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DEDICATION 

I dedicate this book to my child, whose birth 

is expected soon. We all have to eventually 

grow up. but let/s not let go of that special 

childlike approach to life. Children are not 

afraid to be delighted with life/s simple 

pleasures, and they never lose hope of their 

dreams. 

Corey A. Johnson 



"To all who come to this happy placet Welcome. 

Disneyland is your land. Here age relives fond 

memories of the past and here youth may savor the 

challenge and promise of the future. Disneyland 

is dedicated to the Ideals, the dreams and the 

hard facts which have created America with the 

hope that it will be a source of joy and 

inspiration to all the world." 

Walt Disney 
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EDUCATIONAL GOALS 

[ NTRODUCTI ON 

Architecture that has the ability to 

entertain as well as function excites me as much 

as a succulent sixteen ounce tenderloin steak 

and lobster dinner. When I was a ten year old 

youngster my parents introduced me to a ruler 

and a pad of graph paper. They wanted to 

build their dream house and encouraged me to 

help design and draw the plans. Although 

designing the house was fun, a lot of my effort 

went into the careful planning of how the water 

slide would be accessed from the deck and twist 

its way down to the pool below. Of course 

I realized that this would be an impossibility 

given my parent/s budget, but even just drawing 

the water slide on paper was as hair-raising as 

if I had actually experienced the splash into 

that pool. Now as I am about to face 

professionalism in the eye, the passion to dream 

and create exciting places still influence 

my education and growth. With this in mind, for 

my thesis project I have selected to do an 



addition to Disneyland. Not only will this 

project expand my knowledge of theme parks and 

themed" architecture, It will also give me the 

chance to fully demonstrate my design 

creativity. Disneyland provides a challenging 

array of design Implications and philosophies. 

As I begin my architectural thesis I have set 

forth the following goals which states my 

intentions as to what I wish to gain during this 

educational experience. 

o To better understand the design of 

entertainment architecture, 

specifically that of theme parks, and 

the different strategies used for 

delighting and comforting the users. 

o To investigate what makes the 

Disneyland theme park work, and why 

has success come to It above and r 

beyond all of the other parks. 



To develop a feasible themed addition 

to the immediate west of Disney/s 

existing park. 

To draw upon all of my past educational 

experiences to find a successful 

architectural solution which reflects 

my creativity and acquired expertise. 

To fully experience the design process 

from the Initial research and 

programming, through conceptual design 

and planning, to a schematic design 

presentat ion. 





9-9 
STATEMENT OF PROJECT 

PROJECT NEED 

Walt Disney's twenty year dream for a 

magical family park came true on July 17, 1955. 

Many financiers warned that Disneyland would be a 

spectacular failure. But they were all thinking 

about an amusement park with its random 

collections of distractions in arcades and 

roller-coasters catering only to the thrill 

seeking teenagers. However, Disney's new 

concept in entertainment was much more. 

Disneyland would be a fabulous playground 

where parents and children could have fun 

together. This playground would contain 

something of a themed fair, magical kingdom, 

metropolis of the future, and above all, a place 

for people to find knowledge and happiness. 

Walt Disney commented on his ideals and dreams 

for Disneyland: 

I don't want the public to see the 
world they live in while they're in the 
park, I want them to feel they're in 
another world. Ifs something that I 
keep developing, keep plussing and 
adding to. It's alive. It will be a 
live, breathing thing that will need 



change...Not only can I add things but 
even the trees will keep growing. The 
thing will get more beautiful each 
year. And as I find out what the 
public likes I can change it, because 
its alive. 

(Walker page 10) 

The park's ability to change and develop is 

part of its success. No better example of 

revamping and reshaping can be found than in the 

$23,000,000 rebirth of Tomorrowland in 1967. By 

the mid 1960/s the advances of science had caused 

Walt/s original Tomorrowland to become 

Today land. The time for change had come as 

Disneyland commits to reflect todays newest 

innovations along with the possibilities of the 

future. (Bright) 

Because of the initial difficulties in 

funding Disneyland, Walt only acquired 180 acres 

of orange groves in Anaheim, California. 

Disneyland's popularity spread like wildfire 

from three million guests in 1956 to a current 

annual attendance of 20 million visitors. The -

attractions have been Increased to sixty-one. 

Disneyland, Amerlca/s first theme park, has 

become an international symbol of happiness 

"7 
t • 



and inspiration. (Walker). Disneyland has 

outgrown Its boundaries of 76 acres of park, and 

104 acres of parking lot, turning away cars and 

recreational vehicles during peak season. 

Further expansion is inevitable, and has already 

been on Disney's drawing boards for the past 

decade. W. E. D. CWalt Elias Disney) Imagineers 

consists of a team of hundreds of artists, 

designers, architects, writers, engineers, and 

other specialists. Responsible for the changes 

and attractions of the past, present, and 

future, W. E. D. Imaglneering is the primary 

idea factory for Disneyland and Disney World. 

