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A Welcome to Teachers 


Take your students on a trip backstage!


Join them on a visit to a scientist's lab!


Journey from a factory to a health center. Go from a transportation museum to the country. All of this and more is awaiting you and your students within The World of People, the second in the series called Microsoft® Explorapedia, the Children's Interactive Encyclopedia.


Explorapedia provides a world of learning that beckons students with its playful and friendly air. Explorapedia was designed to encourage exploration and to reward inquiry. With just a click of the mouse, students can learn how the lungs work or what makes a jet fly. They can also trigger a brief animation to see in pictures what would be difficult to understand from just words. For those needing help with reading (or just desiring the reassurance of another voice), narration by children can be turned on or off for all of the text that appears on the screen.


With the signposts and the pop-up "see also" lists, young minds can smoothly move from one fascinating - and educating - topic to the next, taking whatever path they desire. Along the way, they will be increasing their knowledge, rediscovering the fun of reading, and acquiring research and cross-referencing skills. They will also learn about the diversity of life and more about the world in which they live.


From its inception, this multimedia reference collection was designed to make young girls and boys avid explorers of the world - as well as great navigators of knowledge.


Welcome to Microsoft Explorapedia: The World of People!
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Quest Treks are a series of questions (with answers for your convenience) that can be combined into quizzes or used as idea starters to get students searching for information.








A Powerful Tool for Teachers 


The interactive design of the Explorapedia series makes this rich encyclopedia of knowledge a realm in which students will enjoy traveling. This, in turn, makes Explorapedia a powerful tool for teachers.


This Microsoft Explorapedia Teacher's Activity Guide contains two types of curriculum aids: Activities and Quest Treks. An Activity provides a fully developed lesson, complete with Activity Extenders which tap into Gardner's theory of multiple intelligences, that children learn in many ways, ranging from reading, writing, and arithmetic to song, dance, and making things with their hands.


Quest Treks are questions that you can use to get students searching for information in Explorapedia. You can also use Quest Treks in quizzes.


Two additional teaching aids are built into the product: the Wise Crackers game and Wise Visor projects, both activated with just a click of the mouse. Wise Crackers is a game that sends students searching through Explorapedia for answers. Wise Visors provide 26 exciting challenges.


We hope you find a wealth of ideas within this guide. However, we believe that the best uses for Explorapedia will emerge from the creativity of teachers who tailor this resource to their individual classroom needs.


Enjoy this powerful teaching tool and help your students experience the:


Joy of discovery.


Adventure of research.


Detective-like fun of following cross-references.


Satisfaction of learning through playing.


Self-confidence of learning how to navigate through knowledge. �








Using Explorapedia 


Explorapedia comes with a concise user's guide, tucked inside the plastic CD case. The user's guide covers everything from setting up the product, to performing topic searches, launching Wise Visors, and playing Wise Crackers.


For information on how to use Tad's Exploratron™ (the knowledge discovery gadget), refer to pages 8 and 9 in the user's guide.


When you click on most objects in a scene, you'll get information about the object.�








Activities 








The Art of Life 


Goal: Encourage students to appreciate the role of art in life.


Background: From cave dwellers painting animals on stone, to rock musicians singing about what makes them happy or sad, people have always used the arts to express what they experience in life.


Student Directions: Go to the Studio or Backstage scene, and read the Painting, Theater, and Music topics. Then choose the form of art you'd like to practice, and create something.


Helpful Hint: A good starting point might be a class discussion about the students' talents and the fun of practicing an art, such as drawing, dancing, singing, or playing an instrument.


Activity Extenders


Writing: Writing is another form of art. Have students use their writing skills to create a poem or short story.


Group Activity: Using the Studio scene, have students read about advertising and then form groups that will perform market research within the classroom. Have each group create an advertisement for a product or service that classmates might buy.


Art: In the Studio scene, have students read about Michelangelo's murals on the ceiling of the Sistine Chapel. Students can pretend they are going to paint their bedroom ceiling. Have them create drawings to show major points in their own life or in someone else's life.�








Create Your Own Holiday 


Goal: Provide insight into the origin and nature of holidays and encourage creative thinking.


Background: People have always found reasons to gather together and celebrate. From one culture to another and from one time to another, people have created holidays for celebration. In the United States, the Fourth of July celebrates the founding of our nation and Veterans Day honors soldiers who fought in wars.


