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Introducing Time Navigator Around the World

What Is Time Navigator Around the World—and Why?

Time Navigator Around the World is a simulation that helps students develop their knowledge
of world history and culture. The underlying scenario of the simulation creates an environment
in which time travel is possible. Students go back into the past and must “navigate” their way
toward the present. Along the way in their journey they may encounter certain challenges that
add excitement and variety to the experience. All the while, they’re developing their knowledge
of—and, ideally, their interest in—world history.

Designed for use by high school students, Time Navigator Around the World follows in the
footsteps of the original Time Navigator (No. A-247) and its “prequel,” Time Navigator Leaps
Back (No. A-225). Like those two programs, Time Navigator Around the World focuses on the
skill of sequencing—that is, being able to place historical events, persons, or artifacts in their
correct chronological order. For example, while it’s nice for students to know that Julius Caesar
lived during the first century B.C., it’s more important for them to know that he lived after the
establishment of the Roman republic and before the establishment of the empire. In other words,
knowledge of the correct sequence of events is more valuable than knowledge of specific dates.
When students have a good sense of the order in which events occurred, they are better equipped
to understand cultural movements, themes, and paradigms; to appreciate the expectations,
assumptions, and constraints that people at various periods in history lived and worked with; and
to look for possible cause-and-effect relationships among historical and cultural phenomena.

The concept of “cultural literacy,” as articulated by E.D. Hirsch, Jr. in his 1987 book of the same
name, has generated a great deal of attention and controversy of late. Not everyone agrees with
the basic premises of Hirsch’s thesis: that modern students lack a collective core of knowledge
that serves as the underlying context for full, rich participation in the society and culture, and that
to be “culturally literate” one must possess a particular body of knowledge that constitutes the
“basics.” But in light of recent studies that reveal the unfortunate lack of knowledge young
people have about a wide range of topics—including geography, history, mathematics, science,
and current events—there seems to be little doubt that a very real “knowledge gap” is developing
between what most educators agree students ought to know and what they really do know.

While the term “cultural literacy” per se may be new, the concept really isn’t. For many years,
world history textbooks have employed, to varying degrees, an interdisciplinary approach to
historical studies. Many textbooks have sought to provide students with an integrated sense of
human culture, embracing history, literature, art, music, science, anthropology, and sociology.
And while world history textbooks in the United States have long focused almost exclusively on
“western civilization”—that is, European-based culture—more recent books have been paying
much closer attention to other civilizations, including those of Asia, Africa, and the Americas
before Columbus.
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Introducing Time Navigator Around the World

For instance, in discussing the 1400s, most textbooks, of course, deal with “traditional” historical
events, persons, and issues, such as Columbus’s voyages of exploration, Joan of Arc, and the
Spanish Inquisition. But they also devote many paragraphs to the works of such artists and
writers as Leonardo da Vinci, Michelangelo, and Thomas Malory, and to such technological
innovations as the movable-type printing press and ships with multiple masts. And they may
describe such “non-western” events as the establishment of the Aztec Empire, the capture of
Timbuktu by the Songhai Empire of West Africa, and the explorations of the great Chinese
admiral Cheng Ho. In short, modern textbooks reflect the growing awareness that there’s a lot
more to history than the politics and wars of Europe and North America.

To be sure, Time Navigator Around the World is a history package. But it also is very much a
world cultural studies package. Students using Time Navigator Around the World will, of
course, encounter wars, coronations, and revolutions. They’ll also encounter important plays
like Antigone, Doctor Faustus, and King Lear. They’ll learn about ziggurats, Zoroastrianism,
togas, the first paved streets, and the invention of paper. They’ll overhear “conversations” about
the Library at Alexandria, the Hegira of Muhammad, and the spread of slavery into the “New
World.” They’ll read short synopses of such influential works of literature as Plato’s Republic,
The Tale of Genji, The Thousand and One Arabian Nights, and Wuthering Heights. And they’ll
hear brief excerpts of such classic musical compositions as Handel’s Messiah, Beethoven’s
Ninth Symphony, and Stravinsky’s The Rite of Spring.

With Time Navigator Around the World, students will develop their skill at determining the
correct sequence of a wide variety of historical and cultural events and artifacts while at the same
time enriching their knowledge of their culture and gaining a greater sense of the cultural “feel”
of various periods in world history.
Summary Description
In Time Navigator Around the World, students “go back in time” and then maneuver their way
toward the present by selecting the most recent historical events, persons, or artifacts from
groups of three. Students can choose to work with headlines, conversations, people, artifacts, or
arts and literature.
Curriculum Area: Social studies; interdisciplinary*
Subject: World history
Topic: Historical sequencing
Type: Simulation
Grade Level: Junior and senior high
Classroom Use: Individual, small groups, or large group

*For information about use in non-social studies classes, see page 35.
Time Navigator Around the World includes Management Options that allow teachers to

“customize” the program to their classroom needs. See pages 19-30 for information about using
Management Options.
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Program Delivery and Equipment Requirements

Time Navigator Around the World is delivered on a 3.5" or double-sided 5.25" disk. It requires:
* an Apple I series computer (Apple //e, //c, IIc Plus, or IIgs) with at least 128K of memory;
» at ]east one disk drive;
* a monochrome or, preferably, color monitor.

In addition, the use of a printer is optional.

If you’re running Time Navigator Around the World on an Apple IIGs, you may wish to go into
the IIs Control Panel to set the system speed at “normal” rather than “fast.” (See your Apple
lics User’s Guide.) This slows the Adventure Level animation, making it easier for most
students. On the other hand, some may prefer the challenge of playing at the faster speed.

Learning Objectives
In using Time Navigator Around the World, students should be able to develop:

+ their skills at recognizing historical sequence and at determining which of several historical
events or artifacts occurred most recently;

* their ability to use logic and apply strategy in an effort to achieve success;
» their knowledge of events, persons, and artifacts from world history;
+ their appreciation of and interest in both western and “non-western” cultures.

For information about student thinking skills, see pages 36-38.

A Brief Note About “Trivia”

While using Time Navigator Around the World, students may encounter references to many
things that they’ve never heard of. Some may strike you as “trivia.” For example, do we really
expect high school students to come to this program knowing about such relatively obscure
works as the Herekali or Orfeo? No, not really. Time Navigator Around the World is not
designed to quiz students on trivia. But it is designed to expose students to some perhaps
unfamiliar events, names, artworks, and cultural artifacts and give them an opportunity to apply
more general knowledge as they try to place them in a historical sequence.

Students can use the program’s “More information” feature to learn that the Herekali is the
oldest known written epic of East Africa, and it’s important for students to become aware of
various aspects of African culture. “More information” similarly reveals that Orfeo was written
by the important late Renaissance composer Monteverdi and is generally considered to be the
first “true” opera. Without ever having heard of these specific works, many students may
nevertheless be equipped, via their schoolwork, to have a good idea of when they were created.
And if they aren’t, they soon will be. After all, Time Navigator Around the World is about
discovery.
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Program Preview

Beginning the Simulation

Students begin by inserting the Time Navigator Around the World disk into the disk drive. If
students are using the 5.25" disk version with a single disk drive, they should insert Side 1. If
they’re using the 5.25" disk version with two disk drives, they should insert Side 1 in Drive 1
and the duplicated copy of Side 2 in Drive 2.

Note: If you’re using the 3.5" disk version of Time Navigator Around the World, a single 3.5"
disk drive provides optimum performance. If you’re using the 5.25" disk version, you
can use one or two 5.25" disk drives. Although Time Navigator Around the World
works perfectly well with a single 5.25" disk drive, some students may be frustrated by
the occasional need to switch disks. But if you have two 5.25" disk drives, you can use
any standard copying system (such as the ProDOS User’s Disk) or the MECC Copy
System to copy the unprotected “data” side (Side 2) of the disk onto a blank 5.25" disk.
Insert Side 1 of the original MECC disk in Drive 1 and your copied “Side 2” data disk in
Drive 2. Then you can run the program without having to switch disks.

After inserting the disk(s), students should turn
on the computer. A few moments later, the
Time Navigator Around the World main menu

will appear on the screen (Figure 1).
1 ) Students select the option they want by typing
< See Intormation the comsponding numbcr and thcn preSSing
.~ See Hall of Fame the Return Key. Alternatively, they can use the
1l £nd el Arrow Keys to move the cursor to the preferred

option, at which point they should press Return.

o N To begin the simulation, students select
Use arrows to move ress Return OPtion l’ “Go Backin Time_"

Figure 1

Time Navigator Around the World provides students with the option of saving incomplete
“games.” If there are saved games currently stored on the disk, the program asks whether
students wish to continue a previously saved game. If they answer Yes, they will be permitted to
choose from the list of saved games. If they answer No, they will proceed with a new game.



Program Preview

If students are beginning a new game, an instruction screen briefly describes the time-travel
scenario to students. By pressing the Space Bar, students continue to a screen that informs them
of their goal (the year toward which they should “navigaie™) and asks for their initials (Figure 2).
Students can enter up to three letters. They should then press Return.

Unless you have used Management Options to set a simulation level of your own choice (see
page 25), the program asks students to choose a level of play (Figure 3). The Discovery Level is
the simpler level, at which students focus solely on the historical sequencing of events. Time
Navigator Around the World does not “keep score” at this level. By contrast, the Adventure
Level offers greater unpredictability and challenge. Not only does the program keep score at this
level, but students may also encounter “storms” and other unusual phenomena as they travel
through the time stream. Students should select whichever level they or their teachers prefer.

( Your Goal \ f Lavel of Play \

Your goal is to navigate to the

Late 1900s.

Please type your initials and press Do you want to play at the:

Return: ¥

Adventure Level
Use arrous to mouc. Press Return.

(scapox Main Menu Escapa: Main Menu )

Figure 2 Figure 3

Note: If students are using the 5.25" disk version of the program with a single disk drive, they
will now be instructed to remove the disk, flip it over, re-insert it, and press the Space Bar
to continue. (This will occur again toward the end of the program.)

The program’s main interaction
screen—also called the “Shore
View”—then appears. Figure 4
depicts this scrzen and describes its
various parts.

A —{ou: 2008 B

__Fuel: 302 —— B

A. The “chronometer” — Tells
students their current historical
period as well as their goal.

The score - If students are
playing at the Adventure Level,
the program keeps score.

S“.ldents bcgin Wlth 200 “fu?l Use .rrws to mova. Pr.s.turn. 'lL___, F
points.” If students are playing \Escape: Main Menu T: Timeline —

at the Discovery Level, the
program doesn’t keep score, SO
this space is left blank.

Figure 4



Program Preview

G.

“Topic icons” — These represent the topic categories that students can work with. Students
select the one they wish to use. There are five different topic areas in Time Navigator
Around the World, and either two or three of the icons will be available at any one time.

The “Shore View” — This is simply an illustration of a “typical” seaside scene from the
period in which students currently find themselves.

The instruction line — Tells students what to do to continue.

The “Timeline” option — Pressing the T Key allows students to see or print their timeline,
which is a year-by-year record of their “journey through time.”

The “Escape” line — Tells students where they will go if they press the Escape Key. Usually
it’s one step “backward” in the program.

Students use the Arrow Keys to highlight the icon representing the topic category they wish to
work with. (Figure 5 depicts the icons associated with the five topic categories in Time
Navigator Around the World.) Then students press Return to select that category.

“Headlines” — Describes a major news event of a given period.

“Conversations” — Simulates a “typical” conversation about
persons or events of popular interest (including politics, fads or
trends, and popular culture) in a given period.

“Arts and Literature” — Cites a popular, influential, and/or critically
acclaimed creative work—such as a novel, poetry, play, musical
composition, painting, sculpture, building, or other artwork—that
was created or published or gained notoriety in a given period.

“Artifacts” — Cites a cultural artifact (such as a vehicle, an
invention, or a fashion trend) that first appeared, became
popular, or gained notoriety in a given period.

“People” — Describes a historically or culturally important person
who lived during a certain period. If a person’s life spanned two
periods, that individual is included in the period that saw his or
her greatest achievements.

Figure 5

Note that while students are on the “Shore View” screen—before they have selected one of the
topic category icons—they can press the T Key to examine a “timeline” of their travels through
history. For information about using the timeline, see page 16. But let’s go ahead and see what
happens when students select an icon from the “Shore View” screen.




Program Preview

The Historical Sequencing Activity

After students select the icon of their choice from the “Shore View” screen, they’ll see three
items on the screen (Figures 6, 8, 10, 12, and 14 below and on page 9, representing each of the
five topic categories). One of them is from the period students are currently in; one is from an
earlier period; and one is from a more recent period. The problem is that students aren’t told
which is which. Students are, however, reminded of the period they’re currently in by the
“chronometer” in the upper-left corner of the screen. If students are playing at the Adventure
Level and if teachers have used the “Set problem categories” Management Option to assign
different “score factors” to the topic categories (see pages 23-24), the score factor appears in the
upper-right corner of the screen as well. This informs students of the fact that, for scoring
purposes, some categories have greater “value” than others.

Goal: Late 1900s

Select the most recent headline:

| Augustus Dies; Tiberius
Proclaimed Emperor

2. Angles, Saxons, and Jutes

3. Mayan Culture Collapses

Uise arrows to move. Press Return.

mowx Late 400s \

)

Invade Britain [

:

m

====The Period Neus

AUGUSTUS DIES;
TIBERIUS PROCLAIMED EMPEROR

ROME - Augustus Caesar, the first
empesror of Rome, has died. The
Roman Senate quickly proclaimed
his stepson Tiberius to be the new
emperor. Augustus--known as
Octavian before he defeated Marc
Anthony at Actium and became
emparor--ruled the Roman Empire
for more than forty years.

Escape: New Category M: More !nfo)

Figure 6

ﬁdow: Late 400s \
Goal: Late 1900s

Select the most recent
conversation:

1. The Sassanid dynasty of Persia

2. The work of Cassiodorus

Eﬂ:ap.- Headlines )

=

M The spread of raaize cultivaton ['ﬁ/w

Figure 7

The cultivation of maize \
started many years ago in
Mexico and regions farther
south. But now it has spread
farther north.

.I!'W”’x
il
-l e

The people living in the
Mississippi Valley and
naeighboring areas are now
growing maize, too. It‘s
not surprising that such a
valuable crop should spread
so far.

L]

lise arrows to move. Press Return.
Escape: New Category ™M: More Info )

Figure 8

Eﬂ:ape: Conversations j

Figure 9
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Gow- Eariy 1700s \
Goal: Late 1900s

Select the most recent itam:
1. Brandenburg Concertos

@ ""The Canterbury lales*

)4

?ﬂwwmﬂmW“lIlumnrmmumm:uut"wm'““mmm"w

i "“"The Canterbury Tales" d
Ii by Geoffrey Chaucer i

3. “The Old Man and the Sea' |

Use arrows to move. Press Return.

Qscape: New Category M: More Info J

Figure 10

&ow: Late 9500s \

Goal: Late 1900s

Select the most recent persom

jB Armda Tseyon
2. Zhao Kuangyin

3. Yasovarman 1

Use arrows to move. Press Return.
{scape: New Category ™M: More lnfoJ

Figure 12

/Nowx Eariy 1000s
Goal: Late 1900s

Select the most recent artifact:
1. kempo

X Goubict

3. moavable type

Use arrows to move. Press Return.
Escape: New Category M™M: More Info

Figure 14

resent a fascinating portrait of|
rfe in the late Middie Ages.

ﬁl One of the greatest works of

stories written in Middle
English--mostly in verse--that
]I
i mmum»...“_',llllllllllimum_.--.a|l||||||||||l

English literature, a collection of

| .||,
] ""‘"l ﬁ‘llillll"lﬁlﬂlllﬂhl“mn

scape: Arts.‘& merature

Figure 11

a8 )

Amda Tseyon

An Ethiopian king who became a
champion of Coptic Christianity
and repeatediy defeated Muslim
rebellions within his nation.

(sc.pe: P.ople

Figure 13

Men began to wear °‘'doublets,'
which are close~-fitting padded
Jackets with a distinct
waistline. They‘re often
brightily colored. Most

i3 doublets are fastened in the
'front with hooks, buttons, or
aces.

Later ones have detachable
sleeves. Doubiets would
remain the most popular upper
garment for men for about
two centuries.

Gscapex Artifacts j

Figure 15
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It’s up to the students to decide which item is from the more recent period—that is, the one that
comes last chronologically. If they can pick that item, they’ll move ahead in time, toward that
period and closer to their goal. If students are playing at the Adventure Level, they’ll also gain
fuel points.

If, however, students pick the item from an earlier period, they’ll move backward in time, farther
from their goal. If students are playing at the Adventure Level, they’ll also lose fuel points. If
students pick the item from the period they’re currently in, they’ll stay right where they are
without moving either forward or backward in time. At the Adventure Level, they’ll also lose a
small number of fuel points.

If students think they know the answer—that is, the most recent item—they can select that item
right away either by typing the corresponding number and pressing Return or by using the Arrow
Keys to move the cursor to the appropriate item and then pressing Return.

But if students aren’t sure which item to choose, or if they’re simply interested in learning a little
more about one or more of the items in question, they can move the cursor to the item of their
choice and then press the M Key or the Space Bar for “More information.” They’ll then see a
screen that provides additional information about the item in question. For the “Headlines”
category, “More information” allows students to read the first few sentences from the
corresponding news story (Figure 7 on page 8). For “Conversations,” students can actually read
the conversation (Figure 9 on page 8). For “Arts and Literature,” students see the name(s) of the
creator(s) of that work (when they’re known) and some information about its origin and/or
history (Figure 11 on page 9). For instance, if the artwork is a novel, the students will be able to
read a brief plot synopsis. If it’s a musical composition, students will hear a brief excerpt of its
melody in addition to the background information. Students can hear this melodic excerpt as
many times as they wish by pressing the H Key (for “Hear again™). For the “People” category,
students will see a brief description of the historical or cultural significance of that person
(Figure 13 on page 9). And finally, for “Artifacts,” students are provided with some interesting
information about that artifact and, in some cases, an illustration (Figure 15 on page 9).

After examining this information, students can return to the three-item selection screen by
pressing the Escape Key or the Space Bar. If they wish, they can then move to a different item
and press the M Key or Space Bar again to see “More information” about that item as well.

Once students have decided which item they believe to be the most recent, they can use the
Number or Arrow Keys to move to that title and press the Return Key to select it. If, however,
students do not wish to choose, they can press Escape to return to the “Shore View,” where they
can pick a different topic category.
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After Making a Selection

After students make their selection, the program reveals the periods for each of the three choices,
arranges them in chronological order, and distinguishes the item that students had selected by
drawing a box around the period (Figure 16, which uses the “Headlines” category as an
example). Students are told that they will travel in time toward the period that they had
chosen—although, of course, if they chose the “current” period, they are told that they will

remain where they are.

moun Late 1400s N
Goal: Late 1900s Fuel: 897
Early 1400s
Aztecs Establish Empire
Late 1400s
Columbus Returns from Voyage of
Discovary
Late 1700s
Louis XVI Executed by
Revolutionary France
You will travel toward your goal.
\ Press SPACE BAR to continue J

Figure 16

Fuel: 1029

Figure 17

Arrows - rmove

- “huelds

If students are playing at the Adventure Level,
they will gain additional fuel points for making
the “correct” choice—that is, for the most
recent period. An “incorrect’” choice (for the
current period or an earlier one) will cause them
to lose fuel points.

Students must press the Space Bar to continue.
If students had chosen the item from the current
period, they will simply go to another “Shore
View” screen, remaining in the same period.
There may or may not be a different set of
category icons for them to choose from. (See
Figure 4 on page 6.)

If, however, students chose an item from an
earlier or more recent period, the next thing
they see is a brief animated sequence of the
chronomobile (time-traveling vehicle) traveling
through the “time stream” (Figure 17). They
are traveling toward the period associated with
their previous choice.

If students are playing at the Discovery Level,
they will quickly emerge from the time stream
without incident, finding themselves at the
“Shore View” for a new period.

If students are playing at the Adventure Level, unexpected events may occur while they are in
the time stream. They may encounter strange time-stream phenomena, such as cyclo-chronic
vortices (“storms”), chrono-logistic protuberances (“bumps”), or chronotron fields. If a storm,
bump, or chronotron field appears nearby in the time stream, students are alerted by their
chronomobile scanner. But if a storm, bump, or field does not appear, students will quickly find
themselves back at the “Shore View"” for a new period.

11
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Storms

If a cyclo-chronic vortex—also known as a “storm”—appears nearby in the time stream, the
chronomobile scanner alerts students to the potential danger (Figure 18).

Storms are classified according to their strength. R ‘
The stronger a storm, the greater the potential FORCE 1 STORM AHEAD!
danger it poses to any chronomobile that crosses
its path. See the chart below (Figure 19) for
information about the different kinds of storms
and how they can affect students’ journeys
through time. (This chart and other information
about using the program are available as
;cprso(gluciblc student handouts. See pages
7-50.)

