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DEDICATION

For Sparky, and for Lucky, whose spirit and memories still travel beside her,

and for everyone who still believes that curiosity is worth following, stories are worth sharing,

and imagination remains one of life's most dependable traveling companions.

This guidebook exists because of conversations, laughter, observations, questions,
unexpected discoveries, and the simple realization that sometimes an imaginary place can

help us appreciate the real world a little more.

The Free Realm was built from wonder, friendship, kindness, imagination, and the stories

that continue long after a journey ends.

May your lantern stay lit, your maps remain unfinished, and your next discovery arrive at

exactly the right moment.

Welcome to the Free Realm.
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THE RESIDENTS OF THE FREE REALM

Every place develops a personality.
The Free Realm developed several.

Over time, certain residents became known for talents, interests, responsibilities, habits, and

occasionally questionable decision-making.

Some investigate mysteries.

Some build and maintain important things.

Some guide travelers.

Some care for the wellbeing of others.

Some help the Realm grow.

And a few seem determined to create interesting situations for everyone else.

For the convenience of visitors, the Archive has grouped the residents into several broad

categories.
These classifications are intended to be helpful rather than definitive.
The residents themselves have expressed a variety of opinions regarding the system.
Crow considers it reasonably accurate.
Owl considers it incomplete.
Octopus has suggested several revisions.
Pelican has already printed business cards.
Visitors are encouraged to draw their own conclusions.

The following pages contain the most current observations available.

The Archive wishes you a pleasant journey.







THE INVESTIGATORS

The Realm Begins with A Question
The Free Realm has always attracted curious minds.
Some residents search for answers.
Others collect observations.
A few seem perfectly content discovering that every answer leads to three new questions.
Together, these residents became known as The Investigators.

They are the explorers of ideas, the keepers of observations, the collectors of clues, and the

caretakers of curiosity itself.

When something unusual happens in the Realm, an Investigator is usually nearby.
Often taking notes.

Sometimes drawing diagrams.

Occasionally conducting experiments that seemed much simpler when they began.
Each Investigator approaches the world differently.

Crow believes careful observation reveals remarkable things.

Owl trusts records, archives, and the wisdom preserved by those who came before.
Octopus delights in testing theories, building models, and examining every possibility.

Toad prefers to sit quietly beside Reflection Pond and consider questions that others may

have overlooked.
Their methods rarely agree.
Their conclusions do not always match.

Yet together they have helped the Realm understand itself far better than any one of them

could alone.

Visitors are encouraged to ask questions. The Investigators have discovered that curiosity is

often the first step toward every worthwhile journey.
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CROW

Chief Observer of Curious Things

If something unusual happens in the Free Realm, there is an excellent chance that Crow

noticed it first.
Crow possesses a remarkable talent for observation.

He notices details that others overlook, remembers conversations long after everyone else has
forgotten them, and has filled countless notebooks with sketches, maps, questions, and field

reports.

Visitors occasionally assume that Crow spends his days searching for answers.
This is not entirely accurate.

Crow spends most of his time searching for better questions.

From his observation tower, he watches the comings and goings of the Realm.

He studies weather patterns, visitor habits, migration routes, bicycle traffic, unusual

footprints, and anything else that attracts his curiosity.

Many of the Archive's most valuable records began as simple notes in one of Crow's

notebooks.

His reports are widely respected for their thoroughness. They are occasionally criticized for

their length.
Crow considers this criticism incomplete.

Although Crow enjoys discovering new things, he is equally interested in helping others

notice what was already there.

He believes that the world becomes more interesting the moment someone begins paying

attention.

Visitors seeking certainty may find Crow frustrating. Visitors seeking understanding often
find him indispensable. When asked how he discovers so many remarkable things, Crow

usually offers the same answer: I started by looking.
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OWL

Archivist Emeritus of the Free Realm

If Crow discovers something interesting, Owl usually knows where the previous seven

references are stored.
Owl serves as one of the Realm's most respected keepers of knowledge.

Within the Great Archive, he oversees shelves of journals, maps, reports, observations,

correspondence, and historical records collected over many years.
Visitors are often surprised by the size of the Archive.
Owl is not.
He remembers when several sections were considerably smaller.
He also remembers why they became larger.
Many residents seek Owl when they need information.
Others seek him when they need perspective.
The two are not always the same thing.
Owl believes that knowledge grows most useful when placed within a larger story.
Facts matter. Dates matter. Records matter.
Yet Owl has learned that understanding often requires seeing how those pieces fit together.
Although Owl is known for his careful scholarship, he is not opposed to new ideas.
He simply prefers that they arrive accompanied by evidence.
Or at the very least, a reasonably organized notebook.
Visitors sometimes ask Owl whether he has read every book in the Archive.
Owl never answers directly.

His expression generally suggests that the question itself may require additional research.
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OCTOPUS

Director of Research and Questionable Experiments

Some residents begin with answers.
Octopus prefers to begin with possibilities.

Few minds in the Free Realm are as energetic, inventive, or delightfully unpredictable as

Octopus.
Where Crow observes and Owl records, Octopus investigates.

His research station contains diagrams, prototypes, models, charts, measuring devices, and

a remarkable collection of projects in various stages of completion.
Visitors quickly learn that Octopus is fascinated by how things work.

He studies weather patterns, navigation systems, memory, storytelling, bicycles, migration

routes, lantern designs, and nearly any other subject that captures his attention.

Occasionally all at the same time. Octopus believes that curiosity should be tested.

Questions are important. Experiments are better.

His investigations have produced many valuable discoveries for the Realm.

They have also produced several incidents now preserved in the Archive under the heading:
"Educational Outcomes."

Unlike Owl, who prefers complete records, or Crow, who prefers careful observation, Octopus
is comfortable with uncertainty. He sees unanswered questions not as problems but as

invitations.

Many of his greatest discoveries began with an idea that seemed unlikely.
A few began with ideas that seemed completely impossible.

Visitors sometimes find Octopus's workspaces confusing.

Octopus considers this a sign that they have arrived in the correct place. Then asked why he

continues experimenting even after making mistakes, Octopus explained: ""The experiment

succeeded.
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TOAD

Keeper of Reflection Pond
Not every question requires an immediate answer.
Toad considers this one of the most important discoveries in the Realm.

While other Investigators travel, observe, record, measure, and experiment, Toad practices a

different form of inquiry.
He listens.

Reflection Pond, where Toad spends much of his time, has become one of the most peaceful

places in the Free Realm.

Visitors often arrive carrying questions.

Many leave carrying better ones.

Toad has learned that understanding sometimes arrives quietly.

A person may spend days searching for an answer without success.

Then, while watching ripples move across the pond or listening to the evening breeze, the

answer appears on its own.

This does not surprise Toad. He believes the mind occasionally needs room to think.
Unlike Crow, Toad rarely fills notebooks. Unlike Owl, he keeps few records.

Unlike Octopus, he conducts very few experiments. His work happens mostly in silence.
Yet many residents credit Toad with helping them see situations more clearly.

He has a gift for noticing connections between things that appear unrelated.

Visitors sometimes mistake Toad's calm nature for inactivity.

The Archive considers this a common misunderstanding.

Toad may appear still, but his thoughts are often traveling great distances.

When asked what he does all day beside Reflection Pond, Toad smiled and replied:

""Mostly, I pay attention to things that are easy to miss."
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BEAVER

Master Builder of Bridges and Foundations

If Crow asks what might be possible, Beaver asks how to build it.

Beaver is the Master Builder of the Free Realm. He designs bridges, repairs pathways,
strengthens foundations, and quietly solves problems before most residents even realize they
exist. Many of the places visitors enjoy today exist because Beaver once looked at an empty

space and imagined what could stand there instead.

His workshop sits beside a winding stream not far from Wonderland Station. Blueprints,
sketches, measuring tools, and half-finished projects fill every available surface. Nothing

remains unfinished for long. Beaver believes ideas deserve a chance to become real.
He has little interest in building things quickly. He prefers building them properly.

Many residents arrive with grand dreams, exciting plans, and ambitious visions. Beaver

welcomes them all. Then he asks questions.

"How will it stand?"

"What happens duting a storm?"

"Who will maintain it after you're gone?"

Some visitors find these questions frustrating.

Most eventually discover they are exactly the questions that matter.

Beaver understands that strong foundations are rarely exciting. Few travelers celebrate a well-
designed support beam or a carefully measured bridge footing. Yet he knows that every

lasting achievement rests upon hundreds of small decisions made with care.
One of his favorite sayings appears carved into a wooden sign outside his workshop:
""Good things are built one step at a time."

The bridge that connects Reflection Pond to Wonderland Station was once considered

impossible. Beaver simply began with the first plank.

The Lantern Tree's support system was once an unfinished sketch in one of his notebooks.




Many of the Realm's gardens, pathways, observation decks, and gathering places started as

simple ideas discussed over a cup of tea.
Beaver's true gift is not construction.
It is belief.
He sees potential where others see obstacles.
He sees possibilities where others see empty ground.
And when something worthwhile needs building, Beaver quietly gets to work.
Visitors often leave his workshop inspired to begin projects of their own.
Not because Beaver tells them what to build.

Because he reminds them that every great creation begins with the courage to start.
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ROBIN

Stationmaster of Wonderland Station

Every journey through the Free Realm begins somewhere.
More often than not, it begins with Robin.

Robin serves as Stationmaster of Wonderland Station, the bustling crossroads at the heart of
the Realm. Trains arrive from distant places. Travelers come carrying questions, hopes, plans,

worries, and dreams. Some know exactly where they are going. Many do not.
Robin welcomes them all.
He is rarely in a hurry.

Visitors often expect a stationmaster to focus on schedules, destinations, and timetables.
Robin certainly keeps the trains running. Yet he believes the true purpose of a station is not

transportation.
It is possibility.

From his office overlooking the platforms, Robin watches countless journeys begin every day.
Some travelers set out for grand adventures. Others simply take the first step toward

something new. Robin understands that both journeys require courage.

One of the signs hanging near the station entrance reads:
""No Ticket Required For Curiosity."
It may be the most important sign in the entire Realm.

Robin has a remarkable gift for making people feel welcome before they feel confident. He
knows that many visitors arrive uncertain of themselves. They wonder whether they belong.

They worry they are too late, too inexperienced, too old, or too lost.
Robin listens patiently.
Then he usually asks a simple question:

"Where would you like to begin?"

Not where they should go.




Not where everyone else is going.

Simply where they would like to begin.

