The Princgss Game

This is a game aboet a litt/e gir/.
7 he on/y /itt/e 3/‘/‘/ in Lhe whole coide coor/d.
7 he only person there IS, really.

This /s a garre about her dreams and her /‘maﬂina-
tion, about make-believe and Magfc, and Zhe corld
of stories. Buwd MOS{/}/ i2's about the 3/}/ .

Your /Q/ca/ different pa/*f\f of her — her love, her
Ffear, her curiosity, and more. 7‘0335/76.% ewith her
Imag/naf/on, you go out o see what there 15 in
2he world, and invent some of it yourselt.



_Parts to Play

You /] need at least Four peop/e_ Zo p/ca/ Zhis garre,
éaz‘ not more than Seven. 7778 Arst Four /eop/e
decide twwho 38{5 Zo be...

K Love

A Cé(I‘I‘OSI‘Z‘y
X Fear

* I/»"Idgl‘ndffon

Love Ma,éeé Zhe 3//*/ wapt 2o he/p and Z‘a/é Zo other
peop/e. Love is whal makes her create the corld
and f/?e peop/e in iZ.

CL(/*/OS?Z‘}/ MdéeS her want o fm/eéflgdfe. The /itt/e
3/‘/-/ want's o knoeo el/ery(/w‘ng and meet everyone.

Fear makes her want Co run aoay. When She s
scared, she has o And a different way o do

/7//73\5 The person who p/ays Fear has a Z‘oaj/'/
Joé because we don? aleays want Zo be afrad,
but sometimes it Aappens.

Iﬂ’laﬁ/nczz‘/on has Che 5{39&55 JAOA : /y,a,é/ng Zhe world.
The person cwho 3:91‘5 Zo be I/y/agfnaz‘/on Zells ev—
eryone e/se what the rest of the world looks like,
what the pecple in it are doing, and howo Lhey act.
Imagl'ndz‘/on has Zo be very descriptive coithout
using too many words, and sometimes has 2o say
mean Z‘/?/ngé — becawse sSormetises scary Z‘/71n35
happen o Che 311-/ But in 2he end, she won ¢ be
afraid fo/‘e_\/er, So it // be O,é



TIF Lhere are »ore /)eop/e who want Zo p/ay, f/?ey
can p/cé one of these to be:

A 7773 Companl‘on
X The 7"05/
A ( eSpon\S/’A/‘//‘Z‘y

7 he Companion 15 /e 3/‘#/ 's BEST FRIEND EVER.
It could be her kid brother or sister, a cat or a
dog, a Leddy bear, or even Some kind of magic fary.
7The comparion 3/\/35 Zhe 3/}/ advice and helps her
when Chings are hard.

The Toy is magical and porverful and wondertiil,
and everyone cants Zo play with it. Somelines
Zhe 31r/ gets bored coth the Toy, though. I you
have Someone twho wants o p/ay, bet can Z‘ sz‘ay
for the whole gare, Lhey can be the Toy.

Ve e5pon5/5///iy IS whdd makes the 3/r/ /]e/p even
Zhe peo/ﬂ/e She doesn? want to love. ITE's yac(y
and SOMez‘lmeS s no Ffun, but I/ Zell you a
secret it's whad makes /ittle 3»/5 into 5/3 3»/5

Once you bnoeo cwho s p/@/inﬁ whdd, you can Lurn
Zhe Page.



__Now We Can Start

Now that everyone has a part Zo play, we can
stard the garre.

We talk in a Special way when e p/ay this garte.
&ery time Love, Curiosity, or Fear Zalks, ey
pretend theyre the little girl talking to hersels,
because she does that a /st. The Companion and
Zhe 723}/ can talk For themselves, Z‘/?o&(g/? Sone—
lirmes Che 723}/ can ‘Z‘ z‘a/é . ( eSpon\S/é///‘Z‘y Z‘a/,éé //,ée
2he girl's mother, Lelling her what she has o do
even £ She doesn? like iZ. I/y/agfnaz‘/on Zalks ke
Someone reading a book to the 3/}/ , one of Zhe
5{9 bind coith pretty stories but coithoud mary
pz'cz‘ares .

7 he 3/‘1‘/ ‘5 If»"ldg/.ndfl‘on starts éy cfeSCr/‘é/.ng a // ace.
IZ can be any Kind of place, amphere ad all. Since
2his is a Ffartasy kind of gare, i /)7/;9/7{ Ahelp Zo
have a fantasy Kind of place, like a castle or an
enc hanted forest or Che riuddle of ¢he n{g/?f 5@/.

