
 
 
 
 
 
 

       
 

The Adventure of the Queens Missing Gems 
Storybook 
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Our Journey begins in the Classic Kingdom …  
You are walking near the edge of Classic 
Kingdom when suddenly a Queens Knight 
runs up to you. 
“Help! The Queens Gems have been Stolen 
and taken to The Villains Lair. Please Great 
Hero, find them and return them to the 
castle” 
Immediately agreeing you turn to leave 
Classic Kingdom. 
There are two routes in front of you, The 
Forest or The Lake. You can’t choose so you 
use you Elemental Powers to decide. 

Water: You Walk towards The Lake (Turn to 
page 2) 
Fire: Your Flame flies towards the Forest, to 
stop it from hurting any of the animals inside 
you run towards the lake and put your Flame 
out (Turn to Page 2) 
Earth: A Tower rises up under your Feet and 
you can see all the land before you (Turn to 
Page 3) 
  



 
 
2 
 

A Water Nymph swims carefully towards you, 
its eyes as blue as the lake and its skin gleams 
from all its scales. 
You watch as it gets closer and closer. 
Unsure what to do you decide to use your 
Action Coins. 

Run: wanting to escape the Water Nymph 
you run as fast as you can to the other side of 
the Classic Kingdom and start your trek 
through the Desert in Devils Gorge (Turn to 
page 4) 
Friend: The Water Nymph is very excited to 
have a new friend and decides to give you a 
ride all the way to the Crystal cave on Mystic 
Mountain (Turn to page 5) 
Dodge: You pull your sword and try to dodge 
a Nymph attack; the Nymph is frightened by 
your move and shots a stream of water at you 
that sends you flying into the desert in Devils 
Gorge. (Turn to page 4) 
Fight: Scared for her life, the Water Nymph 
shoots you across the water into the Crystal 
Cave (Turn to page 5) 
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Standing on top of your Tower you look 
through the skies …  
You hear a screech and a mighty Griffin 
swoops down and perches itself on the Tower 
next to you. 
Quickly you use your Action Coins to plan 
your next move. 

Run: Without looking you try to Run away 
from the Griffin, but you accidentally fall off 
the tower and end up in front of the Lake 
(Turn to page 2) 
Friend: The Noble Griffin sees your honour as 
a Hero and grants you a ride to the Crystal 
Cave on Mystic Mountain (Turn to page 5) 
Dodge: Jumping out of the way of any attack, 
you accidentally fall off the tower and end up 
next to the Lake (Turn to page 2) 
Fight: You Jump onto the Griffin and grab it 
with both hands so it quickly takes off. You 
struggle to hold on as it flips your through the 
air until you fall off onto the Monster Mine 
(Turn to page 7) 
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You are running through the Desert of the 
Devils Gorge … 
Your starting to feel a little tired and cold. 
Now that you feel there is no threat, you 
decide to use one of your Elemental Powers 
to improve your situation. 

Water: You summon a stream of water to 
drink from and get rehydrated, because of 
this, you are able to run through the rest of 
Devils Gorge to the Lava Lands. (Turn to page 
6) 
Fire: You summon a Flame as you are setting 
up camp, but it is spotted by a Phoenix that 
picks you up and carries you all the way to the 
Monster Mine (Turn to page 7) 
Earth: As you activate your Elemental Power a 
tunnel opens under you and you slide 
underground far away from Devils Gorge, way 
past Mystic Mountain until you finally stop in 
the Icy Tundra (Turn to page 8) 
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Inside the Crystal Cave you are surrounded by 
darkness.  
Shivering in the cold you go to walk through, 
but you hear a loud shriek. Jumping out of 
fright you slip and land in the stream that 
flows through Mystic Mountain. 
Getting exhausted, you try to quicken your 
journey but using one of your Elemental 
Powers. 

Water: Using your powers you propel yourself 
through the stream like a Water Bullet. You 
are so fast that when a turn comes up, you fly 
out of the water and through Mystic 
Mountains wall ending up on the Monster 
Mine (Turn to page 7) 
Fire: Light floods the cave. You start to move 
forward, but you notice a wall melting. You 
continue to melt through it until you arrive in 
the Icy Tundra (Turn to page 8) 
Earth: A column of Earth pushes you up and 
through Mystic Mountain until you are 
standing on top of it (Turn to page 9) 
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Standing in the Lava Lands you see a Phoenix 
drinking from one of the molten streams. 
You start to move towards it with your hand 
out. The Phoenix sees this, and a claw comes 
flying out from under it. 
You quickly use your Action Coins to decide 
what to do next. 

