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Word

Spinner

Word Spinner runs on:
0 Apple Il, 48K with Applesoft
O Apple I+, 48K
O Applelle
or:
O IBMPC, 128K
o IBM PCjr, 128K
or:
O Atari, 48K, Basic Cartridge
or:
0 Commodore 64
With:
0 Disk Drive
O Monitor or TV
(color recommended)
For:
0O Ages6-10
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LIMITED WARRANTY

The Learning Company warrants to the original purchaser only that
the diskette provided with this manual and the software program coded
on it will perform in accordance with the descriptions in this manual
when used with the specified equipment. If the program is found defec-
tive within 90 days of your purchase, it will be replaced. Simply return
the diskette to The Learning Company or its authorized dealer along
with a dated proof of purchase. Replacement of the diskette is the full
extent of our liability.

This warranty is in lieu of all other warranties, whether oral or written,
express or implied. Any implied warranties, including those of merchant-
ability and fitness for a particular purpose, are limited in duration to 90
days from the date of purchase of this product.

The Learning Company shall not be liable for incidental and/or
consequential damages for the breach of any express or implied war-
ranty including damage to property and, to the extent permitted by law,
damages for personal injury, even if The Learning Company has been
advised of the possibility of such damages. Some states do not allow the
exclusion or limitation of incidental or consequential damages or limita-
tions on how long an implied warranty lasts, so the above limitations or
exclusion may not apply to you.

This warranty shall not be applicable to the extent that any provision
of this warranty is prohibited by any federal, state or municipal law
which cannot be pre-empted. This warranty gives you specific legal
rights and you may also have other rights which vary from state to state.

DAMAGED DISK REPLACEMENT POLICY: The Learning Company will
replace disks that the user damages for a duplicating and handling fee.
Return your damaged disk and a check for $10 to:

The Learning Company
545 Middlefield Road
Menlo Park, CA 94025
Attn: Disk Return Dept.

©1984 The Learning Company. All Rights Reserved.

Word Spinner, The Learning Company's logo, and The Learning Company are trademarks of

The Learning Company.

Apple®, Atari® IBM® are registered trademarks of Apple Computer, Inc., Atari, Inc. and International
Business Machines Corp. respectively. C64™ is a trademark of Commodore Electronics Limited.

Unauthorized reproduction, adaptation, distribution, performance or display of this document,
the associated computer program or the audio-visual work is strictly prohibited.
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WELCOME TO WORDSPINNER

Are you ready to be a Word o
Spin¥1er winner? This complete- e °'""a“y
the-word-game will keep you
spinning through the alphabet
looking for new words to spell.
Discover how many words
you can make simply by Sl sy (I
changing one letter or two.

Word

Spinner

by Dale Disharoon

Start by spinning words that you know. If you get stuck,
experiment. It's a fun way to learn new words (or to find out
which combinations of letters do not spell words).

As a Word Spinner winner you compete with yourself. You can
choose simple spelling patterns and three-letter words. Or try
harder spelling patterns and four-letter words. You can turn off
the timer and take lots of time. Or turn on the timer and race
against the clock.

When you spell enough words to win 300 points, you spin the
word wheel for a prize. Then start again. How many prizes can
you line up?

P.S. Some people may think that Word Spinner is just for fun.
To see what you are learning, turn to THE LEARNING LIST
on page 17.
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WORD SPINNER QUICK START

*Joystick option available on some computers only.

For those who want to start playing right away, here is a quick
reference to key elements.

THE GOAL OF THE GAME
To fill in blank spaces in order to make three- or four-letter words.

TO CHOOSE A GAME
. Goto Menu. Choose your

. “THRT

4-letter words). (Press[2].) | 3. BLANKS
Putblankspaceswhereyou - LETTERS

want them. (Press [3]) j %E’HS“ ON l

Choose your letter pattern. For Hels: Press

(Press [4].)
Press [1]to start. The game
will begin.