Everyone [istens carefully, becattse cwhen Zhey
hear something that #1s 2heir part, they 2hink
out lowd about 2. Curiosity stads Arst, then
Love, 2hen Fear. IF there are other pecple, Lhey
Ahave o wal for /-/:9/7( nowo — they can Zalk Iter.

IF Zhe Imaginaz‘fon Zalks about a beacttiFud green
Forest with an ol/d COZ‘Zage near a Streas...

.. Curiosity M/S/?Z‘ say, "I wonder who lives in
that house,” or, " I wonder if there's a wood-



chopper out back, " or even, " I wonder cwhether
there are Z‘a/é/‘ng ASh in that SZ‘reQM.“ CL()‘IlOSIAty
rickes the AIST move, you see?

And then Love right say, “Oh, hoto old and ren-
down that house is! Let rme help Chem rcke it
better,” or, "I hae Zo Keep Che cooodchopper
From cutting down the whole Forest, " or even,
* Don'? worry little Rsh! I/ make Sure no one
catches you 1" The Iitd/e 3/}/ want's o do z‘/7/'h35
becawuse of Love.

But then Fear Calks, and Fear rught say,” But hoeo
cowuld T do that when I don'? fnow how 2o build
a house?" or, " But the woodc hopper 15 So 513
and scary! " or even,” But £sh are gross and icky
and I r1 afraid of them!” Fear talfs about cohad
rmakes Z‘/I/ngs Ahard For Zhe 3/}/ .

Finally, Imagindadion gets Zo ér/ng in the #Hrst
Character. A Character is a person or a Creature
or even a magl‘c SP/IHZ‘. In t¢his \Sfory, iZ /»‘71:9/7Z‘ be
an old lady who /ves in 2he cottage, or the 513
ogre woodchopper, or Che (1‘/73 of the Ash. Whdat
rickes Characters special is Chat 2hey can talk o
Zhe 3/}/ ), even z‘/zoag/z Zhey re Just made-up parts
of” her imaginadion. (Did we rmention She thinks
out lowud a /2?7 And From that Arst Character
will come Zhe rest of Zhe game, and many rore
places and Characters, wunti/ the story comes Zo
an end.

Yo does it go Frornr here? Just 2uwrn 2he Page....



Talking to People

This garre 's all aboet the 3/‘/-/ fa/@ng Zo Charac -
Zers. bvery Character, from 2he #rst one 2o Zhe
last one, is part of the advertire.

7 he 3//‘/ 15 St/ very young, and needs help ofen.
Any character could help her, but each of them
needs 50»7&(‘/7/113 in return. She'l/ go From one
person o anotter, 4\5(/‘/73 for help, getling more
Z‘/]/njs Zo do before she can A what needs Zo be
Axed. Yowever, eventually, she cwill And someone
who needs just what she has. /V/ca/ée s a hand
crossing Zhe street, or a k155 on the cheek, or a
littl/e piece of her Aair Zo remeniber her éy 7 hat
person will help Che 3/‘/-/ help the last Character,
who helps Lhe one before had, and eventually Zhe
or/;g/‘na/ problem will be solved!

7he I/)’Idglnaz‘lon z‘a/ks for all the Characlers.
Uswally 2here SJA(SZ one o two arowund at a Z‘/Me,
7 he Imagnation Cries Co wuse the Character s
voice and do 5/7/‘/735 that Character woetld do.

When the 3/‘/-/ Calks, the different parts of her
cant Zalk all @ once — that would sound silly!
Instead, they have Zo Zake Zurns. Everyone cuil/
get Some penmes, and when you Spend a perny,
you 33( a Short Curn a Z‘a/émj Ffor the 3/r/ (¥
you don ¢ have pernies, you can uUse other 2‘/7//735 R
like buttons or Zoy blocks. wWe'll Zell you howo
many you get /ader on.)



The Arst part of the girl that talks is aleays the
part that the Character brings owut. Some Char-
acters Ar/ng owut Love, sone Ar/nﬂ out Fear, Somre
Ar/ng out Curiosity. That part of the gir/ Zalks to
the Imagnation, and they have a comersation, as
£ Lhey were /e 3/}/ and 2he Character.

