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Technologies used for human purposes are now being used to improve pet’s well-being.
And the pet humanization trend of recent years is shown in technology, with a great increase
in need for different kinds of wearable tech devices (1% %) from pet parents around the world.
Today, it is not unusual to see dogs or cats with something tied () to their body to monitor
(J#%) their activity or track their location.

“People don’t know the answer to questions about how much exercise or the amount of
food their dog needs and that’s where wearable monitoring device comes in,” says CEO and
co-founder of PitPat, Andrew Nowell. Between 2022 and 2021, this UK developer of a pet
tracking device for dogs, shipped 39% more of its products. At the same time, the UK pet
population increased by 10% to more than 9 million and a new type of pet owner appeared,
the so called Generation Y. They are the majority of customers that buy a wearable tech
device, mainly wanting to know how far their pet has gone and what the dog is doing while
they are out.

The wearable tech field is mainly made up of small start-up companies. But this may
change in the near future. “All the big players are very interested. They will jump into the
field in one way or another, “said Asaf Dagan, co-founder of the wearable tech device
producer PetPace. Market research companies are predicting that the field will be worth
between $2.4 billion and $3.5 billion in the coming years, with a yearly increase ranging
between 13.5% and 25% by 2025.

Despite the potential (¥ 77) there are still some challenges that companies will soon
have to face. Awareness is one of them. “The function of the GPS tracker is supposed to be
known by more pet parents, but there is still work to do to help them know about activity

monitors. It is a matter of putting the message across. The value is there and the need is there.

It’s about providing a connection and creating awareness,” commented Dagan.
1. What does paragraph 1 mainly tell us about wearable tech devices?

A. They help improve human well-being.

B. They require some changes to serve pets well.

C. They were invented for human-pet relationships.

D. They are becoming increasingly popular with pet owners.



2. Why do pet-owning Generation Y buy wearable tech devices?
A. To keep their pets warm. B. To correct their pets’ behavior.
C. To monitor their pets’ activity. D. To save their pets from getting disease.
3. What does the underlined words “putting the message across” in the 4 paragraph mean?
A. Guiding people to use GPS trackers properly.
B. Getting people to know the value of activities monitors.
C. Making continuous improvement of activities monitors.
D. Increasing the market share (17 %41) of GPS trackers.
4. What is the main purpose of the writer?
A. To prove that wearable tech devices for pets are useful.
B. To stress how Generation Y get connected with their pets.
C. To explain how people track and monitor their pets’ activities.

D. To introduce us to the field of wearable tech devices for pets.
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Your Internet experience is terrible when the net speed is too slow—it takes so long to

open a web page and the film you’re watching stops every few minutes. That can be very

annoying. But it could be a thing of the past. In the near future, major telecom carriers will



start to provide 5G services.

What is 5G? What difference will it really make to our lives? The “G” in “5G” refers to
the generations of mobile network technologies. 1G let us talk to each other, 2G let us send
messages, 3G gave us mobile data and the Internet, and 4G made all of these things faster.
Now 5G promises much faster data download and upload speeds, and ore stable connections.
This means that you will be able to download an entire HD movie in seconds and only
experience a short delay between sending and receiving data. For example, when you have a
video chat with your friend, there is generally a 200 milliseconds delay with 4G, but 5G will
reduce the delay to 1 millisecond, which is almost real time.

5G will be able to improve many advanced technologies, such as driverless cars,
wearable devices and entertainment. With a 5G network, the short delay in information
exchange will allow driverless cars to run more safely, as they will be able to communicate in
real time and avoid dangers. Meanwhile, 5G-enabled wearable devices will keep doctors
updated on the health status of their patients, so doctors can give patients advice immediately
if there’s something wrong. Besides, VR games will become more popular with 5G. The
short delay of 5G will make the games feel even more real.

