


































































RENAISSANCE 1:30

stump cards - 1

As your team wanders around the city, you notice the signs of many of 
the guilds you have heard about. The signs seem to be very symbolic 
of the trade, and even though your Italian is lacking, you have little 
trouble identifying the trade represented. Use the copy of the guild 
emblems* you have brought with you to identify each guild. Send 
the completed sheet and a general report about guilds in Florence. If 
you’d like to earn more florins from your supervisor, your team may 
also write a more detailed report about one or more of the individual 
guilds. Basic report and emblem sheet earn 15 florins. Each additional 
report earns 10 florins.

* contact your supervisor

* contact your supervisor

Your team is sitting in a small open area just across from the Palazzo 
Vecchio taking in the sites and making a few sketches of the Palazzo 
in your logs. A fine looking gentleman approaches and asks if you are 
a group of artists or architects. You tell him that you are admirers of 
the city who have come here to learn about its greatness. He smiles a 
proud smile and asks if you’d like to know about its points of interest. 
Then he leads you on a short tour. He tells you about the Palazzo Vec-
chio, the Ponte Vecchio the Palazzo del Podesta, the Loggia de Lanzi 
(Loggia Orcagna on your city map),* and the Palazzo Pitti. You are all 
fascinated by what he has to say and although every member of your 
team is taking notes in your logs, it is hard to catch all he says.

You return to your lodgings and write your reports. Transmit the reports on one or more of these famous 
places. The more information your group transmits, the more excited Dr. S. will be—and the greater your 
team’s reward. Collect 15 florins for each report.

Since women were not allowed into the various eating houses which 
served as modern-day restaurants, all food would have to be made and 
eaten at home. In order not to be conspicuous, your team has decided 
to follow the customary eating habits of the Florentines. You all will rise 
at dawn. Before going out for the day, you will have a slice of bread and 
a half a glass of wine. You will not eat again until comestio—dinner—at 
about 11 a.m. Your evening meal, prandium—supper,—will then be 
just before sunset. This is a leisurely, very sociable meal.

Your team has decided to go to the market place to buy food. You’ll need to write out a shopping list. NASA 
would like to know what you find in the market and what the common folk eat. You should also find out 
what the rich eat. This project may take your team awhile to put together. And food will cost you 15 florins. 
(Your supervisor will collect this.) Your report, however, when completed, will be worth about 25 florins, 
depending on its thoroughness and organization. Contact your supervisor when your team is ready to 
transmit the report.
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stump cards - 2

You have found that the men on your team, as well as other Florentine 
men who could afford the finer things of life, would take their eve-
ning meal not at home, but in a local hostelry. They would eat such 
delicacies as fritters, pig’s liver, chicken, or other fowl. The women of 
Florence finally put their foot down and went to the public authorities, 
complaining that the practice was having a negative affect on family 
life. They succeeded in outlawing sumptuous food and delicacies 
which added to the men’s greed or gluttony. One of your team tells 
this story of his experience in an eating house:

“While I was in for a bite to eat, a serving woman seemed to be looking at me quite intently. She finally 
came over and asked me who I was. I immediately thought that she had noticed something that I might have 
difficulty explaining and started to panic. But then she asked my astrological sign. I was very surprised—
and relieved. I told her and she just smiled and said, ‘I thought so.’ I thought to myself that times have not 
really changed at all!”

Your team will need to send NASA a full report on the popularity of astrology during the Renaissance. Try 
to find out about some of the important people of the times who were believers. Your report will surely be 
valuable—15 florins upon receipt by your supervisor. (Your team may wish to request that your supervisor 
transmit a document on Pietro d’ Apone, as it may be of some help in collecting your information.)

One of your team members seems to be allergic to something and is 
sneezing repeatedly. Several Florentines close by take great notice 
and seem alarmed. One such person slowly approaches and tells 
you where to find a professional seller of indulgences. He quickly 
leaves you. Your team will need to do some research for your logs 
and submit a report on the selling of indulgences by the church. Your 
team will need to buy (or compose) such an indulgence to submit 
with your report. Your supervisor will return 15 florins to you upon 
receipt of the report and sample indulgence.

Your team notices that there are places in the city where people are 
practicing some sort of chemistry and claiming they can turn such 
metal substances as iron and brass into gold. Your team needs to find 
out more about this, as you know it is impossible to achieve such a 
conversion. Do some research on alchemy during the Middle Ages 
and the Renaissance. Forward your report to your supervisor. You 
will be paid 10 real gold florins.

stump cards - 1



RENAISSANCE 1:32

stump cards - 3

Your team has chosen to establish a residence in the middle of Flor-
ence. You want to be at the center of action in a city where things are 
always happening. You meet a man who has two houses for rent: one 
on Via Romana, close to the piazza; and one on Borgo Dei Greci, 
also close to the piazza. (This is remarkable because you have found 
out that there is an extreme housing shortage in Florence.) He tells 
you that rental for such houses will be 25 florins for the year—paid in 
advance. He also tells you that they are not rich men’s houses, but 
fine indeed for the price. He describes the houses to you. Your team 
will need to investigate. Go to the houses. Decide which one you’ll 
rent. Write out your reasons for selecting one house over the other. 

Then draw a picture of the house you’ve selected and write as detailed a description of it, inside and out, 
as you can. Then forward the research to your supervisor for verification of the deal. (Oh yes—while trying 
to locate the houses for rent, you get a peak at the house of a rich merchant. Briefly describe what you 
saw.) Your supervisor will repay your debt plus 10 florins upon receipt of your report.

Your team is very impressed with the organization of the city and its 
“modern” aspects. Like most cities of this period, it is surrounded by 
a series of walls. One could walk across Florence in about 20 min-
utes. Everything brought into the city was taxed at the gates and the 
gates were closed at night. There were sellers of various goods who 
travelled from town to town. There was the “jumble” market, which 
was a kind of swap meet for second-hand junk. And there were the 
various stalls of the regular market where ready-to-wear goods were 
produced and sold. One could buy such things as capes and coats, 
headgear, wigs—very popular with the women—children’s clothes, 
belts, purses, etc. Your team has discovered that milkmen, bakers, 
apothecaries, and chandlers (candle makers) were required to have 
their shops open during holidays and festivals.

There are more than 100 gardens and 50 open places or squares, and the streets are paved with flagstone 
and have gutters on each side for drainage into a system of sewers that dumps into the Arno. Sidewalks 
line many of the streets. There is even a magistracy instituted to oversee the streets and sewers.

NASA anticipates that you may have the need to know how to leave the city at a moment’s notice. Your 
team will need to make one to four exit plans, each from one of four of the 100 churches in the city:
•	 from the Church of Santa Maria Novella to the San Niccolo Gate
•	 from the Church of Santa Croce to the San Frediano Gate
•	 from the Church of San Lorenzo to the Roman Gate
•	 from the Church of San Marco to the gate just outside Forte Belvedere.

Your team will need to write out the route using street names and identifying landmarks (buildings, piaz-
zas, gardens, etc.). that you will pass, and using the directions north, south, east, west. Collect 10 florins 
for each plan submitted.*

* contact your supervisor for a map
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stump cards - 4

You have told an acquaintance that you are thinking of taking up 
permanent residence in Florence and bringing your daughter to join 
you. You will now need to establish an account with the state dowry 
fund. A respectable dowry will run about 1000 florins, and a good 
dowry will be 1500 florins plus other possessions. You’ll need to pay 
10 florins now to open your account. You’ll also need to do research 
about such dowries and find out what the money goes to support. 
Your supervisor will repay your debt only if you submit your report.

Your team research was faulty! A proclamation has been posted in 
the square of the city that a slave has run away. You should have 
realized that anyone on your team who is blonde, Asian, black or 
olive-skinned would clearly not belong to Florentine stock and would 
be taken for a slave. Additionally, all foreigners plus anyone with a 
scar or a missing hand or foot would be suspect. Go back one space, 
or pay five florins, for each “slave” on your team.

Your team will now need to gather information on slavery in Florence. 
You’ll need this information in order to explain to authorities that your 
team members are not really slaves. NASA will reward you with 10 
florins for each different explanation you offer to the authorities.

stump cards - 3

Your team feels it needs to earn some florins to pay for daily needs. 
You run across a now rare opportunity to evaluate a collection of il-
luminated manuscripts. You accept the position, but you will need to 
be more knowledgeable about such works. Your team will need to do 
some research. Write a report for Dr. S. about illuminated manuscripts: 
what they are, how they were done, and why the art form disappeared. 
Submit your report to your supervisor. Your job pays five florins.
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stump cards - 5

Since your team seems to have been spending many of your florins 
rather quickly, you begin to wonder if you’re being cheated because 
you’re strangers. You all decide that it would be a good idea if you 
did some research and found out about the florin. Write a short re-
port about the history of the florin. Try to find examples of its worth 
in goods and services. Also try to determine its equivalent worth a 
gold coin today. Submit your report to your supervisor. The value of 
your report will be 15 florins. (Is that fair? If not, make your case for 
more—or less—based on your research findings.)

A gentleman in the square has overheard one of your team talk-
ing about a Platonic relationship. Curious, he introduces himself 
as Marsilio Ficino (a very important man in Florence) and invites 
you to attend a meeting of the Platonic Academy. This is a great 
opportunity. However, you’ll be expected to know something about 
what the academy is about. You’d better do some research. Find out 
who first talked about Platonic love and what it meant. Also, you’d 
better know something about Plato and classicism as well as what, 
in general, academies are about. Send a copy of your research to 
your supervisor. Your report will earn you 10 florins.th
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stump cards - 6stump cards - 5

You have come across a small portion of one of Leonardo da Vinci’s 
notebooks. NASA is very excited and has asked you to transmit it at 
once. But you’ll need to decode the messages before transmission.
Hmmmmm?
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BLUNDER CARDS: Teacher information - 1

Blunder Card 1
The first pencil was made by K. Gesner in Switzerland in 1565. It was 
made from wood and pure graphite. Halloween decorations did not 
come until much later.

Blunder Card 2
Paper money was first issued by the Bank of Stockholm in 1661.

Blunder Card 3
The umbrella originated in Mesopotamia 3,400 years ago, used as 
an extension of a fan (umbra, meaning shape in Latin) rather than for 
protection from rain. Much later Roman women began oiling paper 
sunshades to waterproof them. However, practical this protection was, 
men for a long time were considered effeminate if seen carrying them 
and thus the umbrella was not widely used by both men and women 
until well into the latter half of the 18th century.

Blunder Card 4
The first newspapers did not appear until about 1609 in Germany.

Blunder Card 5
The first piano was not built until 1709 by B. Cristofori in Italy.

Blunder Card 6
The science of mathematics grew on the foundations of ancient Greek 
and Hindu knowledge transmitted by the Arabs. By mid–15th century, 
trigonometry began to be studied separately and the concepts of mil-
lion, billion, and zero were introduced, as well as the + and – signs. 
By the early 16th century, the field of algebra had advanced. Solu-
tions to cubic equations and calculations on probabilities were being 
published. Slide rules were not invented until 1622.

Blunder Card 7
In 1593, Galileo designed a thermoscope to measure air temperature. 
In 1615, Sagredo of Italy introduced a scale for thermometers. And in 
1654, Ferdinand of Tuscany made the first sealed thermometer.

Blunder Card 8
Although eyeglasses were referred to as early as the 1280s, concave 
lenses for correcting near-sightedness were not mentioned until 1568, 
and bifocals were first made for Benjamin Franklin in 1775.
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BLUNDER CARDS: Teacher information - 2

Blunder Card 9
By 1300, mechanical clocks which were fairly accurate were being 
used in Europe. But it wasn’t until 1657 that the first practical pendulum 
clock was in use. In 1675 the first spring-driven clock was made. The 
first pocket watch known is from about 1500. The first wristwatch was 
made by the Swiss in 1790.

Blunder Card 10
Although forks first appeared during the 11th century in Italy, their use 
was ridiculed until the 17th century. People of higher status were care-
ful, however, to pick up food with only three fingers. Knives and spoons 
were used regularly, as well as large and creatively folded napkins. 
Bread was normally used as a plate and then thrown to beggars and 
dogs after the meal.

Blunder Card 11
The medical practice of the Renaissance continued the Medieval sepa-
ration between the university-trained doctor and the homely barber-
surgeon who performed blood-letting and treated wounds in addition 
to cutting hair. These practitioners were later organized into guilds.

Blunder Card 12
Much like the “taxi,” “toilets,” as we know them, did not yet exist, public 
or otherwise. During the Renaissance, people relieved themselves 
in a tank that they paid a fee for having someone empty. In some 
places, even these tanks, or chamber pots, did not exist and one used 
designated “spots” around the city. However, in 1589, J. Harington of 
England designed the first water closet with a flushing mechanism 
which drained into a pit below the house. The first toilet, as we know 
it today, was designed by A. Cumming in 1775.

Blunder Card 13
Copernicus published his theory that all the planets revolved around 
the sun in 1543. Until that time, the official view was that the earth 
was at the center of the universe.

Blunder Card 14
In the mid–15th century, Florence passed “sumptuary laws” to moder-
ate the taste for luxury and wanton waste that ran amuck. These laws 
set limits on men’s vanity and women’s excessive coquetry.

BLUNDER CARDS: Teacher information - 1

11th century Italy



RENAISSANCE 1:38

STUMP CARDS: Teacher information - 1

Stump Card 1
The system of self-governing associations of artisans or merchants 
for the promotion of their members’ economic and social interests be-
came a permanent feature of European life from the early 12th century. 
The Renaissance inherited the system and enriched it. These trade 
associations—called arti (guilds) or corporazioni (corporations)—were 
divided into seven major arts and 14 minor arts. First were the main 
merchants (wool and silk, skins and furs, imported cloth) and bankers, 
judges, notaries, doctors and chemists. These people, because of their 
wealth, were the leading citizens. Minor arts included the following: 
wool merchants and wardrobe dealers, blacksmiths and scrap iron 
merchants, sausage makers, butchers, wine merchants, innkeepers, 
leather dressers, dyers, and cooks. Other information identifies only 
21 guilds. And still other information identifies copyist, engravers, 
wood carvers, stone masons, cabinet makers, upholsterers, general 
masons, chestmakers, tapestry-makers, oilmongers, locksmiths, flax 
merchants, harness-makers, cuirass-makers as guilds in their own 
right.

