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Welcome to Imagineering in a Box! 

Imagineering in a Box is designed to pull back the curtain to show you how artists, 

designers and engineers work together to create theme parks. Go behind the scenes with 

Disney Imagineers and complete project-based exercises to design a theme park of your 

very own. 

Lesson 1: Build your own world 

This lesson addresses the question: where do you want to go? It introduces the idea of 

experiential storytelling and the difference between an amusement park and a theme park. 

We’ll explore how storytelling and theme impact every decision made in the design of a 

land and how they engage all senses. 

You'll walk out of this lesson with a theme and high concept for a land of your own design 

along with a mood board and map that conveys the land. 

Material requirements: All activities can be done with physical materials found at home. 

Time requirement: 2 hours minimum 

Lesson 2: Build your own attractions 

This lesson addresses the question: what do you want to do in your themed land? It 

introduces students to the range of possible attractions within a themed land with a focus 

on dark rides. It exposes the importance of theme and storytelling in attractions in general. 

Following the creative development process at Walt Disney Imagineering, students 

envision and design their own dark ride. This includes both the artistic (beat sheets, 

models) and engineering (throughput, footprint) aspects of ride design. 

You'll walk out of this lesson with a beat sheet (bullet point summary), a digital layout and 

a physical model of your attraction. 

Material requirements: Includes activities that are computer based and activities that 

require the use of physical materials found at home. 
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Time requirement: 2 hours minimum 

Lesson 3: Build your own character 

This lesson addresses the question: who do you want to meet in your land or attraction? 

(Who lives there?) The lesson introduces a variety of ways that Walt Disney Imagineering 

brings characters to life and explores the process of character development through 

character sheets, performance, costume design, armatures, actuation and control (with a 

focus on animatronics). 

You'll walk out of this lesson with a character sheet, a costume, a simple physical armature 

design and a digital actuated armature. 

Material requirements: Includes activities that are computer based and activities that 

require the use of physical materials found at home. 

Time requirement: 2 hours minimum 

List of Materials: 

We made sure these lessons are easy to do with typical materials found at home: 

 Paper 

 Pencils, pens, colored pencils, crayons, markers ( all you need is a pencil, but any of the 

rest of these materials would be fun to have) 

 A notebook (but just plain paper is fine too) 

 Collage materials (magazines, printed materials from the internet, etc.) 

 Scissors 

 Tape 

 Cardboard and/or styrofoam (but if you don’t have these paper will work) 

 Lego, tongue depressors (or cardboard paper) & pins 

However, keep in mind you can get as fancy as you'd like, such as using robot kits or 

minecraft, if you have access to it. 
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Source:  https://youtu.be/7pEAugvOmPgusic] 

Welcome to Imagineering In a Box 
 

Transcript 

[Music] 

To all who come to this happy place, 

Welcome. 

Disneyland is your land. 

Walt Disney said Disneyland would never be complete as long as there's imagination left 
in the world. 

And when you think about Disney Parks and all the attractions and characters there, 

someone has to design and build it all. 

And that takes a ton of artists and engineers working closely together. 

We call these people Imagineers. 

I'm Dawson Dill and I'm an Imagineer in our Research and Development Studio. 

And I'm Margaret Kerrison, I'm an Imagineer at the Story Development Studio. 

In Disney's Imagineering in a Box, we're gonna go behind the scenes with the artists and 
engineers and see how they design and build the worlds, attractions, and characters 
forDisney Parks. 

[Music] 

Disneyland is an example of the first theme park.The theme park is all about stepping 
inside a story. You are living a story rather than just watching. 

Where people can realize the stories, and the games, and the movies that they've only 

seen on the screen. 

Everything that you see, hear, smell, touch, and taste comes together to completely 
immerse you in an all-new place. 

Imagineering is all about taking the imaginary and making it real. 

Imagineers take imagination and engineering to design and create our parks. 

Imagineering is a collection of diverse disciplines coming together. 

Civil engineering. 

Mechanical engineering. 

Costume designers. 

Digital sculptors. 

Ride mechanics. 

Improvisational comedians. 

https://youtu.be/7pEAugvOmPgusic
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Dimensional designers. 

Sculptors. 

Special-effects. 