Now farly 1600 arrows - move
Fuel 1029 &« - shields

Figure 18

When faced with a storm, students have several options. They may choose to do nothing—that
is, simply ignore the storm. If students do this, the storm may or may not hit. If the storm
doesn’t hit, students will emerge from the time stream, finding themselves at the “Shore View”
for a new period. (See Figure 4 on page 6.) If, however, the storm does hit, students will see a
screen that describes its effects. (See Figure 22 on page 13 for an example.)

Cyclo-chronic Vortex Classification Chart

Force 1 A weak storm that poses littie danger to time travelers. it may have no effect at
all on a chronomobile. On the other hand, it may throw you a bit off course. A
Force 1 storm moves very slowly and in straight, horizontal lines.

Force 2 A slightly stronger storm that is likely to throw a chronomobile a bit off course.
Like a Force 1 storm, it moves slowly, but in diagonal paths, making it a little
more difficult to evade.

Force3 A fairly strong storm that is likely to throw a chronomobile far off course. it may
damage a chronomobile, causing a loss of fuel, or even destroy the vehicle,
causing its pilot to be stranded in time. It moves along an unpredictable path.

Force 4 A strong storm that may throw a chronomobile far off course or cause fuel loss or
destruction, causing its pilot to be stranded in time. It moves quickly and seems
to “track after” a chronomobile because of a tendency to curve toward the wakes
these vehicles cause in the time stream.

Force 5 The strongest type of storm—extremely dangerous. Like a Force 4 storm, it can
throw a chronomobile off course or, more likely, cause fuel loss or destruction,
causing its pilot to be stranded in time. It moves quite fast and, like Force 4
storms, “tracks after” a chronomobile. It's very difticult to evade a Force 5 storm.

Figure 19
12



Program Preview

e
Fuel: 1019 “® - staelds

Figure 20

Fue!l: 1016

Figure 21

You were pushed off
course backwanrd.

PACE BAR to continue

Figure 22

Another option is for students to raise their
chronomobile stabilit.y shields by holding down
either of the Apple (®) Keys (Figure 20).
Raising shields, however, costs extra fuel
points. The longer students hold down an Apple
Key, the more fuel they use. While shields do
not decrease the chances of hitting a storm, they
do decrease the likelihood of serious
consequences should the storm actually hit. If
the storm should bypass the students, they will
emerge from the time stream at the “Shore
View” for a new period. If, however, the storm
hits, students will see a screen that describes its
effects.

A third option is to take evasive action by using
the Arrow Keys to maneuver the chronomobile
(Figure 21). Each press of an Arrow Key costs
one point of fuel. If students wish, they can use
the Apple and Arrow Keys simultaneously to
raise their shields and try to evade the storm.
This, however, uses up fuel points very quickly.
If students successfully evade the storm, they
will emerge from the time stream, finding
themselves at the “Shore View” for a new
period. If, however, they hit the storm, they will
see a screen that describes its effects. Figure 22
is one example of this type of screen, explaining
that the storm has forced the chronomobile off
course and that students will emerge from the
time stream in a different period from the one
toward which they were originally headed. This
can work either to the students’ advantage or
disadvantage.

Other possible outcomes of hitting a storm
include no effect whatsoever; slight damage,
causing a loss of fuel points; and destruction of
the chronomobile, resulting in students being
stranded in the past. This last possibility brings
the simulation to a sudden conclusion. (See
pages 15-16.)

13
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Bumps

Another strange phenomenon that students may encounter in the time stream are chrono-logistic
protuberances, also known as “bumps.” Bumps aren’t nearly as complex or serious as storms.
For one thing, there’s only one kind of bump. And bumps can’t destroy a chronomobile. Hitting
a bump, however, can throw a chronomobile unpredictably off course.

If a bump appears ahead in the time stream, the
chronomobile scanner alerts students to its

presence (Figure 23). RYW I

" BUMP AHEAD!

When faced with a bump, students have two
options. One option is simply to use the Arrow
Keys to go around it. (Bumps are much easier
to evade than storms.) After all, if students
happen to be close to their ultimate goal, they
may not want to be hurled off course—perhaps
much farther in the past. Of course, using the
Arrow Keys costs fuel points. Students then
emerge from the time stream at the “Shore ,
View” for the period toward which they were Figure 23
originally headed. (See Figure 4 on page 6.)

Now. Eacly 16005 ArPOWS ~ ove
Fuel 1016 : ; shields

Students may, however, choose to go ahead and
hit the bump. If they hit the bump, their
chronomobile is hurled randomly off course. It
may be just a century. Or it may be more than a
thousand years. And it can be either backward

........................................................................................................

or forward in time. Students are informed of | You were pushed off

course backward.

this fact (Figure 24), after which they emerge
from the time stream at the “Shore View” for a
period other than the one toward which they
were originally headed.

Incidentally, raising storm shields (by pressing ,rsssmwemtocontmue """"""""" |
an Apple Key) is a waste of fuel points when » o
students are confronting a bump. Shields have

s Figure 24
no effect on the outcome of hitting bumps. <

Chronotron Fields

Chronotron fields behave just like bumps in that they neither move nor pose a serious threat to
chronomobiles. But, unlike bumps, they can’t throw students off course. In fact, the effect of
hitting a chronotron field is always good: students gain a random number of fuel points! So,
when the chronomobile scanner alerts students that a chronotron field is nearby, students should
actually try to hit it. They should be careful, however, not to raise their storm shields. Shields
block the positive effects of hitting a chronotron field. In other words, if students hit a
chronotron field while their shields are raised, they won’t gain any points at all. In fact, they’ll
lose points because raising shields uses up fuel points.

14
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Concluding the Simulation

As already noted, the simulation will come to an end if the clironomobile is destroyed by a
storm, leaving students stranded in the past. Another way in which the simulation can come to
an “unsuccessful” conclusion is if the chronomobile runs out of fuel, which may occur if students
repeatedly make incorrect choices and lose some fuel in a storm. Running out of fuel also leaves
students stranded in the past. Because students playing at the Discovery Level do not have to
worry about storms or fuel, being stranded is not a possible outcome for them. Only those
students playing at the Adventure Level risk being stranded.

(

\

P LY
ﬂlllll :Illﬂl You have successfully
o travelead through history

“‘m‘dllllllhl!ﬂﬁﬂw to reach your goal.

You finished with 1120
fuel units remaining.

forthcoming promotion!
Press SPACE BAR to continue

\-

J

Figure 25

The simulation ends “successfully” if students
navigate their way back to the late 1900s or to
whichever period has been set as the goal
through use of the Management Options (see
pages 19-21). This occurs after students select
an item from the late 1900s or the alternate
target period. No storms or bumps will appear
as students pass through the time stream this
one last time. In this way, their success is not
jeopardized by random events.

Successful students then see a pair of
congratulatory screens (the first of which is
depicted in Figure 25).

At the Discovery Level, there is no score. At the Adventure Level, students receive a final score
that equals the number of fuel points they have, plus a bonus based upon the ratio of correct
choices they made to their total number of choices. In other words, six correct choices out of
seven attempts will earn a higher bonus than five out of seven. Also, if students got at least one
problem correct in each of the five topic categories (or fewer if teachers have used Management
Options to prevent access to certain categories; see pages 23-24), they will receive an extra
bonus of 100 points. Students playing at the Discovery Level are told that they have earned the
rank of “Chrononaut First-Class.” At the Adventure Level, students receive a rank based upon
their final score. These ranks, which for many students serve as motivational devices, are (from
lowest rank to highest) “Low-Watt Chrononaut,” “On-the-Dot Chrononaut,” “Red-Hot
Chrononaut,” “Big-Shot Chrononaut,” and “Top-Notch Chrononaut.”

a )

Here is how waell you did with aach

category:
@ 3 for 3
ik .

Students then see a “Category Summary”
screen (Figure 26). This screen indicates the
number of correct (most recent) choices
students made out of the number of attempts for
each of the categories to which students were
allowed access (again, see pages 23-24). In this
way, the category summary indicates where
students’ likely strengths and weaknesses lie. It
may suggest, for instance, that a student knows
a lot about inventions and the arts but lacks
knowledge of major historical “news” events.

Category Summary

k Press SPACE BAR to continue

J/

Figure 26
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Next, students are given the opportunity

(Figure 27) to see another type of summary of
their performance. This is their “timeline,”
which students can also examine during the
simulation by pressing the T Key at the “Shore
View” screen (see Figure 4 on page 6). If
students don’t wish to see their timeline now at
the end of the game, they can “bypass” it by
selecting a third option, “See Main Menu.”
(This third option is only available at the end of
the game. In the middle of the simulation,
students leave the timeline and resume the game
by pressing the Escape Key to return to the
“Shore View.” )

If students want to go ahead and look at the
timeline, they can view it in chronological order
(beginning with the earliest period and ending
with the most recent) or in “visitation order”
(beginning with the period in which they started
their expedition and ending with the final period
they have visited). In this way, the timeline
provides a record of the students’ journey
through world history.

Students then see their timeline (Figure 28).
Pressing the Space Bar allows students to
examine their timeline screen-by-screen. If a
printer is available and if the “Printer Support”
Management Options have been set correctly
(see pages 30 and 54-55), students can print
copies of their timeline. All they have to do to
start printing is press the P Key.

When students have reached the end of their
timeline, they return to the “View Timeline”
menu (Figure 27), allowing them to see their
timeline again—perhaps this time in a different
order—or to return to the main menu.

If the “Hall of Fame” feature is active (see
pages 27-28 for information about deactivating
it), students playing at the Adventure Level who
are among the ten highest scorers for the set of
scores currently stored on the disk will now
proceed to the Hall of Fame (Figure 29). The
initials entered by them at the start of the
simulation and the rank they earned will appear
with their score. These high-scoring students
can then proceed to the main menu by pressing
the Space Bar.

16

[ View Timeline \
You may:
View: timeline’
' order s
View timeline In visitation order
See Malin Menu
Use arrows to move. Press Return.
{scapex Category Summary /

Figure 27

e RGB’s Timeiine w
Late 700s: Arts & Literature:
Great Mosgue of Cordouba
Late 700s: Headlines:
Samarkand Falls to the Arabs
Late 800s: People:
Alfred the Great
Late 800s: Arts & Literature:
Machu Picchu
Press SPALE BAR to rontinue
Escapo: View YTimeline P: Print J
Figure 28
f Hall of Fame \\
MLIN Red-Hot Chrononaut 5177
LTS On-the-Bot Chrononaut 4910
GDK On~-the-Dot Chrononaut 1894
TCC On-the-Dot Chrononaut 1790
MSi On-the-Dot Chrononaut 1780
SN On-the-Dot Chrononaut 17?75
GGD On-the-Dot Chrononaut 1700
MM On-the-Dot Chrononaut 1697
WFW lLow-Watt Chrononaut 694
OET Low-Watt Chrononaut 677
GDK, your score of 1834 points
made the Hali of Famet
k Press SPACE BAR to continue J

Figure 29
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Quitting and Saving

When students have completed a Time Navigator Arouna ik.e World simulation either
successfully or unsuccessfully, they will return to the main menu after examining the various
“concluding” screens (the category summary, the option to examine the timeline, and the high-
score information). Once back at the main menu, students can choose either to quit or to run the

program again.

On the other hand, students may choose to quit in the middle of the Time Navigator Around the
World simulation either with or without the intention of resuming later. They can end the
simulation simply by pressing the Escape Key while viewing any screen excepr the brief time-
stream animation (see Figure 17 on page 11). Pressing Escape always “backs up” one step in the
program. Students should continue to press the Escape Key until they are at the “Shore View”
screen (see Figure 4 on page 6). At the “Shore View” screen, pressing the Escape Key will signal
their desire to end the current simulation.

4 ~\ Because the simulation has not been completed
(that is, students neither have reached their goal
nor have been stranded in the past), students are
then asked whether they wish to save their
current game so that they can continue playing

Do you want to save your game? later (Fi .
o ater (Figure 30)
Students use the Arrow Keys to highlight either
Yes or No and then press Return. If students
choose not to save their game, they return
. . immediately to the main menu, where the
Eocane: Now Cateomy Press Return. “End” option provides a convenient way to end
\_ __/  Time Navigator Around the World. 1f,

Figure 30 however, students choose to go ahead and save
their game, the program will save their game to
the disk before returning to the main menu.
Time Navigator Around the World will use the
initials entered by the student at the beginning
of the program as a “name” for the saved game.

are using a single 5.25" disk drive, they will receive a message instructing them to
sk over in order to save their game.

e saved at one time on the Time Navigator Around the World disk. If
aved on the disk and a student attempts to save a new game, the oldest
hatically erased as the new one is saved. The entire set of games

k can also be erased through use of the Management Options (see
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Management Options

Time Navigator Around the World features Management Options that allow teachers to
“customize” the program to their particular lesson plans and classroom needs.

/ Management Options \
Wl SiaGlation Settings |
2. Hall of Fame Options
3. Saved Game Options
4. Printer Support
lise arrous to move. Press Return.
iscapex Main Menu 7-Hel|_>)

Figure 31

Management Option 1, “Simulation Settings”

To prevent students from modifyin
prograrn against the wishes of their
the Management Options are kept “hidden.” To
gain access to the Managemen: Uptions, you
must press Control-A {(hold dowr the Control
Key and press the A Key) when the main menu
appears on the screen. The Management
Options menu then appears (Figure 31).

To use a particular Management Option, type
the number of the appropriate option and press
Return or use the Arrow Keys to move the
cursor to that option and then press Return. On
this and certain other Management Option
screens, you can press the Question Mark (?)
Key to view a help screen.

The first Management Option, “Simulation Settings,” allows you to control various sspects of
the Time Navigator Around the World simulation so that it better conforms to your lesson plans,

student needs, and/or classroom situation.

(

‘\

Simulation Settings

Set Tigme-Iravel Controls
Set Probleam Categories
Set Program Level

Turn Music OffF

Use *°B.C.E."

Restorae Original Settings

.

AU UN .

Use arrows to move. Press Return.
{scape- Managament Options ?-Hely

Figure 32

Select Option 1, “Simulation Settings,” from
the Management Options menu. The
“Simulation Settings” menu then appears
(Figure 32). The options found on this menu
allow you to modify the periods covered by the
simulation and change the size of the students’
“time leaps,” to designate the topic categories
to which students have access and their
respective “score factors,” to determine the
level at which students will use the simulation,
to turn music off (or back on again) in the “Arts
and Literature” category, to choose between
using “B.C.” and “B.C.E.,” and to restore the
program’s original settings quickly and easily.
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To modify the periods covered by the time- 4 ™
travel simulation and/or to change the size of the Set Time-Travel Controls
students’ time leaps, select Option 1, “Set Time-

Travel Controls,” from the “Simulation Current span of gama:

Settings” menu. The “Set Time-Travel Goal ponind: 1ate 19005 00 B-C.
Controls screen then appears (Figure 33). The Current size of time leaps:

current settings are shown at the top of the 1-10 steps

screen. Which setting do you want to change:

I Span ot LGame
2. Size of Time Leaps

Use arrows to move. Press Heturn.
Escapm Simulation Settings )

Figure 33
There are two main reasons for using this option to modify the simulation:
+ to make the simulation conform more closely to your curriculum, and

+ tomodify the difficulty of the simulation, making it easier for less advanced students or more
challenging for those who are more advanced.

Time Navigator Around the World is originally set to cover the span of world history from
ancient Egypt and Sumeria up through the late twentieth century. In other words, its “default”
range is from 3999 B.C. to the late 1900s. If, however, you want your stadents to focus on a
narrower span of time—say, from A.D. 500 to 1500—because you’re currently studying the
medieval era in class, then you can use the “Set Time-Travel Controls” screen to modify the
simulation.

Setting #1 on the “Set Time-Travel Controls” screen is “Span of Game.” This is the span of
periods that students can visit while using Time Navigator Around the World. The more
recent of these two periods will serve as the “target” or goal for the students’ journeys through
time. The maximum span of the game is from 3999 B.C. to the late 1900s; that is, you can’t set
any period earlier than 3999-3000 B.C. or later than the late 1900s. As already noted, these are
the original, “default” settings—the ones that appear in unmodified versions of Time Navigator
Around the World.

To change the “Span of Game” setting, select Option 1 on the “Set Time-Travel Controls” menu.
You will first see a screen that provides simple directions. Press the Space Bar to proceed.

A list of the periods available in Time Navigator Around the World then appears on the screen
(see Figure 34 on page 21). Because not all of the periods will fit on one screen, you can move
through the list by pressing the N Key to see the next screen or the P Key to see the previous
screen. The letter E appears next to the period currently set as the earliest one to be used in the
simulation. You can change the earliest period by using the Arrow Keys to move through the
list, highlighting different periods, and pressing the E Key (for “earliest”) when the period that
you wish to be the earliest is highlighted. The letter E will then appear next to that period.
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4 ™\ Similarly, the letter G (for “goal”) appears next
—e—— AT O Game to the period currently set as the most recent
E Page 1 of 4 one used in the simulation. You can change the

1999-:000 B.C. goal by using the Arrow Keys to move through
999-500 B.C. the list, highlighting different periods, and
4oes B.C. pressing the G Key when the period that you
200s BE- wish to be the goal is highlighted. The letter G
100s B.C. will then appear next to that period.
99-1 B.C.
oty 1008 Note that periods B.C. (or B.C .E.) are irdicated
late 100s as such, but that periods A.D. (or C.E.) have no

Use arrows to move. Press Heturn. abbreviations attached to them. This is true

\Ezcape: Time-Travel Controls T-Help |y, in the Management Options and in the

Figure 34 simulation itself.

If you need a reminder about which keys to use to make changes, press the 7 (question mark)
Key to see the instruction screen again.

The program will not allow you to enter a goal period that is either earlier than or fewer than
eight periods after the earliest period. That is, if you designate “early 500s” as the earliest
period, you must designate “early 900s” or something later as the goal period.

Once you’ve finished modifying the span of the game, press the Return Key to imnplement your
changes and return to the “Set Time-Travel Controls” screen. If, however, you change your
mind about making any modifications to the span of the game, press the Escape Key to return to
the “Set Time-Travel Controls” screen without implementing any of the changes you might have
made.

You may inadvertently try to adjust Setting #1 in such a way that it causes conflict with
Setting #2. For information about what will happen if this occurs, see the “Note” below.

Setting #2 on the “Set Time-Travel Controls” screen is “Size of Time Leaps.” This is the
possible range of periods that students will “leap” during any one trip through the time stream.
And because these leaps are dependent upon the choices students are offered on the various
selection screens, this setting also controls the minimum and maximum difference in time
between the options appearing on a selection screen at any one time. The maximum size of time
leaps is from 1 to 15 periods. The original default setting is for leaps of from 4 to 8 periods.
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To change the “Size of Time Leaps” setting, ' N\
select Option 2 from the “Set Time-Travel . Size of Time Leaps

Controls” menu and press Return. You will first

be prompted to enter a “Minimum” figure, Current span of

which wIi’ll be the smallest pcrmissiblegltlircﬁ:e leap E::ll':a’.':'i';:?'l.:tc ?3303000 8-c.

(Figure 35). Type the figure of your choice and Current size of time leaps:

then press Return. If you wish, it can be as 4-8 pariods

small as one period. The program will not, Enter new time leap range

however, allow you to enter a figure that is Minimum: X

larger than one-third of the number of periods

established in Setting #1, “Span of Game.” For "

cxample,if Setting #1 is curenty 19991000 {322, TTE0, e rvaver Coneroe

periods in Time Navigator Around the World,

Figure 35

then you cannot enter a minimum time leap of
more than 8 periods (26 + 3, rounded down to
the nearest whole number).

Next, you will be prompted to enter a “Maximum” figure, which will be the largest permissible

time leap. Type the figure of your choice and press Return. The program will not, however,

allow you to enter a “Maximum” figure that is smaller than the “Minimum” figure you had just

entered. And, once again, the program will not allow you to enter a figure that is larger than

ocne-third of the time span covered by the years currently established in Setting #1, “Span of
ame.”

In short, Setting #1 always takes precedence over Setting #2 whenever there is a potential
conflict between the two.

Note: What if you set the time leap range you want using Setting #2 and then go back and
change Setting #1? Or what if you’ve never even bothered with Setting #2 but you try to
change Setting #1 in such a way that it conflicts with the original “default” of Setting #2?

No problem. If you ever try to change Setting #1 in such a way that it causes conflict
with the current Setting #2, you will receive the following message before you are
allowed to complete the change:

If you use this range of years, it will change the Time Leap values. Do you want to
do this?

If you answer No to this question, the program will restore Setting #1 to the way it was
before you had tried to change it, offering you another opportunity to set a new range of
years. If, however, you answer Yes, the program will go ahead and change Setting #1 as
you wanted but will also automauoally adjust Setting #2 to conform with the
requirements of Setting #1.

Keep in mind that Setting #2,“Size of Time Leaps,” gives you some control over the program’s
level of difficulty. Setting relatively large time leaps (say, from 6 to 8 periods) makes Time
Navigator Around the World easier for students, whereas setting relatively small leaps (such as
from 1 to 2 periods) makes the program more challenging. (For more information about
difficulty levels, see pages 39-40.)
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Note: What if students have saved games before you make a change in the span of time setting?

When students resume their games after you’ve made this change, what happens?

