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PART I: ACCESS TO INFORMATION FROM WRITTEN TEXTS (60 points)
MUSEUMS AS LEARNING CENTERS

1. i) To teach visitors in a more interesting way.

2. iii) decide which buttons to push at the exhibits

vi) take part in experiments

3. (1) Providing a more active experience is an effective learning method //
(Effective) learning through experience

(2) People are in charge of their learning (to make it more effective)
[They all] offer a choice of especially challenging activities

ii) experiment with changing the flow of a rive

The brain // Different human emotions // Why we look the way we do

i) the innovations aren't effective for everyone

® N ok

[The writer believes that today's museums are better because in the past they

had mostly] (shown) paintings exhibited on walls
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