





TERMS AND CONDITIONS OF SALE AND LICENSE OF TANDY COMPUTER SOFTWARE PURCHASED AND
LICENSED FROM RADIO SHACK COMPANY-OWNED COMPUTER CENTERS, RETAIL STORES AND RADIO
SHACK FRANCHISEES OR DEALERS AT THEIR AUTHORIZED LOCATIONS

LIMITED WARRANTY

TANDY Software is licensed on an "AS IS" basis, without warranty. The original CUSTOMER'S exclusive
remedy, in the event of a Software manufacturing defect, is its repair or replacement within thirty (30) calendar
days of the date of the Radio Shack sales document received upon license of the Software. The defective
Software shall be returned to a Radio Shack Computer Center, a Radio Shack retail store, a participating Radio
Shack franchisee or a participating Radio Shack dealer along with the sales document.

EXCEPT AS PROVIDED HEREIN, RADIO SHACK MAKES NO EXPRESS WARRANTIES, AND ANY IMPLIED
WARRANTY OF MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE IS LIMITED IN ITS
DURATION TO THE DURATION OF THE WRITTEN LIMITED WARRANTIES SET FORTH HEREIN.

Some states do not allow limitations on how long an implied warranty lasts. so the above limitation(s) may not
apply to CUSTOMER.

RADIO SHACK SHALL HAVE NO LIABILITY OR RESPONSIBILITY TO CUSTOMER OR ANY OTHER
PERSON OR ENTITY WITH RESPECT TO ANY LIABILITY, LOSS OR DAMAGE CAUSED OR ALLEGED TO
BE CAUSED DIRECTLY OR INDIRECTLY BY "SOFTWARE" LICENSED OR FURNISHED BY RADIO SHACK,
INCLUDING, BUT NOT LIMITED TO, ANY INTERRUPTION OF SERVICE, LOSS OF BUSINESS OR
ANTICIPATORY PROFITS OR INDIRECT, SPECIAL, OR CONSEQUENTIAL DAMAGES.

Some states do not allow the limitation or exclusion of incidental or consequential damages. so the above
limitation(s) or exclusion(s) may not apply to CUSTOMER.

SOFTWARE LICENSE
RADIO SHACK grants to CUSTOMER a non-exclusive. paid-up license to use the Tandy Software on one
computer, subject to the following provisions:

A. Except as otherwise provided in this Software License, applicable copyright laws shall apply to the Software.

B. Title to the medium on which the Software is recorded is transferred to CUSTOMER, but not title to the
Software.

C. CUSTOMER shall not use, make, manufacture, or reproduce copies of Software except for use on one
computer and as is specifically provided in this Software License. Customer is expressly prohibited from
disassembling the Software.

D. CUSTOMER is permitted to make additional copies of the Software only for backup or archival purposes or if
additional copies are required in the operation of one computer with the Software, but only to the extent the
Software allows a backup copy to be made.

E. All copyright notices shall be retained on all copies of the Software.

The warranties granted herein give the original CUSTOMER specific legal rights. and the original CUSTOMER
may have other rights which vary from state to state.
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Parents’ Guide

How to Use Word Wizard

Word Wizard is a fantasy game
designedto help children learn spell-
ing while having fun with the com-
puter. Read them the following story to
prepare them for their adventures in
word wizardry:

In a land far away, there lives a kind
and good wizard. The wizard and
his people live in a beautiful world
of castles, forests, hills and valleys.
Every day the wizard looks out of
the biggest castle, high on a hill, to
see a peaceful scene below.

But one day as the wizard looks out
over the land, he sees a frightening
sight. An evil wizard from another
land has sent his magic spaceships
to attack the good wizard and his
people.

To save his land from the evil
invaders, the wizard must destroy
the attacking ships. Fortunately, he
knows just the way!

Each attacking ship has a secret
magic code word that gives it
power. If the wizard can unscramble
the secret code, his spell will make
the attacker disappear.

Required Equipment
e Color Computer with at least 16K
RAM and Extended Color Basic

e Cassette player/recorder
e Electronic Book™

e WORD WIZARD color pages one
through eight (four sheets)

* WORD WIZARD program cassette
(use side 1 for 16K RAM; side 2
for 32-64K Ram.)

