2014 EXYTIYTEN

MpovMTaiTe TeKCT. BeibepuTe O4MH W3 NpeanoXeHHsIX BapWaHToR OTBETA.

Video games first (A1) ... popular in the 1970s and since then they (A2) ... a major form of entertainment. Today,
- video games (A3) ... for pleasure but also by therapists wha treat patients with a number of physical and mental problems.
. For example, one patient could not get back into his car after he (44) ... in a traffic accident. He had lost his confidence
as a driver but slowly learned to deal with his fears by playing the video game “London Racer”. After a relatively short
period of time, he was able to start driving again. Another example is children who (AS5) ... it hard to pay attention in
* class. They may quickly get caught up in a game that (A6) ... specially for their needs. They have to keep a close eye on
the screen so that their ciaracters don’t disappear. Their level of attention improves as they play the game. '
There is no doubt that the use of video games in therapy (A7) ... in the future. However, professionals insist that
such therapy should always be properly supervised.

. 1) have become 2) became 3) had become 4) were becoming
Az 1) became 2) had become 3) were becoming 4) have become

as 1) do not only use 2) have not only used 3) are not only used 4) are not only using
A 1) had been injured  2) injured 3) was injuring &) has been injured
s 1) were found 2) had found 3) are found 4) find

ae 1) creates 2) has created 3) is created 4) is creating

A 1) has increased 2) had been increased 3) is increased 4) will increase
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