Stump Card 2
•	 Palazzo Vecchio: An official residence of the city fathers. The 

bell tower was used to announce the time of day or summon of-
ficials to their duties, or call citizens unarmed to public meetings 
of municipal affairs. Bells also rang to call citizens with arms for 
the defense of the city.

•	 Ponte Vecchio: One of the four stone bridges of the city. It is the 
oldest and was rebuilt in the mid-14th century after the disastrous 
floods. The bridge is unique in that three-story houses line either 
side of the bridge, with every house having a shop on the ground 
floor. Over the roofs of these houses, on one side, runs a gallery 
which connects the Palao Vecchio (seat of the government) with 
the Palazzo Pitti (residence of Cosimo Medici). This was formerly 
a secret passage for the Medicean rulers of the city and was 
commissioned by Cosimo I (1519-1574) to be built by Vasari. The 
butchers, who had stalls on the bridge, used to throw their waste 
meat into the Arno. Since this caused a great smell, Cosimo de-
creed that the butchers must make way for the goldsmiths and 
jewelers.

•	 Palazzo del Podesta: This location served as a prison and the 
official residence of the foreign governor, called il podesta.

•	 Loggia de Lanzi: Standing at right angles to the Palazzo Vecchio, 
this mighty and graceful arcade of arches, with its ornamented 
panels, was built to give shelter from the weather to city officials 
when they appeared before the citizens at large.

Key to
20 emblems
on the
GUILD
EMBLEM
SHEET

acovait = liquor maker

armaroli = armorer

asari = businesses

barbieri = barber

bifolci = optician

chaizol = leather worker

fabri = blacksmith

falegnam = carpenter or 
woodcutter

gvant = glove maker

lane = wool

macellari = butcher

mvgniari = miller

mvrator = plasterer

pizicar = sausage maker

sarti = tailor

scarpelin = shoemaker

spetiab = potter ?

tentori = cleaners ?

torafi = goldsmith

vinari = vinter
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•	 Palazzo Pitti: Luca Pitti was commissioned by the Medici family 
to build the most magnificent palace ever undertaken by a private 
citizen. When Pitti was suddenly dismissed from his duties, his 
workmen refused to continue their labor. He died neglected and 
unhappy. The palace was later completed by one of the Medici who 
married a descendent of the Pitti family.

Students will need to have access to a city map of Florence. Either 
include a book in your library which has such a map—a travel guide 
is helpful—or contact a travel agent for assistance. If you can't man-
age such a map, it might be wise to not issue these cards unless your 
students are especially resourceful.

Stump Card 3
Baked goods, milk, and meat were sold at market, as well as eggs and 
cheese, which were delivered daily by farmers. The meat was salted 
to preserve it, and, although widely available, was expensive. Beans 
and peas, garlic, onions, and  leeks were also common. Spices such 
as cinnamon, cloves, and vanilla were expensive and usually reserved 
for the rich. Pig fat and olive oil were popular rather than butter. Pasta 
always opened the meal, and lasagna was extremely popular.

At market, weights and measures were standardized. Because there 
were laws against watering down wine, one could usually count on 
fairness in the market place.

Commonly, most of the population ate very little and irregularly. The 
rich, however, over-indulged in every aspect.

Stump Card 4
Astrology was a belief system strongly entrenched in the Renaissance 
period and co-existing with the church. It proposed that the fate of 
human beings could be determined by the positions of the stars. This 
was a popular belief during this period as it had classical origins. Many 
of the poets and philosophers of the time, such as Ficino, rulers and 
even the clergy, turned to astrology before making important decisions. 
Comets, eclipses, and such were interpreted as astrological signs of 
crucial events. Be sure to have information on Pietro d' Apone available 
in your classroom library or at your disposal if a team should request 
it to be "transmitted."

Stump Card 5
Alchemy began with a 12th century mystical philosophy which at-
tempted to reveal the relationship of man to the cosmos and take 
control over it. At first, its purpose was to try and convert base metals 

STUMP CARDS: Teacher information - 2STUMP CARDS: Teacher information - 1
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STUMP CARDS: Teacher information - 3

If you use this 
Stump Card, 
you will have to 
obtain some map 
of Florence prior 
to beginning the 
simulation.

into gold. It was in these labs that alcohol was discovered. However, 
most alchemists were regarded as fakes. 

Stump Card 6
During the latter half of the 15th century, not only could one buy a 
remission of temporal punishment with the purchase of an indulgence, 
but remission was extended to the punishment of the living and the 
dead in purgatory. Such sales of indulgences grew to become a regular 
form of fund-raising by the church. It was conducted by professional 
salesmen; they omitted the requirement of repentance and offered their 
merchandise as absolute immunity from the consequences of sin. St. 
Peter’s in Rome was financed by the sale of indulgences. Later, Martin 
Luther composed his Ninety-Five Theses attacking these sales.

Stump Card 7
Houses of the rich were constructed of stone and had inner court-
yards and private gardens. The rich usually had fine four-poster beds 
to sleep on, and tapestries were popular to hang on the walls. They 
either depicted family history, a landscape or scenes of hunting, or 
Biblical stories.

Most houses, however, fronted the streets of Florence and were three–, 
four–, and 5–storied buildings with a shop and a doorway on the street 
level. Houses were to be nine spans (six yards) wide and to be built 
one against another. In poorer houses, beds consisted of planks and 
a straw mattress covered with a quilt. People worked, slept, argued, 
and visited in the streets. They dried printed fabrics and varnished 
wood, glue, timber, and leather in the sun. The streets were crowded 
and dirty, as people dumped their garbage anywhere to be eaten by 
pigs or left to mix with mud and whatever else was dropped by man 
or beast. Life was not very private; everyone knew what everyone else 
was doing. But people were very loyal to their city and its people.

Stump Card 8
Students will need to use a copy of a city map of Florence. This activity 
can be extended by giving teams a copy of the map with no build-
ings identified. Extra florins would need to be awarded for the extra 
research it would take to find out which building was which. Students 
would need to use a second map for this purpose. See the explana-
tory note on Stump Card 2 regarding maps.
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STUMP CARDS: Teacher information - 4

Stump Card 9
Illuminated manuscripts were the art of embellishing handwritten 
texts with painted pictures, ornamental letters, and a variety of deco-
rations. With the invention of the printing press and wood engraving, 
a need for this art form no longer existed and it disappeared in the 
15th century.

Stump Card 10
Slavery was common in Florence and grew in practice during the 
14th and 15th centuries. All foreign-born servants were slaves. They 
typically were of Tartar origin, but some were also Russian, Greek, 
Moors, or Ethiopians. It was common for noble or merchant families 
to have two or three slaves, and even more modest families might 
have one. Slaves were even found in the households of priests and 
nuns. All slaves were considered part of the family’s possessions, like 
livestock or household items. However, in most cases, slaves were 
treated like others in the family. If they misbehaved and were hard to 
control, they would likely be beaten.

Slaves became a highly profitable merchandise on the eastern market. 
Hence, they were stolen as babies, sold by parents, snatched from 
other lands by the shiplords. A type of sales tax was collected by the 
government of some cities (Venice collected five ducats per slave). 
Some more valuable slaves were actually insured by agents for as 
much as 50 gold florins. There was a kind of “truth in advertising” in 
the sale of slaves: merchants had to declare any defects such as ill-
ness, laziness, quarrelsomeness, etc., that would lesson their value. 
Once purchased, the slave was the property of the master to do with 
as he wished. The slave was usually baptized and given a new name. 
Between 1366 and 1397, 357 slaves were sold in Florence, 329 being 
young women.

The children of slaves were often put into orphanages. They were then 
put to work as laborers for no pay or some—the more fortunate—were 
adopted. All were thereafter considered citizens with full rights. Thus, 
within one generation, nearly all the children of slaves became part of 
the Florentine citizenry. Additionally, slaves were often emancipated 
upon the decree of the master on his death-bed. Students may com-
pose a short document describing an emancipation ceremony and 
draw a seal of a notary. Students accused of being slaves will need to 
know that they must carry these documents at all times in case they 
are again accused.

C
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STUMP CARDS: Teacher information - 5

Stump Card 11
The dowry fund will accumulate interest as it is added to. It will help 
provide revenues for municipal buildings, streets, sewers, and wars.

Collect the 10 florins from the team immediately and repay them when 
they have completed their report.

Stump Card 12
Both the gold (fiorino d’ oro) and silver florins of Florence were of the 
same type and size, and they were issued simultaneously in 1252. 
Both had a full-length figure of St. John the Baptist on one side and 
the conventional lily, the emblem of Florence, on the other. The gold 
coin was valued at 10 times the value of the silver. The gold coin was 
immediately adopted by the whole of Europe, and copied in France and 
Germany. It established itself as one of the great European currencies 
along with the ducat of Venice. However, the ducat was always .986 
pure, whereas the florin was debased everywhere except by the Flo-
rentines. (Value equivalent—gold = 3.5 gm. In dollars, about $25.)

Stump Card 13
The idea of Renaissance academies was rooted in Plato’s Academy 
in Athens. In Florence they became associations of scholars, philoso-
phers, writers, and artists. Together members shared and studied the 
application of languages, literature, art, and the ideas of the classi-
cal world. Many academies became gentlemen’s debating clubs, but 
some were more specialized and serious in their scholarship. Some 
of these areas included science, fine arts, and teaching.

The most famous academy was the Academia Platonica in Florence, 
founded by Cosimo de Medici and Marsilio Ficino in the early 1460s. 
Its members were scholars and humanists who considered their group 
a revival of Plato’s academy. This academy became a center of learn-
ing in Florence and boasted members such as Pico della Mirandola, 
Cristofero Landino, and Gentile de’ Becchi.

Other Florentine academies included: 
•	 Academia del Disegno: the first true art academy and also a 

teaching academy ... It was founded in 1562. 
•	 Academia della Crusca: a linguistic academy whose emblem 

was a sieve, symbolizing the purification of the vernacular ...  
It was founded in 1582.
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Special note:
Be sure you do not 
allow chrononauts 
to receive a STUMP 
CARD 14 that is 
translucent ...

For if you do, they 
will quickly catch on 
to holding up the 
"card" to the light 
backwards and then 
be able to readily 
read it.

What you want them 
to have to do is 
agonize for a while, 
trying to figure out 
how to read this 
message ...

Suddenly a girl will 
take out a compact 
and place it on her 
desk with the mirror 
open and ...

... or ?????
Therefore, even if 
you do not mount all 
STUMP CARDS on 
something opaque, 
be sure you mount 
#14 that way!

As an extension, 
you might offer 
additional florins to 
teams that explain 
the meaning of the 
messages in their 
own words.

STUMP CARDS: Teacher information - 6STUMP CARDS: Teacher information - 5

Stump Card 14
The messages should read:

Folly is the shield of shame, as unreadiness is of poverty glorified.

The greatest deception men suffer is from their own opinions.

Just as on a frozen river a man may run without moving his feet, so 
a car might be made that would slide by itself.
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INTERVIEW CARD

Chrononauts!
NASA has received a memo from Dr. Simbabwa that university scholars from 
all over the world have heard about the project and consider your trip an incred-
ible opportunity for your team to speak to the most brilliant people of the time 
face-to-face. Therefore, NASA officials have decided to take the chance of your 
true identity being discovered, causing a panic that history may never be able to 
explain, and have you seek out these famous scholars, artists, statesmen, etc. 
for the purpose of conducting interviews with them and reporting your findings 
to Dr. S. via NASA and your supervisor. You are therefore charged to interview 
the following Renaissance notable:

______________________________________________.

You will need to report on where you found this person (geographic location) 
and what form of transportation you used to get to them. Tell the route you took, 
including all geographic information and what you saw along the way. It might 
be very helpful if you also included drawings of various things or people you 
encountered on your journey.

During your interview, be sure to find out about when this person lived, what his/
her  family life was like— if possible—, why the person is famous, and a summary, 
picture, drawing, diagram, etc. of the notable's most famous contribution(s) to 

the history of the world. Include as many 
personal aspects of his/her life as you 
can learn.

NASA would be pleased if you could 
write this report in an interview style 
of questions and answers. Just think 
of the famous individuals waiting to be 
interviewed—such as Leonardo at the 
left!

Be as specific and detailed as possible. 
Good luck.

Upon completion of your interview, be 
sure to immediately forward your report 
to your supervisor for evaluation and 
payment of florins.
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INTERVIEW CANDIDATES

The following is a selection of Renaissance notables. When a team 
has landed on a gameboard space marked INTERVIEW CARD, you 
as teacher/NASA supervisor must choose a notable for students to 
interview from the candidates below. Write the name of the notabale 
you have selected on the line provided on the INTERVIEW CARD 
sheet before distributing the "card" to the student team. 

