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Dark days have come [o Caslleshaw....
Groll The Evil Toad has faken up residence
in the reservoir; his slinky sleaming body
is boiling (he waler and killing fish.

Animals, birds and villagers are mysleriously

disappearing. 1

Lvyd the Airy Fairy gathers her friends,
Y Ve AS
Del the Tree Elf, Digg the Dwarf
and Spl’il’lg the Waler Sprile.

They decide They musl do somelhing lo save Caslleshaw
and ils inhabilan(s — so They scl off on a dangerous quesl
around (he reservoir....



AS [hey approach the reservoir [hey spol
Upp the Unicorn and ask her for advice:

“You musT SEck out FRIEZE
THE wiSE WATER NYMPH, SHE
wiLL know WHAT TO PO.

FoLLow THE GOLPEN STONES iIN
THE WATER TO THE VILLAGE.

lBUT BEWARE! 7o cer THERE You musT

pAss CROSS POR THE TROLL iv His sToNE HoOusE.

He is IN LEAGUE wWiTH GROTT $O RE cAREFUL
NOT TO PISTURR HiM - HERE IS SOME MAGIic
POWPER TO SPRINKLE ON YOURSELVES...

iT wiLL MAKE YOu INVISIBLE..

IT’S VERY PRECIOUS SO USE IT WISELY.

wWwHEN YOU REACH THE EN® OF THE VILLAGE
YOu MUST cLiMBR NOPPLE MOUNTAIN, YOU _
wiLL Fine FRIEZE'S HOME AT THE ToP.”

Thanking Upp for her help, The Queslers carry on...

They sce Dob’s 1illle slone house and sprinkle themselves
with the magic dus! so they can sneak past him.

Jusl as They are oul of danger and The magic '
dus! is wearing off, the walers of (he reservoir * -
slar{ lo boil and whirl... qu1ck run

..Groll The Toad is hungryf! ‘




Running as fasl as lhey can they pass the houses where lhe
frighlened villagers huddle, and finally reach The bollom of
Noddle Mounfain.

Afler a sleep climb [hey come lo a

clearing where Frieze the Waler
Nymph lives in her walery groflo.
Her beauliful linkling voice fills (he air

“Chowse the stone duwst
to jozz/r é;m‘ 477/ J JM z‘af

jozz Wéz} jozz need to Xnovn ’

The Queslers see thal There are four myslerious
slones carved wilh magical symbols.

Lyd chooses The sfone Thal has the whirls
and swirls of [he wind and [he air

&

Del chooses The slone thal depicls the ruslling
leaves and [wisled branches of [he [rees

Spring chooses the slone wilh .
ripples and drops of waler




The four Queslers sil on Their chosen slone
and The Nymph speaks again:

“Lfou 51/3 cﬁfen W ﬂy é:mz
aaé;m‘wew d?][}“{;Wﬂ jotzfr é;m‘.f to e true
— How J sz z‘.e[jotz Wé} jou mist do...

ﬂotz st z‘mé an image f jaw true Seirit
to te sntrance f e cwz‘g o te m 277/
fﬁ z‘eez‘/ mzmé n z‘@ JStone an/:rzzj z‘[z’.; jaef '

wiN®, AiIR, BREEZE
TREE, ROOTS, LEAVES
EARTH, SEEPS, GROWING
WATER, EBRING, FLOWING
COME MIGHTY REAST IN THE HOUR OF NEED
wiTH YOUR STRENGTH CASTLESHAW RE FREED

The Queslers Thanked The Nymph
— lhey knew whal lhey musl do.

y

Lyd drew a fealher [hal had floaled o The ground
Del did a rubbing of Iree bark
Digg fraced a pallern he found on a slone
Spring though! of misl and kep! il in her head




Wilh frepidalion [hey fravelled
onwards o Caslleshaw Forl.

There They found anolher magical sfone. Slanding round il
logelher They reciled The spell. The air was filled wilh a loud
flapping noise. The sky grew dark as a vasl shadow loomed
over [hem. There hovering above them on mighly wings was
a magnificenl dragon.... (

The dragon spoke o
{hem in a booming
fierce voice

“T am Densh,
Guardian of [he
realm of Saddleworlh.

I have slepl for a thousand

years You have dislurbed me Y 4

from my resl on Dinnerslone Rock ' ﬂ

I hope you have good reason” (

The Queslers were lerrified and rendered speechless...
Al lasl brave Lyd managed lo speak

“Oh migh[y dragon we are sorry lo
disturb you Bul our beauliful reservoir has
been laken over by Groll The Evil Toad,
his sleaming body is boiling The waler, killing
® (he fish, lerrifying The people and animals Thal
live around here. Please could you save us
from Groll, You are our lasl hopel”




The dragon spoke again only more soffly This [ime:

“You have shown much courage and your quesl
is a [rue one, Groll and T are old enemies.
I shall banish him and reslore Caslleshaw
lo harmony. Bul beware, I cannol banish
him forever, you musl slay forever vigilanl and
look affer your beauliful valley.
Bul for now relurn [o your homes,
and live in peace...”

Many years have passed since Lyd, Del, Digg and Spring
summoned Densh the Dragon and banished Groll the Evil
Toad. There are signs that Groll has refurned to Caslleshaw

and is once again up lo his Evil Ways.

I{ looks like his Troll henchman
Cross Dab is back living in
{he 1illle sfone house.




Are you brave enough [o follow
our Queslers palh and summon
Densh The Dragon for help again?
If you are lucky you will meel Upp the Unicorn

for some Magic Invisibilily Powder from her horn
— which is somelimes invisible {oo.

Make sure you visil FrieZe the Waler Nymph and sif on The

magic slones - you need lo decide which slone is closes{ lo

your hearl — and don forgel lo choose your special Obj ecl
lo aclivale The spell.

VDD

You mighl wan( fo lake a paper and pencil so you
can draw il or fake a rubbing but you can always
jusl keep il in your mind.

Lyd, Del, Digg and Spring carved some
magic Symbols info walls along the way
lo help brave Queslers in the fulure
s0 look oul for hose...
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For more information about Castleshaw and other
Watershed Landscape projects in the South Pennines go to

www.watershedlandscape.co.uk

We'd love to hear about your adventures on the Castleshaw Quest. If you've got
any drawings photographs or stories you'd like to share, please go to

www.watershedlandscape.co.uk/heritage-landscape/projects/photographic-
recording-project/

or submit directly to the Geography website

www.geograph.org.uk/gallery/watershed_landscape_project_heritage_of_the_
south_pennines_15264



