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PREFACE

OcHoBHas 11e7b Y4EOHO-MPAKTUUECKOTO MOCOOMS — COBEPIICHCTBO-
BAaHWE HABBIKOB UTCHHUSI HAy4YHOU JIMTEpaTyphl. [ ee JOCTHKEHUS B U3-
JTAaHUY MPUBEJICHBI PEUYEBBIC YIIPAKHEHUSA, KOTOPHIE UMEIOT OINPEICICHHYIO
crnenu@uKy, TUKTYEeMYH OCOOCHHOCTSMM YTEHHUsI KaK BUJIa PEUEBOM Jesi-
TEJILHOCTH, U MPEINOJAraloT COJCPKATECIbHYIO UIACHTU(PUKAIUIO, COJIEep-
JKaTeJIbHBIA TIOMCK M CMBICIOBOM BBIOOp. IlocimemoBaTenbHOCTh 3ITHUX
YIPA)KHEHUM CTPOUTCS C YUETOM YPOBHEH MOHMMaHUs TeKcTa. COmpoBOXK-
JAIOTCS YIPaKHEHUS PEIBAPUTEIIbHBIMU PEYEBBIMU YCTAHOBKAMH.

[Tocobue comep>XUT ayTEHTUYHbIC TEKCThI JJIsl UTCHUSI U MEPEBOJIA,
B3SITHIE W3 TPYJIOB M3BECTHBIX aMEPUKAHCKHUX, KAHAJICKUX U OPUTAHCKUX
YYEHBIX, M3Y4YalolIUX COBPEMEHHBIC COIMAJIbHBIC MPOOJEMbI; 3aJaHus K
TEKCTaM, JIEKCUKO-TPaMMaTUYECKUE YMNpaKHEHMS, HalpaBJICHHbIC Ha 3a-
KpEIUICHUE OCHOBHBIX MPOOJIEMHBIX 00IacTel rpaMMaTHKH. Takke mpuBe-
JICHBI 33/1aHUSI MOHOJIOTUYECKOT0 U JUAJIOTMYECKOTO XapakTepa, rpaMmma-
TUYECKUU CIIPABOYHMK B TAOJIUIIAX M PEKOMEHIAIMU JJISI CAaMOCTOSITEb-
HOM paOOTHI CTYJICHTOB.

B nocobuu ucnonb3yroTcs aBTOPCKUE MaTepualibl, u3jganubie B 2014

roay B yqe6HOM IIocoonu ((HpO6J'ICMBI COBPEMCHHBIX IMOAPOCTKOBM.



PART I

LESSON 1

Younqg Adolescents Displaying Resilient Behavior

Task 1. Study the vocabulary; practice the pronunciation of the new
words. Consult the Internet-translator.
resilience — >XM3HECTOMKOCTh (CIOCOOHOCTh OBICTPO BOCCTAaHABIIMBATH

(bu3nUecKue u AyIEBHbIEC CUJIIbI)

notion — moHsATHE, MPEICTABICHUE O YEM-II.

invulnerability — Heys3BUMOCTB

influence — BausnKe, Bo3aelcTBIE

environment — (3x1.) bakrop, BiausFOIINN Ha GOPMUPOBAHKE XapaKTepa
adolescence — 10OHOCTb, OTPOUYECTBO

adolescent — moapoctok

delinquency — npectynieHue (HECOBEPIICHHOICTHHX )

education — oopazoBanue

challenge — BeI30B, coMHEHHE

skills — ymenwue, MmacTepcTBO, OIBIT

language skills — s13p1Kk0BbIC HABBIKM M YMCHUS

law — 3akoH

community — o6muna, (the) — obmrecTBo

capacity (of, for) — cnoco6HOCTD K YeMy-J1., pab0OTOCIIOCOOHOCTh
mastery — BjacTh, MaCTEpPCTBO, COBEPILIEHHOE BiaaeHue (IIPEIMETOM)
welfare — 6naromomayune, 61arocoCcTosIHIE, JOCTATOK, COLOOECIICUEHNE
quality — kagecTBO

infancy — MiaieHuecTBO, paHHEe IETCTBO JI0 7 JIeT



adversity — Hec4acThs1, MPEBPATHOCTH CyIbOBI

affluent — u3o0mILHELNA, OOraThHIA

Kin — (KHIOKH.) pOAHSI, POJICTBEHHUKH, CEMbS

parenting — BBIMOJHATL POJIb POJUTENSA, BOCITUTHIBATH
ubiquitous — (KkHWXH.) Be3IeCyINA, TOBCEMECTHBIN

finding — oTkpeITHE, BBIBOIBI, TOTYYCHHEIC TAHHBIC
percentage — mpoIeHT, MPOIEHTHOE OTHOIICHHE

outcome — pe3yabTar, MOCIEACTBUE

according to — corstlacHO MHEHHS KOT'O-JI., IO CJIOBaM KOT'O-J1.
concept — noHsATHE, UIes, KOHICIIUs, 00IIee MPEICTABICHHIE
pUrpoSe — 1eltb

to investigate — uccnenoBaTh, U3y4arhb

to affect smb. — BusITH Ha KOroO-J1.

approach — moaxon (kK U3y4eHHUIO Yero-.)

circumstance(S) — oOcCTOSTENbCTBA, YCIOBHE, MAaTEPHAIbHOS WIH
(brHaHCOBOE MOJIOKEHNE

transience — MUMOJIETHOCTh, OBICTPOTEYHOCTD, BPEMEHHOCTh

CONSISteNnCy — JIOTMYHOCTh, MOCIICA0BATEIBHOCTh

Task 2. Grammar Drills. Find the meaning of the verbs in a
dictionary; find out if they are regular or irregular. See App 16.

— to suggest, — to reduce, — to impact, — to promote, — to provide, — to
capture, — to display, — to serve, — to ameliorate, — to intensify, — to
increase, — to prove, — to solve, — to emerge, — to join, — to belong, — to
contribute, — to reinforce, — to blame, — to lead, — to bond, — to ensure, —to
attend



Task 3. Tell the meaning of the following words without a dictionary.
Give Russian synonyms.

- individual, - psychological, - literature, - process, -adaptation,

autonomy, -protective, - system, - to demonstrate, - characteristic,

academic, - record, -to operate, - social, - person, - reaction, - positive,

direction, - critical, -mobility, - to control, - complex, - naive, - to base,

liberal, - humanism, - cultural, - strategy, - emotional, - requisite, - interest,

- specific, - stressor, - competent, — resource.

Task 4. Translate the words using a dictionary. Make up some
sentences with the words:

— relationship, — opportunity, — vulnerability, — beyond, — capacity, —
caution, — acknowledge, — haphazard, — simplistic, — explanation, — failure,
— issue, — consideration, — serendipitous, — well-being, — significant, —
cluster, — attribute, — dispositional, — coping, — efficacy, — agency, —
attachment, — siblings, — nuclear, — connectedness, — valuable, —

involvement, — participation, — activity.

Task 5. Read the following texts. Translate them.

Resilience, Protective Factors/Processes and Adolescents

A.  The notion of invulnerability from harmful influences - resilience -
emerged, almost by accident, from longitudinal developmental studies of
‘at risk' groups of children as they encountered many life stressors during
their development, through childhood and adolescence, to adulthood.
While these were essentially epidemiological studies of the incidence of

disease and pathology in the studied populations, interest grew in what



Rutter describes as 'the ubiquitous phenomenon of individual difference in
people's responses to stress and adversity'. As Benard observes: “A
consistent and amazing finding has emerged”. Although a certain
percentage of these high-risk children developed various problems (a
percentage higher than the normal population), a greater percentage of the
children became healthy, competent young adults. Later studies focused on
specific populations of resilient children and adolescents. In these studies
the subjects were classified as being at risk of psychiatric disorders,
delinquency and other negative life outcomes because of a variety of
individual, family and environmental factors. According to Thornberry et
al. these factors include low parental education, parental unemployment,
family receipt of welfare, family transience and family members
experiencing trouble with drugs and the law. Yet rather than focusing on
those children and adolescents who were casualties of these negative
factors, the studies focused instead on those who had not succumbed.
Instead of focusing on individual deficit, the new approach focused on
individual and community strengths and thus, the concept of resilience
emerged in the psychological literature. According to Masten, Best and
Garmezy 'resilience' is 'the process of, capacity for or outcome of
successful adaptation despite challenging or threatening circumstances'. In
the literature, the identifying characteristics of resilient adolescents are
such things as social competence, problem-solving skills, mastery,
autonomy and a sense of purpose and future. [4], [15]

B.  Protective factors have been described in relation to three primary
systems in the adolescent's world - family, school and community. In

relation to the family, many of the protective factors identified by research



clearly relate to the consistency and quality of care and support the
individual experiences during infancy, childhood and adolescence.

The work of Rutter, Maughan, Mortimore and Ouston in Britain shows
that another source of protective factors can be the school. Young people in
discordant and disadvantaged homes are more likely to demonstrate
resilient characteristics if they attend schools that have good academic
records and attentive, caring teachers. Studies conducted in the U.S. have
also shown the important role that individual teachers can play in resilient
adolescents' lives (Werner and Smith).

In relation to the community, young people in disadvantaged areas are
generally considered more 'at risk' than those in more affluent areas.
However, certain community characteristics seem to operate as protective
factors. The strength of social support networks provided by kin and social
service agencies, for example, is one such factor.

These clusters of protective factors were confirmed and extended by
qualitative research into child and adolescent resilience in South Australia
(see Howard and Johnson. Here we summarize the findings of this
research. Briefly, it suggests that child and adolescent resilience is
influenced by: life events, personal factors, and family, school and
community factors.

C. Rutter describes four types of protective factors or processes: those
that reduce risk impact or reduce a person's exposure to risk; those that
reduce negative chain-reactions that follow bad events or experiences;
those that promote self-esteem through achievements and, finally, positive
relationships and new opportunities that provide needed resources or new

directions in life.



Repeatedly, in our study of the lives of children displaying resilient or non-
resilient behaviors, critical life events served to either ameliorate or
intensify individuals' exposure to risks to their well-being. Serious injury
or the death of a close relative increased individuals' exposure to risk; the
departure of a bullying de facto parent from the household proved to be
protective.
Opportunities to join and belong to supportive groups contributed to
individuals' resilience, while high mobility due to changes in parental
employment contributed to individuals' disconnectedness and their
vulnerability. These life events were largely beyond the capacity of
individuals to control, and serve to reinforce Garmezy's caution about
using the notion of resilience to blame individuals who, for a variety of
complex reasons, do not achieve positive life outcomes. Acknowledging
the influence of these sometimes indiscriminate and haphazard life events,
challenges socially naive and simplistic explanations of success and failure
based on the liberal-humanist view which individualizes social issues and
leads away from broader social and cultural considerations.
While serendipitous life events can either protect or threaten adolescents'
well-being, a significant cluster of protective factors focuses on the
personal attributes and skills of individuals. The combination of positive
dispositional characteristics, personal coping strategies and beliefs about
personal efficacy and agency contribute to individual resilience.

Consistent parenting practices that promote attachment and emotional
bonding promote resilience. So too, do siblings and members of the
extended family who provide emotional and material support and who

model social problem-solving. These relational requisites can be provided

10



in many types of families, not just in conventional nuclear families
(husband, wife and children).

Schools that are safe, positive and achievement-oriented help
adolescents develop a sense of purpose and autonomy and promote
connectedness. They can also teach valuable life skills such as social
problem-solving as well as social competence. Perhaps most importantly,
schools can ensure that every student develops the foundation academic
competencies needed for further learning and the development of positive
self-esteem. In these ways schools can 'teach for resilience' by promoting
academic competence and attending to the social and emotional needs of
students.

Individuals and groups within the community can provide opportunities
for adolescent involvement and participation in social, sporting and
cultural activities. These activities promote feelings of belonging and

connectedness that are central to the development of resilience. [31]
Task 6. Answer the questions:

What is the notion of ‘resilience’ in the literature?
What are negative factors according to Thornberry?
What is ‘resilience’ according to Masten, Best and Garmezy?

What are the primary systems in the adolescent’s world?

ok WD PE

What are the protective (personal, family, school, community)

factors?
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Task 7. Translate the following into English, using the highlighted
words:

amazing — Y Moero HOBOro0 aBTOMOOHIISL nOMPsCarouydsi CKOPOCTb.

subject — mema nnas muckyccuu; rosoputh Ha (to talk on) cepnésmbie
membl, TIEPEBECTH pa3roBop Ha apyryio memy (to change the ...)

to include — Crincoxk éxiroual MHOTO HOBBIX UMEH.

law — V Hero nioxue manepsl. OH oueHb epydwvui mapeHn (fellow). On
YeJIOBEK Huszko2o npoucxoxaenus (birth).

unemployment — Beicokuii ypoBeHb Oe3pabomuysi, nmocobue (-benefit) mo
bespabomuye; CTpaxoBaHHe 1Mo Hespabomuye (— insurance)

successful — Emy sezém B0 BcéMm.

to threaten — I'opony yepoorcano naBoguenue (flood ).

sense — mATh uyecme  (CIyX, 3peHHe, 00OHSHUE, BKYC, OCSI3aHHE)
experience — yoenutbes ( learn by ) wa onweime; xearuguyuposannoiii
pabotHuk (a man of ...); aBagnaTHIIETHUH NpENOAaBaTCIIbLCKUN cmadic;
eneuamieHusi IETCTBa; PacCKaKUTe HAM O mMoM, Kak 6bl bbliu B Adpuke.
consistency — HMx cesa3piBaeT MHorojeTHss (lasting ...) opyowcoa. Ero
noBeaenue (... isin ... with ...) coenacyemcs ¢ ero xapakrepom.

care — JleBouka HaxoauTcs Ha ero noneuvenuu ( to be in ... of smb). Ona
sabomumcs (t0 take ... of smb.) o cBoem pedOenke.

to survive — DTot 00bIYai e coxpanuics B cenax.

12



Task 8. Look at the scheme showing risk and protective factors, their

correlations and influence on a person (by Brounstein, Zweig) [5]

Ilotpebnenne (¢ Tlotpe6nenne [@| IlompocTkoBbiii —| IlaTomoruueckuii € IIpecTymHOCTb
QJTKOTOJIS l»(  HapKOTHKOB | CyUIIUA L 5 ISMOJIMHT Ly MaJIOJIEeTHUX
NupuBuayanbHble GakTOpbI
PHCKa U 3aIHTHI
I
dakTOpH PUCKAa M 3aIIUTH, OTHOCSIHUECS K
I
OobmiecTBy 4 Cembe i OO01ae Nl IIkone Nl CBepcTHUKaM
> > > =

Draw the scheme and write down all these factors in English.

Task 9. Write a short summary Risk and Protective Factors, their
Influence on a Person. See App 1.

Task 10. Group Work. Be ready to discuss the following:

—What is it about these children and adolescents that enable them to

survive?

—What makes them apparently immune to the factors that negatively affect

others?

13




LESSON 2

Emotional Disturbances among Adolescents

Task 1. Study the vocabulary and practice the pronunciation of the
following new words. Write down them in your vocabulary.
disturbance - napymieHue, pacCTpoHCTBO

eXCeSS - MpeBbIIICHUE, N30BITOK, KPAHHOCTH

label - siprpik, MmeTka

deviant - OTKJIOHSIFOIIUKCS OT HOPMBI

handicapped - uaBanua, ¢ pU3NISCKUMH HEJOCTATKAMM
disordered — HapyiieHHBIN, HEYTOPSITOYCHHBIA

maladjusted - HenmpucrocoOJIeHHBIH

mental — ymcTBeHHBIN

psychotiC - NCMXOTHYECKHUH, ICUXOTHK

schizophrenic — mm3odpenuk

pattern — moxesb, npumMep

expectation — oxxuganue, HaaCKIa

accurate - TouHbIM, TIIATSIbHbBIN

objective — 00ObEKTUBHBIN, PeaTbHBIH

decision-making - mpuHsATHE penicHUs

connotation — comyTcTByOIIEE 3HAYEHUE, TO, YTO IOPA3yMEBACTCS
degree — crernens, ypoBeHb

adversely — nebmaronpusTHO

frequency — yacTora, 4aCTOTHOCTb

intensity — MHTEHCUBHOCTD, HATIPSKCHHOCTh

duration - gIUTENHLHOCTH

14



judgment - MmHEHHE, CY)KICHUE
SEeVere - cepbe3HbIN, TKEIbIN

chronic — xpounueckuii

Task 2. Tell the meaning of the following words without using a
dictionary. Give Russian synonyms.

-emotional, - intellectual, - interpersonal, - physical, - deficit, - period, -
symptom, - category, - model, - criteria, - context, - socially, - sensory, -
satisfactory, - formally, - passivity, - hyperactivity, - routine, - aggressive, -

systematic

Task 3. Read the text A. Translate it.

A. Emotional and behavioral disturbances represent significant behavioral
excesses or deficits. Many labels are used to denote deviant behavior; these
labels include: emotionally handicapped or disturbed, behaviorally
disordered, socially maladjusted, delinquent, mentally ill, psychotic, and
schizophrenic. Each of these terms refers to patterns of behavior that depart
significantly from the expectations of others. In recent years, "behavioral
disorders" has gained favor over "emotional disturbance” as a more
accurate label leading to more objective decision-making and fewer
negative connotations.

In US Federal Register serious emotional disturbance (SED) is defined
as "a condition exhibiting one or more of the following characteristics over
a long period of time and to a marked degree, which adversely affects
educational performance: -An inability to learn which cannot be explained

by intellectual, sensory, or health factors. -An inability to build or maintain

15



satisfactory interpersonal relationships with peers and teachers. -
Inappropriate types of behavior or feelings under normal circumstances. -A
general pervasive mood of unhappiness or depression. -A tendency to
develop physical symptoms or fears associated with personal or school
problems."

The federal definition includes children who are diagnosed as
schizophrenic, but excludes socially maladjusted children "unless it is
determined that they are seriously emotionally disturbed.” Although autism
was formerly included under the SED designation, in 1981 it was
transferred to the category of "other health impaired."

In A Study of Child Variance, Rhodes and Tracy (1974) identified
several conceptual models for understanding emotional and behavioral
disorders. Biophysical, psychoanalytical, behavioral, sociological, and
ecological models offer different theoretical perspectives on the nature and
causes of behavioral deviance.

Estimates of the number of school-age children and adolescents with
emotional or behavioral disorders depend on the definitions and criteria
that are used. At some point in their lives, most individuals exhibit
behavior that others consider excessive or inappropriate for the
circumstances. Thus, frequency, intensity, duration, and context must be
considered in making judgments of disturbance. Unlike some other
educational disabilities, emotional and behavioral disorders are not
necessarily lifelong conditions.

Although teachers typically consider 10%-20% of their students as
having emotional or behavioral problems, a conservative estimate of the

number whose problems are both severe and chronic is 2%-3% of the

16



school-age population. Currently, less than one-half that number are

formally identified and receive special education services. [25]

Task 4. Study the vocabulary and practice the new words
pronunciation Use the Internet-translator.
agreement —zorosop, coriacue

discreet — otaenbHBINA, a0CTPAKTHBIHI
disruptive — pa3pymirenbHbIi

to act out — passirpeiBaTh

withdrawn — 3amknyTHIH, yieammii B ceOst
anxious — TPEBOXKHBIH

disobedience — nenocymranue

irritability — pa3apaxureapbHOCTh

complain — >xanoba

coping — mpeojosieHne (TpyaHOCTEH )
preference — npeanourenue

Immaturity — He3penocThb

playmate — npyr nercraa

involvement — BoBneueHue

attention — Buumanue

academic — y4eOHbIii

intervention — BMeIIaTeaIbCTBO

established — aBTopuTeTHBIH, yCTaHOBICHHBIN
appropriate — mpucCyIuii, Mo X0 asIui

to provide — obecnieunBaTh

predictable - npenckasyemsrii

17



technique - meTox, cnoco®
reinforcement - ycuenue

token - 1. kaxymuiics; 2. mpu3HaK
performance — gesITeIbHOCTD,

academic performance- ycrieBaeMocTb
inability - HecrtocoOHOCTH

to maintain - moxaepKxuBaTh, COXPAHITh
Peer - poBECHHUK

pervasive - rry0oKui, MPOHUKAFOIINH
mood - HacTpoeHue

autism - aytusm

designation - 3nak, onpeseneHue, b
impaired - yxyaIeHHbIH, oca0aeHHBIN
to identify - oTokmecTBIATH, OITO3HABATH
estimate - orieHka

to exhibit - moka3siBaTh, MposIBIIATE KauecTBa
to rely on - monaratbcst Ha KOro-au00
measurement - usmepenue

monitoring - ciexeHue

assessment - oueHkKa, CyKIeHue
modeling - moaenrpoBanue, HCIIOIHEHHE 10 MOJICIH, KOITUPOBAHHUE
rehearsal - penerumus, moBropeHue

counseling — koHCYyIbTHPOBaHUE

18



Task 5. Read the text B. Translate it without using a dictionary.

B. There is considerable agreement about general patterns or types of
disordered behavior. Achenbach (1982) suggests two discrete patterns
which he calls "externalizers" (aggressive, disruptive, acting out) and
"internalizers" (withdrawn, anxious, depressed). Quay (1972) identifies the
following four dimensions:

CONDUCT DISORDERS (aggression, disobedience, irritability);
PERSONALITY DISORDERS (withdrawal, anxiety, physical
complaints;

IMMATURITY (passivity, poor coping, and preference for younger
playmates);

SOCIALIZED DELINQUENCY (involvement in gang subcultures).

In addition to CONDUCT DISORDERS and PERSONALITY
PROBLEMS, Rizzo and Zabel (1988) discuss PERVASIVE
DEVELOPMENTAL DISORDERS (including autism and childhood
schizophrenia) and LEARNING DISORDERS (including attention deficit
disorders with hyperactivity). Not all behaviorally disordered students
experience academic difficulties, but the two factors are often associated.

Educational interventions should match the established needs of students
with behavioral disorders. Multidisciplinary educational teams, including
parents, must design programs to meet the individual behavioral and
academic needs of identified SED students. Most students can benefit from
supportive treatments provided in regular programs. For others, at least
temporary placements in special classrooms, schools, or institutional

programs may be appropriate.
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Special programs usually attempt to provide a "therapeutic milieu,” a
structured environment where students experience a high degree of
success; rules and routines are predictable; and students are consistently
rewarded for appropriate behavior. Behavior management techniques, such
as positive reinforcement, token economies, contracting, and time-out,
which rely on direct measurement and monitoring of behavioral change,
are commonly used in SED programs. The assessment and systematic
teaching of social skills through modeling, discussion, and rehearsal are
frequently used to help students increase control over their behavior and
Improve their relations with others. In addition, supportive therapies
involving music, art, exercise, and relaxation techniques, as well as
affective education, individual, and group counseling are sometimes

employed to improve self-understanding, self-esteem, and self-control.[25]
Task 6. Answer the questions:

1. How many children are emotionally disturbed in the USA?
2. What are typical patterns of disordered behavior?

3. What are the educational implications?

Task 7. Find the following word combinations in the Text A and Text
B:

- Hapyuiernue I’lO6€()€H1/l}Z,’ - desuanmmoe HOGQOQHUQ,' - OMOUYUOHAJIbHOE
paccmpoﬁcmeo; - NpUHAMUe peuwleHus, - HecamueHdasxl KOHHomauyu:d, -
MoOenb n08€0€HZ/l}l,' - COUUAIBHO Henpucnoco@zeuubn?; - HezcamueHo
cKasvleaemcst Ha ycnesaemocmu, - MESNCIUUHOCNIHblEe OMHOUWEHUA CO

ceepcmuuKkamu, -Hecoomeemcmeyiou;uﬁ mun noeedeﬂwz; - COYUAaIbHO
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ouzaoanmuposannvie 0emu, - cepbe3Hble IMOYUOHANbHbIE PACCMPOUCMBA,
-NPUYUHLL  0CBUAHMHO20 NOBEOEHUS, - BbIHECEHUE CYHCOEHUU O
HapyWleHusx;, - COOMEenmcme08ams YCMAaHOGIeHHbIM Mpebo8aHUsAM, -
UsMepeHus U MOHUMOPUH2 USMEPEHULl 8 N08e0eHUU, - BCNOMO2aMmeNbHble

MemoOowl JIeUeHUA.

Task 8. Make up sentences with the following words:
- label, - pattern, - degree, - severe, - complain, - playmate, - performance,

- peer, - mood, - to rely on, - rehearsal, - counseling, - self- esteem.

Task 9. Make up a detailed plan to the text B.

LESSON 3

Adolescent Stress and Depression

Task 1. Study the vocabulary and practice the new words
pronunciation. Use the Internet-translator.

adult — B3pociblii, COBEpIIICHHOJICTHU

teenager — moapocTok (CieHr)

to highlight — BeriBUTaTh Ha TIEPBHIN TUTAH

bright-eyed - mycrpsrii

couple - mapa, ueta

painful — myuuTenbHBIN, TPYIHBIN, TPUIUHSIONUH 00JTH

employer - paGoronareib

to negotiate — BecTu meperoBopsI

independence - He3aBHCHUMOCTH
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reliance — omopa, noBepue

to create - cozgaBaTthb

to study - uzyuenue

survey — uccienoBanue, 0030p
vulnerable to - ys3Bumsblii, panumbIii
suicide — cyumu, caMoyOUCTBO

to predispose to - npeapacnoaraTh
to recognize — npu3HaBaTh, 0CO3HABATh
to signal - curnanusupoBarthb
awarenessS - 0Co3HaHUue

to pile up - nakarMBaThH

Imminent — HeM30EKHBIN, YTPOIKAFOIIUH

Task 2. Give Russian equivalents to the following English words:

-best years of your life, - rosy remembrance;- involved at a dance or
sporting event; -conflicting demands from coaches;- ill-equipped to cope
and solve problems;- to provide information;- to point out the stressful
events;- how to deal with stress; -to indicate the risk factors; -to be

familiar with the family.
Task 3. Read the Text A. Translate it without using a dictionary.

A. Adults commonly tell young people that the teenage years are the "best
years of your life." The rosy remembrance highlights happy groups of high
school students energetically involved at a dance or sporting event, and a
bright-eyed couple holding hands or sipping sodas at a local restaurant.

This is only part of the picture. Life for many young people is a painful tug
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of war filled with mixed messages and conflicting demands from parents,
teachers, coaches, employers, friends and oneself. Growing up—
negotiating a path between independence and reliance on others—is a
tough business. It creates stress, and it can create serious depression for
young people ill-equipped to cope, communicate and solve problems.

A study and a survey conducted recently in Minnesota provide
information about the prevalence of adolescent stress and depression. The
study and survey point out some of the stressful events young people
experience, describe how young people deal with stress, and indicate the
risk factors for young people most vulnerable to stress, depression and self-
destructive behavior. This major research project provides data on
adolescent stress, depression and suicide collected from nearly 4300 high
school students in 52 rural Minnesota counties.

Adults need to be familiar with the family, biological and personality
factors that predispose a young person to depression. They can learn to
recognize the kinds of psychological, behavioral and social events that
most often signal trouble. Awareness of the way these risk factors "pile up"
helps any adult living and working with adolescents to be sensitive when

stress and depression are imminent. [22]

Task 4. Grammar Drills. Find the meaning of the verbs in a
dictionary; find out if they are regular or irregular. See App 16.
- to reveal; - to handle; - to suffer; - to rely on; - to worry; - to last; - to

seem; - to find; - to report.

23



Task 5. Study the vocabulary and practice the new words
pronunciation. Use the Internet-translator. Write down them in your
vocabulary.

attempt — noneITKa

to characterize - xapakrepu3oBartb

feelings - uyBcTBa

tension - HampsbKkeHue

frustration - pazouapoBanue, KpylieHHE HAJCK T, CPBIB

sadness - nevasb, yHbIHUC

worthlessness - 6ecroe3HocTh

approximately — npuGau3uTenbHO

Task 6. Read the text B; translate it without a dictionary.

Text B. Stress and Depression Are Real

Stress and depression are serious problems for many teenagers, as the
1986 study of Minnesota high school students reveals. Although 61 percent
of the students are not depressed and seem to handle their problems in
constructive ways, 39 percent suffer from mild to severe depression. These
young people often rely on passive or negative behaviors in their attempts
to deal with problems.

Stress is characterized by feelings of tension, frustration, worry, sadness
and withdrawal that commonly last from a few hours to a few days.
Depression is both more severe and longer lasting. Depression is
characterized by more extreme feelings of hopelessness, sadness, isolation,
worry, withdrawal and worthlessness that last for two weeks or more. The

finding that 9 percent of high school students are severely depressed is
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important since depression is the most important risk factor for suicide.
The Minnesota Study found that 88 percent of the youth who reported
making suicide attempts were depressed. Approximately 6 percent of the

students reported suicide attempts in the previous six months. [30]

Task 7. Learn the following new words; mind the pronunciation of the
words, use the Internet-translator. Write them down in your
vocabulary.

coOmmOonN - o0uuH, pacIpoCTPaHEHHBIHI

breakup - pa3psiB

increased - yBeTM4eHHBIIH

argument - ciop, ccopa

trouble - 6ema, 6ecokoiCcTBO, TPEBOTa

domain - cepa, ob1acTh

Issue - mpoOJsema, CIIOPHBIN BOIIPOC

loss - moTeps1, yrpara, mpoOUTrphIII

INtrinsic - BHyTpeHHUH, CyIIeCTBEHHBIN

self-worth - camoyBaxenue

SOUrce - HICTOYHHK

to respond - orBeuaTh Ha ( UTO-TO), IeJaTh B OTBET, pearupoBaTh

to care about - 3a06oTuThCA (0 KOM-1THO0)

to draw on - oOpamaThes (K KOMY-TO)
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Task 8. Read the text C; translate it without using a dictionary.

C. Common Causes and Responses to Stress

Young people become stressed for many reasons. The Minnesota study
presented students with a list of 47 common life events and asked them to
identify those they had experienced in the last six months that they
considered to be "bad." The responses indicated that they had experienced
an average of two negative life events in the last six months. The most
common of these were:

. Break up with boy/qgirlfriend

. Increased arguments with parents

. Trouble with brother or sister

. Increased arguments between parents

. Changing parents' financial status

. Serious illness or injury of family member

. Trouble with classmates

coO N O O A W N B

. Trouble with parents
These events are centered in the two most important domains of a
teenager's life: home and school. They relate to issues of conflict and loss.
Loss can reflect the real or perceived loss of something concrete such as a
friend or money, and it can mean the loss of such intrinsic things as self-
worth, respect, friendship or love.

In a more informal survey of 60 young people (Walker, 1985), the
primary sources of tension and trouble for teens and their friends were:
relationships with friends and family; the pressure of expectations from

self and others; pressure at school from teachers, coaches, grades and
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homework; financial pressures; and tragedy in the lives of family and
friends (described as death, divorce, cancer).

Most teenagers respond to stressful events in their lives by doing
something relaxing, trying positive and self-reliant problem-solving or
seeking friendship and support from others. Common examples include
listening to music, trying to make their own decisions, daydreaming, trying
to figure out solutions, keeping up friendships, watching television and
being close to people they care about. These behaviors are appropriate for
adolescents who are trying to become independent, take responsibility for

themselves, and draw on friends and family for support. [30]

Task 9. Learn the following new words and word combinations.
Mind their pronunciation, use the Internet-translator.
to face - crankuBaThcs (¢ 4eM-TO)

internal - BHyTpeHHNI

external - BHemHMI

additional - nomosHUTENBHBIN

youth - MoJ0IbIe JTIF01U, MOJIOIEKD

anger - 3J10cTb

ventilation - BeisicHeHHe, 00CYyXKIeHNE

avoidance - uzbexxanue, yKJIOHECHUES

to yell - BoriuTh, KpUYaTh, BEIKPUKUBATH

to be inclined to - OBITH CKJIOHHBIM (K YEMY-TO)

to go along with — maguTh (¢ kKemM-T0)
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Task 10. Read the text D; translate it without using a dictionary.
Text D. Troubled Youth Respond Differently

The majority of young people face the stress of negative life events find
internal or external resources to cope and move on. But for others, the
events pile up and the stressors are too great. In the Minnesota study teens
who reported that they had made a suicide attempt had five additional
"bad" events on their list: parents' divorce, loss of a close friend, and
change to a new school, failing grades and personal illness or injury. It is
significant that the young people who showed high degrees of depression
and who had made suicide attempts reported over five of these "bad"
events in the past six months, more than twice as many as the rest of the
group.

The actions in response to stress were also different for those who
reported serious depression or a suicide attempt. Young people who are
depressed are at much greater risk of attempting suicide than non-
depressed youth—although not all youth who attempt suicide are
depressed. These young people report exhibiting much more anger and
ventilation; avoidance and passivity; and aggressive, antisocial behavior.
They describe yelling, fighting and complaining; drinking, smoking and
using doctor-prescribed drugs more frequently; and sleeping, riding around
in cars and crying more often. They are less inclined to do things with their

family or to go along with parents' rules and requests. [30]

Task 11. Find the following Russian words in the English dictionary:
-YpOBEHB; - 00pb0a; - 00POTHCS; - 0CO3HABATH; - HAKAIUIUBATD; - HCTOPHUS; -

SHOYHOTpC6J'IeHI/I€; - XdpaKTCpHaA 4YepTa, - CO,Z[GfICTBOB&TB; - YHUXKATb, -
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OEpeMEHHOCTb; - 3aTSHYBIIUICS; - O€3paccyiCTBO; - MPEAYYBCTBUE; -

YLEJIEBIIUH.

Task 12. Read the text E; try to understand it without a dictionary.
Text E. A Closer Look at High Risk Youth
It is important not to overreact to isolated incidents. Young people will

have problems and will learn, at their own rate, to struggle and deal with
them. But it is critical for parents and helping adults to be aware of the
factors that put a youth at particular risk, especially when stressful events
begin to accumulate for these vulnerable individuals. A good starting point
for identifying and intervening with highly troubled and depressed young
people is the careful study of suicidal adolescents.

Family history and biology can create a predisposition for dealing
poorly with stress. These factors make a person susceptible to depression
and self-destructive behavior.

e History of depression and/or suicide in the family

e Alcoholism or drug use in the family

e Sexual or physical abuse patterns in the family

e Chronic illness in oneself or family

e Family or individual history of psychiatric disorders such as eating

disorders, schizophrenia, manic-depressive disorder, conduct
disorders, delinquency

e Death or serious loss in the family

e Learning disabilities or mental/physical disabilities

e Absent or divorced parents; inadequate bonding in adoptive families

e Family conflict; poor parent/child relationships
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Personality traits, especially when they change dramatically, can signal

serious trouble. These traits include:

Impulsive behaviors, obsessions and unreal fears

Aggressive and antisocial behavior

Withdrawal and isolation; detachment

Poor social skills resulting in feelings of humiliation, poor self-
worth, blame and feeling ugly

Over-achieving and extreme pressure to perform

Problems with sleeping and/or eating

Psychological and social events contribute to the accumulation of

problems and stressors.

Loss experience such as a death or suicide of a friend or family
member; broken romance, loss of a close friendship or a family move
Unmet personal or parental expectation such as failure to achieve a
goal, poor grades, social rejection

Unresolved conflict with family members, peers, teachers, coaches
that results in anger, frustration, rejection

Humiliating experience resulting in loss of self-esteem or rejection

Unexpected events such as pregnancy or financial problems

Predispositions, stressors and behaviors weave together to form a

composite picture of a youth at high risk for depression and self-destructive

behavior. Symptoms such as personal drug and alcohol use, running away

from home, prolonged sadness and crying, unusual impulsivity or

recklessness or dramatic changes in personal habits are intertwined with

the family and personal history, the individual personality and the

emotional/social events taking place in a person's life.
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It is not always easy for one person to see the "whole picture." That is
why, it is essential that people who have "hunches" that something is
wrong take the lead to gather perspectives from other friends, family
members and professionals who know the young person. It is all too often
true that the survivors of an adolescent suicide only "put the pieces
together" after the fact, when they sit together and try to figure out what
happened. How fortunate a troubled young person is to have a caring adult
take the initiative to look more closely before something serious happens!
[30]

Task 13. Complete the following sentences, using texts -A,B,C,D above.
1. Life for many young people is...

. Growing up is a path between...

. The study deals with...

. The major research project provides data on...

2
3
4
5. Adults need to be familiar with...
6. Stress and depression are...

7. Stress is characterized by feeling...

8. Depression is characterized by more extreme...

9. The responses of students indicated that they had experienced an
average of...

10. These events are centered in the two most important domains of...

11. The primary sources of tension and trouble for teens were:

12. Most teens respond to stressful events in their lives by...

13. In the study teens who reported that they had made a suicide attempt
had five...

14. Predispositions stressors and behaviors weave together to form...
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Task 14. Write out key words from all the texts above.

Task 15. Write a short summary Adolescent Stress and Depression.

See App 2.

LESSON 4

Teens Romances in the USA

Task 1. Grammar Drills. Look up the meaning of the following words
in a dictionary. Give the degrees of comparison of the adjectives. Mind
the type of every adjective. Mark the stresses.

-astounding, - vacillating, - single, - ripe, - abnormal, - fast, - pretty, -
heavy, -narrow, - appropriate, - secretive, -shy, - intimate, - cool, -

ridiculous, - humorous, -sneaky, - cute.

Task 2. Grammar Drills. Translate the following verbs. Point out
which verb is regular or irregular. Write down them in your
vocabulary. See App 16.

-to announce, - to astound, -to admit, - to bubble, - to engage, - to hunt,
-to aspire, to make sure, -to remain, - to receive, - to come, - to treasure, -
to respect, - to lead, - to jump, - to set, - to run, - wind up, - to smooth

over, - to keep, to threaten, - to interfere.

