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NAME:________________________________________ 

 

1 In 1921, people had about __________ leisure time than they had in 1901. 

A. 10 hours more   

B.  10 hours less   

C.  4 hours less   

D.  4 hours more   
2 The groups which had more leisure time were predominantly... 

A. male and female middle and working class.   

B.  male middle class, working class and immigrants.   

C. male and female working class and immigrants.   

D. female middle class, working class and immigrants.   
3 Reading, needlecraft and music… 

A. became popular pursuits in the period 1901-1921.   

B.  were popular in middle class families in the 1800s.   

C.  were forms of ‘commercial’ recreation.   

D.  were regarded as immoral by religious groups.   
4 Traditional organizations ____ commercial recreation. 

A. supervised   

B. founded   

C.  disapproved of   

D.  encouraged   
5 Commercial recreation venues were forced to… 

A. close down   

B.  obtain licenses   

C.  close during the vacations   

D. offer alternative entertainment   
6 Schools and churches responded by… 

A. preaching against commercial recreation.   

B.  offering morally acceptable alternatives.   

C.  putting on their own shows and fairs.   

D.  adopting a less moral stance.   
7 The new voluntary organizations of this era… 

A. were mostly geared towards boys and men.   

B.  included groups for both children and adults.    

C.  were run as extra-curricular school activities.   

D. were all founded by religious groups.   
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8 The Playground Association of America… 

A. believed that children needed unsupervised time away from adults.   

B. was set up to ensure that playgrounds were safe for children.   
C. argued that voluntary organizations reduced children’s opportunities for 

outdoor play   

D.  trained adults in how to lead children in constructive play.   
 

 

LISTENING 2 

You’ll hear five different people talking about computer games. For questions 1-5, 
choose from the list of their views on computer games. Use each option only once. There 
is one extra option which you do not need to use. You will hear the recording 3 times.  
 
 

 answer 

Speaker 1  

Speaker 2  
Speaker 3  

Speaker 4  
Speaker 5  

 
 

 ANSWERS 

1. The nature of computer games could benefit society.  

2. Restrictions are discouraging gamers from buying games legally.  

3. Too many children are addicted to online games.  

4. Computer games prevent children learning other things.  

5. Game regulators need to take several things into account. 

6. People are unnecessarily worried about the harmful effects of games.  
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LISTENING 1  

 

 
The early twentieth century was a time in America when people started to challenge the 

traditional values laid down by homes, schools and the church.  For the first time, 
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women, as well as men, took jobs and had an income of their own, sometimes living 

away from home, away from the eyes of prying parents. At the same time, the working 

week shortened considerably, giving workers much more free time. Between 1901 and 

1921, for example, the average working week dropped from 58.4 hours to 48.4 hours, 

an unprecedented decline which has, incidentally, not been equalled since. There was a 

quickly emerging middle class which demanded recreation, and a working class with an 

increased income and more leisure time. Meanwhile, new immigrant groups brought in 

waves of alternative recreational activities that had not been experienced before by the 

predominant white population. 

 

This led to a rise in what may be called ‘commercial’ recreation - that is, a recreation 

industry that generated money. Prior to this, people made their own fun with pursuits 

such as reading, needlecraft, music and so on.  The religious middle classes had 

preached the values of self-control, moral integrity and industriousness, and their leisure 

pursuits were supposed to be morally upright and useful to society.  It was these people 

who had founded museums, libraries, art galleries and symphony orchestras in the late 

eighteen hundreds.  Now, there were increasing numbers of dance halls, theatres, 

cinemas, social clubs and amusement parks. People frequented beaches, parks and 

picnic areas where there were band pavilions and outdoor games, and they went to 

shows - circus shows, vaudeville theatre, burlesque and travelling fairs with daredevil 

rides. This hedonistic lifestyle more often than not involved drinking alcohol, and gave 

limitless opportunities for unsupervised socialising between the sexes, and the 

traditional, long-established organisations - churches and so on, feared for the 

corruption of their youth.  

