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G & the Quest for the Golden Star

R\AA A lh o[ Y —— 3D Interactive Trail

Learn all the Dragon Skills
from the Story

Meet Zog and Receive Your

Golden Star

Concept visuals - actual detailed design may differ.



/Z O G & the Quest for the Golden Star

Concept visuals - actual detailed
design may differ.

PI' 1NC 1ples
e Collect your stamp activity card from Madame Dragon on arrival.
° EXplore the castle and discover 6 themed zones.

* Interact at each location with a new skill.

e Collect stamps at each location.

¢ Meet Sir Gadabout and Log.
¢ Collect a souvenir pop ]oadge prize.

 Capture your quest in a fun photo.
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WELCOME
ADMISSIONS

“Start your
quest here.”

Welcome to Madame Dragons School For Dragons.
She will show you what you have to do to collect
your stars.



Z O G & the Quest for the Golden Star

WELCOME

ADMISSIONS

@ e KEY SCOPE ITEMS
1. 2D Sign

2. 2D Characters
(Madame Dragon, Zog & Squirrel)

3. Bunting.
4. Passpor’c holcler/ hand sanitizer
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S cene 2 Reference



Z O G & the Quest for the Golden Star
DESIGNS

- Asset Refs & Sizes of 2D Character Signage

Madame Dragon From Scene 2
WE LCOME 1961.5mm

ADMISSIONS —

1800mm

268.5mm
1

S quirre]

9 Year Old
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WELCOME
ADMISSIONS

900mm

DESIGNS

& the Quest_ for the Golden Star

- Chalkboard Sign Artwork

1000mMm

Toclay’s Activi’cy: Quest for The Golden Star

Follow in Zog's £ootprints p and learn all the things that young

dragons need to know.

Collect your stamp activity card and 1)egin your quest

Star
(as part of chalkboard artworle)

Ref. from Zog Scene 01



IZ O G & the Quest for the Golden Star

“In Year One the
dragons learned
to fly.”

Stand next to /og :_;or a unique photo 1n
front of the castle’s East front.

12
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O G & the Quest for the Golden Star

KEY SCOPE ITEMS

1.2D Sign. Year One Banner.

2.2D Sign. Instruction Panel.

3.3D Zog on raised plinth (existing).

4.Manual Stamp Machine Unit Hand
Sanitizer.

5.Bunting.

6.Viny1 Footprints on platform to show
where best to stand.



ZOG&t}le

Quest for the Golden Star
DESIGNS 2D FOOTPRINTS

400mm x 225mm

14

Pantone 165 c.
C0O M70 Y100 KO



Z O G & the Ques’c for the Golden Star
ESIGNS BANNER

W2000mm x H605mm
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for the Golden Star

IGNS INFO SIGN
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O G & the Quest for the Golden Star

1 F‘:‘ rf‘,‘ 1? J’"’I P «1n Year Two the

i : dragons learned

LEARN
TO ROAR
LIKE A
DRAGON!

Press the foot buttons to hear the
(lragons practice their roars!
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LEARN
TO ROAR

LIKE A
DRAGON!

©
0 2
KEY SCOPE ITEMS

c 6 1. 2D Sign. Year Two Banner.
e 2. 2D Sign. Instruction Panel.

5x 2D profilecl dibond (lragons.

5x Foot buttons to trigger audio”.
ORDER OF DISPLAY: ZOG, PINK, YELLOW, RED, BLUE. Manual S tamp Machine Unit / Hand
Sanitizer.

6. Post and ]ounting barrier.

S
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/Z O G & the Quest for the Golden Star
DESIGNS

LEARN
TO ROAR
LIKE A
DRAGON!

Roclz reference taleen from

ASSETS SCENE 2 & 3

Button Reference

COlOUI Reference

Log 04 Asset with roar lines removed
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O & the Quest for the Golden Star
G DESIGNS BANNER

LEARN
TO ROAR

LIKE A W2000mm x H605mm
DRAGON! '

20
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LEARN

TO ROAR
LIKE A
DRAGON!

Quest

D

B
EfS
14

for the Golden Star

IGNS INFO SIGN
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=" &~ ol 24 “In Year
N7 i R A Three the
| | L 7 ~ dragons
7Z0G IN S Bl e, lcarned to
THE POND MRV S . i I ) (S & blow - fire not
By e o h, v ] ‘4 9 -G | e, - Y snow!”
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Find /o0g in the near]oy pon(l as the steam from his
eXtinguished wing tips rolls around you.
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Z O & the Quest for the Golden Star
G 8

/Z0G IN
THE POND

23

Concept visuals - actual detailed design may differ.

