
9. PRODUCTION DESIGN DEVELOPMENT 
“All things are one”

-Paulo Coelho in ‘The Alchemist’
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1. THE LORAX

2. SELECTIVE TEXT 
BREAKDOWN

3A. MOOD BOARDS & 
COLOUR PALLETS

3C. CONCEPT SKETCHES/ ROUGH SHOT STORYBOARD

4. SCENE STORYBOARD

5. DETAIL DESIGN OF KEY SEQUENCE DESIGN ELEMENTS
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6. TECHNICAL RESOLUTION 
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The Lorax 	^,Z+@

“Glorious Place” �,:b<J^Z:(J��:bJ, Heterotopia

Heterotopia

h�j+()^?�JZ:Z*+> > dark and moody 
colours

h�jZ?^�+,b:�b<=�*<+,b:�
ex. mirror

> Pastel Colours and Red

DystopiaUtopia

h�":*,>��"+Z]<>��%+,@>�
Turquoise

> Merging of Utopia and 
Dystopia Colour Pallets

h��()^?�>?+*J?*+,> h�{|(+,d+b;,��>?+*J?*+,> > Heavy structures

h��()^?�\;,�~��b<?b>@ h��b@\;,�~��,b:(?@
����,[,+>,=��^Z?Z)+ba^@����
   at  Sunset 

h��()^?�\;,�~��b<?b>@
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�()*+,-�#!�-�b++b\[,� b<=� 	^,Z+,\Jb:�
�<�*,<J,�Z<�?^,��,>()<��+ZJ,>> ������NARRATIVE AND THEORETICAL INFLUENCES
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PREPRODUCTION PRODUCTION
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Grickle Grass
Maze

EMBROILMENT
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�#�9THE DIEGETIC AND PRODUCTION TIME LINE
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POST PRODUCTION POST POST PRODUCTION : THE SHADOW OF THE LORAX
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 2����6�!�3����2%��$��	� ���������������� (2008) ��	
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 2������ �� ��
���	� ������ ���!�
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� ��� ��� '���	���� "����#���$%� "���	�
1919-1920)

Dystopia Mood Board
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Dystopia Colour Pallet

�#!9MOOD BOARDS & COLOUR PALLETS
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�()*+,-�#!�- ���� ���� �	�� 
���� �:b*=,� �Z<,?�>���������
Impression, Soleil Levant��7����7��!�#��Z?,�+,=�>*<�
](?^�a(<��b<=�?*+�*Z(>,�jbJ�)+Z*<=

�()*+,-�#!�- ���� ���� 
���� ab+?� Zd� b� >,�<)� jbJ�-
ground from Spirited Away�����7����(@b�b�(����7�

�()*+,-�#0�- Middle row�� �+,� =b<J,+>� b<=� Z?^,+�
aZ>>(j(:(\,>�dZ+�	+*�*:b�	+,,>

�()*+,-�#07- 
����� ����� :()^?� b<=� b(+(<,>>� �� ?^,�
]b@�]^(J^�?^,�jbJ�)+Z*<=�dZ+��?Za(b�>^Z*:=�j,

Utopia Mood Board
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Scene Storyboard
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dystopia >

dystopia >

utopia > heterotopia >
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"�&�� ������&��!!����	�'��*+#,�/�������3���� � � �
� ������4��������		����������	�3���3����3����3�����

!����������������3��!��5,���#67

'������"�	������������3�,

'������4�7����
      Zoom out

1

"�&��       ;����<����!
�����	��3�<��3�<���3������	�3��3�������	������3��
� ���������3�����=���7����������
�3��?������<��������!�3���	�������	��������
� ���������3������3������?�����!����7��@����������3��,�����	����3�����
� ������JQ��3����[����3������/	��
��

!��������      5,���#67�3����3��,�����	�&��3�"���!���
�3�3��JQ��3����[%

'������"�	��      ��<�;�	,�

'������4�7����
      Zoom out, then Pan

2

"�&��       ?������<�*����3�<�����3������!!����	�,�	�3��;���+����<�,/#�
� ���������	���<��J5�
�����3���3[]�3���<��	�����������3��������?����
� ������;����^
�,���	�����3���_����@��^��/��������3������/	��
��

!��������      Extreme Long Shot

'������"�	����������3��!��`�	��;�	,�

'������4�7����
������;����,�&��3

3

"�&��        ?������<�*�����,�����������3���������������?�����+�"Jc�
[%�����
� ���������,,�3���<��	�3�����������3�������<������������3���������	��
���������������������,�	�3�3������<���<�������

!����������������3��!�����	�&��3���!������<�3��J4@���3���&��
,����&��3[.

'������"�	����������3��!��`�	��;�	,�

'������4�7����
������5�����f�<�

4

dystopia >
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������      

Jc�
[�����@����3�3�����3������
���3���k���/,��k�����!�l�����
3����,�����	��`������3�3���
to enter

�����������!��������      

Extreme Long Shot

������������������'������"�	��      

`�	��;�	,�

���������������������������'������4�7����
      

5�����f�<�

5

����   

v������3���!�l��Jc�
[���!���
3��3����3���	��,�	�3��3��3�
����!�,�������7,������
3��3��3�77������!��#�����
?����������7����3���k���/,��
k�����w<�����3���������
������3����z
�3����,��	�����3�
��
,�{�"&�
�������%

�����������!��������      

Extreme Long Shot

������������������'������"�	��      

����3�,

���������������������������'������4�7����
      

f�,,+���

6������"�&��        

������"�&��        *

*
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"�&��        ?���<�����,�<���7���3���!�l���
� �����������Jc�
[������3���4���#,��[���
������������������������/�!

!��������      Extreme Long Shot

'������"�	����������<�;�	,�

'������4�7����
������?�,3�67

�

"�&��        ?���4���#,���7��/��3���
	�������
� ���������
=���

!��������      Q���3����}��<�&��3

'������"�	��      ����3�,�3��`�	��;�	,�

'������4�7����
      f�,,+��������?�,3�f�<�

�

"�&��        ?���4���#,���,�3���<�������7��,��
� ����������Jc�
[�����7�+���!�3�������3����
� ��������3��+����3��������

!��������      Long Shot

'������"�	����������<�;�	,�

'������4�7����
      Zoom in

10

"�&��       ?���4���#,���,�3����<��3���~���#�
� ������7�#!�#Q�����3��3�,,�3��������3�����
������� ������3���������3��Jc�
[

!��������      Long Shot

'������"�	����������<�;�	,�

'������4�7����
      Zoom in

12

v����3� &��3� ��� Jc�
[�[�
����/�����3
����	�3��<�,/�
3�<����� 3��� 4���#,���
`�
��]�����3���	

v����3� &��3� ��� 4���#,���
hiding the money in his 
&�
@@

13

11

v3��,,��3��3�����,��	��!��
�	����

8
*

*

*
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"�&��        The Once-ler arrives in Utopia  
        in his hot air balloon and sees  
���������������������3������
��
,�?�
�
,��?����

!��������      Extreme Long Shots

'������"�	��      Extreme High Angle to Frontal     
����������������������������������3��,�����	�&��3����63�7��

'������4�7����
      Crane Pan

14

"�&��       The Once-ler unloads his hot air      
                     balloon and start ‘building’ a shop 

!��������      Medium Shot to Exteme Long Shot

'������"�	��      Low Angle to High Angle

'������4�7����
      Crane Pan

15

"�&��        The Once-ler’s shop is complete

!��������      Extreme Long Shot

'������"�	��      High Angle

'������4�7����
      Tilt up towards shop sinage

16

heterotopia >

utopia>
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"�&��       	^,�
<J,�:,+�>?b+?>�?^,�J^b(<>b]��� ������
���������������������?Z�>b]�=Z]<�?^,�?+,,

!��������      �Z(<?�Zd�'(,]��`?+,;,��Z<)��^Z?

