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Princess Ada lived in a castle perched on a green hill. She

loved to explore its twisty halls with her notebook and pencil.

One morning, she found a brass panel hidden behind a

tapestry. It had levers and dials, all covered in dust. 'What

does this do?' she wondered, and pulled a small lever. Deep

inside the castle, something rumbled.
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The floor shook. Out the window, Ada saw huge metal legs

unfold from under the castle. They were like giant spider legs,

creaking and clanking. The castle rose up and took a wobbly

step. 'Mama!' Ada called. Queen Meridian hurried in, her

braided silver-streaked hair flying. 'The old controls,' she said.

'I'd forgotten they still worked.'
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Old Crank, the castle engineer, came running. His bald head

shone, and his round spectacles were crooked. 'The castle's

walking!' he cried. 'It hasn't done that in a hundred years.' Pip,

Ada's clockwork mouse, squeaked and ran up her arm. His

brass gears whirred, and his amber eyes glowed. 'We must

stop it,' Ada said, opening her notebook.
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But the castle kept walking. It stomped over the hills, and Ada

could see the kingdom shrinking behind them. Queen Meridian

held her brass key necklace and said, 'Big changes need

careful planning, Ada. We must learn how this works.' Ada

nodded and drew a diagram of every lever. Old Crank pointed

out each one. 'This lever lifts the legs,' he said. 'That one

steers.'
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The castle wandered into a neighboring kingdom. Below, Ada

saw tiny houses and green fields. Pip scampered down a leg

and squeaked a warning. 'We're too close to that village!' Ada

cried. She studied the levers, then pulled one gently. The

castle took a careful step to the left. 'Good,' said Old Crank.

'But check twice before you move.'
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Ada planned each step in her notebook. She drew the path,

marking fields and houses to avoid. 'We need to go home

without squashing anything,' she told Pip. The clockwork

mouse nodded and scurried ahead, his red ribbon fluttering.

He squeaked when the path was clear. Ada pulled the levers

slowly, one at a time. The castle moved like a careful giant.
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Queen Meridian watched proudly. 'You're doing well, Ada,' she

said. 'But remember, a cool head is as important as a good

plan.' Ada took a deep breath. She checked each lever twice,

just like Old Crank taught her. The castle stepped over a river

and around a barn. 'One step at a time,' Ada whispered to

herself.

7



Then a strong wind blew. The castle wobbled! Ada's notebook

fluttered, and she nearly lost her balance. Pip squeaked in

alarm. 'Hold on!' cried Old Crank. Ada grabbed the main lever

and pulled it back. The castle steadied. 'That was close,' she

said. 'We must be extra careful now.' She drew a new plan,

with wider turns.
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The sun began to set. Ada's arms were tired from pulling

levers, but she didn't stop. She thought of home and kept

going. Old Crank brought her a cup of tea. 'You're doing a fine

job,' he said. 'Just a few more steps.' Pip found a safe path

between two hills. Ada guided the castle through, her hazel

eyes focused on the levers.
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At last, Ada saw her own kingdom's hills. But the castle was

still far from home. She planned the final approach. 'We must

avoid the royal gardens,' she told Pip. The mouse scouted

ahead and found a clear path. Ada pulled the levers with care,

and the castle tiptoed past the flower beds. Queen Meridian

smiled. 'Almost there,' she said.
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Suddenly, the castle's leg got stuck in a muddy ditch. Ada tried

to pull the lever, but nothing happened. 'Don't force it,' said

Old Crank. 'We need to rock it gently.' Ada thought for a

moment. Then she had an idea. She pulled a different lever to

make the leg wiggle. Slowly, the leg came free. 'Hooray!'

cheered Pip, his gears whirring.
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With the castle free, Ada guided it the last few steps. The giant

legs folded back under the castle, and it settled onto its hill

with a soft thump. The kingdom was safe, and so was the

neighboring one. Ada closed her notebook and let out a big

sigh. 'We did it,' she said. Queen Meridian hugged her tight.
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The next day, Ada and Old Crank oiled the levers and checked

every gear. 'You've learned the controls well,' he said. 'But

more importantly, you learned to plan.' Ada wrote in her

notebook: 'Big changes need careful planning and a cool head.'

She showed it to her mother, who nodded. 'That's a lesson for

all of us,' said Queen Meridian.
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From then on, Ada kept a map of the castle's walking paths.

She practiced with the levers every week. Sometimes, she took

the castle for a short walk around the kingdom, always

planning each step. Pip rode on her shoulder, squeaking

directions. The castle became a happy home that could go on

adventures, but always came back safely.
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One sunny afternoon, Ada sat on the castle wall with her

notebook. She drew a picture of the castle walking on its giant

legs. 'Where should we go next?' she asked Pip. The clockwork

mouse squeaked and pointed his tiny nose toward the hills.

Ada laughed. 'All in good time,' she said. 'We'll plan it first.'
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And so, Princess Ada learned that even a castle can move, as

long as you have patience and a plan. She kept her notebook

close, ready for the next adventure. The castle stood on its hill,

its metal legs folded away, waiting. But Ada knew that with a

cool head and careful steps, anything was possible. Home was

always worth finding.
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