Though 5G will make our lives more convenient, it will not be perfect. For one thing,
5G will not “travel” far. On 4G networks, you can be 10 kilometres away from the nearest
transmission base and barely lose signals. But 5G will only cover about 300 metres, meaning
that we will need more transmitters so that we can get signals. And in order to use 5G, we
will have to buy new products specifically designed for 5G that are currently expensive.

5. What does the “G” in “5G” refer to?

A. Games. B. Groups. C. Grades. D. Generations.
6. What is the main idea of Paragraph 3?

A. The advantages of 5G. B. The disadvantages of 5G.

C. The price of 5G products. D. The advanced technologies.
7. Which of the following is NOT true?

A. 3G gave us mobile data and the Internet.

B. 5G will allow driverless cars to run more safely.

C. 5G will cover about 300 metres to 1,000 metres.

D. 5G will make the VR games feel even more real.

8. Where is the article possibly from?



A. A diary. B. A magazine. C. A storybook. D. A novel.
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A wearable assistance device (7] % ¥ fi B 15 %5 ) for swimmers who are totally or
partially blind was invented by a group of students in Greece.

The device, which is fixed on a swimming cap, has a set of sensors that can tell the
swimmer (who is wearing it) about his or her location (fiZ &) in the pool, and their arrival at
the end of swimming for the turn or the finish. Besides this, the device includes an earphone
that can tell the swimmer (using it) about his or her timing.

The students, who are also members of the Swim. me team, wanted to develop this

device to help blind people of all ages realise their dream of swimming, no matter what kind



of difficulties they might face.

They also presented their invention to Paralympian (%8 4) and world champion (7& %)
swimmer Charalambos Taiganidis.

“It was very important for us to get advice from such a great swimmer, who can directly
try the device. He gave us advice on how to make further use of the device,” a student said.

The device is the second big invention for blind people that has been developed by
Greek students. The first invention, called “Smart Vision”, is to help blind people in their
daily shopping activities and includes a device that can “read” the information such as
ingredients (j%77") and date on the box to the users.

These students are now trying to make the swimming cap device ready to use and will
take part in a competition for inventions with it.
9. After wearing the device, swimmers can NOT know

A. the time they have spent swimming B. the location of their competitors
C. when to make turns in the pool D. when the race is over

10. The world champion swimmer helped the students by

A. testing the device in different competitions B. introducing them to the

Paralympics

C. giving advice to improve the device D. making the device ready to use
11. What can we infer from the passage?

A. Blind people can find out what the food is made of by using Smart Vision.

B. The students want to make money from their studies with the device.

C. The device will be used by players in the Olympic games.

D. The device is the first invention of the Swim.me team.
12. What’s the passage mainly about?

A. How students help blind people realise their dreams.

B. How to use a wearable assistance device in a swimming pool.

C. Students in Greece invented a useful device for blind swimmers.

D. The government of Greece is encouraging students to invent things.

[%%]19.B 10.C 11. A 12.C
[AENT YA SCHRR 17 S 1 — 22 A N 52 A 8GR 4 R B E vk & R B 1 — b a] 28 s 4l
Bhis .



9. 4H7 PRA# . AR Htell the swimmer (using it) about his or her timing.”; “tell the swimmer
(who is wearing it) about his or her location (fiZ &) in the pool”; “their arrival at the end of
swimming for the turn or the finish.” 7] %1, ¥ b3EE, JEkE o CLRNTEHEIK IS (8] 7EF
Pkt A AL B DA K B i EE BRI 2 . B IO R K B . UL B.
10. 45 #E /@@, 5Tt was very important for us to get advice from such a great
swimmer, who can directly try the device. He gave us advice on how to make further use of
the device,” ] &, Tt 57 ¥k e 4 7T LAE I $2 Hh oot e a4 O DOR T Bh 22 A . ik Co
11, HEFLAIWT S . FRHE“The first invention, called ‘Smart Vision’, is to help blind people in
their daily shopping activities and includes a device that can “read” the information such as
ingredients and date on the box to the users.” "] &1, H AF /7 7] PLd I IX AN & s B0 &1
ERIECRAT H IS S, RIE B Re v A AR T AR R IR Ry . 0k A
12. EEREM. BELECAE, ARSCURA T 7 B 1 — 885 A2 v 56 4 808 23 2k W Rl Uk
HRYT R R BB . ik Co

4

A Japanese company has created a “smart’” mask to improve communication for people
wearing face coverings to prevent the spread of COVID-19.