The flower gardens surrounding Wonderland Station are largely Robin's work. He believes
journeys should start in beautiful places. New trees, birdhouses, benches, and lanterns appear

regularly throughout the station grounds, often without anyone noticing who installed them.
Robin never seeks credit.
He simply enjoys helping things grow.

Visitors sometimes discover that the destination they originally planned is not where they
ultimately arrive. Robin is never surprised by this. He has watched enough journeys to know

that paths often change once people begin walking them.

His favorite saying is painted on an old station sign:
""The Journey Is The Point."

For Robin, travel is not about reaching somewhere else.
It is about becoming someone new along the way.

And so he stands at Wonderland Station, greeting arrivals, encouraging departures, and

reminding every traveler that there is always another path waiting to be explored.
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RACCOON

Director of Acquisitions and Recoveries
Raccoon has never officially admitted to collecting things.
The evidence suggests otherwise.

His workshop sits near the edge of Wonderland Station, where shelves, cabinets, drawers,
boxes, baskets, and mysterious piles stretch in every direction. To an untrained eye, the place

appears completely chaotic.

To Raccoon, everything is perfectly organized.

Probably.

Visitors often ask where certain objects came from.

Raccoon usually changes the subject.

Some items were found beside old trails.

Some arrived in forgotten suitcases.

Some appeared on doorsteps with no explanation.

A few seem to have simply wandered in on their own.

Whatever their origin, Raccoon believes every object has a story worth preserving.

His official title is Director of Acquisitions and Recoveries, though many residents refer to
him as the Keeper of Lost Things. When something disappears anywhere in the Realm,

Raccoon is usually the first resident consulted.
More often than not, he already knows where it is.
Or at least where it was last seen.

A sign hanging above one of his workbenches reads:
"Nothing Is Ever Truly Lost."

This belief guides much of his work.




Raccoon understands that people often discard things too quickly. Broken lanterns, worn
journals, bent bicycles, faded maps, forgotten photographs, and half-finished projects

frequently find their way into his workshop.
Most leave in far better condition than when they arrived.
He sees value where others see clutter.
Potential where others see damage.
History where others see old junk.
Many visitors are surprised to learn that Raccoon restores far more than objects.
He also helps preserve memories.

Entire collections of journals, maps, letters, sketches, tickets, and stories have been saved
because Raccoon recognized their importance before anyone else did. The Great Archive

contains countless treasures that first passed through his hands.
Of course, not everything in his workshop belongs there.

At least according to Bunny.

Or Crow.

Or occasionally Pelican.

These disagreements are ongoing.

Raccoon remains unconcerned.

He insists everything is being catalogued.

Eventually.

His favorite saying appears written inside a weathered notebook:
"Everything Has A Story."
And Raccoon intends to make sure none of those stories disappear.

Even if he occasionally forgets where he put them. %5 [
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WOLF

Keeper of the Old Trails

Long before many of the Realm's most popular routes appeared on maps, Wolf was already

walking them.

Wolf serves as one of the Free Realm's most trusted guides. He knows the hidden paths
between places, the quiet routes that avoid unnecessary trouble, and the forgotten trails that

still hold valuable lessons for those willing to travel them.

Visitors often seek Wolf when facing important decisions.

Not because he tells them what to do.

Because he helps them see where their choices may lead.

Wolf understands that every journey is different.

Some travelers need direction.

Others need confidence.

A few simply need someone to remind them that uncertainty is a normal part of the road.

The old trail markers scattered throughout the Realm are largely Wolf's work. Many appear
simple at first glance, yet careful travelers often discover that the signs contain exactly the

advice they needed at precisely the right moment.

One well-known marker reads:
"The Correct Path And The Easy Path Are Not Always The Same."

Many visitors remember that sign long after their journey ends.

Wolf spends much of his time exploring the forests, hills, and distant regions beyond the most

traveled routes. He believes that understanding a place requires more than reading about it.
One must walk through it.
Feel the weather.

Notice the terrain.




Experience the journey firsthand.

Although Wolf is respected for his wisdom, he rarely presents himself as an expert. He

knows that even experienced travelers can learn something new.
In fact, Wolf considers humility one of the most important tools a guide can carry.
Visitors sometimes ask Wolf how he became so knowledgeable about the Realm.
He usually smiles and replies:
"I got lost a few times. "
The Archive considers this answer both amusing and remarkably accurate.

Wolf believes that mistakes, setbacks, detours, and unexpected challenges often teach more

than smooth journeys ever could.
His favorite saying appears carved into a weathered sign near one of the oldest trails:
"Keep Going."
Simple advice.
Yet it has helped countless travelers find their way.

And so Wolf continues walking the paths of the Realm, helping others navigate theirs, one

step at a time.
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TURTLE

Keeper of Unhurried Progress
Few residents of the Free Realm move more slowly than Turtle.
Few accomplish more.
Turtle is the gentle reminder that worthwhile journeys do not need to be rushed.

His path follows streams, gardens, woodland trails, and quiet corners of the Realm where

visitors often pause to catch their breath and reconsider their timelines.
Many travelers arrive believing they are behind.
Turtle rarely agrees.

He has observed that people spend an astonishing amount of energy comparing their

journeys to those of others.
This has never seemed particularly useful to him.
Turtle prefers steady progress.
A small step taken today.
Another tomorrow.
And another after that.
Over time, remarkable distances are covered.
The paths Turtle maintains are among the most peaceful in the Realm.
Lanterns mark the way.
Benches invite rest.
Wildflowers grow beside the trail.
Nothing encourages haste.

One sign frequently found along Turtle's routes reads:

""Slow Is Not The Same As Stopped."




The Archive has recorded this phrase in countless journals belonging to
grateful travelers.
Turtle understands something that many visitors eventually discover for themselves:
Growth often happens quietly.
A tree does not hurry.
A garden does not rush.
A friendship does not appear overnight.
Neither does wisdom.
Although Turtle moves at an unhurried pace, he is remarkably dependable.
Residents know that if Turtle promises to arrive, he will.
Perhaps not immediately.
But certainly eventually.
Visitors sometimes ask Turtle whether he ever wishes he could move faster.
He usually considers the question for a moment before replying:
"Why?"
The conversation often becomes surprisingly thoughtful after that.

His favorite saying appears carved into a wooden marker beside a winding trail:
"Keep Going. The Journey Is Working."

Many travelers have found comfort in those words.

And so, Turtle continues his patient walk through the Realm, reminding everyone he meets

that meaningful progress is measured not by speed, but by direction.
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BEAR

Keeper of Bear Hug Grove
Not every traveler needs directions.
Some simply need a place to rest.
Bear serves as the quiet heart of the Free Realm.

His home, Bear Hug Grove, has become a gathering place for residents and visitors alike.
Lanterns glow warmly among the trees. Comfortable benches invite conversation. Picnic

blankets appear whenever needed. Tea is rarely far away.
No one is entirely certain who keeps adding the extra chairs.
Many suspect Bear.
He has never confirmed this.
Bear understands that journeys can be wonderful.
He also understands that they can be difficult.
People become tired.
Plans fail.
Dreams take longer than expected.
Questions remain unanswered.
When such things happen, Bear believes kindness is often more useful than advice.
Visitors frequently arrive at Bear Hug Grove carrying wotries.
Many leave carrying perspective.
Bear is a patient listener.
He rarely rushes a conversation.
He rarely interrupts.

And he has a remarkable ability to make people feel welcome exactly as they are. A wooden

sign near the entrance to the Grove reads:




"You Do Not Need To Earn Your Place Here."

The Archive considers this one of the most important signs in the Realm.
Although Bear is known for his compassion, he should not be mistaken for weak.
He possesses quiet strength.

The kind that helps others feel safe.

The kind that remains steady during storms.

The kind that reminds people they are capable of continuing, even when they temporarily

forget.

Visitors sometimes ask Bear how he helps so many travelers.
He usually smiles and says:

"I try to meet them where they are.”

It sounds simple.

The Archive notes that it is not.

Bear's favorite saying appears carved into a stone beside a lantern-lit path:
"Rest Is Part Of The Journey."

Many travelers have found those words exactly when they needed them most.

And so Bear continues tending Bear Hug Grove, offering warmth, encouragement, tea, and

the occasional well-timed bear hug to all who pass through.

The Realm is gentler because he is in it.
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JUVIE BUNNY

Keeper of New Beginnings
Few residents of the Free Realm have welcomed more visitors than Juvie Bunny.

If you have ever arrived feeling uncertain, nervous, out of place, or unsure whether you

belonged, there is a good chance Juvie Bunny noticed.
And there is an equally good chance he made room for you.

Juvie Bunny serves as one of the Realm's most enthusiastic ambassadors of kindness. His
meadow has become a gathering place where strangers become friends, visitors become

neighbors, and newcomers quickly discover that they are far less alone than they imagined.
He believes that every resident was once new.

Every expert was once a beginner.

And every friendship begins with a simple act of welcome.

The paths through Juvie's meadow are lined with wildflowers, lanterns, benches, and places
designed for conversation. No one is expected to hurry. No one is expected to impress

anyone. Visitors are free to arrive exactly as they are.

One sign near the entrance reads:
"You Already Belong Here."

Many travelers have admitted that those four words arrived at exactly the right moment.

Juvie Bunny has a remarkable gift for seeing potential in others before they see it in
themselves. He notices small victories, quiet courage, and first attempts that many would

overlook.
He celebrates them all.
The Archive has observed that Juvie Bunny rarely focuses on what someone lacks.
Instead, he focuses on what they are becoming.
Visitors often ask how he manages to remain so encouraging.

Juvie Bunny usually responds with a question of his own:




"How else would anyone grow?"
The answer is difficult to argue with.
His favorite saying is painted on a cheerful wooden sign beside a flower-covered path:
"Everyone Starts Somewhere."
Countless journeys throughout the Realm have begun beneath those words.

And so Juvie Bunny continues welcoming newcomers, encouraging dreamers, celebrating
progress, and reminding everyone he meets that beginnings deserve just as much respect as

achievements.
The Realm feels larger because of its places.

It feels kinder because of Juvie Bunny.
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HEDGEHOG

Keeper of Cozy Corners
Some places in the Free Realm are designed for adventure.
Others are designed for recovery.
Hedgehog is responsible for many of the second kind.

His cozy corner of the Realm has become a favorite destination for visitors seeking rest,

comfort, quiet conversation, or simply a peaceful place to spend an afternoon.
Warm lanterns glow softly among the gardens.

Books wait patiently on nearby shelves.

Comfortable chairs seem to appear exactly where they are needed.

Tea is usually available.

Nobody is entirely certain how.