•	 William Shakespeare
•	 Miguel de Cervantes
•	 Niccolo Machiavelli
•	 Michaelangelo Buonarroti
•	 Leonardo da Vinci
•	 Sandro Botticelli
•	 Sanzio Raphael
•	 Titian
	 (Tiziano Vecelli)
•	 Jan Van Eyck
•	 Albrecht Durer
•	 Martin Luther
•	 John Calvin
•	 Francesco Petrarch
	 (Petrarca)
•	 Giotto di Bondone
•	 Donatello
	 (Donato di Niccolo di Betti Bardi)
•	 Cosimo de’ Medici
•	 Cosimo I de’ Medici
•	 Lorenzo de’ Medici
	 (the Magnificient)
•	 Isabella d’ Este
•	 Andrea de’ Cioni Verrocchio
•	 Lucrezia Borgia
•	 Amerigo Vespucci
•	 Luca della Robbia
•	 Girolamo Savonarola
•	 Galileo Galilei
•	 Francis Bacon
•	 Isaac Newton
•	 Nicolaus Copernicus
•	 Sir Thomas More
•	 Disiderius Erasmus
•	 King Henry VIII
•	 King Charles I
•	 Benvenuto Cellini

INTERVIEW CARD

•	 Masaccio
	 (Tommaso Guidi
	   di San Giovanni)
•	 Peter Paul Rubens
•	 El Greco
•	 Baldassare Castiglione
•	 Johann Gutenberg
•	 Filippo Brunellischi
•	 Marco Polo
•	 Blaise Pascal
•	 Leonardo Bruni
•	 Lorenzo Ghiberti
•	 Marsilio Ficino
•	 Rembrandt van Rijn
•	 Giovanni Boccaccio
•	 Edmund Spenser
•	 Queen Elizabeth 
•	 Christopher Marlow
•	 John Hawkins

Try to match 
interviewees 
with team 
members
For example, 
you might 
assign an 
artist if the 
team has a 
member who 
is into art ...
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GUILD EMBLEM SHEET

armaroliacovait asari

bifolci chaizol falegnam

gvant lane macellari

fabri

mvrator pizicar sarti scarpelin

spetiab tentori torafi vinari

mvgniari

barbieri
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RENAISSANCE
A simulation of life in Florence

The mission  You and your classmates are about to embark on a journey 
back in time, hopping aboard the “warp waves” on your NASA R.U.N.T.S. 
Chronotransportmobile headed for the Renaissance. Your mission is to 
recapture the artistic, literary, scientific, and technological treasurers of the 
past that have—through a freak of the cosmos—been caught in a peculiar 
“fold” of the universe and flung back to their places and times of origin. Such 
treasures as Michaelangelo’s David and the frescos of the Sistine Chapel, 
Leonardo’s The Last Supper, the Gutenberg Bible, the scientific theories 
of the universe as we know it, the microscope, and even the mathemati-
cal equal sign are all in peril of being lost to the effects of “re-history.” The 
world will look to you and your team as new age mega-heroes in this quest 
to save our history.

Becoming a Renaissance person  As “detectives of the future,” you and 
your team members will make a quantum leap back in time where you will 

assume Renaissance identities, navigate to and around the 
most famous city of the Renaissance—Florence, meet its 

famous residents, take part in and meet the challenges 
of daily life, earn and spend florins, the most widely 

used currency of the time, and, of course, rescue the 
treasures that lie at the end of an authentic Renais-

sance game board. Fame and fortune await the 
winners who will, upon their quantum leap back 

to the future, be honored with the coveted 
Master Detective Award.

Length and goals  In this simulation you 
will participate in four basic quanta which will 
take from one to four weeks, depending on 
the decisions of your teacher—or supervisor. 

But no matter how much time you’re allowed for 
this simulation, what you learn will depend on 
how you and your team members work as a unit. 
Looking to the Greeks, the Renaissance person 
put a high value on the individual; but Florentines 
were also very loyal to their guilds, families, and 
academies. Therefore, your highest goal will be 
to become a Renaissance person—one who 
strives for excellence as an individual as well as 
a model of humanism.

Florentine nobility, first half of 15th century
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Flash!  Renaissance Disappears!

AP May 26   Scientists revealed today that it appears that many of the great achievements of 
the historical Renaissance period have disappeared.

Although authorities initially believed that a worldwide theft ring had pulled off one of the great-
est heists in history, scientists now theorize that a great freak of nature occurred early Saturday 
about 3 a.m. because of the unusual alignment of the planets and forces in space newly dis-
covered by the Hubble III telescope. A great time fold or “warp,” it appears, has enveloped the 
period of time between the middle of the 14th century and the late 15th/mid-16th centuries.

Museums, archives, and collectors all over the world have been hysterically reporting that their 
collection of rare pieces of original art, manuscripts, scientific papers, and models—those 
mostly of Florentine origin—have simply disappeared without a trace. According to police 
agencies, no evidence of foul play has turned up.

Dr. Zinga Simbabwa of the WIT (the World Institute of Technology) and her team have theo-
rized that because of an unusual alignment of planets in our solar system, as well as an intra-
galactic star force configuration influenced by a newly discovered encroaching black hole, the 
Renaissance relics have been sucked back into time—probably to their time of origin. 

In collaboration with experts around he world, Dr. Simbabwa has compiled a list of lost treasures. 
Works lost include those of such notable personalities as Leonardo da Vinci, Michaelangelo, 
Botticelli, Galileo, Gutenberg, Raphael, Van Eyck, Durer, and Titian.

Dr. Simbabwa commented, “We must retrieve these treasures. We really don’t know what the 
historical ramifications might be when the time warp unfolds. Time is of the essence. In this 
case, to quote a Renaissance thinker, ‘The end justifies the means.’”

Teams of experts will be commissioned for Project Renaissance to hop aboard the “warp 
waves” in NASA’s newest model chronotraveler and retrieve the lost treasures of the Renais-
sance. 

“This will be a cooperative worldwide effort,” noted WIT’s doctor.

Daily Universal Star

DAILY UNIVERSAL STAR
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NASA LETTER

Directions
to students:
Having received this let-
ter, you must now write an 
accurate formal business 
letter  to your supervisor 
accepting the position. 
Either write it in the above 
block form or in another 
form—if your supervisor 
so suggests. Make sure 
he/she receives it as 
soon as possible.

nasa Supervisor
NASA Timeflight Headquarters
Wind River, Wyoming

June 23,  

Dear Mr./Ms. _______________:

Congratulations! 
You have been selected to be a chrononaut in NASA’s Timeflight family. You have 
been recognized because of your problem-solving expertise and your ability to adapt 
to new and unusual circumstances. You have been highly recommended as skillful, 
responsible, and trustworthy. Please be informed that this Project Renaissance 
demands the utmost in secrecy by all team members as well as the willingness to act 
in the best interests of the team’s objective—locating timeless time-warped 
treasures.

Once NASA has received your letter of acceptance, your NASA
supervisor will give you further information and direction.

Finally, when you begin this adventure, you will be
grouped into teams with other capable individuals who
will join you for this challenging adventure. 

Once again ... Congratulations!

Sincerely,

NASA Supervisor
Project Renaissance
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FLIGHT TEAM NAME, EMBLEM, MOTTO
Directions: Complete this assignment. Label it with team name and 
names of team members. Attached to this sheet submit your team 
name, team emblem, and team motto to your supervisor for evalua-
tion and processing.

Team name and emblem 

Your team will need to select a name and design an emblem that 
will represent your spirit. Both will serve as your special identification 
during your time travel, in case you need to leave messages for your 
team members or NASA. Therefore, keep both simple, yet symbolic. 
For instance, the 1990s TV show Quantum Leap was probably so 
named because of the actual meaning of the word quantum—which 
you may want to look up—and because of the symbolic meaning it 
would deliver to the viewing audience. Renaissance people were fa-
miliar with emblems. Each guild had an emblem to represent its union. 
The emblem adopted by the Academia della Crusca, which was a 
linguistic academy founded in 1582, was that of a sieve. It symbol-
ized the purification of the vernacular (the language that is native to 
a region—or the normal spoken language).

Team motto 

Additionally, your team might want to include a motto as part of your 
emblem design. Doing so would add an extra dimension of meaning 
to your team. If you have further questions about this assignment, find 
an appropriate time to consult with your supervisor.

You will find it intriguing to interrelate 
the team name, emblem, and motto ...



RENAISSANCE 1:52

CODES OF CONDUCT

Directions: Complete as a team and submit to your supervisor.

Flight team name: 

Team members’ names:

We, as Project Renaissance Timeflight Travelers, consider the following Codes of 
Conduct to be necessary in order to complete all aspects of our mission as a team.

1.

2.

3.

4.

5.
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AFFIDAVIT OF RESPONSIBILITY

Welcome aboard!

You have been selected to be on the flight team named:

All of you are now formally a part of NASA’s Timeflight family. Although the current 
status of this project is considered still in the experimental stages, we fully expect 
that your journey will be successful and rewarding. However, the real success 
of this mission will largely depend upon your team’s ability to work together, be 
creative in problem solving, and your personal willingness to put in the dedicated 
effort and sacrifice always required of our history’s heroes.

Your team has been issued NASA’s latest, most highly technological R.U.-N.T.S. 
7 model multichronotransportmobile. As yet, this time teletransporter has been 
robot flight tested only and no wo-manned testing has occurred. Therefore, your 
signature upon an Affidavit of Responsibility is necessary in order to release 
NASA and its subsidiaries and subcontractors from any and all liability resulting 
from injury and/or death or disappearance.

Further, your team will need to set down a formal declaration of CODES OF 
CONDUCT . These codes will signify your intent and pledge to act in the best 
interests of the team effort during the execution of your mission.

Please sign below to signify that all of you understand that all obligations set forth 
in Project Renaissance for the completion of said project are the responsibility of 
each and all team members as co-workers, and that you will abide by the codes 
enacted by you and your flight team members.

In the event that any team member cannot, or will not, fulfill such obligations and 
responsibilities, said team member’s services may, by authority of the project 
supervisor, be terminated.

Team members’ signatures below signify that each signee understands and 
will abide by the above specified affidavit and that team members are ready to 
embark on Project Renaissance: Quantum I.

Signatures:

CODES OF CONDUCT
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goose II  gameboard
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Before you begin the QUANTUM I, check your planning:

1.	 Have you carefully studied all the materials in Tab 1 of this Teacher 
Notebook—particularly the SETUP DIRECTIONS beginning on 
page 1:7.

2.	 Have you duplicated—and placed in folders—all the materials 
below you will use in Quantum I?

a.	 Daily use folders  (Some of these materials will not be used 
in QUANTUM I.) You have created separate storage folders to 
hold items used during the simulation:
•	 FlorinS (Duplicate two sheets and follow the directions 

on page 1:8 and 1:11.)
•	 INTERNAL MEMOS (sufficient copies of the memo pages so 

that you will have a copy of each memo for each team—after 
you’ve cut apart each MEMO between the broken lines)

•	 BLUNDER CARDS  (Duplicate one set, cut apart between 
broken lines, and follow directions 1e on page 1:7.) 

•	 STUMP CARDS (Duplicate one set, cut apart between 
broken lines, and follow directions 1e on page 1:7.) 

•	 INTERVIEW CARD (fill out this form and distribute as 
needed)

•	 guild emblem sheet (one per team)
  

b.	 Team portfolios  Have you determined the number of teams 
for your class (or classes if you are using RENAISSANCE 
with more than one class)? Have you created a separate 
portfolio for each team? Have you placed in each portfolio 
the number of copies found in parentheses immediately 
below?

•	 STUDENT GUIDE (one per team member)
•	 DAILY UNIVERSAL STAR (3 per team)
•	 NASA LETTER (class set) Note: Since you are the NASA 

supervisor, before you duplicated this master, you neatly 
printed or typed your name above the 2 lines which say 
NASA Supervisor.

•	 NAME, EMBLEM, MOTTO (one per team)
•	 CODES OF CONDUCT (one per team)
•	 AFFIDAVIT OF RESPONSIBILITY (one per team member)

Before beginning Quantum I - 1

You may wish to 
make an abbrevi-
ated copy of the 
OVERVIEW CHART 
(page 1:15) on the 
chalkboard to use 
the first day when—
after your students 
have read their 
Student Guides—you 
briefly explain to your 
students what will 
happen when during 
the simulation ...
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Before beginning Quantum I - 2

b.	 Quantum I use folders  If you have not already done so, 
duplicate the following items and place in separate folders 
so that they will be ready to hand out according to the DAILY 
DIRECTIONS beginning on the next page.

•	 THE RENAISSANCE: A BRIEF HISTORY (class set)
•	 TEAM LANGUAGE TASK (class set)
•	 CHRONOTRAVELER LOG (class set)

CHRONO. LOG
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Note: All DAILY DIRECTIONS in RENAISSANCE are meant to sug-
gest, not dictate. Feel free to vary them to fit your students and your 
situation.

Day 1

1.	 Introduce the simulation by doing the following:
•	 Explain that the class is beginning RENAISSANCE, a simula-

tion in which students will work as team members.
•	 Mention how long the class will be involved in RENAIS-

SANCE.
•	 Tell them how/why you grouped them into teams.
•	 Finally, read the team rosters, direct each teach to move to its 

special classroom area, and have members select a chairper-
son.

2.	 Once each team has its leader, give that individual the team port-
folio and have students read their personal copies of the Student 
Guide found in the team portfolio.

3.	 Briefly discuss how you plan to evaluate their participation. Stress 
that individuals will be making individual contributions, but they 
will also be competing as teams. 

4.	 Have team leaders pass out several copies of the DAILY UNI-
VERSAL STAR (3 copies in team portfolio). Have student pairs 
examine it while you read it out loud—dramatically.

5.	 The chairpersons now give everyone a copy of the NASA LETTER 
found in the team portfolio. Everyone reads his/her personal letter 
and writes you (the NASA supervisor) a brief response. This is an 
opportunity for many students to learn—or practice if they already 
understand—the correct format of a formal business letter. You may 
have to give a brief lesson on this format and what you expect.

6.	 Collect their letters, take them home and evaluate them so that 
you can return them tomorrow for students to place in their port-
folios. (At that time you will first explain and then distribute group 
allotment of florins.)

Your classroom 
environment is 
important in the 
initial motivation of 
your students. Get 
students involved 
from the beginning.

Students should 
read together. 
This helps poorer 
readers with com-
prehension.

Consider making 
a chart so that 
students are al-
ways clear as to 
your expectations 
and evaluation 
criteria.

You might make 
buttons or badges 
for team lead-
ers. Also consider 
rotating leadership 
responsibilities.

Daily Directions: Quantum I—
Team Building (4-5 days)
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7.	 For overnight study: Hand out THE RENAISSANCE: A BRIEF 
HISTORY. Tell students to begin studying it carefully. (Depending 
upon your students’ age/abilities, consider giving a brief lesson on 
why/how serious students use a colored hi-liter while reading such 
handouts they get to keep.) Of course, if you have a world history 
textbook with chapters covering the Renaissance, you will want to 
have your students study such chapters according to a schedule 
which aids simulation play and historical understanding.

