — Oypcur, pa3psiB

tendinitis — reguHEUT

inflammatory — BocnauTenbHbIH

fluid-filled sac — 3anmosiHEHHBIN KUAKOCTHIO MEIIOK
bone — xocThb

skin — xoxa

Task 2. Read the Text A Helping Compulsive Gamers. Get the main
idea of the text. Pay attention to the underlined sentences in the text.
Translate them. Explain the grammatical meaning of the highlighted
words.

Written by: Rai Cornell, MA an American Addiction Centers Resourse
https://www.projectknow.com/behavioral-addictions/video-game-
addiction/

Todays computers have become more sophisticated over the
decades, so too have video games.While many people think of video
games as a pastime enjoyed by children and teenagers, the Pew Research
Center found that 49% of adults play video games on either their
computer, television, game console, or a portable device such as a cell
phone or tablet.

Other research has found that approximately 88% of American
youth play video games, and 8.5% of children and teens, ages 8 to 18,
show signs of video game addiction.

Because video games and video game addiction are relatively new
problems, there is very little information and few treatment options
available-but Internet and gaming addiction treatment centers do exist for
those who need them.
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WHAT IS VIDEO GAME ADDICTION?

Video game addiction is a serious disorder characterized by
excessive game play and disturbances in normal life functioning. Many
mental health and behavioral health experts consider the condition of a
compulsive gamer to be serious. Experts believe that the signs and
symptoms of video game addiction mimic those of other compulsive
disorders, such as exercise addiction and sex addiction.

BEHAVIORAL ADDICTIONS

Behavioral addiction refers to several mental health conditions in
which a person engages in a particular behavior repeatedly; even if the
behavior causes them harm — it may seem as if they simply cannot resist
engaging in the behavior.

The major signs and symptoms of video game addiction or
compulsive gaming are similar in some ways to those of drug and alcohol
addiction. First, a person who suffers from compulsive gaming feels
compelled to play games more and more over time, and the urge to play
becomes stronger such that they can’t resist the desire to play.

When a gamer initially starts playing, one or two hours might be
enough. But similar to drug and alcohol addiction, people suffering from
gaming addiction become desensitized to the effects of short gaming
sessions, and develop aneed to play for longer periods or with more
intensity as the addiction worsens.

The second sign that someone has a problem with video game
addiction is that people become irritable, anxious, or miserable when they
are unable to play games. A person suffering from video game addiction
may also experience:

- Significant weight gain or weight loss.

- Sleep disruptions.

- Mood changes.

- Sleep deprivation.

- Avoiding friends and family members.

- Lying about the time spent playing video games.

- Skipping meals.

- Poor work performance.

- Poor academic performance.

67


https://www.projectknow.com/research/exercise-addiction/
https://www.projectknow.com/research/sex-addiction/
https://www.projectknow.com/research/behavioral-addictions/
https://www.projectknow.com/research/addiction-warning-signs/
https://www.projectknow.com/research/addiction-warning-signs/
https://www.projectknow.com/research/tolerance-and-dependence/
https://www.projectknow.com/research/tolerance-and-dependence/

Although researchers know many of the factors that contribute or
lead to substance abuse problems, the origins of video game addiction are
still unclear.

Some researchers believe that bursts in dopamine activity play a
hand in the development of this disorder. As a neurotransmitter, or brain
signaling molecule, dopamine is a key player within the brain’s reward
system and also plays an important role in problem-solving, memory, and
attention. Dopamine is released during pleasurable activities, such as
eating and using drugs and, in a similar fashion; its heightened activity
may also contribute to video game addiction.

The brain may begin to associate gaming with increased dopamine
levels, making it difficult for a person with this type of addiction to stop
the compulsive behavior.

Some researchers also believe that video game addiction has an
emotional component, hypothesizing that some compulsive gamers use
gaming as a way to escape their problems. Much like some people who
suffer from alcoholism drink to escape emotional pain, a person addicted
to video games may use gaming as a way to bury their
emotions. Compulsive gamers may also use violent games as a safe way to
express anger and aggression.

The physical effects of too much game playing are well documented.
When someone is truly addicted to gaming, they may avoid showering
or_participating in other personal hygiene activities. This addiction also
increases the risk for compulsive eating and weight issues. With the
exception of games like Wii Sports and Dance Dance Revolution, gaming
Is a sedentary activity, which may lead to health problems associated with
sitting for long periods of time, such as diabetes, heart disease, poor
circulation, and weight gain.

The more time someone spends participating in _sedentary
activities, the fewer calories they burn, which can lead to the development
of metabolic syndrome, a disorder characterized by excess fat around the
waist, which increases the risk for hypertension, diabetes, and other serious
medical problems. It may also cause hormonal changes in women, leading
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to facial hair growth. Playing video games for long periods of time can
also increase the risk for injury.

Playing video games for long periods of time can also increase the
risk for injury, such as “video gamer’s thumb” and ‘“nintendinitis,” terms
used to describe one of the physical effects of excessive video game play.
Repeatedly pressing the buttons on a video game controller may cause
your thumb to swell and create long-term problems with your hands and
arms.

Other symptoms associated with this problem include:

Fatigue.

Pain.

Burning and tingling.

Weakness.

Prolonged stress on the ligaments, tendons, and nerves of the hands,
wrists, and arms may lead to bursitis and tendinitis. Bursitis is an
inflammatory condition that affects the fluid-filled sacs that lie between the
skin and the tendons or between bones and tendons, which reduce friction
and aid movement. Bursitis causes swelling of the joint, stiffness when
moving the joint, and tenderness pressing on the joint; some people also
develop redness of the skin covering the affected joint. If someone with
bursitis does not cut back on excessive gaming, the condition may become
a chronic problem.

Tendinitis is inflammation that affects the tendons, which are cords
that attach the muscles to the bones. Depending on where the inflammation
is located, tendinitis may be called pitcher’s shoulder, tennis elbow, or
golfer’s elbow. This condition causes pain, mild swelling, and tenderness
around the affected tendon, and without proper treatment, the affected
tendon may rupture, a serious complication that requires surgical
intervention. Without proper treatment, tendinitis may cause serious pain
and loss of mobility in the affected area. Tendinitis may also cause partial
disability, making it difficult to engage in physical activity.Excessive
gaming may also contribute to the development of carpal tunnel syndrome,
a repetitive stress disorder that develops due to compression of the median
nerve.
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This nerve runs through the forearm and the palm of the hand, so
excessive video game play can create this type of nerve
compression. Because the median nerve controls sensation in some parts of
the hands, carpal tunnel syndrome causes numbness, pain, and tingling in
the hand and wrist.

The psychological effects of video game addiction are just as
harmful as the physical effects. One of the biggest debates in the gaming
world is whether playing violent video games causes increased violent
behavior. Researchers have found that some people do develop severe and
sometimes uncontrollable aggression as a complication of video game
addiction. This is especially true when a concerned family member or
friend tries to convince the compulsive gamer to stop playing. This may
cause agitation, anxiety, aggression, and other emotional changes.

Resourses: [19, 39]

Task 3. Write the annotation and key words to the article in the Text
A Helping Compulsive Gamers.

Task 4. See App 1. Look at the pictures. What kind of problem do you
see? Comment on them.

Task 5. Read the Text B The Benefits of Playing Video Games.
Get the main idea of the text. Write down new words in your
vocabulary.

Authors suggest balancing questions of harm with potential for
positive impact.

Playing video games, including violent shooter games, may boost
children’s learning, health and social skills, according to a review of
research on the positive effects of video game play to be published by the
American Psychological Association.* [1]

The study comes out as debate continues among psychologists and
other health professionals regarding the effects of violent media on youth.
An APA task force is conducting a comprehensive review of research on
violence in video games and interactive media and will release its findings
in 2014,
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“Important research has already been conducted for decades on the
negative effects of gaming, including addiction, depression and
aggression, and we are certainly not suggesting that this should be
ignored,” said lead author Isabela Granic, PhD, of Radboud University
Nijmegen in The Netherlands. “However, to understand the impact of
video games on children’s and adolescents’ development, a more balanced
perspective is needed.”

The article will be published in APA’s flagship journal, American
Psychologist.

While one widely held view maintains playing video games is
intellectually lazy, such play actually may strengthen a range of cognitive
skills such as spatial navigation, reasoning, memory and perception,
according to several studies reviewed in the article. This is particularly true
for shooter video games that are often violent, the authors said. A 2013
meta-analysis found that playing shooter video games improved a player’s
capacity to think about objects in three dimensions, just as well as
academic courses to enhance these same skills, according to the study.
“This has critical implications for education and career development, as
previous research has established the power of spatial skills for
achievement in science, technology, engineering and mathematics,” Granic
said. This enhanced thinking was not found with playing other types of
video games, such as puzzles or role-playing games.

Playing video games may also help children develop problem-
solving skills, the authors said. The more adolescents reported playing
strategic video games, such as role-playing games, the more they improved
in problem solving and school grades the following year, according to a
long-term study published in 2013. Children’s creativity was also
enhanced by playing any kind of video game, including violent games, but
not when the children used other forms of technology, such as a computer
or cell phone, other research revealed.

Simple games that are easy to access and can be played quickly,
such as “Angry Birds,” can improve players’ moods, promote relaxation
and ward off anxiety, the study said. “If playing video games simply
makes people happier, this seems to be a fundamental emotional benefit
to consider,” said Granic. The authors also highlighted the possibility that
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video games are effective tools to learn resilience in the face of failure. By
learning to cope with ongoing failures in games, the authors suggest that
children build emotional resilience they can rely upon in their everyday
lives.

Another stereotype the research challenges is the socially isolated
gamer. More than 70 percent of gamers play with a friend and millions of
people worldwide participate in massive virtual worlds through video
games such as “Farmville” and “World of Warcraft,” the article noted.
Multiplayer games become virtual social communities, where decisions
need to be made quickly about whom to trust or reject and how to lead a
group, the authors said. People who play video games, even if they are
violent, that encourage cooperation are more likely to be helpful to others
while gaming than those who play the same games competitively, a 2011
study found.

The article emphasized that educators are currently redesigning
classroom experiences, integrating video games that can shift the way the
next generation of teachers and students approach learning. Likewise,
physicians have begun to use video games to motivate patients to improve
their health, the authors said. In the video game “Re-Mission,” child cancer
patients can control a tiny robot that shoots cancer cells, overcomes
bacterial infections and manages nausea and other barriers to adhering to
treatments. A 2008 international study in 34 medical centers found
significantly greater adherence to treatment and cancer-related knowledge
among children who played “Re-Mission” compared to children who
played a different computer game.

“It is this same kind of transformation, based on the foundational
principle of play, that we suggest has the potential to transform the field of
mental health,” Granic said. “This is especially true because engaging
children and youth is one of the most challenging tasks clinicians face.”

The authors recommended that teams of psychologists, clinicians and
game designers work together to develop approaches to mental health care
that integrate video game playing with traditional therapy. [16]

Task 6. Explain the grammatical meaning of the highlighted words in
the Text B.
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Task 7. Read the Text C Treatment Options for Compulsive Gamers.
Translate it. Write down new words in your vocabulary.

Treatment for video game addiction is similar to treatment used for
other types of behavioral addictions. Counseling and behavior modification
are two of the most important components of a compulsive gaming
rehabilitation program. Individual counseling helps compulsive gamers
address their behavior and motivates them to work toward reducing their
compulsions to play, and family therapy helps compulsive gamers address
family issues that may contribute to their addiction. The goal of these
therapy sessions is to help the gamer learn to cope with the addiction and
engage in positive activities in place of gaming.

Video game addiction treatment programs often use behavioral
modification techniques to help people suffering from video game
addiction recognize when they are most vulnerable to engaging in
excessive gaming and turning to healthier options. There are also
therapeutic boarding schools for children and teenagers, as well as
wilderness therapy programs that help people struggling to overcome video
game addiction in the US.

Video game addiction is a relatively new disorder that mental health
and behavioral health experts are just beginning to understand. As a result,
there are very few proven treatment methods available for video game
addiction and limited inpatient treatment programs specifically for video
game addiction. However, using techniques created to treat other
behavioral addictions is showing promise. Also, mental health
professionals can employ proven methods to treat conditions associated
with video game addiction such as depression, anxiety, and anger
management problems.

Resourses: [32, 33, 34, 38, 43]

Task 8. Using the idea of the texts above discuss with your group
mates all the pros & cons of video games.
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Task 9. Here are some words connected with the theme Violent Video
Games. Arrange the following verbs, nouns, adverbs and adjectives
into three columns according to the parts of speech. Read and
translate them.
Mind the pronunciation of the words. Point out the prefixes and
suffixes of their formation.

Verbs Nouns Adjectives & Adverbs

-expectation, - nonviolent, -meaningful, - aggression, - regularly,
smoking, -greatly, -unseen, -cumulative, -exposure, -unpleasant,
defensive, - eventially , -theoretical, - decrease, -consecutive, - unfold,
competitive, -reaction, - loser, -winner, -mixture, -actuality, -react,
steady, - aggressive, - aggressively, -defensive, -specific, -observed, -
unhealthy, -player.

Task 10. Read Text D. Violent Video Games: More Playing Time Equals
More Aggression. Translate it. Write new words in your vocabulary.

A new study provides the first experimental evidence that the
negative effects of playing violent video games can accumulate over time.

Researchers found that people who played a violent video game for
three consecutive days showed increases in aggressive behavior and hostile
expectations each day they played. Meanwhile, those who played
nonviolent games showed no meaningful changes in aggression or hostile
expectations over that period.

Although other experimental studies have shown that a single session
of playing a violent video game increased short-term aggression, this is the
first to show longer-term effects, said Brad Bushman, co-author of the
study and professor of communication and psychology at Ohio State
University.

“It’s important to know the long-term causal effects of violent video
games, because so many young people regularly play these games,”
Bushman said.

“Playing video games could be compared to smoking cigarettes. A
single cigarette won’t cause lung cancer, but smoking over weeks or
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months or years greatly increases the risk. In the same way, repeated
exposure to violent video games may have a cumulative effect on
aggression.” Bushman conducted the study with Youssef Hasan and
Laurent Beégue of the University Pierre Mendeés-France, in Grenoble,
France, and Michael Scharkow of the University of Hohenheim in
Germany. Their results are published online.

The study involved 70 French university students who were told they
would be participating in a three-day study of the effects of brightness of
video games on visual perception. They were then assigned to play a
violent or nonviolent video game for 20 minutes on each of three
consecutive days.

Those assigned the violent games played Condemned 2, Call of
Duty 4 and then The Club on consecutive days (in a random order).
Those assigned the nonviolent games played S3K
Superbike, Dirt2 and Pure (in a random order).

After playing the game each day, participants took part in an exercise
that measured their hostile expectations. They were given the beginning of
a story, and then asked to list 20 things that the main character will do or
say as the story unfolds. For example, in one story another driver crashes
into the back of the main character’s car, causing significant damage. The
researchers counted how many times the participants listed violent or
aggressive actions and words that might occur.

Students in the study then participated in a competitive reaction time
task, which is used to measure aggression. Each student was told that he or
she would compete against an unseen opponent in a 25-trial computer
game in which the object was to be the first to respond to a visual cue on
the computer screen.

The loser of each trial would receive a blast of unpleasant noise
through headphones, and the winner would decide how loud and long the
blast would be. The noise blasts were a mixture of several sounds that most
people find unpleasant (such as fingernails on a chalk board, dentist drills,
and sirens). In actuality, there was no opponent and the participants were
told they won about half the trials.)
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The results showed that, after each day, those who played the violent
games had an increase in their hostile expectations. In other words, after
reading the beginning of the stories, they were more likely to think that the
characters would react with aggression or violence.

“People who have a steady diet of playing these violent games may
come to see the world as a hostile and violent place,” Bushman said.
“These results suggest there could be a cumulative effect.”

This may help explain why players of the violent games also grew
more aggressive day by day, agreeing to give their opponents longer and
louder noise blasts through the headphones.

“Hostile expectations are probably not the only reason that players of
violent games are more aggressive, but our study suggests it is certainly
one important factor,” Bushman said.

“After playing a violent video game, we found that people expect
others to behave aggressively. That expectation may make them more
defensive and more likely to respond with aggression themselves, as we
saw 1n this study and in other studies we have conducted.”

Students who played the nonviolent games showed no changes in
either their hostile expectations or their aggression, Bushman noted.

In his another study, conducted with the aid of Italian
researchers, Bushman makes a couple of specific claims based on the
observed behavior of 172 subjects:

- People playing violent video games are more dishonest than those
playing non-violent games.

- People playing violent video games exhibit less self-control than
those playing non-violent video games.

Students either played violent games (Grand Theft Auto IIl or
GTA: San Andreas) or non-violent games (Golf 3D or Pinball3D).
During their playtime, they were given a bowl of M&Ms to snack on, but
were first warned that eating too much candy in one sitting was
"unhealthy."

According to Bushman's research, players playing violent games ate
more than those playing non-violent games. Ipso facto, violent game
players have less self-control.
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Post-playtime, players were given a set of logic questions to answer
and received a raffle ticket for each correct answer. The "catch» was that
players were allowed to collect these tickets themselves from an envelope.

Research showed those playing violent games were eight times as
likely to grab more tickets than they actually earned, thus suggesting
players of violent games are more subject to moral turpitude. “Those who
are most morally disengaged are likely to be the ones who show less-
restraint after playing,” Bushman said.

But Bushman's body of work has to be proved that violent video
games make people violent. [2, 3, 4]

Task 11. Make up questions to the sentences written in italics in the
Text D. Put these questions to your group mates.

Task 12. Express your attitude to Bushman’s statements concerning
violent video games players:

1. “People who have a steady diet of playing the violent games may
come to see the world as a hostile and violent place.”
2. “Those who are most morally disengaged are likely to be the ones

who show less-restraint after playing.”
Task 13. Practice the pronunciation and stress of the following words:

accurate — TouHbINM, METKUM

firing — ctpennoa

gun — IMUCTOJIET, PYXKbE, OPYKUE
mannequin — MaHeKkeH
pistol-shaped — B popme mucrosera
shooting — ctpennda

human — mumeHs - yenoBeka
habitual — npuBbsIYHBIH

shot — BeicTpen

accuracy — TOYHOCTb , METKOCTb
bull’s eye — rna3 Ovika

joystick — pyuka /peruar ynpaBJieHHUs, JHKOUCTHK
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bullet — myns

Velcro — numyuka (3acTexka)

Airsoft pistol — Bo3aymika (pyxbe)
rubber — pe3uHOBBIN

goggles — 3amuTHBIE OYKH

to dismiss — nmpekpaiarb, OTKJIFOYAThH
harmless fun — 6e300uHOE pa3BicucHNE
mankind — gemoBeuecTBO

Task 14. Read the Text E Video Games Can Teach How to Shoot Guns
More Accurately and Aim for the Head. Get the main idea of the text.

Just 20 minutes of playing a violent shooting video game made
players more accurate when firing a realistic gun at a mannequin - and
more likely to aim for and hit the head, a new study found. Players who
used a pistol-shaped controller in a shooting video game with human
targets had 99 percent more completed head shots to the mannequin than
did participants who played other video games, as well as 33 percent more
shots that hit other parts of the body.

In addition, the study found that participants who reported habitual
playing of violent shooting games also were more accurate than others
when shooting at the mannequin, and made more head shots.

It’s not surprising that video games can improve shooting accuracy -
the military, police departments and others already use video games for
training purposes, said Brad Bushman, co-author of the study and a
professor of communication and psychology at Ohio State University.

But this is the first study to show that average players using violent
shooting games with realistic human targets can improve firing aim and
accuracy.