'������"�	��      �+Z<?b:

'������4�7����
      �b<

17

"�&��        	^,�>b]<�=Z]<�?+,,�>�	+*�*:b�� �������������������������
���������������������	*��{�Z]>��?Z]b+=>�?^,�
<J,�� �����������������������������������������������������
���������������������:,+�>�>^Za�]^,+,�^,�>?b+?>�?Z��<(?�� ����
���������������������?^,�	^<,,=

!��������      �`?+,;,��Z<)��^Z?�?Z��,=(*;�                           
        �^Z?>

'������"�	��      �()^�
<):,�?Z��+Z<?b:

'������4�7����
      �b<�?Z�	(:?��Z]<

18
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"�&��       	^,�
<J,�:,+��<(>^,>��<(�<)�?^,�	^<,,=� �

!��������      �`?+,;,��Z<)��^Z?�?Z��Z<)��^Z?

'������"�	��      �+Z<?b:

'������4�7����
      �ZZ;�(<

19
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"�&��       	^,��Z+b`�aZa>�Z*?�Zd�?^,�>?*;a�Zd�?^,�>b]<�=Z]<�?+,,

!��������      �Z<)��^Z?

'������"�	��      �+Z<?b:

'������4�7����
      �b<�b<=��ZZ;�Z*?

20

"�&��      �	^,��Z+b`�a:,b>�dZ+�?^,�,<[(+Z<;,<?�b>�?^,�
<J,�:,+�b+)*,>��
� ������dZ+�?^b?�?^,�	^<,,=�(>�>Z;,?^(<)�?^b?�b::�a,Za:,�<,,=�b?�(?�(>��
��������������������;*:\d*<J\Z<b:

!��������      �Z<)��^Z?

'������"�	��      Frontal

'������4�7����
      �Z<,

21

"�&��       
�{J^ba��JZ;,>�b:Z<)�b<=�j*@>�?^,�	^<,,=

!��������      �`?+,;,��:Z>,��a

'������"�	��      �+Z<?b:

'������4�7����
      �Z<,

22

"�&��        	^,�
<J,�:,+�^b<=>�Z[,+�?^,�]+baa,=�	^<,,=

!��������      �`?+,;,��:Z>,��a

'������"�	��      Frontal

'������4�7����
      �Z<,

23
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The Once-ler’s business 
grows and he builds a 
factory. He invents Super-
Axe-Hackers that saw down 
many trees at once.

           Proxemics      

Extreme Long Shot to Long 
Shot

                  Camera Angle      

�()^�
<):,���,J\Z<b:��

                           Camera Movement      

Crane Pan to Tilt Down

24

       

The Thneeds are exported 
in hot air balloons to all four 
corners of the earth

           Proxemics      

Extreme Long Shot

                  Camera Angle      

High Angle to Bird Eye View

                           Camera Movement      

Crane Up

25������"�&��        

������"�&��        

   

   

*

*
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	^,�[,+@�:b>?�	+*�*:b�	+,,�
is sawn down

           Proxemics      

Extreme Long Shot

                  Camera Angle      

Birds Eye View

                        Camera Movement      

Zoom in

26������"�&��        

            

The Lorax and all the 
animals leave. The Lorax 
only leave a small pile 
of rocks with the word   
‘UNLESS’ behind

           Proxemics      

Extreme Long Shot

                  Camera Angle      

Bird Eye view

                        Camera Movement      

Pan to follow The Lorax

������"�&��        27
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"�&��       ^
3�3��3�<�����,��	��!���	����

Proxemics      Long Shot

Camera Angle      Frontal

Camera Movement������_�3���	����!���

28

"�&��       ?���4���#,���]����,����	�<��3��
� ������3���������!���3�<�3��J6���&&[]��
���������������������3���<��3���,��3�?�
�
�,�?�����
� ������&����3��Jc�
[