The only cases in which this would cause a conflict is if you’ve changed the carliest
period setting to a more recent period or the most recent period setting to ar. earlier
period. Let’s say a student started a game with the setting from “400s B.C.” to “L.ate
1400s.” The student quit and saved the game at the period “Late 1100s.” But then you
use the Management Options to change the goal period to “Early 1100s.” There’s now a
conflict between the period in which the student quit and saved and the period that you
have now designated as the goal.

If you make this kind of change when there are saved games on the disk, the program will
not allow students to resume games that conflict with your modifications. Those games
will not appear in the on-screen saved game list. In order to avoid student confusion or
frustration, you should probably inform students of your modifications and the fact that
they may prevent resumption of certain saved games.

If you go back and medify the span of the game in such a way that saved games no
longer conflict with that setting, students will once again be allowed to resome those
games.

When you have finished using the “Set Time-Travel Controls” screen, simply press the Escape
Key to return to the “Simulation Settings” menu.

Let’s move on now to another way in which you can customize the program.

™\ Select Option 2, “Set Problem Categories,”

( Set Problem Categories from the “Simulation Settings” menu. The “Set
Problem Categories” screen then appears
Score i
Topic Status F::{or (Figure 36).
Headli On i . . . P .
C:M,:::t,om 1 This option allows you to designate the topic
Arts and Literature On 1 categories (0 which students will have access
People on 1 while using Time Navigator Around ihe
Artifacts Cn 1 World, again enabling you to modify the
simulation to conform more closely to your
. curriculum. If you have students with special,
Aare - move Space B - dif i 1 1
Escape: Simulation Settings m?-u."y advanced interests in particular aspects of world
\ history and culture (literature, the arts, eic.),

Figure 36 you may find this feature particularly useful. In
addition, if you feel that certain categories are
more difficult for your students than others and
therefore students should receive more points
for correct answers in those categories, you can
specify different “score factors” for various
categories.
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- Time Navigator Around the World is originally set to use all five of its to?ic categories:

“Headlines,” “Conversations,” “Arts and Literature,” “People,” and “Artifacts.” If you want
your students to have access to all of these categories anc for all of the categories to have equal
score factors, then you don’t need to do anything. Bur what if you wish to restrict access to only
certain categories? For instance, let’s say you’re not interested in having your students work
with “Arts and Literature” and “Artifacts.” Notice that, on the “Set Problem Categories” screen
depicted in Figure 36 (see page 23), all five of the categories are designated “on.”

Use the Up- and Down-Arrow Keys to move to a category that you wish to turn off, such as
“Arts and Literature.” When the cursor is on the item that you want to change, press the Space
Bar or the Return Key. The category that you chose is now designated “off.” You can now
move to another category and turn that one off in the same way. By the same token, if you want
to “turn on” a category that is currently “off,” simply move to that category and press the Space
Bar or Return Key. That category is now “on.”

Note: The program will not let you turn off more than two categories at a time. In other words,
at least two categories must be “on” at all times. If you try to turn off a third category,
the program will ignore your attempts to do so until you turn another category back on,
thus “making room” for a different category to be turned off.

If you wish to have some topic categories “weighted” more than others for scoring purposes
(which is relevant only when students are using the program at the Adventure Level), use the
Right-Arrow Key to move the cursor to the “Score Factor” columnn and then use the Up- and
Down-Arrow Keys to move through that column. When the cursor is on the number that you
want to change, press the Space Bar or Return. The number now increzses from 1 to 2, from 2 to
3, or from 3 back down to 1. A category assigned a score factor of 2 will score twice as much
for an equivalent forward time leap as will a category given a score factor of 1. And a category
given a score factor of 3 will score three times as much for an equivalent forward time leap as
will a category with a score factor of 1. In this way, you can “reward” students for getting
correct answers in those categories that you feel are more difficult than others. Note, however,
that score factors only affect correct answers. Students are penalized the same number of points
for equivalent backward time leaps in any category, regardless of the score factor assigned to it.

Note: On the three-item selection screens in the main body of the Time Navigator Around the
World program (such as Figure 6 on page 7), an indication of a category’s score factor
does not appear if the score factors for all five categories are equal. If, however, any
category has been given a score factor different from that of any other category, the
score factor will appear in the upper-right corner of the three-item selection screens.

As already noted, Time Navigator Around the World is originally set with all five topic
categories carrying an equal score factor of 1. You may, however, be interested in knowing how
the program’s designers view the comparative difficulty of the five categories. The “Headlines”
and “People” categories seem to be the easiest. “Conversations” and “Artifacts” appear a little
harder, but not very much so. “Arts and Literature” is generally considered most difficult. You
might therefore consider using the “Set Problem Categories™ option to assign score factors as
follows: Headlines - 1; People - 1; Conversations - 2; Artifacts - 2; Arts and Literature - 3.

Of course, you should use your own judgment and experience to decide whether such settings are
appropriate for your students. That’s the reason, after all, for making it a Management Option.
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If you have difficulty understanding how to use the “Set Problem Categories™ screen, you can
press the Question Mark (?) Key to see a help screen. For more information about using this
option to modify program content, see pages 35 and 39-40.

Once you’ve finished modifying topic categories, press Escape to return to the “Sivaslation
Settings” menu. From now until you change this setting, students will only have access to the
topic categories designated “on” and, when they play at the Adventure Level, scoring in the
various categories will be “weighted” as you specified.

4 ™ Soon after students stare using ax original,
3ot Program Level unmodified copy of Time Navigaior Around
the World, they are given a choice of running
the program at the Discovery Level (without
) scoring and most of the other “game-like”
;' iscovary tavel aspects of the program) or at the Adventure
3 ETTPTN S s Level (with scoring and other motivational
- k 1A 3 e Rt B [13 ] 3 o
game-like” features), If, however, you prefer
that students aor make that choice for
themselves, vou should eslect Option 3 on the
» Simulation Setings ment, “Set Progiam
Escape: Brmui e S, timess Return. Level.” You will then see the “Set Program
\_ /  Level” screen (Figure 37). A check mark
Figure 37 appears next to the seting that is currently
active.

If you want students to work exclusively at the Discovery Level, select Option 1. If you want
them to work exclusively at the Adventure Level, select Option 2. And if you want them o
choose for themselves which level to use, select Option 3 (the original “default” setting). After
you have made your selection on this screen, press the Escape Key to reiurn to the “Sinwlaton
Settings” menu.

r =\ you dor't want yows stedents w deal with the
“Arts and Literatare” topic category at all, you
can use the previous'y decribed “Set Problem
Categones” option to prevent access to it (see
page 24). If, however, you want them to have
access 10 that category but you don’? want them
to hear excerpts of melodies—perhaps because
you want to maintain a relatively guiet
classrooma or computer lab—you should select
Option: 4, “Turn Music Off,” from the
“Simulaticn Settings” menu. A screen similar
10 Figurz 38 then appears, inforiming vou that
the music has now been turned off.

The emusic is now turnad off.

\ Prass EPACE BAR o continueg _//

Figure 38 Once the music has been wrned off, Option 4

on the “Simulation Settings” menu will read
“Turn Music On.” If you select this option, you
will turn the music back on in the “Arts and
Literature” category. In this way, Option 4 on
the “Simulation Settings” menu functions as a
“toggle switch.”
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Note: Turning the music on or off is a different operation from turning the sound on or off.
Most MECC products have a standard sound control command, Control-S, and Time
Navigator Around the World is no exception. To iuin off the “sound effects” in Time
Navigator Around the World—that is, all sounds except the melodic excerpts in the
“Arts and Literature” category—hold down the Control Key and press the S Key at any
time during program operation. If you don’t want any sound or music in Time Navigator
Around the World whatsoever, use both the “Turn Music Off’ option and Control-S to
eliminate all sound and music. Like the “Turn Music Off" option, Control-S is a toggle
switch. If the sound effects are currently turned off, pressing Control-S will turn them on

again.

The fifth option on the “Simulation Settings” menu is “Use B.C.E.” Time Navigator Around the
World provides educators with the option of having “B.C.E.” (Before the Common Era) as
opposed to “B.C.” (Before Christ) appear in the program. Many non-Christians and multi-
culturally sensitive Christians as well as an increasingly large number of historians prefer the
B.C.E. designation to B.C. Again, this option functions as a toggle switch. Selecting “Use
B.C.E.” automatically replaces all of the “B.C.” dates to “B.C.E.” The option then changes to
“Use B.C.” so that the next time it’s selected, it will change all of the “B.C.E.” dates back to

(SB .C"’

Note: For the same reasons that some people find B.C.E. preferable to B.C., those same persons
prefer C.E. (Common Era) to A.D. (Anno Domini, Latin for “in the year of our Lord”).
But since in Time Navigator Around the World any year that doesn’t have B.C. or
B.C.E. after is meant to be interpreted as being A.D./C.E.—which is, after all, standard
practice in historical reference works—neither A.D. nor C.E. appear in the dates and are
therefore irrelevant to the functioning of this Management Optioa.

To restore all of the simulation settings to their
original “default” status, select Option 6,
“Restore Original Settings,” from the
“Simulation Settings” menu. Because of the
somewhat “drastic” nature of this change, the
program will ask you to confirm this decision
(Figure 39). Responding Yes will restore the
original settings and return you to the
“Simulation Settings” menu. Responding No
will also send you back to the “Simulation
Settings” menu, but without making any
changes in the current settings.
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Restore Original Settings

This aoption will restore the program
sattings to their original values
which are: Years range from 3959
B.C.-Late 1900s, size of time leaps
range from 4-8 periods, all topic
cataegoriss on (score factors set to
1), student selects program level, use
B.&., and music on.

Are you sure you want to do this?

res 3

Use arrows to move. Press Return.
Escape: Simulation Settings /

Figure 39
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These are the original simulation settings for Time Navigator Arcund the World:

Span of game:
Tirne leaps:
Topic categories:
Program level:
Music control:
C/B.CE.

When you’ve finished using “Simulation Settings” to modify the program, pressi

3999 B.C. - Late 1900s

4 - 8 periods

All five “on” with egual scors factors
Students seluct leve!

On

B.C. used

* the Escape

Key while you’re viewing the “Simulation Settings” menu returns you to the “Masnagement

Options” menu.

Management Option 2, “Hali of Fame Options™

- e

Kazli of Fame Options

W Haii of bame el

2. Claar Hail ofF«nﬁm
3. Turn Hall of Fame OFF

Use arrous to move. Prass Return.
(scapes Managenent Options

Figure 40

LTS On-the-Dot Chrononaut 4910
GDK On-the-Dot Chrononaut 1894
TCC On-the-Dot Chrononaut 1730
MSI On-the-Dot Chrononaut 1780
SN On-the-Dot Chrenonast 17723
GGD On-the-Oot Chrononaut 1700
Lt L} On-the-Ocot Chrononaut 1697

[ See Hail of Fame
Player Rank Scoie
MLN Red-Hot Chroncnaut 5177

s andfor
¢ World
or off as

clear the Time Navigator Arors
“Hall ¢f Fame” as well as 1o nw
a feature.

Select “Hall of Fame Cptions™ irom the
Management Cptions menu. ‘the “Hall of
Fame Options” menu then appears (Fzgme 40).

A

1 pof Lnpree Cinieon |8 o I 97
\ Hall of Fame Gption 1, “See Hall of Fame,

provides teachers with a convenicnt way of
cxmﬁnmg the current Haﬁ! of Fa Azf’; {which lists

¢ initials of the cumrent “Top Ten” list of
scorers) wirbout having 1o go back to the main
menu and using the “See Hall of Fame” option
there-—which is the way students would access

Tae xvesuling soreen is the same in each case
{Figure 41).

WFW low-Watt Chrononaut 694
OET Low-Watt Chrononaut 67?7
After you've finished exarnining tie Hall of
F c . .
Escape: Hall of Fama Options Fame, press the Escape Key to retirn to the
\. _/  previous screen—back to the main menu if you
Figure 41 accessed the Hall of Fame from the main menu,

but back to the “Hall of Fame Oprions” menu if
you accessed the Hall of Fame froms there.
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If you want to erase all of the information
currently stored in the Hall of Fame, select
Option 2, “Clear Hall of Fame,” from the “Hall
of Fame Options” menu. The “Clear Hall of
Fame” screen then appears (Figure 42).

Because of the drastic, permanent nature of this
option, the program asks you to confirm
whether you indeed wish to erase the current
Hall of Fame. Answer Yes or No and press
Return. You then return to the “Hall of Fame
Options” menu with the Hall of Fame either
erased or intact, depending on how you
answered the previous question.

If you don’t want the Hall of Fame to be a
feature of Time Navigator Around the World at
all, you should select Option 3, “Turn Hall of
Fame Off,” from the “Hall of Fame Options”
menu. A screen similar to Figure 43 then
appears, informing you that the Hall of Fame
feature has now been turned off. If you turn the
Hall of Fame off, it will not appear in Time
Navigator Around the World until you turn it
on again. When the Hall of Fame feature is
turned off, the “See Hall of Fame” option does
not appear on the main menu. Instead, “End”
becomes main menu Option 3 rather than
Option 4.

f Clear Hall of Fame \
Fiayar Rank Score
MLN Red-Hot Chrononaut 5177
LYS On-the-Dot Chrononaut Y4910
GDK On-the-Dot Chrononaut 1894
TCC On-the-Dot Chrononaut 1750
M8l On-the-Dot Chrononaut 1780

SN On-the-Dot Chrononaut
GGD On-the-Dot Chrononaut 1700

MM On-tha-Dot Chrononaut 1697
WFW Low-Watt Chrononaut 694
OET Low-Watt Chrononaut 677

Clear the Hall of Fame? Yes[)
Use arrows to movae. FPress Return.

ECQp.- Hall of Fama Options )
Figure 42
4 )

The Hall of Fama is now turned off.

Press SPACE BAR to continue )

Figure 43

After the Hall of Fame has been turned off, Option 3 on the “Hall of Fame Options” menu will
read “Turn Hall of Fame On.” If you select this option, you will turn the Hall of Fame feature
back on. In this way, Option 4 on the “Hall of Fame Options” menu functions as a toggle switch.

When you’ve finished with the Hall of Fame options, press Escape to return to the “Management

Options” menu.
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Management Option 3, “Saved Game Options”

-~ ™ “Saved Game Optons” allow you 1o see the list
of saved gamss andfor 1o erase the entire - group
of garmes. Select “Saved Game Options” from

the Managemeat Uptions ms

9y

Saved Gane Options

w. the “Saved
et {Figure 44),

Game Oprons” menn thea g

2. Er&ye S&w@d szm

Use arrcis £o move.  Pross Resue.
Escape: Managemant (ticons

. B

Figure 44

€ S 4R T T e SRS Sk LA NN AP ST R AT Rer i L

Sae i.LSL Qi‘ Bay s o

Comes, *ML the mwﬂu ”
LHE mens  The “List of Saved Garmn n then
& appears (Pigure 45). It lists fhe i c
gha students who have incompleie sntly

saved on e Thne fmwg‘" f‘ fey' y
World disk. This list is armngmd in, order of
saving. In other words, the first set of inigals
belongs 10 the student whose saved gawe is the
sldest one currently stored on the disk. The lass
st of initials ""“'?’ig‘»’ o the student whose

/ game is the one most recentiy £

{Escap.: Bawvaed Ganme Options

AP B P PN S

Figure 45

Up 1o forty gamcs can be saved at a te. If theve are (more saved ganes haa can 13 o0 one
SCTeen, you can use the Space Baror M Key (for “More™ wo soroll t through the lisi. When
you’ve finished looking at the saved game list, press the Escape Key 0o retm 1o the “Savsd
Game Options” menu.

If you wish to erase all games currenily saved on the disk---such as at the beginning or end of a
semester or a school year—-select Option 2, “Erase Saved Games,” from the “Saved Gome
Options” menu. The “Erase Saved Garnes™ screen then appears,

Because of the drastic, pevmanent natue of Gds onion R SRRty
you indeed wish t¢ srase ifie cusrent list of saved gaoes, & wer i &s o N@ anc press Retwrn,
You then return to the “Saved Game Options™ menu wxf:ia the list of saved games either erased or
intact, depending on how you answered the previous question.

When you’ve finished using the “Saved Game Options,” press Escape 1o retwrn 1o 1w
Management Options menu.

P2
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Management Option 4, “Printer Support”

Printing is an option in Time Navigator Around the Woi.J. If a printer is available and you
wish to allow students to print out copies of their timelines (see page 16), you can use the fourth
Management Option, “Printer Support,” to prepare your printer. For information about printing
and using the “Printer Support” Management Option, see “Using a Printer with This
Courseware” on pages 54-55.

Once you have finished using the *Printer Support” options, you can return to the Management
Options menu by pressing the Escape Key while you are viewing the “Printer Support” menu.

Note: When you have finished using the Management Options, you can return to the main menu
by pressing the Escape Key while you are viewing the Management Options menu.
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Time Navigator Around the World can be used in a variety of ways in order (o mesr
different teachers, students, and classroom environments. To make the best nse of 77
Navigator Around the World in different situations, however, teachers must cons!
students’ needs, interests, and abilities, their own curriculum goals as teachers,
particular classroom or school resources.

Independent Use Ly individual Studeats

In some ways, th= ideal stwation for using Time Naviyator Avound fhe ¥/ 00 1w rave o
computer for every student. Students could therefore use Time Navigator A
independently, working at their own individual rates and employing their ow'r
strategies and investgative stvies. Of course, this is seldom a realistic scenario.
not, teachers—-and especially social studies teachers—do not have access o at 7 compuiers
for their students as they would like. Still, if you and your students are fortunaie =nough to have
this kind of ready access to computers—perhaps in a computer lab setting-—there are several
things you can do to maximize the educational value of Time Navigaior Arouid the World tor
each student.

ofren than

At any time after vour students bave finished studying world aisiory (ciu g
particular span of time), you may wish to use Time Navigator Around the W orld to
days or, sporadically, for several weeks as a kind of “summary sctivity © Ma
of Time Navigator Around the World that your students will be using is set o Cov
appropriate periods of time.

(Keep in mind that if you want to focus on U.S. history and culture, you should use the original
Time Navigator and its “prequel,” Time Navigator Leaps Back. Together, these two programs
cover American history and culture from 1776 through the mid-1980s.)

Depending on the kinds of material you’ve covered as a class, you may wish to mod if; the topic
category settings, focusing exclusively on “Headlines,” “Conversations,” and “?e ople” (the three
most “traditionally historical” categories) or using additional categcries a5 weil.

Note: If you're not sure how to check and modtfy program settings, se¢ the section of this
manual entitled “Management Options,” beginning on page 19.
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You might also periodically use Time Navigator Around the World as a summary activity on a
unit-by-unit basis. For instance, if you’ve just completed a unit on the the Middle Ages, you
could set your copies of Time Navigator Around the Worid o cover only from the early 500s to
the late 1400s. Or if your units are more “topic-based” and you’ve just completed a unit on
inventions and technological developments in the “modern” age, you might set the years from
the early 1500s to the late 1900s and set the topic categories to just two or three, making sure to
include “Artifacts.”

If you’re interested in going so far as to “customize” Time Navigator Around the World to each
individual student and then using it as an enrichment activity, be sure first to spend some time
familiarizing yourself with each student’s interests and needs. If you find that one particular
student is especially interested in literature, you should be sure to make *“Arts and Literature” one
of the topic categories available. If a student is particularly interested in inventions or fashions,
the “Artifacts” category should be available. This kind of individualization would serve greatly
to increase student motivation and enjoyment in Time Navigator Around the World in particular
and in the subject of history in general.

The program’s “Adventure Level,” with its scoring feature and special challenges, is perfect for
students using the program individually and independently. This is also a good time to use the
“Hall of Fame” feature. While some teachers may have misgivings about the competitive
implications of scoring and the Hall of Fame, many students nevertheless find these things
highly motivating. Still, you should keep your students’ individual personalities in mind. Let
those of your students who are highly motivated by competition go ahead and use the Adventure
Level and the Hall of Fame. But for those of your students for whom th's kind of competition is
intimidating and counter-productive, you may wish to tell them to work cnly at the “Discovery
Level.” In addition, you may want to disable the Hall of Fame on their copies of the program.

Even if the amount of time that individual students can use the computer at any given “sitting” is
very brief, don’t forget that the program’s ability to save games allows its use to be spread out
over an extended period of time. If necessary, a student can begin a Time Navigator Around the
World simulation on Monday, continue it on Thursday, and finish it up the following Tuesday.

Cooperative Use by Small Groups of Students

You may wish to divide your classes into small groups of students who would then use Time
Navigator Around the World in cooperative-learning activities. It is probably best to create
groups consisting of three students each, although the size of your groups must necessarily
depend upon the size of the class and the number of computers available. Ideally, groups should
be composed of students with varying ability levels, ethnic and social backgrounds, gender, and
interests. Perhaps you can assign “tcam names” to the groups. Since the focus of Time
Navigator Around the World is on world history and culture, perhaps the names of major
historical figures (such as “Alexander,” “Kublai Khan,” and “Joan of Arc”) or civilizations (such
as “Aztec,” “Ghana,” and “Greek™) would do nicely.