]
Word Size (either 3- or UURD TSIZE }

TO PLAY

Find a letter to put in the blank space(s). To cycle through
alphabet, use[4 |and[{] or[1]and [M] keysor joystick lever*

To choose a letter, press | SPACEBAR | or joystick BUTTON.

To move the arrow to choose a blank space (4-letter words
only), use and|->|or|J]|and keys or joystick lever.

To enter a word in the word wheel, press | SPACEBAR | or
joystick BUTTON.

To spin for prizes, press | SPACEBAR | or joystick BUTTON. d
To stop spinner, press | SPACEBAR | or joystick BUTTON. ‘

To print words, press E] after prizes appear. (Be sure your
printer is properly connected and ready to print.)



GETTING STARTED

LOADING THE DISK

IF YOU ARE USING
AN APPLE OR AN
IBM COMPUTER

o Put your Word Spinner disk
in the disk drive and close
the door.

o Turn on your computer, and
the monitor.

o Ifyou are using an Apple lle computer,be surethe

CAPSLOCK] key is pressed down.

o If you are using an IBM computer, you need to put DOS on
your Word Spinner diskette before you use it the first time.
See page 30 for instructions.




IF YOU ARE USING A COMMODORE-64 COMPUTER
o Turn on the disk drive. Wait until the red light goes out.

o Insert your Word Spinner disk into the disk drive. Close the door.
o Turn on the computer. The red light on the disk drive will go on
while the disk loads.
o When you see the READY prompt on the screen, type:
LOAD “COVER”",8

Press [RETURN] .
When READY appears again on the screen, type:

RUN
Word Spinner is now ready to use.
If you are using a joystick be sure it is plugged into port #2.

IF YOU ARE USING AN ATARI COMPUTER

Turn on your disk drive.

Wait until it stops whirring and the “Busy” light goes out.
Then put in your Word Spinner diskette and close the door.
Turn on your computer.

EHEE

B

| e O o [

After the opening picture,
you will see the Word Spin-
ner menu. (If you want to skip

the opening music, just press : g%gg}iglm
SPACEBAR ) LETTERS . L]

SOUND ON
6. TINME UN

For Help: Press B

NOTE: All photographs of program screens are of the Apple version.



THE MENU CHOICES

There are six options on the menu* Numbers 2, 3, and 4 set
the word pattern choices; numbers 5 and 6 let you choose to
have the sound and the timer either ON or OFF; number 1
starts the game.

Look at the menu. Are all the options set the way you want
them? If not, you can change them. Each option, as well as
how to use it, is explained below.

1. START

The START option starts the game. Are you ready to play?
Then press . (NOTE: Do you want to change the game?
Then don't press START yet. Wait until you've made all of
your choices.)

2. WORD SIZE

You can choose to complete either 3-letter or 4-letter words.
Press to choose your word size. If you keep pressing| 2],
the word size will keep changing.

e (S = 3-letter words

O0O__ = 4-letter words

The boxes and blanks show you how many letters in all. The
boxes stand for letters that will be provided for you. The blanks
stand for blank spaces — you put in the letters.

3. BLANKS

This option changes the position of the blank spaces. You can
put the blanks where you want them. Press |3 | to see all your
choices. (Remember: the boxes stand for letters that the
computer will put in.)

*There are five options on Atari and C64 versions.



4. LETTERS: THREE- AND FOUR-LETTER WORDS

You can work with many combinations of letters. Press | 4 | and

watch the letter combinations change.

First pick your blank spaces. Then choose your letters by ’
pressing . You will see many letter combinations. Stop at

the one you want. Some letters will stay the same. But some
will change.

5. SOUND (For Apple and IBM)

Word Spinner always starts with sound ON. You can turn it off.
Press . Do you want it back ON? Just press again.

6. TIME (Option 5 on Atariand Commodore)

The timer will be ON when you first see the menu. Press [6] to
turn it OFF. Press [6] again to turn it back ON. (NOTE: When
you play for the first time, it's easier to begin with the timer OFF.)




