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2008 HKCEE English Mock Exam - Paper 1B - Sample essays

Things Positive about Video Games:
1. Enhance social skills and communication

Playing video and computer games can be a social activity, during which kids and adults learn from
each other and open up lines of communication and understanding. In addition, children from all
over the world can chat( f* ¥ ), build an online identity( £ i» ), and learn math and science as they
roam (% #%) the virtual world *.

2.  Better physical co-ordination

Video and computer games have the potentials (;8# ) to inspire (514 ) learning. They can help
players improve coordination (123 ) and visual skills. And kids who play computer games often end
up (& %) knowing more about computers.

3. Channeling excess energy

Playing action-oriented (= 7% % g =) video games is also a good way to vent frustration. At least,
it is better than to vent one’s anger 2 or frustration by punching a wall or do other stupid things like
bullying (#: f ) others.

Task 2 Write about 250 words.

Q1. When it comes to ® video games, most parents will have a negative perspective (§ o
| iz owing to (¢ *%) their addictive (_F &%) nature and the concern that they will hamper
(# %) the studies of their children. It is a common complaint among parents that their
children spend much more time on playing video games than on their studies. These
remarks (3.;% ) are quite  legitimate * in the sense that most young people these days are
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more obsessed  with ! video games than their textbooks. Nonetheless, it brings out the
perspective ( i#) that video games are much more interesting than traditional school classes.
Therefore, with proper channeling (if § =051 %), video games can actually become very
powerful learning tools.

Pure and simple %, the reason why video games are so attractive (% 3!7) to the young
people is that they are interesting and entertaining.  This has a lot to do with the interactive (4p =
T * ) nature of video games. Most games have colourful characters, captivating plots (4 *
A A g if| e a°) and 3-dimensional visual (A4 ) and sound effects that provide sensational
(B % 1) experiences in different scenarios (% @ ). In the course of (#...iE#% ¥ ) playing the
games, players also need to make a lot of decisions and independent thinking (# = & %) in order
to solve problems or crises.

The traditional classroom and textbooks on the other hand are more often than not
2-dimensional, monotonous * and boring. The “board and chalk” approach is still the
predominant (i & 1) way which teachers use in their classroom. Most of the time, it is still a
one-way traffic * and students are always on the receivingend ( T#t# | & A2t T b | 3,
2) without much opportunity to exercise ° their imagination and creativeness (£]it # ). No
wonder (¥f1x) so many kids who can not sit still for an hour in school can spend hours playing
video games. This phenomenon (3L %) also points to the failure of traditional teaching media
that do not offer enough interaction and total experience.

With this in mind, the task at hand for educators is not to focus on ( & ¢ %) the harmful effects,
which do exist, and discredit ® the beneficial aspects of video games. With proper channeling,
video games can be a powerful tool to enhance (3 +r) the total experience in learning instead of just
listening to teachers’ talk the talk (73#). Yes, it is definitely much more time consuming ’ to
create fun and educational video games. But for the improvement of the learning experience of our
next generation, this new approach should be taken seriously.
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Fellow parents, | think most of you would agree with me that young people these days (3i )
are just spending way * too much time playing video games and neglecting ( £ #&) their studies.
Some kids are just so obsessed (3 i £7) that they would spend all the time after class on video

games, becoming couch potatoes * with their eyes glued * to the TV or computer monitor and

hands glued onto the console (3% i ). As a result, they put their studies on the sideline * or totally
ignore them.  Besides time squandered (2 % ), we also need to watch out for the content of these
games which could have very detrimental (3 2 %) effects on our kids. | would like to share with
you some of the ways that these harmful effects can be avoided.

First, we need to really limit the time which our kids can spend on these games. Parents
should write out a “contract” (& ¥ > U}ﬁ ¢ A o & 2 @ g0 T/ ) with their children in
order to define clearly the schedule of the fun time on video games. They must finish all their
school work first before any video game playing time should be allowed. Most importantly,
the schedule should be strictly (jct%# ) followed. Many parents sometimes become
soft-hearted (= #it) and lax (%44#%) with the negotiated (2 i = #%3% 1) schedule and let the
kids to play to their heart’s content®. This is not conducive to (7 2% 1) the self-discipline
(p #+ 2 %) of your kids with regard to their priorities (& & % ) in school life.

Second, playing video or computer games can also be harmful to the physical (£ %4+ 1)
development of your kids because they are not using other parts of their bodies besides their eyes
and hands. So other physical exercises should also be incorporated (4 » ) into the negotiated
schedule in exchange for (i® 5 ...cn% #%) their video playing time.

In addition (¥ ¢+), we should really be vigilant ° on the kinds of games that our kids are
playing. Many games these days are violent and instill (;‘Eﬁﬁj) very perverted ' ideas in our
children. The dominant themes (2 & 72 4g) of many games are physical fighting and
even killing. Many researches have indicated the close connection between violent and
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aggressive (7 v% {277) adolescent ( - ) behaviour and these games. So we really need
to watch out for (% *7/1 £ ) and screen out (& :%) games that would create twisted (% #')
concepts on our children. We should spend a little bit time helping them pick games that are
fun and educational.

To conclude, we really cannot underestimate (i« iz ) the harmful effects of video games on
the body and mind of our youngsters. Besides controlling the time which they can spend on
video games, we also need to be vigilant (i%+F # ) on the contents (P %) of them so that
they will not end up with unhealthy ideas of the world and jeopardize (% %) their education
and their future.




