
The Raven’s  Pa th

T h a n s  P a t hA themed r ide exper ience



S u m m a r y

o p e n i n g

Board a Viking longboat  as  you jo in Odin’s  ravens  in 
explor ing the Norse  realms. 

Odin at  h i s  throne

D ay to  day,  we exis t  in  out  in  the world,  the one we 
know and hold dear  to  our  hearts.  Few,  i f  any g ive 

a  pass ing thought  to  the ones  that  might  exis t  past  our 
own,  that  there might  jus t  be something more out  there. 

Y et  i t  was  not  so  long ago that  the common bel ie f  
was  that  there were many more realms out  there. 

That  exis ted worlds  paral le l  to  our  own.  Even today 
ta les  of  otherworlds  appear  in  pop cul ture,  g rabbing 
at tent ion and enraptur ing us  wi th their  myst ique. 

B ut  what  are  these  other  realms? What  denizens  res ide 
in  them? What  lands  do they hold? Are they young? 

Old? Have they l ived a  mi l l ion l i fe t imes  or  jus t  one? 

W onder no more.  Come along,  fo l low the ravens  as 
we jour ney into these  Nine Realms. 



r i d e  p a t h w a yRide  Pa thway

The r ide queue opens  with guests  enter ing a 
Norse  shr ine.  As  they walk  through,  the shr ine i s 
dotted with mult ip le  scenes  inc luding tapestr ies, 
markers,  and art i facts  that  helps  to  bui ld  a 
Norse  realm of  gods  and s tor ies.  Tal l  obel i sks 
s tud the shr ine,  carved images  on them te l l ing 
ta les  of  o ld.  Through magic ,  the carvings  move 
to  te l l  the c lass ic  s tor ies  of  the Norse  realms.  A 
r iver  f lows through the shr ine and i t  i s  here they 
board the longboat . 

As  the boat  exi t s  the shr ine,  i t  passes  into a 
snow-covered fores t .  Eyes,  sounds,  and smal l 
creatures  peek out  of  the area,  a l luding to  a 
world much larger  than thought .  Gradual ly  the 
fores t  darkens  t i l l  the boat  exi t s  out  onto a  wide 
expanse of  water  where nothing can be seen 
but  the c lear  night  sky and a smal l  l ight  in  the 
dis tance.

Gradual ly  as  the boat  c loses  in ,  the l ight 
reveals  i t se l f  to  be a  woman s tanding in the 
water,  surrounded by mult ip ly ing l ights.  She 
welcomes the guests  and te l l s  her  name,  Freya, 
expla ining how wonderful  i t  i s  to  have guests  see 
the Norse  realms.  But  she a l so  asks  a  favor :  i t 
seems Odin misplaced his  spear,  Gugnir,  and she 
would l ike  the guests  to  retr ieve i t  for  him.  She 
then cal l s  Huginn and Muninn,  Odin’s  ravens. 
They animate themselves  as  wooden heads  on 
the longboat  and caw out ,  scanning the area 
and the guests.  Freya te l l s  them to act  as  guides 
and then send the guests  on their  way.  The boat 
sa i l s  o f f  as  Freya disappears. 

The sound of  a  water fa l l  can be heard short ly 
and the foaming water  g ives  the te l l ta le  s ign of  
one.  Freya’s  voice  ca l l s  out  and enacts  magic  on 
the boat .  As  the longboat  goes  over  the edge, 
i t  does  not  fa l l  o f f,  but  rather  i s  buf feted by a 
r i s ing wind.  I t  then f l ies  of f  into the night  sky. 

After  travers ing for  a  few exhi larat ing moments, 
the world tree,  Yggdras i l ,  comes into v iew. 
Soar ing around the tree,  the longboat  enter s  a 
porta l  in  the roots  that  leads  to  of  several  areas 
to  cont inue the jour ney.  This  area provides 

a  branching mechanism to divert  guests  to 
separate  paths  for  retur n v i s i t s.  One of  several 
rea lms wi l l  be used before the r ide reconvenes 
at  the end.  Each of  the realms provides  a 
complete ly  separate  exper ience,  f rom the f i res 
of  Muspelheim to the gardens  of  the l ight  e lves 
in  Al fheim and rocky caver ns  of  Svarta l fheim 
home of  the dwarves  and snowy Jotunheim,  land 
of  the Giants.  Ins ide each of  these  areas,  guests 
wi l l  encounter  unique creatures  and landscapes, 
a l l  whi le  d i scover ing Odin’s  spear.  