Day 2

1.	 Return the evaluated letters students wrote on Day 1. (See #5-6 
on page 2:3.)

2.	 Explain how each team is to keep such work in a separate portfolio. 
Also reward everyone with florins and point out that the portfolios 
will be collected at the end of the simulation for group and/or in-
dividual grading. You may wish to have teams or individuals put 
together notebooks which include portfolio work, as well as any 
other additional assignments you may give, and organize with 
cover, title page, dedication page, table of contents, bibliography, 
etc. This sort of assignment works well in a core configuration.

Team portfo-
lios are folders in 
which team mem-
bers keep com-
mon records and 
achievements ....

Daily Directions: Quantum I - 2
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3.	 Give everyone a TEAM LANGUAGE TASK handout. Students will 
need to be clear about what prefixes and suffixes are and how 
a dictionary can be a useful reference. Discuss this on-going as-
signment: what it exactly is, how it will be evaluated in terms of 
the competition, and when it will be collected.  (If you have spe-
cial books to help students—either in your classroom or school 
library—stress their availability.) Encourage leaders to establish 
something such as a “minimal contribution quota” for each team 
member so that all students will contribute something to fulfilling 
this team responsibility.

4.	 To introduce students to where they are going, distribute INTER-
NAL MEMO #1 (one copy per team.) Internal Memos are for the 
purpose of giving students important facts and direction from NASA 
and their supervisor. Students will want to take advantage of this 
information for use in their LOGS. Only eight INTERNAL MEMOs 
have been prepared for you; however, you may wish to add others 
as you see fit—either to clarify some unanticipated problem or to 
increase students’ understandings. Once you get the hang of it, 
they're fun to write.

Days 3-5

1.	 In one or more of these three days, you will likely wish to have stu-
dents experience general Renaissance input (lecture, film, video, 
discussion of THE RENAISSANCE: A BRIEF HISTORY, etc.).

2.	 From their team portfolios have team leaders distribute and 
introduce—with your help, of course—the CHRONOTRAVELER 
LOG sheet (one copy per student). You may wish to review this 
assignment, reinforcing that it is an ongoing task. Additionally, 
you will need to monitor work on these LOGS as the simulation 
progresses. Consider setting up a schedule with each team for 
LOG review so as not to become overloaded by collecting all of 
them at once. Encourage students to keep up with the assignment 
by making writing in their LOGS a part of their homework. (Or you 
may wish to allow “log time” during class.) Some students may 
wish to do extra research to include in their LOG. Encourage such 
energy and rewarded it with “above and beyond” florins. Illustra-
tions (Leonardo did it) add something for everyone. 

Always feel free 
to add your 
own personal 
touches to
an Interact 
simulation. Only 
you really know 
your students 
and yourself.

Daily Directions: Quantum I - 2 Daily Directions: Quantum I - 3
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3.	 From their team portfolios have team leaders distribute and 
introduce—with your help, of course—the FLIGHT TEAM NAME, 
EMBLEM, MOTTO sheet (one copy per team). Teams will need 
time and materials to complete. Collect, evaluate, and return to 
students for their portfolios. Award florins. This activity should be 
done in class as a team.

4.	 From their team portfolios have team leaders distribute and intro-
duce—with your help, of course—the AFFIDAVIT OF RESPONSI-
BILITY (one copy per student) and the CODES OF CONDUCT* 
worksheet (one copy per team). Individual teams will need time 
to discuss and complete their CODES.

5.	 Ask each student to sign AFFIDAVIT OF RESPONSIBILITY* and 
return to you. Collect, evaluate, return to students for their portfo-
lios. Award florins.

6.	 *Note: You’ll need to keep a copy of these two student/team con-
tracts. This set of student-made and agreed upon rules can func-
tion as a type of behavior control in the event of individual student 
or team problems. It is generally a good practice in collaborative 
groupings for students to make a commitment to the team effort 
and be a part of their own behavioral monitoring.Once again, you 
may want to modify or add to the AFFIDAVIT as is needed. An ad-
ditional way of dealing with inappropriate behavior by individuals 
or teams is to levy fines in the form of Florins for poor judgment. 
One might also reward “above and beyond” behavior. In this way, 
teams become more interdependent and will be more likely to 
self-monitor their actions. 

Daily Directions: Quantum I - 4
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THE RENAISSANCE: A BRIEF HISTORY

The Lord , speaking to Adam: 
“You, who are not a prisoner of any constraint, you will de-
termine your nature according to your own free will to which 
I have entrusted you. I have put you amidst the world so that 
from there you can better perceive all that is in the world. We 
have made you neither heavenly nor earthly, neither mortal 
nor immortal, so that, as the free and sovereign modeler 
and sculptor of yourself, you can carve yourself in the shape 
that you choose. You can degenerate and fall to the lower 
beings who are the animals; you can, if you so decide, re-
generate yourself and climb towards the higher beings who 
are divine.”

—Pico Della Mirandola
Discourse on the Dignity of Man (1486)

The medieval world  With the fall of Rome in the late fifth century, 
Europe plunged into a great dark age of feudalism. The influences of 
Greek and Roman civilizations were buried. The church dominated 
feudal life. Christianity and the hope of a better afterlife were the major 
inspirations for daily affairs. Lofty cathedrals were built, knights on 
their crusades in the name of glory to God travelled through Europe 
and the East, literature and drama depicted heaven and hell, and 
people entrusted their souls to the clergy for fear of spending eternity 
in hell.

Life was short and violent. Lords warred among themselves, and the 
nobles, with their castles and lands, were the law. Peasants—for all 
practical purposes—were bound to the land for life. There they lived 
a dismal, hopeless, and undignified existence. They usually had no 
sense of  being individuals.

Death brings rebirth  With the Black Death killing about one-third of 
Europe’s population, the social order began to break apart. So many 
peasants died that the nobles feared their lands would go untilled. 
Consequently, the serfs became more valuable and were offered money 
for their services. The competitive process began, and serfs would 
seek out those nobles who paid the highest wages. In this way, many 
serfs were able to buy their freedom and move to towns that were now 
growing at a phenomenal rate. Castle life began to decline.

Trade expansion  During this time, trade was expanding throughout 
Europe as well as with the Far East. Spices, jewels, dyes, wool, cotton, 
and silk, foodstuffs and a variety of crafted items became available and 
in great demand. Towns became the center of trade and craftsman-
ship. Country peasants once tied to the land they didn’t own eagerly 
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RENAISSANCE: A BRIEF HISTORY - 2

began new lives and joined guilds which protected workers—something 
with great appeal to any ex-serf. Guilds existed for every craft: bak-
ers, goldsmiths, stonecutters, masons, butchers, et al. As trade and 
commerce expanded, some merchants grew very rich and diversified 
their businesses. Banking and money became important and replaced 
the simple barter system of the middle ages. Goldsmiths took pride in 
minting coins as well as gold designs, meeting a growing demand for 
jewelry by the affluent. Thus, a moneyed class developed. The most 
famous Florentine merchant family was the Medicis who began as wool 
merchants and became affluent bankers. They were great patrons of 
artists such as Raphael, Leonardo, and Michaelangelo.

The church also became wealthy and influential in both in politics 
and the arts. Professional soldiers took the place of knights. These 
mercenary soldiers fought for anyone who could hire them, regardless 
of the cause. They formed companies and were generally well-paid.

The Renaissance  This flowering of society was to become known as 
the Renaissance, which means “rebirth.” From the 1490s onward, Italy 
became an object of incessant attention, not only for travelling clerics 
and scholars, but also for the diplomats and courtiers of all European 
countries. Italian towns such as Venice, Genoa, Milan, and Florence 
acted as gateways to and from the East for new products and ideas. 
Consequently, they grew rich, along with their merchants, princes, 

and the church, all of whom would come to patronize the 
arts. By the 15th century, these cities had built territorial 
domains around themselves and had become the chief 
political units in Italy.

New learning spread throughout Europe with the founding 
of many new universities. Values hearkened back to before 
the dismal life of the middle ages to the classical periods 
of the Greeks and Romans. Architecture reflected Greek 
design as well as the Roman arch and dome. Learning 
became the order of the day in many parts of Europe. Li-

braries and bookshops abounded. Prince Henry of Portugal founded an 
academy for the training of navigators. Europeans also learned, from 
Arabs, how to make paper from linen cloth. In Germany Gutenberg 
introduced movable type and, as a result, the printed books paved 
the way for more widespread literacy. The Bible was translated into 
languages which made its reading and interpretation accessible to 
those other than the clergy. Such learning and discovery stimulated 
independent thought and the questioning of heretofore ultimate 
authorities—political, spiritual, scientific.
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The spirit of the Renaissance blooms  Copernicus questioned that 
the earth was at the center of the universe. Instead, he proposed that 
the earth revolved around the sun. With the invention of the telescope, 
Galileo proved that Copernicus’ theories were correct. Martin Luther 
questioned the authority and practices of the Roman Catholic Church, 
which later led to the Protestant Reformation. And Henry VIII estab-
lished the Church of England. Roger Bacon, in England, experimented 
with steam. Ultimately his theories would lead 20th-century inventors 
to produce the steamship, the automobile, and the airplane. And filled 
with new learning and discoveries about the physical world, men such 
as Chaucer and Shakespeare began writing literature about what they 
observed of the inner world of men.

Humanism  After 1400 Italians began to argue that nature had 
equipped man for action and usefulness to his family and fellow man. 
Material possessions should not be viewed with suspicion; rather 
they would provide the means for virtuous deeds. Further, the new 
movement in humanistic literature—led by Petrarch—extolled the 
cultural ideals of the ancient Romans. Man’s conduct, speech, and 
writing were meant to genuinely express his own self, his moral and 
intellectual individuality.

Focus on Florence  The Italian city of Florence was first in embrac-
ing humanism and the classicism of ancient Greece and Rome. By 
the 15th century, humanism had become a way of life for all levels of 
society. The Medici library was one of the richest in Europe, and the 
family’s great patronage of the arts attracted painters, sculptors, and 
architects. Intellectuals and scholars flocked to the city. They wrote 

letters and papers that were copied and sent all around Eu-
rope. The academies flourished, and the city 

developed a reputation that drew 
people from all walks of life to 

its gates. Today we accept 
Florence as “the cradle 
of the Renaissance.”
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TEAM LANGUAGE TASK  - 1

Background

The influence of other languages  Today’s English language has 
been influenced and enriched by many other languages. One source 
is the continued influence of the classical languages of Greek and 
Latin in the form of prefixes and suffixes.

For instance, you know that if your teacher gives you a pretest, it’s 
a test that will measure what you know before you begin your study 
of a lesson or topic. Pre means before. Likewise, a post test comes 
after. Thus, post means _____________ .

Prefix and suffix meanings  In our modern age of many new discover-
ies and inventions, we have adopted these prefix and suffix meanings 
in order to help us add words to our language. Many times we combine 
them with each other or with word roots to make a string of meanings 
that describe objects and other things. For instance, tele means far 
and vision means seeing. Therefore, television means seeing from 
afar. (Television definitely does allow us to see from afar.)

Here are other examples of prefixes we use daily:
•	 geo means earth ...
•	 graph(y) means to write ...
•	 logy means to study or the study of ...
•	 geography means to write (or draw) the earth ... and
•	 geology means to study the earth.

Many words used in this Interact unit are such words.

Your task 

1.	 Your team is to keep a list of all RENAISSANCE UNIT words and 
their meanings. On this list write all the words your team can de-
tect that are unique to this unit. (See below for examples of such 
words.)

2.	 Upon completion of your list, label it with your team name and 
submit it to the NASA supervisor—your teacher. 

Besides providing the two sample lists immediately below, your NASA 
supervisor may also help you by directing you to some special dic-
tionaries with word etymology. 

See how long and accurate your team can make its list.  Good luck!
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Sample list—PREFIXES and SUFFIXES

	 carto = map	 multi = many
	 chron = time	 naut = traveler
	 circum = around	 pre = before
	 co = together	 port = to carry
	 con(m) = with	 re = back or again
	 dis = down or away	 sub = under
	 extra = above or more	 syn(sym) = same
	 inter = between	 tion = the act of
	 intra = within	 trans = across
	 mobil = to move	 un = not

Sample list—RENAISSANCE unit

This list is not entirely complete. It is intended only as a sampling. 
Additionally, some original words have been created for this unit.

	 chrononaut	 rejuvenation
	 chronotraveler	 report
	 circumstances	 retrieve
	 collaboration	 revealed
	 configuration	 reward
	 cooperative	 subcontractors
	 disappeared	 subsidiaries
	 discovered	 supervisor
	 intra-galactic	 symbolic
	 multichronotransportmobile	 teletransporter
	 pre-plot	 unfolds
	 proceed	 unusual

You chrononauts 
are chrono- 
traveling to 
Renaissance 
Italy ...

TEAM LANGUAGE TASK - 2
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As a NASA special project chronotraveler, you must keep an accurate 
record of your actions and experiences in a CHRONOTRAVELER 
LOG.

Study and act upon these suggestions:
1.	 Consider this log a security document of the highest degree.
2.	 Share it only with those personnel authorized by your supervisor.
3.	 Date all entries according to the place and time you are inhabiting. 

(In other words, don’t use today’s date. You must use dates of the 
Renaissance period.)

4.	 Don’t write only generalizations. Write specific details. In this way you 
will help NASA and yourself during NASA debriefing sessions.

5.	 Keep your log up to date. Your supervisor may want you to chro-
nographport your entries from time to time so that they may be 
analyzed by Dr. Simbabwa and her team.

6.	 Include sketches of objects you observe which you think will help 
NASA. 

7.	 Write in the format shown in the model on the next page. Note how 
you are to use half your log page for your observations and factual 
entries and the other half for periodic review of your observations 
as well as analysis or other further thinking about the subject.

