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fll 1 Mary is looking forward abroad this summer.

@ g0 @ to going @ going @ to go
] 2 That’s Bill earned so much money in a week.

(1) how (2) what (3) which (4) that
3 I have no money, I cannot go to the movies.

(1) Although (2) Therefore (3) However (4) Since
4 If I were you, I buy that car.

@ wouldn't @ don’t @ won't @ didn't
fll 5 We need to finish this project next Monday.

@ until @ at @ by @ in
5 6 in plain English, the book is easy to understand.

(1) Write (2) Writing (3) Written (4) To write
fl 7 This song makes me nostalgic.
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I was at the news.

@ surprising @ surprise @ surprises
Hurry up, you will be late for school.

(1) when @) or (3) which

I don’t understand German very .

@ well @ good @ many

William called you you were out to dinner.

@ during @ for @ while

@ surprised

4) and

(4) nice

@ between

There is a rumor the baseball player is going to play in the US next year.

@) of (2) what (3) which
I've never to Europe before.

@ being @ went @ going
What Sue to quit her job?

@ happened @ caused @ let

I have a friend father is a famous pianist.

(1) who (2) whom (3) whose

(4) that

@ been

@ had

(4) that
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MRV ROXEICDVWTHRMICEZ K. BEESIK[41]~[49].

Look steadily at the drawing in Figure 1. This picture of a Necker cube is made up
entirely of black lines in two-dimensional' space, but you perceive 1s a three-
dimensional cube. Looking for some time at this cube produces an apparent reversal,
so that the face that was front becomes the back face of a cube facing the other
way. These representations’ alternate’ even if you try not to let them do so. What
you are seeing is the brain at work as it attempts to sense of an ambiguous'
drawing, unable to settle for one interpretation or the other. It seems that perception
iIs not just a matter of passively picking up information from the senses, but the
product of an construction process that involves combining input from sensory
signals’ other information.

Even more confusing is the drawing of the devil's tuning fork (Figure 2),[46]
misleads us by using standard cues for depth perception. Alternately we see, or
cannot see, a three-dimensional representation of a three-pronged fork. Similar
phenomena can be demonstrated using other senses. If you repeat the word ‘say’
to yourself and steadily, you will alternately hear ‘say say say .. and ‘ace ace
ace .. . The point is the same: the brain works on the information received and
makes hypotheses about reality without our conscious direction, so that what we are
ultimately aware of is the product of sensory stimulation’ and activity in the brain
which results in interpretation. If we are driving in thick fog, or trying to read in the
dark, then the guesswork becomes obvious: ‘Is this our turning or a driveway'?’; ‘Does
it say “head” or “dead” 7" Sensory processes partly determine what gets into our
minds, but we can already see that other hidden and complex processes also to
what we perceive.

: \\

Figure 1: Necker cube Figure 2: The devil’s tuning fork

Wit . Gillian Butler and Freda McManus (2000)
Psychology: A Very Short Introduction. Oxford University Press. —#ptt %
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(1) Why it is difficult to draw three-dimensional shapes

@ Why the human brain cannot perceive a Necker cube

@ How we can confuse people effectively

@ How the human brain works when we perceive the world

@ Why it is important to make a guess when we see something
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