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Field Notes of Exploration Narritive

Hello, I am Heidi Berg, lead anthropologist 
aboard the research vessel The Pomegranate, 
and we have just made an absolutely miraculous 
discovery. We have been traveling the 
Northwest Passage,hopefully to catalog any 
historical remnants of previous attempts to 
discover this path. A few nights ago, as we were 
passing the Yukon Province, by the Cordillera 
mountains, we were suddenly onslaught by a 
blizzard. Captain Steele thinks we got knocked 
off course at some point when our satellite 
connection got disrupted in the storm, sending 
us off our plotted route. When the storm �inally 
cleared, we saw a strange light and structure in 
one of the mountains, and a team was sent to 
investigate. I went along to see if it could have 
been a shipwreck or important site of some 
sort, and found something much grander. 

Before us, the intense blue of glacial ice in the 
sun and the prismatic effects of icicles together 
make an icy almost-place there, spiraling 
upwards, �lanked by a fractaled path full of 
mysteries and beauties alike. 

We entered through a smaller cave in the valley 
between two of the peaks, with worked stone 
arches over the entrance, just inside was an ice 
cave, not dissimilar in size to a queue space, 
with a narrowing of half walls into a bottle neck 
before turning the corner into a hall. The hall 
was wide and sent an immediate blast of cold 
wind at us as we passed into it. When we 
rounded the corner, it was an incredible sight: a 
massive icy, manmade cave. At ground level, 
there were a few smaller alcoves, one 
containing a set of restrooms, the other a ramp 
near the wall that climbed to the next level, the 
way framed by a semi see-through frost wall, 
patterns of snow�lakes and frost all around.



One of the alcoves with what seemed 
   to be an interactive code.

A detail of one of the passages
 we passed though.

The space seemed to be around three stories 
high, with a shimmering icicle chandelier 
hanging from the center. Polished ice, mirror-
like, re�lected light that streamed in from the 
center around the atrium, then to a massive 
mirror. This mirror seemed to be adorned 
with a relief sculpture, possibly depicting a 
�igure with the mirror for a face. Could this be 
depicting the people that built this? I 
instructed some of the crew to establish a 
base camp in the hall, so we could have an 
area to regroup and further explore the space. 

After setting base, I led us to the upper levels 
and found curving paths through icy halls full 
of artifacts and art of the creators of this 
place. 

One of the others, Martin, mentioned myths 
in the area of a “hidden people,” magical 
creatures unseen by humans, that maybe this 
space could belong to them. Along the paths, 
which whirled through the space almost like 
an exhibit, there were three larger alcoves 
with some sort of more elaborate sculpture 
there.

If I had to guess, whatever the 
sculpture is, it could be a lock 
hiding something behind it. There 
were symbols, like a puzzle or code. 
I feel if I had more time and help to 
observe these phenomena and the 
others in this structure, we could 
unlock their meaning. Who knows 
what other secrets this structure 
holds? 

Once we did an initial sweep of the 
place, we returned to the vessel and 
found the connection had been 
re-established.

 So, we are sending this message out 
to all the adventurers, explorers and 
researchers of the world: come to 
the Gelid Sanctum and help us �ind 
out what it is.

Sincerely,
Heidi Berg
Lead Sanctum
Researcher



Backstory
The Gelid Sanctum pulls on traditional myths of 
both Iceland and Canada, playing with the concept 
of a “hidden people” (or unseen elves), and myths of 
fairy realms, along with re�lection and light. While 
these may seem to be a disparate set of concepts, 
they collide in refraction and invisibility, how light 
can bend to hide things, spill rainbows around a 
room, and drastically change the atmosphere of a 
space. This play within light works well in a large 
space, where lighting designs can be imaginative 
and bring an ancient grandeur to a location. This 
magic of light was used by the original inhabitants 
of the Sanctum, who are unknown and unseen at 
this point in the ‘research,’ though are represented 
within the attractions by �igures with mirrors for 
faces. 