The use of face masks has become the new normal in parts of the world still trying hard
to reduce spread of the coronavirus. However, masks and other kinds of coverings can affect
the quality of communication between wearers.

It can be more difficult to hear voices through the coverings. Many business and public
spaces also have social distance barriers in place, which also make it harder for people to be
heard and understood.

The wearable electronic device is designed to help improve speech interactions in such
conditions. The Japanese startup company Donut Robotics calls its invention the “e-mask”.
The device is worn over other common face masks.

The e-mask is made of soft plastic material. It has a built-in microphone and holes in the
front to let air in. When it is turned on, the mask uses Bluetooth technology to connect to a
mobile device. An app then helps users perform several actions, including turning speech into
text, completing telephone calls and making the user’s voice louder. If needed, when people
speak, the text of the conversation can also be displayed on a large computer screen, which
makes modern online meetings possible. During a company meeting, minutes can be created

and translated without typing.



Donut Robotics plans to create a world where people can connect with each other from a
distance better. The e-mask will be equipped with a Wi-Fi router. And the company is
planning to install AR function as well.

“About 6,000 e-masks have been sold in Japan since a year ago.” Taisuke Ono, the head
of Donut Robotics said, “I have received strong interest in the product and I believe it will
sell well in China, the United States and Europe.”

13. The e-mask was invented in order to
A. tell people to keep social distance B. help people to be heard more clearly

C. change people’s ways of communication D. improve the quality of the common mask

14. makes it possible for the e-mask to help a company record and translate the
minutes.
A. Amobile app  B. An hole in the front C. A microphone D. The plastic
material

15. From the passage we can infer that
A. e-masks are very popular in the world now
B. electronic devices will be replaced by e-masks
C. people will buy more e-masks than common ones
D. Taisuke Ono is sure of the bright future of e-masks
16. The passage is mainly about
A. the ways to use the e-mask better B. the invention and function of the e-mask
C. the ways to prevent the spread of COVID-19 D. the advantages and disadvantages

of the e-mask
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It’s a pity that deaf people, or those who have hearing problems, can’t enjoy music. But
now a vibrating suit brings them hope— it can allow them to “feel” music instead of hearing
it.

Designed by a technology company, the suit is made up of a body harness ankle and
wrist straps”. Music is sent to the suit and then the suit is able to translate it into a number of
vibrating beats, which can be felt all over the body. The users can adjust the degrees of the
vibrations.

Chase Burton, 33, a deaf filmmaker from Texas, US, has been testing out the suit for
four years. He understands that a deaf person’s experience with music is very different.
“When I was a kid, I’d lie on the floor above our garage so I could feel the vibrations from
my brother’s band rocking out below my body,” Burton said. Now when he wears the
vibrating device”, he says the sound hits different parts of his body. “Maybe it will hit me
down in my ankles first. And then I’ll start to feel the vibrations in my back. And then I’ll
feel some in my wrist,” Burton said.

The designers have been working to make more deaf people experience music through
their skin. In 2016, a dozen prototype suits were tested at a Lady Gaga concert in the US. The
suit was also tested at a different concert in Las Vegas in 2018. It was given to 150 audience
members at the concert where half the audience members were deaf and half could hear.

At the same time, the company has been improving the technology, saying it’s ready to
go to market soon. The suit may be used in video games or theme parks. The final goal is to
make the technology available to all.

“We truly think that anything that has an audio element can also have a vibrational
experience as well,” the company’s director Jordan said.

