
Unit Two   Digital Image
Information Related to Oral Communication

★Words and phrases in advertisement 广告用语 
keep you fit all the time 包君健康
fashionable and attractive packages 包装新颖美观
quality and quantity assured 保证质量 
have a long history in production and marketing 产销历史悠久 
popular both at home and abroad 驰名中外 
comfortable and easy to wear 穿着舒适轻便 
sophisticated technologies 工艺精良 
a complete range of specifications; complete in specifications 规格齐全 
catch up with and surpass advanced world level 赶超世界先进水平 
a wide selection of colours and designs 花色繁多 
fashionable styles, rich varieties 花色新颖品种多样 
sufficient supplies; ample supply 货源充足 
with a long standing reputation 久负盛名 
timely delivery guaranteed 交货及时 
reasonable price 价格公道 
fine craftsmanship 技艺精湛 
economy and durability 经济耐用 
possess Chinese flavours 具有中国风味 
rank first among similar products 居同类产品之首 
excellent in quality 品质优良 
complete range of articles 品种齐全 
various styles 款式多样 

★Classical Advertisement
Take Toshiba, take the world. 拥有东芝，拥有世界（东芝）
No business too small, no problem too big. 没有不做的小生意，没有解决不了的大问题。（IBM）
Feel the new space. 感受新境界。（三星）
The new digital era. 数码新时代。（索尼）
Intel Inside.(Intel Pentium) 给电脑一颗奔腾的“芯”。（英特尔）
Connecting People.(Nokia) 科技以人为本。（诺基亚） 
NEW WORLD NEW THINKING  新世界 新联想（联想）
Inspiring Innovation Persistent Perfection启迪创新 持久完美（华硕）
Panasonic ideas for life松下的创意生活（松下）
The Computer is Personal Again惠普电脑，掌控个性世界（惠普）
haier  Created in China  海尔 中国造 （海尔）
One word one home 一个世界一个家  (海尔电脑)

Information Related to Reading Passages 

Passage 1

  Multimedia is content that uses a combination of different content forms such as text, audio, images, animation, video and interactive content. Multimedia contrasts with media that use only rudimentary computer displays such as text-only or traditional forms of printed or hand-produced material.
  Multimedia can be recorded and played, displayed, dynamic, interacted with or accessed by information content processing devices, such as computerized and electronic devices, but can also be part of a live performance. Multimedia devices are electronic media devices used to store and experience multimedia content. Multimedia is distinguished from mixed media in fine art; by including audio, for example, it has a broader scope. The term "rich media" is synonymous forinteractive multimedia. Hypermedia scales up the amount of media content in multimedia application.

Passage 2

  An online game is a video game that is either partially or primarily played through the Internet or another computer network. Online games are ubiquitous on modern gaming platforms, including PCs, consoles and mobile devices, and span many genres, including first-person shooters, strategy games and massively multiplayer online role-playing games (MMORPG).

  The history of online games dates back to the early days of packet-based computer networking in the 1970s. An early example of online games are MUD, including the first, MUD1, which was created in 1978 and originally confined to an internal network before becoming connected to ARPANet in 1980. Commercial games followed in the next decade, with Islands of Kesmai, the first commercial role-playing game, debuting in 1984, as well as more graphical games, such as the flight simulator Air Warrior, released in 1987. The rapid availability of the Internet in the 1990s led to an expansion of online games, with notable titles including Quakeworld (1996), UltimaOnline (1997), Starcraft (1998), and Counter-Strike (1999). Video game consoles also began to receive networking features, such as the PlayStation 2 (2000) and the Xbox (2001). Following improvements in connection speeds, more recent developments include the popularization of new genres, such as social games, and new platforms, such as mobile games.
Language Points

Explanation of difficult sentences
Passage 1

1. As with all modern technologies, it is made from a mix of hardware and software, machine and ideas. (Para.1)

Analysis: 本句中的as引导一个介词短语作原因状语，主句中made from是“由……做成”的意思，它与make of 的区别是前者看不见原材料，而后者可以看出原材料。此句中make from用的是其被动语态,在译成汉语时用主动语态更符合汉语的表达习惯。

Translation: 由于拥有所有的现代技术，它是一个由硬件与软件，机器与思想混合而成的组合。

2. That’s the strength of multimedia and what distinguishes it from traditional media like books and television. ( Para.11)

Analysis: 本句中what引导一个表语从句，而what 又在表语从句中充当主语。It指代的是前文中出现过的multimedia, distinguish something from something 指的是“将某物与某物区分开来”。

Translation: 这就是多媒体的力量，也正是将其与书籍和电视等传统媒体区分开来的特色所在。

Passage 2

1. Games For Change: How Digital Fun Is Becoming a Way to Better the World

Analysis: games for change(简称GAC)为一个旨在用数字游戏带来社会变革的运动和社团行为，同时也是一个非政府组织的名称。该组织通过对个人、组织提供技术支持、可视性和共享资源建立了这一使用数字游戏促使社会变革的领域。
Translation: “游戏改变世界”：玩转数码如何成为使世界更美好的一种方式
Important Words Passage 1

1. combination n. a collection of things that have been combined; an assemblage of separate parts or qualities结合（体）；联合（体）；混合（体）

 e.g. The combination of flour and water makes paste.