Run: You start running before the Phoenix’s 
claw got anywhere near you and you continue 
running until you end up on the Monster 
Mine (Turn to page 7) 
Friend: You let the Phoenix grab your hand 
with its claw. As it does, it turns to ash and a 
Mage appears behind it (Turn to page 10) 
Dodge: You avoid the Claw, but the Phoenix is 
offended by this. So, it picks you up and flies 
you all the way to the Crystal Cave of Mystic 
Mountain (Turn to page 5) 
Fight: As you go to attack the Phoenix it 
releases a burst of fire so powerful that it 
sends you flying into the Icy Tundra (Turn to 
page 8) 
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Standing over the Monster Mine you are 
terrified of what monster that might come 
from within.  
Wanting to get away as soon as possible you 
use your Elemental Powers. 

Water: It starts to rain over the Monster 
Mine. You use this as cover to sneak past and 
arrive at the Villains Lair (Turn to page 13) 
Fire: A monster see’s your flame and emerges 
from the Monster Mine (Turn to page 11) 
Earth: You summon an enormous wall that 
covers the only exit from the Monster Mine. 
Safe from danger you run all the way to the 
Villains Lair (Turn to page 13) 
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Arriving in the Icy Tundra, you can’t see 
anything. There is a blizzard stopping your 
journey.  
Not wanting to give up, you decide to use one 
of your Elemental Powers. 

Water: You try to use your Water Powers but 
they immediately freeze, so you turn and 
start climbing the to the top of Mystic 
Mountain (Turn to page 9) 
Fire: Your start creating a flame to stay warm 
but as you make it larger the blizzard starts to 
ease up. So, you make the biggest fireball 
possible and end the blizzard all together. 
Once you release your power you see a 
clearing and decide to travel towards it (Turn 
to page 12) 
Earth: You feel the ground underneath you 
and use your power to travel safely towards a 
clearing ahead (Turn to page 12) 
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Standing on top of Mystic Mountain you 
decide to take a break. 
While eating your lunch a large Centaur 
appears before you and starts to eat your 
other sandwich. 
You make your next decision based off your 
Action Coins 

Run: Discarding your lunch, you run away 
from the Centaur, down Mystic Mountain 
until you are standing on the Monster Mine 
(Turn to page 7) 
Friend: You offer the Centaur some water, He 
really appreciates it and offers you a favour. 
You ask if he’ll let you ride him to the Villains 
Lair, and he agrees (Turn to page 14) 
Dodge: Bewildered by your weird movement, 
the Centaur starts talking to you and 
befriends you. He even offers to give you a 
ride to the Villains Lair (Turn to page 14) 
Fight: you go to attack the Centaur, but it 
turns and kicks you off the Mountain and on 
to the Monster Mine (Turn to page 7) 
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The Mage stands before you and exclaims 
 

“Brave Hero! I the Grand Mage is here to assist 
you as I have been instructed by the Ancient 

Phoenix. Show me your Element of Power and I 
shall ensure your success” 

 
Which one of your Elemental Powers will you 
show the Mage? 

Water: The Mage see’s your skill with this 
element and decides to transport you to a 
clearing in the Icy Tundra where an ally waits 
(Turn to page 12) 
Fire: The strength of this element surprises 
the Mage and he transports you to the 
Monster Mine where lies someone who may 
help you (Turn to page 11) 
Earth: The sight of such control over land 
leads the Mage to transporting you to the top 
of Mystic Mountain where a friend waits 
(Turn to 9) 
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A giant Orc starts to wander out of the 
Monster Mine. He sees you and opens his 
mouth into a big toothless smile that almost 
distracts you from his awful smell. 
He puts down his wooden club and walks over 
to you. 
You use your Action Coins to react 

Run: You are so scared that you run all the 
way to the Lava Lands (Turn to page 6) 
Friend: You hold out you hand, but the Orc 
grabs you whole. He lifts you up and starts 
shaking you. He’s so excited to help you that 
he can’t wait and charges to the Villains Lair 
(Turn to page 15) 
Dodge: Confused by your actions to avoid 
him, the Orc tells you that he likes your weird 
dance and points you in the direction of the 
Villains Lair (Turn to page 13) 
Fight: You charge at the Orc, but he mistakes 
this as a run up for a hug. He grabs you whole 
and hugs you back. The Orc is really happy to 
have a friend and offers to help you on your 
quest (Turn to page 15) 
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The clearing holds a Mammoth staring at you. 
You start to walk towards the Mammoth, but 
it moves first, licking you with its big tongue. 
You jump back and decide to use your Action 
Coins for your next move. 

