The Princgss Gamg

This is a garre aboud a litt/e 3/'}~/ .
7 he on/y /it /e 3//*/ in the whole cide corl/d.
7 he only person there is, really.

This is a game about her dreams and fer imaginadion,
about make-believe and magic, and Zhe world of stories.
But mosthy it's aboud the gir/.

You p/ay difFerent pa}“Z‘S of her — her /o\/e, her Fear,
her curiosity, and more. Téﬂeiher cwith her Imagnation,
you go out o see whal there IS in the wworld, and invent
Sonme of it yoarSe/-/‘.




_Parts to Play

You Y reed at least Four /eop/e Zo p/ay Zhs garre, buit
not rore than Seven. The Arst Four peop/e decide who
3@1‘5 Zo be...

K Love

A CL(/‘/AO\fllf}/
K Fear

* Imagnation

Z.O\/e maées Z‘ﬁe 3/}-/ wanz‘ Zo /7e//9 anc/ Z‘a/,é Zo oz‘/rer peop/e.
Love is whad makes her create the world and Zhe peop/e
in iZ.

Curiosity rmakes her want to /‘h\/eéffgdz‘e. The [itd/e 3//-/
wants to knoeo e\/eryz‘/7/n3 and meet everyone.

Fear makes her warnt 2o run acoay . When She's Scared,
She has o And a different way Zo do i/pngs 7 he per=
Son who p/ays Fear has a Z‘oa3/7 oé becauSe e don Z‘
aleays want Zo be afraid, but Sometimes it happens.

Lmag nation has Che .é/:age\Si (/'05-' ~aK17g 2he world. The
person who 5&55 Zo be I/nag/‘hdz‘/‘oh Zells everyone e/se
WA the rest of the world looks life, what the pecple
n it are c/o/nj, and hoe they act. Iﬂ’ldjfhaf/‘on Aas o
be very c/escr/'/Of/‘\/e it hoed Ll5/'n3 Zoo many words, and
Sometlimes has o say rean CAings — because Sore-—
Cimes scary i/)/ngs happen Co 2he 3//-/ But in the end, she
wont be afraid forever, so it/ be of.

I Zhere are »ore peop/e who want Zo p/@/, Z‘/?e.y can
p/'c,é one of these Zo be:

K 7T he Cormparion
* The Toy
» ( e\S/OOhS/'A/‘//'Z‘y

The Companion is the grl's BEST FRIEND EVER. It
could be her kid brother or Sister, a cat or a dog, a Ceddy
bear, or even Some kind of magic rarry . The companion
gVves Che girl advice and felps fer when Lhings are hard.

The Toy is magcal and powerful and coondersful, and
everyone want's o play with it. Sometines the g'r/ gets
bored with the foy, Z‘/?oé(g/? Ir you have Someone twho
cowits o play, bt can 7 stay for the whole game, ¢hey
can be the Toy

£ eSponS;A///Zy IS whad /rza,éeé Zhe 5lr/ /73//9 even Zhe peop/e
She doesn ? wwant o love. ITZ's yacéy and Sometimes it s
no fun, bt '/ Zel/ you a secret it 's whdd rckes [/itt/e

3/'/‘/5 /into 513 3/‘/‘/\5.

Once you knowo who s p/ay/ng whdat, (eep )‘eaa//nﬂ.




__Now We Can Start

Now hat everyone has a pari Zo //ca/, we can Start the
362/)78,

We 2alf in a special way when e play Lhis game. £\/ery
Zime Lo\/e, Car/oslz‘y, or Fear Z(a/,éS ) f/?ey p/‘efena’ fﬁey re
the /itt/e 3//‘/ Z‘a/@n 2o herself, because She does that a
/st. The Compan/on and the Toy can talk for themselves,
i/)oag/z 50/)78#//)735 the Toy can ? Zalk. K eSponSzé///iy
Z‘a/,é\S //,ée Zhe 5//‘/ S MoZ‘/]er, Z‘e///nj her wh she Aas
Zo do even i£ she doesn Z‘ //,ée iZ. Lnag/ndf/on Z‘a/éS //,ée
Someone reac//ng a book Zo the 3»/ , one of the 5/3 &ind
eith pretdy stories but woithoud many pictures.

7 he 3//-/ s Imagnation Stards 5}/ c/escr/‘é/‘nj a place. It
can be any &ind of place, anyewhrere a all. Since this /s
a fantasy Kind of game, it rught help to have a fartasy
,é/‘hc/ of p/cZCe, //‘,ée a cast/e or an enc hanted Forest or the
puddle of the n{g/zf 5,@/.