Task 3. Before reading the text A, pay attention to the vocabulary:
to be in love with — BiroOuTHCS B KOroO-11.,

guy - mapeHb

Kid - (pasr.) = child — pebenox

to be around the corner - 6bITh 3a yriI0M(31€Ch: COBCEM OJIM3KO)

32



rejection - otkas, HempusATHE

Mess - OecnopsA0K, yTaHUI[a, HEMPHUITHOCTD
romance - poMas, JJF0OOBHAsI UCTOPUSI
phenomenon - sBiieHne

celebrity - 3HaMeHHUTOCTD, H3BECTHBIN YCIOBEK
partner - maptaep

single - onuHOKMiA

to hang out with - (cieHr) 3aBucarh ¢ KeM-TO, OKOJIAUUBAThCS C
ups and down - B311EThI U MALCHHMS

to take a gander - B3rnsHYTH Ha YTO-TO
heart-break - pa3ouroe cepiie, 6oibioe rope
tween — (amep.) - moapoctok ot 10 1o 13 ner

academics - y4ycOHbIC 3aHATHS

Task 4. Read the Text A. Get the main idea of the text.

OK — vyour 13-year-old daughter comes home from school and
dreamily announces that she’s in love with the hottest guy in her grade.
What’s even more astounding is that the kid has actually admitted to liking
her also. And his birthday is just around the corner and she’s babbling on
about whether to buy him a shirt or a CD. “Mom, what do you think that
Jason would like better? He’s so cute and would look great in that red polo
shirt, but, you know, he’s really into music also. Oh, and what if he
doesn’t get me anything ... I just couldn’t go back to school!”

Great, from zero to practically married in 10 seconds flat and the kid is

now vacillating between the highs that come from feeling in love and the
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lows of fearing rejection. Somehow, you’ve just been placed in the middle
of the whole mess!

Teen romance is not a new phenomenon. In fact, many of our
grandparents were married quite young and began their own families in
their latter teenage years. But nowadays it seems like even little kids are
having crushes on both peers and celebrities, and tweens and teens are
more actively engaged in the “hunt” for a partner. Being “single” at the
ripe old age of 15 can be seen as abnormal by many kids, especially those
who hang out with peers in the fast lane and aspire to be, act and look like
the celebs on MTV.

Although tween and teen romance is normal, it’s not without some pretty
heavy ups and downs. Let’s take a gander at a few:

It’s certainly risky business and a good way to get the first heart-break!
Some tweens really do fall head over heels in love, and can continue a
relationship throughout middle school and even into the high school years.

Generally, this type of relationship narrows the child’s interests and
involvement with others (sports, clubs and even academics). Hours spent
on the telephone or chatting on the Internet with a boyfriend or girlfriend

may be better spent with a more balanced approach to a relationship.[24]

Task 5. Make up 5-6 questions to the text A. Work with your partner.

Task 6. Before reading the text B, pay attention to the vocabulary:
to keep cool head oneself — coxpansTh X1aTHOKPOBHE
judgment - ocyxaeHue, MHEHHE, HaKa3aHUE

rap — pan (my3.), pa3roBop, decena
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benefit - Beiroga, mons3a

activity - akTUBHOCTb, 1€ATEIbHOCTD

caution - 0CTOpPOXKHOCTh

bet - craBka, mapu

t0 come across - HaTONKHYThCS, CIIy4YaliHO OOHAPYKHUTh

POSSESSIONS - COOCTBEHHOCTh, TUYHBIC BEIIH

Task 7. Read the text B. Get the main idea.

What’s a parent to do?

Well, try to keep a cool head yourself, make sure that the lines of
communication with your child remain open, and that you are not
judgmental (at least until you see the boyfriend’s rap sheet!). Also, try the
following with your child:

Discuss the benefits of finding a balance in a relationship, especially if
your child is getting too involved or obsessed with the relationship. You
may have to set some limits on telephone or Internet time, or suggest that
activities and time are spent with a variety of friends.

Caution your child to not spend too much money on gifts for the other
person — it’s expensive, and may not be received well.

If the relationship is relatively new, suggest to your child that he or she
shy away from buying a gift that is to be worn on the body (jewelry,
clothing) — that’s very personal and may be viewed by the recipient (or
their folks!) as too intimate. Safer choices are CDs, books or cool cards or
candy. And, feelings can be easily hurt if the gift is not received well or

reciprocated. Guys should keep it simple — a card, flower or small box of
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candy is usually a safe bet. Girls — too sentimental may come across as
smothering — keep the gift simple, cute or perhaps even humorous.
For kids in more lengthy relationships, more personal gifts can be given

and are often valued as treasured possessions. [24]

Task 8. Find the following sentences in the text B, continue them.
1. Make sure that the lines of...

2. Discuss the benefits of...

3. You may have to set some...

4. Caution your child to not spend too much money on...

5. If the relationship is relatively new? Suggest to your...

6. For kids in more lengthy relationships, more personal...

Task 9. Read the Text C. Pay attention to the following words and
word combinations:

to handle - cipaBasiThest € yeM-I.,

to ridicule - ocMenBaTh, HacMeXaTbCS

key - kirou

make fun of smb. - mryTuTh Hax KeM-TO
dating — cBuganue, 3HAKOMCTBO

bottom line — mocneanss yepra

substance use - ynotpe0JjecHIUE HAPKOTUKOB
abuse — 3ioynorpe0OeHue

a watchful eye - 6nurensHOE 0KO

curfew - KOMEHTaHTCKUN Yac

violation - mapyrenue
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honesty - yuecTHOCTB

via - yepes

infatuation - ctpactHas BIIOOJICHHOCTD, CIICIIOE YBIICUCHHUE

feeling - uyBcTBa

to take smb. out (to dinner, the theatre) — Boauts koro-to (Ha oGen, B
KHUHO)

privacy - yeauHeHHe, IPUBaTHOCTD

Task 10. Read the Text C. Get the main idea.

How should parents handle the tween or teen relationship?

Whatever you do, don’t ridicule your kid — no matter how unrealistic
the crush or inappropriate the relationship. Your child’s feelings are real
and should be respected.

Communication is a key. If you make fun of his or her feelings, your
child may become secretive about this one as well as future relationships.

Try not to be judgmental. Discuss with your child what is important, in
your family, about dating, sex and the bottom line when it comes to who
your kid can become involved with. At the minimum, | would suggest that
the significant other must still be attending school, close to your child’s
age, not have a history of legal problems, not be involved in substance use
or abuse, and be reasonably polite when in your presence.

If the kid at least meets these requirements, let your child lead the way.
Unless the relationship becomes obsessive or interferes with other life
activities, try to enjoy your kid’s involvement and new interests, of course

with a watchful eye regarding curfew violations and honesty in terms of
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the all - who, what, when, where and why of where they are going and
what they are doing.

Use the “relationship” as a jumping off spot for communication. Get to
know your child’s interests, friends and how he or she wishes to be
perceived by others via the boyfriend or girlfriend. Kids love to talk about
their loves and infatuations — have fun with it and respect your child’s
feelings. If you really like the boyfriend or girlfriend, let the kids know it
— take them out to dinner or to the movies with you, praise the way that
they treat each other and are respectful of feelings, and also show that you
know when to back off and give the couple some privacy and time to

themselves.[24]

Task 11. Work in pairs. Using the vocabulary to the Text C, make up

5-6 questions and put them to your partner.

Task 12. Read the text D. Mind the pronunciation and meaning of the
following words and word combinations:

to get out of hands - BeIx01UTh M3-1101 KOHTPOJIS

to step in - BMemMBaTLCSA BO YTO-TO

to talk with smb. alone - 6ecenoBars ¢ kKeM-1TM0O0 OIMH HA OJIUH

to transmit - mepenaBathb

disease - 6oJe3Hb

pregnancy - 6epeMeHHOCTh

to be home alone - ObITH TOMA B OIMHOYECTBE

cahoot — ( amep.) croBop, coydactue

to despise smb.for smth. - npe3upars koro-aud0 3a 4YTO-TO
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to run away -yoerath(u3 noma)

to stand one’s ground — cTOSATh Ha CBOEM

to monitor -KOHTPOJIUPOBATh

a heel - xabnyk, mep3aBen

frame of mind - HacTpoeHue, pacmoyioKeHHE TyXa
dumpee - «HBITHKY», TOT, KTO XaHIPHUT

distraction - cMsaTeHue, pacTepSIHHOCTb

bouquet - OykeT 1BeTOB

heathen — Heyu, BapBap

to smooth over — crimagute 4TO-TO

Task 13. Read the Text D. Get the main idea.
What to do if the situation gets out of hand?

If you have reason to believe that the relationship has gone too far (the
kids are experimenting sexually, for instance), you must step in. First, talk
with your child alone, and discuss the reasons for refraining from sexual
activity (emotionally she may not be ready; it often ruins the relationship
or reputation, the possibility of sexually transmitted diseases or
pregnancy). If appropriate, consider discussing these same issues with the
boyfriend (or girlfriend), as well as with his parents. Trust me, his mom or
dad would want this information as much as you would, and it’s better to
not keep important issues hidden from the other parents.

Realize the limitations that parents have when it comes to controlling
their kids’ behaviors. Even if you’ve given the best talk possible about sex
and the reasons to abstain, kids can be very, very sneaky and stay sexually

involved behind your back (and even in your house!). Watch the curfew,
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stay involved with your child, do not allow the kids to be home alone
without a responsible adult present, and always check with the other parent
when your child sets up a sleep over at his or her friend’s house. Many
tweens or teens work in cahoots with each other, saying that they are
staying at a friend's house, while actually spending the night with a
boyfriend or girlfriend at an unsupervised location.

If things go too far, you may have to end the relationship. Initially your
child will probably despise you for this — threatening to run away or to
continue to see the boyfriend or girlfriend regardless of what you say. If
you’ve been reasonable and still feel that this is a dangerous or very
inappropriate relationship, then you should stand your ground and monitor
your child’s actions and whereabouts closely. This too shall pass, but not
without your kid making you feel like a real heel. Keep in mind the big
picture and how important it is for your child to move out of this
relationship and into a different frame of mind.

Hopefully, your child’s romance is successful and fun. But many tween
or teen relationships are not, and end within a month or so of the first Kiss.
And if your child winds up being the “dumped” and not the “dumpee,” I’'ve
found that distraction often works best in these situations — send your
daughter flowers from Mom and Dad. Even though it may not hold the
same significance as a bouquet from the heathen who just broke up with
your lovely daughter, it will help to smooth over hurt feelings to some
extent. Take your heartbroken son to the movies — a good comedy or
exciting action thriller will at least give him a few hours of distraction.
Within a few weeks your kid will realize that their ex was (a) a jerk, (b) a

player, (c) just not worth the drama, or (d) all of the above. [24]
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Task 14. Write a short summary of the whole article written by
Dr.Ruth Peters. (Texts A,B,C,D) Write out key words of the article.
See App 2.

LESSON 5

Youth Violence in the USA

Task 1. Before you start working at the text, practice the
pronunciation and stress of the following words. Translate them using
a dictionary or the Internet- translator

a) -violence, -reason, -victim, -media, -shooting, -bullying, -threatening,-
fight, -assault, -weapon, -gang, - suicide, -injury, -murder, -harm, -

adulthood, -poverty, -illegal, -peer, -attitude, -shield,;

b) Make up sentences with the following verbs:

- to be concerned about, -to commit, -totend, - to increase,

-to carry, -to turn, -toarrest, -to drop, -to conclude, -toharm,
- to drive, -togetintrouble, -toidentify, -toinclude, -to predict,
- to shield.

Task 2. Read the Text A and then answer the question:
Which teens are at greater risk for engaging in serious violent behavior?
Text A.

Many teenagers are concerned about youth violence, and with good
reason. Each year, far too many teens commit acts of violence, and their

victims are most often other teenagers. Although media coverage tends to
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focus on mass shootings like the one in Littleton, Colorado, youth violence
actually includes a range of activities, including bullying, threatening
remarks, physical fights, assaults with or without weapons, gang violence,
and suicide.

Although youth violence has always been a problem in the United
States, the number of deaths and serious injuries increased dramatically
during the late 1980's and early 1990's, as more and more teens began to
carry guns and other weapons. Since then, however, the tide has begun to
turn. In recent years, fewer teens are carrying weapons, teen murder arrests
have dropped by almost 60%, and the arrest rate for violent crimes is down
36% from its peak in 1994. It would be misleading, however, to conclude
that youth violence is no longer a problem.

Too many youth continue to harm others...

Researchers have identified some factors that increase children and
teens' risk for becoming involved in serious violence during the teenage
years. For children under 13, the most important factors include: early
involvement in serious criminal behavior, early substance use, being male,
a history of physical aggression toward others, low parent education levels
or poverty, and parent involvement in illegal activities.

Once a child becomes a teenager, different factors predict involvement in
serious violence. Friends and peers are much more important for teens, and
friendships with antisocial or delinquent peers, membership in a gang, and
involvement in other criminal activity are the most important predictors of
serious violence for teenagers.

Typically, the more of these risk factors that are present, the greater a child

or teen's likelihood of becoming involved in serious violence. It is
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important to remember, however, that some children or teens may have a
number of these risk factors yet never become violent, while other children
or teens with no risk factors will engage in violent activities. Researchers
have begun to identify protective factors, such as a commitment to school
and a negative attitude toward criminal behavior that may shield children
and teens, even in the presence of a number of risk factors. [2]

Teens, that commit acts of serious violence, are often involved in other
types of criminal behavior and live a lifestyle that involves a number of
risky behaviors, including using drugs, carrying weapons, driving
recklessly, and having unsafe sex. While some violent teens begin to get in
trouble as children, most do not become involved in a violent lifestyle until
their teenage years. Between 20 and 45% of boys who commit serious
violent crimes by the age of 16 or 17 were violent as children, while 45 to
69% of violent girls were violent in childhood. The small group of teens
that were engaged in serious violence before the age of 13 generally
commits more crimes, and more serious crimes, than those teens that start
later. They are also more likely to continue to engage in violence into
adulthood. In contrast, only about 20% of all seriously violent teens

continue to commit violent acts as adults. [29]

By U.S. Department of Health and Human Services (2001).Youth

Violence: A Report of the Surgeon General.
Task 3. Work in pairs. Put logical questions to your partner on the

given statements and answer them. Begin asking with: when, why, who,

where...
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1. Many teenagers are concerned about youth violence. Each year, far too
many teens commit acts of violence, and their victims are most often other
teenagers.

2. Youth violence actually includes a range of activity, including bullying,
threatening remarks, physical fights, assaults with or without weapons,
gang violence, and suicide.

3. The number of deaths and serious injuries increased dramatically during
the late 1980’s and yearly 1990’s, as more and more teens began to carry
guns and other weapons.

4. Once a child becomes a teenager, different factors predict involvement
in serious violence. Friends and peers, friendships with antisocial or
delinquent peers, membership in a gang, and involvement in a criminal

activity are the most important predictors of serious violence for teens.

Task 4. In the text A find equivalents to the following Russian word
combinations:

- ObIMb 00ECNOKOEHHbIM YeM-MOo, - 00CMAMOYHbIEe NPUYUHDBL, - COBEPUIAND
Ymo-mo nioxoe, - HOCUMy opydicue;, noockouums 0o 60%; - cnuzumscs 0o
36%; - Oonvue He s61gemMcs NpooOAEMOU, - ObIMb BOBICUECHHBLIM 8
cepbe3Hoe npecmynienue, - nonadames 8 6edy; - ujleHCcmeo 8 baHoe, -

Gaxmopuwl pucka, - paxmopul 3auumol, - NPUYUHAMS 8DEO.

Task 5. Read the text B Causes of School violence. Write out new

words in your vocabulary. Translate the text.
School violence is a many-faceted problem, making it difficult for

researchers and practitioners to pinpoint its causes. Many school violence
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statistics, for example, do not match the norms in our larger society.
A National Crime Victimization Survey, compiled and maintained by the
U.S. Department of Justice, shows that overall crime rates in U.S. society
have fallen. Simultaneously, school-based studies reveal that many violent
behaviors have increased among children and adolescents.

"Indicators of School Crime and Safety," a 2006 study by the U.S.

Department of Education and the U.S. Department of Justice, reveals that
public schools experiencing violent incidents increased from 71 to 81
percent over a five-year period (1999-2004).
The same study reports that the percentage of students who reported gang
presence at school increased from 21 percent in 2003 to 24 percent in
2005. Although no direct connection between gang activity and school
violence can be established, the initiation of gang activity in neighborhoods
and schools does frequently coincide with increased violence reports.

School violence does not limit itself to the student population. Eight
percent of teachers say they are threatened with violence on school grounds
at least once a month. Two percent report being physically attacked each
year.

Although the specific incidents of school-based fatalities are too
numerous to list, there were 48 school-associated deaths in elementary and
secondary schools in one year alone, from July, 2004, through June, 2005.
Statistics indicate that efforts to curb school violence are making some
headway since 1992, a high point for school-based violence. From 1992 to
2004, violent incidents occurred less frequently in school than away from
school, according to the above listed study by the Bureau of Justice

Statistics and the National Education Center.
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In the context of school violence, it is critical to recognize that a large
majority of young people are not violence-prone, do not have criminal
attitudes or criminal records, and can be "demonized" by legislators, the
media, and the general public.

Michael Males, a professor at University of California at Santa Cruz,
points to another source beyond the attitudes and behaviors of children.
“More than any past generation,” he writes, “ today's kids are far more
likely to grow up with parents who abuse drugs, get arrested, go to prison,
disappear, fail to maintain stable families. Poverty, disownment, and
messed-up adults are by far the biggest problems kids face, and the
mystery is why only a relatively small fraction of modern kids are acting
dangerously.”

Therefore, while it is critical that schools and communities recognize that
school violence needs to be addressed, it is also critical that they respect
the hopes and rights of the majority of students who are neither
perpetrators nor victims of school violence and who want nothing more
than to receive a good education in a safe environment.

Most educators and education researchers and practitioners would agree
that school violence arises from a layering of causes and risk factors that
include (but are not limited to) access to weapons, media violence, cyber
abuse, the impact of school, community, and family environments,

personal alienation, and more. [16]

Task 6. Find the following words in the text B:
-npuduHna, - MHOZOZpaHHbZIZ,' - MOYHO onpe()eﬂﬂmb; - coena()amb; -

noooepcUBams, - Cco8naAdamsv ¢, - POK, - CKIOHHOCMb K HACUIUID, -
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UCMOYHUK, - nompebiieHue HAPKOMUKO8, - UCUe3HOBeHUe, -~ CMAOUIbHYIU,
- 0O0wuHa; - OONLUUHCIGO, - NPECMYNHUK, - OKpYJCeHue;, - 00CMYN K

yemy-1uoo; - GIUsAHUe, - OMUYIHCOCHUE.

Task 7. Make up sentences using the following verbs:
-to match, - to compile, - to maintain, - to reveal, -to coincide with, - to
demonize, - to abuse, - to disappear, - to mess up, — to recognize, - to

impact

Task 8. Choose the correct word from the box to the sentences below:

violence, crime, society, violent, increased, gang, attacked,

school-based, incidents, researchers, victims

1. Many school ... statistics do not match the norms in the larger

society.

2. A National Crime Victimization Survey shows that overall,... rates in
U.S. society have fallen.

3. School-based studies reveal that that many... behaviors have increased
among children and adolescents in the US.

4. A 2006 study by US Department of Education reveals that public
schools experiencing violent incidents ... from 71 to 81% over a five-year
period (1999-2004).

5. Fight percent of teachers say they are threatened with... on school
grounds at least once a month. Two percent report being physically... each

year.
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6. The specific incidents of ... fatalities are too numerous to list from 2004
to 2005.
7. From 1992 to 2004, violent ... occurred less frequently in school than

away from school.

Task 9. Before reading the text Access to Weapons, pay attention to the

following words. Write them down in your vocabulary.
access to — goctyn K yemy-J.

gun - opyxue (pyKbe)

to carry gun - HOCUTH OpyKHUE

total - Bce, OIHBIN, HIENBIHA

firearm - ormectpenbHOC OpYKHE

to decline - ymensbIath(cs)

to harm - npuuuHATH Bpe, BPEAUTh

handgun - nucroner

illegal - HeneraabHbBIH

sale - mpoaxa

prevention - nmpeaynpexaecHue, MpeIoTBpaIlCHNe
venue - BEIOOD

unlicensed - HeTUIICH3UPOBAHHBIN

prohibited - 3ampemenHbIi
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Task 10. Read the Text C. Get the main idea of the text.

Access to Weapons

During the late 1980's and early 1990's, teen gun violence increased
dramatically in the United States. More teens began to acquire and carry
guns, leading to a sharp increase in gun deaths and injuries.

In two recent academic years, a total of 85 young people died violently in
U.S. schools. Seventy-five percent of these incidents involved firearms.

According to the National Youth Violence Prevention Center (NYVPC),
"fewer teens are carrying guns now [2004], and gun-related murders and
suicides have begun to decline. Even so," claims the NYVPC, "many teens
still illegally carry guns and harm others and themselves." [29]

Teens can also acquire handguns in illegal sales. A 2007 study by

University of California at Davis' Violence Prevention Research Program
concluded that "American gun shows continue to be a venue for illegal
activity, including unlicensed sales to prohibited individuals."
Race and ethnicity, income levels, and other measurable elements have
often been singled out by public health experts as risk factors that can
contribute to anti-social behavior, from smoking and drinking to violent
behavior and suicide.

However, according to a 2001 survey of U.S. adolescents conducted at
the University of Minnesota and published in the American Journal of
Public Health (Vol. 90, No. 12) these measurable factors only partially
explain adolescent health risk behaviors. More important, investigators say,
are school performance, the nature of friends' behaviors, and family

relationships. In short, immediate environments including schools,
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communities, peer groups, and families can exert a powerful influence on
young persons' attitudes and behaviors.

A survey conducted by the Children's Institute International revealed that
almost 50 percent of all teenagers, regardless of their settings--rural,
suburban, or urban--believe that their schools are becoming more violent.

In 2005, 24 percent of students ages 12-18 reported that there were gangs
at their schools. [27]

Task 11. Read the Amendment 2 from the US Constitution. Translate
it into Russian.
A: The Constitution was sent to the states for ratification in 1787. People
soon began to notice that it did not list many of the personal liberties
(individual rights) they had come to believe were theirs. They wanted these
rights written into the Constitution. In fact, a number of states, before
ratifying, made it known that they expected a “Bill of Rights” to be added
to the Constitution. Twelve amendments, containing the rights to be held
by the people of the United States, were drawn up, and of these, ten were
ratified and added to the Constitution in 1791,

The amendments are called ‘“Articles of Amendment” by the

Constitution.

Amendment 2. Right To Bear Arms

For their protection and for purposes of having a well-trained militia the
people of the states may keep and dear (own) arms (weapons), but the
federal government or the state governments may pass laws against owning

certain weapons and the way others may be used.
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Task 12. Translate the article into English.

CornmacHo cratbe «O0 OpYyXHUH» K 2pad#COaAHCKOMY — OPYHCUIO
omHocumcs Opykue, MpeHa3HAYeHHOE JIJISl MCIOJIb30BAHUS TpaKJaHaAMU
Poccuiickoit denepanuu B 1eyIsIX caM0OOOPOHBI, JIJIs 3aHATHI CIIOPTOM U
OXOThI, @ TaKX€ B KYJbTYPHBIX U 0Opa3zoBaTe/bHBIX Ieisix. T.e. moboe
opyxue, kKotopoe Bbl 3axoTuTe mpuoOpecTH B JUYHOE MOJIb30BAHUE U
KOTOPO€ TOJICKHUT JIMIEH3UPOBAHUIO, OTHOCUTCS K TIPaKIAHCKOMY
opyxwuto. Tak, rpakJIaHCKO€ OpYy>KH€ BKITIOUAET B ceOsi:

1) opy:kmne caM000OPOHBDI:

IIUCTOJIET, PEBOJIBBEP, TA30BOE OPYKUE, DJIEKTPOLUIOKOBBIE YCTPOUCTBA, U
VCKPOBBIE PA3PSAHUKH);

2) CHOPTHBHOE OpPYIKHE:

OTHECTPEIIbHOE, XOJIOIHOE KIMHKOBOE, METATEIbHOE, THEBMATUYECKOE;

3) OXOTHHYbE OPYKHUE:

OTHECTPEJIbHOE, THEBMATUYECKOE, XOJI0IHOE KIIMHKOBOE;

4) cUTHAJILHOE OpPYXKHe,

5) opy:kue, HCMOJIb3yeMoO€e B KYJbTYPHBIX H 00pPa30BaTeIbHBIX HeJIsAX:
OpyXHue€, HUMEIOIIEEe KYJIbTYpPHYIO II€EHHOCTb, CTapUHHOE (AHTHKBApHOE)

opyxue. (Crarbs No3 @3 Ne 150 «O0 opyxum»)

Task 13. Read the following police reports, taken from the US and
Russian media.
Express your attitude towards these reports:

The Columbine  High  School  massacre was aschool  shoot-
ing and attempted bombing that occurred on April 20, 1999, at Columbine
High School in Columbine, Colorado, United States. The perpetrators,
twelfth grade (senior) students Eric Harris and Dylan Klebold, murdered
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12 students and one teacher. Ten students were killed in the school library,
where the pair subsequently committed suicide. Twenty-one additional
people were injured by gunshots, and gunfire was also exchanged with the
police. Another three people were injured trying to escape. At the time, it
was the deadliest high school shooting in U.S. history.

The Sandy Hook Elementary School shooting occurred on December 14,
2012, in Newtown, Connecticut, United States, when 20-year-old Adam
Lanza shot and killed 26 people, including 20 children between six and
seven years old, and six adult staff members. Earlier that day, before driv-
ing to the school, he shot and killed his mother at their Newtown home.
As first responders arrived at the school, Lanza committed suicide by
shooting himself in the head.

On February 3, 2014, 15-year-old high school student Sergey Gordeyev
opened fire at School No. 263 in Otradnoye District, Moscow, Russia. At
around 11:40 A.M., Gordeyev, concealing his weapons with a bag and fur
coat, went to his school armed with a small-caliber rifle and shotgun that
belonged to his father, a police colonel. He threatened the security guard
and went to his geography classroom, where he shot his teacher, 29-year-
old Andrey Kirillov. Gordeyev then took 29 students hostage, killed one
police officer, and injured another. Later on, he surrendered to the author-
ities. It is the first reported school shooting in Russia's history.

The Kerch Polytechnic College massacre was a school shooting and bomb
attack that occurred in Kerch, Crimea, on 17 October 2018. 18-year-old
student Vladislav Roslyakov shot and killed 20 people and wounded 70
others before committing suicide. The attack was the greatest loss of life in
school violence in Russia. Roslyakov purchased a shotgun and bought 150
rounds legally at a gun shop.
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Task 14. Group Work. Be ready to discuss the following:
1. What is your attitude to the law “About the right to bear arms™?
2. Point out the main causes of the tragedies written above.
3. Suggest some pedagogical preventive methods to put an end to such cas-
es.
a) Use the following words and word combination to start speaking:
I think that...
It seems to me that...
I believe that ...
In my opinion...
| am not sure | agree with you.
That may be..., but...
That’s exactly what I think... (What I wanted to say...)
| agree entirely.

| couldn’t agree more.

b) Use the words in the box:

Environment, access to, impact, alienation, race, income, drugs, gang,
weapons, illegal sales, prohibited, to Kkill, unlicensed, frustrating, vio-

lence prone

¢) Use the word combinations with the modal verbs:

- Adults should be...,
- Teens should not be allowed to...,
- Everybody can (can’t)...,

- The law about bearing of arms must be...
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LESSON 6

Juvenile Delinqguency

Task 1. Before you start working at the text A, practice the
pronunciation and stress of the following words. Use the Internet-
translator. Put down new words in your vocabulary.
- juvenile,- delinquency, - offense, - illegal, - minors, - majority, -
procedure, - detention, - court, -severity, -significant, - underage,

property, -worry, - normative, - beyond.

Task 2. Read the Text A. Try to understand it without a dictionary.

Text A. Juvenile delinquency, also known as "juvenile offending,"” is
participation in illegal behavior by minors (juveniles) (individuals younger
than the statutory age of majority). Most legal systems prescribe specific
procedures for dealing with juveniles, such as juvenile detention centers,
and courts. A juvenile delinquent in the United States is a person who is
typically under the age of 19 and commits an act that otherwise would have
been charged as a crime if they were an adult. Depending on the type and
severity of the offense committed, it is possible for persons under 18 to be
charged and tried as adults.

In recent years a higher proportion of youth have experienced arrests by
their early 20s than in the past, although some scholars have concluded this
may reflect more aggressive criminal justice and zero-tolerance policies
rather than changes in youth behavior. Juvenile crimes can range
fromstatus  offenses (such ~ asunderage  smoking), to property
crimes and violent crimes. Youth violence rates in the United States have
dropped to approximately 12% of peak rates in 1993 according to official
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US government statistics, suggesting that most juvenile offending is non-
violent. However, juvenile offending can be considered normative
adolescent behavior. This is because most teens tend to offend by
committing non-violent crimes, only once or a few times, and only during
adolescence. Repeated and/or violent offending is likely to lead to later and
more violent offenses. When this happens, the offender often displayed
antisocial behavior even before reaching adolescence. Juvenile
delinquency, or offending, can be separated into three categories:

« delinquency, crimes committed by minors which are dealt with by

the juvenile courts and justice system;
« criminal behavior, crimes dealt with by the criminal justice system,;
. status offenses, offenses which are only classified as such because
one is a minor, such as truancy, also dealt with by the juvenile courts.

According to the developmental research of Moffitt (2006), there are
two different types of offenders that emerge in adolescence. One is the
repeat offender, referred to as the life-course-persistent offender, who
begins offending or showing antisocial/aggressive behavior in adolescence
(or even childhood) and continues into adulthood; and the age specific
offender, referred to as the adolescence-limited offender, for whom
juvenile offending or delinquency begins and ends during their period of
adolescence. Because most teenagers tend to show some form of antisocial,
aggressive or delinquent behavior during adolescence, it is important to
account for these behaviors in childhood in order to determine whether
they will Dbe life-course-persistent offenders or adolescence-limited
offenders. Although adolescence-limited offenders tend to drop all criminal
activity once they enter adulthood and show less pathology than life-
course-persistent offenders, they still show more mental health, substance
abuse, and finance problems, both in adolescence and adulthood, than
those who were never delinquent.
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The two largest predictors of juvenile delinquency are:

- parenting style, with the two styles most likely to predict delinquency
being "permissive" parenting, characterized by a lack of
consequence-based discipline and encompassing two subtypes
known as "neglectful” parenting, characterized by a lack of
monitoring and thus of knowledge of the child's activities;

- "indulgent" parenting, characterized by affirmative enablement of
misbehavior "authoritarian” parenting, characterized by harsh
discipline and refusal to justify discipline on any basis other than
"because | said so"; peer group association, particularly with
antisocial peer groups, as is more likely when adolescents are left
unsupervised.

Other factors that may lead a teenager into juvenile delinquency include
poor or low socioeconomic status, poor school readiness/performance
and/or failure, peer rejection, or attention deficit hyperactivity disorder
(ADHD). There may also be biological factors, such as high levels
of serotonin, giving them a difficult temper and poor self-regulation, and a
lower resting heart rate, which may lead to fearlessness. Most of these tend
to be influenced by a mix of both genetic and environmental factors. [17]

Task 3. Write out from the Text A the definitions of “juvenile

delinquency” and “juvenile delinquent”.

Task 4. Group Work. Make up lists of:

1) Three categories of juvenile delinquency;

2) The two largest predictors of juvenile delinquency; translate them into
Russian in written form.

Discuss the problem with your group mates.
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Task 5. Tell the meaning of the following words without using a
dictionary:

-intelligence, - impulsiveness, - aggression, - empathy, - emotional, -
control, - behavior, - chance, - status, - aspect, - personality, - function, -
social, - factors, - feminist, - theory, - ideals, - criminal, - gene, - specific, -

effect.

Task 6. Find the Russian equivalents in the column B to the English

word combinations in the column A.

A B

1. troublesome behavior 1.0TCyTCTBHE COTIEPEKUBAHUS

2. lack of emotional control 2.HeCIOCOOHOCTh K CJICPIKaHHOCTH

3. cruelty to animals 3. HU3KHUI HHTEJUICKT

4. lack of empathy 4. GECTIOKOHOE TIOBE/ICHHE

5. to commit suicide 5. UMeTh 1eja0 ¢ 4eM-1. (¢ KeM-11.)

6. low attachment to school 6. IPOTYJINBATh 3aHATHS

7. low educational aspiration 7. KOHTPOJIMPOBATh CBOW T'HEB

8. to deal with 8. OTCYTCTBHE DMOIMOHAIBHOTO

9. to control one’s anger KOHTPOJIS

10. to be truant 9. coBepIIaTh CaMOyOHUICTBO

11. inability to delay 10. HE3KOE cTpeMIICHHUE K yuebe

12. low intelligence 11. xecrokoe oOpamieHue C
KHUBOTHBIMH
12. HU3KasK MPHUBSI3aHHOCTD K IIKOJIC
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Task 7. Read the Text B. Use the Internet-translator, if necessary.
Text B. Individual risk factors

Individual psychological or behavioral risk factors that may make
offending more likely include low intelligence, impulsiveness or the
inability  to delay gratification, aggression, lack of empathy,
and restlessness. Other risk factors which may be evident during childhood
and adolescence include, aggressive or troublesome behavior, language
delays or impairments, lack of emotional control (learning to control one's

anger), and cruelty to animals.

Children with low intelligence are more likely to do badly in school. This
may increase the chances of offending because low educational attainment,
a low attachment to school, and low educational aspirations are all risk
factors for offending in themselves. Children who perform poorly at school
are also more likely to be truant, and the status offense of truancy is linked
to further offending. Impulsiveness is seen by some as the key aspect of a
child's personality that predicts offending. However, it is not clear whether
these aspects of personality are a result of “deficits in the executive
functions of the brain” or a result of parental influences or other social
factors. In any event, studies of adolescent development show that
teenagers are more prone to risk-taking, which may explain the high

disproportionate rate of offending among adolescents.

Juvenile offending is disproportionately committed by young men.
Feminist theorists and others have examined why this is the case. One
suggestion is that ideas of masculinity may make young men more likely to
offend.
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Being tough, powerful, aggressive, daring and competitive becomes a
way for young men to assert and express their masculinity. Acting out
these ideals may make young men more likely to engage in antisocial and
criminal behavior. In addition, the way young men are treated by others,
because of their masculinity, may reinforce aggressive traits and behaviors,

and make them more susceptible to offending.

Alternatively, young men may actually be naturally more aggressive,
daring and prone to risk-taking. According to a study led by Florida State
University criminologist Kevin M. Beaver, adolescent males who possess a
certain type of variation in a specific gene are more likely to flock to
delinquent peers. The study, which appears in the September 2008 issue of
the Journal of Genetic Psychology, is the first to establish a statistically
significant association between an affinity for antisocial peer groups and a
particular variation (called the 10-repeat allele) of the dopamine transporter
gene (DATY).

In recent years however, there has also been a bridging of the gap
between sex differences concerning juvenile delinquency. While it is still
more common for males to offend than females, the ratio of arrests by sex
Is one third of what it was 20 years ago (at 2.5 to 1 today). This is most
likely due to the combined effects of more females being arrested (for
offenses which did not get them arrested before), and a drop in male

offenses.

There is also a significant skew in the racial statistics for juvenile
offenders. = When  considering these  statistics, which  state
that Black and Latino teens are more likely to commit juvenile offenses it
Is important to keep the following in mind: poverty, or low socio-economic
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status are large predictors of low parental monitoring, harsh parenting, and
association with deviant peer groups, all of which are in turn associated
with juvenile offending. The majority of adolescents who live in poverty
are racial minorities. Also, minorities who offend, even as adolescents, are
more likely to be arrested and punished more harshly by the law if
caught. Particularly concerning a non-violent crime and when compared to
white adolescents. While poor minorities are more likely to commit violent

crimes, one third of affluent teens report committing violent crimes.

Ethnic minority status has been included as a risk factor of psychosocial
maladaptation in several studies, and represents a relative social

disadvantage placed on these individuals. [3]

Task 8. Read the Text C. Mind the following words and word
combinations. Write them down in your vocabulary:
parental supervision — poauTenbcKuii KOHTPOIb (HAA30D),
to discipline - qucHMIIIMHUPOBATH, HAKA3bIBATh

harsh punishment - cypoBoe (’ecTkoe) Haka3zaHUE
criminal - yronoBHBIH, MpeCTyMHBIN

sibling — poxu/oii Opat/-as cectpa

parental - poaurenbckuii

abuse - rtoxoe oOpailieHrne, OCKOpOJIeHHE

neglect - npenebpexenne, 0e3HaA30PHOCTD

lifelong - moxxu3HEHHBIH, Ha BCIO )KU3HB

lone - onmuHOKMIA, HE3aMYKHUI

poverty - Huiera

strained - HanpsHKEHHBIA, HATAHYTHIN
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rejection - HempusiTHEe, OTBEPIKECHUE

Peer - cBepCTHHK

to gravitate - Tarorers K (4emy-)
promotion - mooipeH#e, CTAMYJINPOBAHUE

unintended — HenpegHaAMEpEHHBIH

Task 9. Read the Text C Family Environment and Peer Influence .

Get the main idea.

Family factors which may have an influence on offending include: the
level of parental supervision, the way parents disciplinea child,
particularly harsh punishment, parental conflict or separation, criminal
parents or siblings, parental abuse or neglect, and the quality of the parent-
child relationship. Some have suggested that having a lifelong partner leads

to less offending.

Juvenile Delinquency, which basically is the rebellious or unlawful
activities by kids in their teens or pre-teens, is caused by four main risk
factors namely; personality, background, state of mind and drugs. These
factors may lead to the child having low IQ and may increase the rate of

illiteracy.

Children brought up by lone parents are more likely to start offending
than those who live with two natural parents. It is also more likely that
children of single parents may live in poverty, which is strongly associated
with juvenile delinquency. Conflict between a child's parents is also much
more closely linked to offending than being raised by a lone parent. If a

child has low parental supervision they are much more likely to offend.
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Many studies have found a strong correlation between a lack of
supervision and offending, and it appears to be the most important family
influence on offending. When parents commonly do not know where their
children are, what their activities are, or who their friends are, children are
more likely to truant from school and have delinquent friends, each of
which are linked to offending. A lack of supervision is also connected to
poor relationships between children and parents. Children who are often in
conflict with their parents may be less willing to discuss their activities

with them.

