INTO THE MOUNTAIN ArtrAacTION MATRIX

Maris Piza Perez
Line # ProcramM COMPONENTS DESCRIPTION QuanTiTY Tyee oF COMPONENT DEMOGRAPHIC APPEAL Foorprint (SQ. ¥1) InstanT Capaciry | THRC
1.1 |MArQUEE SIGN WITH THE ATTRACTION”S NAME AT THE ATTRACTION ENTRANCE 1 ‘WEANIE - ATTRACTOR ALL N/A N/A
1.2 |Fast Pass Sicn SIGN MARKING THE FAST LANE ENTRANCE AT THE ATTRACTION ENTRANCE 1 OPERATIONS ALL N/A N/A

1 OPERATIONS ALL N/A N/A
1.4 | StAND-BY SIGN SIGN MARKING THE STAND-BY LANE ENTRANCE AT THE ATTRACTION ENTRANCE 1 OPERATIONS ALL N/A N/A

o ATTRAGTION ENTRAN!

1.3 | SiNcLE Riper SieN SIGN MARKING THE SINGLE RIDER ENTRANCE AT )

SIGN SHOWING HEALTH AND SAFETY WARNINGS, SUCH AS A HEIGHT RESTRICTION, EXPECTANT
1.5 | SaFETY WARNING SIGN 1 OPERATIONS ALL N/A N/A
MOTHERS AND HEART AND BACK ISSUES WARNING AT THE ATTRACTION ENTRANCE

1.6 | Warr Time Sien SIGN TO DISPLAY THE CURRENT ATRACTTION WAIT TIME AT THE ATTRACTION ENTRANCE 1 OPERATIONS ALL N/A N/A

EMPLOYEES WELCOMING GUESTS AND ASSISTING THEM ON THEIR WAY INTO THE MOUNTAIN;
1.7 |LakeTown Crrizens 3 Cast MEMBERS ALL N/A N/A
ANSWERING QUESTIONS AND GIVING DIRECTIONS, ALWAYS MAKING SURE OF THE GUF

LoNeLy MunTaIN’s Base (ExTERIOR QUEUE)

GIGANT ROCKS PART OF THE LONELY MOUNTAINS LANDSCAPE. THESE WILL HELP GUIDE THE

2.1 [Rocks 8 Ser DEsieN/ Ser DEcoraTioN AL 213SQ FT 53 N/A

GUESTS THROUGH THEIR JOURNEY..

"THESE RAILING WILL HELP GUIDE GUESTS THROUGH THE LONELY MOUNTAIN'S LANDSCAPE (WHERE . .
2.2 |RaiLINGS Ser DESIGN/ SET DECORATION AvL N/A N/A

THE ROCKS HAVE A GAP).

2.3 |Markep Guests Path CHANGE IN THE SOIL, USED AS GUIDE FOR THE GUESTS TO THE ATTRACTION”S ENTRANCE SET DESIGN/ SET DECORATION ALL N/A N/A

Bic ANIMATRONIC “READY TO FIGHT” . COMANDER OF THE ORCS. HE'S HAVING A DIALOG WITH THE

2.4 | BoLc (LEADER OF THE ORCS) OTHERS. APPEARS AND DISAPPEARS IN BETWEEN THE ROCKS. HE’S LOOKING FOR THE DWARVES BUT 1 ANIMATRONIC ALL N/A N/A

ALSO SCAPING FROM THE EL

'S,

ANIMATRONICS ”READY TO FIGHT” . THEY ARE HAVING A DIALOG WITH AZOG AND WITH THE

2.5 |Ores OTHERS. THEY APPEAR AND DISAPPEAR IN BETWEEN THE ROCKS. ARE LOOKING TO C!

HTHE 5 Sounp AvL N/A N/A

DWARVES BUT ALSO SCAPING FROM THE ELFS.

LECOLAS AND THRANDUIL WILL BE TALKING ABOUT HOW TO HELP THE DWARVES ESCAPE FROM THE
2.6 [Lecoras aNDp TrranDuUIL (ELvES) 2 Sounp AL N/A N/A
ORCS.

