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Questions1to 2

1. Why did John Gordon move out of Abergeldie Castle?
A. It was dangerous to live in.

C. He could no longer pay the rent.

2. What happened in Scotland last Wednesday?

A. A strike. B. A storm.

yingyu8.cn
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C. Aforest fire.

645 642
yingyu8.cn/an/645642

B. It was going to be renovated.

D. He had sold it to the royal family.

D. A terrorist attack.

Flo/ 263
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Questions3to 4

3. What does the news report say about the salt miners?

A. They lost contact with the emergency
department.

C. They were injured by suddenly falling rocks.

4. What did the rescue team do?
A. They tried hard to repair the elevator.

C. They sent supplies to keep the miners warm.

B. They were trapped in an underground
elevator.

D. They sent calls for help via a portable radio.

B. They released the details of the accident.

D. They provided the miners with food and
water.

Questions5to 7

5. What is the U.S. Postal Service planning to do?

A. Raise postage rates.

C. Redesign delivery routes.

6. What measure has been planned to save costs?

A. Shortening business hours.

C. Stopping mail delivery on Saturdays.

B. Improve its services.

D. Close some of its post offices.

B. Closing offices on holidays.

D. Computerizing mall sorting processes.

7. What will happen when the proposed measure comes into effect?

A. Many post office staff will lose their jobs.

C. Taxpayers will be very pleased.

B. Many people will begin to complain.

D. A lot of controversy will arise. four
guestions. Both the conversation and the
questions will be spoken only once. After you
hear a question, you must choose the best
answer from the four choices marked A), B), C)
and D). Then mark the corresponding letter on
Answer Sheet 1 with a single line through the
centre.

Questions8to 11

8. What will happen to the press operator who was late for work according to the woman?

A. He will be kept from promotion.

C. He will be given a warning.

B. He will go through retraining.
D. He will lose part of his pay.

9. What does the man say about John who stands by the time clock?

A. He is always on time.

C. Heis an experienced press operator.

B. He is a trustworthy guy.

D. He is on good terms with his workmates.

10. Why does the man suggest the woman see the worker who was late?

A. Sheis a trade union representative.

C. Sheis a senior manager of the shop.

B. Sheisin charge of public relations.

D. She is better at handling such matters.
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11. What does the woman say about Jack Green?
A. Heis skilled and experienced. B. He is very close to the manager.

C. Heis always trying to stir up trouble. D. He is always complaining about low wages.

Questions 12 to 15

12. What do foreigners generally think of British people according to the woman?

A. Open. B. Friendly. C. Selfish. D. Reserved.
13. What may British people typically do on a train according to the man?

A. They stay quiet. B. They read a book.

C. They talk about the weather. D. They chat with fellow passengers.

14. What does the man say about the Italian woman working in Manchester?
A. She was always treated as a foreigner. B. She was eager to visit an English castle.

C. She was never invited to a colleague's home. D. She was unwilling to make friends with

workmates.
15. Why do British people prefer houses to flats?
A. Houses are much more quiet. B. Houses provide more privacy.
C. They want to have more space. D. They want a garden of their own. questions.

Both the passage and the questions will be
spoken only once. After you hear a question,
you must choose the best answer from the
four choices marked A), B), C) and D). Then
mark the corresponding letter on Answer
Sheet 1 with a single line through the centre.

Questions 16 to 18

16. What does the speaker say about college students applying for on-campus jobs?

A. They don't have much choice of jobs. B. They are likely to get much higher pay.
C. They don't have to go through job D. They will automatically be given hiring
interviews. priority.

17. What can students do to find a campus job according to the speaker?
A. Ask their professors for help. B. Look at school bulletin boards.

C. Visit the school careers service. D. Go through campus newspapers.

18. What does the speaker say is a library monitor's responsibility?

A. Helping students find the books and B. Supervising study spaces to ensure a quiet
journals they need. atmosphere.
C. Helping students arrange appointments D. Providing students with information about

with librarians. the library.
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Questions 19to 21

19. Why have tea farmers in Kenya decided to grow purple tea?
A. It tastes better. B. Itis easier to grow.

C. It may be sold at a higher price. D. It can better survive extreme weathers.

20. What do researchers say about purple tea?
A. Itis healthier than green tea. B. It can grow in drier soil.

C. It will replace green tea one day. D. It isimmune to various diseases.

21. What has Mr. Kibara found about purple tea?

A. 1t has been well received by many tea B. It does not bring the promised health
drinkers. benefits.
C. It has made tea farmers' life easier. D. It does not have a stable market.

Questions 22 to 25

22. What does the speaker say about today's consumers?
A. They need decorations to show their status.  B. They prefer unique objects of high quality.

C. They decorate their homes themselves. D. They care more about environment.

23. What does the speaker say about good craftsmen in the past?
A. They were proud of their creations. B. They could only try to create at night.

C. They made great contributions to society. D. They focused on the quality of their

products.
24. What do craftsmen help consumers do?
A. Make wise choices. B. Identify fake crafts.
C. Design handicrafts themselves. D. Learn the importance of creation.

25. Why do state art councils help sponsor local arts and crafts festivals?
A. To boost the local economy. B. To attract foreign investments.

C. To arouse public interest in crafts. D. To preserve the traditional culture.

| =, %iES (10088, &/)\#3.55%, H35.5%)

A. convenient B. creates C. critically
D. determine E. direction F. hesitate
G. inadequate H. inspired [. method
J. minimal K. rarely L. shelters

M. strengthen N. sufferings 0. tortured
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Questions 26 to 35 are based on the following passage. When someone commits

a criminal act, we always hope the punishment will match the offense. But when it comes to one
of the cruelest crimes, animal fighting, things 26 work out that way. Dog-fighting victims
are 27 and killed for profit and "sport," yet their criminal abusers often receivea ____
28  sentence for causing a lifetime of pain. Roughly half of all federally-convicted animal
fighters only get probation . Some progress has been made in the prosecution of animal fighters.
But federal judges often rely heavily on the U.S. Sentencing Guidelines when they 29
penalties, and in the case of animal fighting, those guidelines are outdated and extremely
30 .TheU.S. Sentencing Commission, which 31 these sentencing guidelines, is
revisiting them, proposing to raise the minimum sentence from 6-12 to 21-27 months. Thisis a
step in the right 32 but we'd like to see the U.S. Sentencing Commission make further
changes to the guidelines. Along with this effort, we're working with animal advocates and state
and federal lawmakers to 33 anti-cruelty laws across the country, as well as supporting
laws and policies that assist overburdened animal 34 that care for animal fighting
victims. This help is 35 important because the high cost of caring for animal victims is a

major factor that prevents people from getting involved in cruelty cases in the first place.

26. 27. 28. 29. 30.
31 32. 33. 34. 35.

| M. K@i (100, §/0ET.15, £7149)

36. Some famous companies are already using gamification and more are trying to do the same.

37. Gamification is not a miracle cure for all workplaces as it may have negative results.

38. To enhance morale, one company asks its employees to identify their fellow workers when starting
their computers.

39. The idea of gamification was practiced by some businesses more than a century ago.

40. There is reason to believe that gamification will be here to stay.

41.Video games contributed in some ways to the wide application of gamification.

42. When turning work into a game, it is necessary to understand what makes games interesting.

43. Gamification in employee training does not always need technology.

44. The most successful gamification platforms transform daily work assignments into fun
experiences.

45. It is necessary to use terms other than "gamification" for some profession.
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57. EHEIXH, BH B —MREEZNHE, AN EAFRENRIEE N EHE(feudal)taH, ERIES
ABRINAINNE. B EEEETNEFEANAE, 2REREMEINEE, EVNEEHEN,MEEERH
RREIZFEHEBKRERN, THEEEHIRVIRNKRIE. MREFEAN BEFEE-—HEE, AMEXESXILK
TEUL

| /<. RC1 (/N 142 %)

Recently | attended several meetings where we talked about ways to retain students and keep
younger faculty members from going elsewhere. It seems higher education has become an
industry of meeting-holders whose task it is to "solve" problems— real or imagined. And in my
position as a professor at three different colleges, the actual problems in educating our young
people and older students have deepened, while the number of people hired—not to teach but
to hold meetings—has increased significantly. Every new problem creates a new job for an
administrative fixer. Take our Center for Teaching Excellence. Contrary to its title, the centeris a
clearing house( ) for using technology in classrooms and in online courses. It's an administrative
sham of the kind that has multiplied over the last 30 years. | offer a simple proposition in
response: Many of our problems—class attendance, educational success, student happiness and
well-being—might be improved by cutting down the bureaucratic() mechanisms and meetings
and instead hiring an army of good teachers. If we replaced half of our administrative staff with
classroom teachers, we might actually get a majority of our classes back to 20 or fewer students
per teacher. This would be an environment in which teachers and students actually knew each
other. The teachers must be free to teach in their own way—the curriculum should be flexible
enough so that they can use their individual talents to achieve the goals of the course.
Additionally, they should be allowed to teach, and be rewarded for doing it well. Teachers are not
people who are great at and consumed by research and happen to appear in a classroom. Good
teaching and research are not exclusive, but they are also not automatic companions. Teaching is
an art and a craft, talent and practice; it is not something that just anyone can be good at. It is
utterly confusing to me that people do not recognize this, despite the fact that pretty much

anyone who has been a student can tell the difference between their best and worst teachers.
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46. What does the author say about present-day universities?
A. They are effectively tackling real or B. They often fail to combine teaching with
imagined problems. research.