Student Directions: There are all kinds of reasons to celebrate a holiday, some of them leading far back into time. Go to the Neighborhood scene and read about the origin of Halloween, Mardi Gras, and Mexico's Day of the Dead. Then create your own holiday, using it to celebrate whatever event you like. Write your own make-believe history of the event, explaining why it is celebrated as a holiday.


Helpful Hint: A holiday can be created to celebrate something simple, such as the cleaning of a bedroom, or something universal, such as the coming of spring.


Activity Extenders


Art: Have students create drawings about how their holiday celebration came about.


Writing: Have students write a history of their holiday, showing how it has changed through time.


Group Performance: Encourage students to create a dance to celebrate the holiday or to perform a skit that shows the origin of the holiday.


Music: Encourage students to write lyrics and create music for songs describing their holiday. Songs can be performed individually or in groups.


Storytelling: Have students create and present to the class a story about how their holiday come into being. The story could be told from a point of view looking back through time at how the holiday began.�








A Day in the Life 


Goal: Provide insight into the lives of others and engage the imagination.


Background: People do a wide variety of things to earn a living. Some are factory workers, whereas others are construction workers, artists, doctors, or police officers. Because people spend so many hours working, their jobs have a big effect on how they live each day of their life. Students can learn a lot about the world by exploring jobs.


Student Directions: Go to any scene, such as the City, Country, or Factory scene, and find a person to write about. Use the information from Explorapedia and your imagination to write about what you would do during "A Day in the Life" on that job.


Helpful Hint: The writing can be in the form of a diary that describes an entire day, or it can focus on just one event. The main goal is that the students use their imaginations to write as if they are really living those people's lives.


Activity Extenders


Art: Have students draw pictures of themselves from throughout their "Day in the Life."


Music: Traditionally, songs have often been written about a person's work. Songs have been written about working on the railroad, digging for coal, driving trucks, being a cowboy, and even being an astronaut. Encourage students to put their own "Day in the Life" into a song.


Storytelling: Have students create and present to the class stories about their jobs. Let students know that exaggeration is an honored part of traditional storytelling.


Group Performance: The classroom can become a city. Have students play the role of their chosen worker and then interact with the other workers they meet working in the classroom "city."


Build a City 


Goal: Help students appreciate the systems and structures of complicated models, such as cities.


Background: Examining how a city functions is a good way to exercise logic and creativity. Students can gain insight into the interdependencies of structures and systems by designing their own city. In the process, they learn about how their own community operates.


Student Directions: A lot of people live in cities. It takes a lot of planning and organization to take care of them. Explore the City and Neighborhood scenes, and then use what you have learned, plus your own imagination and experiences, to design a city of your own.


Helpful Hint: What makes a good city? A city may have rivers, lakes, or shipping ports. A city may have parks and playgrounds, as well as wide streets for traffic, and lots of buildings for factories, stores, and office workers. Students can use what they like about their own community, improve on the things they don't like, and add things that they would like to have.


Activity Extenders


Math: Have students name the city streets and create an address system so that mail can be delivered easily to all homes and buildings.


Group Activity: Divide students into groups, and have each group design a different section of a city. Have the groups work together so that the individual parts create a workable city.


Group Writing: Have students write articles and create a newspaper about what is happening in the city. They can create their own projects, problems, controversies and successes to write about. A good starter is to have students study stories in their own local newspapers.


Hands-On: Have groups of students create a diorama of a building site at different stages of construction, or create a diorama showing how a building changes throughout history.�








Why I'm So Famous 


Goal: Exercise the imagination and encourage writing.


Background: People seem to be playful by nature. Over the centuries, the sense of playfulness has often been expressed through sports.


Student Directions: You don't have to be famous or a great athlete to enjoy sports. But sometimes it would be fun if a camera crew or sports reporter were there to see you during your finest moments! In the Locker Room scene, read about the world of sports and then write a newspaper sports-page story about you and your teammates playing whatever sport you like.


Helpful Hint: A newspaper story usually includes both descriptions and quotations. For example, a student's story might read:


The world of soccer is still cheering about the way I played left defender on Saturday.


"We just couldn't get past her," a weary forward said.


Have students read newspaper and magazine sports stories to get a feel for how to write them.