There are many different ways students can work together in groups. One method is for each
member of the team to have a specific assigned role during any particular game, although they
can change these roles every so often so that everyone has the opportunity to perform each role.
For example, you might assign the following roles:
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“Summarizer”

» summarizes information obtained in order to help the team make decisions
» encourages the team to remain on task during discussions
+ keeps track of information related to the “Headlines” category

“Presenter”

presents teamn findings and use of strategies to the whole class
* encourages team members to participate in discussions
¢ keeps track of information related to the “Conversations” and “People” caiczories

“Explorer”

» operates the keyboard as the team selects which category of information i explore

» seeks team consensus in deciding which category to explore and which iiein to select as
the best response

» keeps track of information related to the “Arts and Literature” and “Astifecis” categories

Tearns can function democratically, based on majority vote, or they can use the ¢
model, in which team members discuss and ultimately agree on any decision i
Whenever disagreements arise within a team as to which choice to make, studes: ;
encouraged tc discuss their opinions and reasoning in an open yet thoughtful, logical m nanner.

Be sure to inferm students how much time they have to work at the computer. Explain that you
will be circulating among the teams to observe how they’re doing. You will be focusiag on two
specific behaviors: (1) you want to see everyone contributing their ideas and participating in the
discussions, and (2) you want to be sure that every team reaches agreement on any decisions they
make. After the activity has been completed, discuss with them the behaviors you saw them use
and how the teams worked. Encourage them to share their own observations about their group
interaction as well as about the program itself and the knowledge of world history and culiure
they gained.

You may want students to use reference materials—such as history texibooks, enc &
and almanacs~—as they use the program. If you decide to allow tears 10 use such vgierence
works, make sure there’s an appropriate division of labor, perhaps with different siudents using
different books or being responsible for different types of information.

You may or may not want different teams to compete with each other. If you like the idea of
competition among the teams, allow them to play at the Adventure Level with the Hall of Fame
feature active. Then they can compare scores, which many students find motivating, especially
in a team environment. On the other hand, you may not want teams to play competitively, in
which case they should use Time Navigator Around the World at the Discovery Level.

Just as in the casc of students working individually, consider using the Managemer: Cptions o

modify Time Navigator Around the World to conform with your current lesson plans or to the
particular abilities, interests, or needs of different student groups.
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Collective Use by a Teacher with an Entire Class of Students

Of course, many teachers have access to only a single computer for their entire classroom.
Fortunately, recent developments in large-screen projection devices—also called “imaging
systems —nhave greatly enhanced the potential of educational computing in the single-computer
classroom. Many of these imaging systems work in conjunction with an overhead projector. If
you have access to an imaging system that is compatible with your classroom computer, you can
use Time Navigator Around the World quite effectively with your classes.

Before class, use the Management Options to modify the program as you see fit. Once in class,
explain the simulation and its goals if the students aren’t already familiar with the program.
Then, with you, the teacher, controlling the computer as “group leader,” begin the simulation.

Note: When you run the simulation using an imaging system, you should probably choose to
play at the Discovery Level so that you won’t have to worry about storms, bumps, fuel,
or scoring. Also, since some imaging systems have trouble displaying detailed
animation clearly, the Discovery Level is preferable because the animation is less
important there than it is at the Adventure Level.

Once you find yourself at the “Shore View,” make sure everyone knows what the current period
is. Then solicit suggestions from students as to which topic category to pick. You may want to
take a voice or hand vote, or you may call on a particular student to decide. Select the category
and then, when the three choices appear, read them out loud to the class. Ask students which
item they believe to be the most recent. Try not to let one or two advanced students monopolize
the discussion. Don’t forget to use the M Key/Space Bar “More information” feature, especially
if you sense uncertainty among the students. If you sense any disagreement among students as to
a choice, encourage them to discuss it. Don’t dismiss any suggestions outright, but rather ask
students to talk with you and each other about their suggestions.

Whenever students indicate a preference for a particular choice, ask them to explain their
rationale. Ask other students whether they agree with this choice and reasoning. If students can
cite specific dates for various events or items, allow them to offer that as “evidence.” You may
want students to use their textbooks to search for evidence in support of their conclusions. Also,
encourage students to use logic in their disucssions. For instance, if a student says “Well, the
Muslims couldn’t have conquered the Indus Valley before Muhammad’s triumphal entry into
Mecca!” ask him or her to explain the logic behind that statement. It may seem obvious to you
and to the student who said it, but perhaps not to many of the other students. -

After several minutes of discussion, settle on one choice by whichever means you deem
appropriate—majority vote, temporarily “appointing” a student decision-maker, or whatever.
Then go with it, even if you know the decision to be incorrect. Once you’ve made your
selection, make sure everyone notes the subsequent screen that reveals the “answers.” Point out
whether the decision was the “right one” or not.

When you go to the “Shore View” for a new period, repeat this process of soliciting student
suggestions, discussions, and decisions. As “group leader,” you may occasionally decide to
“overrule” students and make your own decisions about topic categories or choices, but resist the
temptation to do this often. Nothing will cause your students to lose interest faster than if they
sense you're not taking their participation and contributions seriously. If you run out of time,
don’t worry. Remember that you can save the game and, if you feel the activity was successful
and productive, resume it during your next class session.
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When you finish the simulation by reaching the “target period,” ask students to discuss the
activity. Ask them to cite specific things they learned. Which topic categories were the casiest
and which were the most difficult? Why were some topics more difficult than others? Which
topics were the most interesting or enjoyable? Have they seen any movies or TV shows about
some of those events? Have they read any of the books cited in the program or have they seen
any of the artwork? Try to establish a connection in their minds between “real life” and
history—that the current events of today are the historical events of tomorrow.

Use in Classes Other Than History

Although Time Navigator Around the World is designed primarily for use in worid history
classes, it has applications in other types of classes as well. Modification of the program through
the use of Management Options (see pages 19-26) may be desirable.

Minoriry Studies

Every topic category in Time Navigator Around the World contains iterns ol inferest te teachers
of various Minority Studies programs, although some more so than others. Time fVavigatsr
Around the World coniains a great deal of information about “non-western” civiiizations and the
contributions of women and various minority groups to world history, society, and culiure.

English

English teachers can use Time Navigator Around the World to develop their students’
knowledge of English and world literature and its relationship to other aspects of history and
culture. Make sure that the topic category “Arts and Literature” is active. Also, other categories
can help students place literature in a broader context. In addition, Time Navigator Around the
World can serve as the basis for interesting writing assignments. Students could write about
their “travels through time” and the various people, events, or artifacts they encountercd. And if
you have students who need high-school-level reading practice, the “More information” screens
in Time Navigator Around the World provide useful reading exercises.

Music

While music does not play as great a role in Time Navigator Around the World as it docs in the
two previous Time Navigator programs (the original Time Navigator and 1ime Navigaior Leaps
Back), music teachers who are focusing on the history of music can nevertheless use the program
to develop their students’ knowledge of that field and its relationship to other aspects of world
history and culture. Music teachers should make sure that the topic category “Arts and
Literature” (which contains several references to musical compositions), among cthers, is active
and that the melodic excerpts feature of the “Arts and Literature” category is “turned on” as well.
The use of other categories could help students place music in a broader historical coniext.

Science

Science teachers who are interested in developing their students’ awareness and knowledge of
the history of science and technology may find Time Navigator Around the World very helpful.
Make sure that the topic category “Artifacts™ (which contains, among other things, assorted
references to inventions, scientific discoveries, and technological achievements) is active. Also,
the use of other categories (especially “People,” which includes many references to scientists and
inventors) can help students place science and technology in a broader context.
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Using Computer Software in a Thinking Skills Environment

Teachers are faced with the tremendous task of preparing today’s students for tomorrow’s
world—a world characterized by change in an information-rich environment. Thinking skills are
at the heart of this thriving, changing environment, for these are the behaviors students must
practice in school and continue to apply for the rest of their lives.

It wasn’t long ago that thinking skills were considered exclusive to gifted and enrichment
classes. Today, however, thinking skills are viewed as an essential component of the total school
curriculum. Developing these skills is the goal of each individual discipline. Many educators
have, in fact, come to view thinking skills as perhaps the most basic of the basic skills because
they facilitate the acquisition of all other learning.

At MECC, we view computer software as a vehicle for fostering students’ thinking. Our
products are curriculum-based, with thinking skills as a thread within subject areas. This
provides an environment with many opportunities for teachers to highlight and reinforce thinking
skills.

We believe teachers play a critical role in determining the classroom environment for thinking.
Naturally, many teachers have taught thinking skills and will continue to do so using a variety of
strategies. Our commitment is to provide teachers with the materials that help them do their job
well: high-quality software that promotes the application of thinking skills.

Our approach to thinking skills reflects what both research and effective classroom practice has
shown. That is, the approach that is most effective and appeals to most teachers is one that
infuses thinking skills into existing content areas. Educators have told us they are interested in
thinking skills as a method used in the instruction of a topic, not as a subject. By infusing
thinking skills into existing content areas, MECC products integrate easily into teachers’
curricula while providing a rich environment for students to practice skillful thinking. We strive
to meet the challenge teachers face in promoting the skills that students need.

If schools are to integrate the teaching of thinking with regular academic instruction, they need to
know what aspects of thinking to teach. After exploring the research that has been done in the
area of thinking skills, MECC has chosen as a base the Dimensions of Thinking framework,
published in 1988 by the Association of Supervision and Curriculum Development (ASCD). We
chose this framework because it pulls together rescarch and models from a variety of sources and
brings the theory to the classroom level, applying it to that environment. In addition to knowing
the subject matter that is covered, teachers now can see the specific thinking skills that are
challenged within a product.

Pages 37-38 highlight ways in which teachers can use Time Navigator Around the World to
promote thinking skills with their students. The following pages provide examples of how Time
Navigator Around the World relates to the ASCD core thinking skills framework. Although
only one thinking skill per category is correlated to a specific part of the product, each skill can
be practiced on many levels and in many aspects of the product.

We realize the importance of thinking skills in the curriculum. We believe it is essential that
students be taught thinking skills so that they have the tools to understand the past, deal with the
present, and prepare for the future. We are confident that you will find Time Navigator Around
the World of considerable value in your classroom as you foster student thinking.
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A Framework for Thinking

The components used in thinking are referred to as core thinking skills. This framework
defines those skills that appear in the repertoire of the model leamner. Each skill selected is
documented in research as important to learning or thinking, is teachable, and is valued by
educators as important for students to learn.

The core skills of the ASCD framework are listed and defined below with examples of
applications within Time Navigator Around the World. The skills are neither discrete nor
hierarchical. In fact, individual skills draw on other skills and can be used repeatedly in the
thinking process. The selected examples are by no means exhaustive, but rather highlight
ways in which these thinking skills are used with Time Navigator Around the World.

Source: Dimensions of Thinking, Association for Supervision and Curriculum Development (ASCL), 1983,

Definition of Core Core Thinking Program
Thinking Skills Categories Skills Components Application
Focusing Skills allow Focusing Skills Students are given the iask
students to attend to selected * Defining Problems of “navigating” their way
pieces of information and to * Setting Goals toward a target pericd. By
ignore others. Focusing examining the “More
occurs when students sense information” provided about
a problem, an issue, or a each possibie sclection,
lack of meaning. students distinguish useful

information from data that

will not help them reach

their goal.
Information-Gathering Information-Gathering As students work through
Skills involve obtaining Skills the time-travel scenaric,
information and clarifying » Observing they will likely formulate
issues and meanings through + Formulating Questions questions that :ciaie to the
inquiry. topics being studied.

Students can use the “More
information” feature o

collect relevant information
and apply it to the problem

at hand.
Remembering Skills are Remembering Skills As students select the most
those activities or strategies < Encoding recent items from the triad
that students consciously * Recalling presented in the program,
engage in to store and they draw upor facts they
retrieve information from have acquired from previous
long-term memory. classwork and textbooks to
Activating prior knowledge make appropriate choices.
falls under this category. Simultaneously, students

using the program add to
their store of knowledge.
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relationships. Through
analysis, students identify
and distinguish components,
attributes, claims,
assumptions, or reasoning.

* Identifying Relationships
and Patterns

* Identifying Main Ideas

* Identifying Errors

Definition of Core Core Thinking Program
Thinking Skills Categories Skills Components Application
Organizing Skills are used | Organizing Skills The central activity of Time
to arrange information so » Comparing Navigator Around the
that it can be understood or * Classifying World requires that students
presented more effectively. * Ordering consider the historical

* Representing sequencing of events. This
is an organizational activity
in which students must
conceptually compare items
and arrange them in their
correct chronological order.

Analyzing Skills are used to | Analyzing Skills Students establish a
clarify existing information + Identifying Attributes and | relationship between history
by examining parts and Components and current events. They

might consider how styles of
music have changed through
the years. What is the
relationship between
musical style and other
kinds of style, such as

literature or fashion?
Generating Skills involve Generating Skills Students combine their prior
using the students’ prior * Inferring knowledge with information
knowledge to add * Predicting they glean from the
information beyond what is * Elaborating program. As they focus on a
given. Connections particular category, they can
between new ideas and prior make predictions as to why
knowledge are made as new a certain item or event was
information and ideas are important and how it might
recast into new structures. have affected world society
and culture.
Integrating Skills involve Integrating Skills As students complete the
putting together the relevant e Summarizing simulation, ask them to
parts or aspects of a  Restructuring discuss the strategies they
solution, understanding, used. Have them consider
principle, or composition how they might restructure
and incorporating this their journey based on
integrated information into a integrating the information
new understanding. they have already acquired.
Evaluating Skills involve Evaluating Skills Students engage in an on-
assessing the reasonableness * Establishing Criteria going evaluative process as
and quality of ideas. * Verifying they verify the choices they
make and assess the success
of their strategies.
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Reading and Difficuity Levels

Time Navigator Around the World is designed for use primarily by students in junior and senior
high school. Because of the diverse nature of the information presented in the program,
however, different parts of the program are better suited to more advanced students thar cthers.
With regard to reading levels, the on-screen text has been tested with the following resuits:

Type of on-screen text Average estimated reading level
Basic informational screens Grade 7
“Conversations” category Grade 6
“People” category Grade 6
“Headlines” category Grade 9
“Arts and Literature” category Grade 9
“Artifacts” category Grade 9

Judged on the basis of readability, we can offer the following guidance:

o Time Navigator Around the World in its entirety is appropriate for senior high sivdents
whose reading skills are at least equivalent to their grade level.

* The “More information” screens for the “Headlines,” “Arts and Literature,” and “Artifacts”
categories may prove difficult for senior high students whose reading skills are significantly
below their grade level.

« These same three categories may prove challenging for average junior high siudents,
although “advanced” junior high students should have no problem with them.

 Junior high students whose reading skills are below their grade levei will probably have
difficulty with Time Navigator Around the World in general.

As for the question of difficulty levels of Time Navigator Around the World based cpun {aciors
other than reading skills, teachers can use Management Options (see pages 19-26) to mcdify the
program in several ways to make it easier or more challenging, however appropniate. tor
example, if you feel your students are so unfamiliar with particular topics, such as “Arts and
Literature,” as to render those categories virtually useless even for the purpose of “discovery”
activities, then you may be well advised as to restrict access to those topic categories (see pages
23-24). On the other hand, you might “reward” students for correct answers in those more
difficult areas by specifying higher “score factors” for those categories (again, see pages 23-24).
But there are also other ways in which you can modify Time Navigator Around the World to
make it easier or more difficult.

e To make Time Navigator Around the World simulations easier, use the “Time Leap”
controls to set the program for large time leaps—say, from 8 to 12 periods. In order to
accommodate these large time leaps, the simulation will need to cover a large time span, so
you should be sure that the program is also set to its widest possible range of vears-—from
3999 B.C. to the late 1900s (which is the original “default” setting)—or at least very close to
it. (See pages 19-23 for instructions about adjusting the range of years and the size of the
time leaps.) The effect of these settings will be two-fold: the distinctions among different
choices faced by the students will more likely be greater and thus more recognizable; and the
simulation itself is more likely to be shorter in duration.
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To make Time Navigator Around the World simulations much more challenging, use the
“Time Leap” controls to set the program for small time leaps—say, from 1 to 3 periods. This
will have the effect of, in general, making the distinctions among different choices faced by
students less immediately discernible. The time span of the simulation doesn’t necessarily
need to be changed since relatively small spans of time will accommodate small time leaps as
well as large spans of time. Of course, the combination of very small time leaps with a very
large range of years would result in very long games. So, in order to hold the total length of
the simulation down, it might be wise to reduce the range of years when you similarly reduce
the size of the time leaps. For example, if you have a time leap setting of from 1 to 3 periods,
a good time span of the game would be 10 or 15 periods, such as from 3999 B.C. to the early
100s or from the early 1300s to the late 1900s. (Again, see pages 19-23 for instructions.)

Additional Activities

Here are some suggestions for additional activities you might conduct in class or offer as
assignments before, during, and after using Time Navigator Around the World.

Before Using Time Navigator Around the World

Have students go to the library and find old newspaper headlines (perhaps on microfilm)
from at least ten years ago. Ask them to write down one or two headlines and bring them
back to class. Compare students’ headlines and involve the class in a discussion as to which
headline represents the biggest “scoop.” In other words, what was the biggest news story?
Also, are there any headlines that may have seemed like big news at the time but which have
turned out to be of relatively little historical interest?

Then select several of the more “significant” headlines and have students try to arrange them
in chronological order. Which came first? Which is most recent? Make sure students
understand that this latter question—*“Which is most recent?”’—is at the heart of the
upcoming Time Navigator Around the World activity.

Devote several class periods to special topics, such as world literature, inventions, and/or
music. For instance, if you were focusing on literature, you might talk about the lives and
works of some important writers, such as Sophocles, Virgil, Omar Khayyam, Dante,
Chaucer, Cervantes, Shakespeare, Milton, Monzaemon Chikamatsu, Austen, Tolstoy, Eliot,
and Tutuola. Perhaps you can read novels, short stories, plays, or poems by one or more of
these authors or view a movie based upon one of their works.

Then discuss with students the kinds of themes these writers were interested in. What social,
philosophical, and/or moral issues were they addressing? What symbols or other literary
techniques did they use to achieve their goals? Then go ahead and use Time Navigator
Around the World, making sure that “Arts and Literature” is one of the active topic
categories.
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Discuss with students the fantasy concept of time travel. If they could go back to any period
in human history for a day, which would they choose? What historical events would they
like to witness? Which historical figures would they like to meet and talk to? What kinds of
risks might be involved in time travel?

Then consider the scenario of going back into the past but not knowing where {or “when”).
If students wished to figure out the period they were in, how would they go about doing this?
What if they couldn’t find a calendar and didn’t want to make people think they were crazy
by asking them outright what year it was? If students were to “eavesdrop” on everyday
conversations, what clues would they listen for in order to determine the year? What would
they look for on the streets or in the markets?

While Using Time Navigator Around the World

Ask students using Time Navigator Around the World to write down the names of three or
four people they “encounter” during their historical journeys, yet whom they’ve never heard
of before. These could be monarchs, religious figures, authors, composers, inventors,
scientists, painters, architects, philosophers, explorers, military figures—-whomever! Be sure
they also write down what they learned from the program about these people. What did they
do? In which period(s) did they appear in the program? Why are they important?

Then have students choose one of these people as the subject of a written or oral report.
Time Navigator Around the World provides a few details about these people and their
significance, but such reference materials as history textbooks, encyclopedias, biographical
dictionaries, and other library books can provide a great deal more information.

Ask students to do the same thing for something other than a person, such as a book, artwork,
or artifact. Why is it important? Was its importance generally recognized when it first
appeared or has recognition only come with time? Or, by contrast, was it quite important
then but not so important now? Was it especially innovative, influential, or popular? In
which ways did it affect world society and culture?

Have students talk in class about the strategies they use in playing Time Navigator Around
the World. In trying to determine which item is most recent, what do they look for? What
do they pay closest attention to? Are they taking advantage of the “More information”
feature? Does it help? How do they use logic? (For instance, “The first headline is about
the ‘Glorious Revolution’ that deposed James II, and I know that took place before the
American Revolution, which is mentioned in the third headine. The second headline talks
about Napoleon, who became emperor of France after the French Revolution, which was
influenced by the American Revolution. So that means the second headline, the one about
Napoleon, must be the most recent!”)

Also, what other types of strategies do students use? Do they always proceed with their first
choice of topic category, or do they sometimes *“back up” to the “Shore View” and pick
another category if the first set of choices wasn’t to their liking? Does this prove
advantageous? If students are playing for points (that is, at the Adventure Level), do they
ever make “incorrect” choices on purpose in order to go back farther in time? Do they ever
intentionally hit storms or bumps in order to be hurled off-course? If so, why? Is it ever to
their advantage? What risks are involved? After this discussion, allow students to go back
and use Time Navigator Around the World some more. Do students seem to perform better
now that they’ve had a chance to talk about strategies?
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After Using Time Navigator Around the World

Have each student conduct research to become the “class expert” on different periods of
world history. Textbooks, encyclopedias, and almanacs will serve as valuable reference
works. Then, on a particular day, have each student briefly report to the class in the role of a
person actually living in that period. (Perhaps the presentations should be made in
chronological order.) Students could talk about the “current” news stories that interest them
most, the things they’re most worried about, the challenges they face, the contemporary
public figures who are their own personal heroes, the contemporary books or artwork they
enjoy the most, and so on. You might also have students adopt the roles of persons living in
different parts of the world during certain periods. For instance, some students might
describe events from the perspective of Europeans while others might assume the
perspectives of Asians, Africans, or Native Americans.

