




















Wanderers’ red deer game

Wanderers, give your attention to the red deer. It is a
superb walker. In a single night it can cover distances up
to 30 km roaming around. Yet, there are barriers on its
way. Who can find a route that offers the animal suffi-
cient cover on a 30 km long trip without insurmountable
hindrances?

In earlier times red deer covered enormous distances with
seasonal variations. Today their trips are becoming ever
more restricted by busy roads, fences (those protecting
deer from traffic included), agriculture and human settle-
ments. The very last remaining passage between the Alps
and the Carpathians leads right through the wetland
forests of the Danube Floodplain National Park.

Cross-linking of watercourses

The map for this game can be laid over the aerial picture.
It shows how the watercourses looked before and after the
regulation of the Danube and illustrates how new cross-
linking of watercourses is being done.

This endeavour is a task of the National Park in the field
of water engineering. Side arms, which have been severed
from the main stream by its channelling, are being re-con-
nected. Thus the waters become revitalized, natural cur-
rents return and the original conditions for life are re-
established.

The game of dice

(Please, see the map of this game in the German edition.)
Who is the first finishing a tour of the Danube
Floodplain National Park? With some luck in throwing
the dice the distance is quickly covered. The youngest
player starts. When you are sent on from one station to
the next the instruction linked to that point is invalid.
Next time the dice are thrown normally.

1. Orth. The trip begins and ends at the Castle of Orth.

2. Haslau. In 1989/90 the Worldwide Fund for Nature
(WWEF) bought the so-called Regelsbrunner Au with the
help of donated money. Up to now this is one of the core
elements within the National Park. You are so happy
because this green biosphere could be preserved that you
can advance once for every green piece of clothing you
wear!

)

3. Eckartsau. This is the place that hosts the youth camps
of the National Park. Pupils get an opportunity to inten-
sively occupy themselves with the wetland forests as a
wildlife habitat. Here you learn a lot about the riverine
forests. The knowledge you gather helps you to continue -
towards Stopfenreuth!

4. Carnuntum. You look for the sight of the region, the
antique archway Heidentor, and discover it amidst mod-
ern wind turbines. The player on your left side explains to
you that meanwhile 9.000 kilowatts of electricity are being
generated by wind power in the district of Bruck/Leitha.
This covers the needs of all households in Bruck. The two
of you start an intense discussion about renewable energy
sources and pause once.

5. Stopfenreuth. Several thousand people occupied the
wetland forests of Stopfenreuth during the winter of
1984/85 to prevent the construction of the water power
plant Hainburg. The project was given up, and the region
de-clared a protected zone in 1996. Participants of 1984
now are permitted to add one point to every number on
their dice (3 become 4 etc.).

6. Bad Deutsch-Altenburg. You sadly realize that the
quarry has again become larger since you saw it last.
Another part of the Hainburg mountains is lost forever.
Looking for comfort you visit the wine cellars of the
famous Carnuntum-vineyards and forget your sorrow. You
pause two times!

7. Hainburg. From the lookout point Braunsberg you
enjoy the marvellous view across the whole region of the
National Park. Delighted you change positions with the
most advanced player.

8. Devin. Here you find the nature reserve of the hill of
Devin. A singular knoll formed of sandstone is a place of
special interest, because bones of tapirs, monkeys and
predators have been unearthed there. You examine the
spot together with the player on your right side and take
him or her to Devin.

12. Rusovce. You gather information about the LIFE-
project, which tries to turn the remnants of wetland
forests around Bratislava into a natural environment again
and to preserve it. Delighted you visit the protected area
of the large bustards, too!




13. Cunovo. Wind causes high waves in the enormous
reservoir of the Gabcikovo power plant. Your boat fills
with water. Throw the dice again: with the numbers 1 or 2
you are able to safely reach the bank and recover. If you
get 3, 4, 5 or 6 you overturn and have to leave the game.

21. Marchegg. Here you visit Europe’s largest colony of
white storks breeding on trees. This visit gives you wings
and you fly across the next five stations.

23. Castle of Hof. This place once was surrounded by
elaborately arranged baroque gardens. In the course of the
centuries they degenerated into wilderness. Now they are
being re-established in detail according to the original
model. The relaxed walk in the beautiful park lets your

energies grow - throw the dice once again!

26. Reserve of bustards (IMarchfeld). You cross a field and
involuntarily scare away a breeding large bustard. Shocked
you let your purse fall down and pause once.

37. Greifenstein power plant. This construction was built
into the area of wetland forests now destroyed. You try to
imagine what the place may have looked like in earlier
times and therefore you go to the information centre of
the National Park in the Castle of Orth. Back to the start!

42. Vienna - Starting point of the NationalparkBoot.
Here the ship leaves to take interested visitors to Lobau.
You join them and advance to station 45.

44, Prater. In this area, which was a real wetland forests’
zone long ago, you are not so interested in the beautiful
meadows, alleys and ponds. Instead, you stay in the amuse-
ment park (“Wurstelprater”). You spend all your money
there and have to borrow some in order to be able to get
home. From now on you must reduce every number of
your thrown dice by one point (1 becomes 0, 2 turns to 1 etc.)!

45. Lobau. The NationalparkBoot arrives in Lobau. Here
you visit the dry meadows, a semi-arid and rough envi-
ronment. Because you want to experience the wetland
forests in all their complexity you decide to look for a
clearly humid place and move on to the beavers!

47. Untere (lower) Lobau. The noise of the planes taking
off and touching down spoils your stay outside. You decide
to go to Marchegg, where you can enjoy the storks soaring
and landing instead. Their rattling sounds like music to you!

49. Fischamend. The eastern highway blocks an ancient
passage of the red deer. Therefore they are no longer able
to cross over between the Alps and the Carpathians.
Upon your arrival in Fischamend you must wait until
bridges covered with natural vegetation are built and allow
you to cross the highway. You may only continue after two
of your colleagues have got a 6 each.

50. Beaver. The Danube Floodplain National Park offers
perfect conditions to the beaver, the largest rodent of the
Northern Hemisphere. Along the Danube there are lots of
territories inhabited by those animals. The beaver helps
you to finish and sends you to the final station!

Wetland Forests’ Diary

Constancy in Change

In the fourth room the diary of the wetland forests offers
you informative insight into the metamorphoses of a
landscape around the year. Since February 2001 five
photos are taken every day from a tower set up in the
forests of Orth. A selection of more than 100 of those
pictures arranged as a slide show shows how the scene
changes with the four seasons. It also demonstrates the
alterations following the cross-linking of watercourses
started in 2001. These are important measures for the
revitalization of the former side arms, which have turned
into land after they were cut off the main stream due to
the regulation.

Cross-linking of watercourses Orth/Donau

The ground-braking ceremony for the cross-linking
project of the waters near Orth was held in May 2001.
In three places the banks were opened for the Danube to
flow into several former side arms, which had been sev-
ered from the stream almost completely because of the
regulation. The path along the riverside was lowered to
1m beneath the medium water level of the Danube in
these places. Now the stream is connected to the side
arms on the surface for about 290 days per year in aver-
age. Thus their banks become eroded by and by and their
courses wander a few metres to the sides every year.




Remarkable changes

Since the cross-linking of watercourses started remarkable
changes can be realized. Accumulated sediments have
partly disappeared, pebbles have replaced mud. The two
floods of 2002 accelerated these developments. Locally
these changes show up in the composition of societies of
species. Endangered species like the kingfisher, the drag-
onfly, the red bellied toad, the Danube warty newt, the
Danube salmon or the European mud minnow are gain-
ing new habitats thanks to the measures. Visitors can
hardly reach large parts of these areas, where endangered
species of birds breed. These places are supposed to
remain protected against further human influence and to
develop naturally. The softwood forests will expand fur-
ther, willows and poplars will conquer the new soil.
Additional gravel banks will help birds breeding there like
the severely endangered sandpipers and the little ringed
plovers.

The Camera on its Tower

In order to document the effects of the cross-linking of
watercourses on the side arms and the surrounding land-
scape of the wetland forests a tower carrying a camera was
erected in February 2001 on the northern riverside near
Orth. The tower shelters a miniature reflex camera with a
24 mm wide-angle lens. Every day it automatically takes
five pictures of the same scene. Powered by solar energy
and batteries it works independently. Only members of
the National Park’s staff come regularly for servicing
purposes and to change the cartridges. After four years
of operation the camera tower is regarded as a unique
project.

The idea

One of the aims of the cross-linking is to re-establish nat-
ural conditions in these parts of the Danube’s riverine
forests. Thanks to the camera on its tower these processes
can be documented and illustrated without human inter-
ference.
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Castle of Orth - History

12th century - construction of the medieval castle

with moat

1529 - complete destruction by the Turks

from 1532 - reconstruction by Count Niklas Salm

around 1700 - construction of the so-called new castle on
the western wing

from 1784 - for 200 years the castle serves as a granary
1824 - it is included into the Habsburg family funds

from 1875 - the castle becomes a favourite residence of
Crown Prince Rudolf

from 1950 - refurbishment to shelter the museums of
local history, of beekeeping, fishing and the Danube

1983 - Lower Austria presents its provincial exhibition
“Fishing once and now” in the castle

2003 - the fishing and the Danube-museums are closed as
outposts of the Lower Austrian Provincial Museum

2005 - opening of the Castle of Orth as the information
centre of the National Park and home to events organized
by the community of Orth/Donau

The Lookout Tower

The mighty southwestern tower of the castle, which in
former times carried the clock, offers an impressive view
as far as the cities of Vienna and Hainburg from its
dormers.

Special exhibitions are being shown in the rooms of the
tower. The stork of Orth is an additional attraction:
Many years ago it built its nest on the roof of the castle
and stays there all around the year. Meanwhile a female
stork moved in as well. Every year in spring they breed
here and raise their fledglings. The storks’ family of Orth
can be closely watched with the help of a lifecam in the
upmost room of the tower.