Run: You can’t see anywhere to go in the Icy 
Tundra and before you make another move 
the Mammoth comes up and flips you on its 
back. It starts to charge towards the Villains 
Lair with you on its back (Turn to page 16) 
Friend: You give the Mammoth a pat on its 
fur, it likes you, so it flips you onto its back 
and charges towards the Villains Lair (Turn to 
page 16) 
Dodge: You can’t see anywhere to go in the 
Icy Tundra and before you make another 
move the Mammoth comes up and flips you 
on its back. It starts to charge towards the 
Villains Lair with you on its back (Turn to page 
16) 
Fight: You go to attack the Mammoth, but it 
uses a tusk to send you flying to the top of 
Mystic Mountain (Turn to page 9) 
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You manage to walk all the way to the Villains 
Lair but before you can get into the castle you 
are met with a large wall blocking your path. 
You start to walk next to the wall, trying to 
find the end of it. You start to think that the 
wall goes all the way around the castle. 
Before you give up you find a little podium 
and on it is holes that say “Water”, “Fire” and 
“Earth”. 
So, you use one of your Elemental Powers on 
it. 

Water: A trapdoor appears under you and 
sends you flying towards the Icy Tundra (Turn 
to page 8) 
Fire: A trapdoor appears under you and sends 
you flying towards the Monster Mine where a 
monster is wait for you (Turn to page 11) 
Earth: A trapdoor appears under you and 
sends you flying to the top of Mystic 
Mountain (Turn to page 9) 
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On the Centaur, you are given the ride of your 
life. You charge towards the Villains Lair until 
you come to a wall. 
The wall is so large that it takes the Centaurs 
help that you are able to get over.  
Once you are over it you start to run into the 
castle. (Turn to page 17) 
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The Orc carries you all the way to the Villains 
Lair, only stopping when you reach a very 
large wall. 
The Orcs legs are just too short so step over 
the wall without the chance of him falling and 
squishing you. 
So, you say goodbye to the Orc as he throws 
you in the direction of the castle in the 
Villains Lair. 
You land just outside the castle and run inside 
(Turn to page 17) 
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The Mammoth carries you all the way to the 
Villains Lair, but unfortunately your way into 
the castle is blocked off by a very large wall. 
The Mammoth backs away from the wall and 
takes a running jump to get over the wall but 
just doesn’t get high enough. 
As it starts to fall back to the ground, it uses 
its large tongue to grab you and throw you 
over the wall. 
Once you land, you listen to the wall and you 
can hear that the mammoth isn’t hurt and is 
happy to have helped. So, you run into the 
castle to find the gems (turn to page 17) 
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Once in the castle you are met by three 
corridors. On top of each corridor is the 
symbols “Water”, “Fire” and “Earth”. 
You use your Elemental Powers to decide 
which corridor to go down. 

Water: You travel down this corridor and end 
up on level 3 of the castle. (Turn to page 20) 
Fire: You travel down this corridor and end up 
on level 5 of the castle. (Turn to page 18) 
Earth: You travel down this corridor and end 
up in the underground level of the castle 
(Turn to page 19) 
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On Level 5 is the Bedroom of the biggest 
Villain of Adventure Land, Mr Stinky, the giant 
man of metal who became evil because 
everyone made fun of his name. 
He sees you and picks up his sword. You use 
your Action Coins to decide what to do next. 

Run: you quickly run all the way down to level 
2 (Turn to page 22) 
Friend: Mr Stinky is surprised you want to be 
his friend. He hasn’t had one before and he 
takes you to level 6 (Turn to page 24) 
Dodge: you dodge his sword attack but the 
floor crumbles out from under you and you 
fall down to level 4 (turn to page 21) 
Fight: You swing your sword at Mr Stinky, but 
he dodges and hits you with his, the hit is so 
strong you fall through 2 floors to level 3 
(Turn to page 20) 
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The underground level is the home to the 
Villains pet, the Hell Hound. 
You walk through the level, but it isn’t long 
until it finds you. 
It carefully walks up to you and you use your 
Action Coins to decide what you do next. 