KEY SCOPE ITEMS

2D Zog in pond.

2D Sign. Year Three Banner.

2D Sign. Instruction Panel.

Raﬂing.

Smoke/Steam effect from Zogs mouth.
Floor buttons x3 + water jets in pond.
Small A5 Sign - Pump info sign.
Bunting.

Manual Stamp Machine Unit/ Han(l

Sanitizer.

10. 2D Princess Pearl & Bag Cut Out.

O 0N O Ouk WD
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£OGS

Z0G IN

THE POND

the Quest for the Golden Star
ESIGNS

Button
C olour

Pantone 165 <.
CO M70 Y100 KO

- Pond Sign Frame

Button
Reference



O & the Quest for the Golden Star
DESIGNS -2D Zog Artwork

/Z0G IN

THE POND

-

Princess Pearl 02 Asset Ref.
Bag Asset Ref.

Water depth 700mm

Note: Smoke will be added p}lysicaﬂy

25

Above water
862mm

Below water
624mm



O & the Quest for the Golden Star
G DESIGNS - BANNER

/Z0G IN

THE POND

W2000mm x H605mm

I
I
I
I
I
I
I
i
I
I
I
I
I
.
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ZOG&t}le

/Z0G IN

THE POND

21

Quest for the Golden Star
ESIGNS - INFO SIGN




/Z O G & the Quest for

TO CAPTURE
A PRINCESS!

1 i I'l
LI =8
] “ i

DRAGONS [ gApy To Carnct
\ Plll\'t:ggs 1

the Golden Star

e

iy e

“In Year Four the
dragons were learning

how to capture a princess.”

Help the Dragons practice capturing Princesses!

28
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O G & the Quest for the Golden Star

LEARN
TO CAPTURE
A PRINCESS!

KEY SCOPE ITEMS

a 1. 2D Year Four Banner Sign
e 2. Bunting to make the two lanes and
Bunting at high level to define area.

3. 3x 3D Princess training dummies.

4. 2D Princess Pearl Cut Out.

5. 2D Zog Cut Out.

6. Manual Stamp Machine Unit/ Hand
Sanitizer.

7. 3D obstacles: Floor Ladder, Balance
Beams and Stepping Logs.



/Z O & the Quest for the Golden Star

DESIGNS 2D ZOG & PEARL CHARACTERS

W1320mm x H1497mm Wa72mm x H1295mm

LEARN
TO CAPTURE

A PRINCESS!

Zog 05

Note - on actual print, black in mouth will be removed.
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Z O G & the Quest for the Golden Star

DESIGNS BANNER

LEARN
TO CAPTURE

A PRINCE SS ' W2000mm x H605mm
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ZOG&t}le

LEARN
TO CAPTURE

A PRINCESS!

32

Quest for the Golden Star
DESIGNS INFO SIGN




O G & the Quest for the Golden Star
DESIGNS

LEARN
TO CAPTURE
A PRINCESS!

Obstacles - detailed clesign TBC.

\

4 Floor Ladders x2

Balance Beams X4‘

Balance Logs (stepping stones) x18

Pantone 165 c.
CO M70 Y100 KO

- Pantone 3125 c.

33

Natural Materials/ Rustic timber to be used.

Princess Training Dummies -

from asset Lanle Scene 03.

EXISTING



34

GADABOUT’S
KNIGHT
TRAINING
SCHOOL

lIn Year Five the
dragons learnt
jto fight.”

Learn the skills of a ‘real live lznighf.



O G & the Quest for the Golden Star

L 2

SIR A g &
CADABOUTSY B, B
KNIGHT W 5 SR
TRAINING

SCHOOL

KEY SCOPE ITEMS
1. 2D Sign. Year Five Banner Signs

xZ on posts into groun(l.
2. 2D Sign. Instruction Panel.
3. Bunting.
- 2D Zog cut out and ]oacleclrop.
5. Manual Stamp Machine Unit/
Hand Sanitizer.
6. 2D Princess Pearl Cut Out.

35



SIGNS - 2D Zog and Princess Pearl Sizes.

—
—|
L

the Quest for the Golden Star

D

£OGS

W3B6mm x H1275mm

WI1805mm x H1494mm

SIR
GADABOUT’S
KNIGHT
TRAINING
SCHOOL

Princess Pearl 01
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Z O G & the Quest for the Golden Star

DESIGNS - BANNER

SIR
GADABOUT’S

KNIGHT
TRAINING
SCHOOL

Wa00mm x H1500mm

37



ZOG&t}le

SIR
GADABOUT’S

KNIGHT
TRAINING
SCHOOL

38

Quest for the Golden Star
DESIGNS - INFO SIGN




LOG3

39

the Quest fo h .. olclen Star |

apture a storybook photo wit
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O G & the Quest for the Golden Star

Costume Character not 1)y T3

KEY SCOPE ITEMS
1. 3D Zog costume character suit.
2. 2D Charcters.