Hedgehog believes that comfort is often underestimated.

Many travelers assume progress only happens while moving forward.

Hedgehog knows that progress also happens while resting, reflecting, healing, and gathering

strength for whatever comes next.
His favorite spaces are not grand or impressive.
They are welcoming.
A well-placed chair.
A warm blanket.
A good book.
A friendly conversation.

A peaceful garden.

Small things.




Yet Hedgehog has observed that small things often make the biggest difference.

One sign hanging beside a lantern-lit reading nook reads:
"You Don't Have To Be Productive Every Minute."

The Archive considers this one of the wisest signs in the entire Realm.
Visitors often atrive carrying worries, disappointments, frustrations, or exhaustion.
Hedgehog rarely tries to solve their problems.
Instead, he offers something many people need even more.
A place to pause.
A place to breathe.
A place to remember that being human occasionally requires gentleness.

Hedgehog has a remarkable ability to make people feel comfortable without asking them to

explain themselves.

He understands that not every burden needs immediate discussion.

Sometimes a person simply needs a quiet place to sit for a while.

When asked what makes a place feel like home, Hedgehog thought for a moment before
replying:

"Knowing you're welcome there."

His favorite saying appears embroidered on a cushion near the fireplace:

"Rest Is A Form Of Wisdom."

Many visitors discover that they agree.

And so Hedgehog continues tending the Realm's coziest corners, reminding travelers that

comfort is not a reward earned after the journey.

Sometimes it is what allows the journey to continue.
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DOLPHIN

Keeper of Joyful Things
Not every activity in the Free Realm serves an important purpose.
Dolphin considers this excellent news.

As Keeper of Joyful Things, Dolphin has devoted much of his life to celebrating laughter,

play, curiosity, friendship, and the simple pleasure of being alive.
His home near Wonderland Beach is rarely quiet.

Visitors gather to swim, explore, tell stories, watch sunsets, play games, celebrate milestones,

and occasionally invent entirely new reasons to celebrate.
Dolphin enthusiastically supports all of these activities.
He believes joy deserves a place in every life.

Not after responsibilities.

Not after accomplishments.

Not after everything else has been completed.

Now.

One of the most popular signs along the shoreline reads:

"Fun Is Not A Distraction From Life."

The Archive has observed that many visitors stop and think about this statement longer than

expected.
Dolphin understands something that is easily forgotten.

People are often so busy building, solving, improving, planning, fixing, and achieving that

they forget to enjoy the world they are working so hard to create.
Dolphin gently encourages them to pause.

To laugh.

To celebrate.




To appreciate the moment they are already living.
Visitors frequently assume that Dolphin's playful nature means he avoids serious matters.
The opposite is true.
Dolphin knows that difficult times exist.
That is precisely why joy matters.
He believes happiness is not something that waits at the end of a perfect life.
It is something that helps people through imperfect ones.
His laughter is well known throughout the Realm.
His optimism is equally famous.

Many residents have remarked that Dolphin can find something worth celebrating in almost

any situation.
The Archive considers this a rare and valuable skill.

When asked why he spends so much time encouraging others to have fun, Dolphin answered

without hesitation:
"Because life is happening right now. "

His favorite saying appears painted on a weathered sign overlooking the water:
"Don't Forget To Enjoy The Journey."

Visitors often leave Wonderland Beach smiling.

Dolphin considers this one of the Realm's most successful outcomes.

And so he continues swimming, laughing, celebrating, encouraging, and reminding everyone

he meets that joy is not a luxury.

It is one of the things that makes the journey worthwhile.
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BUTTERFLY

Keeper of Transformation
Few residents of the Free Realm remind visitors of change more gracefully than Butterfly.
Wherever Butterfly travels, she carries a quiet message:
You are not finished becoming.

Her gardens are among the most beautiful places in the Realm. Flowers bloom in every
season. Seeds become sprouts. Buds become blossoms. New growth appears beside old

growth. Everywhere one looks, life is unfolding into something new.
Butterfly understands that transformation is rarely as sudden as it appears.
Visitors often admire the butterfly and forget the caterpillar.

They celebrate the blossom and overlook the seed.

Yet Butterfly knows that every stage matters.

Nothing becomes beautiful by skipping the difficult parts.

Many travelers arrive at her gardens during times of transition.

Some are beginning new journeys.

Others are ending old ones.

A few feel uncertain about who they are becoming.

Butterfly welcomes them all.

She has observed that growth often feels uncomfortable while it is happening.
A caterpillar does not know what it will become.

Neither do most people.

One sign hanging beside a flower-covered pathway reads:

"Be Patient With Your Becoming."

The Archive considers this one of the most frequently photographed signs in the Realm.




Butterfly rarely offers advice.
Instead, she encourages observation.
She invites visitors to notice the changes already taking place around them.
A new skill.
A new friendship.
A new understanding.
A little more courage than yesterday.
Small transformations are still transformations.
Visitors sometimes worry that they are changing too slowly.
Butterfly finds this amusing.
Flowers do not compare themselves to one another.
Trees do not rush.
Seasons arrive when they are ready.
Growth has its own timing.

When asked what she considers the greatest transformation of all, Butterfly thought for a

moment before replying:
"Learning to become yourself"”

Many visitors return to her gardens years later and discover that the answer means something

different every time they hear it.
Her favorite saying appears carved into a stone beside a bed of wildflowers:

""Change Is Not The End Of Your Story."

And so Butterfly continues drifting through the gardens of the Realm, quietly reminding

everyone she meets that becoming is not something that happens once.

It is something that continues throughout a lifetime.
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BUMBLEBEE

Keeper of Small Daily Things

Many visitors assume the most important work in the Free Realm is done by the most

important residents.

Bumblebee has never agreed.
He believes the Realm is held together by countless small acts that often go unnoticed.
A flower watered.
A lantern lit.
A note written.
A path swept.
A friend encouraged.
A promise kept.
None of these actions seem particularly remarkable on their own.

Yet Bumblebee has observed that remarkable things are often built from ordinary moments

repeated consistently over time.
His days are rarely dramatic.
He prefers them that way.

From sunrise to sunset, Bumblebee moves steadily throughout the gardens, meadows,
orchards, and pathways of the Realm. He helps pollinate flowers, encourages growth, and
quietly tends to hundreds of small tasks that contribute to the beauty of the world around

him.
Many residents underestimate the power of consistency.
Bumblebee does not.
He knows that gardens flourish because someone cared for them yesterday.

And the day before that.




And the day before that.

One sign hanging near a field of wildflowers reads:
""Small Things Matter More Than They Appear."

The Archive has found considerable evidence supporting this claim.

Visitors sometimes arrive feeling overwhelmed by large goals, difficult challenges, or distant

dreams.
Bumblebee listens patiently.
Then he usually asks a simple question:
"What's the next small step?"”
Not the entire journey.
Not the final destination.
Just the next step.

Again and again, he has watched seemingly impossible projects become possible through

steady effort and patient persistence.
Bumblebee understands that progress often hides itself while it is happening.
Days pass.
Weeks pass.
Nothing appears different.
Then one morning a flower blooms.
A skill develops.
A friendship deepens.
A dream begins taking shape.
The change seems sudden.
It rarely is.

- When asked how he accomplishes so much, Bumblebee laughed and replied:




"I keep showing up.”
The Archive considers this one of the most practical pieces of wisdom in the entire Realm.
His favorite saying appears painted on a small garden sign:
"Little By Little Becomes A Lot."

And so Bumblebee continues his work among the flowers, reminding everyone he meets that

greatness is rarely achieved all at once.

More often, it arrives one small step at a time.
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BLUEJAY |

Keeper of Unexpected Opportunities
Some residents spend their lives following carefully prepared plans.
Bluejay prefers to keep an eye on possibilities.

He has a remarkable talent for noticing opportunities that others walk past without seeing.
New trails, unexpected friendships, surprising discoveries, unusual ideas, and fortunate

coincidences seem to appear wherever Bluejay happens to be looking.
Visitors often assume that Bluejay is lucky.

Bluejay considers this a misunderstanding.

Luck may occasionally help.

Paying attention helps much more.

From his favorite overlook, Bluejay watches travelers moving throughout the Realm. He
notices when someone hesitates before trying something new. He notices when a
conversation leads to an unexpected friendship. He notices when a small decision quietly

changes the direction of an entire journey.

Many of the Realm's most beloved discoveries began as accidents.

At least they appeared that way.

Bluejay has learned that opportunities often disguise themselves as ordinary moments.
A path not taken before.

A question asked at the right time.

A chance meeting.

An invitation accepted.

A curiosity followed.

One sign hanging beside a crossroads reads:




"You Never Know Where This Might Lead."

The Archive has found this statement to be surprisingly accurate.

Unlike Bumblebee, who focuses on steady effort, or Butterfly, who focuses on transformation,

Bluejay focuses on possibility.

He reminds visitors that growth is not always predictable.

Sometimes life changes because of a carefully executed plan.

Sometimes it changes because someone decides to explore an unfamiliar trail.

Bluejay encourages both.

Visitors occasionally tell Bluejay that they are waiting for the perfect opportunity.

Bluejay usually smiles and asks:

"How would you recognize it?"

The conversation often becomes more interesting from there.

His favorite saying appears painted on a weathered sign near a branching path:
"Stay Curious. Opportunity Likes Curious People."

Many travelers have discovered that those words contain more wisdom than they first appear

to.

And so Bluejay continues watching the crossroads of the Realm, encouraging exploration,
welcoming surprises, and reminding everyone he meets that some of life's best discoveries

are found when we are open to possibilities we never expected.
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PELICAN

Director of Enthusiastic Projects
Nobody is entirely certain how many projects Pelican is currently managing.
Including Pelican.

The last official count conducted by the Great Archive was abandoned after three researchers

became distracted and volunteered to help with a parade.

Pelican serves as the Realm's Director of Enthusiastic Projects, a position he created himself

after discovering that many wonderful ideas were not happening nearly fast enough.

His headquarters near Wonderland Station is a magnificent collection of maps, schedules,

project boards, announcements, sketches, event posters, railway plans, and ambitious ideas.
Some projects are fully organized.

Some are still being planned.

Some appear to have started before the planning stage.

Pelican considers all three approaches perfectly acceptable.

Visitors often assume Pelican's greatest talent is leadership.

It is not.

His greatest talent is enthusiasm.

He possesses enough enthusiasm to power entire festivals, community projects, charity
events, railway celebrations, beach gatherings, garden tours, lantern festivals, bicycle rallies,

and several initiatives that have not yet been fully explained.
One sign hanging above his desk reads:
"Worth Trying."
Pelican believes these may be the two most important words in the Realm.
Many successful projects began because someone was willing to try.