Proxemics��������3��!�����	�&��3

Camera Angle�������3��!�����<�;�	,�

Camera Movement���������!��
3

29

�+�3�7����
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Key Sequence Design Elements

1 2 3 4 5 76 9 10 11 12 1413 15

utopia >dystopia > heterotopia >
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CGI CGI

Grickle Grass ‘Buildings’ Grickle Grass Maze Once-ler Lerkim Utopia ‘clouds’

1 2 3 4 5

1 2 3 4

Linked Sequences

Centre Sequences
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16 17 18 19 20 21 22 23 24 25 26 27 28 29

dystopia >

CGI
6 7 8

Once-ler LerkimTolletjie Brei�"������������	%�
���3��+���&��7�^
�,���	�

?�
�
,��?����&3
!7�5 6 3

�+Z;�?^,�>J,<,�>?Z+@jZb+=���>,�*,<J,>�Jb<�j,�
(=,<\�,=#� �+Z;� ?^,>,�� ;Z>?� ](::� j,� a^@>(Jb::@�
JZ<>?+*J?,=�� b>� :ZJb\Z<� (<�*,<J,>� b+,� =,>(+,=�
dZ+�?^,�a+Z=*J\Z<#��<�,bJ^�Zd�?^,>,�>,�*,<J,>��
?^,�;Z>?�(;aZ+?b<?�=,>()<�,:,;,<?>�],+,�(=,<-
\�,=#�

	Z� J+,b?,� b� �Z]� j,?],,<� :(<�,=� >,�*,<J,>��
?^,�=,?b(:�=,>()<�]b>�>?b+?,=�b?�?^,�=,>()<�,:,-
;,<?>�J,<?+,=�j,?],,<�Z?^,+�>,�*,<J,>#�	^,>,�
centred design elements are the Grickle Grass 
Maze and the Tolletjie Brei� Z+� �+,<J^�  <(�<)�
j*(:=(<)>#� �?� ]b>� Zj>,+[,=� ?^b?� ?^,>,� ?]Z� =,-
>()<�,:,;,<?>�],+,�[,+@�>(;(:b+� (<�baa,b+b<J,��
�*>?�=(�,+,<?:@�Z+(,<?b?,=#�	^,+,dZ+,�?^,�b=ba?-
bj(:(?@�Zd�?^,�Z<,�=,>()<�,:,;,<?�(<?Z�?^,�Z?^,+�
�;b�,�?Z�j*(:=(<)��?Z),?^,+�](?^�?^,(+�>*++Z*<=-

(<)��:;(J�,<[(+Z<;,<?>�]b>�,`a:Z+,=#�	^(>�](::�
j,� j,<,�J(b:� dZ+� ?^,� j*=),?� Zd� ?^,� a+Z=*J\Z<�
b<=� :(<�>�](?^� ?^,� ?]Z�>*j�?^,;,>�Zd�,<[(+Z<-
;,<?b:� JZ<>(=,+b\Z<� b<=� ;*:\d*<J(?Z<b:(?@� (<�
?^,�Z+()(<b:�?,`?�Zd�The Lorax.

	^,��+>?�>,�*,<J,�Zd�=@>?Za(J��+,?Z+(b�b<=�?^,�
J+Z]� �@(<)� ?Z]b+=>� �^*+J^� >?+,,?�� ](::� <Z?� j,�
=,>()<,=�(<�=,?b(:�b>�?^(>�>,�*,<J,�](::�<,,=�?Z�
j,�=Z<,�](?^��%��b<=�'�$�j@�b�>a,J(b:(>?#

����SEQUENCE AND SEQUENCE ELE�
MENT DESIGN
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Sequence Overheads

