
wicked witch has cast a spell over Fairy 

Tales Island and has put the princess in a 

castle guarded by dragons. 

The spell can only be broken, and the princess 

rescued by a magic shell containing 12 sparkling 

pearls. The player who gets into the castle first,

     overcoming many dangers and rescues the   

        princess, will be rewarded by becoming

               the ruler of the island. Along the way you

                 will be helped by fairies, elves, and

                 magic spells.

ENTERING THE CASTLE
After collecting 12 pearls you go immediately to one of the dragon 
circles, throw the die and one of the other players picks up a card from 
the dragon pile, asking the question that has the same number as the 
die you have thrown. The correct answer is underneath the question. 

If you have answered correctly, you can pass over the dragon’s tail and 
go to the gate of the castle. If your answer is incorrect, wait until your 
next turn and then repeat the action. 

REACHING THE PRINCESS ROOM 
Upon entering the castle you can choose from one of two paths 
to take and you must announce which path you will take, before 
throwing the die. 

A. The direct entrance to the castle – the yellow path is shorter, but it 
is also dangerous. If you stop on a witch circle you must go back to 
the question – asking dragon and have to enter the castle all over 
again.

B. The water path – the orange path is longer but it has a water 
bucket stop along the way. As you know, in fairy tales, pouring 
water on a witch dissolves her. Therefore, by going the way of the 
water well, if you stop on one of the water bucket circles, you 
can then continue the rest of the way, including the yellow path, 
without fear of landing on a witch’s circle.

WHO WINS?
The first player to reach the princess crown at the top of the castle 
tower with a shell and 12 pearls breaks the spell, frees the island, 
and become the ruler of the island. 

 
 

PLAYERS:
2 - 4
AGES:

5 -105© Developed by Dalia Stenzler
   Yeadim LTD

Good luck on your way!!! 



CONTENTS

- 1 gameboard

- 1 die

- 4 wooden playing pieces

- 4 dragons and plastic stands for them

- 50 pearls (48 in pearls, and 2 extra)

- 13 fairy tale cards (pink back)

- 22 elf cards (purple back)

- 17 dragons cards (turquoise back)

HOW DO YOU WIN OR LOSE PEARLS?

Bridge circle – you win one pearl from 
the central pile if you cross the bridge without 
stopping on it.  

Number circle – if you land on a number circle with the same number 
as yours, take a pearl from the central pile. But if you land on a circle 
with a different number, you have to give one of your pearls to the 
player whose number matches the number in that circle. 

Elf card circle – pick up an elf card, and if the elf grants you a magic 
spell, save it until you are in danger. If a witch is on the card, you have 
to put 2 pearls back in the central pile. Put the card on the bottom of 
the deck.

Danger sign – if you land on a danger sign you can get away in several 
ways:

1. If you role a six (6).

2. If you have an elf card with a spell you can explain the other 
players how you will use this spell to get away. 

3. You can buy an elf card for pearls from another player if they agree. 
If you did not manage to escape, you lose 2 turns.

Elf house – if you enter the elf house you can take 4 pearls from the 
central pile. To enter, you must move the exact number of spaces 
on the die to land there. A player can land in each elf house 
only one time. 

	 Fairy	tale	film	– If you land on a fairy tale film, pick up a fairy 
tale card and do one of the following: 

1. If the fairy tale on the card is the same as the one you have 
landed on – take 4 pearls from the pile.

2. If the number on the fairy tale card is exactly the same number as 
your game pieces – take 3 pearls from the pile.

3. If the number on the card is the same number as another player’s 
number, pay that player 2 pearls and move your pieces to the fairy 
tale shown on the card. When this happens, you ignore 1. And 2. 
and take no pearls from the central pile.

4. If you pick a card that has on it “1-2-3-4”, each of the other players 
will give you one pearl, and you can move their pieces to any fairy 
tale you choose, as far away from their goal as possible. 

OBJECT OF THE GAME
To collect 12 pearls, place them in a shell, 
bring it to the princess to become the island ruler.

GETTING READY
1. Set the game board, fold and attach the dragons 

to the stands and place them on the dragon 
circles around the castle.

2. Each player takes 3 pearls and place them in 
their shell. 

3. Shuffle each type of cards (fairy tale, elf and 
dragons) and place them face down in separate 
piles. 

THE ROUTE TO THE PRINCESS
Throw the die. The person with the highest number 
goes first and play continues in a clockwise 
direction. The player going first chooses one of 3 
“start” points to enter the island, and all of other 
players must follow. 

A player throws the die and moves his/her piece the 
number of spaces shown on the die. Each player can 
move in any direction but only one direction in each 
turn.