Discuss the kinds of information students encountered in Time Navigator Around the World
for each period. Did this information help students get a better idea about what life was like
in the past? Did the time-travel scenario help them obtain a better sense of the “flow” or
sequence of history? What additional types of information might have been useful in helping
students to achieve these goals?

Then have students collect similar pieces of information that are not mentioned in Time
Navigator Around the World—pcrhaps even for the current year. What are the biggest
“headlines” of the year? The kinds of things people would talk about? The fashions? The
most important literary works, musical compositions, and technological achievements?

While using the program’s “Conversations” category, students may have encountered some
differences of opinion between the two “speakers.” Obviously, everyday people in the past
had different views about current events and issues, just as they do today. Discuss in class
some of the historical controversies that “ordinary people” might have had disagreements
about during various periods. To take just a few examples: whether Socrates should have
been condemned to death; whether Rome should change from a republic to an autocratic
empire; whether a woman, Suiko, should become the empress of Japan; whether it was a
good or bad thing that the Aztec Empire was destroyed by the Spanish conquistadors;
whether Mary, Queen of Scots, should be executed; whether the European colonization of
Australia was, overall, a positive occurrence or a negative one; and so on.

Perhaps students would like to assume opposing roles in one or more debates about some of
these topics. Have students conduct their research and think about these topics as though
they themselves were living at the time when those issues were most prominent. Have them
assume the roles of people living at that time as they conduct their in-class debates.
Afterwards, you may wish to discuss whether there are always “winners” and “losers” or
even “rights” and “wrongs” in such debates.

When students use the “More information” feature in the program’s “Headlines” category,
they see a “front page” of The Period News. This provides a headline and a brief one-
paragraph “news story” from a particular period. As a class project, you might consider
creating a Period News front page of your own. Pick a particular period in world history,
have students do research, and have them select what they feel to be the five or six biggest
news stories of that period. Decide on some good headlines, write brief news stories, and
then put them together to resemble the front page of a newspaper, either on mimeographed or
photocopied sheets or in large-scale form on a bulletin board. You may even be able to
include some photographs or other illustrations!
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Time Navigator Around the World Variations

Here are some ideas for other ways in which you might use Time Navigator Around the World
with students:

Have students play and compete with each other at the Discovery Level, with the object of
seeing who can reach the target period in the fewest “turns.” Students should count their
number of turns along the way, but in case they lose track or forget, the “Category Summary”
screen and the printable “timelines” at the end of the simulation will provide a record of
students’ attempts.

Play Time Navigator Around the World “in reverse.” Working at the Discovery Level, have
students first get as close as they can to the target without actually “hitting” it. Then have
them try to go back as far in the past again as they can, with the goal of reaching the earliest
period (3999-3000 B.C. or whichever other period you may have set). In other words, on the
three-item selection screens, students should always try to choose the earliest item, not the
most recent one.

Set a specific, relatively brief time limit—perhaps just ten or fifteen minutes—on students’
use of Time Navigator Around the World during one class period. At the Discovery Level,
have students see who can come closest to the target period within that time limit. Or, at the
Adventure Level, see who can attain the highest score.

Have a world history “scavenger hunt.” Put together a list of ten to twenty questions that can
be answered using the program’s “More information” feature. For instance, you might
include such questions as “Where was paper invented?” “Who was the first king of Israel?”
“Who wrote The Tale of Genji?” “Where is the Parthenon?” or “Who was the founder of the
Zulu Empire?” Then have students work individually or in teams to see who can find the
largest number of correct answers within a given period of time. It might be best once again
for them to use Time Navigator Around the World at the Discovery Level. (Of course,
students might be able to answer at least some of the questions without Time Navigator
Around the World.)
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The main interaction screen for Time Navigator Around the World—also called the “Shore
View” screen—is the first thing you see when you go back in time to a particular period in
history. The illustration below describes the various parts of this screen:

Now: 200s B.C. \
A ——TGoal: Late 1500s __Fuel: 302—— B

[Use arrows ov ress Return. F
Escap.- Main Menu T: Timeline

G

A. The “chronometer” — This tells you the period you’re currently in as well as your goal.

B. The score — If you’re playing at the Adventure Level, the program keeps score, and this is
where it appears. You begin with 200 “fuel points.” If, however, you're playing at the
Discovery Level, the program doesn’t keep score, so this space is left blank.

C. “Topic icons” — These represent the topic categories that you can work with. You select the
one you wish to use by using the arrow keys and pressing the Return Key when the one you
want is highlighted. There are five different topic areas in Time Navigator Around the
World, and two or three of them will be available at a time.

D. The “Shore View” — This is simply an illustration of a “typical” seaside scene from the
period in which you currently find yourself.

E. The instruction line — This tells you what to do to continue with the program.

F. The “Timeline” option — Pressing the T Key allows you to see or print your timeline, which
is a period-by-period record of your “journey through time.”

G. The “Escape” line — This tells you where you’ll go if you press the Escape Key. Usually it’s
one step “backward” in the program.
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The following topic categories, along with their representative “icons,” are used in Time
Navigator Around the World. Not all topic categories are available at all times. Some may not
appear at all in the particular version of the program you’re currently using.

‘“Headlines” — Describes a major news event of a given period.
Examples:  King Menes Unites Upper and Lower Egypt
El Cid Captures Valencia
Oyo Defeats Benin in Slave Trade Wars
Galileo Forced to Recant

“Conversations” — Simulates a “typical” conversation about persons or events of
popular interest (including politics and popular culture) in a given period. (Only the
subjects of the conversations are listed on the three-item selection screen. To read the
conversations themselves, you must use the standard M Key “More information”
command.)

Examples:  The creation of the Roman republic
The rise of European feudalism
The spread of Islam into Southeast Asia

“Arts and Literature” — Cites a popular, influential, and/or critically acclaimed work
of literature, architectural structure, musical composition, painting, sculpture, or other
artistic creation that was created or published or became popular in a given period.

Examples:  Hanging Gardens of Babylon
Bhagavad-gita
Romeo and Juliet
Brandenburg Concertos

“Artifacts” — Cites a cultural artifact (such as an invention or a fashion trend) that first
appeared, became popular, or gained notoriety in a given period.

Examples:  Phoenician trading ships
doublet
steam engine

“People” — Cities a historically or culturally important person who lived or made his
or her greatest achievements during a given period.

Examples:  Nefertiti
Lao-tsu
Toussaint L’Ouverture
Sigmund Freud
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Instructions for Deciding Which Item
to Choose on the Selection Screens

Select a topic category from the “Shore View” screen. Use the arrow keys and press
the Return Key when the icon you want is highlighted.

~Sh e ~IfSpe C

Step 1:

’

You’ll now see the “selection screen’ —a list of three

~

Now: Late 400s
Goal: Late 1900s

Selact the most racant headiine:

B Augustus Uies, libers
Proclauned Eraperor

2. Angles, Saxons, and Jutas
Invade Britain

3. Mayan Culture Collapses

Use arrows to move. Brass Heturn,
\ Escape: New Category M: Mora Info

)

items, as seen in the illustration to the left. One of
these items is from the period you’re currently in.
One of them is from an earlier period. And one is
from a more recent period.

Your task is to choose the item from the most recent
period. If you can pick that item, you’ll move ahead
in time, toward that period and closer to your goal. If
you're playing at the Adventure Level, you also gain
fuel points. But if you pick the item from an earlier

period, you’ll move backward in time, farther from
your goal, and you’ll lose points. If you pick the
item from the period you’re currently in, you’ll stay

right where you are.

But you don’t have to choose just yet. Let’s get some information that may help you

make the right choice.
Step2:  Use the arrow keys or number keys to move to an item you want more information

about. Then press the M Key or Space Bar for “More information.”

Now you’ll see a screen that provides ( =

more information about that item, as seen The Period News:

in the illustration to the right, which AUGUSTUS DIES,

Shows an Cxamplc fI‘Om the “Headline" TIBERIUE PROCLAIMED EMPERQOR

carcgory. When you've finished reading | | SonE, - aupustus Casrar. the rinst

this screen, you’re ready to move on to his ctepson Tibanos'y Prociaimed

Step 3 amperor. Augustus--known as

¢ Octavian bafora he dafeatad Marc
- ravrd RIR S Roman Empire

Step3:  Press the Escape Key or Space Bar to for more than forty years.

return to the selection screen.

i @clp-- Headlines

Step4:  Repeat Step 2 as often as you wish.

The more information you get, the more likely you’ll make the right choice.

When you think you know which item is the most recent, you're ready for Step S.
Step 5:  Use the arrow keys or number keys to move to the item you think is the most recent.

Then press the Return Key to select it.
If you pick the item for a period other than the one you’re already in, you’ll once

again journey through time toward the period you selected. With luck, you’'ll be
moving forward in time toward your goal.
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As you pass through the time stream in Time Navigator Around the
World, you may encounter a strange phenomenon known as a “cyclo-
chronic vortex.” Cyclo-chronic vortices can be thought of as “storms” in
the stream of time. They are classified according to their strength:

Forcel A weak storm that may have no effect on you at all. On the
other hand, it may throw you slightly off course. A Force 1
storm moves slowly and in straight horizontal lines.

Force 2 A slightly stronger storm that is likely to throw you somewhat off course. Like a
Force 1 storm, it moves slowly, but in diagonal paths.

Force 3 A fairly strong storm that is likely to throw you far off course. Or it may damage
your chronomobile, causing a loss of fuel points. In rare cases, it can even destroy
your chonomobile, causing you to be stranded in time. It moves quickly along an
unpredictable path.

Force 4 A strong storm that may throw you off course, cause significant fuel loss, or destroy
your chronomobile, causing you to be stranded. It moves quickly, “tracking after”
you because it curves toward the wakes chronomobiles make in the time stream.

Force 5 The strongest type of storm and extremely dangerous. It can throw you far off course
or, more likely, cause major fuel loss or destruction, causing you to be stranded in
time. It moves very quickly and, like Force 4 storms, “tracks after” you. It’s quite
difficult to evade a Force 5 storm.

When your scanner detects an approaching storm, you have several choices. You can ignore it
and do nothing. The storm may pass by without causing problems. On the other hand, it might
throw you off course or damage your chronomobile. You may lose fuel points or be stranded in
the past! If you wish, you can press an Apple Key to raise your storm shields. This won’t
decrease your chances of hitting the storm, but it will reduce the likelihood of harmful effects.
Or you can use the arrow keys to take evasive action and try to avoid hitting the storm. Raising
your shields and taking evasive action both use up fuel points. The longer you hold down the
Apple Key or the more you press the arrow keys, the more fuel points you’ll use up. You can
even use the Apple and arrow keys at the same time, but this uses up points very quickly.

You may also encounter “chrono-logistic protuuberances,” also known as
“bumps.” A bump can’t damage your chronomobile, but it will throw you off
course. If your scanner detects a bump ahead, you can either go around the
bump (by using the arrow keys) or go ahead and hit it. Going around the
bump keeps you on course, but uses up fuel points. Hitting the bump won’t
cost you any points, but you’ll never know where you’ll wind up—just one or
two periods off course or many periods, farther back in the past or closer to
your goal.

N Finally, you may encounter “chronotron fields” as you pass through the time
~1::*  stream. But chronotron fields are good! In fact, you should always rry to hit a
":: r--  chronotron field because it will supply you with extra fuel points! Just be
-% . - careful not to have your storm shields raised when you hit a chronotron field.
Storm shields block the positive effects of chronotron fields, preventing you
from gaining any extra points.
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CREDITS

Time Navigator Around the World was produced by a MECC software design team that
included Beth Bell, Ed Gratz, Mark Paquette, Dick Sisco, and Wayne Studer. It is based upon
the original Time Navigator program (No. A-247), which was designed by Beth Bell, Vincent
Erickson, Charolyn Kapplinger, John Krenz, Nan Leekley, Brian Nesse, Mark Paquette, Diane
Portner, and Wayne Studer.

TO THE READER:

MECC has made every effort to ensure the instructional and technical quality of this courseware
package. Your comments—as user or reviewer—are valued and will be considered for inclusion
in any future version of the product. Please address comments to:

MECC Software Development

3490 Lexington Avenue North
St. Paul, MN 55126-8097
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USING A PRINTER WITH THIS COURSEWARE

This product is initially set to work with a standard printer card located in either Slot 1 or Slot 2.
If you have this setup, you do not need to do anything further. If you wish to use the external
ports on your Apple //c or IIGs, consult your computer User’'s Guide for more information.

If your printer uses a different setup from the
one described above or if you need to enter
special printing commands, you must use the
“Printer Support” option.

The “Printer Support” option appears on the
Management Options menu (Figure 1). To
access the Management Options, go to the main
menu and type Control-A (hold down the
Control Key and press the A Key). When you
see the Management Options menu, select the
“Printer Support” option.

You will then see the “Printer Support” menu
(Figure 2). The current Printer Support settings
are shown at the top of the screen.

Option 1, “Set Printer Slot,” allows you to
specify the slot in which your printer interface
card is located (Figure 3).
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( Managemant Options \
1. Simulation Settings
2. Hall of Fame Options
3. Saved Gama Options
LR Hiant e Support
Use arrows to move. Press Return.
Escap.- Main Menu
Figure 1
( Printer Support \
Slot: Search slots 1 and 2
Printer commancs: none
1.
2. Set printer commands
3. Test printer setup
4. Restore original setup
Use arrows to move. Prass Return.
Escape: Management Options J
Figure 2
( Set printer slot \
1. Slot 1
2. 8lot 2
v3.
Y. Slot Y4
5. Slot S
6. Slot 6
7. 8Slot ?

Use arrows to move. Press Return.

(scap.- Printer Support

J

Figure 3



Option 2, “Specify Printer Commands,” allows
(_ Set printer commands ) you to enter commands that enable certain types
esc Q of printers to operate. These special commands

are listed in the manufacturer’s printer or
interface card manual. Figure 4, for example,
shows the special command you would enter to
produce “ultracondensed” printing (17 cpi) on
an Apple Dot Matrix, Apple ImageWriter, or
Apple Scribe printer. To enter special
commands, type the exact characters required.
When finished, type # (Shift-6) to end.

Type the exact control characters,
C\cn type 7~°. J

Figure 43

Here are some other frequently used special commands for the Apple Dot Matrix and
ImageWriter printers:

Type Style: Pica (10 cpi) Elite (12 cpi) Bold
Command: Escape N Escape E Escape !

Do not set up your printer to use a proportional font. This setting will cause printed student
reports to be formatted incorrectly.

Option 3, “Test Printer Setup,” prints out all of the kcybdard characters. If these characters are
not printed correctly, check the settings on your printer, check to see whether your printer has
been connected properly, or look at your interface card manual for special commands.

Option 4, “Restore Original Setup,” returns all printer settings to their original state. The
original printer setup provides a search of Slots 1 and 2 and does not use any special printer
commands.

All changes made to the Printer Support settings are saved on the disk and are permanent until
you use the “Printer Support” option again to change the printer settings.
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TIME NAVIGATOR AROUND THE WORLDTEXTBOOK CORRELATIONS

Text Chapters | Span of Game Setting* Category Setting
Addison-Wesley 1991: 1-8 3999-3000 B.C. all five categories
Stearns, Schwartz, and to Late 400s
Beyer, World History:

Traditions and New 9-14 1-99 o Late 1400s all five categories or all except
Directions *“Arts and Literature”
15-18 Early 1300s to Late 1700s all five categories
19-36 Early 1500s to Late 1900s all five categories
Harcourt Brace 1-7 3999-3000 B.C. all five categories
Jovanovich 1987; to Late 500s
Mazour, Peoples, and Rabb,
People and Nations: 8-13 Early 100s to Late 1400s all five categories
A World History
14-32 Late 1300s to Late 1900s all five categories
Heath 1990: 1-14 3999-3000 B.C. all five categories
Janizen, Krieger, and Neill, to Late 1400s
World History:
Perspectives on the Past 15-37 Early 1300s to Late 1900s all five categories
Merrill 1990: 19 3999-3000 B.C. all five categories
Farah and Karls, to Late 1400s
The Human Experience:
A World History 10-13 Late 1300s to Late 1700s all five categories
14-28 Late 1500s to Late 1900s all five categories
Scott, Foresman 1990: 1-9 3999-3000 B.C. all five categories
Wallbank, et al., to Late 400s
History and Life
10-18 1-99 10 Late 1500s all five categories
19-25 Early 1300s to Late 1700s all five categories
26-40 Late 1500s to Late 1900s all five categories

*Note: With such relatively narrow “Span of Game” settings, the “Size of Time Leaps” settings
should probably be quite small—a minimum ( “from” setting) of 1 or 2 and a maximum
(“to” setting) of 3 or 4.
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Pronunciation Guide for Difficult Proper Nouns
inTime Navigator Around the World

The following pronunciations are approximations designed to help you with some of the less
familiar proper nouns and words of non-English derivation that appear in Time Navigator
Around the World. Teachers may wish to duplicate these pages for use by their students.

In this pronunciation guide, clarity and ease of use are emphasized over absolute consistency in
always expressing similar vowel sounds in precisely the same way. For example, sometimes the
“long 0” sound is expressed as o, while at other times it appears as ok or oe. The one that seems
least ambiguous is used in every individual case. When the most correct phonemes (sounds) or
phoneme combinations are not found in standard English, the closest English approximations are
used. Stressed syllables appear in UPPER-CASE letters.

The zh phoneme that appears often in this pronunciation guide is found in such words as “azure”
and “measure.” All of the i phonemes that appear here are “unvoiced” (as in “thin”) as opposed
to “voiced” (as in “this”). To remind readers of this fact, the th phoneme is always underlined;
so, when they see THEN, they should remember to pronounce it with the th sound in “thin.”

Also note that the spellings of proper names from different languages and cultures—especially
those that must be transliterated from languages that don’t use the Roman alphabet—often have
many equally acceptable variants. To take just two of many examples, in the various
contemporary textbooks and reference works consulted in creating Time Navigator Around the
World, the name Chandra Gupta was also spelled Candra Gupta and Chandragupta; the last part
of the name Simeon Bar Kosba was also spelled Koshba, Kochba, Kokhba, Kokba, Kozhba, and
Koziba. You might want to alert students to this fact, discussing with them the problems
inherent in trying to write proper names using different alphabets.