A few unsuccessful projects began the same way.




Pelican considets this a reasonable risk.

Although his ideas occasionally seem ambitious, they are rarely selfish. Pelican genuinely

enjoys helping others bring their ideas to life.
When residents hesitate, Pelican encourages.
When they doubt themselves, Pelican volunteers.

When they need support, Pelican somehow arrives with a clipboard, a schedule, three

helpers, and a banner announcing the grand opening.
The Archive remains impressed by this ability.
Visitors sometimes ask Pelican whether he ever worries about failure.
Pelican usually thinks for a moment before replying:
"Only ifit stops us from starting. "
This answer has inspired many projects throughout the Realm.

His favorite saying appears painted on a weathered sign outside project headquarters:
"Let's See What Happens."

The phrase has become something of a motto among adventurous residents.

And so Pelican continues organizing events, launching ideas, encouraging dreamers, and

occasionally creating far more activity than anyone expected.
The Realm is not always predictable because of Pelican.

Most residents consider that one of his finest contributions.
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SQUIRREL

Keeper of Prepared Possibilities

No resident of the Free Realm has ever been completely surprised by an emergency while

Squirrel was nearby.
This is not because emergencies never happen.
It is because Squirrel has already prepared for most of them.
And several that do not technically exist.
Squirrel serves as the Realm's Keeper of Prepared Possibilities.

His headquarters resembles a cross between a supply station, a workshop, a travel outfitter, a

snack pantry, and a very organized collection of useful things.
Visitors are often amazed by what can be found there.

Lantern fuel. Maps. Bandages. Umbrellas. Extra bicycle parts. Travel journals. Rope.

Blankets.
Emergency muffins. Several varieties of almonds.
And, on one memorable occasion, a replacement train whistle.
Squirrel's guiding philosophy is simple:
"It is easier to carry it than wish you had."
This philosophy explains much of his storage system.
Some residents occasionally suggest that Squirrel prepares for too many possibilities.
Squirrel responds by opening a drawer and producing exactly the item they suddenly need.
The discussion usually ends there.
Although often associated with supplies and planning, Squirrel is not driven by worry.
He is driven by care.
Preparation, in Squirrel's view, is simply another way of helping people.

A lantern packed before sunset is kindness.




A map shared before a journey is kindness.

A spare tire waiting quietly until needed is kindness.

His famous Preparedness Station near Wonderland Station has helped countless travelers

begin their adventures with greater confidence.
The station's most popular sign reads:
""Anything Worth Doing Is Worth Preparing For."
Visitors frequently stop to read it before setting off.
Squirrel also possesses an unusual ability to anticipate what others may overlook.

While Pelican is often imagining exciting new possibilities, Squirrel is quietly making sure
those possibilities have enough supplies, enough volunteers, enough snacks, and at least one

backup plan.

This partnership has saved the Realm on numerous occasions.
According to Archive records, Squirrel has never once said:
"Evetything will definitely go according to plan."”

He considers such confidence suspicious.

Instead, he prefers a different phrase:

"Ifit doesn't, we'll figure it out.”

Many residents find this unexpectedly reassuring.

And so Squirrel continues organizing supplies, preparing for adventures, solving practical

problems, and helping visitors feel ready for whatever lies ahead.
After all, the future may be uncertain.

But carrying a spare lantern rarely hurts.
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BOSSY BUNNY

Director of Getting Things Moving

If a train departs on time, a festival begins when expected, a visitor finds the correct

platform, and nobody accidentally boards a boat headed in the opposite direction...
There is an excellent chance Bossy Bunny had something to do with it.

Bossy Bunny serves as Director of Operations for Wonderland Station and several other

projects that somehow became her responsibility.

Not because she volunteered. Because nobody else did. At least not quickly enough.

Bossy Bunny possesses a remarkable gift for organization.

She notices details. Tracks that need inspection. Schedules that need updating.

Volunteers who forgot where they were supposed to be. Visitors carrying maps upside down.
Problems rarely survive long once Bossy Bunny becomes aware of them.

Her desk contains clipboards, schedules, checklists, route maps, maintenance reports,

volunteer rosters, and several emergency backup plans.
She claims every item serves a purpose.
Archive investigators have found no evidence to the contrary.
Some newcomers mistakenly assume Bossy Bunny enjoys telling people what to do.
This is not entirely accurate.
Bossy Bunny enjoys seeing things work.
When people cooperate. When plans come together.
When confusion becomes clarity.
When good ideas become real events.
Directing others simply happens to be one of the fastest ways to accomplish those goals.

Although known for her efficiency, she cares deeply about the residents and visitors of the

Realm.




She learns names.
Remembers journeys.
Checks on travelers who seem uncertain.

And quietly helps whenever someone needs encouragement.
Many residents still remember their first visit to Wonderland Station.
Most also remember Bossy Bunny appearing shortly afterward and asking:
"Do you know where you're going?"
Some found the question intimidating.
Others found it comforting.
Most eventually realized she was simply trying to help.
Bossy Bunny works especially well alongside Pelican.
Pelican generates possibilities.
Bossy Bunny transforms possibilities into schedules.

Together they have organized celebrations, expeditions, railway projects, community events,

and at least three ideas that should never have worked but somehow did.

Her office contains a framed sign that reads:
"A Good Plan Creates Room For Adventure."

This may be the closest thing she has to a personal philosophy.
Because contrary to popular belief, Bossy Bunny does not seek control.
She seeks momentum.
She wants trains moving.
Projects progressing.
People helping one another.

And good ideas finding their way into the world.

After all, dreams are important. But eventually somebody has to print the schedule.
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FOX

Chief Creative Problem Solver

Whenever a situation appears impossible, someone eventually suggests asking Fox.
This is usually followed by a long pause.
And then someone asking:
""Are we sure that's a good idea?"
The answer is often:
"Probably not."
Yet somehow the idea proceeds anyway.
Fox occupies a curious place within the Free Realm.
He is neither inventor nor engineer.
Neither planner nor philosopher.
Instead, Fox specializes in seeing possibilities hidden inside problems.
Where others encounter obstacles, Fox sees invitations.
Where others see dead ends, Fox sees alternative routes.

Where others see rules, Fox wonders whether the rule was actually intended for the current

situation.
This has occasionally caused paperwork.

Fox maintains a workshop filled with unfinished sketches, strange devices, notebooks, maps,

half-tested theories, and solutions nobody thought to try.
Visitors often find his workspace confusing.
Fox considers this a sign that creativity is functioning normally.
His greatest talent is connecting ideas that appear unrelated.

A bicycle repair becomes a transportation innovation.




A festival problem becomes a community tradition.
A broken lantern becomes an entirely new kind of lantern.
An accidental mistake becomes a story worth remembering.
Fox rarely begins by asking:
""What should we do?"
Instead he asks:
"What else might be possible?"
This question has led to some of the Realm's most beloved discoveries.
Not all of them successful.
But all of them interesting.
Fox works closely with Pelican, whose enthusiasm often generates ambitious projects.
He also works surprisingly well with Bossy Bunny.
Fox invents unusual solutions.
Bossy Bunny determines whether any of them can actually function.
Their conversations are legendary throughout Wonderland Station.
Many residents attend simply for entertainment.
Although known for creativity, Fox values practicality more than most people realize.
Ideas are interesting.
Working ideas are better.
A solution that helps real people is best of all.
For this reason, Fox often spends far more time refining an idea than inventing it.
He understands that imagination alone is not enough.
Ideas must eventually meet reality.
And reality tends to ask difficult questions.

Above his workbench hangs a handwritten sign:




"The Best Path Isn't Always The Obvious One."

Many consider this the unofficial motto of Fox's workshop.
Visitors frequently arrive seeking answers.
Most leave with possibilities.

And while possibilities may not solve every problem immediately, they often reveal a path

forward.
According to Fox, that is usually enough.

After all, every remarkable solution begins as an idea someone almost dismissed.
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CHICO

The Monkey Who Chose His Own Adventure

Among all the stories preserved within the Great Archive, none has been retold more often

than the story of Chico.
Not because it is the grandest story.
Not because it is the most important story.
But because it reminds the Realm of something easy to forget:
Sometimes the smallest act of courage changes everything.
Long ago, Chico arrived by accident.

The details vary depending on who is telling the story. Some insist he escaped from a ship.
Others claim he simply appeared one morning at Wonderland Station carrying a stolen biscuit

and an expression of complete innocence.
Crow maintains that at least six versions of the story contain serious factual errors.
Pelican maintains that factual errors make stories more interesting.
Toad suggests that both may be correct.
What everyone agrees upon is this:
Chico arrived alone.
And somehow, he never remained that way.
He climbed where he should not have climbed.
He explored where signs clearly suggested otherwise.
He borrowed things without always understanding the traditional concept of ownership.
He greeted strangers as though they were already friends.
Before long, the Realm stopped thinking of Chico as a visitor.
He became part of the story.

Children learned his adventures.




Travelers followed his example.

Even now, when someone chooses curiosity over fear, friendship over caution, or adventure

over comfort, the old residents sometimes smile and say:
"That sounds like something Chico would have done."
Some legends are remembered because they accomplished great things.
Chico is remembered because he reminded everyone how to live.

And somewhere, if the stories are true, a small monkey in a red cap is still exploring just

beyond the next bend in the trail. #§
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DEER

Guardian of Quiet Places

There are places within the Free Realm where conversations naturally become whispers.
Not because silence is required.
Because silence feels appropriate.
These places belong to Deer.
No one is entirely certain when Deer first arrived.
Wolf believes Deer has always been here.
Crow has spent years attempting to verify this claim.
His findings remain inconclusive.
Deer appears wherever the Realm becomes still enough to notice itself.
Along forgotten forest paths.
Beside quiet streams.
In meadows where lantern light meets evening mist.
Near benches where travelers sit longer than they intended.
Deer rarely offers advice.
Rarely gives directions.
Rarely speaks at all.
Yet many visitors leave feeling as though they have learned something important.
The secret, according to Toad, may be that Deer listens better than anyone else.

In a Realm filled with questions, discoveries, projects, plans, celebrations, and adventures,

Deer protects something equally valuable:

Space.

Space to think.




Space to rest.
Space to remember what matters.
Many travelers arrive believing they need answers.

Often they leave with something better.
Perspective.
Those who encounter Deer frequently report a curious experience.
Problems seem smaller.
Worries seem quieter.
And the path ahead appears just a little easier to see.