(Instructions in italics, like this one,

apply only to side 1 of the tape,

used with 16K RAM Color

Computers )

Getting to Know Word Wizard

FIRST.

1. Attach the Electronic Book to the
right joystick port of the Color
Computer, and insert pages one
to eight into the Electronic Book
binder.

2. Turn on the attached TRS-80
Color Video or any attached
color television.

3. Plug in the cassette recorder
and set the volume at 5. (If an
error occurs, you may need to
make a slight adjustment to the
volume.)

4. Turn on the TRS-80 Color
Computer.

5. Place the WORD WIZARD cassette
tape in the cassette recorder
and press REWIND. When the
tape is rewound, press STOP,
and then PLAY.

6. Type HMEIA L] at the Color

Computer keyboard and press

[EnTen)

7. When OK appears on the
screen, type [ Bl and press
[EnTeR |

NEXT:

1. After the copyright screen
appears briefly, the question —
‘Do you want the scoreboard
displayed until you respond?—
will appear on the screen.

2. If you press | (YES) on the
computer keyboard, you will be
able to check your child’s prog-
ress in word wizardry. The score-
board will remain on the screen
until you press [ (for Continue)
on the keyboard to continue the
program.

3. If you press [l (NO) on the
keyboard, the child will be able
to repeat the game without inter-
ruption. The program will
automatically resume after the
scoreboard is displayed.

4. After a few seconds, the screen
will turn either orange or green.
Adjust the color on your televi-
sion so that whichever color you
see is clear and bright. Then

press [ for orange or [g for
green.

THEN:

1. You now have some options. You
can play WORD WIZARD using the
word lists included on the pro-
gram tape. (Continue with step
2, below.) Or you can create a
word list tape of your own, and
play WORD WIZARD using the
words you supply. (Skip ahead
to step 3.)

2. To play using the supplied
words:
A. Press [ on the keyboard
when the words Select Key
appear.

B. Be sure the program tape
(the one that came with this
guide) is in the tape player
and that the PLAY button is
pressed. 16K RAM only:
Then press on the
keyboard.

C. The WORD WIZARD program
will load. The words Load
Word List Cassette are a final
reminder about step B. It
might be a good idea to
double check that PLAY is
pressed on the tape player.

D. When you see the Word
Wizard's castles and the
words Level 1 and Page 3
Go, turn to page 3 of the
Electronic Book insert pages.

E. Skip ahead to step 5.

3. To create and save a word list of
your own:
A. You must have a blank tape
cassette if you want to save
your new word list.



B. Press [g on the keyboard
when the words Select Key
appear.

C. Follow the instructions on
screen to replace the pro-
gram tape with your own
tape cassette. (If your
cassette has a clear or col-
ored leader, advance the
tape until the leader disap-
pears from view.)

D. Follow the instructions on
screen to type in your word
list at the keyboard. There are
12 words in a list, and each
word must be no more than
12 letters long. After you have
typed in 12 words, you will
have a chance to make
changes or corrections.

E. When you see Select Key on
screen, press B on the key-
board. (Press E only if you
do not want to save or use
the words you have entered.)

F. Make sure that your own
blank cassette is in the tape
player and that RECORD and
PLAY are pressed.

G. Give your word list a name,
type it in, and press EXEDY
The computer will copy your
list onto the cassette.

H. Then you can create another
word list (go back to the
beginning of step 3) or play
WORD WIZARD (continue with
step 4).

To play Word Wizard using your

own word list(s).

A. When you see Select Key on
screen, press [ on the
keyboard.

B. 16K RAM only: Place the
program tape back into the
tape player, be sure the PLAY
button is pressed, and press
on the keyboard.

C. 16K RAM only: The WORD
WIZARD program will load.
When the loading is com-
plete, the words LOAD
WORD LIST CASSETTE will
appear for a few seconds.
Put your own word list
cassette back into the tape
player.

D. Press the PLAY button on
the tape player before
continuing.

. When you see the Word

Wizard's castles and the
words Level 1T and Page 3 Go
turn to page 3 of the Elec-
tronic Book insert pages, and
continue with step 5.

. To Play Word Wizard
A.