Adolescents with criminal siblings are only more likely to be influenced
by their siblings, and also become delinquent, if the sibling is older, of the
same sex/gender, and warm. Cases where a younger criminal sibling
influences an older one are rare. An aggressive, non-loving/warm sibling is
less likely to influence a younger sibling in the direction of delinquency, if
anything, the more strained the relationship between the siblings, the less

they will want to be like, and/or influence each other.

Peer rejection in childhood is also a large predictor of juvenile
delinquency. Although children are rejected by peers for many reasons, it
Is often the case that they are rejected due to violent or aggressive
behavior. This rejection affects the child's ability to be socialized properly,
which can reduce their aggressive tendencies, and often leads them to
gravitate towards anti-social peer groups. This association often leads to
the promotion of violent, aggressive and deviant behavior. "The impact of
deviant peer group influences on the crystallization of an antisocial

developmental trajectory has been solidly documented."
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Aggressive adolescents who have been rejected by peers are also
more likely to have a "hostile attribution bias" which leads people to
interpret the actions of others (whether they be hostile or not) as
purposefully hostile and aggressive towards them. This often leads to an
impulsive and aggressive reaction. Hostile attribution bias however, can
appear at any age during development and often lasts throughout a person’s
life. Children resulting from unintended pregnancies are more likely to
exhibit delinquent behavior. They also have lower mother-child

relationship quality. [32]

Task 10. Write a short summary of the text C. Write out key words
from the Text C. See App 2.

Task 11. Read the text D. Write down new words into your

vocabulary. Use the Internet-translator, if necessary.
Text D.

Crime Theories Applicable to Juvenile Delinquency

There are multitudes of different theories on the causes of crime, most

If not all of are applicable to the causes of juvenile delinquency.
a. Rational choice

Classical criminology stresses that causes of crime lie within
the individual offender, rather than in their external environment. For
classicists, offenders are motivated by rational self-interest, and the
importance of free will and personal responsibility is emphasized.

Rational choice theory is the clearest example of this idea. Delinquency is

one of the major factors motivated by rational choice.
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b. Social disorganization

Current positivist approaches generally focus on the culture. A type of
criminological theory attributing variation in crime and delinquency over
time and among territories to the absence or breakdown of communal
institutions (e.g. family, school, church and social groups.) and communal
relationships that traditionally encouraged cooperative relationships among

people.
c.Strain

Strain theory is associated mainly with the work of Robert Merton. He felt

that there are institutionalized paths to success in society. Strain theory
holds that crime is caused by the difficulty those in poverty have in
achieving socially valued goals by legitimate means. As those with, for
instance, poor educational attainment have difficulty achieving wealth and
status by securing well paid employment, they are more likely to use
criminal means to obtain these goals. Merton's suggests five adaptations to

this dilemma:

1. Innovation: individuals who accept socially approved goals, but not
necessarily the socially approved means.

2. Retreatism: those who reject socially approved goals and the means
for acquiring them.

3. Ritualism: those who buy into a system of socially approved means,
but lose sight of the goals. Merton believed that drug users are in this
category.

4. Conformity: those who conform to the system's means and goals.
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5. Rebellion: people who negate socially approved goals and means by

creating a new system of acceptable goals and means.

A difficulty with strain theory is that it does not explore why children of
low-income families would have poor educational attainment in the first
place. More importantly is the fact that much youth crime does not have an
economic motivation. Strain theory fails to explain violent crime, the type

of youth crime that causes most anxiety to the public.
d. Differential association

The theory of Differential association also deals with young people in a

group context, and looks at how peer pressure and the existence of gangs
could lead them into crime. It suggests young people are motivated to
commit crimes by delinquent peers, and learn criminal skills from them.
The diminished influence of peers after men marry has also been cited as a
factor in desisting from offending. There is strong evidence that young
people with criminal friends are more likely to commit crimes themselves.
However, it may be the case that offenders prefer to associate with one
another, rather than delinquent peers causing someone to start offending.
Furthermore, there is the question of how the delinquent peer group
became delinquent initially.

e. Labeling

Labeling theory is a concept within Criminology that aims to explain

deviant behavior from the social context rather than looking at the
individual themselves. It is part of Interactionism criminology that states
that once young people have been labeled as criminal they are more likely

to offend. The idea is that once labelled as deviant a young person may
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accept that role, and be more likely to associate with others who have been
similarly labelled. Labelling theorists say that male children from poor
families are more likely to be labelled deviant, and that this may partially

explain why there are more working class young male offenders.
f. Social control

Social  control  theory proposes that exploiting the process

of socialization and social learning builds self-control and can reduce the
inclination to indulge in behavior recognized as antisocial. The four types

of control can help prevent juvenile delinquency are:

Direct: by which punishment is threatened or applied for wrongful
behavior, and compliance is rewarded by parents, family, and authority
figures. Internal: by which a youth refrains from delinquency through the
conscience or superego. Indirect: by identification with those who
influence behavior, say because his or her delinquent act might cause pain
and disappointment to parents and others with whom he or she has close
relationships. Control through needs satisfaction, i.e. if all an individual's

needs are met, there is no point in criminal activity. [32]

Task 12. Answer the following questions:

How many theories are there on the causes of crime?

Where do causes of crime lie, according to classical criminology?
What are offenders motivated by?

What is the general focus of positivist approaches?

What is strain theory associated with?

What is crime caused by, (due to strain theory)?

N e gk 0 DdbRe

What are Menton’s five adaptations?
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8. What kind of difficulty has the theory of strain?

9. What does the theory of Differential association deal with?

10. What does the Labeling theory explain?

11. What does the Social control theory propose?

12. What types of control can help to prevent juvenile delinquency?

Task 13. Read the Quotable Quotes. Use the Internet-translator, if

necessary. Get the main idea of the narration.

A few interesting and relevant statements are reproduced below from the

narrations of the respondent — youth, which are quite illustrative of the

happenings in the criminal lives in India:

Desire to live a normal life would be dangerous as it would be
against the rules of the company(interestingly, most of the
respondents addressed their gangs as “company” which rightly
reflect on their running the gangs like organized sector productive
units). Jail and bail — both are costly affair — pushing the person more
into financial crunch and therefore dependence on the company.
There is so much black money in Mumbai that the extortion would
remain most lucrative business.

One gets sucked deeper and deeper into it.

Life is all about money, without money nobody cares for you.

Everything is cheap in Mumbai, except the money.

Task 14. Express your attitude to the given statements of a teen above.

Do it in a written form.

1. What is the main subject of the respondent’s narration?
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Task 15. Group Work. Be ready to discuss the following problems:

See App 4.

1. Which of the problems among adolescents is particularly relevant to the
Russian context? Describe the situation in Russia.

2. Are there any institutions in Russia that help alleviate* such problems?

*to alleviate - o61ecuamen, pewams.

LESSON 7

Stop Bulling

Task 1. Write down the following verbs into your vocabulary. Make
up sentences using the verbs.

to bull - 3anmyruBare, 3aaMpaTh KOro-j, U31EBaTHCS

to include — Bkroyath

to involve - npuBnekaTh, BOBICKATH

to perceive - BocnpuHUMATh, TOHUMATh

to harm - BpenuTh, IPUYUHATE BPE]I

to blame - 06BHHATE, TOPHUIIATH

to hurt - nenares 60IBbHO

Task 2. Grammar Drills. Consult the dictionary. Mind the following
prefixes: -un, -in, -im, -re, -non, -mis. What are their meanings? See
App 5.

Translate the following words with these prefixes:

-unwanted, -imbalance, -inadvertently, -inconsistent, - re-examining, -
intervention, -inevitable, -non-hostile, -non-aggressive, -misdirection, -

untrained.
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Task 3.Guess the meaning of the following words without using a
dictionary. Give Russian synonyms.
- balance, - repetition, - potential, - strategious, - examining, - principals,

- intervention, - alternatives, - confront, - goal, - cognitive, - therapy.

Task 4. Read the Text A, translate it.

Bullying is unwanted, aggressive behavior among school-aged
children that involves a real or perceived power imbalance. The behavior is
repeated, or has the potential to be repeated, over time. Both kids who are
bullied and who bully others may have serious, lasting problems.

In order to be considered bullying, the behavior must be aggressive and
include:
. An Imbalance of Power: Kids who bully use their power—such as
physical strength, access to embarrassing information, or popularity—to
control or harm others. Power imbalances can change over time and in
different situations, even if they involve the same people.
. Repetition: Bullying behaviors happen more than once or have the
potential to happen more than once. Mental health professionals have
important roles in helping to change the behavior of youth who bully
others. To be effective, mental health professionals need a clear
understanding of the roots of bullying behavior and a focus on those
strategies that are likely to work. It is also important to understand what
approaches may inadvertently make the bullying behavior worse.

Many young people who bully see their own behavior as justified. Many

of them are viewed by peers and teachers popular at school.
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According to Davis, S. (2007), children who bully are likely to come
from home situations in which there is little warmth and little positive adult
attention and in which discipline is inconsistent and periodically
emotionally and physically aggressive. These young people may not
develop adequate empathy for others and may not make cause-and-effect
connections between their own actions and the consequences of these
actions. Instead of re-examining their own behavior when they get in
trouble for hurting others, they may blame adults in authority or the
children whom they hurt. Consequences for bullying at school, in sports
situations and in other environments may be rare or inconsistent.

Without supervision, clear expectations, and consistent consequences,
youth who enjoy the power and social status gained from bullying are less
likely to change. [8]

Task 5. Work in pairs. Make up logical questions on the Text A.
Task 6. Before reading the Text B, read and translate the words:
techniques — meToab!

confront - nenaTh OYHYIO CTaBKY, TPOTUBOCTOSITh

externalize - mpu3HaTh CyliecTBOBaHUE

to keep staring at smb. - npucraapbHO CMOTpPETh Ha KOTO-JI.

to tease - apa3HUTH(KOr0-1.)

to be bored - cky4artb

mastery of a skill — oBnagenne HaBpIKaMu

to affirm - moxrBepkaaTH

cognitive - mo3HaBaTeIbHBIN

to build conscience - moyaratbcst Ha COBECTh

to get into trouble — nmomacte B 6eny
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to appreciate - onieHMBaTH, IICHUTD
to impact - BausTH

anger-management — ynpasjieHUe THEBOM

Task 7. Read the Text B. Understand the main idea.

Text B. Principles of Effective Interventions

Because young people who bully may be very comfortable with their
own actions, some traditional counseling techniques may not help.
Effective interventions are built on the following principles:

. Advocate for inevitable, consistent, no hostile, and escalating
consequences —within a positive relational context—to raise the cost of
the bullying behavior and to help the young person consider alternatives to
their behavior.

. Hold the young person who bullies fully accountable for his or her
actions. Confront excuses that minimize the behavior (“I only called her a
name.”) or externalize the cause of the behavior (“I hit him because he kept
staring at me.”). Help the young person fully acknowledge his or her
behavior. Emphasize that the youth had other options, no matter what the
provocation and that he or she is fully responsible for the decision made.

. Support parents and educators in holding these young people fully
accountable for their actions and not suggesting or allowing
rationalizations (such as “He only teases people because he’s bored at
school.”).

. Once the young person is able to recognize problems with his or her
behavior, mental health professionals can help them set and work toward

goals for change, help them track their progress toward new behaviors, and
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feel pride about those changes. Focus on helping them discover the specific
positive goals that the aggression is directed toward (‘what goal were you
trying to reach by calling Eric names?’) and finding other pathways to
reach those goals. These goals may include leadership, being left alone,
experiencing mastery of a skill, and dealing with anger.

. Help adults in the child’s family and environment recognize and
affirm the gradual progress these young people often make toward new,
nonaggressive behaviors.

. Help the young person build positive ties with parents and adult
mentors.

. Build genuine empathy, to help young people understand and
experience the impact of their behavior. Be careful, though, not to keep this
learning at a cognitive level only. If we do that, we risk helping these
young people understand better how to hurt others.

. Build conscience. The first steps in conscience development may
involve young people learning that their own actions can cause them to get
in trouble. After reaching that realization, they can begin to appreciate the
impact of their actions on others. For some youth, bullying and other forms
of social aggression are more related to impulsivity and poor social skills
than to an effort to control others. When this is true, cognitive-behavioral
interventions to improve impulse control and structured social skills
training may also be helpful. Anger-management strategies may be
effective with these young people; these strategies are not likely to help

youth whose aggression is planned and done calmly. [19]
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Task 8. Using the texts above, complete the following sentences:
. Young people who bully may be very comfortable with...

. Effective interventions are built on...

. Hold the young person who bullies...

. Support parents and educators in...

. Mental health professionals can help the young person...

. Help the young person build...

. The first steps in conscience development may involve young people...

00 3 & O B~ W N =

. Anger-management strategies are not likely to...

Task 9. Read the Text C. Mind the following words:
mediation - mocpenHUYECTBO

assumption - mpeanoioKeHUe

both parties - 06e cTopoHsI

advocacy - zammura

references - ccbuiku

resources - pecypchl, HCTOUHUKH

Text C. Misdirections in Bullying Prevention
What about approaches to build self-esteem? Research indicates that
many aggressive youth have high self-esteem and that their aggression can
result from a sense of entitlement. It is rarely effective to employ
counseling strategies based on self-esteem building with aggressive youth.
What about peer mediation? Mediation-based strategies frequently are
based on the assumption that both parties have done something wrong.

Especially when carried out by young or relatively untrained mediators?
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Mediation in buying situations risks solidifying the power differential
between the young person who bullies and the young person who is
bullied.

Effective interventions with youth who bully often involve strategies
such as reality therapy or cognitive-behavior therapies, which hold the
client accountable for his or her actions and for the impact of those actions
on themselves and others. Work with family systems and consultation and
advocacy with schools also are often necessary.

As William Glasser (2001) write in Reality Therapy, “...in therapy
someone cares enough about the patient to make him face a truth he has
spent his life trying to avoid: he has spent his life trying to avoid: he is
responsible for his own behavior”. [11]

References and Resources:

1. Davis, S. (2007) Schools Where Everyone Belongs: Practical
Strategies for Reducing BullyingChampaign, IL: USA, Research Press;
2nd Edition

2. Glasser, W. (2001). Counseling with Choice Theory: The New Reality
Therapy: A new approach to psychiatry. New York: HarperCollins.

3. Juvonen, J., Graham, S., Schuster, M. (2003). Bullying among young
adolescents: The strong, the weak, and the troubled. Pediatrics, 112:
1231-1237.

4. Mullin-Rindler, N. (2003). Relational aggression and bullying: It‘s more
than just a girl thing. Center for Research on Women, Wellesley MA.
Wellesley Centers for Women Working Paper Series, 2003. Working
Paper # 408.
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5. Nansel, T.R., Overpeck, M., Pilla, R.S., Ruan, W. J., Simons-Morton,
B., Scheidt, P. (2001). Bullying behaviors among US youth: Prevalence
and association with psychosocial adjustment. The Journal of the
American Medical Association, 285, 2094-2100.

Task 10. Pay attention to the way of references and resources to the
text organized (Task 9). Write key words and annotation to the Text
A B, C.

Begin your annotation with the following word combinations:

1. The article deals with...

2. The article 1s focused on... of...

3. The researcher(s) of the article present(s) the results of...

4. The author(s )of the article consider(s) that...

5. The article is devoted to...

Task 11. Group Work. Be ready for discussion on the theme:

“Problem of bulling in Russian schools”,

See App 4.
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PART Il

LESSON 1

Gambling and Problem Gambling among Students

Task 1. Read Text 1 “Abstract”. Mind the following words:
abstract — pe3rome, KOHCIICKT
analysis — ananu3
data — nanHbIE

Text 1. Abstract describes an analysis of data on youth gambling,
collected as part of a school based drug, alcohol and gambling problem
prevention program. The data suggest that gambling is fairly common
amongst students and increases directly with grade level. Over 22% of the
students reported purchasing lottery and other similar ticket based
gambling types that are restricted to people 18 and over. In addition,
evidence was found that some students exhibit serious gambling related
problem behaviors. Overall, betting on skill games, sports events, and
other types of gambling (mostly betting on sports games such as
basketball) were the most strongly related to problem gambling, however,
amongst the younger students lottery purchases was strongly correlated
with gambling problems. The importance of prevention programs for youth

gambling are discussed. [28]
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Task 2. Do the skills. Find the definition in the column B to the words

from the column A.

A

B

1.gamble
. drug
. evidence
. exhibit

2

3

4

5. behavior
6. skill

7. bet

8. acceptance

9. opportunity
10. media

11. virtually
12.advertisement
13. promote

14. message

15. prevention

1. - support or actively encourage;

2. - nearly, almost;

3. - a notice or announcement in a public medium
promoting a product, service, or event;

4. - a medicine or other substance which has
physiological effect when ingested or otherwise
introduced into the body;

5. - play games of chance for money;

6. —the action of stopping smth from happening or
arising;

7. - support or actively encourage;

8. - aset of circumstances that makes it possible to
do something;

9. - manifest or deliberately display ( a quality or a
type of behavior);

10. - the way in which one acts or conducts oneself,
especially towards others;

11. -risk something, usually a sum of money, against
someone else’s on the basis of the outcome of a
future event, such as the result of race or game;

12. - a verbal, written or recorded communication
sent to or left for a recipient who cannot be contacted
directly;

77




13. - the ability to do something well;

14.- agreement with or belief in an idea, opinion, or
explanation;

15.-the  main means of mass communication
(especially television, radio, newspapers, and the

Internet) regarded collectively;

Task 3. Read the Text 2; translate it.
Text 2. Problem Gambling amongst Students in Grades 5 to 11.

Over the past 20 years, there has been an increasing acceptance of
gambling in society and a major expansion of the gambling opportunities
across Canada. The children growing up today are amongst the first to
grow up in a society in which gambling is a common and accepted way of
spending one’s time and money. The media are virtually flooded with
gambling advertisements promoting the message that gambling is a fun and
exciting way to make money.

The majority of people gamble, but only a small number gamble
problematically (Room, Turner & lalomiteanu, 1998). Between 1.35% and
1.85% (Shaffer, Hall & Vander Bilt, 1997) of the adult population develop
gambling problems. Social and clinical researchers however, are concerned
about the effect that the availability of gambling will have on youth
gambling (eg. Gupta & Derevensky, in press, Shaffer, et. al, 1997). Rate of
problem gambling amongst youth is between 2 and 4 times higher than in
the adult population (Shaffer, et. al, 1997). The data reported here was
collected as part of a drug, alcohol and gambling problem prevention
initiative conducted by The Donwood Institute (now a division of the
Centre for Addiction and Mental Health).
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In addition to gambling, there are several games that adolescents and
pre-adolescents play such as POGS and marbles that are similar to
gambling in that the winner of the game keeps the other player's POGS or
marbles. In the game of POGS, the POGS, cardboard disks with pictures
on them, are stacked into a pile face down and the players try to turn over
by hitting them with a hard plastic or metal 'slammer'. Some children play
POGS for 'keepsies' and other children play them for ‘funsies’. When
played for ‘keepsies’, the winner keeps the POGS that they turn over.

Although not actually gambling, many teachers and parents believe that
POGS are a gateway to 3 gambling. Because of this, we included POGS
on the list of games that the students play.

The data reported here are from a two-page questionnaire and information
handout give to all students participating in the prevention workshop. The
questionnaire as asked the students which of 10 types of gambling they
participated in, if they had ever experienced any of 6 gambling related
problems, and a question asking if they would like to talk to someone

personally about gambling. [9]

Task 4. Answer the questions to the Text 2.

1. What country is mentioned here?

2. Who (m) is discussed about?

3. What type of message do advertisements promote about gambling?
4. What are social and clinical researchers concerned about?

5. Are gambling problems connected with drug and alcohol abuse?

Can you prove it?
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6. What types of games such as POGS and marbles are? Are they similar to
gambling? Have you ever played such games being a teenager? Are they
(such games) harmless?

7. What do Canadian researchers think about the POGS?

Task 5. Read the Text 3 Method, Procedure and Measures. Pay

attention to the way the Canadian scientists do the research. Write
down new words in your vocabulary. Mind the stress and
pronunciation of the words. Use the Internet-translator.

Text 3. Method

a. Participants

Each fall and winter the Youth Outreach Program at The Donwood
Institute has given presentations to classes of school children about
substance abuse. Owing to the recent concerns about youth gambling, a
questionnaire and information pamphlet was developed to administer at the
front end of the substance abuse session. A convenience sample of 583
students responded to the questionnaire. The gender breakdown was 314
(53.8%) males and 262 (46.2%) females.

Grades 5,6,7,8,9,11 and 12 were included in the sample. It was hoped
that administering this to as many schools during the year as possible there
would be enough of a cross-section of students to approximate the primary
and secondary school population of Toronto area (see Appendix). To keep
the privacy of the schools and the individuals involved, we have only
identified the schools by their designation (e.g.: Private boy’s school,
Hebrew day school). Some of the shortcomings of this sample were at the

grade 5 level the sample was very small n=15. At the grade 11 and 12 level
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the sample consisted only of males from a private boy’s high school
n=120.

b. Procedure

The purpose of the survey questionnaire was to explore the different
levels of personal problems related to gambling participation at each grade
level for males and females. There were two methods of administering the
questionnaire. Approximately half of the surveys were completed at the
treatment centre. The students were bussed there for the session. The
remaining groups of students completed the questionnaires in their own
school with the experimenter on site. Participants entered the room and
found a folded questionnaire, information sheet and a pencil under their
chair (See Appendix). The experimenter would then inform the class that
they were being asked to participate in a research project concerning
prevalence of problems and prevalence of gambling. All questionnaires
were anonymous. Once the survey was complete, the youth handed in the
questionnaires and were able to keep the information page containing
appropriate phone numbers to attain help if needed.

c. Measures
There were 3 parts to the questionnaire. The first part asked the students
about 10 specific types of gambling. The students were asked to place a
check after each question. The types of gambling were, POGS, dice, bingo,
dominoes, lottery tickets, pull tabs (Nevada tickets), cards, sports events,
games of skill (pool, bowling etc.) and other (please describe).

Part 2 of the survey looks at problems associated with gambling
participation. The five questions were partially derived from the
Massachusetts Adolescent Gambling Screen (MAGS; Hall & Shaffer
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1994), the DSM 1V and our own clinical experience. The items were
selected to tap into a range of problems from mild to more severe, but were
also chosen to be age appropriate to adolescents and relatively
unthreatening so as to minimize resistance. To choose the items for part 2,
an arbitrary decision was made as to what represented a serious problem,
for example, getting into trouble with a teacher or principal about
gambling. To capture the students 5 that may be in transition between non-
problem and problem gambling, a more sensitive item was added to part 2.
(e.g. Ever worried about the money you have lost gambling?). Since we
did not use the standard form of the MAGS, we cannot determine with
certainty the prevalence of problem gambling. However, given that a score
of 3 or more out of 7 on the MAGS is scored as pathological and the test
used here only included 6 items, it is reasonable to use 3 or more as a
probable problem or pathological gambler, however this is given only as a
guide.

The final part consisted of a single question asking the students if they
would like more information: Would you like to talk to someone privately
about your (or your friends) problem with gambling?

At each of the sessions, there were numerous chaperones (volunteer
parents), teachers and guidance counsellors. To avoid violating the
confidence of the students, we did not ask them to approach us if there
were any serious problems. All students received an information flyer

indicating how to be in touch with a Youth Counsellor at the service. [28]

82



Task 6. Find the beginning of the sentences in the Text 3, complete
them.

1. Because of the concerns about youth gambling, a ... .

2. A convenience sample of ... .

3. The gender breakdown was ... .

4. Grades 5,6,7,8,9,11and 12 ... .

5. To keep the privacy of the schools and ... .

6. Some of the shortcomings of this sample were at ... .

7. The purpose of the survey questionnaire was ... .

8. Participants entered the room and found ... .

9. The experimenter would then inform the class that ... .

10. All questionnaires were ... .

11.The youth handed in the questionnaires and were able to ... .
12.There were 3 ... .

13.The types of gambling were ... .

14.The final part consisted of a single question ... .

15.To avoid violating the confidence of the students, we ... .

Task 7. Using the text 3 (Task 5), write a brief plan of the method,

procedure and measures.

Task 8. Read the Text 4 “Results”. Use the Internet-translator, if
necessary. Write new words in your vocabulary.
Text 4. Results

The study showed the youths are involved in a number of different types

of gambling activities.
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Overall, around 50% of the students gamble in some form. The most
common type of gambling activities for these youths were card games
(25%), betting on sporting events (22%), and gambling on the outcome of
skilled games (e.g., pool, golf etc.; 18%).

Gambling tends to be more common in the older grades with over 50%
of high school students engaged in some form of gambling activities, but
even amongst the youngest groups studied here, 6 over 20% engage in
some gambling activity. A one-way analysis of variance found significant
increases associated with grade. Least significant difference post hoc tests
indicated that the grade 9 and 11 students gambled at significantly more
games than the grade 5,6 and 7 students and the grade 8 students gambled
significantly more than the grade 5 and 6 students. Males were
significantly more likely to engage in gambling then females. A factorial
analysis of variance that included only grades 5 to 9, found no evidence for

a sex by age interaction. This can be clearly seen in Figure 1, which shows

that male and female gambling increasing steadily with age. A note should
be said about the grade 11/12 data. As stated before this data was from an
all-male private school and it is difficult to draw any conclusion regarding
trends past grade 9. The data for the grade 11 students suggests, in fact,
that they gamble less than the male grade 9 students, however, it is
impossible to determine if this is due to age, sex or the social economic
status of the students. One possible interpretation is that students in private
school gamble less, however, more research is needed on this issue.

Two thirds of males reported gambling and 40% of females. In addition,
22% of the youths have engaged in at least one of the lottery type activities

(pro-line, lotteries & pull-tabs) that are supposed to be restricted to people
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over the age of 18. Males were two times more likely to gamble compared
to females and nearly three times more likely to engage in the forms of
gambling that are supposed to be restricted to people over the age of 18
(pro-line, lotteries and pull-tabs).  The most common problems were
worrying about the money lost (10%), and borrowing to gamble (8%).
However more serious problems such as getting into fights with family or
friends because of gambling (5%), getting into 7 trouble with teacher or

principle (4%), and stealing (3%) and were also reported. These results

suggest that some of the students are getting into serious problems as a
result of their gambling. Twice as many males reported gambling related
problematic behaviors. In addition 2% of the students expressed an
interest in talking to someone privately about their (or a friends) gambling.
About half of these were non-gamblers which suggest that non-gamblers
are concerned about the gambling of their friends. These six problem-
gambling items were reliable and unifactorial with all items contributing
substantial to the factor. The total score for gambling problems was
correlated with number of gambling activities and with whether the
students gambled at all.

Over 80% of the students report no gambling related problems. The
percentage reporting problems in general increased steadily with age. Only
a small percentage of the students reported gambling related problems,
however, nearly 4% of students reported significant gambling related
problems and the prevalence of problematic behaviors increases directly
with grade level. There were significant differences in the number of
problem gambling behaviors reported by different grade levels. Least

significant difference tests indicated that the grade 11 students reported
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significantly more gambling problems then grades 5 through 8 and the
grade 9 students reported more problem than the grade 6 and 7 students.
There were no significant differences between the grade 9 and grade 11
students, and no differences between the grade 5, 6, 7 and 8 students.
Multiple regression analysis indicated that gambling problems were most

strongly related to other types of gambling, skill games, and pull-tabs.

Bingo, sports betting, dice, and lotteries were also significantly related to
gambling problems. For the younger students, access to lotteries is more
difficult (in fact illegal) whereas for a grade 11/12 students would have less
difficulty obtaining lottery tickets since they are nearly old enough (and
some are old enough) to legally purchase lottery tickets. Perhaps, the old
students are more similar to the adult population in that most lottery
players do not have a gambling problem (e.g., Room et. al., 1998).

Finally, a factor analysis was conducted on the gambling activities. The

types of gambling fell into two factors.

The first factor had strong loading with bingo, dominoes, POGS, dice
and pull-tabs, and moderately strong loadings with cards and lottery
tickets. The second factor has strong loadings with betting on sports events,
skill games, cards, and pro-line, and moderate loadings with lottery and
other types of gambling. Males scored higher than females on the second
factor. These two factors are similar to the factor structure of gambling in
the general population in which lotteries, and bingo form one factor while
sports betting, skill games and cards form a second factor.

One important finding is that POGS, a game that consists of trying to
turn over cardboard disks by hitting them with a hard plastic or metal

'slammer’, is loaded on a factor with other gambling activities 9 suggesting
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that although POGS may not really be gambling, students that play POGS
are more likely to also be involved in gambling. This indicates that POGS

may in fact be a gateway to gambling as many teachers suspect. [10]

Task 9. Answer the following questions:

1. What types of gambling activities are the youth involved in?

2. Who were likely to engage in gambling males or females?

3. What are the most common Gambling related problems?

4. Are lotteries associated with a gambling problem among younger
students / the old students?

5. What are the factors of gambling types?

6. What did many teachers suspect concerning POGS?

Task 10. Grammar Drills.
Explain the grammatical meaning of the underlined forms of verbs in

the Text 4. Translate the sentences which include them.

Task 11. Write a short summary of the Text 4. Use the sentences and
their “tails” given below for help.

1. The data suggest that gambling is common amongst....

2. Nearly 50% of the students engage in....

3. Over 22% of the students reported purchasing....

4. In addition, evidence was found that some students exhibit serious... 5.
Overall, betting on skill games, sport events were the most strongly related
to...,

6. Amongst the younger students, ....
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7. Several studies have shown that the prevalence of....

8. Most problem and pathological gamblers report stating to.... .
9. As the number of gambling opportunities increases the....

10. The higher prevalence amongst youth is due both to....

11. These data do highlight the need for....

The “tails” for help:

- students and increases directly with grade level;

- lottery and other similar ticket based gambling;

- gambling related problem behavior;

- some form of gambling;

- lottery purchases were correlated with gambling problems;
- to problem gambling;

- gamble in their youth;

- gambling amongst youths is 2 times higher than amongst adults;
- number of problem gamblers is also increasing;

- prevention programs for youth gambling;

- adolescent excess and increasing availability.

Task 12. Be ready to discuss The Problem Gambling amongst the

Adolescents in Russia.

Does such a problem exist in Russia?
What do you know about it? See App 4.
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LESSON 2
The Molecular Genetics of Pathological Gambling
(The DRD2 gene)

Task 1. Read the Text A. Try to understand it without a dictionary.

Text A. A Problem Gambler

Jerry, sixteen years old and new to treatment, leaned forward restlessly

and said, “I started by betting on sports games. I’'m into football see, but
soon | was betting on all of the sports, basketball, baseball, soccer, even
tennis, you name it. | did pretty well at first. I was making good money,
and I said to me, ‘this is pretty neat.” I couldn’t wait to get the sports page
every day so | could work on the point spread. | guess it all started there.
Soon I had a bookie, they’re not hard to find, and then I discovered Internet
gambling. Sports betting and scratch tickets pale in comparison to that, it’s
instant. I’d be up all night betting and then have problems getting to
school. But who needed school. | had all that money I could win without
an education. Education was for suckers. Then | started losing, | mean
really loosing. I couldn’t make a good bet, and if I did win, I’d put it right
back in. | tried to stop but | kept going back. It was as if the computer
owned me. | was at it all day and all night sometimes, trying to make up
the losses. | had to steal from my parents to pay back my credit card bills
and then | used their credit card numbers, punched them in just like they
were my own. Well that did it. | had to steal their credit card bills from the
mail so they wouldn’t know what I was doing, but I knew if I didn’t win
soon they would know. When the credit card companies started calling the

house I was done. I couldn’t always get to the phone first even if I tried.
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When the truth came out, the family was thousands of dollars in debt. That
night I tried to kill myself. I couldn’t stand hurting my parents like that.
That’s when I ended up here.”

The story is familiar, isn’t it? An innocent game, a lark of adolescence,
turns bad and then lethal. Addiction professionals know how this game
goes with drugs and alcohol but gambling seems different, a pure behavior-
-no drug. But from recent research in the neurobiology of addiction we
now know that all addiction works through the mesolimbic dopamine
system in the brain. This triggers the endogenous opioids that are many
times more powerful than morphine. Recent evidence shows that
naltrexone blocks the reinforcing properties of alcohol and other
substances and it does the same thing for gambling. All of the addictions
have a neurobiological basis; so pathological gambling is a chronic
relapsing brain disease, like alcoholism. Pathological gambling has all of
the hallmarks of addiction including tolerance and withdrawal (Kim, 1998;
Perkinson, 2005).

Further evidence suggesting neurological dopaminergic involvement
comes from a study that found nearly 50% of a group of pathological
gamblers carried the DRD2 gene receptor variant so common in other
addictions and the more severe the gambling problem the more likely the

individual was to be a carrier for this receptor variant. [23]

Task 2. Write the main idea of Jerry’s confession.

Express your attitude to his behavior of a gambler. Begin with the
following:

| think that... should (should not) be...

90



It seems to me...

In my opinion...

Task 3. Read the Text B. Get the main idea. Consult a dictionary, if
necessary.

Text B. Gambling in America

Seventy years ago, it was illegal to gamble in America. Gambling was

considered immoral by our grandparents. Today you can gamble in all but
three states, Hawaii, Utah and Tennessee, and states actually encourage
their citizens to gamble. Gambling is big business in America earning the
gaming industry 50.9 billion dollars in net revenue annually.
Gambling is very attractive, particularly to people who need money. The
Illinois Lottery did a study to see who gambles, and found people who
made less than ten thousand dollars a year gamble six times more often
than those who earn over fifty thousand dollars a year. People know they
can win millions by risking a dollar. A recent program on the Discovery
Channel stated that gambling is so attractive, that when the power ball is
high, ninety percent of eligible adults buy a ticket. There is no other
commodity where the percentages are this high, and there is no product just
a chance of winning. The real odds of winning a state lottery are
approximately fourteen million to one, the same odds as being hit by
lightning seven times while waiting in the lottery line.

Our parents grew up thinking that gambling was wrong, but our children
are growing up with gambling is as easy as going to McDonald's. For the
first time in history, gambling is available close to home and now even

inside of the home with the Internet. People can walk to and from work and
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gamble. Teenagers can gamble away their future in their rooms. Governors
go on television and encourage their citizens to bet and tell them how much
they can win. Gambling is good they say, it’s fun, no one gets hurt, and
everybody is doing it. We in the addictions field know that’s what we hear
on television about alcohol and substance abuse kills 24% of Americans.

Most people who gamble enjoy gambling as a game; it's exciting and
fun. But some citizens are caught up in an addiction as powerful as drug
addiction.

Where do our children learn that gambling is safe? To answer that
question you have to look into the average American home. In the average
American home, the average parents, spends three minutes a day talking to
their child. While in the average home, the average child watches
television 4-8 hour per day. Our children know that gambling is fun and
safe.

If you don’t think teenagers can gamble because it’s illegal, think of
alcohol and drug abuse. A recent survey in Vermont of 21,297 high school
students found that 53% of the students gambled in the last twelve months
and 7% reported significant gambling problems. Gambling problems are at

least as high in children as they are in adults. [23]

Task 4. Answer the questions:

1. Could someone gamble seventy years ago in America?

2. How did grandparents of USA consider gambling before?
3. In what three states can’t one gamble today?

4. How much does American gambling industry earn annually?
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5. With what income do people gamble more often? Why? What is the
reason?

6. How much dollars do some people expect to win by risking one dollar?
7. What are real odds of a state lottery winning?

8. What does the author compare the winning of state lottery with?

9. What else kills 24% of Americans besides of gambling?

Task 5. Let’s discuss. What does the author of the article (Task 3)
mean writing the following statements? See App 4.
1. Teenagers can gamble away their future in their rooms.

2. American children know that gambling is fun and safe.

Task 6. Before reading the Text C, write down new words in your
vocabulary. Consult the pronunciation of the following words with the
Internet-translator:

psychiatric - ncuxuarpuueckuii

diagnostic - quarHocTuueckuii

manual - cpaBoYHUK, yKa3aTesb

disorder - pacctpoiicTBO

pathological - maronornueckuii

persistent - cTOMKMIA, TOCTOSHHBIN, YCTOWYHBBIN

recurrent - BO3BpaTHbIi

maladaptive - HeageKBaTHBIN, IJI0XO TPUCIIOCOOICHHBIH

criteria — kpurepuu (Criterion- eza.) — Kpurepuii, MEpUIO

to be preoccupied - 65T 03a00YEHHBIM

reliving - mepexuBasi mpoIIIioe
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handicap - momexa, npensaTcTBUE
venture - puckoBaTh, CTaBUTh HA KapTy
to achieve - gocturars, JOOUBATHCS
restless - GecriokoHHBIH

irritable - pazapaxurenbHbIT

to cut down - ypesartb, cokpamaTh

to escape - uzberatpb 4ero-i

dysphoric — quchopuueckuii (31. - HECUACTHBIN)
helplessness - 6ecrioMoIHOCTH

guilty - BUHOBaTHIIA, IPECTYITHBIHA
anxiety - crpax, TpeBora

to chase - npecnenoBanue

to lie — nraTh

to conceal - ckpwiBaTh, yrauBaTh

to jeopardy — puckoBath, o ABEpPraTh
Task 7. Read the Text C. Get the main idea.

According to the American Psychiatric Association's Diagnostic and
Statistical Manual oriental Disorders, Fourth Edition, pathological
gambling is a persistent and recurrent maladaptive gambling behavior as
indicated by five or more of the following criteria:

1. The individual is preoccupied with gambling (i.e. preoccupied with
reliving past gambling experiences, handicapping or planning the next
venture, or thinking of ways to get money with which to gamble.

2. The individual needs to gamble with increasing amounts of money in

order to achieve the desired excitement.
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3. The individual has repeated unsuccessful efforts to control, cut back or
stop gambling.

4. The individual is restless or irritable with attempting to cut down or stop
gambling.

5. The individual gambles as a way of escaping from problems or of
relieving a dysphoric mood (i.e., feeling of helplessness, guilty, anxiety,
and depression).

6. The individual after losing money gambling often returns another day to
get even (“"chasing” one's losses).

7. The individual lies to family members, therapist, or others to conceal the
extent of involvement with gambling.

8. The individual has committed illegal acts such as forgery, fraud, theft, or
embezzlement to finance gambling.

9. The individual has jeopardized or lost a significant relationship, job,
education or career opportunity because of gambling.

