Encarta ‘96 Encyclopedia Teacher’s Activity Guide�Art Focused Activities



SOCIAL SCIENCE

� EMBED Word.Picture.6  ��� Commemorative Stamp Series 

The nations of the world regularly honor notable people by putting their images on postage stamps. In this activity you'll use Encarta 96 Encyclopedia, your knowledge of history, and your art skills to create your own stamps commemorating the achievements of 12 great individuals.

Completing the Activity 

1. Talk About Stamps

Every postage stamp has the following elements:

the name of the issuing country

the value, or denomination

an illustration 

Read the article "Stamps and Stamp Collecting" in the encyclopedia. Take a few minutes to study the stamps shown there. If possible, also look through stamp albums or catalogues that feature stamps from many nations. With a group, discuss the appearance and characteristics of postage stamps you've seen. Then list the features you might include on the stamps you design.

2. Choose Your Subjects

For this activity you'll create three sets of stamps: a set honoring scientists, a set honoring artists, and a set honoring colorful figures in history. Each set will include four stamps.

Think about whom you would like to honor in each series. Several of the Guided Tours will be helpful in identifying possible honorees, including the tour on Scientists, the tour on Visual Arts, and the tours within the Role Models and They've Got Personality categories. Also use the Category menus in Encarta Encyclopedia to help you generate a list of worthy candidates. These categories are likely to be helpful:

People in Physical Science (Physical Science and Technology)

Artists (Art, Language, and Literature)

People in European History, People in United States History (History) 

People in Life Science (Life Science)

Musicians and Composers (Performing Arts) 

Once you have a list of candidates, choose a focus that will give coherence to your series. For example, you might decide that your artist series should focus on American sculptors and your science series should profile great physicists. Use this focus to narrow your list.

3. Write Biographical Sketches

Once you've selected the people to include in each series, do research to get ideas on how best to represent each of them. Then write a brief biographical sketch about each individual, telling why she or he is worthy of being honored. You may want to print photos or illustrations from Encarta Encyclopedia and include these in your biographies.

4. Design Your Stamps

You can create designs for your stamps by hand or with a paint or graphic design program. Make rough sketches of a number of different approaches before you choose a design for each series. Then produce final versions of each stamp. Attach the four stamps in each series to poster board, along with your biographical sketches and any illustrations or drawings you wish to add. Give a title to each stamp series.

5. Display Your Work

Present your sets of stamps in class and discuss their features. Explain your reasons for choosing the subjects and themes you did. 

6. Vote for Your Favorite Stamps

With your classmates, act as the Stamp Design Review Board and vote on the best series of commemorative stamps of each type. Honor the winning designers in a class awards ceremony.

Extending the Activity 

Imagine that you are going to be honored by having your picture appear on a postage stamp. What noteworthy feature of your life would that stamp honor? Design a stamp that commemorates an important accomplishment in your life.



� Teacher's Notes 

The first recorded sale of adhesive postage stamps took place in England in 1840. Other countries followed suit, and postage stamps soon became commonplace. Today, catalogues for stamp collectors list more than 100,000 varieties of stamps. Many of these are commemorative stamps, stamps that honor a person or recall an event. In their design and choice of subject matter, commemorative stamps can provide important historical information and reveal much about societies and their values. 

Activity Description

In this activity students work in small groups to create three stamp series of four stamps each. One series commemorates scientists, another features artists, and the third honors historical figures. Students choose their subjects, research them, write biographical sketches, design the stamps, present their work, and vote on the best series.

Objectives

Learn about stamps. (Social Studies)

Research important contributors to science, history, and the arts. (Social Studies, History)

Write biographical sketches and design stamps. (Expository Writing, Art) 

Completing the Activity

To help students get started, direct them to the article "Stamps and Stamp Collecting" in Encarta Encyclopedia. If any students have stamp collections, encourage them to discuss their collections. You may want to bring some interesting commemorative stamps to class to share and discuss.

As an aid in selecting subjects for the stamp series, students should explore the Guided Tours on Scientists and on Visual Arts, as well as the tours within the Role Models and They've Got Personality categories. Students should also scan the Category menus in the encyclopedia. Remind students to narrow the categories so that the people in each category are linked by a common thread. For instance, they might narrow the arts category to American sculptors or Impressionist painters.

As students work on their designs, urge them to incorporate elements of their subjects' lives and accomplishments into the designs, rather than simply portraying people's faces. Students' designs do not have to be stamp-sized; larger scale is fine as long as the drawings are not so detailed that they would lose much of their effect as stamps. Provide students with art supplies to create their finished designs, or allow them to use a paint or graphic design program to create their stamps.

When students display their work, have the class act as a "Stamp Design Review Board" convened to review the designs and evaluate the rationales for the subjects selected. This board can then vote on which of the stamp series it wants to approve for production.

Meeting Individual Needs

Younger Students - Rather than writing biographies about the people they plan to feature in their stamps, students in lower grades might simply list their accomplishments.

Students Acquiring English - The visual and hands-on nature of this activity will make biographical information more accessible to non-native speakers of English. Encourage students to use the colored text and the Related Articles button to find additional visuals that illustrate the era and place in which the profiled people lived, or show the discoveries or exploits for which they are remembered. Invite students from other countries to talk about heroes and celebrities from their own cultures who have been commemorated on postage stamps.

Taking It Further

Students who enjoyed this activity might want to design other stamp series of their own choosing. You might suggest one or more of these series ideas: notable animals (such as Laika, the Russian space dog, and Koko, the gorilla who uses sign language); women athletes; civil rights leaders; or science fiction writers.



 MUSIC

� EMBED Word.Picture.6  ��� Musical Instruments from Around the World 

Since prehistoric times, people have used musical instruments. As different cultures intermingled, musical instruments were traded, bought and sold, copied, and adapted to suit different musical styles and traditions. In this activity you'll explore instruments from five regions of the world and prepare an oral presentation of your findings.

Completing the activity 

1. Explore Musical Instruments

To begin your exploration, read the Encarta Encyclopedia articles "Music" and "Musical Instruments." Then use the World Music InterActivity to learn about musical instruments from different parts of the world.

2. Make a Chart

List some examples of instruments from different regions of the world in a world instruments chart. Find at least one instrument from each region listed below. Include brief descriptions of the instruments' shapes and sounds. 

Africa 

Asia/South Pacific

South America/Caribbean

North America

Europe 

3. Research the Evolution of Instruments

Investigate how and why the instruments you have found were adopted by different groups around the world. Also trace the evolution of each instrument's shape, use, and sound. These questions can help guide your inquiry:

What family of instruments does this instrument belong to?

What instrument is it a descendant of?

How does it produce sound?

How is this instrument used? Does it have a religious or ceremonial purpose?

What different types of music is this instrument used in? 

4. Make a Display

Make a display that incorporates the information you've gathered. If possible, include photographs or illustrations of the instruments from Encarta Encyclopedia as well as a flag, map, or other graphic representation of the country or region of origin.

5. Record the Instruments

Make tape recordings of instruments you've chosen to focus on. Either tape-record audio clips from the encyclopedia or record from original sources, which are cited in the text that accompanies the clips.

6. Plan an Oral Presentation

Prepare an oral presentation of your material. Organize your notes in outline form on note cards. Have a partner turn your recordings on and off as needed so you can focus on your delivery.

7. Share Your Findings

Present your display, recordings, and oral presentation to a group of classmates. Afterward, invite your classmates to ask questions and share their experiences with any of the instruments you described.

Extending the activity 

Make a diagram that shows how an instrument is made. Include a list of materials and tools needed, the amount of time that might be required to make it, and the approximate cost. You may wish to consult an instrument repair store for guidance.



� Teacher's Notes 

The oldest musical instruments are hollowed logs Paleolithic peoples used as drumming devices. The newest instruments are synthesizers, samplers, and other digital electronic devices. Traditional instruments typically are categorized into four groups: stringed instruments, keyboard instruments, percussion instruments, and wind instruments. All cultures produce music, although the sounds that are considered musically pleasing vary greatly.

Activity Description

In this activity students use Encarta Encyclopedia to explore the diversity of instruments from around the world. They begin by exploring 20 musical styles and 20 instruments associated with those styles in the World Music InterActivity. They then list instruments from different continents and create a visual and audio display that provides background on the instruments' sound, origin, and use. Finally, they plan an oral presentation in which they present their findings.

Objectives

Explore the history of musical instruments. (Multicultural Awareness, Music)

Create a display and make audio recordings of instruments from various cultures. (Art, Music)

Prepare and deliver an oral presentation. (Language Arts) 

Completing the Activity

Make sure students have access to a tape recorder, which they will need to record audio clips of different instruments. Also provide them with art materials with which to create their displays.

Students begin the activity by reading the "Musical Instruments" and "Music" articles in the encyclopedia. They should then investigate particular instruments discussed in the World Music InterActivity. Have students select at least one instrument from each region listed on the World Instruments chart. Have students tape-record from Encarta Encyclopedia or from other recordings examples of the instruments they researched. Remind them that each recording in the encyclopedia has an accompanying citation.

Students who need more guidance should focus their research on one group of instruments. For instance, they could choose idiophones, which are solid sonorous instruments such as drums, bells, and gongs. In their presentation, students could include gongs from Southeast Asia, congas of Afro-Cuban descent, steel drums from Trinidad, and cymbals from Turkey.

Have students print out from the encyclopedia graphics of the instruments they found to illustrate their display. They may also wish to print out maps, flags, or other graphics depicting where the instruments come from. Encourage them to be creative. Provide students with index cards on which they can outline their notes for their oral report. Also suggest they designate a classmate who can turn on and off the tape recorder on cue. Provide students with an opportunity to present their findings.

Encourage students to complete the extension activity.

Meeting Individual Needs

Students Acquiring English - Encourage students acquiring English to describe instruments popular in their native country. You may wish to pair students acquiring English with partners fluent in English. Have them create an illustrated glossary of new musical terms they encounter.

Challenge Activity - Have students research in the encyclopedia the history of musical theory, composition, and related musical topics.

Taking It Further

Have students explore how the voice is used in music throughout the world. Suggest they read articles in the encyclopedia such as "Arab Music," "Opera," "Afro-American Music," and "Folk Music." Have them examine ways in which vocal music is a reflection of the community that creates it.

Help students plan a performance in which they showcase their own musical talents and skills. Invite students to bring in instruments they play, perform favorite pieces of music, and talk about the experience of learning to play an instrument. 



 LIFE SCIENCE

� EMBED Word.Picture.6  ��� Design Your Own Insect 

Of every five creatures alive on this earth today, four are insects. Insects are arguably the world's most successful life form, due in large part to their ability to adapt their size, shape, and color to almost any environment. Scientists have classified more than 800,000 different kinds of insects, and they discover thousands more each year. In this activity you will use the common characteristics of a particular order of insects, plus your imagination, to invent an insect that is adapted to a specific environment.