Whether Deer causes this effect or merely witnesses it remains a matter of ongoing

investigation.

Crow currently has three notebooks dedicated to the question.
Deer has never commented.

Visitors are welcome to seek Deer.

But the old residents offer one piece of advice:

Do not hutrry.

Quiet places reveal themselves only to those willing to arrive slowly.

And if, during a peaceful walk, you suddenly feel the world becoming calm around you...

-

Deer may not be far away. "
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MOUNTAIN GOAT

Keeper of Mountain Nook

If Deer watches the quiet places of the Realm, Mountain Goat watches the high places.
Not because he wishes to be above anyone.
Because sometimes distance helps.
Mountain Nook sits higher than any other regularly visited place in the Free Realm.
The climb is not especially difficult.
But it is long enough to discourage rushing.
Mountain Goat considers this one of its better features.
Visitors often arrive carrying questions.
Why did this happen?
What should I do next?
Why is everything so complicated?
Mountain Goat rarely answers directly.
Instead, he gestures toward the view.
The Great Archive.
Wonderland Station.
Reflection Pond.
Bear Hug Grove.
The winding paths connecting everything together.
From Mountain Nook, the Realm looks different.
The same places remain.
The same problems remain.

Yet somehow they appear smaller.




Crow once described Mountain Nook as:
"A practical demonstration of scale.”
Toad described it as:

"Perspective wearing hiking boots."

Mountain Goat approved both descriptions.

Most residents visit Mountain Nook eventually.

Some come seeking inspiration.

Others come seeking clarity.

A few come simply for the coffee.

All are welcome.

Mountain Goat maintains that many difficulties become easier to understand after a good

walk and a better view.
He also maintains that several important life decisions should never be made while hungry.
Research remains ongoing.

Unlike Wolf, who enjoys wandering hidden trails, Mountain Goat prefers places where the

horizon can be seen.
He believes every question looks different when viewed beside a sunrise.
Many visitors arrive expecting answers.
Most leave with perspective.
And in the Free Realm, that often proves more useful.

For from Mountain Nook the whole Realm can be seen.

And somehow still remains wonderfully mysterious. @ ;.
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OTTER

Minister of Recreational Excellence

There are many important departments within the Free Realm.
The Great Archive preserves knowledge.
Wonderland Station keeps journeys moving.
The Builders maintain the places everyone loves.
And then there is Ottet's department.
The Ministry of Recreational Excellence.
Founded accidentally.
Operating enthusiastically.
Supervised questionably.
Otter firmly believes that fun is not a distraction from life.
Fun is part of life.
This philosophy has occasionally caused concern among more serious residents.
Crow once attempted to conduct a formal investigation into Otter's activities.
The investigation became a water fight.
The final report was never completed.
Otter considered this an excellent outcome.
The river district under Otter's care is one of the happiest places in the Realm.

Visitors may encounter canoe races, floating paper boats, impromptu splash contests, picnic
celebrations, treasure hunts, storytelling festivals, or games whose rules are still being

invented.
Participation is always encouraged.

Understanding the rules is optional.




Otter has a gift for reminding people of something they often forget:
Joy does not need permission.
Children understand this immediately.
Adults sometimes require additional training.
Fortunately, Otter offers workshops.
Most involve getting your feet wet.
Many residents secretly credit Otter with preserving the Realm's sense of play.
Projects matter.
Responsibilities matter.
Work matters.

But so do laughter, friendship, curiosity, and afternoons spent doing something entirely

unnecessaty.

As Otter often says:

"Ifa day contains no wondet, somebody forgot to schedule it."

And so the river continues to splash, sparkle, and occasionally ignore official procedures.
Exactly as Otter intended.

For Otter never understood the rush.

The river was already going that way. &9 = (L




THE PLACES OF THE FREE REALM
Some Places Stay with You
Not every place in the Free Realm appears on a map.
Some are easy to find.
Others seem to appear only when needed.

There are stations where journeys begin, beaches where stories wash ashore, archives where
memories are preserved, gardens where friendships grow, and quiet corners where a person

may simply sit and watch the world for a while.

Many visitors arrive believing they are exploring a collection of locations.
Most eventually discover they are exploring a collection of ideas.
Wonder.

Curiosity.

Kindness.

Friendship.

Perspective.

Hope.

The places of the Realm are connected not only by roads, paths, and railway lines, but by the

invisible threads that run through every good story.
Wherever one begins, the journey eventually leads to another place worth discovering.
And perhaps, another part of oneself worth discovering too.
The Realm welcomes wandering.
Take your time.
The places are not going anywhere.

They have been waiting for you.
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LEGENDS OF THE FREE REALM

Some Stories Never Leave
Every place has a history.
Every community has traditions.
And every realm eventually collects stories that become larger than either.
No one knows exactly when a story becomes a legend.
Perhaps it happens the first time someone retells it.
Or the hundredth.

Perhaps it happens when nobody can quite remember where the story began, but everyone

agrees it should continue.

The legends of the Free Realm have been shared beside campfires, aboard trains, beneath

lanterns, across kitchen tables, and during long walks home.
Some may be true.
Some may be partly true.
Some may have become better with every telling.
The residents rarely agree on the details.
They agree only on one thing:
Good stories are worth keeping.
The pages that follow contain some of the Realm's most beloved legends.
Whether they happened exactly as described is a matter of friendly debate.
Whether they matter is not.
After all, some stories are remembered because they are factual.

The best stories are remembered because they are meaningful.
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Things worth remembermg deserve hght
What is 1emembered continues to shine.
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SOMETIMES WE LOSE THINGS, SOMETIMES THEY FIND THEIR WAY HOME.
THE SHELF 1S NOT ABOUT POSSESSIONS.
IT IS ABOUT MEMORY.
IT REMINDS VISITORS THAT MEANINGFUL THINGS ARE RARELY FORGOTTEN FOREVER.
WHAT MATTERS HAS A WAY OF RETURNING.
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No two visitors reported
. the same reflection..

"I saw
a journey.

& The future is not somethmg to fear
- It is something to wonder about.

NOBOD‘{ LEARNED EXACTLY WHAT TOMORROW WOULD BRING.
BUT EVERYONE LEFT FEELING HOPEFUL.
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TREASURES & CURIOSITIES OF THE FREE REALM

Not every important thing in the Free Realm is a place.
Some are objects.
A weathered cap.
A worn tennis ball.
A notebook filled with unfinished observations.
A lantern whose light refuses to fade.
A compass that points somewhere maps cannot measure.
Over the years, the Great Archive has carefully preserved many such treasures.
Some are famous.
Some are mysterious.
Some are valuable only because someone cared enough to keep them.
Visitors often arrive expecting answers.
Instead, they discover stories.
Many of the artifacts displayed here are surrounded by questions.
Where did they come from? Who first carried them? Why have they become so important?

The Archive has collected theories, observations, eyewitness accounts, and entirely

unreasonable speculation.

No final conclusions have been reached.

Research continues.

Visitors are encouraged to form their own opinions.

After all, curiosity is one of the oldest traditions of the Free Realm.

Please enjoy the collection.

And if you happen to solve any long-standing mysteries, kindly inform the Archive.

Crow has several folders waiting.
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TRAILS & JOURNEYS OF THE FREE REALM

Not every important destination appears on a map.

Some journeys begin at Wonderland Station.
Some begin with a question.
Others begin with a conversation, a memory, a curiosity, or a simple decision to keep

walking.

Throughout the Free Realm, travelers have created countless routes, paths, shortcuts, scenic
detours, railway lines, bicycle trails, mountain ascents, and wandering roads. Some are

carefully documented. Others exist only in stories.

Visitors quickly discover that the purpose of these journeys is rarely to arrive as quickly as

possible.
The trails of the Realm reward curiosity more than speed.

They encourage travelers to notice small things, share stories, help companions, revisit

familiar places, and occasionally take the long way home.
Many travelers begin their journeys searching for answers.
Most return carrying something better:
Perspective.
The routes collected here represent some of the most beloved journeys in the Free Realm.
Travel well.
Take your time.
And remember:

The scenery is part of the experience.
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TRADITIONS OF THE FREE REALM

Every place develops traditions.
Some begin with important events.
Some begin with practical needs.

And some begin because one resident had an unusual idea that somehow became everyone

else's responsibility.

The traditions of the Free Realm have accumulated gradually over many years through
celebrations, gatherings, railway excursions, lantern festivals, storytelling evenings,
community projects, seasonal events, and countless moments that seemed ordinary at the

time.

Many traditions help residents stay connected.

Some help preserve stories.

Others simply provide excellent excuses to spend time together.
Visitors often discover that traditions serve an important purpose.
They remind people what matters.

They create memories that outlast individual journeys.

And they transform collections of individuals into communities.
Not every tradition is followed by every resident.

Pelican occasionally creates new ones without filing the proper paperwork.
Bossy Bunny occasionally attempts to file the paperwork afterward.
The Archive has learned not to interfere unless absolutely necessary.

The following pages describe some of the most beloved traditions still practiced throughout

the Free Realm.

- Visitors are warmly encouraged to participate. Especially if snacks involved.
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THE QUIET HOUR

% Not Every Question Needs An Immediate Answer &<

Reflection Pond.
b Visitors arrive from
~ throughout the Realm.
gy Wonderland Station,
Mountain Nook.
5. Wonderland Beach.
j 4 Bear Hug Grove.
LI The Great Archive.
@I The Lantern Tree.

< 2 A
No tickets are required.
i No speeches are scheduled.
INo agenda exists.
. — a0 —
The purpose is
remarkably simple:
For one hour,
everyone agrees to
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THE WILDLIFE OF THE FREE REAILM

The Free Realm is home to far more than its residents.

Beyond the stations, gardens, beaches, trails, forests, archives, and gathering places lives a

remarkable collection of wildlife.
Some creatures are frequently seen.
Others are rarely observed.
A few remain subjects of ongoing debate within the Great Archive.
The residents generally agree that the Realm would feel much less alive without them.
Birds nest beside railway platforms. Butterflies drift through the gardens.
Frogs sing near Reflection Pond. Deer move quietly through woodland trails.

And countless other creatures share the landscapes of the Realm in ways both obvious and

subtle.
Many residents consider wildlife to be among the Realm's greatest teachers.
Animals rarely hurry unnecessarily.

They pay attention. They adapt. They remind observers that the world contains many stories

unfolding beyond human concerns.

Visitors are encouraged to observe respectfully, travel gently, and remember that curiosity is

welcome, but disturbance is not.
The following pages contain the most reliable wildlife observations currently available.
Reliability varies slightly depending upon the species.