The need to expand Disneyland and keep it on the 

leading edge of it's industry is now. Not only 

would a new addition help relieve the already 

overcrowded park, but most importantly it would 

give growth and new vitality that is important in 

marketing repeat visitors. Exit polls show that 

what brings people back again and again are new 

attractions. (Conniff) This thesis project will 

play an important part in Disney's further 

development and change. 



PROJECT SCOPE 

Disneyland's new themed addition will be 

located on the 40 acre strawberry field directly 

west and adjacent to the existing park. It is 

assumed that this addition will be funded 

primarily by Walt Disney Company as part of 

their future development program. A project of 

this size and nature would keep W. E. D. 

Imagineers busy for years. I will only be 

concentrating on the architectural aspects and 

solutions while remaining conscious of the 

engineers , landscapers, and specialists roles 

in this project. The extent of this project 

will include the following: 

o Programming, analysis, and planning of 

a theme park addition capable of 

successfully integrating with 

Disneyland's theme and philosophies. 

Presenting a conceptual image which-

reflects Disneyland's precedent. 



o Site development including: 

Service and support areas 

Service loading and unloading zones 

Vehicular and pedestrian access to 

the park via Disneyland Hotel and 

parking areas. 

Screening, landscaping and 

addressing the park /s surroundings. 

o Schematic design layout of direct ties 

to Disneyland, transportational 

stations, inner park relationships to 

support facilities and park 

c i rcu1 at i on. 

o Conceptual masterplan from the park /s 

major themed attractions to such 

services as restaurants, gift shops, 

passive areas, and support areas. 

o Detailed design of the theme park /s 

active center to set the precedent and 

image for the rest of the park. 



PROJECT FOCU 

The focus of this project will be the 

architectural design of the central attraction 

o f  t h e  t h e m e  p a r k  a d d i t i o n .  T h i s  d e s i g n  w i l l  

demonstrate Disney's details, philosophies and 

architectural implications as well as set the 

p r e c e d e n c e  f o r  t h e  r e s t  o f  t h e  p a r k .  I  w i 1 1  

deal specifically with the image that the public 

realm will experience. I wi11 not ignore the 

complex behind the scene service and support, 

but will only develop this realm to a very 

preliminary stage. It is most important that 

this project presents a believable world and 

develops a logical flow of events that will take 

t h e  a u d i e n c e  t h r o u g h  a  s t o r y .  I  w i l l  

concentrate on the circulation flow, line 

strategies, sight illusions and form design that 

complies with Disney's successful planning 

f ormu1 a. 

1 1 . 



PROJECT METHODOLOGY 

The methodology of this project began 

with the thorough research of Disneyland 

Including history, philosophy and past 

strategies. It was important to find out what 

factors lead to Disneyland's success. I 

developed an appropriate and exciting theme 

for Disneyland's new addition. Case studies of 

other theme parks helped me to discover each 

of their successes and downfalls as well as 

getting a handle for spacial sizing. I dealt 

briefly with a more specific investigation and 

analysis of the site including a climate 

overview. After all preliminary research had 

been concluded, I used its implications to 

develop three schematic plans complete with 

spacial relationships. From that point I then 

selected the best scheme and focused the project 

by designing the most important area that 

reflected the image and set the precedence for 

the entire park addition. 
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QO WHAT MAKES DISNEYLAND WORK? 

f J DISNEYLAND7S BIRTH 

Since the beginning of time humans have had 

the passion to take breathtaking risks. This 

desire has sometimes been fulfilled by sliding 

down snowy hills, diving from high cliffs into 

pools of water, racing horse drawn carts, 

sailing the seas, and exploring uncharted 

caverns. We all seem to share this inbred 

excitement of thri11-seeking adventure. Since 

the industrial revolution man's ability to 

create bigger thrills has skyrocketed; no pun 

intended. The automobile, airplane, and space 

rockets have let us experience motions once 

never thought possible. For over one hundred 

years now amusement parks have been trying to 

harness these exciting sensations. In 1884 

Coney Island offered their visitors the first 

one minute roller coaster ride for only one 

nickel (Conniff). From that point on coaster 

mania spread through the United States. By the 

1920's at least 1,500 roller coasters were 

operating across the country. New technology 



seemed to fuel the Ingenuity of faster and 

more frightening rides. A roller coaster ride 

can be compared to driving a car at 80 miles an 

hour with your head out of the window. But to 

get the full effect you need to drive off a 

cliff, over and over again. For many years large 

amusement parks, such as Coney Island, Ocean 

Park, Venice, and Santa Monica, not only offered 

the roller coaster but a variety of other rides, 

side shows, fun houses, arcades, and carnival 

games. But by the early 1950's these parks were 

crumbling as if they were just another fad like 

the Hula-Hoop. (Conniff) 

About this time Walt Disney, a well known 

producer of animations and motion pictures, had 

the desire to build some kind of family park 

where parents and children could have fun 

together. He was not impressed with the 

carnivals, fairs and amusement parks because 

they were usually dirty, disorganized, and-

poorly run. Walt envisioned a new park which 

would be clean, safe, and friendly (Bright). 

