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[ 130, What 1= the how-to list about?
i) How to join 2ndHan dB ooks.
B} How to buy books from ZndHandBooks.
{C) How to zell books through ZndHandBooks.
T How to send back books that are bought through 2ndHandBooks=.
( 131, What can we know from the how-to list?
i) People need to decide their book prices before they mail them.
iB) People can get their books back after three months if no one buyz them.
iC) People should zend an e-mail to 2ndHandB ooks after they mail their books.
i 2ndHandBooks will decide what kinds of books are good for zale after people mail them.
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{330, What iz the how-to list about? 30, B R B4 2ndH andB ooks B8 A THES — 5 -
(&) How to join 2ZndHandB ooks.
(B) How to buy books from 2ndHandBooks.
3. AR 3.1 AREHER ER
({Z) How to zell books through 2ndHandBooks. ﬁﬁﬁ AR A wrEEE -
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([h How to send back books that are bought through 2ndHandBooks. W@?%mmﬁmﬁgé

{ A )31, What can we know from the how-to lizt? o m@mmﬁﬁagﬂﬂ?ﬁ
(&) People need to decide their book prices before they mail them. PEFE E L= B -
(B People can get their books back after three months if no one buyz them.
() People should zend an e-mail to 2ndHandB ooks after they mail their books=.

() 2ndHandBooks will decide what kinds of books are good for zale after people mail them.
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{ ) 26. Below are the cards which four kids have taken since they began the game. Who has won
the game? (6430)

@Amai—;@ﬁg_ (B}Katel—.@—yil_
© Billy : [ — [#] - [&] D) Ivan : [t — (6] —[I)]

{ 127 What can we learn about the game? [379)
(&) One can never begin his turn from Lion King.
(B The cardz can be uzed to decide who goes first.
() One can never get to Light Church at the firzst turn.
([# The cardz can be uzed to decide where to start the game.
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(€ )26 Below are the cards which four kids have taken since they began the game. Who haz won

the same? B Amma 5T SE-REIMIEIE Gats Watchdog § Kate 57 S8R B EIMTE Gate Watchdog § (0 400y
g Y Billy 2 T S E-REEILHEE Dreamland ; Ivan 55T SRS IAYEAE Candy Hovse + R 0 - -0

@Amai—;@ﬂ[i_ (B)Katel—,@—vil_

(C)Billy:m—y%]—r[a_ (D)Ivanlﬁ—:-ﬂ—»m_
37%0)

( A )27 What can we learn about the game? ) ) (37
o ) . I1E AEERE LionKing PSS « FUSENENRE Lion
(&) One can never begin his turn from Lion King. King BRUUHEHBE=SS - BIE © ED RRHERFSE

(B The cardz can be uzed to decide who goes first. ERE - O FHF] _ﬂﬂLﬁE{fﬁﬁg Golden B ear +
: FIFFHE ST LIF AT Light Church -
({Z) One can never get to Light Church at the first turn.

(I} The cards can be uzed to decide where to start the game.
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