Abailard AB-uh-lard

‘Abd al-Malik ibn Marwan AHB-dah! (or AHB-dul) mah-LICK IB-in MAR-wahn
‘Abd ar-Rahman AHB-dar RAH-mun

Abu Bakr AH-boo BAH-ker

Abu Jfar al-Mansur AH-boo juh-FAR ahl-MAHN-ser
Abu Masa Dshaffar AH-boo MAH-suh zhah-FAR
Aeneid uh-NEE-ud or uh-NEE-id
Aeschylus ES-kill-us

Agamemnon AG-uh-MEM-non

Agesander AJ-uh-SAN-der

Akhenaton AH-ken-AH-ton

Al-Hasan ibn Muhammad ahl-HAH-sun IB-in muh-HAHM-mahd
Amda Tseyon AHM-dot-SAY-on

Anasazi AH-nah-SAH-zee

Angkor Wat ANG-kor WAHT

Anthemius an-THEE-mee-us

Antigone an-TIG-oh-nee

Antigonus an-TIG-oh-nus

Aphrodite AF-roh-DIE-tee

Aquinas uh-KWY-nus

Archimedes AR-kuh-MEE-dees

Ardashir AR-duh-SHEER

Aristophanes AIR-is-TOFF-uh-nees

Asoka uh-SOH-uh

Atahualpa AH-tuh-WALL-puh
Athenodorus uh-THEN-oh-DOR-us
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Aurelian

Avars

Avicenna of Bukhara
Avignon

Axum

Ayacucho
Azcapotzalco

Bayeux

Behaim

Benin
Bhagavad-gita
Boadicea
Boethius
Bonnano Pisano
Brahe, Tycho
Byzantine

Callicrates

Caracalla

Cassiodorus

Castillo of Chichen Itza
Cato

Catullus

Cerularius

Cervantes

Cetewayo

Chandra Gupta
Chares

Charlemagne
Chartres

Chikamatsu, Monzaemon
Chretian de Troyes
Chu Yuan-chang
Commodus

Confucius
Constantinople
Cortes, Hernan
Cristofori, Bartolomeo

Daguerre

Daigo

Dante Alighieri
Decius
Dekanawidah
De Laudibus Dei
De Officiis Regnum
Descartes, René
Deuteronomy
Diocletian
Diophantus
Domitian

Don Giovanni
Don Quixote
Dracontius

uh-REAL-ee-an

AH-vars

AV-i-SEN-uh of boo-KAR-uh

AV-i-nyon (“nyon” as in *“canyon,” but with a broader o sound)
ahk-SOOM or AHK-soom

ah-yah-COO-cho

AHS-kah-pot-SAHL-co

BYE-00 or BYE-oh

BAY-hime (in which “hime” rhymes with “time”)
buh-NEEN

BAH-guh-VAHD GEE-tuh

BO-ah-duh-SEE-uh

bo-EE-the-us

bo-NAH-no pee-ZAH-no

BRAH-huh (or BRAH-hee), TEE-ko
BIZ-an-teen or BlZ-an-tine

kuh-LICK-ruh-tees

KAR-yh-KAL-uh

CASS-ee-oh-DOR-us

cas-STEEL-yo of chee-CHEN eet-SAH
KAY-toh

kuh-TULL-us

SAIR-00-LAIR-ee-us

ser-VAHN-tays

set-uh-WAY-oh

CHAN-druh GOOP-tuh or KAN-druh GUP-tuh
CHAR-ays

SHAR-luh-MAIN

SHAR-truh

CHEEK-ah-MAHT-s00, MON-zay-MON
KREH-tee-en duh TWAH

CHOO yoo-AHN CHANG
KAHM-oh-dus

kun-FYOO-shus (in which FYOQ is pronounced “few”)
KAHN-stan-tin-OH-pul

kor-TAYS (or kor-TEZ), hair-NAHN
KREES-toh-FOR-ee, BAR-toh-lo-MAY-oh

duh-GAIR

DAH-ee-go

DAHN-tay al-uh-GAIR-ce
DEE-shus
duh-KAH-nuh-WEE-duh

DAY LAW-dee-boos DAY-ee
DAY oh-FEE-chee-ees REG-noom
day-KART, ruh-NAY
DOO-ter-ON-oh-mee or DYOO-ter-ON-oh-mee
DIE-uh-KLEE-shun
DIE-uh-FAN-tus

doh-MISH-un

DON jee-oh-VAHN-ee

DON key-HOE-tay
druh-KAHN-<chus
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Edo

Erasmus, Desiderius
Ethelfleda

Ethelred

Euclid

Euripides

Ezana

Fatamid
Fibonacci
Froissart, Jean

Galen

Garibaldi, Giuseppe
Gaugamela
Geoffrey

Ghana

Gilgamesh

Goethe

Guericke, Otto von
Guernica

Gustavus Adolphus
Gutenberg

Hagia Sophia
Haile Selassie
Halicarnassus
Hanseatic League
Hardouin-Mansart, Jules
Hatshepsut
Hegira

Heliand
Heliogabalus
Henlein
Herculaneum
Herekali

Hesiod

Hiawatha
Hierakonpolis
Hippocrates
Horyuji
Hrosvitha
Husuni Kubwa
Huygens, Christian
Hyksos

IChing

Ictinus

Ife

Iliad

Imhotep

Iroquois

Isadore of Miletus
Itzcoat)

jeu de paume
Josephus, Flavius

AY-doh or EE-doh

er-AS-mus, DES-uh-DEER-ee-us
ETH-ul-FLAY-duh
ETH-ul-RED

YOO-klid

yoo-RIP-uh-dees

ay-ZAHN-uh or ee-ZAHN-uh

FAT-uh-mid
FIB-oh-NAH-chee
FWAH-sart,ZHAHN

GAY-len

GAIR-uh-BALL-dee, juh-SEP-ee
GAW-guh-MEL-uh

JEFF-ree

GAH-nuh

GILL-guh-MESH

GUR-wh

GAIR-uh-kuh, OTT-0h von
GWAIR-nee-kuh

gus-TAY-vus (or gus-TAH-vus) uh-DAHL-fus
GOO-ten-berg

HAH-gee-ah (with a “hard” g as in “gun™) so-FEE-uh
HAY-lee suh-LASS-ee

HAL-uh-kar-NASS-us

HAN-see-AT-ick LEEG (with a “hard” g, as in “peg”)
HAR-doo-an man-SART, JOOL

hat-SHEP-sut

huh-JIE-ruh

HAY-lee-and

HE-lee-oh-GAB-uh-us

HEN-line

HER-kyoo-LAY-nee-um or HER-kyoo-luh-NAY-um
HAIR-uh-KAL-ee

HESS-ee-ud or HE-see-ud

HIE-uh-WAH-thuh (in which HIE is pronounced “high™)
HI-ruh-KAHN-puh-lis

hip-POCK -ruh-tees
hor-ee-O0-jee

RAHS-vith-uh or ROES-vith-uh
hoo-SOO-nee KOOB-wah

HIG-uns (or WIG-uns), KRIST-yun (or KREES-tee-an)

HICK-soes

EE CHING

ick-TIE-nus

EE-fay

ILL-ec-ud or ILL-ee-ad
im-HOE-tep
EAR-oh-kwoy

1Z-uh-dor of my-LEE-tus
ITS-co-AH-tul

ZHUH duh PAHM
jo-SEE-fus, FLAY-vee-us
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Jotomon’in

Juarez, Benito
Juba of Mauretania
Judas Maccabeus
Jugurtha

Justinian

kabuki
Kallinikos
Kaniembo
Kant, Immanuel
Kao Tsung
Karanga
Kashta
Kazembe

Keiti

Khafre

Khazars

Khufu
Khwarezm
Kilwa

Kimpa Vita
Kokin-shu
Koran

Kuan Han-ch’ing

Lao-tsu

Laocoon

Leeuwenhoek, Antoine von
Le Vau, Louis

Leviticus

Licinius

Linnaeus, Carolus
Lippershey

Lunda

Lysistrata

Ma Yuan
Machiavelli

Machu Picchu
Manco Capac
Manichaeism
Mansa Musa
Marconi, Guglielmo
Marcus Aurelius
Marina, Dona
Maurya

Mausolus
Maximian

Medea

Medici, Lorenzo de
Mencius

Menes

Mentuhotep
Mercator, Gerardus
Methodius

jo-toh-MO-nin

WAH-rez (or HWAR-ez), buh-NEE-toh
JOO-bah of MAW-ruh-TAY-nee-uh
JOO-dus MACK-uh-BEE-us
joo-GUR-thuh

jus-TIN-ee-un

kuh-BOO-kee

KAL-uh-NEE-koes or KAL-uh-NIE-koes
kan-ee-EM-bo

KAHNT (or KANT, pronounced “can’t”), ee-MAN-yoo-el
KOW (asin “cow™ SOONG or KOWT SOONG
kar-AHN-guh

KAHSH-tuh

ka-ZEM-bee or ka-ZEM-bay

kay-EE-tee or KAY-tee

KAF-ree or KAF-ray

KAH-zars

KOO-foo

kwah-REZ-um or ker-AZ-um

KEEL-wah

KIM-puh VEE-tuh

KOH-kin-SHOO

kuh-RAHN

koo-WAHN (or KWAHN) hahn-CHING

LOUT-S0O0

lay-AH-co-ON

LAY-wen-hook (or LAY-wen-hoke), an-TWAHN von
luh VOE, LOO-ee

luh-VIT-uh-kus

luh-SIN-ee-us

luh-NAY-us, KAIR-oh-lus

LIP-er-SHAY

LOON-duh

LIS-is-TRAH-tuh

MAH yoo-AHN (or YWAHN)
MAH-kee-uh-VEL-ee

MAH-choo PEEK-choo

MAHN-co KAH-pock (or kah-POCK)
MAN-uh-KEE-ism

MAHN-sah MOO-sah

mar-KOH-nee, goo-glee-EL-mo
MAR-kus uh-REAL-ee-us
muh-REE-na, DOH-nyuh

MOU-er-yuh (in which MOU rhymes with “cow’)
mah-SO-lus or MAW-so-lus
mack-SIM-ee-un

muh-DEE-uh

MED-uh-chee, luh-REN-zoh duh
MEN-shus

MEE-nees

MEN-too-HOE-tep

mer-KAY-ter, jer-AR-dus
muh-THOE-dee-us
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Miltiades

Mistral, Gabriela

Mixcoatl

Mogul

Moliere

Monteczuma

Monteverdi, Claudio
Montgolfier, Jacques-Etienne
Montgolfier, Joseph-Michel
Moravia

LeMorted’Arthur

Mozart, Wolfgang Amadeus
Mu’awiyah

Muhammad

Murasaki Shikibu
Mutsuhito

Mycenae

Nazca
Nebuchadnezzar
Nefertiti

Nehru, Jawaharlal
Neruda, Pablo
Nike of Samothrace
Notre-Dame de Paris
Numidia

Ockham

Odoacer

Odysseus

Oedipus

Okuni

ollamalitzli
Olmecs

Omar Khayyam
Omayyad

Orfeo

Origen

Orleans (in France)
Ostrogoths

Ovid

Oyo

Ozolua

paganica

palla

Palmyra

Paré, Ambrose
Pascal, Blaise
Pasteur, Louis
Pax Romana
Peloponnesian
Pericles
Pertinax
Pharos
Phidias

mil-TEE-uh-days

mays-TRAHL, GAH-bree-AY-lah
MIX-co-AH-tul

MO-gul

mo-lee-AIR or mol-YAIR
MON-tuh-ZOO-mah or MON-tay-ZOO-mah
MON-tuh-VAIR-dee, KLAW-dec-oh
mont-GOLF-ee-ay, ZHOCK ay-tee-EN
mont-GOLF-ee-ay, zhoe-SEF mee-SHELL
mor-AY-vee-uh

luh MORT dar-THUR

MOAT-sart, VULF-gong AH-muh-DAY-us
moo-AH-wee-ah

moo-HAH-mahd

MOO-rah-SAH-kee SHEE-kee-BOO
moot-soo-HEE-toh

MY-suh-nay or my-SEE-nay or my-SEE-nee

NAZ-kuh or NAHZ-kuh
NEB-yoo-kud-NEZ-ar

NEF-er-TEE-tee

NAY-roo, jah-wah-HAR-lul

nuh-ROO-duh (or nay-ROO-dah), PAHB-lo

NYE-kee of SAM-oh-THRAYS (in which NYE rhymes with “pie”)

NO-tuh DAHM duh pair-EE
noo-MID-ee-uh

OCK-um

OH-doh-AH-ser or OH-doh-AY-ser
oh-DIS-ee-us

ED-uh-pus or EE-duh-pus
0h-KOO-nee

OH-luh-muh-LITS-lee

OHL.-mecks

OH-mar kye-AHM (or kye-AM, in which “kye” rhymes with “pie”)

oh-MY-yad
OR-fay-oh
OR-uh-jen
OR-lay-ahn
AHS-tro-GOTHS
AH-vid

oh-YO
oh-zo-LOO-ah

pah-gahn-EE-ka or pah-GAHN-ee-ka
PAL-uh

pal-MY-rah

par-AY, AM-brohz

pas-KAL (or PAS-kul), BLAYZ
pas-TUR, LOO-ce

POCKS ro-MAHN-ah
PEL-uh-po-NEE-zhun
PAIR-uh-kleez

PER-tin-acks

FAIR-ohs

FID-ee-us
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Phoenician foe-NEE-shun

Pi Sheng PEE SHENG

Piankhi pee-AHN-kee

Picasso, Pablo pee-KAH-so, PAH-blo

Pieta PEE-ay-TAH

Pizarro, Francisco pee-SAR-oh, frahn-SIS-co

Pliny PLIN-e

Plutarch PLOO-tark

Pocahontas PO-kuh-HAHN-tus

Polydorus PAH-luh-DOR-us

Pompeii pahm-PAY

Pompey PAHM-pee

Ponte, Lorenzo da PON-tay, lo-REN-zoh duh
Powhatan POW-uh-TAN or pow-HAT-un
Praetorius pruh-TOR-ee-us or pray-TOR-ee-us
Ptolemy TAHL-uh-mee

Pushkin, Aleksandr PUSH-kin (or POOSH-kin), AL-ecks-AN-der
Pydna PID-nuh or PEED-nuh

Pythagoras pith-AG-or-us

Pythius PITH-ec-us
Quetzalcoat!-Tolpiltzin KET-zal-co-AH-tul tol-PILT-zin
Rembrandt van Rijn REM-brant van RIN

Richelieu RISH-uh-loo or RE-shuh-lyoo
Rivera, Diego ree-VAY-rah, dee-AY-go

Roba’iyat ro-BAH-ee-yaht or ro-BAY-aht or ROO-bee-yat
Romulus Augustulus ROM-yoo-lus aw-GUST-yoo-lus
Roswitha RAHS-vith-uh or ROES-vigh-uh
Rousseau, Jean-Jacques r00-SO, ZHAHN ZHOCK

Rugerus of Helmarshausen =~ ROO-gur-us of HEL-mar-SHOU-sen (SHOU rhymes with “cow™)
Rurik RUR-ik

Rustichello ROOS-ti-CHELL.-oh

Saladin SAL-uh-DIN or SAL-ah-DEEN
Samarkand SAM-ar-KAND

San Martin, Jose de SAN mar-TEEN, ho-ZAY duh
Sankara Acharya san-KAR-ah ah-CHAR-yah

Sappho SAF-oh

Saracens SAIR-uh-sens

Saragossa SAIR-uh-GO-suh

Sargon SAR-gahn

Sassan sas-SAHN

Sassanid sas-SAHN-id

Satyrus sat-EYE-rus or sat-EER-us

Schola Cantorum SKO-lah (or SHO-l1ah) kahn-TOE-room
Scipio Aemilianus SKIP-ee-oh (or SIP-ee-oh) AY-mil-ee-AN-us
Sebastian del Cano suh-BAST-yun del KAH-noh

Seleucus suh-LOO-kus or sil-OO-kus

Seljuk SELL-juck or SELL-jook

Severus suh-VEER-us

Shah Jahan SHAH juh-HAHN

Shaka SHAH-kuh

Shih Huang Ti SHEE hoo-WONG (or HWONG) TEE
Shi’ite SHEE-ite

Shomu SHO-moo
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Shona

Shotuku

Simeon Bar Kosba
Socrates

Songhai

Sonni *Ali
Sophocles

Sostratus of Cnidus
Spartacus

Spinoza, Benedict de
Stravinsky, Igor
Striggio, Alessandro
stupa

Sucre, Antonio de
Suetonius

Suiko

Suleiman

“Sumer Is Icumen In”
Sumerians
SummaTheologica
Sun Yat-sen

Sung Yuen

Sunni

Suryavarman
Sushun

Sutton Hoo

Swahili

Tacitus

Tain Bo Cuailgne
T’ang

Taoism

Tarquinius Superbus

Tchaikovsky, Peter Ilich

Tenochtitlan
Teotihuacan
Texcocos

Thebes

Theodoric
Theodosius
Theophilus
Tiberius

Tikal

Timbuktu
Tiridates

Titian

tlachtli

Tlacopans
Tokugawa Ieyasu
Tordesillas
Torricelli, Evangelista
Tou-o yuan

Tours and Poitiers
Toussaint L’Ouverture
Trafalgar

SHO-nah

sho-TOO-koo

SIM-ec-un BAR KOCH-bah or KOSH-bah
SOCK-ruh-TEES

SONG-hie or SAHN-gie (with a “hard” g, as in “guy"™)
S$O-nee ah-LEE

SAHF-oh-KLEES or SAHF-uh-KLEES
sus-TRAH-tus of NIE-dus
SPAR-tuh-kus

spin-OH-zuh, BEN-uh-dikt duh
struh-VIN-skee, EE-gor

STREE-jee-oh, al-ay-S AHN-droh
STOO-puh

SOO-kray, an-TOE-neec-oh day
$00-TOE-nee-us

s00-EE-koh

SOO-lay-MAHN

SOO-mer is ick-OO-men in
soo-MAIR-ee-ans

SOO-muh TAY-oh-LO-jee-kuh

SUN (or SOON) yaht-SEN

SOONG yoo-EN

SOO-nee

SUR-yah-VAR-mahn

s00-SHOON

SUT-un HOO

swah-HEE-lee

TASS-uh-tus or TASS-ih-tus

TOYN boe COO-lee (or COO-ayn)

TONG

DOW-ism (or TOW-ism, in which DOW or TOW rhymes with “cow”)
tar-KWIN-ee-us (or tar-KWY-nee-us) soo-PER-bus
chy-KOF-skee, PEE-ter ILL-itch (or IL-yitch)
tay-NOTCH-teet-LAHN or tuh-NOCK-tayt-LAHN
TAY-oh-TEE-wah-KAHN

TECKS-co-COS

THEEBZ

thee-ODD-or-ick or thee-oh-DOR-ick
thee-oh-DOH-shus

thee-AH-fill-us

tie-BEER-ee-us

tee-KAHL

TIM-buck-TOO

TEER-uh-DAY-teez or TIE-ruh-DAY-teez
TEE-shun or TIH-shun

TLOTCH-tlee or TLOCK-tlee

TLOCK-oh-pahns

TOE-koo-GAH-wah ee-AY-ah-s00
TOR-day-SEEL-yahs

TOR-uh-CHELL-ee, ay-VAHN-jell-EE-stah
TOO-oh yoo-AHN

TOUR (rhymes with “sure”) and PWAH-tee-AY
t0o-SAHNT loo-vair-CHOOR

truh-FAL-gar
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Trajan TRAY-jun

Ts’ai Lun SIE (rhymes with “pie”) LOON

Tu Fu TOO FOO

Tupac Amaru TOO-pock (or too-POCK) ah-mar-OO
Tupac Yupanqui TOO-pock (or too-POCK) yoo-PAHN-kee
Tutankhamen TOOT-ahnk-AH-men

Tutuola, Amos TOO-too-OH-lah, AY-mus

Ulysses yoo-LISS-eez

*Umar ibn al-Khattab OO-mar (or 00-MAR) IB-in ahl-kuh-TAHB
Umayyad 00-MY-ahd

Uxmal OOKS-mal or UCKS-mal

Valencia vuh-LEN-see-uh

Valens VAY-lens

Van Gogh van GO or van GOCK

Varangians vuh-RAN-jee-uns or vuh-RAIN-jee-uns
Vedas VAY-das

Versailles vair-SIE (in which SIE rhymes with “pie”)
Vespasian ves-PAY-zhun or ves-PAY-shun
Viracocha veer-ah-CO-chah

Visigoths VIS-uh-GOTHS

Vlad Tepes VLAD SEP-esh or VLAD TEP-esh
Vladimir VLAD-uh-MEER

Voltaire vol-TAIR

Vostok VOSS-tock

Wagadu WOG-ah-DOO

Wagner, Richard VOG-ner, REE-card (or RICH-ard)
Wollstonecraft WOLL-stone-kraft

Wu Chao w00 JOU (in which JOU rhymes with “now")
Xerxes ZERK-sees

Yasovarman YAH-so-VAR-mahn

Yomei YO-may or yo-MAY

Yoritomo, Minamoto yor-EE-toh-mo, min-AH-mo-toh

Yoruba yor-OO-buh

Yucatan YOO-kuh-TAN

Yvain ee-VAIN

Zenobia zuh-NO-bee-uh

Zeus ZOOSE

Zhao Kuangyin ZHOW (rhymes with “how™) kwong-YIN (or kwon-JIN)
ziggurats ZIG-uh-RATS

Zimbabwe zim-BOB-way or zim-BOB-wee
Zoroaster ZOR-oh-AS-ter

Zoroastrianism ZOR-oh-AS-tree-an-ism

Zoser Z0-ser or ZO-sher



INDEXTO THEDATAINTIME NAVIGATOR AROUND THE WORLD

Time Navigator Around the World contains references to hundreds of names, works of
literature, artworks, cultural artifacts, and other items of interest in world history and culture.
The following index lists the items referred to in Time Navigator Around the World. After each
item are one or more code numbers that refer to the period(s) in which that item appears:

1 =3999-3000 B.C.
2 =2999-2000 B.C.
3=1999-1000 B.C.
4=999-500 B.C.
5=400sB.C.

6 =300s B.C.

7 =200s B.C.
8=100sB.C.
9=99-1B.C.
10=(A.D.) 1-99

11 = Early 100s

12 = Late 100s

13 = Early 200s
14 = Late 200s
15 = Early 300s
16 = Late 300s
17 = Early 400s
18 = Late 400s
19 = Early 500s
20 = Late 500s
21 = Early 600s
22 = Late 600s
23 = Early 700s
24 = Late 700s

25 = Early 800s
26 = Late 800s
27 = Early 900s
28 = Late 900s
29 = Early 1000s
30 = Late 1000s
31 =Early 1100s
32 =1Late 1100s
33 = Early 1200s
34 = Late 1200s
35 = Early 1300s
36 = Late 1300s

37 = Early 1400s
38 = Late 1400s
39 = Early 1500s
40 = Late 1500s
41 = Early 1600s
42 = Late 1600s
43 = Early 1700s
44 =Late 1700s
45 = Early 1800s
46 = Late 1800s
47 = Early 1900s
48 = Late 1900s

Following each code number is a code letter that indicates the topic category in which that item
appears:

A = Artfacts

L = Arts and Literature
C = Conversations

H = Headlines

P = People

While this index is extremely detailed, it is not totally comprehensive. Some subjects that appear
with very great frequency are not included, such as “China,” “Rome,” “Roman Empire,” and
“England.” These subjects are referred to in Time Navigator Around the World literally dozens
of times, so they are not listed in this index. Also, some passing references deemed of little use

in helping students to determine the correct time period are not included.