Completing the activity 

1. Learn About Insects

Begin your bioengineering task by using Encarta Encyclopedia to investigate the insect world. Read the "Insect" article. Also explore the articles in the Invertebrate Animals category. Find out about the three main parts of an insect's body and what function each part has. Find out about the social behavior of insects. Which insects live in complex societies? How is the social order of those societies maintained? Learn also about the various ways insects reach maturity. Finally, find out how scientists group insects into orders.

2. Make a Preliminary Sketch

Decide which order of insects your insect will be part of. Make a preliminary sketch of the insect's shape and features, including its coloration. If your insect undergoes a complete metamorphosis, you might also draw a picture of the larval and pupal stages of development.

Here are a some of the major orders of insects.

Order Orthoptera: cricket, grasshopper, walking stick 

Order Lepidoptera: butterfly, moth

Order Hymenoptera: bee, wasp, hornet

Order Hemiptera: bedbug, back swimmer 

Order Coleoptera: ladybug, June bug, beetle 

3. Describe the Characteristics

Answer these questions about the insect you have drawn:

What order is your insect a part of?

What is the insect's habitat like?

Which of the insect's features are specifically adapted to the environment in which it lives?

How does the insect grow into adulthood?

What does it eat and what are its predators?

How does it defend itself? 

Write a descriptive paragraph in which you answer these and other questions about your insect. Be as specific as you can.

4. Name Your Insect

Give your insect both a scientific name (such as Ctenocephalides canis) and a common name (such as dog flea). Incorporate the name into your description. Try to create a scientific name that reveals something about the insect's features or habits. In the example above, the scientific name includes the word canis, which means "dog" in Latin.

5. Make a Final Sketch

Draw a final version of your insect. Make it as realistic as possible. Use the illustrations in the encyclopedia as models. Type your description and display it beneath the drawing.

Extending the activity 

Obtain three sheets of the clear plastic used in overhead projectors. Create overlay drawings of your insect and its features. On the first sheet draw its shape and exterior features in outline form; on the second sheet draw its respiratory system; on the third sheet draw its digestive system. Using an overhead projector, display your insect and describe its parts.



� Teacher's Notes 

Insects have inhabited the earth for at least 350 million years. They make up the largest single group of animals on earth, outnumbering all other animals combined by four to one. More than 800,000 insects have been identified, and entomologists believe there may be as many as 10 million insects that have yet to be discovered. Insects' remarkable capacity for adaptation has resulted in a stunning variety of sizes, shapes, colors, and body features within the insect world. Although many insects spread disease and harm crops, insects play an essential role in worldwide ecology. Millions of plants depend upon insects for pollination, and insects are a vital part of the food chain.

Activity Description

In this activity students use Encarta Encyclopedia to learn about the three main parts of an insect's body and what function each part has. They explore the social habits of insects, the stages of development different kinds of insects go through, and the criteria scientists use to classify insects into orders. Using this information, students invent insects that belong to a particular order and are adapted to a specific environment. They draw their insects and then write descriptive paragraphs to accompany their drawings.

Objectives

Learn about the parts and functions of an insect's body. (Science)

Understand how scientists classify insects into orders. (Science)

Invent and draw an insect whose characteristics are consistent with those of real insects. (Science, Creative Thinking, Art)

Select an appropriate scientific name for an insect. (Linguistics)

Write a scientific description. (Content-Area Writing) 

Completing the Activity

Students begin this activity by using the encyclopedia to increase their general knowledge of the insect world. Students can access the article "Insect" by using the Find button. They can use the colored text to access related articles, especially the article "Butterflies and Moths." Suggest that students also view the encyclopedia's movies about insects, which show an incomplete metamorphosis, a high-jumping locust, and a frog being devoured by a carnivorous plant. Students can find information about specific insects by using the Category menus and exploring articles listed under Invertebrate Animals.

If students have difficulty selecting an order of insects, have them refer to the examples in step two of the activity and list other insects that are a part of each group. Then have students read more about a particular group of insects that interests them. Students whose insects undergo complete metamorphosis may want to read the "Larva" article, which is listed in the Category menus under Invertebrate Animals.

To help students give their insects an appropriate scientific name, provide them with a dictionary that includes word origins. Have them find out about the origins of some of the scientific names for insects they encountered in Encarta Encyclopedia and then use their imaginations to think of names for their invented insects.

Encourage students to complete the extension activity. You may need to provide students with transparent overlay sheets and arrange to have an overhead projector available for students when they are ready to share the finished project.

Meeting Individual Needs

Students Acquiring English - Pair students acquiring English with English-proficient partners. Encourage partners to keep an ongoing glossary of scientific terms they encounter as they complete the activity.

Challenge Activity - Students who have a talent for art may enjoy creating a flip book that shows their insects in action. They can create a sequence of pictures that demonstrates the insect in flight or that shows its process of metamorphosis. Students also might use a drawing program to create these types of picture sequences on the computer.

Taking It Further

Scientists estimate that, on the average, more than 3 billion insects inhabit each square mile of the earth. Have students explore their local environment and identify as many insects as they can. They should record their findings in a chart that shows what order each insect they identify belongs to. Provide students with a field guide for identifying insects to help them with this activity.



 LITERATURE

� EMBED Word.Picture.6  ��� Author Trading Cards 

People of all ages collect trading cards. Many concentrate on sports cards; others focus on fantasy character cards or movie star cards. In this activity you'll create a set of trading cards that highlights the lives and works of your favorite authors. Use Encarta Encyclopedia, your knowledge of writers and literary genres, and your artistic talents to create cards that capture the personality and style of some of the world's great writers.

Completing the activity 

1. Talk About Trading Cards

Recall the appearance and characteristics of trading cards you've seen. Then list the features you might include on the author cards you design. Different kinds of trading cards have many elements in common, such as:

Photographs of the subject

Names and nicknames

Vital statistics (birthdate, birthplace)

Records broken or awards won

Important achievements 

Decide on the information you would like to include in your trading cards.

2. Make a List of Authors

Begin by listing some authors you know and like. Try to list between 15 and 20 authors.

Hint: If you're having trouble thinking of writers, look in the Writers and Poets category in the encyclopedia and in the Guided Tours on Humanities and on Great Books for the names of some authors.

3. Choose Your Categories

Baseball cards can be grouped by team, by position, by year, or according to a number of other categories. Determine the categories your trading cards should have. Choose at least four different categories. Here are some you might consider:

Mystery writers

Short story writers

Playwrights 

You might consider including some humorous cards in your series. One idea is to create "author rookie cards" that list only the first work written by a famous author. Include a special logo identifying these cards as "rookie cards." Once you have determined your categories, select six to eight writers for each. Use the encyclopedia to research each author on your list. You can locate writers by genre or by name.

4. Design the Trading Cards

Present your information in a clear and eye-catching design. You might use baseball cards or superhero cards as models. First sketch a prototype for your cards. Decide on where you will put information such as the author's name, a pseudonym (if applicable), a photo, a brief biographical sketch, and a list of the author's most famous works. Also design a category logo that will appear on each card.

To make your cards interesting and original, consider including special features such as famous quotes or opening lines that will enhance your presentation of each author's works.

5. Make the Trading Cards

Copy the information onto each card. Author photos can be printed out from Encarta Encyclopedia using the Print feature.

6. Make Copies of the Cards

Make 10-15 sets of cards. You might photocopy them and cut them apart; then glue the two sides together to create a front and a back side.

7. Distribute the Cards/Flip Them for Trades

Distribute the cards randomly. Trade with your classmates to collect authors of different kinds or to complete all the authors in one category. Or, play this game with a friend: Hold a card's opposite corners lightly between two fingers and flip it in the air. If it lands on heads," you keep the card, and if it lands on "tails," your opponent keeps the card. Another way to play is to both flip a card at the same time. A "heads-heads" or "tails-tails" match means you keep both cards, and a "heads-tails" mismatch means your friend keeps both cards.



� Teacher's Notes 

Trading cards provide an entertaining means of learning key facts about groups of individuals. While baseball cards are the best-known example, trading cards have also been produced to celebrate movie stars, fantasy superheroes, United States presidents, and animals, among other subjects.

Activity Description

In this activity students make a set of author trading cards highlighting the works of several of their favorite authors. Students first brainstorm a list of authors. They then choose categories for their trading cards, research the authors in each category using Encarta Encyclopedia, design and make the cards, and devise games to trade them.

Objectives

Learn about different literary genres. (Literature)

Research the lives and works of several authors and write brief biographical sketches. (Expository Writing)

Design trading cards. (Art, Creative Thinking) 

Completing the Activity

To help students get started, you may want to bring some trading cards to class to share and discuss. If any students have sport or other trading card collections, encourage them to discuss their collections.

If students complete this activity in a group, have them work together to select the categories for their author trading cards. As an aid in selecting categories and authors, students should scan the Category menus in the encyclopedia. They should also look through the Guided Tours on Great Books and on Humanities, which introduce numerous writers. Remind students that important authors from other eras in history might be named on the Encarta Encyclopedia Timeline. For instance, Geoffrey Chaucer can be found on the timeline at AD 1390. (Augustine, William Shakespeare, Abraham Lincoln, and Ernest Hemingway also appear on the Timeline.)

Encourage students to use the word-processing feature in the encyclopedia to take notes on each author and to write biographical sketches. If the author's photograph does not appear in the Encarta Encyclopedia article, suggest that students fill their card's photo space with an original drawing. They might design a book cover for one of the author's works, draw a famous character the author has created, or include a picture of the author's birthplace.

Encourage students to discuss key elements of each literary genre they've chosen and brainstorm ideas for portraying them pictorially. The mystery writers category might be identified by a picture of a magnifying glass; playwrights might be indicated by a pair of theatrical masks depicting tragedy and comedy. Provide students with art supplies to create their finished trading cards.

When students finish their trading card series, help them devise ways to trade the cards. A flip for trades game is suggested on the student page. Other games might include blind trades, auctions, or simple contests with cards as prizes.

Meeting Individual Needs

Younger Students - For students in lower grades you may want to provide a list of authors in categories of your choosing. Ask students to choose one category and make cards for five or six authors. Or, have students create trading cards for authors whose works they have read.

Students Acquiring English - Encourage students from countries other than the United States to suggest authors they know of from their home country to include in the collection. Pair students acquiring English with students who are proficient in English.

Taking It Further

Students who enjoyed this activity might want to design other trading card series. You might suggest one or more of these series ideas: scientist trading cards, artist trading cards, endangered animal trading cards, musician trading cards.