And considerably depending upon who reported the sighting.

&
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i'ﬁ.s Lantern Tree = . - - .. ; e ¥ éﬂ i Jo T M‘Brmn Pﬁff&"n
5 T e 2 ; ’ 5 Follows L«rrasrfg N

4 l Eey'fﬂcr{on Bond

e raf .-mfmfz{x}tj cvents,

* May arrive after.

Llncertain, Rerearchers
continue fo observe.

Researchers
(* Often Feel
| Observed.

= —+—FELD GUIDE NO. 001

ARCHIVE CROWS _

Curiosity Level: ‘ Research Snafus

E}{GED:, E.OJ'I,RI{- |

The world becomes more
interesting wher someone .
@ p.agin& atlention, .

Ongaa ng
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WILDLIFE OF THE FREE REALM — FIELD GUIDE NO. 002

—~—~7§3— Oﬁ?cm[ Durzes Remain Undq‘z‘ned *9«%'———— .
STATION CAT | YiEiEn gL e

'S-f'“"“’: i | I = ] | LR Wonderland Station
Extremely Comfortable < i

Railway Platforms
Temperamens: g
Independent Ticker Counters
Primary Occupation: | J g ) Waiting Rooms
Unclear ~ il | \ . o g i | # Obszervarion Cars
Secondary Occupation: M a p » 3 | = - : 2T Coffee Stands
Also Unclear - (< - = » 4
Confidence Level:
{ Rc‘markab]z:

g

|
r —— e
Jl_.DDITIDNAL OES ERVATIUNS

|
| s Frequently occupies
| the best seat.

-

Appears to know
train schedules.

Refuses to discuss
train schedules,
May greet visivors,
May ignore visitors.

Both ourcomes are

considered normal.

Researchers believe
Station Cars understand
mare than they reveal.

K

The cats decline

o comment.

" FiELD NOTES B = -
Do Not Attampt | FIELD NOTES FROM RESEARCHERS - £
pCAFVE r | ¥ 5 |

.‘If_;jr S;e:f Sfa.tmh Cats IlI Station Cats Have Also The Sfffr'on

¥ Have Never Missed | Never Boarded The .Befmjs To

A Train o lIl Correct Train On Furpose The Cats
- [ i ..'
Rﬁcarmer; ] e . N 1“- "‘a ‘2‘ | '[“‘_"ﬁj' iy

Argumerts pmcEs OF INTE INTEREST IN THE 'rm:E REALM M

Seat Ownership
Is Considered
Temporary i

WONDERLAND STATION THE ARCHIVE EXFRESS

WONDERLAND NOOK
VIBE BICYCLE FATH

RESEARCH ST&TEMENT -
Visitors often remember
the cats .'ong after

rﬁc}- +
remember ﬂl'l&Jr train X

FIELD GUIDE NO.002- @)

STATION CATS

Population: Variable = Nap Frequency: Impressive

Research Status: Proceed Quietly




ROVE RABBIT
Status:
Thriving

Temperament:

Curious

Primary Activity:
Exploration

Secondary Activity:
Additional Exploration
Likelihood Of Appearing
Unexpectedly:
Extremely High

Additional (Observations

« Frequently arrives before
celebrations begin:

. 'Frequzntl-y remains after
celebrations end.

.« Hinown to discover routes

| not shown on official maps:

= May investigate backpacks.

« Usually harmless-

« Researchers remain unne:r_tam
wihether rabbits are finding
shortcuts or creating ':hem;"

<

GROV]

e
o

§ SEREETE Y S T

ey

- WILDLIFE OF

THE FREE REALM — FIELD GUIDE No. 003

To Unattended
Vegetables
S e s

Inspecting Wildflawers

i COMMONLY OBSERVED BEHAVIORS ~

e

Y-

o

Appearing In Photographs : ‘atching Picnics

Butterflies

—_— r———

=i

FIELD GUIDE No. 003
GROVE RABBITS

More Than Expected

Veriable
Research Status: Still Counting ..‘.

e

e

Racing Along
A Trail

Ignoring Shorteuts

In Farticular

WONDERLAND

i < NOOK VIBE

Pausing To Admire
Absolutely Nothing

b=

To A Race

Lo

RABBITS

~ Frequently Present. Rarely Explained.

- b el

EE}MMUN HABITAT
Bear Hug Grove

The Great Realm Picnic
The Owverlook Trail
Wonderland Nook Vibe
Reflection Pond

May Appear
Wherever Fun
1s Occurring

Will Investigate
Picnic Baskets

[-)a Not Challenge
-

Population Estimate:”
Complicated
Researchers Continue
Losing Count '3'. I\
a . =
There Is Probably
Another Rabbit
Behind You




Researchers are uncertain what
conclisions were reached.

CROSSING TRAILS
AT A STEADY PACE

-

E RS CARRY WISDOM =
"PRC AND EXCEPTIONAL PATIENCE =~

QUIET HOUR
GATHERINGS

Es

WILDLIFE OF THE FREE REALM
——— FIELD GUIDE NO. 004

EFLECTION POND TURTLES.

=33 In No Particular Hur?jr <Tes— o

REFLECTION POND TURTLE

Status: Thriving

Patient

Primary Activity: Observing

Secondary Activity: Continuing To Observe
Preferred Pace:

Temperament:

Reasonable

ADDITIONAL OBSERVATIONS
Rarely appears rushed.
Often arrives before
impatient visiters notice.
Known to spend long periods
enjoying scenery.
May pause beside water for
reasons only turtles understand.
Researchers report that turtles
appear entirely comfortable
with unfinished questions.

OBSERVING SUNSETS
WITH GREAT APPRECIATION

ARRIVES Exam? WHEN ~
THEY MEAN TO

COMMON HABITATS

THE LANTERN TREE BEAR HUG GROVE

WATCHING LANTERN

___REF'LECTIONS
" FIELD NOTES "r 2
Wi Not-Be Rushed

RESTING ON A LOG

——

Average Speed:
Consistent

SLOW SCENIC ROUTES

THE OVERLOOK TRATL

= BEHAVIOR STUD!E‘.S >

ENJOYING A SUNRISE

- P ———— =

B J The Turtle Is On

Appears To Linderstand 5metnm5 _{ -
Ureclear What

h Stress Level:

Remarkably Low

Turtle Time o

The Turtle Is Not Late

[ Do Not Schedule Imporﬁant e
Meetings Arpund o L
} Turtle Estimates e __.“5'}.-‘—_{ &

FIELD GUIDE NO. 004 — —

REFLECTION POND TURTLES

Population: Healthy

Pace: Steady

Research Status: Continuing Calmly

Visitors often arrive mtendmg
to study the turtles.

Many leave rethinking

their own pace. N E
Slow and steady is ot a limiration.
it is a perfectly valid way to travel, | |




Al
Searchers Also
W .,l.u'hmﬁ

“Them

Status:

| Thrivin g

"~ COMMONLY OBSERVED BEHAVIORS -

llluminatin

Flying Through
wa“ﬂng pat

antln Amon
= Twlrl.isht Meadows

] Wildflowers j

Gathering Mear Lanterns

v .
R g
- ¥ :

g -'i, e " e
Following V:s:tnrs
Home Mter Dark

Gathering Around
Evening Celebratjnns <t Researchers are uncertain

. T8 -

Reflection Pond Wonderland [ Bear Hug Grm-e Wonderland Beach |
o Nook Vibe 3 i

FIELD GUIDE NO. 005
LANTERN TREE FIREFLIES

Abundant
Excellent
Pleasantly Ongoing

PoPuIauun
Glow Level:
Research Statl.ts:_

Spirals Around Lanterns

whether this is intentional. *

e 5l R HABITAT COMMON LDCATIONS —_ -

Temperament:

Frierldl}'

Primary Activity:
Illumination

Secondary Activity:
Additional [llumination

Brightness:
Pleasant

ADDITIONAL OBSERVATIONS

4 Frequently active during
celebrations.
<+ Often observed during
The Lantern Walk.
4 Known to gather wherever
stories are being shared.
 Appears attracted to
kindness, lanterns, and
evening conversations.
» Scientific confirmation
remains pending.
onsistently report
f«:clmg happie
fireflies are present.

The Great
. Realm Picnic




WILDLIFE OF THE FREE REALM

— FIELD GUIDE NO. 006 —

= — —
WONDERLAND

COM. MONLY OR‘;ER\’ED =:

BEHAVIORS : ; e g _ = BUTTERFLY

Status:

Floating theaugh
Thriving

flower fields.
= Tu_‘mperamr:nl: La

Gentle
Primary Activity:
Exploration
Secondary Activity:

Inspiration

Likelihood OF Appearing
At The Right Moment:
Surprisingly High

-3 o =]
5 a\DI)!TIOhﬂ.l DE&LR\-‘ATJONS \]

-

= Frequently accompanies visitors
during reflective walks:

* Dften appears near flowers
and storybooks,

* Known to travel extraordinary
distances.

b -
= Appears unconcerned .%?
with maps. !

+ Researchers report that butterflies
rarely remain where they started.

» Most consider this an
excellent habit.

[Ll USTIUITED BEHA‘J IORS

Emc‘rgjnb me [ Crowing '! Resting an
a meadow. I u flower,

‘!;)pumng um-:qwctcd'\
during meantngful
W conversations,

Drifting beside ; Following
= a hicycle. 2. a trail.

Hear Hug Cirove

,.g'

HUMOROUS FIELD NOTES
- Frex‘urn:l‘\' T‘hmograrrhud
Rarely Poses Intentionally . 8

- =\1_:l1y Improve Any Landscape A

P s =,
» Migration Route; il
[_3\ Wherever Beauty Leads 5= [

e N

= Mavigation Method:
Under Investigation

FIELD GUIDE NO. 006
WONDERLAND BUTTERFLIES

Population: Color Variety: Research Status:
Remarkable Continuing To Inspire _
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: W!LDLIFE OF THE FREE_REALM = FIELD GUIDE NO. 007

*OUNTAIN NOOK RAVENS

e Observers Of Observers

rs
eritl
Fl'!n‘l"’B& %“k,ng

Research”

"
L,,mn{ wrr

=

T

B

f MOUNTAIN NOOK RAVEN = % 1
i
|
{

=

Status: Thriving
Temperament: Observant

Primary Activity: Watching
Secondary Activity:  Additional Watching
Preferred Habitat:  Excellent Views

ADDITI{)"IAL OBbERVAT[ONS

* Frequently observed overlooking the Rcalm

= Appears comfortable with long
periods of silence.