&veryone [istens carefully, because chen they  hear
50/)76{/7//73 that Ats Chelr pari ) f/?ey f/7/n,é out lowud about
2. Curiosity starts Arst, then Love, then Fear. I Chere
are other peop/e ) i/my have o wart for NS/]Z‘ noeww — fﬁey
can talk lader.

IF the Lnag/nai/on Zalks aboud a beactdifu/ green fores?
eth an old C’,oifage near a stream...

. Car/o\SIZ‘y gl say, A a)ona/er who Ives in that
house,” oF, I coonder if there's a woodc hopper out
éczcé, " or even, “ I wonder whether Chere are ia/,é/nj ASh

in thad Strear.” Curiosity rmakes the Hrst move, you
See?

And then Love right say, “O4, hoto old and run—docon
that house is! Let me help Chem make it betler, “or, ' T
have o Keep the woodchopper From cutding down Zhe
whole Forest,” or even, " Dont eworry little Ash! '/
rcke Sure no one catches you! N The litd/e 5:‘r/ wat's 2o
do f/?/'ng\f because of Love.

But then Fear Calks, and Fear might say,” But how could
A a/o 2hat cohen T dont know how Zo build a howuse?"
“ But the woodchopper 15 so 5/3 and scary! " or even,
341( ASAh are gross and /Cl@/ and I ' m afraid of them!
Fear talks about what makes things hard £or the gir/.

ﬁna//y, Imagnation gets to A)‘/'ng in the #Arst Character.
A Character is a person or a Crealiure or even a magic
Spir/t. In tHhis SZ‘o/*y, 7 M/ﬁ/?f be an old /aa/y who Ives in
Che cotiage, or Che é/j ogre woodchiopper, or Che (/‘nj of
the Rsh. wWhat makes Characters special is thad they
can talk to the 3/}/, even Chough Chey re Just made-up
parts of Aer /‘Magfnaz‘/on. (Did e mention She thinks
owt lowd a /ot? > 4/70/ from thad Arst Character corl/
come Che rest of Che game, and many sore places and
Characters, unti/ the story comes o an end.




Talking to Pgople

This garre IS a/l abocut the 3/r/ fa/é/ng o Characters.
&very Character, from the Arst one 2o 2he /ast one, is
part of the adventire.

7he 3/r/ s stil/ very young, and reeds /7e//9 oflen. 4/75/
c/zaracz‘er couwld /)e/p /le/-, éaz‘ eac/r of f/zam reeds Sore—
2ing in redurn. She l/ go £rorr one person to another,
a&é/ng For felp, getting more 2hings 2o do before she can
AN whad needs o be Axed. Horvever, e\/enz‘aa//y, She a)///
And Someone who rneeds Just what she /as. Mayée iZ's
a hand C’J‘O\S\S/nj Zhe \SZ‘reef or a ,655 on Che cﬁee,é, or a
little piece of her Aair o remember her éy That person
eor!/ /78// Zhe 3//‘/ /78// the last Character, who /]e/pS Zhe
one éefore Z‘/?di y anc/ e\/enfaa//y f/ze o/-/:g/‘na/ /D/*oé/e/y/ w///
be solved!

7 he Imagmaz‘/on z‘a/és for all the Characters. é/5aa//y
Chere s just one or Cwo arowund az‘ a time. The Lnaglna—-
Cion tries 2o wuse the Character s voice and do Z‘/7/n35
that Character could do.

When the girl Lalks, the different parts of her can't 2alk
all at once — that wwould sowund 5///}/./ Ihstead, fﬁey have
Zo Zake turns. Everyone coil/ get Sorte pennies, and chen
you Spend a penny, you get a short turn at Zalking £or
Zhe 5/)-/ (¥ you don ? have pennes, you can use ot her
/7//755, //,ée buttons or Z‘oy A/oc,éS We // Zel/ yvoul hoeo
many you get lader on.)

The Arst part of the 3/‘)-/ that talks is a/way5 Zhe part
that the Character ér/hgé owd. Some Characters ér/nj

owut Love, some A/-/ng out Fear, Sore Ar/‘ng owt Curios—
ity. That part of the gir/ Zalks to the Lrmag'nation, and
Z‘/’ley /’Ma/e a COh\/ehSdZ(/loh, asS £ Z‘/?ey were Z‘/’]e 3/}/ and Z‘/’]e
Character.