He strived to create an environment of 



entertainment that would complement his family 

films, and would in effect promote his own movie 

productions. Walt Disney was also inspired by 

transportation, especially trains, and Amerlca /s 

nostalgia. What he did not know at the time was 

that he had just stumbled onto an idea that 

would revolutionize the amusement park industry. 

Disneyland opened its doors to the world on 

July 17, 1955 becoming the first amusement park 

with a theme. 

When Walt Disney first took the basic 
format of the so-called thrill ride 
park and wrapped it in a themed 
setting, amusement parks took a 
quantum leap. Themed entertainment 
dealing with people's emotions and 
intellect created a more complex life 
experience. 

(Omni page 45) 

Today one can clearly see the difference 

between amusement parks and themed parks. Parks 

such as Six Flags, Magic Mountain, and Great 

America mainly cater to the thrill seeking 

segment of the community, comprising mainly of -

adolescents. With an amusement park there can 

be no profit year-round for the proprietors, as 

visitors arrive only during the summer season, 



weekends, and holidays, when school Is not In 

s e s s i o n .  D i s n e y l a n d  h a s  p r o v i d e d  a  w e l l  

considered range of themed attractions and 

facilities for its guests at all times of the 

year. Disneyland has become an international 

symbol of happiness and inspiration. More than 

250 million people have enjoyed Walt Disney's 

Magical Kingdom to date. (Walker) 

Anaheia site as Disneyland begins to take shape. 

The land Disney purchased for the park was 

an all flat, 180 acre orange grove in Anaheim, 

California. There were no rivers, mountains, 



castles or rocket ships. He assembled a panel 

of artists, designers, engineers and architects 

to plan his park. In order to find most of 

these talents Walt turned to the field that he 

knew best - motion pictures. They began 

designing Disneyland in much the same way as 

they would design a movie set. A logical 

series of events or scene would take the 

audience from point to point. 

As Disney 1and/s design evolved, two 
important considerations were always 
kept in mind. - Maintaining the theme 
of each area and ensuring easy access. 
For decades world fairs and amusement 
parks had been confusing nightmares of 
environmental design. Each show or 
pavilion competed for the visitors 
attention like billboards along a 
highway. There were wild west shows 
next to circus acts next to 
international exhibits - a potpourri 
of visual contradictions entangled in 
a maze of crisscrossing streets and 
sidewalks. The result ultimately left 
visitors disoriented, sometimes lost, 
exhausted, and often receptive to the 
ideas presented, or to the idea of 
ever coming back. 

(Company page 15) 

Disney's designers began to research 

concepts by surveying what had already been done 

in other amusement projects. They spent a great 

deal of time measuring walks, checking traffic 



flows, and watching how people moved about. 

Here were some of the valuable lessons they 

1 earned: 

o A single entrance was a must in 

eliminating confusion and lack of 

control. 

o The park needed to be laid out in a 

coherent sequence. 

o The attractions would all need to be 

unique to Disneyland. 

o A need for wide inviting walkways, 

plenty of landscaping, and shaded 

benches. 

o A need for good food and plenty of 

entertai nment. 

o Custodians would need to keep the 

grounds spotless. 



o The importance for 

elements which would 

the guests orientated. 

major visual 

aid in keeping 

o The need for high capacity operations 

to handle large numbers of guests 

swiftly, effectively, and 

continuously. (Bright) 

Walt Disney had a hard time convincing 

financiers that Disneyland would be feasible. 

Disney borrowed to the corporate hilt, and even 

s o l d  h i s  v a c a t i o n  h o m e  a n d  b o r r o w e d  a g a i n s t  h i s  

personal life insurance policies. Some of the 

people who were most indifferent and reserved 

towards the Disneyland concept were the nations 

amusement park owners and bankers. At its birth 

Disneyland was a 17 million dollar investment 

with only 22 original attractions. However, the 

skeptics were proven wrong as Disneyland soon 

became America's number one vacation 

destination. It currently offers over 60 

attractions. Disneyland even attracts more 



honeymooners than Niagara Falls, known as the 

place for honeymooners. The park Is pure 

escapism, a playground for the child that is 

within everyone. During Walt Disney's long 

career he frequently commented on his philosophy 

of dreams and hopes for his lands: 

Disneyland is a place where people 
forget their everyday cares and 
immerse themselves in lands of fantasy 
and adventure, yesterday and tomorrow. 

(Company page 8) 

I don/t want the public to see the 
world they live in while they're in 
the park. I want them to feel they're 
in another world. 

(Walker page 10) 

The one thing I learned from 
Disneyland was to control the 
environment. Without that, we get 
blamed for the things that someone 
else does. When they come here 
they're coming because of an integrity 
that we/ve established over the years. 