10. The individual relies on others to provide money or relieve a desperate
financial situation caused by gambling.

Pathological gambling is an addiction that can be treated essentially the
same way as other addictions--with certain exceptions. To recover,
gamblers like all addicts need to get honest with themselves and others, go
to recovery group meetings and help other people there, and get on a
spiritual journey to God. Gamblers need to understand from the onset of
treatment that there is an answer to their financial problems. There is an
excellent financial worksheet available from the Gamblers Anonymous
general service office that will help you through the financial history, or if

the local GA group has a pressure relieve group, they can do it. A financial
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solution must be presented from the moment a problem gambler comes
into treatment. If you don’t do this, they will be out the door. “I know you
are worried about the money, but if you stick with the recovery program
we will develop a program so you can pay everyone back. You must be
responsible for every penny you owe.” Professionals shouldn’t encourage
a pathological gambler to go bankrupt, that’s called a bail out, and this
often triggers more gambling because the gambler thinks they have a clean
slate and they can start over.

The drug of choice for gamblers is money and the biological chemicals it
creates, so they can’t carry money around for a while. Someone
responsible person has to keep the money and give them the exact amount
they need each day. You wouldn’t want an alcoholic walking around with
a pocket full of whiskey. After the gambler has developed a stable self-
directed program of recovery, they can gradually take control of their
finances.

So what happened to Jerry? First, we got the whole story even though he
didn’t want to remember it all, we finally got the last of what he did and
what he owes. Gamblers hold out on what they owe, so check carefully. To
get the facts you have to create an environment that is so gentle, safe and
loving that the patient can search for and share the truth. Then Jerry
learned about the disease of addiction. Its genetic and neurobiological not
just that he’s bad. He worked through the first five steps of GA, and then
he began helping others, showing them the way, restoring meaning and
worth to his life. Then Jerry searched for a connection with his higher
power. Gamblers have a hard time with this one; too much ego can get in

the way. But when you are powerless, things change. Through daily prayer

96



and meditation Jerry sought conscious contact with God and began to get
answers from God, finding new direction to his life, and long with that new
happiness and peace. This was what he was seeking in gambling. Of
course, he did not want to go to recovery group meetings, he was special
and all, but he finally agreed and is going once a day and to aftercare once
a week. Jerry also takes 50-100 mg of Naltrexone a day. This cuts the
craving and the reinforcing properties of gambling in case he slips.

So generally, gamblers need to do three things to stay away from
gambling. They need to get honest with themselves and others, go to GA
meetings and help others, and get on a spiritual journey. Many can benefit
from the use of Naltrexone. Concerning treatment outcome, fifty percent of
gamblers stay clean with treatment alone, seventy percent if they go
through treatment and then regularly attend GA, and ninety percent if they
go through treatment, go to GA, and attend aftercare. Pretty, simple, just
like any addiction. Remember, gamblers need a financial payback plan,
and they can’t carry money. [23]

*** The article is written by Robert R. Perkinson. He is the clinical
director of Keystone Treatment Center in Canton, SD, US. He is a
Licensed Psychologist, Licensed Marriage & Family Therapist,
Internationally Certified Alcohol and Drug Counselor, South Dakota
Certified Chemical Dependency Counselor, Level 11l, Nationally Certified
Gambling Counselor and Supervisor. His specialty areas focus on treating
alcoholics, addicts, and pathological gamblers.

Task 8. Grammar drills. Write out the sentences with highlighted
words from the Text C. Translate these sentences. What idea do these

modal verbs express? See App 10.
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Task 9. Write a short summary of the Text C. The following questions
can help you. See App 2.

1. What is the definition of a pathological gambling?

2. What does a gambler need to do in order to recover?

3. What must be presented from the moment of a problem gambler’s
treatment?

4. Who must be responsible to keep and control the money of a problem
gambler?

5. What happened to Jerry? What is the main reason of his problem?

Task 10. Here are 10 Questions about gambling behavior prepared by
National Council USA. Answer the questions:

1.Have you often gambled longer than you had planned?

2. Have you often gambled until your last dollar was gone?

3. Have thoughts of gambling caused you to lose sleep?

4. Have you used your income or savings to gamble while letting bills go
unpaid?

5. Have you made repeated, unsuccessful attempts to stop gambling?

6. Have you broken the law or considered breaking the law to finance your
gambling?

7. Have you borrowed money to finance your gambling?

8. Have you felt depressed or suicidal because of your gambling losses?
9. Have you been remorseful after gambling?

10. Have you gambled to get money to meet your financial obligations?

*** |f you or someone you know answers "Yes" to any of these questions,
consider seeking assistance from a professional regarding this gambling
behavior.
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Task 11. Translate all these 10 questions in Russian. You can use it as

a questionary at school for problem gambler detection.

Task 12. Describe a psychological portrait of a problem gambler. Use

the words from Task 7, and Task 10. Do it in a written form.

LESSON 3

Adolescents’ Substance Abuse

Task 1. Learn the following words and word combinations:
illicit drugs — 3ampemeHHbIe HAPKOTUKH

adolescent (teenager = teen pasr.) — moapPOCTOK

marijuana — KOHOILIs, MapuXyaHa

inhalants — jgery4ne HapkOTHYECKHE BEIIECTBA

hallucinogens — BemecTBa, BrI3bIBAIOLINE TAILTIOLMHAIIN
outpatient treatment — am0OynaropHoe neueHue

residential treatment — neueHne B peaOMIMTAIIMOHHOM IIEHTPE
inpatient treatment - cranoHapHoe JcueHue

Immune — HeysA3BUMBIH, 3alUIICHHBIH

addiction — ckioHHOCTB, TaryOHas MPUBbIYKA

Task 2. Grammar Drill. Read and translate the sentence. Name and
analyze the italicized grammar construction.
“According to a recent report, a young person’s average day often

includes drinking, smoking, or using illicit drugs”.
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Task 3. Grammar Drills. Read the abstract and fill in the gaps using
the words in the box below. Find all the cases of the Gerund here and
translate them into Russian. See App 13.

Teens may be (1) ... with alcohol and (2) ... or illegal drugs in various
ways. Experimentation with alcohol and drugs during (3) ... is common.
Unfortunately, teenagers often don’t see the link between their actions
today and the (4) ... tomorrow. They also have a tendency to feel (5) and
immune to the problems that others experience. Using alcohol and tobacco
at a young age increases the risk of using other drugs later. Some teens will
experiment and stop, or continue to use occasionally, without significant
problems. Others will develop a dependency, moving on to more
dangerous drugs and causing significant (6) ... to themselves and possibly
others.

Teenagers (7) ... a variety of drugs, both legal and illegal. Legally
available drugs include alcohol, prescribed medications, inhalants (fumes
from glues, aerosols) and over-the-counter cough, cold, sleep, and diet
medications. The most commonly used illegal drugs are marijuana (pot),
stimulants (cocaine, crack, and speed), LSD, PCP, opiates, heroin, and
designer drugs (Ecstasy). The use of illegal drugs is increasing, especially
among young teens. The average age of first marijuana use is 14, and
alcohol use can start before age 12. Using marijuana and alcohol in high
(8) ... has become common.

Drug use is associated with a variety of negative consequences, including
increased risk of serious drug use (9) ... in life, school failure, and poor
judgment witch may put teens at risk for accident, violence, unplanned and

unsafe sex, and suicide.
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There is no question that drinking is a problem in most high schools.
Alcohol is our most pervasive drug. Teens have (11) ... to it at parties, can
obtain it from older friends who are of legal age to buy it, or may simply
(12)... their parents’ liquor bars. Teens see their parents enjoying a
cocktail after work or having a glass of wine at dinner. Drinking represents
the parents’ modeling: “mom and dad do it... why shouldn’t me?”

All alcohol use by teens should be regarded as dangerous, not only
because of the risk of alcoholism but because teen drinkers put themselves
in harm’s way. Each year more than 10,000 young people in the US are

killed and 40,000 injured in (13) ... automobile accidents.

abuse, later, legal, involved, consequences, harm, raid, heavily,

alcohol-related, school indestructible, adolescence, access

Task 4. Fill in the table, using special terms from the text (Task 3):

Legal Drugs Ilicit Drugs

Task 5. Read the article and find the answers in the article to the

guestions below.

Adolescents Substance Abuse
According to a recent report from the Substance Abuse and Mental
Health Services Administration (SAMHSA), a young person’s average day

often includes drinking, smoking, or using illicit drugs.
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On an average day in 2006, about 1, 2 million teens, age 12 to 17,
smoked cigarettes, 631,000 drank alcohol, and 586,000 used marijuana. In
addition, about 49,000 teens used inhalants, 27,000 used hallucinogens
(e.g., Ecstasy and other club drugs), 13,000- used cocaine, and 3,800 used
heroin.

In 2005, more than 76,000 youth were in outpatient treatment; and 1,000 in
hospital inpatient treatment.

Teenagers may be involved with legal or illegal drugs in various ways.
Experimentation with drugs during adolescence is common. Unfortunately,
teenagers often do not see the link between their actions today and the
consequences tomorrow. They also have a tendency to feel indestructible
and immune to the problems that others experience.

Using alcohol and tobacco at a young age increases the risk of using
other drugs later. Some teens will experiment and stop, or continue to use
occasionally, without significant problems. Others will develop a
dependency or addiction, often moving on to more dangerous drugs and
causing significant harm to themselves and possibly others.

Adolescence is a time for trying new things. Teens use drugs for many
reasons, including curiosity, because it feels good, to reduce stress, to feel
grown up, or to fit in. It is difficult to know which teens will experiment
and stop and which will develop serious problems.

Teenagers at risk for developing serious alcohol and drug problems
include those:

- with a family history of substance abuse;

- who are depressed;

- who feel like they don’t fit in or are out of the mainstream. [9]
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Task 6. Answer these questions to the article Adolescents Substance
Abuse.

1. What are the main problems of our century?

2. What dangerous things can the young people face in their life?

3. Using drugs is one of the most important problems in the world. Do you
agree? Prove your point of view.

4. What are the most popular drugs in the modern world?

5. How many adolescents are involved in substance abuse nowadays?

6. What adolescents are mostly at risk for developing serious alcohol and

drug problems?

Task 7. Write down new words into your vocabulary. Read the text,
translate it without using a dictionary.
damage - Bpex, yiepo
kidney - mouka (aHaTom.)
liver - meuenn
lungs - nerkue
crankiness - uygauecTBo

There are many reasons why teens use drugs. Some teens take drugs just
for the pleasure they believe they can bring. Many times, someone tried to
convince them that drugs would make them feel good or that they’d have a
better time if they took them and people, who are being convinced, can’t
say no to them.

Some teens believe drugs will help them think better, be more popular,
stay more active, or become a better athlete. Others are simply curious and

think drugs make you look “cool” among friends. Many teens use drugs to
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gain attention from their parents or become they are depressed or think
drugs will help them escape their problems. The truth is drugs don’t solve
problems. Drugs simply hide feelings and problems. When a drug wears
off, the feelings and problems remain or become worse. Drugs can ruin
every aspect of a person’s life.

Teens’ drug use is very big in today’s world and there are many ways
that teens have access to these drugs. Usually in the school area, there are
pupils that bring drugs to school and try to sell them secretly. Since most
schools don’t really check their pockets and bags, it is easy for them to do
business.

Every drug comes with its own effect. Overall, most illegal drugs can
cause side effects such as confusion and panic attacks. Other side effects
are permanent damage to the kidneys, liver, and the heart. Diseases like
schizophrenia and other psychotic behaviors can result from illegal drugs
as well. Illegal drugs such as marijuana can result in an increased heart
rate, difficulty in thinking and problem solving. Alcohol acts as a
depressant and is absorbed in the bloodstream. An over dose of alcohol can
result in unconsciousness, respiratory failure and death.

Cigarettes arn’t always viewed as a drug because it used at a daily basis
by many teens and adults. Cigarettes contain nicotine that is why the smell
of cigarettes is always on your clothes and can also give your lung and
heart disease.

There are many signs to tell you if someone is taking drugs.

Here are some of them:
-angry or violent behavior;

-sleeping more than normal,
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- he/she seems “out of it” (dizzy, dazed, confused);
- very irritable

If you notice any of the signs in a teen, try to find out if he is using
drugs. If it becomes really serious get that teen to a health or drug facility

immediately for help to prevent him from continuing to use drugs. [12]

Task 8. Answer the questions. Discuss the problem: “Drugs usage in
our country”. See App 4.

1. Have you found any surprising facts in the text (Task 7)? What are they?
Express your attitude towards the information.

2. Do you think such situation in Russia is much in common with the
American one?

3. What can you say about the level of drug using in Russia?

4. Why do teens use drugs?

5. Where can teens get drugs?

6. What are the effects of drugs on teens?

Task 9. Read the text Warning Signs. Translate it. Use the Internet —

translator, if necessary. Get the main idea.

There are several warning signs of teenage alcohol and drug abuse,
which may include:
Physical: fatigue, repeated health complaints, red and glazed eyes, and a
lasting cough.
Emotional: personality change, sudden mood changes, irritability,
irresponsible behavior, low self-esteem, poor judgment, depression, and a

general lack of interest.
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Family: starting arguments, breaking rules, or withdrawing from the family
School: decreased interest, negative attitude, drop in grades, many
absences, truancy, and discipline problems

Social problems: new friends who are less interested in standard home and
school activities, problems with the law, and changes to less conventional

styles in dress and music. [9]

Task 10. Read the text Drug War Facts, USA. Get the main idea.

1. The Monitoring the Future survey reports that from 1996 through 2005
more than half of the students in the United States tried an illegal drug
before they graduated from high school. In 2006, that figure dropped to

48.2% lifetime prevalence.

2. In 2006, 5.0 percent of 12th graders reported daily use of marijuana.
This compares with 6.0% in 1999 and 4.9% in 1996. In 2006, 5.9% of
twelfth graders reported smoking 1/2 pack or more of cigarettes daily,
compared with 6.9% in 2005.

3. "Since the study began in 1975, between 83% and 90% of every senior
class have said that they could get marijuana fairly easily or very easily if
they wanted some; therefore, it seems clear that this has remained a highly
accessible drug. Since 1991, when data were also available for 8th and
10th graders, we have seen that marijuana is considerably less accessible to
younger adolescents. Still, in 2006 two fifths of 8th graders (40%) and
almost three quarters of all 10th graders (71%) reported it as being

accessible. This compares to 85% for seniors."
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4. “Marijuana appears to be readily available to almost all 12th graders; in
2005 86% reported that they think it would be 'very easy' or 'fairly easy' for
them to get it - almost twice the number who reported ever having used it
(45%). “After marijuana, 12th-grade students indicated that amphetamines

are among the easiest drugs to obtain (51%).”

5. Three of every ten (30%) 12th graders in the Class of 2005 believed that
marijuana use should be treated as a crime. Similar proportions thought it
should be entirely legal (28%), and another 28% felt it should be treated as
a minor violation -- like a parking ticket -- but not as a crime. (The

remaining 15% said they 'don’t know.")

6. Most 12th graders felt that they would be little affected personally by the
legalization of either the sale or the use of marijuana. Three fifths (60%) of
the respondents said that they would not use the drug even if it were legal
to buy and use, and another 17% indicated they would use it about as often
as they do now or less often. Only 6.1% said they would use it more often

than they do at present while another 8.9% thought they would try it.

7. Marijuana continues to be easier for teens to purchase than beer: 21
percent of teens ranked marijuana easiest to buy, compared to 14 percent

for beer.

8. Most teens that use alcohol, cigarettes and marijuana do so before they
are 14. Among teens who have tried alcohol, tobacco or marijuana, the
average age of first use is a little more than 12 for alcohol, 12'2 for

cigarettes, and 13 years 11 months for marijuana.
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9. The US has higher rates of illicit drug use by young people than
European nations, as noted by the Monitoring the Future. The US also had
the highest rates of use of most of the other illicit drugs studied, as well as
marijuana, with the important exception of heroin. These included

amphetamines, hallucinogens, cocaine, crack, and ecstasy.

10. The Office of Juvenile Justice and Delinquency Prevention estimated
that in 2004 there were 193,900 arrests of juveniles for drug abuse
violations out of a total 2,202,000 juvenile arrests. By comparison, there
were 91,100 violent crime index offense arrests and 452,300 property

crime index offense arrests of juveniles that year.

11. Juveniles using drugs or alcohol committed 1 in 10 of the nonfatal
violent victimizations against older teens. This was 2-1/2 times higher than
the percentage of victimizations against younger teens perceived to be
committed by a juvenile who was using drugs or alcohol. Younger teens
were more likely than older teens to report that their juvenile offender was
not using drugs or alcohol. In about 4 in 10 victimizations against younger
and older teens committed by juveniles, the victim could not ascertain

whether or not the offender was using drugs or alcohol.

12. The Bureau of Justice Statistics reports that in general, the heavier the
alcohol use, the more likely an adolescent will be involved with criminal

behaviors.

13. Even after controlling for other factors (e.g., age, gender, family
structure, income, past month marijuana use, etc.), there is a relationship
between past month alcohol use and emotional and behavioral problems.
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The relationships were particularly strong among heavy and binge alcohol
use and delinquent, aggressive, and criminal behaviors.

14. A federal report by the U.S. Center on Substance Abuse Prevention
noted that "adolescence is a period in which youth reject conventionality
and traditional authority figures in an effort to establish their own
independence. For a significant number of adolescents, this rejection
consists of engaging in a number of 'risky' behaviors, including drug and
alcohol use. Within the past few years, researchers and practitioners have
begun to focus on this tendency, suggesting that drug use may be a 'default’
activity engaged in when youth have few or no opportunities to assert their
independence in a constructive manner.

15. The World Health Organization noted that, while some studies indicate
that adolescents who use marijuana might be more likely to drop out of
high school and experience job instability in young adulthood. "The
apparent strength of these cross-sectional studies ... has been exaggerated
because those adolescents who are most likely to use cannabis have lower
academic aspirations and poorer high school performance prior to using
cannabis, than their peers who do not."[9]

Task 11. Be ready to discuss in your group. See App 4.

1. Why having drugs becomes so popular among a great number of people
all over the world? Tell your own arguments.

2. What country can be called the leader in producing drugs and what
country is the leader in buying and using them today?

3. What are the most popular legal and illegal drugs among teens in

Russia?
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Task 12. Read the article; translate the main idea of it into English

MOCKBA, 14 ¢espans, /UTAP-TACC/. I'nasa ®CKH Poccuu Bukmop
Heanoe na ecmpeue co cmyoenmamu, Komopbwle 6eCHOU NPUHAIU YUacmue
8 monooedxcnom cammume Y8 Russia 2014 naxanyne ecmpeuu 2nag
anmunapkomuueckux eedomcme G8, pacckasan, nouemy OH 8vicmynaem
NPOMuUE ne2anu3ayuu «J1eekux» Hapkomukos. «K neeanuzayuu omuoutyco
omMpuUYamenbHo, U N0-0Py2omy He MO2Y K dMOMY OMHOCUMbCAY, — CKA3AIL
Hesanos, omeeuas ma eonpoc cmyoenmos. «Mvi 6ce e30um Ha noezdax
u 1emaem Ha camonemax. Bam nonpasumcs, eciu oucnemuepvl 6yoym
noo Hapxomuxamu? A eciu uyenosexk Kypum (Mapuxyamy) mecsay, 200, mo
yorce HeaoeK8amuo 80CHPUHUMAEmM CUMYayuro, 6naddem 8 0enpeccuioy, —
pacckazan Heanos, cpasnusé smo cocmosanue c¢ «benrou eopaukouy. OH
makdice noouepkHyn, umo emae 2012 200a Poccus noonucana
0eKnapayulo 0 HeOONYCMUMOCMY  Jle2aius3ayuy  Hapkomukos. Heanog
8bIpA3UL  MHEHUe, UMmO «1e2KUX» HAPKOMUKo8 He Ovigaem, U ce
HapKOMUKU ABNAIOMCSL NCUXOAKMUBHLIMU sewecmeamu.

Resourses:www.focusas.com

Task 13. Let’s discuss. Group work. See App 4.

Let’s think about the future without drugs. Offer you own ways of solving
the problem of drugs using in our country. What should we do to stop this
terrible epidemic? Then exchange your ideas among the group-mates. Use
the information and the vocabulary from texts above.

Task 14. Write an essay on the topic: What are the consequences of

teen’s taking drugs. Prove all your points of view. See App 1.
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LESSON 4

The Dangers of Teen Internet Addiction
“Wrapped Up In the Web”
by Sue Scheff *

Task 1. Before reading the Text A, translate the following words:
- web, - network, - site, - friendster, - chat, - message, -online, - role play, -
video-game, -access, -tab, - virtual, - tool, - resource, - entertainment, -TV

show, - predator, - chat room, - account, - forum, - profile.

Task 2. Read the Text A. Get the main idea.

In today's society, the Internet has made its way into almost every

American home. It is a well-known fact that the web is a valuable asset for

research and learning. Unfortunately, it can also be a very dangerous place
for teens. With social networking sites like Myspace and Friendster, chat

rooms, instant messaging, and online role-playing video games, our

children are at access to almost anyone. Sue Scheff, along with Parent's

Universal Resource Experts, is tackling the dangers of the web.

Keeping tabs on our teens' online habits doesn't just keep them safe

from online predators. More and more parents are becoming worry of the

excessive hours their teens spend surfing the web, withdrawing from

family, friends and activities they used to enjoy. Internet Addiction is a

devastating problem facing far too many teens and their families. While

medical professionals have done limited research on the topic, more and
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more are recognizing this destructive behavior and even more, the potential

mental effects it can have.

Though the web is a great place for learning and can be safe for keeping

In_touch, it is important that families understand the potential risks and
dangers to find a healthy balance between real and virtual life.

It is clear that, for teenagers, spending too much time online can really

deter social and educational development. The Internet world is such that

there is always something new to do and to distract one from one’s

responsibilities. We all do it- take ten minutes here or there to explore our

favorite gossip or sports site. There is nothing wrong with using the

Internet as a tool for research, news, and even entertainment. After all, the
World Wide Web is the world’s most accurate, up to date resource for
almost any type of information.

But as the Internet evolves and becomes more tailored to the individual,

it grows increasingly easier to develop a dependency on it. This is

especially true for teens- a group that tends to be susceptible to flashy
graphics and easily enticed by the popularity of social networks. In a sense,

the Internet is the new video game or TV show. It used to be that

adolescents would sit in front of the TV for hours on end operating a

remote, shooting people and racing cars. Now they surf the web. Teens are

Impressionable and can at times be improperly equipped to handle certain

situations with a degree of reason and rationality. Although they may have

good intentions, they might be at risk of coming across something

inappropriate and even dangerous.

We have all heard the stories about children entering chat rooms who

end up talking to someone older than them who may be looking for

112



something more than merely a chat. These tales may sound far-fetched, or

to some, even mundane, because of the publicity they’ve received, but as a

parent it would be rather foolish to dismiss them as hearsay or as

something that could never actually happen to your child. The fact is, these

accounts of sexual predation are all too true and have caused some families

a great deal of strain and fear. Even pre-adolescents have been known to

join chat rooms. The reality is that there is no real way of knowing who

might be in one at any given time. An even scarier thought is that these

forums are often sexual predators’ main source of contact with young
children. In fact, the popular TV show employs someone to pose as a teen
and entice these sex offenders. The show profiles the interactions between
them all the way up until the actual meeting. Some of the situations

portrayed are horrifying. If you’re the parent of a teen or pre-teen, make

sure to monitor Internet activity with regards to chat rooms and educate

your child on the potential dangers they present. [26]

Task 3. Grammar Drills. Find the underlined word combinations with
verbs in the text A. Define the grammatical forms of verbs; translate

the sentences.

Task 4. Put down the following new words in your vocabulary. Mind
the pronunciation and stress of the words; use the Internet-translator.
subject matter — npeamet oOcyxaeHUS

curiosity — moOOIBITCTBO

aid - momorInp, moaIepIKKA

to provide - obecrieunBaTh
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discovery — oTkpbITHE

maturation - co3peBanue

questionable situation - comauTenBHAS, TIOIO3PUTEIbHAS CUTYALIHS
prime - rjaaBHBIA, HAUITYYIIHIA

INQuisitiveness - MBITIIMBOCTS, JIFOO03HATEILHOCTD
anxious - BOJHYIOITUH, CTPEMSIIIHIACS

knowledgeable - ocBemoMiIeHHBIN, YMHBIIH

to allow — cmsir4ath, yMeHbIIAThH

to surf — myremrecTBoBaTh (110 MPOCTOPAM HHTEPHETA)
to represent - uckaxarp, IPEICTABIATh B JIOKHOM CBETE
via - yepes

Savvy - CMEKalJlKa, 3J{paBblid CMBICII

setting - ycraHOBKa, peryJMpoBaHue, HACTPOHKa

to come across - HaTalKUBaTbCsl, HAOPECTH

growth - pocr, pa3Butue

to engage - 3aHUMaThCs, BOBJIEKATH(Cs)

IN-Person - npu JUYHOMN BCTpeUe

option - BapuaHT, CPEICTBO

lure - cobna3H, mpuMaHKa

message board - gocka oObsBIIEHHMI

outcast - oTBepKEHHBIN, N3THAHHBIN

rebuff - ornop, otkas

reliance - omopa, yBepeHHOCTh

stunt - Tprok, okyc
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Task 5. Read the Text B. Translate it; understand the main idea.
Text B.

a. Sensitive Subject Matter

Human curiosity is perhaps at its peak during one’s teenage years. That
curiosity is what aids teens in the growth and development process. It’s
necessary for survival as an adolescent and can provide for some great
discoveries and maturation. However, teen curiosity can also potentially
lead a person into some questionable situations, and the Internet is a prime
medium through which to quell one’s inquisitiveness. Let’s face it-
teenagers are anxious to be knowledgeable about topics such as sex, drugs,
and other dangerous subject matter.

Talking to your teen about these sensitive subjects before he or she has a
chance to search online can be a great way to allay his or her need to surf
the web for more information. The Internet might be an excellent tool for
presenting interesting data, but it can also grossly misrepresent certain
Issues. If a teenager wants to learn about sex or drugs via the web, he or
she might decide to do a search containing the words “sex” or, perhaps
“marijuana.” The results your child might find may not necessarily be the
type of educational, instructive material you would hope they would
receive. The Internet may be savvy, but one thing it’s not capable of
knowing who is using it at any given time and how to customize its
settings. Talk to your children about subjects you feel are important before
they have the chance to find out themselves. You never know what they

might come across.
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b. Limited Social Growth

There is no better time to experience new things and meet new people
than during one’s teenage years. Getting outside, going to social
gatherings, and just having a good time with friends are among some of the
most productive and satisfying activities in which teenagers can engage.
While the Internet can provide a degree of social interaction, online
networks and connections cannot replace the benefits of in-person contact.
Teen Internet Addiction is dangerous because it limits a person’s options
when it comes to communication. Much of learning and growing as a teen
comes from the lessons one learns through friendships, fights,
disagreements, trends, popularity, etc.

The Internet has made it all too easy for teens to recoil from the
pressures of adolescence and remain indoors. The lure of the web can often
make it seem as though social networks and online gaming are acceptable
substitutes for real life. Teens can find acceptance in chat rooms and
message boards, while at school they might be complete outcasts. It’s easy
for teenagers to rebuff the idea of interacting with their peers and risking
rejection when the Internet can provide for a seemingly relaxed
environment. Children need to know that Internet addiction and reliance on
online forums will only stunt social growth and make life much more
difficult in the future.

c. Sedentary Lifestyle
Internet dependency also inherently promotes a lifestyle that is not
conducive to exercise and physical activity. Many teens tend to become so

enthralled in games or chats that peeling them away from the computer can
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prove to be an ominous task. The entertainment the Internet can provide
often trumps the option to leave the house and get exercise. Parents should
encourage their teens to use the Internet for school projects and some
degree of entertainment, but they should also limit the time that they are
allowed to spend on the computer. Begin supporting your child’s
involvement in sports teams at an early age and make outside activities fun
and interesting. The earlier a child is introduced to the mental and physical
benefits of outside activity, the more likely he or she is to avoid inside
amusements such as the Internet, TV, and video games.

Nowadays it seems our whole lives can be conducted via the Internet.
We can order, purchase, and have groceries delivered all with the click of a
few buttons. We can play games, talk to people, find dates, and even attend
AA meetings online. The Internet may have made our lives and their day-
to-day processes exponentially easier to accomplish, but by the same token
it has also increased our dependence on the advantages it can provide. The
convenience it creates has been known to cause some people to recoil from
outside situations, opting to conduct as much business as possible from
home. We must be careful of this trend, especially with teenagers, for
whom positive (and negative) social interaction help to form valuable

personality and wisdom.

d. The Controversy
While the idea of addiction possibly forming through over usage of the
Internet has long been ignored, doctors and parents are beginning to take

notice of this disturbing trend in teens.
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The term "Internet addiction” was introduced in the late 1990s and has
been dismissed by the majority of medical professionals. Many believe that
excessive time spent surfing the web is in fact a warning signal for a larger
and more dangerous mental disease like depression. Others believe that
while Internet addiction can exist on its own, the solitary behavior can lead
to growing levels of depression, anxiety, self-consciousness and obesity.
Though the verdict is still out in the medical communities, parents
worldwide are concerned over their teens as they spend more and more
time in front of computer screens. Sue Scheff parent advocate and founder
of Parents Universal Resource Experts, believes that Internet usage should

be monitored closely by parents. [26]

Task 6. Grammar Drills. Find the underlined modal verbs in the Text
B. Write out all the sentences with these modal verbs. Translate these

sentences. What do the modal verbs express in the text? See App 10.

Task 7. Do the skills. Choose the correct definition to the words taken
from the Texts A & B.
account: a) a report of an event or experience;

b) a record or statement of financial expenditure;

c) consider or regard in a specified way.

profile: a) an outline of smth;
b) a person’s face, as seen from one side;
c) a short article giving a description of a person or

organization.
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web: a) fine threads constructed by a spider from its fluid;
b) a membrane between the toes of a swimming bird;
c) design, development, marketing communications, online

advertising, print media and more.

predator: a) an animal that naturally preys on others;
b) a person or group that ruthlessly exploits others;

c) the tittle of the famous American horror film.

environment: a) the surroundings or conditions in which a person lives;
b) the natural world as whole;
c) particular geographical areas affected by human

activity.

Task 8. Answer the questions to the text B.

1. What helps teens in their growth and development process?

2. What can curiosity provide a teen for?

3. What can curiosity lead a teen into?

4. What quells a teen’s inquisitiveness?

5. What subject matters do teens prefer to discuss?

6. Why does the author of the article consider Internet Addiction be
dangerous?

7. What kind of lifestyle can the Internet provide?

8. Why do teens spend so much time on the computer?

9. Why are teens so connected to the Internet?

119



10. What can parents do for their teens to avoid inside activities such as

Internet, TV and video games?

Task 9. Write a short summary of the Texts A and B. See App 2.

Task 10. Find out the definition of the following words:
- current, - trend, - user, - MySpace, - bloger, - log,- browsing, -
button, - stranger, - Facebook, - photo bucket, - Flicker, - chat room,
- message board, - moderator, - interface, - hardware, - software, -

password.

Task 11. Learn the following words:
pervasive — riyOOoKHid, pacIipOCTPaHSIOLIUICS
ability - cmocoOHOCTB,

to allow - mo3BosATH, TOMyCKATH

t0 encourage - nooupsATh, BOOAYLIEBIATh
to require - TpeboBaThH

legitimate - 3akoHHBII

to activate - akTHBU3UPOBaTh, BKIIFOYAThH
method - croco0, crucrema

to revolve around - Bpamarbcst BOKpYyT

to approve - yTBepKaaTh, 0J00pSITh

to deny - orpurnars, OTBEpraTh

vulgarity - BysaerapHOCTB, MTOIUIOCTH
profane - cBeTckuii, HEYECTUBBII

to permit — pasperrarsb
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Task 12. Read the Text C. Get the main idea.
1. MySpace. How It Works

MySpace is an online social networking site driven by music and
housing nearly 50,000,000 members of all ages around the world. It is, in
fact, the most popular website in the world. With all of the negative press
surrounding the site in recent months, it is important to understand the
facts, dangers and myths being passed from the media to parents and
families.

Registering for a MySpace account is free and requires only a
legitimate email address to activate. Currently, the registrant must be 14
years or older, however, no method is in place to verify birthdates. Upon
successful registration, the new user can add a profile picture, photo album,
bio and contact information along with their interests and also, where they
go to school. Profiles also include a blog, or journal, where the user can
write anything they wish for their friends to see.

A MySpace profile revolves around friends, or a collection of other
MySpace profiles belonging to other people grouped and linked to and
from the user's page. Most of the communication happening between
MySpace users is with their respective friends. Finding friends is easy.
Once the user has set up their profile, they are able to use the site's search
function to seek out classmates, friends and celebrities by name, email or
screen name. Once the user has found a profile, they can send that person a
"Friend Request". The next time the person logs on to their profile, they are
notified of this request and can either approve or deny it. Users can also
send friend requests while browsing profile of the user they'd like to

befriend, using a button in place on every profile.
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Once the user has sent and received friend requests that have been
approved, they have created their network. Users continue to add friends as
time goes on, and can remove friends at any time. These friends are
allowed to place comments on the user's profile, which are viewable to any
person visiting the user's profile. They can also send private messages
through the site's email system, which are seen only by the user.

While most activity on MySpace is between friends, profiles are public
domain and can be viewed by any person surfing the web. Because of the
obvious risks involved with this, MySpace's administration has imposed
many restrictions to secure users.

It is a common fact that most teens, whether you know it or not, are
MySpace members and actively nurture their profile. Most likely, they
share contact information, pictures and thoughts with friends from school
and other activities. Most, in fact, view their profile as a status symbol.

As a parent, the entire concept of MySpace may be confusing or
worrisome. It is understandable that you may feel inclined to completely
ban your teen from the site! The truth is, however, that with the Internet
being as accessible as it is, it is possible that they will access the site from
other locations, other than your home. Even if you force your teen to
cancel their membership, it is entirely possible that they will create a new
profile and continue to use it. As prevalent as Myspace is through the
teenage culture, parents must communicate with their teens and come to a
compromise.

2. Chat Rooms and Message Boards
Today's Internet is becoming more and more interactive. Most

television stations, celebrities and musicians have websites with pictures,
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information and more importantly, message board communities. Sue
Scheff and other parents at P.U.R.E. have also met parents who have used
message boards to communicate with other parents.

In the early days of the Internet, many people used chat rooms to
message each other nearly instantly. Now that Instant Messenger services
such as AIM, MSN Messenger and Yahoo! Messenger are available, chat
rooms have become nearly extinct.

Message boards are different from chat rooms. In a chat room, users
register and talk to other users in nearly real time through an interactive
client on a website dedicated to only chatting. A message board is a part of
a larger site, such as the website for TV channel MTV, and consists of a
forum for registered users to leave messages, or posts about the site's
subject. These messages do not use an interactive client for real time
display and reply, but instead work as a virtual cork board for messages to
be left, read, and replied to by other users. In both cases, anyone can
register for an account with little to no validation, and any member can
communicate with any member.

Many teens enjoy visiting message boards on the sites of their favorite
celebrities, and participate in conversation with other fans. Most message
boards have moderators; hired by the site's administrators to "police"” the
behavior of posters. These moderators are able to delete inappropriate posts
and ban violating members.

While chat rooms and message boards can provide a great platform
upon which teens can come together and share information and
experiences, they are also dangerous when it comes to taking responsibility

for actions. In real life, when we say certain things or exhibit certain
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behavior, we are aware of the consequences of those actions. In reality, we
are responsible for our words and actions and own them on a daily basis,
whether we are at work, school, or just hanging out with friends.

Teens are at times lured in by the anonymity of the web, enticed by the
idea that they can say anything to anyone without consequences. In a
sense, the Internet takes away the idea of taking responsibility for one’s
own actions. This is perhaps one of the most appealing facets of it, yet also
one of the riskiest. Part of maturing has to do with being able to recognize
faults and mistakes and having to make up for them in the best ways
possible.

3. Instant Messaging Clients

Many teens today are using Instant Messaging Clients, interactive, real
time chatting interfaces, which are downloaded and accessed directly from
the computer's hard drive. There are 6 main companies providing this
service: Microsoft (MSN Instant Messenger), AOL (AIM Instant
Messenger) Yahoo (Yahoo Instant Messenger), Skype, ICQ and Google
(Gmail email messenger). In any case, the client can be logged in to with
the user's ID and password. They can then send "instant messages" back
and forth between friends, who must be added by the user.

Because these clients are contained on your home computer, it is easy to
keep an eye on your teen's activity. Often, teens will use instant
messengers to talk with their friends much like they would over the
telephone. They can talk to many other users at the same time, and have
conversations between groups of people. It is generally safe, especially

when the computer is kept in a visible and safe place.
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4. Online Video Gaming

As more and more American households purchase home computers and
game systems such as the Nintendo Wii, PlayStation 3 and Xbox 360, kids,
teens and parents are getting in to gaming. For many families, game
systems are shared and can be an enjoyable family activity. Some teens
enjoy spending time with brain-intensive games made for solo play. With
the new generation of gaming systems and PC's, players are even able to
log on to the Internet and play games with fellow gaming strangers around
the world. While many are able to have healthy relationships with video
games, too many teens are finding themselves stuck inside this virtual
reality, especially when it comes to online, multi-player games.

5. Facebook

Facebook has perhaps become one of the most, if not the most, popular
social networking site on the Net. Facebook experiences hundreds of
thousands of sign-ups per day. It was developed by a college student, and
is run largely by young people, so it’s always updating and keeping up
with current trends. On this forum, users create a profile with their
information on it. They have the option to post a photo of themselves,
provide contact information, showcase religious and political views,
favorite music, movies, and books, and even create photo albums.