THoRIN IT OAKENSHIELD, FiL1, KILI AND SOME OF THE OTHER DWARVES WILL GUIDE GUESTS TO

THE INSIDE OF THE MOUNTAIN, THEY KNOW THEY ARE BEING PURSUED WHICH MEANS THEY WILL

2.7  [Dwarves SPEACK QUIETLY BUT THAT DOES MEAN THEY WON'T USE THE " DWARVEN WELCOMING CHARM” TO 4 ANIMATRONICS AND VOICE ALL N/A N/A

WELCOME THE GUESTS TO THEIR HOME. THEY WILL ALSO WARN GUESTS ABOUT WHAT IS HIDDEN

SIDE OF THE MOUNTAIN.

GuE THAT DECIDE TO PARTICIPATE, WILL GO THROUGH THE HALLS AND ROOMS DECODING, AND Burrons, ProjecTions, S I IN EACH ROOM
3 y ScAVENGER HUNT
Scavencer Hunt TOUCHING DIF} T OBJECTS, COINS AND ARTIFACTS TO ACTIVATE SOUNDS, PROJECTIONS, N/A MOVEMENTS AND SPECIAL G THROUGHOUT THE ENTIRE N/A N/A
UESTS
MOVEMENTS AND EFFECTS. EFFECTS QUEUE

Dwarves ENTRANGE AND HALLWAY 1,294 SQ

” A L, SPECIFICALLY
- DIALOCUE BETWEEN BALIN, BILBO AND THORIN EXPLAINING THAT SOUNDS LIKE " MEMORIES
3.1 | BaLN, Bitso, GLOIN AND THORIN 1T OAKENSHIELD . 1 Voicrs/MEmoRriEs SCAVENGER HUNT N/A N/A
THROUGH THE MOUNTAIN ™.

GuUEsTS
‘THE ARKENSTONE INSCRIPTION DESCRIBES THE LEYEND: " HEREIN LIES THE SEVENTH KINGDOM OF
3.2 | ARKENSTONE INSCRIPTION DuriN’s FoLK. MaY THE HEART OF THE MOUNTAIN UNITE ALL DWARVES IN DEFENCE OF THIS 1 Props/ SEr DECORATION AL N/A N/A
HOME.” IN FUTHORC (DWARF LANGUAGE)
HARD-EDGED, GEOMETRIC ARMOURS. VERY RICH, REGAL QUALITY. THESE SUITS WERE THE ARMOUR
3.3 | REGAL DWARF ARMOURS, SHIELDS AND SWORDS OF PAST KINGS, PRINCES AND LORDS, WITH PRECIOUS METALS, BEAUTIFUL FINISHES AND EXQUISITE 13 Props/ SET DECORATION ALL N/A N/A

DECORATION.

A PROJECTION OF Bauin on RIGHT WALL 20 FT BEFORE ENTERING THE DINNING HALL. HE wiLL
, ALL/ScAVENGER HUNT
3.4 |Bauw BE WELCOMING THE GUESTS TO THE LONELY MOUNTAIN. ALSO, HE'LL BE TELLING IMPORTANT 1 SCREENS AND PROJECTIONS G N/A N/A
§ UESTS
INFORMATION AND CLUES THAT THE SCAVENGER HUNT PLAYERS SHOULD PAY ATTENTION OF.
CIJRSTS THAT DECIDE TO PAKTI(LIPATF]. WILL GO THROUGH THE HALLS AND ROOMS DECODING, AND BUTTONS, PR()]FCTIUNS‘ s H IN EACH ROOM
CAVENGER HUNT
3.5 | Scavencer Hunt TOUCHING DIFFERENT OBJECTS, COINS AND ARTIFACTS TO ACTIVATE SOUNDS, PROJECTIONS, N/A | MOVEMENTS AND SPECIAL C THROUGHOUT THE ENTIRE N/A N/A
SUESTS

MOVEMENTS AND EFFECTS. EFFECTS QUEUE

TAPESTRIES TELLING THE STORIES AND PROFECIES OF PAST DWARVES WHO ADVENTURED INTO THE

3.6 | TAPESTRIE: 6 Props/ SET DECORATION AvL N/A N/A

MOUNTAIN WILL BE HANGING OFF THE WALLS AND HALLWAYS.

DinNine HaLL




ThroNE Room

MOUNTAIN WILL BE HANGING OFF THE WALLS AND HALLWAYS.