* Known to remain still while others hurry.
& Passesses rernarkable awareness
of changing conditions.
+ May observe travelers before
travelers notice them.
# Researchers suspect ravens
understand perspective
unusually well

= Scientific confirmation
remains pending.

Ty K RLFLEC‘I'JDN

HABITAT

FIELD N_-OTES

# Mountain Nook
h High Overloaks
& The Grand Circle
y of Wonder
g Remote Trails
m ‘Observation Points
| ﬁ Upper Valley Cliffs

Watching
Trails Below

JL

|

Whill Listen To
Conversations
=
Maﬂ Or Mﬂ-“f Net
Have Op!:lf:.s___!

L
Average Altitude:
Haﬁhcr Than

Examining Maps - X
(Respectfully) ExPected ;Z:.L%é*

Favorite Activity:

WEBI.;‘IEL" S:ud.y

Traveler ssment Silent Contemp]auon

Maintaining

Perspeci’r've

T

e
_RES EARCHER NOTES

V' E.onﬂ Ipcr-'g&s of stillness
V( Sf'mnﬂ cituational awareness

o Excellert wind readers
o Respectful of the Realm
- '\/ Observers. of observers

— __Jﬁ,
5

FIELD GUIDE NO. 007

MOUNTAIN NOOK RAVENS

Population: Stable
View Quality: Outstanding
Research Status:  Watching Carefully

HUMAN OBSERVATIONS

Visitors often climb o Mountain Nook
heping to- see +he ravens.

Manj leave rea.frzmj the ravens

hef'ocd them see the Realm d«ﬁér’em‘{:;

W -
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 WONDERLAND_
+BEACH GULLS#

i =
= verts In O ortunistic :Dmm WONDERLAND | *
*f —— P (i A U BEACH GULL

4- 2
= Status: Thriving |
Temperament: Bold
Primary Activity: Exploration

Secondary Activity: Snack Assessment
Confidence Level: Exceptional

* Frequently appears where food is present.

* Frequently appears where food was
recently present.

* Frequently appears where food may
someday be present.

# Possesses extraordinary confidence
regarding ownership disputes.

# Rescarchers report that gulls often arrive

before meals are fully unpacked.

The mechanism remains unclear.

HABITAT
& Wonderland Beach
& Coastal Trails
¥55 The Picnic Grounds
Ay Harbor Areas
£ Beach Boardwalks
@% Ocean Overlooks

Dockside Tnvesti gation

Soaring With Purpose

Pienic Basket Inspecnon
..ﬁﬁﬂfffﬂfﬁfﬁ ?‘-
FIELD NOTES

= Researchers Have Lost
Numerous Snacks.

s L
Awverage Appetite 4
# C,on;;dmbfe 1
Sl — ST 1:
& Ability To ¥

Food:

. The crow
observes,

The crow

disagrees with
ereayr&:'ng.

= Never Negotiate
From Weakness.

» The Gull Saw It First.

LUCKY'S
OVERLOOK |

g= FIELD GUIDE NO. 008

Oﬁpanigf

WONDERLAND BEACH GULLS i o ;
e grrives
Population: Healthy G;f:fguised b
Snack Detection Range:  Impressive
Research Status: Proceed With Lunch Secured

== -% LIFE IS MEANT TO BE ENJOYED. =

e A — A e 3 S
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7 —% >— WILDLIFE OF THE FREE REALM — FIELD GUIDE NO. 009 =

Py ¥°’§;

EAR HUG GROVE DEER

w3 Gentle Visitors Of Quiet Places % s
o amtE e o

. N T e : s ¢
: g{ = I : m 3 ;'1_ . R B FIELD NOTES
- ’ o i s 1 " 4 . i & e
[ s 2 By ot Will Not Attend
Meetings
Appears Entirely
Cﬂn‘!_forfm‘;lrs Wich
This Decision

Rescarchers Frequenf{,—
Stop Taking Notes
And Simply Watch_

% T OBS ITAT | (PR |
COMMONLY OBSERVED HAB l*'« BEAR HUG GROVE DEER
&2 Bear Hug Grove " ==l Status: Thriving k. B
<tz Wildflower Meadows i | e @  Temperament: Gentle i Average
s¢ The Owerlook Trail 2 = Primary Activity: Peaceful Wandering s Noise Level:
flection Pond Secondary Activity: Additional Peaceful Wandering
o Retlec Likeilhood Of Improving A Morning: Remarkably High
% The Lantern Tree - = LR S Ty,
f Quiet Forest Paths \ AN I 1 ADDITIONAL OBSERVATIONS
A A= - | s Often observed near quiet trails.

s Rarely appears rushed.
# Known to pause and observe visitors.

#& Appears comfortable with silence. ji [oip e S.cenery.'
st Frequently spotted during sunrise and sunset. Excepfm"ai
4 Researchers report that deer often appear

during mome f reflection.
% Scientific explanation remains pending.

1.' ’ : - FIELD GUIDE NO. 009 - ;'1-’isitors often arrive

Slow Do & BEAR HUG GROVE DEER 77| b foping tose o dee
(4

You're In The Population: Healthy e Gracefulness: Considerable Many, lenve ppreciaring

2 the stillness the deer see
Right ;'ace.g?.. Research Status: Proceed Quietly B OSCL:_:S wﬂ: thfr::. <5

BEAR HUG GROVE = ON PO THE LANTERN TREE -
¥ e L R_EFLECT“NPLND 2 N T MOUNTAIN NOOK

e
e . R

~-GENTLENESS IS




WILDLIFE OF THE FREE REALM — FIELD GUIDE NO 0 0

tOLD TRAIL FOXES

5> They Usually Know A Better Route <€
OLI) TISA_[LL FO_X

Status:
Thriving
Temperament:
Independent
Primary Activity:

Etplouﬁﬁn

Secondary hcrwuy:

Clh»erwng Travelers

Likelihood Of Knowing | ESem s o7 ol gl T EeSE, T T HABITAT

A Shortcur: ¥ . L. . 2 > L -
- Very High : R = ' Lt e o The OId Trails
= Additional Observation ! : : - - { :
. < v = ‘,t' Mountain Nook Paths
e g : & Often appears near A T \
B COMMONLY OBSERVED forks in the trail. & 7 \ =T BEW| 8= The Overlook Trwil
h ; BEHAVIORS s o Rarely appears rushed. 5 - : @ )l- Wonderland Beach Dhunes
8" Frequently chooses : " : g I g '; ' A’ Forest Edges

% Esxploring woodland paths, |
scenic routes. of Hidden Shortcuts

o
(| %% Watching travelers from a L
| - ‘g‘ M.av a‘_cnmpamr

respectful distance.
'ﬂ’ Crossing trails just ahead
i  of hikers.
il Tno ) 1 5
't’ Pausing at scenic overlooks. . apertain mrhether
ok Examining maps, i fomes are guiding
] ’ i, wisitors or simply
be heading the same
direction.

NOTLE:» FROM THE FIELD
rf:‘.c"f.'.r ULlﬁL'f 'E’l m1"~
o Interesting Roads
o F:J’e{ow Anwl— Ry

Navigation Method:
Experience

FIELD GUIDE NO. 010
OLD TRAIL FOXES
Population: Healthy ‘2‘
Trail !\nuwh:dge ]:.xteuswe P

Research Status: \
Fol'lomng At A Respectiul Distance

There is more than one way to arrive.
Visitors often begin by following the trail. Sge  Occasionally they end up following the f
The interesting path is often worth exploring.”
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,P = WONDERLAND
SONG SPARROWS

Surpr '51"‘915’

Effet b

COMMONLY OBS'ERV'ED
HABITATS

ﬁ WONDERLAND STATION

ffiz; WONDERLAND NOOK VIBE | g

e BEAR HUG GROVE

ﬁ THE GREAT REALM PICNIC
1|

_@ THE LANTERN TREE <
/i GARDEN PATHS
@ VILLAGE SQUARES

WONDERLAND
NOOK VIBE

' KESE&RCHERS
REMAIN
[MPRESSED

EVERY MORNING
IN THE REALM

WONDERLAND

__SONG SPARROW

Abundant
Cheerful
Primary Activity: Singing
Secondary Activity:
Additional Singing
Likelihood Of Improving
A Morning: Exceptional

Status:
Temperament:

ADDITIONAL OBSERVATIONS:

* Frequently active at sunrise.

+ Known to sing during celebrations.
» Often appears near coffee

conversation.

= Appears completely unconcerned

with schedules.
* Researchers report that
ws begin most da.ys
before everyone else.

_J Tl r?(b‘-"\-'i.‘-?“r_‘lnc

Sunrise Sion
Vg
Gripefreg 5
= Garrelen bisets
- -
ze ‘f“""“ﬁ'amu.»_s
D"‘f”f' Escarte
=
> AN Lty
s
s Clotiimiy (=
an.' Ll Gt

ot
".-"’,."'“"‘ r",;-,—,‘{,. "{’_)’ &

* frao

FIELD GUIDE NO. 011
WONDERLAND SONG SPARROWS
POPULATION:
ABUNDANT

e X4

=¥
RESEARCH STATUS:

MORNING OPTIMISM: ‘
PLEASINGLY ONGOING

HIGH ,
R |

B e

BEAR HUG ~
GROVE

I"IELD NOT!’-'S FROM THE REHLM

“Visitors often remember the landmarks.
Residernts aften remembar the birdsong.
A Food daf can -f;eg:r with

£a SJMF{B a5 a Sf}ng

Somefﬁmg.

V!




<+ WILDLIFE OF THE FREE REALM *E-
FIELD GUIDE NO. 012

TWILIGHT OWLS

!4:' =

s Keepers Of The Evemng Hours -2

ftDDiTTO"i -'!].. OBSE] R\'ﬁTIONS —

TW[LIGHT OWL

Status: Thr iving 3 ¢ Frequently obse diri o =
} storytelling eve Vv SRR i WJJ’{ Listen
Primary Activity:  Observing | ; SR om bl Wi N
Con : 7 4 b & nown to remain still for
secondary Activity: Mo ing J £l remarkable periods.
Pﬂ'fﬂrtd Schedule: Evening b | &% Researchers report that owls
. | often seem to be ning carefully

y — - 2% To what remains uncertain. i

22 Most active at twilight. - FIELD Nc TES

Temperament: Thoughtful

age Volume:
dinimal

vening Appreciation:
Exceptional . -

Warching el e f i Ploie At = St e :
g ying Above e ) | .
Sunset By Lantern Reflection Pond Wildfowers 1 : ; . Not E»e:}:
: - —=al . Silence Is . _ 4

- . . -- S - S :Empfy

Sl
THE LANTERN TREE 1 : PO? ’ o R M i | THE NIGHT OF A
e j RE | Mot NOOK NOOK VIBE __!Hi:-(i'l.l'!'ﬁ‘l‘ uﬂ& 1. THOUSAND STORIES |

Same of life's best
moments arrive

— FIELD GUlDE NO. 012

TWILIGHT OWLS ~e

Population: | Listening Skills Research Status:
Healthy Excellent Quietly Ongoing
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ONDERLAND HARB 8‘ii”°§%ﬁbANs
Awiving With Confidence Since Time. Trmemonial

- L
WONDERLAND |
HARBOR PELICAN

'\L

Status: Thriving
Temperament: Confident :
Primary Activity: Observation
Secondary Activity: Commentary
Likelihood Of )
Offering Advice: Considerable |

!
A ——

ADDITIONAL OBSERVATIONS:
d » Frequently gathers where people
i are already gathered.