C. They are over-burdened with administrative  D. They lack talent to fix their deepening
staff. problems.

47. According to the author, what kind of people do universities lack most?
A. Good classroom teachers. B. Efficient administrators.

C. Talented researchers. D. Motivated students.

48. What does the author imply about the classes at present?
A. They facilitate students' independent B. They help students form closer
learning. relationships.

C. They have more older students than before.  D. They are much bigger than is desirable.

49. What does the author think of teaching ability?

A. It requires talent and practice. B. Itis closely related to research.
C. Itis a chief factor affecting students' D. It can be acquired through persistent
learning. practice.

50. What is the author's suggestion for improving university teaching?

A. Creating an environment for teachers to B. Hiring more classroom teachers and
share their teaching experiences. allowing them to teach in their own way.
C. Using high technology in classrooms and D. Cutting down meetings and encouraging

promoting exchange of information. administrative staff to go to classrooms.



‘/ﬁ\\ == N Ly S .
@’ FuEE, AERmE https://yingyu8.cn

| £. RC2 (/142 %)

The secret to eating less and being happy about it may have been cracked years ago—by
McDonald's. According to a new study from Cornell University's Food and Brand Lab, small non-
food rewards—like the toys in McDonald's Happy Meals—stimulate the same reward centers in
the brain as food does. The researchers, led by Martin Reimann, carried out a series of
experiments to see if people would choose a smaller meal if it was paired with a non-food item.
They found that the majority of both kids and adults opted for a half-sized portion when
combined with a prize. Both options were priced the same. Even more interesting is that the
promise of a future reward was enough to make adults choose the smaller portion. One of the
prizes used was a lottery ticket , with a $10, $50 or $100 payout, and this was as effective as a
tangible gift in persuading people to eat less. "The fact that participants were willing to
substitute part of a food item for the mere prospect of a relatively small monetary award is
interesting," says Reimann. He theorizes that it is the emotional component of these intangible
prizes that makes them effective. In fact, vaguely-stated possibilities of winning a prize were
more effective than options with hard odds included. "One explanation for this finding is that
possible awards may be more emotionally provoking than certainty awards," says Reimann. "The
uncertainty of winning provides added attraction and desirability through emotional 'thrills.' The
possibility of receiving an award also produces a state of hope—a state that is in itself
psychologically rewarding." In other words, there's a reason why people like to gamble. How
might this knowledge be used to help people eat more healthily? One possibility is a healthy
option that offers the chance to win a spa weekend. Or maybe the reward of a half-sized portion
could be a half-sized dessert to be claimed only on a future date. That would get you back in the

restaurant—and make you eat a little less.

51. What do we learn about McDonald's inclusion of toys in its Happy Meals?
A. 1t may shed light on people's desire to crack  B. It has proved to be key to McDonald's
a secret. business success.
C. It appeals to kid's curiosity to find out what  D. It may be a pleasant way for kids to reduce
is hidden inside. their food intake.

52. What is the finding of the researchers led by Martin Reimann?
A. Reducing food intake is not that difficult if B. Most kids and adults don't actually feel
people go to McDonald's more. hungry when they eat half of their meal.
C. Eating a smaller portion of food does good D. Most kids and adults would choose a
to the health of kids and adults alike. smaller meal that came with a non-food item.
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53. What is most interesting in Martin Reimann's finding?
A. Kids preferred an award in the form of B. Adults chose the smaller portion on the
money to one in the form of a toy. mere promise of a future award.
C. Both kids and adults felt satisfied with only ~ D. Neither children nor adults could resist the
half of their meal portions. temptation of a free toy.

54. How does Martin Reimann interpret his finding?
A. The emotional component of the prizesisat B. People now care more about quality than
work. quantity.
C. People prefer certainty awards to possible D. The desire for a future reward is
awards. overwhelming.

55. What can we infer from Martin Reimann's finding?
A. People should eat much less if they wishto ~ B. More fast food restaurants are likely to
stay healthy and happy. follow McDonald's example.
C. We can lead people to eat less while helping D. More studies are needed to find out the
the restaurant business. impact of emotion on behavior.
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51.D 52.D 53.B 54. A 55.C

56. When faced with the choice between a state-owned business and a joint venture upon graduation,
 would

firmly choose the latter. For me, a joint venture is where my abilities can be truly tested and

rewarded.

The first reason lies in career development. Unlike a state-owned business, where promotion often
depends on

seniority, a joint venture usually rewards employees on the basis of performance, which means a hard-
working

newcomer like me can rise quickly. Besides, working with foreign partners exposes me to advanced
management skills and a global vision, both of which are invaluable to a fresh graduate. What matters
most to

me, moreover, is the dynamic culture: instead of a fixed routine, a joint venture encourages initiative
and

innovation, allowing me to realize my personal value.

Admittedly, a state-owned business offers greater stability, yet stability is not what | pursue at this
stage.

Therefore, | am convinced that a joint venture is the wiser choice for my future.

57.In Chinese culture, yellow is an important color because it has unique symbolic meanings. In
feudal

society, it symbolized the power and authority of the rulers. At that time, yellow was the color that
was

used exclusively by the emperor; the royal palaces were all painted yellow, and the imperial robe
was

always yellow, while ordinary people were forbidden to wear yellow clothes. In China, yellow is also
a

symbol of harvest. When the crops ripen in autumn, the fields turn golden. People celebrate the
harvest

with great joy.
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1. [&=] A
E(UREASR — iRBIERLEH (after/because) — EXE# (dangerously close to the river <> dangerous to live
in) —BHER

Zm. RREEIRG RXER

2. [&=] B
EUBYEIRIE (last Wednesday) — ##EEHR18 (Storm Frank) — RIXE# (storm) — FHESR
To HATEM RXEIR

3. [&=] B
M TREHARE — IRBIE N (stuck in an elevator below ground <> trapped in an underground
elevator) — BHER

R ATEML RXE#R

4. [&=E] C
EIRTEIE — IR EEKENE (provide heat packs and blankets) — BEIXEi# (supplies to keep warm) —
BHESE
Eor WAHEM FXER

5 [&E=] D
ENZOITEIA (considering closing about 3,700 post offices) — X & (close some of its post offices)
- BHER

R ATEML RXE#R

6. [BFX] C
E LB X7 'save costs' — IFE]'stop mail delivery on Saturdays'5'save $3 billion annually' B3N — #EF
C
Zm WTEM FXER

7. [B=] A
E BT X8 proposed measure' (18ENEMERH) — IfE'about 3,000 postmasters... could lose their
jobs' — EFFA
T HAUEM RXE#R

8. [E=]D
E AL X527 ate for work' — I EI 213 He will simply lose part of his pay' — i%&#ED
E ATEM BXER

9. [Ex] B
EMLFAF X537 John' — IFEZZ108]'ls John reliable?', B+%'Yes, heis' — 3%&#%B
Fo ANEMN RXEBR

yingyu8.cn F1101/#260
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10. [&Z=X] D
EALAT X H2i7'see the worker' — IR EIE L3t 'because you are so much better at handling things like this' —
WD
ZR ATEM RS

11. [E=] C
EfIZE3FJack GreenB9iEM — JR%I ‘stirring thingsup’” 5 ‘make trouble’ HIENX & — BHER
FR ATEM RAXER

12. [BZ=] D
EMULZEMINEAEENIR — iR ‘reserve’ 5 ‘reserved’ RURIMEHEESENXEiR — BHEE
EZo ATEM AMERE BRI

13. [&Z=E] A
EMBEETXTFREATEAZELITHNEAR - 3% ‘seldom speak’ 5 ‘stay quiet’ HIENX & — BHER
Eo ATEM RXER

14. [&=] C
EMBEEHRBEAFLZEERF — 2% ‘no one...had ever invited her to theirhome’ 5 ‘never invited’ HI[E
XE#]R - BHER
T HAUEM RXE#R