(Walker page 10) 

You can dream, create, design, and 
build the most wonderful place in the 
world...But it requires people to make 
the dream a reality. 

(Walker page 10) 



( J THEMED AREAS 

D1 sney 1 and''s desjgn was unprecedented. The 

park is arranged into seven distinctly different 

themed areas around a central hub. The scenes 

of main street U.S.A., New Orleans Square, 

Critter Country, Adventure 1 and, Frontier land, 

Fantasy land, and Tomorrowland. Each work to 

complement each other to contribute to the total 

guest experience. Disneyland's reconstructed 

past begins at the gate. 

FAYUSYLANDl 

TOMOKBOlLANDl 

srarr 

Disneyland's layout 1991. 



o MAIN STREET. U.S.A. is a turn of the 

century hometown reflecting the best 

of America's past. Walt Disney had an 

extreme Interest in history and 

modeled Main Street from his hometown 

at Marce1i ne, Missouri. The street 

represents a time when the automobile 

was beginning to be introduced but the 

horsepowered streetcar was still 

pr imari1y used • 

SERVICES: 
Kennel Club 
Newsstand 
First Aid 
Stroller and Wheel Chair Rental 
Guided Tour Garden 
Guest Relations 
City Hall Information 
Lost and Found 
Locker Service 
Informat ion 
Baby Station 
Restrooms 

ATTRACTIONS: 
Town Square 
Rai1 road Stat ion 
Bank 
Cinema 
Great Moments With Mr. Lincoln 
Restaurant 
Showcase 
Main Street Shops 
The Emporium and Shops 
Ice Cream Parlor 
Penny Arcade 



ATTRACTIONS, continued... 
Refreshment Corner 
Mad Hatter Shop 
PIaza Pavl1 Ion 

TRANSPORTATION: 
Trai n 
Horse Drawn Street Car 
Double Decker Bus 
Antique Car 
Foot/Whee1chair/Stroller 



o NEW ORLEANS SQUARE reflects the Gay 

Paris of the American Frontier where 

.Jazz was born. 

SERVICES: 
Restrooms 
Blue Bayou Restaurant 
Cafe Orleans 
Shops 

ATTRACTIONS: 
Pirates of the Caribbean 
Square 
French Market 
Flower Shop 
Haunted Mansion 

TRANSPORTATION: 
Trai n 
Foot/Wheelchair/Stroller 



CRITTER COUNTRY is an area rich in 

folk humor where animal residents 

present a world of woodsy fun. 

Critter ( ountry lies nestled beneath 

the towering slopes of Splash Mountain. 

SERVICES: 
Restrooms 
Hungry Bear Restaurant 
Crocodile Mercantile 



ATTRACTIONS: 
Splash Mountain 
Country Bear Playhouse 
Mile Long Bar 
Briar Patch 

TRANSPORTATION: 
Foot/Whee1chair/Stroller 



O ADVENTURELAND is based on Disney's 

true-life adventure films. The spirit 

of adventure is fulfilled by traveling 

to mysterious far-off regions of the 

world such as the remote jungles of 

Asia and Africa. 

SERVICES: 
Restrooms 
Adventure 1 and Bazaar 

ATTRACTIONS: 
Enchanted Tiki Room 
Tahiti an Terrace 
Jungle Cruise 
Swiss Family Treehouse 

TRANSPORTATION: 
Foot/Wheelchair/Stroller 



o FRONTIER LMD Is the return to the 

Revolutionary War to the Taming of the 

Great Southwest. It returns guests to 

the pioneer days of Davy Crockett and 

others that had the vision, faith and 

courage to share the country^ history. 

SERVICES: 
Restrooms 
Stage Door Cafe 
Big Thunder Barbecue 
Westward Ho Trading Company 
Davy Crockett Shops 
River Belle Terrace 

ATTRACTIONS: 
Columbia and Mark Twain Landing 
Casa Mexicana 
Davy Crockett Arcade 



ATTRACTIONS, continued... 
Golden Horseshoe Jamboree 
Raft and Keel Boat Landing 
Harbour Galley 
Big Thunder Mountain Railroad 
Tom Sawyer Island 
Fort Wilderness 

TRANSPORTATION 
Mark Twain Steamboat 
Columbia Sailing Ship 
Explorer Canoes 
Mike Fink Keel Boats 
Foot/Whee1chair/Stroller 



o brings Walt Disney's 

animations to life. It is a land 

where dreams come true and classic 

stories of everyone's youth have 

become realities for youngsters of all 

ages. 