“For good and bad, video game players are learning lessons that can
be applied in the real world,” Bushman said.

Bushman conducted the study with Jodi Whitaker, lead author of the
study and a graduate student in communication at Ohio State. The study
appears online in the journal Communication Research.
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The study involved 151 college students who first completed
questionnaires measuring their aggression levels and their attitude toward
guns, and asked about their firearms training, their favorite video games,
and how often they played them.

They then spent 20 minutes playing one of three different video
games: a violent shooting game with realistic human targets that rewarded
head shots (Resident Evil 4); a nonviolent shooting game with bull’s-eye
targets (the target practice game in Wii Play); or a nonviolent, non-
shooting game (Super Mario Galaxy).

For the two shooting games, the participants either played with a
standard controller including a joystick, or used a pistol-shaped controller.

Immediately after playing the video game, all participants shot 16
“bullets” at a 6-foot tall, male-shaped mannequin covered in Velcro at the
end of a narrow hallway, 20 feet (6.1 meters) away.

The gun - a black airsoft training pistol - had the same weight,
texture and firing recoil of a real 9mm semi-automatic pistol. The “bullets”
were 43 caliber rubber training rounds covered in soft Velcro. All
participants were instructed in the use of the pistol and wore safety
goggles.

Participants who played the shooting game using a pistol-shaped
controller completed the most head shots at the mannequin (an average of
about 7). They were also the only group who completed more head shots
than they did shots to other parts of the mannequin.

“We didn’t tell them where to aim - we just told them to try to hit the
mannequin,” Bushman said.

“But the violent shooting game they played rewarded head shots, and
so they shot at the mannequin like they were playing the game, aiming for
the head.”

Participants who played the nonviolent, non-shooting game had the
fewest head shots, an average of about 2. Those who played the other
games, including those who played the violent shooting game with a
standard controller, fell in between those extremes.
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Participants who played the violent shooting game with the pistol-
shaped controller also made the most shots to other parts of the mannequin,
averaging slightly more than 6.

Those who played the nonviolent, non-shooting game made an
average of about 4 shots to other parts of the mannequin, the least of any
group.

All of the differences among the groups regarding total hits and head
shots stayed the same even after taking into account the participants’ levels
of aggressiveness, attitudes toward guns and firearm experience.

When the researchers examined the participants’ experience playing
video games, they found that those who habitually played violent shooting
games had more total hits and head shots to the mannequin when compared
to less experienced players. “The more frequently one plays violent
shooting games, the more accurately one fires a realistic gun and aims for
the head, although we can’t tell from this study which factor is the cause,”
Bushman said.

Bushman said these results should give parents and policymakers
pause.

“We shouldn’t be too quick to dismiss violent video games as just
harmless fun in a fantasy world - they can have real-world effects,” he
said.

Some Kkillers have credited video games for helping them prepare, he
said. For example, Anders Behring Breivik, the Norwegian man who shot
and killed 69 people at a youth camp in Norway last year, wrote in a
manifesto: “I see MW2 (Modern Warfare 2) more as a part of my
training-simulation than anything else. You can more or less completely
simulate actual operations.”

Bushman said he’s not claiming that these games necessarily lead
people to commit violent crimes.

“But this study suggests these games can teach people to shoot more
accurately and aim at the head,” he said. [3]
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Task 15. Complete the following sentences taken from the Text E.

1. Just 20 minutes of playing a violet shooting video game made players
more... and more likely to... .

2. Players who used a pistol-shaped controller in a shooting video game
with human targets had 99% more... .

3. Participants who reported habitual playing of violent shooting games
wEere more...

4. Video games can improve... .
5. The military, police department use video games for... .

6. Participants who played the non-violent, non-shooting game had the
fewest... .

7. But these games do not necessarily lead people to... .

Task 16. Write a review on Brad Bushman’s article Video Games Can
Teach How to Shoot Guns More Accurately and Aim for the Head.

Use the structure of a rewiew:

Introduction

BBeneHue: OTHOCUTCA K TEME, HAIPUMEP, MOKET BbIPAKATh
MTOJIOKUTEIBHOE WIIM OTPULIATEIIBHOE MHEHHE O IPEAMETE PELICH3UH, HO
He 3a0y/JIbTe AaTh TaKyl0 BAXKHYIO HH(OPMAIIHIO, KaK aBTOP, 3ar0JI0OBOK,
O YeM 3Ta CTaThs U T.A.

Body

OcCHOBHAasl YaCTh: JACTATUZUPYET COJECPKAHUE CTAThU, AKI[EHTUPYET
BHMMAaHHUE Ha OTJICNIbHBIX YepTax, JCTAIAX MPEeaIMETa PELICH3UH.
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Conclusion

3aKJI0YeHne: CyMMHPYET Pa3IndHbIC aCleKThl, 3aTPOHYThIC B
PELIEH3MH; BaYKHO YETKO 3aIBHTh, MOYKHO JI PEKOMEHI0BATh
peleH3rpyeMyIo cTaTbio. Hauats mociaenuuii 063ar; MoxHO co ciioB: All
in all — ¢ o6wem; On balance — ¢ umoze; In conclusion- ¢ zaxnrouenue

Language and style

SI3BIK M CTHJIb: T.K. PE3€H3US TOJKHA IPEACTABUTH Ballle COOCTBEHHOE
MHEHHE O MPEaMETE, UCIIOIb3YITE COOTBETCTBYIOIIME CIIOBA U (pa3bl
(highly informative — eecoma ungpopmamueno; coloured by- cunvno
npuykpaweno; a fascinating document — unmepecnutii 0oxkymenm.

Ilpu nanucanuu peyenszuu cmapaiimecsv RPUOEPIHCUBAMBCA 00OHO20
cmuna. B 3aeucumocmu om cooepircanun peyeH3us moiicem 0vimo
ouyuanvHol unu HeoPuUUUAILHOIL, ROIMOMY 6bl 00JINHCHBL 6bIOPAMD
O00UH CIUJIb U NPUOEPHCUBAMBCA €20.

Expressions of your opinion

Bripaxkenue MHeHH S

It seems to me that it is ... - MHue kascemcs, umo smo

I believe that ... - A nonacaro, umo

In my opinion ... - ITo moemy muenuio

I think ... - A oymaro...

That may be true, but... - Imo mosrcem Obimb nPaesooil, HO...

I’m not sure | agree with it (you). - 4 ne ysepen, umo coznacen ¢ smum
(c 6amu).

| can’t agree with it (you) there. - A ne mozy cocracumuvcsa ¢ smum (c
eamu) 6 IMOM...

It can’t be serious. - Omo ne moixcem 6vimb cepbe3HbIM
That’s exactly what I think. - 2mo umenno mo, umo s oymaio.
| agree entirely. - A noanocmeio coznacen
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PART IV

TEENS, SELF-ESTEEM & NEW TECHNOLOGY

LESSON 1

Task 1. Before reading the Text A Obsessive Selfies learn the folowing
words and word-combinations. Write them down in your vocabulary.
obsessive — ojiep>KMMbIi, HaBA3UHBBIN

to take pictures/ selfies — pororpadupoparts / cam ceds

genuine — Mo UIMHHBIN, HACTOSIIIHA,

mental illness — ncuxuueckoe 3aboscBaHME

to coin — mpuayMBIBAaTh

to spread — pacnpocTpaHsTh (cs1)

hoax — oOMaH, po3bITpHIII

to compel — npuHyx1aTh, 3aCTaBISATH

to imply — nmoxpa3ymeBaTh, npeAmnoaarath

enhancement — ycuienue, yaydiieHie, COBEPIICHCTBOBAHUE
conformity — cooTBeTCTBHE, COrTIaCOBAHHOCTb

scale — mkana

borderline — norpanuyHeIit

chronic — XxpoHUYECKHit, 3aTAKHON

self-confidence — yBepennocTs B cebe

attention seeking — mouck BHUMaHUs

mood modification — u3mMeHeHNEe HACTPOCHHSI

environmental enhancement — yirydmenue okpyXeHus, Cpebl OOUTaHMSI
subjective conformity — cyObeKTHBHOE COOTBETCTBHE

social competition — conmanbHas KOHKYPEHIIUS
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Task 2. Read the Text A Obsessive Selfies. Get the main idea of the
text.

If you obsessively take selfies, you may have a genuine mental ‘illness,’
study says. By Matthew Martinez mmartinez@star-telegram.com

The term “selfitis” was originally coined in 2014. It has spreaded
like wildfire throughout Internet-land before the original article, which
claimed the American Psychological Association classified “selfitis” as a
mental disorder, was outed as a hoax.

But now two psychologists have published a study they say
establishes the obsession with taking selfies as a real mental “illness.”

If you take six or more selfies per day, you’ve got it bad, they say.

The authors, Mark D. Griffiths* of Nottingham Trent University in
the UK and Janarthanan Balakrishnan of Thiagarajar School of
Management in India, say the hoax article inspired them to conduct their
study.

They conducted focus group interviews with 400 students attending
management school in India, because, according to their study, more
people in India use Facebook than in any other country, and selfies are
inextricably linked, of course, with social media. They asked respondents
questions like, “What compels you to take selfies?”, “Do you feel addicted
to taking selfies?”” and “Do you think that someone can become addicted to
taking selfies?”

“Focus group data from participants strongly implied the presence of
‘selfie addiction,’” the study’s authors wrote.

From the responses, they found “six factors that underlie selfitis,”
meaning that if selfies fill your need for self-confidence, attention
seeking, mood modification, environmental enhancement, subjective
conformity or social competition, you may have caught a case of this
particular “-itis.” The researchers used those six underlying factors to
establish what they call the “Selfitis Behavior Scale,” or SBS. Those who
suffer from selfitis may do so on three levels:

Borderline - Taking selfies at least three times a day, but not
necessarily posting them on social media

Acute - Taking selfies at least three times a day and posting every
one of them on social media

84


mailto:mmartinez@star-telegram.com
https://www.snopes.com/politics/satire/selfies.asp
https://link.springer.com/content/pdf/10.1007/s11469-017-9844-x.pdf

Chronic - These are the selfie-takers who have an uncontrollable
urge to point their phone at their face and post the selfies on social media
more than six times per day

While not without its limits in population sampling (90 percent of the
study’s participants were younger than 25 at the time the research was
done), the study “empirically validates” what we may have already known
but refused to acknowledge: we’ve become addicted to the fleeting photos
we take of ourselves. [15]

* M.D. Griffiths is a distinguished professor of behavioral addiction,
according to the Telegraph.

Task 3. Answer the questions:
1. Do you take selfies?
2. What compels you to take selfies?
3. Do you feel addicted to taking selfies?
4. Do you think that someone can become addicted to taking selfies?

Task 4. Complete the following sentences taken from the Text A.

1. The American Psychological Association classified “selfitis” as a ...

2. The authors, Mark D. Griffiths and Janarthanan Balakrishnan say: “If
you take six or more selfies per day, you ... ... .

3. Those who suffer from selfitis may do so on three levels: ..., ..., ... .

4. The study “empirically validates” what we may have already known

but refused to acknowledge: we’ve become addicted to ... .

Task 5. Discuss in your group the highlighted sentense in the Text A
about six factors that underlie selfitis. Express you opinion.

Task 6. Read the verbs. Find out which is a regular verb or not.
Translate them. Write 3 forms of the irregular verbs. See App 6.
-to find,- to underlie, -to fill, -to seek, - to catch, -to suffer, - to post, -to
urge, -to point, -to fleet, -to add, -to relate, - reward, -sweep, -to prey, -to
satisfy, -to capture, -to hit, -to get, -to destroy, -to pick, -to gut, -to tell, -to
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recall, -to know, -to take, -to begin, -swipe, -to change, -to spend, -to lock,
-to loose, -to limit, -to see, - to pop, -to rush, -to wake, - to begin, -to go.

Task 7. Read the Text B Selfies Are Dangerous Addiction Among
Teenagers. Get the idea of the text. Write down new words into your
vocabulary.

If we believe experts, adding social media to the already prevalent
peer pressure is only increasing the pressure further up. The use of social
media can be a great way for teenagers to relate to their peers and to
express themselves but "excessive Internet use can have serious negative
consequences,” Karrie Lager, a Los Angeles-based child psychologist, was
quoted as saying.

In a recent survey published by CASA Columbia, a science-based
organisation, researchers explored the relationship between teenagers,
social media use and drug abuse.

The researchers found that 70 percent of the teenagers aged from 12
to 17 spend time on a social media site in a typical day, which amounts to
17 million teenage users.

Those that interact via social media on a daily basis are five times
likelier to use tobacco, three times likelier to use alcohol and twice as
likely to use marijuana.

Forty percent of these teenagers admitted to having seen pictures of
people under the influence, and are four times likelier to use marijuana
than those who have not scrolled through these images, a report in the
Huffington Post said.

In another study by Harvard University's psychology department,
researchers found that self-disclosure was strongly associated with
increased activation in brain regions.

"Rewards were magnified when participants knew that their thoughts
would be communicated to another person," the researchers noted. Experts,
however, clarify that additional research needs to be done before defining
"social media addiction" as a distinct diagnosis.

Task 8. Answer the question:
1. Why Selfies are considered to be dangerous addiction among teens?
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Task 9. Read the Text C Danny Bowman — Britain’s First Selfie Addict.
Translate it.

Danny Bowman, 19, spent 10 hours a day taking up to 200 snaps of
himself on his iPhone. He dropped out of school, didn’t leave his house in
six months, lost two stone trying to make him self look better for the
camera and became aggressive with his parents when they tried to stop
him. Finally, in a drastic attempt to escape his obsession, Danny took an
overdose — but was saved by his mum Penny.

Now the lad, believed to be Britain’s first selfie addict, is _battling
back towards a normal life after intensive hospital therapy to treat his
technology addiction, OCD and Body Dysmorphic Disorder — an excessive
anxiety about personal appearance.

Danny says: “I was constantly in search of taking the perfect selfie
and when I realised I couldn’t I wanted to die. |1 lost my friends, my
education, my health and almost my life.”

But Danny is not some bizarre one-off case in a world where
smartphone and social media obsession is spiralling upwards. The top
psychiatrist at the clinic where Danny was treated revealed addiction to
taking selfies is becoming so widespread now and is recognised as mental
ilIness.

“Danny’s case is particularly extreme,” said Dr David Veal whose
clinic has weaned the teen off his iPhone. “But this is a serious problem.
It’s not a vanity issue. It’s a mental health one which has an extremely

high suicide rate.”

The selfie craze has swept social media over the past five years, with
stars, politicians and even Pope Francis posting shots online. Last year, the
Oxford English Dictionary named it word of the year after research
showed its frequency of use had soared 17,000 per cent in 12 months.

Danny is one of millions caught up by the craze — only for it to prey
on his vulnerabilities.

He says: “The only thing I cared about was having my phone with
me so | could satisfy the urge to capture a picture of myself at any time of
the day.”
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“I finally realised I was never going to take a picture that made the
craving go away and that was when | hit rock bottom. ”

People don’t realise when they post a picture of themselves on
Facebook or

Twitter it can so quickly spiral out of control. It becomes a mission
to get approval and it can destroy anyone.

“It’s a real problem like drugs, alcohol or gambling. | don’t want
anyone to go through what /’ve been through.”

He first posted selfies on Facebook when he was 15. Danny says:
“People would comment on them, but children can be cruel. One told me
my nose was too big for my face and another picked on my skin. | started
taking more and more to try to get the approval of my friends. | would be
so high when someone wrote something nice but gutted when they wrote
something unkind.”

His ambition was to be a male model, but a casting session at an
agency in 2011 sent him and his selfie-taking into turmoil.

Danny recalls: “They told me that my body was the wrong shape to
be a model and that my skin wasn’t up to scratch. I was mortified. When |
got home that night | stood in front of the mirror and took a photo of
myself. I didn 't like it so I took another. Then before I knew it | had taken
about 30, discarding each one.”

It was the beginning of his two-year addiction. Within a fortnight he
was taking up to 80 selfies before he even left the house for school. He
says: “My alarm went off and | would take 10 pictures before | had
washed. Then | would take another 10 after showering and another 10
after moisturising.l swiped through them on my phone. | would change the
lighting and take another 10, or go into another room and take another 20.
Then | would spend hours looking at them, scrutinising my features and
skin. | took selfies in bed, in the bathroom, and all day into the early hours.
| would pore over pictures of my idol, Leonardo DiCaprio, and then take
selfies in different poses, trying to look like him. But I felt so ugly.”

Soon, Danny started sneaking out of lessons three times an hour to
take pictures in the toilet. He says: “I would become really anxious and
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need to know what I looked like. 1'd take pictures in the toilets mirror then
lock myself in a cubicle to look at them until a teacher came to find me.

"I’d never been in trouble in my life but suddenly I found myself in
the headmaster’s office every day. Taking selfies was making me late for
school all the time.”

Danny dropped out of school at 16 so he could stay at
home indulging his addiction. And he was desperately losing weight in
search of the perfect snap.

He says: “I would limit myself to an apple and a bowl of couscous a
day in a bid to be thinner and improve my skin. | had dropped from 9 stone
to 7 stone but | still saw an overweight monster in the pictures.”

His worried parents Robert and Penny — who are both mental health
nurses — tried to confiscate his phone. All it did was make their usually
placid boy aggressive.

But no matter how many shots he took, Danny never liked any of
them. And after a heavy selfie-binge in December 2012 he took an
overdose at his home in Newcastle upon Tyne.

He says. “I'd taken over 200 pictures that day and looked at them
over and over,” he says. “I couldn’t see any that I liked. I couldn’t take

any more and just started popping the pills.”

Luckily Penny found him and he was rushed to hospital.

Danny says: “1 woke feeling groggy, in pain, with my parents
devastated at what | had done. All | could think about was what | would
look like in my next picture. I needed help.”

He was referred to London’s Maudsley Hospital. Danny says: “At
first they would take my phone from me for 10 minutes, then half an hour,
then an hour.

“It was excruciating to begin with but | knew | had to do it if |
wanted to go on living.

“They made me scruff up my hair and walk down the street without
my phone and no way to see what | looked like. Gradually | realized
everyone wasn't looking at me. | didn’t need to check my appearance the

b

whole time.’
Resourses: [5, 10, 11, 12, 26, 36]
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Task 10. Explain the grammatical meaning of the underlined word-
combinations in the Text C. Translate them.

Task 11. Retell the story about Denny Bowman. Transfer Direct
Speech into Indirect Speech.