Muspelheim sees  the guests  soar  over  lava 
f lows and volcanoes  before discover ing the 
spear  whi le  Surtr,  a  f iery  g iant  tr ies  to  c la im 
i t  for  himsel f.  Svarta l fheim al lows the guests  to 
dive into deeps  crumbl ing caver ns  and discover 
the spear  amongst  p i les  of  dwarven treasures. 
Travers ing the gardens  of  Al fheim has  the guests 
interact  wi th l ight  e lves  who see that  Odin 
absentmindedly  le f t  Gugnir  under  a  g iant  tree. 
Last ly,  in  Jotunheim,  bl izzards  howl  and rage 
across  a  mountain range as  threatening ic ic les 
loom overhead.  Giants  can be seen travers ing 
the area and the spear  i s  found lodged into a 
ta l l  peak.  A combinat ion of  pract ica l  sets  and 
projected movies  are  ut i l ized in  each area to 
set  guests  ins ide of  these  lands,  but  a l so  ut i l ize 
space-saving ef f ic iency and mechanical  so lut ions 
for  creatures.

Toward the end of  each area,  the guests  are 
brought  out  through the f lashing l ights  of  the 
ra inbow Bi frost  br idge and taken to  Asgard 
and Valhal la ,  where they retur n the spear  to 
Odin and soar  with Valkyr ies  in  recogni t ion 
of  their  bravery in  travers ing the world.  The 
boat  retur ns  to  the water s  and a col lect ion of  
gods  and Valkyr ies  see  the people  of f  back to 
Midgard where the boat  retur ns  through the 
Bi frost  br idge once more to  end up back in  the 
shr ine the jour ney s tarted in . 

F r e y a

s h r i n e

Freya g reets  the guests  and sends  them on their  way

Shrine entryway where guests  board their  longboat



r i d e  p a t h w a yRide  pa thway

Queue through shr ine

Muspelheim

Muspelheim

Svarta l fheim

Svarta l fheim

Alfheim Jotunheim

Guests  enter  lake area with c lear  night  sky and encounter  Freya

Guests  enter  coaster  sect ion through the night  sky and Yggdras i l

Interact ion points  through obel i sks The longboat  f lys  over  lava-spewing volcanoes 
where the ravens  f ind the spear

The longboat  f l ies  through caver ns  g l i t ter ing 
with gold,  t reasures  and dwarves

The ravens  mis takenly  bump the boat  into a 
pi l lar  when they see the spear  in  the dis tance

Odin appears  to  c la im the spear  and cal l  the 
Bi frost  and send the boat  to  Valhal la

The caver ns  begin to  col lapse as  the boat 
races  a long

Surtr  appears  seeking i t  for  himsel f

Odin appears  and c la ims his  spear, 
banishing Surtr

Odin cal l s  the Bi frost  and sends  the 
longboat  to  Valhal laFreya tasks  guests  wi th f inding Odin’s  spear

The ravens  animate themselves  and begin guiding the way

The longboat  f loats  on,  eventual ly  coming upon a water fa l l

Freya cal l s  out ,  a l lowing the longboat  to  f ly

The longboat  enter s  a  porta l  to  one of  several  rea lms

Guests  board longboat

Longboat  travels  through snowy fores t



Alfheim

Jotunheim

The longboat  descends  back into a  f lowing 
r iver  which courses  through gardens

The guests  enter  the realm,  soar ing through 
the sk ies  wi th Valkyr ies  and Odin

The longboat  f l ies  over  and through a snowy 
mountain range,  encounter ing ice  g iants  and 
plenty of  coaster  thr i l l s

Several  drops  take the guests  deeper  into the 
Al fheim gardens  where l ight  e lves  guide the 
ravens  to  the spear

The longboat  sets  down again in  a  f lowing 
r iver  where Odin thanks  the guests,  ca l l ing the 
Bi frost  to  send them back to  Midgard. 

The longboat  retur ns  to  the shr ine where the 
guests  d i sembark

The ravens  spot  the spear,  ca l l ing Odin

Odin c la ims the spear  and cal l s  the Bi frost , 
sending the longboat  to  Valhal la

Odin appears  to  c la im the spear  and cal l  the 
Bi frost  and send the boat  to  Valhal la

Muspelheim

Valhal la

Svarta l fheim Alfheim Jotunheim



t h n o l o g yTechnol o gy

The Raven’s  Path i s  a  combinat ion f lume/rol ler 
coaster  ut i l iz ing pract ica l  sets  and screened 
ef fects  to  take guests  on a  jour ney through the 
Norse  worlds.  I t  presents  unique chal lenges  on 
technological  development ,  but  a l so  rewarding 
opportuni t ies.