The social aspect of Facebook is its most enticing feature, as it allows
users to keep in touch with friends via several different applications. A user
may add someone as a friend and that person must confirm that he or she is
a friend. The ways to communicate and have your voice heard are ten-fold.
For one, Facebook features an application called a “wall,” or the section on

each person’s profile that allows his or her friends to make comments.
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Comments are largely not monitored by Facebook, so wall comments can
often be obscene and contain vulgarity or references to other profane
material. The site also allows its users to send and receive messages from
each other, just as an email client would.

Like any online social network, Facebook can and does pose problems
for teens if they aren’t careful. It is open to anyone, so the clientele spans
across many age groups, schools, and other networks. However, Facebook
does offer privacy options, and parents should inform their child of the
dangers of not employing these privacy settings. There are settings that can
make it so that only a user’s friends can view his or her profile. Facebook
Is a safe and friendly way to keep in touch with friends.

6. Photo bucket and Flickr

Photo bucket and Flickr are two websites that allow users to upload
photos and share them with other users. They can be categorized under the
social network grouping because they permit members to make comments
and, much like Facebook and Myspace, add friends. Users are also
encouraged to make comments on other peoples’ photos. Photo bucket and
Flickr are potentially less dangerous than other actual social networks
because their main purpose isn’t to create connections between users;
rather, the main goal is to present an online platform where people can host
all of their digital photos in a neat and organized fashion. Sharing and
commenting between friends is merely an option of both services.
However, sometimes, teens will join the site solely for displaying party
pictures or photos of them essentially testing the limits of their
adolescence. Again, privacy settings are the key to preventing these types

of dangerous situations from occurring.
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Both Photo bucket and Flickr offer their users privacy settings like those
featured by Facebook and Myspace. Flickr’s “Privacy and Permissions”
page allows a member to decide who can download and share their photos
and videos, who can print their photos, and who can blog their material. It
also allows users to decide if they want their profile or photos to appear in
searches. Photo bucket’s privacy settings are a bit less extensive than
Flickr’s, but they can still provide a good deal of protection nonetheless.
The “Album Settings” section allows a user to decide whether or not to
make an album public or private. If the member chooses the private setting,
that profile will not be made available on any Photo bucket search and will
not be viewable by anyone but that person’s friends. Both of these sites can

be perfectly safe for teenage use if used in the correct way. [26]

Task 13. Write key words and annotation to the article (Text A, B, C)
by Sue Scheff. *

*Sue Scheff is parent advocate and founder of Parents Universal Resource
Experts, an organization dedicated to lending support and knowledge to parents
of troubled teens. She has worked tirelessly for the rights of parents and teens.

Sue Scheff’s blog - http://suescheff.blogspot.ru/

Task 14. Group Work. Be ready to discuss the problem: Teens’
Internet Using in Russia. See App 4.
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LESSON 5

Symptoms of Video Game Addiction in Teens

Task 1. Before you start working on the Text A, practice the
pronunciation of the following words. Use the Internet- translator.
Write down new words in your vocabulary.

diagnosis - nuarxos, orneHka
addition - 3aBUCHMOCTH

sign - mpu3HaK

to suspect - moxo3peBaTh

to exhibit - BeIcTaBIATH Ha MOKa3
preoccupation - 03a004eHHOCTb, PACCETHHOCTh
distracted - paccesHHBIH
unusual - ctpanHbIi

t0 seem - ka3arbcs

irritable - pazapaxurenbHbIN
disinterested - 6e3pa3uuHbIi

to downplay - npuHIKATH

{0 USe - ucnoab30BaTh

outright - otkpoBeHHBIH

intent - 1esap, HAMEpEeHHE

to realize - co3naBaTh, MOHUMATH
impact - BiausiHUC

to neglect - orpunars

{0 cause - BbI3bIBATH

grade - kiracc, omeHKa, ypOBEHb

to slip - ymeHbIIaThCs (IPOMAXHYTHCS)
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hygiene - ruruena

to hide — npsiTaTbest, CKphIBaTHCS
self-medicate - camoeucHue

t0 argue - criopuTh, CCOPUTHCA
avoidance — u3beranue uero-i1mdo
to defend - 3amumarscs

denial - orpumanue

bill - cuer

substance - BemecTBO

guilt — BuHa
Task 2. Make up sentences using the following word combinations:

-to be irritable; - outright lie; - negative impact; - areas of life; - to be
neglected; - personal hygiene; - to take a shower; - hide from feelings; - to
confront with smb.; - argue with smb.; - fo “hide” in the game; - method of
avoidance; - to be wrong; - misuse of money; - upgrading hardware; -
mixed feelings; - euphoric feelings; - to be followed by guilt; - amount of

time; -warning signs; - to be concerned about smth.; - fo clear one’s head.

Task 3. Read the Text A. Understand its idea without a dictionary.
Text A.

Although it hasn't been given an "official” diagnosis, addiction-like

behaviors with computer, video, and Internet gaming have noticeably

increased among both teenagers and adults. Like any addictive behavior,

there are signs to look for if you suspect your teen might have a gaming
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addiction. Your teen need only exhibit two or three of these symptoms for

his behavior to be considered "addictive."

« Preoccupation. Someone who is addicted to computer, video, or
Internet gaming often exhibits an unusual preoccupation with the
game or computer when he is away from it. The teen could seem
distracted, irritable, or disinterested and may talk about the game
almost constantly.

« Downplaying Computer Use. It's common for someone with

addictive, computer-related behaviors to downplay the amount of

time she spends in front of the TV or computer. The person may
make excuses, saying she "needs" to be online, or may outright lie.
« Lack of Control. A person who is addicted, or at risk of becoming

addicted to gaming, is _unable to control the amount of time she

spends on the computer. She may go online with the intent to spend

15 or 20 minutes, but will keep extending the time until several hours

have passed.

. Loss of Time. Along the same lines, a person may sit down at his
computer, again with the intent to spend only a few minutes, but
completely lose track of time and suddenly find that several hours

have passed. It is not unusual for someone with a gaming addiction

to play through the night and only realize how much time has passed

when the sun begins to rise.

« Negative Impact on Other Areas of Life. Because the person
spends so much time on the computer or video game console, other
areas of life are neglected. He may grow distant from friends and

family who had previously been close. Homework may go
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unfinished, causing grades to slip. In more extreme cases, the teen

may even neglect personal hygiene, choosing to play video games
rather than taking a shower.

. Hiding From Negative or Uncomfortable Feelings or Situation.
Some people become addicted to gaming because they use it to self-

medicate. When confronted with situations or feelings that are

uncomfortable (feeling sad, arguing with a friend, or getting a bad
grade), the person may "hide" in the game as a method of avoidance.

. Defensiveness. When confronted or asked about his time spent

gaming, a person may become defensive. Denial is often an
indication that something is wrong, especially if the person seems
unconcerned that friends and family feel neglected or left out of his
life.

« Misuse of Money. Someone who is addicted to video, computer, or

Internet gaming will spend a disproportionate amount of money on
computer-related items. The person will seem to be continually
upgrading hardware, software packages, and accessories. This
becomes an even greater problem if the person spends money that
should be used for bills, groceries, and other necessities.

« Mixed Feelings. As with any addiction, use of the "substance" — in
this case, the video game — initially causes euphoric feelings, but that

euphoria is quickly followed by guilt. Guilt may be felt either over

what the person is doing while online or simply the amount of time

he is spending at the computer.

Though this list is not exhaustive, it provides warning signs for parents,

friends, and other family members to look for if they are concerned about
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someone's use of video, computer, or Internet games. This list can also be
used as a self-diagnosis tool for those who believe they may have a
problem.
Why Wilderness Works.

If your teen is obsessively playing games getting them in a wilderness
environment helps them clear their heads and get a new perspective on

what’s important. [33]

Task 4. Grammar Drills. Find the underlined verbs in the Text A.
Explain the grammatical forms of the verbs; translate the sentences
with them.

Task 5. Name all the symptoms of video game addiction in teens. Do it
in a written form.

Task 6. Read the definitions of the following words and word
combinations; write them down in your vocabulary.
to go online - BEIXOAUTH B HHTEPHET

to be angry - cepauThbes, pa3apakaThes

to hang out - (MoyoaEKHBIH CIIEHT) 3aBHCATh C KEM-JI.
to lie - nrate

to laugh off — oTuryunBaThCs, OTACTATHCSA CMEXOM

to check - mpoBepsTh

to trust - noBepsAThH

to WOrry - 6ecroKOuThCS

t0 go ON - AIUTHCS, TPOUCXOAUTH, TBOPUTHCS

to bother - 6eciokonTs, HAaOEAThH, BOJTHOBATE.
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Task 7. Try to understand the meaning of the words with the help of
given definitions of them in English.

top - highest in position, rank, or degree;

way — a method, style, or manner of doing smth.;

focus — the center of interest or activity;

keyboard — (here) a panel of keys that operate a computer;

print — direct someone’s attention to the position or direction of smth.;

comment — a verbal or written remark expressing an opinion or reaction;

habit — a settled or regular tendency or practice, esp. one that is hard to
give up;

gamer — a person who plays a game, typically a participant in a computer

or role-playing games (RPG);

chances — a possibility of smth. happening;

Issue — an important problem for discussion;

link — a relationship between two things or situations, esp. where one thing

affects the other.

Task 8. Read the Text B. Get the main idea.

Text B. Top 5 Signs You Need Help With Gaming or Internet Addiction

Do you or someone you know spend too much time playing video or
computer games or going online? Here are some ways to tell if you need to

ask for help:

1. You feel really happy when you're online or when you're playing

games, but as soon as you have to stop, you get angry or upset.
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2. You think about going online or playing when you are supposed to
be focusing on other things, like doing school work or having dinner
with your family.

3. You spend more time with your keyboard or controller than
physically hanging out with your friends.

4. Your friends or parents ask what you spend all your time doing, and
you lie about it or laugh it off, but inside you know they may have a

point.

You get up in the middle of the night to check your e-mail or your
MySpace comments because you're having a hard time sleeping.

If you think there might be a problem, there probably is. And you
certainly wouldn't be the first. Some experts say as many as 10 percent of
all people who use the Internet or play video games are addicted to them.

It's a tough habit to kick. It's not like you can just stop using the
computer altogether. You need it for school and to stay in touch with your
friends. If you're a gamer, most of your friends may also be gamers,
meaning that you would not have anyone to hang out with if you stopped
playing completely.

The best thing to do is talk to someone you trust. Maybe it's your mom
or dad, a big brother or sister, or a good friend who is concerned about you.
Tell them you're worried about being obsessed and you need their help.
Your parents probably already know there's a problem, but they don't know
what to do about it. So tell them what's really going on.

Chances are, the games aren't the real issue. You may be using the
computer or the controller to avoid doing things you don't want to do or

thinking about things that are bothering you. Sometimes that's okay -
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grownups do it, too. But when it's keeping you from sleeping, or causing
you to be angry with the people who love you, there's a better way. So go
on. Get off the computer or send an e-mail to someone with a link to this

page and they'll know you're asking for help. And that's a good sign. [21]

Task 9. Group Work.

a) Translate Text B.

b) Explain the usage of the adverbs: -certainly, -probably, -
completely, -really in the Text B.

c) Remake all sentences with Top 5 Signs into questions in the
Text B. Be ready to put your questions to the group-mates.

Task 10. Work in pairs. There exist bad habits and good habits. Name
all your good and all your bad habits. Make a list of them in two
columns. Discuss them with your group-mates.

My good habits My bad habits

Task 11. Practice the following words and word combinations; mind
their pronunciation and stress. Use the Internet -translator

to allow - mo3BosATE, pa3pemars

to achieve - nocturarp, BBIITOJIHATD
to compel - 3acTaBiATh, BBIHYKIAThH
to Win - BEIMIPBIBATH, TOOEXKIAThH
intent - HamepeHue

edition - BeITyCK, TUpaX
recognizable - y3naBaembIi

to beat - moGexmare

to beat the game - npoiitu, urpy
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to be fed - HaceITUTBHCS

to create - cozgaBaTthb

to embark - HaunHaTh, BCTYIATh B JCJI0, OTIPABISATHCS
attachment - npuBsI3aHHOCTD, IPUCOCTUHCHHUEC
discovery - oTkpbITHE, OOHAPYKCHHE
exploration - uccienoBanue, pa3Beka
imaginary world - BooOpaskaeMbIii MUD

thrill - Tpenet, Bo30y»xneHUE, YBICKATCILHOCTD
to exist - cymecTBoBaHUE

relationship - oTHomeHue, CBSI3b

community — coo01ecTBo, OOIIMHA

to accept - npuHUMAaTh, JOIIYCKATh

to drawback - orcTynarth, BEIXOAUTH U3 aeIa

t0 save - coxpaHsATs, cracarb

to rescue - criacatsb, BeIpy4arhb

outcast - oTBepKEHHBIN, U3THAHHBIN

to enthrall - yBnekartp, 3axBaThIBaTh

armor - 10crexu, BOOPYKCHHE

equipment - cHapspKeHHE, OCHAIICHUE
ubiquitous - Be3mecyImiA, TOCTOSHHBIHI

ever quest - TOCTOSHHBIN MOUCK

disparaging - yHH3UTCIIbHBIHN, MPEHEOPEIKUTESITHHBIN
to release - BeIyckaTh, M31aBaTh

ultimate goal - koHeuHas 1eIb

to boast - xBacTaTh, Ty>KHTb

to blow up — B3pbeIBaTH
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Task 12. Read the definition of the following words; translate them
into Russian. Write them down in your vocabulary.

recreation - activity done for enjoyment when one is not working;

starter - a person that starts in a specified way;

design —a plan or drawing produced to show the look and function;
controller — a person or thing that directs or regulates smth.;

challenge — a call to take part in a contest or competition; esp. a duel;
accomplishment — smth. that has been achieved successfully;

casino — a public room or building where gambling games are played;
hook — here a thing designed to catch people’s attention;

score - the number of points, goals, runs, etc., achieved in a game by a
team or an individual;

desire — a strong feeling of wanting to have smth or wishing for smth to
happen;

clue — a piece of information for solving of a mystery, a puzzle etc.;
adventure — unusual and exciting experience or acting or esp. the
exploration of smth. unknown;

character — a person in a novel, play or movie;

unique — being the only one of its kind,;

tactic — an action or strategy carefully planned to achieve a specific end;
portion — part of a whole, or piece of smth.

kid — (pasr.) — child — pe6enox
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Task 13. Read the Text C. Get the main idea.
Text C What Makes a Video Game Addictive?

Most adolescents like to spend at least part of their free time playing

video games. But for some, what starts out as innocent recreation can
become an addiction. Soon, friends, family, school, and even personal
hygiene are neglected as nearly every spare moment is spent playing the
game.

As with any addiction, video game or "gaming" addiction is usually a
multi-faceted issue. For starters, video games are designed to be addictive.
Not "addictive" in the clinical sense of the word, but game designers are
always looking for ways to make their games more interesting and increase
the amount of time people will spend playing them. There are Web sites
devoted to gaming design where gamers try to answer the question, "What
makes a video game addictive?" They want you - once you log in or pick
up that controller - to never want to stop playing.

Consequently, games are designed to be just difficult enough to be truly
challenging, while allowing players to achieve small accomplishments that
compel them to keep playing. In that respect, the design of video games is
similar to the design of gambling casinos, which will allow players to have
small "wins" that keep them playing. There are several "hooks" that are

built into games with the intent of making them "addictive":

. The High Score. Whether you've tried out the latest edition of
Grand Theft Auto or haven't played a video game since PacMan, the
high score is one of the most easily recognizable hooks. Trying to
beat the high score (even if the player is trying to beat his own score)

can keep a player playing for hours.
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Beating the Game. This "hook™ isn't used in online role-playing
games, but is found in nearly every gaming system. The desire to
beat the game is fed as a player "levels up,” or finds the next hidden
clue.

Role-Playing. Role-playing games (RPG) allow players to do more
than just play - they get to actually create the characters in the game
and embark on an adventure that's somewhat unique to that
character. Consequently, there's an emotional attachment to the
character, and the story makes it much harder to stop playing.
Discovery. The exploration or discovery tactic is most often used in
role-playing games. One of the most popular online games currently
Is World of Warcraft, and a good portion of the game is spent
exploring imaginary worlds. This thrill of discovery (even of places
that don't really exist) can be extremely compelling.

Relationships. Again, this is primarily an online "hook." Online
role-playing games allow people to build relationships with other
players. For some Kkids, this online community becomes the place
where they're most accepted, which draws them back again and

again.

Massive Multiplayer Online Role-Playing Games (MMORPGS) can be

especially addictive because there's no ending. Unlike standard games like

Super Mario Brothers, where you win when you save the princess, you

can't rescue the princess in an MMORPG.

Another consideration is that some people are more prone to addiction of

any kind than others, gaming or otherwise. Kids who are easily bored, have

poor relationships with family members, feel like outcasts at school, or
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tend toward sensation-seeking are more easily drawn into video gam
Addictive games come in many forms. What is exciting and enthralling for
one teenager may cause another to be sick to his stomach - literally (just try
to play "Crazy Taxi" for more than a few levels without having to lie
down).

Here's a guide to addictive games in a variety of categories, ranging
from the incredibly complex massive multiplayer online role-playing
games (MMORPGS) to simple, repetitive games that have stood the test of
time like "Tetris." In the MMORPG category, two games are commonly
known as the most addictive: "World of Warcraft" and "Ever quest."

With more than 10 million registered players all over the world, Blizzard
Entertainment's "World of Warcraft" (WOW) is often called "World of
War crack™ in reference to its addictiveness. This game has something for
every type of player - fantasy, fighting, playing together, or playing alone.
Teenage boys in particular are motivated to play for hours on end in order
to get to the higher levels of the game, where they can earn better armor,
equipment, and WOW gold. The game is so ubiquitous that the animated
comedy show "South Park" produced an episode parodying its addictive
nature. "Ever quest,” sometimes disparagingly called "Never-Rest," is the
granddaddy of all MMORPGs, first released in 1999.

In blog after blog, gamers say the addictive nature of these games comes
not just from the variety of game play, but from the ever-changing nature
of the game. There is no "winning" the game. There is no ultimate goal.
Reaching the highest level in the game requires hundreds of hours of

playing time, and right when a certain character level has reached its max,
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the game changes! Many players use multiple characters, trying on
different roles and weapons.

There's another popular type of multiplayer game that is played online
through a game console like PlayStation or XBOX. Lovers of "Halo 3,"
released late last year, refer to their addiction as "Halodiction." Bloggers
have boasted, or bemoaned, 19-hour stretches of Halo play. Halo lovers
point to the high-level graphics and sound, saying it's like starring in your
own movie. What differentiates this type of console game from the others
Is that there is an end to the game. At some point, after many, many hours
of play, the gamer does reach a final level. But in the multiplayer, online
mode, the variations are endless and many go back again and again to blow
up the bad guys.

Then you have games like Tetris and Solitaire. The games are very
simple, but also can be very addictive, particularly because they often are
found on cell phones and PDAs. This allows teens to play anywhere,

including under a school desk to keep the teacher in the dark. [21]

Task 14. Answer the questions:

1. What makes a game addictive?

2. Are there certain characteristics that make some games more addictive
than others do?

3. Why are some teenagers more susceptible to this kind of addiction?

4. What games listed in the Text C do you play many times?

5. Were you a winner or a loser in that game?

6. What were your feelings that time?
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Task 15. Read the Text D. Write down new words in your vocabulary.

Use the Internet-translator.

Text D. Physical Consequences of Gaming Addiction

Physical consequences of gaming addiction include carpal tunnel,

migraines, sleep disturbances, backaches, eating irregularities, and poor

personal hygiene.

Carpal Tunnel Syndrome. Carpal tunnel syndrome has long been
associated with computer use, so it's no surprise that it's a physical
symptom of gaming addiction. Carpal tunnel syndrome is caused
when the main nerve between the forearm and hand is squeezed or
pressed. This occurs when the carpal tunnel - the area of the wrist
that houses the main nerve and tendons - becomes irritated or
swollen. Overuse of a computer mouse can cause such irritation and
swelling, as can excessive use of a video game controller.

Migraines. Migraine headaches typically start in one spot and slowly
spread, getting more painful as they progress. In severe cases, the
pain can be so extreme that it causes the sufferer to vomit. Light and
noise can cause excruciating pain. Someone who plays video games
for extended periods of time is more prone to migraines because of
the intense concentration required and the strain put on the eyes.
Sleep Disturbances. The term "sleep disturbances™ covers several
sleep-related disorders, including insomnia, narcolepsy, sleep apnea,
nocturnal myoclonus (periodic leg or arms jerks during sleep), and
parasomnia (i.e., night terrors, sleepwalking or talking, and

nightmares). Sleep disturbances are caused, in part, by
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overstimulation of the brain. However, some people can't get a good
night's sleep simply because they think obsessively about the game
they're playing.

Backaches. Backaches are a common physical symptom of gaming
addiction because most gamers stay seated in the same position for
hours on end. The lack of movement causes stiffness and soreness,
but could deteriorate into chronic back problems.

Eating Irregularities. Eating irregularities are caused by gaming
addiction simply because most addicted gamers don't want to take
the time to eat properly. Rather than eating healthy, balanced meals,
they eat food that is quick and usually unhealthy. In extreme cases,
the gamer may choose not to eat at all.

Poor Personal Hygiene. An addicted gamer is not going to take the
time to properly care for himself. Showers, face-washing, and
brushing hair and teeth all get put on the back burner. It simply

becomes less of a priority, if it's a priority at all.

These physical consequences will occur in varying degrees from one

gamer to another. Though the severity of physical consequences is often

tied to the severity of the addiction, this is not always the case. A gamer

that is already in poor physical condition will be more susceptible to these

effects early on.

Your cell phone starts to ring and you look over to see who's calling. It's

your best friend. He probably wants to hang out. After all, it is Friday

night. You think about picking up the phone, but you don't. Instead, you

tell yourself, “I'll call him as soon as I finish this fight.” You promise

yourself that you'll call him because, even though you go to the same
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school and have most of the same classes, you haven't really hung out in a
while. You've just been too busy. So you promise yourself, “as soon as |
finish...”

People who are addicted to gaming encounter situations like this all the
time; situations in which they have to choose whether to interact with the
real world or continue living in their virtual one. Sadly, the real world
rarely wins.

Social consequences are a very real part of gaming addiction. Addicted
gamers spend so much time playing that their personal relationships get
neglected and sometimes disappear altogether. Among addicted gamers
who are married, up to 50 percent report a strain in their marriage as a
result of their addiction.

A quick search online for information about video game addiction yields
multiple stories about detrimental, and potentially harmful, social decisions
people have made because gaming takes priority above all else. One such
story was about a man who installed an online gaming program onto his
laptop so he could play at work, even though he knew that getting caught
would mean getting fired. Yet another told of a wife whose husband had
begun playing “all the time” because he said it took his mind off his
problems.

It's not just neglect that costs addicted gamers their relationships. Some
of them talk so much about their game of choice — to the exclusion of
everything else — that people no longer want to be around them. They can't,
or won't, engage in real world conversations or be a source of support or
encouragement to friends and family. Because their friends talk about other

things, they begin to feel left out, which in turn causes them to feel irritated
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or offended. It doesn't occur to them that they've chosen to be left out by
devoting all their time to gaming.

Some of the physical consequences of video game addiction can lead to
social consequences as well. For instance, an addicted gamer who loses
sleep because he's playing so much simply doesn't have the energy to
invest in relationships. Lack of sleep may also make him irritable and
difficult to be around.

The lack of social interaction that results from obsessive gaming can
have long-term social consequences. An addicted teenager won't develop
effective social skills, which will hinder his ability to develop and maintain
healthy relationships in college and beyond. Suddenly, he's 21 but has the
social skills of a 15-year-old. He doesn't know how to make friends, talk to
girls, or just "hang out” and enjoy people's company. The social
awkwardness created by the isolationism of gaming addiction,
unfortunately, feeds the addiction. The gaming addict will likely retreat
back to his online world where relationships are easier and already waiting
for him.

Gaming addiction is serious. Though there still is much debate about
whether it is a diagnosable disorder, there is clearly a segment of our
society for whom gaming is more than just a casual pastime. These people
need friends and family members who care enough to intervene and try to

help them break the addictive cycle. [33]
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Task 16. Write a short summary of the Text D. See App 2.

Task 17. Read the Text E. Write down new words in your vocabulary.
Use the Internet-translator, if necessary.

Text E. Stories of Video Game Addiction - Straight From the Horse's
Mouth

The following statements were posted at WoWdetox.com, a Web site for

people who are trying to overcome their addiction to World of Warcraft,
the big daddy of online role-playing games.

"I am 14 and im an addict...my parents seem to care but never try to
kick me off or even try to help. i have 2 Ivl 70's one that is full t6 and other
full t5. thus i have no life i cant even imagine what i would do if i deleted
my toons. | really want to quit but i cant. | mean this [expletive deleted]
game is controlling me and i cant stop. i have almost deleted my toons but
im afraid i'll just start up another one."

"Im 12 and i cant stop playing wow i play about 8-10 hours a day mostly
because all my friend are on it, and im bored when i dont play it. | just
failed socials too so wat should i do."

"WOW addiction is no joke. | started to play because cousins and
friends played (who are by the way all overweight). At first all I did was
play WoW once or twice a day for lets say 2-3 hours. Then out of the blue
my cousin stopped playing because he said he was addicted to WoW so he
gave me his 70 (rogue). Well after that I was on 6-10 hours a day. |
ignored my friends went from working out 4times a week to twice. In the
end though | realized by playing WoW | was just supporting big business.

Also, why waste money, time with friends for a game? | know people who
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would be a lot better off without WoW. | just want to try to get all the
money | have invested into it back so | am going to sell the (rogue)..."

"I want to quit WoW so badly, I've been playing for 2 years. The problem is
| don't know what else to do besides play video games: "I ended up ill with
a deep vein thrombosis in one of my legs caused, according to the Doctors
by me sitting on my backside doing instances all night and all day."

The creator of the Web site, Gary Haran, started it up after quitting
Warcraft himself. He said that many of his online friends confided that
they, too, wanted to quit but didn't have an outlet for expressing those
feelings.

"So | created wowdetox.com so that anyone could anonymously write their
reasons for quitting the game," wrote Haran. "The first day | had about 20
posts. The second | had 400. The third I had over 900."

The site was up to 20,000 posts by the time he sold it several months
later. That's a lot of people with a serious problem.

This is not the only Web site where game-addicted people vent their
frustrations with themselves for letting a game take over their lives. Similar
sites exist for other massive multiplayer online role-playing games like
Ever quest.

Parents - it's up to you to help your child. Let's go back to the first
posting in this article where a 14-year-old writes, "...my parents seem to
care but never try to kick me off or even try to help." As with any other
addiction, there may be resistance to change and withdrawal symptoms. It
will take work on your part to help your child find interests and activities
to replace video games. And it may require outside help, such as a therapist

or treatment program, if there are underlying problems that led to the game
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obsession in the first place. However, video game addiction can be treated,

and your children need your help. [21]

Task 18. Prepare a presentation or a report on the theme Video Game

Addiction among Teens.

*kk

SUWS of the Carolinas (U.S.) is a therapeutic wilderness program with a focus
on clinical intervention and assessment. The program uses the outdoors as an
alternative to conventional treatment environments, while engaging students
using traditional therapeutic methods. The wilderness setting removes modern
distractions, simplifies choices and teaches valuable lessons. Since 1981, SUWS
unique clinical treatment approach has proven to be highly effective in helping
students identify their limiting emotional beliefs and destructive behavioral
habits

LESSON 6

Aggressive Behavior in Children and Youth

Task 1. Before you start working on the text, practice the
pronunciation of the following words. Mind the stress. Use the
Internet-translator.

substance use - yrnoTpe06ieHie IICHXO0aKTHBHBIX BEIECTB
violence - Hacume, pacnpaBa, )KECTOKOCTh

to receive - moyryuath

understanding - pacro3HaBaembIit

to display - nemoHCTpUpPOBATH, TOKA3HIBATH

to reduce - cokpariars

to eliminate - uckiro4aTh, UTHOPUPOBATH

POOr - TIoXou
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conduct disorder - Gecriopsi/Io9HOE MTOBEICHUE
harsh - sxectkuii, CypoBbIii, cTpOruii

lenient - TeprumbIii

appropriate - moaXoAsIIHiA, TPUCYIITHI
supervision - Haa30p

to reject - otBepraTh

caregiver - BOCIIMTATEb

disadvantaged - o0aeneHHBIN, JUIIECHHBINA OJArONPUATHBIX YCIOBHI
extracurricular - BHeay JUTOPHBIN, BHEKJIACCHBIN
to insult - ockopOIATH, OOMKATH

to taunt - HacMexaTbCst, FOBOPUTH KOJIKOCTH

to detect - onpeensaTh, BHISIBIATD

hidden — cipsiTaHHbBIN, CKPBITHIH

Task 2. Read the following words; try to understand the meaning of

them without a dictionary. Give Russian synonyms of the given words.

-temperament, - emotional control, - social, -1Q, -optimism, -empathy, -
cultural, -identity, - discipline, -aggression, -communicate, -instability, -

incident, -emotion, -positive.

Task 3. Make up sentences using the words in the Task 2.

Task 4. Read the Text A. Translate it.

Text A.
Aggressive behavior in children and youth: When is it something to be

concerned about?
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Aggression in young people is an important social issue. Children and
youth who behave aggressively may harm not only themselves, but also
their families, their communities and society at large.

Research shows us that children with serious aggression problems are

more likely than children without such problems to become teenagers who

have problems with aggression, other mental health issues or substance
use—and as adults they are more likely to engage in acts of violence.

The earlier a young person with an aggression problem is identified and
receives help, the greater the chance that the chosen treatment will have
lasting benefits.

Aggression is an action or threat of action that is intended to harm
another person, either physically or psychologically.

Understanding aggression

There 1sn’t a simple reason to explain why someone behaves
aggressively. However, we do know that there are characteristics of
children, youth, their families and their environments that can either
increase (risk factors) or decrease (protective factors) the likelihood that
they will display aggressive behavior. Some of these are listed below.

Working to minimize risk factors and enhance protective factors can
help reduce or eliminate aggressive behavior.

Individual Risk factors:
-difficult temperament
-poor emotional control

-poor social skills

-lower-than-average 1Q

-substance use

-certain mental health problems, such as conduct disorder
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Protective factors:

-optimism

-empathy

-high self-esteem

-strong cultural identity

-higher-than-average 1Q

Family Risk factors:

-discipline that is too harsh, too lenient or inconsistent

-lack of appropriate supervision

-having parents who reject them, are cold and unsupportive, use aggression
to solve their own problems or don’t communicate or work through
problems with them

-family instability

-neglect or abuse

-having parents with substance use problems

-having a mother who experiences depression.

Protective factors:

-firm, fair and consistent discipline

-appropriate level of parental supervision

-comforting by caregivers

-secure attachment to a caregiver (that builds trust, self-esteem, self-
control, confidence and ability to develop healthy relationships)

-family stability

-positive parental involvement

151



Environment Risk factors:
-living in conditions that are economically or socially disadvantaged
-living in an unsafe neighbourhood (e.g., with gangs, drug dealing and
other criminal activities)
-being associated with gangs
-attending a poorly run or unsafe school
-teens having friends who behave aggressively
-watching a lot of television
Protective factors:
-living in a socially advantaged neighbourhood
-participation in extracurricular activities
-being successful at school
-solid relationship with at least one caring adult (such as a parent,
grandparent or teacher)
-feeling a sense of attachment to their community
“Normal” aggression
Children and youth pass through a number of developmental stages in
which certain negative behaviors, including those involving some
aggression, can be considered commonplace or “normal.”
But no matter how “normal” these behaviors are, they are not socially

acceptable, and young people need to be made aware of that.
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Types of aggression

Aggression can take many forms. Some types of aggression are listed
below: poking, pinching, pushing, shoving, spitting, tripping, hitting,
kicking, throwing things and beatings.
Insults and taunts
-hidden activities that are more difficult to detect, such as lying, cheating,
stealing and setting fires
-aggressive response to frustration, teasing or threats
-spreading gossip or rumors, manipulating friendships or excluding one
person from a group
-sexual acts of any kind performed without the voluntary agreement of the
other person

-bullying, which is repeated aggressive behavior of any kind. [6]

Task 5. Grammar Drills. Find the underlined grammar constructions
in the Text A. Explain their usage by translation in Russian.

Task 6. Find in the Text A verbal nouns that describe the types of
aggression, hidden insults and taunts. Translate them in a written form.

Task 7. Write down new words into your vocabulary. Practice their
pronunciation. Use the Internet-translator.

to prevent - npexoTBpararsb

tip - coBer

trigger - ummysbc, moOyKICHHE
outburst - B3pbIB, BEIXO/T
reinforcement - ykperienue

to praise - XBaJIUTh

to reward — narpaxmaartb
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Task 8. Read the Text B. Get the main idea. Write down new words in
your vocabulary. Pay attention to the highlighted verbs, which
describe the prevention.

Text B. Preventing Aggression

The best way to reduce incidents of aggression among children and
youth is to prevent them from occurring in the first place. Successfully
discouraging aggressive behavior in young people involves building solid
and appropriate relationships with them, and creating a structured and
secure environment. The following are a number of tips for preventing
aggression:

- Set out clear expectations. Let young people know how you expect them

to behave.

- Build rapport and be understanding. Talk to young people, listen to

them and show concern when appropriate.

- Show cultural sensitivity. Understand that people who come from other
cultural, social or spiritual backgrounds may define aggression

differently.
- Be encouraging. Offer praise and thanks for positive behaviors.
- Avoid power struggles.

- Manage problems as they arise. Address small problems before they
turn into bigger ones.

- Become aware of triggers. Identify the situations or stresses that cause a
young person to act out or behave aggressively—and work toward

eliminating them or minimizing their impact.
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- Develop strategies to help young people manage their emotions. Help
children and youth develop the skills necessary to manage emotions that

can lead to aggressive outbursts.
- Use positive reinforcement.

- Praise and reward positive social behaviors.

Text 9. Translate the number of tips for preventing aggression among
teens into the Russian language in a written form.

Task 10. Read the Text C. Get the main idea. Write down new words
in your vocabulary.

Text C. Managing aggression

If you interact with children and youth—for example, as a parent,
teacher or front-line worker—you’ll likely face aggressive behavior. Some
strategies described below can help you diffuse a situation or calm a young
person. Other strategies are helpful after the incident, when it is important
to find out what brought on the behavior so you can address the cause.

Control your body language and tone of voice. Make sure your body
language and tone of voice do not contradict your verbal message.
Stay calm. Focus on letting the person know that you care about him or
her, are concerned about what is happening and are there to help. Don’t try
to solve the problem or conflict that led to the aggressive behavior while a
young person is acting aggressively toward you.

Offer a way out. Offer a young person a way out of the situation. Give
clear choices, with safe limitations. In this way, you allow the young

person to retain a feeling of control along with his or her self-esteem.
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Discourage bystanders. When a young person is acting out, ask peers
who may be watching to leave the setting and continue with their
activities.

Don’t make threats. Don’t give warnings about consequences that you
are not prepared to follow through on or that are unreasonably severe.

Don’t make generalizations. Saying, “You always do this when . . .”
reinforces negative behaviors.

Wait for the right moment. Wait until after an incident involving
aggression is over, when everyone has calmed down, to talk to a young
person about inappropriate behaviors.

Maintain safety. Make sure that everyone present during an incident
involving aggression is safe at all times. If you can’t control the situation,
call for help.

Deal appropriately with threats. In most cases, children or youth who
make threats don’t carry them out. Your main goal will be to get a young
person making threats to focus on the way he or she is feeling, and to keep
them away from any target of aggression. Keep in mind that young people
who have behaved aggressively, damaged property, set fires, harmed
animals or shown other conduct problems in the past are more likely to
carry out a threat.

Note: Get help as quickly as possible if a young person threatens to
damage or destroy property, hurt or kill himself / herself or someone else.
When is aggression a concern?

If you are trying to determine whether a young person has a serious

problem with aggression, ask yourself the following questions:
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Does the behavior occur regularly (that is, every day, every week or every
month)?

Has the young person been behaving aggressively for a long time?
Are you concerned about the young person’s behavior for any other
reasons besides aggression?

Does the behavior persist or appear to be getting worse?

Does the young person explode at situations that don’t bother other
young people—or for no obvious reason?

Is it difficult to calm the young person down after an outburst?

Has the young person injured himself, herself, or anyone else?

Does the young person’s behavior lead to conflicts with parents,
siblings, peers or teachers?

Do all the young person’s friends behave aggressively or anti-socially?

The earlier a young person with an aggression problem is identified and
receives help, the greater the chance that the chosen treatment will have

lasting benefits. [7]

Task 11. Write an essay: How to manage aggression (what to do and
not to do) for a teacher /parents. See App 1.

Text 12. Group Work. Be ready to discuss the problem Aggressive
behavior in adolescents. Express your attitude to the problem. Give
examples of your own prevention acts towards a teen’s aggressive
behavior. See App 4.
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LESSON 7

Links Internet Addiction to Aggression in Teens

Task 1. Before you start working on the Text A, practice the
pronunciation and stress of the following words and word
combinations. Use the Internet-translator. Write down new words into
your vocabulary.

finding - oTkpeITHE

researcher - uccrnemoBarenb

study - uzydenue, uccieI0OBaHHUE

violence - Hacuue, )KeCTOKOCTh

to make conclusion — nenats BEIBOX

link - cBs13B

to pay attention (to) — oOpamaTh BHUMaHHE

aggression - arpeccusi, BbI3bIBaOIIEE TIOBEICHKE, HAaICHUE
controversial topic - cmopHas Tema

to describe - onuceiBaTh, XapakTepru30BaTh

mental health - nmcuxorepaneBt

to refuse - orBeprath, 0TKa3bIBATHCS

rehabilitation centre(rehab) - peabunmuranmonssIit IeHTP
to treat - meuursn

to suffer from — crpanate oT yero-.

guestionnaire - ankera

to deem = to regard = to consider - cuuraTh, oJiaraTh
scale - mkana, pazmep, ypOBCHb

to threaten - yrposxats

to hurt - oOmxath, IPUUMHATH 00JIb
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to provide opportunity - odecieunTh BO3MOXKHOCTh
to observe - HabOronaTe, CIEOUTH 3a
social skills - conmanbHble HABBIKH

to resolve conflicts — pa3pemars KOHMIUKTHI

Task 2. Read the Text A. Get the main idea.