Press to change the
level of difficulty. This deter-
mines the speed with which
the game moves. Start at
Level 1 until you learn to play
the game.

Press [ to begin. The
object of the game is to
unscramble the secret code
words of the 12 attacking
space ships.

. The computer will read the

next list of words from the
program tape or from your
own word list tape. The pro-
gram tape contains over 70
lists of words, starting with
easy 3-letter words up to
words of 7 letters. You can
load a new set of words by
pressing when
Page 3 Go is displayed. You
can press over
and over to move ahead to a
more difficult list. Each list of
words will be displayed for a
few seconds before the
action begins.

The attacking space ships
will arrive in 3 waves of 4
ships. Select one of the four
ships in the first wave by
pressing [l At the bottom
center of the screen, you will
see its code displayed.

You must unscramble the
code to destroy the ship. You
can make the ship disappear
when you identify and spell
the code word correctly.

Press to move the
cursor from letter to letter.
Press to select a letter
and move it to the bottom of
the screen. Continue to
select letters, and spell the
word correctly.

. Other keys you can use are:

EXXE3: Tochange the
last letter you

selected.

N3TRL:VA: To start a word

all over again.
Press this key
when you see
the words “try
again.”

To see the twelve
code words for
this round.

(HELP |

H. When you have correctly

identified a ship's secret
code, the ship will disappear.
If a ship reaches the area just
above your castles, it will
attack.

IMPORTANT:

To destroy a ship, you must find its
exact code. If the scrambled letters
are OL O T, two answers may be
possible (tool and loot), but only
one is correct. If you choose the
incorrect word, you will be told to
try again.

After each attack round
(three waves of four ships, or
twelve words), the score-
board will be displayed, and
you will see how many ships
you have destroyed and a
score based on your speed
and accuracy. The longer the
words, the more quickly you
decode them, and the higher
the level you are playing at,
the more points you can
score. If the ships attack your
castles, you may lose points.
If you pressed K@ (YES) in
response to the scoreboard
questions at the beginning,
the scoreboard will be dis-
played until you restart the
program by pressing [ on
the keyboard.

- If you pressed [ (NO) at

the beginning, you can start
a new round by pressing [}
for the same words or NIEN
ELLEH to load 12 new
words from the program tape
or from a tape you have
prepared.

If you reach the end of the
tape, you may insert a tape of
your own or rewind the pro-
gram tape until a complete
list can be loaded.



The Educational Value
of Word Wizard

WORD WIZARD is designed to help children rein-
force basic spelling skills by working with words
in a game-like environment at the computer.

WORD WIZARD is designed to help take some of
the drudgery out of learning to spell. By working
to unscramble the code words in the woRrD wiz-
ARD fantasy game, your children will begin to
strengthen their spelling skills. They will begin to
discover that spelling is often a matter of pat-
terns. Certain letter combinations (“ch,” “th,”
“ph,” “sh,” “ing,” etc.) seem to go together, and
words can be grouped into word families.

As a child masters a word list at level 1 and pro-
ceeds to faster and faster levels, the skills he or
she is practicing change from spelling to word
recognition and eye-hand coordination.

At the highest level, it may in fact be impossible
to unscramble all the words in the time allowed.
A child will have to choose which words to at-
tempt, based on how close each attacking ship
is to the base, how fast each is descending, and
the difficulty of the various words.

This practice —in quickly determining how much
work is to be done and inventing a plan for ac-
complishing as much as possible—helps to de-
velop time and task management skills that are
essential in all areas of schooling.

You and your child can change or add to the
word lists as often as you like, to accommodate
weekly school spelling lists or spelling demons.

As your children work with woRrD
WIZARD, and the Electronic Book
they will improve their:

e visual memory and recall skills.

e phonic analysis skKills.

e sight vocabulary.

e understanding of spelling patterns and word
families.

e eye-hand coordination.
e reading and writing skKills.

They will learn that:
e computers can store and display words.
e computers can make learning fun.

And they will discover that:
e they can memorize words without even trying.

e they can master some of the more difficult
spelling rules by using them rather than just
studying them.

e they can create lists of spelling words to chal-
lenge others.

e they can master one level of difficulty and then
move on to more challenging levels.
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