HOW TO PLAY

In Word Spinner, you earn WORD SPINNER
points for making words. When
you earn enough points, you
can spin for prizes.

To make words, you put letters
in the blank spaces. You cycle
through the alphabet, letter by
letter, forwards or backwards.
You choose the letters you
want until you spell a word.

Each time you make a word, WORD SPINNER

you “enter” it in the Word et 1T
Spinner wheel. When you fill
up the wheel, a new round
begins. The word pattern will
be the same, but the letters
that are provided will change.
You can continue playing until
you win 300 points (or until
your time runs out).

On the next page is a chart. It tells you how to change letters,
move the arrow, and enter words on the wheel.

i1




AND ENTERING WORDS

CHANGING LETTERS, MOVING THE ARROW,

KEYBOARD

JOYSTICK

To move Press[1] or

fromAtoZ

Push the lever UP

To move Press or

fromZto A

Push the lever DOWN

To move Press [J]or

Press the lever to

arrow left the LEFT
To move Press or Press the lever to
arrow right the RIGHT

To enter Press | SPACEBAR | Press BUTTON

words



PLAYING AGAINST THE TIMER

You can either play against WORD SPINNER
the timer or turn it off. If it is
ON, you will see the seconds
ticking away on your screen.
You have two minutes per
round in the three-letter game.
You have three minutes per
round in the four-letter game. :

If you run out of time, the game ends. You will not get to spin for
a prize. The timer resets at the end of each round.

DELAYING TIME IN A GAME

Do you want to stop the timer for a minute? Maybe to look up a
word?* Then here is a trick.

Press ( [X] on Commodore 64). You will see this question:
DO YOU WANT TOSTOP? (Y ORN)?

Do not press for YES or for NO. Take the time you want.
When you are ready to begin again, press . This takes you
back to the game, exactly where you left off.

*NOTE TO TRUE WORD SPINNERS: Keep a dictionary handy when you play Word
Spinner. Stop the clock and look up words you don't know. Expert Word Spinners
seldom lose points or opportunities to learn new words!

13




WINNING AND LOSING POINTS

You earn points for placing

: et

correct words in the word

wheel. You lose points when +
you try to enter incorrect v SCORE
words in the word wheel.

You can watch your score

go up or down in the score box 2:28

on the screen.

Try to make words you can find in a dictionary. You cannot use
proper names (like Sam or Jane) unless that name has another
meaning (like pat or bob). Abbreviations (Mrs. or Ph.D.) and most
slang words (yuk, bam) will not count either.

You earn 20 points for each correct word entered into the
word wheel.

You lose 10 points if you try to enter a “word” that is spelled
incorrectly or is not really a word.

If you play with the sound ON, you will hear a “beep” when you
try to enter an incorrect word in the wheel.

What if you try a word that you have already entered? You will
see “USED" on the screen, and the word won't enter the wheel.
But you won't lose any points.

—




SPINNING FOR PRIZES

Each time you win a game,
you get to spin for a prize. You
will know when you have won.
You will have 300 points in the
score box. The words YOU
DID IT! will flash on the screen.

Here’s how to spin for a prize:

IF YOU'RE USING THE KEYBOARD
o Press |[SPACEBAR | to spin the prize wheel.
o Press | SPACEBAR | again to stop the spinner.

IF YOU'RE USING A JOYSTICK
o Pressthe BUTTON to start and stop the spinner.

After the spinner stops, your prize will appear on the screen.
Continue playing to win more prizes. They will all line up on the
screen. How many prizes can you win?




PRINTING YOUR WORDS

You can print every word you entered in the word wheel if you
have a printer. l
Here's how to print your words. l
1. After your prize appears on the screen you will see:

To print: Press [P]
2. Pressthe [P]key.
3. You will see this question:

IS YOUR PRINTER READY? (Y ORN)

4. Check your printer. Is it properly connected? Have you
turned it on? Is the paper in? If not, get your printer ready.
Then press . Printing should begin™.

