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(1) Thave lost my pen. I must buy another ( ) tomorrow.
Tokyo is ( ) of the biggest cities in the world.
(2) T want to ( ) many pictures in Kyoto.
How long does it ( ) from school to the station?
(3) This cheese is made ( ) milk.
These oranges come ( ) California.
(4) The dictionary ( ) my grandmother bought for me is very useful.
( ) is your bag?
(5) This mountain is covered ( ) snow.
I cut the cake ( ) a knife.
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(] 723 FRPICEANE G2 LT T T,
Your new bike is very nice! I can’t buy that model because I don’t
have a lot of money.

. Your new bike is very nice! If I ( ) a lot of money, I ( )

( ) that model.

[ MFEEDORANT 7 I —Dbhl- 28I L TWET,

. Welcome to our house! Our house has five rooms. Your room is

here.

. Welcome to our house! ( ) are five rooms ( ) our house.

Your room is here.

)] Sz TTOLN2ME 2 Kz L7,

. I have never watched such an interesting movie!
. This is ( ) ( ) ( ) movie I have ever watched.

(5] %7213 BN EBBEOALERICHK T, koS4 72 RTwET,

. Look! The girl is my sister. She is singing on the stage.
. Look! The girl ( ) on the stage ( ) my sister.

(Biii] & %7213 A E T ETH > T ET,

. I said to my friend, “Will you carry this bag?”
I ) my friend ( ) ( ) that bag.

e 23k ANE S A4 TR T, BEESHHEBEVTVT T,

. You must not use flash on your camera.
. ) use flash on your camera.

(i) %723 babEITREVENIEEZ NPT THE T,

. It’s been an hour since I started waiting for you.
b.

I have ( ) ( ) for you ( ) an hour.
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Kumi comes home. Kayla is reading a book.

Kumi :
Kayla :

Kumi :
Kayla :

Kumi :
Kayla :

Kumi :
Kayla :

Kumai :

Kayla :

Kumi :
Kayla :

Hi Kayla,

Oh hi. It’s about Japanese culture, but more on the invisible
culture. It’s really interesting.

How do you mean?

Well, you know, before I came here, I saw some documentaries
and they focused on things like monkeys in hot springs, *maid
cafés, the *bullet train, fish markets, geisha, that kind of thing,
you know, really *stereotypical.

Yeah, people love seeing strange and *exotic things, right!

Yeah, and that’s interesting too, but this book is talking about
the invisible culture. You know, people’s values, how they
interact, how they communicate.

Like what?

Like, how some words show what’s important in Japanese society.
How words like gaman (F1%), gambaru (3A\X%), meiwaku (K7%)
kawaii (2>»\\») | sunao (FZ1H) tell us a lot about people’s values.
Mmmm...

It’s explaining about concepts like qkizuna (%), omoiyari
(BnR D), tatemae (BHi), enryo (EJE)... things that show how
people think and how Japanese society works. You know, things

like kimono, sushi and so on, the things we can see, these are the
face of Japan, but the things that we can’t see are really the heart
of Japan.

Wow! You're really getting in deep!

Yeah, I know! Some people have said that culture is like an
*1ceberg, where 90 percent is invisible to us. It’s fascinating, but
there’s still so much I don’t understand. For example, ;what’s
wabisabi {EVHEY)?

(#) maidcafé x4 F#7=x  bullet train ###  stereotypical WA

exotic T¥VFv 77, REMEZL  iceberg Kl
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7 do you like it?

4 how are you feeling?

7 what are you reading?

I where did you get that?

7 But it is only old things.

4 But Japanese people don’t think that way.
7 But not just that.

I But they are just words.

M2 Kayla2 PO @ELTHHELEIELTWAZEE L THRDEY L DD
#. UWTFO7~2ohns 198U, it TELRE WV,

HARALDOFNZ 22 5 H DIFEBRICIZHICRZ W DO TH 5,
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Kumi 7% wabisabi I W TFEL BB LT Zzh b,

Kayla |3 wabisabi OBERPEZ LK O L0 b,
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(1) What does Kayla mean by “invisible culture”?
7 Japanese food and festivals.
4 Japanese language and customs.
7 Japanese people’s values and how they interact.
I Japanese traditional arts and crafts.