Task 12. Read the text. Get the main idea.

a) A new study has revealed that more than 250 people died from taking
selfies in the past six years. Of the 259 reported deaths, research has shown
that drowning was the number one cause of death by a failed selfie. The
second cause was people taking selfies in front of oncoming trains. Others
involved falling from heights, wild animals, firearms and electrocution.

b) See App 2. Look at the selfies. What do you see? Comment on them.

c) Express your attitude towards them. Use the following word-
combinations:

- driving a car

- to lean out of a car window

- on the background of fire

- scaling skyscrapers without safety equipment

- on the top of a skyscraper

- on a high-rise building with no support

- together with a wild animal

- standing on the rails

- on the background of a moving train

- torisk in order to make a unique selfie

- to get a kick out of some unusual/ crazy/ funny selfies

- to enjoy a challenge in life

- to have several images of one’s stunts

Task 13. Write an essay about your attitude towards selfies. Do you
like to take selfies? Where do you usually take them? Why?
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LESSON 2

Task 1. Before you start working at the Text A Low Self-esteem Among
US Adolescents practice the pronunciation of the following words.
Mind the stress.

self-esteem — camoornienka

t0 encompass — oXBaThIBaTh, BKJIIOYATh B cEOs

determinant — onpenenstonuii paxTop
development — paszpurtue

influence — Busanaue, Bo3aelicTBHE

modifiable — mogmaromuiics U3MEHEHUIO, MOTUPUITUPYEMBIH
to enhance — noBsImaTh, COBEPIICHCTBOBATh
construct — koHnennus

comprehensive — KOMITJICKCHBIN, HCUEPITHIBAIOIIIHIA
assessment — oreHka, CyXaeHue

scale — mikasna, ypoBeHb, MacIiTad

self-concept — s -koHIICTIIIHS

self-perception— camoBocnpusTHE

profile — mpoduib, kpaTKuit oYepk

global — BceoOBemTrOIIMI

measure — Mepa, MepuJIo, IIaH

aggregate — coBoKymHbIM, 0OIIMI, BECh

to incorporate — 00beIUHATD, COEAUHATH(CS)
domain — nomen, o61acThb

to capture — 3axBaTbIBaTh

to explore — u3yuathb, Hcciaea0BaTh

sample — oGpasery

Inconsistent — npoTHBOPEYNBBIiA

inclusion — BkiroueHue

covariate — koBapuata (mepeMeHHas, KOTopas IpeCKa3bIBacT U3ydacMbIii
UCXOJ)

gender — o

exposure — BeIACPIKKA

aggravation — yxyamieHue, pa3apakeHue

weight — Bec
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overweight — H30BITOYHBII BEC

obesity — oxupenue

obese — Ty4HbIH, CTpaaroIIHi OT OKUPECHHS
performance — (3aech) ycreBaeMoCTh
sedentary — cuasianii

income — noxox

closeness — 6mu3o0cTh

perceived — oco3HaHHBIH

support — nogaepxkka

community — oOmuHa

complexity — c10KHOCTB

counterpart — kosuiera

confirm — moaTBepKIaThH

et. al — ( cokp.) u np.

item — snemeHT

meta- analysis — meTa-ananus
heterogeneity — reteporeHHOCTb, pa3HOPOIHOCTb
predictor — mporuo3

mediate — mpoMeXyTOUHBIIH

outcome — pe3yJibTar

simultaneously — ogHOBpeMeHHO
INtrinsic — BHyTpEeHHUH, PUCYIIIHIA
extrinsic — BHEIIHUI, HECBONCTBEHHBIN
perception — BocpusATHEe

approach — moaxo

bolster — 6ydep, noanepxka

Task 2. Try to understand the lexical meaning of the words reading
their definitions.

reflection - serious though or consideration;

self-worth - self-respect, dignity;

belief - trust, faith, confidence in someone or smth;

response - a verbal or written answer;

capacity - the ability or power to do, or understand smth;

challenge - 6w1306, npobnema, cnoscnas 3adaua, 10 ~ Opocamv 6v1308,
6bl3bl6AMDb, mpe606amb;
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consequence - a result or effect of an action or condition;

transition - the process or a period of changing from one state or
condition to another;

adulthood - maturity;

consensus - general agreement;

sedentary - (of a person) tending to spend much time seated, somewhat
inactive;

peer - a person of the same age, Status;

multiple - having or involving several parts, elements or members.

Task 3. Read the Text A Introduction to the Study Devoted to Low Self-
Esteem among US Adolescents. Get the main idea of the text.

Introduction

Self-esteem, as an overall reflection of an individual's self-worth,
encompasses beliefs about oneself as well as an emotional response to
those beliefs. Representing the capacity to feel worthy of happiness and be
able to successfully address life challenges, self-esteem is an important
determinant of adolescent mental health and development. Accordingly,
low self-esteem has been associated with a number of psychological,
physical, and social consequences that may influence successful adolescent
development and the transition to adulthood, including depression, anxiety,
suicide and disordered eating, violent behavior, earlier initiation of sexual
activity (in girls), and substance use. Recent research also suggests that
low self-esteem in adolescence may be a harbinger for poor longer-term
outcomes, such as fewer years of post-secondary education, greater
likelihood of joblessness and financial difficulties,as well as poorer
mental/physical health and higher rates of criminal behavior. Identification
of modifiable risk factors for low self-esteem in adolescents is important in
developing interventions to prevent and to enhance adolescents' self-
esteem.

Self-esteem research has been conducted for several decades, but
researchers have yet to reach a consensus on a definition for this construct.
Several comprehensive assessment scales have been reported including
Rosenberg's self-esteem scale, the Piers-Harris Children's Self-Concept
Scale, and Harter's Self-Perception Profile. The former focuses on a global
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measure, while the latter two scales evaluate specific dimensions of self-
esteem (i.e. physical appearance) and then aggregate scores to form a
global score. The current study utilizes an abbreviated version of Harter's
Self-Perceptions Profile for Children and incorporates those domains that
capture global self-worth and comfort with one's appearance.

Many publications have explored risk and protective factors for the
development of low self-esteem during adolescence, but much of the
research is limited by small sample sizes, regional populations and
inconsistent inclusion of covariates. Reported risk factors include older
age, female gender, low socioeconomic status, nontraditional family
structure, having special health care needs, exposure to school violence,
parental aggravation or family stress,and higher TV viewing. A
relationship between weight status (overweight and obesity) and low self-
esteem has also been demonstrated; however results have been mixed with
some studies showing lower self-esteem among obese adolescents and
others finding associations only among subgroups based on age or race, or
for a particular domain of self-esteem. Wang and Vuegeler identified both
risk and protective factors with complex relations between self-esteem,
body mass index (BMI), school performance and a number of socio-
demographic risk factors. Elevated BMI and sedentary behavior were risks
for low esteem, but greater parent education, higher household income,
greater physical activity and better school performance were protective.

Other protective factors include physical activity, better health,
positive family communication and closeness, more authoritative
parenting, perceived teacher support, feeling safe in school and being part
of a religious community. Additional complexity has been identified when
researchers have assessed interactions between self-esteem and
race/gender.

A number of longitudinal studies have demonstrated that Black
adolescents are less likely to have low self-esteem compared with their
White counterparts; the association between Hispanic race and self-esteem
has been less studied and offers mixed results. In a national longitudinal
sample, Black and Hispanic race both predicted higher self-esteem among
female adolescents.
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This finding confirmed earlier work by Brown et al demonstrating
greater stability of self-esteem and satisfaction with physical appearance
among Black adolescent girls as well as a study by Young blade et al that
showed Hispanic ethnicity (both genders) to be protective in a large
national sample of US adolescents using a single item measure of self-
esteem. In contrast, other studies, including a meta-analysis, demonstrated
lower self-esteem among Hispanics when compared to Black and White
peers. This heterogeneity of results has been attributed, in part, to study
design (sample, esteem scale used, definition of race/ethnicity, analyses)
but also to variation in ethnic identity over time and among
populations. Ethnic identity has been shown to be an important predictor of
self-esteem in adolescents and may mediate the complex associations
between race, gender and other predictors of esteem that put adolescents at
risk for poor health outcomes. As briefly reviewed above, the literature to
date suggests a number of risk and protective factors for low self-esteem
with potentially important differences across gender and race. Results have
been mixed, however, in part because few studies have included a broad
range of covariates simultaneously in a large sample. This population-
based correlational study aims to advance the current understanding of risk
factors for low self-esteem in adolescents by assessing, in a large national
sample of US adolescents, a number of intrinsic and extrinsic factors
associated with low self-esteem as defined by perception of physical
appearance and self-worth. The current study adds to previous research by
utilizing a large, nationally representative sample of adolescents, and by
employing a multivariate approach that controls for multiple relevant
covariates. This work extends previous research by examining complex
interactions between self-esteem, gender, race, and weight status in this
national sample. Identifying modifiable risk factors and better
understanding the multiple influences at play may guide efforts to bolster
self-esteem among adolescents. [31]

Task 4. Translate the following word-combinations into English:

1) nuunas camooyenka, 2) eepa 6 cebsi; 3) IMOUUOHANLHASL PEAKUUSL;
4) 3acayaxcusarowuii cuacmovs, 5) 6vl308 dHcuzHu, 6) HU3KAS CAMOOYEHKA,
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7) nepexoo k 63pocnoul JncusHu, 8) npeodsecmHUKY HUZKUX 00JI20CPOYHBIX
pe3ynromamos, 9) bonvwasn eeposmuocms b6e3pabomuyst, 10) axmopwi
pucka, noooarvwuecs usmenenuro, 11) nosviuwams  camooyeHKy
noopocmka, 12) odocmuenyms KoHcencyca, [13) wkana camooyeHku
Poszenbepea; 14) npoguns camosocnpuamus Xapmepa; 15) eHewnuii uo;
16)  coyuosxoHomuueckuti  cmamyc;, 17) cmpykmypa — cembl;
18) nompebrocmu 30pasooxpanenusn; 19) nanpsidicennHoe cocmosinue 8
cemve, 20) npocmomp menenepeoay, 21) cocmosinue 8eca mena,
22) unoexc maccwl mena, 23) cuosauuti obpas ocuzHu; 24) cemetinwiii
00x00; 25) gusuueckas axmusnocms,; 26) agmopumemuas pooOumenbcKoe
gocnumanue, 27) noodepicka yuumeneu;, 28) 6HewHue ¢uzuueckue
Odannvle; 29) 2nybokoe noHumanue.

Task 5. Write out from the Text A:

1) The definition of “self-esteem”.

2) What is self-esteem associated with? List all the social
consequences that may influence successful adolescent development and
their transition to adulthood.

3) Name all risk and protective factors for the development of low
self-esteem during adolescence.

Task 6. Learn new words; write down them into your vocabulary.
to maintain — moaaepKuBaTh
invention — uzo0peTeHue

to pursuit — npecienoBarhb

emphasis — akIeHT, BHUMaHHUE

to nourish — riurars, jenears

material — BerecTBeHHbIN

SUCCESS — ycrex

COMMON SEeNSe — 31paBbIi CMBICII

to appeal — oOparenue

choice — BriOOp

would rather — nyumre, npeamnouen Obt
well-being — 6marononyuune

impact — BiausiHUE
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reverse — oOpaTHBIN X0/, 3aIHUI X0/
t0 occur — cimy4arbcs, UMETb MECTO
new-age frill — coBpemenHas pockoIib
drop — mayienue, CHIKEHUE

COUrse — HarpaBJICHUE, KypC

to sacrifice — sxepTBOBaTH

“kid stuff” — pebsiuecTBO

overwhelm — mogaBnaTh, coxkpymaTh
to diminish — ymeHbImats

to punish — Haka3bIBaTh

Messing Up — MOPTHUTH JEII0

Task 7. Here are some words connected with the theme Adolescence
and Self —Esteem. Arrange the following verbs, nouns, adverbs and
adjectives into three columns according to the parts of speech. Point
out the prefixes and suffixes of their formation. Read and translate
them. Write down them in your vocabulary.

Verbs Nouns Adjectives & Adverbs
- healthy, - particularly, - invention, - psychologist, - justify, - happiness, -
fulfillment, - individualism, - improvement, - addition, - validity, -

scientifically, - counseling, - significant, - unhappiness, - mutually,
distinctive, - existence, - contentment, - relationship, - psychological,
disappointment, - visually, - physically, - directly, - specifically,
descriptive, - identify, - evaluative, - definition, - worthless, - constancy,
consider, - routinely, - hard, - unmeet, - imperfection, - unwise,
mistreatment, - unwisely, - independent, - accomplishment, - capable,
miscalculation

Task 8. Read the Text B Adolescence and Self-Esteem. Translate it.
Teach Adolescents How to Maintain Healthy Self-Esteem.
By Carl E Pickhardt, Ph.D. www.carlpickhardt.com

The concept of self-esteem is a very American one; particularly at
home in our culture during the century that has followed its invention by
psychologist William James.

Perhaps justified as part of our right to the pursuit of happiness and
self-fulfillment, rooted in our emphasis on individualism, and nourished by
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our belief in self-improvement and material success, self-esteem is a notion
that seems here to stay.

In addition, it has a certain common sense appeal and validity, if not
a scientifically verifiable one. Given a choice, most people would rather
have high self-esteem than low because they link it to personal well being
and effectiveness.

From my view in family counseling, self-esteem can have significant
impact on relationships. It generally seems that family members are more
prone to act badly toward each other when they are feeling bad about
themselves. The worse they feel about themselves, the worse they often
treat others, the worse they get treated in return, the worse they end up
feeling about themselves, the worse they treat others, and round and round
the cycle of unhappiness goes. In low-esteem families, relationships can
become mutually destructive.

In high esteem families, however, the reverse seems more likely to
occur. The better family members feel about themselves, the better they
treat each other, the better they get treated in return, the better off everyone
tends to become. In high esteem families, relationships can become
mutually affirming. Members seem more inclined to bring out the best in
each other, not the worst.

So positive self-esteem is not some kind of popular fad or new-age
frill. Upon its existence, the happy and healthy functioning of individuals
and families partly depends, particularly during children's teenage years.

I have seen two major self-esteem drops during the normal course
of adolescence.

The first drop occurs at the outset in early adolescence (ages 9-13)
when the young person's separation from childhood creates a loss of
contentment with being defined and treated any longer as just a child. In
this process, many components of self-definition now considered
"childish” - beloved interests, activities, and relationships that supported
self-esteem - may be sacrificed for the sake of future growth and acting
older. A lot of "kid stuff" of significant psychological value can be thrown
away. OIld toys and hobbies can be abandoned, and even cherished
grandparents can be put at a distance.
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The second drop in self-esteem occurs during the end of
adolescence, trial independence (ages 18-23), when the young person is
confronted with the daunting reality of independence and feels
overwhelmed and diminished by the future shock. Feeling not up to this
challenge and sometimes acting this way, it is easy to feel disappointed in
them selves, to get down on them selves, and even to punish them selves,
esteem falling in the process. "Here | am 22 years old, still messing up,
and I can't get my life together!"

So what is self-esteem?

It is not real in the sense that it can be visually examined, physically
touched, or directly observed. Similar to notions like ‘intelligence’ or
‘conscience’, self-esteem is an abstract psychological concept made up to
describe part of a person's human nature. Its existence and utility is
inferred through actions and expressions considered evidence of its
presence.

Just as solving a problem may be considered evidence of
intelligence, or acting in accord with one's ethical beliefs may be
considered evidence of conscience, insisting on being dealt with fairly or
respectfully may be considered evidence of self-esteem, the young person
acting as though they are worth treating well.

More specifically, "self-esteem™ is two words compounded into one.
Separate them, and the meaning of the larger term comes clear. “Self” is a
descriptive concept: By what specific characteristics do | identify who |
am? "Esteem" is an evaluative concept: How do | judge the value of who |
am?

Self-esteem has to do with how a person identifies and evaluates his
or her definition of self.

Start with self-esteem as identification.

When the adolescent commits his or her identity to just one part of
life - to having friends, to competitive sports, to high academic
achievement - then when friends are lost, when injury ends athletics, when
academic performance drops, esteem comes crashing down. “I'm nothing
without my friends!” “I'm worthless without my sport!” “I'm a failure if 1
don't make an A!” To maintain relative constancy of well being through
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the normal ups and downs of adolescence, it really helps to have multiple
pillars of self-esteem.

Consider self-esteem as evaluation.

When the adolescent is routinely hard on him or herself - from
insisting on excellence, from criticizing failings, from punishing mistakes -
then when expectations are unmet, when imperfections become apparent,
when human errors occur, esteem comes crashing down. “I'm so stupid!”
“What's wrong with me?” “I can't do anything right!” To maintain
constancy of well being during the trials of adolescence, it really helps
when life goes badly to treat oneself with tolerance and understanding.

Particularly in the response to a bad experience where impulsive or
unwise decision making led to error, disappointment, or trouble, an
adolescent can get into some pretty harsh self-evaluation, descending
common steps that systematically lower self-esteem.

They are:

Make a bad choice,

Suffer hurt feelings,
Take burden of guilt,
Self-criticize or blame,
Punish self for acting badly,
Treat this mistreatment as deserved,
Spend more energy on penance than recovery.

Should your son or daughter proceed to beat up on themselves for
choosing unwisely or for life going badly, you might suggest this to them:
“To hurt yourself when you are already hurting only makes the hurt worse.
When you're hurting is a time not to treat yourself badly, but well. That
way you can motivate yourself to do better.”

So what might you say to your adolescent about self-esteem? “The
more narrowly you define yourself and the more negatively you evaluate
yourself, the more at risk of lowered self-esteem you are likely to be. In
that unhappy state, you may also be more at risk of treating yourself and
others badly. Therefore, do yourself a favor. To maintain positive self-
esteem, define yourself broadly and evaluate yourself kindly and most of
the time you will appreciate the value, and enjoy the company, of who and
how you are.”
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Is there such a thing as having too much self-esteem? Yes. People
who prize themselves too highly often believe they are superior, are always
right, are owed special consideration and treatment, need allow no
disagreement, know it all (or at least all worth knowing), deserve be given
their way, and should be allowed to rule over the lives of others. Many
tyrants, petty and great, from the entitled child to the cruel despot, have
had extremely high self-esteem — to other people's cost.

Within the matrix of concepts that explain psychological functioning,
| believe self-esteem has a useful place. Important as it is, however, strong
self-esteem is not everything.

For example, it is independent of morality. Strong self-esteem does
not prevent wrongdoing. People who feel extremely positive about who
and how they are can still become bullies, criminals, and even destructive
zealots. Evil can claim strong self-esteem as easily as can good.

Self-esteem is also independent of outcome. It does not assure
accomplishment. People who feel confident about performing well are still
capable of making misunderstandings, miscalculations, and mistakes.
Strong self-esteem can lead a person into failure as well as to success.

My favorite prescription for preserving strong self-esteem was
reported in the New York Times a number of years ago. “There's a lot of
talk about self-esteem these days...It seems pretty basic to me. If you want
to feel proud of yourself, you've got to do things you can feel proud of.
Feelings follow actions.” This statement was made by Oseola McCarty, a
washerwoman who gave her life savings of $150,000 to fund scholarships
at the University of Southern Mississippi.

Task 9. Fill in the blanks in the sentences below with one of the proper
words given in the table. Check the results having found these
sentences in the Text B above.

counseling drop affirming destructive
happy & healthy |impact to bring out new-age frill
contentment adolescence separation independence
confronted with | evidence future shock concept
separate decision making | compounded experience
self-evaluation | common steps disappointment | clear

101


https://www.psychologytoday.com/us/therapy-types/coaching
https://www.psychologytoday.com/us/basics/decision-making

1. In family ..., self-esteem can have significant ... on relationships. In
low-esteem families, relationships can become mutually ... .

2. In high esteem families, relationships can become mutually ... .
Members seem more inclined to ... the best in each other, not the worst.

3. Positive self-esteem is not some kind of popular fad or ... . Upon its
existence, the ... and ... functioning of individuals and families partly
depends, particularly during children's teenage years.

4. The first ... occurs at the outset in early adolescence (ages 9-13) when
the young person's ... from childhood creates a loss of ... with being
defined and treated any longer as just a child.

5. The second drop in self-esteem occurs during the end of ..., trial ...
(ages 18-23), when the young person is ... ... the daunting reality of
independence and feels overwhelmed and diminished by the ... ....

6. Self-esteem is an abstract psychological ... mad e up to describe part of
a person's human nature. Its existence and utility is inferred through actions
and expressions considered ... of its presence.

7. “Self-esteem” is two words ... into one. ... them, and the meaning of
the larger term comes ... .