SERVICES: 
Restrooms 
Tinker Bel 1 Toy Shoppe 
Vi11 age Haus 

ATTRACTIONS: 
Its a Smal1 Wor1d 
Pinocchio's Daring Journey 
Snow White/s Adventures 
Peter Pan's F1ight 
Mr. Toad's Wild Ride 



ATTRACTIONS, continued... 
Alice In Wonderland 
Mad Tea Party 
Storybook Land 
Casey Jr. Circus Train 
King Arthur Carrousel 
Motor Boat Cruise 
Autopia 
Matterhorn Bobsled 
Snow White's Scary Adventure 
Sleeping Beauty Castle 

TRANSPORTATION: 
Skyway 
Train 
Foot/Whee1chair/Stroller 



TOMORROWLAND Is an entertaining look 

at the marvels of the future. America's 

foremost men of science and industry 

predict the world of tomorrow and how it 

will benefit future generations. 

SERVICE: 
Restrooms 
Star Traders 
Tomorrowland Terrace 

ATTRACTIONS: 
Star Tours 
Space Mountain 
Captain EO 



ATTRACTIONS, continued... 
Space Place 
Starcade 
Mission to Mars 
Rocket Jets 
World Premier Circle Vision 

Theater 
American Sings 

TRANSPORTATION! 
Train 
Skyway 
Monorai1 
WEDway People Mover 



The Disneyland Railroad encircles the 

perimeter of all the lands plus offers a Grand 

Canyon Diorama and takes passengers way back in 

time to the Primeval World. Disney seems to 

have assembled the perfect family park which 

has a sound, non-confusing plan, and a wide 

range of appealing themes. I have studied and 

presented Disney's specific strategies and 

solutions that have composed Disneyland/s success. 



Q-O 
( ) GOALS AND STRATEGIES 

GOAL: To make the park so that activities 

are presented in a coherent 

non-confusing sequence. 

o In Disneyland's design everything is 

in a form of storytelling. By telling 

a story, or in Disneyland's case, a 

series of stories, a logical flow of 

scenes take the participant from place 

to place. 

If we were to leapfrog from 
scene one to scene three, 
leaving out scene two, it 
would be like sending the 
entire audience out to the 
lobby for popcorn in the 
middle of the film. When 
they came back, how could we 
expect them to understand 
what was happening? 

(Company page 15) 

Disneyland's design was arranged so 

that guests couldn't miss scene one 

or two. From the moment they entered 

the theatre, that is the front gate, 

scene one would begin. The audience 

would not simply sit before a movie 

screen, they would physically 



experience an adventure in the drama. 

Walt took the greatest motion-picture 

stories and translated them into 

three-dimensional reality. Walt has 

always been a spellbinding storyteller 

beginning his pictures with those 

magical words, "once upon a time," and 

"long ago in a distant land." Disney 

knew how to entertain audiences and he 

turned to American history, folklore, 

nostalgia and the future for 

inspiration. A good story always has 

a beginning, a middle and an end. 

Disney presents its story with a 

past, present and a future. (Finch) 

The language of vision in Disneyland 

is crucial in conveying a harmonious 

psychological attitude. John Hench, a 

Disney designer for fifty years, -

pointed out that Mickey Mouse's appeal 

had a lot to do with his visual shape. 



All circles, all round, all 
harmless,all nonthreatening, 
unlike Mickey's early, and 
less successful rival, Felix 
The Cat, whose sharp, angular 
lines communicated a 
subliminal message of threat 
or danger. 

Visual elements in Disneyland were all 

designed to complement one another in 

a nonthreatening way rather than compete as 

they often do in the outside world. 

TcsW'COla*. 
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(Bright page 48) 
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Most urban environments are chaotic 

places as architectural and graphic 

information scream at the citizen for 

attention. This competition results 

in disharmonies and visual overloads. 

At Disneyland visual elements are laid 

out in an orderly progression. Only 

at Disneyland could this controlled 

sequence be achieved. 

The need for large visual elements 

would give the guests a constant 

orientation from every corner of the 

park. These elements would also act 

as an attracting device drawing people 

towards it. Walt called these 

beckoning devices "wienies." Sleeping 

Beauty's Castle is an excellent 

example of a wienie. Its very 

presence dominating the skyline ahead 

keeps people moving down Main Street 

towards the eventual goal which is 

achieved at the entrance to 



Fantasy 1 and. It Is also tall enough 

to provide orientation to all the 

park, bringing the guests back to the 

central hub. Other wienies Include the 

big "mountain" attractions such as the 

Matterhorn, Space Mountain, Splash 

Mountain, and Big Thunder Mountain 

Railroad. Each of these attractions 

are strategically placed as magnets to 

each of the different lands. (Bright) 

Matterhorn Mountain "wienie.1 



GOAL: To promote the image of a comfortable, 

clean and friendly family park. 

o Public areas are referred to as on 

stage. Disney's 8,000 employees are 

referred to as cast members. A11 new 

cast members are required to attend 

Disney University, which teaches 

Disney7s philosophies and operating 

methodology. Absolutely everyone is 

required to take the course, from vice 

presidents to part-timers. 