IF a different plajer wants o have the gir/ say
50»73?/7//73, or even just make the 3/%/ 2hink hard
about Somelting, they pay a penny. Once everyone
15 done z‘a/é/ng, and no one wants to wuse any more
pennies, figure ot who Spent Che most pennes.
That person “led the comersdation, and gets o
describe what ¢he 3/}/ does next. I there s a e,
2he kind of Character i was 1S who wins.

IF Love led 2he comersalion, Zhe 3/}/ gets the
Character o help, in exc/mnge £or 50mez‘/7/n3.
Love get's to say whad help the grl asks For, but
Imaginddion ( 5/98@6/73 for the Character) sa/s
what the 3/'r/ has to do in return.

IF" Curiosity led the comersation, the gir/ asked
oo marny ?aeSZ‘/onS I The Character /s insulted,
or tired of fa/é/n 2o her. The 3/}/ eorll And out
whad rneeds to Ae done next (and Curiosity 3&55
do say what that is), but the Character wont
help.

IF Fear led the comversation, ¢he g'rl has 2o run
acoay. She can't 2alk to this person amy more, and
has 2o And a different way to do Z‘/png\s Fear
describes the gir/ running acoay, and where she
runs to. Imagnadion sass who She £inds Chere.



The Comparion, T'oy, and K eSpon\S/A/‘//fy Zalk in
special cases.

7 he Comparion only Zalks after you And out who
led the comersation. I# the Comparon doesn Z
like what happened, he or she pass TWO pen-
nies to make Z‘/w‘ng\s go differently. The Comparion
M{g/]ﬁ Za/k 2o the 3/}/ and cﬁange her rind, or Za/k
lo Characters and comince Cherm to help, or even
JUst refuse o run acoay, /ng ¢he gir/ Zern
around and stay instead of rannmﬁ n fear. 'f)ye
Companion doesn 7 3ez‘ ey pennies, but Z‘/zey re
very powerful pennies. Kemember: 7O pennies.

7 he Toy doesn't talk , bud can 3/‘\/3 penres Co
other pecple, Say/ing hoeo Che Toy helps. The Tq/
has a BIG stack of penn/es in Zhe éeglnn/nﬁ of
2he gare, bett doesn? get any more /ader on —
once pecple are tired of the 7"0}/, i? doesnt work

dhy more.

Ve eS/vonS/é///iy has a special role. When the 3/}/
meel's Someone Lhat She really shoild help, bett
She doesn f (eSpon\S/A///fy can spend 710 pen—
nies to Step in. (esponslél//z‘y Zalks to the rest
of the 3»/ and makes her Hhelp, even if’ she doesn 7
love that person. Like Zhe Companion, Ke esponsi—
A///z‘y doesn 't get very sany pennes, bed s very
powerfa/ when She Spea,és . Remember: TWO.



cxploring Her World

7 he 3/‘/‘/ oflen travels From one part of the cworld
2o ancther. The I/r/ag/naifon aleays decides who
/e 3/‘/-/ runs into, but other parts of her can
decide where o go.

The part of the 3/‘/-/ who led the C',Oh\/e/‘Sd\Z‘IAOI? can
decide where Che 3//-/ goes — whether it s into a
forest, or wup a mountain, or aCroSs a /74(3:9. des—
erd. Because the 3/}-/ IS a Magica/ Princess, She
can go anyeoliere, even up into the 5@/.

T 2he last leader doesn? know cohere o go rext,
Zhe I/yzagfnaz‘fon Zakes over, as the 31‘/-/ wanders
across the world of Aer credation, /oo,é/nﬁ for
Someone who r1g/t help.

No malter where She goes, whad matters »most Is
who Che 3//-/ Zalks to. The Z‘/’}fng\f She warts can
only be found Fromr other people.



Numbers and otu

Heore s howw many pennies everyone 3&(5 o uUSe.

At 2he éegfnnfng of each garre, give out 2his many
pennes to each person:

K Give Love, Fear and Curiosity AVe pennes
each.

K The Comparon and Ke eSponS/é///iy 3&(
wo pennies each.

K T he foy 3355 30 p?nnie_é.

* Imaﬁz'ndz‘/on doesn ? need pennies.

At 2he Aegz‘nnz‘ng of” each Comersation, gve out
2his many pennies Lo each person:

K Love, Fear and Cé(/‘fOS/fy 33{ ZAree more
pennies eac .

K The Companmon and K eSponS/é//ffy 3&(
one more penny eac .