 

They had to respond, and respond they did. There was, primarily, a call for the new 

recreational establishments - the dance halls, bowling alleys and pool parlours - to 

require permits in order to operate, which limited, to some extent, the spread of these 

new, morally-corruptible establishments.  The traditional organisations also began to 

offer alternatives - alternatives to the dance halls and theatres - that would keep the 

populace, both young and old, in morally acceptable pursuits. Until that time, 

establishments such as schools, museums, libraries and so on, had closed for long 

periods of the year, such as throughout the summer holidays, but now they remained 

open all year round, and began to promote organised activities such as sport, music, 

games and drama in a bid to lessen the urge for unacceptable behaviour. Schools began 

to run vacation clubs, and an extensive range of extra-curricular activities, especially in 

sports, publications - creating a school newspaper, and hobbies - chess, stamp-collecting 

and the like.  This was also the era when voluntary organisations such as the Boy Scouts 

were set up to encourage healthy, active and moral pursuits for children - the National 

Association of Boys was another, the Camp Fire Girls, the Girl Scouts were others. 

Some had roots in the church, such as the St John’s Ambulance and the Boys’ Brigade. 

For young adults, there was the YMCA - the Young Man’s Christian association, 

another religious group, and the YWCA for women; and there were also community 

service groups for adults, like the Rotary Club and Lions Club. Another important 

player at this time was the Playground Association of America.  This was a national 

group led by Luther Halsey Gulick, which had the backing of the US president, 

Roosevelt. The purpose of this was to assist people of all ages to use their recreation 

time to good effect.  Remember that in the eighteenth century, children’s play was not 

encouraged - children would get arrested for playing on the street together.  There were 
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no established parks and playgrounds for children. The Playground Association of 

America, however, acknowledged that play was important and necessary, and a vital 

part of children’s learning, but that it required effective leadership. The organisation 

worked nationwide to develop playgrounds in towns and cities, and also put on 

recreational programs, as well as running courses to train adults in effective play 

leadership.  

 

 

LISTENING 2 

 

FCE Listening 

Part 3 

 

Speaker 1 

Some children just can’t live without it.  They really are hooked.  The colours die away 

and your kids scream in protest.  It’s as if you’ve just taken a drug away from 

them.  We’ve got to accept the fact that these machines are having a terrible effect on 

children’s standards of literacy.  Kids just aren’t interested in reading these days.  They 

feel they have to do it to pass tests.  So they just stare at the screen, pushing those 

buttons.  They don’t have to use their brains or their memory.  These gadgets are the 

cause of so much underachievement in today’s society. 

Speaker 2 

One of the things game developers have to worry about is how to prevent people from 

copying the games illegally and distributing them on the internet.  Some companies 

have gone to great lengths to make sure that everyone who plays the game is a 

legitimate user, for example, you might have to have a permanent internet connection to 

play.  This is a problem for some people if their internet connection isn’t reliable.  So 

they prefer to buy pirated versions which don’t have all these restrictions. 

Speaker 3 

I realise that a lot of these pay-for-free games are designed to become addictive.  You 

play for free, but once you’ve invested time and effort into your game, you start paying 

real money to progress further into the game.  With people spending huge sums of 

money on virtual items, I can see why governments might want to regulate games like 

these.  But on the other side, these gaming companies are businesses and they need to 

make money.  Governments should focus on the industry’s business model, rather than 

the game content.  It’s a balancing act, because the last thing you want to do is stamp 

out the creativity of small companies. 
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Speaker 4 

A lot of games are attractive because the virtual world is fairer than the real 

world.  Your success isn’t determined by your age, social status or education.  Your 

peers are loyal, and when you do something good, you are instantly rewarded, so there’s 

a real sense of achievement.  The sense of community in the gaming world is actually 

really strong, and what we really need to do is bring some of this spirit of working 

together and accomplishing tasks into the real world.  People should stop criticizing 

these games and start thinking about how we can incorporate the positive spirit of 

gaming into our real lives. 

Speaker 5 

There have been a lot of studies into whether gaming encourages violent behaviour, but 

as far as I know, they haven’t been able to come up with any conclusive 

evidence.  Juvenile crime in the States is at a thirty year low, and there is also some 

evidence that most antisocial acts are committed by kids who don’t play computer 

games.  I reckon all this hype about violent games is a bigger problem than the games 

themselves.  It makes adults suspicious of their kids, and tries to blame big social issues 

on games rather than eliminating the real cause of youth problems, such as home life 

and mental stability.  
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