The trans i t ion from f lume to coaster  a l lows 
for  innovat ion but  the scenery in  the r ide does 
as  wel l .  Br inging to  l i fe  fu l l - sca le  Norse  realms 
i s  no smal l  feat ,  but  through the usage of  CGI 
and pract ica l  sets/ef fects,  would be an excel lent 
chal lenge.  Pract ica l  creatures  in  the fores t 
sequence help to  g ive l i fe  to  the world and hints 
at  a  larger  realm.

Once guests  reach the Nine Realms i s  when 
more CGI work takes  over  so  that  denizens 
l ike  the dwarves  of  Svarta l fheim and Surtr  of  
Muspelheim can be brought  to  l i fe.

Addit ional ly,  adding in  moving carved 
s tonescapes  in  the shr ine a l low guests  to  hear 
ta les  of  the realms whi le  in  the queue l ines. 
These would be done be overlaying CGI movies 
animated in a  s tone-s ty le  on top of  the f lat 
p lates  on the obel i sks.

As  wel l ,  adding in  mot ion-enabld ravens  on the 
long boat  that  caw enhances  the “guide” fee l ing 
of  the ravens.  The goddess  Freya would be CG-
animated and projected around the guests  so 
she can appear  more ethereal  and have magic 
e f fects  added around her.

Light  e f fects  are  used in mult ip le  ins tances 
where Odin cal l s  the ra inbow-colored Bi frost 
br idge to  transport  the guests  to  the next  areas. 
This  a l lows l ight ing ef fects  to  mask gateways 
and entrances  f rom once area to  the next  and 
heighten real i sm. 

Odin’s R avens
Named Huginn and Muninn,  these  two ravens 

are  constant  companions  of  Odin.  They act  as 
his  eyes  and ears  throughout  the Norse  realms. 

Freya
Wife to  Odin,  Freya i s  the Goddess  of  Love 

and a member of  the Vanir,  a  tr ibe of  people 
that  inhabi ts  the realm of  Vanaheim. 

Sur tr
The ruler  of  Muspelheim,  Surtr  i s  a  f i re  g iant 

who carr ies  a  f laming sword and swor n enemy of  
the gods.  I t  i s  sa id that  he wi l l  des troy Asgard, 
home of  the gods,  dur ing Ragnarök. 

Odin
Ruler  of  Asgard and the nine realms,  Odin 

i s  the Al l -Father  and father  of  Thor.  He of ten 
carr ies  the spear,  Gugnir,  and i s  accompanied 
by his  two ravens. 

Light Elves
Denizens  known for  their  fa ir  sk in res ide in 

the garden covered realm of  Al fheim

Valkyries
The bravest  of  warr ior s  who take the souls 

of  defeated so ldier s  to  Valhal la ,  a  p lace that 
ce lebrates  those who l ived honorably

Midgard
The land of  humans

l o n g b a t b i f r o s t

c r o w s

y g g d r a s

s t o n e

Roller s  h idden on the boat  extend out  to  trans i t ion from 
f lume to ro l ler  coaster

Light  e f fects  animate the Bi frost  br igde and easy 
trans i t ion areas 

The crows make sound as  wel l  as  f lap wings  and 
t i l t  their  heads

The longboat  f l ies  into a  porta l  that  leads  to 
one of  several  areas

Animated scenes  on s tone carvings  te l l  s tor ies 
to  guests  in  l ine

g l o s s a r yGlo s sary



i n s p i r a t i o nIn s p i ra t i on  Gal l e ry





Alfheim Imager yw o r l d



w o r l d w o r l dBifrost Imager y Jotunheim Imager y



w o r l dMuspelheim Imager y



w o r l dSvar talfheim Imager y



w o r l dForest Imager y



w o r l dNorse Shrine Imager y



w o r l dYggdrasil  Imager y



w o r l dValhalla Imager y





All  images  are  copyright  of  their  respect ive  owners.  This  proposal  was  whol ly  done by Sean Shreder  and i s  a  presentat ion of  
sk i l l s  and ideas  for  profess ional  work.  No re lat ion to  any ent i ty,  d iv ine or  worldly  should be inferred. 

Happy Wodinsday. 


