v aper }

PAPER 7
I’ART I: ACCESS TO ’
INFORMATION FROM WRITT§
NTEXTS
XTS (710 pe

Nnts)

Read the article below and then answer questi
‘ lestions 1-7

CRUSH ON CANDY CRUSH
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And vet, while there have been a couple of bizarre stories about moms ftll’;zt:tting
to pick up their kids from school because they couldn’t stop playing, for the mm—[
part Candy Crush is harmless. You don’t ever have to pay if you don’t want to ang

theoretically, you can stop anytime you want.

Answer questions 1-7. (70 points)
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What do we learn about Candy Crush from lines 1-57

CIRCLE THE CORRECT ANSWER.

1) Your chances of winning are lower than your chances of losing.
ii)  People who play it are not physically fit.

iii)  People who play it are very lonely.

iv)  Your chances of losing are lower than your chances of winning.
(8 points)

COMPLETE THE SENTENCE.

According to lines 6-10, in the first stages of the game it ..........ccoooiiiiiiiiiine.,

--------------------------------------------------------------------------------------------------------------------------------
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(8 points)

Name TWO reasons why people keep on playing Candy Crush according to lines
11-19.
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(2x7=14 points)

COMPLETE THE SENTENCE.

We can understand from Sharman’s words (lines 20-28) that players mistakenly
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Which instances does Sharman refer to when he says: “those instances are rare !
(lines 23-24)
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3 Why the game is addictive,

i) How many features there are in the game,

i) How much time people spend playing

________

,,,,,,,,

iv) How much buying extra lives costs,
v)  Whenwe can’t go on playing.
vi) In which cases the players can affect the game

(2x8=16 points)

The example of “moms forgetting to pick up their kids from school” (lines 29-32) (
- _)_

i)
ii)

ii1)

is too common to be true

shows that the game is harmless

shows that bizarre stories are never true
is the exception rather than the rule

(8 points)



