
Mystic Caverns
A journey into the Otherworld



Deep within a cave that 
has been sealed for 

centuries, lies a mystic 
lake that serves as a 

gateway to the 
Otherworld, a place of 

magic and mystery. 
Dondel, the ancient 

gatekeeper, has 
prepared vessels for 
guests to travel into 

this mysterious place to 
save the source of 

magic from the dangers 
that would destroy it. 



Backstory
The Celtic Otherworld was once a place that brought magic into our world around every 
corner. Over time, the gates to that realm have been closed and lost to time, bringing and 
end to magic in our world. The last gate resides in Mystic Cavern, a cave system that was 

sealed off by the magical guardian Dondel and his animal companion: the stag Oisin, and a 
creed to protect the area was given to a group of druids called The Keepers. Centuries passed, 
and The Keepers passed down their creed from generation to generation, under the tutelage 

of Dondel. Recently, however, Dondel has sensed a threat growing inside the Otherworld, and 
has reopened the gate so that expeditions can be sent to save the source of magic. Since then, 
magic has been leaking out of the cavern, affecting the world around it in strange ways, 

and bringing new creatures that the world has never seen. The White Stag Oisin now beckons 
guests to the once-forbidden entrance, where Dondel has prepared a way for guests to travel 

into the Otherworld. 



Conceptual Overview

Mystic Cavern is a new boat dark ride that will take guests into the Celtic 
Otherworld to save the source of magic. Guests will enter the cavern in a forest 
during the queue and will begin to experience the mysterious inhabitants of the 

Otherworld. Once aboard the 10-passenger boats, guests will be taken on a 
spectacular show, where the magic of the Otherworld creates a visually 

mesmerizing display. All the while, the fires of a mysterious entity will pursue and 
threaten the ship, but will be vanquished at the climax of the ride. 



Theme: Celtic-inspired mysticism

Story: travel to the otherworld to save the source of magic

Emotion: Mysterious

Setting: European forest/caves

Cast: members of the keepers

Locations: Exterior: forest

  Interior: cave system/portal into the otherworld







Here, guests will be treated to 
an auditory experience, from 
the sounds of the waterfall, 
to the mystical singing frogs, 

to the ambient music and 
forest sounds



This interactive area uses a collective face 
mapping system to allow the Moops to 

learn the faces of guests, allowing 
visitors to gain the trust of these shy 
creatures as they move throughout the 

queue.  



When any individual 
guest first encounter 
the moops, it will 
immediately hide 

away when 
approached. However, 

if that guest 
approaches it with 
slow motions, and 

doesn’t reach out to 
touch them, the 

moops will learn to 
trust them. If the 

moops are 
surrounded by 

trusted guests, they 
will begin to 

interact with each 
other with sounds 

and movement



In this preshow area, a 
live performer will tell 
introduce guests to the 
concept of the magical 
otherworld, and how it 
was sealed off long ago. 

Projections on smoke 
will aid the story 

(Backup system, projected 
onto back wall.) Guests 

will be instructed to find 
Dondel, and find out 

what mission he has for 
us





As guests progress towards the cave 
entrance, the land will seem increasingly 
magical. Trees are covered in crystal, wisps 
are seen out of the corner of your eye, and 
strange sounds permeate the air. All the 

while Odin, the white stag, keeps an eye on 
the guests hidden in several locations 

throughout the queue



From an elevated view, guests 
will be able to look down 
into pools of water, which 

will have projections of scenes 
inside the otherworld. Guests 
will be treated to a show of 
fantastic creatures as they 
wait. Projections on a fine 

mesh will give the illusion of 
“fairy lights” flying over the 

pools



Throughout the 
interior cave portion 

of the queue, 
mysterious creatures 
will interact with 

guests. Singing frogs 
transform into 
fairies, crystal 

tortoises can be pet 
by guests, changing 
color when touched, 
and shimmering fish 
will leap from pools 
of water to entertain 

guests



Preshow 2 

Guests are brought into a large chamber of the cavern, where they see dondel 
upon a natural balcony, where he warns guests of the darkness rising in the 
otherworld. He gives them a commission to find the Great tree, the source of 

magic throughout the otherworld, and protect it from the new threats. Donel 
then turns and exits through a tunnel behind him. Guests are led through a 
tunnel of their own to the loading area, where dondel awaits upon another 
balcony. He bids guests luck as they load into the boats and begin the ride. 





Interior

Exterior



At night, the 
exterior stanchions 
contribute to the 

path lighting
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