     面粉与水混合成为浆糊。

     The color purple is a combination of red and blue.
     紫色是红蓝两色混合而产生的一种颜色。

2. applicationn. a verbal or written request for assistance or employment or admission to a school 应用；实施 

 e.g. the application of atomic energy to manufacturing 

      原子能在制造业上的实际应用  

 a job calling for the application of many skills

 需要用上多种技能的工作

3. strategic  adj.  relating to or concerned with strategy① 战略（上）的；战略上有用的

 e.g. strategic materials  战略物资

This bridge is of great strategic importance to the enemy and must be    destroyed. 

这座桥梁队敌人有重大战略意义，必须加以摧毁。

   ② highly important to or an integral part of a strategy or plan of action especially in war对全局有重要意义的；关键的

e.g. the strategic moment  关键时刻

   at strategic points where agricultural products are processed  

    在农产品加工的关键点

4. emphasize v.   ①to stress, single out as important强调；着重

e.g. He emphasized the importance of being honest.
    他强调诚实的重要性。

   ② give extra weight to (a communication)唤起对……的注意; 使突出，使明显

    The large number of automobile accidents emphasizes the need for careful driving. 大量车祸唤起人们注意谨慎驾驶的必要。

    Being seated emphasized his shortness.

    他坐着显得特别矮小。

5. interface  n. (chemistry) a surface forming a common boundary between two things (two objects or liquids or chemical phases) 相互联系；相互联络

e.g. the interface and reactions within companies
    各公司之间的互相联系与互相反应

an interface department 

     联络部（或处）  

6. maximize  v. ① make as big or large as possible使增加（或扩大）到最大限度

e.g. maximize efficiency 最大限度地提高效率

 ② make the most of极为重视；充分利用

   maximize the experience of highly trained specialists

   极为重视受过高级训练的专家的经验

Passage 2

1. Average adj. approximating the statistical norm or average or expected value平常的; 平均的; 典型的; （价值、比率等的）平均数的
n.a statistic describing the location of a distribution平均水平; （速度等的）平均率; 平均估价

E.g. The average commuter journey there is five hours long.
   那里的通勤一族平均上下班要花5个小时。
   It takes an average of ten weeks for a house sale to be completed.

   售出一幢房子平均需要10周的时间。
2. master

vt. be or become completely proficient or skilled in控制；精通；征服

      E.g. She learned to master her anger.
           她学会了控制自己不发火。
n. an artist of consummate skill硕士；主人；大师；教师

        The dog remained faithful to his master.
        这条狗始终忠于它的主人。
    adj. most important element主人的；主要的；熟练的
        There is always a master for each of these services and there may be one or more replicas.
        对于这些服务的每一种总是有一个主要的而且可能有一件以上的复制品。
3. harness

vt. put a harness治理；套；驾驭；披上甲胄；利用
       n. a support consisting of an arrangement of straps for holding something to the body (especially one supporting a person suspended from a parachute)
马具；甲胄；挽具状带子；降落伞背带；日常工作
E.g. You just need to know how to harness them. 
你只是需要懂得如何好好驾驭它们。
He put a harness on each of us, and we were hauled into the helicopter. 
他在我们每个人头上套上一个套索，然后我们被拉进了直升飞机。
       4. Catalyze vt. change by catalysis or cause to catalyze 催化；刺激，促进
E.g. Modern technology catalyzed tremendous economic growth in China.

    现代技术促成了中国经济的巨大发展。
5. survive

vt. continue to live through hardship or adversity幸存；生还；幸免于；比...活得长
vi.continue in existence after (an adversity, etc.) 幸存；活下来
In the big fire, some trees survived.