*NOTE FOR APPLE COMPUTERS: After pressing Y, you will be asked to type in the
number for your printer card’s slot. It must be a number from 1 to 7. Be sure you
type in the right card slot number!!!

16



THE LEARNING LIST

Word Spinner gives children an opportunity to explore word
skills at their own pace and at their own ability level. The flexibility
of the program provides a challenge for children just learning to
read, as well as for children who have mastered reading skills.

SKILLS AND CONCEPTS WORD SPINNER

o Exploring letter patterns.

o Recognizing words.

o Experimenting with similar-
looking words.

o ldentifying correct word
spellings.

o Developing word game
strategies.







NOTE TO PARENTS AND HELPERS

There are two ways that children learn to read. One method,
called “sight word learning,” is to “memorize” the way a word
looks, to recognize it by sight. The other is to learn the sounds
associated with letters, then to read words by “sounding out”
the letters. This is called “decoding.”

Word Spinner provides children with a fun and playful way to
develop both methods of learning to read. And the more you
play along with the child, the more you can encourage the
learning-to-read process.

Words have patterns, such as rhyming words that end with

the same letter sounds (bat, cat, hat). Or words can start with
the same two letters but sound different because of the ending
(can, cap, car). With four-letter words there are “long” vowel
patterns like make and fake, or hike and like. There are vowel
combinations that sound alike in some words (bead, meal, seat),
yet sound different in other words (bead, head, bear). Some
words look almost alike (sang, sank, sand) differing by only one
letter. The more your child becomes used to word patterns and
can see the differences in words, the easier reading becomes.

When playing Word Spinner alone, children can learn a lot about
patterns in words. They can discover how many different words
fit the same pattern. They can see that by changing just one or
two letters, completely new words can be made. But with you as
the “helper,” the child can also learn to “sound out” or read each
new word.

To make it easier to read and discuss the words, play with the
timer set OFF. Each time a new word is formed, see if the child
can read it. Help the child as needed. You can offer to write
down each word the child forms. You might suggest other words
to place in the wheel and let the child know when words have
been skipped. For more ideas, turn to ADDITIONAL ACTIVITIES
on page 20.

19
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ADDITIONAL ACTIVITIES

SAVING YOUR WORDS

You can make lots of words playing Word Spinner. Some of
them may be new to you. Start a word list. Copy down words you
make when playing each game. This is especially important if
you do not have a printer that can print out the words from

your games.

If you are not playing against the clock, you can write down
each word as soon as it pops in the wheel. Or you can play with
a friend. Your friend can copy your words and you can do the
same for your friend.

If you are racing against the clock, here is one way you can
copy the words in your wheel. Before you fill up the last spoke
of the wheel, press (or [X] on the Commodore 64).
This stops the clock. Copy the words in the wheel. Copy the
next word you plan to spell, too. Then answer for NO,

| DON'T WANT TO STOP. The game will continue exactly
where you left off.

Below are some suggestions for using the words on your
word list.

RHYMES GALORE

Find words on your list that rhyme. Then invent silly sentences
using as many of the rhyming words as you can. Maybe you
can create a funny story. Here’s an idea to get your started:

| saw a funny cat with a baseball bat.
And a very floppy hat.
Can you imagine that?



DICTIONARY SEARCH

To be a real Word Spinner expert it is not enough to know how
to spell unusual words. You need to learn what they mean. Find
words on your list that you cannot define. Look them up in the
dictionary. Be sure to learn how to pronounce the words. Then
surprise your friends. Use the new words at every opportunity
to make them yours.

WORD SPINNER CROSSWORD PUZZLES

The more you play Word Spinner, the better you will be at
playing word games like Scrabble. You can even invent some
word games for your friends. Here is one idea. Using words
from your Word Spinner word lists, make your own crossword
puzzle. Below is a sample. You can probably solve it. But can
your friends?

ACROSS: DOWN:

. Larger than a jacket. - Nothot.

