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New technologies have changed the way children spend their free time. Do you think the

advantages outweigh the disadvantages?
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Background sentence

The technological advances (3 7R1# 25) that have taken place
(&) since the start of the twenty-first-century have
transformed (v. 24ZF) many spheres of life (£;EHIAFE
M), not least the way in which children learn, play and
interact.

Rephrase the topic

The effects of technology on children’s development are
complex and nuanced (E M #PAY), and there is no clear
answer as to whether the effects have been overwhelmingly
(adv. #a¥Tih) positive or negative.

21 RMIR L ENRARELERNE TE BN S HE,

Txa \ .‘ _ T
AERILEFS, MEMNEHHSR.
e E BV EARINEINE Ze MLy, BRixFXLERmz
‘a3 IEERIE Z A E AR R B RRTLAA.
The way technology is used in the classroom and beyond -
Idea terms of education - has certainly changed the way in which

children learn and acquire new knowledge and skills (3X 5%k
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Reason (Why)

Interactive Iearning platforms (E&F S F &), gamed
learning programs (FFXX 45 ST H) and the greater
prevalence (n. &) of IT-related courses (IT F8XIRFE) have
certainly altered (v. 24ZF)education.

Explain (Example)

For young people, it is certainly true that concepts such as
gamed learning have engendered (v. #{%&) an interest in
acquiring knowledge (3XBXHIIR), given that the learning
process takes place in a fun context (FE— N EBRIIFEH).

Another example

For older students, online learning forums (fE4k % 3J183%),




test prep sites (2& ML) and other exam-related platforms
(XX F &) have certainly provided vital support and
guidance (IRt EZERN ZHFIES).

Thus, technology indeed injects vitality into education (Jg#

Conclusion BEN TI3&E7) by offering a more interesting and informative
(adj. (EEEIEERY) way for the studying process.
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Idea

Nonetheless, the internet and other new technologies have
certainly altered the way young people socialise (v. 32{¥) and
interact with the world.

Reason (Why)

Fewer children in today’s world play outdoors (FMTEE),
spending more time at home playing computer games or
simply glued to their phones (#§ZEFH1_E).

Explain (Example)

Further, some online chatting platforms (F4EHIRFEE) are
used by manipulative predators (TEEIR{ERIA) to exploit (v.
FIA) the vulnerabilities (n. §5£2) of children, making young
people more susceptible to online abuse (it FA M%&),
blackmail and cyber-bullying (BLVEFRAM L HUE).

To some extent, new technologies could have an adverse

Conclusion effect and even bring potential danger to the young.
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Main idea of the essay

In conclusion, it is unclear whether new technologies have
had an overwhelmingly positive effect on young people.

Emphasise the topic

They have certainly altered young people’s lives in ways that
are both positive and negative, but it is unclear whether the
advantages outweigh (v. #8i%) the drawbacks (n. F5).
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