
 Chapter 1
THE GOLDEN PEAR

Shortly before time began, when dragons still filled the sky and birds 
and even insects could talk, good King Marra ruled the Kingdom  

of Stur. King Marra was a great ruler;  just, kind and wise. The gentle  
king loved his people and they loved him in return. His chief advisor  
was an ancient snowy owl called Woogle, who, like all owls, was very  
clever and wise. 

King Marra loved to garden. He patiently showed his people how to  
care for their gardens and fields and so the Kingdom prospered and 
flourished. King Marra particularly liked pears and each year he held  
a competition to see who could grow the biggest and juiciest fruit.  
He would reward the winning gardener with The Golden Pear for their 
trouble. Everyone tried so hard to win.

Two children, called Holly and Pip, tried especially hard. They lived 
in the royal garden next to King Marra’s palace. Mr Perry, their dad, 
was the king’s head gardener and they did everything they could to 
help him win. 

The royal garden was the most magnificent of all the gardens, with 
the biggest of all pear trees at the bottom. It was King Marra’s pride 
and joy. Mr Perry was a huge man, with big rough hands the size of 
shovels and green fingers from a lifetime of gardening. He had won  
The Golden Pear more times than anyone could remember. One more 
win would make him the all-time champion!
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Chapter 2
THE ROTTEN APPLE

Growing up in a royal palace, Prince Parip had become 
used to everyone waiting on him hand and foot. 

Nobody dared disagree with him, as he had the most terrible 
temper, the most terrible temper. Worse still, he was greedy, 
mean and jealous. Although his father tried to teach him to be 
kind and interested in others he only cared about himself 
and even more terrible was that he thought gardening 
beneath him. Despite his father’s gentle lessons, Plump 
Parip, as people called him, would laugh as slugs exploded into 
slimy bits under his feet, giggle when he pulled the 
legs off spiders, and roar with laughter as he shook 
the half-grown fruit off the trees. Then his favourite 
game was to stamp on it all and smash it to bits.

Parip’s constant companion was Crow.  
Parip had found Crow as a fledgling in  

a flowerbed, scoffing hard-working earthworms,  
and instantly liked him! 

Although Parip loved playing games, no one would play with him.  
Other children didn’t like the awful tantrums when he lost. It was easier 
to let him win, or not to play with him at all! So Parip spent most of his 
time with Crow thinking up mean games and tricks. Like putting glue 
on flower heads so that when the bees landed for pollen they got stuck. 
Or pouring water down ant holes, when they were mixing the soil, and 
counting how many dead ants would float to the top. And firing poor 
snails over the castle wall with his catapult while Crow tried to catch 
them in his beak. Woogle, the king’s owl, worried more and more about 
what would happen when Parip became king and Crow was his advisor.
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 Chapter 3
 THE INSECTS DEPART

A ll the people started to fear the new King Parip. Some even began to  
  move away from Stur because he took so little interest in the land. 

Less and less grew in Stur so there was less and less food for everyone to  
eat. Greedy King Parip commanded that more and more of the food grown  
be used for his enormous banquets. Of course nobody wanted to go to royal 
parties because the King was so bad-tempered and so most of the  
food was thrown away.

King Parip could see that he was losing the goodwill of his people.  
He just couldn’t see why! He began to lose his temper at the slightest thing. 
One day, when he saw a worm eating a fallen apple at the end of his garden, 
he rushed forward and angrily jumped on it, exploding both the apple and  
the worm into hundreds of slimy wet bits. Yuck! 

Creepy Crow quickly leaped forward and gobbled up 
the bits of worm. Even more yucky!

“How dare that little worm eat my food!” said the 
jealous king to Crow. “I decree that any insect eating 
my food be punished.” 

Whoever heard of punishing insects? What a crazy idea! 

“I will make sure that happens to all the insects, Your 
Magnificence,” said the creepy Crow, even though he 
had no idea how to punish insects. He did like eating 
them though. Perhaps he thought he could eat them all. 
Soon he became the fattest crow in history, because he 
gave gobbling them all up a good go!

The insects didn’t like that one bit and decided to go 
elsewhere. Nobody knew where they were going. It 
was a mystery. Little by little all the insects started to 
disappear from the fields and gardens until there were 
hardly any left to pollinate the plants or enrich the soil. 
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1. Ants and bees are the footsoldiers. 

2. On their first move they can move one or two squares forward, straight ahead only. 

3. After their first move, they can only move one square forward. 

4. If there is a piece in front of them, they have to stop.

5. They can’t take a piece by moving forward! 

6. They never move sideways or backwards.

7. They can only take pieces by moving diagonally forward – see the picture!

8. They also have a special ability – if they can reach the last row at the opposite side  
of the board, they can be transformed into any piece you like, except for the king 
(so you can have an extra queen or extra knight – but not an extra king!).

“Come on, then,” said 
the ant. “Here’s a run 
through of the moves 
before we get started.”  

Ant and Bees!
How the pieces move:

The board:
1. Numbers run down the side, 

letters across the bottom. 

2. Set up the board so that the 
square closest to each player’s 
right hand is light coloured.

3. The pieces start in these 
positions:

How to play:
1. The light colour always starts!

2. Each player takes it in turn to move a piece.

3. You always have to move a piece on your turn. You can’t skip your go!

4. You can’t move your piece through a square with another of your pieces on it!

5. If you move your piece onto a square occupied by your opponent’s piece,  
you ‘take’ them, and remove them from the board. You can only take one  
piece per turn.

6. You can’t ‘take’ your opponent’s king. We’ll explain him later!

7. Ants and Bees (footsoldiers) have a special way of ‘taking’ an opponent’s 
pieces – we’ll explain that later too!

How to win:
1. The winner is the player who traps their opponent’s king, so that he can’t move 

without being taken! This is called being ‘checkmated’.

2. If neither king can be put in checkmate by the pieces left on the board, the  
game is a draw.
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