大火之后，仍有一些树木残存。
6. branch

vt. grow and send out branches or branch-like structures分支；出现分歧

vi. divide into two or more branches so as to form a fork分支；出现分歧

n. a division of some larger or more complex organization树枝，分枝；分部；支流

He rived a branch away from the tree. 
他从这棵树上扯下一根树枝。
They have decided to close that branch down. 
他们决定把那个分公司关了。
So if the results are different, do you branch or not? 
如果结果不同，是否需要进行分支处理呢？
7. spread
vi. become distributed or widespread传播；伸展
vt. distribute or disperse widely传播，散布；展开；伸展；铺开
      n. process or result of distributing or extending over a wide expanse of space
传播；伸展
adj. distributed or spread over a considerable extent伸展的
The disease was spread in the small town. 
这种疾病曾在这个小镇传播蔓延过。
A wide stretch of land spread in front of us. 
一片广阔的土地伸展在我们面前。
Key to Exercises 
Task 5:

1. No. She comes from a company called Night and Day Advertising Company.
2. For 5 years.

3. Yes, she does. 
4. Yes, there are also a lot of older people in it.

5.Reporter

Script：

Paula: Hello. I’m Paula Silver, welcome to Media World. We’re delighted to have Tessa with us today from Night and Day Advertising Company. Well, first of all, how long have you been working in advertising, Tessa?

Tessa: For 5 years.

Paula: Could you tell us about your present job?

Tessa: Well, I’m an account executive. I work very closely with the client. We make decisions about the best advertising strategy for a product. I also work closely with the people who write the advertisements---copywriters.

Paula: And how have you been doing that? Working as an account executive, I mean.

Tessa: I think I’m quite successful.

Paula: I have the impression that people don’t work very long in advertising---that it’s a good business to be in when you’re young but not when you’re getting old. Do you agree?

Tessa: Well, it is true that there are a lot of people below the age of thirty in advertising, and many of them earn good salaries. But there are also a lot of older people in it, too.

Paula: But isn’t it much easier to lose a good job in your business than to get one?

Tessa: It isn’t as safe as a job in a bank, if that’s what you mean.

Task 6:

1. hears or sees               2. nearly $370

3. The high cost of advertising             4. interesting consumers         

5. in larger quantities 
Script：

With about 3 million business enterprises using one or more forms of advertising, almost every American citizen hears or sees advertising every day. In the mid-1980s, U.S. companies invested nearly $370 per person on advertising each year. The high cost of advertising in the U.S. has led many critics to attack it as a wasteful, unnecessary, unreliable, and annoying institution. Such critics usually argue that the industry unnecessarily adds to the cost of goods and services promoted by it. However, though the supporters of advertising recognize some of these criticisms, they argue that by interesting consumers in purchasing commodities, advertising enables manufacturers and others to sell their products in larger quantities, the increased volume of sales in turn enables companies to sell individual units at a lower price than if they were produced in small quantities.

Task 7:

1. hardware and software 

2. audio effects
3. text entry

4. electronic information

5. multimedia presentation 

Task 8:

1. conventional        

2. blurred
3. strategic            

4. combination
5. render             

6. application
7. emphasize          

8. interface
9. launching           

10. elicited
Task 9:

1. Multimedia is the combination of computer and video technology.

2. There are six main elements which make up a typical multimedia program. They are: text, image, movies, animation, sound and user control. 

3. Animations can render a procedure more accurately than that of a movie.

4. Interactive elements can include: voice command, mouse manipulation, text entry, touch screen, video capture of the user, or live participation. 

5. Multimedia can be used wherever you have a human interface with electronic information.

Task 10:

1. Waste products from factories can be made into road - building material. 
2. Her red hair distinguished her from her sisters.
3. It is likely to be hot in August there.
4. We shall combine the three departments.

5. In order to maximize profit the firm would seek to maximize output.
Task 11:

1. a full time job
2. tough global games
3. social benefit
4. processing plant
5. puzzle-solving strategies
Task 12:

1. 经济发展        video games 

2. 全球问题      education potential 

3. 社会影响      social change
4. 救援人员       food supply chain 

5. 世界粮食计划     genetic problem

6. 饥饿危机       protein puzzle

Task 13: 

1.Sales Manager                       2. Personnel Manager/Human Resources Manager
3. Applicants for Sales Representative      4. the resume and certificates

5. recommend five people                6.make arrangements for the interview

Task 14: 

	MEMO 

To: All Personnel 
From: Zhou Jia ,  General Manager 
Subject; Promotion Date: July 20, 2016Kang Min, a sales representative, has been promoted to the position of sales manager effective July 20,2016.
Thans for his outstanding work.