15. [&E=] B
EUZTXTEERIFIERE -85 ‘It saboutbeing private’ 5 ‘provide more privacy’ BIRIX ik — 18
HEE

TR ATNEM BEXEHR RREE

16. [&=X] D
TEAIX$217 'hiring priority' — IFZ] 'you'll automatically be given hiring priority' — B {ZITEAC LD
TR HAmEl RAXEiR

17. [B=F] C
TENIX 217 'find a campus job' = IfE| 'Check with your school's careers service' — [B] X & A% C
T ATEM RXER

18. [&=] B
ENIX #2317 'library monitor' — IFE 'supervising study spaces to ensure that a quiet atmosphere is
maintained' — EiZITETIEINB
Eo HATEM RXER

19. [E=FR] C
ENIXHE1F 'purple tea' — IfE] 'could be sold for a price that is three to four times higher' — [7] X it J35£51C
Tm AnEM RXER

20. [E=E] A
TENIX 217 'researchers' — BT E| 'They say it is healthier than green tea' — EIZILETIEIA
TR AmEM RAXER

yingyu8.cn F1201/#260
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21. [BF] D
EMFIRBREXTFHIARRAER — 32X ‘marketis unstable’ 5 ‘not enough buyers’ — RN &R
79 ‘does not have a stable market’

22. [£=%] B
EMFIREEERXTHEERIFNIER — 2B ‘prefer something unique and they demand quality’ — EIX¥
#59 ‘prefer unique objects of high quality’

23. [&=] B
EMEIRFTE_EXTFIETENAR — X ‘No longer does a good craftsman have to work in a job he
dislikes all day, and then try to create at night’ — HIBH T EMI]REE7EME 2K 0I7E

24. [B=] A
EMFREE=_ERXTLEEBEEENER — 128 ‘Craftsmen have helped educate consumers to make
wise choices’ — EIEI[/ LA

25. [B=] A
ERIRERBXTMNERZRSBBT ARYER — 2B This boosts the local economy considerably’ — [A]
XE# ‘To boost the local economy’

26. [&=] K
26 = RIBEIMEIRBUt SR hopeMIFTLL — HMTILAERX ‘BIEHIEMLEAE — EERTEERNEEdo
27 = EMSHEAER > IMHINENSIER (SkilledH5, ERZEEER) — &ES ‘killed MWEHHIER
& RAFEM SEnr mi.. 1BE8IEhAE
28 T EMUTHFAES —» DT aWiBiE (FEiridyet) S5iBXXIEE (cruel crimesvs. sentence) — iEFERR “I%
(G S AS
29 = EUSHEAEM > 2aFEE BFHEE) 5FE (E5N) MNEEXR - RIEEEERE CEE
E B BN &S o NERFRRERTSERSEENEIE
30 = EMUEMEEIETE 'things' 5/EX 'work out' — &&%4TIA 'But' 51818 (GRESICFESESIALE) — HEHIE
ART "BEAR WEIE - EED G (often) RYIEX SHEED
31 = EfTMEEIEIE 'The U.S. Sentencing Commission' 5/ 'these sentencing guidelines' — A& EEMN A
'which ... these sentencing guidelines' — #MIFIENRT "HIE/ &' BITHIE — [LACED B (issues) HiEX 545
fic
32 T EUSHEAIEEEE 'in the right ... = 4581518 'a step in the right ... — #EEEART 'AHE' WEHE - T
i E (direction) B9E X 5EIE D
33 &= EIZA] 'working with ... to ..! 5E3 'anti-cruelty laws' — £5&1E1% 'across the country' — HEFTFEN
R 'HIE /@ ARMENIE — TEGEIR M (pass) B X SHEE
34 = EAITHEH 'overburdened animal ... 5/GX 'that care for animal fighting victims' — Z&5&181%
'supporting laws and policies that assist' = #RTFIENRT "WEFT/HA' #9718 — [LAGED L (shelters) BIEX
5
35 % EUEHEAER > 2MARNEEXR (AR) SHBE - ®2ERT EXEE W&
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27. [B=] O
26 = RIBEIMEIRBUt S I hopeBIRTLL — HMTILAA R REX ‘BIEHIEMLER — EERFEEMNEEdo
27 = EIEEFATER — AMHFIEHSIBER (SkilledH7, #BRAZEEER) —EES ‘killed MEHTIBER
A ‘AREWM SEnh M. BRENE
28 =T EAITHAEA — 2aREE (Bifidyet) 5BXIILE (cruel crimes vs. sentence) — E#ERR “B
W B AE
29 = EIZEMAER — SEFEIE EBFEE) 5RE (B WEEXAR > RFEEEER CEE F
E B Ef &S - NEBHIRERSIEIR SERNEIE
30 = EfIZEMEEIEIE 'things' 5/EX 'work out' > &% 4TiE 'But' 51818 (RESICTESESIALE) — #HEHE
ART BEAR BB — [LACIED G (often) BB X SHBED
31 F EfITMEEIEIE 'The U.S. Sentencing Commission' 553 'these sentencing guidelines' — A& EEMN A
'which ... these sentencing guidelines' — ¥RTFIENKRT "FIE/ &' B9hIE — [LEGED B (issues) BB N 518
§
32 = EAISHEAIEERE 'in the right ... = 551818 'a step in theright ... = #EMFIEANRTR 'AH' E1E — T
F2i%EI E (direction) B9IE X 5 EIE T
33 & EIEMEE] 'working with ... to ... 55X 'anti-cruelty laws' — £5&1B1R% 'across the country' — #EBFERIEN
R 'HIE MBI ARMENIE — [TEGED M (pass) BB X SEEE
34 = FEUZEHE] 'overburdened animal ..' 5/ 'that care for animal fighting victims' — £5&1818
'supporting laws and policies that assist' — #¥TFRIENRT "WEFR/HA' B& 18 — [TASED L (shelters) BB X
5
35 % BEIEMAER — SMEOREEXR (AR) S5HEE - &EFERT EXEE HEHF

=

28. [&=] J
26 = RIBEIMEIRBUt ST hopeMIxTLL — HMTILAREREX ‘BIEHIEMMLEAR — EERTEEMNEEdo
27 = BAITSEAES - DHHIIEMS5IER (SkilledH5, HASEEER) —E&EFES ‘killed MWRHTIER
& RREM SEnh .. BIRAIENE
28 T EUTHFAES —» D aWIBIE (FEiriayet) 5i8XXIEE (cruel crimes vs. sentence) — iEFERR “BB
W BREIE
29 F BTG - 2faFEE (BFHEE) 5RIE (&) fEEXAR - RFIENaEic CEE Hl
E B BN &S o NEmARRERTSER S BN
30 = E(UTMAEIETE 'things' 5/EX 'work out' = ZRHHTIE 'But' 5518 (GRESICFESESIALE) — HETFRIE
ART BEAR WEIE — LAEN G (often) FIEX SHBED
31 = EfITHEAIEIE 'The U.S. Sentencing Commission' 55X 'these sentencing guidelines' = &&EENA
'which ... these sentencing guidelines' — #MFTIENRT "HIE/ &' BI5HIA — [LESED B (issues) BIIEX 51
fic
32 & EASHRAIEEEE 'in the right ... — 551818 'a step in theright ... = HBFEANRR A WZE - T
ACIEIR E (direction) BB X 5 EEEHD
33 & EIZHEH 'working with ... to ... 55X 'anti-cruelty laws' — £5&3&15 'across the country' — #ERFFEIEN
R 'HIE /BT ARMENIE — TEGED M (pass) BB X SEEE
34 = BT 'overburdened animal ...' 553 'that care for animal fighting victims' — £ &1518
'supporting laws and policies that assist' = #TFIENRT "WAFT/VIAE' B8R 18 — [LEGEI L (shelters) BIEX
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SEE
35 F EMUTHAES - 2TEOREEXR (AR) SHE - EFRT EXEE HEHE