Activity Extenders


What If: In the Locker Room scene, have the students read about the history of different games and then imagine what kind of sport would have been created if the inventors of baseball and bobsledding had worked together. Have the students mix two or more sports together to create a new one.


Art: Have the students draw pictures of their favorite sports or create models or dioramas.


Group Activity: Discuss teamwork and game plans, and how they are used in various sports. Then divide the students into teams, and ask each team to create a game plan for how they would accomplish a task. One task would be carrying all the books in the school library into a new library, making the transfer as quickly and as accurately as possible. Have the teams decide who would perform each task and in what order.�








Getting Smarter All the Time 


Goal: Introduce students to science, engineering, and research.


Background: A lot of jobs involve people who work with their knowledge of science and engineering. This can be a fun way to work, because people pay you for what you know and for what you can do with your knowledge. And learning about things can be a lot of fun. Some scientists and engineers find new and better ways to make a factory work, while others find better ways to make computers and software work. The world will always need people who can research and then put what they find to good use.


Student Directions: Scientists and engineers spend time researching so that they can share what they've learned and help people do things better. You can become a scientist or an engineer right now! Go to Explorapedia's Factory scene and choose an area to learn about, and then write a report about what you've learned. Write the report as if you were trying to convince a business of how important your findings were.


Helpful Hint: The Factory scene has interesting topics on glass, metals, paper, plastics, coal, and gas. Students can also write reports using their knowledge of other areas, such as operating a ham radio set or racing BMX bicycles.


Activity Extenders


Art: Have students create illustrations to accompany their scientific reports. Illustrations can show a manufacturing process or a finished product.


Hands-On: Have students build models of the manufacturing process they are describing or of any other factory process they find interesting.


Math: Some students might enjoy creating a mathematical model of a factory. Have them calculate costs of raw materials and manufacturing, and the value of the finished goods. The prices aren't as important as the process of creating a mathematical model.


What If: Have students invent a new material or manufacturing process that would make a difference in the world. For example, what if there were a tree that turned car exhaust into fresh oxygen? Have students explain the value of their "what if" and describe how it would be used.�








Trader Time 


Goal: Provide insight into the purpose and economics of international trade.


Background: Since early civilization, people have learned how to create objects that they can trade. With the development of cities and nations, people learned that they could trade with others to get things that they couldn't make themselves.


Student Directions: Go to the Classroom scene and read the Trade topic. Often people trade something they have plenty of to get things that they couldn't make or buy on their own. We are going to divide into groups, and each group will get an equal number of pages from the telephone book's Yellow Pages. Read through your set of Yellow Pages and choose ten items for your group. When each group has made its choices, you can all begin to trade with other groups. At the end of the trading, we'll see how many different things each group was able to get.


Helpful Hint: Each of the ten original items can be divided into tenths. Groups can then make offers, such as "I'll trade you ten percent of our cars for five percent of your houses." You might also want to give each student "trading authority" for one of the group items. This will reduce the need for finding group consensus for each trade.


Activity Extenders


Math: Have students make rough estimates of the total value of their holdings before trade begins and then recalculate the value of their holdings after the trading ends.


What If: To illustrate the need for trade, have students write about what life would be like in a country with only the items they chose from the Yellow Pages. How would people get around if stoves and refrigerators were everywhere, but there wasn't a single car? How would people cook if they had cars, but no stoves or refrigerators?


Storytelling: Have students pretend that they've been chosen to take a trip to another solar system and make some trades with this new world. What does Earth have too much of? What do we need more of? Have students make up a story about this trade trip and present it to the class. Students can also work in groups to create a skit about their trip and present it to the class.�








Around the World! 


Goal: Encourage students to explore the world of transportation.


Background: Transportation has always been an important part of our civilization. As people have learned more about science and engineering, they have created ever more sophisticated forms of transportation. From trolleys to helicopters and from steam engines to jet engines, people have created a fascinating variety of transportation.


Student Directions: Many years ago, the French author Jules Verne wrote a book called Around the World in 80 Days, in which an adventurer used hot-air balloons and other vehicles to circle the globe. Now you can do the same! Go to Explorapedia's Transportation Museum scene and explore the wonderful world of transportation. Then choose at least five vehicles that you could use to make a trip around the world. Describe how you'd use the vehicles on your trip.