 SOCIAL SCIENCE

� EMBED Word.Picture.6  ��� A World Export Storyboard 

Imagine that you are the creative director at an advertising agency. You have just been handed a big project: to create a television commercial promoting a nation's leading product. In this activity, you will design a storyboard - a series of drawings and captions - for this commercial. Use Encarta Encyclopedia to learn more about a country, then prepare a storyboard for a TV ad that will sell that country's main product to businesses or consumers in other nations.

Completing the activity 

1. Think About the Format

Your storyboard will look something like a comic strip: a series of drawings to represent the visual images in the commercial, along with a script written as captions under the pictures. For this assignment, you will be creating a storyboard for a 30-second commercial. Think about the number of images and amount of script that might be appropriate for a commercial of this length.

2. Discuss TV Ads

Discuss the attributes of effective television advertisements. What makes an ad stand out? What motivates business customers or consumers to buy a product? Here are some features that you might choose to incorporate into your storyboard:

attention-grabbing camera techniques

colorful footage of beautiful or unusual locations

scenes of people enjoying the product

minimal text presented in memorable ways

music that matches the mood of the environment in which the product is used 

3. Select a Country and Product

Think about a country you would like to research and promote. Then investigate this country in Encarta Encyclopedia, using such features as the Atlas and the Category menus. First find out what one leading product of your country is. Then gather information about the country that might be useful in selling that product. Also investigate the product to find out how it is processed and used.

4. Design the Storyboard

With your information in hand, brainstorm ways to present your product in the most effective and compelling way. Create an outline of the ideas and information you want to include. Then sketch out a draft of your storyboard on paper. Read it aloud to time it and see how it sounds. Does it make you interested in the product? How could the commercial be more effective? Revise your script and images as necessary.

5. Prepare a Final Version

When you are satisfied with your storyboard, use art materials and poster board to produce a final version. You may want to add photographs, maps, or other visuals to the margins of the board. Also consider whether you would like to cast any celebrities in the commercial. When your work is complete, present your storyboard in class and discuss its features.

Extending the activity 

Use a video camera to turn your storyboard into a 30-second commercial. Select actors and actresses from among your classmates. You might also select appropriate music as background for your commercial.



� Teacher's Notes 

Ever since trade routes were established in the ancient world, international trade has been an important factor in the economic growth of societies. Today, more than ever before, countries around the world are seeking to increase exports of their products. Some nations even advertise goods and services on television: for example, Canada has for some time used TV ads to encourage American tourists to visit its cities and wilderness areas.

Activity Description

In this activity, students work in small groups to create a storyboard for a television commercial designed to promote a country's leading product in foreign markets. Students discuss advertising techniques, research their chosen country and one of its main products, and prepare a storyboard for presentation in class.

Objectives

Research a country and its products. (Social Studies)

Learn about the advertising industry and effective advertising techniques. (Social Studies)

Create a storyboard. (Creative Thinking, Creative Writing, Art) 

Completing the Activity

To help prepare students for this activity, you may want to have them read the article "Advertising" in Encarta Encyclopedia. Discuss some of the typical features of television commercials, including the fast pacing of visuals, minimal use of text, and an identification of the product with values or interests common to viewers. For example, auto commercials often feature images and text that attempt to associate a particular make of car with increased social status, thoughtful parenting, or enjoyment and youthful spirit. You may want to have students describe or act out some effective commercials they have seen, or show some videotaped examples in class. 

If necessary, help students identify countries and products of interest. Once students have identified the nation's leading products, encourage them to choose a product that lends itself to a commercial. As students research their topics, remind them to look for features of the country that might help promote the product. They should focus on aspects of the country that are attractive or intriguing to a foreign audience, such as pleasant climate, unusual geographic features, distinctive music and art, or interesting historical facts. 

To help students create their storyboards, have them first outline the points they want to convey. Then have them sketch some rough drawings and match them to their outline. Next, have students convert their outline points to brief descriptions of visuals. Have them script text for words to be spoken and words to be shown on-screen. Urge students to keep their scripts brief and lively, and to incorporate information in ways that will make their commercials more effective and entertaining. When the draft version is complete, have them read the commercial aloud and make necessary revisions.

Finally, provide students with art materials with which to create their storyboards. If available, have students use presentation software to help them develop the finished product. Encourage them to append illustrations if they like, and to cite any appropriate audio excerpts from the encyclopedia that would enhance their commercials. Have students present their storyboards in class, with the class acting as the client who has contracted the work. When all the presentations have been made, the class can vote on the most effective or memorable commercials.

Encourage students to complete the extension activity described on the student pages. If necessary, help students obtain video cameras and videotape. Provide students with an opportunity to show their commercials and discuss the process of making them.

Meeting Individual Needs

Younger Students - You might have students in lower grades create comic strips that demonstrate the product's usefulness and appeal, rather than having them prepare TV advertising storyboards.

Students Acquiring English - Encourage students from other countries to provide their own insights into cultures and products from other lands. They might also discuss how television advertising differs in various countries.

Taking It Further

Suggest that students create a chart showing the main products of various countries. Students might select a world region to focus on, such as the nations of Southeast Asia or the largest economies of Latin America. Their charts should provide some basic information about each country (size, population, location), a list of major products, and a brief analysis of each country's economy and resource base. Have students present their charts in class and discuss their contents.



 SOCIAL SCIENCE

� EMBED Word.Picture.6  ��� Tracing a Game's History 

For thousands of years people have sought diversion, entertainment, and friendly competition through games. In this activity you'll use Encarta Encyclopedia to investigate the history of games. You'll select one game and trace its development over time.

Completing the activity 

1. Investigate the History of Games

Investigate the origins of some games that have been popular for generations; among these are checkers, chess, backgammon, dominoes, and card games. Use the encyclopedia's Category menus to locate articles listed under Games, Hobbies, and Recreation. Also take the encyclopedia's Guided Tour on Games to get ideas.

2. Select a Game

Based on what you learn in your initial investigation, select a game whose development you would like to research further. Generate a list of questions to answer about the game. You might begin with these questions:

In what culture did the game originate?

By what different names has it been known?

How and when did the game spread to other regions?

How is the modern version played in the United States similar to earlier versions? How is it different? 

3. Research Your Topic

Read the Encarta Encyclopedia article about the game you've selected. Use the encyclopedia's Related Articles and colored text features to access other helpful articles. If possible, locate one or more books listed in the encyclopedia's bibliography and read about the game in greater detail. Write down the following information about your game:

Name

Origin

How it spread

How it was revised over time 

4. Share Your Findings

You might show the game's development over time by attaching notes to a map or by creating a timeline. Design a visual display that is both appealing and informative. You might include illustrations of early game boards or game pieces. Also include a brief narrative account that explains the origins and development of the game. Don't forget to include the rules of the game as well!

Extending the activity 

Make a flat world map that shows the regions where chess, checkers, backgammon, and dominoes originated. Using a different color for each game, draw lines from each place of origin to the regions around the world in which the game is now popular. Be sure to include a map legend.

Compare a popular electronic video game with a traditional game such as checkers or backgammon. Write two or three paragraphs in which you compare the object and challenges of each game and the skills required to play. 



� Teacher's Notes 

Many of the indoor games that are popular in the United States today originated in the ancient world. Backgammon and chess are both thousands of years old. Go, the Japanese game that many American children now enjoy, has been played for more than 3000 years. Explorers, traders, and conquerors played a major role in bringing games from one culture to another, and over the centuries the most fascinating ones have become popular in almost every nation on earth.

Activity Description

In this activity students use Encarta Encyclopedia to explore the history of board games and card games. Based on what they discover in their initial investigation, students select one game and research its origins and development over time. Students share their findings in one of two ways: by creating an annotated flat map of the world that shows the game's place of origin and journey over time, or by creating a timeline that shows the game's development. The output students select will be determined by the type of information they find.

Objectives

Research the history and development of a popular game. (History, Social Studies)

Understand the role that war, exploration, and trade play in the dissemination of social activities such as games. (Social Studies)

Create a visual display about the history of a game. (Creative Thinking, Art) 

Completing the Activity

Suggest that students begin their investigation by navigating the encyclopedia's Guided Tour on Games and browsing through the Category menus under the category Games, Hobbies, and Recreation. Remind them that the focus of this activity is board games and card games.

After browsing through the articles in the Category menus, students select one game on which to focus their research. They should select a game for which abundant information exists. Card games, chess, backgammon, checkers, and dominoes are excellent choices. Students who wish to focus on other games may need to supplement their research with additional sources.

As students carry out their research, have them record the information that they find. You might also suggest that students print out a world map from the encyclopedia and mark the game's place of origin on it. They can also mark the places to which the game has spread and note causes of its movement to other parts of the world.

If available, have students use presentation software as an aid in creating their finished displays. Encourage students to be creative and to include a variety of graphics in their display. These might include ancient versions of game boards and pieces and artwork from other eras that depict people playing the game. Also remind them to include captions that describe the game's development.

Encourage students to complete one of the extension activities described on the student page.

Meeting Individual Needs

Challenge Activity - Have students locate the official rules for the game they have researched and create a manual explaining how to play the game for a group of younger students.

Students Acquiring English - Invite students to describe games that are popular in their culture of origin and, if appropriate, teach one of the games to a group of classmates. To complete the activity, pair students acquiring English with a partner who is fluent in English.

Taking It Further

Have interested students learn more about the history and development of an outdoor sport such as soccer or football, and then share their findings with the class.

Have students conduct further research on the games they've studied. Tell them to learn about previous champions, the levels at which the games are played, and whether there are international competitions. 



 GEOGRAPHY

� EMBED Word.Picture.6  ��� Plan the Ultimate Vacation 

What is your idea of the perfect getaway? A climbing expedition in the Himalayas? A snorkeling trip to the Great Barrier Reef? A stroll through the art galleries of Paris? A photo safari to the wildlife parks of Kenya? In this activity you will research three vacation spots, select the one that is most appealing, and write a travel brochure advertising that destination.

Completing the activity 

1. Brainstorm Ideal Vacation Spots

Begin by listing every fabulous vacation spot you can think of. The Atlas in Encarta Encyclopedia can help you locate places you might want to visit. Also explore the various tours in the Places to Visit category of the encyclopedia's Guided Tours. Then prepare to narrow down the choices by characterizing the kind of vacation you enjoy most: outdoor adventure, music and dancing, sun and surf, plays and art museums, heart-stopping amusement park rides, or beauty and solitude. Finally, choose three locations that offer the kind of vacation experience you desire.