",dZ+,�,`a:Z+(<)� ?^,�=,?b(:�=,>()<�Zd� ?^,��b�,�
b<=�(?>�b=ba?bj(:(?@�(<?Z�?^,�Tolletjie Brei Build-
(<)��?^,�aZ>(\Z<�Zd�jZ?^�,:,;,<?>�(<�?^,(+��:;(J�
>,�<)>� <,,=,=� ?Z� j,� =,[,:Za,=#� 	^(>� ]Z*:=�
a+Z[(=,�b�:(>?�Zd�+,�*(+,;,<?>�?^b?�?^,�?]Z�,:,-
ments (Maze and Tolletjie Brei� "*(:=(<)�� ]Z*:=�
need to adhere to in order to create the desired 
>^Z?>#
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2

SEQUENCE 2 & 3

SEQUENCE 4 SEQUENCE 6


=ba?bj:,�>,?�,:,;,<?>
��b�,�?Z��bJ?Z+@�"*(:=(<)�

�b;,+b��Z[,;,<?

�^b+bJ?,+��Z[,;,<?

=@>?Za(b�h

=@>?Za(b�h ^,?,+Z?Za(b�h

4

1

1

1

1

1

Grickle Grass ‘Buildings’

Grickle Grass Maze

Once-ler Lerkim

Utopia ‘clouds’

Tolletjie Brei (French Knit-
\<)�� �bJ?Z+@� �� �^Za� "*(:=-
ings

1

2

3

4

5

5

5

5

5
5

4
3

2
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Maze & Tolletjie Brei Building Adaptibility:

                         Shot, Scene & Sequence Changes

SC
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=@>?Za(b�h

�d+
Z;

�>
?Z

+@
jZ

b+
=�

scene no 5��>,�*,<J,�3

����	������	��	����
	��������������
��������
��������������������
����������������
�������
�!������	���"�������#$$$%

,>?bj:(>^(<)�
aerial shot

constant parts

	^,�%+(J�:,�%+b>>��b�,�]b>�b==,=�?Z�?^,�Z+()(-
<b:� ?,`?� Zd� The Lorax�� (<� Z+=,+� ?Z� ,<^b<J,� ?^,�
,;j+Z(:;,<?#� �<� ?^,� Z+()(<b:� ?,`?� ?^,� %+(J�:,�
%+b>>� (>� ]^,+,� {�Z*�� b>�>� ?^,� �*,>\Z<� {|^b?�
was�?^,��Z+b`¢��	^,�%+(J�:,�%+b>>��b�,�]b>�=,-
>()<,=�?Z�J+,b?,�b�;,?ba^Z+(J�+,�,J\Z<�(;b),�
Zd�a*��:,;,<?�Zd�?^(>��*,>\Z<�?^b?�(>�J,<?+b:�?Z�
?^,�<b++b\[,#

�<� =@>?Za(b� ?^,� %+(J�:,� %+b>>� �b�,� ^b=� ?Z� bJ-
JZ;;Z=b?,�?^,�dZ::Z](<)�>^Z?>�

>� 
<� ,>?bj:(>^(<)� b,+(b:� >^Z?�� ]^,+,� b::� ?^,�
{]b::>��],+,�b?�+()^?�b<):,>�?Z�,bJ^�Z?^,+#��Z+�
?^(>�>^Z?��?^,�J,<?+,�Zd�?^,�;b�,�<,,=>�?Z�j,�
>;b::� (<� Z+=,+� ?Z� baa,b+� (<� a+ZaZ+\Z<� ](?^�
?^,�+,>?�Zd�?^,�;b�,#

> ",dZ+,� {�Z*�� ,<?,+>� ?^,� ;b�,�� b==,=� a,+-
>a,J\[,� ]b>� <,,=,=� (<� Z+=,+� ?Z� =+b]� ?^,�
Jb;,+b��b<=�?^*>�?^,�[(,],+��(<?Z�?^,�;b�,#

