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NEWSCOPE   
龍騰文化全球資訊網：http://www.lungteng.com.tw（本刊物同步刊載於龍騰文化全球資訊網，歡迎教師、同學下載）
National News
Shocking Survey Reveals Online Gaming Addiction in Children
n alarming new survey conducted by The Child Welfare League Foundation has indicated that over seventy percent of fifth and sixth graders in Taiwan are playing online games.  　(1)　 fifteen percent of these gamers, or about ninety thousand school children, claim they play online games for eight hours or more per day. What is more, half of these youngsters are playing games that are intended for adults and are of a nature that is 　(2)　 for young children.  Health experts claim that this new phenomenon could have
far-reaching 　(3)　 on the physical and mental well-being of these young gamers.
Research 　(4)　 out abroad has established that playing online games for more than an hour a day can reduce a child’s concentration by as much as twenty-five percent.  This has 　(5)　 to online gaming addicts showing a fifteen percent decline in standardized IQ scores.  Like any addict, young gamers who are denied access to their vice can display rapid 　(6)　 changes such as throwing tantrums or showing aggressive behavior.

Experts have pointed out that awareness of the issue is the first step in finding 　(7)　 for those affected. Parents should pay 　(8)　 attention to the computer habits of their children and look for signs of addiction if they suspect their kids are at risk.  If parents of online gamers find that their children’s academic 　(9)　 is suffering, then the likely culprit is the time spent gaming.  Playing online games two or more hours a day is considered addiction, and experts indicate that the time children spend gaming may soon double or triple
　(10)　 the addiction grows.  It is recommended that elementary-aged students take a ten-minute break for every thirty to forty minutes spent in front of a computer, regardless of whether it is for doing homework, composing e-mails or playing games.
( Cloze
	(A) carried　　　　　 (B) approximately　   (C) close　　　　(D) unsuitable　　　  (E) effects
(F)  performance　　　(G) as　　　　　　　(H) led　　 　　　　   (I)  solutions　　　　  (J)  emotional


(1) 　　　　　　(2) 　　　　　　(3) 　　　　　　(4) 　　　　　　(5)   　　　　　1
(6) 　　　　　　(7) 　　　　　　(8) 　　　　　　(9) 　　　　　　(10) 　　　　　1
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( Patterns
Playing online games two or more hours a day is considered addiction, and experts indicate that the time children spend gaming may soon double or triple as the addiction grows.

= People consider playing online games two or more hours a day (to be) addiction, and experts indicate that the time children spend gaming may soon double or triple as the addiction grows.

consider A (to be ) B   視A為B = view/see/regard  A as B = look upon/think of  A as B

此外，consider的受詞之後還可以接形容詞：consider A (to be) +adj.
．We view/see/regard the difficulty we face as a challenge.（我們將所遇到的困難視為挑戰。）

．All the villagers look upon/think of Joseph as a hero.（所有的村民將約瑟夫視為英雄。）

．The Lourve is regarded as a must-see when you visit Paris.（當你到巴黎旅遊時，羅浮宮被認為是必遊之地。 ）

．We consider what Hitler did (to be) cruel.（我們認為希特勒所做的事很殘忍。）
( Translation
兒童線上遊戲成癮調查發現令人憂心
項由兒童福利聯盟所執行令人憂心的最新調查顯示，在臺灣有超過七成的國小高年級生玩線上遊戲。這些人當中約有15％，也就是大約九萬左右的學童，表示他們每天花在線上遊戲的時間長達八小時或更久。而且，這些玩線上遊戲的小孩中，有一半玩的是給成人玩的遊戲，當然就不適合年紀小的孩子。衛生專家指出，這個新的現象對於這些年紀輕的線上玩家的身心健康會有深遠的影響。

國外實施的調查研究已顯示出一天玩線上遊戲超過一小時會降低兒童高達25％的專注力。而這樣的結果已經導致線上遊戲成癮的人顯現出智商降低15％。就像任何上癮的人一樣，年紀輕的玩家若不能玩線上遊戲，會出現巨大的情緒變化，像是發脾氣或表現出具攻擊性的行為。

專家們指出對於這個議題的察覺是為那些受到影響的人找到解決方法的第一步。父母應該要更注意孩子們使用電腦的習慣，如果他們懷疑孩子們有上癮的可能，就該觀察是否有任何跡象。如果線上遊戲玩家的父母們發現孩子的學業表現出現問題，那麼元兇可能就是花在遊戲上的時間。一天玩兩個小時或是更長時間的線上遊戲就被認定為上癮，而專家們表示，一旦上癮，孩子們花在遊戲的時間會很快的增至兩倍或三倍。他們建議不管是做功課，寫e-mail或玩遊戲，國小學童每使用電腦三十至四十分鐘就應休息十分鐘。
( Answer
(1) B　(2) D　(3) E　(4) A　(5) H　(6) J　(7) I　(8) C　(9) F　(10) G
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International News
 Crayon Shin-Chan Creator Dies in Climbing Accident
apanese comic creator Yoshito Usui died in early September after falling from a cliff while hiking in the mountains near his home.  The fifty-one-year-old manga artist, best known for his mischievous character Shin-chan, was reported missing by his family on September 11th after failing to return home from a day of hiking.  One week later, after an extensive search by local authorities, his remains were recovered from the base of a 120 meter-high cliff at Mount Arafune.  With Usui’s death, the future of the comic series he has made so popular is uncertain. 