2. Research the Destinations

Investigate and evaluate each destination you've selected. Use the encyclopedia's Find button to help you gather information about particular locations. Also consult the Media Gallery to see photographs of architectural and geographical sites. For climate information within the United States, examine the Climate of Selected U.S. Regions table. You might also visit a local travel agency or look through the travel section of a bookstore for printed material about the locations you are considering. Here are some things to look for in planning your vacation:

Best time to visit

Average temperatures

Attractions

Cost 

3. Write the Brochure

Based on your research, choose the vacation destination you find most appealing. Imagine that you have the opportunity to take a vacation to this region. Draw a picture of yourself at the high point of your journey. Then write a travel brochure designed to attract visitors to this location. Use the picture of yourself in the brochure. Also use photographs from Encarta Encyclopedia or from brochures collected from travel agencies to help advertise your destination. Include a map showing where the region is and instructions on how to get there. Include the cost of traveling to that destination. Consult a travel agent or airline ticket office to find this information. You may wish to use travel brochures as models for your layout, but don't limit yourself to the approaches used in the brochures you collect.

4. Present Your Information

Display your travel brochure on a bulletin board. Or, duplicate it and distribute it to your classmates.

Extending the activity 

Write a series of letters or journal entries describing each day of an imaginary seven-day trip to the vacation spot you have described. Include descriptions of places you visit, foods you eat, people you meet, and unexpected events that occur on your journey.



� Teacher's Notes 

The excitement of travel begins in the planning stages: choosing a vacation spot, making reservations, and visualizing activities that are far removed from the daily routine. In real life, travelers must heed their budgets, time limitations, and other practical matters; but almost everyone dreams now and then of putting aside all practical concerns and taking the ultimate vacation. Such dreams can provide motivation for studying geography, history, and even languages.

Activity Description

In this activity students use Encarta Encyclopedia to research three vacation spots. For each location, students find the best time to visit, the weather conditions during peak tourist season, major attractions, and the cost of traveling to that destination. They also research methods of transportation required to reach that place. Based on their research, students select the destination they find most appealing, draw a picture of themselves doing something wonderful in this place, and write a travel brochure about the destination that includes photographs, a map of the region, instructions for how to get there, and a description of the region's major attractions.

Objectives

Draw upon and extend knowledge of distinctive vacation spots worldwide. (Geography, Multicultural Awareness)

Determine the cost of visiting a variety of locations, and the route and method of transportation required to get there. (Mathematics, Geography)

Create a travel brochure advertising a favorite place. (Persuasive Writing, Art) 

Completing the Activity

If several students choose this activity, suggest that they begin by working together to brainstorm a list of possible vacation spots. The Atlas can help students discover some interesting destinations. The Places to Visit category of the Guided Tours can also elicit ideas. Then have each student select three destinations to research. To begin their research, students can use the Find button in the encyclopedia to look up the destinations they have selected. The Climate of Selected U.S. Regions table in the encyclopedia provides useful information for destinations within the United States.

To find the cost of traveling to different places, students will need to consult a travel agency or airline. If possible, have one student visit a travel agency and collect a variety of brochures. Explain that tour companies offer package deals to destinations all over the world, and that the prices for such tours are usually listed in the tour company brochure. If students have selected remote places to visit for which packaged tours are not available, they will need to calculate the cost of airfare, land travel, lodging, and meals separately. (Students need not include all of this information in their brochures; airfare alone is sufficient. Students should, however, specify which aspects of the trip the cost they quote actually covers.)

Encourage students to use the word-processing feature of Encarta Encyclopedia to write the text of their brochure. If available, have students use a desktop publishing program to lay out the art and text. Students can print out photographs, illustrations, and maps from the encyclopedia and incorporate them in the brochure. Remind them to credit properly any photograph or illustration they include that is from another source.

After students have completed their brochures, you might have them vote on the vacation spot that has the most appeal.

Meeting Individual Needs

Younger Students - Students in lower grades may need some guidance in finding information in Encarta Encyclopedia, and will need to be accompanied by adults on visits to travel agencies. You may wish to bring in additional source material to class for students to use as they complete their research.

Students Acquiring English - Students from other cultures will have first-hand knowledge of places in other regions, and so will be able to expand the class's horizons in this activity. Encourage students to describe favorite vacation destinations of people from their native country. You might pair each student acquiring English with a partner who is fluent in English for the writing portion of this activity.

Taking It Further

Interested students might invite a travel agent to class to speak about his or her profession. Or, they might invite a member of a local tourist board to find out how their own community advertises itself to potential tourists.

Students might investigate student exchange programs and other means by which young people are able to visit other countries for extended periods of time, and consider whether participating in such a program appeals to them. 



 SOCIAL SCIENCE

� EMBED Word.Picture.6  ��� A Book of Proverbs 

"A penny saved is a penny earned." "An empty wagon rattles loudest." "A bird in the hand is worth two in the bush." Simple sentences like these that illustrate larger truths about human nature or the workings of the world are called proverbs. Proverbs caution, instruct, and advise. They reflect the values and beliefs of the cultures that created them. In this activity you will collect proverbs from around the world and present them in a book of proverbs.

Completing the activity 

1. Collect Proverbs Using Encarta Encyclopedia

To begin your search, explore Encarta Encyclopedia's World Languages InterActivity. Read proverbs from several different countries and languages. Think about the meaning of each proverb and make a note of those you find especially useful, humorous, or unusual. Write down the proverbs you want to include in your book. Also note the language in which the proverb is presented. Locate the countries or regions where that language is spoken.

2. Collect Proverbs from Other Sources

Expand your list of notable sayings. Ask family members, friends, and acquaintances to share proverbs they know. If you know of any, add them to your list, too.

3. Organize Your Proverbs

Decide on a method of organizing the proverbs you have collected. For example, you might organize them geographically by region or by theme. All the proverbs that have to do with managing money could appear in one section; those having to do with romance or proper social behavior can appear in another section.

4. Plan Your Book

Decide what features your book should have. A title page, table of contents, and introduction are standard features you may want to include. Also decide how you will reference sources for the proverbs you have collected. Give the source of each proverb and, if possible, provide additional information about it. Also include a brief statement of what each proverb means. Here is an example of the information that might be included for a proverb:

"Three may keep a secret, if two of them are dead." �Source: Benjamin Franklin, Poor Richard's Almanack�Meaning: People who tell secrets are generally incapable of keeping them. 

5. Make a Book Map

It may be helpful to use a book map to help you plan to present your book of proverbs. A book map is a general layout of a book that shows what will appear on each page, and where the illustrations will be placed. Decide how many proverbs you will put on each page. If your book will be divided into sections, indicate on the book map where each section will begin and end.

6. Compile Your Book

With your proverb list and book map as a guide, you are ready to write your book. Type the proverbs and the sources from which they came. Include maps, humorous illustrations, or other graphic elements that will add to the book's visual appeal.

7. Create the Book

Put your book together, combining text, illustrations, and any other design features you have decided on. Also make a book cover out of a large sheet of paper or stiff cardboard. Illustrate the cover with a drawing or photograph.

8. Present Your Work

Display the finished book. Read aloud some of the proverbs you collected.



� Teacher's Notes 

Proverbs exist in nearly every culture and language. While some proverbs are attributed to a specific author, most develop over time as colloquialisms. A study of proverbs is an investigation of the values, beliefs, and ideals of the cultures that created them.

Activity Description

In this activity students collect proverbs from a variety of sources and compile them into a book of proverbs. First they explore the World Languages InterActivity in Encarta Encyclopedia and read proverbs from several different languages and countries. Next, they collect additional proverbs from family members, friends, and acquaintances. They then decide on a method of organizing their proverbs, decide what features to include in their books, and create a book map. Finally, they create their book of proverbs, accompanying each with a notation identifying its source and a brief statement interpreting its meaning.

Objectives

Read proverbs from different parts of the world. (Multicultural Awareness, Geography)

Interpret proverbs. (Critical Thinking, Philosophy)

Create a book of proverbs. (Art, Creative Thinking) 

Completing the Activity

Make sure students understand how to use the World Languages InterActivity. As students begin their investigation of proverbs around the world, guide them in interpreting proverbs and restating them in literal language. Point out that proverbs often make use of metaphors and other figurative language, and that some proverbs are challenging to interpret.

If students have difficulty collecting additional proverbs from family members and friends, direct them to these resources:

Poor Richard's Almanack by Benjamin Franklin

Bartlett's Familiar Quotations by John Bartlett

The Dictionary of Phrase and Fable by E. Cobham Brewer 

Two suggestions for organizing the proverbs students collect are suggested in step three of the activity. Encourage students to think of alternate methods of organizing their books.

As students create their book maps, have them look at books in the classroom and note where the title page appears, how a table of contents is put together, and where art appears. Also point out the convention used in numbering the pages of a book (right-hand pages have odd numbers; left-hand pages have even). If available, have students use a desktop publishing program to help them design and finish their pages.

Meeting Individual Needs

Younger Students - This activity is especially appropriate for students in lower grades. Younger students may need some assistance restating the proverbs in literal language.

Students Acquiring English - Because many proverbs use figurative or archaic language, students acquiring English should work with a partner on this activity. The partner should restate each proverb in literal language and then discuss its meaning with the student acquiring English. As a part of this activity, encourage students from other countries to share proverbs with which they are familiar.

Taking It Further

Challenge students to create original proverbs that express some of their observations about human nature, social life, or societal values.

Proverbs are philosophical observations. Suggest that interested students explore philosophers and their ideas using the encyclopedia. They can begin by reading the article "Philosophy, Western." Suggest that they continue their research by exploring the works of the ancient Greek philosophers and the German philosophers of the 18th and 19th centuries.

Students who enjoyed the figurative language they encountered in the proverbs may want to further explore the use of figurative language in poetry and literature. Guide them in exploring such topics as imagery, metaphor, simile, and personification. 



 GEOGRAPHY

� EMBED Word.Picture.6  ��� World Tour, 500 BC 

What if you could travel back in time 25 centuries? What wonders of the ancient world would you be able to see? What great cities would you want to visit? Which great philosophers, inventors, and artists might you have a chance to meet? In this activity you will use Encarta Encyclopedia to tour the world as it was in 500 BC. You will sketch monuments and artifacts you find, write about the important ideas you encounter, and make a detailed record of your travels.

Completing the activity 

1. Prepare for Time Travel 

To begin your journey, explore the encyclopedia's Timeline. Find 600-400 BC and browse through the information contained there. Then explore the Guided Tour on The Ancient World, paying particular attention to the latter stops on the tour.

2. Choose Your Route

Make a flat map of the world, including the continents and seas (or print one from the encyclopedia). Then map your route through the world of the ancients. You will want to visit these places, among others:

Central America 

China 

Africa (Sudan)

Greece 

India 

Mediterranean region

Egypt 

Begin by choosing your starting and finishing points and mapping a general route. You'll want to refine your itinerary as you learn more about the ancient world and the peoples who inhabited it. 

Hint: Clicking on the globe icons found at various points in the Timeline will show you where on the globe each ancient city or kingdom was located.