17. The vibrating suit is a wearable device that can

A. keep deaf people safe B. teach the deaf to play music

C. treat hearing problems D. help deaf people feel music
18. In Paragraph 3, Chase Burton is mentioned to show

A. the popularity of the vibrating suit B. his experience with the vibrating suit



C. the development of the vibrating suit D. his contributions to the vibrating suit
19. The underlined word “their” in Paragraph 4 refers to

A. deaf people’s  B. the designers C. vibrating suits’ D. video games
20. According to the passage, what is the future of the vibrating suit?

A. There will be a lot of difficulties to put the suit into use

B. The suit will not just be used by deaf people in the future

C. The suit will be so expensive that few people can afford it

D. There will be better tools to replace the vibrating suit soon
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Video calls are a common thing in our daily life, but have you imaged being able to
touch the person on the other end of the line? Scientists are making this a reality.

Researchers have invented a soft skin stretch device (SSD), a haptic device (fiili i 1% £%),
that can recreate the sense of touch. Haptic technology copies the experience of touch by
stimulating (I #{) part of the skin in ways that are similar to what is felt in the real world,
through force, vibration (%)) or movement.

Vibration is the most common haptic technology today, such as one used in laptops,
which is similar to a button clicking. However, haptic feedback with vibration becomes less
sensitive when used continuously. The existing technology also has great difficulty recreating
the sense of touch with objects in virtual (k& . fJ) environments or located remotely,
according to Mai Thanh Thai, lead author of the study.

The new technology overcomes problems with existing haptic devices. The research
team introduced a novel method to recreate the sense of touch through soft, man-made
“muscles”.

“Our three-way directional skin stretch device, built into the fingertips of the wearable
haptic glove, is like wearing a second skin — it’s soft, stretchable and similar to the sense of
touch — and will enable new forms of haptic communication to improve everyday activities,”
said Thanh Nho Do, senior author of the study.

It works like this: Imagine you are at home and you call your friend far away. You wear
a haptic glove with the SSDs and your friend also wears a haptic glove. If your friend picks
up an object, it will physically press against your friend’s fingers. And his glove will measure
these interactions. The force signals can be sent to your glove so your device will make the
same forces, making you experience the same sense of touch as your friend.

The haptic devices could be used in various places, allowing users to feel objects inside
a virtual world or at a distance. This could be especially beneficial during such times like the
COVID-19 pandemic when people depend on video calls to keep in touch with loved ones.
Or it could be used in medical practices. Doctors can feel a patient without touching him.

21. Which does the underlined word “novel” mean?

A. a kind of book to read B. be able to read

C. common and popular D. new and different
22. Paragraph 3 mainly tells us that

A. vibration is the most common haptic technology today



B. vibration is a sense of feeling similar to a button clicking

C. existing technology has some disadvantages on vibration

D. existing technology has been widely used in many devices
23. What could we know after reading the passage?

A. It is common to touch the person when we make calls.

B. Vibration is a way to stimulate skin to create the sense of touch.

C. People will do more everyday activities after wearing haptic gloves.

D. When your friend picks up an object, you will receive the forces he makes.
24. What is the best title for the passage?

A. Touch at a distance B. The usage of SSD

C. Touch with a glove D. How SSD works
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Recently, some people have complained about the purposefully addictive (I & 1)
designs of smartphones and social media, which make it hard for anyone to put them down,
especially teens. Now, a new report in Emotion gives facts that back up what these people
said.
According to the report, young people’s life satisfaction and happiness have dropped
since 2012, the year the percentage of teens owning smartphones started increasing rapidly.

The report also finds that teens’ psychological (‘> [1]) health gets worse the more hours a



week they spend on screens.

Jean Twenge is the lead writer of the report. She graphed (fil| []) the connection between
happiness and screen activities, such as social media, texting, gaming, and video chats. She
also graphed the connection between happiness and non-screen activities, including sports,
reading, and face-to-face communications. She called the relationship between screen and
non-screen activities “zero sum”—if you are doing one, it takes time away from the others.