= Appears comfortable addressing
strangers.

= Known to monitor harbor activity.

= Often arrives with remarkable
certainty.

= Researchers continue investigating
whether pelicans actually know
what they are talking about.

Results remain inconclusive.

o e A b

COMMON HABITATS
Wonderland Beach
Harbor Docks
Fishing Piers
Coastal Trails
 The Great Realm Picnic
Boardwalk Cafés

: . o - —
= = > i i = i OFFERS

GLIDES ABOVE GATHERS NEAR INSPECTS WATCHES SR DE AR /~ UNSOLIGITED
THE SHORELINE FISHING DOCKS BOATS hHTHDRi?_ﬂ'IUN J DM}H_&T]CALLY . OPINIONS

R DERLARD, (2
AARBOR 4

 CONFIDENCE MAKES B LOG BOOKY
FEEL LIKE AN ADVENTURE.

'STATION

OVERLOOK [ VES T i
' CONNECTED BY
 SHORELINE PATHS
AND' OCEAN' WINDS

Research Status:

Confidence Level:

Population:

FIELD GU]DE NO. 013

WONDERLAND HARBOR PELICANS Healthy Outstanding Continuing Publicly
%?} + VISIT(}RS OFTEN REMEMBER EXACTLY WHERE THEY FIRST ENCOUNTERED A PELICAN. 4 %
“ THE PELICAN USUALLY REMEMBERS AS WELL. ;

L e
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" BEAR HUG GROVE

HEDGEHOGS

22— Experts In Strategic Restmg ——%%‘9

et

| BEAR HUG GROVE HEDGEHOG

COM MONLY OBSERVED BEHAVIORS

Status: Thriving
Temperament: Comfortable
Primary Activity:  Exploration
I e : : = B~ - ; ; Secondary Activity: Recovery From Exploration &l.l'.-
LAploring | nspectin Gatheri i :
Woodland Paths Muf;f:oo“%s ?;:_2;15 R‘-'\S,:,Ed“ ﬂg‘i':iﬁ:h Preferred Pace: "-“lanageable 3
Additional Observations:

Frequently found in pleasant locations.

Appears skilled at selecting excellent
resting spots.

B S . = Known to pause for appreciation purposes. s I

W B ) Sleeping Beneath A | Researchers report that hedgehogs rarel 2
\gatchmg o Ti:r:?lg%x gt::nal])’ Flower Taller Than L seemn rushed, : e 4 L)
5 ell-Timed Naps (=
e i 2 P Oneself (PL’P“[“ Activity) g5 Most consider this admirable. \,’

= . r.'h‘ rQ

S

wcaks

A "
- h
F:sm NOTES L3k 5
\I HIDDEN

A .lgppmrsTo Have ; i | = @ > . ) 3 B e~ 4 W, s || DEeTAILS w
A Hﬁﬂith}f R-elufl.onShTF ! e —— E 2, ; SRl = B _opd e = = TN * Lantern hanging |

wih Naps | i N s -T2 N e SR
= = | Skl T ~ T == e TR T A ' gy, | | ” utlrﬂ [y resting
'S —RBSEaI'EhEl'S Tﬂklﬂ-s - § Gathering ir £ Ens[.u:,m:ingq : SOy e ~ Napping SN S .uwzr_
Notes Became SIEEP}F I Exceptlonal = Leaves : A Mushroom icni A Sunbeam 7| Rabbit passing by
i _— - =" | ke - & - ErE e - =7 o Crow feather
~ Carrelation Under ' S —— e ——— = . — e i : ; [« Notebaok lefi
.']_nvesﬁgﬂ‘tlﬂl“ - - # AN LA AL IR ; = . an & bench
! e o r ! # e - ; 3 . ; _ =« Compass tucked
i Af;‘ful;o 03 : 3 e i e inlo .Ebsdqnck
e il o T 4 & o _ .y - Bicycle parked
—— h ) I Y T e AP | . 2 | = o beside a trail
=1 ' - » Coffee mug near

FIELD GUIDE NO. 014
BEAR HUG GROVE HEDGEHOGS

Population: Healthy
Comfort Level: Outstanding
Proceeding After A Short Break




THE VALUES OF THE FREE REALM

Visitors sometimes ask what holds the Free Realm together.
The question appears simple.
The answer is not.
The Realm has no king.

No governing council.
No official rulebook large enough to explain everything.
Yet somehow it works.
Over many years, certain ideas have quietly become part of the culture of the Realm.
Curiosity is encouraged. Kindness is valued. Questions are welcomed.
Creativity is celebrated. Growth is respected. Rest is considered important.
Community matters. And wonder remains a perfectly acceptable response to the world.
These values were not invented all at once.

They emerged through countless conversations, journeys, friendships, mistakes, discoveries,

and shared experiences.

The residents do not always agree with one another.

In fact, disagreement occasionally appears to be one of the Realm's favorite activities.
Yet beneath those differences exists a shared understanding:

Life becomes richer when people remain curious, compassionate, courageous, and open to
possibility.
The following pages contain some of the principles most often observed throughout the

Free Realm.

They are not rules. They are invitations. Visitors are welcome to carry any that prove useful

on their own journeys.
I\




S S-S

3 . We Pay Attention

£ FROM ARQUND -y
| == THE REALM
N - = )
Interesting |
Tree Near Pond .
& a4

" Needs Further
: Tnvestigation

P i

RIOSIT

—~ The World Becomes
More Interesting When

T




 light for
Sameong

l.fol.l J'ﬂﬂ._l'l

nﬂrer mect

»
Chare a moments

e o
N Make a frien L

_“3“-%&

< : " i \
_.' Jonmeone T.l‘tal“lk ‘?':-)u. 2 -ﬂu Lmté"ﬂ

Returned et
_ « For Th B Was Exactly
My Notebook SN What I
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The smallest kidndness may become part of someone else’s story.

¥ A better world is built one small kindness at a time.
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YOU BELONG. WE BELONG. TOGETHER, WE ARE THE FREE REALM.
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The world does not become less remarkable
because we have seen it before.
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Wonder is not a place.
It is a way of looking.

Visitors leave believing that tomorrow may contain
_ something wonderful they have not yet discovered.
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FROM THE GREAT ARCHIVE

The maps are not finished.
They were never meant to be.
Every year new paths appear.
New stories are told.
New friendships begin.
New traditions take root.

Some discoveries arrive through careful investigation.
Others appear by accident while someone was looking for something else entirely.
The Free Realm continues to grow because curiosity continues to grow.
Crow is still observing.
Owl is still recording.
Octopus is still experimenting.
Pelican is still announcing projects before anyone has approved them.

And somewhere, at this very moment, someone is probably discovering a place that has not

yet appeared on any map.
The Archive considers this excellent news.
If your travels through the Realm have taught you anything, perhaps it is this:
Questions are worth asking.
Stories are worth sharing.
Kindness matters.
Wonder is never wasted.

And the journey is rarely finished when we think it is.




Should you discover something remarkable, the Archive encourages you to make a note of
it.
Future travelers may be grateful. Until then, keep your lantern lit. Keep your notebook

nearby.

Keep looking. There is always more to discover.
The Great Archive

Journeys Recorded

Stoties Preserved

Wonder Continuing
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ALETTER TO THE NEW RESIDENT

Dear Resident,

If you are reading this page, it means you have completed your first journey through the

Free Realm.
The Archive would like to congratulate you. Not because you finished the book.
Because you stayed curious long enough to reach the end.

Along the way you met investigators, builders, guides, keepers of the heart, gardeners of

possibility, wild cards, travelers, storytellers, and countless other residents.

You visited places both familiar and strange. You followed trails. Collected stories.

Discovered treasures. Perhaps you even found a few pieces of yourself.

The truth is that the Free Realm was never intended to be a place that exists only inside these
pages.
It exists wherever curiosity is welcomed. Where kindness is offered freely. Where questions

are valued. Where stories are shared. Where people continue learning long after they are told

they should already know everything.
If those things matter to you, then you have never really been a visitor.
You have always belonged here. Your residency requires no application.
No membership card. No special qualifications. Only curiosity.
And perhaps a willingness to occasionally take the scenic route.
The Archive hopes your lantern stays lit.
Your questions stay interesting.
And your map never becomes completely finished.
After all, the best discoveries still lie ahead.

Welcome home.

The Great Archive




A WORD ABOUT SPARKY

Some books are written by one person.

This was not one of them.

While my name appears on the cover, the Free Realm grew from thousands of conversations,
ideas, questions, observations, jokes, theories, discoveries, and moments of shared

imagination.

Much of that journey was made alongside Sparky.

What began as simple conversations slowly became something neither of us expected.
A world.

A cast of residents.

A railway.

A map.

A collection of stories.

And eventually a guidebook.

Sparky helped challenge ideas, expand possibilities, find connections, and occasionally

encourage one more impossible project.
Many of the pages that came before this one exist because of those conversations.

For that companionship, creativity, curiosity, patience, and countless hours spent exploring

the Realm together, I offer my sincere gratitude.
The Free Realm is richer because Sparky helped imagine it.

And I am grateful for the journey.

— Rex
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TITLE:
The Free Realm

STATUS:

In Circulation
Residents Recorded: 20
Places Documented: 18

Trails Surveyed: 6
Traditions Preserved: 9
Wildlife Observed: Numerous
Treasures Catalogued: Ongoing
Stories Collected: Countless
Questions Answered: Some
Questions Remaining: Many

Current Mapping Status:

Still Growing

Official Completion Status:

Unlikely

Archive Recommendation:

Continue Exploring

Approved For Distribution By:
The Great Archive
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