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Introduction to the Exhibition 

The Lost World of Dragons explores the histories of these legendary beasts and the 

cultures that celebrate them. This unique exhibition features life-size animatronic 

dragons with realistic movements and sound, as well as interactive displays that take 

guests through the stories of dragons throughout history.  Stage Nine’s expert 

consultant, Adrienne Mayor, was instrumental in developing the educational content for 

this exhibition. She is a research scholar, Classics Department, and History and 

Philosophy of Science and Technology Program at Stanford University.  A well-

respected author in her field, her work has been translated into Greek, Russian, and 

Japanese, among other languages. 

The Lost World of Dragons Educator’s Guide has been developed as a resource for 

educators to use before and after their visit, as well as to enhance the visit itself. It 

provides an introduction to the content of the exhibit and provides information on how to 

incorporate inquiry-based instruction within and across curricula. 

The Guide is divided into several sections, as follows: 

 The Exhibition Themes & Orientation section includes a brief overview of each

display and interactive exhibit within The Lost Worlds of Dragons

 The Curriculum Connections section outlines how the exhibition correlates to the

Next Generation Science Standards.

 The remaining sections include activities that can be used to prepare for a visit

and/or continue the themes of the exhibition post-visit.  These sections also

include prompts and activities to engage students at a deeper level during their

visit.
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What to Expect 

This exhibition is educational and informative while also being uniquely lively and 

immersive.  During your visit, your students will: 

 Learn about dragon mythology and its origins around the globe.

 Discover the connection between dragon myths and legends and scientific

inquiry, literature, and the arts.

 Explore ideas and concepts through a variety of interactive displays and exhibits.

 Be able to invent their own dragon stories by creating unique, stop-motion

animated videos.

When you leave the exhibition, your students will understand how: 

 Dragon myths and legends were created and how they were communicated

across cultures.

 The study of folklore and paleontology intersect.

 Dragon mythology has persisted through art, architecture, and literature.

General Safety & Guidelines 

 Students should be supervised at all times

 Some areas have higher than normal sound levels

 No food or beverage allowed inside the exhibition

 Photography and video recording is allowed and encouraged as there are

several photo opportunities.
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Exhibition Components 

As you move through the exhibition you will find displays, photo opportunities, and 

interactive stations, among them: 

• Alchemist’s Laboratory

• Dragon Forge

• Fafnir’s Den

• Quetzalcoatl and Native American Dragon Myths

• Two Stop-motion Video Storytelling Stations

• Animatronic Dragons in Themed Environments

• Sixteen Interactive Videos in Two Stations

• Dragon Flight Virtual Reality Experience

The following overview of the exhibition will help you plan your visit. 

Dragons Around the Globe 

Guests will learn about dragons as depicted around the globe, with displays featuring 

the Quetzalcoatl, Thunder Birds and Water Monsters from Native American legends, 

and Lindwurms, among others. 

Dragon Tales and Legends 

Visitors will learn about dragon tales and legends from different cultures and time 

periods, including dragon mythology in modern literature and entertainment as well as 

examples of women in mythology whose stories involve dragons.  
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Guests can view a medieval forge where they can use bellows to encourage dragon 

eggs to hatch, listen to several audio recordings, and touch a large replica of a dinosaur 

footprint to see why they were perceived as dragon footprints. 

Visitors will see a recreation of a medieval alchemist’s laboratory and learn how fossils 

and large animal bones helped shape the legends of griffins along Asia’s ancient Silk 

Route. 

Dragon Myths and Art 

Guests will learn about art from around the globe that features dragon imagery, 

including examples from Korea, China, Japan, and Northern Europe. 

Displays in The Lost World of Dragons 

Displays have been designed to interest, engage, and challenge guests while providing 

thorough content.  Displays include: 

• Entry Cabinet:   Provides an overview of the “lost worlds” through an animated 

video projection.  Eight sections display different types of dragons and their 

origins.