Usui conceived the idea of Crayon Shin-Chan almost twenty years ago when he was in his early thirties.
The story, popular throughout much of Asia and in many western countries, follows the misadventures of a naughty kindergartener named Shinnosuke Nohara and his family.  The five-year-old Shinnosuke, affectionately referred to by his nickname Shin-chan, causes trouble by his often irreverent and disrespectful attitude towards the older people around him.  Shin-chan’s behavior has caused some controversy in Japan with some parents’ groups claiming that it is a bad influence on children.  However, this hasn’t stopped the series from becoming a huge success or Shin-chan from becoming a household name in Japan. 

While the story was originally published in a magazine, it quickly grew in popularity and went on to be featured in books, on television and in movies.  Usui’s untimely death, however, has caused people to question whether the manga and anime series will continue.  With the death of the creator and driving force behind Crayon Shin-Chan, it is unknown whether the series would be the same with another person overseeing it.  For now, though, the family and friends of Yoshito Usui must mourn the loss of their beloved husband, father and friend.
(Multiple Choices
　　 1.
According to the passage, which of the following is true?


(A) Usui got the idea of Shin-chan from the experience of his childhood.


(B) Shin-chan’s behavior is sometimes loved but sometimes hated by parents’ groups.


(C) Shin-chan became a household name because of its famous creator Usui.


(D) People wonder whether the popular series will continue.
　　 2.
What is meant by the term “a household name”?


(A) A name that people commonly have.
(B) A name that almost everyone knows.


(C) A name that people like very much.
(D) A name the people name their children after.
　　 3.
According to the passage, Crayon Shin-Chan is 　　　　　.


(A) sometimes well-behaved    
(B) popular all over the world


(C) featured in different media    
(D) a naughty boy in real life
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( Patterns
Shin-chan’s behavior has caused some controversy in Japan with some parents’ groups claiming that it is a bad influence on children.

with + O + OC 常出現在句中以附帶說明其前的子句。補語可用：形容詞、表主動的現在分詞、表被動的過去分詞及介系詞片語表示。

．He went to bed with the door unlocked.（他去睡覺，門卻沒鎖。）

．Please don’t talk with your mouth full.（請你嘴巴吃東西時不要說話。）

．Jenny watched the movie with tears in her eyes.（珍妮看著這部電影，眼眶含著淚水。）

．The little boy smiled with his eyes shining.（這個小男孩微笑著，眼睛閃閃發亮。）
( Translation

《蠟筆小新》作者登山意外罹難
本漫畫家臼井儀人九月初在家附近登山時墜落懸崖身亡。這位五十一歲的漫畫家，因他淘氣的漫畫角色小新而著名，在九月十一日去爬山後一直沒有回家，家人報警說他失蹤了。一星期之後，有關當局進行大規模搜索後，他的遺體在御座山一百二十公尺高的懸崖底部尋獲。隨著臼井的辭世，他所創造出這個如此受歡迎的漫畫叢書的未來，也變得不確定了。

臼井在大約二十年前，他三十出頭時，構想出《蠟筆小新》這個點子。這個在亞洲大部分地區以及許多西方國家都受歡迎的故事，描述一個叫做野原新之助的頑皮幼稚園生和他家人的遭遇。五歲的新之助，被暱稱為小新，常因為他的不敬及無禮的態度造成身邊的人的麻煩。小新的行為在日本造成爭議，因為一些家長團體聲稱他對小孩有不好的影響。然而，這並無法阻止這個叢書大受歡迎，或阻止小新成為日本家喻戶曉的人物。

當這個故事開始在雜誌刊登時，很快就大受歡迎並出版成書，且搬上電視及電影螢幕。然而臼井的英年早逝已經使得人們開始在質疑這個叢書及動畫影集是否會繼續下去。隨著《蠟筆小新》的創作者及其推手的逝世，這個小新系列若由另一人掌舵，不知是否能維持原味。然而，當下臼井儀人的家人和朋友一定都在為失去他們摯愛的丈夫、父親及朋友而哀悼。
( Answer
(1) D　(2) B　(3) C
發行人：李枝昌


責任編輯：李芳瑩、畢安安


創刊日：2007年4月2日  出刊日：2009年10月21日


電話：(02)2299-9063　 傳真：(02)2299-5311


發行所：龍騰文化事業股份有限公司


公司地址：248 臺北縣五股鄉五權七路1號





新聞瞭望臺　第四十三期　作者：洪孟萍　Angus James Bain





A





Before You Read





(有些人會對某些事物有強烈喜好或渴望（craving）而到了生活中絕對無法沒有它的地步，這就叫做上癮（addiction）。喝酒成癮的叫alcoholic，而工作成癮的叫workaholic，而吸毒成癮的叫drug addict 或junkie。對於酒或毒品上癮的人可能就必須到戒護所（rehab clinics）尋求能讓他們康復而不再沉迷的幫助（rehab, rehabilitation）。
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Before You Read





(Anime和Manga是源自於日本的兩個主要的漫畫形式（comic format）。Anime主要是日本的動畫（animation），它通常是手繪（hand-drawn）或電腦產生（computer-genarated）的圖片，在電視或電影播出。Anime的人物（character）通常很特殊（distinctive），眼睛很大，而鼻子卻小得幾乎看不見。而Manga 指的是日本的漫畫書（comic book），雖然有色彩鮮豔的封面（brightly colored covers），但內容通常是黑白的。
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