8.	 Your log will be useful in later Quantum work, so be as thorough 
as possible.

CHRONOTRAVELER LOG
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NASA CHRONOTRAVELER LOG
My name now: Charles Craddock

My travel name: Lorenzo 

This is a 
model of how 
you might set 
up your log. 

Suggestion: 
Whatever you 
do, be cre-
ative. Make 
your log be an 
expression of 
your unique 
self.

For example, 
you might put 
some kind of 
an appropri-
ate illustration 
at the top of 
your log's first 
page.

But keep your 
creativity un-
der control so 
that you follow 
the minimum 
requirements 
listed on the 
previous page 
of this hand-
out.

   PERSONAL COMMENTS

This man was a major figure! His 
passing will have great signifi-
cance here in Florence. I’ll need 
to gather more information in 
order to understand his contri-
butions. Too bad he died just as 
Columbus was rediscovering the 
"New World." 

OBSERVATIONS 

May 9, 1492
Lorenzo de Medici died today. 
He was 44. Although he was 
somewhat of a tyrant, he was a 
great lover of the arts. In fact, he 
was known as “The Magnificent." 
He was a diplomat, intellectual 
leader, poet, etc. Lorenzo, a tall 
man, was not that good-looking, 
yet Florentines thought him to be 
a striking figure.
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CALCULATIONS

This quantum includes the first segment of activities that take students 
through the unit. Here they participate in pre-timeflight planning, in-
cluding preparation for becoming a Renaissance visitor. Students will 
be involved in map reading as well as research about such aspects 
of Florentine life as couture, customs and eating habits, names, and 
slang. This quantum also serves as the “launching pad” for competing 
in the board game.

Before you begin this quantum, check yourself. Have you studied  
the DAILY DIRECTIONS? Have you completed the necessary  
duplication?

1.	 Daily Directions  Carefully reread the DAILY DIRECTIONS 
pages—3:2 to 3:8—to insure that you understand team play and 
your responsibilities during Quantum II.

2.	 Quantum II use folders  If you have not already done so, duplicate 
the following items and place in separate folders so that they will be 
ready to hand out according to the DAILY DIRECTIONS beginning 
on page 3:2.

•	 QUANTUM II: PRE-TIMEFLIGHT PLANNING (3 per team)
•	 CALCULATIONS (class set)

Before beginning Quantum II
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Daily Directions: Quantum II—
Pre-flight training (4-5 days)

Note: All DAILY DIRECTIONS in RENAISSANCE are meant to sug-
gest, not dictate. Feel free to vary them to fit your students and your 
situation.

Day 1: Introducing pre-timeflight planning 

1.	 Have teams meet in their separate classroom areas.

2.	 Give each student a copy of the long handout titled PRE-TIME-
FLIGHT PLANNING.

3.	 Briefly call their attention to the four tasks the teams must com-
plete in the next several days. Make clear your due dates for each 
task.

4.	 Provide chart, tag, or butcher paper for each team to use during 
Task 1—making a map of Renaissance Italy.
	

5.	 You may need to present a lesson on reading and noting longitude 
and latitude coordinates, as well as identifying the International 
Dateline and the Prime Meridian if students have not yet been 
exposed to those skills. (They will need these skills not only to 
complete Task 1 but also to complete the CALCULATIONS activity 
later.) 

6.	 You may need to give students hints about drawing their maps. 
Students should be shown how to grid their chart paper with lines 
of longitude and latitude. They must correctly space such lines so 
Italy is placed in the center of the chart and is an appropriate size. 
(If time does not allow for such lessons, you’ll need to provide as-
sistance during CALCULATIONS.)

7.	 You might also want your students to analyze what the differences 
would be between a map they might find in an atlas today and the 
map persons had during Renaissance times. They can investigate 
historical atlases and collections of antique maps of the world 
which might be found in a local public or university library. If time 
allows, you might even want them to do extra research and draw 
comparative maps.

8.	 Teams proceed with Task 1, using reference materials in the Li-
brary/Tool Box.

Explore the ori-
gins of the word 
prime and relate 
to the language 
task activity. What 
Italian words 
are rooted in the 
same origin?
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Daily Directions: Quantum II—
Pre-flight training (4-5 days)

9.	 Collect and evaluate the team maps—according to the due date 
you announced. Return them and give the teams the florins you 
have awarded.

Days 2-5: Concluding the pre-timeflight planning 

  1.	 Your teams will need several days to complete the remaining 
work before they begin their journey back in time. Daily directions 
for the “days” (or classroom “hours”) flow together here. Build in 
breaks as you see fit.

  2.	 Have teams meet, complete, and turn in Task 1 if they have not 
done so already.

  3.	 Turn the teams’ attention to Tasks 2-4 on their PRE-TIMEFLIGHT 
PLANNING handouts.

  4.	 While students are working on Task 2 (illustrating a costume), 
they will use library/tool box/data folder materials to research and 
draw an authentic costume. As the directions call for, students 
will need to show hair styles, shoes, and accessories.

  5.	 Since certain students will complain that “I simply can’t draw,” 
you will have to encourage them by saying, “Just do your best.”

  6.	 While students work on Task 3 (choosing a name), circulate 
around the room, making certain that several things happen 
within the teams:
•	 Everyone should express her/his feelings about a personal 

name.
•	 Persons should suggest names that they feel might fit other 

team members—without being cruel.
•	 No two persons within a team can have the same name.
•	 Team members should discuss the relationship between 

name and social class—and how this individual’s costume 
illustration should be drawn.

 
  7.	 Some students may want to make authentic costumes. If the class 

is planning a Renaissance Faire as a follow-up activity, more time 
might be devoted to costuming. Additionally, students may wish 
to become a “real person” of the times, much like the idea pre-
sented on the TV show Meeting of the Minds. In this case, they 
would have to do further research. Although information about 

Encourage and 
compliment ...
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famous historical figures is not difficult to find, it would be more 
of a challenge to use primary sources such as letters, diaries, 
etc. to take on the identity of a lesser known person who lived 
during the period.

  8.	 Tasks 2-3 blend together and should be handed in at the same 
time—one illustration and new Renaissance name for each team 
member. Suggest that team members hand these in together in 
one folder.

  9.	 Take home Tasks 2-3, evaluate, and return to teams with florin 
rewards.

10.	 Task 4 (CUSTOMS/ETIQUETTE ANALYSIS)  After teams have 
discussed Tasks 2-3 and have begun working individually on 
them, students will finish at different times. Therefore, you may 
wish to stop class work on Tasks 2-3 for half a class period in 
order for teams to discuss and get started on Task 4. This allows 
speedier or more competent illustrators who may finish their Tasks 
2-3 prior to others to go on to Task 4 without interruption.

11.	 At an appropriate moment, hand out INTERNAL MEMO #2 
(one copy per team). After team members discuss its contents, 
students should write individual Log entries. Completing this 
Log entry would be a good homework assignment. (If you 
decide to assign this LOG ENTRY as overnight homework, you 
may want to duplicate more copies of the memo.)

12.	 Hand out INTERNAL MEMO #3 (one copy per team). After team 
members discuss its contents, students should write individual 
LOG ENTRIES. Encourage students to use the expressions and 
Italian words. You might want to use this as a vocabulary/spelling 
quiz for a grade and/or florins. You also may wish to add words 
or phrases to the list provided. A traveler’s Italian/English phrase 
book is helpful. Completing this Log entry would be a good 
homework assignment. (If you decide to assign this log entry 
as overnight homework, you may want to duplicate more copies 
of the memo.)

13.	 Encourage team members to share what they write in their log 
entries. Such sharing will help students who might find this 
activity confusing to make modifications that will later help them 
understand what kinds of information to look for as a Renais-
sance scholar.

Important !!!
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This may be a good 
time to review stan-
dard map symbols 
and map keys.

14.	 Collect the Logs, evaluate in terms of effort, and distribute florins.

15.	 Hand out the CALCULATIONS sheet (one copy per team). Teams 
must read activity directions, use code, and, using their map, re-
search for the information in order to plug it into the formula. You may 
need to explain the concept of a 24-hour clock for telling time.

16.	 Teams will need to pre-calculate their own class location as well as 
the time difference between your school and Florence (Firenze). 
(PST = 9 hours, MT = 8 hours, CT = 7 hours, EST = 6 hours.) With 
such pre-calculations, you will be able to quickly allow groups to 
move on to the next step. 

	
	 Here is an example of a team which is preparing to depart from 

Fountain Valley, California:
•	 Departure time will be 9:00 a.m. PST
•	 Arrival time will be 6:00 p.m. (18 o’clock) Italian time. (Remem-

ber, there is no travel time using quantum mechanics.)
	 Miles to be traveled = 7000
•	 Arrival position = Firenze, Italy 
•	 Number of team members = 4.
•	 [(33.42N + 117.57W) + (18 - 9) + (7000)
	 + (43.47N + 11.15E)] : 4 =

17.	 Collect, evaluate, and return to teams the teams’ individual CAL-
CULATIONS—with the florins you are awarding. Stress that teams 
are to keep their CALCULATIONS in their team portfolios.

18.	 Hand out INTERNAL MEMO #4 (one copy per team). You will need to 
have added the date that you wish to begin the game. Consider the 
ability of your students to redo CALCULATIONS, as their directions 
require teams to recalculate if they change centuries. Also, it might 
be a good time for you to remind your students that they should be 
using Internal Memos, as well as other sources of information, for 
their LOG ENTRIES.

19.	 Students read the above memo and decide on their mode of 
transportation. Each team must inform you what their final travel 
choice is as they cover the final five miles to the gates of Florence. 
A special note: Your students may need help to find information 
about the general topography of the area surrounding Florence. 
You may also want them to add this information to their map, as 
well as their Log. 

You may wish to 
place such an 
example on the 
chalkboard.
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20.	 After teams make a final-five-miles decision, read aloud for each 
team its appropriate Travel Choices below. For the first team 
announce something such as this:

	 “Team ____ is approaching Florence and is ready to 
begin QUANTUM III—GAME BOARD, but this team will 
be assessed according to its travel choice.”

21.	 Then proceed, reading the consequences for each team. Be 
sure you collect the florins due!

	 Travel Choice

	 By foot  Your team has decided to travel the last five 
miles to Florence by foot. You are an energetic group, 
especially after such a trip. You will get a good look at 
the landscape this way. Your walk will take you about 

three to four hours as the countryside is not flat and 
the roads are dusty. Although the trip costs you 

nothing, you buy some food and water along 
the way from a friendly traveler who appears 

to feel sorry for such a lost-looking group. He 
charges you two gold florins for water and some 

very hard-to-eat bread that tasted like it was made 
of rye flour mixed with straw. Highway robbery! You 
get to the gates of the city after nightfall. You must take 
lodging for the night at a small inn just outside the city 
walls. This lodging will cost your group one gold florin. 
Your beds will be mattresses of straw. Anything looks 
good at this point!

	 By horse  Your team would like to travel by horse. 
Unfortunately, the only horses you find available in the 
countryside are pitiful. However, a peasant is willing to 
sell you his mule or give you a ride to the city with his 
old horse and cart. He’s desperate for currency as he 
has a daughter who is fast approaching marriageable 
age. Choose either horse and cart or pack mule.
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	 By horse and cart  Your team has selected transport 
by horse and cart. A peasant, desperate for currency 
because he has a daughter who is fast approaching 
marriageable age, has consented to take you to the city 
gates in his old cart drawn by his sagging plowhorse. It 
will not be a fast trip, but you won’t have to walk. He can 
see that you’re a traveler from “out of town.” He charges 
you one gold florin each. You gladly pay. (Later you re-
alize that he is now a very happy man.) He leaves you 
just outside the gates of the city just before nightfall.

	 By pack mule  Your team has selected transport by 
mule. You locate a peasant with one mule to sell. Obvi-
ously all of you will not be able to ride at once, but you 
decide that you can take turns. The mule will cost you 
10 gold florins. The trip will take you three to four hours. 
Your group arrives at the gates after nightfall. You are 
thirsty and very hungry, and you will need a place to 
stay for the night. You spot a small inn just outside the 
city walls. It will cost your group one gold florin for the 
night plus and additional florin for stable and feed for the 
mule. However, you will be able to leave the mule for a 
week at no additional charge. Your beds are mattresses 
of straw, and you get a small meal without meat. The 
innkeeper serves you a little wine. It’s the worst thing 
you’ve ever tasted! Tomorrow you’ll enter the city.

	 By caravan  Your group spots a caravan going to the 
city. There is, however, no room for your group. They do 
give you some food and wine, which you discover tastes 
like vinegar. They charge you one gold florin and wish 
you luck. Select another way of getting to Florence.

	 By boat  Your group has arrived near a river. You check 
your map and determine that it must be the River Arno. 
You see a boat loaded with goods and inquire about 
its destination, finding out that it is, in fact, headed for 
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Florence. You strike a deal with the boatman, paying 
him one gold florin for the trip to Florence. Your group, 
however, will need to be left off just outside the city. 
You agree. The trip will take about an hour, but the 
boat will not leave for two hours. You are all getting 
hungry. Unfortunately, you whisper to each other, “The 
nearest Golden Arches are literally light years away!” 
Finally, you reach your destination and spot an inn just 
outside the walls of the city. Night has fallen, and since 
the gates have closed, your group will take up lodging 
at the Qualita Inn. It will cost your group one gold florin 
for the night with a small meatless meal. The innkeeper 
serves you a goblet of wine. It’s the worst thing you’ve 
ever tasted! Your mattresses are made of straw, but you 
aren’t feeling picky. Tomorrow you’ll enter the city.