K The 7‘oy doesn? 3&( any more pennies.
When the garre sStards, Zhe Toy 3355 30

ennies, but no more.
P )

Everyone but Ifyldgfndz‘/on Spends one penny every
Zime 2hey Zalk.

Everyone ,éee_ps any penmes that Lhey don 7 Spend,
wunti! the end of the garte.



_ogergts
Yere are Some Secrets For Plasing 2his game.

You dont wad o Spend ‘a// youUr penmes ev-
ery Cime. Because you cand win every time, you
Shou!/d SWe vour pennleS For the times when yout
2hink it's more importast.

>‘/e_/‘e_ ‘5 a Secret for the I/)’/dﬁl‘naZ‘/lon-' Characters
Showld aleays have 50/)732‘/71‘/73 Zo do with a)/@f
happened at the start of Zhe garre, even F it s
On/y a /itt/e é/‘Z‘.

You can never /ose the garre — Zhe fun comes
From pretending o be the 3/}-/ , and Z‘a/,é/ng Zo the
different Characters.

7 he garre ’s all aboet SZ‘w‘Z/ng with one sort
of” Character, and re_a/fz/ng ¢hat 2hey re different
from hoeo Chey looked at Arst. This wil/ happen
a /ot.

bvery Character /s an imporiant person. A /ot of
Zher are (/n S and gueens, pr/nCeS and princesses,
but even i/’]e ones who arent are very importast.

The /itt/e 3/‘/‘/ can't hurt anyone, except with fer

words. bven if’ s5he Is very cross, she can only yel/
al Someone or Storrr ofF.

I 2hink the litd/e 3/}/ M/B/?Z‘ be a litt/e lonely.



cople, Places, Things

Characters who are wunusual, #unny, or interest-
/ng érfnﬁ out Curiosity. IF you Zalk 2o them /ong
eno&(g/’], 2hey cowld become either [oveable or
SCary, bet if° you aS,é Zoo (e ?aeéf/on\s Z‘/?e_y ‘//
stop Z‘a/,éfng Zo you.

Characters who are creepy, 5can/—-/oo(//n3, or who
ac? mean credte Fear. IF the 3//‘/ oVercomes her
/’ear, Some of these are re_a//y 3000/ peop/e, or are
JUuUSt rusunderstood. Yoroever, if she stays afrad
of Cher, she has Zo go acoay Fror Cherr.

Characters that e cuddly, beaudiful, or sad
bring out Love. Characters who love the gir/ back
ewill help Aer, but sometimes even pecple you [ove
Zurn out to be scary or eweird in the end.

Here s a /st of Characters you mlg/zz‘ want Zo
use. It's just their names; you ge? 2o make up
7more aéoaz‘ f/?e/)’l

STRANGE Characters

The Storr Crow Father Time
Grandfadher Clock The Old Mariner
777e_ Sc hooleroo 777:9_ %opp/ng F]Oclé
The Firsher Boy The Clock Kz‘nﬁ

7 he Spol‘fl‘ng Lad The 7Twrdle Heteen

erAA/fonp 2he (Gnore K;‘nﬁ
7T he qu(‘a/‘n of Lhe Toy Soldiers



SCARY Characters
The GGreat Draﬁon
7778 77]/~ee Trolls

7 he SCOr/D/oh Yorde
The Fire Brealher
Lord &/

LOVEABLE Characters
The Phoenix &ueen
The Princess of Stars
7 he S/nﬂer of” Stones
P{ﬂgy Bear

Lady Errvine

The Sad Loon

Grapdmct her Ogre
7 he Spl‘der Heteen
Slug Colony Four
7 he /\//3/7{ peop/e
The Beast

7778 Nameless Prince
The thale King

The Siher Unicorn
Green Maia

7 he Baz‘ierf]y Woran

Yere are Sore places Che 3//~/ m/:g/zz‘ 9o

77]8 Jang/e of” Dahjer
7778 Sfd/‘//'f ( ea/m
Grore Y/ome

7 e M/SZ‘y Mowntans
Beyond the Stars

The Dark Forest
fa/ry l////age

The Lantern Cowurd
7778 %3/7 Seas

The Unicorn Forest

Yere are Sore loys she Mlg/ﬂ‘ carry:

The Kobe of Feathers
7’}]8 \/anlA\S/”]/‘nﬂ C/od,é
A Paper Lantern

An Umbrella

7778 6/‘/‘/ ‘5 Sec ret D/ary

The tand of Stars
Grandmcther s Scart
A S/nﬂ/ng Seoord

A SHeard '6‘/73

The wWicked titch's Amelet
The (Good Witch ‘5 Broorr



_ 1 Taste of a Game

Starting the Game:

Imaﬁz'nczz‘/on-' T bet there's a place where you can
Seoim forever, with mermads and seahorses. It
has cast/es made From snail shells -

Curiosity: And lock at them with Zheir pretty
spirals! I wonder who lives in 2here?