29. [BX] D
26 = RIBEIMERBUt ST hopeMIxftt — #HMTILAFERIX ‘BEHIENLLE — EZERTEENEAdo
27 = BAITEAIES - DHHIIEMS5IER (SkilledH5, WASEEER) —EEFES ‘killed MWRHTIER
& AREM SEmh .. BIRAIENE
28 = EAITAAER — DaREiE (Fimidyet) S5BXIILE (cruel crimes vs. sentence) — EEFERR ‘B
W AR
29 = FUSHAER > aaFEE BFEE) 5RE (&) MNEEXAR - RIEEEE CEE
E B OER E) o MEDHIEERTSIEIR SEERRNE
30 F EfIT=MAEIEIE 'things' 5/EX 'work out' — &% 4#iA 'But' 51818 (REICESETIALE) — #iFEER
ART BEAR BENE — EHED G (often) BB X SHEED
31 F EfIT=MAEIEIE 'The U.S. Sentencing Commission' 5/FX 'these sentencing guidelines' = & &EEMN A
'which ... these sentencing guidelines' — #MIFIENRT "HIE/ &' BITHIE — [LACED B (issues) HiEX 515
fic
32 = EUTHEAIEEEE 'in the right ... = £5&8181% 'a step in theright ... = #MFEBEART 'HHE' WEHE - T
O3RN E (direction) B9 X SEEEE
33 & EIZHEH 'working with ... to ... 55X 'anti-cruelty laws' — £5&3&15 'across the country' — #ERTFEIEN
T BRI JEEHEhIE — EBED M (pass) VB X SHEED
34 == EUTHMEH 'overburdened animal ... 55X 'that care for animal fighting victims' = £&&1&1%
'supporting laws and policies that assist' = #TFIENRT "WAFT/VIAE' 89818 — [LEGE L (shelters) BIE X
5
35 F BAITHAESG - 2aREEXR (AR) 58k - &2BRr EXEE W&

30. [BF] G
26 = RIBEIMEIRBUt SR hopeMIFTLL — HMTILATERIX ‘BIEHIEMLEAE — EERTEEEFEdo
27 = EAIEEAAER — MHFIEHSIBIR (SkilledH5, #MRAZERER) —%ES5 ‘killed #HWAHTIER
a ‘AREM SEnh .. BREhE
28 = IR — SaREE (FiTiEyet) 5IEXIIEE (cruel crimesvs. sentence) — EFERR 4B
W BREIE
29 = BEIZ=MAER — SMaFEE BKFEE) 5RE (&) WEEXR - RFEEEE CEE F
E B BN ES) o NERFRRERTSERSEENEIE
30 = EfIE=MEAIEIE 'things' 5/EX 'work out' — Z&HHTiE 'But' 51818 (RESICTESESI L) — HEHEIE
ART BEAR WEIE - LEE G (often) RYIBX SHEEC
31 % E(UTMEFIEIE 'The U.S. Sentencing Commission' 5/GX 'these sentencing guidelines' — & EiEM A
'which ... these sentencing guidelines' — #BIEIENTRT "HIE /&' BIohIE — ILADED B (issues) BB X 5%
fic
32 T EUSHEAIEEEE 'in the right ... = 4581518 'a step in the right ... = #EEIEART 'HHE' WEH - T
B3I E (direction) B9IE X 5 & EHEED
33 &= EIZHEA] 'working with ... to .. 5E3 'anti-cruelty laws' — £5&1E1E 'across the country' — HEFTFIEN
TN HIE @I EERBIENE — [TEZEI M (pass) BB X SEED
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34 = EAIZHEH] 'overburdened animal ... 5[5 'that care for animal fighting victims' — £ &181%
'supporting laws and policies that assist' — #MIFRIENRT "WEFT/HE' 89518 — TAZIED L (shelters) BYEX
5

35 = EUSTHEAEM > 2MARBEXR (AR) S5EE - ®2ERT EXEE W&

31. [&Z%] B
26 = RIFFEIMEIDBUt SR hopeMIATLL — HERTILAAREREX ‘FBEHIFMLEAE — EFERFEEREFdo
27 = EMUSEAER > HIERSIBER (SkilledH5, ERZTEEER) —EES ‘killed MWEHFIER
& AFEM SEnr mi.. 1BR8EhA
28 = BTG - DramiEiE (Eiriayet) S5EXILE (cruel crimesvs. sentence) — E&HERT ‘B
W BREIE
29 = EUSTHAEM - faFEE BFHEE) 5FE (&) NEEXAR - RIEEER CEE
E & BER &S - NEmRRERTSERESBENEIE
30 = E(UEMAIETE 'things' 5/EX 'work out' = ZERHHTIA 'But' 51518 (RESICFESESIALE) — HETFRIE
ART BER BB — TAEI G (often) BB X SHEED
31 = EfITHEHIEIE 'The U.S. Sentencing Commission' 5/GX 'these sentencing guidelines' — &&EEM
'which ... these sentencing guidelines' — #MFTIENRT '"HIE/ &' BI5HIE — [LACED B (issues) IEX 5
i
32 = EAISHEAIEERE 'in the right ... > 551815 'a step in theright ... = EMFIEANRTR 'FH' E1E — T
BCIEIN E (direction) B9IB X SEIEEAD
33 & EAIZHEH 'working with ... to ... 55X 'anti-cruelty laws' — £5&1&15 'across the country' — #ERFFEIEN
R 'HIE MBI ARMENIE — TEGED M (pass) BB X SEEE
34 = FEUEEHE] 'overburdened animal .. 5/ 'that care for animal fighting victims' — £5&1E818
'supporting laws and policies that assist' — HEMTFRIEANRT "WAFT/HE' 898718 — [TEZED L (shelters) BYEX
588
35 % EUTHAEM > HMAREBEXR (AR) 58K - ®2FERT EXEE H&EHE

™ o

32. [BZF]E
26 = WRIBFHITERBUt 5 AT hopeMIRtLt — BT AR FRE BBEHIEMLRR — EFERTSERNEIEDdo
27 = EMUSEAER > DHIERSIER (SkilledH5, ERAZTEEER) —EEFES ‘killed MWEHHIER
a AFEM 9En m.. EREE
28 T EMUTHFAES —» DI aWBIE (Firiayet) 5i8XXIEE (cruel crimes vs. sentence) — iEFEFRR “B&
M B AE
29 = EUSKEAEM » aFEIE BFHEE) 5EE (&) NZEXAR - RFEEER CEE
B B} B &S - NEDHRERSERSERNRIE
30 = E(UTMAIETE 'things' 5/EX 'work out' = ZE8HHTIA 'But' 5518 (GRESICTESESIALE) — HETFRIE
ART BEAR WEE — LEEN G (often) RIIEX SHBED
31 F EfIT=MEEIEIE 'The U.S. Sentencing Commission' 5/ 'these sentencing guidelines' — & &E BN A
'which ... these sentencing guidelines' — #BFRIENRT 'HIE/ &' BIEHIA — LACED B (issues) BIEX 58
fic
32 F EITHAEIEFERLE 'in theright ... = 2587515 'a step in theright ...' = HMFIEANRT 'AE' 971E — T
ACIEIN E (direction) BB X 5 EE LD
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33 &= EIZHEA] 'working with ... to ..! 5E3 'anti-cruelty laws' — £5&1E1E 'across the country' — HEFTFEN
T 'BIRE BT JEEREhIE — LEED M (pass) VB X SHEED

34 = EAITHEH] 'overburdened animal ... 5/X 'that care for animal fighting victims' — £&5&181%
'supporting laws and policies that assist' — #RTFIENRT "WEFT/HAE' 89218 — [LAGED L (shelters) BIEX
58

35 % EUEHEAEM > 2MARNEEXR (AR) S8E - ZERT EXEE WM&

33. [B=E] M
26 = RIBEIMEIRBUt S EIX hopeBIFTLL — HMTILAZERIX ‘BIEHIENLER — EFERRIEENEIRdO
27 = EUSEAER - HHIERSIBER (SkilledH5, #ERAZEEER) —&ES5 ‘killed MWEHFIER
& RAEM SEsh M. BEREE
28 =T EITAAEA — 2aREE (imidyet) 5BXIILE (cruel crimes vs. sentence) — EiFERR “B
W AR
29 T BEAITAES - 2AFEE BFVEE) 5RIE (E) MEEXR - RFIENaEie CEE F
E & BER OES) - MERRRERSEESEBENEE
30 = EUEEAIEE 'things' 5/E 'work out' — £&%%IT1A 'But' 51818 (GRESICTESETALE) — HITFRE
AT BEAR &R — TESED G (often) BUIE X SHEED
31 = Ef=MEEIEIE 'The U.S. Sentencing Commission' 5/5X 'these sentencing guidelines' = Z&EEMN A
'which ... these sentencing guidelines' — #¥FTRIEANRT "HIE /L7 BIBHIE — [LECIEIN B (issues) BIIEX 5
fic
32 & EUEKRAIEEREE 'in theright .. = 541818 'a step in theright ... = HEEANRR 'AE' BRI - T
AT E (direction) BB X 5EEEED
33 % EUEMEAE]T 'working with ... to ... 55X 'anti-cruelty laws' — £541E15 'across the country' — #EBFEEIEN
R BT BT JEERRYEhIE — [TECIETN M (pass) RUIB X S
34 % FITHAE] 'overburdened animal ... 55X 'that care for animal fighting victims' = £&181&
'supporting laws and policies that assist' = H#TFIENTRT "WAFT/VIME' 89718 — [TAGEI L (shelters) BB X
S0
35 F BEAITEAES > STARNEEXR (AR) 58K - &ERT EXEE W&