Text A. “Summary”

Internet-addicted teens seem more prone to aggression than other
adolescents, according to new findings from Taiwanese researchers.
However, Americans who study violence are not ready to make any
conclusions about a possible link.

Armed with the findings of a new study, Taiwanese researchers suggest
parents and educators pay more attention to children’s online habits
because Internet-addicted teens seem more prone to aggression. However,
Americans who study violence are not ready to make any conclusions
about a possible link.

The study “does not demonstrate that one behavior caused the other,”
said Dewey Cornell, a professor of education at the University of Virginia.
Even so, he said, other research shows “that persons who play violent
video games will be more prone to have aggressive thoughts, feelings and
actions.”

Internet addiction itself remains a controversial topic more than a decade
after it was first described. Some mental health specialists refuse to
recognize its existence, although a number of rehabilitation centers treat
people who say they suffer from it.
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In the new study, researchers led by Chih-Hung Ko, M.D., from
Kaohsiung Medical University, Taiwan, gave questionnaires to 9,405
adolescents and asked about their Internet activity and behaviors. The
study appears online in the Journal of Adolescent Health.

The researchers deemed 25 percent of the male students and 13 percent
of females to be Internet addicts based on a commonly used scale.

Thirteen percent of all female students and 32 percent of all males
reported engaging in aggressive behavior — such as threatening or hurting
others — within the last year, compared with 37 percent of those suffering
from Internet addiction.

The researchers, who were not available for comment, wrote in the study
that chatting online, playing video games and visiting sexually oriented
Web sites could provide opportunities for teens to “observe, experience
and try aggressive behaviors resulting in positive outcome, (such as)
identification in a group, being a hero or winning in games.”

Brad Bushman, a psychology professor at the University of Michigan,
said the study does not allow conclusions about which came first —
Internet addiction or aggression. “It could be that using the Internet causes
people to behave more aggressively or it could be that aggressive people
seek out the Internet,” he said. “Or some other third factor could cause both
— people with poor social skills don’t have any friends, so they spend a lot

of time on the Internet and can’t resolve conflicts in non-aggressive ways.”

[14]
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Task 3. Reread the summary (the Text A) and complete the following
sentences:

1. Internet — addicted teens seem more prone to ...

2. Researchers suggest parents and educations pay more...

3. Persons who play violent video games will be more prone to...
4. Some mental health specialists refuse to...

5. 30% of all interviewed students reported engaging in ...

6. The researchers wrote in the study that chatting online, playing video
games, visiting sex oriented Web sites could provide...

7. Using the Internet causes people to...
8. People with poor social skills don’t have any friends, so they...

Task 4. Express your attitude to the given above statements in a
written form.

Task 5. Before you start getting new information about Violent Video
Games and Investigations, practice the following words:

violent - unTeHCUBHEBIH

equal - paBHbIi

to accumulate - makarBaTh

hostile - BpaxeOHbIH

expectation - oxxugaHue, BEPOATHOCTD
session - ceaHc

short-term - kopoTkoe BpemsI

longer-term - giurenbHOE BpeMs

in a random order - B ciny4aitHOM MOPSIIKE

to unfold - pasBopaunBath(cs)
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to crash — pa3zouBath(cs)
damage - moBpexaeHue, yepo
to list - mepeunciarey

t0 OCCUr - MPOUCXOIUTH

Cue - curuaju

trial - ucnielTanue, momeITKA

Task 6. Read the Text B. Translate it into Russian.

Text B. Violent Video Games: More Playing Time Equals More
Aggression

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
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weeks or 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 Begue
of the University Pierre Mend¢s-France, in Grenoble, France, and Michael
Scharkow of the University of Hohenheim in Germany.

Their results are published online in the Journal of Experimental Social
Psychology and will appear in a future print edition.

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
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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.)

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 in this

study and in other studies we have conducted.”
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Students who played the nonviolent games showed no changes in either
their hostile expectations or their aggression, Bushman noted.

He said it is impossible to know for sure how much aggression may
increase for those who play video games for months or years, as many
people do.

“We would know more if we could test players for longer periods of
time, but that isn’t practical or ethical,” he said.

“I would expect that the increase in aggression would accumulate for
more than three days. It may eventually level off. However, there is no
theoretical reason to think that aggression would decrease over time, as

long as players are still playing the violent games,” he said. [1]

Task 7. Write a short summary of the Text B. See App 2.

Task 8. Read the Text C. Translate it. Write down new words in your
vocabulary.

Text C. Another Questionable Study by Brad Bushman Claims Violent

Video Games.

Brad Bushman, the Ohio State University researcher who (usually in
conjunction with Craig Anderson) has somehow managed to ignore a body
of work to the contrary, has again produced a study that claims video
games turn players into monsters. His study, conducted with the aid of
Italian researchers, makes a couple of specific claims based on the
observed behavior of the 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.
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Subjects either played violent games (Grand Theft Auto Ill or GTA:

San Andreas) or non-violent games (Golf3D 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."
Let's stop right here for a moment and consider the credibility of
researchers who (presumably with a straight face) told teenagers that eating
too much candy would make their tummies hurt. The health implications of
a single bowl of candy in a research setting are effectively nil, but this
ridiculous instruction is used as evidence that violent video games
adversely affect players' judgment.

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.

Moving on.

Post-playtime, players were given a set of logic questions to answer and
received a raffle ticket for each correct answer. The "catch" (as it were)
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.

An additional factor thrown into the mix was a post-play "game" which
gave players the option to blast losing players with a loud noise through
their headphones. (There was actually no one on the receiving end of the
blasts, which is kind of a shame...) Violent game players were much more
prone to do this; again suggesting those under the influence of Grand Theft

Auto tend to be more aggressive and harmful towards others.
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The problem with Bushman's study is that it collects evidence on short-
term effects (behavior observed during or shortly after play) and uses that
to suggest there are long-term repercussions inherent in playing violent
games. It's completely unsurprising that those who had played Grand Theft
Auto would be more prone to blast other players with noise than those who
played a sedate game like Golf. (It would be interesting to see this
comparison done more aggressive sports games -like football, hockey or
boxing.) Both games demand a different mental approach and a game
containing violent behavior would likely see a short-term rise in aggression
in most players.

Also, when players have just finished playing a game where their
protagonists can break all sorts of laws, taking a couple of extra tickets just
don’t seem to be a big deal. But this is behavior viewed nearly immediately
after playing. A reasonable amount of "cool down" time would likely
reduce this number. Stealing a raffle ticket from a research project is a far
cry from exiting the building and punching people or making off with their
vehicles.

The less said about the candy "evidence," the better. But, if nothing else,
we are again observing behavior during and shortly after gameplay, not
long-term indicators.

It needs to be highlighted that the negative behavior was more prevalent
in those who "scored highest on a measure of moral disengagement." This
suggests the underlying factors are pre-existing, rather than created by
gameplay. Research subjects with moral issues were more morally suspect.

Go figure. Bushman wants to believe the video games alter the morals of
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players, but his own research states otherwise. In fact,
Bushman himself states otherwise.

“Those who are most morally disengaged are likely t0 be the ones

who show less self-restraint after playing.”

Even the "moral disengagement” is questionable. Take a look at one of
the questions used to indicate "moral disengagement.”

“Compared to the illegal things people do, taking some things from a store
without paying for them is not very serious.”

Well, no kidding. Someone doesn't have to be suffering from outsized
"moral disengagement" to realize that stealing from a store is a much less
serious crime than other criminal acts (like, say, stealing directly from
another person). Anyone who disagreed with this statement has some
moral issues of his or her own.

Bushman's study involved 172 students, a grouping that will generally
produce statistically solid results. But compare those 172 who seemingly
proved Bushman's theory (“violent video games are unguestionably bad")
to a recent study involving 11,000 children that spanned 10 years. A
broader base, spread over time, indicated that video game playing had
nearly no discernible effect on children.

Bushman's (and Anderson's) body of work has tried to prove that violent
video games make people violent, but has actually done little more than see
him push preconceived notions under the pretense of "science." His
research tends to indicate short-term effects but his statements assert
players of violent video games are incapable of resetting their moral
compass. He's been called out before for his flawed research and cherry-

picked "analysis." This is more of the same. Bushman ignores the results
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his own "moral disengagement" test and makes the claim that violent video
games make otherwise good people aggressive, dishonest and (LOL) eat
more candy.

Because of his past "research,” Bushman (and Anderson) will continue
to be the go-to man for talking heads who want their own perceptions of
Big Bad Video Games confirmed. Those willing to see past the headlines
will find little more than a researcher repeatedly confirming his own
bias. [1]

Task 9. Write a short summary of the Text C. See App 2.

Task 10. Express your attitude to Bushman’s statements concerning
violent video games in a written form:

1. “Those who are most morally disengaged are likely to be the ones who
show less-restraint after playing.”

2. "Compared to the illegal things people do, taking some things from a
store without paying for them is not very serious.”

Task 11. Practice the pronunciation and stress of the following words:

accurate - To4HbIi, METKUI

firing - crpenpba

gun - pyxbe, OpyKue

mannequin - MaHeKeH
pistol-shaped - B hopme nucrosera
shooting - ctpens6a

human - muieHb-yeoBeKa
habitual - mpuBbIUHBIt

shot - BeicTpen

accuracy - TO4YHOCTb, METKOCTb
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bull’s eye - ria3 Obika

joystick - pyuka/pbruar ynpaBicHHsI, HKOHCTHK
bullet - myns

Velcro — 3actexxka-numydka (Jienta Beakpo)
Airsoft pistol — Bo3aymika (pyxbe)

rubber - pe3uHoBBIN

goggles - 3amuTHBIC OYKH

to dismiss - mpekpamiaTh, OTKJIIOYAThH

harmless fun - 6e300uaHOE pa3BieucHUE

mankind — yenoBedecTBO, MY>KCKOM T10JT

Task12. Read the Text D. Get the main idea.

Text D. Video Games Can Teach How to Shoot Guns More Accurately
and Aim for the Head

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
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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 and will be published in a
future print edition.

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.
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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.

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.
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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 killers 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 is 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. [1]

Task 13. Complete the following sentences taken from the Text D.

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...
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3. Participants who reported habitual playing of violent shooting games
were 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 14. Be ready for a report or presentation on the theme Violent
Video Games and Teens’ Aggression.
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RECOMMENDATIONS FOR STUDENTS

1. MeTtoaudeckue PEKOMEHAAIIUHA o BBIINNOJIHCHHUIO
BHCAYAUTOPHOI'O YTCHUSA

BreaynurtopHoe uTeHHE — caMOCTOsITelNbHas padoTa CTyAEHTa,
KOTOpasi BBIMOJHAETCS MUCBMEHHO, W BKJIIOYACT YTEHHE JIUTEPATyphI
CTPAHOBETYECKOTO  COJIEp’KaHUsl,  MOHMMaHWE  MPOYUTAHHOTO U
nepepaboTKy TMOJIy4eHHONW WHGOpMAlMKU, C IENbI0 MPAKTHYECKOTO
OCBOEHUS SI3bIKA C MOCIEAYIOLIUM €ro MCIOJb30BAHUEM B Pa3HbIX BUIAX
pedeBoit nesTenbHOCTU. [TucbMeHHast paboTa BKIIIOUAET CIIEAYIONIUE BU/IbI
3a1aHUN:

- BOIPOCHI-33J]aHUsI TI0 TMPOCMOTPOBOMY M O3HAKOMHUTEIbLHOMY
yrenuto (Skimming, Scanning), opueHTUpPYIOIIKE O0yHarOUIUXCsl HA TOUCK
uH(pOpMaluu pu OETIIOM 3HAKOMCTBE C TEKCTOM;

- 3aJlaHUs TI0 aHAIWTUYECKoMy, u3ydaromeMmy ureHuto (Detailed
Reading), nuchMeHHBbII;

- TIEPEeBOJA AJANTHUPOBAHHBIX M OPUTHHAIBHBIX CTPAHOBEIYECKHX
TEKCTOB;

- 33JIaHUs TI0 Pa3BUTHIO SI3LIKOBBIX M PEUYEBBIX HABHIKOB B MPOIECCE
U3YYaIOIIEeTO YTECHUS;

- 3a7aHus Ha O0000IIEeHWEe MW Tiepeaady KpaTKoro COACpIKaHUA,
NPOYUTAHHOTO HAa PYCCKOM M (WJIM) aHTJIMICKOM SI3bIKE — MOJATOTOBKA
aHHOTaIuu (Summary).

Kak pabGortaTh Hajg yTeHHMEM TEKCTa M COCTaBJIEHMEM AHHOTAIUU
IPOYUTAHHOTO MaTepHaIa;

a) JJiA TONy4YeHusi OOIIero MPEACTaBICHUS O COJAEP)KaHUU TEKCTa
(skimming).

BHumarenpHO mpounTaiiTe 3aJaHMe K TEKCTy. Bo  Bpewms
IPOCMOTPOBOTO UYTEHHUS CTapaiiTechb MOHATH OCHOBHOE COJAEpX aHHUE, HE
oOpamasi BHMMaHUsi Ha He3Hakomble ciioBa. Crenure 3a pa3BUTHUEM
[JIAaBHOM TE€Mbl MO KJIIOYEBBIM CJIOBaM, KOTOPBIE YacTO MOBTOPSIIOTCA B
Tekcte. OcOOEHHO BHUMATENBHO MPOUYTUTE MEPBBIA U MOCIETHUN ab3a1lbl
TEKCTa, B KOTOPBIX 00BIYHO (POPMYTUPYETCSI OCHOBHAS MBICTH aBTOPA.

175



0) I ToWCKa KOHKpeTHOM wuHpopmamuu (scanning). Ilpu
MOMCKOBOM YTE€HHMH OBICTPO MpoOeranTe ria3zaMu TEKCT, HE OTBJIEKASICh Ha
«TUITHIOY» WHOOpMaIio. BIyMYnBO W BHUMATEIBLHO MPOYTHTE TEKCT,
OoTMedYass HE3HAKOMBIC CJIOBAa, €CIIM OHU MEMIAI0T MOHWMAaHHUIO TEKCTa.
[TocmoTpute 3HaueHue cioB B pasnene Vocabulary List unm B cioBape.
[IpounTaB TEKCT, MPOBEPHTE CBOE MOHWMAHKE IO BOMPOCAM WIIU IPYTUM
3aJIaHUSIM TIOCTIe TEKCTA, CTapasCh HE 3ariisAIbIBaTh B TEKCT.

B) u3ydarwomee uteHue (reading for detail) mpeamomaraer momHoe u
aJICKBaTHOE MMOHUMAaHHUE MPOYUTAHHOTO TEKCTA, YTO MPEANOojaracT yMEHHUE
TI0JTb30BAThCS PA3HBIMH CJIOBAPSAMU (TOJKOBBIMH, CTPAHOBETUECKUMU H JIP).

PaboTas Hajg TakuM TEKCTOM, BAYMYHMBO M BHUMATEIHHO MPOYTHUTE
€ro, oTMedas HE3HaKOMble BaM cioBa. [locMoTpuTe WX 3HA4YEHUS IO
CJIOBapI0, BBIOGPUTE 3HAUECHHME CIIOBA, MOJXOJAIIEE IO KOHTEKCTY U
BBIyUHUTE €ro. 3aKOHYMB YTEHHE TEKCTa, MPOBEPHTE CBOE MOHUMAHUE IO
BOIIPOCAM M JIPYTHUM 3aJJaHUSAM, KOTOPBIE BBl HAlACTE TOCIIe TEKCTA.

1. [IpounTaiiTe 3arnaBue W OmNpeAeanTe, 0 4eM (KOoM) OyIeT UITU
pedb B JaHHOM TEKCTE.

2. IIpouTtuTe nepBble NTPEeATOKEHUS a03a1IeB U ONPENEIUTE BOMPOCHI,
KOTOpBIE OyIyT pacCMaTpUBaTHCS B TEKCTE.

3. IIpouTtuTe TEKCT, pa3aenuTe ero Ha CMBICIIOBBIE YaCTH.

4. OnpeennuTe OCHOBHBIE TEMBI IIOBECTBOBAHUAI.

5. Haiimure B TeKCcTe NPEMJIONKEHHS, BBIPAXKAIOIIUE OCHOBHBIC
MOJIOKEHUST TEKCTa, W TMPEIIOKEHUS, JCTANM3UPYIONIUE OCHOBHBIC
MIOJIO’KECHUSL.

6. IlepeuncauTe BOPOCHI, OCBEIICHHBIC B TEKCTE.

7. TIpocMOTpHUTE TEKCT W HA30BUTE CJIIOBA, KOTOPHIC YIOTPEOISFOTCS
7151 0000IIEeHNs] CKa3aHHOTO WJIM YKA3bIBAIOT Ha BHIBOJIBI.

8. Bemmummre w©3 TeKCcTa MPEeIORKEHUs, KOTOphbIe TMepeaaroT
OCHOBHOE COJICp)KaHUE TEKCTa.

O.Tlonbepute W3 TEKCTa  KJIIOUEBBIE CJIOBA K  KaXIOMY
PEIIOKECHUIO.

10. Tlonp3ysch KIIOUEBBIMH  MPEIJIOKEHUSIMH U CIIOBaAMH,
nepeaiiTe OCHOBHOE COJIEp>KaHUE TEKCTa.
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2. Metoan4yeckne peKOMEHIAIMHU M0 BHINOJHEHUI0 MUCbMEHHBIX
padot

Hanucanue 3cce:

Cmpykmypa 3cce ¢ apeymeHmayuei «3a» U «<npomuey:

1.BBenenue: HauHuTe ¢ oduero npeacrasieHus TeMol (In today’s
world... It is important)

2.0OCHOBHas 4acTh. MpeIcTaBbTe apryMeHThI «3a» (In its favor) u
3aTreM, aprymeHnTsl «upotus» (However, critics are quick to point out).

3.3akir0ueHue: 4eTKO noaBeauTe utor ckazandomy (All in all)

Cmpykmypa 3cce ¢ d1eMeHmamu paccylcoeHus no meme:

1. Begenue: HayHuTe ¢ iepedppazupoBaHus MPoOIEMbI, 3asBICHHON
B TEME, UCIIOJb3YS, Hanpumep, nociaosuiy uwiu adpopusm (All work and no
play... /traditions remind us about real needs, old pieces of wisdom are
right).

2.OCHOBHas 4acTh. YETKO 0003HAYbTE PA3IUUYHbIEC ACTICKTHI
npoOnemsl (As it is usually spent on traveling ...it helps widen one’s
intellectual horizons...)

3. 3aKII0YeHHUE: TaK KaK TaKOE€ ACCe HOCUT (PUIOCOPCKUI XapakTep,
B 3aKJIIOYMTEIHLHOM ab3alie ciaeayeT 0000IUTh BEICKa3aHHOE.

[Ipu nHanmucanum 3cce 0co0O€ BHMMaHUE OOpaTUTE HA TO, YTO
KaKIbpId a03al] J0JDKeH OBITh HaMcaH COOTBETCTBYIOIMM 00pa3om
(mepBoe mpeIoKEeHHE BIPaXKaeT OCHOBHYIO MBICIIb a03a11a).

[Ipu mpoBepKe SI3BIKOBOM MPABUILHOCTA OOpaTUTE BHUMaHUE Ha TO,
KaK BBl BBIpa3wind cBoe MHeHHE. [locTapaiiTech HCIONB30BaTh OOJBIIE
OE3JTUYHBIX CTPYKTYP.

1. Allinall, I believe...

In my opinion...

What I would also like to mention is...
It cannot be denied...

It is surprising that...

To begin with...

oUW
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3. Meroguueckue MaTepuaJbl sl NMPOBeJEHUS] TeMATHYeCKHX
TUCKYCCUll U 0ecen

TemaTnyeckue NHCKYCCMM AKTUBHO MPUMEHSIOTCS HAa 3aHATHIX
0 MHOCTPAaHHOMY $I3bIKY TIpU OOCYXJACHMM TEOPETHUUECKHX U
PaKTUYECKUX MPOOJIEeM, SBIIASCH OA30BBIM AJIEMEHTOM Ha 3aBEpLIAIOLIEM
JTane M3y4YeHUs Kak rpaMMaTU4yecKHX, TaK M Pa3roBOpPHBIX TeM. Meton
y4€OHBIX JUCKYCCHUH YIy4llaeT U 3aKperiseT 3HaHUsl, YBEIUUUBAET 00bEM
HOBOM wuHpopMaluu, QOpMHUpPYET YMEHHE OOYYaloIIUXCA CIHOPUTD,
JIOKa3bIBaTh, 3alIUIIATh U OTCTaUBaTh CBOE€ MHEHHE U MPUCITYIIUBATHCS K
MHEHHUIO JIPYTHX.

JUisi mpoBeneHUs JUCKYCCHMM HEOOXOJMMO COCTaBUTh IUIAaH €€
OpraHu3alMu:

—  HECKOJBKO  Yy3JIOBBIX BOMpOocOB W  Omoku (mo 3-4
JOTIOJIHUTEIBHBIX, YACTHBIX BOMPOCA K KAXJAOMY Y3JI0BOMY), C TIOMOUIBIO
KOTOPBIX OXBATHIBAETCS OCHOBHOE COJIEPKAHUE TEMBI;

—  BCTYIUICHME, HAIPABJICHHOE HA 3aBS3KYy JAHCKYCCHUHU;

— OCHOBHBIE apryMEHTbl W TE3UCHI, KOTOpbIE OYyIyT IJIABHBIM
OpPUEHTHUPOM B XOJI€ 00CYKACHUS;

— 3a7aHug OOydYalIlUMCA C BBICOKMM YpPOBHEM 3HaHHMM AJis
BBIIIOJIHEHUS POJIU OINIIOHEHTOB I10 PSAY KIIFOUEBBIX MTO3ULIHIMA.

Jluckyccus MMeeT Onpe/iesIeHHY0 TUHAMUKY, B KOTOPOl OTYETIMBO
BBIJICJISIFOTCS TPU ATana: 3aBsi3Ka, KOJUIEKTUBHOE 00CYXJI€HHE, TOIBE/ICHNE
UTOTOB.

4. Meroanueckue peKOMEHIALNH 110 MOATOTOBKeE K Oeceje

- [ToAroTOBBTE CIHUCOK OMOPHBIX CIIOB U BBIPAXKCHHH 110 TeMe (IIPHU
HEOOXOIMMOCTH HCIIOJIB3YHTE CII0BAPH).
- 3ayuute ¢passl 11 noaaepxkanus oeceanl. ( See App 4)

5. MeToanueckne PCKOMECHAAIIUH 110 MMOATOTOBKE IIPOCKTA

VY4eOHbII MNPOEKT MPEaIonaraeT CaMOCTOATEIbHYI0 TBOPYECKYIO
NEeSATENbHOCTbD, HaIPaBJICHHYIO HA  pa3pelieHue KOHKPETHOM
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UCCJIEI0BATENIbCKOM MPOOJIEMBl C MOMOIIBI0O MHOCTPAHHBIX SI3bIKOBBIX U
BCIIOMOTI'aTEJIbHBIX CPEJICTB.

Hauunate npoexkr cieayer ¢ 3Tana IUIAHUPOBAHUSA JEHUCTBUM I10
paspelieHuto mpodsiembl. Hanbonee BaKHOW 4YacThbiO IIaHA SIBIISETCS
nol3TanHas pa3pabdoTKa HpPOEKTa, B KOTOpOHl oOydaromuecs BMECTE C
IIPEIOJABATEIEM  HAaME4aloT IIEepEeYCHb KOHKPETHBIX JIEUCTBUH C
yKa3aHueM CpokoB. Pe3ynbraTomM paboOTBl HaJ MPOEKTOM SIBIISAETCS
IPOJYKT, KOTOPBIM CO3JAETCSA B XOJ€ PA3PELICHMS ITOCTABJICHHOMN 3a1a4u
(yctHoe BbIcTyIUieHHE). llpencraBieHueM TOTOBOrO MPOJAYKTa C
000OCHOBaHHEM, 4YTO 3TO HauOosee 3PQPEKTUBHOE CPEACTBO pEUICHUs
MIOCTABJIEHHON MpOOIeMbl, SABISECTCA MPE3CHTALMsI MPOAYKTa W 3alluTa
CaMoro MpoeKTa.

['maBHOE OTIMYME MEXTY OOBIYHOM M MIPOEKTHOM pabOTOM COCTOUT B
TOM, YTO TIPH OOBIYHOM PabOTE OCHOBHAS JCATEIHPHOCTh OTPAHUYUBACTCS
paMKaMu MPAKTUYECKOTO 3aHATHUS, a IPU MPOEKTHOU paboTe OHA BBIXOAUT
3a TIpefeabl 3aHATHSA, W OOydaronuecs padoTaloT ¢ OOJbIIeH JoJIeiH
CaMOCTOSITEIIbHOCTH.

PaboTa Hag mpoeKkToM MO3BOJISET:

- HCTIOJI30BaTh 3HAHUSI HHOCTPAHHOTO SI3bIKA;

- pacmMpuTh KOMMYHHKATHBHBIC HABBIKA, B YAaCTHOCTH HAaBBIKU
MyOJIMIHOTO OOIICHHMS;

- CaMOCTOSTEILHO JTIOOBIBATH 3HAHMS;

- peann30BaTh CBOM MHTEPEC K MPEIMETy MCCIICIOBAHMUS,

- chopmupoBaTh ymeHue paboTaTh B COTPYIHHYECTBE.

Tunsl npoekToB

HccnenoBarenbckuit IPOEKT XapaKkTepU3yeTcs XOPOIIIO
MPOAYMaHHOUN CTPYKTYpPOH, 0003HAUCHHUEM II€JIeH, TPEAMET UCCIICA0OBAHUS
UHTEPECEH ISl BCEX YYAaCTHUKOB IMpoekTa. Takol NpOeKT SBISETCS
HAay4YHBIM UCCIIEJOBAHHUEM.

TBOpUECKUI MPOEKT MPEIonaraeT COOTBETCTBYIOIIEE OPOPMIICHHE
pE3yIbTATOB MPOEKTA, HAIPUMED, B BUJI€ BUACOPUIbMA WIIH MPE3CHTAINY.
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TpeOoBaHus K MOATOTOBKE NMPe3eHTALNI B pAMKAaX MPOEKTHO
AesiTeJIbHOCTH

HccnenoBaTennbCKue M TBOPUYECKUE MPOEKTHI  COMPOBOKIAIOTCS
oopmiieHHeM npe3eHTanuii B mporpamme MS Power Point.

[Ipe3enranus KaK JOKYMEHT MpEACTaBISAET coOon
NOCJIEIOBATEIbHOCTh CMEHSIOIIMX JpYyr Jpyra claiijJjoB — TO €CTb
AJNIEKTPOHHBIX CTPAHUYEK, 3aHUMAIOIIMX BEChb JSKpaH MoOHHUTOpa (0e3
OpPUCYTCTBUSL TaHesdell mnporpammbl). KonaumdecTBo ciaioB aJeKBaTHO
COJIEPKAHUIO U TPOJIOJKUTENIbHOCTU BBICTYIUIEHUS (Hampumep, st S-
MUHYTHOTO BBICTYIUICHUS PEKOMEHIYETCS HMCIOJIb30BaTh He Oomee 10
CIaiIoB).

[Ipe3enTanus co3naercs HMHAMBUAyanbHO. Pabora nomkHa OBITH
IIPEICTABJICHA B JICKTPOHHOM BAapHaHTE.

[lepBbiii  cnaiiy oOs3arenbHO  JOKeH  coaepxkath  D.J.O.
oOyuarolerocs, Ha3BaHuUE Y4eOHON IUCIUIUIMHBI, TEMY MpPE3CHTaLUH,
®.N.0. npenogaBatens. Crneayrommue cialgbl MOXHO ITOJTOTOBUTD,
UCIIOJNIb3YSl ABE PA3IMUYHbIE CTPATETMH UX MOATOTOBKH:

1 crparerus: Ha crnalabl BBIHOCUTCA  OMNOPHBIM  KOHCIIEKT
BBICTYTUICHHUSI M KJIFOUEBBIC CJIOBA C TE€M, YTOOBI MOJB30BATHCS MMU Kak
IJIAHOM JUIsl BBICTYIUIEHMS. B 3TOM cilyyae K cnaiijaM OpeIbsBIISIFOTCS
CIeayroIue TpeOOBaHMUS:

- 00bEeM TEKCTa Ha ciaiifie — He Ooibliie 7 CTPOK;

- MapKHPOBAHHBIA / HYMEPOBAHHBIA CIIUCOK COAEPKUT HE Oosee 7
JJIEMEHTOB;

- OTCYTCTBYIOT 3HAKHM MYHKTYallMu B KOHIE CTPOK B MapKUPOBAHHBIX
Y HyMEPOBAHHBIX CITUCKAX;

- 3HauuMas uHPOpMalMs BBIACNIACTCS C TOMOIIBIO I[BETa,
HayepTaHus, 3PHeKTOB aHUMAIUH.

Ocoboe BHHMaHHE HEOOXOJIMMO YJIEIUTh MPOBEPKE TEKCTOB HAa
HaJu4yue OomuOOK M oredatok. OCHOBHas OmIMOKa MpU BHIOOPE JTaHHOMU
CTpaTeTUHd COCTOUT B TOM, YTO BBICTYMAIOIIME 3aMEHSIOT CBOIO pPEyb
YTEHHUEM TEKCTA CO CJIANUJIOB.
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2 crparervs: Ha ciHadjpl TMOMeIaeTcss (PaKTUYECKUN MaTepual
(Tabnuiel, Tpaduku, GoTorpaduu u mp.), KOTOPHIA SBISIETCS YMECTHBIM U
JOCTaTOYHBIM ~ CPEACTBOM  HArJIATHOCTH, IIOMOTaeT B  PaCKpPbITUU
CTEP)KHEBOM MJEU BBICTYIUIEHHA. B 3TOM ciydae K crangam
MPEABSIBISIOTCS CIEAYIONINE TPEOOBAHUS:

- BbIOpaHHBIE CpEACTBAa BU3yaldu3auuu HUHGopMauuu (TaOIMUIBL,
CXEMBbI, TpaUKU U T. JI.) COOTBETCTBYIOT COJACPKAHUIO;

- UCIOJIb30BaHbl WJUTIOCTPALlMA XOPOIIEro KadecTBa (BBICOKOTO
pa3peleHus ), C YeTKUM U300pakKeHUEM;

- MaKCHMAaJIbHOE KOJIMYECTBO rpaduyeckoi MHPOpMalMKu Ha OJHOM
cmaiine — 2 pucyHka (Qororpadmm, cxeMpl M T.I.) C TEKCTOBBIMH
KOMMEHTapusiMu (He 00Jiee 2 CTPOK K KKIOMY)
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CONCLUSION

[Tocobue pazpaboTaHo C ydeToM TpeOOBaHUN KOMIETEHTHOCTHOM
MoOjJienM  oOpa3oBaHHUs, a  TaKke  OpPUEHTUPOB  COBPEMEHHOMU
JIMHTBOJIMJIAKTUYECKON  TapajurMbl,  ONPEACISIIONIed  3HAYUMOCTh
MPAKTUIECKOTO O0YUCHUS SI3BIKY IS TPO(ECCHOHANBHBIX IICIICH.

Temartuka yacTen MMO3BOJISIET CTYyJICHTaM HE TOJIBKO
COBEPIIICHCTBOBATh HHOS3BIYHBIE KOMMYHMKATHUBHBIE YMEHHUS, HO U
pacCHIMPUTh TEOPETUUECKUE 3HAHUS B 00JIACTH COLMAJIbHOM NEJJarOTUKW Ha
OCHOBE W3y4YeHUsS 3apyO0e)KHOW TPAaKTUKM W HAyYHBIX B3TJISAJIOB

AMCPHUKAHCKHX, KAHAJICKHUX U 6pI/ITaHCKI/IX YUCHBIX.
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APPS

APP 1

A. The Structure of Essay (with elements of reasoning)

1. Introduction

BBenenmne: HAQYHUTE C

nepedpasupoBaHus  MPOOJIEMBI,
3asiBJICHHOW B TE€ME, UCIIOJIb3YH,
HaIpuMep, TMOCIOBUITY WITH
adopusMm. Bwel Moxete
OCTAHOBUTHCS HA TIOJIOKUTEIBHBIX
WJIM Ha OTPHUIATEIbHBIX aCleKTax

TEMBI

PexomeH1yeMblil 13bIKOBOM

penepryap.
There are so many different views on
/ possible approaches to..., In order
to present this problem, let me begin
with a proverb/ famous quote/ a
paradox

2. Body

OcCHOBHAafl 4aCTh: YETKO
0003HaYbTE Pa3TUYHbIC ACTIEKTHI
npoOnemsbl. Tak kak 00beM 3cce
OTpaHHUYEH, JIy4Ille BCEro B3sTh 2-3
acreKTa TeMbl: CHaJasa
NPEJICTAaBUTh JaHHBIA aCIIEKT B
NEPBOM MPEAJIOKEHHUH, a 3aTEM
0oJee AeTaIbHO €ro PacKphITh.

Socially/psychologically..., From
a

personal/global/perspective..., From
the angle/viewpoint of...

3.Conclusion

3akJI0ueHHe: Tak Kak TaKoe 3¢Ce
HOCHUT CKopee (puiaocopcKuit
XapakTep, B MOCJIeIHEM ab3alie
ciemayeT 000OIIMTh BEICKA3aHHOE U
caenath 3akiaoueHue. OHO J0HKHO
OTHOCHUTBHCS K TEME U K BBSACHHUIO.

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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B. The Structure of Essay (with elements of pro and con)

1. Introduction

BBenenne: HauHUTE C OOIIETO
IIPEJICTABICHUS TEMbI U
IIPEIIIOKEHHUS, BBIPAKAIOILIETO €€
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
OCHOBHAfl YaCTh: NIPEJICTABHTE

apTyMEHTHI «32» U 3aT€M «IIPOTHUBY.

OTH apryMEHTbl MOYKHO
MPEJCTaBUTh B Pa3HBIX a03alax.
CrapaiiTech peacTaBUTh 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

3aKkJII04eHHre: YETKO ITOABEIUTE
UTOT CKa3aHHOMY M CHOBA
HaMUIIUTE NPEAJIOKEHUE,
OTpa)karolee MPOTUBOPEYUBOCTD
TE€MbI, HO B TO %€ BpeMs
BBIPAKAOIIECE HANCKITY HA
HAaX0XJAECHUE KOMIIPOMHUCCA.

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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APP 2

How to make a summary of an article for rendering:

The plan for rendering

Expressions for rendering an article

1. About the article (title,
author)

| have read the article about ... The title of the
article 1s...
The author of the article is ....

2. The main idea

The main idea of the article is ...

3. The contents (facts,
names, parts, conclusion)

The author writes/thinks that ...

According to the text...

The text can be divided into ... parts

The first/second/third part tells/describes/states

In conclusion I can say ...
The author comes to the conclusion...

4. Your opinion of the
article

| find the article interesting because

important
useful
informative
worth of reading
worth of studying
I think that ...
I suppose (that) ...

I am of the same opinion as the author...
| am sure/ am not sure

To/in my mind

To/in my opinion
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CAPITALS

APP 3
IIponucHbie OYKBBI

C nponucHoi 0yKBBI Bcerga
MHUIIETCH:

\
INPUMEPDBI

1. mepBoe cI0BO B
IIPEJIOKEHUU:

My brother is a student.
How old are you?

2. MectouMeHue 1-ro auna
€IUHCTBEHHOrO uncia | -a

I'am your friend.
You and | are very good friends.

3. UMEHa CYIICCTBUTEIIHHBIC
COOCTBEHHEIC TaKHe, KaK:

-UMeHa, (paMuIuu JT10IeH, KITUYKH,
TICEBJIOHUMBI;
-HalMs, HAIIMOHAJIBLHOCTD,
HallMOHAJIbHBIN SI3BIK;
- reorpaduuecKrue Ha3BaHUS;
- Ha3BaHUS rOPOJIOB, HACCICHHBIX
MyHKTOB, TUTOIIAICH, YIIUIL U T/, ;
-Ha3BaHUS OpPraHU3alNM,
YUPEKICHUH, 0OIIECTB,
MOJINTHYCCKUX MAPTUH U TII;
-Ha3BaHUS UICTOPUYECKUX COOBITHH,
AII0X;
-Ha3BaHUS MECSIIEB, JHEH HEEIH,
o(pUIIHATBHBIX MPa3THUKOB,;
-B Ha3BaHMAX XYJ0’KECTBEHHBIX
MPOU3BEJEHUN (KHUT, ITHEC,
GbUIBEMOB), a TaKXKe Ta3eT U
YKypHaJIOB BCE 3HAMEHATEIbHbIE
CJI0BA, KPOME apTUKJIEH, COI030B U
MPEIOroB (€CIM OHU HE CTOSAT B
Hayaje 3arojoBKa);
- CYIIIECTBUTEIBbHOE, 0003HAYAOIIICE
TUTYJI WK 3BaHUE OMPEAEICHHOTO
YeJI0BEKa WM YIOTPeOIsieTcs B
KaueCcTBE 00OpallleHUs;

Walter Scott, Mark Twain,
The Greeks, Spanish

Niagara Falls, the

Moscow,

The Red Square

The United Nations Organization
The Labour Party

The Middle Ages, the French
Revolution

January, Monday,

Christmas

White Fang, Gone with the Wind
the Morning Star

Queen Elisabeth
President Kennedy
Doctor, Sir
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-IICPBOC CJIOBO B KaXXJ101 CTPOKC
CTUXOTBOPCHHUA.

Ipumeyanus

[IponcHas OykBa He
yHnoTpeOIsieTcsl B Ha3BaHUMX:

1. BpeMeH rona

2. IIKOJBHBIX MPEAMETOB (UCKIL.
Ha3BaHUM POJIHOTO U HUHOCTPAHHOTO
SI3BIKOB)

winter, spring, summer, autumn
biology, chemistry
Ho: Russian, English, German
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APP 4
®pa3bl 115 BeieHUs Oeceabl

Kak BeXJIHBO BCTYNIHUTH B Pa3roBop:
By the way...,

That reminds me...