. Something you can sail. - Something you read.
. What an angry lion does. Past tense of take.

. Leave in a tub of water. Grows underground.
A hammer is one. . Not long from now.

" Time for lunch . Another word for see.

ONoO AN
DO WN =

1 2 3

00| ‘g U0DS ‘9 1001°G %00} '€ %00q°Z (009"} :NMOQ
uoou ‘g |00}/ ¥BOS'9 JeoJ 'y 1eoq g 180D | :SSOHIVY
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WORD SPINNER OLYMPICS

Take turns playing Word Spinner with your friends. You will need
a paper and pencil for keeping score. Choose a word pattern.
Each player must try to win a game using the same pattern. The
observer keeps score. Record how many rounds the player
takes to win and how much time passes per round. The winner
is the player who makes 300 points in the fewest rounds and
the least amount of time.

YOUR WORD SPINNER ACHIEVEMENT RECORDS

One pages 23 through 27 you will find Achievement Records
that list all the Word Spinner patterns and spelling possibilities.
You can use these records to keep track of all the kinds of
words you spell each time you fill up a wheel. Challenge
yourself. Try to mark off as many different letter combinations
as you can. Then give yourself a prize for each pattern you
complete and try another pattern. Can you mark off all the
spellings for each Word Spinner pattern?




YOUR WORD SPINNER
ACHIEVEMENT RECORDS

Can you fill up your Word Spinner wheel with words fitting each
of the letter combinations on this record? First, set your game
for one of the patterns boxed on the left. Each time you fill up
the wheel, mark the letter combination you got. Try to get them
all. (Remember, you can choose which letters to start with at
the beginning of any game.) Then draw a prize or put a sticker
in the box for that pattern. To be a Word Spinner Expert Extra-
ordinaire, complete the entire record. It may take several
weeks of playing.

23




THREE-LETTER WORDS
FIRST LETTER MISSING
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THREE-LETTER WORDS
LAST LETTER MISSING
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FOUR-LETTER WORDS
FIRST TWO LETTERS MISSING
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FOUR-LETTER WORDS
LAST TWO LETTERS MISSING
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CHANGING MIDDLE VOWELS
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SPECIAL KEYS

KEYS FUNCTION
Commodore
Apple Atari 64 IBM
NOTE: CAPS
LOCK MUST
BE IN DOWN or mchanges
POSITION TO letters from A to Z
PLAY WORD (forward through
SPINNER ON alphabet)
THE APPLE lle
or @ changes
A A A A gers fromZto A
II] E] ; t/)s;:[\;v;;d through
(U] [K]» | <[] [2]» | «[4] [K]> | <[] [2]» o e
@ @ T arrow to blank on
= o v . the left
or ortlmc;(ves
arrow to blank on
the right
onlle
ESC ESC ESC Leave the game and
return to the menu or
pause (stop the clock).
Type IE] toresumeplay.
Seethe HOW TO PLAY
PAGE instructions.
[sPACEBAR| |[SPACEBAR]| |[SPACEBAR] |[SPACEBAR] ggfg;:rom’/ i I’;’:S‘;‘i% ’
gr{(t)ystick gr jtct)ystick ing word is acceptable.
utton. utton.
*

If the joystick option is available on your computer:
o Move the joystick lever . ..

UP to change letters from A to Z.

DOWN to change letters from Z to A.

LEFT  to move the arrow to the blank on the left.
RIGHT to move the arrow to the blank on the right.

o Press button to put the word in the wheel.
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BEFORE USING YOUR IBM
WORD SPINNER DISKETTE

You need to add DOS to your IBM Word Spinner diskette
before you use it for the first time. Here's how:

IF YOU HAVE TWO DISK DRIVES

Put your DOS diskette into Drive A. Turn on the computer.
Put your Word Spinner diskette in Drive B.

When you see A> on the screen, type: B:INSTALL

Press [Enter] .

When you see A> again, your Word Spinner diskette is ready
to use.

