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Read the passage below and answer the following questions.

A letter to the editor expresses a Wilrer s apinion about a rapic tharis usnally af interest to
others in the community. Writers of gffecrive lotters combive facts With apiniokrs o by 1o
Mfnence others to share theirviews. The following lerrers weve wyttten By a brother and

Sister.

Letter k
Compater Games andViclence

1 Picture thisz scane: a teenager late
at night, alone in hiz bedrocom, playing
his favorite video ganre. Evervone iz
asleep but thiz teen, who iz not anky
awale, but also haszs advenaline pompdug
as he destroys eneapies withe goodive amed
grenades. Such a scoepe plays owt with
ever-imcreasing requency. as nrvore teens
separate themselvas fom family and
society, hving in the shange and violemt
world of computer games.

2 The guestion wea as a society hawve
to ask is, “What imfluence do theze
computer games have on the yonuth of
America?” Evaryonas nows that video
games influence violent behavior. The
National Institnte on Media and the
Family released a stady claiming 69% of
families surveyed have children who awm
or rent electronic games, with the
children playing these pankes an average
of 7 howrs per weel, Ciher stmdies shomx
that jumior high schoel boys, in
particunlar, have an atixaction to theze
games. Shonld the pames be outlawead? I
dont thind: so. Should thev be combolled?
Obvionshy!

5 A ratinmg systens is abeady in place
that labels games “T7 (suitabile for those
13 and older), and “3° (for those 17 and
older). Tinfortunately, the system is
paorly enforced at stores salling or
renting these ganwes. Batter enforcemant
would ensmre that society doesn’t have to
ban video games in peneral. Anything
that is prohibited only becomes more
attractve to teans looking for something
to rebeal against.

4 To be a teenager iz to be in
rebellion: "Aa are no longer children. bmit
we are oot yet adults, Living in between
these fwo woadds is frustrating enough.
Bt e Hwve in a wiolent societyr as well,
and comprber games are only one sonrce
of te problemy. Parents nead to become
more involved lawing out puidelines
abowt what iz acceptable behavior. A nd
teans nead to talee individaal
responsibility for thedr foxar) actions.
Playing violent video ganues may seem
lilce fun when we're alone in our roomls
or with clase fiends. Bt there iz a fine
line between fantasy and reality that can
easily be erossed. We have to e carefnl
of what we vratch and play. We might
bhecomes a part of the fantazy.

& If wre care at all about protectine
childmen and teaps, we a5 a nation must
talos sheps to limdt the use of flwese
wiolent pames by those wlwo ave maost
wulnerable to their effacts. The futare of
o society may depand oo it

1] Heain, lag us retxun to that scene
lade at mighd. The wanmior has just killad
all the anemies, He mowr les dowm to
sleep. hr his dresmms, other demions come
ta haunt hiny. He iz o longer free to

sleep sweetly. The wiclent world of video

games seeps Into sleap and nfacts his
suboonscions yearmings, The teen who
haz just dea:tru:,-iﬂm'e- androids on the
video sceme has become an androdid
himself,
-HArmanda Paislay
Zanesville High Scheool
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Letter 2

Don't Blame Computer Games

1 Yes, there comes a time ai night
when the wariior has to sleep. Androids
destroyed, everyone safe, rast nrust

come to those who want to fght another
day. But we're not really tallkcing abont
warriors, and we're aot really tallong
abont figlting. The issue iz comaputer
games, and how they supposedly male
teens violent, Some teens — mavbe, Al
teens? C'mon! Thiz teen plays compnier
gamas for an how or two a niglt. Haz it
marde me violeni? Ask the fly [ rafince to
swat, in an effort to be kind to insacts,

2 Let’s look at the issua seviously for
a minute. Some teens do play too many
vidao games. And same teens do gat
violent. However, only a small percantaze
of videa games feature the kind of
violence that sends my sister through the
roof And guass what? [n the past vear,
statistics have shown ihat teen viclanee is
going down, not up.

A As fior the computer games I
supposad]y like to play while the vest of
oy family is asleap: To me, it"s Lile
playing cops and robbers, the types of
Imagmnary games my dad played as a ldd.
Then there are the adulis who tell s that
teens should read more. Wall, e read
books that are supposed to be “classics,™
and so many of them are full of violence,
they make me wonder. Even fairy tales

can be violent. When 1was the last time vou
read “Hamsel and Gretel™ or “Snowr
White?™ Stories about witehes who eat
children and evil gueens who poison young
girls are a lot wmore violent than any video
game I'vaplaved.

4 Eestrict vides games, and what
will be restieted nesct? Will we outlaw
fairy tales?

5 Millions of teens cmrvenily play
video games, but coly a small parcentage
eommit vislent scts. Chilser factens plany a
greater role, such as poverty, a histeryr of
wiolemee in the farmily, and the availability
of gums. A= actor Bruce Cruize racently
sabd, “Video gammes don't harm peopla:
peopla barmpeople.™

& Lilse myy sister, T also believe in
individual responsbility. T understand
that everything I do has consequencas,
and shenld | ever hut anyone, sven by
aceident, I'm the one who's responsible.

I even Imowr that too much of a good
thing can be bad for yon. (Mamea vour
“thing™ — computar games, candy, or in

' my sister’s case, shopping at the mall.)

B Iwill play my video games with
the Imowledge that fon iz fun, se long as
wobody gets bt and | don't overdo it.
Lat's oy ko find the veal canses behind
taday’s problems and then selve them.
Don't blame computer games.

~-Brendan Paisley

Zanesville High Schaal
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1. The greatest difference between Letter 1 and Letter 2 is -
A. Only Letter 1 uses emotional appeals

B. Only Letter 2 uses emotional appeals

C. Letter 1 uses facts and statistics as well as emotional appeals
D. Letter 2 only uses facts to support its argument

2, What is the author's purpose?

A. To explain how video games are similar to playing cops and robbers

B. To persuade the reader that fairy tales are more violent than most computer games

C. To inform the reader that the author's sister spends too much time shopping at the mall

D. To convince the reader that teens should be allowed to make their own decisions regarding video games

3. Which of the following quotations best expresses the main idea of Letter 1?

A. Shouid the games be outlawed? [ don't think so. Should they be controlled? Obviously.

B Anything that is prohibited only becomes more attractive to teens looking for something to rebel against.
C. To be a teenager is to be in rebellion: We are no longer children, but we are not yet adults.

D. The teen who has just destroyed those androids on the video scene has become an android himself.

4. What does the author mean when using the highlighted text above?
A. Adults and teenagers live on two different planets

B. Living as a teenager and living as an adult are completely opposite

C. Teenagers should strive to live like adults

D. Adults and teenagers often disagree

5. The highlighted word "yearnings" in this passage means which of the following?
A. money received

B. something you want

C. violence

D. dreams