8. In the response to a bad ... where impulsive or unwise ... ... led to
error, ... , or trouble, an adolescent can get into some pretty harsh ... ,
descending ... ... that systematically lower self-esteem.

Task 10. Answer the questions to the Text B.
1. What are common steps that lower self-esteem?
2. What a parent/ teacher might suggest to a teen when his/her life
going badly?
What might a parent/ teacher say to a teen about self-esteem?
How can adolescence maintain positive self-esteem?
Can strong self-esteem prevent wrongdoing? Give examples.
What is the author’s prescription for preserving strong self-esteem?
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Task 11. Read the Text C Self-Confidence vs Self-Esteem. Translate it.
Get the main idea. Write down new words in your vocabulary.
Self-confidence and self-esteem do not always go hand in hand.

Adapted from Heaven and Hell: The Psychology of the Emotions.

By Neel Burton, 2015
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People usually find it easier to build their self-confidence than
their self-esteem, and, conflating one with the other, end up with a long list
of abilities and achievements. Rather than facing up to their imperfections
and failures, they hide them behind their certificates and prizes. But as
anyone who has been to university knows, a long list of abilities and
achievements is neither sufficient nor necessary for healthy self-esteem.
While people keep on working on their list in the hope that it might one
day be long enough, they try to fill the emptiness inside them with status,
Income, possessions, relationships, sex, and so on.

So what, then, is the precise difference between self-confidence
and self-esteem?

“Confidence” comes from the Latin fidere, “to trust”. To be self-
confident is to trust in oneself, and, in particular, in one’s ability or
aptitude to engage successfully or at least adequately with the world. A
self-confident person is ready to rise to new challenges, seize
opportunities, deal with difficult situations, and take responsibility if and
when things go awry.

Just as self-confidence leads to successful experience, so successful
experience leads to self-confidence. Although any successful experience
contributes to our overall confidence, it is, of course, possible to be highly
confident in one area, such as cooking or dancing, but very insecure in
another, such as mathematics or public speaking.

In the absence of confidence, courage takes over. Confidence
operates in the realm of the known, courage in that of the unknown, the
uncertain, and the fearsome. | cannot be confident in diving from a height
of 10 meters unless | once had the courage to dive from a height of 10
meters. Courage is a nobler attribute than confidence because it requires
greater strength, and because a courageous person is one with limitless
capabilities and possibilities.

Self-confidence and self-esteem do not always go hand in hand. In
particular, it is possible to be highly self-confident and yet to have
profoundly low self-esteem, as is the case, for example, with many
performers and celebrities, who can perform before an audience of
thousands but then damage and kill themselves with drugs.
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“Esteem” is derived from the Latin “aestimare”, meaning “to
appraise, value, rate, weigh, estimate,” and self-esteem is our cognitive
and, above all, emotional appraisal of our own worth. More than that, it is
the matrix through which we think, feel, and act, and reflects and
determines our relation to ourselves, to others, and to the world.

People with a healthy self-esteem do not need to prop themselves up
with externals such as income, status, or notoriety, or lean on crutches such
as alcohol, drugs, or sex. To the contrary, they treat themselves with
respect and take care of their health, community, and environment. They
are able to invest themselves completely in projects and people because
they do not fear failure or rejection. Of course they suffer hurt and
disappointment, but their setbacks neither damage nor diminish them.
Owing to their resilience, they are open to growth experiences and
meaningful relationships, are tolerant of risk, quick to joy and delight, and
are accepting and forgiving of themselves and others.

Task 12. Find English equivalents in the Text C to the Russian ones:

1) uomu pyka 06 pyxy;, 2) Hatimu umo- mo nonezue; 3) CONOCMABUMb
00Ho ¢ Opyeum,; 4) 6 koneunom umoee; 5) OnuHHbBLL CRUCOK cnocobHOCmel
u oocmudicenutl, 6) cmankueamvcsi ¢ Hedocmamkamu u Heyoadamu, 1)
npAmMamucs 34 ceoumu cepmugpukamamu u npuzamu, 8)  Ovimb Hu
00CMAMOYHLIM U HU HEOOX0OUMbIM OISl 300p06oU  camooyenku, 9)
npooodcams pabomamsv Had  cnuckom 6 Haoedxcoe, 10) zanonrnumo
nycmomy  6Hympu  cebs  Cmamycom, — 00X000M,  UMYUIeCNEOM,
omuoweHusMu, cekcom u maxk oaree; 11) Ovimb ysepennvim 6 cebe -
3Hauum eepumov 6 cebs, 12) comoeé npumsme Hosble 6b1306bi;13)
80CNOIL306aMbCSL  803MOdcHOCmsaAmu, 14)  cnpasumvces ¢ mpyouvimu
cumyayusmu; 15)6zamv nHa cebs omeemcmeenHnocmv,  Ko20a 4mo-mo
notidem ue mak, 16) omoyuonanrvHas oyenka Hauieco COOCMEEHHO20
oocmouncmea, 17) ycnewnvlii onvim npusooum K yeepenHocmu 6 cebe,
18) ompaoswcaem u onpedensem nawe omuowienue K cebe, Kk Opyeum u K
mupy,; 19) mysrcecmeo - 6onee b6ra2opoousiii ampubym, uem y8epeHHoCnb.

Task 13. Discuss in your group the theme Self-Confidence vs Self-
Esteem.
Get ready with your questions to the groupmates.
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PART V

TEENS, BODY IMAGE & NEW TECHNOLOGY

LESSON 1

Task 1. Before reading the article Senses of Body Image in Adolescents
practice the pronunciation and stress of the following words. Write
them down in your vocabulary.

adolescent — moapocTok

SENSe — 4yBCTBO, OIIYIICHUEC

image — o6pa3

self concept —camoorieHka

stigma — kiefimo, o3op

qualitative — kauecTBECHHBIH

quantitative — KoJIMYeCTBEHHBII

research — nccienoBanme

field — cdepa, oOnacTsb

influence — BausiHUE

perceive — BOCIIpMHUMATh, OCO3HABATh

insult — oOuma, ockopOeHHE

overweight — u30bITOUHBII BeC

evaluate — orieHHBaTh, aHAIM3UPOBATH, AaBATh OILIEHKY
relevant — ymecTtHbIit

morbidly — 6o1e3HeHHO, TATOIOrHYECKH

preoccupy with — o3agauuThcs 4eM-TO, 3aHUMATHCS, BOJHOBATH
neighborhood — paiion
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saturation — HaChIIEHHOCTh, HACKIILIEHUE
script — cuenapmii

to take into account — mpuHUMAaTh BO BHUMaHHE, YIYUTHIBATh
contradiction — mpoTuBopeune

equipment — o0opy0BaHKE, OCHAIIICHHE
uninhibited — packoBaHHBIN, CBOOO HBIN
explicit — OTKpOBEHHBIH, SICHBIIA

hair dye — kpacka st Bojioc

sneakers — kejpl, KPOCCOBKH

broad shoulders — mmpokwue mieun

“6-pack” stomach — )XMBOT u3 6 KyOUKOB
medium height — cpeanwmii poct

unanimous — eIUHOTIIACHBIN

obesity — oxxupenue

broadcasting — paguoBenanue, TPaHCIISIAS
artificial — nckyccTBeHHBI#

predominant — npeo06agarmuii, JOMUHAPYFOIIHMA
participant — ygqacTHHK

consumption — norpeGieHne

well-developed — xoporio pa3Bur

relationship — oTHoIIEHME, B3aMMOOTHOIIIEHHE
preconceived —mpeaB3sThIi

gym — cropt3ai

Task 2. Read the following words. Try to understand their meaning
without a dictionary.

- sociocultural, - figure, - diet, - bio-psycho-social, -coordinator, -focus,
criterion, - to center, - day-to-day, - to analyze, - method, -categories,
logic, -multi-media, - to separate, - to dominate, - intervention, - parallel,
to guarantee, - affirmation, - to comment, - analysis, - discrimination, -
standard, - details, - biceps, - criticism, - situation, - enthusiastic,
argument, - model, - subjectively, - dominant, - consensus, - hypertrophied,
- muscles, - perfect, -icon, - products, - company, - potential, - result, -to
transform, - object, - to socialize, - role, - idealize, -aesthetic, - masculinity,
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- athletic, - mass, - tone, -physical, - musculature, - plastic surgery, -
anabolic, - steroids, - aspect, -specifically, - in contrast to, - motive, -
normal, -discrimination, -individuals, -defects, -alternative, - medicine, -
norms, - attribute, - segregation, -conception, - to illustrate, - to tolerate,-
nickname, - characteristic

Task 3. Read the verbs. Find out which is a regular verb or not.
Translate them. Write 3 forms of the irregular verbs. See App 6.

-to perceive, - to evaluate, - to obtan, -to approach, -to transcribe, -to
study, -to become, -to avoid, -to see, -to respond, -to consider, -to aim, - to
correspond, -to sell, -to interprete, -to concern, -to follow, -to stand, -to
provide, -to lose, -to perceive, -to restrict, -to improve, -to meet, -to
exclude, -to feel, - to smell, -to hug, -to conceal, -to prey, -to link, - to
distort

Task 4. Read the Text A Senses of Body Image in Adolescents in
Elementary School . The article based on the doctoral thesis of Maria
Lidia de Abreu Silva, Stella Regina Taquette, and Evandro Silva Freire
Coutinho. Get the main idea of the article.

Key words: adolescent, body image, self concept, social stigma,
video-audio media, qualitative research

INTRODUCTION

Issues relating to body image are becoming more and more apparent
in the field of health and influence the way the subject constructs their
identity, as well as the way they perceive their own body and what they
view as healthy.

Research into body image shows its relationship with pathologies
such as depression and eating disorders, associated with the negative side
of body image, expressing the subject’s dissatisfaction with their own
body.

Moreover, sociocultural influences, such as idealized figures in the
media, diets, the way being thin is valued and personal insults from peers
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on being overweight are recognized risk factors for increased
dissatisfaction with the body.

Evaluating the development and expression of body image is very
relevant to public health, especially in the period of adolescence, when
dissatisfaction with the body is highly prevalent.

Adolescence is a period in which the individual undergoes
significant, potentially negative, bio-psycho-social changes and is
“morbidly preoccupied with how they appear to others”.

However, the majority of research on body image is conducted with
adults and is of a quantitative nature, which does not allow process through
which the studied groups’ perceptions, attitudes and social representations
are constructed to be studied.

The aim of this study was to understand the perception of body
image in adolescents.

METHODOLOGICAL PROCEDURES

This was a qualitative study conducted with adolescents from four
public educational institutions in Rio de Janeiro, Southeastern Brazil, in the
first semester of 2013. Students of both sexes from the eighth and ninth
grade participated.

As research suggests that adolescents in the south of Rio de Janeiro
city — the area with the highest purchasing power — are those most
represented in the media, private and public schools in this geographic area
were listed. The team only obtained permission to carry out the research in
municipal schools, where group meetings were conducted. The schools,
located in the Laranjeiras, Gavea and Vidigal neighborhoods, were
selected based on a list provided by the municipal education coordinator.

Two focuse groups, one of male and one of female students, were set
up after hours in each school making a total of eight focus groups. It was
decided to conduct the discussion groups separated by sex as previous
research suggested that body image norms and rules differ for males and
females. The number of focus groups followed the criterion of saturation
for the topics approached.

The discussions, led by a pair of researchers, followed a pre-
established script containing topics that provided the basis of the debate
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and about which the adolescents were invited to express their feelings. The
discussions centered on body image and its importance in day-to-day life;
on the factors that can influence adolescents’ feelings regarding their
bodies (parents, peers, the media...); on the ideal of beauty presented by
the media and by society; and on exercise and the standard of beauty
idealized by adolescents. The meetings were recorded and later transcribed
in order to classify the topics. The data were analyzed using the method
proposed by Minayo, creating categories, taking into account the
understanding of the text and its contradictions, seeking to understand the
group’s internal logic.

The schools visited were well-structured for teaching, with
appropriate facilities and computer and multi-media equipment. Classes
had between 28 and 32 students. Ninety-six adolescents aged 13 to 18
participated in the study, 51 males and 45 females, with a mean of 12
participants/focus group. The meetings lasted between 50 min and an hour
and were conducted in privacy. Of the 96 students, 47 were in the eighth
grade (23 males and 24 females) and 49 were in the ninth grade (28 males
and 21 females). There were two groups per school, composed of students
in the same year and separated by gender. In the majority of the groups, the
debates began timidly, soon becoming more heated with the most
uninhibited participants dominating, so that the researcher had to intervene
several times to avoid parallel discussions and to guarantee that everyone
participated.

All of the students interviewed showed concern about self-image in
their narrative. Even in those who denied such concern, contrary to their
affirmations, it was possible to observe explicit care in the way they
dressed, their hair and accessories, using hair dye, colorful sneakers, large
and exotic earrings, among other things. This concern can also be seen in
the comments they made about their own appearance and that of other
participants.

At the end of the study, the results obtained were shown to the focus
group participants, aiming for valid and reliable data produced in the
research.
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ANALYSIS OF RESULTS AND DISCUSSION

The students’ narratives were classified and interpreted based on the
research assumptions, and three main categories resulted: influence of the
media on body image, importance of a healthy body and the relationship
between standards of beauty and discrimination. [41]

Task 5. Answer the questions to the Text A.
1. What does the research show?
2. What are risk factors for increased dissatisfaction with bodies of
adolescents according to the research?
Why body image is highly evaluated among teens?
What was the aim of the study?
What students took part in the study?
Why did the researchers take the area with the highest purchasing
power?
What focus groups were taken for the study?
What topics of dicussion did the researchers lead among students?
. What topics did they discuss with teens?
10. Did the researchers use the equipment at schools during the study?
What are they?
11. What concern did all of the interviewed students show about?
12. What was the result of the research?
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Task 6. Read the Text B - the continuation of the article in the Task 4.
Get the idea of the text.

The influence on body image

The participants recognized the existence of a standard of physical
appearance considered by society to be the ideal, and described it in detail.
Thus, the perfect male body was reported to be tall, muscular and tanned,
with broad shoulders, defined biceps and a “6-pack” stomach. The
idealized female body was slim yet curvy, and of medium height. We
observed detailed representations on the body characteristics most valued
in women, especially in the discourse of the female students, something
that was not seen in relation to the male body.
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This finding, that female adolescents are generally more detailed in
their criticism, is in agreement with the research conducted by Manderson
et al, which shows that in interview situations women tend to respond in
detail and are more enthusiastic about telling “their story”, whereas men
tend to be more succinct and direct in their arguments.

On the other hand, adolescents of both sexes were unanimous in
criticizing obesity and being overweight, deeming this state to be
incompatible with the model of male or female beauty, and considering it
as something undesirable. The greater demand for women to have a slim
body partly results from the media exhibiting and broadcasting images of
ideal female beauty in relation to masculine figures. This accumulated
message subjectively pressures women to fit into the dominant standard of
beauty with the above characteristics related by the adolescents. Moreover,
there are more magazines with a substantial amount of advertising on diet
and exercise aimed at women than at men. These experiences may
contribute to women’s increased concern in achieving beauty ideals.

This difference between sexes was verified in research by Halliwell
& Dittmar in which women tended to view their bodies as made up of
distinct parts, whereas men are more prone to view their physical structure
as one single and complete entity.

Another study, by Hargreaves & Tiggemann, revealed that men may
view physical appearance as a topic they should not discuss, as this could
be considered a “gay” or “feminine” issue and make them appear more
sensitive or vulnerable. In consequence, male adolescents may feel
uncomfortable and be less accustomed to describing in detail what they
consider to be ideal beauty in a man.

Although there was consensus within the group about the beauty
standards they desired to achieve, the participants were also aware that
these standards were unattainable and artificial. The adolescents reported
how it was very difficult for one woman to have both a flawless face and a
perfect body, just as the hypertrophied muscles of certain men were
unnatural. Thus, the adolescents reported that such a perfect physical form
was only possible for a woman through plastic surgery, and for a man
through use of anabolic steroids, attitudes which they rejected.
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Another relevant issue was criticism of the way images broadcast by
the media were manipulated. The predominant idea was that the images of
so-called perfect bodies were retouched using a computer and do not
correspond to the way people are in real life. They recognized that there
was a hidden intention, believing that the aim of using icons of beauty in
commercials and advertising was to sell products. In clothing commercials,
the veiled message of the company to its potential customers can be
interpreted and summed up as one of the participants puts it: “buy this
clothing and you'll look slim like this”.

Wood-Barcalow et al. found very similar results in a piece of
research conducted with university students, who criticized the ideals of
extremely thin women, photo re-touching and, finally, the way the media
transformed women into and object of consumption.

To summarize, this category shows that the adolescents’ concern
with self-image follows the pattern of gender socializing in society, in
which it is more part of a woman’s role than a man’s to care more for
appearance. On the other hand, despite their criticism of the standards of
beauty propagated by the media and deeming them manipulated and
idealized, they struggled to follow them, showing the power of the media
over them. [41]

Task 7. Read the Text B again and fill in the appropriate words in the
sentences. Translate them.

1. The participants recognized the existence of a standard of physical
appearance considered by... .

2. The perfect male body was reported to be ... .
3. The idealized female body was..., and of ... .

4. In interview situations women tend to respond in detail and are more
... about ... , whereas men tend to be ... in their arguments.

5. Adolescents of both sexes were ... in criticizing ... , deeming this
state to be ... with the model of male or female ... and considering
itas...
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6. There are more magazines with a ... amount of advertising on ... and
...aimed at ... thanat ... .

7. The adolescents reported how it was very ... for one woman to have
both a ... face and a ... body, just as the ... muscles of certain men
were ... .

8. Men may view physical ... as a topic they should not ..., as this
could be considered a “gay” or “feminine” ... and make them appear
more ... or ... .

9. The images of so-called ... bodies were retouched using a ... and do
not ... to the way people are in ... life.

10. The university students ... the ideals of extremely ... women, photo
re-touching and the way the ... transformed women into and object of

Task 8. Read the Text C - the continuation of the article in the Task 6.
Get the idea of the text.

Importance of a healthy body

Having a healthy body stood out in the students’ narratives as the
main objective for doing physical exercise. Although the beauty ideal for
men consisted of an athletic body and that of women a slim but curvy
physical structure, the students reported that their main goal for doing
physical exercise was not to achieve these ideals. The valued bodily
aesthetic is obtained as a consequence of exercises that provide physical
health. The ideal of well-developed muscles was accepted by the
adolescents when it mean masculinity, being in good physical condition
and athletic, and was rejected when the body became too muscular, as in
the findings of Pope et al.

Muscular mass and tone were considered significant results of doing
physical activity by male participants, who associated well defined
musculature as being in shape and healthy, as well as defining male
beauty: “... being in shape, toned, healthy and athletic...”

The boys valued physical activity mainly as a way to achieve being
fit and not for the aesthetic aspect, even in cases where the aim of physical
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activity is specifically to lose weight. In contrast to women, the males did
not refer to dieting to lose weight. According to research conducted by
Brownmiller, dieting is generally perceived as female behavior, whereas
for men, restricting food intake as a means of losing weight is not a
popular topic.

Other data relevant to physical activity was its relationship with free-
time activities in groups with other adolescents. The students engaged
more easily in sports, games and exercise in company with other young
people. More specifically, the participants found that the main incentive for
doing physical activity was to have fun and to encourage healthy behavior
with friends and peers, with improving appearance a background motive.
These findings are in agreement with those of other studies using focus
groups.

According to Prichard & Tiggemann, exercise motivated only by
improving physical appearance has been associated with having a worse
body image, especially in women.