IF YOU HAVE ONE DISK DRIVE

1. Putyour DOS diskette into Drive A. Turn on the computer.
2. Type: B:NSTALL

3. When you see “Insert disk in Drive B,” remove your DOS
diskette from Drive A. Then put your Word Spinner diskette
into Drive A.

4. When you see “Insert disk in Drive A,” remove your Word
Spinner diskette from Drive A. Then put your DOS diskette
back into Drive A.

5. Repeat steps 3 and 4 until you see A> on the screen. When
you see A>, your Word Spinner diskette — is ready to use.

G ORI =
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MORE FROM THE LEARNING COMPANY

READING

JUGGLES’ RAINBOW Children develop reading and math readiness skills by
playing with dancing rainbows, butterflies and windmills. Ages 3-6.

READER RABBIT AND THE FABULOUS WORD FACTORY A playful,
mischievous character in a bustling factory will inspire children to develop pre-
reading and early reading skills almost overnight. Ages 5-7.

MAGIC SPELLS Children sharpen spelling skills through an adventure world
of castles, demons and wizards. Ages 6-10.

MATH

BUMBLE GAMES With Bumble, a friendly creature from the planet Furrin,
children learn fundamental math skills and create computer graphics. Ages 4-10.

BUMBLE PLOT Children learn advanced math skills and create computer
graphics by plotting positive and negative numbers. Ages 8-13.

ADDITION MAGICIAN Magical walls and an absent-minded magician teach
fundamental addition skills and encourage flexible thinking about adding. Ages 6-10.

NUMBER STUMPER In the electronic version of a classic 14th century game
of chance, children learn to add and subtract and also develop abstract reasoning
and strategic thinking skills. Ages 6-10.

LOGIC AND PROBLEM SOLVING

GERTRUDE’S SECRETS While solving playful puzzles with Gertrude, the
go-getter goose, children develop logical thinking skills. Ages 4-10.

GERTRUDE’S PUZZLES Children develop abstract thinking skills by solving
complex logic puzzles in Gertrude’s animated world. Ages 8-13.

MOPTOWN PARADE Children learn thinking and problem-solving skills by
strategically arranging colorful Moppet characters. Ages 6-10.

MOPTOWN HOTEL In the fantasy world of Moptown, children learn to
hypothesize and develop strategic thinking skills. Ages 9 and up.

ROCKY’S BOOTS Learn the basics of computer logic and circuitry by design-
ing machines using simulated logic elements. Play 39 games or create your own.
Ages 5-7.

ART

COLORASAURUS A brand new type of coloring book for young artists —
children learn about colors, hues and matching. Ages 3-6.

TLC programs are available for major personal and home computers. Check with
your dealer for product availability.
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TLC PRODUCT ORDER FORM

545 Middlefield Road, Suite #170
Menlo Park, Ca 94025

(415) 328-5410
Name: Deliver To:
Address: Address:

Telephone:

PaymentBy: [0 Check/MoneyOrder O VISA ([ MasterCard Exp. Date: /

Card Number: Signature:
Credit card order will be accepted by phone.
Title A&)yle %ts: IOB:: A(;ta;l 13:;' Price ;‘r,l':e!
READING
Juggles’ Rainbow™ * X 2995
Reader Rabbit™ ° 3995
Word Spinner™ 3495
Magic Spells™ 34.95
MATH
Bumble Games™ * 3995
Bumble Plot™ * °® 3995
Addition Magician™ ® 3495
Number Stumper™ [ ® 3995
LOGIC
Gertrude's Secrets™ * ® 4495
Gertrude's Puzzles™ * ® 4495
Moptown Parade™ 39.95
Moptown Hotel™ 3995
Rocky’s Boots™ * L] 4995
Robot Odyssey I™ ® ® ® 4995
ART
Colorasaurus™ () ° 2995
Sub Total
Shipping 3.00
(Calif. residents add salestax)  Sales Tax
Total B

* Available through IBM product centers
® Not available at this time
X Available through Atari




