THE WIZARD OF ID’S

WIZTYPE




NOTICE
This software is backup protected. Please keep it in its
protective sleeve when not in use.




THE WIZARD OF ID’S
WIZTYPE ™

Allow me to introduce myself. I am the
great, the magnificent Wizard of Id. I have
brewed some powerful magic that will teach

j you to touch-type. Once you learn, I will help

you become faster and faster until you too are a
typing Wizard, like me!

A GOOD START
It is important to develop good typing habits
from the beginning. This will ensure that you
reach your full potential for speed and accuracy
as quickly as possible. Sit up straight and rest
your feet flat on the floor. Reach out and place
your hands on the keyboard. O.K. so far?

Your elbows should be relaxed at your side;
your wrists should be low, without resting on
the computer. Take a look at me -- you couldn’t
hope for a better model. If you cannot seem to
achieve the right position, try a lower or higher
chair.
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Your fingers should be resting comfortably on what is known as the ‘‘Home Row’’;
your index fingers should be on the <F®» and <J». Your fingers will reach up and
down to strike the keys above and below, but good typists (like me) always return to
the ‘‘Home Row’’. Practice striking the keys with a quick, sure motion. Return to the
‘‘Home Row’’ each time you reach above or below to strike a key. Press the
SPACEBAR with your Right thumb and the ENTER Key with your Right pinky.

Look at the screen -- not at your hands.
Touch-typing requires you to learn the location
of every key. Practice without looking at the
keyboard. Eventually your fingers will
“‘know’’ the location of each key and you will
be typing each letter automatically, even faster
than you can think!

DOWN TO BUSINESS
Refer to the Loading Instructions on Page 7. If you have played WIZTYPE ™
before, your own personal ‘‘statistics’’ will be displayed when you type your name.
You are now ready to select a WIZTYPE ™ lesson.




When you use WIZTYPE ™, you are pitting
your typing skills against the computer. Just to
add a little spice, we’ll play teams -- you and I
against Spirit and the coraputer. Spirit will put
characters and words on the screen; I will zap
each character group when you type it correctly
and press the SPACEBAR. (If you type it
incorrectly, simply press the SPACEBAR and
try again.) Spirit will produce new words as
you type. If you type all the words faster than
Spirit can replace them, I can zap him (it just
makes my day when I do that) and we progress
to the next level.

The Game, Drill, Practice and Word modes all have 20 levels of difficulty, each
containing 20 character groups. As you type, the number of words left and your
achieved typing speed are shown at the bottom of the screen. Your score for each level
equals:

(‘“‘words typed’’ + ‘‘words not used’’) X ‘‘typing speed.’’

You also get a 100 point bonus for each level you complete with more than one word
left. The better typist you are, the better your score!

When you type too slowly, Spirit evolves
into a dragon. When the word list fills the page,
he’ll reduce me to a pile of ashes. I can only
survive this kind of treatment a few times, so
stay on your toes. The number of hats at the
bottom of the screen represents my remaining
lives.

After every few levels my Magic Sentence will appear near the bottom of the
screen. You’ll earn bonus points while you practice typing sentences. For each correct
character, 10 points are awarded; 100 points per second is given for any leftover time.
Don’t worry if you don’t complete the Magic Sentence the first time -- keep practicing
and you will!




Let’s work through the various typing modes now. You might be tempted to start
with the Game, but let’s wait until you’ve practiced a few typing skills first. It takes
time and dedication to become a genuine typing Wizard (my own apprenticeship took a
whole two months). To choose a typing mode, type the number of your choice and
press ENTER. Let’s begin with the Drill.

DRILL
Typing groups of letters and characters helps you learn the location of each key, and
eventually builds up your speed with individual fingers. A color-coded picture of the
keyboard before each level shows which fingers to use for which keys. In order to
develop your typing skills it is important not only to strike the right key but also to
strike it with the correct finger. Check the keyboard on the back cover if you can’t
remember where each finger goes (even I forget sometimes).

Set your speed at 10 words per minute (words per minute, or WPM, is calculated as
the number of words typed in one minute), then increase it to build speed. You’ll
improve faster if you push yourself. Type the character groups from top to bottom,
bottom to top, or in any order. When you can type all 20 levels at a speed of at least 20
WPM, you’re ready to tackle a Practice session. This will probably not take you more
than a week or two.