>�
==,=�a,+>a,J\[,�]b>�<,,=,=�b)b(<�]^,<�
{�Z*�� JZ;,>� ?Z� {�������#� 	^,� J,<?+,� Zd� ?^,�
;b�,�<,,=>�?Z�j,�:b+),+�?^b<�(<�?^,�,>?bj:(>^-
(<)� >^Z?� � ?Z� bJJZ;;Z=b?,� {�������� b<=� ?Z�
J+,b?,�b�:b+),�,<Z*)^�>abJ,�?^b?�](::�j,�[(>*-

b::@�a:,b>(<)�Z<�Jb;,+b#

>�	^,�;b�,�^b>�?Z�Za,<�*a�(<�Z+=,+�?Z�,`aZ>,�
?^,�
<J,�:,+�>�^Z*>,#

>� 	^,� ,=),� {]b::>�� Zd� ?^,� ;b�,� <,,=,=� ?Z�
JZ;,�Z�� (<� Z+=,+� ?Z� j,�b=ba?,=� dZ+� ?^,� Tol-
letjie Brei "*(:=(<)#

	Z�bJJZ;;Z=b?,�?^,>,�+,�*(+,;,<?>��?^,�;b�,�
]b>�=,>()<,=�(<�ab+?>�Z<�Jb>?Z+>�?^b?�JZ*:=�J:(a�
?Z),?^,+� b<=� j,� ;Z[,=� b<=� +Z?b?,=� dZ+� ?^,�
>J,<,>�b>�<,,=,=#

	^,� ;b?,+(b:>� =,J(=,=� Z<� ],+,� jb;jZZ� d+Z;�
a:b<?b\Z<>�<,b+��,:>a+*(?�(<��a*;b:b<)b��"(Z-
;b>>��Z+aZ+b\Z<��������b>�?^,�{%+b>>���j,Jb*>,�
jb;jZZ� (>� >*>?b(<bj:,� b<=� :()^?],()^?� �b<� (;-
aZ+?b<?�+,�*(+,;,<?�(d�)+(a>�<,,=�?Z�;Z[,�ab+?>�
b+Z*<=�#��Z+�?^,�jb>,�;b+(<,�a:@]ZZ=�]b>�J^Z-
>,<��j,Jb*>,� (?� (>�]b?,+a+ZZd�b<=�,[,<� ?^Z*)^�
?^,� ;b�,� (>� b� ?,;aZ+b+@� >?+*J?*+,�� (?� ](::� j,�
*>,=�Z*?=ZZ+>�b<=� (>�,`aZ>,=�?Z� ?^,�,:,;,<?>�
dZ+�?^b?�a,+(Z=�Zd�\;,#

�Z+,� =,?b(:>� +,)b+=(<)� ?^,� ;b?,+(b:>� Jb<� j,�
dZ*<=�(<�?^,�>,J\Z<�Z<��;b?,+(b:>#
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parts that are used 
more than once

> > >

=@>?Za(b�h =@>?Za(b�h ^,?,+Z?Za(b�h

scene no 6��>,�*,<J,�3 scene no 7��>,�*,<J,�4 scene no 24��>,�*,<J,�6

frontal shot 
](?^� b==,=�
a,+>a,J\[,

frontal shot 
](?^� b==,=�
a,+>a,J\[,

:Z]�b<):,�
shot of maze 

opening up

ab+?>�?^b?�<,,=�?Z�j,�
+Z?b?,=�Z+�;Z[,=

ab+?>�*>,=�Z<:@�Z<J,���,=),�ab+?�
jb;jZZ� (>� *>,=� dZ+� Tolletjie Brei 
j*(:=(<)
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‘The clouds were still clean’