34. [B=] L
26 = RIBFIMEEBUt SR hopeIxftt — #TILAZERIX ‘BEHIENLLE — EERERTEENEIAdo
27 = EMUSEAER > HHIERSIBER (SkilledH5, ERAZTEEER) —EES ‘killed MEHFIET
& AFEM SEnr mi.. 1BR8IEhA
28 = EMUTHEAES » oaWiBiE (#FEfridyet) 5iBXXILE (cruel crimesvs. sentence) — i&iFFRR “I2
W AR
29 T BEAITAIESG - 2 FEE (BFEE) 5RIE (E) mEEXAR - RFIENaEic CEE Fl
E & BER &S - NERFRRERTSERESBENEIE
30 F EITMEEIEIE 'things' 5/EX 'work out' » £8%#71E 'But' 581F (REEILFESETIRLE) — HIHIE
AR BEAR BERE — EHED G (often) BB X SHEED
31 F EfITMEHEIEIE 'The U.S. Sentencing Commission' 553 'these sentencing guidelines' — A& EEMN A
'which ... these sentencing guidelines' — ¥RTFIENKRT "FIE/ &' B9hIE — [LEGED B (issues) BB X 518
fic
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32 F EITEEIEERLE 'in the right ... = £5&781% 'a step in theright ...' = HMFIEANRTR 'AE' B971E — T
AT E (direction) BB X 5EIE D

33 & EITHEH 'working with ... to ... 55X "anti-cruelty laws' — £5&3&15 'across the country' — #ERTFEIEN
T "HIREAEE A E2HEhIE — ESEDT M (pass) VB X SHEED

34 = BT 'overburdened animal ..' 553 'that care for animal fighting victims' — £ &1518
'supporting laws and policies that assist' — #ETFIENRT "WEFT/HAY' B9E I8 — ILEGED L (shelters) BIEX
5188

35 F BTG - 2aREEXR (AR) 58k - &2BRr EXEE WEA

35. [&=] C
26 = RIBEIMEIRBUt SR hopeMIFTLL — HMTILAAERIX ‘BIEHIEMLEAE — EERTEENEEdo
27 = EMSHEAER > IMHINENSIER (SkilledH5, ERZEEER) — EES ‘killed MWEHHIER
& AFEM SEnr mi.. BE8EAE
28 T EUTHAES » DT aWiBiE (Firiayet) S5i8XXIEE (cruel crimes vs. sentence) — iEFERR “I8
W BREIE
29 = EUSHEAEM > aaFEE BFEE) 5RE (E5N) NEEXR - RIEEER CEE
E B CEW &) o NERFRRERTSERSEENEIE
30 = EfIT=MAIEE 'things' 5EX 'work out' = &% 4#iA 'But' 51818 (REICESETIALE) — #irFEER
ART BEAR WEIE - LEAD G (often) RYIEX SHEEC
31 £ EfI=MAEIEIE 'The U.S. Sentencing Commission' 5/FX 'these sentencing guidelines' = Z&&EEMN A
'which ... these sentencing guidelines' — ##IFIENRT "HIE/ &' BITHIE — [LACED B (issues) HiEX 545
fic
32 T EUSHEAIEEEE 'in the right ... = 4581518 'a step in the right ... — M EEBEART 'AE' WEH - T
i1 E (direction) BYE X S5EIE D
33 = EIZHH 'working with ... to ... 5/FX 'anti-cruelty laws' — £5&3&15 'across the country' — #ERTFEIEAN
R 'HIE /BT ERMENIE — TEGED M (pass) BB X SEEE
34 = EAIZHEH] 'overburdened animal ... 5/FX 'that care for animal fighting victims' — Z&&181%
'supporting laws and policies that assist' = #RTFIENRT "WEFT/HAY' 89218 — [LAGED L (shelters) BIEX
558
35 % EUSHEAER > 2MARNEEXR (AR) S8E - ZERT EXEE W&

36. [B=] C
36. BT X#i7 'famous companies' 'using gamification' — fEESECHIREIAEATFIFR (Google, L'Oréal,
IBM, Wells Fargo) & 'more and more companies are joining them' — E X &5 HZEZ=C
37. ELAFZ I = 'not a miracle cure' 'negative results' — fEIBRH FHX TN BRMER A EmBAENILA
— IBRAREHIER, FHEENRRERI
38. BT EAITH 'asks its employees to identify their fellow workers when starting their computers' — 7£
BERPIHRCRNERQBELK — BRARHIEEARES, FIRFAKRRERIN
39. BT ETE]ZZER 'more than a century ago' — TEESEDH#XE! 'not entirely new' LUK 'more than 100 years'
BIE{EBIF (Cracker Jacks) — RIXEREBHZZRD
40. ENIATHERTMERIR 'reason to believe' 'here to stay' — TEiER P I HZIFRWIEIFE L EIHE — E&C
RIETHIHIEKINN (M16.5Z8E111123%TT) ERHBMTIKIE — BHERK
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41. BT X5 'video games' — 7EEZSE[D]H$K El 'video game platforms' fEAREE LRI A SRH] — ZEER K
TR SNAE S RHNA, BRARIABFFNER ZNANRE - T4 B FRRERIIAR
AEE, ETEWATEZII (BSRIC]) , MM TR METIEAPIE K — &0 E11R KRk (USRI 7 2
B, SBFRHEEIEAIAHERN RS ERTRT

42, BT 4935 'understand what makes games interesting' — 7EE&SE[B] IR BB X i 'understanding
what it is that makes games engaging' = ZESREIZS IBERENX, BAIE LA RIZ O EIEREFXR RS | AB
[RE — 20 B] 5tk E X 5t 2 ILAT

43, BT X823 'employee training' 1 'does not always need technology' — TEEZSE D]k 2| L 24
'Cracker Jacks' #1 'Charles Schwab', XLERFiEF IR AM RN LR — ZESE W RN A S 2 T I
AR, AATEFFBE R —ERERAR - I HIRRFR U SNEE, SIS EETRT

44, EAIBTF X 'most successful gamification platforms' #1 'transform daily work assignments into fun
experiences' — TEECE (B EIE X B 'taking those learnings and applying them to other contexts such as
the workplace' LAK 'create a great experience' = ZESE IR T WAV OB R I& TR 10N A F TIEZPR e
& REFARLE — T[] 5 IR RT

45. BT X557 'use terms other than gamification' 1 'some profession' = FE BRI X FRBE LT
EHRWERAINIE - IRUAIERF R (A-D) REERERIRNS, BRIEFRIRE, EHTIINEEEXERE -5
HHTZE BRI FE T RIBHEMN G S, BRIEREITE, &[] W —rlsELECRY

37. [&=] J
36. BT X817 'famous companies' 'using gamification' — TEESECHIRNEIEAQFFIR (Google, L'Oréal,
IBM, Wells Fargo) %z 'more and more companies are joining them' — R X &S HEZEC
37. EMLATFZ I = 'not a miracle cure' 'negative results' = fEIB R FH X TN BRI R BRI AR
— IBRAREHIER, FHEENRRERD
38. ENLATEIXTTA 'asks its employees to identify their fellow workers when starting their computers' — 7£
BERPIRCRNAFLQFLRE — BREARRHIERAERES, FIRFAKRERIR
39. B TETE]ZLZE 'more than a century ago' — 7EESEDH#XE 'not entirely new' LUK 'more than 100 years'
BIEAKGIF (Cracker Jacks) — EINXEBRBHEZRD
40. ENMLETHERTIERIR 'reason to believe' 'here to stay' — TEIER P I CBIFSE R BIVER — EBS&C
IRMMHIZEKIN (M16.5ZI8E11112ET) (ERHEKRE - BHEEK
41, BT X837 'video games' — 7EEZSE (D] EI 'video game platforms' fEAB (bR AL — ZESEIR &
TSR E S RN A, BRARIKFERFINER ZNANRE - FE G2 TR FRXRERILAR
REE, HEEHATZII (BSE(C]) , MMERD T R METERPIINE K — R0 E]HR K3k (Bt & 8950 2
B, ST EAMRHERNIRZEAERT
42, EMLET X817 'understand what makes games interesting' — 7EE&SE [B] L BRI X & 'understanding
what it is that makes games engaging' — ZESEEZS IR EREX, BBIEis A OB IR RS AR
[REA — & [B] 5 thE X FE2 ILED
43, BT X817 'employee training' 1 'does not always need technology' — TEE&SE (D)L EI A £ =)
'Cracker Jacks' # 'Charles Schwab', XLEZFTEHFIAIER AR MR — ZECE BB SR TFIA
AR, AR TENFRFB R —ERERA - I HIRRFR U SNEE, S5IEZiEETRT
44, EMLET X517 'most successful gamification platforms' #1 'transform daily work assignments into fun
experiences' — fEERSE[B] P EIR X B 'taking those learnings and applying them to other contexts such as
the workplace' LAX 'create a great experience' — ZESEHBIR T AV OB TR 218N A F TIE7PR 8
1E REFIRLE — I F] 5 AT
45, ENIAT X 5237 'use terms other than gamification' 1 'some profession' — fEiBR R I HXFRBER LT