Helpful Hint: A globe or world map can help you plan your trip. It will show the starting and stopping points for the different parts of your journey. For example, you could take a hot-air balloon from London to New York and then transfer to a train, a jet, or whatever else you wanted to use next.


Activity Extenders


Art: Have students draw a picture of their favorite vehicle.


Group Activity: Divide students into expedition teams so they can work together to plan their trip. Encourage the groups to see how many vehicles they can use and how many cities and countries they can visit.


Math: Have students figure out the time required for each leg, based upon the distance and the speed of the vehicle.


Writing: Have students write an "Expedition Journal" in which they describe their adventures during their journey around the world. What surprises do they find? Do their vehicles always work? What "close calls" do they have?�








Services By Me! 


Goal: Expose students to the working world and encourage planning and analysis.


Background: Some jobs involve building something, and other jobs are based upon providing services. These jobs are said to be part of the "service industry." Service-industry workers include doctors, bank tellers, lawyers, cashiers and wait persons. There can be as many kinds of service-industry jobs as there are imaginative people who can figure out how to help others. Students can learn to invent new and creative jobs.


Student Directions: Go to Explorapedia's Scientist's Lab scene and read the Science and Invention topic. Then go to Explorapedia's Factory scene and read the topic called Industry. Now create your own service-industry business. This might involve walking dogs, cutting lawns, washing the neighbor's car, videotaping television shows for an older brother or sister, or writing a book in which your friends are the heroes, and then having them pay you before handing out each new chapter. Write down what your service would be and how it would operate.


Helpful Hint: Use your imagination. What would you like someone to do for you? How could you make life easier or more enjoyable for others?


Activity Extenders


Art: Have students create posters and advertisements for their business ideas.


Group Activity: Have the class put on a trade show in which they advertise their services. Students can purchase these services with play money.


Math: Have students create financial forecasts for their businesses. Forecasts should include the cost of providing the service, fees to be charged, profits, and an analysis of what customers might be willing to pay. Students can vote for the most solid sounding business.


Music: Have students write and perform advertising songs about their businesses. This can be done alone or in groups.�








Flying Through Time 


Goal: Explore ways of keeping time and the role that time plays in our lives.


Background: Clocks have always played a fascinating role in civilization. From the earliest sundials to the precision of today's atomic clocks, people have had a desire to measure the passing of time. Clocks can also be seen as milestones of technological development. Over the centuries, people have advanced the technology of keeping time from hourglasses, to pendulums, to springs, to quartz crystals and beyond.


Student directions: It's time to eat. It's time to go to bed. It's time to go home. For your parents it might be time to go to work, or time to pay the bills, or maybe even time to give you a raise in your allowance. In all sorts of ways, time seems to regulate people's lives. In Explorapedia, go to the Home scene and read the topic called Clocks. Choose one type of clock, for example the cuckoo, and pretend you are the inventor. Write a paper describing your clock and its advantages.


Helpful Hint: Since the students are playing the role of clock inventors, they must assume that no one has ever seen the clock they are creating, which means that descriptions will need to be detailed and complete.


Activity Extenders


Art: Have students draw pictures of how their clocks work.


Group Activity: Divide students into groups and have each group invent a new way of telling time. The inventions don't have to be serious. For example, a clock could be based upon a hamster running on a wheel, or on the purring of a cat. The important point will be how well groups can combine parts - no matter how fanciful - into a system for tracking the passage of time.


Math: Some students might enjoy creating a new math model for keeping time. Have them answer these questions: What would happen to time if some days lasted more hours than others? What would a clock face look like if there were only four hours in a day?


Storytelling: Have students create stories based upon time. Some questions to stimulate creative thinking: What would happen if they could stop time whenever they were late? How would this affect others? What would happen if time started to run backward, and everyone grew younger? What would it be like to have a time machine? Would a student choose to go back in time, or forward? What stories would they bring back from their travels?�








Quest Treks


Quest Treks are a series of questions (with answers for your convenience) that can be combined into quizzes or used as idea starters to get students searching for information.