Disney expects the new cast 
members to know something 
about the company, its 
history and success, its 
management style before they 
go to work. Every person is 
shown how each division 
relates to other divisions. 
-Operations, resorts. food 
and beverage, marketing, 
finance, merchandising, 
entertainment, etc. And how 
each division "relates to 
the show." In other words, 
"here's how all of us work 
together to make things 
happen. Here/s your part in 
the big picture." 

(Peters page 168) 

When a person graduates from Disney 



University that person receives the 

honorary Mickey Mouse ears for his/her 

academic achievements. Disney's executives 

Cast members entertain and greet the guests. 

actually leave their desks and for a 

full week sell tickets, or popcorn,-

load rides, work in gift shops, or put 

on a theme costume. Disney has the 

ability to make even the lowliest jobs 



seem glamorous. As entertainers, the 

employees7 sole purpose is to give 

each guest the V.I.P. treatment. 

They are what make the park come alive 

and surveys have shown that the 

friendliness of the cast and the 

cleanliness of the park contribute to 

assuring that the guests do come back. 

It is said that the average life span 

for a piece of trash in the park 

is 4 minutes. The park employs 300 

people to steam-clean the streets and 

polish every floor and every sheet of 

glass daily before the first visitor 

arrive in the park. (Walker) 

One of the primary strategies 

designers used for access to show 

areas without interfering with 

the show was to go underground. 

Providing basement access allowed 

for service and utilities to be 

kept out of sight back stage. 



Disneyland was literally built on 

a giant concrete pad with an 

entire infrastructure below. 

Disneyland's service under-world. 

Each morning prior to opening as many 

as 6,000 staff members may be moving 

underground. 

In a bustling world filled 
with utility conduits, 
employee wardrobes and 
service area. Service 
vehicles deliver food and 
merchandise used by guests 
directly to the restaurants 
and commercial outlets 
within the park. 

(Walker page 6) 



Disneyland serves 60,000 meals dally 

with food centers in the park serving 

4,000 people per hour. Many rate 

Disneyland's facilities as providing 

the best mass service in America. 

(Peters) 



GOAL: To make the guests feel as If they are 

in another world while visiting 

Di sney1 and. 

o Part of the Disney success is the 

ability to create a believable new 

world of dreams that appeal to every 

member of the family. This was not 

simply done by rehashing something 

that was, or had already been in 

existence. For example, the American 

public didn't want to see an exact 

reproduction of a turn of the century 

Main Street such as might be 

constructed by a museum. Disney 

conceived an idealized version of the 

past in which everything was as it 

should have been. The Main Street 

appears to us as if it came from the 

perfect pages of a storybook: no 

decay, no potholes, no problems, and 

each building is right where it should 

be. Disneyland is like Alice stepping 



through the looking glass. It is like 

entering another world of imagination. 

A place of warmth, special effects, 

motion and shapes brought Disney's 

fairy tales alive in a make-believable 

world of dreams. Disney has also 

delighted in mixing the almost real 

with real phoney. An example of this 

appears in Adventure 1 and's Jungle 

Cruise. The decision to use 

mechanical animals instead of live 

ones was important not only in needed 

control but in conveying an imaginary 

j u n g l e .  H a d  D i s n e y  t r i e d  t o  u s e  l i v e  

animals the effect would have been 

something much like a zoo. 

There is not much of a difference 

between Disneyland and a movie set. 

F i l m  d e s i g n e r s ,  l o n g  a c c u s t o m e d  t o _  

dealing with the confined spaces of 

studio stages, were masters at using 

tricks of scale and perspective. 



Through forced perspective they were 

able to make buildings appear much 

taller, by narrowing towards the top. 

The buildings on Main Street are 7/8th 

full size on the first floor, 5/8th on 

the second floor and half size on the 

third floor. Your eyes tell you that 

the buildings are full size; however, 

they are actually much smaller. A 

feeling of intimacy is produced making 

g u e s t s  f e e l  a  l i t t l e  l a r g e r  t h a n  l i f e .  

Sleeping Beauty's Castle in forced perspective. 



Sleeping Beauty's Castle's stones were 

also carved In diminishing scale, and 

the Matterhorn Mountain is a perfect-

l/10Qth scale re-creation of a famous 

Swiss Peak. This form of illusion 

gives Disneyland its magical sense. 

This is a world of illusion, 
but the props are 
startlingly real, and we 
must remember that the movie 
industry has had long 
experience in conjuring up 
other times and other 
places. The western towns 
and European squares that 
can be found on Hollywood 
back lots may consist of 
nothing but false fronts 
attached to crude 
frameworks, but they are 
remarkably convincing. 

(Finch page 63) 

Disneyland is like a gigantic set that 

is open to the public with its false 

facades concealing rides and 

entertainment. Scale changing was 

employed everywhere. It worked in 

scaling down the train, river boat, 

mountains, trees, buildings, the castle 

a n d  m a n y  o t h e r  e l e m e n t s  t h a t  i n  f u l l  

scale would have overpowered and thus 



destroyed the believabl11ty of 

Disneyland. The whole park is a big 

illusion as it seems to go on forever 

when in actuality it is only compacted 

into a mere 70 acres. Disney's use of 

scale, procession, and perspective was 

a series of behavioral psychology 

strategies to make the guests feel 

good Just as shopping malls use 

different strategies to make shoppers 

buy more. 

