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CHAPTER 1

—

EXPLORING AMERICA

Competition is a powerful motivator. When I
tested this game in July, school was out, but my
test players all insisted that they have a chance
to read the textbook. How often do students
insist on reading the text? This game is a race to
explore America. Three teams—English, French,
and Spanish—try to advance their tokens along
a course taken by explorers. They progress by
answering questions about explorers and explo-
ration. Playing time is roughly half an hour.

PREPARATION

You may find that the rules are so simple that
you don’t need to distribute them. You do need
to prepare the map transparency and locate
some markers. Coins, tokens, or washers will do
nicely. I suggest duplicating questions for
students to use as a study guide. They are set up
so that you can mask the answers with a strip of
paper. Check your textbook to see if it provides
answers to these questions. If not, you can send
students to encyclopedias.

ORIENTING THE CLASS

First you need to create teams. If your class
sits in rows, you can make the rows different
teams. You could also have students just count
off one, two, three. Once teams are formed, you
should briefly describe the game, stressing that
all students need to prepare carefully: If a single
student on a team misses a question, it hurts.
This should create some peer pressure, and
perhaps even lead to some peer tutoring. The
next day, you are ready to play the game.

A SAMPLE GAME

Selecting the first team to answer questions

and assigning countries to teams is purely an
arbitrary process. I use age of team leaders,
oldest first. Height or picking a number between
1 and 100 are other possibilities. Then, flash the
transparency on the screen with each team’s
marker resting on the home country. As you ask
questions, each right answer advances the team'’s
token. My players found the first few questions
easy but later questions much harder, so I
resorted to a few hints to make things easier. On
Question 23, for example, | hummed “The
Marines’ Hymn"” hoping the student would
think of “the halls of Montezuma” and get
“Montezuma.” It didn't help.

Questions 10 and 12 have multiple answers.
You can have teams take turns providing one
answer each if you like. You can add a few ques-
tions, or delete some that are too hard. In my
test game, all three teams managed to make it to
America, but nobody was able to build colonies.
The optional rule about answering missed ques-
tions would have raised scores considerably.

DEBRIEFING

Strictly speaking, there is no need for a
debriefing, but there are some possible activity
assignments that could launch the game. In
order to get Europe on the map, I had to move
it closer to North America. Please point out this
distortion of the map. Because of the need to
make wide courses, the routes of the explorers
are only crudely indicated. The Spanish route
does not do justice to Columbus’s four voyages.
For the French route, I had to move a couple of
islands slightly to make room down the St.
Lawrence. The English route is not much better.
Perhaps your students could draw a better map?
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CHAPTER I: EXPLORING AMERICA

—

EXPLORING AMERICA

THE RULES

1. The teacher will divide students into teams: English, French, Spanish.

. The teacher will ask questions of a student from each team on a rotating

basis.

. For each correct answer, the teacher will advance the marker of the team

along the course that team’s explorer followed. The first team to reach
America wins.

. Optional rules for missed questions:

The teacher may permit the next team in turn to answer missed questions.
If they are unable to answer, the third team will be given a chance.
Answering a missed question does not replace the chance to answer
questions in a team’s regular turn.

. Optional rules for colonizing:

Once teams have landed in America, the teacher may permit them to set
up colonies. They can take over any square by answering a question
correctly, subject to these conditions: They must be either in possession of
an adjoining square or on the last space of their sea voyage. The Spanish
team may, if they choose, start colonization with the square at the tip of
Florida.

Repro
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Date

Armada

Renaissance

Crusades

Pepper

Monopoly

Prince Henry the Navigator

Africa

Bartholomeu Dias

Vasco da Gama

Nina, Pinta, Santa Maria

© 1984, 1998 ]J. Weston Walch, Publisher 3

—

QUESTIONS

. The great Spanish fleet defeated by the English was called

the

. The time of “new birth” in Europe filled with energy and

curiosity is the

. From 1096 to 1272 the Europeans battled the Moslems in

the

. The product from India called “black gold” is

. When a business has complete control of the supply of a

product, it has a(n)

. The Portuguese ruler who encouraged exploration was

. The continent the Portuguese first contacted was

. The Portuguese explorer who was the first European to

round the southern tip of Africa was

. In 1498 the Portuguese explorer who made the voyage to

India was

. Name one of Columbus’s ships. (May be repeated.)

Repro
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CHAPTER I: EXPLORING AMERICA

Date

Vinland the Good

Inca, Aztec, Maya

Bering Sea

Vasco Nuriez Balboa

Ferdinand Magellan

Pedro Alvares Cabral

Amerigo Vespucci

Ponce De Ledn

Hernando Cortés

Francisco Pizarro

Colony

e

QUESTI ONS (continued)

11.

12.

13.

14.

13.

16.

17.

18.

19.

20.

21.

In the year 1000, the Vikings landed in America and called
it

Name an Indian group with a highly organized, complex
culture.

By what route did the Indians come to America?

The first Spaniard to see the Pacific Ocean was

The leader of the first circling of the earth was

The explorer who first landed in what would become

Brazil was

The explorer whom America is named after was

The explorer who first sailed along Florida’s coast was

The leader of the conquest of Mexico was

The leader of the conquest of Peru was

A settlement of people in a new land controlled by their

mother country is called a

Repro
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Name CHAPTER I: EXPLORING AMERICA

QUESTIONS (continued)

Conquistadors 22. The Spaniards called people who conquered Mexico, Peru,
and so forth,

Montezuma 23. The Emperor of the Aztecs was

Esteban 24. The black member of a number of Spanish expeditions
was

Coronado 25. The leader of the expedition that discovered the Grand

Canyon, among other things, was

De Soto 26. The leader of the Spanish expedition to the Mississippi
was

John Cabot 27. King Henry VIII of England sponsored his voyages to
America.

Giovanni Verazano 28. His voyages gave the French their claim to the new
lands.

Jacques Cartier 29. The French-sponsored explorer who helped establish

French claims to Canada was

St. Lawrence 30. The name of the gulf and river Cartier explored was

Repro
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