Peers’ opinions on doing exercise in order to have a healthy,
beautiful body affected the boys more than the models shown in the media,
in contrast to the female students who saw themselves reflected in media
celebrities more easily. Thus, based on the growing findings of qualitative
and quantitative research, the mass media appear to influence body image
less in male adolescents than in females. The preference of the boys who
participated in this research was to have a slim but moderately muscular
body, in contrast to the females, who also sought a slim body, albeit with
curves instead of muscles, which was consistent with previous studies by
Grogan & Richards, Ridgeway & Tylka.

There are various hypotheses to explain these findings, requiring
further research in order to be proven. Perhaps it is not acceptable for
males to admit that they are influenced by messages about their bodies.
Male adolescents do not perceive these messages, or may be reluctant to
talk about their bodies, or it may be because the volume of messages aimed
at boys is smaller than that aimed at girls.

Some studies have shown the effects of sociocultural influences on
body image in female adolescents, with weight loss being this age group’s
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main objective. However, for our interlocutors, the exaggerated search for
slimness was viewed negatively and associated with disease, being
generally criticized and not forming part of this group’s culture. For the
adolescents, especially girls, thinness is associated with excessive,
uncontrolled concern with having a slim body, incompatible with their
standard of beauty, as thinness was highlighted as something negative.
This exhaustive search culminates in neglecting health and with a body
that has exceeded the aesthetic limits of attractive and healthy. Physical
activity was reported as a tool for achieving a “normal”, “beautiful” and
healthy body. Many adolescents reported that to achieve beauty and health,
a woman’s body should be “normal” or meet “one single standard”,
defined by them as being “neither fat nor thin: neither overweight nor
underweight”.[41]

Task 9. Find the English equivalents of the following Google-
translation sentences below in the Text C above. Correct translation
of the sentences if necessary.

1. Xomsa udean xpacomvl Ons MYHCUUH COCMOSN U3 AMIEMUYECKO20
mena, a y JdHCeHwjun — U3 CMpouHoll, coOIa3HUMENbHOU PU3UYecKol
Gopmul.

2. llennas scmemuxa mena nouyuaemcs 6 pe3yibmame YAPAXCHEHU,
Komopble obecneuusaiom usuueckoe 300posue.

3. Muiweunas macca u moHyc ObLIU NPUSHAHBI 3HAYUMETbHLIMU
pe3yiomamamu  QU3UYeCKou  AKMUBHOCMU — MYHCCKO20  NOJd,
KOmMopbvle CEA3bIBANU XOPOULO ONPEeOeNeHHyI0 MYCKYAamypy Kak
Haxo0awycs 6 @opme u 300p08yi0, a Makdce Onpeodeysitouyo
MYIHCCKYIO KPACOMY.

4. Manvuuku yenunu ¢uzuueckyro akmusHoCHb 21A6HbLIM 00pA30M KAK
cnocob docmuusb Quzudeckol Yopmvl, a He ¢ ICMemuiecKol MoKy
3peHus, oaxce 6 mex CIYYAsAX, K020a UYeuvblo OUIULECKOU
AKMUBHOCMU ABAAEMNCS UMEHHO NOXYOeHUe.

5. [luema obvluHO 60CcnmpuHUMaemMcs KAK NOBEOEHUE HCeHUJUHbl, 8 MO
8peMs. Kak Ol MYJ*CUUH O2paHudeHue NompeoOneHus Nuwu Kax
Cpeocmeo noxyoenusl He A6JsAemcst NONYIAAPHOU MeMOlL.
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6. Yuacmnuxu obnapysicunu, umo oCHOBHbIM CMUMYIOM O 3AHAMULL
@usuueckol axKmueHOCmbl0 ObLIO PA36leKAmbCia U NOOWPAMb
300pogoe nogeoenue ¢ OpPY3bAMU U CEEPCIMHUKAMU, NPU IMOM
YaAyuueHue Heune2o 8uod - 3mo GoHo8wvll MOMuUs.

7. MHuenus ceepcmuuxo8 o mom, umobOwl Oenamv YNpariCHeHus O
mozo, umooOvl umemv 300p08oe, KpAacueoe meno, GIUAIU Ha
MAnvbyukoe 0Oonbule, 4YemM Ha MoOenu, NOKA3AHHble 6 CPeoCcmeax
Maccosou uHgpopmayuu, 8 omauyue om cmyoeHmox, Komopbwie jezue
B80CHPUHUMATU Ce05l 8 MeOUA-3HAMEHUMOCHISX.

8. Tem He menee, Ona Hawux cobeceOHUKO8 NpeyBelUteHHbIll NOUCK
CMPOUHOCMU  BOCNPUHUMAJICS HE2AMUBHO U ACCOYUUPOBAICS C
bonesnvlo, 0YO0yuU 8 YenomM KPUMUKOBAHHLIM U HE BXOOAUUM 8
KYIbMypy 5Moti epynnol.

9. /lna noopocmkos, ocobenno 0esouek, xyo0oba cesa3ana ¢ YpesmepHol,
HEKOHMPOAUpPYyeMot 3a00mot 0 mom, 4mobbl umMems CMpOUHOe
meno, HecoeMecmumoe C UX CMAHOapmoM Kpacomsvl, NOCKOJILKY
Xy006a Oblia 8vlOeNieHa KaK Heumo He2amugHoe.

10. Muocue noopocmku coobwanu, umo 0as OOCMUNCEHUsT KPACOMbL U
300pP0BbSI MEN0 HCEHUJUHBL OOJIHCHO OblMb «HOPMALLHLIMY UNU
COOmEemcme08ams «eOUHOMY CMAHOAPMY», ONpPeoeiiemMoMy UMU
KaK «HU MOJICMOU, HU XYOOUY.

Task 10. Read the Text D - the continuation of the article in the Task
8. Get the idea of the text.

Relationship between standards of beauty and discrimination

The participants discussed discrimination, recognizing that there was
discrimination against individuals considered unattractive or having minor
physical defects. The adolescents stated that individuals were rejected and
even excluded when it was perceived that they made no effort to improve
their appearance. This shows the pressure that discriminated adolescents
feel from the group to meet pre-conceived standards of beauty.
Dissatisfaction with body image means that the individual who is not
accepted socially seeks alternatives (gym, plastic surgery taking medicine,
among others) in order to correct what some perceive as a defect.
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According to Costa, for adolescents, physical appearance outside the
so-called norms comes to mark the individual, distinguishing them from
others in a negative way. Only one aspect or attribute is noticed, making
this difference an exception and these individuals come to be viewed
through this difference, which may lead to social segregation.

From these conceptions, it can be seen that young people who do not
fit in or who do not attempt to achieve beauty ideals are discriminated
against, marginalized by their classmates or summarily excluded from
social interaction and even attacked both morally and physically. This is
Illustrated in the following excerpt:

“If the guy is ugly but he dresses well, has good sneakers, smells
good... I try to forget his ugliness... I tolerate it... if not, a friendly hug!”

Nicknames are often used and often serve to emphasize negative
characteristics that the young person would rather conceal. According to
Silva, those who are stigmatized are easy prey for prejudice, especially as
it is impossible to achieve a determined standard of beauty. Many
adolescents who are overweight are socially marginalized and depressive
symptoms linked to distorted body image are commonly found in school-
aged qirls.

The young people’s narratives indicate that the culturally transmitted
models frequently have a negative impact on the perception the adolescents
have of themselves, showing that, if they are not to be excluded, they must
live according to imposed aesthetic standards and they lose themselves in
the search for their own identity.

Discriminated individuals may believe that improving their physical
appearance will lead to improved self-esteem and acceptance by the group
and often engage in initiatives such as beauty treatments for the skin and
hair, weight loss treatments, dental treatment and cosmetic surgery, among
other procedures related to improving the perceived defect. Although it is
common for adolescents to have some degree of dissatisfaction with their
body image, those who are extremely dissatisfied with their appearance
may be suffering from a psychological disorder known as body
dysmorphic disorder. In such cases, cosmetic surgery to improve body
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Image is doomed to fail, as there is no actual deformity and the surgery
may perhaps not cure concerns, which will always change with
appearance.

At the end of the research, a synthesis of the results was produced
and presented to the participants. Reflexive analysis on the perceptions
revealed there showed that they recognized themselves in the texts
presented, but were being politically correct when they emphasized they
were against discrimination and claimed that they never bullied anyone
with a defect, in school or in any other place.

Our study indicates that the students interviewed perceived that the
media constructs models of beauty that are difficult to achieve. And that,
although the adolescents attempted to follow the models, they
demonstrated their own opinions and moderation in condemning excess in
the search for idealized beauty. They recognized the existence of
discrimination and prejudice against those who were considered
unattractive. These results need to be further explored in order to construct
prevention and intervention programs aimed at adolescents so as to avoid
problems with body image and behavior associated with health risks. [41]

Task 11. Find the English equivalents of the following sentences below

in the Text D above.
1) yay4muTh CaMOOICHKY; 2) Jc4YeHHe 3y0OB M KOCMETHYCCKas
XUpyprusi; 3) ypoBeHb HEYAOBIETBOPEHHOCTH; 4) aucMopduyeckoe
paccTpolCTBO; 5) MOAENM KpacoThl; 6) YCHICHHE HEraTUBHBIX
XapaKkTepUCTHUK; 7) MPEAB3ATOEC MHEHHE; §) 3CTETUUYECKUE CTaHIAPTHI;
9) nouck uaentuunocty; 10) ynydmenue gpuanyeckoid BHEIHOCTH; 11)
HE Tpujiarath yCWINM K 4emy-inu00; 12) COOTBETCTBOBATh HaBSI3aHHBIM
CTaHIapTam KpPacoTHlI; 13) VICKaTh albTEPHATUBBI; 14)
OTKOPPEKTUPOBATH  HEJAOCTaTKH; 15) omeHka Jau4HOCTH; 16)
MOJBEPraThCs HaMaJCHUI0 MOpPATbHO W (u3uyecku; 17) AOCTUTHYTH
UJeagoB KpacoTel; 18) He mpuaaBaTh 0COO0OT0 3HAYCHUS.

Task 12. Make up questions to the underlined sentences in the Text D.
Work in your group.
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Task 13. Write the annotation to the article_Senses of Body Image in
Adolescents in_Elementary School in the Tasks 4, 6, 8, 10. Use the
following expressions for annotation writing:

The article deals with — CtaTes mocssiiieHa ...

The article is devoted to — CraTes mocssiiiena . ..

The article is concerned with — Crares kacaercs. ..

The article touches upon the issue of — Crarbst 3aTparuBaet npooiiemy...
The purpose of the article is — ILlens cTaThi ...

Much attention is given to ... — boJibllioe BHUMaHHE YJIETEHO ...

It 1s reported that ... — CooOmaercs, 4to ...

It is spoken in detail about — Paccka3ano B aeTansx o ...

The article gives a detailed analysis of — CtaTes qaet neTanbHbIN aHAIN3. ..
The following conclusions are drawn — Crenyromue BBIBOABI ObLIH
CJICJIaHBbI. ..

LESSON 2

Task 1. Read the following words. Translate them without a
dictionary.

-total, - component, - statistic, -normal, - to indicate, - to transmit, - model,
- negative, -identity, - initiative, - dental, - cosmetic, - procedure,
psychological, -associated with, - synthesis, -reflexive, -analysis,
politically, -to indicate, -interview, -to construct, -idealized, -prevention,
intervention, -program, -satisfaction, -constant, -problematic, -project,
chronic, -industry, -pathology, -control, -patient, -strategy, -regular,
critical, -to balance, -line, -policy.

Task 2. Before working with the Text A read the following words and
word-combinations. Write them down in your vocabulary.

anxiety — TpeBOXHOCTb

eating disorder — HapyIeHie MATAHUS

to transmit — mepenaBarth, TpaHCIMPOBATH

Impact — BiusHUE

to impose — HaBs3BIBaTh
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acceptance — npuHsaTHue

treatment — Tepamnus, ieueHue

skin — koxa

to suffer — ctpanare

dysmorphic disorder - mcuxocomaTuueckoe pacCTpONCTBO
to attempt — neITaThCs, CTPEMUTHCS
moderation — yMepeHHOCTb, CACPKAHHOCTD

to condemn — ocykaaTh, KJICHMHUTh

prejudice — nmpeapaccyiok, mpeayoeKIcHUE
to explore — uzyuarsh, 00OCIIeIOBAThH

to avoid — u36erath, CTOPOHHUTHCS

fat — sxup, TonmcTsk

to reach — nocrturare

dieting — nmutanue, coOIIOIEHNE UCTHI
fasting — mocr, ronoganue

skipping meals — nporyckaTh MPUEM UM
laxatives — caOureabHBIE CPEICTBA

shape — ¢popma

to binge eat — nmepeenath ( 311. 00KHUPATHCS)
milstones — srar, Bexa

pervasive — pacrpoCTpaHsIOIIUICS, TPOHUKAIONITUH
plummet — rpy3, TaxecTh

to fluctuate — meHsITBCS, OBITH HEYCTOWYMBBIM
to strive for — crpemutbes K Yemy-JI.

Task 3. Read the Text A Teens, Social Media & Body Image

by Heather R. Gallivan, PsyD

What is Body Image? Many times body image is confused with self-

esteem.

Self-Esteem: how you think and feel about yourself as a total package.
Body Image: how you think and feel about your body. Body Image is a

component of self-esteem.
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Statistics on Body Image in U.S.

Approximately 80% of U.S. women don’t like how they look. 34%
of men are dissatisfied with their body. Over 50% of Americans aren’t
happy with their current weight. 70% of normal weighted women want to
be thinner. Body image is a big problem in our society, and can lead to
depression, social anxiety and eating disorders.

Adolescent Statistics

- Over 80% of 10 year olds are afraid of being fat!!

- 53% of 13 year-old American girls are unhappy with their bodies.
This number grows to 78% by the time girls reach 17. By middle school
40-70% of girls are dissatisfied with 2 or more parts of their body.

- Around 30% of 10-14 year olds are actively dieting.

- 46% of 9-11 year olds are “sometimes” or “very often” on diets,
82% of their families are “sometimes” or “very often” on diets.

- Over 50% of teen girls and 30% of teen boys use unhealthy weight
control behaviors such as skipping meals, fasting, smoking cigarettes,
vomiting, and taking laxatives.

- Adolescent Girls who diet frequently are 12 times as likely to binge
eat as girls who don’t.

What Influences Body Image?

One of most important influences on body dissatisfaction and
appearance focus in adolescent girls is how appearance focused their peers
are. Parents and other family members also influence self - esteem:

Direct: comments about weight and shape, developing bodies,
putting children on diets to lose weight, and teasing all can have a negative
impact.

Indirect: Modeling actions speak louder than words! Personality
traits can make a person more or less vulnerable to things around us.

Developmental Milstones

Preschool: Children begin to recognize themselves around the age of
2. Around the age of 4 we begin to compare ourselves to others. Body
Image concerns around this age are usually focused on clothing and hair.
Body Size awareness tends to enter around the age of 5; however, it is
usually focused on wanting to be bigger.
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Childhood & Elementary School:

The age of 6 is when sociocultural factors seem to start influencing
body dissatisfaction. 40% of elementary school girls and 25% of
elementary school boys want to be thinner. By late elementary school, 50%
of girls are dissatisfied with weight and shape and have developed
pervasive negative body esteem.

Elementary school is where body esteem for girls and boys starts to
diverge and remains different throughout the life span. Most consistent risk
factor for body dissatisfaction in children is BMI. Sociocultural factors:
Media, toys, peer and parental comments.

Childhood-Preadolescence:

Before Elementary school, girls and boys feel equally positive about
themselves. Around the age of 11 or 12 girls and boys score similarly on
self-esteem measures. After the age of 12, girls’ scores plummet, while
boys remain relatively constant. This is likely related in part to significant
body changes with the onset of puberty. Self-esteem seems to fluctuate
more for girls than for boys.

Preadolescence-Adolescence:

As early as the preteen years, girls start to withdraw from activities
such as, giving an opinion, going to school, going to the pool, etc. because
they feel badly about how they look. In middle school girls start to actively
manage their appearance. Risk for depression, self-harm, eating disorders,
and anxiety goes up. For girls, middle school is particularly stressful
because everything is happening at once-puberty, social changes, etc. Body
satisfaction hits a low between the ages of 12-15 and is the most important
component of self-esteem.

Adolescence:

- Adolescent girls often think that being thinner would make them
happier, healthier, & better looking.

- Focused on fitting in-problematic for girls who mature at different
rates than peers.

- Competitive athletics can take a toll on body image and selfesteem.

- Project EAT reported that 19% of high school girls reported chronic
dieting and 57% engaged in unhealthy weight control behaviors.
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- Recognition that there is something wrong with emphasis on
physical appearance (but that doesn’t change behaviors).

- Girl Scouts did an online survey in 2010 with over 1000 girls ages
13-17.

- 9 out of 10 girls felt pressure by fashion and media industries to be
skinny.

- While 65% of respondents thought body image represented by
fashion industry was too skinny,

- Over 60% compared themselves to fashion models, and 46% used
fashion magazines as a body image to strive for!  [14]

Task 4. Read the scheme #1. Do you agree with the idea showing in the
scheme?

Body Image Development
I

Societal
Beauty Ideals

Sociocultural | Media Internalize | Body Dieting,
channels = |Family = |these = | Satisfaction/ | disordered
Peers messages = eating,
disatisfaction | eating
disorders

Thousands of lives restored
Scheme 1

Task 5. Answer the questions:
1. What is body image?
2. What is self-asteem?
3. Is body image a big problem in your society?
4. Can body image lead to depression and eating disorders?
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Are you afraid of being fat? Why?

Are you happy / unhappy with your body?

Are you actively dieting?

Do you use unhealthy weight control behaviours such as skipping
meals, fasting, smoking cigarettes, vomiting, and taking laxatives?

9. What influences body image?

10. Do parents and peers have influence on* a teen’s body appearance?
11. How do parents and family members influence * self - esteem?

12. What or who had influence on your body appearance and self-asteem
in adolescence?

e to influence smth / smb — BiusTe Ha yTO-TO/ KOrO-TO

¢ to have influence on smth/smb — umeTs BIusHHE HA YTO-TO/KOr0-TO

o N o o

Task 6. Read the continuation of the article Teens, Social Media &
Body Image in the Task 3. Get the idea of the article.

What Role Does Media Play?

We don’t know exactly, but there seems to be a correlation.

Of American elementary school girls who read magazines, 69% said
that the pictures influenced their concept of the ideal body shape, 47% said
the pictures make them want to lose weight.

The average American Woman is 5°4” tall and weighs 144 Ibs*, the
average model is 5°10” and weighs 110 Ibs*. Over 80% of Americans
watch TV daily, 3 hours on average. On a typical day American children
ages 8-18 are engaged with some form of media for 7.5 hrs.

Survey of the contents of Seventeen magazine found that the largest
percentage of pages were devoted to articles about appearance.

- TV commercials, programming and movies almost exclusively
feature thin, healthy looking people.

- Women’s magazines have about 10 times the Content related to
dieting and weight loss than men’s magazines.

Research done in Fiji after TV was introduced found that scores on
eating pathology doubled in three years and influenced their opinion on
ideal body shape.
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Study conducted in Australia found that seeing thin models on TV
and in magazines made girls feel that they weren’t good enough, pretty
enough, or thin enough. These girls also reported getting a lot of diet
information from magazines. They reported a great deal of pressure to be
thin from the media. The researchers also concluded that in many
instances, the media influences had been reinforced by peers and family.