Excuse me; I’d just like to say that...
May | come in here?

May | say something?

That is right, but don’t you think that...

Kak monpocuTs NOBTOPUTH YTO-J1.:

Could you repeat that please?

Sorry. I don’t catch what you said. Could you say it again, please?
Could you give an example?

I don’t quite see what you mean.

Kak BbIpa3uTh HEyBepPeHHOCTD
Well... (I am not quite sure...)
You see...

What I mean is...

The point is...

Let me think...

Frankly speaking...
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APP 5

Cnoco0bI ¢JI0BO0O0Opa30BaHMSA B AHIIMICKOM fI3BbIKE

Cnoscenue cnoe — xorna u3 IByx u 0ojiee CaMOCTOSATENIbHBIX CJIOB
yTeM CIIO’KeHUs1 o0pa3yroTcs HoBble ciioBa: fireplace, chess-player.
[lpy 5ToM HOBBIE CJOBa MOTYT mHcaThcs ciauTHO (postman,
windowsill, boyfriend),

yepe3 neduc (copy-book, cinema-goer, holiday-maker) wu
paszaensHo (Stone wall, fire brigade, market place).

Koneepcusa — xorna cinoBo 0e€3 W3MEHEHUM CTAaHOBUTCA JPYroi
4acTblO peyu, HarpuMmep, water — soxa — to water — nonauBars,
milk mosioko — to milk — mouts,

picture — kaptuaa — to picture — n300pakaTh.

HUsmenenue cnosea npu nomowu npucmaexku (npegukxca) unu

cypukca.

Hpeduxcol
Un-/im-/ir-/il-/ OTPHIATCIIbHBIC legal zaxonmnwiii —
dis- /in-/ npedukcel. C ux illegal nezaxonnuvii,
de nomoIieio oopasytorcs | like mobums —
CJIOBa, dislike ne nro6ume,
IPOTHBOIIOIOKHBIE 110 | Usual obwbrunsiil —
3HAYCHUIO unusual xeobwiunbiiL
to deform - uckaosicamo
Mis- 3TOT MpeduKc UMeeT misunderstand (om
3HAYCHUE cnosa understand —
«HEMPABHUJILHO, NOHUMAMb) —
HEBEPHO» HETPaBUJIBHO TIOHSTH,
misprint (prin t-
neuyamams) - oreyaTka
Re- — UMEET 3HaYCHUE rewrite (write —
«caenaTth 3aHOBO, nucamv) — MEPENNUCcaTh,
HOBTOPHO replay (play-uepamy)
— 3aHOBO CHITPATh

192




Over-

yKa3bIBaeT Ha
YPE3MEPHYIO
CTEIEHb YET0-TO

overcook (cook -
20MOBUMDb) —
IEPEKAPUTH UIIH
IICPEBAPUTH,
overcrowd (crowd -
HANOJIHAMb TH0ObMU) —
[IEPENOTHATD

Under —

HUMECT 3HAUYCHUC «I10»

underground (ground -
3eMJis) — METPO
(mom3emka), underwear
(wear — nocums) —
HIDKHEe Oelbe (To, 4To
HOCST IO, OJCKI0M)

Ex-

O3HAYaeT «OBIBIIIUII

ex-president — 6wi6uuil
npesudenm, eX-
girlfriend — 6v16was
nOOPYIHCKA

_Up

BBEPX, KBEPXY,
HaBEpPXy

upstairs — esepx no
JlecmHuye

-Bi

JIBOMHOM, JIBA, IBAXK bl

bilingual — osyszbiunb

-Con (col, com, cor) u

CoOBMECTUMOCTH HUJIN

consensus - coenacue,

mo 6 3asucumocmu B3aUMHOCTb JICUCTBUS | eOuHOOyUiue

om nocieoyruiezo to combine-

36yKa KOMOUHUPOBAMb

-Non Otpuiianue uim nonsense - uenyxa,
OTCYTCTBHE beccmuvlcauya
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Cydduxcnl cynmecTBUTEIbHBIX

-er / -or 00pa3oBBIBACT player (play - uepams)
CYIIIECTBUTEIBHBIC OT | — HIPOK,
rjaroja u o0o3Hadaer | Swimmer (swim -
TOT0, KTO niaeams ) — TUIOBEI],
OCYIIIECTBIISET visitor (visit —
TIEWCTBUE nocewanv) —
IIOCETHUTEITb,
speaker (speak —
2060pUMD)-
TOBOPSIIUN, OPATOP
-ing OTTJIaroJbHOTO beginning (begin —
CYIIECTBUTEIHHOTO Ha4uHam») — HaAYaJjo,
feeling (feel —
YYECME06aNmb) —
YYBCTBO

AOCTpaKkTHBbIE CYlIeCTBUTEJIbHbIE 00Pa3yIOTCS NMPH MOMOIIM

CIeTYIONIUX

cybduxcon

« -ness — sleepiness (sleep — cnams) — COHIMBOCTB,
loneliness (lonely — oouroxuii) — ogunouectso, darkness (dark —
memublil ) — TeMHOoTa, pPoliteness (polite — seorciuswiir) —

BEXIIMBOCTbH

= -ment — movement (move — osueams) — NBHKEHUE,
announcement (announce — o6ws61ams) — 00BSIBICHUE, agreement
(agree — coenawamucs) — cornacue

» -dom — freedom (free — ceo600msiit) — cBOOOIa, boredom (bore —
ckyunslil) — ckyka, kingdom (king — xopoib) — KOpoJIeBCTBO

« -lon/ -tion / -sion / -ssion — competition (compete —
copesnosamuvcsi) — copeBHOBaHue, admission (admit —
npusnasams) — npusHanue, celebration (celebrate — npazonosamv)
— mpa3aHOBaHHE, revision (revise — nepecmampusams) —

IEPECMOTP

1-

« -ure/-ture — adventure — npuxarouenue, agriculture — cenvcroe
xo3s1cmeo, Nature —npupooa
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-hood — childhood (child — pe6ernox) — nerctro, brotherhood
(brother — 6pam) — 6parctBo, neighbourhood (neighbour — coceo)
COCEJICTBO

-ship — partnership (partner- napmnuep) naptaepctso, ownership
(owner — cob6cmeennux) — codcrBernHocts, hardship (hard —
mpyomwlil) — TPYIAHOCTh

- ist — 1dealist (ideal — uoean) — uneanucr, artist (art —
uckyccmeo) pianist (piano- nuanuno) — MUAHKUCT

-ance/-ence — importance (important — saoicrwlll) — BaXXHOCTb,
disappearance (disappear — ucuezams)- NCYUC3HOBEHHE, Presence
(present- npucymcmeosams) — npucytctBue, Silence (silent —
Oe3MON6HbIIl) — MOTYaAHHE

Cyddukcsl npuiiarareJbHbIX

-able / -ible — mogxomsuii, rogsuuiics: eatable (eat — ecmp) —
CheI00OHbIN, 0Omamaronuii kauectBoM: unbreakable (un+break —
nomamu, pazbuseams) — HeObIOIIMIACS, Changeable (change —
MeHsIMb) — MEePEMECHYNBBIN

-less — 0603HaUaeT OTCYTCTBHUE, B PYCCKOM SI3BIKE YaCTO
COOTBETCTBYET MPHUCTABKE Oe3-. expressionless (expression-
sbipadiceHue) — HeBbIPAa3UTEIbHBIN, O0e3 Beipakenus, cloudless (cloud
— obaaxo)- 6e300aunbIii, toothless (tooth — 3y6) — 6e33y0bIi,
careless (care — 3aboma) — 0€33a00THBII

- OUS — HayIMYKe KadecTBa ( OT CyIIECTBUTEIbHOIO) dangerous
(danger- onacnocmo) onacusiii, famous (fame — crasa) —
3HaMEHUTBIH, Vigorous (Vigour — cuna, snepeust) — CUNbHBIM,
DHEPTUYHBIN

-ful — oomamaromuii kauecrsom, forgetful (forget — zabwvieams) —
3a0piBuMBbIf, Watchful (watch — nabrooams) —
naomonarenbHbid, doubtful (doubt- comrenue) — coMHUTETBHBIN;
MOJTHOE KoJImdecTBO 4yero-i1. — handful — ropcte, nmpuropmms

-ish — 0o603HauaeT 1) ocnabieHHyIO CTETICH KadecTBa: greenish —
senenosamorii, reddish — kpacnosameiii, 2) Beipaxkenue
pasnpaxenus uiau npespenus: childish — sedewn cebs, kax pebenok,
bearish — xax meodseown, camelish — ynpsimeiil, kax éepbioo
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-y — mpuIaraTebHOE OT CyIIecTBUTEILHOTO -Windy (wind — semep)
BETPEHBIH, Stormy (storm — 6yps) — OypHbIi, S0apy (S0ap — MmwLio)
— MbUIbHBIN

-IC — mpuararenabHOEe OT cyliecTBUTeIbHOTO -philosophic
(philosophy- gunocogpus) — bunocobuyeckuii, scientific (science
— nayka) — Hay4HbIH, democratic (democracy- oemoxpamus) —
JIEMOKPaTUYECKUU

-Ive —mpuitaratejabHOe OT CYIICCTBUTEILHOIO - EXPressive
(expression — swipasicenue) BeIpa3uTENbHBIN, Progressive (progress
— npoepecc) — NPOTPECCUBHBIN, active (act — deticmeosamy) —
AKTUBHBIN (TOT, KTO MHOTO JICHICTBYET)

Cydduxc Hapeuus

-ly — calmly (calm — cnoxoiinsiit) — crokoiino, occasionally
(occasional — cayuatinbui) cnyqaitno, quickly (quick — 6sicmpuiii)
— OBICTpPO

- Ward — 3HA4YCHUC HaIIpaBJICHUA, 0003HAaYEHHOTO HUCXOOHBIM CIIOBOM
- backward- nazan

Cydduxc raarosa

_en —

O6p3.3y€T TJ1aroJ oT npujiararClibHbIX 1 CYIICCTBUTCIIbHBIX,

00o3HaYaeT AeHCTBUE, MPUAAIOIICE KaueCTBO, BEIPAKEHHOE B OCHOBE Weak
— caabvil — Weaken — ocrabesams, hard — meepowiii — harden —
meepoemo, Sharp — ocmpulil — sharpen — mouumo
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APP 6

THE PRESENT SIMPLE (INDEFINITE) TENSE

Oowasn gpopmyna oopaszoeanusn zpynnwt Present Simple:
V' (anazcon 6e3 uacmuywt 10) Ons 6cex auy
\V +s ona 3 auya, ed.uucna

HecoBepmennbiid Bua (Uto xesatb?) mocTOsIHHO, HHOTIA, BCET/IA,

peaxko
THUII I[EI7ICTBI/ITE.JII)HI)I (;TPAI[ATEJIBHLI
MHNPEJJIOXEHUS " N 3AJIOI
3AJIOI
YTBEPJAUTEJBHO || (we, you, they) ask. | am asked.
E He (she, it) asks. He (she, it) is asked.
You (we,
they) are asked.
BOITPOCHUTEJIBHO | Do | (we, you, they) Am | asked?
E ask? Is he (she, it) asked?
Does he (she, it) ask? Are you (we, they)
asked?
OTPUIIATEJIBHOE | I (we, you, they) do | am not asked.

not ask.
He (she, it) does
not ask.

He (she, it) is
not asked.

You (we, they) are
not asked
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CJIYYAH YIIOTPEBJIEHUSA

THE PRESENT SIMPLE
(INDEFINITE) TENSE

Ne | CIYUAM YIIOTPEBJIEHUS IMPUMEP

1. | OObIYHOE, PETYIISPHO MTOBTOPSIFOIICECS | often write letters to
JEUCTBUE B HACTOSIIIEM (4acTO CO my sister. 4 uacmo
clIoBaMH every day xaoicosiii nuuLy nucbMa ceoeu
Oenwb, usually oowviuno, often uacmo, never | cecmpe.

HUK020Ad U T. T1.)

2. | O6miensBectHbIe hakThl, HeonpoBepkumas | Water freezes at

WCTHHA zero. Booa zamepsaem
npu 0 C.

3. | Paa nocnenoBaTebHBIX IEUCTBUN B | come to the
HACTOSIIEM (J4acTo co ciioBamu at office, look through the
first cnauana, then samem, mail and
nomom, after nocie u 1. 11.) then write letters.

npuxoxcy Ha pabomy,
npPOCMampuearo no4umy,
a nOmom nuuLy NUCbMa

4. | B npuaaTo4HbIX NpeUIoKeHUAX BpeMeHu u | As soon as | write the
YCIJIOBHSI TIOCTIE letter, I’1l post it
coro30B: if ecau, when xozoa, as soon immediately. Kax
as xax moavko, before npesicoe uvem v np. | monvko st nanuuty
BMecto Future Indefinite NUCbMO, 51 CPA3Y dce €20

Omnpasio.

5. | EauHn4HOE, KOHKPETHOE ICHCTBUE B He comes tomorrow. On
OymymieM (0OBIYHO HAMEUYEHHOE K npuesoicaem 3a8mpad.
BBITTOJTHCHUIO, 3aTUTAHUPOBAHHOE, C When does the
yKa3aHHUEM BPEMEHHU B OyAyIlEeM, 4acTo C conference take
raaronaaMu, 0003HAYAOMIUMH JBHKEHHE) place? Kozoa

cocmoumcsi
KoHghepenyus?
6. | [leiicTBue, coBepIIaroIieecs B MOMEHT | want to attend the

pe4u, C rjiarojiamu, He
YIOTPEOJISTFOMMHUCS BO BpeMEHAX
rpynmsl Continuous (to see, to hear, to
recognize, to want, to understand u ap.)

conference in
Moscow. A xouy
nocemumbs
KoH@pepenyuio 6 Mockee.
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THE FUTURE SIMPLE (INDEFINITE) TENSE
Oobwasn gpopmyna oopazoeanusn zpynnot Future Simple:

will + V' ( rnaroxa 6e3 yacTtuisr t0)

TUII JEMCTBUTEJBbHBINA | CTPAJATEJIBHBIN

PEJIOKEHUSI 3AJIOT 3AJIOT

YTBEPAUTEJBHOE || (he, she, it, we, you, | (he, she, it, we, you,
they) will ask. they) will be asked.

BOITPOCUTEJBHOE | Will | (he, she, it, we, you, | Will | (he, she, it, we,
they) ask? you, they) be asked?

OTPUUIATEJIBHOE | (he, she, it, we, you, | (he, she, it, we, you,
they) will not ask. they) will not be asked.

CJIIYYAH YIIOTPEBJIEHUS

THE FUTURE SIMPLE (INDEFINITE) TENSE

Ne | CIYYAHM YIIOTPEBJEHUSA | IPUMEP

1. | eiictBue, koTopoe coBepiurcs | He will return to Moscow in a
UM OyIeT COBEPIIATHCS B few days. On sepuemcs 6 Mockasy

Oymymiem. ITo Bpems MOKET uepes HeCKOIbKO OHell
0003HauYaTh KaK OJIHOKPATHOE,

TaK U TIOBTOPSIOLIEECS ICHCTBUE
(4acTo ¢ TaKUMH
00CTOSATEILCTBAMH BPEMCHH, KaK
tomorrow zaempa, in a

week uepes

nedenio, Nnext month s
credyrouem mecsaye u T. 11.)

2. Bripaxaer psin They will
MOCJICIOBATENIbHBIX ICHCTBUM B | come home, have their dinner and
Oymymem then go to the cinema. Onu

npuoym 0omot, noobeoarom, a

3amem noudym 8 KUHo
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3. | ObmensBecTHBIE (HAKTHI,
SIBJISTFOIITECST HEOTIPOBEPKUMOU
VICTUHOM, COOOIIAIONINE O TOM,
4yTO OyJIeT BEpPHO BCET/Ia, MPU
BCEX YCIIOBHUSX, B JTF000H MOMEHT

Oyy1ero

Water will boil at 100° C. Booa
(3a)xunum npu 100 °C.
Winter will follow autumn. 3a

0ceHblo (no)credyem 3uma.

THE PAST SIMPLE (INDEFINITE) TENSE

Oowasn popmyna oopazoeanus zpynnot Past Simple:
V (cnazon npasunvusiir) + ed
V (2nazon nenpasunvhotit) — 3 gpopma ( went)

(called)

THE PAST SIMPLE (INDEFINITE) TENSE

THUII I[EflCTBI/ITE.JIbHBI QTPAI[ATEJII)HI)I
INPEJJIOXEHUSA " U 3AJIOI
3AJIOI
YTBEPIUTEJBHO | | (he, she, it, we, you, I(he, she, it) was
E they) went/ asked. asked
We (you, they) were
asked.
BOITPOCHUTEJIBHO | Did I (he, she, it, we, Was | (he, she, it)
E you, they) go/ ask? asked?
Were (we, you,
they) asked?
OTPUIATEJIBHOE || (he, she, it, we, you, I (he, she, it) was not

they) did not go/ask.

asked.
We, you, they were
not asked.
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Ne | THE PAST SIMPLE (INDEFINITE) I[TPUMEP
TENSE
CJYYAU YOOTPEBJEHUS

1. | JleiicTBHE B MPOIILJIOM, IPOU3OIICAIICE B Yesterday | went to the
KaKOH-IM00 yKa3aHHBIH MOMEHT library. Buepa s xooun

8 OubaUOMeEKy.

2. | PerynspHo moBTOpsIFOIIEECs ICHCTBUE B He called his parents
IPOIILIOM (Y4acTo CO CJI0BaMHU EVery every day. On 360nun
day kaorcosiii oens, Often uacmo, at POOUMENAM KAXNCObLI
first cnauana v 1. n.) Oetb.

3. | B aTtom cirydae gacto BMecto Past He used to
Simple ynmorpebsercs o6opot used to play football. Panvue
+ MHGUHUTHB, KOTOPBIA TAKKE MOXKET OH uepan 8 yymooa.
yKa3bIBaTh Ha JJIUTCILHOCTD IIEPHOIa
JIEUCTBYS B MPOLILIIOM

4. |IlocnenoBarenbHbie AeicTBUSA B iponuiom | He came home, had his

dinner and went to bed
at once. Ou npuwen
O00MOU, NOYIHCUHAT U
cpasy jie2 cname.
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APP 7

THE CONTINUOUS (PROGRESSIVE) TENSE
Oobwan ghopmyna oopazosanusn épemen cpynnot Continuous
to be (B coorBercTBYIOIIEH (popme) + mpuuacTue | (\V/+ing)

HecoBepmennblii Bua- Uto geaarb? (ceiiyac, B KOHKPETHbIM MOMEHT

peun)
THE PRESENT CONTINUOUS (PROGRESSIVE) TENSE
THUII I[EﬁCTBHTEJIBHbI (UZTPA,Z[ATE.JII)HI)I
PEJIOKEHUS ¥ 3AJI0T 1 3AJ10T
YTBEPAUTEJBHO || am asking. | am being asked.
E He (she, it) is asking. He (she, it) is
You (we, being asked.
they) are asking You (we, they) are
being asked
BOITPOCUTEJIBHO | Am I asking? Am | being asked?
E Is he (she, it) asking? Is he (she,
Are you (we, they) it) being asked?
asking? Are you (We,
they) being asked?
OTPUIATEJIBHOE || am not asking. | am not being asked.

He (she, it) is

not asking.

You (we, they) are
not asking.

He (she, it) is not
being asked.

You (we, they) are
not being asked.
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CJIYYAU YIIOTPEBJIEHUA
THE PRESENT CONTINUOUS (PROGRESSIVE) TENSE

CJIYUAM YIIOTPEBJIEHUS

INPUMEP

JlelicTBrE B pa3BUTHH, HE3AKOHYEHHOE,
MPOUCXO/IAIIECE B MOMEHT PEUH

| am writing a letter to
my sister now, don’t
bother me. A cetiuac
AUULY NUCLMO cecmpe, He
becnoxou mensl.

2. | JleiicTBue B Omkaiiem OyayiieM My wife is coming in a
(0OBIYHO C 0OCTOATEILCTBOM BPEMEHHU ) minute. Mos orcena
npuoem yepe3 MuHymy.
CJHAYYAHN YIIOTPEBJIEHUSA
KOHCTPYKIHMHU TO BE GOING TO
Ne | CJIYUAM YIIOTPEBJIEHUSI [TIPVIMEP
1. | Hamepenue coBepIuTh IeHCTBHE B | am going to leave. 4
OymyiieM, OJIM30CTh KOTOPOTO 3aBUCUT OT | COOUPAIOCh yexamsa.
TOT0, HACKOJIBKO JAJICKO 3aXOJIAT IIaHbI
TOBOPSIIETO
2. | JInuHOE€ MHEHHE KAKOT0-TO JIUIA O She's going to be
HaMEpPEHUSX JAPYTOTo JIUIA WU O showing some of the
MIPEJICTOSIINX COOBITHSIX latest things, | think. 4
oymaro, oH cobupaemcs
NOKA3b186AMb KOE-4mo U3
HOBUHOK.
INPUMEYAHUE
3 | IIpomenmee Bpems riarosa to be (was, | was going to
were) B coctaBe KoHCTpyKiuu yka3siBaer | fix breakfast for you. 4
Ha CYIICCTBOBABIIIECE B IMPOIILJIOM cobupacs
HaMEPECHHE npueomosums mebe
3a6mpax.
4 | CnyxeOHbIii I1aros be going uspeaka You know, you're going

ynotpebisiercs B popme Past Perfect. B
TaKUX CIydasX KOHCTPYKIIHMS O3HA4aeT, 4TO
HaMeYaBIleecs K OCYIICCTBICHUIO
JIEUCTBUE WIN COCTOSHUE OBLIO
IIOTEHIIMAIBHO BO3MOKHO, HO HE
OCYIIIECTBUIIOCH

to have to fight these
engineers every inch of
the way. 3naewn, mebe
npuoemcs
onieoeessvleams y Imux
UHIICEHEPO8 KAJHCObLL
O1OUM.
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5 | MaduHUTUB NOCie COYETaHUsI MOXKET
YHOTPEOIATHCSA U B CTPAAATEIIbHOM 3aJ10Te

He is going to be
appointed manager of
that department. E£zo
cobuparomes
HA3HAYUMb
ynpasjiAiouwum 3moeco
omoeJleHusl.

THE PAST CONTINUOUS (PROGRESSIVE) TENSE

THUII I[EﬁCTBHTEJIbHLI CTPAJIATEJIBHBI

MPEJJIOXEHUSA i 1 3AJIOT
3AJIOT

YTBEPAUTEJBHO |1 (he, she, | (he, she, it) was

E it) was asking. being asked.

You (we, You (we, they) were
they) were asking. being asked.

BOITPOCUTEJIBHO | Was | (he, she, it) Was | (he, she,

E asking? it) being asked?
Were you (we, they) Were you (we,
asking? they) being asked?

OTPUIATEJIBHOE || (he, she, it) was | (he, she, it) was not
not asking. being asked.

You (we, they) were You (we, they) were
not asking. not being asked.

CJIYYAU YIIOTPEBJIEHUA
THE PAST CONTINUOUS (PROGRESSIVE) TENSE

CJIYYAM YIIOTPEBJIEHUS

ITPUMEP

1. | delicTBUE B pa3BUTHUH, HE3AKOHYEHHOE,

MPOIIIOM

MpONCXOaANBIICC B OHpC)ICJ'IGHHBIfI MOMCHT B

Yesterday at 6 o’clock
| was writing a
letter. Buepa 6 6 uacos
51 NUCATL NUCLMO.
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JleiicTBUe, MpOTEKaBIIEE B MOMEHT, KOTAa
MIPOU3OIIIO KaKoe-JIn0o apyroe AehHCTBUE,
BeIpakeHHOE B Past Simple (B
MPUJIATOYHBIX MPETI0KEHUAX, 0OBIYHO

He was reading a book
when | entered the
room. Ou wuman Knuey,
K020d 51 60WEN 6

HAYMHAIOIIKUXCS Co caoBa When kozoa) KOMHAMY
[TapanienbHble IeHCTBUS B POLLIOM (B | was watching TV
IPHMIATOYHBIX MPEII0KEHUIX BPEMEHH, while he was

OOBIYHO HAYMHAIOIIUXCS CO
cioBa While noxa, 6 mo spems xax)

looking through the
magazines. A cmompen
meijlesusop, 6 mo 6pem:
KaxK OH npocmampuedalt
JICYPHATIBL.

JlelicTBHEe, MpOTEKaBILIEE B OTPAHUYECHHBIN
nepuo/ (Koraa B IpeaJIOKEHUH
MOYEPKUBACTCS JTTUTEIBLHOCTD Mpoliecca),
yacto co cioBamu from ... till, all day
long secw oenw, the whole month yenwiii
mecay U T. 1.

| was talking to him
from 7 till 8 o’clock
last night. 7
pasecoeapuedil C HUM
suepa eewepom ¢ 7 00 8
Hacoes.

THE FUTURE CONTINUOUS (PROGRESSIVE) TENSE

dopmyra oOpa3oBaHUs

will be + P (- npu4acTue HacTOSIIETO BPEMEHH )

TUN JEVCTBUTEJBHBIN | CTPAJIATEJIbHBIN
PEJIOKEHUS 3AJIOT 3AJIOT
YTBEPAUMTEJIBHOE |1 (he, she, it, we, you, He cyuiectByer

they) will be asking.

(I (we) shall be asking.)
BOIMIPOCHUTEJIBHOE | Will I (he, she, it, we, He cymiectByer

you, they) be asking?

(Shall I (we) be asking?)
OTPUUATEJIBHOE |1 (he, she, it, we, you, He cymecrByer

they) will not be asking.

(I (we) shall not

be asking.)
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CJIYYAHU YIIOTPEBJIEHUSA
THE FUTURE CONTINUOUS (PROGRESSIVE) TENSE

Ne | CIYYAM YIIOTPEBJEHMS [TPYIMEP

1. | JleiicTBUE B pa3BUTHH, HE3AKOHUYCHHOE, I'll be waiting for you at
IIPOUCXOASIIICE 0o B OITPEICTIEHHBIN 5o'clock. A4 5y0y
MOMEHT B OyayIIeM, JU00 B TEUEHUE LEIOTO | ~edamb 6ac 6 5 4acos.
neprona B Oysyniem I'll be translating this

article all day long
tomorrow. 3asmpa s
yenvlil Oerb 0)0y
nepesooums 3my
CmMamvio

2. | JleticTBUE, KOTOpOE OYIET COBEPIIATHCS, I'll be working when
MPOTEKATh B TOT MOMEHT, KOT/1a IIPOU30UIET you come. A 5y()y
APYroe JeHCTBHE, BEIPAKCHHOE I1aT0NIOM B pabomams, kK020d bl
dopme Present Simple (B mpuiaTouHbIX npudeme.
IIPEIJIOKEHUSX BPEMEHH, HAYMHAFOIIIUXCS CO
cioBa When xoeoa)

3. | [lapannenbHble neWCTBHS B OyayIieMm, T. €. He will be
IIPOTEKAIOIIKE B OJHO U TO ke Bpems (B reading while the
IPHUIATOYHBIX MPEIJI0KECHUIX BPEMCHH, children will be
HaunHarouxcs co ciiosa While noxa, ¢ mo sleeping. On 6ydem
6peMA KaK) yumamo, NoKa oemu

06yoym cname.

4. | [IeiicTBue B OyaylieM, KOTOPOE SBUTCS I'll soon be starting my

Pe3yJIbTaTOM €CTECTBEHHOTO X0/1a COOBITHH,
MIPUYEM TOYHOE BPEMS €T0 COBEPIICHHUS
MOXET OBITh HE YKa3aHO

studies in King's
College. Cxopo s 6yoy
VUUMbCSL 8
Koponesckom
Koaneodce.
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APP 8

THE PERFECT TENSE

Oowan popmyna oopazoseanun epemen zpynnut Perfect:

to have (B coorBeTcTByI0OIIEH (popme) + mpuuactue |1 = (\V/+ ed)
=(V3)

CoBepuiennniid B = Yro caenarb? (pe3yjbTar AeiCTBHS)

THE PRESENT PERFECT TENSE

THUII I[EﬁCTBPITEJIbeI CTPAJIATEJIBHBI
MPEJJIOXEHUSA i 1 3AJIOT

3AJIOI
YTBEPJIUTEJIBHO || (we, you, | (we, you, they) have
E they) have asked. been asked.

He (she, it) has asked. | He (she, it) has

been asked

BOITPOCUTEJIBHO | Have | (we, you, they) | Have I (we, you,
E asked? they) been asked?

Has he (she, it) asked? | Has he (she,
it) been asked?

OTPULATEJIBHOE || (we, you, they) have | (we, you, they) have

not asked. not been asked.
He (she, it) has He (she, it) has not
not asked been asked.
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CJIYYAU YIIOTPEBJIEHUSA
THE PRESENT PERFECT TENSE

Ne | CIYUAHM YIOOTPEBJIEHUS I[TPUMEP

1. | HeiicTBue, coBepmuBIiieecs B mporuiom, Ho | | have written this
HMMEIOIIEE HEMTOCPEACTBEHHYIO CBS3b C letter. A nanucan smo
HACTOSIIUM MOMEHTOM. be3 yTouHeHus nUCbMO.

BPCMCHHU

2. | JleticTBHe, COBEPIIUBIICECS B UCTEKIIIMIA This week | have
IICPHO/] B HACTOSAIIEM (C TAKUMH CJIOBaMH, called her twice. Ha
kak today cecoons, this week na smoii amou Heoene s
neoene, this month ¢ smom mecaye n . J1.) 06a2CObL 360HUIL €.

| have visited him
today. Cecoons s
Hasecmiul e2o.

3. | C HapeyusMH HEOIIPEACIICHHOTO | haven’t seen him
BpEMEHH: NEVEr Huxozoa, EVEr kozoa-iubo, since spring. A ne
yet ewye, already yorce, lately neoasno (3a 8UOE]l €20 C BECHbL.
MOCIICAHUE THU UK
Mecsbl), recently nedasno (3a nocieanue
MECSIIBI HJIU TOBI); CO CJIOBOM SINCE ¢, ¢
mex nop

4. | B npuaaToYHbIX NPEII0KEHUIX BPEMEHU U I’1l go to the Crimea
yCIIOBUS TIOCIIe coro30B after nocie moeo after | have taken my
kax, If eciu, when kozoa, as soon as xax exams. A noedy 6
monwvko, before npesicoe wem Bmecto Future | Kpvim nocie moeo, kax
Perfect cOam IK3AMeHbl

5. | JlelicTBHE UM COCTOSIHUE, HE 3aKOHYCHHOE | have known him for

K MOMEHTY PEYH,
MIEPEBOJIUTCS TJIAr0JIOM HACTOSIIIETO
BPEMEHU

many years. A 3uaio
€20 MHOCZ2O0 Jiem.
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THE PAST PERFECT TENSE
THUII JTEVCTBUTEJIbHBI QTPAI[ATEJII)HLI
MNPEJJIOXEHUSA " N 3AJ10T°
3AJI0T
YTBEPAUTEJBHO || (we, you, they, he, | (we, you, they, he,
E she) had asked. she, it) had
been asked.
BOITPOCHUTEJIBHO | Had | (we, you, they, Had | (we, you, they,
E she, he, it) asked? he, she, it) been asked
OTPULATEJIBHOE || (we, you, they, he, she, | I (we, you, they, he,
it) had not asked. she, it) had not
been asked.
CJIYYAU YIIOTPEBJIEHUA
PAST PERFECT TENSE
Ne | CIYUAHN YIIOTPEBJIEHUS INPUMEP
1. | JelicTBUE WM COCTOSIHHE, 3aBEPIITUBIICECSI Yesterday by 7 o'clock

JI0 OMIPECICHHOIO0 MOMEHTA B IPOIILJIOM.
DTOT MOMEHT OIpPEAEIIACTCS JTHO0
00CTOSITEILCTBOM BPEMEHU

¢ npemaorom by , 1100 Ipyrum aeicTBHEM
WA COCTOSIHMEM B IIPOIILIOM, KOTOPOE
IPOHU30-1ILIO TO3KE H

BhIpakaeTcs riaarosgom B Past Simple

| had translated the
text. Buepa k 7 yacam s
nepeses mekcm.

| had had

breakfast before he
came. A nozaempakai 0o
mo2o, KaK OH npuuiel
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FUTURE PERFECT TENSE
®opmyJia 00pa3oBaHUSA:
will have + PIl (mpu4acTue mpomureaero BpeMeH )

TUII JEMCTBUTEJBbHBIN | CTPAJATEJIBbHBIN
NPELJIOXKEHUS 3AJIO 3AJI0I
YTBEPAUTEJIBHOE | I (he, she, it, we, you, I (he, she, it, we, you,
they) will have asked. | they) will have
been asked.
BOIMPOCUTEJIBHOE | Will | (he, she, it, we, Will | (he, she, it, we,
you, they) have asked? | you, they) have
been asked?
OTPULATEJIBHOE || (he, she, it, we, you, | (he, she, it, we, you,
they) will not have aske | they) will not have
d. been asked.
CJHIYYAH YIIOTPEBJIEHUS
FUTURE PERFECT TENSE
Ne | CJIVHAN YIHOTPEBJIEHUSA INPUMEP
1. | lelictBue, KOTOpOe OyIeT 3aBEPIICHO 10 I'll have

OIpPEIEICHHOTO MOMEHTA B Oy IyIlIEM,
KOTOPBIN OTPEIEIIACTCS 00CTOSITEIILCTBOM
BpPEMEHH ¢ pejiorom by «, 0o

translated this text by
2 o'clock tomorrow. 4
nepegeoy 3mom mexcm
3aempa 00 2 4acos.

2. | JleiicTBHE, KOTOPOE 3aBEPIITUTCS JI0 APYTOTO

NEUCTBUS B OyyIIEM,
BBIPAXXEHHOIO IJ1arojioM B Present

Simple (c mpeaiorom by «, 00)

I'll have written my
composition by the
time you ring me up. 4
Hanuuty cCO4uHernue 00
moeo, Kak msl MHe
NO360HUULb.
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APP 9

THE PERFECT CONTINUOUS TENSE

Oo6wan ghopmyna oopaszosanusn epemen cpynnot Perfect Continuous:
to have (B cooTBeTcTBYIOIIEH Popme) Deen + P | (mpuaactue

HACTOSIIIETO BPEMEHH )

CoBepuiennbiid Bua = Yto caesarb? (B Te4eHHe ONpeaeIeHHOT O

1epuoaa BpeMeHH)

THE PRESENT PERFECT CONTINUOUS TENSE

TUN JEVCTBUTEJBHBIN | CTPAJIATEJIbHBIN
PEUIOKEHUS 3AJIOT 3AJIOT

YTBEPJIUTEJBHOE || (you, we, they) have He cymectByer
been asking.
He (she, it) has
been asking.

BOIMPOCUTEJIBHOE | Have | (you, we, He cymectByer
they) been asking?
Has he (she,
it) been asking?

OTPULATEJIBHOE || (you, we, they) have He cymectByer

not been asking.

He (she, it) has not
been asking.
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CJIYYAU YIIOTPEBJIEHUA
PRESENT PERFECT CONTINUOUS TENSE

CJIYYAH YIIOTPEBJIEHUSA

IHPUMEP

JIeHCTBHUE NI COCTOSIHUE,
HaYyaBIIIeECs 10 HACTOSIIETO
MOMEHTA, JIJTUBIIEECS B TCUCHHE
HEKOTOPOTO MIEPHO/Ia BPEMEHH U
IPOIOJIKAIOIIEECS B MOMEHT PEU
WIN 3aKOHYHMBILIEECS
HETIOCPEICTBECHHO IEpe] MOMECHTOM
peun. [Ipu 3TOM yKa3bIBacTCst IM0O0
BECh MEPHUO/T ACUCTBUSA (OOBIYHO

¢ npemaoroM for ¢ meuenue, yoice),
a100 HaYaIbHBIM MOMEHT (OOBIYHO
C IPEJIOroM SINCE ¢, ¢ mex nop Kax)

| have been watching TV for 2
hours. X cmompio menesusop youce
2 yaca.

| have been waiting since
yesterday morning. A ooy co
suepauinezo ympa.

THE PAST PERFECT CONTINUOUS TENSE

THUII I[EflCTBPITEJII)HI)I QTPAI[ATEJILHI)I
MHNPEJJIOXEHUS " U 3AJI0I
3AJIOI
YTBEPIAUTEJBHO || (you, we, they, he, she, | He cymiectsyer
E it) had been asking.
BOITPOCUTEJIBHO | Had I (you, we, they, He cymectByer
E he, she, it) been asking?
OTPUIATEJIBHOE || (you, we, they, he, she, | He cymectryer
it) had not been asking.
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CJIYYAU YIIOTPEBJIEHUA
PAST PERFECT CONTINUOUS TENSE

CJIYYAH YIIOTPEBJIEHUSA

IHPUMEP

Bripaxaer qiuurenbHOE JEUCTBUE
WM COCTOSIHUE, KOTOPOE HAYajIoCh
paHee Apyroro ASUCTBUS WU
COCTOSIHUSI, BBIPAXKAEMOT'0 OOBIYHO
dbopmoii Past Simple, u mpu
HACTYIUJICHUU 3TOTO ACUCTBUS WU
COCTOSIHUS BCE €Il HEKOTOPOe
BpeMsl IIPOJI0TIKAIOCH WU OBLIO
npepBaHo. [Ipu 3TOM yka3biBaercs
100 BECh MEPHUOJT NEHCTBUS WIIN
cocTosiHMs (OOBIYHO

¢ npemiorom for 6 meuenue, yoice),
100 HaAYaJIbHBI MOMEHT (OOBIYHO

C IpeuIorom Since ¢)

| had been writing a letter for 2
hours when he came. A nucan
NUCbMo yorce 2 qyaca, K020d OH

npuuies.

| had been reading this book since
3 o'clock when he came. A yuman
9my KHU2y ¢ 3 4acos, Kko20a oH
npuuies.