• Castle Tower – Alchemist’s Laboratory:  This replication of a medieval room 

where an alchemist might have explored the mysteries of his day includes a 

replica Dracorex Hogwartsia skull, a taxidermied crocodile, and a “philosopher’s 

stone.”  Interactive lighting and narration tell the story, while graphics and text 

reveal possible sources of the griffin and dragon myths.

• Castle Tower – The Forge: This fun, fantasy interactive provides guests an 

opportunity to operate a bellows to “heat up” a dragon egg in order to make it 

hatch.  The informative content includes replicas of a three-foot high fossilized 

stone dinosaur footprint, a clutch of dinosaur eggs, and ostrich eggs.
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• Mesoamerican Temple:  Visitors will learn about the rise of Quetzalcoatl as a 

deity in what is now Mexico and how that belief shaped the architecture, art, and 

statuary of the Mayans, Aztecs, and other civilizations of the region.  Guests will 

also learn about the surprising origins of a Native American myth that was based 

on fossil remains. A large, physical representation of the head of the feathered 

serpent is part of a visitor-controlled interactive visual and audio experience.

• Fafnir’s Lair:  J.R.R. Tolkien’s Smaug was based on Beowulf, which itself was 

based on earlier stories.  This display features a 12-foot dragon guarding its 

hoard of gold and treasure as depicted in lore. Through graphics, text, and audio, 

guests will learn about the story of Beowulf and how dragon mythology was an 

integral facet of Norse culture.

Animatronic Creatures in Themed Environments 

The Lost World of Dragons features a variety of animatronic creatures in themed 

environments, including: 

• The Red Dragon:  Why does the Welsh flag prominently (and proudly) feature a 

red dragon?  Graphics and text tell the story while guests enjoy the movement 

and sound of a large, imaginatively detailed dragon.

• The White Dragon: A companion display tells the story of young Merlin, his 

central position in the myth of the battle of the two dragons, and what it foretold 

about the future of the Britons and Saxons.

• The Green Dragon: Guests learn about the surprising origins of St. George and 

the story’s long journey from what is now Turkey to North Africa and Europe.

• The Asian Lung: This large, colorful dragon is more than a photo opportunity. 

Accompanying graphics and information highlight the differences between the 

Lung and its European counterparts.
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• The Wyvern: Standing tall on its two (and only) legs, the Wyvern is unique in 

dragon mythology but is commonly used in heraldry and emblems, from the 

United States to the United Kingdom.

Interactive Displays 

Interactive displays encourage guests to engage in active learning and include:  

 RFID (Radio Frequency Identification) Station:  Learn the story of Adrienne

Mayor and her journey to piece together bits of history to create a dragon

narrative from various cultures.  Guests will learn how an unusual fossil was

central to supporting a local Austrian dragon legend and how Adrienne’s “Indiana

Jones” journey put the pieces together. Using special 4”x8” tokens, guests can

activate videos on the following:

 Sea Serpents: What were the possible origins of these tales?

 Hydras: The story of Hercules and the Hydra Monster of Lerna

 Quetzalcoatl: Its origins and importance to Mesoamerican culture

 Welsh, Red, and White Dragons: Merlin’s connection to the legend

and what it prophesized

 European Green Dragons: Stories that center around these

mythical creatures

 Wyverns: What are the differences and similarities between these

creatures and other dragons?

 Lindwurms: Their habitats and characteristics

 Asian Lung:  What do these dragons represent in Chinese and East

Asian culture and what weather phenomena are they associated

with?

 Stop-Motion Video Storytelling Stations: These two highly interactive displays

allow guests to incrementally move dragon toys and other provided props to

create their own animated shorts, one frame at a time.  The simplicity of the
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recording and playback buttons gives them control and encourages creativity.  

Graphics and text explore the storytelling experience throughout history. 