IF a different plajer want's 2o have Che gir/ say Somet fng,
or even just make the 3/r/ 2hink hard about Somez‘/'/ing,
2hey pay a penny. Once ever/one IS done Za/é/ng, and no one
wants 2o uUse any more pennies, £ 'gure owt who Spenz‘
Che most pennies. Thal person ”led Zhe cOnVQrsaZ‘/on,
and geZ‘S Zo describe what the 3//-/ does next. I there s
a tie, the kind of Character it was i5 who wins.

IF Love led Zhe comversalion, Che 3/r/ gets ¢/e Character
Zo /}e/p, in excharge For Somelhing. Love 3&55 Zo say
what help Che 3/r/ asks Ffor, but Lrmag'nation (speak-
ng for the Character) sa/s what the 3//-/ has Co do in

relura.

IF Curiosity led the comersation, Zhe 5/}/ asked oo
mary/ ?aesz‘/ons’ The Character is inswulted, or ¢ired of
Za/ézn 2o her. The 3/r/ will Bnd owut whad reeds o be
done nexz‘ Cand Curiosity get's to say what that is), but
the Character won Z /78//9

IF Fear /ed the comersation, Zhe girl has 2o run aay.
She can't talk to this person amy more, and has o And
a different way o do Z/]:ngs Fear describes the 5zr/
renning aeoay, and where she runs to. Imagnation sa/s
who sShe Ands there.




The Comparion, Toy, and Ke eSponS/A///‘Z‘y Zalk in special
cases.

The Companion only Zalks after you And owt who /led
Che comersation. I£ the Compapion doesn e like whda
happened, he or she pays TWO pennies to rake ¢Aings
go c//f’ferenz‘/y. 7 he Comparion /)7/:9/7( Zalk 2o the 3/‘/-/ and
change her mind, or Zalf to Characters and comince
Chem Co felp, or even just refuse Zo run aoay, Maé/ng
Zhe 5zr/ Curn around and stay instead of running in /’ear
The Companion doesn Z get many pennies, Butt Z‘/?ey re
Very pocoerful pennies. Kemember: TUWO pennies.

The Toy doesn ? talk, but can gVe pennies o other peo-
ple, 5@///73 hoeo the Toy helps. The Toy has a BIG sz‘acé
of pennies in the éeﬁmnmg of Che gare, bt doesn? get
any more later on — once peop/e are Cired of the foy, iz
doesn coork any rore.

(esponslé///z‘y has a special role. When the 5lr/ meed s
Someorne Z‘/’]CZZ‘ 5/7& rea//y 5/701/(/0/ /73//9, AL(Z‘ 5/7& doesn f
Responsibility can spend TWO pennes to sStep in. Ke-
5/90/75/‘5///{}/ Zalks to the rest of the 3//-/ and makes her
help, even if She doesn ? love thdad person. Like the Comr—
parion, Ke e5pon5/£//fz‘y doesn get very many pennes, Bett
/s very poa)er/’a/ when She 5/9852(/5 . Kemember: TWO.

cxploring tHer World

7 he 3/}/ oflen Lravels Frorr one part of the world 2o an—
other. The Lnag/ndi/on a/ways decides who Zhe 3//‘/ FURS
into, bed other parts of her can decide cohere Zo go-

The part of the 5/r/ who led the C\’,oh\/e/\Saffon can decide
where the girl goes — whether it s into a forest, or «p
a mourtan, or across a huge desert. Because the gir/
IS a magical princess, She can go anjeliere, even Up into
2he Sky.

IF 2he last leader doesn? knoto cwhere Zo go rext, the
Imagnation Zakes over, as the 3/7‘/ wanders across the
world of her creation, /oo,éfng Ffor Someone who »1g/1¢

elp.

No matter where She goes, whdd matlers most Is who
Zhe 3/r/ Zalks to. The things she wants can only be
Found From other pecple.




Numbegrs and otu

Were ‘s hoew Gy pennes everyone 363&5 Zo wuse.

At 2he éejl‘nn/ng of each game, give ot Lhis many pennes
Zo each person:

X Give Love, Fear and Curiosity fve pernnies each.

X T he Comfan/on and K eSponS/é//ffy 3&( Zwo pen—
rnies each.

K T he foy 3ez‘5 30 penn/e\f

#* Iraginadion doesn ? need pennies.

A2 2he Aejl‘hn/ng of each Comersation, gve out CAis rmary
pennes Lo each person:

HK Love, Fear and Curiosity get ZAree more penrmes
each.

