Lucent Library of Historical Eras

A fascinating window on epic periods of time

A series for students from Lucent Books®
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Accelerated
Reader I Give middle- and high-

school students a fascinating window to important
eras in world history. The Lucent Library of Historical
Eras lures young readers with full-color paintings,
photographs, maps, reproductions of artifacts,
illustrations and even scenes taken from films and
documentaries. Chapter headings and interesting
text boxes entice students to read further about
epic periods of time, including:
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§ TLF ESTABLISHMENT
S8 OF THE THIRTEEN
COLONIES

® The colonization of America
= Japanese history, religion and art

BELIEFs ® The cradle of civilization - ancient Iraq

IN COLONJAT Asirps~
IAL AMERICA ® |adies, knights and more from the Middle Ages

Multi-volume sets within the Lucent Library of
Historical Eras divide an era into its most significant
parts, presenting a vivid picture of the period’s
cultural, political and social life. The four-volume
Ancient Mesopotamia Library, for example, features
titles on literature and the arts, life and worship,
peoples and empires, and science, technology

and warfare.

Fully documented primary and secondary source
quotations enliven the text. Detailed indexes and
annotated bibliographies - valuable for student
research and reports - are also included.

Features of each volume

® Table of contents

= Timeline of important dates

® |ntroduction

® Five to seven chapters with photographs

® Sidebars - highlighting personalities, events or
commentary relevant to
chapter topics

Page Count: 112-128 ! ® For More Information - an annotated bibliography

Book Size: 7.5" x 9.5" of age-appropriate resources, including websites
Library List: $33.45 per volume. |

20% Off! $26.76 per volume. [
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® End Notes, Glossary and Index



Titles in Lucent Library of Historical Eras include:

Shinto, Spirits, and Shrines:
Religion in Japan

1st Ed. 2008.

Lib. ISBN: 978-1-4205-0029-5.

Up from the Ashes:

Rebuilding Japan After WWII
Ist Ed. 2008.
Lib. ISBN: 978-1-4205-0028-8.

The War at Home:

Japan During World War Il
1st Ed. 2008.
Lib. ISBN: 978-1-4205-0027-1.

THE MIDDLE AGES

In the Glory of God: Medieval Art
Ist Ed. 2006.
Lib. ISBN: 978-1-5901-8862-0.

THE AMERICAN COLONIES

The American Colonies:

Daily Life in Colonial America
Ist Ed. 2010.

Lib. ISBN: 978-1-4205-0264-0.

ANCIENT MESOPOTAMIA

Arts and Literature in Ancient

Mesopotamia
Ist Ed. 2009.
Lib. ISBN: 978-1-4205-0099-8.

The American Colonies: Government

and Social Class in Colonial America
1st Ed. 2010.
Lib. ISBN: 978-1-4205-0265-7.

Life and Worship in Ancient
Mesopotamia

Ist Ed. 2009.

Lib. ISBN: 978-1-4205-0100-1.

The American Colonies: Religious

Beliefs in Colonial America
1st Ed. Sep 2010.
Lib. ISBN: 978-1-4205-0266-4.

Peoples and Empires of Ancient

Mesopotamia
Ist Ed. 2009.
Lib. ISBN: 978-1-4205-0101-8.

The American Colonies:

The Establishment of the

Thirteen Colonies
1st Ed. 2010.
Lib. ISBN: 978-1-4205-0267-1.

INDUSTRIAL REVOLUTION

The Industrial Revolution
in Britain

1st Ed. 20009.

Lib. ISBN: 978-1-4205-0152-0.

Science, Technology and Warfare

of Ancient Mesopotamia
Ist Ed. 2009.
Lib. ISBN: 978-1-4205-0102-5.

TWENTIETH-CENTURY JAPAN

From Painted Scrolls to Anime:
Literature and the Arts in Japan
Ist Ed. 2008.

Lib. ISBN: 978-1-4205-0026-4.

Lords, Ladies, Peasants and Knights:

Class in the Middle Ages
Ist Ed. 2006.
Lib. ISBN: 978-1-5901-8928-3.

Miracles, Saints, and Pagan

Superstition: The Medieval Mind
. . Ist Ed. 2006.
Samurai, Shoguns, and Soldiers: Lib. ISBN: 978-1-5901-8861-3.
The Rise of the Japanese Military
Ist Ed. 2008.

Lib. ISBN: 978-1-4205-0030-1.

The Industrial Revolution
in the United States

1st Ed. 20009.

Lib. ISBN: 978-1-4205-0153-7.

The Unholy Crusade: The Ransacking

of Medieval Constantinople
1st Ed. 2006.

Lib. ISBN: 978-1-5901-8846-0.

The Industrial Revolution’s

Workers and Their Lives
1st Ed. 2009.
Lib. ISBN: 978-1-4205-0154-4.

was not necessarily important or lucky

nany ancient dice fea-  to Mesopotamian dice throwers, for
lar-shaped surfaces,  instance. In addition, they did not play
square-shaped sur-  for money until coins came into wide use

- mthe mid-firsa millennium we, (Before

GAMES, SPORTS,
AND TRAVEL

Social and Economic Effects
Ist Ed. 2000.
Lib. ISBN: 978-1-4205-0151-3.

that, people wagered goods, such as sheep,
harses, chathes, weapons, and so forth.)

ost people in the ancient  valley were traders, soldiers, an
world, including Mesopo-  messengers, They brought

tamia, were poor or of little  the foreign sights they had s

more than modest means. So out of
necessity they had to work most days of
the week and usually put in long hours
by modern standards. This left linde time
for leisure activitics. Yet like people in all
ages and places, they did entertain them-
selves with games and sporis when they
could. And the nobles und other wealthy
folk, of course, were able to devote even
mare time to such activities, Some of
these games and sporting events are still
popular across the world today.

Travel was another way to break up the
monotony of work and daily routines.
However, for much of Mesopotamia's
anclent period, there was very littke of
the vacation-oriented travel or tourism
that is so popular today. Most Sumeri-
ans, Babylonians, and Perslans whao took
long trips beyond the Tigris-Euphrates

who lacked the means ¢ v . Sti
some bong-range tourism d

develop in the ancient Near East. Tour-
ists have been documented in Egypt (vis-
iting the pyramids and Great Sphinx) as
early as the second millennium k.. And
the Greek historian Herodotus (among
athers) toured both Egypt and Mesopo-
tamia in the fifth century ne.

From Gambling to Board
Games

For the vast majority of ancient Meso-
potamians who had to entertain them-
selves in their native communities, gam-
bling was always a favorite pastime. The
Sumerians, Babylonians, and Persians
all pursued various forms of gambling,
especially dice games. The dice they used
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“This engaging series will appeal to middle-school and high-school students and may be used by
teachers to extend and enrich standards-based history units. Highly recommended.”

— Doug's Student Reference Room, July 2009
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