Project EAT found that girls who read articles on dieting or weight
loss were 6 times more likely to engage in unhealthy weight control
behaviors. Boys were 4 times more likely. These girls were more likely to
have lower self-esteem, lower body dissatisfaction and be more depressed.
2006 Stanford University Study found that 96% of girls who already had
eating disorders had visited pro-anorexia websites and learned new weight
loss techniques there.

Earlier research at Stanford found that patients who viewed proana or
pro-mia websites were ill longer and spent less time on schoolwork.

A 2011 study from the University of Haifa found that the more time
girls spent on Facebook, the more they suffered conditions of AN, BN,
poor body image, negative approach to eating and more urges to be on a
weight loss diet.

The study also found that girls whose parents were involved in their
media usage were more resilient to the negative impacts compared to girls
who parents were not involved in their media exposure.

One residential eating disorder treatment center found that 30- 50%
of their patients were actively using social networking sites to support their
eating disorders.

Dina Borzekowski, professor at Johns Hopkins School of public
health notes: “Social media may have a stronger impact on children’s body
image than traditional media. Messages and images are more targeted: if
the message comes from a friend it is perceived as more meaningful and
credible.”

She also emphasizes those children most at risk are those with more
exposure to media messages and less exposure to rational, clear messages
from supportive adults. [14]
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Notes:

5°4>> — 5 feet 4 inches = 162,56 cm

5°10” — 5 feet 10 inches = 177,8 cm

Ibs — dynTeI; 144 Ibs = 65 kr 110 lbs = 49,8

*kk

Coxpamrenue |1bs mus pound.
B nateinn Obuto BhIpaxkenue libra pondo (pyur Beca). Ilpu mepexone

3TOTO BBIPAXKECHHSI B AHTIMHCKUN S3BIK — CIOBO POUNd mMpowM30muIo OT

onHoit yactu (pondo), a cokpaienue 1bs - oT BTOpOi.

Task 7. Read the Text A again and fill in the appropriate words in the
sentences. Translate them.

1.

American elementary school girls said that the pictures influenced
their concept of the ideal body ..., and the pictures make them want
to....

On a typical day American children ages 8-18 are engaged with
some form of ... for 7.5 hrs.

Survey of the contents of Seventeen magazine found that the largest
percentage of pages were devoted to articles about ... .

Study conducted in Australia found that seeing thin models on TV
and in magazines made girls feel that they weren’t ... enough, ...
enough, or ... enough.

The researchers concluded that in many instances, the media
influences had been reinforced by ... and ... .

Project EAT found that girls who read articles on ... or ... loss were
6 times more likely to engage in ... weight control behaviors.
Stanford University Study found that 96% of girls who already had

eating ... had visited pro-anorexia ... and learned new weight loss
. there.
Social media may have a stronger ... on children’s ... ... than

traditional media.

126



Task 8. Explain the grammatical form of the underlined verbs in the
Text A. ( Task 3, Task 6) Translate them. Mind the Sequence of Tenses
rules.

Task 9. Read the Text B The perfect body. Translate it. Write down
new words in your vocabulary.

Most people were surprised when Renee Zellweger got the part of
Bridget in the film Bridget Jones’s Diary. The film is about a young
woman who worries about work, her weight and men. Zellweger is a slim
American woman — cmpletely different from Bridget who is English and
overweight.

So, what did Zellweger do to get the part right? She had lessons to
improve her English accent and she put on about eleven kilos. For several
months she didn’t do any exercise and she ate a lot of pizza, peanut butter
sandwiches and chocolate. Although it was fun at first, she often felt quite
sick.

Zellweger put the weight on because she thought it was important to
be as real as possible. She was surprised, however, by people’s criticisms.
People critised her for being fat when she put on weight for the film.Then
they criticise her again for being too skinny when she lost weight after the
film.

She realised it’s almost impossible to have the perfect body in the
eyes of the media.

Renee Zellweger

after the film ‘being fat* ‘being skinny’
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So why did she do it?

Well, money was probably one reason. On top of her $15 million

salary, she earned $ 225,000 for every kilo she put on. That’s an extra $2.5
million! And it didn’t stop there. A British slimming magazine paid her $
3.5 million to lose all the weight again. So perhaps Zellweger doesn’t need
to care about the criticism when she earns all this money! [37]

Task 10. Read these opinions. Which one(s) do you agree with and
why? Do you read any ‘celebrity’ magazines or watch programmes
about celebrities? Why/Why not? Discuss in your group.

a. People worry too much about weight.

b. Putting on eleven kilos is dangerous.

c. | would do the same in her situation.

Task 11. Translate and discuss the Strategies for Counteracting
Negative Media Messages:

1.

ok wn

o

Be mindful of Media Exposure.

Keep TV out of kids’ bedrooms.

Don’t watch TV during meals.

Turn off the TV if it isn’t being watched!

Pay attention to the magazines you subscribe to, if your teen wants to
subscribe to a magazine, check it out first.

Be aware of what Internet sites teens are on and what they are doing
on social networking sites.

Teach children to be critical viewers of media:

Teach them about media distortions- ex. Photoshop. - Show them
how “ideal” body shapes have changed over time.

Watch TV with them and talk about the kinds of messages being
given in commercials and other programming.

Offset the Negative with Positive:
10. Provide them with positive Internet resources, magazines, TV shows

and movies.
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Task 12. Read the Tips for Promoting Healthy Weight and Body Image
in Children & Adolescents. Get the main idea.

Discuss the tips with your group partner.

1. Model Healthy Behaviors for Children: - Avoid extreme dieting. -
Avoid diet discussions. - Avoid weight-related comments about
yourself and others. -Engage in regular, balanced physical activity
that you enjoy. - Don’t outlaw certain foods-everything fits in
moderation.

2. Focus less on weight; instead focus on behaviors and overall
health: - Encourage children to adopt healthy behaviors without
focusing on weight loss. - Help children develop an identity that goes
beyond physical appearance. - Establish a no-tolerance policy for
weight teasing or fat talk.

3. Provide a supportive environment with lots of talking and listening:
- Be there to listen and provide support when a child discusses
weight/body image concerns. - Listen for and address any unusual
body-related comments. - Keep the lines of communication open. -
Help separate self-esteem from body esteem.[37]

4. Watch for any strange or restrictive eating habits.

5. Act on any suspicions regarding eating disorders, depression or

anxiety.

6. Have regular family meals.

Task 13. Discuss the Tips for Promoting Healthy Weight and Body
Image with your groupmates. Be ready with your questions to your
groupmates.

Task 14. Be ready with your presentation on the theme Teens, Body
Image and New Technology
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PART VI

ROMANTIC RELATIONSHIPS & CYBERBULLYING

Task 1. Read the words and word combinations. Write them down in
your vocabulary.

to flirt — puproBatk, 3aurpeIBaTh

to break up — paccraBatbcsi, pa3BOIUTHCS

romantic — poMaHTHYHBIH,

youth — MoJt0/1€%Kb, FOHOCTb

adult — B3pocbrii

to hook up- (pasr.) 3aBucaTh, TyCOBaTh, IO3HAKOMHUTHCS C KEM-JI

to hook up for lunch — BcTpeuatsces, 4uToOBI BMecTe T00OCIATH

Task 2. Here are some words connected with the theme Technology
and Romantic_Relationships. Arrange the following verbs, nouns,
adverbs and adjectives into three columns according to the parts of
speech. Read and translate them. Mind the pronunciation of the
words. Point out the prefixes and suffixes of their formation.

Verbs Nouns Adjectives & Adverbs

-incredibly, -emotional, - relationship, - especially, -critical, -deeply, -to
enmesh, - rapidly, -universe, -space, -infrequently, -to woo, - potential, -
communicate, - current, - to examine, -to pursuit, -mature, -attachment, -
forefront, -developing, -reworking, -incorporating, -unknown, -unfamiliar,
-scary, -expectation, -rapidly, -landscape, -educator, -policymaker,
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-experience, -daters, -to represent, -deliberately, -jealousy, -uncertainty, -
simultaneously, -to display, -publicly, -affection, -prune, -profile, -to
foment, - harmful, - distinction, - to abuse

Task 3. Read the Text A Technology and Romantic Relationships. Get
the main idea of the article written by Amanda Lenhart, Monica
Anderson, and Aaron Smith.

From flirting to breaking up, social media and mobile phones are
woven into teens’ romantic lives.

Adolescence is a time of incredibly physical, social and emotional
growth, and peer relationships — especially romantic ones — are a major
social focus for many youth. Understanding the role social and digital
media play in these romantic relationships is critical, given how deeply
enmeshed these technology tools are in lives of American youth and how
rapidly these platforms and devices change.

This study reveals that the digital realm is one part of a broader
universe in which teens meet, date and break up with romantic partners.
Online spaces are used infrequently for meeting romantic partners, but play
a major role in how teens flirt, woo and communicate with potential and
current flames.

This report examines American teens’ digital romantic practices. It
covers the results of a national Pew Research Center survey of teens ages
13 to 17. The survey was conducted online for 2014-2015. [25, 38]

Introduction

As teens grow and develop, the creation of peer relationships — both
for friendship and romance — is a major focus of their social and personal
lives. The pursuit of romantic relationships becomes increasingly
important as teens mature physically and emotionally, and explore how
romance factors into their emergent identities. As digital technologies like
mobile phones and social media become ever-more deeply enmeshed in
teens’ lives, these tools are playing a role in all types of peer relationships,
including romantic attachments. As C.J. Pascoe writes in her qualitative
study of youth: “Young people are at the forefront of developing, using,
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reworking and incorporating new media into their dating practices in ways
that might be unknown, unfamiliar and sometimes even scary to adults.”

Understanding the norms that teens are constantly developing (and
revising) in relation to both changing expectations around gender roles and
relationship practices, and the rapidly changing technological landscape is
critical for parents, educators and policymakers.

This study examines the role of digital tools in teens’ romantic
relationships — how teens meet, flirt, ask out, hang out, hook up and break
up with their significant others. The structure of this report follows the arc
of a relationship, from meeting and flirting to breakups.

The study explores how many American teens of ages from 13 to 17
are in relationship with others and the variety of types of those
relationships. It explores how teens research prospective partners and flirt
with others who interest them.

The report then focuses in on teens with romantic relationship
experience (either current or in the past). We refer to these teens as “teen
daters” — they represent 35% of the teen population. The study then looks
at how teens ask someone out, what teens share with each other online,
where teens spend time together — in person or digitally — and what sort of
expectations romantic partners have for communication with each other.

Social media is the focus of the next section of the report. It looks at
the positives of social media and relationships, including an increased
sense of connection to a partner and a chance to see another side of one’s
partner’s personality. And it probes the negatives, which can include the
way digital media is used to deliberately create jealousy and uncertainty.
This section also examines the way teens simultaneously use social media
to display and publicly “perform” affection in their relationship, but also
how they feel as though their online digital network is overly involved in
their romantic relationship.

Finally, it looks at breakups. What do teens consider an acceptable
mode for breaking up — in person or on the phone — and then how teens
really do it. After the breakup, some teens prune content from their
profiles and sometimes kick their exes from their lists of social media
friends and phone address books. And while a majority find that social
media and its web of friends helps them feel supported after a breakup,
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many teens also find that breakups foment the worst of social media-based
drama.

The report ends by looking at potentially controlling and harmful
behavior within romantic relationships — both behaviors in which teens
have participated and those they have experienced. It also makes a
distinction between the experiences teens have during a relationship and
the abuse they suffer after it ends.

Task 4. Find the meaning of the word corresponding to the idea of the
Text A above.
1. peer a.a member of the nobility in Britain, comprising the rank of
duke, etc.;
b. a person of the same age or status;
c. person of the same ability as another specified person.

2. major a.an amy officer of high rank (in the US Army);
b. specialize in (a particular subject) at a college or unuversity;
c. important, serious or significant.

3. platform a. a raised level surface on which people or things can stand;
b. the declared policy of a political party or group;
c. a shoe with very thick soles.

4. date a. the day of the month or year as specified by a number;
b. a social or romantic appointment or engagement;
c. establish or ascertain the date of an object or event/

5. identity a. the fact of being who or what a person or thing is;
b. a close similarity or affinity;
c. a transformation that leaves an object unchanged.

6. prune a. a pushy little perisher;
b. a plum preserved by drying, having a black, wrinkled
appearance.
c. to trim a tree by cutting away overgrown branches.

133



Task 5. Look through the Text A carefully. Fill in the blanks in the
sentences below with the suitable word combinations given in the
table.

content from their profiles phone address books

jealousy and uncertainty in person or on the phone

in person or digitally parents, educators and policymakers
Mobile phones and social media friendship and romance

exes from their lists physically and emotionally

1. The creation of peer relationships — both for — IS a major

focus of their social and personal lives.

2. The pursuit of romantic relationships becomes increasingly important as
teens mature :

3. are playing a major role in all types of peer relationships,
including romantic attachments.

4. The rapidly changing technological landscape is critical for

5. The study looks at how teens ask someone out, what teens share with
each other online, where teens spend time together — — and
what sort of expectations romantic partners have for communication with
each other.

6. The report probes the negatives of social media, which can include the
way digital media is used to deliberately create :
7. What do teens consider an acceptable mode for breaking up -
—and then how teens really do it?

8. After the breakup, some teens prune and sometimes
Kick of social media friends and

Task 6. Before reading the Pew Research Center Survey Chart learn
the following words and word combinations:

overall — B oOmiem u 1ienom

majority — OONBIINHCTBO
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to meet via offline methods — 3HakomuTbcs aBTOHOMHO (0€3 ITOMOIIM
COIIMAJIBHBIX CETEM )

one-quarter of — ojHa yeTBepTas 4acThb

teen “daters” — moapoCTKOBBIC CBUIAHUS

the bulk of — ocroBnas macca

to meet on Facebook — 3nakomuThCs B conmansHoit cetn Facebook

Task 7. See App 3. Chart 1.

Overall, 35% of American teens ages 13 to 17 have ever dated,
hooked up with or been otherwise romantically involved with another
person, and 18% are currently in a romantic relationship. Though 57% of
teens have begun friendships in a digital space, teens are far less likely to
have embarked on a romantic relationship that started online. A majority of
teens with dating experience (76%) say they have only dated people they
met via offline methods. One-quarter (24%) of teen “daters” or roughly 8%
of all teens have dated or hooked up with someone they first met online. Of
those who have met a partner online, the majority met on social media
sites, and the bulk of them met on Facebook. [25]

Task 8. Read out the underlined sentences from the Task 7. Comment
on them. Work in your group.

Task 9. Read the Text B Social Media is a Top Venue for Flirting. Get
the idea of it. Write down new words in your vocabulary. Learn these
words.

While most teen romantic relationships do not start online,
technology is a major vehicle for flirting and expressing interest in a
potential partner. Along with in-person flirting, teens often use social
media to like, comment, “friend” or joke around with someone on whom
they have a crush. Among all teens:

55% of all teens ages 13 to 17 have flirted or talked to someone in
person to let them know they are interested.

50% of teens have let someone know they were interested in them
romantically by friending them on Facebook or another social media site.
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47% have expressed their attraction by liking, commenting or
otherwise interacting with that person on social media.

46% have shared something funny or interesting with their romantic
interest online

31% sent them flirtatious messages.

11% have made them a music playlist.

10% have sent flirty or sexy pictures or videos of themselves.

7% have made a video for them.

Digital flirting has “entry-level” and more sophisticated elements for
teens, depending on the nature of the relationship and their experience with
virtual flirting strategies

Each of the flirting behaviors measured in the survey is more
common among teens with previous dating experience than among those
who have never dated before. But while some of these behaviors are at
least relatively common among dating neophytes, others are almost
entirely engaged in by teens with prior relationship experience.

When it comes to “entry-level” flirting, teens who have never been in
a romantic relationship are most comfortable letting someone know that
they are interested in them romantically.

Girls are more likely to be targets of uncomfortable flirting tactics

Not all flirting behavior is appreciated or appropriate. One-quarter
(25%) of all teens have unfriended or blocked someone on social media
because that person was flirting in a way that made them uncomfortable.

Just as adult women are often subject to more frequent and intense
harassment online, teen girls are substantially more likely than boys to
experience uncomfortable flirting within social media environments. Fully
35% of all teen girls have had to block or unfriend someone who was
flirting in a way that made them uncomfortable, double the 16% of boys
who have taken this step.

Social media helps teen daters to feel closer to their romantic partner,
but also feeds jealousy and uncertainty

Many teens in relationships view social media as a place where they
can feel more connected with the daily events in their significant other’s
life, share emotional connections, and let their significant other know they
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care. At the same time, teens’ use of social media sites can also lead to
feelings of jealousy or uncertainty about the stability of their relationships.
However, even teens who indicate that social media has played a role in
their relationship (whether for good or for bad) tend to feel that its role is
relatively modest in the grand scheme of things.

Boys are a bit more likely than girls to view social media as a space
for emotional and logistical connection with their significant other.

65% of boys say social media makes them feel more connected with
what’s happening in their significant other’s life (compared with 52% of
girls).

Teen daters like being able to publicly demonstrate their affection
and show support for others’ romantic relationships. Yet they also find it
allows too many people to be involved in their personal business

For some teens, social media is a space where they can display their
relationship to others by publicly expressing their affection on the
platform. More than a third (37%) of teens with relationship experience
(also called “teen daters” throughout this report) have used social media to
let their partner know how much they like them in a way that was visible to
other people in their network. As noted above, teen daters say social media
makes them feel like they have a place to show how much they care about
their boyfriend, girlfriend or significant other. A bit less than half of teens
(47%) say they feel this way about social media.

Teens also use social media to express public support or approval of
others’ romantic relationships. Nearly two-thirds (63%) of teens with
dating experience have posted or like something on social media as a way
to indicate their support of one of their friends’ relationships. Girls are
especially likely to support friends’ relationships on social media: 71% of
girls with dating experience have done so, compared with 57% of boys.

But even as they use social media to show affection, display their
relationships and support their friends’ relationships, many teen daters also
express annoyance at the public nature of their own romantic partnerships
on social media. Some 69% of teen social media users with dating
experience agree that too many people can see what’s happening in their
relationship on social media; 16% of this group “strongly” agrees.
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Many teens in romantic relationships expect daily communication
with their significant other.

Most teens in romantic relationships assume that they and their
partner will check in with each other with great regularity throughout the
day.

See App 3. Chart 2.
Overall, 85% of teens in a romantic relationship expect to hear from their
partner or significant other at least once a day, if not more often.
11% expect to hear from their partner hourly.
35% expect to hear something every few hours.
38% expect to hear from their significant other once a day.
When asked about their partner’s expectations for their own
communication, a similar pattern emerges.
88% of teens in romantic relationships say their partner expects to hear
from them at least once a day.
15% say they are expected to check in hourly.
38% are expected to do so every few hours.
35% are expected to do so once a day.

Texting, voice calls and in-person hanging out are the main ways
teens spend time with their significant others.

When it comes to spending time with a significant other, teens say
texting is the top method, but phone calling and in-person time mix with
other digital means for staying in touch.

Task 10. Read the text. See the bullet-chart App 4. Read the chart. Use
the following expressions for chart description below.

Teens consider the text message breakup to be socially undesirable, but a
sizeable number of teens with relationship experience have been broken up
with — or have broken up with others — using text messaging [25, 38]

Expressions for chart description:
If you look at this line chart, you will understand...
The chart illustrates the number of ...
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It can be seen that the number of ...

The chart shows the number ...

From the chart it is clear that the majority of ...
The least acceptable

The most acceptable

Summarize the information in the chart...