* 777& Companllon and ( e5pon\5/é/'//‘z‘y 3ef one r»ore
pehny eac’,/]

K The Toy doesn 2 get ww srore penmes. When
Zhe garre starts, the foy 5&?5 30 penres, But

no m»ore.

f\/eryone but Iﬂ?dﬁ/lndf/on Spends one perny every Zime
Z‘/Iey Z‘a/,é .

Everyone Keeps any pennies that they don ?Z Spend, wunti/
Zhe end of the garze.

_ogergts
Yere are Some Secrets for p/ay/‘ns this garre.

Yoa don f want Zo SPeha’ all your penn/e\s e\/ery Cime.
Because you can ? win every Zime, you 5/zoa/a/ Save your

penres Ffor the tires when you 2hink it 's more =l
Zant.

YWere 's a Secret for the Imagl‘naz‘/on' Characters shoewl/d
a/wayS have Somei/wng Zo c/o wnth whad happened at Zhe
start of the game, even fit's only a litt/e 4it.

You can never /ose the garie — Zhe fun comnes Fror
pretending Zo be the 3/'}~/ , and Z‘a/,é/'ng lo the different
Characters.

7 he garre ’s all aboud Sz‘ari/ng with one sord of Char-
acter, and rea//z/n5 that they re different From hoeo 2hey
/oo,éec/ o Arst. 777/5 worl! /zc;ppen a /.

bvery Character /s an important person. A /ot of them
are é/n\g\f and gHeens, princes and princesses, betd even
the ones who aren are Very important.

The /itt/e 3//-/ cant hurt anyone, except with her tords.
&en £ She IS very cross, she can only yell at someone

or storr ofF.

A Z/z/n,é Zhe /itt/e 3/‘/‘/ /)7/3/71‘ be a litd/e /one/y.




cople, Places, Things

Characters who are unusual, funny, or interesting Ar/ng
owut Curiosity. I you Zalk 2o them /ong enoag/z, Zhey
could becore ether loveable or scary, bed if° you Q\S(
oo marny ?aesz‘/ons Zhey Vi stop fa/(/'ng Zo you.

Characters who are creepy, scary-looking, or who act
mean credte Fear. IF Zhe 5/}/ oVercomes fer f’ear, Sore
of’ these are really good pecple, or are just susunder—
stood. Yovvever, i£ she sta/s afraid of ther, she has o
go acoay Frort 2hem.

Characters thal are cuddly, beacditul, or sad Ar/ng out
Love. Characters who /ove he 3/)‘/ éac(/ eorll /73// /7£r,
but Somelimes even peop/e you love Curn ouwt to be
scary or weird in the end.

Were's a list of Characters you right want to use.
It's Just 2heir names ; you 3ez‘ o make Up more about
Zher.

STKANGE Characters

The Storsr Croew Father Time
Grandfather Clock The Old Mariner

7778 Sc/zoo/eroo 7778 %oppllng F/océ
7773 ﬁS/]er 30}/ 7778 C/oc,é K/nj

7T he Sporz‘/ng Lad The Twurdle Guteen
P/éé/fyéop Zhe Grome K/‘nﬁ

The Captan of the Toy Soldiers

SCAHRY Characters
The Gread Dragon
777»3 74/}ree 7;0//5

Grandpmother Ogre
7 he Sp/c/er Geteen

7T he Scio}‘p/oh Y/ora/e S/ag Co/ony Four
The Fire Breadher 7 he A/zg/ré‘ People
Lord E7€ The Beast
LOVEABLE Characters

The Phoenx Qaeenme Nameless Prince

The Princess of Stars The tWhale King

The S/nﬁer of’ Stones The Siler Uncorn
Piqqy Bear Green Maa

Laa/y Errrne 7 he Butterfly Woran
The Sad Loon

Were are Sore p/QCeS Zhe g/}-/ M/B/}Z‘ go:

777»3 Janﬁ/e oF Danﬁer
The Starlit Kealm
Grome %ome

7 he /V//Sfy Mouwuntans
Beyono/ the Stars

The Dark Forest
Fairy Village

The Lantern Courd
7 he >’//3/7 Seas

The Unicorn Forest

Yere are Some Coys she rught carry:

77]8 ( oée o FédZ‘/?erS
7 he l/dn/‘S/?/ng Cloak

A Paper Lartern

An Umbrella

77]8 él‘r/ ‘5 Sec ret D/ary
The tWicked tWitch ‘s At
77]e éooa/ A)/fch ‘5 Broorr

The tand of Stars
Grandmcther's Scard
A 5/‘/73//73 Seoord

A Heart /6'/73




_ 1 Taste of a Game

Starting the Game:

I/y/aﬁ/‘naz‘/on-' I bet Zhere \5 a //dde where you can Seoin
Fforever, with mermads and seatorses. I¢ has cast/es
made £rom snail Shells —

Curiosity: And look at Lherr coith heir pretty spirals A
wonder who Ives in there?