Painters. 

We have color specialists. 

I'm gonna keep going. 

Architects. 

Creative directors. 

Mathematicians. 

Robotics. 

Carpenters. 

Songwriters. 

There's a team here that designs the scents that go into our parks. 

We have people that do nothing but sculpt the rocks. 

 

I think about taking it my daughter to the park and saying, "Look, mommy got to do that 

rock, right there." so I think that's pretty cool. 

In junior high, I tended towards the areas of mathematics and physics, but I had this 

this creative love and passion for Disney. So I actually typed in to Google "math plus 
Disney" and Imagineering is what showed up so I said, "That's what I'm gonna do." 

I am a mechanical engineer however since I've been a little girl. I've always been an artist 
at heart. And so I really enjoyed having like sort of a creative outlet but still get to be 
technical. 

I think the most surprising thing about Imagineering is that this is a real job and it can feel 
like a real job. The magic comes with the work. 

There's a lot of planning, a lot of development, and a lot of trial and error before we 
actually get it to a final product. I'm still surprised at the level of detail. 

Everything is given so much thought to make the best possible experience that we can for 
our guests. Having the ability to go and experience those tiny, tiny, little details is unique to 
Disneyland. 

It makes me feel really proud to be on a team of people who put their blood, sweat, and 

tears into something like that. And people who have really thought about everything 
thought about how a guest will feel in this space, thought about how a guest will remember 
this space. I got chills, I get chills thinking about that. 

It's cool. 

With Disney's Imagineering in a Box you'll learn all about the Imagineering process from 

the spark of an idea to the building of a magical place. 

And you'll get to Imagineer a theme park experience of your very own. 

[Music] 
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Source: https://youtu.be/VcXlEH5sTVI 

 

Imagineering In a Box | Creating Worlds | Lesson 1.0 - 
Introduction 
 

Transcript 

[Music] 

Hey Dawson! 

Want coffee? 

Okay! 

I love Tomorrowland. The theme of the place is so cool, you know, I grew up 

wanting to be an astronaut and explore the stars and really have that 

aspirational future. And so to have a whole place where everything from the 

pizza to the roller coasters just feels like that, it's just a place I want to be thematically. 

I really love going to Pandora: the World of Avatar. The theme. The deeper 

meaning of the place is the intrinsic value of nature, but it's an exotic nature. 

You're completely taken out of the world and going to a place that is unique and incredible. 

A good theme gives you a really strong sense of place 

What's your first impression when you enter a land and how does it make you feel? 

Yeah, Cars Land is actually a great example of building a world. 

It's got story, theme and it engages all of your senses. 

I'm gonna go eat at Flo's V8 Café. I'm gonna go meet Lightning McQueen as he rolls down 
the street. 

Maybe even go race at Radiator Springs. 

In this lesson, you'll learn all about how 

building a believable world involves theme, story, layout, materials, and about a 

hundred million other things. 

And you'll even get to create your own land. 

What about fashion land? 

How about desert land? 

Okay! 

 

 

 

 

https://youtu.be/VcXlEH5sTVI
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Source: https://youtu.be/nyZEPjJ-_Jk 

Thinking about the story of a land 

Hi I'm Josh Goren and I work in creative development here at Walt Disney Imagineering. 

That means I help teams of Imagineers through the process of 

creating new ideas and technologies for our parks. I'll be your host for this 

first lesson which is about how we design themed lands for Disneyland and 

our other theme parks around the world. 

Along the way I'll be joined by Imagineers that specialize in various aspects of the process. 

Each land is an area within a theme park that allows you, the guest, to be transported to a 
new and exotic place. 

In this lesson, we've created a series of exercises that will guide you through the design 
process for a land of your own.  

Allowing you to answer the question, "If you could go anywhere where would you go?". 

We'll also give you a behind-the-scenes look at a number of different lands with a focus 

on these three: Cars Land in Disney's California Adventure Park based on the 

Cars movies from Pixar, Pandora: The World of Avatar in Disney's Animal Kingdom 

located in Florida and based on the movie Avatar, and Treasure Cove in 

Shanghai Disneyland located in Shanghai, China and based on the Pirates of the 
Caribbean attraction. 

Each of these lands tells a particular story and is based on an underlying theme. 