_4

@’ FuEE, AERmE https://yingyu8.cn

ERUFERINIE - REHVERH R (A-D) REERMERE, BRIEEBIRE, EHI[I|LEEHXEE > F
HEETZE S AR E T RIZMHAEAESET, ERIBHIZAE, %[ 22— e

38. [B=] G
36. EALEAT X #37 'famous companies' 'using gamification' = fEESECHIL T BAATFIE (Google, L'Oréal,
IBM, Wells Fargo) Az 'more and more companies are joining them' — BN ERFHZERC
37. ENLEFZOMER 'not a miracle cure' 'negative results' — TEiBR P I XTI BEMRME R ATBRNILIR
- BRARHILER, FTHEARERIT
38. BT EAITH 'asks its employees to identify their fellow workers when starting their computers' — 7£
BERPIFHRLRNAERQELKE — BERARHILEARES, FIRFIARRERIN
39. E LTS EIZZ 'more than a century ago' — 7EES&EDH$KE 'not entirely new' LAK 'more than 100 years'
B E{&BIF (Cracker Jacks) — RIXEREBHZZRD
40. EMLATHERTIEZRIA 'reason to believe' 'here to stay' — EIBR PRI IFIL BT L BRIVIERE — E&T&C
IRETHIZIE TN (M16.5(Z18F11112%ET) fERBITIKIE - BSHEEK
41, BT X537 'video games' — 7EEZSE D] EI 'video game platforms' fEABs (bR AL — ZESER K
R SHNAE S RN A, BRARIEBFIFNER ZNANRE - T4 2 OB FREAIIAR
REE, HEEWATEZII (BSE(C]) , MMERDT R AETERFIINE K — £ E]R Kb 3k (L BE & 8950 2
B, SBFRHEEIEAIAERN RS ERTRT
42, BT 49235 'understand what makes games interesting' — 7EE&SE[B] PR BB X & 'understanding
what it is that makes games engaging' = ZESREIZS B ERENX, AIE LA RIIZ O EIEREFXN RS | AB
JRE — %0 B] 5tk E X 5t 2 ILAE
43, BT 45235 'employee training' 1 'does not always need technology' — TEE& 3% [D] k2| sE 2!
'Cracker Jacks' #1 'Charles Schwab', XLEZFTHFRUHIER AR MR R W TRE - ZESEHBBHFR B SETFIA
AR, AATEFFERE R —ERERA - B[ HIRRFR U SNEE, SIS EETRT
44, FEAIBTF X7 'most successful gamification platforms' #1 'transform daily work assignments into fun
experiences' — fEERSE[B] 3K EIR X Bt 'taking those learnings and applying them to other contexts such as
the workplace' LAK 'create a great experience' = ZESE IR T WAV OB RIS TR 10N A F TIEAPR 6l
1E RIFALE — &I [F] 5 IR AERE
45, BT X517 'use terms other than gamification' 1 'some profession' — fEBRBF X FRIBEL T
IR FERITIE - RUHNIERHFE (A-D) REZERKIAE, BRIEFEIKE, EHI(I|NEEHEXEE~>F
HETZE BRIREFE T RIREMNERESES, BIRIBMENZEE, &[] 2M—rIfETER

39. [BZ=] D
36. BT X817 'famous companies' 'using gamification' — TEESECHIREIEAQFFIER (Google, L'Oréal,
IBM, Wells Fargo) %z 'more and more companies are joining them' — RN &S HEZC
37. EMLATZ I = 'not a miracle cure' 'negative results' = fEIBRH I H X TN B RMER A EMELILAR
— IBRAREHIER, FHEENRRERD
38. EALETEIXTTA 'asks its employees to identify their fellow workers when starting their computers' — 7£
ERPIHLTRNEAATRLE - ERARHILRAEZES, FiRFIARER
39. B TETE]ZLZE 'more than a century ago' — 7EESEDH#XE 'not entirely new' LA 'more than 100 years'
BIE{&BIF (Cracker Jacks) — RIXEREFHZZRD
40. NI THEUTHERIR 'reason to believe' 'here to stay' = TEiBR P FHZIFIBRWIEIFELLBIVIEE — E5&C
IRMHIZEKIN (M16.5ZI8E11112ET) ERHEKRE - BHEEK
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41. BT X5 'video games' — 7EEZSE[D]H$K El 'video game platforms' fEAREE LRI A SRH] — ZEER K
TR SNAE S RHNA, BRARIABFFNER ZNANRE - T4 B FRRERIIAR
AEE, ETEWATEZII (BSRIC]) , MM TR METIEAPIE K — &0 E11R KRk (USRI 7 2
B, SBFRHEEIEAIAHERN RS ERTRT

42, BT 4935 'understand what makes games interesting' — 7EE&SE[B] IR BB X i 'understanding
what it is that makes games engaging' = ZESREIZS IBERENX, BAIE LA RIZ O EIEREFXR RS | AB
[RE — 20 B] 5tk E X 5t 2 ILAT

43, BT X823 'employee training' 1 'does not always need technology' — TEEZSE D]k 2| L 24
'Cracker Jacks' #1 'Charles Schwab', XLERFiEF IR AM RN LR — ZESE W RN A S 2 T I
AR, AATEFFBE R —ERERAR - I HIRRFR U SNEE, SIS EETRT

44, EAIBTF X 'most successful gamification platforms' #1 'transform daily work assignments into fun
experiences' — TEECE (B EIE X B 'taking those learnings and applying them to other contexts such as
the workplace' LAK 'create a great experience' = ZESE IR T WAV OB R I& TR 10N A F TIEZPR e
& REFARLE — T[] 5 IR RT

45. BT X557 'use terms other than gamification' 1 'some profession' = FE BRI X FRBE LT
EHRWERAINIE - IRUAIERF R (A-D) REERERIRNS, BRIEFRIRE, EHTIINEEEXERE -5
HHTZE BRI FE T RIBHEMN G S, BRIEREITE, &[] W —rlsELECRY

40. [E=] K
36. BT X817 'famous companies' 'using gamification' — TEESECHIRNEIEAQFFIR (Google, L'Oréal,
IBM, Wells Fargo) %z 'more and more companies are joining them' — R X &S HEZEC
37. EMLATFZ I = 'not a miracle cure' 'negative results' = fEIB R FH X TN BRI R BRI AR
— IBRAREHIER, FHEENRRERD
38. ENLATEIXTTA 'asks its employees to identify their fellow workers when starting their computers' — 7£
BERPIRCRNAFLQFLRE — BREARRHIERAERES, FIRFAKRERIR
39. B TETE]ZLZE 'more than a century ago' — 7EESEDH#XE 'not entirely new' LUK 'more than 100 years'
BIEAKGIF (Cracker Jacks) — EINXEBRBHEZRD
40. ENMLETHERTIERIR 'reason to believe' 'here to stay' — TEIER P I CBIFSE R BIVER — EBS&C
IRMMHIZEKIN (M16.5ZI8E11112ET) (ERHEKRE - BHEEK
41, BT X837 'video games' — 7EEZSE (D] EI 'video game platforms' fEAB (bR AL — ZESEIR &
TSR E S RN A, BRARIKFERFINER ZNANRE - FE G2 TR FRXRERILAR
REE, HEEHATZII (BSE(C]) , MMERD T R METERPIINE K — R0 E]HR K3k (Bt & 8950 2
B, ST EAMRHERNIRZEAERT
42, EMLET X817 'understand what makes games interesting' — 7EE&SE [B] L BRI X & 'understanding
what it is that makes games engaging' — ZESEEZS IR EREX, BBIEis A OB IR RS AR
[REA — & [B] 5 thE X FE2 ILED
43, BT X817 'employee training' 1 'does not always need technology' — TEE&SE (D)L EI A £ =)
'Cracker Jacks' # 'Charles Schwab', XLEZFTEHFIAIER AR MR — ZECE BB SR TFIA
AR, AR TENFRFB R —ERERA - I HIRRFR U SNEE, S5IEZiEETRT
44, EMLET X517 'most successful gamification platforms' #1 'transform daily work assignments into fun
experiences' — fEERSE[B] P EIR X B 'taking those learnings and applying them to other contexts such as
the workplace' LAX 'create a great experience' — ZESEHBIR T AV OB TR 218N A F TIE7PR 8
1E REFIRLE — I F] 5 AT
45, ENIAT X 5237 'use terms other than gamification' 1 'some profession' — fEiBR R I HXFRBER LT
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ERUFERINIE - REHVERH R (A-D) REERMERE, BRIEEBIRE, EHI[I|LEEHXEE > F
HEETZE S AR E T RIZMHAEAESET, ERIBHIZAE, %[ 22— e