3. Choose Your Means of Travel

You may have noticed in your initial look at the Timeline that the Phoenicians were expert sailors, so you may want to choose a Phoenician boat for your journey over water. You'll also need to decide how you will travel across land regions. Will you use horses? Camels? Elephants? Use the encyclopedia's search functions to find out which transportation methods were in use during this time.

4. Check the Traveler's Guide

The notes that follow will help guide your exploration. Each suggests an artifact, monument, or important idea to look for. Many of the phenomena you will encounter are still vital today. Look for and note any connections you find between the ancient and modern worlds.

a. At the Persian Empire, tour the king's palace at Susa and look for a craftsperson's tool. Here are artifacts and a monument from other locations to look for:

Early Bronze Disk

Mayan Ceramic Figure

Great Pyramid at Giza 

b. Seek out the wisdom of these famous philosophers. Find out where each philosopher is from.

Confucius

Socrates

Buddha 

5. Share Your Experiences

Here are two ways you can let others know about your discoveries:

Compose a traveler's journal - a narrative account of your trip from beginning to end. Include a map for each region you visited plus a map of the entire route. Also include sketches of the artifacts you found along the way and summary of the important ideas you encountered.

Create a display showing the most important events of your journey. Paste your complete map in the center of the paper. Draw a line from each place you visited to a space outside the map. In that space, paste an index card containing a brief but vivid description of that place, plus a second card showing the artifact you collected there. Conduct a guided tour for your classmates, during which you describe your journey. 



� Teacher's Notes 

By 500 BC the world had already seen the rise of several great civilizations, including the Olmecs of Central America, the Babylonians, and the Egyptians. This period also marked the beginning of several distinctive eras, including the Classical Age of Greece, the rise of the Roman Empire, and China's Classical Age. The roots of the Buddhist religion, the teachings of Confucius and Lao-tzu, and the philosophies of Socrates and Plato all had their beginnings between 600-400 BC. An exploration of this era in time reveals a world rich in culture, philosophy, trade, technology, architecture, and the arts. Many of the developments that occurred during this era remain a vital and enduring part of modern cultures.

Activity Description

In this activity students explore what the world was like in 500 BC by using their imaginations and information presented in Encarta Encyclopedia to make an imaginary tour of the world in that time. Students mark the route they propose to follow on a world map. They record their experiences in writing, print out or sketch artifacts they discover, and note great ideas they encounter as well. Two options are provided for sharing: a travel journal and a visual display.

Objectives

Learn about civilizations that flourished 2500 years ago in Asia, Europe, Africa, and Central America. (Social Studies, History)

Develop a knowledge of world geography by mapping a route through the ancient world. (Geography)

Study the contributions and achievements of people from a variety of cultures and see that many of these contributions have endured into the modern age. (Multicultural Awareness)

Describe the journey in writing and in pictures. (Creative Writing, Art) 

Completing the Activity

The feature of Encarta Encyclopedia students will use first in this activity is the Timeline. Make sure students know how to access the Timeline and locate specific dates on it. To prepare for their tour, students are asked to preview the era by skimming topics in the Timeline. Note that 500 BC does not appear as a date on the Timeline; 600 BC and 400 BC do appear, and students should explore the general time period. You might explain to students that the dates assigned to many events in the ancient world are approximations. Students will also find informative the last several stops of the Guided Tour on The Ancient World, which cover cities and cultures from this era.

Students will need to select methods of transportation (over land and water) and a route for their journey. They should select means of transportation that were used in 500 BC. They can research these methods by searching for topics using the Find button. The Maps and Map Making category in the Geography section of the Category menus will also be helpful.

The Traveler's Guide on the student pages suggests artifacts and important ideas students might encounter in some of the places they visit. Information about some of these artifacts and ideas can be obtained in the Timeline. Students will need to research other artifacts and ideas by exploring other parts of the encyclopedia. Suggest that students collect quotations from Socrates, Confucius, and other great thinkers they encounter.

Encourage students to look in at least two places within the encyclopedia to find information about each place they visit. They can access related articles by using the colored text that accompanies many articles within the Timeline. Make sure students understand that the Timeline should serve as a jumping-off point, not as the primary source of geographic and cultural information.

Encourage students to use the word-processing feature of Encarta Encyclopedia to record their notes.

Meeting Individual Needs

Students Acquiring English - The visual nature of the Timeline will help make events and places accessible to students acquiring English. Pair students acquiring English with students who are fluent in English for this activity.

Gifted and Talented Students - Students might be encouraged to select a reading that is appropriate for each location and make the readings a part of their presentation. The readings might include a paragraph from one of a great philosopher's most famous works; a primary-source account written by an explorer who visited the region long ago; or a section of a report by an archaeologist who discovered something about the ancient world.

Taking It Further

Suggest that students choose an era or an event in history, imagine that they were a part of it, and write a journal entry describing their experience. 



 GEOGRAPHY

� EMBED Word.Picture.6  ��� World Explorer Game 

Bring to your classroom the adventure and excitement of sailing beyond the limits of the known world. Invent a board game based on the voyage or journey of a famous explorer. Use Encarta Encyclopedia, your knowledge of history and geography, and your imagination to create a game involving luck, strategy, and factual information.

Completing the activity 

1. Think About Board Games

Recall the rules and features of board games you have played. Write down the features you might like to include in your game, such as:

Some squares on the game board that help the player who lands on them by allowing the player to jump ahead several spaces

Some squares that impede a player's progress by sending the player backward on the game board, or by requiring the player to draw a "challenge" card that asks the player to answer a question before continuing

Obstacles that result in a missed turn

Unusual game pieces

A method of determining how many spaces each player should move 

2. Select a Voyage or Journey

Think about great explorers and explorations of the past. Choose a journey that offers the right elements for a game. These elements include a clear goal and challenges or obstacles that make success difficult. Research your explorer and journey using Encarta Encyclopedia. Use the encyclopedia's Category menus and the Guided Tour on Pioneers and Explorers to help you locate topics. Also look into related topics, such as the geography and climate of the regions explored and the different peoples and cultures encountered along the way. You may want to print out any maps or illustrations you find in your research and incorporate them into the game.

3. Make an Outline

Write an outline or brief description of the journey. Include key ideas, events, and obstacles you want to include in the game. Using this outline or description, create a rough version of the game on a large piece of paper. Also draft a set of rules for playing the game.

4. Test the Game

Try playing the game to see how it works. Revise the game board or rules as necessary to make the game better.

5. Create a Final Version

Sketch the revised game board on poster board. Decorate the board with drawings, maps, or other illustrations. Also create game pieces. 

6. Write the Official Rules

Write a short description of the voyage or journey on which your game is based. Also create a final version of the rules. These written materials can accompany the game. Once you have finished the game board and produced a final version of the rules, you're ready to play.

Extending the activity 

Imagine that you are the explorer taking part in the journey on which your board game is based. Write some excerpts from an imaginary journal or ship's log in which you describe key events and impressions from the trip. You might even put your journal in book form, with a cover and illustrations.



� Teacher's Notes 

The desire for knowledge, wealth, and power has long motivated people to explore the world. Some of the most famous explorations took place during the late 15th and early 16th centuries - a time known as the Age of Exploration. During this era, European nations sponsored sea voyages to increase trade, gain new colonies and resources, and extend their influence around the world. These voyages were risky, but the rewards were great and the results had a dramatic impact on the course of world history. 

Activity Description

In this activity students work in small groups to make a board game based on the voyage or journey of a famous explorer. Students discuss the features of board games, research their topic, create the game, test it, refine its rules, and then play the game.

Objectives

Research one of the great explorations of history. (History, Geography)

Learn about the hardships, obstacles, and challenges that early explorers faced. (History)

Create and revise a set of rules based on a particular journey, according to the logic and format of a board game. (Creative Thinking, Creative Writing, Art) 

Completing the Activity

To help students choose an explorer or exploration, you may want to suggest that they examine the Explorers chart in Exploration and Explorers and navigate the Guided Tour on Pioneers and Explorers. Students can then research individual explorers using Encarta Encyclopedia's search features to find a journey that will lend itself to a game. Features to consider in making a selection include the goal of the explorer, the number and kinds of obstacles faced by the explorer, the geography and climate of the region or regions explored, and the peoples encountered along the way. If students have trouble making a selection, you might suggest Marco Polo's travels, the voyages of Columbus or Magellan, Cortés's conquest of Mexico, or the Lewis and Clark expedition.

Although the games students create must be based in historical fact, allow students to use their imagination in devising challenges and obstacles for their explorer, as long as those challenges are consistent with the events, geography, or era in which the exploration took place. For example, a game based on an ocean voyage in the early 1500s might include the risk of scurvy or other diseases, even if reference to that problem is not found in information on a specific voyage. Encourage students to use the Related Articles button to explore additional information to include in their game.

This activity is appropriate as a small-group project. Encourage group members to use other available information sources, such as atlases, almanacs, and other reference books, to help them in their research. Students may find it useful to divide various project tasks among different group members. Remind students that the first version of the game should be simple, with little or no artwork, since this version is basically a "test run" to see how well the game works. 

After students have refined their game, provide them with art supplies and poster board they can use to create final versions of the game board and playing pieces. Encourage students to attach maps or illustrations, such as a picture of their explorer, to the game board. Students can use the word-processing function of Encarta Encyclopedia to write a brief summary of their exploration or voyage, along with the rules of their game. They can then append these to the board.

Encourage students to complete the extension activity.

Meeting Individual Needs

Younger Students - For students in lower grades, you may want to provide more guidance with this activity. Present examples of board games and discuss their features in class. Also present a list of appropriate explorers or explorations for students to choose from. Then help students work with the encyclopedia to find relevant information. Students can organize their information in a chart before designing their game.

Students Acquiring English - Students acquiring English may benefit from assistance with unfamiliar vocabulary or concepts they encounter in their research. Encourage students acquiring English to refer to the graphic features in the encyclopedia such as the maps and charts to help them. Also encourage non-native speakers to share any information on cultures or peoples from other parts of the world that might be relevant to a particular exploration or explorer.

Taking It Further

Suggest that students create a world map of important voyages and journeys. The map can show the routes of different explorers. Students can include notes, captions, and a map legend.



 HISTORY

� EMBED Word.Picture.6  ��� Hot Off the Press 

Imagine you are a newspaper publisher who has the ability not only to travel through time but also to bring paper and a printing press with you. To which era would you travel? What earth-shaking event would you cover? How would your newspaper reflect the everyday concerns of people living in that era? Use Encarta Encyclopedia, your knowledge of newspapers, and your writing, organizational, and design skills to produce an informative and entertaining newspaper for a day in the distant past.

Completing the activity 

1. Select an Era

Choose a time prior to the invention of the printing press when a momentous event occurred. Then select a city in which to locate your offices. Use the encyclopedia's History or Geography categories to help you choose your destination.