	 By ship  Your group thinks that traveling by a seafar-
ing ship will be a real adventure! You’re right, but you 
wouldn’t be arriving in Florence. You’d better study your 
map, for there’s no way of getting to Florence by ship. 
Highwaymen can spot a group of fools miles away. Your 
group is attacked and loses 10 gold florins. Select an-
other way to Florence.
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Your team has now been assembled at NASA’s main time-flight facil-
ity, and you have had an opportunity to check out the R.U.-N.T.S 7 
module. Everything seems A-OK. You’re all anxious to get going, but 
some preliminary planning is vital to your safety and your mission’s 
success. Everyone on your team must study background information 
below in order to complete four tasks:

•	 drawing a map of Renaissance Italy
•	 illustrating your Renaissance dress
•	 choosing a Renaissance name
•	 comparing/contrasting Renaissance customs with modern 

customs	

         Task 1: Cartography

Your team will need to calculate and plot your journey in order to arrive 
at the prescribed destination and time period for your retrieval. You’ll 
also need to pre-plot your trip back to present day. (The past may be 
a fun place to visit, but it’s not likely you’ll want to stay there.)

     Directions for Task 1:
Your team will have to draw a map of Renaissance Italy. (You would 
look very conspicuous back in time with a map printed by your local 
auto club.) Follow these five steps:

1.	 After researching for an appropriate 
map that will tell you how Italy looked 
during the Renaissance, draw an 
outline map of the country as well 
as the different “states.”

2.	 Identify mountains, rivers, bodies 
of water, and major cities. (They’ll 
basically be the same as today.)

3.	 In order to make all necessary 
calculations for your journey in 
your chronotraveler log, add lines 
of longitude and latitude—as well 
as a key with a scale and compass 
rose.

4.	 Check all this cartography work with 
your supervisor before proceed-
ing.

5.	 Hand in your team map to your NASA 
supervisor for evaluation. You will 
receive florins for your work.

PRE-TIMEFLIGHT PLANNING - 1

?
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         Task 2: Dress Illustration

Before embarking on your journey back to the Renaissance period, 
you must make decisions about what kind of an individual you’ll imper-
sonate while you’re “living” in Florence. You will need to blend in with 
the people and times in order to avoid detection. Therefore, all team 
members must carefully study all appropriate information included 
on pages 3:13 through 3:17. Your NASA supervisor collected this 
information—couture, social status, names, and customs/etiquette—
so that you could complete the necessary pre-flight planning.

The relationship of identity and clothing
Wearing authentic clothing will be essential for your impersonation of 
a Renaissance citizen. Research the dress of the times before you 
decide upon a specific identity. (NASA recommends that members of 
the team become different kinds of Renaissance individuals wearing 
different types of dress.) Before you individually decide how to dress 
yourself and decide what your name will be, study the following sec-
tion on dress during this historical period. Then team members should 
discuss together how members should dress and what their names 
should be. (There may be a subtle or obvious relationship between 
what a person chooses as a name and how he/she dresses.) 

      Directions for Task 2:

Each of you team members must make a detailed drawing of the 
costume you’d like to wear during your assignment. (Note: The Task 
2 drawing you will make is related to the Task 3 choice of your name.) 
Follow these suggestions:

1.	 Before you decide on your costume which you will draw, follow 
Directions for Task 3 on page 3:11.

2.	 Having decided on a Renaissance name, neatly print your real name 
and your Renaissance name at the top of a sheet of paper upon 
which you will illustrate your dress for your trip back in time. 

3.	 Make your illustration large enough for the couturier (costume 
maker) to read.

4.	 Don’t forget to include color in your drawing.
5.	 Also consider such details as hair style, shoes (modern sport shoes 

won’t blend in), jewelry, glasses, watches, and other accessories 
that may or may not be appropriate (or invented) for the time.

Find examples 
of how persons 
in Renaissance 
Italy dressed. See 
examples in your 
Student Guide and 
in school library 
books.

*
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6.	 You may be creative in your design, but please keep to the authen-
ticity of the clothing of the times.

7.	 Also, please label your drawing with the social station of the person 
who you will be impersonating during your time travel.

8.	 Not everyone on your team should be a person of high social sta-
tus. If you choose to be a more common person—what we today 
would call a common man or common woman—you will blend into 
the society more easily and will likely not be recognized.

9.	 All team members’ Tasks 2-3 should be handed in together inside 
a folder with your team name on its front. 

         Task 3: Choosing a Renaissance name

      Directions for Task 3:

1.	 Having read through the information on Renaissance dress above, 
team members should discuss possible names for one another 
that seem to fit the way the specific individuals wish to dress.

2.	 Read the names on 3:15 and make individual decisions about your 
name—after receiving suggestions from other team members.

3.	 Two final things: 1-No two individuals on your team should have 
the same name. 2-If you wish, you may research and choose a 
name not on the list—as long as it is historically rooted in the Re-
naissance. 

		

         Task 4: Customs/Etiquette Analysis

Have you ever been to a fancy dinner and not known which utensil 
to use at what point in the meal? Have you experienced going to a 
new school where you didn’t know the locations or the rules? In either 
instance you probably felt self-conscious and worried about making a 
blunder that would embarrass you.

In order to blend into daily life during the Renaissance, your team will 
need to make a list comparing Renaissance and modern customs.
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You will 
love this 
list!

      Directions for Task 4:

1.	 On your own paper, your team must make a list for NASA in which 
you compare ______ or more Renaissance customs with their 
modern counterparts.

2.	 First read the partial list of Renaissance customs on page 3:16.

3.	 Realize that your NASA supervisor would be especially impressed 
by your team’s enterprise if members conduct additional research 
and find other customs not included on the NASA list.

4.	 Title Task 4 CUSTOMS/ETIQUETTE ANALYSIS. After listing your 
team name, under it make two columns. In the left column sum-
marize a Renaissance custom. In the right column briefly compare 
our modern behavior with the Renaissance behavior in the left 
column.

5.	 Be thoughtful and specific.

      Final comment

You can imagine that not all items necessary for daily life in Florence 
will be available to take with you. While on location you will have to 
handle many strange situations as you go through culture and time 
shock. For example, you will have to procure such items as food and 
shelter, as well as many other incidentals. Therefore, read the last 
comment below very carefully.

PRE-TIMEFLIGHT PLANNING - 4

Special note: Currency—florins—
will help you handle emergencies. 
Doing accurate, neat, imagina-
tive work on the four tasks will 
earn many florins that may come 
in handy during the adventures 
ahead!
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         Dress during the Renaissance (Task 2 help)

The Renaissance saw an explosion of ideas, art, and learning, as 
well as a secularization of all aspects of life. Ideals of beauty were 
also being reshaped in all forms. Similarly the way persons dressed 
was changing. Many artists were not only painters, they also were 
talented sculptors, architects, and designers of textiles and fashion. 
The painters’ portrayal of the human form tended to be more natural 
and highly individualistic than in preceding years. This natural quality 
also characterized clothing styles.

However, fashion and the taste for luxury became such a rage among 
the rich that “sumptuary laws” were issued to moderate the trend. 
There was a growing demand for fine fabrics such as lace, damask, 
silk, and velvet, all embroidered with gold and silver threads and stud-
ded with pearls and jewels. Women’s dresses were long and flowing, 
with a great deal of individual detailing. Men’s fashions also attended 
to style and detail and could be just as elaborate.

Women’s clothing  Basic garments for women were a robe or gown. 
This was styled high at the waist, low at the neckline, and tight around 
the bodice so as to flatten the chest. Since it was the fashion to have 
a protruding stomach, women would sew padding to the inside of the 
dress, just below the waistline. The skirt of the garment was long and 
full with a train in the back. A wide, decorated belt, or bandier, was 
worn around the waist. Many different styles of sleeves were popular, 
most wrist or elbow-length. Some were even so long as to reach to the 
ground. Certain interchangeable sleeves were tied to the bodice at the 
armhole. Ties were made of silk ribbon and placed in many parts of 
a garment to hold parts together; they were used on both men’s and 
women’s clothing. Sometimes ladies would wear a second belt low 
on the hips. From the end, which dangled close to the ground, they 
would hang keys, a scissors, or a little mirror. Woman also wore many 
types of undergarments such as a corset and a full-length chemise. 
Coats were made for indoor and outdoor use for warmth. They had 
high necklines and long full skirts with trains.

Men’s clothing  The pourpoint was the garment most men wore during 
the 15th century. It was a kind of shirt with a high standing collar, and it 
was fit to show the natural contour of the body. It opened at the center 
front and flared out from the waist to the hipline. Later, the garment 
was shortened to just below the waist. The sleeves were tight and full-
length, and the whole garment was padded for warmth and shaping, 

PRE-TIMEFLIGHT PLANNING - 5
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especially at the shoulders. Men would wear a linen shirt under the 
pourpoint, which was full and gathered at the neck and tied with cords. 
Men wore long heavy hose tied to a waistband by fabric tapes. They 
were tight and had a kind of triangular flap as a flyfront, which was 
also tied shut by cords or tape. Sometimes this flap was padded and 
it was often used to carry small coins. Some of these stockings were 
very elaborately decorated with stripes of several colors, jewels, and 
embroidery. Men also wore long or knee-length robes, cinched low on 
the body by a belt. A kind of loose caftan, an influence from the Far 
East, was also worn later, and might have included a hood.

Accessories  Men and women of the Renaissance liked to wear hats 
and head coverings. They usually were cap-like or turban styles, fit-
ting close to the head. They became highly decorated and elaborate 
in some cases.

Shoes had long pointed toes, sometimes creating a problem walking. 
The tips were held upright by a thin chain extending around the calf 
of the leg. Women wore fur-lined leather boots during the winter. For 
outdoor wear, they strapped on tall platform-type shoes. Some were 
so high that the woman needed to be helped to walk.

Jewelry was popular—the more, the better. Large chain necklaces 
were worn, sometimes with pendants or ornaments attached. Jew-
eled collars, belts, and buckles became popular, from which dangled 
keys, mirrors, scent boxes, seals, etc. Large and numerous rings were 
worn, made of gold and set with precious stones or even animal teeth. 
Some were engraved as charms which were thought to have mystical 
powers. Gloves were very popular, as well as fans, perfumes, walk-
ing sticks, handkerchiefs, and small purses or bags which hung from 
belts. (Pockets were not yet invented.)

Hairstyles  In the 15th century, Italian women copied French hairstyles. 
They would pile their hair high, twisting and curling and even adding 
hair pieces to make the styles fuller. Combs, ribbons, headbands, and 
veils were used as decoration. The “ideal” woman was blonde with a 
high, pale forehead. In order to achieve this style, woman would pluck 
the hair from their head to create a high hairline and large forehead. 
Bleaching the hair was also common. Many women wore huge quanti-
ties of cosmetics—creams, perfumes, and make-up. Later hairstyles 
became simpler; they were parted in the middle, left long, and held 
out of the face with a small decorated headband.

PRE-TIMEFLIGHT PLANNING - 6
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Signore                                                   

Federico	
Giambattista	
Cosimo	
Alfonso	
Marsilio	
Benedetto	
Francesco	
Pietro	
Agostino	
Luigi	
Rinaldo	
Ercole	
Bartolommeo	
Giorgio	
Felice	
Romano	
Claudius	
Niccolo	
Giuseppe

Signorina

Ippolita
Sophonisba
Tullia
Lucrezia
Vanozza
Caterina
Alessandra
Fiammetta
Clarice
Bartolomea
Simonetta
Lisa
Giovanna
Ludovica
Caesarera
Marsilina
Maria
Lana
Barbara
Beatrice
Andrea
Laura
Alfonsina
Marina
Cecilia
Elenora
Elisabetta
Gabriele
Angela
Lorrain
Taddea

Unico
Ludovico
Baccio
Bernardo
Guido
Caesare
Carlo
Giacomo
Luca
Lorenzo	
Giuliano	
Cristoford
Necolo
Fabio
Maffed
Giofre
Sandro
Paolo
Massimo

Young men wore their hair to about shoulder-length, and they regularly 
had it curled. Other men had shorter hair, much like today’s fashion.

Peasants wore the same types of clothing, but in much simpler and 
plainer form. Elaborate decoration, color, trim, and accessories were 
not used by the more common folk. They preferred cloth that was long 
wearing and warm. They commonly used fratesco, or monk’s cloth, 
in their garments.

Renaissance names (Task 3 Help)
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  Customs/Etiquette List (Task 4 help)

  1.	 Guests should be provided with well-washed and scented lin-
ens.

  2.	 Guest rooms should be carefully inspected to insure they are 
free from any traces of insects.

  3.	 Children should be kept away from guests and put in the care 
of their nurse.

  4.	 It is proper to wash one’s hands several times during the meal, 
using finger bowls.

  5.	 Two napkins will be of value during the meal: one large, one 
small. The large will be placed on the lap, the small kept on the 
table for use in wiping the mouth and fingers.

  6.	 It is customary to throw one’s bones and leftovers under the table 
for the dogs.

  7.	 Husband and wife may share the same banquet goblet and plate, 
should one be used, or if directed by the hostess, be seated on 
opposite sides of the table.

  8.	 It is forbidden to serve rare and costly game or expensive fish 
and excesses in sweets.

  9.	 It is good manners to offer wine as a gift. One should, however, 
be sure that such wine is of a drinkable quality.

10.	 Women should never touch the box or purse in which her hus-
band keeps his money.

11.	 Women should not desire to know too much. It is unseemly for 
women to know as much as men.

12.	 It is a serious offense for a number of people to gnaw on a bone 
and then put it back in the dish.

13.	 It is considered offensive to fall upon the dish like a swine while 
eating, snorting disgustingly and smacking the lips.

14.	 One is not to spit over the table.
15.	 If you must blow your nose or cough, it is proper to turn so that 

nothing falls on the table.
16.	 Do not blow your nose into the tablecloth or coat sleeve; instead, 

it is acceptable to blow into the fingers.
17.	 It is a bad habit to poke your teeth with your knife.
18.	 One should never put back on your plate what has been in your 

mouth.
19.	 It is not proper to chew anything you have to spit out again.
20.	 It is not proper to dip one’s food into the salt.
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Erasmus of Rotterdam had additional advice in his book of etiquette, 
which became a standard school text and a best-seller in its time:

21.	 “Do not be afraid of vomiting if you must; for it is not vomiting but 
holding the vomit in your throat that is foul.”

