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Suddenly, a distant flash
catches your attention.
You run to the open door-
way of your little farmhouse to look —and away
across the wide open prairie, you watch in horror
as a sharp black funnel drops from the sky and
races toward the tiny house. The wind picks up
fiercely, the sky darkens. Aunt Em calls to you
from the open cellar door in the middle of the
room— “Quick, Dorothy, into the cyclone cellar!”
But its too late. As you grab "Toto and start to run
for shelter the whole world begins to shake. Then,
with a crash and a shudder, the house lifts up into
the air, spinning wildly. Hours pass, and the spin-
ning becomes a gentle rocking motion. Finally,
with "Toto in your arms, your eyes close and you
fall fast asleep...
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Your journey begins.

As Dorothy, youll explore the
land of Oz, meet its intriguing char-
acters, help your friends, and find
your way to the Emerald City—all
before you return to Kansas.

r aya: bliink opamn. You ara in yowur
aunlignt Tiltars In
W andgd forms a pattarn
Urmiture, clothing anoc
tered aboul the floor. Toto io

barking at the door.

When you awaken after the
cyclone, your house is a terrible
mess. But all is quiet now, and you
and loto are unharmed.

What next? You have lots of
options: you can GO places, TAKE
objects, TALK to people and do
many other things. Suppose you
decide to venture out. You type
GO OUTSIDE:
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The program responds by show-
ing and describing what you see —
the strange, but beautiful, land of
Oz. You notice a pair of feet with
silver slippers on them sticking out
from under your house —its the
Wicked Witch of the East! You
may decide to TAKE SLIPPERS;
youll discover they fit perfectly.
Now, youre off on your journey
through Oz.

Along the way, youll meet many
fascinating characters.

Boarecrow, Talk about the Emarals Citly
‘I've naver bean to the Emarald Cily,

but I'va heard Il glows green from &
disiance. Someday I'd like lo go therel”™

Heres one—a scarecrow. If you
EXAMINE SCARECROW, he winks
at you. Maybe he knows something
about where youre going. You type
SCARECROW, TALK ABOUT THE
EMERALD CITY. He tells you he'd
like to go there someday too—so
you TAKE SCARECROW), and head

off on your adventure together.
Good luck!



THE WIZARD
OF O

ou awake, and as your eyes blink open, you begin to remember
what happened . . . Aunt Em, Toto, the cyclone snatching your
little farm house from the middle of the big Kansas prairie. But
only Toto is with you now, and your house has landed in a world
that doesnt look like Kansas at all.

In this marvelous adventure game you are Dorothy, the brave young hero-
ine of L. Frank Baum’ beloved story THE WIZARD OF OZ—and youll set
off exploring the magical land of Oz. Along the way youlll meet some unusual
friends, like the Munchkins, the Scarecrow,

Tip, and Jack Pumpkinhead. You'll have chal-
lenging adventures, too, as you learn to use
the magic powder of life, escape from flying
monkeys, find the Wizard of Oz, and more.
Best of all, you'll actually “talk™ with charac-
ters and make all the decisions about where
to go and what to do—because WIZARD
OF OZ is interactive software at its finest.

In addition to colorful graphics and the
ability to understand complete sentences,

WIZARD OF OZ features WordWindow™ a special “help” device that makes
game play even smoother and more fun. Plus, you'll get a poster that will
introduce you to many of Ozs wonderful characters.
Based on the series of novels written at
the turn of the century by L. Frank Baum,
WIZARD OF OZ adventure game was
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