2. Plan the Newspaper

Bring a newspaper to class. Study the various sections of the paper and decide which ones you'll include in your publication. Also examine how the ingredients of a page fit together: headlines, articles, bylines (reporters' names), and graphics. Here are some elements you might choose to include as you plan your newspaper.

Eyewitness reports

Editorials

Letters to the editor

Classified ads (job opportunities, items for sale, personals)

Weather report

Advertisements

Society page

Sports section

Cartoon page 

3. Investigate the Era

Use Encarta Encyclopedia and other resources to explore what life was like in the time and place you selected. The Timeline or the Category menus in the encyclopedia can help you investigate topics.

4. Take Notes

As you research articles, keep in mind the key questions that newspaper articles try to answer: What? Who? When? Where? Why?

5. Write the Features

Write finished versions of the articles, editorials, and other features. Experiment with the size and typeface of your headlines by exploring the encyclopedia's word-processing program. (Choose the Character button, then Font.) You might print out illustrations or maps that you find in your research and use them as newspaper graphics.

6. Design the Paper

Decide on the layout of your paper. You may wish to skim articles about the history of graphic arts and printing and try to reproduce the look of a certain prior era. For instance, long ago many advertising signs on stores contained symbols instead of writing. You could design your classified section to include graphics, such as a tooth to represent a dentist.

7. Paste Up and Duplicate

If available, use word-processing or desktop publishing programs to produce a final layout. If you use traditional paste-up procedures, print out the articles and paste down the pages of your newspaper. Then photocopy your completed copies for distribution.

Extending the activity 

Newspapers often cover debates on issues of public concern. After distributing your newspaper, choose a debate topic based on a thought-provoking article from the paper. Form teams to argue each side of the issue. Allow time for the team members to do research on their position, and then hold the debate. Following the debate, audience members might vote on which side provided more convincing arguments and better supporting evidence.



� Teacher's Notes 

Newspapers report history as it is made and also provide insight into the concerns of a particular community. Newspapers can help shape readers' opinions on timely events, and can shape history themselves by uncovering scandals, publicizing occurrences, and promulgating viewpoints. 

Activity Description

In this activity students create a newspaper that focuses on a certain location and era in history. They examine the various parts of a newspaper, select and research a historical era, find appropriate graphics, write articles, editorials, and other news features, lay out the paper, duplicate it, and distribute it.

Objectives

Research a time and place in history. (History, Geography)

Create sections of a newspaper that reflect the everyday lives and concerns of people within a community. (Creative Thinking, Social Studies)

Incorporate articles, headlines, graphics, and other newspaper components in an appealing manner. (Art) 

Completing the Activity

To help students choose a time and location for their newspaper, suggest that they focus on a momentous event that interests them. For instance, they may wish to organize their project around the explosion of Mount Vesuvius and the destruction of Pompeii, the completion of the Great Pyramid at Giza in Egypt, or the sacking of Russian cities by the Vikings. Encourage students to use the Category menus in Encarta Encyclopedia to help them find ideas. You might mention that the History and Geography categories in the Category menus can lead them to a variety of articles about historical events. Students can read about the history of newspapers, printing, and graphic arts in the Communications category of Physical Science and Technology.

Remind students to consider these questions as they research articles for the front page:

What happened during the event?

Who was involved?

When did the event happen?

Where did it take place?

Why did it happen? 

This activity provides an excellent opportunity for cooperative learning. Suggest to students that they consider working in groups. Encourage them to divide these roles among themselves: publisher, editor, art director, advertising manager, and staff reporters. Remind students to meet periodically to have "staff meetings" about article assignments, space requirements, and other concerns.

Students can use the publishing aids in the word-processing program of the encyclopedia to add variety to their layouts. For instance, they can enlarge the type for headlines, alter column sizes, and select from a variety of fonts. If available, have students use a desktop publishing program to help them create their newspaper.

For making a paper using traditional methods, provide students with rulers, scissors, glue, pencils, and stiff layout paper (preferably non-reproducible grid paper). As students lay out the sections of the newspaper on the grid paper, encourage them to include any graphics they found in Encarta Encyclopedia or from other sources. Make sure students credit each source they have used. Students can use advertisements to help fill in gaps on the pages. After the layout is complete, students can paste the articles and graphics in place and photocopy the newspaper for distribution.

Encourage students to complete the extension activity that appears on the student pages.

Meeting Individual Needs

Younger Students - Provide additional support for students in lower grades. Bring in a newspaper to class and discuss its sections. Also present a list of historical events that are appropriate for newspaper coverage. Then help students work with the encyclopedia to locate information they can rework into articles. You might suggest that younger students create only the front page of a newspaper.

Students Acquiring English - Students acquiring English may benefit from working with a student fluent in English to complete their assigned articles. Guide them to use the graphic aids in the encyclopedia such as maps and illustrations, to help them understand the main point of an article. Encourage non-native speakers to share their knowledge of newspaper content and design from other parts of the world as students plan the layout of their paper.

Taking It Further

Suggest that students invite a reporter from a local newspaper to visit the class and talk about journalism. Before the visit, have students write questions they can use to guide the interview.



 ART

� EMBED Word.Picture.6  ��� A Gallery of Masks 

Imagine yourself as a collector of masks from the far reaches of the earth. In this activity you will study masks, the arts and uses associated with masks, and the art of mask-making. You'll view examples of masks from around the world - masks that create visions of mystery, beauty, majesty, mirth, and terror. Then you'll make a mask for yourself, either by choosing a mask to copy or creating a unique mask design.

Completing the activity 

1. Learn About Masks

For a basic introduction to masks, read the "Mask" article in Encarta Encyclopedia. Pay special attention to the pictures and their captions.

2. Focus on Specific Kinds of Masks

Use the Related Articles button to find other articles that contain information and images of masks. (Hint: An even more extensive list of topics can be obtained by searching for the word mask with the Pinpointer or Wizard tools.) As you explore, you might want to use the Notemark feature to mark the place of images and descriptions of masks you especially like.

3. Check the Mask Collector's Guide

Each note in the Mask Collector's Guide located after step five guides you to an image that you may want to view during your exploration. You may want to print the images from the encyclopedia. They may lead you to other unique masks and mask ideas.

4. Choose a Mask to Make

Consider which kind of mask you would like to make. (Hint: Articles in the encyclopedia that are related to masks often contain descriptions from which you can get ideas for masks, even if no picture appears.) Your mask does not have to be a copy of another mask. You might spark ideas by browsing through the articles "Folk Art" or "Wood Carving," or by considering animals that have distinctive facial appearances. You could also combine elements of different masks.

5. Create Your Mask

Gather art materials you need to make your mask. You might use paints, glue, papier-mâché, string, yarn, feathers, or beads to fashion your mask. When you finish, write on an index card a list of the materials you used to construct the mask. Also on this card describe the significance of your mask, or the reason you chose to make this type of mask. Include the card with your mask.

Mask Collector's Guide 

a. Many beautiful and expressive masks have been created by indigenous peoples of North America, Oceania, and Africa. Look for these masks in Encarta Encyclopedia:

Heiltsuk Portrait Mask

Chi Wara Antelope Mask

Papuan Mask 

b. Funerary masks were an important part of rituals in many cultures. 

Theater, dance, opera, and the performing arts frequently make use of masks. Look for these masks in Encarta Encyclopedia:

Death Mask of Tutankhamen

Roman Death Mask

Commedia Dell'Arte Mask 

c. Animals sometimes provide the inspiration for masks. Look at the photos of the following animals in Encarta Encyclopedia:

Dingo

Great Gray Owl

Cuvier's Toucan 

Extending the activity 

With a group of classmates, write and present a short play featuring characters represented by your mask creations.

Write a brochure or announcement that describes your classroom exhibit of masks. Invite other classes to view the exhibit. 



� Teacher's Notes 

Masks are the center of attention in rituals and performances throughout the world. They allow wearers to hide or emphasize their identities. With masks, performers can create moods and convey emotions without using words. As students study masks created by people of various cultures, they learn about these peoples' historic rituals and traditional forms of art and drama.

Activity Description

In this activity students use Encarta Encyclopedia to examine masks and learn about their cultures of origin. Then students choose a mask to copy, or design a mask of their own. They display their completed masks in a classroom art gallery, along with lists of materials used and explanations of the meaning or personal importance of the mask's appearance.

Objectives

Develop a knowledge of world cultures through the study of traditional art forms. (Anthropology, Geography, Multicultural Awareness)

Learn about the origins, uses, and rituals associated with masks. (Anthropology, Multicultural Awareness, Performance Arts)

Design and construct a mask. Describe the mask and its meaning. (Art, Content Area Writing) 

Completing the Activity

Students begin the activity by reading the article "Mask" in the encyclopedia. Remind them to display the Outline to see a list of all the images and subheads contained within the article.

As students move on to explore other relevant articles using the Pinpointer and the Related Articles button, they will find many references to masks, along with photographs, in articles such as "African Art and Architecture" and "Clothing."

Students utilize the Mask Collector's Guide located after step five for ideas in searching out different kinds of masks and images for masks. Encourage them to use the encyclopedia's Notemark feature to enable them quickly to find again those masks they wish to remember as they focus in on their mask designs.

Encourage students to utilize other images besides the masks that appear in the encyclopedia. For example, the Pacific Northwest Indian totem pole and the statue of the Hawaiian war god Kukailmoku provide visual ideas that students can translate easily into masks.

Assist students as needed in gathering supplies to construct and display their masks in a classroom art gallery. Encourage them to use the word-processing program of Encarta Encyclopedia to write and print captions or display notes that accompany their masks.

If possible, provide students with the opportunity to complete the extension activities.

Meeting Individual Needs

Students Acquiring English - The visual nature of this exploration will make it easy for all students to participate fully. Pair students acquiring English with students fluent in English. Encourage partners to create and add to a glossary of terms for reference as they learn about masks.

Younger Students - This activity can be readily adapted for student groups of various ages. For students in lower grades, you may wish to focus the activity on holidays. For example, you might ask students to make masks for Halloween, Mardi Gras, or a particular culture's New Year's celebration. Another approach would be to have students make animal masks and pantomime the behavior of animals in their natural habitats, or to act out various animal fables from around the world.

Taking It Further

Invite students to investigate cultural contexts in which masks have been used. These might include dramatic and theater traditions in Japan, grand opera in Europe, and commedia dell'arte in Italy. Encourage students to use graphic and visual aids such as drawings and costumes, along with dramatic simulations or presentations, to present their findings.



 TECHNOLOGY

� EMBED Word.Picture.6  ��� Best and Worst Inventions 

New inventions are being created all the time. Some are brilliant. Others are not. What are some of the greatest inventions in history? What are some of the worst? In this activity, you will use Encarta Encyclopedia to research inventions. Then you will create posters showing your choices for the best and worst inventions of all-time.