Abailard, Pierre, 31P

‘Abbasid dynasty, 24P

‘Abd al-Malik ibn Marwan,
22L

‘Abd ar-Rahman I, 24L

Abu Bakr, 21L, 21P

Abu J'far al-Mansur, 24P

Abu Masa Dshaffar, 23A

acre, 35A

Acropolis, SL

Actium, Battle of, 9H

adding machine, 41A, 41P

Adrianople, Battle of, 16C

Aeneid, 9L

Aeschylus, SH

Aesop, 4P

African nations, newly
independent, 48C

Agamemnon, 3H

Age of Discovery, 37A, 40A

Agesander, 9L

air pump, 42A

airplane, 47A

Akbar, 40P

Akhenaton (Amenhotep IV),
3H, 3P

Akkadian Empire, 2H

Aksum, 15H

Al-Hasan ibn Muhammad,
39L

Aladdin, 26L.

Alaric, 17H

Alboin, 20H

alchemy, 17A

Alcuin, 24P

Alexander II (of Russia), 46C

Alexander the Great, 6C, 6H,
6P, 7C

Alexandria, 7C, 7L

Alfonso VI, 30H

Alfonso the Warrior, 31H

Alfred the Great, 26P, 27P

algebra, 14A

Alhambra, 36C

‘Ali, 22P

Ali Baba, 26L

Alp-Arslan, 30P

alphabet, 3A, 26A

Amda Tseyon, 35P

American Civil War, 46H

American Revolution, 44H,
4L, 4P

Anasazi, 30L

Angkor, 27P, 31L

Angkor Wat, 31L

Angles, 18H

Anglo-Saxons, 2L

Antarctica, 44C

Anthemius of Tralles, 19L

Antigone, 5L

Antigonus, 6C

Antony, Marc, 9H, 9P, 10H

Aphrodite, 8L

Apollo (Greek/Roman god),
9L

Apollo 11, 48H

Apollo spacecraft, 48A

Appian Way, S9H
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Apple Il microcomputer,
48A

Apulia, Battle of, 9H

aqua regia, 23A

Aquinas, Thomas, 34L

Arabs, 22C, 22H, 24A, 24H,
25H, 33A

arch, 6A

Arch of Titus, 10L

Archimedes, 7A, 7H, 7P

Archimedes’ screw, 7A

Ardashir, 13C

Aristophanes, 5P

Aristotle, 6C, 34L

Armenia, 11H, 14H

armor, 34A

Armstrong, Neil, 48H

Artemis, 4L

Artemisia, 6L

Arthur, 31L, 32L, 36L, 38L

Asoka, 7C

astrolabe, 7A

astronauts, 48A



Atahualpa, 39H

Athena, 5L, 8C

Athenodorus, 9L

Athens, 5C, 5H, 5L, 6H

Aton, 3H

Attila the Hun, 17H, 17P,
19H

Attucks, Crispus, 44P

Augustine of Hippo, 17L

Augustus Caesar (Octavian),
9C, 9H, 10H, 10P

Aurelian, 14P

Austen, Jane, 45L

Australia, 44C

Austrian Succession, War of,
43H

Avars, 22C

Avicenna of Bukhara, 29P

Avignon, 36H

Ayacucho, Battle of, 45H

Azcapotzalco, 37H

Aztecs, 28P, 37H, 39C, 39P

Babel, Tower of, 3A

Babylonia, 3A, 3H, 4L, 4P

Bach, Johann Sebastian, 431,
43P

bacteria, 42C

Baghdad, 24A, 24P

ballet, 46L, 471

barometer, 41A

baroque, 43L, 43P

Basil I, 28H

Basques, 31L

Baths of Diocletian, 14L

Bayeux Tapestry, 30L

Beatles, 48L

Becket, Thomas a, 32P

Bede, Venerable, 23L, 23P

Beethoven, Ludwig van, 45L

Behaim, Martin, 38A

Belar, Herbert, 48A

Benin, 371, 38C, 43H

Beowulf, 231

Berlin Wall, 48C

Bhagavad-gita, 13L

Bible, 41L

Bismarck, Otto von, 46C

Black Death (plague), 35H

Boadicea, 10P

Body of Civil Law, 19C

Boethius, 19L

Bolivar, Simon, 45H

Bologna, University of, 30A

Bolsheviks, 47H

Bonnano Pisano, 32L

Boston Massacre, 44P

bound books, 16A

Brahe, Tycho, 42P

Brandenburg Concertos, 43L

Bronte, Emily, 45L

bronze, 1C

Buddha, Gautama, 5P

Buddhism, 5P, 7C, 16L, 19A,
19H

bull-leaping, 3C

Bunyan, John, 421

Burke, Edmund, 4P

Byzantine Empire, 19P, 20H,
22A, 22C, 24C, 25H, 28H,
30P, 38H

Byzantine palla, 22A

calendar, 2A

Callicrates, 5L

Calvin, John, 40P

Canada, 46H

Canterbury Tales, The, 36L,
36P

Canute the Great, 29H

Cape Town, 42C

Caracalla, 13H, 13P

carrier pigeons, 5A

Carthage, 7H, 8H

Cassiodorus (Flavius
Cassiodorus), 20C, 20L

Castille, 30H, 31H

Castillo of Chichen Itza, 27L

castles, 27A

catapult, 6A

Catherine of Aragon, 39H

Catherine the Great, 44P

Cato the Elder, 8P

cats, 3C

Catullus, 9A

Caves of the Thousand
Buddhas, 16L

Celts, 4A, 11C, 111, 18H

Cervantes, Miguel de, 41L

Cetewayo, 46P

Chaldean Empire, 4P

Chandra Gupta I, 15P

Chanson de Roland, 31L

Chares of Lindus, 7L

chariot, 2A

Charlemagne, 25C, 25H, 25P,
31L

Charles (dauphin of France),
37H

Charles I (of England), 41H,
42H

Charles II (of England), 42H

Charles V (Holy Roman
Emperor), 40C

Chartres cathedral, 34L

Chaucer, Geoffrey, 36L, 36P

chemical warfare, 5A

Cheng Ho, 37C

chess, 20A

Chichen Itza, 27L

Chikamatsu, Monzaemon,
43P

Chretian de Troyes, 32L

Christian humanism, 39L

Christianity, 10A, 10C, 10H,
10L, 10P, 14H, 15H, 15P,
16H, 16P, 171, 26A, 34L,
35P, 43P

Chronicles, 371

Chu Yuan-chang, 36H, 36P

church buildings, 10A

church modes, 25A

Churchill, Winston, 47P

Cicero, 9P

Cid, E1, 30H

City of Ged, The, 171

civil rights, 48H

clavichord, 36A

Clement VII (antipope), 36H

Clement VII (pope), 39H

Cleopatra, 9H, 9P

Clermont, 45A

dock, 42A

Clouds, The, 5P

Code of Hammurabi, 3H

Code of Justinian, 19C

coffee, 26A

Collegiate Church of Notre-
Dame, 31A

colonialism, 48C

Colosseum, 10L

Colossus of Rhodes, 7L

Columbus, Christopher,
38A, 38H, 38P

Commodus, 12H

compass, 32A

concrete, 8A

Confucianism, 5P, 6P

Confucius, 5P, 6P

Congo, 43P

Consolation of Philosophy, The,
19L

Constantine the Great, 154,
15C, 15H, 15P

Constantinople, 15C, 16H,
17H, 191, 22C, 24 A, 30C,
38H

Cook, James, 44C

Copernicus, Nicolaus, 39P,
41H

copper, 1C

Coptic Christianity, 35P

Cordoba, 28A

Cortes, Hernan, 39C, 39P

cotton, 1C

Crete, 3C

Cristofori, Bartolomeo, 43A

Critique of Pure Reason, 44L

Cromwell, Oliver, 41H, 42H

crossbow, 26A

Crusades, 30H, 32C, 32P,
33A,34H

cubism, 471

cuneiform, 1A

Curie, Marie, 46A, 47P

Curie, Pierre, 46A

Cyril, Saint, 26A

Cyrillic alphabet, 26A

Cyrus the Great, 4P

da Gama, Vasco, 39P
Daguerre, Jacques, 45A
daguerrotypes, 45A
Daigo, 27L

Danelaw, 27C
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Dante Alighieri, 35L

Darius, 5H

Darius III, 6H

Darwin, Charles, 46P

David, 4H

Dekanawidah, 40C

De Laudibus Dei, 18L

De Officiis Regnum, 35A

Decius, 14C

Declaration of Independence,
44H

Descartes, René, 411

Deuteronomy, 6L

Dialogues, 6L

Dickens, Charles, 451

Diodetian, 14H, 14L

Diophantus of Alexandria,
14A

Discus Thrower, The, 5L

Disraeli, Benjamin, 46P

Divine Comedy, The, 35L

Doctor Faustus, 40L

Dome of the Rock, 22L

Domesday Book, 30C

Domitian, 10L

Don Giovanni, 441

Don Quixote, 41L

Donatello, 37P

doublet, 37A

Dracontius of Carthage, 18L

Dracula, 38P

Duncan |, 30P

dynamite, 46A

Easter Island sculptures, 25L —

Ecclesiastical History of the
English People, 231

Edison, Thomas, 46A

Edo, 38C

Edward I (of England), 35A

Edward H1 (of England), 36C

Edward the Elder, 277

Edward, the Black Prince,
36C

Eiffel Tower, 46L

Eiffel, Alexandre-Gustave,
46L

Eleanor of Aquitaine, 32H

Electra, 5P

Eliot, T.S., 47L

Elizabeth | (of England),
40H, 40P

Empire State Building, 471

Enlightenment, 44P

English Givil War, 41H, 42H

Epic of Gilgamesh, 3L

Erasmus, Desiderius, 39L

Erik the Red, 28H, 29H

Eriksson, Leif, 29H

Essay Concerning Human
Understanding, An, 42L

Ethelfleda, 27P

Ethelred the Unready, 297

Ethiopia, 15A, 15H, 26A,
35P, 47C



Etruscans, 4A

Euclid, 7P

Euripides, SP
Everyman, 38L.
evolution, 46P
excommunication, 30C
Exeter Book, The, 28L
Exodus, 3P, 6L
eyeglasses, 34A

Ezana, 15H

Fahrenheit, Gabriel], 43A

Faraday, Michael, 45P

Fatamid caliphate, 28C

Ferdinand of Aragon, 38H,
38P

feudalism, 23C

Fibonacdi, Leonardo, 33C

firearms, 35A

flying buttress, 31A

Forbidden City, 37L

Francis of Assisi, 33P

Frankenstein, 45L

Franklin, Benjamin, 44A

Franks, 23C, 23H, 23P, 25P

Frederick Barbarossa, 32P

French Revolution, 44H, 441

Freud, Sigmund, 47P

Froissart, Jean, 37L

Fulton, Robert, 45A

Gagarin, Yury, 48H

Galen, 12P

Galileo, 41A, 41H, 424, 43A

Gandhi, Mahatma, 47P

Garibaldi, Giuseppe, 46C

Gaugamela, Battle of, 6H

Gaza Strip, 48H

Genesis, 6L

Genghis Khan, 33H, 34H,
36H

Genoa, 28C

Geoffrey of Monmouth, 31L

Ghana, 25H

Gilgamesh, 3L

gladiators, 7A

glass mirror, 34A

globe, 38A

Glorious Revolution, 42H

Goethe, Johann Wolfgang
von, 45P

Golan Heights, 48H

Golden Horde, 34C

golf, 16A

Gorbachev, Mikail, 48C

Gospels, 10L

Gothic architecture, 31A,
33L,34L

gothic novel, 45L

Goya, Francisco de, 45P

Granada, 36C

Grant, Ulysses S., 46H

Great Moravia, 27H

Great Mosque of Cordoba,
24L

Great Pyramids of Egypt, 2L

Great Schism, 36H

Great Sphinx, 2L

Great Wall of China, 7L

Great Zimbabwe, 36L

Greek fire, 22A

Greenland, 28H, 29H

“Greensleeves,” 40L

Gregorian chant, 15L, 20L,
20P

Gregory I the Great (pope),
20L, 20P

Gregory XI (pope), 36H

Guericke, Otto von, 42A

Guernica, 471

Guilliver's Travels, 43L

gunpowder, 29A

Gupta dynasty, 15P, 19H

Gustavus Adolphus, 41C

Gutenberg, Johannes, 37A,
37P

Habsburgs, 40C

Hadrian, 11C, 11H, 11L

Hadrian’s Wall, 11L

Hagia Sophia, 19L

Haile Selassie, 47C

Haiti, 45P

Haley, Alex, 48L

“Hallelujah Chorus,” 43L

Hammurabi, 3H

Han Wu Ti, 8C

Handel, George Frederic,
43L

handkerchiefs, 39A

Hanging Gardens of
Babylon, 4L

Hannibal, 7H

Hanseatic League, 34C

Harappa, 2C

Hardouin-Mansart, Jules,
42L

Hargreaves, James, 44A

Hargreaves, Jenny, 44A

Harmon, Arthur, 470

Harold 11, 30H

Hastings, Battle of, 30H, 30P

Hatshepsut, 3P

headdresses, 36A

Hebrews, 3P

Hegira, 21C

Heliand, 25L

Heliogabalus, 13P

Helios, 7L

Hemingway, Ernest, 48L

Henlein, Peter, 39A

Henry I (of England), 31C

Henry Il (of England), 32H,
32p

Henry IV (Holy Roman
Emperor), 31H

Henry the Navigator, 37C

Henry VI (of England), 37H

Henry V11, 39H, 39P

Hera, 8C

Herculaneum, 10C

Herekali, 431

Hesiod, 4P

Hiawatha, 40C

Hierakonpolis mural, 1L

hieroglyphics, 1A, 1L

Hindenburg disaster, 47A

Hindenburg, Paul von, 47H

Hindu-Arabic numerals,
24A, 33C

Hinduism, 3L, 13L

Hippocrates, 6P

History and Description of
Africa, The, 39L

History of the Kings of Britain,
The, 31L

Hitler, Adolf, 47C, 47H

Hittites, 2A

Holocaust, 47C

Holy Roman Empire, 28P,
32P, 40C

Homer, 4L

Horace, 9P

horse-drawn chariot, 2A

horseshoes, 9A

Horyuiji temple and
monastery, 21L

hot-air balloon, 44A

Hrosvitha, 28L

Hundred Years’ War, 37P

Hungars, 27H

Huns, 17C, 17H, 17P, 19H,
22C

Husuni Kubwa, 34L

Huygens, Christian, 42A

hydraulic press, 41P

hydraulis, 7A

Hyksos, 2A

1 Ching, 3L

Iceland, 28H

Ictinus, 5L

Ides of March, 9C

ife, 33L

Ife heads, 33L

Niad, 4L

Imhotep, 2H

Incas, 26L, 33P, 37P, 38P,
39H, 40H

Indus Valley, 2C, 23H

Industrial Revolution, 4A

Inquisition, 38H, 38P

Institutes of Divine and Secular
Literature, 20L

investiture controversy, 31H

Ireland, 18P

Iroquois, 40C

Isabella of Castille, 38H, 38P

Isidore of Miletus, 19L

Islam, 21H, 21L, 21P, 22P,
24H, 35C, 35H, 39L

Islamic Empire of the
Caliphs, 29C

Islamic university, 28A

Israel, 4H, 48H

Itzcoatl, 37H
Ivan the Terrible, 40P

James I (of England), 41L

James II (of England), 42H

Jamestown, 41P

Janssen, Hans, 40A

Janssen, Zacharias, 40A

Java, 35C

Jefferson, Thomas, 4H

Jerome, 16P

Jerusalem, 11H

Jerusalem, 4H, 4L, 4P, 10L,
32C

Jesus of Nazareth, 10L, 10P

jeu de paume, 31A

Joan of Arc, 37H, 37P

John (King of England), 33H

John of Fornsete, 33L

Josephus, Flavius, 10P

Jotomon'’in, 29L

Juarez, Benito, 46H, 46P

Juba II of Mauretania, 10P

Judaism, 3P, 6L, 24C

Judas Maccabeus, 8P

Jugurtha, 8P

Julius Caesar, 9C, 9P

Juno, 8C

Jupiter, 8C

Justinian I, 19C, 19L, 19P

Jutes, 18H

Kabuki theater, 41A

Kallinikos of Byzantium,
22A

Kaniembo, 44C

Kant, Immanuel, 44L

Kao Tsung, 22P

Kapital, Das, 46L

Karanga, 30C

Kashta, 4H

Kazembe, 44C

Keats, John, 45L

Keiti, 46H

Keller, Helen, 48P

kempo, 19A

Kepler, Johannes, 41A, 41P

Khafre, 2L

Khanate of the Golden
Horde, 34C

Khazars, 24C

Khufu, 2L

Khwarezm, 33H

Kiev, 28H

Kilwa, 34L

Kimpa Vita, 43P

King James Bible, 41L

King Lear, 41L

King, Martin Luther, Jr.,
48H, 48P

Kokin-shu, 271,

Koran, 21L, 28A

Kremlin, 32L

Kuan Han-ch'ing, 34L

Kublai Khan, 34H, 34P



Kush, 4H
Kushan Empire, 12C

Lamb, William, 471

Lao-tsu, 4P

Laocoon, 9L

Last Supper, The, 38L

Le Vau, Louis, 42L

League of Nations, 47C

League of the Iroquois, 40C

Leaning Tower of Pisa, 32L

Lear, 31L

Lee, Robert E., 46H

Leeuwenhoek, Antoine von,
42C

Lenin, 47H

Leo Africanus, 39L

Leo Il (pope), 25H

Leo IX (pope), 30C

Leo X (pope), 39H

Leon, 31H

Leonardo da Vinci, 381, 39L

Leonardo of Piza, 33C

Leviticus, 6L

Liang Wu Ti, 19H

Library of Alexandria, 7C

Licinius, 15H

Licinius Crassus, 9H

lightning rod, 44A

Linnaeus, Carolus, 44P

Lippershey, Hans, 41A

Locke, john, 42L

Lombards, 20H

longbow, 30A

Louis Philippe, 45C

Louis the Pious, 25C, 25P

Louis XIII, 41A,41P

Louis XIV, 421, 43C

Louis XVI, 4H

lunar module, 48A

Lunda, 4C

lute, 33A

Luther, Martin, 39H, 39P,
41C

Lysistrata, 5P

Ma Yuan, 33P

Macbeth, 30P

Macdonald, John Alexander,
46P

Macedonia, 6H, 8H

Machiavelli, Niccolo, 39L

Machu Picchu, 26L

Magellan, Ferdinand, 39H

Magna Carta, 33H

magnetic compass, 32A

Magyars, 27H

maize, 18C

Malcolm 11, 30P

Mali, 35H, 38H

Malory, Thomas, 38L

Manco Capac, 33P

Manichaeism, 14C

Mansa Musa, 35H

Mao Tse-tung, 48P

maps, 124, 40A

Marathon, Battle of, 5H

Marco Polo, 34P, 35L

Marconi, Guglielmo, 46A

Marcus Aurelius, 12P

Maria Theresa, 43H

Marie Antoinette, 4H

Marina, Dofia, 39P

Marlowe, Christopher, 40L

Martel, Charles, 23H, 23P,
25H, 25P

martial arts, 19A

Marx, Karl, 46L

Mary II (of England), 42H

Mary, Queen of Scots, 40P

Mather, Cotton, 43P

Matilda, 31C

Maurya Empire, 7C

Mausoleum at
Halicarnassus, 6L

Mausolus, 6L

Maximian, 14H

Maximilian, 46H, 46P

Mayans, 12L, 26H, 271

Mecca, 21C, 21H, 35H

Medea, 5P

Medean Empire, 4P

Maedid, Lorenzo de, 38P

Medina, 21C

Mencius, 6P

Menes (Narmer), 1H, 1L, 1P

Mentuhotep, 2P

Mercator projection, 40A

Mercator, Gerardus, 40A

Merda, 27P

mercury thermometer, 43A

Mesopotamia, 2C, 2H, 2P,
3L, 5A, 11H

Messiah, 43L

Metamorphoses, 10L

Methodius, Saint, 26A

Michael Cerularius, 30C

Michelangelo, 38L, 39L

microcomputer, 48A

microscope, 40A

Middle English, 36L

Milan, Edict of, 15H

Miltiades, SH

Milton, John, 42L

minarets, 23A

Minerva, 8C

Ming dynasty, 36P, 37C, 37L

mirror, 34A

Misanthrope, The, 42L

Mississippi Valley culture
mounds, 29L

Mistral, Gabriela, 47P

Mixcoat], 26H

Mogul Empire, 40P, 41L

Moliere, 42L

Mona Lisa, 39L

Mongolian Empire, 33H,
34C, 34H, 34P, 36H

Monteczuma II, 39P

68

Monteverdi, Claudio, 41C,
41L

Montgolfier, Jacques-
Etienne, 44A

Montgolfier, Joseph-Michel,
4A

morality plays, 38L

Moravia, 27H

More, Thomas, 39L

Morgan, Garrett A., 47A

Morse, Samuel F.B., 45A

Morte & Arthur, Le, 381

Moscow, 32L

Moses, 3P

movable type, 29A, 37A

movable type printing press,
37P

Mozart, Wolfgang Amadeus,
4L

Mu‘awiyah, 22P

Muhammad, 21C, 21H, 21L,
21P, 22P, 23A, 43L

mummies, 1A

Murasaki Shikibu, 29L

musical notation, 33A

Mussolini, Benito, 47C

Mutsuhito, 46H

My Life in the Bush of Ghosts,
48L

Mycenae, 3H

Myron, 5L

Napoleon Bonaparte, 45C,
45H, 45P ’