Task 15 (Open)

Task 16 (Open)

Passage Translation 

Passage 1

多媒体
多媒体是电脑和电视技术的结合体。用今天的术语来说，它真的就只是音频和视频。由于用上了所有现代技术，它同时是硬件和软件以及机器与思想混合而成的化身。

一个多媒体程序的主要元素是什么呢？构成一个典型的多媒体程序的元素有以下六个： 

文本：文字的屏幕显示——大多数应用的基础所在。可以使用不同的版式、字体与颜色来突出特别的地方。

影像：看到一个物体的图像比仅仅只是读到与它相关的文字更有影响，惯常的艺术作品、电脑生成的艺术作品、相片或储存在电脑中的视频框架都是实例。

电影：你可以提供通常出现在普通的教室范围之外的信息，比如说医疗手术或者考古挖掘。

动画：与电影相比，动画能将一个程序描述得更精确。比如在电影中出现的模糊不清的物体可以被清晰地再现出来。

音效：在程序的关键环节或是电影当中使用音效可以突出某些重点，演讲、音频效果和背景音乐等都包括在内。

用户控制：必须有某种程度的用户控制来给观众提供可以离开某些应用部分的选择以抵制无聊，观众应当可以通过屏幕的选择来观看其他节目。

上面提到的这六个方面一起构成了天衣无缝的应用。多媒体与传统的动作片和电影的区别在于其制作的范围以及观众互动和参与的可能性。互动要素包括：声音指令、鼠标操纵、文本输入、屏幕触摸、用户视频储存或现场参与。

多媒体提供信息、分享思想和引发情绪。它使你看见、听见并且理解他人的想法。换句话说，它是一种交流的形式。

只要你与电子信息有个人联系就可以使用多媒体。由于与传统的出版物相比更具娱乐与刺激性，它能帮助用户保持注意力。这增加了用户记住信息的可能性，也因此将教育的影响力最大化了。有了多媒体，你不必做一个被动的接受者。你可以控制。你可以互动。你可以根据自己的需求做一个多媒体的描述。你可以直接挖掘一个报道的重要数据，获取全世界你感兴趣的报道和视频剪辑。这就是多媒体的力量，也正是将其与书籍和电视等传统媒体区分开来的特色所在。

Passage 2

“游戏改变世界”：玩转数码如何成为使世界更美好的一种方式

利用网络游戏造福社会的运动 – 或者叫“游戏改变世界”运动—是一项迅速壮大的运动。青少年最喜爱的一项消遣正被派上正当用场。

从世界上的饥饿问题到和平再到经济发展，一件新工具正在发挥作用，那就是：电子游戏。

当普通美国人长到21岁时，他们已经玩过1万小时的电子游戏。这相当于美国学生从5年级到12年级的在校时间总长，或者相当于5年全职工作的总时长。马尔科姆·格拉德威尔在《异类：不一样的成功启示录》一书中说，一个人如果从事任何活动达1万个小时，都将“熟练掌握”它。

电子游戏的教育潜力是巨大的，部分原因是许多人都在玩。全世界的玩家花在电子游戏上的总时间达30亿小时。几乎没有什么活动是全世界超过五分之一的人口都在参与、并且可以用来产生变革的。如果我们把这些时间和精力用来解决真正棘手的全球问题，那我们没准真能解决它们。

利用游戏造福社会的运动，或是“游戏改变世界”运动，是一个迅速发展壮大的运动。它由一个2004年成立的同名组织领导，其宗旨是“通过电子游戏带来社会影响”，“利用游戏推动积极社会变革。”

联合国看到了游戏的价值，它致力于研究如何借助游戏促成积极的社会变革并出资推动这一变革，算是这一领域的早期开拓者。

由世界粮食计划署在2005年发布的《粮食部队》游戏让玩家体验救援人员的工作。 玩家一开始会得到一块很简单的麦田。如果他们的麦子熟了，那么救援人员就必须想办法把粮食运到加工厂。这款游戏让玩家认识到全球粮食供应链的复杂性。但是干旱和害虫（这是现实生活中的农民每年都要面临的灾难）常常会侵袭玩家的田地，从而迫使他们应对一场饥饿危机。这款游戏在“脸谱”交友网站上有1000万玩家，并且通过允许玩家在游戏过程中捐款的方式为世界粮食计划署筹资。

带来社会变革的游戏已经扩展到所有领域，包含各种形式。《蛋白质折叠》是一款旨在发现可以解决遗传问题和疾病的蛋白质结构的游戏。每位玩家要对蛋白质进行折叠，游戏会决定生成的蛋白质能否解决一个医学难题。这种花费时间的无聊工作原本会花上一个人一生的时间，但它正在数千名玩家中间传播，以便把人类解决难题的策略交给计算机。研究人员此前花费了十几年时间去寻找一种或许能够治愈艾滋病的蛋白质，但是今年早些时候，游戏玩家10天之内就解决了这个蛋白质谜题。

对于有主张或实施计划的组织而言，游戏是一种新引人参与的有趣方式。技术正在从笔记本电脑扩展到平板电脑，再到手机。全世界75%的人都在用手机，因此将能带来变革的游戏加以大规模应用的可能性是惊人的。