Completing the activity 

1. Think About Inventions

With several classmates, think about what makes an invention good or bad. Decide on a list of criteria by which the value of an invention can be determined. You might begin by considering these questions:

Did the invention allow people to perform a useful task in a better way, or was it really unnecessary?

Was the invention's impact on society and the world generally positive or generally negative? 

2. Make a List

Now brainstorm a list of inventions. Include some that you feel are great and some that are terrible. (You may want to consult the chart accompanying the article "Invention" in Encarta Encyclopedia and explore the Guided Tour on Inventors and Innovators.) As you compile your list, put a "+" by inventions that are positive in your opinion, and a "-" by those inventions that have had a negative impact.

3. Do Your Research

From your list, choose the three inventions that you feel are the best and the three that you feel are the worst. Then research these inventions in the encyclopedia. Find out all you can about them: how and why they were developed, how they work, how they are used, and what their impact has been. Then organize your findings in chart form. Each chart should contain a brief description of each invention, a history of its development and use, and an analysis of its worth.

4. Design the Posters

Using the information in your charts, create rough versions of your "Best and Worst" posters. Each poster should contain text descriptions and analyses of the three best or worst inventions, along with graphic aids such as diagrams, illustrations, and photos that support your conclusions. Adjust your preliminary designs as necessary to convey the information in the most effective and appealing way possible.

5. Produce Final Versions

When you are satisfied with your rough designs, use poster board and art materials to produce finished versions of your posters.

6. Present Your Work

Present your work in class and discuss the information in each poster. Also support your opinions regarding your choice of best and worst inventions.

Extending the activity 

Write television advertisements promoting two of the inventions you selected - one bad and one good. Prepare illustrations that could be used, and present your advertisement to the class.



� Teacher's Notes 

The first recorded patent for an industrial invention was granted in 1421 to Italian architect and engineer Filippo Brunelleschi for his design of a barge with hoisting gear to carry marble. The custom of awarding patents to protect the rights of inventors soon spread to other countries. The United States Patent Office, founded in 1790, has granted more than 4.5 million patents. Currently, the patent office receives around 100,000 patent applications a year.

Activity Description

In this activity students work in small groups to create posters presenting their opinions about three of the best and three of the worst inventions of all time. Students first decide on the criteria for determining the value of inventions. They then select inventions, research them, create their posters, and present them in class.

Objectives

Discuss inventions and their impact. (Science, Social Studies)

Research specific inventions and compile information about them. (Science, Social Studies, History)

Evaluate inventions based on specific criteria. (Critical Thinking)

Create posters with text and graphic elements. (Creative Thinking, Creative Writing, Art) 

Completing the Activity

To help students prepare for this activity, you may want to refer them to the Guided Tour on Inventors and Innovators and to the article "Invention" in Encarta Encyclopedia. The chart accompanying this article may provide useful ideas for research.

If students have difficulty determining criteria for judging inventions, urge them to consider the potential consequences of an invention on the environment, on the economy, on people's lives, on world peace and security, and so on. Does the invention enhance or detract from the quality of life? Is the invention so useful and efficient that it merits the time and resources spent on its development and use?

As students evaluate inventions, point out that not all inventions need to receive a plus or a minus; some may be of relatively neutral value in students' eyes. Also point out that not all their invention choices need to be highly significant. Students can choose insignificant and humorous inventions as well, such as "slicer-dicers" and glow-in-the-dark shoelaces.

When students design their posters, encourage them to think about a style of poster to emulate. Examples include purely informational styles, such as might be seen at a science fair; circus posters with flamboyant colors and designs; or movie-style posters, with dramatic presentation of the information and images.

Students might enjoy presenting their work in a mock awards ceremony. The class as a whole could act as judges to select one or more of the best and worst inventions of all those presented.

Encourage students to complete the extension activity described on the student pages. If necessary, present examples of effective television advertisements as models for students to follow. Encourage students to share their work in class and to discuss the techniques or styles they employed.

Meeting Individual Needs

Younger Students - For students in lower grades, you might lead a class discussion about inventions and guide students in selecting particular inventions to research and evaluate.

Students Acquiring English - Encourage non-native speakers of English to keep lists of unfamiliar technical terms or other unfamiliar vocabulary they encounter in their research. You may want to compile a master list of such terms and discuss their meaning in class. Also urge students from other countries to discuss any inventions they are familiar with that are not well-known in the United States.

Taking It Further

Rube Goldberg (1883-1970) was a cartoonist who drew humorous plans for complex contraptions designed to perform relatively simple tasks. Suggest to interested students that they design Rube Goldberg-like inventions. Have students read the "Rube Goldberg" article, then include their design in a patent application explaining why their invention is so important that it deserves patent protection.



 PHYSICAL SCIENCE

� EMBED Word.Picture.6  ��� Design Your Own Solar System 

In this activity you will act as a scientist and as an inventor. You will ask questions, gather data, and use the information you find to create your own solar system complete with planets, moons, and a star. You'll access articles, photos, films, and diagrams in Encarta Encyclopedia to find out what you need to know to design a realistic solar system of your own.

Completing The Activity 

1. Think About Solar Systems

Begin the activity by exploring Encarta Encyclopedia's Guided Tour on Our Solar System. Then use the encyclopedia to answer these questions: What is a solar system? What kind of body is at its center? What is a planet? How do planets vary? What is a moon, or satellite? How do moons vary? What rules govern a solar system?

2. Make a Preliminary Sketch

Put a star representing the center of a solar system in the middle of a piece of paper. Decide on the number of planets you'll have in your solar system. Draw them and pencil in an orbit for each.

3. Evaluate Your Plan

These questions will help you determine whether the plan you have devised is realistic.

Is the body at the center of your solar system big enough and dense enough to hold planets in its orbit? How many planets can it hold? (Use the "Gravitation" article in the encyclopedia to answer these questions.) 

How large is each planet? How dense is each planet? Do the planets' gravitational forces affect one other? (Watch the Solar System animation in the encyclopedia's "Solar System" article to answer these questions.)

What shapes are your planets' orbits? Are all the orbits in the same plane? Do the planets orbit in the same direction? In which direction does each planet orbit? 

4. Revise Your Plan

Based on the answers to the preceding questions, revise your sketch.

5. Make a Chart

Describe each of your planets and compile the data in chart form. Include the following information:

Name

Symbol

Number of satellites

Distance from center of solar system

Length of year

Length of day

Material make-up

Peresence of l`ife 

6. Make a Final Drawing

Make a final diagram of your solar system on a large piece of poster board and label each major body. Your labels might include short written descriptions of each planet and satellite. Attach your planet chart to this diagram.



� Teacher's Notes 

Our solar system, part of the Milky Way galaxy, spins within a mass of more than 100 billion stars. Scientists estimate that the Milky Way is 100,000 light-years across. Within this vast expanse, millions of solar systems exist. Although astronomers know very little about these systems, they have come to understand some basic principles that govern them. In studying the workings of the solar system, students encounter a variety of scientific concepts, including the forces of gravitation, the nature and varieties of matter, and the conditions required for life on a planet.

Activity Description

In this activity students design their own solar system and describe its elements. They describe the planets, satellites, and sun that make up their solar system. They describe the shape of each planet's orbit, the length of its rotation and revolution, and its size, name, and symbol. Students also define the substance and density of each planet and its capability of supporting life. Students draw an annotated model of their solar system and compile related data in a chart similar to the Major Planets table in Encarta Encyclopedia. 

Objectives

Discover the rules governing a solar system. (Science)

Apply knowledge of the laws and limitations of the physical world to create a realistic solar system. (Science, Critical Thinking)

Illustrate and describe an original solar system. (Creative Writing, Art) 

Completing the Activity

As students create their solar system, they do preliminary research in the encyclopedia to discover the characteristics of our solar system and the rules that govern the movements of its planets and moons. They discover the nature and definition of a planet, an orbit, a revolution, a rotation, and a satellite, and they investigate the elements necessary to sustain life on a planet. Encarta Encyclopedia's Guided Tour on Our Solar System will help facilitate the research. Students will want to refer back to the encyclopedia several times throughout the creative process to help them answer questions such as these:

How big does the sun have to be if it's going to hold 20 planets in orbit around it?

How are planets named in real life?

Is it necessary for all the planets in a solar system to revolve in the same plane? 

Encarta Encyclopedia's short animation on the nine planets in our solar system will be especially useful in answering these questions.

Students are asked to compile their data in a chart form similar to the Major Planets table in the encyclopedia. 

As students gather information, suggest that they use the Notemark feature of the encyclopedia to mark their place in important articles. Also encourage students to use the encyclopedia's word-processing program to record their notes.

Some students may wish to create three-dimensional models of their solar systems using readily available materials. Or, groups of students may wish to construct a working solar system in the schoolyard using balls of various sizes. Students can draw orbit paths with chalk on the ground and then demonstrate how the planets and satellites rotate.

Meeting Individual Needs

Younger Students - The activity is naturally geared toward students of different ages because the depth of the inquiry is guided by the students themselves. Teachers of lower grades can keep the activity simple by focusing on basic elements of the solar system such as planets, orbits, and gravity.

Students Acquiring English - Students acquiring English will need some assistance with the scientific terms they will encounter in this activity. Pair students acquiring English with students who are fluent in English. Encourage partners to create a glossary of science-related words they encounter in their research and refer to the glossary as needed.

Taking It Further

Invite students to investigate the search for life on other planets, the geocentric vs. the heliocentric theories of the universe, Newton's discovery of gravity, or another space-related topic that interests them. Encourage them to use graphic aids such as diagrams or charts to present their findings.

Have students compare their invented solar system with the solar system we live in and describe the similarities and differences. 



 MATHEMATICS

� EMBED Word.Picture.6  ��� A Calendar Wheel 

Since ancient times people have looked to the sky for a reliable method of measuring the passage of time on earth. Some cultures devised calendars based on the earth's rotation around the sun; others created calendars based on the moon's orbit around the earth. In this activity you will use Encarta Encyclopedia to learn about some of these ancient calendars. You will compile what you learn in a color-coded calendar wheel that incorporates the calendars of ancient and modern cultures.

Completing the activity 

1. Think About Calendars

Use Encarta Encyclopedia to find out about the calendars of different cultures. Begin by reading about calendar systems in these ancient cultures:

Mayan

Babylonian 

Roman

Muslim 

Hebrew 

Egyptian 

Hint: Read the article "Calendar" in the encyclopedia or use the Category menus to search the category Time, Weights, and Measures.

2. Trace the Solar Calendar's History

The calendar commonly used in most of the Western world today is based on the solar calendar devised by the Romans. Learn about the many revisions made to the Roman calendar over time and why those revisions were necessary. Look for the answers to these questions:

What was the Julian calendar?