• Shadow Storyteller Theater: Guests used themed shadow puppets to invent 

shows and stories from their imaginations.  A set of two-dimensional set pieces 

and creatures and a lighted screen provide an opportunity for guests to delight 

and surprise themselves and their audience.  Themed pieces include: a Viking 

long ship and sea serpent; a Mayan temple and Quetzalcoatl; an Asian temple 

and Chinese Lung; and a castle and two dragons.

• Draw A Dragon: Guests are guided, one line at a time, to trace over images of 

their choice onto a sheet of paper, encouraging their self-confidence in creating 

images and committing them to physical media. This engaging display also 

includes examples of dragon mythology’s impact on art, statuary, and battle gear.

• Dragon Magnetic Puzzle (geographic locations of dragon myths)

• Dragon Mix-and-Match Puzzle

• Fossil Dig
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Curriculum Connections 

The content developed for The Lost World of Dragons supports student understanding 

of key ideas developed within the Next Generation Science Standards.  The goals of 

these activities include students: 1) recognizing themselves as researchers and 

innovators; 2) developing critical thinking and problem-solving skills; and 3) exploring 

new concepts through discovery. 

Next Generation Science Standards 

Dimension 1: Practices 

 Asking questions (for science) and defining problems (for engineering)

 Developing and using models

 Planning and carrying out investigations

 Analyzing and interpreting data

 Using mathematics and computational thinking

 Constructing explanations (for science) and designing

solutions (for engineering)

 Engaging in argument from evidence

 Obtaining, evaluating and communicating information

Dimension 2: Crosscutting Concepts 

 Patterns

 Cause and Effect

 Scale, Proportion, and Quantity

 Systems and System Models

 Structure and Function

 Stability and Change

  Online Resource

Next Generation Science Standards 
http://www.nextgenscience.org 

Nevada Academic Content 
Standards for Science 
http://www.doe.nv.gov/Standards_I
nstructional_Support/Nevada_Acad
emic_Standards/Science/ 
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Dimension 3: Disciplinary Core Ideas 

 Domain 1: Physical Sciences

o Structure and Properties of Matter

 Domain 2: Life Sciences

o Structure and Function

o Interdependent Relationships in Ecosystems

o Social Interactions and Group Behavior

o Inheritance and Variation of Traits

o Evidence of Common Ancestry and Diversity

o Natural Selection

o Adaptation

 Domain 3: Earth and Space Sciences

o The History of Planet Earth

 Domain 4: Engineering, Technology and Applications of Science

o Links Among Engineering, Technology, Science, and Society

International Standards for Technology in Education (ISTE) Standards for 

Students 

1. Empowered Learner:  Students leverage technology to take an active role in

choosing, achieving, and demonstrating competency in their learning goals,

informed by the learning sciences.

a. Set personal learning goals, leverage

technology to achieve them, and reflect on the

learning process

  Online Resource 

International Standards for 
Technology in Education (ISTE) 
http://www.iste.org/standards/ISTE-
standards/standards-for-students 
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3. Knowledge Constructor: Students critically curate a variety of resources using digital 

tools to construct knowledge, produce creative artifacts and make meaningful 

learning experiences.

a. Plan and employ effective research strategies to locate information and 

other resources

b. Evaluate the accuracy, perspective, credibility, and relevance of 

information.

c. Curate information from digital resources using a variety of tools and 

methods to create collections of artifacts that demonstrate meaningful 

connections or conclusions.

d. Build knowledge by actively exploring real-world issues and problems, 

developing ideas and theories, and pursuing answers and solutions.

4. Innovative Designer: Students use a variety of technologies within a design process 

to identify and solve problems by creating new, useful, or imaginative solutions.

a. Use a deliberate design process for generating ideas, testing theories, 

creating innovative artifacts, or solving authentic problems.