The setting of the Cordillera Mountain range is 
meant to feel like a freezing Bermuda Triangle in 
ways, as implied remnants of ages gone by litter the 
place, mixing with the modern research gear, to 
imply that we are not the �irst to discover this place. 
This section of mountains lies on the route of the 
fabled Northwest Passage, a long impossible sea 
route between the Atlantic and Paci�ic, a route that 
was not impossible for lack of effort. Many ships 
tried to pass though in reality and failed, but within 
the walls of the Gelid Sanctum, what if instead of 
simply failing, they discovered something else 
insead?

Design Narrative
The Gelid Sanctum is mainly a walkthrough attrac-
tion at this presented stage, though is designed with 
expansion in mind. Much like any archaeological 
site, not all of the grandest discoveries are
immediately accessible. Things must be searched 
for and discovered, just as it is within the Sanctum. 
The Sanctum acts as part installation art, escape 
room, alternate reality game, and worldwide 
multiplayer game. Side rooms within the 
walkthrough experiences are designed to eventually 
become entrances to future expansions, though 
upon initial opening would instead be covered with 
an interactive display. These displays hold clues and 
secrets for the “researchers” visiting to solve, 
alongside clues within the rest of the architecture, 
lighting, and merchandise.

These secrets would be a central focus of marketing 
and could be leveraged in a similar manner to the 
Omega Mart marketing material, drawing curious 
individuals to try and solve the secrets of the Gelid 
Sanctum. This could be assisted by the character 
introduced in the initial part of this presentation, 
acting as an audience surrogate and connection to 
the experience digitally, possibly through Youtube 
videos or a website, which could offer parts of the 
puzzle and hints if an element was more dif�icult 
than intended.

This alternate reality game, or ARG, posits that the 
story and characters contained are real, giving 
participants clues and puzzles to solve, though 
presented as if they are organically discovered by 
the characters. ARGs have been employed as a part 
of marketing before, such as within ABC’s Lost or the 
Cipher Hunt of Gravity Falls, and have a 
dedicated YouTube following, with millions of views 
on some of the most popular projects. This 
integration of long-term puzzles into the experience 
encourages repeat engagement with the attraction 
and generates word of mouth through trying to 
solve the puzzles and possible viral videos on the 
topic.

First Floor Plan



The daily possible throughput is estimated to be 
around 3,000, with an annual visitorship of 600,000, 
making it between Alton Towers and Meow Wolf 
attractions attendance. 

For operations, the space is designed with ample 
room for storage and break areas in additional area 
on �irst �loor, as noted on the �loor plan, and could 
have a service elevator to access upper levels for 
cleaning should it be needed for non-visible to 
guests cleaning. If not, the entire structure should 
be accesible via ramp.

By designing the space with expansion in mind, tied 
to an ARG marketing strategy, it allows for interest 
to be generated over time and maintained, along 
with giving payoff to the story arcs through opening 
expansions and giving guests additional reasons to 
visit repeatedly, such as new rides or new clues.
This also has the possibility of fully digital
engagement in the story, which could create
 additional digital merchandise sales from those 
only digitally engaged.

Some possible ARG puzzles could include: light 
aiming and re�lections in the Atrium, clues or details 
hidden within merchandise (guidebooks, maps, 
souvenirs, ect), and temperature or sun location 
based puzzles, which could be designed to 
arti�icially extend solve time to match construction 
timeline should padding of story be needed to keep 
schedules synced.

Moodboard

Pre & Post expansion
 alcove designs

While these long term puzzles would be a 
component of the Gelid Sanctum, the walkthrough 
experience would be its own draw, as a beautiful 
space and interactive experience, allowing for 
enjoyment of the space without need for investment 
into the puzzles.

Management and Operations
The budget would be between 3.5-4.5 mil, as it is 
comparable to the House of Eternal Return, and 
could be constructed within a warehouse style 
space, though may need a higher materials budget 
to accommodate re�lective and ice-like materials 
and to construct the shell building, is unable to 
re-purpose an existing properly sized structure.

Possible future expansion costs are not included 
within that, as additional funding for further 
expansions could in part be supplemented through 
sale of merchandise and admission, with additional 
funding secured off of inital performance of 
attraction.

As previously noted, the exterior structure could be 
fabricated speci�ically for attraction, or it could be 
built within a warehouse or boxstore style existing 
structure, as long as the large is enough to �it the 
Atrium space, which could change construction 
costs and needed budget.