Run: You get away from the hound as quickly 
as possible, running back to the entrance of 
the castle and through the fire corridor (turn 
to page 18) 
Friend: You give the hell hound a pat and it 
seems to like you, so it pulls you onto its back 
and takes you to level 3 before disappearing 
back underground (Turn to page 20) 
Dodge: You try to jump away from the hound, 
but you end up hitting your head on the wall 
and knock yourself out (Turn to page 21) 
Fight: The hound dodges your attack and 
grabs you by the arm with its teeth. It drags 
you all the way to Level 5 before disappearing 
(Turn to page 18) 
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You are inside the bathroom. The only things 
there are a toilet and a window. You use your 
Elemental Powers to progress. 

Water: You take control of the water in the 
toilet. After a few minutes, it’s spinning so 
fast that the toilet comes off and you jump 
down the hole to level 2. (Turn to page 22) 
Fire: You burn a hole through the wall and 
find a secret stairwell in the centre of the 
castle. You climb it to level 6. (Turn to page 
23) 
Earth: You use your power out the window 
and a column of land comes flying upwards. 
You jump out the window trying to catch a 
ride, but you miss time it and the land hits 
you in the head knocking you out and causing 
you to crash through the wall into level 4. 
(turn to page 21) 
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You wake up on Level 4, which happens to be 
a library. 
Looking through the books you see they are 
all attempts of the Villain, Mr Stinky, to try 
and write a children’s book. 
From the books, you can tell that Mr Stinky 
isn’t a bad guy he’s just really sad because no 
one would be his friend and they would only 
bully him because of his name. 
Now that you know why Mr Stinky is so mean 
and sad you travel up to level 5 (Turn to page 
18) 
 
  



 
 
22 
 

Level 2 holds the kitchen. You look around the 
room and you see a big man with a knife 
preparing food. 
Thinking it would be best to make a friend 
you decide to impress him by surprising him 
with your Elemental Powers 

Water: You use your powers to clean all the 
dirty dishes for the big man. He is so 
appreciative that he lets you deliver the food 
to his boss. He shows you the hidden 
staircase but instead of stopping at level 5 
where the boss is, you go all the way up to 
Level 6. (Turn to page 23) 
Fire: You try to cook all the big man’s food 
with your flame, but you scare him instead. 
Terrified he says the only way to level 6 is in 
the dumbwaiter. So, you jump in and pull 
yourself up. (Turn to page 23) 
Earth: You shoot a piece of earth towards the 
big man which knocks away his knife. Angry, 
he chases you out of the kitchen. You end up 
running to the underground level. (Turn to 
page 19) 
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You arrive on level 6 all alone. In the middle 
of the room is the Queens Gems.  
You reach out for them, but an Electric Sprite 
appears before you. 
You have to defeat the Electric Sprite to get 
the Gems. Use your Action Coins to decide 
what to do. 

Run: unprepared you run far away from the 
Electric Sprite, all the way to level 2 (Turn to 
page 21) 
Friend: You try to befriend the Electric Sprite, 
but it only obeys its boss and it charges at 
you. You dodge it and the Electric Sprite ends 
up stuck in the wall (Turn to page 25) 
Dodge: You avoid the Electric Sprite as it 
charges at you, the Electric Sprite was so 
quick that it couldn’t help but run into the 
wall and get stuck. (Turn to page 25) 
Fight: You use your sword and deflect the 
Electric Sprite attacks. Eventually it becomes 
too tired and admits that you are too strong 
for it (Turn to page 25) 
 



 
 
24 
 

You arrive on level 6 with Mr Stinky. In the 
middle of the room is the Queens Gems. 
You reach out to grab them, but Mr Stinky 
stops you. Before you can react a bit of 
electricity crackles in front of you and an 
Electric Sprite appears. 
It goes to attack you, but Mr Stinky stops it, 
calling you his best friend. 
Mr Stinky apologizes to you and says he 
should never have taken something that 
didn’t belong to him.  
He tells the Electric Sprite to leave the room 
and you go to pick up the Gems. (Turn to page 
25) 
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CONGRATULATIONS 
You have saved the day and found the 
Queens Gems.  
With the help of your friends, you arrive back 
at Classic Kingdom swiftly and all the Queens 
Knights are there to congratulate you. 
There is a massive feast and party in your 
honour. 
Everyone in Adventure Land will remember 
you because you are their hero. 
 