Slghtllnes were important to control 

in order to give Disneyland its 

believabl1ity. Walt didn't want the 

guests to be able to see the real 

world they lived in while they were in 

the park. This together with 

strategically placed shrubs and trees 

worked to keep the outside world 

totally out. In the park, keeping 

the themed areas separated was 

extremely important in not confusing 



different scenes. A turn of the 

century automobile should not be seen 

from Tomorrowland as it would destroy 

the guest's futuristic experience. 

After Swiss Family Robinson's Tree 

House was constructed with six tons of 

re-enforced steel and 110 cubic yards 

of concrete, Walt noticed that more 

height was needed to optimize the 

guest's sightllnes. They cut through 

the tree trunk and added a 10 foot 

section to raise it up to the height 

that they needed. (Bright) Also 

guests do not notice that back to back 

buildings share one roof but reflect 

two unique themes, as seen in the 

Queen Anne Emporium and a Hawaiian 

Thatched Hut. Disney controlled every 

view in the park to match the assigned 

sequence of scenes. 



One building reflects two unique themes. 

o Disney has total control of his world 

from social order to the environment. 

Disney wanted a green park with large 

trees so the park would look cool and 

inviting. 

The picture most guests 
carry away from Disneyland 
is of the incredible variety 
and tapestry of landscape 
found in the park. In each 
area landscape is an 
integral part of the scene, 
carefully planned and themed 
to the story. 

(Walker page 22) 

Each themed area authentically 

represents the vegetation from its 



environment. The Jungle of 

Adventureland, tall pine forests of 

Frontier land represent just some of 

2,000 different varieties of 

vegetation found throughout 

Disneyland. The man made rivers flow 

and water levels are all controlled. 

Mark TVain's Steamboat travels In a man-made environment. 



The grounds are constantly sprayed to 

avoid any mosquitoes which might 

pester the guests. It is this control 

that has kept Disneyland virtually 

crime-free and carefree so that the 

guests can be totally involved in 

their new world. Here guests can 

voluntarily exchange their money for 

Disney Dollars: Donald Duck ones, 

Goofy fives, and Mickey Mouse tens. 

It's the little details that have 

pulled off the believabi1ity of 

Disneyland. No corners have been cut. 

Every detail has been designed down to 

the frosting on a piece of 

gingerbread. Even wastebaskets are 

designed to blend with their 

surroundings. Tree stump garbage cans 

are found as part of Frontier1and's-

motiff. Altogether there are more 

than 45,000 Individual signs at 

Disneyland all designed to work 



together In a harmonious relationship. 

Themed drinking fountains and cash 

registers can be been in many areas. 

Tree stump garbage can is part of Frontierland's mot iff. 

o The key to Disney's magic was 

imagination, but technology made it 

into reality. Disney's Tiki Room was 

the first attraction to utilize the 

same equipment used in the space. 

program, audio-animatronic robots. 

Disney has spent millions of dollars 

on the development of theme park 



robotics. They were the first to push 

the technology limit of robotics with 

Lincoln, during the 1964 New York 

World's Fair. Audio-animatronics are 

programmed to make random movements, 

creating a stunning Imitation of real 

life people and animals. The guest 

feels the excitement and experiences 

the magic, but they don't see the 

sophisticated technology that makes it 

all happen; the unseen computer room, 

hydraulics, the strings that makes 

Tinkerbell fly. But like every good 

magician, Disney never reveals to the 

audience how the trick was done. 

(Omni) 
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Audio-animatronic robots in Pirates of the Caribbean. 



GOAL: To handle large numbers of guests 

swiftly, effectively, and continuously. 

STRATEGIES: 

o The circulation system of crowd flow 

is very simple. Main Street is an 

entrance corridor absorbing large 

masses of visitors in a short period 

of time. The guests travel down the 

street to find a large plaza from 

which other lands radiate. Each land 

featuring a visual centerpiece is easy 

to enter and leave because all paths 

lead back to the central hub. To 

provide relief for tired feet, shaded 

benches were necessary. No one should 

have to be tired at Disneyland unless 

they want to be. Landscaped gardens, 

terraces, and plazas give guests not 

only a chance to rest but provide 

passive entertainment for those who -

like to watch others have fun. 
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o A virtual theme in itself, 

transportation plays the primary role 

of moving the guests. One can get 

around Disneyland by almost any mode 

of travel given its context in the 

theme: steam train, trolley, tram, 

overhead cable, submarines, canoes, 

raft, paddle-steamer, sailing ship, 

etc. Green, red, blue, and white 

flagged buses provide the external 

link from the parking lots to the main 

gate. Since the early days of 

Disneyland, Walt had wanted to include 

the train of the future. 