(Zog is cut out and freestancling, the others are

profiled and fixed to backdrop.)
3. Large flat Laclzclrop.
4. 2D Sign. Warwick Castle logo.
5. Bunting.



Quest for the Golden Star
FINAL DESIGN

2D PROFILED CHARACTERS AND
STAR ON A SPACER, ATTACHED
TO 2D BACKGROUND.

Flat Scene, not like a book.
Flying characters arranged to break up edge of
frame.

Sir Gadabout and Pearl Charcater as

requested.
ASSET: ZOG_MOUNTAIN_BOARDER_PSD

2D ZOG CHARACTER
ON FLOOR FIXED
FRAME (SO GUESTS
CAN STAND NEXT TO
HIM FOR PHOTO.)

41



/Z O G & the Quest for the Golden Star
DESIGNS

- Artwork for 2D Character Cut Outs - as per the asset refs below.

Star

1500mm

Madame

Dragon
Blue Dragon
1060mm

) Zog 03

954.5mm

Recl Dragon

Princess Pearl 01  Sir Gadabout (ﬂipped)

42
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43
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O G & the Quest for the Golden Star

Height of Timber Uprights for Bunting: 3000mm

Bunting Colour Reference

Pantone 3125 ¢. C89 MO Y19 KO Pantone 165 ¢. CO M70 Y100 KO

Turquiose from back cover of book
(stronger than the sky blue Pantone ref in asset bank
but not as blue as the Blue Dragon Pantone ref!)
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Pantone 165 c.
CO M70 Y100 KO

CO]OUI’ Ref

Orange stain onto
rustic wood grain.

& the Quest for the Golden Star

TWO VERSIONS REQUIRED:

“YEAR 2”

“YEAR 3”

BOTH POINTING LEFT & MATCHED TO
THE STAMP MACHINES

wwoool




& the Quest fc%:éche Golden Star

8 EN% ENP DDED Stamping Machine Drawing

Colour Ref.
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Option to angle to
deter littering
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Quest for the Golden Star

Final Stamp Design
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Stamp Activity Card

FINAL ARTWORK D!

T iy Dré’tggnES_Cllool
M Julia Donaldson and Axel .qcl,eme,-_ 2 Stamlp AC,tiVlt‘y Card 7
ht Pictures Ltd . Nl | Sy _- .

BACK . FRONT

FOLD

48

SIGN

INSIDE:



O > & the Quest for the Golden Star
- Pop Badge Design
yolf\fﬁ WOoh 4
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y & the Quest for the Golden Star
Proposecl Fixing Methods

Admissions.

2 x posts fixed to existing fencing
2 x posts fixed with ballast weight

Characters to be fixed to fence and ballast
Chalkboard fixed with ballast

Year 1

All posts fixed with ballast
Characters fixed with ballast
Passport stamp unit fixed with ballast

Year 2

Posts fixed to existing flooring
Character fixed to flooring
Talk tube fixed to flooring

Year 3

Posts fixed into floor using steaks
Pumps fixed to base unit

Characters fixed with ballast
Passport stamp unit fixed with ballast

Year 4

Posts fixed into floor using steaks
Characters fixed into ground using spikes
Passport stamp unit fixed with ballast

Year 5

Posts fixed into floor using steaks
Characters fixed into ground using spikes
Passport stamp unit fixed with ballast

Photo Meet & Greet

Posts fixed into floor using steaks
Characters fixed into ground using spikes
Large Book unit weighted with ballast and props to rear
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02

Sir Gadabout's Knight School

Sir Gadabout: “Welcome warriors. My name is Gadabout the Great and I am a real live
knight. Princess Pearl is in trouble and I need to save her. Will you help me?

“Good. Now I'm doing to teach you how to battle a olragon as this year |'ve heard ’chey’re
1earning how to capture a princess. So who's rea(ly to learn how to fight like a lznight?”

Knight School commences — Series of basic sword skill movements and actions ‘caught to

the children.

Sir Gadabout: “Well done everyone, now you re all real live 12nights. Remember what I've
taught you if you do come across a clragon. [ believe you’ﬂ find some in the woods up there.

(points to the pho’co book area) Now I'm off to rescue Princess Pearl...wish me luck!”
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