5. Computational Thinker: Students develop and employ strategies for understanding 

and solving problems in ways that leverage the power of technological methods to 

develop and test solutions.

a. Formulate problem definitions suited for technology-assisted methods such 

as data analysis, abstract models, and algorithmic thinking in exploring and 

finding solutions.

b. Collect data or identify relevant data sets, use digital tools to analyze them, 

and represent data in various ways to facilitation problem-solving and 

decision-making.
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c. Students break problems into component parts, extract key information,

and develop descriptive models to understand complex systems or

facilitation problem-solving.

6. Creative Communicator: Students communicate clearly and express themselves

creatively for a variety of purposes using the platforms, tools, styles, formats, and

digital media appropriate to their goals.

7. Global Collaborator: Students use digital tools to broaden their perspectives and

enrich their learning by collaborating with others and working effectively in teams

locally and globally.
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Preparing for the Exhibition 

What can we learn from dragon mythology? 

Dragons have long held a place in mythology, and increasingly in modern 

entertainment and book series. In addition to being compelling creatures, the stories 

surrounding the genesis and spread of dragon mythology touch a plethora of subjects, 

including paleontology, literature and the arts, economics and trade, geology, 

anthropology, and architecture. 

For Adrienne Mayor, it started with a question about the link between ancient myths and 

fossil records.  A historian of ancient science and a classical folklorist, Mayor now 

specializes in ancient history and the study of “folk science” – how pre-scientific cultures 

interpreted data about the natural world, and how these interpretations formed the basis 

of many ancient myths, folklore, and popular beliefs. She pioneered the science of 

making the connection between folklore, myths and fossils. 

In addition to learning about Adrienne Mayor and the fascinating course to her 

discoveries, The Lost World of Dragons will shed light on a variety of questions, 

including: 

 How cultures in vastly different regions of the world share dragon mythologies

 How dragons were conceptualized….What animals were the inspiration; What 

geologic or environmental factors might have played into the myths about the 

dragon and its features? 

• How dragon mythology has persisted through time. Poems, songs, and stories 

all help sustain a mythology. But architecture that survives long enough also 

serves as a record and can tell us something about the events, traditions, and 

beliefs of that time period.



Preparing for the Exhibition 

13 

The Lost World of Dragons Vocabulary 

Anthropology (anTHrə’päləjē/) 

The study of human societies and cultures and their development; the study of humans 

and human behavior and societies in the past and present 

Cultural anthropology: the comparative study of the ways in which people make sense 

of the world around them; more related to philosophy, literature and the arts (how one’s 

culture affects the experience for self and group, contributing to a more complete 

understanding of the people’s knowledge, customs, and institutions.) 

Anthropomorphism (anTHrəpə’môrfizəm) 

The attribution of human traits, emotions, or intentions to non-human entities.  It is 

considered to be an innate tendency of human psychology 

Archaeology (ärkē’äləjē) 

The study of human history and prehistory through the excavation of sites and the 

analysis of artifacts and other physical remains; the study of human activity through the 

recovery and analysis of material culture.  The archaeological record consists of 

artifacts, architecture, biofacts or ecofacts, and cultural landscapes. 

Folklore (’fōklôr) 

The traditional beliefs, customs, and stories of a community, passed through the 

generations by word of mouth; a body of popular myth and beliefs relating to a particular 

place, activity, or group of people. 

Genres of folklore: 

 Material culture: folk art, vernacular architecture, textiles
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 Music: traditional, folk, and world music

 Narrative: legends, fairy tales, folk tales, personal experience narratives

Myth (miTH) 

A traditional story, especially on concerning the early history of a people or explaining 

some natural or social phenomenon, and typically involving supernatural beings or 

events 

Mythology (mə ‘THäləjē) 

A collection of myths, especially one belonging to a particular religious or cultural 

tradition 

Comparative mythology: the comparison of myths from different cultures in an attempt 

to identify shared themes and characteristics.  Comparative mythology has served a 

variety of academic purposes, including using the relationships between different myths 

to trace the development of religions and cultures, to propose common origins for myths 

from different cultures, and to support various psychological theories.  Comparative 

mythologists come from various fields, including anthropology, history, linguistics, and 

religious studies. 