(2) What does Kayla mean when she says culture is like an iceberg?
7 Culture can change quickly as ice melts.
4 In Japanese culture, people are cold and keep others apart.
7 Most of the culture is hidden and we can only see a small part
of it.
I We can see most of the culture and only a small part of it is
hidden.

M5 ARIXOHNZEDD face of Japan & heart of Japan D#lA A HLEE L Tid
Wb DEUTOT ~ITOhmHh s 1 OFY, GG TER R SV,
7 face of Japan: &AM 1) heart of Japan: A&

4 face of Japan: A& heart of Japan: & i
% face of Japan: & T heart of Japan: i i
I face of Japan: T heart of Japan: &ML D
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Everyone enjoys taking a vacation. A vacation is fun and relaxing.
(@ ) people like to go to the beach and swim. ( @ ) people go to the
mountains or visit ( & ) country. Many other people use their vacation
time for another reason. What do they do? They take a volunteer vacation
to help other people. Volunteers are people who do something, but they
receive no money for it. They do this because they want to be helpful to
people in need. Many organizations give volunteers a chance to help
others.

Habitat for Humanity is one of these organizations. Habitat for
Humanity is an organization of volunteers who build homes for the poor.
The most famous volunteer is former U.S. President *Jimmy Carter, who
won the Nobel Prize for Peace. Habitat for Humanity volunteers do not
need a special skill. They just need to be in good health. Volunteers build
homes in the United States, but they also construct homes all over the
world, in places such as Honduras, Fiji, and Ethiopia. Volunteers pay for
their own trips. For example, a two-week trip to Honduras, Fiji, or
Ethiopia is about $1,200.

A second volunteer organization is called Earthwatch. Earthwatch
gets many volunteers to help scientists do research in many places around
the world. For example, volunteers may study endangered animals, such
as manatees in Florida. Most of the trips are two weeks. Volunteers pay
about $1,800 to participate, without *airfare. They usually stay in
*dormitories and cook their meals together. This year, Earthwatch had
4,000 volunteers from 47 different countries.

*Cross-Cultural Solutions is another volunteer organization. It helps
communities in China, Ghana, India, Peru, and Russia. Cross-Cultural
Solutions helps to bring health care and education to many people. Twelve
to eighteen volunteers work together for about three weeks at one
*location. The work depends on the volunteers’ skills. *For instance, a
volunteer may have special medical knowledge. This person will work in
a local hospital. Volunteers have evenings and two weekends to spend *on
their own. Prices begin at $1,900 for a two-week trip, not including
airfare.



People who take volunteer vacations believe they are ghelp people
around the world to live healthier lives. They believe they can help people
get an education. The people sthey help may have a better place to live.
For the volunteers, this is the ;good vacation of all.

(7#) Jimmy Carter Y 3I— - 7—%— (%397 2V 7 &REKFKEH)
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people who do something for no money

-

people who support volunteers in their activity areas
people who take volunteer vacations

Hod

people who want to be helpful to people in need
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Shigeru Miyamoto was born in Sonobe, a rural town in Japan, in
1952. As a young child, he was full of imagination. He loved *doodling,
reading, and telling stories. He loved drawing manga, creating *cartoon
flip books, and *putting on puppet shows. He would also go exploring the
countryside, biking, walking, climbing trees, and fishing in a nearby
stream.

One day, while he was out exploring, he discovered the entrance to a
cave. He returned the next day with a lantern so he could explore it.

Shigeru spent many long days exploring this *underground cave.
One of the things he liked most was the *fear and excitement of not
knowing what was waiting for him around the *bend when he *crawled
through tunnels. Shigeru never forgot his childhood adventures.

Shigeru spent five years getting a college *degree in industrial
design. He painted, drew, and built things in his classes. In his free time,
one of the things he most enjoyed was playing early video games.

In 1975, Shigeru graduated. Now that he was finished with school,
he needed a job. He first thought he would like to become a manga artist.
But then he changed his mind and decided he wanted to work making
toys.

Through his father, Shigeru was able to get a job interview with
Hiroshi Yamauchi. At that time, Hiroshi was more interested in *hiring
engineers, not artists. But he liked Shigeru and asked him to return with
samples of his work.

Shigeru gathered artwork he had done in college, his manga
drawings, and his designs for a seesaw that could hold three kids at the
same time. He also included his *hand-carved colorful children’s clothes
hangers in the shapes of animals.