PRACTICE
As you become familiar with the keyboard and can move your fingers up or down
with ease, you will want to practice typing combinations of characters scattered over
much of the keyboard. Here Spirit forms ‘‘nonsense words’’ and we have to zap them
to stay out of the frying pan. When you can do all the Practice lessons at 20 WPM, you
are ready for a Word lesson. You will probably reach this skill level after a week or
two of Practice.

WORDS

In this lesson you can practice on something familiar -- words! Set your speed low to
avoid looking at your hands. If you make errors, don’t give up -- technique is the vital
factor here. Remember to use the proper finger for each key! When you can do all 20
levels at 20 WPM, you are ready to try the Game.




THE GAME
Let’s test your newly developed skills.
Choose the Game from the list of choices. You
will begin at a speed of 10 words per minute.

Each time you conquer a level, your speed
increases by 5 WPM. The computer will keep
3 your most recent scores on your ‘‘statistics’’
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chart so that you can check your progress each
time you restart WIZTYPE ™.

After you play the Game a few times, return

o to the Drill, Practice and Word modes to
e further improve your speed, reach and
m accuracy. Yes, I know, the Game is lots of fun.
But the other lessons are carefully designed to

improve your typing skills, and that’s what you
want to do!

CREATE YOUR OWN LESSON

You can make up your own word list for use in a practice session. The words will
appear in the order you type them -- start with easier words and work up to the harder
ones. Easy words are short, or have letters on easy-to-reach keys (laugh, gift, fall), or
use alternate hands when typing (lake, sick, and). More difficult words are longer
(WIZTYPE ™ allows a maximum of eight letters in one word), or have letters on hard-
to-reach keys (quiz, paw, wax), or are mostly typed with one hand (hop, fever, serve)
or even one finger (jump, graft, deck).

If you make mistakes when creating your lesson, see Page 8 for guidelines on
editing it. WIZTYPE ™ will beep when your list is almost full (about 240 words).

PARAGRAPHS
Practice typing paragraphs using the Paragraph lesson. This is probably the closest
thing to everyday typing, since it involves reading words as they normally appear: in a
continuous line, complete with spaces and punctuation. You can choose one of the
paragraphs listed on the screen, or you can create and use a paragraph of your own.
For now, let’s just type one of the paragraphs listed.




your file for future reference.

WIZTYPE ™ disk.

WIZTYPE™ “and  we’ll

typist you can be!

READY, SET, GO!
What’s left to learn you won’t learn by
reading. . .you’ll learn by doing! Load
start your
apprenticeship. I'll show you just how good a

When typing a paragraph, you can let that
fun-loving court jester, Bung, set your pace, or
you can type at your leisure without him. If you
enlist Bung’s help he will bounce along on his
pogo stick at whatever speed you have chosen.
When you are slow, Bung will wait for you at
the end of the line, impatiently looking at his
watch. Ideally, you should set your speed so
that you’re pushing to keep up with Bung --
you’ll get a more accurate reading of your true
speed.

End each line with a space or return. Your
average typing speed is displayed as you type.

To create your own paragraphs, choose that option and type in almost anything!
There are a few characters not on WIZTYPE’s ™ keyboard display that WIZTYPE ™
doesn’t use -- the computer will beep when you type these. If you make mistakes, edit
your text (see Page 8 for editing instructions). Each paragraph lesson can be quite
long. When you approach the limit of your storage space the computer will beep.
Don’t go beyond that point -- go back and edit your lesson. Be sure to save and name

When you want to practice with one of your own Paragraph or Word lessons and
cannot remember its file name, refer to Page 8 for instructions on cataloging the




WIZTYPE™
TANDY Version
by Randak

LOADING INSTRUCTIONS
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Turn on your computer and monitor.

If you have added DOS to your WIZTYPE disk, insert the disk into drive A and
close the door. WIZTYPE will begin automatically.

If you have not installed DOS on your WIZTYPE disk, insert your DOS disk in
drive A and close the door.

. When the ‘‘Enter New Date’’ prompt appears, press ENTER twice.
. At the A) prompt, remove your DOS disk and place your WIZTYPE disk in drive

A and close the door.

. Type «<WIZTYPE® and press ENTER.
. To install DOS, put your DOS disk in drive A and your WIZTYPE disk in drive

B. Type €COPYDOS PP and press ENTER. One drive users will be prompted
to change disks several times (press ENTER after each disk swap).

. When the process is complete, remove your disks.
. Enjoy yourself.