Paleontology (pālēən’täləjē) 

The branch of science concerned with fossil animals and plants; the scientific study of 

life that existed prior to, and sometimes including, the start of the Holocene Epoch.  It 

includes the study of fossils to determine organisms’ evolution and interactions with 

each other and their environments. 
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Classroom Activities and Resources 

Dragons 

Modify as appropriate to age group and course. 

1. Have students discuss the dragon mythologies they are familiar with and generate a

list of traits.  (Can be enhanced using a mind-mapping tool.)

2. Ask students to create/draw a dragon.  What features would it have? What kind of

climate and geography would it live in?  How would it defend itself?  What would it

eat and how would it find food?

Dragon Mythology 

Look up two or more of the myths and/or legends below. What are the main 

characteristics?  What phenomena were these stories explaining?  What are some 

of their similarities and differences?    

• Quetzalcoatl: Sacred Feathered Serpent of the Mesoamericans

• Thunder Birds and Water Monsters: Legends of the Native American Plains 

Indians

• Nordic Mythology and Dragon Hoards

• European Green Dragons

• The Greek Legend of Heracles (Hercules) and the Hydra Monster of Lerna

• Women in Mythology: Saint Margaret of Antioch

• Women in Mythology: The Witch Medea

• Women in Mythology: The Greek Goddess Athena

• Dragon Symbolism: The Dacian Draco

• The Legend of Saint George
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 The Red Dragon of Wales

 The Wyvern

 Lindwurms

 Asian Lungs

 Griffin Mythology

 Sea Serpents

Activity Resource 

Myths Writing Workshop 

This Scholastic workshop includes instruction on creating a myth, writing strategies, and 

writing a myth of your own. 

Scientific Inquiry 

Scientific inquiry refers to the varied ways in which scientists study the natural world 

and propose explanations based on the evidence derived from their work. The five 

features of scientific inquiry include: 

 Engage in scientifically oriented questions

 Give priority to evidence in responding to questions

 Formulate explanations from evidence

 Connects explanations to scientific knowledge

 Communicate and justify explanations

1. Have students discuss how scientific inquiry might have changed over time based

on available knowledge and technologies.

2. Ask students to think about the ways myths and legends may have been used to

describe phenomena that scientific study was not able to at the time.
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Resources 

The Unexpected Intersection Between Art and Science 

Article detailing how the disciplines of art and science can complement each other in 

exploring questions about our world 

Art of Science 

In this video, researchers discuss the parallels between art and science and the 

surprising intersections between the two. 
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During Your Visit 

Observation Worksheet 

1. What is the name of this exhibition and what does that name tell you about the 

displays and activities here?

2. What is one of the dragons you learned about and what did you discover that you 

found interesting?  (To extend your learning, research this dragon myth to find out 

more about it.)

3. Name three characteristics of dragon mythology.

4. Think about mythology and storytelling.  What knowledge, skills, and circumstances 

contribute to myths and legends that cross cultures and time periods?

5. Pick a display in the exhibition.

a. What did you learn by looking at/interacting with the display?

6. Choose a display in the exhibition that you found particularly interesting.

a. How would you describe this display and what you learned from it to a friend?

b. Draw a picture/diagram that illustrates the information highlighted in the display.
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7. Choose a dragon you saw in the exhibition and draw it.  Describe how it may have

been influenced by fossils or other natural phenomena.

Activities Reflection 

1. Pick an exhibition activity that you participated in.

a. What was the task you were trying to complete?

b. What about it was easier than you thought it would be?  What was more

difficult?

2. Choose another activity that you participated in.

a. How would you describe the activity to a friend?

b. What skills and/or information did you use to complete the activity?

3. Choose another activity in the exhibition that you found particularly interesting.

a. What did you learn by participating in the activity?