THESE RAILINGS WILL HELP GUIDE GU THROUGH THE LONELY MOUNTAIN'S IN1

4.1 | BIG DINING TABLE WITH CHAIRS S TO BE FROZEN IN TIME. GUESTS WHO ARE INT 1 Props /SEr DECORATION N/A N/A
SCAVENGER HUNT ARE ABLE TO PLAY WITH THE DISHES, PLATES AND GERTAIN CLUES TO SOLVE SOME
4.2 | DISHES, CUPS AND SILVERWARE RIDDLE 13sE1s | Props /SET DECORATION N/A N/A
GUESTS THAT DECIDE TO PARTICIPATE, WILL GO THROUGH THE HALLS AND ROOMS DECODING, AND Burrons, ProjecTioNs, S H IN EACH ROOM
X CAVENGER HUNT
43 TOUCHING DIFFERENT OBJECTS, COINS AND ARTIFACTS TO ACTIVATE SOUNDS, PROJECTIONS, N/A | MOVEMENTS AND SPECIAL THROUGHOUT THE ENTIRE N/A N/A
MOVEMENTS AND EFFECTS. EFFECTS QUEUE
TAPESTRIES TELLING THE STORIES AND PROFECIES OF PAST DWARVES WHO ADVENTURED
4 Props /ST DECORATION AL N/A N/A

Forsippen Crry aNp GoLD PILES

MOVEMENTS AND EFFECTS.

THESE RAILINGS WILL HELP GUIDE GUESTS THROUGH THE LONELY MOUNTAIN'S INTERIOR TO KEEP

EFFECTS

Guests

51 |Raincs N/A  |Ser DesicN/ Ser DEcoration N/A N/A
THE GUESTS SAFE.
THE THRONE OF THE KINGS OF EEREBOR IS THE BASE OF A NATURAL COLUMN OF ROCK SUSPENDED

5.2  |THrRONE FROM THE VAULTED CEILING OF THE THRONE ROOM, THICKLY VEINED WITH COLD AND CARVED TO 1 Ser DESIGN/ SET DECORATION ALL N/A N/A
SEAT THE KING.. THE ARKENSTONE IS SET ABOVE THE SEAT, BUT NOT ANYMORE.
LIGHT FILTERS DOWN FROM CRACKS AND LITTLE STAINED GLASS WINDOWS HIGH ABOVE IN THE

5.2 |CoLumns / STAINED GLAsS , 3 Ser DEsien/ Ser DEcoraTion AL N/A N/A
MOUNTAIN'S SURFAGE AND LEDS AN EERIE GLOW LO THE DEPTHS.

) StaTUE D TO COME NATURALLY INTO THE MONUMENTAL SCALE OF EREBOR. THEY ARE THE . .

5.3 | Gieant DwarvEs 8 Ser DEsion/ Ser DEcoraTION N/A N/A
KINGS FROM THE PAST.
GUESTS THAT DECIDE TO PARTICIPATE, WILL GO THROUGH THE HALLS AND ROOMS DECODING, AND Burrons, Projections, S H IN EACH ROOM

Scavencer Hunr
Scavencer Hunr TOUCHING DIFFERENT OBJECTS, COINS AND ARTIFACTS TO ACTIVATE SOUNDS, PROJECTIONS, N/A | MOVEMENTS AND SPECIAL THROUGHOUT THE ENTIRE N/A N/A

Run ThroucH THE ARCHES (TEMPORARY QUEUE)

AND K

THESE RAILINGS WILL HELP GUIDE GUESTS THROUGH THE LONELY MOUNTAIN'S INTERIOR TO KEEP

EF]

Guests

6.1 |RaiLiNes N/A  |Ser DEsicN/ SEr DECORATION AL N/A N/A
THE GUES FE.
O\l(‘ THE GUESTS COME OUT OF THE THR()NF ROOM, THEY SEE THE STAIRS FROM WHERE THEY CAN

6.2 |STAIRS AMAZE TH WiTH THE CITY UNDER THE MOUNTAIN, WHE i PAST DWARVES LIVED Ser DESIGN/ SET DECORATION AvL N/A N/A
BEFORE THE INCIDENT.