How did Pope Gregory XIII advance the solar calendar?

What other modifications were made to the solar calendar? 

3. Learn About the Lunar Calendar

Find out how the modern-day lunar calendar is organized, using one calendar system as a model. The Hebrew calendar provides one example.

4. Compare Three Different Calendar Systems

Compare three of the calendar systems you learned about: the solar calendar used in the United States; one version of the modern lunar calendar; and an ancient calendar. You might begin by listing the months and days in each calendar system horizontally on a large sheet of paper. Also note any important seasonal events. Record when each year begins and ends and the names of the months.

5. Draw a Calendar Wheel

Create a calendar wheel that incorporates the three different calendar systems you compared. Show each calendar on a separate ring of the wheel. You might want to place those systems that have fewer days in the year closer to the center of the circle. Label each ring with the calendar system it represents. Color code your calendar to make it easy to read. Divide the rings proportionally to show months and days according to each system of measuring time.

6. Annotate the Calendar

You probably learned from your research that there are different numbers of days in the lunar and solar years. (Your calendar wheel should reflect this.) You probably also learned that most cultures that use a lunar calendar make provisions for this difference, thereby ensuring that holidays fall in the same seasons year after year. If appropriate, annotate your calendar with brief notes explaining how each calendar system has been adapted to account for the differences between the lunar and the solar year.

Extending the activity 

Learn about the festivals and holidays associated with times of the year in the calendar systems your wheel represents. Add some of these events to the wheel.



� Teacher's Notes 

The ancient Babylonians, Mayans, Egyptians, Romans, and Hebrews developed accurate calendar systems. Most ancient calendars were based on the changing position of the moon, although the ancient Egyptians developed a calendar based on the earth's rotation around the sun. Over the centuries, both types of calendar systems were revised to reflect more accurately the 365-day solar year and the 354-day lunar year. As a result of these revisions, in most calendar systems festivals and religious holidays now occur in the same season year after year, though they do shift forward and backward within the season. However, the discrepancy of 11 days between the solar and the lunar year remains, and there is still no perfect way of matching the two systems.

Activity Description

In this activity students make a calendar wheel that incorporates and compares three different ways of measuring time. Students begin by researching ancient calendar systems and learning how different cultures calculated a year. Next, students learn about the development of the modern-day lunar and solar calendars. Finally, they create a calendar wheel that shows three systems in juxtaposition: the modern-day solar calendar, a modern lunar calendar, and an ancient calendar they find particularly interesting.

Objectives

Learn about calendar systems from different cultures and times. (History, Multicultural Awareness)

Develop an understanding of lunar and solar calendars, and the astronomical considerations behind calendar-making. (Physical Science, Mathematics)

Create a color-coded calendar that shows three different ways of measuring time. (Creative Thinking, Art) 

Completing the Activity

This activity is appropriate for students working individually or in small groups. Have students begin by searching in Encarta Encyclopedia. Some helpful articles include "Calendar," "New Year's Day," "Astronomy," and the articles on each of the 12 months. Encourage students to use the word-processing feature to help them take notes on each calendar they read about.

Students may want to begin a preliminary sketch of their calendar wheel as they browse the information in the encyclopedia. Encourage them to note the number of months in each calendar system they encounter and the number of days in each month. Note that three lunar calendar systems are in use today: the Chinese calendar, the Islamic calendar, and the Hebrew calendar. Students who want to focus on the Chinese calendar may need to extend their research beyond the information contained in the encyclopedia.

You may need to discuss with students the difference in length between the lunar and the solar year. Students will notice that the lunar calendar has fewer days in it than the solar calendar. Encourage them to find out what various cultures that use the lunar year as the basis for their calendars have done to ensure that holidays fall in the same season year after year. Students who focus on the Islamic calendar will find that no extra days are added to the lunar year. As a result, Islamic celebrations such as Ramadan do not occur in any particular season.

Encourage students to complete the extension activity described on the student page. Students can find information about festivals using the Category menus. They can also search the Calendar, Holidays, and Festivals category and narrow their search with a guiding word such as calendar. You might suggest that students find out when these holidays take place: Chinese New Year, Ramadan, Purim, Holi, Sukkoth, Shabuoth, Mardi Gras, and May Day.

Meeting Individual Needs

Students Acquiring English - Students acquiring English may benefit from assistance with unfamiliar vocabulary words they encounter in their search. Pair students acquiring English with students who are fluent in English. Students from countries that use another calendar system can contribute a helpful perspective to the project. Encourage students with special knowledge to share what they know.

Challenge Activity - Students might be encouraged to incorporate into their wheel several of the changes that major calendars have gone through. These might include the changes from the Roman to the Julian to the Gregorian; these changes might be noted on the wheel by smaller, dated rings of different colors. This wheel might also note the year that the Hebrew calendar and the Islamic calendar begin relative to the Gregorian calendar. 

Taking It Further

Have interested students prepare a presentation about the lunar New Year celebration that focuses on one of these cultures: China, Cambodia, or Vietnam. Encourage students who have a background in one of these cultures to describe examples of special foods, dances, costumes, and customs associated with the lunar New Year.



 SOCIAL SCIENCE

� EMBED Word.Picture.6  ��� Fashions Through History 

During the 18th century, a fashionable man of London would never have considered appearing at a public affair without his powdered wig. His wife, too, would have been properly attired in a dress that fitted tightly over a corset that compressed her body into the shape of an hourglass. Twenty years ago in the United States, trendy women and men sometimes wore shoes with seven-inch platform heels. Such heels nearly prevented walking and resulted in numerous broken ankles, but in the wearer's eyes, they represented the essence of good taste. Throughout history, fashion trends have been unusual, uncomfortable, expensive, and, in some cases, even harmful. In this activity you will use Encarta Encyclopedia to find out more about fashions and fads through history.

Completing the activity 

1. Browse Fashions Through the Ages

To begin your search, read about different types of fashions. Read the article "Clothing" or use the encyclopedia's Find button to access general information about fashion. Look for answers to these questions:

How did fashion develop?

What fashion trends can you trace over time and across cultures?

What forces change fashion?

What can clothing tell you about a person's age, occupation, or lifestyle? 

2. Select a Focus

Narrow your topic to a manageable size. You could focus on footwear, hairstyles, jewelry, hats, masks, children's fashions, or men's fashions. You might choose to focus on a specific type of fashion, such as theatrical dress, wedding gowns, or clothes for warfare. Or you might select a fabric such as lace, silk, or cotton that has historical, economic, and social importance.

3. Research Your Topic

Explore your topic using the encyclopedia. Be creative in your search. You can access information by looking up articles on a particular clothing item, such as "Hat" or "Shoes." You can explore more general topics such as fashion. You can also read about people of different eras and look at the illustrations or photographs that accompany these articles. Illustrations can provide valuable information about the fashions that were popular during particular eras.

4. Prepare Sketches

Artists are often the first people to introduce new fashions to the general public. Review the fashion section of a national newspaper and find some artists' renditions of current styles. Using these as a model, prepare four to six sketches of the fashion element you have researched. You should decide whether to create life-sized sketches that could be used in a fashion show, or smaller drawings that could be part of a magazine spread.

Hint: To create life-sized sketches, obtain a roll of butcher paper. Trace full-sized outlines of a classmate onto the paper. Then draw the fashion on the life-sized forms. Cut out the finished figures and tape heavy wire around the edges so the figures hold their shape.

5. Write a Commentary

Write a brief commentary to accompany each sketch. Try to answer these questions:

When and where was this item worn?

What materials was it constructed from?

Who typically wore this item?

What other significance did it have? (Many unusual items of clothing had religious, social, or ceremonial significance.)

Was it comfortable to wear? Why or why not? 

6. Present Your Fashion

Put your information into final form. If you have chosen to create a magazine spread, lay out your sketches on two facing sheets of paper. Type your commentaries, cut them out, and paste them beneath the sketches. If you are putting on a fashion show, you might have a fashion assistant walk your life-sized figures down a runway as you read the commentaries aloud.



� Teacher's Notes 

Throughout history, fashion trends have reflected trends in society. What was worn, where, and by whom was often strictly dictated. Clothes were developed for special celebrations, for mourning, and for the theater. In some cultures, certain colors were reserved for clergy members, women, royalty, and hunters. Also, the history of such fabrics as silk or cotton is intertwined with cultural, social, and economic issues.

Activity Description

In this activity students explore clothing and fashion through the ages. They use Encarta Encyclopedia to find out about general fashion trends and to research a particular aspect of fashion that interests them. Students present their findings in one of two ways: in a fashion show with an oral commentary, or as a magazine spread.

Objectives

Learn about fashions through the ages in different cultures. (History, Multicultural Awareness)

Investigate fashions in different parts of the world. (Geography)

Gain an understanding of how political, religious, and social issues can affect fashion. (Social Studies)

Create a fashion display or show. (Art) 

Completing the Activity

This activity is appropriate for students to complete individually or in small groups. 

Students begin this activity by gaining an overview of fashion in different parts of the world over time. The Pinpointer feature in the encyclopedia will be useful for searching broad topics such as costumes. Students might also begin by browsing the Timeline and Atlas features and clicking the colored text or the Go to Article option to get a sense of fashion trends over several centuries and in different geographical regions. Suggest that students use the Media Gallery in the encyclopedia to search for photographs of costumes.

After students have explored the topic generally, they select a specific aspect of fashion to focus on. If students have trouble narrowing their topic, you might suggest that they consider one of these topics: children's fashions, work clothes, royal costumes, traveling clothes, formal wear, special occasion costumes, wedding dresses, or mourning clothes.

Once students have chosen their topics, they can access related articles by clicking the Related Articles button. Help students be creative in their search for pictures in the encyclopedia. Point out that pictures of clothing can be found in art, paintings, statues, coins of the era, and visual representations of theatrical performances. Students might search in the Gallery Wizard under "head" for pictures of hairstyles or earrings.

Students might print out photographs from the Media Gallery to illustrate their presentations or to guide them in their fashion sketches. 

Meeting Individual Needs

Younger Students - Divide the class into small groups and assign a topic to each group. Or let each group choose its focus from a list you provide. You might also provide each group with a list of entries and topics to explore in Encarta Encyclopedia.

Students Acquiring English - The visual nature of this project will make it accessible to all students acquiring English. Pair students acquiring English with students fluent in English. Students from countries other than the United States might enjoy focusing on their home country for this project. They might also have photographs from their home country that can provide their group with fashion examples from real life.

Taking It Further

Suggest that students evaluate American fashions of today and try to identify influences from other parts of the world. Encourage students to use the encyclopedia's bibliographic entries to help them find fashion-related books. Also encourage students to look for examples of fashion design in newspapers and magazines and read the accompanying commentaries to find out what the fashion designers have to say about the factors that influence their designs.
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