Task 11. Find English equivalents in the Text B (Task 8) to the
following Russian word combinations:

1) enasnoe ceazyowee cpeocmeo;, 2) NposAeiamb  uHmepec K
nomeHyuaibHoMy napmuepy; 3) noceliams Kommenmapuu u Jaauxu, 4)
Obimb  GNIOONCHHBIM 8 KO20-mo, 5) oOamb 3Hamb, uUMoO KemM-mo
unmepecyiomest, 6) npucoeounsmocs k Opyzvsam 6 Deticoyke, 1) scHO
0EMOHCMPUPOBAMb C80E GHUMAHUE K KOMY-mo, 8) ezaumoodelicmeosams 6
coycemsx, 9) nocvlrams ceou cooOweHuss 0 aupme: 4MoO-mo cmMeuHoe
unu mysvikanohviti niaetnucm;10) cnumamo u noceiiame Komy-mo ceou
suoeo, 11) yugpposoii Gprupm;12) nauanvnwviti yposenv,13) xapaxmep
omnowenuii; 14) onvim eupmyanvnoco ¢aupma,; 15) npeoxxcnuii onvim
omnowetinuil; 16) neyoobnas cumyayus;, 17) noonumeieams uyemeo
pesnocmu u comuenue, 18) denumocs omoyusamu, 19) svipasxcams 3a60my
0 KOM-MoO.

Task 12. Before reading an article from The New York Times learn the
following words and word combinations. Write them down in your
vocabulary.

to charge — oOBUHSATH, aTAKOBBIBATh

pervasive — pacrpocTpaHsIONIUICs

wattage — MOKHOCTB B BarTax

amorous — BIFOOYMBBII

awkward — HeTOBKHiA, HEYKITIOKUH

to avoid — u30erath, YKIOHATHCS

a New spin — HOBBIN BUTOK

timeless — BeunbIi

challenge of coming of age —BbI30B coBepIICHOJIETHS
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curiosity — JTF000MBITCTBO

for worse and for better — x xyaiemMy WM K Jiydmemy
highly explicit — ouenn sBHBII

worrisome story — TpeBoxHast UICTOpPUS

acceptance — nmpuusTHe

to turn to the Internet for info — oOpamarbcs k HMHTepHeTy 3a
uH(popmanuen

abortion rates — mporeHT abopTOB

round —the- clock — kpyriocyrouno

to snuggle online — ( 31.) y10THO yCTpPOUTBCS B CETH
to be intertwined — ObITh HACBIIIIEHHBIM

omnipresent — Be3aeCyIuii

to contend with — GopoTbcsl, conepHHYaTh, CIIOPUTH
heartbreak — pa3ouroe cepaie

lovelorn — mokuHyTHII

to bounce back — onpaBuThcs OT HEB3rO A
underestimate — He1T0OIEHUBATD

to add new twists to smth — 100aBIATE HOBBIC TOBOPOTHI YEMY-J1.
dating violence — Hacuive pu CBUIAHHSIX

tween- (am., pasr.) moapoctok B Bo3pacte oT 10 mo 13 ner
oblique approach — HenpsiMoit (KOCBEHHBIH ) MTOIXO/
abusive relationships — ockopOuTeIbHBIC OTHOIICHUS
mistreatment — mioxoe oOparieHue

to spread rumors — pacrpocTpaHsTh CIIyXu

hurtful messages — BpenHbie (aryOHbIC) COOOIIECHUS
to make threats — yrpoxats, 3amyruBarh

sexual coercion — cexcyanbHOE IPUHYKICHHE

sexual victimization — cekcyanbHOE TIpeciieI0BaHKe
via digital means — ¢ momoInp HUPPOBBIX CPEICTB
without permition — 6e3 pa3penicHus

{0 SPY — IIITMOHUTB, CIAECIUTH
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Task 13. Read the following words. Try to translate them without a
dictionary.

- sexual material, - positive notes, - to transmit, - reduction, - abortion,-
access, - shift, - contraception, - front, - to tolerate, - options, - to sponsore,
- comfortably, - sex message, -comment, - welcome, - nude pictures, - to
monitor, - to control, - texting, - recepient, - password, - location

Task 14. Read the article How_Technology Changes Teen Romance
by Lisa Damour The New York Times (Sept. 21, 2017) . Translate it.

The topic of teenage romance and sex has always been charged, but
today’s pervasive digital technology has succeeded in turning up the
wattage. Some parents have an easy and open channel with their adolescent
around all things amorous while others find the subject painfully awkward
and try to avoid it altogether. Regardless of where you and your teenager
sit on this spectrum, the digital world puts a new spin on some of the
timeless challenges of coming of age.

When you’re ready to talk, here are some points to consider.

Curiosity, for better or worse, will be satisfied online.

Young people have always been curious about sex, and when our
teenagers have questions, the internet is usually their first stop, for worse
and for better. Adolescents can do find highly explicit sexual material
online, and an emerging body of research tells a worrisome story about the
place of pornography in young people’s lives. For example, a new research
review links exposure to sexually explicit and sexually abusive media to an
increased occurrence and acceptance of both dating violence and sexual
violence.

On a more positive note, teenagers also turn to the internet for
information about relationships and sexual health. Indeed, a recent
report found that rates of teenage births and sexually transmitted infections
dropped in communities as high-speed internet access improved. The
researchers concluded that the reduction in adolescent births was not
clearly linked to a shift in abortion rates and was likely explained, in part,
by increased access to information about contraception and how to obtain

It.
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Parents can address both of these fronts by talking with teenagers
about pornography and by directing them to dependable online
information. While books about healthy sexuality can serve as excellent
resources for children and tweens, older adolescents may appreciate (or, at
least, tolerate) having their parents highlight online options such as Sex,
Etc., a youth friendly website sponsored by Answer at Rutgers University.

Some adolescents might comfortably surf sexual education websites
with their parents, while others might prefer to receive a text message from
their folks (“‘Sharing, without comment, a site with solid info...”). And
some will welcome an oblique approach — should your teenager mention
that a classmate has a serious girlfriend you could say, “If they need it, |
hope that they know to check out the health and relationship information
that Planned Parenthood puts up online.”

Dating violence can be digital.

Parents should consider talking with their teenagers about abusive
relationships, and a conversation about digital mistreatment would be a
good place to start. In a recent survey, more than half of adolescent girls
and boys had dated someone who tried to monitor or control them by
texting so frequently that it made the recipient uncomfortable, expecting
immediate responses, asking for their passwords, or tracking their location
or social activity.

The same report also found that nearly half of teenagers had been in
a relationship with a partner who used technology against them, either to
spread rumors, post embarrassing or hurtful messages, or make threats.
And roughly a third experienced sexual coercion via digital means: they
were pressured to have sex, received unwanted sexual images or were
urged to send them, or had their nude pictures sent to others without
permission.

In talking with our teenagers about coercive relationships, we should
acknowledge that “if someone wants to know what you are doing all the
time that can feel like a really close relationship” but that healthy romances
are grounded in trust and support, not spying or intimidation. Further, we
can tell our teenagers that we stand ready to help if they ever “feel pushed
around by a boyfriend or girlfriend, either online or in person.”
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In my experience, adolescents are greatly relieved when we remind
them to alert an adult if they are concerned about their ownor a
friend’s health and safety. Digital dating violence falls squarely into this
category as, not surprisingly, it has been linked in some studies to physical
and sexual victimization, especially against girls.

Relationships can become round-the-clock affairs.

It’s hard to imagine that anything could up the intensity of a
teenager’s first love, but digital technology seems to have done the job.
When adolescents in my practice talk about their happy romances, I'm
often amazed at how completely their lives are saturated by them.

Teenage couples awaken together by text or call, communicate —
hopefully not while driving — on the way to school, connect in person
during the day while still texting, FaceTime through their homework, then
virtually snuggle online before falling asleep. On more than one occasion
I’ve found myself listening to the details of a teenager’s day thinking that
my husband and I, except for when we traveled together before we had
children, have never been as completely intertwined as many young
couples are now.

Most adolescents keep up their friendships and activities even when
enjoying healthy, albeit wall-to-wall, romances. Still, it’s important to
appreciate what it means for a teenager when an omnipresent relationship
ends. In addition to contending with heartbreak, the suddenly single
teenager has to find a new way to begin and end each day and to fill a lot
of the time in between. Lovelorn teenagers usually bounce back pretty
quickly, but parents shouldn’t underestimate the scale of the loss in the
short term.

Technology adds some new twists to the age-old roller coaster of
teenage romance. Our adolescents may know more than we do about the
online world, but we know more about the romantic one. Even if their love
lives don’t look like the ones we remember, we still owe it to teenagers to
find ways to offer our support and guidance. [9]

Task 15. Write key words and an annotation to the article How
Technology Changes Teen Romance in the Task 14.
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LESSON 2

Task 1. Read the article 7_Ways Technology Is Changing Teen
Romance

by Amy Morin, LCSW (May 29, 2017). Get the main idea of the
article.

The digital world has revolutionized teenage romance. The way your
teen communicates with a date and maintains a relationship is likely much
different from the experiences you had with your high school relationships.

Here are seven ways technology is changing the teenage dating
scene:

1. The Dating Pool Has Widened

Your Experience - Your dating pool likely consisted of the teens in your
high school, or perhaps the teens who lived in your neighborhood. If you
were lucky, your friend may have introduced you to a cousin who went to
another school.

Your Teens’ Experience - Your teen has access to teenagers all over the
world. Social media provides endless opportunities to connect with friends
of friends - as well as complete strangers - from all corners of the earth.
About 8% of teens report dating someone they first met online, according
to the Pew Research Center.

2. Flirting is Mostly Virtual

Your Experience - Your opportunities to flirt with your high school crush
were likely limited to math class or the occasional times you crossed paths
in the hallway.

Your Teen’s Experience - Your teen can share emoticons, jokes, and
winks with anyone on social media at any time. Approximately 50% of
teens have let someone know they’re interested through a social media
message.

3. Online Harassment is a Problem

Your Experience - Before the digital age, harassment from a creepy crush
likely consisted of calling your house and hanging up. Or, if you were
really being harassed, a scorned lover may have ridden his bike past your
house repeatedly to see if you were home.
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Your Teen’s Experience - Your teen may experience unwelcome
advances, sexual pictures, and intense harassment via social media. One-
quarter of all teens report they’ve had to block or unfriend someone who
behaved inappropriately online.

4. Social Media is a Major Source of Jealousy

Your Experience -Jealousy may have arisen when you saw your
girlfriend talking to the homecoming king in line for hot lunch. Or perhaps,
you had a twinge of envy when you heard the quarterback of the football
team was talking to your love interest in the hallway.

Your Teen’s Experience - Your teen has the opportunity to watch
conversations play out online. He’ll be able to read the public
conversations his partner has with others and he’ll be able to witness first
hand who likes, favorites, and comments on the things she posts.
Approximately 27% of teens report social media makes them feel jealous
and uncertain about their relationship.

5. Technology Allows for Constant Contact

Your Experience - You likely sat home waiting to see if your boyfriend
was going to call on Friday night. And if he did call, your parents were
likely the gatekeepers of the landline. If you didn’t talk over the weekend,
you had to wait until Monday to learn what your love interest did over the
weekend.

Your Teen’s Experience - Your teen likely knows what her boyfriend is
doing all hours of the day. In fact, 85% of teens say they expect to hear
from their significant other at least once a day and 11% expect to hear from
their partner hourly.

6. There are More Ways to Say, “It’s Over”

Your Experience - When you got word that a relationship was over, you
likely got the bad news either over the phone or in-person. On a rare
occasion, you may have received a handwritten note.

Your Teen’s Experience - Technology provides a lot of opportunities for
teens to dodge the awkward, “It’s not you, it’s me,” conversation. Your
teen could get easily get dumped via text message, Facebook, or even
email.
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7. Most Teens Engage in Sexting at One Time or Another

Your Experience - Unless you had a Polaroid, exchanging scantily clad
photos with a high school partner likely wasn’t an option.

Your Teen’s Experience - Your teen has endless opportunities to share
nude photos or webcam images. Some studies estimate that about 50% of
teens have engaged in sexting at one point or another. While some teens
consider it flirting, others get pressured into doing so.

Task 2. Look through the article in the Task 1 again. Make up logical
guestions with when, where, why, what, how, etc. to the underlined
words in the text. Work in pairs.

Task 3. Before reading an article about Cyberbullying work with the
following vocabulary:
cyberbullying — kuOepXyJaurancTBO, mpaeénss 6 OMHOWIEHUU KAKO20-I.

auya, (dawe ececo pebeHKa uiu MOa00020 4elo6eKd) C UCHOTIb308AHUEM
Kubepmexuonozcuu. Alenenue pacyseno ¢ pocmom  NONYIAPHOCHU
cogpemennbix coyuanvuuvix cemeu, SMS, u np. anexmponnvix cepsucos.

B CllA, nocne eubenu oesouxku (Meecaan Metiep) 6 opesynomame
KubepbOynunea, 3aKOHOOAMENbCMBO, HANPABIEHHOE NPOMUE Mpasiu 8
Humepneme, 6vi10 npunamo 6 nooasnsaoujem O0IbUUHCMEE WMAmos, a
makoice 8HeceHo Ha paccmomperue geoepanvrozo Konepecca.

victimization — u3aeBaTenbCTBO, MpPECieI0BaHNEe, BUKTUMH3AIUS
high-profile — >xenanue ObITh Ha BUAY
suicide — camoyOwmiicTBO

spate — motok, yepena

to launch — 3anyckartp

to filter out — oTdunbTPOBHIBATE
abusive — ockOpOUTENLHBII

hugely — ouens, Becbma

pediatrics — meauaTpus

to double — yaBanBaTh

exXposure — MoABEPKECHHOCTh
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target — muneHp

well-publicized —1mpoko ocBermaembiit
self-harm — nanecenue cebe Bpena
anxiety — TpeBOXHOCTb

Task 4. Read the article Cyberbullying on Social Media Linked to Teen
Depression by Stephanie Pappas, Live Science Contributor (June 22,
2015)*,

Get the main idea of the article.

Cyberbullying on social media is linked to depression in teenagers,
according to new research that analyzed multiple studies of the online
phenomenon.

Victimization of young people online has received an increasing
level of scrutiny, particularly after a series of high-profile suicides of
teenagers who were reportedly bullied on various social networks. In 2013,
for example, a spate of suicides was linked to the social network Ask.fm,
where users can ask each other questions anonymously. The deaths of
teens who had been subject to abuse on the site prompted Ask.fm (which
was acquired by Ask.com in 2014) to launch new safety efforts. Twitter,
likewise, announced plans in April to filter out abusive tweets and suspend
bullying users.

“Social media use is hugely common among teenagers”, said
Michele Hamm, a researcher in pediatrics at the University of Alberta, “but
the health effects of cyberbullying on social media sites is largely
unknown.” Regular, face-to-face bullying during the teen years
may double the risk of depression in adulthood, and bullying's effects can
be bad or worse than child abuse, studies show.

A depressing effect

In the new review, Hamm and her colleagues combed through
studies on cyberbullying and social media, finding 36 that investigated the
effects of cyberbullying on health in teens ages 12 to 18. Although the
studies examined different health outcomes and sometimes defined
cyberbullying differently, one finding stood out.
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"There were consistent associations between exposure to
cyberbullying and increased likelihood of depression,” Hamm told Live
Science.*

The studies covered a variety of social sites, but Facebook was the
most common — between 89 percent and 97.5 percent of the teens who
used social media had a Facebook account. Seventeen of the 36 studies
analyzed looked at how common cyberbullying was, and the researchers
found that a median of 23 percent of teens reporting being targeted. About
15 percent reported bullying someone online themselves.

Two studies examined the prevalence of so-called “bully-victims,”
meaning teens that_both bully others and are bullied. Research on offline
bullying shows these kids to be most at-risk for mental health problems.
One study found that 5.4 percent of teens were bully-victims, while the
other reported a prevalence of 11.2 percent.

Safe social media

Despite the well-publicized suicide cases linked to cyberbullying in
news reports, Hamm and her colleagues did not find consistent links
between being bullied and self-harm across the studies. Nor did they see a
consistent link between cyberbullying and anxiety. Some studies found
evidence for these links, and others did not.

However, Hamm cautioned, the findings don't mean these links don't
exist. The 36 studies used a variety of definitions and health outcomes, and
not enough work has been done to confirm or rule out connections between
cyberbullying and anxiety or self-harm.

But cyberbullying and depression went hand-in-hand, the researchers
report today (June 22) in the journal JAMA Pediatrics. Ten studies
examined the link between social media victimization and depression, and
all of them found a connection.

Alone, these studies can't prove that the bullying caused the
depression — it's possible that depressed teens are more likely to become
targets of bullying than their healthier peers. However, Hamm said, one of
the 10 studies did follow the teens over time and found that the
cyberbullying preceded the teens' depression, hinting at a causal
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relationship. The research also found that the more cyberbullying a teen
experienced, the more severe his or her symptoms of depression.

Alarmingly, teens typically suffered cyberbullying in silence. “Kids
really are hesitant to tell anyone when cyberbullying occurs,” Hamm said.
“There seems to be a common fear that if they tell their parents, for
example, they'll lose their Internet access.”

“Therefore, it's important for parents to respond carefully if their kids
are being bullied online, and to teach teens safe Internet use rather than
cutting off permission to use the Web”, she said.

“Parents need to address that this is happening and that the Internet
and social media is here,” Hamm said. “It's an important part of their kids'
lives. But it needs to be a whole team approach.”

*** Live Science — “JKuBas Hayka”, HoBocTH Hayku Ha \Website

Task 5. Find English equivalents in the article (Task 4) to the following
Russian word combinations:

1) 6vimb cesazannvim ¢ uem-aubo; 2) Oenamv KO20-mo Hcepmeou, 3)
noosepeamuvcs  OCKOpONeHusmM 6  coycemsax;, 4) npuocmano8umo
uzoesamenbcmea HAO NoAb308amenamu,; 5) eecoma pacnpocmpaHeHHblil
cpeou noopocmkos; 6) nocieocmeusi Ot 300p08bs, 7) CMOJIKHYMbCA
auyom K auyy, 8) uzdesamenbcmea 8 NOOPOCMKOBoM e6o3pacme; 9)
yosausams puck 603HUKHOBeHUsr Oenpeccuu 6 spenom eospacme, 10)
noogepiceHHocmb K Kubepzanyeusanuro, 11) ovims muwenvto;, 12) max
Hazvieaemvie "xncepmeni- xynueanos'; 13) noodsepecamuvcs naubonvuiemy
pucky; 14) npobnema ¢ ncuxuueckum 300posvem; 15) wupoko
oceewyaemvle cayuau camoyouticme; 16) nocredosamenvhas ces36 merHcoy
Kubepmpasnetl u mpesozoii; 17) kubepmpasns u denpeccusi udym pyka oo
pyky; 18) kubepmpaens npedwecmsyem oenpeccuu noopocmkos; 19)
HamMeKkamv Ha  NpuyuHHO-cedcmeennyio  cea3wb; 20)  neperocumv
Kubepsany2uganue 8 NOAHOM Mmonuanuu; 21) ne pewamvcs komy-iubo
pacckazamo; 22) nomepsamos docmyn k Mumepnemy; 23) sasicnas uacme
JHCUZHU Oemel.
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Task 6. Explain the grammatical forms of the underlined verbs in the
Task 4. Translate them.

Task 7. Read the article Cyberbullying: Social Media and Teen
Depression
by Mary Sauer, December 18, 2017 https.//www.healthyway.com/content.

Translate the article. Write down new words in your vocabulary.

When it comes to preventing and recovering from cyberbullying,
parents should feel empowered to make big changes to their child's social
media use.