THE FUTURE PERFECT CONTINUOUS TENSE

THUII I[EﬁCTBHTEJII)HI)I (;TPAI[ATEJIBHBI
MHNPEJJIOXEHUS " N 3AJIOI
3AJIOI
YTBEPIAUTEJIBHO || (he, she, it, you, we, He cymecrByer
E they) will have
been asking.
BOITPOCUTEJIBHO | Will | (he, she, it, you, | He cymiectyer
E we, they) have
been asking?
OTPUIATEJIBHOE || (he, she, it, you, we, He cymectByer
they) will not have
been asking.
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CJIYYAH YIIOTPEBJIEHUSA
FUTURE PERFECT CONTINUOUS TENSE

CJIYYAHU YIIOTPEBJIEHUA

IHPUMEP

JlelicTBrE UK COCTOSIHUE, KOTOPOE
HAYHETCS JI0 ONPE/ICTICHHOTO
MOMEHTa B OyaymieM u Oyaer
IPOJIOIHKATHCS BIUIOTH JIO 3TOTO
MOMEHTa (JIn0O MPOAO0JIKAIOIIEECS B
ATOT MOMEHT), C YKa3aHHEM BCETrO
Tepro/ia JSHCTBUS WA COCTOSTHUS
(0ObIuHO ¢ mpeiorom for 6
meueHue) WK ¢ yKazaHueM
HAYaJIbHOTO MOMEHTA JeUCTBUS
(0OBIYHO ¢ PEIIOroM SINCE ¢)

By the end of September

she will have been living here
for 7 years. K konyy cenmsopsi
oHa Oydem 30ech dcumsv youce [
siem.
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APP 10

MOJAJIBHBIE I'JTAT'OJIbI, BBIPAYKAIOIIIUE BO3SMOXKHOCTb

COBEPUIEHUS JEUCTBUSA

Ne | TJIATOJI | XAPAKTEPHBIE OTTEHKHM ITPUMEP
SHAYEHI A

1 |CAN Bo3MoXxHOCTE cCoBepIIICHUS | can stay with them.

(COULD) | neficTBus B CHITy HATHUUSA S mory octatbes €
YCIIOBUH JJISI €r0 COBEPILICHUS B | HUMHU.
HACTOSAIIEM M OyTyIeM
B03MOXHOCTb COBEpIIICHUS Can | see the
JICMCTBMS, OCHOBaHHAas HA producer? Mory s
MO03BOJICHUH, PA3PEIICHUHN YBUAETH Mpojrocepa’
['maros can MOKeT Takxe He can speak English.
nepeaBaTh HEMOIABLHOE OH yMeeT TOBOPUTH
3HaYeHHE CIIOCOOHOCTH, MO-aHTJTUHCKH.
bu3IecKoil BO3MOXKHOCTH
COBEPILINTH JCUCTBUE
Bwmecto could B mporeamem | was able to write this
BpPEMEHU MOXKeT ynotpebmnsathes | test correctly. 51 cmor
coueranue to be able B NPAaBUJILHO HAIIKCATh
IPOIIEAIIEM BPEMEHH - 3TOT TECT.
was/were able.
Ha pycckuii si3p1k Was/were
able nmepeBoauTCS TIIAr0NIOM
COBEpUICHHOT'O BH/Ia: CMOT,
CMOIJIa, CMOIJIH

2 | MAY Bo3MoxHOCTE coBepIIcHUS It may make that lion
(MIGHT) | neficTBuUs, KOTOPOE MOXKET furious. 3to  moxer

OCYHICCTBUTHLCA, HO MOXKCT U HE
OCYHICCTBUTBHCA

B03MO0OXHOCTH COBEpLICHHS
JIEUCTBUS, 00YCIOBJICHHAS
pa3pelieHreM, Mo3BOJICHUEM.
B sTOM 3HaueHNM BMECTO
riaarojia may (might) moryr
HCIIOIB30BaThCS

skBuBajieHTHl — t0 be allowed,
to be permitted

B30ECHTH 3TOIO JIbBA.

You'll be allowed to go
out.

Bawm no3Bomasr

BBIITH.
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MOJAJVIBHBIE I'VTAT'OJIBI 1 UX DKBUBAJIEHTHI,
BBIPAXKAIOIIUE HEOBXO/IUMOCTb COBEPHIEHUA

JTEVICTBUSA
Ne | TJIAT'OJI XAPAKTEPHBIE ITPUMEP
OTTEHKUN 3HAYEHNM A
1 | MUST Hewus06exxHocTh coBepiienus | He must understand
JEUCTBUS, 00YCIIOBJICHHAS it. OH JO/DKEH MOHATH
OOBEKTUBHBIMU MTPUYUHAMU | ATO.
BBIHY ) IEHHOCTh You must not ask too
COBEPUICHUS JICUCTBUS, much of it.
o0ycIoBIICHHAS BbI HE TOIKHEL
00BEKTUBHBIMU MTPUYNHAMHU CTAIIMBATE PO 3TO
CJIMIIIKOM MHOTO.
| must be off as soon as
Heob0xomuMocCTh, | can.
obycroBeHHas 51 moJDKeH yHTH, KaK
CyObEKTUBHBIM MHCHUEM TONBKO CMOTY.
TOBOPSILETO
2 | SHOULD HeoO6xoauMocTs You shouldn't have
COBEpILICHUS JICHCTBUS, come here. Tebe He
BbI3BaHHAS! CYObEKTUBHBIM CJIEIOBAJIO MPUXOIUTH
MHEHHUEM TOBOPSIIIETO crofa.
Insulators should be
HeobxomumocTh kept very clean.
COBEPUICHUS JICMCTBUS, N30a4TOpHI JOTHKHBI
BBI3BaHHAS OOBCKTHUBHBIMU | XPAHUTHCS B YUCTOTE.
MIPUYUHAMU
3 |OUGHT [{enecooOpa3HOCTh Perhaps | ought to have
TO JCHCTBUSA, 00YCIIOBICHHAS a talk to him about it

CyOBEKTUBHBIM MHEHHEM
TOBOPSILETO

first. HaBepHoe, MHe
CJIeIyeT cCHaJasia
MOTOBOPHUTH C HUM 00
ATOM.
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SHALL HeobxomumocTh Henry shall go home.
COBEPILICHUS ICHCTBUS, ['enpu n0JKEH IOWTH
00yCIIOBJIEHHAS JIOMOH.
CyOBEKTUBHBIM MHEHHEM Shall 1 open the
TOBOPAIETO door? MHe OTKpBITh

IBEPH?
Bonpocurensnoe
MpEeI0KEHUE
¢ shall cogepsxut Bompoc
TOBOPSIIIETO0 O MHEHUU
cobeceHUKA TI0 TIOBOTY
COBEPLICHUS JIEUCTBUS

NEED [TepenaeT OTTEHOK We needn't talk to each
HYKHOCTH, Ha0GHOCTH other unless we feel like
JIEUCTBUS It

Hawm He HyxHO
TOBOPUTH JPYT C
IPYTOM, €CJIU TOJIBKO
MBI HE 3aXOTHM 3TOTO.

TO BeinyxnenHocts aeiicteus | | didn't have to make

HAVE*(TO any decisions. Mue He

HAVE MPULIOCH TPUHUMATH

GOT)* pCIIICHUSI.

| have to know it. Mue
Hamo6HoCTh nelicTBus HAJIO 9TO 3HATb.
TO BE* HeoOxonumocTs He was to come

COBEPLICHUS JIEMCTBUS
COTJIACHO ITPEIBAPUTEIbHON
JIOTOBOPEHHOCTHU

WJIM COTJIACHO PACIUCAHUIO

yesterday. OH 1omKeH
OB IPUITH BUEpA.

The train is to come at 5
p.m.

[Toe3n nomxeH npunTu
B 5 4acoB Beuepa.
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MOJAJIBHBIE I'VTIAT'OJIBI, BBIPAZKAIOIIIUE

HPEAIIOJIO’KEHHUE
Ne | TJTAT OJI XAPAKTEPHBIE ITPUMEP
OTTEHKUN 3HAYEHNM A
1 | MUST [Ipeanonoxenue, He must be at
OCHOBaHHOE Ha (paKTax, home. OH, BeposTHO,
3HAHUSX, IOYTH IPAHMYAIEE | IOMA.
C YBEPEHHOCTHIO
2 |SHOULD | IIpennonoxenue, They should all be of
OCHOBaHHOE Ha (haKTax equal mass. BepositHo,
BCE OHU MMEIOT
OJIMHAKOBYIO Maccy.
3 WILL [Tpenmonoxenue, You’ll have heard of
WOULD OCHOBaHHOE Ha him? Bsi, HaBepHO,
CYObEKTHBHOM MHCHHH CIIBIIIAIN O HeM?
TOBOPSIIETO
4 CAN Ynotpebiisercs TIaBHBIM You can't really love
(COULD) | o6pa3om B OTpHIIATEILHBIX me, or you wouldn't
MPEJIOKEHUSX, BBIpaXKas, hesitate. Te1, Ha camoMm
TaKuM 00pa3oM, 7iene, He JIFI0OUIb
IPEIIOI0KEHHIE O MEHSI, UHAY€e ThI ObI HE
HEBEPOSTHOCTH COBEPIICHHS | KoJieOacs.
JICUCTBHUS
5 MIGHT | [Ipennonosxenue, B BepHoctu | She might have been
KOTOPOT'0 TOBOPSIIIHIA HE thirty-five. Eit Torma
YBEpEH OBLIO JIET TPUALIATD
IISITh.
6 NEED Ynotpebisercs B It need not take you

OTpHUIATEIIbHBIX
IPEII0KEHUAX B 3HAUCHUH
IPEATNOI0KCHHS O
HE00s13aTEIbHOCTH IEHCTBUS

very long. Bpsiz ju 310
3alMET Y BaC MHOT'O
BPEMEHH.
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APP 11

KOHCTPYKIIUA «CJOXKHOE JOINOJHEHHUE)

HOJJIEXAILIEE CKA3YEMOE B
(B NeHCTBUTEJIbHOM o01IeM nmajgeske Ui
3aiore) JUYHOE B
00BbEKTHOM MAaJeKe
+
We expect it in time.
Mui HaodeemcA, Ymo oM coenaem >mo
B0BPEMSL.

* [Ipu mepeBoie KOHCTPYKIIMK HA PYCCKUM SI3BIK, TIOUTH BCETa

HCIIOJIB3YCTCA IPUIATOYHOC IIPEAJIOKCHUC.

CJIYYAU YIIOTPEBJIEHUA KOHCTPYKIUU «CJIOKHOE

JOIOJIHEHHUE
Ne | CIYYAHM YOOTPEBJIEHUSA INPUMEP
/i
1. | ITocne r1arojioB YyBCTBEHHOTO | watched her approach.
BOCHIPUSTHS
to hear crviwwames, t0 see suoemo, A cmompen, kak ona
to watch nabriooams, cmompeme, npubdauscaemcs.
to feel uyscmesosame,
to observe nabrrwoamo,
to notice zameuams u 1p. B
AeCTBUTEIBbHOM 3aJjiore. [locie
ATUX [JarojoB UHOUHUTUB
ynotpeossiercs: 6e3 yacTuusl to
[Tocne rnarojoB 4YyBCTBEHHOTO | saw the fire slowly
BOCIIPHUSATHUSA UCIIOJIB3YETCS conquered.
tosbko Indefinite Infinitive Active. | X suden, kax noscap
UToObI BHIPA3UTh JCHCTBUE B HOCMENnEeHHO ROMYUUIU.
CTpagaTeIbHOM 3aJ10T€e, MOXHO
ucnoJib3oBath npuyacrue Il
2. | IMocnae rioaromos, He considers this question to

O603H3‘-IaIOH_II/IX YMCTBEHHYIO
JeATEJIbHOCTD.

be of great importance.
On cuumaem Imom
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to know suame, to think oymame,
to consider, to believe,

to suppose oymams, noracame,
to expect oorcuoame,

to imagine npeocmasnsme,

to find naxooumw, y3nasams,

to trust sepumpy,

to assume oonyckame,
npeonoaazams M Jp.

B IeMCTBUTEJILHOM 3aiore. [locine
JTHX IJIAT0JIOB B COCTABE
KOHCTPYKIIMH OY€Hb YacTo
UCIIOJIb3yeTcs Tiaro to be

60NPOC OYEHb BAINCHBIM (:
umo ymom eonpoc
Ae6JiAAemca O4erb G’LZDfCHblM).

ITocne raarojioB co
3HA4YCHHUEM 3asiBJICHUS.

to pronounce npousnocums,
2080pUMD,

to declare 3as61amo,

to report doxnaovisamo

He declared the conference to
be over.
On 06ws6uUlL,

umo KOoH@epenyus
3a6epuuIaCh.

ITocne riaronos, 0003HAYAIOIINUX
YyBCTBA U IMOLUM:

to like mpasumuwcs, to dislike ne
HPAsUMuvCs,

to love zro6ume, to hate, cannot
bear ne mouv mepnemo,
HeHasuoems U T. II.

| hate you to talk in this way.
A mepnems He moey,

Ko20a ébl max zoeopume (= bl
2080pume maxum oopazom,).

ITocne rnarosos,

0003HAYAIOMINX MPUKA3 WIN
pa3zpellieHne, IPUHYKIEHUE:

to order npuxaswieams, to allow,
to permit noszsoname,

to suffer neoxommno nozseonamo,
to have pacnopsicamobcs,

to make, to have, to get, to force,
to cause pacnopsoicamscs,
NPUKA3bIBAMb, 3ACMABISIMb U JIP.
B 1€MCTBUTEJIbLHOM 3aJI0T¢

She caused a message to be
sent him.

Omna pacnopsiounaces,
umooOvl emMy nocaaIU
cooouienue
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[Tocune raronos to let nozeoname,

to make,

to have pacnopsiocamocs,
npuxkasvleams,

3acmaesisams MHPUHUTUB APYTOTO
rjiarojia

Let me describe what
happened.

lloz6o1bme mue onucamo,
umo npousouLno.

Make them work harder.
3acmasbme ux

ynotpeobsiercst 0e3 yacTHIlb to. pabomams yceponee.
B ¢popme noBenuTenbHOTO Let him explain why he posted
HAKJIOHEHHS IJ1aro the picture.

to let B coueranuu ¢ 3-m JMIIOM
4acTO Ha PYCCKUM A3bIK
NEPEBOJIUTCS CIIOBOM "MIYCTh

Ilycmb on 00vACHUmM, 3auem
OH OnYOIUKOBAT DM
gdomoepadghuro.
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APP 12

KOHCTPYKIIUHA «CJIOKHOE NOAJEXKAIIEE»

MNOVIEZKAILIIEE CKA3YEMOE NMHOUHUTHUB

(cymecTBUTENbHOE B (0GBIYHO IJIaro

obmem B CTPAAATEJbHOM 3aJI0T¢)

WJIM MECTOMMEHHE B

HMEHHTEJIbHOM

najesxe)

He to go to work to

On, KaK u3zeecmno, Siberia.
noedem pabomams 8
Cubupvo.

Oco00EeHHOCTh 3TOM KOHCTPYKIMU B TOM, YTO OHA HE BBICTYIAET KAK

CHHHLIﬁ WICH IIPCAIOKCHUA: UMCHHAA 4aCTh KOHCTPYKIHUU ABJIACTCA B TO

K€ BpeMsl TTOISKAIIUM MPEJI0KEHUS, @ UHPUHUTHUB MPEICTABISET COOOM

YaCTb COCTABHOI'O I'JIaI'0JIbHOI'O CKa3ycMoIo.

CJIYYAH YIIOTPEBJIEHUA KOHCTPYKIIUHA «CJIOZKHOE

MOJUIEJKAIIEE»

Ne | CJIYUAU VIIOTPEBJIEHU ITPUMEP

1/

|

1. | C riarojgamMy 49yBCTBEHHOTO Bob was heard to
BOCHPHUSITHS laugh heartily.

to hear crviwames, t0 see suoemo,
to watch nabrooams, cmompeme,
to feel uyscmeosame,

to observe natawoame,

to notice zameuamov u 1p. B
cTpajgaTeJbHOM 3ajore. B nanHoi
KOHCTPYKIIUH, TTOCJIC

3THX LJIAr0J0B HH(UHUTUB
ynoTpeosieTcs: ¢ yacTuiei to

Bwvino civiuuno, kaxk boo
cmesnces om 6ce2o cepoya.
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C rnaromamy,

0003HAYAIOIIMMH YMCTBEHHYIO
NeATEeJHLHOCTD.

to know suame, to think oymame,
to consider, to believe,

to suppose oymams, nonacame,
to expect oorcuoame,

to imagine npeocmasasime,

to find naxooumy, y3nasams,

to trust sepumpy,

to assume donyckameo,
npeononazams M Jp.

B cTpaaareabHoM 3aiore. [locne
9THUX IJIaroJIOB B COCTaBE
KOHCTPYKIIMH YacTO UCIOJIb3YeTCs
riarou to be

Philip was known to be a
young man without money.
Snanu, umo Puaunn

0bL1 MONOOBIM Yell06eKOM Oe3
oenee.

C rnarosiom to make zacmasnsime
(B cTpagaTeJIbHOM 3aJI0Te).

Little Bob was made to put
on some warm clothes.
Manenvkoco bBoba 3acmasuiu
Haoemp Mmenyro 00exicoy.

C rnarosamu B

3HAYEHUU COOOIEHUS:

to say cosopumy,

to report cooowams,

to state ymeseporcoamo

B CTPaJaTeJIbHOM 3aJI0T¢.

He is said to have gone to
work

to Canada.

Losopsam, umo on

yexan pabomams 6 Kanaoy.

B nelicTBUTEBLHOM 3aJI0T€ C
rJ1aroJIaMu:

to seem kazamucs (no-sudumomy),
to happen caywamuvcs (cnyvaemcs,
CIY4anocy),

to

prove dokasvisams (okasvieaemcs,
oxazanoce), 10 be likely seposimmno,
to be unlikely eps0 2u, to be sure,
to be certain 6vims ysepennvim
(nasepusixa),

to turn

out oxasvieamuvcs (Okazanocy) U T. 1.

They are unlikely to come in
time.

Onu 6pso

JiU RPUOYM 808PEMAL.

The work proved to be useful.
Paboma oxazanace none3Hotu
(= Paboma, xax

0KA3a10Ch, 0blA NOJIE3HOLL).
They seemed to have
forgotten him.

Onu, Kxazaniocw, 3a06lau e2o.
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KOHCTPYKIMUSA "FOR-TO-INFINITIVE"

FOR

CYHIECTBUTEJBHOE
(B 00I1IEM MAJIEKE) UIIH
JIMYHOE
MECTOUMEHUE

(B 0OBEKTHOM MAaJIeXKe)

NHPUHUTUB

Here is the book

Bom knuea, KOMOopy1o 6am HA00 RPOYUMANb.
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APP 13

ACTIVE PASSIVE
INDEFINITE asking being asked
PERFECT having asked having been asked
No CXOJACTBOTEPYHIMS C CYHIECTBUTEJIbBHBIM
n/n
1. MoskeT IMETh OTIpe/iecHHE, | know of your reading.
BBIPAYKCHHOE MPUTSHKATEIBHBIM A 3uaro, umo vt MHO2O
MECTOMMEHHEM HJIH yumaeme.
CYILIECTBUTEIBHBIM B
NPUTSDKATEITHHOM WIIH 00IIEeM TajeKe
2. MoskeT coueTaThCsl C PEIOTOM | insist on your going
there now.
A nacmausaro na mom,
yumooOblL bl NOULTU MYOA
ceuuac.
3. B nipeioskeHUH BBITIOJIHSET TC JKe
byHKIMU
No CXOJACTBO I'EPYHAMS C ITJIIATOJIOM
n/n
1. Hmeet 3aj0r (1eiicTBUTEIbHBIN 1 | like letters.
cTpajgaTe/IbHbIN) A nobio nucame
nucbMa.
The baby likes
to.
Pebenox nobum, ko2oa c
HUM pa3208apusaiom.
2. Hmeer npocryio u neppextuyio | | know of his to

(popmbl.
[lepdexTHBIN TepyHINIA, TaK K€, KaK U
nepdEeKTHBI UHPUHUTHUB, BEIPAKAET
JNEUCTBUE, KOTOPOE MPOU3O0ILIO PaHEE
JIEUCTBUS, BBIPA)KEHHOT'O CKa3yEeMbIM

Moscow. A 3uaro, umo ou
npuesocaem 8 Mockey.
| know of his

to Moscow. A 3zuaro,
ymo OH npuexaﬂ 6M0€K6y.
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3. Mo:xeT umMeTh npsimoe gonoanenne | | like books.
A 106110 yvumamo KHu2U.

4, MoskeT onpeneasiTbest | like slowly.
00CTOSITEJILCTBOM, BbIPA’KEHHBIM A o610 x00ums
Hape4YneM MeOIeHHO.

B pycckom si3bike HET GopM, COOTBETCTBYIOMIUX (hOpMaM TepyHIus, BBUIY
YEero U30JIMPOBAHHO, BHE MPEJIJIOKEHUS, OHU HE MOTYT OBITh IIEPEBEICHBI
HA PYCCKUU SI3bIK.

Ne CJIYYAH [TPIMEP
/11 YIIOTPEBJIEHUSA
1. Korma nelictBue, KOTOpoe OH | am surprised
BBIPAXKACT, OTHOBPEMEHHO C at this.
I[CI)’ICTBPICM, BBIPAKCHHBIM I'J1aIOJIOM A ydueﬂeH casluiiams 5mo.
B JITYHOM (hopMme | was quite disappointed at
not him there.

A ovin ouenw
Pazouaposan, He 3acmas e2o

manm.
2. Korpa nerictBue, KOTOpoe OH We intend the
BBIPAXKAET, OTHOCUTCA K Oyaymiemy | goods in May.
BPEMCHHU Mol hamepenvl omepy3umo

moasapwl 6 mae.
We think of there in
the summer. Mot dymaem
noexams myod J1emom.

3. Korma aelictBue, KOTOpOe OH Is a good
BBIPAXKAET, 0€30THOCUTEIILHO KO exercise. Ilnasanue —
BPEMEHU €0 COBEPIICHUS xopouiee guzuueckoe

VApadicHeHue.

heavy weights
requires great skill. IToepyska
MsACENbIX 2PY308 Mpebyem
00bULI020 ucKkyccmeda.
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Ne CJIYUAH MMPUMEP
/i YINOTPEBJEHUSI
1. Korna netictBue, koTopoe oH BeIpakaeT, | I don’t remember
MPEAIECTBYET ICHCTBUIO, BEIPAXKEHHOMY
IJIarojoM B JUYHOM hopMme
S1 He moMHI0, BUIEH JIN
sl €70 PaHbIIIE.
NB! [Tocne mpenyoros ON the
(upon) u after oObryHO answer of the firm we
ynotpeonsercs Indefinite (Simple) handed all the
Gerund, xoTs B 3THX clydasix ICMCTBHE, | documents to our |ega|
BBIPAKEHHOE IePyHIIUEM, NIPEAIIECTBYET | gdviser.
ACUCTBHIO, BEIPAKCHHOMY I'JIal'0JIOM B [IoIVIMB OTBET
JMYHOU PopmMme. Y
(bupMBbI, MBI IEpEAAIN
BCE€ TOKYMEHTEI
HaIIeMy
FOPUCKOHCYJIBTY.
NB! | Indefinite Gerund, a ne Perfect Gerund, | I thank you for

yHOTPeOSETCS U B IPYTUX CIydasx,
KOIla HET HEOOXOIMMOCTH MOAYEPKHYTh,
YTO JIEMCTBUE, BBIPAJKEHHOE TEPYHINEM,
IIPEILIECTBOBAJIO IEHCTBUIO,
BBIPAKEHHOMY TJIarojoM B JUYHOUN

dhopme.

(a ne: for having come)

He apologized

the door
open.
(a ne: for having left)
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CIIUCOK OCHOBHBIX I'JIAT'OJIOB U I'JIAT' OJIBHBIX
COYETAHUM,
IMPUYACTHUIN U IPUJIATATEJIBHBIX, 3A KOTOPBIMHU

CJEAYET

to be disappointed at 6simes
pazouaposanHvim 6

to accuse of obsunsmes 6

to approve (disapprove)

of ooobpsime (ne 0006psimv) umo-i.
to think of oymams o

to prevent from npensmcmeosame,
Mewams (coeramov Ymo-i.)

to consist in zaxmouamocs 6

to be fond of 1o6ume umo-n.

to be proud of copoumscs uem-n.
to count on (upon) = to depend on
(upon) paccuumuoisamo na

to succeed in yoasamucs

to insist on (upon) racmausamo na
to be interested

IN unmepecosamucs uem-1.

to be tired of ycmasamo om uezo-n.
to get used to npusvikams x

to be used to npuswviknymo x

to go on npooonscams(cst)

to suggest npeonacameo

to be surprised at yousnsamscs
yemy-.

to suspect of nooospesams 6

to be responsible for 6uimob
OMBEMCmMEeHHbIM 3d

to hear of caviwamo o

to be afraid of 6osmwscs ueco-n.

to be capable (incapable) of 6sims
CNOCOOHBIM (HECNOCOOHBIM) HA

to persist in ynopro npooonscamo
Ymo-i.

to result in umems pezyromamom
YMo-., NPUBOOUMb K YeM)-Il.

to spend in mpamums (8pems) na
Ymo-i.

to be engaged in zanumamocs uem-
L.

to object to sospasrcams npomus
to thank for érazooapums 3a umo-
ub0

can’t help ne mouw ne

to mind sospaocams

to start nauuname

to want xomemo

to need nyorcoamvcs

to finish saxanuusamo
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IHPUMEPDI

| am fond of skating. A o060 kamamucs na konvkax.
Go on reading, please. IIpodonicaiime uumams, nosxcanyiicma.
Thank you for your coming here. brazooapio eéac 3a mo, umo évi npuuLiu
crooa.
Would you mind opening the window? Bei ne 6yoeme 6o3pasicams, eciu s
OMKPO10 OKHO?
He thought of going to the cinema. Or dyman o mom, umobwl noiimu Kuno.
I couldn’t help laughing. 5 ne moe ne zacmesmocs.

OCHOBHBIE T'VIAT'OJIBL, ITOCJIE KOTOPBIX MOI'YT
YIHOTPEBJATBHCSA KAK TAKH

to like npasumwcs, rro6ume
to continue npoodonscams
to prefer npeonouumamo
to begin nauuname

See more: http://study-english.info/
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APP 14

OOPMBI ITPUYACTUSA
3AJIOT PARTICIPLE | | PARTICIPLE I | PARTICIPLE
(VOICE PERFECT I
ACTIVE asking having asked
IIPaBUJIbHOI'O
TJiaroja
HCIIPABHUIIBHOT'O
TJiaroja
PASSIVE being asked having been
asked

Ipuuactue I oOpasyercs myrem npudasienus cyddukca -ing
work+ing - pa6oTarommii, padorast

K OCHOBE I'J1aroJia.

ITPUMEPLI

Look at the trees growing in our garden.

Ilocmompu Ha Oepeéwvsi, pacmywjue 6 Hauem caoy.

Reading an English book he wrote out many new words

They will be working at that time tomorrow

OITPEAEJIEHUE

OBCTOATEJIBCTBO
Humas anenuickyro KHU2y, OH 8bINUCAT MHO20 HOBbIX C108.

Onu 6y0ym pabomams 3a8mpa 6 5mo 8peMsl.

YACTb CKA3YEMOI'O
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®opma npuyactust Il (mpuyactus mpormeaniero BpeMeHn) CTaHAapPTHBIX
(MpaBWIBHBIX) TJIAr0JIOB COBMAMAaeT ¢ (QOpMON MPOIISANIEr0 BPEMEHU
npuOaBICHUEM K

9TUX [J1arojios, T.C. oOpa3zyercs

ocHoBe iarojia cyhdukca -€d ¢ coOoTBeTCTBYOIUMH OpdorpaduuecKuMu
U3MEHEHUAMH: to solve pewams - Solved pewwun - solved pewennwiii (-as, -
oe).

dopma (HEmpaBUJIbHBIX )

IJIaroJ0B 00pa3yercs pa3HbIMU CIOCOOAMHU M COOTBETCTBYET 3-il (opme

[IPpUYACTUA II HECTaHIapPTHBIX

3THX r1arosioB: to speak - spoke to make - made - , to go -
went -
OYHKIUSA TIPIMEP

Onpenesienue
B stoit pynkmum npudactue || the problem,
ynoTpeoJisiercs ambo nepen the problem peutennas
OIPEIEISIEMBIM CIIOBOM (CIIEBA OT 2adaua
HEro), MO0 nocne (cripasa). B the houses NOCMPOEHHbLE
HOCJIeIHEM CITydae, eCIH HeT
OTHOCSIINXCS K HEMY CIIOB, TIPH doma
HIEPEBOJIE IPUYACTHE TIEPEHOCHTCS the book omxpeimas kuuea
BieBo. Ha pycckuii the method UCNOTb3YeMblL
a3bIK nipruactre 11 00b14Ho memoo

MIEPEBOJIUTCS TPUYACTHEM
CTpaaaTeIbHOTO 3QJI0Ta HA -MbIH, -
U CS, -HHbIH, -ThIH, -BITHHCS

O0cTOATEILCTBO NPUYHHBI
COOTBETCTBYET B PYCCKOM SI3BIKE
MPUYACTUSIM HA -MbIH, -IIAKACS, -
HHBIH, -ThIl, -BINUUCA WU
MPUAATOYHBIM MPEIIOKEHUSIM
MIPUYHHBI

all over the world the
Russian book on electronics was
also translated into English.
Tak kax pycckasa KHu2a no
INIEKNIPOHUKE U3BECMHA 80 6CEM
Mupe, ona bOvlia nepesedeHa U Ha
AHSTTUNLCKU A3bIK.
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O0cTOATEILCTBO BPEMEHHU
COOTBETCTBYET B PYCCKOM SI3BIKE
MPUIATOYHBIM IPEAJIOKEHUSIM
BpemeHu. Takue
00CTOSITEILCTBEHHBIC TPUYACTHBIC
000pOTHI MOTYT UHOT'/1a BBOJUTHCS
coro3zamu When koeda, while ¢ mo
8pemsl Kax, 60 8pemsi

When the book read the
article about environment
protection. Kozoa eam oadym
KHUZ2y, npoumume cmamsio 006
oxXpaue oKpyicaroujeli cpeobi.

YacTb cka3zyemMoro

B sTom cinyuae npuuactue 11 BMmecte
¢ riarosiom to have siBisercs
CKa3yeMbIM MPEJJIOKEHUS B OJTHOM
u3 BpeMeH rpymsl Perfect

He had the text before |
came. Ou nepegen mekcm, npexicoe
yem s npuuier
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Oo0beKkTHAA
COYETAHHUE CYIIECTBUTEILHOTO B

APP 15

OBBEKTHASA ITPUYACTHAS KOHCTPYKIUA

NpuYacTHAS

KOHCTPYKIMS IIPSACTABIACT
0o0IllEM Tagexe

cooom
WU MECTOMMEHUS B

OOBEKTHOM Majaeke U TMpuyacTusi (B O3TOM KOHCTPYKUHH MOKET

UCIO0JIb30BaThCA Kak mpuuactue I, tTak u nmpudacrue ).

B npemnokeHMu 5Ta KOHCTPYKIMSA BBIMOJHSIET (YHKIUIO CIIOXKHOTO

JIOTIOJTHEHHS, B
JIOTIOJTHUTEIILHOC

PYCCKOM  s3BIKE €U

MPUIATOYHOE

0OBIYHO
peIOKEHHE,

COOTBETCTBYET
BBOJIMMOE

coro3oM Kak win uro: | see him losing his temper. 5 esuocy, umo on

8bIX00UmM U3 ceos.

CJYYAU YIIOTPEBJEHUSA OGLEKTHOW NPUYACTHOMN

KOHCTPYKIINU

Ne | CIYYAM YIIOTPEBJIEHUS [TIPVIMEP

1. | [Tocne ry1arojioB 4yBCTBEHHOTO She could feel her
BOCIIPUSITUS hands trembling. Ora

to hear crviwwames, t0 see suoemo,
to watch nabriooams, cmompeme,
to feel uyscmeosams, t0

observe nabawooames,

to notice zameuams u 1p.

Yygcmeosana, KaxK y
Hee OpodHcanu pyKu.

2. |Ilocne riarosos, | consider myself
0003HAYAOIINX YMCTBEHHYIO engaged to him. A4
AeATeTbHOCTh. cuumaro ceos
to know suame, to think oymame, NOMONBNICHHOU C HUM.
to consider, to believe, to suppose oymame,
nonazams, t0 exXpect oacuoamo,
to imagine npeocmasnsme, 10
find naxooumo, y3nasams, to trust sepums,
to assume donyckams, npednonazams U Jp.

3. | [Tocne rnarosios, obo3Havaronux kejaanue; | | want it done quick. A
B 9TOM CJIy4ae MUCIOJIb3yeTCs xXouy, umoowvl 3mo OvLIO
TOJbKO npuyactue Il coenauo bvicmpo.

4. |Ilocne raarosos to have u to get (B | had my guitar

3HAYCHUH PACHOPSIZKEHHsI); B 3TOM ClIydae
UCITIOJIB3YyeTCs ToJIbKO mpuuacrtue |l

tuned. Mnue
HACMPOUIU 2umapy.
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CYBBEKTHAA IHPUYACTHAA KOHCTPYKIIUA
IpencTaBiIsieT co00M CoYeTaHWE CYLIECTBUTEILHOIO B OOIIEM Majexke

HJIM MCCTOMMCHUSA B UMCHUTCIIBHOM IIAJACKC N IIPHYACTHUA (B OCHOBHOM

npuvactus I).
CymecTBuTenpbHOoe (MM MECTOMMEHME)  SIBJIIETCA  MOAJIEKAIUM

npeanioxeHusi. OcoOEHHOCTh 3TOM KOHCTPYKIIMM — B TOM, YTO OHa HE
BBICTYIA€T KAaK €JWHBIA YJICH MPEHJIOKEHUA: OJUH €€ KOMIIOHEHT -
ITOJIJIEXKAILIEE, IPYTOM - YaCTh COCTABHOIO IIarOJIbHOTO CKa3yeMOTo.

CJYYAU YIIOTPEBJEHUSA CYEBLEKTHOM MNPUYACTHOM

KOHCTPYKIINU
1. Tonbko The horse was seen going
IIOCJIC I'J1aroJioB 4YYyBCTBCHHOI'O down the hill. Buaeﬂu, KakK
BOCHPUSITHSI. N0WAdb CNYCKANACh 6HU3 1O
to hear caviuame, to
XOIMY.
See guoemv,

to watch nabrrwooame,
cmompems, t0 feel uyscmeosame,
to observe rabnrooame,

to notice zameuams u 1p.

See more: http://study-english.info/
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APP 16

CIIMCOK HEITPABHUJIBHBIX I'VIAT'OJIOB

HavanbHas IIpocroe IIpuyacrue IHepeBoa
dpopma npoueamniee npoueanero

(MupuHuTHB) BpeMs BpeMeHH

be was/were been OBITH, HAXOIUTHCS
become became become CTaHOBHTHCS
begin began begun HAYMHATH(Cs)
blow blew blown IyTh

break broke broken JoMarb
bring brought brought IPUHOCUTH
build built built CTPOUTH
burn burnt burnt rOpeTh, )KeUb
buy bought bought TIOKYTIaTh
catch caught caught JIOBHUTH
choose chose chosen BHIOWPATH
come came come IIPUXOJUTH
cost cost cost CTOUTH

cut cut cut pes3arb

do did done Jenarh

drink drank drunk UTh

eat ate gaten €CThb

fall fell fallen najaaTh

find found found HAXOIUTH
fly flew flown JeTaTh
forget forgot forgotten 3a0bIBaThH
freeze froze frozen 3aMep3aThb
get got got [10JIy4aTh
give gave given JaBaTh

go went gone UJITU, €XaTh
grow grew grown pacru,

have had had BBIPAIINBAThH
hear heard heard IMETh

hold held held CJIBIIIATH
keep kept kept JepIKaTh
know knew known XPaHUTh
leave left left 3HATh

let let let ITOKHIATh,
lie lay lain OCTaBJISITh
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lose
make
meet
pay
put
read
ride
run
say
see
sell
send
set
sing
sleep
speak
spend
stand
swim
take
tell
think
wear
wake
write

lost
made
met
paid
put
read
rod
ran
said
saw
sold
sent
set
sang
slept
spoke
spent
stood
swam
took
told
thought
wore
woke/waked
wrote

lost
made
met
paid
put
read
ridden
run
said
seen
sold
sent
set
sung
slept
spoken
spent
stood
swum
taken
told
thought
worn
woken/waked
written

MO3BOJISITh
JeXaTh

TEPSITh

JeNnaTh

BCTpEYATh
TUTATHUTh

KJIaCTh

YUTATh

KaTtaThCs (BEpXOM)
Oexatb

TOBOPUTH

BUJICTH

IPOJIaBaTh
MOCBLIATh
CTaBUTb,
MOMEIIATh

ETh

craTh

TOBOPHUTH
IIPOBOJIUTB,
TpaTUTh

CTOSITD,
BBIJICP)KHUBATh
TIaBaTh

Opatb

TOBOPUTH KOMY-TO
TyMaTh

HOCHTB

OyIuTh

ITUCaTh

See more and listen: https://www.native-english.ru/grammar/irreqular-

verbs
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Yuebnoe anexmponnoe uzoanue

KOJIECHUKOBA Jlapuca Uropesna

[HOAPOCTKHN N HOBAA PEAJIbHOCTbD
ADOLESCENTS AND NEW REALITY

Y4eOHO-IpaKTHIECKOE TT0OCOOHE 110 aHTJIMUCKOMY SI3BIKY
H3z0aemcs 6 asmopckoii pedakyuu

Cucmemnwte mpeoosanus: Intel ot 1,3 I'T; Windows XP/7/8/10;
Adobe Reader; quckosog CD-ROM.

Tupax 25 3k3.

Bragumupckuii rocy1apCTBEHHBIM YHUBEPCUTET

umenu Anekcanzpa I'puropseBuda u Hukonas I'puropseBuya CToneTOBBIX
N3n-Bo Bal'yY

rio.vigu@yandex.ru

Ilemarornyeckuii UHCTUTYT
laral961@inbox.ru
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