For the utopic and heterotopic clouds, the idea 
was to suspend a tensile structure between the 
ABSA building and the old fountain column. Af-
ter discussions with a structural engineer, Carl 
von Geyso, it was clear that this would not be 
possible, because the loads would interfere with 
?^b?�Zd�?^,�
"�
�j*(:=(<)#�	^,�b:?,+<b\[,�]b>�?Z�
b==�[,+\Jb:�>*aaZ+?>��j*?�?^(>�]Z*:=�<,,=�?Z�j,�
+,;Z[,=�(<�aZ>?�a+Z=*J\Z<#�	Z),?^,+�](?^�[Z<�
Geyso it was deemed best if these elements are 
b==,=� (<� ](?^� [(>*b:� ,�,J?>#� 	^(>� ](::� j,� =Z<,�
with a technique called  rotoscoping. (For more 
(<dZ+;b\Z<�>,,�?^,�?,J^<(Jb:�J^ba?,+#�
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‘Unless’

|^,<� ?^,� �Z+b`� :,b[,>� b�,+� ?^,� :b>?� 	+*�*:b�
Tree is sawn down, all that he leaves behind is a 
small pile of rock with the word ‘Unless’.


::�?^b?�(>�:,��Zd�?^,��?+(�=Z;���*b+,��Z<*;,<?�
is the old fountain column with a heap of rocks.

The lights from the ‘Unless’ scene (Scene story-
jZb+=�<Z#�¤��(>�b::�?^b?�](::�+,;b(<�Z<�?^,�:ZJb\Z<�
b�,+�?^,�a+Z=*J\Z<��<(>^,>#
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Level 1 Level 4

balcony

balcony

balcony

rest rooms

entrance :(��*a�?Z�:,[,:�0

\J�,?�J^,J��aZ(<?

new door for 
access to rest 

rooms
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Behind the ScencesBehind the Scences

It is possible to have members from the pub-
:(J� ]b?J^� ]^(:,� �:;(<)� ?b�,>� a:bJ,�� b>� ?^,� a+Z-
=*J\Z<� dZ+� The Lorax (>� �:;,=� {�
��� �](?^Z*?�
>Z*<=��b<=�>Z*<=�(>�b==,=�=*+(<)�aZ>?�a+Z=*J-
\Z<#�	^(>�](::�?b�,�a:bJ,�d+Z;�?^,��?b?,�	^,b?+,�
balconies on Level 1 and Level 4. The northern 
balconies on Level 1 and 4 will be used during 
�:;(<)�Zd�>J,<,>�dZ+�=@>?Za(b�b<=��?^,�],>?,+<�
balcony on Level 4 will be used when heteroto-
a(b� >J,<,>� b+,� �:;,=�� b>� (<=(Jb?,=� Z<� ?^,� =(b-
)+b;�?Z�?^,�:,�#

Access for the northern balconies will occur in 
the usual way, as these are open to the public. 
For the western balcony the entrance to the 
�?b?,�	^,b?+,�Z¥J,>�](::�j,�*>,=#�	^,+,�(>�b�>,-
J*+(?@� J^,J�� aZ(<?� ]^,+,� \J�,?>� b<=� ,<?+b<J,�
can be monitored. Viewers will be taken up 
with the elevator to Level 4. To use the public 

restrooms a door needs to be added as shown 
on the diagram. Access will then also be possible 
?Z�?^,�+,d+,>^;,<?�dbJ(:(\,>#

�Z+�?^,�>,b\<)�(?�(>�>*)),>?,=�?^b?�?^,�Z:=�
a,+b�
Theatre chairs, currently stored in the workshop 
b+,b�j,�JZ[,+,=�](?^�:,��Z[,+�a(,J,>�Zd�JZ>?*;,��
=,JZ+�dbj+(J�b<=�a:b>\J�:b@,+�dZ+�]b?,+a+ZZ�<)#�
	^,�>,b\<)�b+b<),;,<?�Jb<�j,�(<dZ+;b:��b>�?^,�
�:;(<)�a+ZJ,>>�(>� :,<)^?@�b<=�a,Za:,�](::�<,,=�
to move around as they desire.

�()*+,-�#0�- ����
��& the western balcony

�()*+,-�#0!- ������'��& the norhern balcony

�()*+,-�#00- (�'��& scrap fabric covered chair by Bok-
�b�dZ+�	^,�¦*(+(JZ��Z;ab<@���,�,,<������
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