Z.O\/e-' IZ‘ ‘\5 a /of o/’ peop/e, a)/]o need more /70»735 7 VA
could help therr And another shell.

Fear: Bud the shells are SO BIG. A snail that 5/3 coutld
eat »e NS/'[Z‘ Up...

The First Character:

Z: 4/0173 comes the Jueen of the Mermen! She s green
a/l over, coith coeird 5?4{/%/&5 on her arms and /335 , and
bubbles come wup when she Zalks. She sa/s, “O0h, £
on/y...“

C (spends a perny): " IF only what?”

" L on/y we had a shell for owr peop/e, So Z‘/Iey couwld
Alave Sormewhere o livel "

L (Spendé Q penny>-‘ "I can And one For yoa./ "

F (spends a penmy): But should I7 She's a [itd/e
C/‘&&Py

c( 5/&/7:/5 a penW)f Yea/7, whdat ‘5 with those 5?&(1&9/&5.7
(No one else spends a pernny. Curiosity wins D

7 © Hey, what are those spuiqgles?” I asked, and she
said I m not cool enowugh to know! So now I m going
Zo the Snal Trals Zo 335 a rea//y 515 shell o show her
hoto cool I am. The Srnal Trals are wundercoater, on a
/7&(5& roc(’, with Awundreds of ‘ em el/erya.)/msre t

The Second Character

Z: 4/0!75 comes a 6/'54nz‘/‘c Snaill It's huge and slinty and
gross I T¢ has 5/3 Feelers and it's /oo,é/‘ng /-/5/71‘ a the
3/}/ 9 SQ}//‘ng, “ What are yvou doin' here?”

F(spends a pennyy: " Asshsil!”

L( Spends a penny)-‘ Mayée he's not so bad? Mayée he's
So Stronq he doesn? even need his shell?

F( Spends a penny)f Noy he's Ferociows and horrible and
I d—d—don ? wart 2o be herel

(No one else Spends a penny. Fear oins.)

Fi She Stoims Stoims Swims aoay as +ast as she can!
She goes nto a litt/e /7‘o/gg in the sSand nearéy Zo Aide
wnti! the Giand Snail cant And her.

The Third Character

I8 £\/enz‘aa//y, inside Che hole, She Sees o //3/755 Hoal -
//73 arowund. 7713}/ Yurn out to be the eyes of a /7a3e
Yerrut Crad, /7/0///75 in the hole. He stares at the 5/}/
Silently, ~MVing Als 5/3 pinchers back and forth.

F (spends a penny)-’ Ol no... it's worse than the snal...
L ( Spends a penny>~‘ But he's /7/2///73 Zoo. ” %ey, Mister
Crad. A)/zy are you /7/‘0///73.7 "’

I: " Its Miss Crab, and I m /7/0///73 becawse I'm about
Zo c/)ange 1y Shell. !

C (spends a perny): " Why?"

I I'm getting older and A/ige/-, and I ' gorng o need a
neco shell becawse tHiS one s getding smaller. OA, if only
I kneco where one toas...

L ( Spends a /enny>f ‘I #bnoew! I fnow! Miss Cradb, I can
Shoew you where Chere s a rea/ly 5/3 shell, bet there's
acatch...




_Tbout the Huthor

/V/y name s Colin Frecfer/‘clé\f , and I wrote Zhis while
2‘/7//7(/‘/73 czéoaf Zhe Ch/'/d//‘,ée fmpreSS and Zhe A/e\/e/-—-fna//'ng
Sfory. I made the éac(’groana/ and did the /ca/oai on rry
Macintosh. The font i's Daéoz‘a %andwr/z‘/ng, with the
¢t/es in Harrington.

Z Ffound the /itd/e 3/}~/ piclures on I(StockArt . con, and
she was dracon by KOSON.

7 hank you for /‘eac//’ng »1y game I' I hope you epjoy it and
play it with lots of pecple.

Http:/ [ eocoeo .\/d/enz‘jame§ con/
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