41. [E=] E
36. EALEAT X #37 'famous companies' 'using gamification' = fEESECHIL T BAATFIE (Google, L'Oréal,
IBM, Wells Fargo) Az 'more and more companies are joining them' — BN ERFHZERC
37. ENLEFZOMER 'not a miracle cure' 'negative results' — TEiBR P I XTI BEMRME R ATBRNILIR
- BRARHILER, FTHEARERIT
38. BT EAITH 'asks its employees to identify their fellow workers when starting their computers' — 7£
BERPIFHRLRNAERQELKE — BERARHILEARES, FIRFIARRERIN
39. E LTS EIZZ 'more than a century ago' — 7EES&EDH$KE 'not entirely new' LAK 'more than 100 years'
B E{&BIF (Cracker Jacks) — RIXEREBHZZRD
40. EMLATHERTIEZRIA 'reason to believe' 'here to stay' — EIBR PRI IFIL BT L BRIVIERE — E&T&C
IRETHIZIE TN (M16.5(Z18F11112%ET) fERBITIKIE - BSHEEK
41, BT X537 'video games' — 7EEZSE D] EI 'video game platforms' fEABs (bR AL — ZESER K
R SHNAE S RN A, BRARIEBFIFNER ZNANRE - T4 2 OB FREAIIAR
REE, HEEWATEZII (BSE(C]) , MMERDT R AETERFIINE K — £ E]R Kb 3k (L BE & 8950 2
B, SBFRHEEIEAIAERN RS ERTRT
42, BT 49235 'understand what makes games interesting' — 7EE&SE[B] PR BB X & 'understanding
what it is that makes games engaging' = ZESREIZS B ERENX, AIE LA RIIZ O EIEREFXN RS | AB
JRE — %0 B] 5tk E X 5t 2 ILAE
43, BT 45235 'employee training' 1 'does not always need technology' — TEE& 3% [D] k2| sE 2!
'Cracker Jacks' #1 'Charles Schwab', XLEZFTHFRUHIER AR MR R W TRE - ZESEHBBHFR B SETFIA
AR, EtETIENPRR AR —ERERA = BT [HIR A SHNAE, SIEEER
44, FEAIBTF X7 'most successful gamification platforms' #1 'transform daily work assignments into fun
experiences' — fEERSE[B] 3K EIR X Bt 'taking those learnings and applying them to other contexts such as
the workplace' LAK 'create a great experience' = ZESE IR T WAV OB RIS TR 10N A F TIEAPR 6l
1E RIFALE — &I [F] 5 IR AERE
45, BT X517 'use terms other than gamification' 1 'some profession' — fEBRBF X FRIBEL T
IR FERITIE - RUHNIERHFE (A-D) REZERKIAE, BRIEFEIKE, EHI(I|NEEHEXEE~>F
HETZE BRIREFE T RIREMNERESES, BIRIBMENZEE, &[] 2M—rIfETER

42. [EX] B
36. BT X817 'famous companies' 'using gamification' — TEESECHIREIEAQFFIER (Google, L'Oréal,
IBM, Wells Fargo) %z 'more and more companies are joining them' — RN &S HEZC
37. EMLATZ I = 'not a miracle cure' 'negative results' = fEIBRH I H X TN B RMER A EMELILAR
— IBRAREHIER, FHEENRRERD
38. EALETEIXTTA 'asks its employees to identify their fellow workers when starting their computers' — 7£
ERPIHLTRNEAATRLE - ERARHILRAEZES, FiRFIARER
39. B TETE]ZLZE 'more than a century ago' — 7EESEDH#XE 'not entirely new' LA 'more than 100 years'
BIE{&BIF (Cracker Jacks) — RIXEREFHZZRD
40. NI THEUTHERIR 'reason to believe' 'here to stay' = TEiBR P FHZIFIBRWIEIFELLBIVIEE — E5&C
IRMHIZEKIN (M16.5ZI8E11112ET) ERHEKRE - BHEEK
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41. BT X5 'video games' — 7EEZSE[D]H$K El 'video game platforms' fEAREE LRI A SRH] — ZEER K
TR SNAE S RHNA, BRARIABFFNER ZNANRE - T4 B FRRERIIAR
AEE, ETEWATEZII (BSRIC]) , MM TR METIEAPIE K — &0 E11R KRk (USRI 7 2
B, SBFRHEEIEAIAHERN RS ERTRT

42, BT 4935 'understand what makes games interesting' — 7EE&SE[B] IR BB X i 'understanding
what it is that makes games engaging' = ZESREIZS IBERENX, BAIE LA RIZ O EIEREFXR RS | AB
[RE — 20 B] 5tk E X 5t 2 ILAT

43, BT X823 'employee training' 1 'does not always need technology' — TEEZSE D]k 2| L 24
'Cracker Jacks' #1 'Charles Schwab', XLERFiEF IR AM RN LR — ZESE W RN A S 2 T I
AR, AATEFFBE R —ERERAR - I HIRRFR U SNEE, SIS EETRT

44, EAIBTF X 'most successful gamification platforms' #1 'transform daily work assignments into fun
experiences' — TEECE (B EIE X B 'taking those learnings and applying them to other contexts such as
the workplace' LAK 'create a great experience' = ZESE IR T WAV OB R I& TR 10N A F TIEZPR e
& REFARLE — T[] 5 IR RT

45. BT X557 'use terms other than gamification' 1 'some profession' = FE BRI X FRBE LT
EHRWERAINIE - IRUAIERF R (A-D) REERERIRNS, BRIEFRIRE, EHTIINEEEXERE -5
HHTZE BRI FE T RIBHEMN G S, BRIEREITE, &[] W —rlsELECRY

43. [E=]1 H
36. BT X817 'famous companies' 'using gamification' — TEESECHIRNEIEAQFFIR (Google, L'Oréal,
IBM, Wells Fargo) %z 'more and more companies are joining them' — R X &S HEZEC
37. EMLATFZ I = 'not a miracle cure' 'negative results' = fEIB R FH X TN BRI R BRI AR
— IBRAREHIER, FHEENRRERD
38. ENLATEIXTTA 'asks its employees to identify their fellow workers when starting their computers' — 7£
BERPIRCRNAFLQFLRE — BREARRHIERAERES, FIRFAKRERIR
39. B TETE]ZLZE 'more than a century ago' — 7EESEDH#XE 'not entirely new' LUK 'more than 100 years'
BIEAKGIF (Cracker Jacks) — EINXEBRBHEZRD
40. ENMLETHERTIERIR 'reason to believe' 'here to stay' — TEIER P I CBIFSE R BIVER — EBS&C
IRMMHIZEKIN (M16.5ZI8E11112ET) (ERHEKRE - BHEEK
41, BT X837 'video games' — 7EEZSE (D] EI 'video game platforms' fEAB (bR AL — ZESEIR &
TSR E S RN A, BRARIKFERFINER ZNANRE - FE G2 TR FRXRERILAR
REE, HEEHATZII (BSE(C]) , MMERD T R METERPIINE K — R0 E]HR K3k (Bt & 8950 2
B, ST EAMRHERNIRZEAERT
42, EMLET X817 'understand what makes games interesting' — 7EE&SE [B] L BRI X & 'understanding
what it is that makes games engaging' — ZESEEZS IR EREX, BBIEis A OB IR RS AR
[REA — & [B] 5 thE X FE2 ILED
43, BT X817 'employee training' 1 'does not always need technology' — TEE&SE (D)L EI A £ =)
'Cracker Jacks' # 'Charles Schwab', XLEZFTEHFIAIER AR MR — ZECE BB SR TFIA
AR, AR TENFRFB R —ERERA - I HIRRFR U SNEE, S5IEZiEETRT
44, EMLET X517 'most successful gamification platforms' #1 'transform daily work assignments into fun
experiences' — fEERSE[B] P EIR X B 'taking those learnings and applying them to other contexts such as
the workplace' LAX 'create a great experience' — ZESEHBIR T AV OB TR 218N A F TIE7PR 8
1E REFIRLE — I F] 5 AT
45, ENIAT X 5237 'use terms other than gamification' 1 'some profession' — fEiBR R I HXFRBER LT
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ERUFERINIE - REHVERH R (A-D) REERMERE, BRIEEBIRE, EHI[I|LEEHXEE > F
HEETZE S AR E T RIZMHAEAESET, ERIBHIZAE, %[ 22— e

