User’s Guide Before You Start

Rotating Globe Before you begin your adventure, set the Explorer™ globe’s
& Talking Atlas world clock.

Press the power butten.

Turn the dial to "Time" and touch the globe with the
Magic Pen.

o Follow the instructions as the Explorer guides you.

First touch your heme locatien on the glebe with the

magic pen.
Set the time using the Compass Rose, located on the globe
Power in the Merth Atdantic Ocean. Te set the hour, use the red
Headph
Jack pam Button arrow. Press the purple arrew when you hear the correct
hour.
Dial Yolume
Choose to learn Control G Oince you have set the hour, set the minute and day of
facts or phay the week.
Euraka
Challenge e Press the orange circle to confirm the time settings.
games.

Game Play
Selector
Buttons:

Geographic Region Retractable + Number of
Buttons Magic Pen Players
Zoom in on @ continant, Lise the Maglc Pen » Skill Level
country or state. Tum the to select g location * Start Eureka
selector dial to leam on the plobe. Challenge
spedific facts within thet Turn the cord reel gamel
ared. dial counter clock-

wise to fuck the

cord into the base
of the globe.




Explore the World

Using the Magic Pen

Te begin your adventure, press the power burton. Choose a fact
category to learn different faces abour the world or selecr a
Eurela Challenge game to test your knowledge.

MNote: Whenever you touch the Explorer globe remember to use the
Magic Pen. Never use a regular pen on your Explorer!

Learn Facts About the World!

The Explorer teaches the following faces:

* Lecation Mames * Capital
* Populaticn « Area
* High Paint * Maney
* Music * Time

Te learn a fact abour a specific region, turn the dial te the specific
fact you want to learn. Mext touch the area you want to learn
about with the Magic Pen to hear the fact To learn additional
facts abour the same area, turn the dial to another fact.

Te zeom in on a particular area press a Geographic Region
Butten. Lsing these buttons, you can zoom in on a continent,
country, or state and hear the corresponding facts about the
selected area.

Comparisons of different areas:

Te compare the population and land area of two different places,
turn the selector dial to "Comparison” then touch the two loca-
tions you want to compare.

To learn the distance between two locations, select "Distance”
and touch two points on the globe. The globe will also state the
flying time berween the selected locations.

While exploring with the Magic Pen, the country or state you
select may be too small for the Magic Pen to identify. When this
happens, the Explorer will anncunce a series of possible coun-
tries or states and corresponding colors— "Bl Salvador, touch
green, Micaragua, touch yellow." Turn to the globe's Compass
Rese, located in the Narth Atlantic Ocean and touch the Magic
Pen to the part of the Compass Rese (arrew or circle) that is
the coler of the area you would like to select. The Explorer will
say the areas name and the fact you selected.
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Play the Eureka Challenge Game

Product Information

Take the Eureka Challenge to test your geographic knowledge.
You will be asked to locate a series of places arcund the weorld
within a limited amount of time. Three levels of difficulty make
Eureka fun for everyone. Follow these steps to play a game of
Eurela:

o To begin a game of Eurela, urn the dial to a Game
Category:
= States
* State Capitals
» Continents
» Countries
* Country Capitals
* Free for all—includes all caregories

You will be asked to find varicus areas corresponding to the
category you selected.

e Select the number of players {1 te 4) by pressing the player
burton.

9 Select the challenge level (Tourist, Frequent Flier, Globe
Trotter) by pressing the level butten until you hear the
desired level.

o Press the start button.

Return to Explore Mode

When you are finished playing Eureka, you can return to
explering the globe by wirning the dial to a fact

Volume Control
Twe burtens on the base allew you te adjust the audie velume.

Automatic Shut-off
When you are finished playing with your Explorer™, press the

power butten. The Explorer will turn off automarically if it hasn't

been used for a few minutes.

Headphone Jack

For quiet play, plug your personal headphones (not included)
into the headphene jack locared on the side of the Explorer
globe’s base. Consult the headphone manufacturer’s operating
instructions.

Warning: Headphone wires can be dangerous to small
children. Headphones should only be used under adult
supervision.
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AIC Adapter

The Bxplorer™ has an adapter socket on its back panel. Suitable
ASC adapters (Part £19-010) are available in specialty stores.
Waming: Do not use with any other AIC adapter.

An AMC adaprer should only be used under adult supervision.

To use the Explorer with an A/C adapter:
* Make sure the Explorer is turned OFF

* Use only a é-velt DC 500mA E-8—2 A/C adapter.

* Plug the adapter jack into the DC &Y socket on the back
of the Explorer.

* Securely plug the adapter inte a wall outlet.

* We recommend that you install batteries even if you plan te
use an adapter. Batteries ensure that the preferences you set
(Time, Day) are maintained even when the Explorer is
unplugged.

Care and Maintenance

Keep the Explorer away from food and beverages.

To clean the globe, use a slighty damp cloth {cold warer) and
mild soap. Air dry only. Mever submerge the Explorer in water.
Remove batteries for prolonged storage.

Avoid extreme temperatures.

Battery Information:

Barteries included are for in-store demenstratien purposes enly.
Replace with new batreries te improve performance.

Battery Safety:

Barteries are small objecrs. Adults must replace the barteries.
Fellow the polarity (+/-) diagram in the battery compartment.
Promptly remove dead batreries from the toy

Only batteries of the same or equivalent type as recommended
are to be used.

DO MOT incinerate used batteries. Dispose of used batteries
properly.

DO MNOT dispose of batteries in fire, as batteries may explode
or leak.

DO MOT mix eld and new batteries er types of batteries

{i.e. alkaline/standard).

DO MNOT use rechargeable batteries.

DO MOT recharge non-rechargeable batteries.

DO NOT short-circuit the supply terminals.

Battery Installation:

Requires 4°C" (called LR& in some countries) allaline
batteries.

When the batteries run low on power, the Explorer’s speech
may become garbled or it may repeat itself. Replace the
batteries at this time.

Open the battery door with a screwdriver.

Install new batceries as shown in the polaricy diagram (+/-)
inside the battery compartment

Replace battery door securely.