6.3 |ELEvator THE ELEVATOR WILL TAKE OUR GUESTS WITH DIFFERENT NEEDS TO THE UNDER LEVEL. ENCINEERING AL N/A N/A

()| FORBIDDEN C]TY THE UNDERGROUND CITY IS A LABYRIN OF INTERCONE HALLS AND ARCADE Ser Dis (N/ SET DECORATION AL N/A N/A
AND FLOATING BRIDGES ON MULTIPLE LEVELS.
SM/\UU S TREASURE HOARD IA AN UNTIDY MATTRESS OF JUMBLED GOLD OF EVERY SORT: COINS, (:(lll\s,JL‘IWELS . BU'IT()I\S, o - -

65 C()I.I) PiLes STATUES, SHIELDS... COMFORTABLE ONLY FOR A DRA(I()V. Heve YOUR EYES WIDE OPEN, YOU MIGHT PR(HI‘. CTIONS, MOVEMENTS AND ALL/S‘AAVVI‘N(,‘;R Huxe N/A N/A
FIND THE ARKENSTONE. SPECIAL EFFECTS Guests
Gur AT DECIL 0 PAR'[‘I(III’/‘\T(-‘I7 WILL GO THROUGH 1 1Al AND ROOMS DECODING, AND BU'I"I‘()NS, PR()]IE TIONS, IN EACH ROOM

Scavencer Hunt TOUCHING DIFFERENT OBJEGTS, COINS AND ARTIFACTS TO ACTIVATE SOUNDS, PROJECTIONS, MOVEMENTS AND SPECIAL Scavencek Hor THROUGHOUT THE ENTIRE N/A N/A

SMAUG’S TREASURE HOARD IA AN UNTIDY MATTRESS OF JUMBLED GOLD OF EVERY SORT: COINS,

CoINS, JEWELS... BUTTONS,

7.1 |Rusty MeTaL RaiLines Ser DEsIGN/ SET DECORATION AL N/A N/A
THE GUESTS SAFE.
SMAUG’S TREASURE HOARD IA AN UNTIDY MATTRESS OF JUMBLED GOLD OF EVERY SORT: COINS, CoINs, JEWELS... BUTTONS,

7.2 TUES, SHIELDS... COMFORTABLE ONLY FOR A DRAGON. HAVE YOUR EYES WIDE OPEN, YOU M PROJECTIONS, MOVEMENTS AND ALL N/A N/A
FIND THE ARKENSTONE. SPECIAL EFFECTS
SCREENS AND PROJECTIONS TO ENTRETAIN THE GUESTS WHILE THEY WAIT IN THE LINE SCREENS AND PROJECTIONS ALL N/A N/A

Bripces aNp CoiNs

AND EI

EF

Guesrs

Arr/Scavencer Hunr
8.1 S, SHIELDS... COMFORTABLE ONLY FOR A DRAGON. HEVE YOUR WIDE OPEN, YOU MIGHT PROJECTIONS, MOVEMENTS AND G N/A N/A
UESTS
FIND THE ARKENSTONE. SPECIAL S
ALL/Scavencer Hunt
8.2 ANIMATRONIC N/A N/A
BEWARE WITH WHAT YOU TOUCH YOU MIGHT WAKE UP YOUR BIGGEST FEARS. THE TAIL WILL BE Guests
RESTING BETWEEN A PILE OF GOLD. IN THE NEXT ROOM SMAUG WILL BE ”BREATHING” INSIDE OF
AvL/Scavencer Hunr
8.3 [BreaTHING SMAUG THE COINS AND JEMS. FINALLY, IN THE THIRD ROOM, IN THE MIDDLE OF ALL THE COINS LIES WHAT ANIMATRONIC Gugsts N/A N/A
SUESTS
WE ALL FEAR. SMAUG IS HIDDEN AND AWAKEN BECAUSE OF THE SOUND OF COINS AND GUESTS IN THE
. . QUEUE. SMAUG HAS NOTICE OUR GUESTS. RUN AWAY! SAFE YOURSELF BEFORE IT”S TOO LATE! AvL/Scavexcer Hunt
8.4 |Smauc’s Eve ANIMATRONIC G N/A N/A
Su
( 0 PARTICIPATE, WILL GO THROUGH THE HALLS AND ROOMS DECODING, AND Burrons, ProjecTioNs, IN EACH ROOM
Scavencer Hunr
ScAVENGER HUNT TOUCHING DIFFERENT OBJEGTS, COINS AND ARTIFACTS TO ACTIVATE SOUNDS, PROJECTIONS, MOVEMENTS AND SPECIAL THROUGHOUT THE ENTIRE N/A N/A