Love: TX's a /ot of pecple, who need more homes!
I could help Cherr And ancther shell.

Fear: But the shells are SO BIG. A snail that big
could ead e r{g/’}i Up...

The First Character:
Z: 4/0/73 Comes the Queen of the Mermen! She's

green all over, enth eoeird 5?4(/39/85 on her arm,ms

and /egé y and bubbles come wup when She Zalks.
She sa/s, “Oh, i on/y..."

C (spends a penny)‘ “IF only what? "

: "I~ only we had a shell for owr pecple, so
Z‘/]e_y cowuld have somerohere Zo livel”

L (Spena/S apenry>-' " T can And one For you!”
F( Spends a pe.nny>-' But showld I?7 She s a /itd/e
creepy...

c ( Spends a /De_nny>f Yeah, what s with those
5?&(/ ig/ es?

( /\/o one else spends a penny. Canoslz‘y cwins.)

C: %ey, w/mz‘ are those wa les?" T asked, and
She said I » not cool enodg/} Zo know! So noe
Zm 30//75 Zo the Snal Trals Zo 3&Z‘ a recz//y 513
shell o Show her how cool I am. The Snal
Trals are wundercoater, on a /74(3:9. rock, with huwun-
dreds of ' em everyehere !



The S¢eond Character

Z: 4/0/73 Comes a éganz‘/c Sraill I¢'s /74(319 and
S/IMy CZhalgroSSI T Aas 513 feelers and 1 s /oo,é—-
ing rzg/zz‘ a the gir/, saying, " What are you doin’
here?

F( Spends a penhy> “A Y/%%%%Y/%/

L (5/3/70’5 Q penny> Mca/ée Ae 5 not so Aac/ 7 MQ/A&
he's so Sfrong Je doesn e\/en need fns sShell?
F (spends a p enny> Noy, he's Fferociows and hor-
ridle and I d—d-don'? wart 2o be here!

(No one else spends a perny. Fear coins.)

Fi She Stims SeoimsS Seoims away as fast as she
can! She goes into a /itt/e hole in the sand nearéy
Zo hide wunti! the Giant Snal can'? And her.

The Third Character

I: &ventually, inside the hole, she Sees wo //:9/71‘5
f/oaz‘fnﬁ arowund. T}zey Zetrn owt to be the eyes of
a /]age Yerrut Crab, /ﬁa’/‘nﬁ in the hole. He stares
a the 3/7‘/ Sll/enf/y, Mo\//ng Als A/ﬂ /vl‘nc/hehf Aacé
and fon‘/?.

F (Spenc/é a pen/7y>-' Oh no... it's worse than the
snail...

L (spends a penny> But he's /7/c{1h3 Zoo. >§/ey,
Mlsz‘er Crad. Why are you /pa/m37

I: " IT'¢s Miss Crab, and IM Aiding because T m
aAoL{Z‘ Zo c/]anﬁe My 5/7&//

c( 5pend5 a penny> ;J/—,}/7

Z: I e 332%1173 older and Alﬂﬂe/‘, and I Vi 30//73
Zo need a rewo shell because 2his one's getting
smaller. Oh, i£ on/y I knew tohere one was..

L Spends a penny> I knoeo! I know! Miss Craé
I can 5/70a) you a)/]ere here's a rea//y 513 shell,
but Lhere's a catch...



_The loast Page

My name is Colin Fredericks, and I wrote 2his
while Z‘/7fn,é/n3 about the Childlike Empress and
Zhe /\/e\/er—-fna//ng Sz‘ory. I rade Zhe éac(/groand
and did the /ayoct on sy Macintosh. The font i's
Dakota %ana/wr/z‘/nj, eoith the ¢it/es in Harrington.

I Fowund the [itd/e 3/‘/-/ pictures on I StockArE.
com, and She was draeon éy KOSON.

7 hank you for l‘edc//ng »1y game I hope you e/(;/‘oy
7 and p/ca/ iZ wnth lots of pecple.

Ao/ [ cotoeo val entgames conrt/