Backstage 


City 


Classroom 


Country 


Factory 


Health Center 


Home 


Locker Room 


Military Museum 


Neighborhood 


Scientist's Lab 


Studio 


Transportation Museum�








Backstage 


When did rock music begin? (Answer: the 1950s)


When did jazz begin? (Answer: the early 1900s)


When and where was the first film seen? (Answer: in Paris, in 1895)


How long would a French horn be if it were uncurled into a straight line? (Answer: 17 feet)�








City 


What are two types of law in the United States? (Answer: civil law and criminal law)


What is the highest, or most powerful, court in the United States? (Answer: the Supreme Court)


Name the road that used to connect ancient Rome to Greece. (Answer: the Appian Way)


What is the word that describes oil on beaches, fumes from cars, garbage, and many other waste products? (Answer: pollutants, or pollution)�








Classroom 


What is a saying with a special meaning called? (Answer: an idiom)


In mathematics, what is the study of shapes, such as circles, angles, cubes, and cones called? (Answer: geometry)


How large of a vocabulary do most English-speaking people use? (Answer: about 5,000 words)


What do you call goods that one country buys from another country? (Answer: imports)�








Country 


How long have people been raising animals? (Answer: for more than 9,000 years)


What was probably the first animal that people raised? (Answer: sheep)


Cattle descended from what animal? (Answer: the aurochs)


What piece of equipment do farmers use to cut crops and get them ready for storage? (Answer: a combine harvester)�








Factory 


What does whipping air into liquid latex make? (Answer: foam rubber)


What results when a force pushes or pulls an object, making it speed up? (Answer: acceleration)


What do you call a resistance to starting or stopping? (Answer: inertia)


What is the most common metal in the earth's crust? (Answer: aluminum)�








Health Center 


Which is smaller - a virus or a bacteria? (Answer: virus)


How many cells are in a human body? (Answer: more than 50 billion)


After breathing in oxygen, what do you breathe out? (Answer: carbon dioxide)


How many muscles are in your body? (Answer: about 650)�








Home 


How many pet cats are there in the United States? (Answer: more than 50 million)


What do you call the words in big print at the top of a story in a newspaper? (Answer: the headline)


What was the name of the Scottish engineer who gave the first demonstration of television in 1926? (Answer: John Baird)


How did the teddy bear get its name? (Answer: from President Theodore "Teddy" Roosevelt, who refused to kill a bear cub while on a hunting trip)�








Locker Room 


When did bobsledding become part of the Winter Games? (Answer: 1924)


What is the biggest soccer competition? (Answer: the World Cup)


How are points scored in rugby? (Answer: by kicking the ball over the opponents' goal)


When basketball was invented in 1891, what was the ball thrown into? (Answer: peach baskets)�








Military Museum 


Find the famous artist who drew a picture of a military tank more than 500 years ago. (Answer: Leonardo da Vinci)


How many planes can an aircraft carrier hold? (Answer: 90 or more)


What does the Spanish word "guerrilla" mean, when talking about war? (Answer: little war)


What word is used as an abbreviation for "radio detecting and ranging"? (Answer: radar)�








Neighborhood 


Where was the first postage stamp made, and how much did it cost? (Answer: England, a penny)


What was the first thing people used for a house? (Answer: a cave)


When did brick become the main building material in England? (Answer: after the Great Fire of London in 1666)


What are Mongolian tents called? (Answer: yurts)�








Scientist's Lab 


What is the most complex robot ever sent into space? (Answer: the Viking Lander)


Name the country that invented paper, stirrups, and the seismograph. (Answer: China)


The ancient Greeks developed a new way of thinking about science. What was this system of observing and testing later called? (Answer: the scientific method)


The first fully electronic computer was built in 1946 by two American engineers. What did they call their machine? (Answer: ENIAC)�








Studio 


Name the huge art museum in Paris, France. (Answer: the Louvre)


What were the very first pictures drawn on? (Answer: cave walls)


Who painted the ceiling of the Sistine Chapel in Rome? (Answer: Michelangelo)


What is the word used to describe art that is in the form of a play, a poem, or a story? (Answer: literature)�








Transportation Museum 


What car engine part changes the up-and-down movement of the pistons into the circular movement that drives the wheels? (Answer: the crankshaft)


How were the first buses powered? (Answer: by horses)


Who drew a picture of a helicopter more than 500 years ago? (Answer: Leonardo da Vinci)


What is the term used to describe an aircraft that can travel faster than the speed of sound? (Answer: supersonic)�











