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*The following is s simulation RFP for the Edmagineers Classroom Participant Workout

Request for Proposals ( R.F.P. )

The owners of Walt Disney World Theme Parks are seeking proposals for a new 
“Theme Park Area and new Attraction ”. 
This “Theme Park Attraction”, must thrill riders young and old with unique design 
features that incorporate the best in safety and engineering while providing an 
unforgettable experience and story.

It's no secret that the Walt Disney World has experienced a decline in attendance and 
revenue over the past 18 months. We are in desperate need of a new high-interest  
“Theme Park Attraction” that will increase attendance and revenue for the parks.
Our goal is to attract families that will attend our new “Theme Park Attraction”  and tell 
a "NEW Backstory " about an exciting and engaging attraction, that will include an 
"Interactive Queue".

You will be working with our new division of Edmagineering, under the leadership of Dr. 
Howie.

He reports directly to us at Walt Disney Imagineering.
The future of the "Disney Theme Parks" depends on your creativity, ingenuity, and 
innovation.

We will accept proposals in five weeks. Complete proposal criteria available upon 
request — serious inquiries only. 

The Management, Walt Disney World Theme Parks 

*Bob Baxter, Tony Gurr and Marty Rohde   
---------------------------------------------------
We are not affiliated, associated, authorized, endorsed by, or in any way officially connected with The Walt 
Disney Company, Disney Enterprises, Inc., or any of its subsidiaries or its affiliates. The official Disney web 
site is available at www.disney.com.   All Disney parks, attractions, lands, shows, event names, etc. are 
registered trademarks of The Walt Disney Company.
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Edmagineers Classroom
Participant Workout

Unofficial Training Guide
 for

 "Disney EdMagineering Educators"
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FETC 2018

Cultivating Creativity in the Classroom as 
Disney "Imagineers" 

Howie DiBlasi, Ph.D.
Concept sketch-provided courtesy of  DisneyPark Blueprints

javascript:ExhibitorPops('profile.cfm?profile_name=session&master_key=08920903-A408-C6F3-F41C-F74C20121EBA&xdetail&xtemplate','session_profile');
javascript:ExhibitorPops('profile.cfm?profile_name=session&master_key=08920903-A408-C6F3-F41C-F74C20121EBA&xdetail&xtemplate','session_profile');


3

Goals/Objectives

1. Name new area/land NAME
2. Design new attraction/ride & NAME
3. What is your big WIENEE?
4. Develop the backstory
5. What type of an attraction/ride will it be?
6. How can we PLUS the attraction?
7. Sketch the FLOW of the attraction/ride
8. Design the Interactive Queue
9. Develop the story/theme
10. What role do the "Annimatronic" 

figures play in the attraction?
11. Develop the promotion ad for the new 

attraction
12. Create a 4 min presentation to sell 

your attraction/ride
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Organizing a Team
Individual Job Responsibilities - You will be assigned a grade based on work at your chosen job. 
Although this is a group project, you will receive a grade for your work only. You may also earn bonus points based on 
how well your piece fits together with the other members of the group and how well you work together in your group.

Creative Project Manager  (CPM) Disney Resource Manager (DRM)
Imagineer Researcher
Computer-Skills expert/Presentations Story Teller
Architect's / Model Builder Mind Mapper
Art Designer Engineer
PR Director/Presentation Responsibilities Audio-Music editor
Recorder-Note taker Sketch-Up/TinkerCad/ 3D Modeling

Creative Project Manager 
Responsible for ensuring that the Project Team completes 
the project. communication, including status reporting, risk 
management, escalation of issues that cannot be resolved in 
the team, and, in general, making sure the project is 
delivered in budget, on schedule, and within scope. Oversee 
journals of each job.

Disney Resource Manager
If possible this should be an individual that has been to 
Disney World at least 3 times and is familiar with the 4 
parks.  They will provide resources and background 
information for the team members about the parks, 
attraction, rides, theming, storytelling, ride types, queues, 
and design.

Researcher - Google/search expert
Evidence of research and writing skills 
Can locate sketches, pictures, video, audio files
Internet research documentation 
Assist PR in use of Publisher program to create magazine 
cover--Search Web for "Patent Data"

Mind Mapper – Brainstorming-to find a conclusion for a 
specific problem by gathering a list of ideas spontaneously 
contributed by its member(s).

Computer-Skills expert/Presentations
Knowledge of MAC/PC software
Knowledge of Presentation software and telling the story to 
make a "Persuasive Presentation"
Editing software skills-familiar with sketch-up or 3D model 
software-If possible should be familiar with YouTube video, 
audio files and animation software

Art Designer-Draw-Sketch concepts and ideas
-create/develop specific parts of an art piece or scene
-overall visual appearance and how it communicates 
visually
-stimulates moods, features, appeals to a target audience
-translate desired moods, messages, concepts, and  ideas 
into imagery. 
-imagining what the finished piece or scene might look like

Story Teller
Develop a powerful story and Backstory
Know your audience-Wear your guest's shoes
Organize the flow of people and ideas
Create a weenie
Communicate with visual literacy
Avoid overload
For every ounce of treatment, provide a ton of fun

Engineer's Responsibilities - _technical design patent info
    -sketches, pictures, and Technical report to include:
    -track design description ;research on design elements & 
on materials; mathematical configurations ;safety 
measures ;forces
Special effects and projections. &  Annimatronics 
Correspondence with an Disney expert via: interview,  
email, or online if possible

Architect's/ Model Builder
Evidence of descriptive writing 
    -sketches or pictures, and a daily log
Scaled continuous side and top view 
    -correct labels for speed, distance, time, and forces
Realistic rendition of attraction including:

Audio-Music –Video editor
Locate audio file on the Web
Create background music for the themed attraction & final 
presentation.
Knowledge of audio editing software
Records audio data from various devices; 
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    -outside environment-theme-topography
   -design of track and car 
Slope of first drop and angle of decent
   - Create model to scale

Sound editing functions include cut, copy, paste, delete, 
insert, trim and more; 
Audio;  Capable of using CD ripper/Burner;

PR Director/Presentation Responsibilities 
Evidence of persuasive writing skills 
Create and design of -sketches, pictures, and a daily log 
Presentation for the group-multimedia presentation 
Oversee Fineal 5 Min presentation-Presentation should 
include:
    -unique features –theme-story-weinie
    -highlight coaster specs & car design 
    -some information from each of the other jobs

Recorder-Note taker
Transcribe conversations as meetings take place
recording information captured from another source.
Familiar with several apps for MAC or PC to assist in the 
note taking/recording process
Organizational and be able to process main ideas

 

Sample questions to ask the class to select your Creative Project managers:  
If possible select the number of Creative Project Managers based on your - 
class size.  Move them to the front of the class

1.  Who has been to Walt Disney World or Disneyland Park 8-10 times

2.  Who has been to Walt Disney World or Disneyland Park 5-7 times

3.  Who has been to Walt Disney World or Disneyland Park 3-4 times

4.  Who has been to Walt Disney World or Disneyland Park  2 times

NO more than 30 seconds for each answer below
1.  Tell us who you are and what you do
2.  Tell us about your experience in leadership and how to delegate jobs to individuals 

and solve problems
3.  Can you resolve conflicts and come to resolution?
4.  Can you facilitate a discussion with a group of 10 and reach agreement?
5.  What is your favorite Disney Park and Why? IE EPCOT or Animal 

Kingdom or?
6.  What is your favorite Disney Park LAND( AdventureLand or 

TomorrowLand-Why?
7.  What is your favorite Disney Movie and why?
8.  What is your favorite Disney Themed attraction and Why?
9.  Explain in 30 seconds why Disney creates a story to go with the 

attraction
10.  My favorite Disney character is........

Check the items below you are skilled in:
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Skills Database – For remaining participants/students
  -I have the following skills-You need to hire me because......
___ I LOVE telling stories and I am a GREAT storyteller
___ I can tell you a story and you will be able to visualize it in your mind.
___ I have experience in creating Digital Stories and in Visual Literacy
___ I have experience in WRITING – Stories, Books, Blogs
___ I can create and build things from cardboard, wood, plastic and/or craft material
___ I love creating and designing and building things
___ Give me paint, cardboard, sticks and pipe cleaners and I will CREATE a ___
___ I am a Daydreamer and love creating new things and new ideas
___ I am a critical thinker, can analyze problems and come up with good solutions
___ I have experience in creating and/or editing Animations or videos
___ I have experience in creating STOP-Motion Videos & Apps/Tools
___ I have experience in creating videos that tell a story
___ I know how to create a slide show in an application -OTHER that PowerPoint
___ I know to make a persuasive presentation
___ I HAVE good presentation skills 
___ I know how to EDIT and RECORD with Audacity
___ I know how to search with DIFFERENT search engines to find files, video or images
___ I know how to SEARCH and Locate-specific You Tube videos
___ I know how to SEARCH and Locate-specific Disney songs on the Web
___ I am an "Artist" and can sketch or draw concepts or designs
___ I can use Google SketchUp or TinkerCAD or AutoCAD or 3D Draw program
___ I have experience in building “Scale Models”
___ I know how to and like to “tinker” with things
___ I understand “High Tech stuff”  
___ I have over 150 songs and music on my iPod

___ I would like to be a STORYTELLER   (1)
___ I would like to be a CREATOR   (1)
___ I would like to be a PROBLEM SOLVER   (1)
___ I would like to be a ARTIST/ILLUSTRATOR/Designer   (1)
___ I would like to be a RESEARCHER   (1)
___ I would like to be a MUSIC/SOUND Editir (1)
___ I would like to be a PRESENTER/SLIDESHOW   (1)
___ I would like to be a RECORDER-NOTE TAKER   (1)
___ I Am willing to help in any area needed  (1)
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Prep List: FINAL Presentation List & Notes
Items depends if you are doing 1 day-5 days or 10 days or semester project (modify as needed)
Check List - Who does what? >>>> Major components to include the following: 
1. Name your DESIGN group-Team Name - Introduce member’s names on the team and their job
2. Name of the NEW PARK AREA  (IE. Pieces of Eight )
3. Name of the NEW  ATTRACTION  (IE: The Crow's Nest) 
4. Type of attraction –Ride vehicle-Boat or water-Track-Dark, Coaster etc
5. Audience - Age Group or who is the attraction for
6. Story and "Theme"- One sentence open line in the attraction
Sample: “Careen through the Himalayan Mountains on a speeding train while avoiding the clutches 
of the mythic Abominable Snowman.”
7. What is your "Weenie"?  …which says to people 'come this way.You have to have something 

the beckons them to 'walk this way.'"
8. What is the Backstory
9. Four paragraphs that describe the attraction in detail
10.  How do the guests enter the attraction?
11. Queue and description of the ride/attraction OR
12. Interactive Queue – Do you have one? If so-what is it and how does it work?
13. SKETCH_One 8 x 10 Graphic Flyer - used to attract the guests to your NEW attraction- 

PR/magazine - will SHOW on DOCUMENT CAMERA to class - will market your attraction/ride 
to the general public.  

14. Can & should we included a sketch, drawing or a 3-D drawing of the attraction (Your choice
15. Sketch or drawing of the FLOW of the attraction-Sue the DOC Camera to display
16. A  Model / Mock-up ( you can substitute web images ) (Time restriction)
17. How did you "PLUS" the attraction? Describe it!
18. Do  "Animatronics" figures play in the attraction? What are they? – Where are they located?
19. Audio/Music for the attraction
20. Research on the Patent that applies
21. A technical report highlighting specific features of the ride 
22. Persuasive techniques that “sell” your design to the committee/authentic audience. 
23. Audio/Music for the attraction-presentation ( background music is fine (Time restriction)
24. Will we use a video in the presentation? (Time restriction)
25. One FINAL Sentence closing line in the attraction guide-
          SAMPLE:   “Or will the Yeti claim another victim?”
26. Assignment presentation for each member of the team - Who Does What?
1. 2.                                          3.
4. 5.                                          6.
7. 8.  9. 
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TEAM Name_______________ Attraction __________________

 Scoring Rubric for Oral Presentations:  

Category Scoring Criteria
Total 
Points Score

Introduction Team Name 
– Introduce each team member on the team-providing their name and 
job – ONLY applies in the 10 MIN

10

Introduction
( 20  points)

Introduction is attention-getting, lays out the problem well, and 
establishes a framework for the rest of the presentation.

10

Attraction
( 150 points)

10

Name of the attraction 10
Audience - Age Group or who is the attraction for 10
Names the Type of attraction 10
Back story of the attraction 10
One sentence: Opening line in the attraction guide 10
How do the guests enter the attraction?
How did you "PLUS" the attraction?

10

Story behind the queue 10
Weinie 10
Interactive queue 10
Describe the attraction in detail 10
What role does the "Annimatronic" figures play in the attraction 10
Sketches / Drawings / Model renderings 10
3-D Drawing of the attraction 10
Audio/Music used for or during the presentation 10
Video used during presentation:BONUS Points if USED 10
Slides or Slide or visuals used during the presentation 10
One sentence: Closing line in the attraction guide 10
Speaker maintains good eye contact with the audience  
Appropriately animated (gestures, moving around, etc.).

10

Speakers use a clear, audible voice. 10
Delivery is poised, controlled, and smooth. 10
Good language skills and pronunciation are used. 10
Visual aids are well prepared, informative, effective, and not 
distracting.

10

Length of presentation is within the assigned time limits. FIVE MIN 10

Presentation
( 60  points)

Information was well communicated. 10

Content

Introduction is attention-getting, lays out the problem well, and 
establishes a framework for the rest of the presentation.

10

Appropriate amount of material is prepared, and points made reflect 
well their relative importance.

10

( 20  points) There is an obvious conclusion summarizing the presentation. 10

        TOTAL Possible= 250
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Requirements: Disney Theme Park Attraction Design Team Tasks 
1. Organizing a Team - select you team members based on their skills. You need:  5-6 members that can: 
Direct and manage the group; Disney expert; Researcher - Google/search expert; Mind Mapper/Brainstorming; Computer-
skills expert/Presentation; Art Designer; Story Teller; Engineer; Model Builder- Sketchup; Audio-Music editor; Recorder-
note taker

2. Blue Sky - the name that Imagineers give to the theoretical planning process--the bouncing around of ideas 
about how to design, why to design and what to design. The idea board stage of Imagineering.  Group will brainstorm 
ideas for theme park attractions-always keeping in mind the story line for the attraction.  Sketch the overall attraction and 
then the individual segment. Queue - Interactivity -Type of ride-Story-Music/Audio- Surprise  element- "Weinie" etc. 
Evidence of vision-what would happen if....Could we...Maybe we could.. or how about?  What park will the attraction best 
fit in?

3. Storytelling - Evidence of Inspiration, creativity, creative space, Story Weaving, Development, Exposition Plan 
(what your story is about), Goals and Story Mechanics. Moves on to the storytelling phase--unlike most theme parks, 
Disney prides itself on telling stories throughout its entire enterprise. This can also encompass or lead into a research and 
development phase.

4. Research - Evidence of research and writing skills, search for knowledge, any systematic investigation to 
establish facts. Know how to Define the task, Locate information, Select resources, Organize notes and present the ideas.  
Discover who the individuals are that design, build and operate the Disney Theme Parks by researching, checking patent 
ideas, what has worked in the past-What's NEW today.  What music might work-locate audio file and mp3 audio.

5. Design - Architect - Models - Design is the most lengthy, because it involves exceptionally detailed 
and technical planning. Evidence of descriptive writing, -sketches, drawing, rendition, topography, location of ride design 
of track and car, slope and model building. This is where the "engineer" part of "Imagineering" starts to come into play. 
Computer and 3D models are constructed to make the ride move from idea to reality.

6. Testing - Laying the Groundwork. Students engage in preparation activities that set the stage for the learning 
ahead. Expanding Knowledge.  Mini-experiences in each of job roles  Mini-Engineer Experience-Students test design 
ideas using online simulations and then create Marquette's (small model of an intended work) , or 3-D models of a theme 
park attraction, ride or coaster design.

7. Engineering -Evidence of technical writing skills, model building, construction, design, audio, video and 
multimedia.  The team then takes the models and story and makes it all into a physical reality, building the ride. All of the 
following come into play: Creative People; Technical People; Systems Engineers; Project Engineers; Mechanical 
Engineers; Architectural Engineers; Structural and Civil Engineers; Ride Control Engineers; Show Control Engineers; 
Audio/Video Engineers; Lighting Designers; Special Effects Designers; Finance 

8. Effects -How will the theme, story, design , music, lighting, sound and special effects all fit into the attraction?

9.  Closeout - The ride is extensively tested and checked from every point, angle, location and experience. Once 
the testing is satisfied, it's time for closeout, where everything is finalized and the Imaginers move on to their next project. 
Evidence of project management, attention to details, checklists,  quality assurance and report writing. 

10.  Summative Assessments/Public Relations-Evidence of persuasive writing skills, 
Presentation skills , Multimedia presentation software.  Each person in the group MUST provide a section of the final 
presentation.
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Disney - Ultimate Attraction Guide – Sample below
>>> Assignment : Develop an attraction concept. 
This blue-sky phase is fun, because reality hasn't yet intruded on our plans

Expedition Everest - Legend of the Forbidden Mountain®
(1)
Careen through the Himalayan mountains on a speeding train while 
avoiding the clutches of the mythic Abominable Snowman. 

(2)
Beware the Legend - Folklore has it that a fierce guardian monster protects the 
Forbidden Mountain.
For years, the Royal Anandapur Tea Company shipped its tea by train through the 
Forbidden Mountain pass. After a series of mysterious accidents were blamed on the 
dreaded Yeti monster, the railroad closed. Today, the railway is operating again, 

thanks to a group of local entrepreneurs—Himalayan Escapes, Tours and Expeditions— who offer curious 
travelers transportation to the base camp on the scenic mountain.

Yet there are some who believe the legend to be true and that the Yeti will do 
everything in its power to protect the sacred realm of the Himalayas. Visitors 
beware.

(3)
Climb the Mountain - Embark on a thrilling expedition through the icy 
peaks of the Himalayas.

Venture inside a Tibetan-style stone structure at the foot of towering Mt. Everest and make your way past 
the booking office of Himalayan Escapes – Tours and Expeditions. Wander past a small temple and a cozy 
general store before exploring a museum dedicated to the study of the Yeti, the mysterious snow monster 
said to inhabit the Himalayas.

(4)
The Adventure Begins - Board a weather-beaten train and ascend a 
series of rolling hills overlooking a serene green forest. Climb a steep 
incline and navigate through a ceremonial stone tunnel before reaching 
the summit. Once at the “top of the world,” hold on tight as you pick up 
speed and race inside the dreaded mountain.

(5)
An Unexpected Encounter - Without warning, your train screeches to a 
halt: A broken and twisted track appears in front of you. Brace yourself 
as your train unpredictably begins to race backward into the darkened 

mountain, furiously swooping up into a double-looping turn. Inside the windswept passage, the shadowy 
figure of a growling creature can be seen on a cavern wall. It is the Yeti—the legend is real.
Hurl 80 feet down the base of the cursed mountain and swoop in and out of murky caves and along 
jagged rocky ledges as you race to escape the dreaded monster before he catches up with you.
Will you make it back to civilization safely? 

(6)

Or will the Yeti claim another victim?



11

Investigating to build foundation knowledge - Type of Attractions

A.  Gravity rides

B. Boat rides C. Simulators

Allears. WDW images.  www.allears.net/ JPEG file

D.   Guide Rail / Track E.  Dark rides ( some rides/attractions 
are combination of "Dark" & "Gravity"

file:///C:/Users/howie_000/Desktop/www.allears.net/
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F.  Carney rides  G.  Walk through/Sit Down/Theatre

H. You drive

Blue Sky - the name that Imagineers give to the theoretical planning process--the bouncing 
around of ideas about how to design, why to design and what to design. The idea board stage of 
Imagineering.  Group will brainstorm ideas for theme park attractions-always keeping in mind the 
story line for the attraction.  Sketch the overall attraction and then the individual segment. Queue - 
Interactivity -Type of ride-Story-Music/Audio- Surprise  element- "Weinie" etc. Evidence of vision-what 
would happen if....Could we...Maybe we could.. or how about?  What park will the attraction best fit in? 

Thank you to Sunny Chanel for permission to re-print
https://disneyimagicademy.com/an-introduction-to-blue-sky-process/ 

 An important and practical lesson to bestow upon children is that the imagination is limitless and they 
should hold onto the magic of the mind for their entire lives.

Creative thinking can — and will — come in handy.

 This is especially true for Disney Imagineers. These lucky people let their imaginations soar to the 
farthest reaches, even when they know their ideas are far from possible or even logical.

 It is a concept they call the Blue Sky Process.

To inspire our children, David Durham, creative development executive for Blue Sky at Walt Disney 
Imagineering, describes the discipline.

https://disneyimagicademy.com/an-introduction-to-blue-sky-process/
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 What Is the Blue Sky Process?  

The Blue Sky process at Walt Disney Imagineering is where all ideas begin. It’s called Blue Sky 
because the sky’s the limit! You’re free to explore any ideas and the possibilities are endless. 
Eventually, you have to come back down to Earth and make sure your ideas are achievable. But it’s 
important to start big … as big as the sky.

 Think BIG! Imagineers always think big and outside of the box. The word “pretend” is never used, but 
instead “what if.” Because, in Blue Sky, anything is possible.

 How It All Starts With an Idea  

Everything you see in a Disney Theme Park had a beginning and started as an idea. Without the 
ideas of today, we wouldn’t be able to think up the new attractions and experiences of tomorrow! Blue 
Sky allows us to constantly come up with ideas so that our guests will always have new experiences 
to see and do. And that imagination feeds the Blue Sky process; a never-ending cycle that begins 
with a blank sheet of paper — and ends with … well, it never ends. Walt Disney once said, 
“Disneyland will never be completed. It will continue to grow as long as there is imagination left in the 
world.”

 How the Process Progresses  

We like to start with brainstorming sessions. We’ll put a few people in a room for a couple of hours 
and we’ll start exploring the topic of the idea. We may relate first-hand experiences or talk about 
research we’ve done in advance. We’ll discuss what the emotion of the experience should be. We’ll 
toss around snippets of ideas, fragments of story, watching what catches someone’s eye. And then 
… we’ll go away. Often, ideation requires you to literally “sleep on it.” The brain is like any muscle; 
you’ve got to work it, then you’ve got to let it rest. Some of your best thinking is just as likely to 
happen between brainstorming sessions as in them.

 

How Coming Up With Ideas is Like Fishing  

Sometimes coming up with new ideas can be hard. It’s like telling a person to go catch a fish. You 
can stand there holding your fishing pole with your line in the water all day long and not catch 
anything. Or, you might drop your line in and immediately catch a whopper! But you don’t know which 
will happen. Blue Sky is kind of like that. So don’t be surprised or discouraged if you don’t catch a fish 
every time. That’s part of what makes fishing fun. And that’s part of what makes Blue Sky exciting. 
You start with a blank piece of paper and when you’re finished you end up with a castle, or a pirate 
ship, or a roller coaster. It’s completely up to you.

 That’s the freedom and challenge of Blue Sky.

 — Sunny Chanel

Storytelling – BRAINSTORMING Session
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Create the three critical pieces of you "Themed Attraction"

Example: WONDERLAND  by Eva 
This ride dives into the rich, imaginative world of Lewis Carroll’s Wonderland and the 
nonsensical characters that inhabit it. 

BACKSTORY
The eccentric, yet earnest Seeker has found what he believes to be the journal of Lewis 
Carroll, and has been dissecting it word by word ever since. To the logical, untrained eye the 
journal reads mostly as nonsensical scribblings. But the Seeker knows in his heart there is 
truth behind the madness. He is determined to find the ‘Wonderland’ Carroll describes and 
prove its existence to the world! 

QUEUE
The Seekers is looking for a team to find wonderland with him. In the queue, the guests will 
be introduced to the backstory and all the while leading up to the Seeker’s laboratory. Once 
the guests arrive at the pre-show, they meet the Seeker where he congratulates as being 
specially selected for this mission! He has spent years developing an invention that will take 
you deep into Wonderland itself, the only trouble is he needs the right team to pilot the 
machine while he monitors the controls remotely. The guests are the only people mad enough 
to be trusted for such an important quest! With no time to delay, he urges the guests to board 
the machine so he can finally set it on its magical course. 

RIDE
The ride itself will be a combination of classic dark ride storytelling and modern thrill ride 
elements. The ride vehicle will be fast moving, with sharp turns and level changes, but not as 
extreme as a gravity and iron ride so the story can be appreciated and understood.. The ride 
story will be geared more towards the elements of the Tim Burton film than the classic tale 
experienced in the current Alice in Wonderland dark ride. Additional this ride will not feature 
Alice as the main character but rather focus on Wonderland itself, from Lewis Carroll’s 
perspective. By doing this, the hope is to attract a wider audience base, specifically more 
mature guests.

Story – Backstory - Storytelling -  "Creating the Story”
"  Let's take an example. A roller coaster careens through a darkened room over a faintly 
illuminated cityscape. Enthralling? Not really, there's no story. 

Take two. A rock band is late for a concert at the Hollywood Bowl. They invite you to hop in their 
limo and go careening through the Hollywood Hills and all around the L.A. freeway system to 
make it on time. That's the story behind Disney MGM's Rock 'n Roller coaster, and it works. 

How about this one: you climb aboard a BART subway train. It pulls out of the station, then 
begins to shake as an earthquake strikes. Fires erupt, and a flood comes cascading down the 
tunnel, extinguishing the flames and splashing over the train. 

http://imagineeringclass.com/classroom/user/view.php?id=911&course=2
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Exciting? I guess. 

But not completely fulfilling. Why? They forgot to tell us why we were getting on the train, where 
it was going, and what our mission was. The name of this attraction at Universal Studios Florida 
is Earthquake, so we knew what to expect when we got on. But there was no underlying story to 
get us involved. "

"Here are two more real ones, one that doesn't work, one that does: 

A. A boat glides through a dark tunnel. It passes a volcano, people at a bazaar trying to sell us things, 
Mayan ruins, dancing dolls with colorful costumes, and fiber-optic fireworks. 

B. A boat glides through a dark tunnel. It passes a ship full of pirates and a fort. A battle is underway. 
Cannon balls whiz overhead, and explosions dot the water. Farther along the pirates have seized the 
village and are auctioning off the women, stealing treasures, and setting fire to the buildings. As we barely 
escape from the burning timbers we see prisoners still trapped in the jail, trying to lure a dog into bringing 
them the keys to their cell. 

Which ride has a story, the Mexico pavilion at Epcot or Pirates of the Caribbean? 

Sometimes the story is just too complicated for the ride. The Lord of the Rings makes a great book and 
movie trilogy, but would it make a good ride? Of course not. Rides with more complicated storylines are 
often best implemented using simulators. Here it is customary to have a narrator – often the driver – who 
can summarize the adventure as it proceeds. And since simulator rides can be as long as ten minutes, 
there's more opportunity to convey the story."

 The Magic of Disney Parks Storytelling: Big Thunder ...
        by Tyler Slater, Public Relations Manager, Disney Destinations (Thank you for permission to re-print

So, are you holdin’ onto your hats and glasses? Ye-howdy, here we go! 

According to legend, a supernatural force has dwelled deep within Big Thunder 
Mountain and would be angered by any trespassers. Many believed these ghostly tales 
were what largely kept the area uninhabited for many years. But when an old 
prospector found some gold nuggets along the mountain’s slopes in the late 1860s, 
miners rushed to the town of Rainbow Ridge for their own chance to strike it rich. 

For several years, Big Thunder Mountain Mining Company produced a large quantity 
of gold and the myths of a supernatural force remained simply legend. However, by 
1883, the miners were forced to blast deeper and deeper into the mountain to continue 
producing profits. Shortly after the explosions began, strange things started happening: 
eerie noises echoed through the new shafts, cave-ins became frequent and equipment 
would mysteriously fail. As soon as the mine trains began rolling out of the station on 
their own, people started fleeing the area.

Today, the Big Thunder Mountain Mining Company welcomes guests to hop aboard a 
train, but beware – you just may experience the mountain’s more supernatural forces 
and perhaps even stumble upon an explosive mine shaft. 

http://www.google.com/url?sa=t&rct=j&q=&esrc=s&source=web&cd=1&ved=0CCAQFjAA&url=http://disneyparks.disney.go.com/blog/2014/04/the-magic-of-disney-parks-storytelling-big-thunder-mountain-railroad-at-disneyland-park/&ei=Ivk7VOniBMLX8AGIjIDwAQ&usg=AFQjCNGe0R3xkZh4pUbL0D9KDalVF-GTOw&sig2=QMHrPk1yj-7plevtkhEnJQ&bvm=bv.77161500,d.b2U
http://disneyparks.disney.go.com/blog/author/tslater/
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Next time you hop on board Big Thunder Mountain Railroad, keep an eye out for the 
horseshoe at the entrance to the first mine shaft; you’ll notice it hangs right-side-up to 
keep the luck inside. Nearing the end of the attraction, you’ll enter another mine shaft 
with a “Keep Out” sign in front. There, you’ll see another horseshoe, however this time, 
it is upside-down. 

http://disneyparks.disney.go.com/blog/2014/04/the-magic-of-disney-parks-storytelling-big-thunder-mountain-railroad-at-disneyland-park/
 

StoryLines for Schools
Described as a “game of ‘telephone’ with pictures” on the iTunes store. Encourages 
students to develop stories collaboratively. One student types a sentence on the 
mobile app before passing it to a classmate, who illustrates an interpretation of the 
sentence. A third student describes the sketch, and so forth. StoryLines for Schools 
can be used as a “story-planning app”

 Popplet
Virtual mind-mapping tool that allows users to create digital mind webs by embedding 
content from the internet. The app features bright colors and clean design, and can 
nudge students along as they create their own narratives by serving as a brainstorming 
tool. Some use it to frame a story-[students] can map out their writing. 

Investigating to build foundation knowledge about 
Disney theme park attractions. 

Special Effects: Audio-Video-Music-Lighting 
Coolest Special Effects In Disney World

http://www.buzzfeed.com/cassierose117/15-coolest-special-effects-in-disney-world-fmhg

Posted by  Cassie Ryan   Thank you to : 
http://www.wdwhints.com/2012/07/special-effects-used-within-
aunted.html for permission to link and re-print the article below.

 Expedition Everest

Expedition Everest in Disney’s Animal Kingdom takes guests on a 
Himalayan adventure in search for the legendary Yeti! At almost 4 
minutes long, this thrilling roller coaster includes it’s own 

animatronic Yeti that terrifyingly claws and growls at riders as they zip by! Scary!

http://disneyparks.disney.go.com/blog/2014/04/the-magic-of-disney-parks-storytelling-big-thunder-mountain-railroad-at-disneyland-park/
https://itunes.apple.com/us/app/storylines-for-schools/id492805472?mt=8
https://itunes.apple.com/us/app/storylines-for-schools/id492805472?mt=8
http://popplet.com/
http://popplet.com/
http://www.buzzfeed.com/cassierose117/15-coolest-special-effects-in-disney-world-fmhg
http://www.buzzfeed.com/cassierose117
http://www.wdwhints.com/2012/07/special-effects-used-within-aunted.html
http://www.wdwhints.com/2012/07/special-effects-used-within-aunted.html
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Dinosaur

Animal Kingdom takes guests back into the Cretaceous 
era to find some dinosaurs! In special time rovers, guests 
encounter over 10 super realistic (and super scary) 
animatronic dinos!

 Star Tours

Hollywood Studios’ Star tours takes guests on their very 
own spaceship to explore the world of the Star Wars films! 
Using flight simulation and projections, C-3P0 leads the 
way through space, and every time you ride the journey is 
different!

The Twilight Zone Tower Of Terror

Disney’s most magical hotel isn’t The Grand Floridian, it’s Hollywood Studios’ 
Hollywood Tower Hotel. When lightning strikes the tower, guests are taken into 
the 5th dimension with some of the most advanced technology around! Before 
that famous drop, projections and mirrors are used to create some super creepy 
effects!

 Mission: SPACE

When Disney puts barf bags right in front of your seat, you 
know something cool is about to happen! EPCOT’s Mission: 
SPACE simulates space travel in a human centrifuge, 
spinning guests so fast, they feel weightless.

 Soarin’

EPCOT’s Soarin’ is a high flying adventure that takes guests 
over the most beautiful sights in California, including 
Disneyland of course! This flight simulator uses a huge 
projection screen, blowing wind, and even smells to send 
guests straight into Cali!
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The Haunted Mansion

From hitchhiking ghosts, to singing busts, to (not?) 
stretching paintings, The Magic Kingdom’s Haunted 
Mansion is full of special effects! From classic 
animatronics to modern high-tech projection technology, 
The Haunted Mansion’s 999 happy haunts leave guests 
amazed!

Describe the basic ‘Flow” of the attraction from start to finish
 Sketch the overall attraction and then the individual segment. Queue - 
Interactivity -Type of ride-Story-Music/Audio- Surprise  element- "Weinie". 
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 Drawing Tools
 Exploring Web Tools -Sketch Software  

>>  Web 2.0 Drawing Tools for Every Level 

Sketch-up: Google Sketch Up   
Google SketchUp is an open source software that you can use to create, 
share and present 3D models. Even it is for modeling your house, models 
for Google Earth etc.  There are dozens of tutorials and videos that you can 
use to brace yourself in using this.

TINKERCAD- Kids 3D Draw:    https://tinkercad.com/    
Tinkercad is an easy-to-use 3D CAD tool. ... quickly turn your idea into a CAD model 
for a 3D printer. Free trial, no credit card required   https://tinkercad.com/Share  

CREATE a FREE Account  https://www.tinkercad.com/  

MugTug SketchPad   http://mudcu.be/sketchpad/     Is Drawz It is too simple-
Queeky is too complicated? Try MugTug SketchPad. Great user interface and just 
enough tools for the middle-years students. Tools can be customized; set diameter, 
hardness, flow and opacity of the brush tool.

Draw Island - One of the better digital art sites to come around.  Draw 
Island allows a user to create a custom drawing and then even animate it.  
http://drawisland.com/

Drawz It   http://www.drawzit.com/  Ssimple, online drawing application, 
Drawz It. Easy and perfect for young students. do not have to create 
accounts . Import pictures, add shapes or draw with the pencil. You can 
easily add text and choose from a selection of “rubber stamps.” When 
finished with a drawing, click  share it. You will be given a link to the JPG 
image.

http://sketchup.google.com/product/gsu.html
WIP-FETC_DISNEY/REVISD-PBL%20Imagineering/MUST%20DO%20TODAY/TCAA/1-Creativity%20in%20the%20Classroom%20as%20Disney%20'Imagineers/MUST%20DONOW/MUST%20DONOW/MUST%20DONOW/DR%20D/Desktop/Howie/Desktop/DR%20D/2013-Ressent/DR%20D/Desktop/FETC-DISNEY/WS%20%20STEM%20DIsney/Tinker%20CAd
https://tinkercad.com/Share
https://www.tinkercad.com/
http://mudcu.be/sketchpad/
http://mugtug.com/sketchpad/
http://mugtug.com/sketchpad/
http://drawisland.com/
http://drawisland.com/
http://www.drawzit.com/
http://www.drawzit.com/
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What role do the "Annimatronic" figures play in 
the attraction?

http://www.garnerholt.com/ghp-inc/about-us/faq.aspx

What's a GHP?
Garner Holt Productions, Inc. (GHP) is a dynamic, curious, and experienced creative 
organization--in fact, there's no one else quite like us anywhere.

What kind of animatronic figures do we create?

We design and fabricate animated figures of any size, scope and level of sophistication. No job is too 
large or too small. We have created single, small characters for display in homes and/or retail 
locations. We have created figures to educate, entertain, inform, scare, assist and serve people of all 
ages. We can give a personality to any character and animate any thing: a lamp, a rock, a product, a 
tree, a house, a car—literally anything. Their sizes can range from a simple butterfly, up to and 
including the world’s largest animated figures for the world’s greatest theme parks. We create 
humans, animals, cartoon characters, dinosaurs, birds, robots, and just about everything else. 

How much do animatronics cost?

Animatronics are unique works of technology and art. They are labor intensive, and, depending on 
their complexity and level of detail, can be very expensive. We have more experience in designing 
and building animatronics than any other company in the world. Our figures are built with exceptional 
quality and unmatched experience with the very best methods and components.  Our figures (and all 
our other creations) are built for durability and ease of maintenance. We strive to provide the best 
value for your dollar. We know that there are smaller, cheaper, and less experienced companies out 
there, but we are often asked to replace their equipment! Benjamin Franklin once said, "The bitterness of 
poor quality remains long after the sweetness of low price is forgotten." We know how much this quote applies to 
animatronics, too. 

Although most of our figures are custom, one-of-a-kind creations, we do have some "off the shelf" 
animatronics, from GHP Products, LLC. These theme park-quality animatronic parrots have 8 or 12 
functions and pricing starts at $11,999.00.

We have created custom animatronics from tiny songbirds small enough to fit in the palm of a hand to 
giant animated creatures nearly sixty feet tall. Figures have ranged from around $10,000.00 to well 
over $1,000,000.00 for just one figure. Detail, scale, fluidity of motion, and many other factors 
contribute to how much the unique design and fabrication of world-class animatronics will cost. Here 
are some more factors to keep in mind that will help determine price:

1) We like to relate the cost of our animatronics to the cost of a car. How much does a car cost? The 
answer is a very wide spectrum, and animatronics are similiar. Cars all have an engine, four wheels, 
doors, and they can move forward and backward and steer left and right. But there's a world of 

http://www.garnerholt.com/ghp-inc/about-us/faq.aspx
http://www.garnerholt.com/ghp-inc/about-us/whats-a-ghp.aspx
http://www.garnerholt.com/ghp-inc/about-us/whats-a-ghp.aspx
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difference between a basic Chevrolet, and the highest end Mercedes. There's even a big spread 
between the Mercedes and the newest Ferrari model. In the same way, animatronics can have a 
single basic function with very little detail, or have more than a hundred functions and exceptionally 
detailed finishing.

So, the first question for potential animatronics customers is: what kind of car do you want?
2) What type (human, animal, creature, etc.), size, level of detail is the figure? Have we done it 
before?
3) How many functions will the figure have, and how are they powered? Are they analog or digital, 
pneumatic or hydraulic or electric?
4) Will it require special controls, or compliance? Are there special safety considerations (like 
overhead safety)?
5) Will the client require the ability to program the figure? Will we need to provide a programming 
console?
6) Is there specialty engineering or safety analysis required?
7) Will the figure be indoors or outside, or under water?
8) Will the figure have a costume, or will it be furred?
9) How much skin will be visible? Will it be silicone or a hard fiberglass shell?
10) Is it a standard shape like a human, or is it an original and unique design? Do we need to sculpt 
it?

How do animatronic figures work?

Animatronic figures are most often powered by pneumatics (compressed air), and, in special 
instances, hydraulics (pressurized oil), or by electrical means. The figures are custom precision 
machines—robotic devices—built to the dimensions and proportions of living creatures. They 
incorporate mechanical frames that are precision machined of stainless steel and aluminum alloys, 
with joints placed in natural joint positions, determined by careful study of biomechanics. Motion 
actuators, similar to "muscles” are placed within this frame to create motion in limbs and joints. The 
machinery is covered with body shell and flexible skins made of hard and soft plastic materials. The 
figure is then finished to add coloring, hair, feathers, and other touches that add detail and finalize the 
work. Costuming is next completed, and the figure’s animation control computer is programmed by an 
animator, enabling it to perform in a realistic, lifelike manner, synchronized with sound and other 
effects. Find out more about how we create animatronic characters by taking the virtual tour.

How long do they take to build?

Most figures we build are unique and custom creations, unless created in a series. Depending on the 
complexity, size of the figure, and how customized the creation is, the lead-time can vary greatly from 
a matter of weeks to several months. We are very experienced in our craft, and can produce 
animatronics very quickly. But with a greater allowance of time, our product will naturally reflect a 
greater level of involvement. Although tight timeframes can often be accomplished, such constraints 
are always costlier for the buyer.

http://www.garnerholt.com/ghp-inc/about-us/tour.aspx
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Mickey's Ten Commandments: Expanding Knowledge  
Every theme park designer should know what's been done in the past.  Benchmarks 
and precedents are extremely important.   With that in mind, you should learn the ten 
guidelines to theme park design developed by Walt Disney Imagineering President 
Marty Sklar.

Image: David Weeks: The Ten Commandments Image. davidweeksmagic.blogspot.com  JPEG file

1. Know your audience - Don't bore people, talk down to them or lose them by 
assuming that they know what you know.

2. Wear your guest's shoes - Insist that designers, staff and your board 
members experience your facility as visitors as often as possible.

3. Organize the flow of people and ideas - Use good story telling techniques, 
tell good stories not lectures, lay out your exhibit with a clear logic.

4. Create a weenie - Lead visitors from one area to another by creating visual 
magnets and giving visitors rewards for making the journey

5. Communicate with visual literacy - Make good use of all the non-verbal ways 
of communication - color, shape, form, texture.

6. Avoid overload - Resist the temptation to tell too much, to have too many 
objects, don't force people to swallow more than they can digest, try to 
stimulate and provide guidance to those who want more.

7. Tell one story at a time - If you have a lot of information divide it into 
distinct, logical, organized stories, people can absorb and retain information 
more clearly if the path to the next concept is clear and logical.

8. Avoid contradiction - Clear institutional identity helps give you the 
competitive edge. Public needs to know who you are and what differentiates 
you from other institutions they may have seen.

9. For every ounce of treatment , provide a ton of fun - How do you woo people 
from all other temptations? Give people plenty of opportunity to enjoy 
themselves by emphasizing ways that let people participate in the experience 
and by making your environment rich and appealing to all senses.

10. Keep it up - Never underestimate the importance of cleanliness and routine 
maintenance, people expect to get a good show every time

http://davidweeksmagic.blogspot.com/2007/02/ten-commandments_06.html
http://davidweeksmagic.blogspot.com/2007/02/ten-commandments_06.html
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Patent Search-Research - Investigating to Build and Expand Foundation 
Knowledge about Disney theme park attractions, rides and coasters. Students develop research 
skills, learn about technical topics in Engineering, technical reading and writing, and conduct 
experiments in math and science that build understanding about force and the laws of motion. 

If you build it will they come?     Is there a patent on your idea?  
Can you purchase the ride vehicle and then modify it?  
Could you hire the company that has the patent to assist in the development of your attraction?

Research Disney Patents here: Hint – Search for:  disney ride patents  or Amusement ride system  or 
Wed Enterprises Inc

http://spectrum.ieee.org/automaton/robotics/aerial-robots/disney-research-patents-eth-zurichs-puppetcopter

http://www.google.com/patents/US3554130

Presentation Tools - Exploring Web Tools - Slide Show Creator  

http://www.google.com/search?tbo=p&tbm=pts&hl=en&q=inassignee:%22Wed+Enterprises+Inc%22
http://spectrum.ieee.org/automaton/robotics/aerial-robots/disney-research-patents-eth-zurichs-puppetcopter
http://www.google.com/patents/US3554130
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Sites To Make Free Photo Slideshow Online With Music
(Thank you for permission to reprint from CarlCheo.com, a technology blog that features great software, tools, and websites.)

http://carlcheo.com/make-free-photo-slideshow-online-with-music

Photo slideshow is always a 
great way to make your 
pictures look more 
interesting. You don’t need 
any advanced photo or video 
editing skills to create an 
excellent and professional 
looking slideshow. These 
websites will do the job for 
you. Simply upload your 
photos/videos, choose your 
favorite theme, and share the 
cool photo slideshow to 

anyone on the Internet.

EXAMPLE:    Kizoa    http://www.kizoa.com/   Kizoa is a free slideshow and collage 
maker. 

Models - Concept Art - Design Mock-up - 3-D Drawings – Sketch Tools 

Example of a full scale Mock-up of Disney attraction 

Prep List: 5 Minute FINAL Presentation List & Notes
Items depends if you are doing 1 day-5 days or 10 days or semester project (modify as needed)

http://carlcheo.com/
http://carlcheo.com/make-free-photo-slideshow-online-with-music
http://www.kizoa.com/
http://carlcheo.com/kizoa/2
http://carlcheo.com/kizoa/2
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Check List - Who does what? >>>> Major components to include the following: 
1. Name your DESIGN group-Team Name - Introduce member’s names on the team and their 

job
2. Name of the NEW PARK AREA  (IE. Pieces of Eight )
3. Name of the NEW  ATTRACTION  (IE: The Crow's Nest) 
4. Type of attraction –Ride vehicle-Boat or water-Track-Dark, Coaster etc
5. Audience - Age Group or who is the attraction for
6. Story and "Theme"- One sentence open line in the attraction
7. Sample: “Careen through the Himalayan Mountains on a speeding train while avoiding the 

clutches of the mythic Abominable Snowman.”
8. What is your "Weenie"?  …which says to people 'come this way.You have to have something 

the beckons them to 'walk this way.'"
9. What is the Backstory
10.Four paragraphs that describe the attraction in detail
11.How do the guests enter the attraction?
12.Queue and description of the ride/attraction OR
13. Interactive Queue – Do you have one? If so-what is it and how does it work?
14.SKETCH_One 8 x 10 Graphic Flyer - used to attract the guests to your NEW attraction- 

PR/magazine - will SHOW on DOCUMENT CAMERA to class - will market your 
attraction/ride to the general public.  

15.Can & should we included a sketch, drawing or a 3-D drawing of the attraction (Your choice
16.Sketch or drawing of the FLOW of the attraction-Sue the DOC Camera to display
17.A  Model / Mock-up ( you can substitute web images ) (Time restriction)
18.How did you "PLUS" the attraction? Describe it!
19.Do  "Animatronics" figures play in the attraction? What are they? – Where are they located?
20.Audio/Music for the attraction
21.Research on the Patent that applies
22.A technical report highlighting specific features of the ride 
23.Persuasive techniques that “sell” your design to the committee/authentic audience. 
24.Audio/Music for the attraction-presentation ( background music is fine (Time restriction)
25.Will we use a video in the presentation? (Time restriction)
26.One FINAL Sentence closing line in the attraction guide-
27.SAMPLE:   “Or will the Yeti claim another victim?”
28.Assignment presentation for each member of the team - Who Does What?

1. 2.                                          3.
4. 5.                                          6.
7. 8.  9. 

How will we do our pitch?  Questions to ask:
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Can we finish in 5 min?

Will we use Web tools?

Will we use Google Docs-Draw?

Will we use Google Docs-Presentation?

Collaboration Software to use?

Who shares what?

Did we PLUS the attraction?

Should we have music?

Should we have sound?

Should we have special effects?

Should we use or make a video? Vine? Or?

Should we use Sketch up or Thinker-Cad?

Will we use Slides or visuals during the presentation?

How will we use Sketches?

How will we use Drawings?

How will we use Google Images?

Will we use the document camera to show drawings/sketches?

How or will we use Model renderings?

 What role do the "Annimatronic" figures play in the attraction?

How will we show the FLOW of the attraction?

Final Check: Presentation  Rubric
Emerging Developing Advanced Score
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(0-12 points) (13-16 points) (17-20 points)
1. Organization
(20 points)

Ideas may not be 
focused or developed; 
the main purpose is 
not clear. The 
introduction is 
undeveloped. Main 
points are difficult to 
identify. Transitions 
may be needed. There 
is no conclusion or 
may not be clear the 
presentation has 
concluded. 
Conclusion does not 
tie back to the 
introduction. 
Audience cannot 
understand 
presentation because 
there is no sequence 
of information.

Main idea is evident, 
but the organizational 
structure many need to 
be strengthened; ideas 
may not clearly 
developed or always 
flow smoothly and the 
purpose is not clearly 
stated. Introduction 
may not be well 
developed. Main 
points are not clear. 
Transitions may be 
awkward. Supporting 
material may lack in 
development. The 
conclusion may need 
additional 
development. 
Audience has 
difficulty 
understanding the 
presentation because 
the sequence of 
information is unclear.

Ideas are clearly 
organized, developed, 
and supported to 
achieve a purpose; the 
purpose is clear. The 
introduction gets the 
attention of the 
audience and clearly 
states the specific 
purpose of the speech. 
Main points are clear 
and organized 
effectively. The 
conclusion is satisfying 
and relates back to 
introduction. (If the 
purpose of the 
presentation is to 
persuade, there is a 
clear action step 
identified and an overt 
call to action.)

2. Topic Knowledge
(20 points)

Student does not have 
grasp of information; 
student cannot answer 
questions about the 
subject. Few, if any, 
sources are cited. 
Citations are 
attributed incorrectly.  
Inaccurate, 
generalized, or 
inappropriate 
supporting material 
may be used. Over 
dependence on notes 
may be observed.

Student has a partial 
grasp of the  
information. 
Supporting material 
may lack in 
originality. Citations 
are generally 
introduced and 
attributed 
appropriately. Student 
is at ease with 
expected answers to 
all questions but fails 
to elaborate. Over 
dependence on notes 
may be observed.

Student has a clear 
grasp of information. 
Citations  introduced 
and attributed 
appropriately and 
accurately. Supporting 
material is original, 
logical and relevant. 
Student demonstrates 
full knowledge (more 
than required) by 
answering all class 
questions with 
explanations and 
elaboration. Speaking  
or note cards are used 
for reference only.

3. Audience 
Adaptation
(20 points)

The presenter is not 
able to keep the 
audience engaged. 
The verbal or 
nonverbal feedback 
from the audience 
may suggest a lack of 
interest or confusion. 
Topic selection does 
not relate to audience 
needs and interests.

The presenter is able 
to keep the audience 
engaged most of the 
time. When feedback 
indicates a need for 
idea clarification, the 
speaker makes an 
attempt to clarify or 
restate ideas. 
Generally, the speaker 
demonstrates audience 
awareness through 

The presenter is able to 
effectively keep the 
audience engaged. 
Material is modified or 
clarified as needed 
given audience verbal 
and nonverbal 
feedback. Nonverbal 
behaviors are used to 
keep the audience 
engaged. Delivery style 
is modified as needed. 
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nonverbal and verbal 
behaviors. Topic 
selection and 
examples are 
somewhat appropriate 
for the audience, 
occasion, or setting. 
Some effort to make 
the material relevant 
to audience needs and 
interests.

Topic selection and 
examples are 
interesting and relevant 
for the audience and 
occasion.

4. Language Use
(Verbal 
Effectiveness)
(20 points)

Language choices 
may be limited, 
peppered with slang 
or jargon, too 
complex, or dull. 
Language 
questionable or 
inappropriate for a 
particular audience, 
occasion, or setting. 
Some biased or 
unclear language 
used.

Language used is 
mostly respectful or 
inoffensive. Language 
is appropriate, but 
word choices are not 
particularly vivid or 
precise.

Language is familiar to 
the audience, 
appropriate for the 
setting, and free of 
bias; the presenter may 
“code-switch”  (use a 
different language 
form) when 
appropriate. Language 
choices are vivid and 
precise.

5. Delivery 
(Nonverbal 
Effectiveness)
(20 points)

The delivery detracts 
from the message; eye 
contact may be very 
limited; the presenter 
may tend to look at 
the floor, mumble, 
speak inaudibly, 
fidget, or read most of 
the speech; gestures 
and movements may 
be jerky or excessive. 
The delivery may 
appear inconsistent 
with the message. 
Nonfluencies (“ums”) 
are used excessively. 
Articulation and 
pronunciation tend to 
be sloppy.  Poise of 
composure is lost 
during any 
distractions. Audience 
members have 
difficulty hearing the 
presentation.

The delivery generally 
seems effective – 
however, effective use 
of volume, eye 
contact, vocal control, 
etc. may not be 
consistent; some 
hesitancy may be 
observed. Vocal tone, 
facial expressions, 
clothing and other 
nonverbal expressions 
do not detract 
significantly from the 
message. The delivery 
style, tone of voice, 
and clothing choices 
do not seem out-of-
place or disrespectful 
to the audience or 
occasion. A 
Articulation and 
pronunciation are 
clear. Most audience 
members can hear the 
presentation. 

The delivery is 
extemporaneous -- 
natural, confident, and 
enhances the message 
– posture, eye contact, 
smooth gestures, facial 
expressions, volume, 
pace, etc. indicate 
confidence, a 
commitment to the 
topic, and a willingness 
to communicate. The 
vocal tone, delivery 
style, and clothing are 
consistent with the 
message. Delivery 
style and clothing 
choices suggest an 
awareness of 
expectations and 
norms. Limited use of 
nonfluencies is 
observed. Articulation 
and pronunciation are 
clear. All audience 
members can hear the 
presentation.

2005. Adapted with permission from Northwest Regional Educational Laboratory 