The focus of this video is the role of story. 

Every time we start a new project we always ask ourselves, "What is the story?" 

Treasure Cove is a hypothetical island we created, set in the Caribbean, and our 

story is it started as an obscure Spanish settlement which was later taken 

over by the British and then turned into a happy pirate haven when Captain Jack 

Sparrow and his crew arrived and the time is set around 1730. 

In Cars Land each person is an honorary car and they're in Cars Land on race day. 

https://youtu.be/nyZEPjJ-_Jk
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And Mater's having a junkyard Jamboree as kind of a festival to celebrate race day and the 
big event is happening at Radiator Springs racers. 

In the story of Pandora you are walking into a national park on an exotic alien planet. 

And this is a story about the value of nature, it's about respect for an environment, 

it's about respect for indigenous people and their values and this is the world 

that you enter, where we are invited to come and visit the Navi who are the 

indigenous people and to learn from them how to be better stewards of our own planet. 

So this is the idea of the land. 

Theme park storytelling is different than what you might be familiar with from movies, TV or  

theater. Those differences are important, so let's hear more. 

The first is that our story is multi-sensory. 

Everything is happening to you what you smell, what you see, what you 

hear, how you feel, the temperature, the time of day, how you personally choose to 

move through space. So we're telling our story using every possible sense that a human 
being would present. 

You have to think about complete immersion all the 

way around a human being, so we have a whole group of people that work to 

design music and sound that feels natural and believable to the place that you're in. 

The smells of the place are important, and some of that comes from the food 

being cooked, and what you touch is very important. In a theme park, you touch the 

sets, you touch the ground, and so all those things have to feel authentic and true. 

And if it's not supposed to be plastic it shouldn't feel like plastic. 

Secondarily, our story is not necessarily told in a line. 

If you're watching a film or a TV show there is a very, there is a director 

who's giving you a point of view. They're saying, "Look here, now you're gonna look 

here, and now you're gonna look here," right when you cut scenes. 

In environmental storytelling, the guest that walks into the park is the director. 

They're looking and their point of view is the directors point of view, right. 
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So when you walk into one of our lands let's take Cars Land for example, when 

you walk into Cars Land and you see the Radiator Springs sign some people might 

look at that first or they might just completely bypass that and walk straight into Mater's 

Junkyard Jamboree. And the way that a guest would walk into a land and decide where  

they want to take their story first, that is environmental storytelling. They get 

 to choose. 

And this is one of the reasons why the story has to come at you through all these different  

senses. Because I don't really know how it's gonna start or how it's going to end. You are 

 moving freely through this space experiencing the story all at once, at every moment. 

The third difference is that an environmental storytelling, the guest has a role in the story. 

In an experiential story the guest, each person experiencing the story, is really the center  

of that story. 

We want all of our guests to feel like they belong in the story, that they are characters that  

they can play, if they choose to do so, in our lands. 

So when you invite someone into a land they're not just observers they're there to play a  

part and so when you design the land you have to make sure to include the guests in that  

story and give them an opportunity to engage in it. 

So in summary, Imagineers are environmental storytellers and this kind of storytelling has  

three main differences from other forms of storytelling: its storytelling with all 

the senses, the story unfolds in an unpredictable way as the guest travels 

through the land, and finally the guest often has a role in the story. In the following  

exercise, we ask you to think about a story that you love and to use that story to inspire a  

land of your very own design. 
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Source: Kahn Academy: 
Imagineering in a Box 
 

Exercise 1: Your own land 

Tips for this lesson 

We suggest you use a notebook to hold your work throughout the activities 

in this lesson and write your answers in the form that feels most natural to 

you, whether using words, visuals or both. 

Let’s begin! 

 

Imagine you are asked to design and build a land of your own. You could 

create a place you’ve dreamed of visiting (like a distant planet), a fictional 

place you imagined (like a cartoon land) or a story you want to bring to life 

(could be from your favorite movie or book). 

Question 1: What kind of land will you create? 

 You can come up with many ideas and pick your favorite later. 

 What is the name of the land? 

Question 2: What is a story that takes place in this world? 

 What do you imagine happening in this world? 

 How do you want this world to make people feel? 
 

 