44. [B=F] F
36. EALEAT X #37 'famous companies' 'using gamification' = fEESECHIL T BAATFIE (Google, L'Oréal,
IBM, Wells Fargo) Az 'more and more companies are joining them' — BN ERFHZERC
37. ENLEFZOMER 'not a miracle cure' 'negative results' — TEiBR P I XTI BEMRME R ATBRNILIR
- BRARHILER, FTHEARERIT
38. BT EAITH 'asks its employees to identify their fellow workers when starting their computers' — 7£
BERPIFHRLRNAERQELKE — BERARHILEARES, FIRFIARRERIN
39. E LTS EIZZ 'more than a century ago' — 7EES&EDH$KE 'not entirely new' LAK 'more than 100 years'
B E{&BIF (Cracker Jacks) — RIXEREBHZZRD
40. EMLATHERTIEZRIA 'reason to believe' 'here to stay' — EIBR PRI IFIL BT L BRIVIERE — E&T&C
IRETHIZIE TN (M16.5(Z18F11112%ET) fERBITIKIE - BSHEEK
41, BT X537 'video games' — 7EEZSE D] EI 'video game platforms' fEABs (bR AL — ZESER K
R SHNAE S RN A, BRARIEBFIFNER ZNANRE - T4 2 OB FREAIIAR
REE, HEEWATEZII (BSE(C]) , MMERDT R AETERFIINE K — £ E]R Kb 3k (L BE & 8950 2
B, SBFRHEEIEAIAERN RS ERTRT
42, BT 49235 'understand what makes games interesting' — 7EE&SE[B] PR BB X & 'understanding
what it is that makes games engaging' = ZESREIZS B ERENX, AIE LA RIIZ O EIEREFXN RS | AB
JRE — %0 B] 5tk E X 5t 2 ILAE
43, BT 45235 'employee training' 1 'does not always need technology' — TEE& 3% [D] k2| sE 2!
'Cracker Jacks' #1 'Charles Schwab', XLEZFTHFRUHIER AR MR R W TRE - ZESEHBBHFR B SETFIA
AR, EtETIENPRR AR —ERERA = BT [HIR A SHNAE, SIEEER
44, FEAIBTF X7 'most successful gamification platforms' #1 'transform daily work assignments into fun
experiences' — fEERSE[B] 3K EIR X Bt 'taking those learnings and applying them to other contexts such as
the workplace' LAK 'create a great experience' = ZESE IR T WAV OB RIS TR 10N A F TIEAPR 6l
1E RIFALE — &I [F] 5 IR AERE
45, BT X517 'use terms other than gamification' 1 'some profession' — fEBRBF X FRIBEL T
IR FERITIE - RUHNIERHFE (A-D) REZERKIAE, BRIEFEIKE, EHI(I|NEEHEXEE~>F
HETZE BRIREFE T RIREMNERESES, BIRIBMENZEE, &[] 2M—rIfETER

45. [E=F] |
36. BT X817 'famous companies' 'using gamification' — TEESECHIREIEAQFFIER (Google, L'Oréal,
IBM, Wells Fargo) %z 'more and more companies are joining them' — RN &S HEZC
37. EMLATZ I = 'not a miracle cure' 'negative results' = fEIBRH I H X TN B RMER A EMELILAR
— IBRAREHIER, FHEENRRERD
38. EALETEIXTTA 'asks its employees to identify their fellow workers when starting their computers' — 7£
ERPIHLTRNEAATRLE - ERARHILRAEZES, FiRFIARER
39. B TETE]ZLZE 'more than a century ago' — 7EESEDH#XE 'not entirely new' LA 'more than 100 years'
BIE{&BIF (Cracker Jacks) — RIXEREFHZZRD
40. NI THEUTHERIR 'reason to believe' 'here to stay' = TEiBR P FHZIFIBRWIEIFELLBIVIEE — E5&C
IRMHIZEKIN (M16.5ZI8E11112ET) ERHEKRE - BHEEK
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41. BT X5 'video games' — 7EEZSE[D]H$K El 'video game platforms' fEAREE LRI A SRH] — ZEER K
TR SNAE S RHNA, BRARIABFFNER ZNANRE - T4 B FRRERIIAR
AEE, ETEWATEZII (BSRIC]) , MM TR METIEAPIE K — &0 E11R KRk (USRI 7 2
B, SBFRHEEIEAIAHERN RS ERTRT

42, BT 4935 'understand what makes games interesting' — 7EE&SE[B] IR BB X i 'understanding
what it is that makes games engaging' = ZESREIZS IBERENX, BAIE LA RIZ O EIEREFXR RS | AB
[RE — 20 B] 5tk E X 5t 2 ILAT

43, BT X823 'employee training' 1 'does not always need technology' — TEEZSE D]k 2| L 24
'Cracker Jacks' #1 'Charles Schwab', XLERFiEF IR AM RN LR — ZESE W RN A S 2 T I
AR, AATEFFBE R —ERERAR - I HIRRFR U SNEE, SIS EETRT

44, EAIBTF X 'most successful gamification platforms' #1 'transform daily work assignments into fun
experiences' — TEECE (B EIE X B 'taking those learnings and applying them to other contexts such as
the workplace' LAK 'create a great experience' = ZESE IR T WAV OB R I& TR 10N A F TIEZPR e
& REFARLE — T[] 5 IR RT

45. BT X557 'use terms other than gamification' 1 'some profession' = FE BRI X FRBE LT
EHRWERAINIE - IRUAIERF R (A-D) REERERIRNS, BRIEFRIRE, EHTIINEEEXERE -5
HHTZE BRI FE T RIBHEMN G S, BRIEREITE, &[] W —rlsELECRY

46. [E=E] C
EME RN AFIVRRTHIA — 20 THAREN 5 ‘HFEEMER XL - #EHTRAEIE

47. [F=] A
EAFERHIIZOEIN — 128 ‘BINFHEITEITHAR — EMAERHRZHNENETEIT

48. [EX] D
ENIEE W PR AUERI DA — $2EX ‘EIFI20 ATEL BYHAE — HEET YR IRRE K

49. [E=] A
EMFENBFERANERIER - R BERIAEFZ, FERWSKE — LR

50. [&%] B
EFERENEGREN - # ‘BEMEBEATRAR 5 AFMIIUECSHAREF — LEGER

51. [Z=] D
T EEXTFEYHEENHMIR - IREEENIE SR AEH AR R0 — MR E IR D S YHENFIR S
0 — 1SS
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52. [#=] D

EFAREHITRENENS LI - B0 “ASVEFHRAEBERBESERFNE" X—10K — [LE
il

ER WTEM RXER

53. [E%] B
TEfI “Even moreinterestingis...” X—{F58 — 2B “WARFKHIRmAE R LILBRENEFRNML” X—E8 -
L AC5ZE T
ZR ESiEiE ATEM RNER

54. [E=] A
EfIReimannfVIRILHEREERD — 1RE “BXELHRMNVBRRDEEEN — LEGER
ER AUEM RXNER

55. [&=] C
SEEXXTE@ABDHBNAR LI — TR BTN BN E — [LAED
Em HIEKNT RO

56. [Z&Z] When faced with the choice between a...
EZEEEEEER (BEHER0) WE—EENBEMNGEX, ERMAEENER,
EZ5. HRmRE SVoxT4a aXTi5EZRaMmiE

57. [%&Z] In Chinese culture, yellow is an important...
IERARLIEXHEERE (WHEMR) « BEERE W'KREEX. 'TERh.EA) . EENG (W'ERKR
B MRS (WEERSERASE) .
Ta RIEBX TA.MEHRA BT EEEARE —FEE

yingyu8.cn 2601/ 260



	四级 · 2016年12月大学英语四级真题（第3套）
	一、写作
	二、听力
	三、选词填空
	四、长篇阅读
	五、汉译英
	六、RC1
	七、RC2
	参考答案
	逐题解析