Napoleon I1], 46H

Narmer (Menes), 1H, 1L, 1P

Native American foods, 43C

Nazca ground figures, 9L

Nazis, 47C, 47H

Nebuchadnezzar 11, 4P

Nefertiti, 3P

Nehru, Jawaharlal, 48P

Nelson, Horatio, 45C

neo-dassicism, 44L

Nero, 10H

Neruda, Pablo, 48P

New Testament, 101

Newton, Isaac, 43P

Night Watch, The, 42P

Nightingale, Florence, 46P

Nike of Samothrace, 8L

Nobel, Alfred, 46A

Normans, 30H

Norse, 25A

Notre-Dame de Paris, 33L

Nubians, 4H, 2H

Numbers, 6L

Numidia, 8P

Ockham's razor, 35P

“Ode on a Gredian Urn,” 45L
Odo, bishop of Bayeaux, 30L
Odoacer, 18H, 18P
Odysseus, 4L

Odyssey, 4L

Oedipus, 5L

Oedipus Rex, 5L
O’Higgins, Bernardo, 45H
Okuni, 41A

Old English, 231

Old Man and the Sea, The, 481
Old Testament, 6L

Oleg, 26C

Oliver Twist, 45L
ollamalitzli, 27A

Olmecs, 27A

Olson, Harry, 48A
Olympic Games, 4A
Omar Khayyam, 30L, 31P
Omayyad Arabs, 24H
opera, 41C, 41L, 441, 46L
Orfeo, 41L

organ, 7A, 24A

Origen, 13P

Orleans, Battle of, 37H
Orthodox Church, 43P, 30C
Ostrogoths, 16C, 19L

Otto the Great, 28P
Ottoman Empire, 39P
Ovid, 10L

Oyo, 43H

Ozolua, 38C

paganica, 16A

pagodas, 19A

Pakistan, 47H

Palace of Versailles, 42L

palla, 2A

Palmyra, 14P

Pantheon of Rome, 11L

paper, 11A, 11P, 24C

paper money, 25C

papyrus, 1A

Paradise Lost, 421

Parallel Lives, 11L

parchment, 8A

Paré, Ambrose, 40C

Parthenon, 5L

Pascal, Blaise, 41A, 41

Pasteur, Louis, 46P

Patrick, Saint, 18P

Paul of Tarsus, 10P

paved streets, 8A

Pax Romana, 13C

Peloponnesian Wars, 5H

pendulum, 42A

Pericles, 5C, 5P

Perry, Matthew, 46H

Persian Empire, 4P, 5C, 5H,
6H, 12C, 14H

Pertinax, 12H

Peter the Great, 43P

Pharos at Alexandria, 7L

Phidias, SL

Philip I (of Spain), 40H

Philosopher’s Stone, 17A

Phoenician trading ships, 4A

Phoenicians, 3A, 4A

phonograph, 46A

photography, 45A



Pi Sheng, 29A

Piankhi, 4H

piano, 43A

Picasso, Pablo, 47L

Picts, 16H

Pierce, Franklin, 46H

Pieta, 381

Pilgrim’s Progress, 2L

Pizarro, Francisco, 39H

Plague (Black Death), 35H

Plato, 6L

playing cards, 28A

Pliny the Elder, 10C

Plutarch, 11L

Pocahontas (Matoaka), 41P

pocket watch, 39A

pok-ta-pok, 27A

Polydorus, 9L

Polynesians, 15C, 25L

Pompeii, 10C

Pompey, 9H

Ponte, Lorenzo da, 44L

Pope, Alexander, 43P
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Powhatan, 41P

Praetorius, Michael, 41C

Praise of Folly, The, 39L

Pride and Prejudice, 45L

Prince, The, 39L

printing, 21A

printing press, 374, 37P

Protestant Reformation, 39P,
40P, 41C

Prussia, 34H

Ptolemy, 6C

Ptolemy, Claudius, 124, 12P

pueblos, 30L

Punic Wars, 7H, 8H

Purcell, Henry, 42P

Puritans, 42L

Pushkin, Aleksandr, 45P

Pydna, Battle of, 8H

pyramids and temples of
Teotihuacan, 10L

pyramids of Egypt, 2C, 2H,
2L

Pythagoras, 4P
Pythagorean theorem, 4P
Pythius, 6L

Quetzalcoatl-Tolpiltzin, 28P

radio, 46A

radium, 46A

Raleigh, Walter, 40P

Ramses II, 3P

Rembrandt van Rijn, 42P

Renaissance, 37P, 38L, 38P,
40P, 42P

Republic, 6L

Rhine River, 15A

Richard the Lion-Hearted,
32C

Richelieu, Cardinal, 41P

Ring of the Nibelung, The, 46L

Rite of Spring, The, 471

Rivera, Diego, 47C

Roba’iyat, 30L

Robert de Bruce, 35P

rock music, 48L

Roland, 31L

Rolfe, John, 41P

romanticism, 45L, 45P, 46L

Romeo and Juliet, 40L

Romulus Augustulus, 18H

Roosevelt, Eleanor, 47H

Roosevelt, Franklin, 47A

Roots, 481

Roswitha, 28L

Rousseau, Jean-Jacques, 44L

ruffs, 40A

Rugerus of Helmarshausen,
31A

Rurik, 26P

Russia, 26P

Russian Revolution, 47H

Rustichello, 34L

Saladin, 32C, 32P

Samarkand, 24C, 24H, 37H

Samoans, 15C

San Martin, Jose de, 45H

Sankara Acharya, 23P

Sappho, 4P

Saracens, 23H, 23P, 31L

Saragossa, 31H

Sargon the Great, 2H, 2P

Sassan, 13C

Sassanid dynasty, 13C

Satyrus, 6L

Saul, 3P

Saxons, 18H, 26P

Schola Cantorum, 15L

Scpio Aemilianus, 8H

scissors, 3A

Scots, 16H

Sebastian del Cano, 39H

Second Republic (of France),
45C

Seleucus, 6C

Seljuk Turks, 29C, 30P

serfdom, 46C

Seven Wonders of the
World, 2L, 4L, 5L, 6L, 7L

Severus Alexander, 13P

Sgt. Pepper's Lonely Hearts
Club Band, 48L

Shah Jahan, 41L

Shaka, 45H

Shakespeare, William, 40L,
41L,41P

Shang, 3A

Shaw, George Bernard, 47P

Shelley, Mary, 45L

Shelley, Percy Bysshe, 45P

Shi’ite Islam, 22P

Shih Huang Ti, 7L, 7P

Shih Huang Ti mortuary
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Shinto, 18A

ships with multiple masts,
37A

shogunate, 32H, 41P, 46H

Shomu, 23C

Shona, 30C, 36L

Shotuku, 20H

Shreve, Richmond, 47L

silk, 3A

Simeon Bar Kosba, 11H

Sinbad, 26L

Sir Gawain and the Green
Knight, 36L

Sistine Chapel, 39L

Six-Day War, 48H

Sixtus IV (pope), 38H

Slave Coast, 43H

slavery, 8H, 9H, 35H, 39C,
43H, 46C

Smith, Adam, 4L

soap, 4A

Social Contract, 44L

Socrates, 5P, 6H, 6L

Solomon, 4H, 4L

Solomon’s Temple, 4L

Song dynasty, 28P

Songhai Empire, 38H

Sonni ‘Al, 38H

Sophocles, 5H, 5L

Sostratus of Cnidus, 7L

Spanish Armada, 40H

Spanish Civil War, 47L

Spanish Inquisition, 38H,
38p

Sparta, 5A, 5SH

Spartacus, 9H

Sphinx, 2L

spinning jenny, 44A

spinning wheel, 38A

Spinoza, Benedict de, 42P

stained glass, 31A

standardized measure, 35A

Starry Night, The, 46L

Statue of Zeus at Olympia,
SL

steam engine, 44A

steamship, 45A

Stephen (of England), 31C

Stonehenge, 3L

Stravinsky, Igor, 47L

Striggio, Alessandro, 41L

stupa, 19A

Sucre, Antonio de, 45H

Suetonius, 11P

Suiko, 20H

suits of armor, 34A

Suleiman the Magnificent,
39P

Sumatra, 35C

“Sumer Is Icumen In,” 33L

Sumerians, 1A, 1TH

Summa Theologica, 34L

Sun Yat-sen, 47P

Sung Yuen temple complex,
19A

Sunni Islam, 22P

Suryavarman I], 31L

Sushun, 20H

Sutton Hoo ship-burial, 22L

Swahilj, 43L

Swan Lake, 46L

Swift, Jonathan, 43L

Symphony No. 9 in D minor,
45L

synthesizer, 48A

Syracuse, 7H

syringe, 41P

Tacitus, 11P

Tain Bo Cuailgne, 24L

Taj Mahal, 411

Tale of Genji, The, 29L

Tamerlane, 37H

T'ang dynasty, 27H

Taoism, 4P, 19H

Tarquinius Superbus, 4C

Tchaikovsky, Peter Ilich, 46L

telegraph, 45A

telescope, 41A

television, 47A, 48L

Temple of Artemis at
Ephesis, 4L

Ten Commandments, 3P

Tenochtitlan, 37H, 39C

Teotihuacan, 10L, 18C, 26H

Teutonic Knights, 34H

Texcocos, 37H

Thatcher, Margaret, 48P

Thebes, 2P

Theodora, 19P

Theodoric the Ostrogoth,
18P, 19L

Theodosius I (the Great),
16H, 16P

Theodosius II, 17H

Theophilus, 31A

thermometer, 43A

Thirty Years’ War, 41C, 41P

Thousand and One Arabian
Nights, The, 26L

Tiberius Caesar, 10H, 10P

Tikal, 26H

Timbuktu, 38H

Tiridates III, 14H

Titian, 40P

Titus, 10L

tlachtli, 27A

Tacopans, 37H

togas, 4A

Tokugawa leyasu, 41P

Tolstoy, Leo, 461

Toltecs, 26H, 28P

Torah, 6L

Tordesillas Treaty, 38C

Torricelli, Evangelista, 41A

Tou-0 yuan, 34L

Tours and Poitiers, Battles
of, 23H, 23P



Toussaint L’Ouverture, 45P

Tower of Babel, 3A

Trafalgar, Battle of, 45C

traffic signals, 37A

Trajan, 11H

Travels of Marco Polo, The,
35L

Trojan War, 3H, 4L

Trojan Women, The, 5P

trousers, 18A

Troy, 3H

Ts’ai Lun, 114, 11P

Tu Fu, 24P

Tupac Amaru, 40H

Tupac Yupanqui, 38P

Turks, 29C, 30P, 37H, 38H,
39p

Tutankhamen (King Tut), 3P

Tutu, Desmond, 48P

Tutuola, Amos, 48L

Tyndale, William, 411

Ulysses, 4L

‘Umar ibn al-Khattab, 21C

Umayyad dynasty, 22P

United Nations, 47H

United States of America,
44H, 4P

university, 28A, 30A

Urban II (pope), 30H
Urban VI (pope), 36H
Utopia, 39L

Uxmal, 26H

Valendia, 30H

Valens, 16C

Van Gogh, Vincent, 46L

Vandals, 17C

Varangians, 26C

Vatican, 39L

Vedas, 3L

Venice, 28C

Venus de Milo, 8L

Verdun, Treaty of, 25C

Versailles, 42L

Vespasian, 10L

Vesuvius, Mount, 10C

Victoria (of England), 46C,
46P

Victory Tablet of Narmer, 1L

Viking longships, 25A

Vikings, 254, 26C, 26P, 27C,
27P, 28H, 29H, 29P

Vinland, 29H

Viracocha, 37P

Virgil, 9L

Visigoths, 16C, 17H

Vlad Tepes, 38P
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Vladimir, 28H
Voltaire, 44P
Vostok 1, 48H
Vulgate Bible, 16P

Wagadu, 25H

Wagner, Richard, 46L

War and Peace, 461

Washington, George, 44P

Waste Land, The, 47L

water screw, 7A

Waterloo, Battle of, 45H

Watt, James, 44A

Wealth of Nations, The, 441

West Bank, 48H

wheelbarrow, 13A

wigs, 41A

William III (of England), 42H

William of Ockham, 35P

William the Conqueror, 30C,
30H, 30L, 30P

Williams, Roger, 41P

wind organ, 24A

windmill, 214, 322A

Winged Victory, 8L

Wollstonecraft, Mary, 44P

World War |, 47H, 47L

World War 11, 47H, 47P, 48P

Wright, Orville, 47A

Wright, Wilbur, 47A
writing, 1H

Wu Chao, 22P
Wuthering Heights, 451

Xerxes (the Great), 5C, 5P

yard, 35A

Yasovarman |, 27P
Yomei, 21L

Yoritomo, Minamoto, 32H
Yoruba, 33L, 48L

Yucatan, 26H, 27L

Yovain, 32L

Zeno, 18H

Zenobia, 14P

zeppelin, 47A

Zeppelin, Ferdinand Graf
von, 47A

Zeus, 5L, 8C

Zhao Kuangyin, 28P

ziggurats, 3A

Zimbabwe, 36L

Zoroaster, 4C

Zoroastrianism, 4C, 13C

Zoser, 2H

Zulu Empire, 45H, 46P
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MECC SERVICES

Since its inception in 1973, MECC has remained committed to serving education by listening
and responding to the diverse and changigﬁ needs of students and educators. MECC promotes
effective learn: ma.l%mmy dcvclg%ing hi%h.tg?o t{, curriculum-based software in all major subject
areas and by ing them affordable through a variety of purchase plans. Approximately one-
third of the nation’s school districts have joined MECC through Direct License memberships,
permitting them to duplicate MECC software products on site. MECC products are also
available through authorized dealers nationwide or can be ordered directly from the MECC
catalo%. In tion to software products, MECC offers instructional management, emerging
technology products, teacher training and development, and conferences. An academic research
partnership, the MECC Center for the Study of Educational Technology, conducts a variety of
studies on the impact of technology on education. MECC respects the challenges faced by
modern educators and pledges to remain on the cutting edge of technology.

* MECC Educational Computing Catalog
A catalog containing descriptions of instructional computing courseware as well as
training and planning materials is published annually and distributed at no charge. To
request a catalog, write or call MECC Customer Relations.

* MECC Etc. Catalog
A catalog featuring “Emerging Technologies in the Classroom,” such as laser videodisc
players and LCD computer projection systems, is published twice a year and distributed at
no charge. To request a catalog, write or call MECC Customer Relations.

¢ MECC Memberships i
Educational institutions may become MECC Members, which qualifies them to obtain
MECC courseware and tramﬁrig at ially reduced prices. To learn more about MECC
Memberships, write or call MECC Marketing. :

* Training and Staff Development Programs
MECC conducts education comguting workshops for educators throughout the United
States. For information on workshop schedules or to arrange a special training activity,
write or call MECC.

* MECC Network Newsletter
MECC publishes a newsletter duﬁ:f the school year that focuses on MECC activities,
services, and products. To be added to the mailing list, simply write or call to indicate
your interest.

* Help Line
If you have any problems using MECC software:
1) make note of the name and version number of the product;
2) note the brand and model of the equipment involved, as well as the type of printer
card used if the problem concerns a printer; and
3) write or call the Help Line to describe the problem.

For information on all the above items, use the MECC General Information
telephone number: 612/481-3500.

MECC

3490 Lexington Avenue North
St. Paul, MN 55126
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MECC’s Home Software is proof

that fun and learnin

hand-in-hand.

Software that parents trust and kids enjoy.

MECC’s Home Software is more than just a lot of fun and games. I's a

special collection of some of MECC's best-selling and best-loved
products. Kids and adults alike find these packages both entertaining
and challenging. And they each have a variety of difficulty levels so

people of all ages and abilities can use them. That means MECC software
can be used again and again for continual enjoyment. Many kids already

use these widely acclaimed packages in schools, and more and more
parents are discovering them for their home software libraries. The

experts agree, too, that MECC software is among the best—as evidenced

by numerous awards over the years.

Software for Apple,
Macintosh,
and MS-DOS.

MECC’s Home Software has a
variety of products for different
computer platforms, including new
versions of Word Munchers and
Number Munchers for the Macintosh
and MS-DOS. And MECC plans to
create more software for these
popular platforms. Now, whether
you own an Apple, Macintosh, or
MS-DOS computer, MECC has the
perfect home software for you.

Number Munchers
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Word Munchers
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The Oregon Trail

Software that’ s;ll:opular
in and out of school.

Teachers now have software they can
recommend with confidence to the parents
of their students: MECC Home Software.
And parents aren’t the only ones who are
discovering its rewards. School libraries,
parent/teacher organizations, and
community centers find it perfect for their
activities, too.

Order your

MECC Home
Software
today!

To onder products from MECC's Home Software
Library, see your local dealer or call MECC at
800/228-3504, ext. 527, or 612/481-3500, ext. 527.
In Canada call 800/663-9772. In Minnesota call
800/782-0032, ext. 527.
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-Is it okay for schools to copy software?

o No, without the publisher's permission, it’s not
okay for schools to copy software. Software is protected by
copyright law, which says that you can’t make copies
without the permission of the copyright holder. Copyright
law is written this way to protect software programmers
and publishers and the investment they’ve made in their
products. The creative teams that develop the software —
programmers, writers, graphic artists, content specialists,
and others — all deserve fair compensation. Without the
protection given by our copyright laws, they would be
unable to produce the educational, entertainment and
productivity software that adds so much to our daily lives.

Q. What exactly does the law say about
copying software?

o The law says that it is illegal to make or distribute
copies of copyrighted material, including software, without
authorization. If you do so, this is piracy, and you may
face not only a civil suit, but also fines of up to $100,000
and jail terms of up to 5 years.

Q." So ’'m never allowed to capy software for
any reason?

o If a backup copy was not included in the box with
your original disk(s), you are permitted to make one copy
in order to have both a working copy and a backup copy of
the program. Copyright law prohibits you from making
additional copies of the software for any other reason
without the permission of the software company. If the
publisher has authorized any exceptions to the copyright
law, they will be stated in the license agreements that
accompany all software products.

Q. But aren’t schools allowed to make copies
for educational purposes?

o No. Like individuals and corporations, educational
institutions are bound by the copyright law. Because of
their unique position of influence, schools have a particu-
lar obligation to abide by the copyright law and educate
students about their own responsibilities when using
software. Just as it would be wrong to buy one textbook
and photocopy it for use by many students, it is wrong for
a school to duplicate software without the authorization of
the publisher. This means that educators cannot make
unauthorized copies for their students, either to use in
school or to take home.

Q. At our school, we share programs all the
time. We assume this must be okay, since the
school purchased the software in the first place.

0 Many educators are not aware of how the copyright
law applies to them. Without the publisher's authoriza-
tion to make copies, your school needs to purchase as
many copies of a program as you will use. However, many
software firms do offer special sales arrangements to
schools. These include reduced priced lab packs (a number

of programs sold together) and site licenses (arrangements
which permit schools to copy for a specific location at a
fixed price). Because these arrangements vary from
publishi2r to publisher, it is essential that you read
and understand the license agreement for each

program before making any copies.

* We’re planning to install a network for our
students. How do we know how many copies of
software we’ll need to purchase?

o Remember that the installation of a network does
not change your obligations with regard to the copyright
law. When purchasing software for a network, be sure to
ask the publisher what types of licensing arrangements are
available for networks. Some software publishers allow
schools to purchase a network license that authorizes the
school to install stand-alone software on a network. In
addition, many software publishers create special network
versions that license the program to be run on the file
server of a network. Because some publishers limit the
number of workstations that are permitted to legally access
the software on the network, it is very important to check
the license agreement for any restrictions that may apply.

#3% I've read the license agreement for one of
the software packages purchased by our school.
What if I'm not sure that I understand the

arrangement correctly?

o If you have trouble understanding the license
agreement, help is available. Your school district's media
or computer specialist may be able to answer your ques-
tions. In addition, you can always contact the software
publisher and ask for a clarification of the license agree-
ment as it applies to your school. Finally, if you still have
questions, contact the Software Publishers Association for
more information about software and the copyright law.

“4% I'll bet most of the people who copy soft-
ware don't even know they're breaking the law.

o Because the software industry is relatively new and
because copying software is so easy, many people are either
unaware of the laws governing software use or choose to
ignore them. It is the responsibility of each and every
software user to read and understand the license agree-
ments of the products they use and to be sure that their
software use complies with copyright law. See what you
can do to initiate a software use policy statement in your
school that everyone respects. Finally, as an educator, help
set an example for your students that responsible computer

users should be “software legal.”
[ ]

If you have any questions about how

the copyright law applies to you and your
school, please contact the

Software Publishers Association

at 202-452-1600.
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