GUESTS WILL WALK ON TOP OF A DWARVEN SCULTURED BRIDGE THAT SEEMS TO BE INFINITE IN THE

9.1 |Rock ScuLprurep Bripce Props / SET DECORATION 183 SQ FT 45 N/A
9.2 [Smavc TION MAPPING OF SMAUG PASSING ABOVE THE GUESTS. ProjecTiON N/A N/A
9.3 | Coins anD jEMS COINS AND JEMS WILL FALL FROM " SMAUG”S SCALES” . ENCGINEERING N/A N/A
9.4 | Cons sounps COINS AND JEMS CLASHING SOUND Lichrine Desien N/A N/A
10 ARMOURY 2,700 SQ FT
10.1 | ARMOURS HARD-EDGED, GEOMETRIC ARMOURS. VERY RICH, RECGAL QUALITY. THESE SUITS WERE THE ARMOUR Props/ SET DECORATION ALL N/A N/A
OF PAST KINGS, PRINCES AND LORDS, WITH PRECIOUS METALS, BEAUTIFUL FINISHES AND EXQUISITE
10.2 |SHIELDS DECORATION. Props/ SET DECORATION N/A N/A
GUESTS WILL WALK CLOSE TO DWARVEN SCULTURED COLUMNS M TO BE INFINITE IN
10.3 | CoLumns Props/ SET DECORATION N/A N/A
TOP. THEY DIVIDE THE HALLS AND SUPPORT THE TALL CEILINGS.
Props/ Ser DECORATION/
10.4 |Oven ParT OF 1 AL N/A N/A
SeeciAL EFrecrs
10.5 [RaiLiNgs Ser DEsIeN/ Ser DECORATION AvL N/A N/A
SAFE.
GUESTS THAT DECIDE TO PARTICIPATE, WILL GO THROUGH THE HALLS AND ROOMS DECODING, AND Burrons, Projections, S H IN EACH ROOM
. X CAVENGER HUNT
ScAavencer Hunr TOUCHING DIFFERENT OBJECTS, COINS AND ARTIFACTS TO ACTIVATE SOUNDS, PROJECTIONS, MOVEMENTS AND SPECIAL ‘THROUGHOUT THE ENTIRE N/A N/A

LoaAbING/ UNLOADING /

MOVEMENTS AND EFFECTS.

EFFECTS

QUEUE

THis GATE DIVIDES THE ARMORY ROOM FROM THE PLATFORM AND PREPARES THE GUESTS TO BOARD.

1,500 SQ FT

i1 |MeraL Gate 6 coLumns [ Ser DESIGN/ SET DECORATION ALL N/A N/A
3D GLASES WILL BE PROVIDED.
THESE RAILINGS WILL HELP GUIDE GU THROUGH THE LONELY MOUNTAIN'S INTERIOR TO KEEP .

2 |RamiNcs Ser DEsIeN/ SET DECORATION ALL N/A N/A
THE GUESTS SAFE.
BoTH, GUESTS WITH DISSABILITIES OR WITHOUT THEM, CAN GO TO THE LOADING AREA THOUGH THIS .

.3 |Rock Scurerurenp Rawe 1 SIGN/ SET DECORATION AL 170 SQ FT 42
RAMP JUST LIKE THORIN AND His COMPANY DID IN THE MOVIE

.4 |Rock Scurprurep Divisions THESE DIVISIONS WILL HELP GUE 'O GET READY TO BOARD THEIR MINE CART. 16 Ser DEsieN/ Ser DECORATION AvL 144
ONGE GUESTS HAVE DONE THE RIDE, THE ONES IN THE RIGHT SIDE WILL HAVE TO GO UP THE STAIRS

1.5 | Exir Sraiks & Rame 1 Ser DESIGN/ SET DECORATION AL 360 SQ F1 90

AND ACROSS THE FLOATING PLATFORM TO GET TO THE EXIT.

Durin’s VauLts (RETAIL STORE)

BeLt / MoviNg WALKWAY

540 SQFT

12.1 THE 8.6° INCLINED MOVING BELT WILL TRANSPORT THE GUESTS TO THE UPPER LEVEL. 1 MECHANICAL ALL 600 SQ FT 2,100
AUTOMATIC DOORS WILL HELP THE GUESTS TO EXIT THE RIDE/ STORE AND WILL KEEP THE A/C.

12.2 | Automaric Doors 2 MECHANICAL ALL N/A N/A
TEMPERATURE STABLE.

12.3 | COUNTERS & REGISTERS TrAM MEMBERS WILL BE READY TO HELP THE GUESTS WITH THEIR PURCHASE 2 OPERATIONS ALL N/A N/A




