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I. Read the text and put in each gap one of the sentences A-F below to make a consistent and  logical text. One sentence does not fit. (5 points)


Researchers have identified personality traits in 10-year-olds that can determine

how successful they are likely to be as adults.


While the team from London University found that badly behaved children are more likely

to turn into dysfunctional adults, they also uncovered unexpected attributes that help predict

success. 1. _____ This ‘internalising behaviour’ as a child meant that, as an adult, a person

was less likely to smoke, turn to crime as a man or become a teenage mother as a woman. The

researchers said this could be because solitary children tend to make up their own minds rather

than submit to peer pressure.


2. _____ Although there have been similar studies before, none has looked so closely at

the social factors in youth that can predict success in later life.

The research found that children who fidgeted, destroyed their belongings, were disobedient

and bullied others – ‘externalising behaviour’ – were more likely than others to be dissatisfied

with their adult lives. Children who stole, got into fights and told lies were also more likely than

their less troublesome peers to be unhappy in later life. They had a greater chance of being out of

work, smoking and not voting in elections.


3. ______ In both sexes good relations with peers meant less chance of depression and

low income later in life. Good maths skills in girls and good reading skills in boys were linked to

greater happiness as grown-ups. Researchers found that the links between childhood difficulties

and adult behaviour held firm even when the social background of the children was taken into

account.


4. _____ Getting involved in art and music, and reading and writing for pleasure, were all

linked to raised earnings, an increased likelihood of going to university and a greater propensity

to take part in voluntary work. Going to the theatre regularly was also linked to increased earning

potential. 5. ________
A. Other research from the same database, called the 1970 British Cohort Study, showed

that the way teenagers spend their time can also affect their later lives, no matter what

the social class of their parents.
B. On the other hand, children who had plenty of self-esteem and had good friendships

with other children enjoyed better chances of success as adults.
C. While ‘bad’ traits in a child increase the likelihood of adult problems by only a few

percent, researchers said the effects of the link across a population would

be pronounced.
D. Contrary to the expectations of researchers, children who were often worried,

frequently played on their own, cried a lot and were fussy and fearful had a tendency

to develop into successful adults.
E. The findings are part of a research project tracking the lives over 30 years of 12,000

people born in 1970.
F. According to one theory, taking part in high-culture activities makes it easier

for teenagers to make friendships with powerful older people, which thus increases the chances

of their lives turning out well.

II. Read the text and decide if the sentences are true (T) or false (F) according to the text. (5 points)
Most people get upset if their computer crashes. They might shout or swear or even, if recent reports are true, smash the keyboard or punch the screen! The computer, of course, does not respond in any way to these outbursts of emotion. It just sits there impassively. But that could all change soon! Researchers are working on the computer of the future. It will recognize how the operator is feeling and react appropriately.
Computers already exist that can recognize your voice and respond to instructions you give it but researchers are now developing a computer that will also recognize your facial expressions, tone of voice and other physical signs of frustrations anger or happiness.
They will be able to develop a computer that will be able to react to the things that make you happy or angry and change what it does to make you happier. For example, if there is a particular feature that always appears on your screen and it irritates you, the computer will notice this and either offer to turn it off, or show you how to disable it. Unfortunately for the researchers it is still early days as it is very difficult to develop a machine that can read accurately the range of signals that communicate our moods. They can tell the difference between excited and calm quite well but they cannot distinguish between excited-happy and excited-angry. People shout and get agitated in a similar way for both emotions. The machine also finds it difficult to actually find a person's face and follow it around. It has a camera that is fixed to the computer and it isn't very fast at registering images. If you stay still and you don't change the lighting the computer can tell the difference between a smile and a frown but it might get confused if you scratch your nose, or touch your ear and make a strange facial expression. It will get even more confused if you eat your sandwich, or chat with a colleague as these facial movements mimic those of a frown or smile. Other researchers are looking at 'anger objects' -something like a mouse that the user could hit, or something that the user could throw at the screen to show annoyance. Software designers think this would be a good way of getting feedback on parts of their programs that have problems. It is also possible that computers could have sensors that would measure human muscle tension, temperature, etc. A large manufacturer is developing a mouse which can test skin conductivity which is a good indicator of agitation. The computer would then choose music to calm you down or, if it felt you were sleepy, would wake you up. It would act as an intelligent friend or co-worker and offer the equivalent of a sympathetic ear and a cup of tea!
example
People get angry if their computer crashes.      (t)   F
1
At the moment computers don't react
if we get angry.
T   F
2
Researchers are developing a computer
with facial expressions.
T   F
3
Researchers are trying to develop
a computer that will know if you are
angry or happy.
T   F
4
It is not hard to make a machine
that detects moods.
T   F
5 Computers can always tell the difference
between happy and angry expressions.






T    F

6 At the moment computers can recognize
frowns and smiles if you stay still.
T   F
7 It is easy to disorientate a

computer sensor.
T   F
8
Throwing your mouse at the screen
is being developed as a way to register
your annoyance.
T   F
9
The computer mouse could be used to
measure your mood.
T   F
10   The computer could suggest you have
a cup of tea and a chat.
T   F

III. Read the text and choose the right answer A, B, C or D. (5 points)


By far the most common snake in Britain is the adder. In Scotland, in fact, there are no other snakes at all. The adder is also the only British snake with a poisonous bite. It can be found almost anywhere, but prefers sunny hillsides and rough open country, including high ground. In Ireland there are no snakes at all.

Most people regard snake bites as a fatal misfortune, but not all bites are serious, and very few are fatal.. Sometimes attempts at emergency treatment turn out to be more dangerous than the bite itself, with amateurs heroically, but mistakenly, trying do-it-yourself surgery and other unnecessary measures.

All snakes have small teeth, so it follows that all snakes can bite, but only the bite of the adder presents any danger. British snakes are shy animals and are far more frightened of you that you could possibly be of them. The adder will attack only if it feels threatened, as can happen if you take it by surprise and step on it accidentally, or if you try to catch it or pick it up, which it dislikes intensely. If it hears you coming, it will normally get out of the way as quickly as it can, but adders cannot move very rapidly and may attack before moving if you are very close.

The effect of a bite varies considerably. It depends upon several things, one of which is the body-weight of the person bitten. The bigger the person, the less harmful the bite is likely to be, which is why children suffer far more seriously from snake bites than adults. A healthy person will have a better resistance against the poison.
Very few people actually die from snake bites in Britain, and though these bites can make some people very ill, there are probably just as many cases of bites having very little or no effect, as there are of serious illnesses.
1. Adders are most likely to be found

A. in wilder parts of Britain and Ireland.
B. in Scotland and nowhere else.
C. on uncultivated land throughout Britain.
D. in shady fields of England.
2. If you are with someone who is bitten by an adder you should

A. try to catch the adder.
B. make no attempt to treat the bite.

C. not worry about the victim.

D. operate as soon as possible

3. We are told that adders are

A. normally friendly towards people

B. unlikely to bite except in self-defence.

C. aggressive towards anyone in their territory.

D. not afraid of human beings

4. If an adder hears you approaching, it will usually

A. move out of your path.

B. take no notice of you at all.

C. disappear very quickly.

D. wait until you are close then attack.

5. We are told that in general British people think snakes are

A. not very common in Britain.

B. usually harmless.

C. more dangerous than they usually are.

D. unlikely to kill people by their bite.