22.	 It is not seemly, after wiping your nose to look at what you have 
as if pearls and rubies might have fallen out of your head.
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CALCULATIONS

In order to program your chronotraveler to reach the time and place 
of your desired arrival, you’ll need to use the following formula:

Calculation formula:
(D-LongDP + D-LatDP) + (TDAP - TDDP) +
(MT) + (D-LongAP x D-LatAP) ÷ NP

Code:
•	 D-Long 	 = 	 Degrees of Longitude
•	 D-Lat	 = 	 Degrees of Latitude
•	 TD	 = 	 Time of Day
•	 DP	 = 	 Departure Position
•	 AP 	 = 	 Arrival Position
•	 MT	 = 	 Miles to be traveled
•	 NP	 = 	 Number of people traveling

Study the following:
1.	 After your team completes its preliminary calculations, submit 

them to your NASA supervisor, who will briefly examine and return 
them—with or without comment.

2.	 After your preliminary calculations have been returned, study 
them again very carefully and possibly recalculate them before 
you submit them in final form. Make sure that your calculations 
are exact and accurate. (See #3 immediately below.)

3.	 The consequences of faulty programming may result in very un-
pleasant consequences. (For example, how would you like to walk 
home from China or wait for seemingly endless years because you 
programmed yourself back into the wrong century?—This could 
get old!)

4.	 Also remember this: You will need to recalculate from your Ital-
ian time and place position in order to get back home. Your team 
might want to pre-calculate your homeward journey and submit 
the results to the engineers for programming before you leave.

5.	 Submit your completed calculations to your supervisor for evalu-
ation.

6.	 NASA’s engineers will insure that your calculations are programmed 
into the chronotraveler.

	
Good luck!
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This is the most competitive quantum. It requires the most team ef-
fort in decision-making, research, and critical thinking. Student teams 
use an authentic—although modified—Renaissance board game to 
learn about Florentine daily life: how people earned money, what they 
ate, and how they performed daily tasks. Additionally, students travel 
outside Florence and learn about transportation, reading a city map, 
and important landmarks still in use today. As each team reaches the 
board game’s ending matrix and rescues a treasure, it must present 
an in-depth research project on that treasure and its famous initiator. 
Teams do these tasks in order to earn the coveted, internationally 
recognized currency of the time—the florin. 

Before you begin this quantum, check yourself. Have you studied the 
DAILY DIRECTIONS? Have you completed the necessary duplica-
tion?

1.	 Daily Directions  Carefully reread the DAILY DIRECTIONS 
pages—4:2 to 4:4—to insure that you understand team play and 
your responsibilities during Quantum III.

2.	 Quantum III use folders  If you have not already done so, dupli-
cate the following items and place in separate folders so that they 
will be ready to hand out according to the DAILY DIRECTIONS 
beginning on page 4:2.

•	 RULES FOR THE GAME OF LIFE–GOOSE (three per team)
•	 HISTORICAL RESEARCH BACKGROUND (one per team or 

a few copies for library/tool box)
•	 RENAISSANCE RECOVERY DATA SHEET (a good supply)
•	 RENAISSANCE TREASURE RECOVERIES (a good supply)
•	 BANK NOTE (a good supply)
•	 TREASURE RETRIEVAL CREDIT SLIP (a good supply)

Before beginning Quantum III

You need to have an 
adequate supply of the 
last five forms on hand 
to distribute to teams 
as they complete the 
gameboard activities. 
It depends on how 
many go-arounds 
teams will participate 
in before the game is 
stopped.

RULES FOR ...
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Daily Directions: QUANTUM III—
Board Game (8-10 days)

Note: All DAILY DIRECTIONS in RENAISSANCE are meant to sug-
gest, not dictate. Feel free to vary them to fit your students and your 
situation.

(These DAILY DIRECTIONS are for a sequence of about 4-8 days. See 
#6 under Days 6-10 below regarding the number of “days” or hours you 
wish your students to play this game phase of RENAISSANCE.)

Day 1

1.	 Have teams meet. Then distribute INTERNAL MEMO #5. You may 
need to double check that students are progressing correctly in 
their LOGS. 

2.	 Distribute RULES FOR THE GAME OF LIFE - GOOSE! (one copy 
per team). Teams should briefly look through all five sections to 
get a general understanding of what is going to happen.

3.	 Using the directions in the RULES... handout, see that teams make 
their team gameboard markers. Small post-it type notes (3 x 3”) 
in white or a light pastel color can become convenient markers.

4.	 After team members finish these markers, collect them, evaluate 
them quickly, and then award florins.

5.	 Stress that students will need to select 
one marker to use each day on the game-
board. They may use different markers 
each day.

6.	 Have teams carefully study sections #3-5 
on the RULES ... sheet. 

7.	 Check all the following:
  •	 that students understand the team 

rules;
  •	 that teams have selected one marker 

with which to begin the game; and 
  •	 that teams have some equitable sys-

tem for deciding who will roll the die 
each time.
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Daily Directions: QUANTUM III—
Board Game (8-10 days)

Days 2-5
 
1.	 At this time, you may also want your students to receive and read 

the HISTORICAL RESEARCH BACKGROUND handout. (However, 
you may wish to make it into a folder and include it in the tool box 
for use at any time.)

2.	 Now it’s time for students to begin rolling the die, moving one space 
per die dot. Teams will select game cards, etc. according to direc-
tions they meet on the gameboard. As cards are selected, teams 
will do research, write reports, etc. according to card directions. 
(See RULES . . .)

Days 6-10

1.	 When a team finally reaches the end of the gameboard, give that 
team INTERNAL MEMO #6. Members read the memo.

2.	 Collect all florins from the team and issue a BANK NOTE for an 
equivalent amount. Either have teams keep their BANK NOTES 
in their portfolios, or keep them yourself.

3.	 Team members next select one of the treasures from the RENAIS-
SANCE TREASURE RECOVERIES sheets and proceed to do any 
research necessary to complete the RENAISSANCE RECOVERY 
DATA SHEET.

4.	 Upon completion of their treasure report, give credit for a collected 
treasure by issuing a TREASURE RETRIEVAL CREDIT SLIP and 
florins, if you wish. Students may then return to the gameboard 
and begin another round. This process may be repeated as long 
as you wish to have activities in progress.

Daily Directions: QUANTUM III - 2

5.	 Note: While the game is in 
progress, be sure to keep 
up with the distribution of 
florins as this helps to keep 
students motivated. You 
may also want to make a 
classroom chart so that all 
student teams can see how 
well they are competing in 
the race for florins.
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Daily Directions: QUANTUM III - 3

6.	 Keeping in mind the maximum length of time you wish RENAIS-
SANCE to run, decide just how long you wish to have your stu-
dents spend on the gameboard segment of this simulation before 
continuing on to DEBRIEFING. Then, at this point, move on to #7 
below.

7.	 Distribute INTERNAL MEMOs #7 and #8 to all teams and move 
on to QUANTUM IV.
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Daily Directions: QUANTUM III - 3

1.	 Understanding the game’s background  During this part of the 
simulation, your team will be using a classroom gameboard based 
on an authentic Renaissance gameboard which was popularized 
by Francesco de’ Medici, who was in power from 1574-1587. He 
delighted the king of Spain, Philip II, and his court by sending it as 
a gift. The game then spread throughout Europe and was officially 
registered in the Stationer’s Hall in London on June 16, 1597, as 
“the newe and most pleasant game of the Goose.” Before begin-
ning, study the remainder of this handout very carefully. And molto 
fortuna—much luck—to you all! 

2.	 Designing team markers  Your team must prepare a set of game-
board markers with which team members will keep track of your 
position on the gameboard. Your team will need to select one of 
these markers to place behind the starting position—Principio. 
Later, you may wish to exchange your marker for one designed 
by another member of your team. Just remember that you may 
have only one team marker on the gameboard at a time. Here is 
information to help you individually and collectively design your 
team markers: 
•	 Your supervisor will provide you with the materials for this 

project.
•	 Include your team name, emblem—perhaps even your team 

members’ names—in the design.
•	 Be very careful while you execute your design so that it will be 

neat and attractive.
•	 Each team member should design her/his own team marker 

even though only one marker at a time will need to be used.
•	 When all team markers have been completed, submit them to 

your supervisor for evaluation and florin distribution.
	
3.	 Spiraling the gameboard

•	 Your team will need to roll a single die and move around the 
gameboard toward the center—Vincere.

•	 As you land on the different spaces, you will need to follow the 
directions or draw an appropriate card. (Cards are kept by your 
supervisor.)

•	 Your team will then be required to answer the question or follow 
the directions on the card.

•	 If your team succeeds in its quest detailed on the card, your 
supervisor is authorized to award you an appropriate number 
of florins and you may then take your next turn. However, if you 
are out-STUMPed or if you blunder your BLUNDER, your team 
must move your marker back a designated amount of spaces 

RULES FOR THE GAME OF LIFE—GOOSE! - 1
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on the gameboard.
•	 Your supervisor may also decide to charge your team an 

amount of florins for the disruption of NASA’s valuable time in 
this race against all odds of retrieving the lost treasures of the 
Renaissance.

•	 In solving the problems set forth on the cards, your team may 
consult your logs, any of the library materials, the tool box, or 
seek out any other information you may have collected during 
this project. The more quickly your team can solve the problem, 
the more quickly you will be able to move on to your next turn 
on the gameboard.

•	 Working together as a team to sift through the information 
you’ll need during this Quantum will give your team an added 
advantage in finding the lost treasures and will help your team 
become the Master Detectives.

4.	 Responding to the cards 
•	 BLUNDER CARDS  These cards are designed as a kind of quiz 

question. If your team can answer the question immediately 
and thoroughly and give some reason for your answer, you will 
receive a florin and be allowed to proceed with your next roll 
of the die. If not, your team will need to conduct research to 
answer the question—or your team must request permission to 
“buy your way out” of the situation and be relieved of answering 
the question. Your supervisor will determine the amount of fine 
you will need to pay for you blunder. Whatever the choice, you 
will need to follow all directions on the card.

•	 STUMP CARDS  These cards are designed to pose a problem 
which teams must solve through research. Your team must im-
mediately research the problem and submit solutions to your 
supervisor before rolling the die for members’ next turn.

•	 INTERVIEW CARDS  These cards are designed to help your 
team learn about the many famous and important people who 
lived during the Renaissance—whether in Florence or not—and 
who contributed so much to our lives today. This is also a team 
research task. Each card will have a different “notable” writ-
ten on it by your teacher. (You may also be allowed to choose 
whom you wish to interview.)

RULES FOR THE GAME OF LIFE—GOOSE! - 2
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RULES FOR THE GAME OF LIFE—GOOSE! - 3

5.	 Vincere! Collecting a treasure
•	 Your supervisor will provide you with a selection of treasures 

from the RENAISSANCE TREASURE RECOVERIES sheets 
after your team has completed its way around the gameboard 
and reached Vincere.

•	 Your team will then need to recalculate your position—see the 
CALCULATIONS handout—so that NASA can program your 
trip back to the future with your treasure.

•	 Upon arrival back home and before you can claim your reward, 
your team must write up and present your final report on the 
treasure your supervisor selected. Upon receipt of your team’s 
report, your supervisor will issue you further instructions. 

6.	 Winning the game 
•	 NASA will inform your supervisor as to when all teams must 

make their return trip in order to beat out any possible changes 
in greater outer space “atmospheric” conditions.

•	 At that time, all teams must make preparations for returning, 
including getting back to the Chronotransportmobile. Each team 
must then recalculate its position and submit all configuration 
numbers to NASA engineers via your supervisor so that the 
machine can be reprogrammed for the return trip—see CAL-
CULATIONS handout.

•	 When all teams have returned to the future, your supervisor will 
collect all logs, florins, bank notes, and other team responsi-
bilities in your team portfolios. Additional florin credits for work 
turned in by the team members will be added to each team’s 
score for final calculation. Furthermore, each team must then 
complete Quantum IV: Debriefing. Further credits will be 
added to team scores as a result of the team’s total debriefing 
achievement.

•	 Final calculations will determine the team with the most credits 
at the termination of Quantum IV, and team members will then 
be declared the Master Detectives. They will then be issued their 
certificates. This team, now recognized throughout the world 
as “rescuers of the worldly treasures of the Renaissance,” will 
certainly be considered heroes of our time. W
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A NASA document for the
Renaissance Time-Warp Project

The Middle Ages  During the Middle Ages, the Christian church was 
the most powerful influence in Europe. Here are four examples of the 
church’s power:

•	 Cathedrals were built.
•	 Knights went on quests in the name of Christianity.
•	 Plays were performed depicting the pleasures of Heaven and 

the horrors of Hell.
•	 Much of people’s lives were spent worrying about the after-

life.

While the above was going on, life was violent and lawless. Lord fought 
lord in never-ending raids for land and power. There was no common 
body of law and most people lived lives without dignity.

Growth of towns and trade  With the growth of towns, the invention 
of bullets and cannon, and the Black Death which swept Europe, 
nobles lost their power and feudal life soon died out. These towns 
became the new center of life. Craftsmen joined together in guilds to 
protect their interests. As trade with the East and the rest of Europe 
increased, some merchants grew very rich. This marked the beginning 
of capitalism in the western world.

With the increase in trade over vast areas came a transformation 
from a barter economy to a money economy. Goldsmiths grew rich 
and became bankers. And with such increasing wealth came leisure 
and a desire for the luxuries that great artists had to offer. Bankers 
and rich merchants, as well as wealthy church leaders, became great 
patrons of the arts and learning.

Changes in social structure  Since nobles had lost their power to the 
kings, the townspeople now looked to their king and the new govern-
ments for protection from other towns. Merchants, craftsmen, artists, 
and scholars all needed law, order, and peace to carry on their work 
successfully.

Many changes in the society also resulted from a sudden burst of in-
vention and discovery. Johannes Gutenberg invented the first printing 
press with movable type. Now many books could be easily printed and 
information more readily passed throughout Europe. Europeans began 
to learn to read and wonder about what was beyond their own town.