CONTROL KEYS

<CTRL»><RP»  To restart WIZTYPE for another person
<CTRL»><CP»  To begin again at the menu

<CTRL»<«S»  To turn sound off/on

<ESC» To pause WIZTYPE (press again to continue)




CREATING A FILE DISK
When you want to create some of your own lessons or practice paragraphs, you will
need a formatted disk to store them on. Use DOS to format a blank disk.

Insert the DOS disk in drive A and press ENTER twice to bypass the time and date
prompts. Type AFORMAT A:® at the prompt (type @FORMAT B: P if you have
two drives). When DOS asks for the disk for drive B, insert a blank disk. Follow the
prompts and you will create a file storage disk for your own WIZTYPE™ lessons.

EDITING YOUR OWN FILES
When creating your own paragraph lesson or your own word drill, you will
probably make a few typos -- that’s OK, nobody’s perfect. Use the BACKSPACE key
to edit the line you’re currently typing. Press ENTER at the end of each line. Press
<CONTROLP»<AP» (up) or «CONTROLP<Z» (down) to move around the
lesson to retype finished lines. When you’re finished creating the lesson, press
<CONTROLP<«FP to tell the computer.

When naming your own lessons and paragraphs, use only letters A through Z. Don’t
use any punctuation in the file names.

You have room for almost 4,000 characters in each paragraph lesson, and about 250
words in each word drill. The number of files your disk will hold depends on the size
of your lessons.

TO CATALOG YOUR DISK
Once you create your own lessons and your own paragraphs you’ll want to use
them. If you can’t remember their names, catalog your file disk before beginning the
WIZTYPE ™ session. Load DOS and press ENTER twice to bypass the time and date
prompts. Insert the disk that holds your WIZTYPE ™ files. Type <eDIR® and press
ENTER -- everything on the disk will list on the screen. You can identify your own
lessons and paragraphs by the “OWN’’ or ““TXT’’ tags after the file names.

To erase any of your own lessons, load DOS and press ENTER twice. Insert your
WIZTYPE ™ file disk into the drive. Type @ERASE A:», followed by the filename
and €<.OWNP> or €. TXT®» (depending on whether you are erasing a word lesson or
a paragraph lesson).




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 pamc»patm?( 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)
many not apply to CUSTOMER

ADIO 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
oftware.
Title to the medium on which the Software is recorded is transferred to CUSTOMER. but not title to
the Software.
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 i1s expressly
prohibited from disassembling the Software
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
All copyright notices shall be retained on all copies of the Software

The warranties granted herein give the original CUSTOMER specific legal nghts. and the original
CUSTOMER may have other rights which vary from state to state
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FINGER PLACEMENT CHART
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SIERRA ON-LINE, INC. « COARSEGOLD, CA 93614 « (209) 683-6858
Wizard of Id characters © 1984 News Group Chicago. Inc
TM designates trademark of Sierra On-Line, Inc. © 1984 Sierra On-Line. Inc. Made in the U S A

Custom manufactured in U.S.A. for RADIO SHACK, a Division of TANDY CORPORATION. Fort Worth. Texas 76102




CUSTOM LESSONS
(One or Two-drive users)

Using WizType, you can create your own custom lessons (word lists or paragraphs)
and save them on a separate formatted disk.

CREATE THE LESSON: You’ll find instructions on how to format a disk and create
custom lessons in the enclosed documentation. After you have typed and edited your
custom lesson, press <«CTRL»> <Fp>.

SAVE THE LESSON: ‘‘Please enter lesson name:’’ will appear on the screen.
Remove the WizType disk and insert your custom lesson disk in Drive A. Type in the
name of your lesson. You can give it any name you wish as long as you don’t include
any punctuation. Press ENTER. Your custom lesson will be saved, and you’ll be
returned to the menu area. Remove your custom lesson disk and reinsert your
WizType disk in Drive A.

USE A LESSON: Select ‘‘B’’ in either Own Lesson or Paragraphs to use a previously
created custom lesson. ‘‘Please enter lesson name:’’ will appear on the screen.

Remove the WizType disk from Drive A and insert your custom lesson disk. Type in

the name of your lesson. Press ENTER. Your custom lesson will be loaded into the
computer’s memory, and you’ll be ready to start practicing. When you finish the
lesson, be sure to remove your custom lesson disk and reinsert your WizType disk in
Drive A.
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