Diane Tanman complains that her sons are like that. They are 11 and 15. They used to
play games in fields, and it made them happier. These days, her sons are more into online
games. Many of the games have rewards (#£Jif]) built in to keep players coming back. “It’s
just junk food for the brain,” Tanman said.

Ed Lazzara says his 12-year-old son Leo is a fan of video games. After playing a lot,
Leo gets more upset and uncomfortable. He wants his son to play fewer video games.

However, totally staying away from electronic devices (% #%) doesn’t lead to happiness,
either. Twenge and her co-writers found that the happiest teens used electronic devices a little
less than an hour daily. After a daily hour of screen time, unhappiness rises in relation to
increasing screen time.

Spending time in front of a screen is a normal part of being a teenager. Many schools
require students to be online and to use iPads or other devices to do their work. But teachers
and parents have also complained that technology can get in the way of learning when teens
use their devices for things other than their studies.

If we recognize how screen time influences young minds, we can help teens use
technology better and protect their psychological health in the process. Screen time is like ice
cream. Sure, we can have some once in a while, but it shouldn’t be part of our everyday lives.
25. What can we learn from the passage?

A. Screen time at home is not as beneficial as screen time at school.

B. Nearly an hour of screen time every day makes teens happiest.

C. Technology should be encouraged in classroom learning.

D. What teens do on the screen influences their happiness.

26. Why does the passage give the examples of families with teens?
A. To prove the bad effect of the addictive designs of electronic devices.
B. To show parents have little control over their teens’ screen time.

C. To compare different-aged teens’ feelings about screen use.



D. To explain why electronic devices make teens feel happy.
27. Which of the following would be the best title for the passage?
A. Use of Electronic Devices: Should We Consider Teens’ Needs?
B. Teens’ Psychological Health: Why Is It Important?
C. Screen Time and Teens’ Study Performance

D. Screen Time and Teens’ Life Satisfaction
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Eating with normal chopsticks is common, but Japanese researchers came up with
something very unique. Scientists in Japan have developed electric chopsticks that are used to
help people cut down on salt. The special chopsticks use a tiny bit of electricity to make food
taste like it has more salt.

Though human bodies need salt, many people eat far too much of it. We put it on our
lunches, dinners, and everything in between. While a little bit of salt is tasty, too much can be
harmful. The most common illness connected to eating too much salt is high blood pressure.

Moreover, according to the WHO, a surprising number of 2.5 million people may not die



each year if each person in the world eats less than five grams daily.

This research, carried out by the scientists at Meiji University and Kirin, which sells
food and drinks, may help many people live a low salt life without sacrificing (4i%4) taste.
The chopsticks work with a mini-computer that can be worn on the hand. When the
chopsticks are put in the mouth, there is a tiny bit of electricity. The electricity is too small to
be felt, but it can change the way the tongue tastes certain things.

This research showed that with the chopsticks, food could have up to 30% less salt and
still taste just as salty. So far Kirin hasn’t planned to sell the chopsticks. But it is looking into
ways the technology could be used with other eating tools, including spoons.

28. What does the underlined word “unique” in Paragraph 1 mean?

A. Strange. B. Funny. C. Special. D. Necessary
29. What does the number in Paragraph 2 tell us?

A. Many people die each year because of illnesses.

B. Too much salt is very harmful to people’s health.

C. The WHO worries about how much people eat.

D. The population of the world is too large.

30. The electricity created by the chopsticks is

A. to sacrifice your taste

B. to start the mini-computer

C. to make it be felt by people’s mouth

D. to change how the tongue tastes salt
31. What may scientists later research on?

A. How to better sell the chopsticks.

B. How too much salt causes health problems.

C. How to cut down more salt in people’s life.

D. How to use the technology with spoons.

32. Which can be the best title for the passage?

A. Chopsticks Used by Japanese People

B. Cutting Down on Salt with Electric Chopsticks

C. Bad Influence from Eating Too Much Salt

D. Improving People’s Eating Habits
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