HISTORICAL RESEARCH BACKGROUND - 1
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HISTORICAL RESEARCH BACKGROUND - 2

Driven by adventure and a great new appetite for the goods available 
in the East (not to mention the money that could be made from the 
sale of such goods), sailors began to discover vast new lands beyond 
the coasts of Europe and Africa. Although many feared the Green 
Sea of Darkness, navigators such as Christopher Columbus set out 
to prove the theories that the world was round and that the East could 
be reached by sailing west. 

Italy as a center  Italy, largely because of its geographic location, easily 
became the crossroads and the center of the Renaissance. Located 
between Europe and Asia, it had vast access to the sea. (See a map 
of the eastern hemisphere for a clearer understanding.) During the 
Crusades, trade routes between East and West opened up along the 
Mediterranean. Silks and spices were loaded onto Italian vessels and 
unloaded at Italian ports. Italy also had already experienced a tradition 
of great importance with the long and powerful Roman Empire which 
dominated Europe and beyond from about 750 B.C. to A.D. 470. Now 
a new interest grew in the decaying ruins from those Roman times 
which marked Italy’s great classical period. With the growth of great 
wealth made available by the church and the merchants, the cities of 
Italy competed in recalling their past glories. As they grew in power, 
these city-states, as they became known, dominated European com-
merce for much of the Renaissance period.

Life in Florence  Life in Florence was not always serene. There were 
many threats to its power. Other city-states—particularly Milan, Venice, 
Rome, and Naples—were strong competitors which could combine 
to attack at any time to gain territory and power. The Turks to the east 
were also a threat. Every year they took over more and more land 
to the west of Constantinople and closed in on Italy. And although 
we often think of life during the Renaissance as being full of art and 
beauty, there was much cruelty. It is told that one duke trained his dogs 
to eat the flesh of his enemies taken prisoner. And that another was 
stabbed while asleep in his bedroom by assassins hired by his wife. 
People were thrown out of high windows to their death as a result of 
a simple disagreement, and it was legal to blind or brand or strangle 
or burn at the stake anyone who . . .

Transmission of this memo has 
been terminated due to a shift 
in warp wave activity. Please 
calculate your position in Flor-
ence and transmit longitude and 
latitude to your supervisor.
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RENAISSANCE RECOVERY DATA SHEET

On a separate sheet of paper, complete a report for the NASA manage-
ment team. Please include all the following information as well as any 
other information you feel is important in determining the authenticity 
of this treasure.

1.	 Identify this recovered treasure.

2.	 Give the general location where you recovered the treasure.

3.	 Draw a diagram or facsimile of the recovered treasure. Also write a 
description providing details which establish its authenticity. (If the 
treasure is a written document, also write a brief summary of the 
contents.)

4.	 Give the year in which you located the treasure. Is this its year of 
origin? If not, give the year of its origin.

5.	 Explain some information about the historical person responsible 
for this treasure’s existence. 

6.	 Evaluate why you think this treasure has become so valuable to us 
in modern times. (NASA will value such analysis.) Give details about 
the object that you feel make this treasure unique or important.
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RENAISSANCE RECOVERY DATA SHEET RENAISSANCE TREASURE RECOVERIES - 1

Science/Technology
Gregorian calendar reform
mercator projection—map innovation

Literature
95 Theses—religious
Astronomica Nova—scientific
Canterbury Tales 
English Bible—religious
Gutenberg Bible—religious
Hamlet 
I Praise of Folly
Leonardo’s Notebooks
Morte D’arthur
Mundus Novus—scientific
On the Structure of the
      Human Body—scientific
Sonnets (Petrarch)
The Courtier
The Nuremberg Chronicle—history
The Prince
The Taming of the Shrew
Utopia

Innovation
equal sign—math
Gregorian calendar—calendar reform
Mercator projection—map
multiplication sign—math
perspective—artistic
plus & minus signs—math

Discoveries
theory of the universe—scientific
laws of motion—scientific
new world—exploration
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RENAISSANCE TREASURE RECOVERIES - 2

Sculpture
Michaelangelo’s David
Raphael’s David—bronze
Sistine Chapel—fresco
Statue of Gattamlata—bronze
The Adoration of the Lamb—altarpiece
The Moses
The Pieta

Music
Dafne
Sacrae Symphoniae

Architecture
Bronze doors for the Baptistery 
     of the Cathedral of Florence
Cathedral of Florence
Church of San Lorenzo
Dome of St. Peter’s Basilica
Pazzi Chapel

Food
chocolate
coffee
tobacco

Paintings
Altar of Saint Job
Birth of Venus
Last Judgment
Procession of the Maji
The Last Supper
The Mona Lisa

Inventions
artificial limbs
barometer
chimney
magnifying glass 
microscope
oil paints
paper money

telescope
thermometer
umbrella
vacuum pump
wallpaper
water closet

pencil
pendulum clock 
pocket watch
printing press
screws
spectacles
spring-driven clock
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BANK NOTE

telescope
thermometer
umbrella
vacuum pump
wallpaper
water closet

NASA hereby verifies the deposit of 

_______ gold and/or _______ silver florins

to the Chronotraveler team known as 

________________________________

on this _____ day of

_______________________, ___________.

signed by

__________________________________

NASA supervisor

	

pencil
pendulum clock 
pocket watch
printing press
screws
spectacles
spring-driven clock
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TREASURE RETRIEVAL CREDIT SLIP

NASA verifies that

the Renaissance Recovery Project team known as

	 ________________________________________________

has recovered the valued treasure

	 ________________________________________________ .

All credits and honors for this recovery

will be forthcoming upon completion of the project.

Verified on this _____ day of

_______________________, ___________.

by

__________________________________

NASA supervisor
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This quantum ends the simulation with debriefing activities which allow 
the students to evaluate how their lives have been influenced by the 
intellectual and artistic explosion of the period, and to speculate on 
what our world might have been like if, in fact, many of the “rescued 
treasures” had never been known. 

Before you begin this quantum, check yourself. Have you studied the 
DAILY DIRECTIONS? Have you completed the necessary duplica-
tion?

1.	 Read the DAILY DIRECTIONS pages—5:2 to 5:3—to insure that 
you understand team play and your responsibilities during Quantum 
III.

2.	 Quantum IV use folders  If you have not already done so, dupli-
cate the following items and place in separate folders so that they 
will be ready to hand out according to the DAILY DIRECTIONS 
beginning on page 5:2.

•	 DEBRIEFING—TIME CAPSULE (one per team)
•	 DEBRIEFING—BACK TO YOUR FUTURE (one per student)
•	 DETECTIVE AWARD (class set)
•	 master DETECTIVE AWARD (enough for one team)
•	 PARENT RESPONSE SHEET (one per student)

 
PARENT RESPONSE 

Before beginning Quantum IV



RENAISSANCE 5:2

Note: All DAILY DIRECTIONS in RENAISSANCE are meant to sug-
gest, not dictate. Feel free to vary them to fit your students and your 
situation.

Days 1-5? (The number of days you and your class spend debrief-
ing will depend upon students’ age and abilities as well as your time 
constraints.)

1.	 Have teams meet in their separate classroom areas.

2.	 Issue all teams the DEBRIEFING—TIME CAPSULE handout. 
Students read together.

3.	 Students begin these synthesis activities as a team. Encourage 
them to be as creative as possible in putting together their time 
capsule. Much of this work can be done at home if the teams are 
encouraged to plan what they wish to include and divide up the 
responsibilities.
•	 You’ll need to set a completion deadline.
•	 Collect and evaluate.
•	 You may also wish teams to share their capsules with the rest 

of the class.
•	 This activity culminates all team work.

4.	 Distribute DEBRIEFING—BACK TO YOUR FUTURE (one copy 
per student).

5.	 Have each student read the directions and proceed to complete 
the assignment. This is the student’s final evaluation. You may 
wish it to be a test taken in class or a take-home exam. Note: In 
either case, encourage students to use their LOG, for doing so 
reinforces the value of keeping logs, journals, or just taking good 
notes in any class. 

6.	 Collect and evaluate the above assignment. You may wish to issue 
florins or just give an extra individual grade.

7.	 Final tally: Students gather all florins, BANK NOTES, and TREA-
SURE RETRIEVAL CREDIT SLIPS and hand them in for a final 
tally. The team with the most of any combination you have decided 
upon as criteria for winning the simulation will then be declared 
the winner and its members the Master Detectives. Certificates 
should be distributed.

?

Daily Directions:
Quantum IV—DEBRIEFING (3-5 days)



RENAISSANCE 5:3

This tally and award ceremony ends renaissance. You may wish 
your class to move on to some other activities (possibly some kind of 
test) before you end your study of the Renaissance.

Special suggestion: Do consider sending home the parent evaluation 
on page 5:8, for it effectively assesses the kind and amount of interest 
your students have generated during the simulation. It also informs 
parents about what students have been doing and can increase good 
will between parents and the school.

Daily Directions: Quantum IV - 2

Parents and the Renaissance



RENAISSANCE 5:4

You and your team members have finally found your way back to your 
chronotransportmobile. While testing its functions for the “leap” back to 
the future, NASA base, and home, you realize that something is wrong. 
It’s a technical malfunction. The craft must have been damaged in some 
way while you have been in and around Florence. You’re not sure it 
can be repaired with available 15th-century resources. Suddenly, you 
realize that you all may never get home to your own time.

You have managed to contact NASA and relay the particulars of the 
situation. You receive new orders:

As a team, gather your thoughts and put together a time capsule to be 
buried at your location. Include in the capsule a detailed description of 
life in Renaissance Florence. You may also want to include drawings, 
brief biographies of people you’ve met or learned about, descriptions 
of inventions and their uses, as well as theories, philosophies, maps, 
sketches of the art, and anything else that your team thinks would help 
NASA scientists and historians (of the future) understand about this 
remarkable period of western civilization.

You have only a limited time to put together your capsule. NASA is at-
tempting to reprogram the onboard computers to help you return. You’ll 
need to be ready to leave at a moment’s notice. Good luck!

Suggestions:

1.	 Work quickly, but be as 
neat, as thorough, and 
as specific as you can 
with your time capsule 
information.

2.	 Find an appropriate 
container for your  
capsule.

3.	 Decorate the container 
so that NASA will have 
no trouble recognizing 
the symbolic impor-
tance of this container 
when persons locate it 
in the future.

DEBRIEFING—TIME CAPSULE



RENAISSANCE 5:5

DEBRIEFING—BACK TO YOUR FUTURE

Dear chronotravelers,

Welcome back! You and your team have had a once-in-a-lifetime experience 
and have overcome great adversity. The task has been a challenge and NASA 
is not only grateful but also proud to welcome you back as worldwide heroes. 
All treasures lost in the warp-wave have been recovered for posterity.

Dr. Simbabwa would like to request that each member of your team take 
time to reflect upon your experiences and what you have learned firsthand 
about the Renaissance. Using your log, please write a detailed report about 
the contributions of the Renaissance period—its people, their lifestyles, and 
the timeless treasures they produced—and how you feel it will effect your 
life now and in the future. In other words: What is the importance of the Re-
naissance to you and the people of your world? Please be as specific and 
detailed as you can.

Please submit your report no later than ________________________.

This will be your final debriefing report before ceremonies honoring the  
efforts of all the chronotravelers are held.

Again, our salute to you all!

Sincerely,
NASA Management

DEBRIEFING—TIME CAPSULE



RENAISSANCE 5:6



RENAISSANCE 5:7



RENAISSANCE 5:8

PARENT RESPONSE SHEET

Your student’s name __________________________________

1.	 After reading through your student’s LOG and BACK TO YOUR FUTURE 
debriefing report—as well as any other work you may have seen that she/
he has done to meet the requirements of this unit on the Renaissance—
what is your overall reaction?

2.	 During the progress of this unit, has your student’s writing/thinking im-
pressed you? If so, specifically how?

3.	 What questions do you have for him/her?

4.	 What suggestions would you like to offer your student concerning his/her 
efforts?

5.	 What additional comments do you have?

6.	 What do you think about the kind
	 of assignments your student has been
	 involved with during this unit?



PARENT RESPONSE SHEET

Feedback Form

Teacher Feedback Form

At Interact, we constantly strive to make our units the best they can be. We always appreciate  
feedback from you—our customer—to facilitate this process. With your input, we can continue to 
provide high-quality, interactive, and meaningful instructional materials to enhance your curriculum 
and engage your students. Please take a few moments to complete this feedback form and drop it 
in the mail. Address it to:

Interact  •  Attn: Editorial  
10200 Jefferson Blvd.  •  P.O. Box 802 

Culver City, CA 90232-0802

or fax it to us at (800) 944-5432

or e-mail it to us at access@teachinteract.com

We enjoy receiving photos or videos of our units in action! 
Please use the release form on the following page.

Your Name: _________________________________________________________________________

Address: ___________________________________________________________________________

__________________________________________________________________________________

E-mail:_____________________________________________________________________________

Interact Unit: _ ______________________________________________________________________

Comments: _________________________________________________________________________

__________________________________________________________________________________

__________________________________________________________________________________

__________________________________________________________________________________

__________________________________________________________________________________

__________________________________________________________________________________

__________________________________________________________________________________

__________________________________________________________________________________

__________________________________________________________________________________



Release Form for  Photo graphic  I mages

Release Form for Photographic Images

To Teachers:
To help illustrate to others the experiential activities involved and to promote the use of 
simulations, we like to get photographs and videos of classes participating in the simulation. Please 
send photos of students actively engaged so we can publish them in our promotional material. Be 
aware that we can only use images of students for whom a release form has been submitted.

To Parents:
I give permission for photographs or videos of my child to appear in catalogs of educational 
materials published by Interact.

Name of Student: ______________________________________________ (print)

Age of Student: _ ______________________________________________ (print)

Parent or Guardian: ____________________________________________ (print)

Signature: ________________________________________ Date: _ __________________

Address:

__________________________________________________________________________________

__________________________________________________________________________________

__________________________________________________________________________________

__________________________________________________________________________________

Phone: _ _____________________________________________________

Interact 
10200 Jefferson Blvd. 
Culver City, CA 90232-0802 
310-839-2436