This summer, after endless bullying from her peers, 15-year-old
Sadie Riggs took her own life. She had experienced bullying in school, but
it was social media that made it so difficult for her to escape the torment,
according to NBC. Classmates were seeking her out, sending cruel
messages through multiple social media platforms and messaging apps,
encouraging her to end her own life.

The cyberbullying became so intense that her aunt, with whom she
lived, went to the school and even reached out to Instagram, hoping
someone would make the bullying stop. In June, she took Sadie’s phone
and broke it, hoping to keep her from experiencing any more hate.
Tragically, it seems that Sadie had already reached her limit, as she took
her life less than a week later.

Teens are spending nowadays more time online than ever before. The
average teenager between the ages of 13 and 18 spends an average of six
and a half hours a day online, according to research by Common Sense
Media. Unfortunately for many children, all of this time spent online isn’t
healthy.

Social Media’s Impact on Empathy

Heavy social media use has an alarming impact on how children
think and feel about one another. For starters, we know that social media is
designed in a way that makes it incredibly easily to get hooked.

“There are behaviorists that work alongside programmers in the
industry to develop the apps and the platforms [to make them] highly,
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highly addictive,” says therapist Lisa Stronman, JD, PhD, and founder and
director of the Technology Wellness Center and Digital Citizen Academy.

From the start, parents should understand that their children and
teens will feel compelled to use social media excessively. And the more
they use social media, the more their behaviors—particularly their senses
of empathyx—will be impacted.

Because technology provides a perceived distance between
individuals, it actually decreases the empathy experienced, according to
research in the Journal of Psychosocial Research on Cyberspace. Empathy
plays a role in inhibiting aggressive behavior. Additionally, being online
provides the perception of anonymity. These two things are believed to
contribute to increased levels of aggression online.

“So when you’re dealing with social media, if you don’t do a
preventative training or education with your kids to let them know what it
Is that they can expect, which is kind of this negative, hostile, aggressive
behavior from other kids,” Strohman says, “then a lot of times, kids get
sucked into that world.”

Social Media, Cyberbullying, and Depression

It makes sense, then, that so many teens report having experienced
cyberbullying. According to the Cyberbullying Research Center, in
2016, over 33 percent of middle and high school students said that they’ve
been cyberbullied, and 11.5 percent admitted to cyberbullying others.

Alarmingly, only a little over 10 percent of parents are aware of just
how prevalent cyberbullying is, and most teens admit they would never tell
their parents if they were being bullied online. Instead, our culture has
embraced limitless access to smartphones from a very young age, giving
children privacy and autonomy in an online world where boundaries don’t
exist unless created by parents.

The average age for a child to get a smart phone is 10, with 39
percent of kids creating a social media account around age 11 and 11
percent creating one before age 10.

At the same time, the rate of teens taking their own lives has risen
significantly in the United States since 2007, according to the Centers for
Disease Control and Prevention. While many factors are at play, one belief
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Is that social media has played a role in this tragic uptick of depression and
self-harm in teens, according to an NBC News interview with CDC
expert Thomas Simon.

Excessive exposure to the online world seems to be impacting
children and teens in two ways. First, we know that all social media users,
even adults, have tend to filter what they post online to put out the best
version of themselves and their life, but we’re generally not great at
acknowledging that what we see online isn’t always accurate or true.

“Teenagers know that what they see on social media are idealized
versions of their friends’ lives, but it still makes them feel bad about their
own,” explains family and marriage therapist Amy McManus. “Teenagers,
whose brains are wired for connection to their peers during adolescence,
are driven to social media by FOMO—fear of missing out. Consequently,
they spend more time on social media and less time actually engaging in
social activities than previous generations. Ironically, this leads to isolation
and depressed mood.”

Secondly, since social media use lowers empathy and increases
aggression in teens, it is the perfect environment for cyberbullying. And,
for the victims of bullying, it doesn’t let up when they leave school
and head home. In Riggs’ case, her bullies went out of their way to attack
her on multiple social media platforms after school hours.

“Teenage brains are not yet fully capable of restraining impulsive
behavior, and unlimited anonymous opportunity is more temptation than
many of them can handle,” says McManus. “I have to imagine that many
of the kids who engage in anonymous bullying online would never bully
someone in real life.”

What Parents Can Do

It’s a discouraging topic. Some parents may feel powerless to protect
their children online, especially if their child is not likely to speak up and
admit they are being abused on social media. The truth is that parents do
have agency in the issue, but the steps are counter-cultural, giving some
parents pause.

Evidence suggests that restricting exposure to social media is a best
first step. This idea is certainly catching on among some
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communities. Wait Until 8th began as a community effort by parents to
support one another in their decision to withhold smartphones from their
child until they reach the eighth grade. It quickly gained national attention.

Although many families are still giving their children access to the
online world at a very young age, Strohman feels that parents should feel
empowered to do things differently for the sake of their children.

You have to take that whole concept of privacy out of your mind.

“If you can keep them off that technology through middle school and
wait until high school, | think you are far ahead of the curve and will
protect them from a lot of the dangers and the impulsive behaviors that we
see happening, damaging the psychology and mental health of these young,
young children.”

Outside of restricting use, children and teens who do have access to
social media should never have privacy, according to Strohman. She
suggests that parents spot-check their child’s social media. Parents should
have the passwords to all social media accounts being used by their
children, they should be monitoring all apps being downloaded to the
phone, and they should know how to monitor what websites their child is
visiting on their phone.

“You have to take that whole concept of privacy out of your mind,”
she says. “Your kids only want privacy from you. They don’t care about
anyone else, so that’s the challenge we face.”

Stepping in When It’s Gone Too Far

In some cases, parents may not realize the dangers of unlimited
access to social media until things have gone too far. If a parent learns that
their child is being bullied online, Strohman always recommends that
parents take the situation very seriously, since school leadership often has
too much going on to properly intervene in situations of cyberbullying.

“The first thing I would suggest if you have a child who is being
cyberbullied is to remove them from the situation,” she says. “If you really
have a child who is exhibiting either self-harming behaviors, talking about
that behavior, becoming withdrawn, showing signs of depression
or anxiety, | would immediately take action to get a therapeutic
professional involved.”
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Taking a child off of social media may be especially difficult at first,
according to Strohman, who says that it takes around two weeks for
children and teens to adjust to life offline. The first few days may be
especially difficult, as newly tech-free children may become emotional and
even aggressive. With time, however, they begin to feel safer now that they
are disconnected from abusive online behavior.

I think too many parents rely on their kids to do it alone.

If parents discover their child is the one participating in
cyberbullying, Strohman instructs parents to avoid sweeping it under the
rug or feeling nervous about addressing it with everyone involved. She
suggests formal sit-downs with the children involved, along with their
parents. Parents should get everything on the table, making sure all parents
understand what has happened, and then have their child apologize in
person for their behaviors.

Additionally, Strohman instructs parents to talk to their child about
how they can move on from their own abusive behavior online, teaching
them empathy and providing them with the guidance they need to use
social media in a moral and healthy way.

“Stand by them when they do it,” she adds. “l think too many

b

parents rely on their kids to do it alone.’

Task 8. Read the article Cyberbullying: Social Media and Teen
Depression above again and fill in the appropriate words in the
sentences below. Translate them.
1. Sadie had experienced bullying in school, but it was social media
that made it so difficult for her ... ... .
2. Classmates were seeking Sadie out, sending ... ... through multiple
social media platforms and messaging apps, encouraging her ... ....
3. There are behaviorists that work alongside programmers in the
industry to develop ... ... to make them highly ... .
4. The more children use social media, the more their behaviors—
particularly their senses of ... — will be impacted.
5. Because technology provides a ... ... between individuals, it
actually decreases the empathy experienced.
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6. Empathy plays a role in inhibiting ... .....

7. Most teens admit they would never ... their ... if they were being
bullied online.

8. Teens spend more time on social media and less time actually
engaging in social ... than previous generations. Ironically, this
leads to ... and ... mood.

9. Since social media use lowers ... and increases ... in teens, it is the

perfect environment for cyberbullying.

10. Parents must talk to their child about how they can move on from
their own ... ... online, teaching them ... and providing them with
the guidance they need to use ... ... in a moral and healthy way.

Task 9. See App 5. Look at the pictures. Describe the psychological
teens’ state linked with cyberbullying in the pictures. What senses of
empathy are being impacted? Be ready to discuss in your group the
problem Cyberbullying on Social Media Linked to Teen Depression.

Task 10. Get ready for the conference. Prepare a presentation on one
of the problems that are spotlighted in the manual. Use the following
instruction:

The language of presentation

S3BIK pe3eHTal MU

B 310t mHCTpYKIIMU BbI HaiiaeTe (ppa3bl, KOTOPbIE MOMOTYT BaM Ha4aTh
[IPE3EHTALMIO, YIIPABJIATH BHUMAHUEM ayAUTOPUH, OTBEYATh Ha BOIIPOCHI U
NOJBOJIUTh UTOTH BhICTyIIeHUA. Mcnionb3oBanue 3tux dpas
CTPYKTYPUPYET Balll JOKJIA], IOMOXET YJIO0KUTHCA B PETJIAMEHT U IIPUIACT
BAM YyBCTBO YBEPEHHOCTH.

The beginning

Hauauno npe3eHranuu

Jlyudrie Bcero HavaTh ¢ MPUBETCTBUS Ay AUTOPUH, 3aTE€M MPEJCTABUTHCS,
OOBSBUTH TEMY MPE3CHTAIIUN U ONPEISTUTH BPEMS JISI BOIIPOCOB.

1. Good morning/afternoon/evening ladies and gentlemen.....

2. My nameis... [am ....
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3. Today I would like to talk with you about.... My aim for today’s
presentation is to give you information about...

4. Please feel free to interrupt me if there are any questions.

Or

If you have any questions, please feel free to ask me at the end of the
presentation.

The structure of presentation

CTpykTypa npe3eHTanumn

[Tocne BCTYNUTENBHOTO CI0BA MOJIE3HO 03HAKOMUTH ayAUTOPUIO C
perIaMeHTOM MPE3EHTAINH, 3TO O0JIETYUT BOCIIPUATHE CIIyIIaTeaeh 1
CHUMET BO3MOYKHOE HAIPSHKEHUE OT MBICIIH, YTO UM IIPHUAETCS CIYIIATh
BaC 1IEJIbIM JCHB!

First I would like to talk about....

Then I would like to take a look at...

Following that we should talk about...

Lastly we are going to discuss...

| would like to talk to you today about for ___minutes.

Or

We should be finished here today by  o’clock

Audience management

YupasiieHue ayauTopuen

Od4eHb Ba)KHO BO BPEMsI BBICTYIUICHHSI aKIICHTUPOBATh BHUMaHHUE
ayIMTOPHUH HAa OYEPETHOM ITyHKTE JOKIaaa. biaaromapst aTomy BbI OyaeTe
YIPABJIATH BHUMAHUEM CITYIIATEICH M TOMOTaTh UM CJIEIOBATh JIOTHKE
ITIOBECTBOBAHMSI.

Now we will look at....

I’d like now to discuss...

Let’s now talk about...

Let’s now turn to...

Let’s move on to...

That will bring us to our next point...
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Moving on to our next point...

Firstly...

Secondly...

Thirdly...

Lastly...

[lepen Tem, Kak BaM HaA4HYT 3a/1aBaTh BOIIPOCHI, HY’KHO KPaTKO IMOJBECTH
UTOTH BBICTYIUIEHUSI U 0003HAUYUTH KIHOUEBBIE MOMEHTBI, YUTOOBI
ayJIUTOPUH CTAJIO IIPEAEIIBHO SICHO, YTO BBl XOTEJIU CKa3aTh. JTUM BbI
n30aBuUTE ceOsl OT JUIIHUX BOIPOCOB U MOBTOPHO JIOHECETE MH(POPMALIUIO
710 HEBHUMATEJIbHBIX CITyIIATEIICH.

Summarizing

IloaBeneHue UTOrOB

I would just like to sum up the main points again...

If | could just summarize our main points before your questions,.. So, in
conclusion...

Finally let me just sum up today’s main topics...

Bo BpeMs BOIIPOCOB ayAUTOPUU OYE€Hb BAXKHO IIOHUMATh, O YEM UMEHHO
Bac crpamuBaroT. Hike npuBenensl (ppasbl, KOTOPbIE BBl MOXKETE
HCII0JB30BaTh B CJIy4ac, €CJIIM CMBICJI BOIIPOCAa BaM HC SICCH.

Explanations

OO0bsicHeHU

I’m sorry could you expand on that a little? Could you clarify your
question for me?

I’m sorry I don’t think I’ve understood your question; could you rephrase it
for me?

I think what you are asking is....

If I’ve understood you correctly you are asking about...

So you are asking about...
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CONCLUSION

YOUTH PROBLEMS OF THE 21°T CENTURY

This manual is dedicated to undergraduate students enrolled in the
direction of education 44.04.02 "Psychology and social pedagogy."

This work contains educational material in English that helps to
study some aspects of social pedagogy and psychology, which include:
education and school, self-esteem, behavior patterns, social adaptation,
relationships, the influence of the media and new information technologies
on the appearance, character, habits and the formation of young people
addiction abroad.

The texts are taken from the contemporary scientific works of
famous American, British, Canadian scientists, who have been studying
these problems for a long time.

The manual consists of six parts. All parts are the components of the
education methodical complex discipline block “Foreing Language” —
“Socio-Cultural Sphere of Communication.”

[TPOBJIEMbBI MOJIOAEXU XXI BEKA

YyeOHOoe mnocoOMEe MO AHIIMMCKOMY SI3BIKY NpPEIHA3HYEHO JIJIst
MarucTpaHTOB, OOyYarOUIMXCsl MO HampaBieHuto noarotoBku 44.04.02
«[Icuxonoro-nexparornyeckoe 0Opa3oBaHUE.

JlanHast paboTa COACPXKUT Y4eOHbIM MaTepuad Ha AaHIVIMHUCKOM
A3bIKE, TMOMOTAKIIMN W3YYUTh HEKOTOPBIE AaCHEKThl COLMAIbHOMN
NEeAaroruKu M MCHUXOJIOTUH, KOTOPbIE BKJIIOYAIOT: 00pa30oBaHHME U LIKOJA,
CaMOOLIEHKAa, MOJEIM TOBEAECHUS, COLMaJbHAasl aJanTanus, B3anuMO-
otHoweHus, BaussHue CMU 1 HOBBIX MH(OPMALIMOHHBIX TEXHOJIOTHI Ha
BHEUIHUI OOJHK, XapakTep, MPUBBIYKKM U (HOPMHUPOBAHUE 3aBHCHUMOCTHU
MOJIOJIBIX JTFOJICH 3a PyOeKOM.

TexkcTel B3STBI M3 HAyYHBIX TPYIOB HW3BECTHBIX AMEPUKAHCKHX,
OpUTAHCKUX M KaHAJCKUX YUYEHBIX, U3YUalOUINX JaHHbIE TPOOIEMBbI.

ITocobue cocrout m3 6 yacreit. Bece wactu Bxomsar B 0ok YMK]]
«MHOCTpaHHBbIH S3bIK» - «COIManbHO-KYJIbTypHAas chepa oOmeHusD.
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Chart 1

8% of All American Teens Have Met a Romantic
Partner Online

% of all teenswho ...

35%
Have beenin a
- romantic
onling " relationship

64%
Have never been
in a romantic
relationship

1%
Declined

Source: Pew Research Center Teens Relationships Suney, Sept. 25-0ct. 9, 2014, and Feb.
10-March 16, 2015 {n=1,060 teens ages 13 to 17).
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Chart 2

Teen Daters Usually Have Similar Communication
Expectations as Their Significant Other

% of teens with some kind of relationship experience who

NET
HOURLY EVERY FEW HOURS OMCE A DAY DAILY
F_xp_er:t to hear from B5%
their partner ...
Their partner expects

[ -
to hear from them ... 19 == I 35 | 88

Source: Pew Ressarch Center Teens Relationships Survey, Sept. 25-0ct. 9 2014, and Feb.
10-March 16, 2015 {n=361 teens ages 13 to 17 who have ever beenin some kind of
romantic relationship).
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Chart 3

Breaking Up In Person Is Most Socially Acceptable
Method

On a scale from 1 to 10, teens’ average rank of the acceptability of each
breakup method

i -".II

@ o0 @ @
3.4 5.4 84 10
Text message  Phone call In person
2.7

Message on social media
Get a friend to tell them
Change social media status to "single”

source: Pew Research CenterTeens Relationships Survey, Sept. 25-0ct. 9, 2014, and
Feb. 10-March 16, 2015 (n=1,060 teensages 1310 17).
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App 6

CIIMCOK HEITPABUJIBHBIX I'/IAT'OJIOB

NudpuvnuTus IIpocToe IIpuyacrue

npouleiiee npouiexero

Bpems BpeMeHH IlepeBon
Infinitive Past Simple Past Participle
be was/were been OBITh, HAXOUTHCS
become became become CTaHOBUTHCSI
begin began begun HAYMHATH(Cs1)
bite bit bitten KycaTh
blow blew blown IYTh
break broke broken JOMaTh
bring brought brought IPUHOCHTH
build built built CTPOUTH
burn burnt burnt TOpETh, KEYb
buy bought bought MIOKYTIaTh
catch caught caught JIOBHUTH
choose chose chosen BBIOUPATH
come came come PUXOIUTH
cost cost cost CTOUTh
cut cut cut pes3arb
do did done ZIeJIaTh
draw drew drawn pHUCOBATh, YCPTUTH
drink drank drunk HTh
eat ate eaten €CTh
fall fell fallen najaaTh
find found found HAXOIUTh
fly flew flown JeTaTh
forget forgot forgotten 3a0BIBAThH
freeze froze frozen 3aMep3aThb
get got got M0JIy4aTh
give gave given JaBaTh
go went gone UJITH, €XaTh
grow grew grown pacTH, BBIpAITUBATh
have had had UMETh
hear heard heard CIIBIIIATE
hold held held JepKath
keep kept kept XpaHHUTh
know knew known 3HATh
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lay
leave

let
lie
lose
make
meet
pay
put
read
ride
rise
run
say
see
sell
send
set
sing
sleep
speak
spend
stand
swim
take
tell
think
understand
wake
wear
win
write

laid
left
let
lay
lost
made
met
paid
put
read
rode
rose
ran
said
saw
sold
sent
set
sang
slept
spoke
spent
stood
swam
took
told
thought
understood
woke
wore
won
wrote

laid
left

let
lain
lost
made
met
paid
put
read
ridden
risen
run
said
seen
sold
sent
set
sung
slept
spoken
spent
stood
swum
taken
told
thought
understood
woken
worn
won
written

KJIaCTh, MTOJIO)KHUTh
MOKHU/IaTh, OCTABJIAThH
TI03BOJIATH

JeKaTh

TEPATh

Jenathb

BCTpEYAThH

TUTATHTh

KJIACTh

YUTATh

KaTaThCs (BEpXOM)
BOCXO/IUTh, BCTABaTh
OeraTh, yIpaBJisiTh
TOBOPUTH

BUJICTh

IPOJIaBaTh
NOChLIaTh

CTaBUTb, TOMENIATh
ETh

craTh

TOBOPHUTH
IPOBOJIUTH, TPATUTH
CTOSITh, BBIJICP)KHBATh
TUTaBaTh

OpaThb

TOBOPUTH KOMY-TO
TyMaTh

MOHUMAaTh

OyIUTh, IPOCHINIATHCS
HOCHUTh

M00EXK1aTh

UCaTh

See more and listen:
https://www.native-english.ru/grammar/irreqular-verbs
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