When Shigeru returned, Hiroshi liked what he saw. He thought that
Shigeru had a childlike way of looking at the world and this was what
Nintendo needed. Hiroshi hired him to be the first artist on Nintendo’s
staff. Shigeru started in 1977, painting panels for the *cabinets of the
arcade games.

When Radar Scope failed in the United States, Shigeru decided to try

_10_



to develop a completely new game. He didn’t like the Ping-Pong and
shooting games that were popular at the time. He wanted to design
something very different — a game with characters and a storyline.

His idea was to base a game on the characters in the Popeye
cartoons, which were very popular in the United States. But Nintendo
couldn’t *make a deal to use them. So, instead, Shigeru created new
characters, ones that could jump on-screen. Instead of Popeye, there was
now Jumpman (a carpenter) . Olive Oyl (Popeye’s girlfriend) became Lady
(later Pauline) , and Bluto (the *villain in the Popeye cartoons) became an
ape named Donkey Kong. If naming an *ape * “donkey” seems *odd, it’s
because Shigeru *mistakenly thought that in English, “donkey” meant
“stupid.” Donkey Kong had *kidnapped Lady from Jumpman and brought
her to a construction site. The object of the game was for Jumpman to
rescue Lady. Game players *took on the role of Jumpman.

Donkey Kong was different from other arcade games. Besides telling
a story, it is often considered the first true platform game. In a platform
game, characters run, jump, or walk over obstacles to reach new levels.
(An obstacle *prevents players from getting somewhere.)

As Jumpman moved up ladders and across *girders to get to Lady,
Donkey Kong rolled barrels to *knock down Jumpman. Players had to
make Jumpman jump over the barrels.

Shigeru gave Jumpman a red hat and a big *mustache. This made
Jumpman easy to see on a small screen. Before the game was finished,
Minoru Arakawa, the president of an Nintendo’s US company, changed
Jumpman’s name to Mario.

Why?

Minoru needed an American name for the character and chose the
name of the *landlord of Nintendo’s Seattle-area *warehouse, Mario
Segale.

(##) doodle W/=¥F5#HE%32%  cartoon flip book /%7 /%7 &
put on a puppet show AFEIZ35  underground HTF®  fear A
bend #—7. WH»0 A crawl Eo THEL  degree HAv
hire /&9  hand-carved FH1H D
a cabinet of an arcade game 7—%— N7 —A %D 55
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(1) Which of these was NOT one of Shigeru’s favorite activities as a
child?
7  Climbing trees.
4 Creating cartoon flip books.
7 Playing video games.
I Telling stories.
(2) How did Shigeru feel when he crawled through the tunnels?
7 Lonely and worried.
4 Scared and excited.
77 Surprised and excited.
I Tired and afraid.
(3) What did Shigeru enjoy in his free time in college?
7 Building things.
4 Doing industrial design.
7 Painting and drawing.
T Playing early video games.
(4) What was Shigeru’s first job at Nintendo?
7 Creating new Ping-Pong and shooting games.
4 Developing a completely new game.
7”7 Making clothes hangers in the shape of animals.
I Painting panels for arcade game cabinets.
(5) Why did Shigeru give Jumpman a red hat and a big mustache?
To make him a famous character.
To make him different from Donkey Kong.
To make him easy to see on a small screen.

H 3 N N

To make him look American.
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Shigeru discovered a cave and used a lot of time exploring

the underground cave.

!
B
!
C
!

Shigeru got a job as Nintendo’s first artist.

— | H|«—|JO|«

Minoru Arakawa, president of Nintendo’s US company,

changed Jumpman’s name to Mario.

7 Shigeru decided to create a completely new game when Radar
Scope was not successful in the United States.

N

Shigeru finished his degree after five years of college studies.

7 Shigeru made new characters for his game, including Jumpman,
Lady, and Donkey Kong.

I Shigeru showed samples of his work in his interview with Hiroshi
Yamauchi.

% Shigeru was born in Sonobe, a rural town in Japan.
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(1) (2) (3)
(4) (5)
(1) | IfTI( ) a lot of money, I ( ) ( ) that model.
2 | ( ) are five rooms ( ) our house.
(3) | Thisis ( ) ( ) ( ) movie I have ever watched.
4) | The girl ( ) on the stage ( ) my sister.
5) | I( ) my friend ( ) ( ) that bag.
6) | ( ) use flash on your camera.
(7) | Thave ( ) ( ) for you ( ) an hour.
%) W (1) (2)
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