Disney saw the monorail 
system a s a  sleek, all 
electric "highway in the 
sky" that would weave 
together the most ambitious 
expansion program in the 
park's young history. It 
would wind around the 
Tomorrowland area on a 
scenic Journey that included 
a cruise over the Submarine 
Lagoon and the Matterhorn 
Mountain. 

(Bright page 144) 

The monorail system now provides a 



2 1/2 mile track to the Disneyland 

Hotel and back to the Tomorrowland 

Station. The total system can carry 

10,000 passengers an hour. Another 

The monorail travels through Tomorrowland. 

great innovation of Disney is the 

WEDway People Mover Transit System 

found also in Tomorrowland. The main 

advantage of the system is the lack of 



gear belts or other mechanical 

devices. A series of pollution-free 

magnetic inductors push the five 

three-car trains. Disney has boasted 

a 99.8% efficient energy conservation 

by the use of this system, and it has 

since been commercially used at the 

Houston airport. All of the 

transportational Journeys offered in 

the park adds to the vibrancy of the 

guests' total experience. Movement is 

the main source of excitement. CEskow) 

Getting the people in and out of an 

attraction is part of the show 

experience too. Walt expected his 

attraction operators to keep the guests 

relaxed while waiting in line by 

diverting them with official 

information narrations. To make the -

experience less psychologically 

wearing, the waiting times posted by 

each attraction are generously 



overestimated, so everyone comes away 

grateful that they stood in the fastest 

paced line ever. The lines need to 

appear to be always moving, even if 

what looks like the end of the wait is 

the start of the pre-ride waiting 

areas. Disney is the master of the 

switch-back line management as the 

average wait is 45 minutes for each 

attraction. Attractions such as the 

Matterhorn have two lines on opposite 

sides of the mountain to make the line 

appear short. These little tricks of 

the theme-park trade mean a lot. The 

faster the line, the shorter the wait, 

the happier the guest. In Disney/s 

attraction Star Tours the waiting line 

is part of the pre-theme experience. 

Big screen TVs and robotronic 

characters entertain the guests making-

the wait enjoyable (Leerhsen). 

Disneyland is full of lovely shops, 

glittering shows, special events and 



interesting restaurants. Disney's 

philosophy has always been to give the 

guests more than they can see and 

they'll keep coming back again and 

again. Disneyland offers winter 

festivities, New Year's Eve 

celebrations, live entertainment, 

character and electric light parades 

and nightly fireworks. Disney is the 

biggest fireworks consumer of the 

world launching about $30,000 worth a 

night. Disneyland overwhelms the 

guest with the finale of the 

fireworks. An already marvelous 

experience is made even more 

breathtaking at the end. 



THE FUTURE 

In 1953 when Walt purchased the 180 acre 

site in Anaheim he didn't foresee the worldwide 

success of Disneyland, and soon new developers 

surrounded the site with hotels, motels, RV 

parks and gas stations. "The way I see it," 

Walt Disney said, "Disneyland will never be 

finished. It's something we can keep developing 

and adding to." (Bright page 236) Walt Disney 

died in 1966, but his comments seemed to make an 

impression on the organization as seen in the two 

decades since his death, Disneyland has 

continued to grow and flourish, but the Disney 

theme park concept itself also moved on to 

Florida to a location that contained 150 times 

more acreage called Walt Disney World. Disney 

company also went international with new theme 

parks in Tokyo and Paris. One might assume that 

Disneyland, the original, could be somewhat 

overshadowed in the future. Not according to-

Michael Disner, Disney's young new chairman: 

Disneyland remains the flagship, the 
experimental place to do things that 
could translate to our other parks. To 
keep Disneyland on the leading edge, 



we'll be constantly looking at new 
ways to combine art and technology, 
just as Disney has always done. But 
the main emphasis will remain - that 
we're there to entertain and be 
creative and fanciful while we look to 
the brighter side of things. 

(Bright page 237) 

Disney is a company that has stood for 

entertainment even in their architecture. 

Disney has used big-name architects like Michael 

Graves, Robert Stern, Antoine Predock, and Frank 

Gehry. Michael Eisner considers architecture as 

an important part of Disney's image: 

When I was growing up, I always 
wanted to work at CBS, not because of 
their programs but because of the 
Saarinen Bui 1 ding...Architecture is a 
magnet; if it's good it draws you in. 

(Branch page 78) 

Entertainment architecture isn't 

particularly aesthetic in itself, but it 

utilizes a set of strategies for delighting and 

comforting users. One approach, that is 

consistent with Disney's history is the 

"appropriation of past history," as seen in 

Disneyland's Main Street and New Orleans Square. 

The second strategy is the creation of fantasy 

without clear reference to any time or place. 



An example of this would be It's a Small World 

in Disneyland. Michael Graves has all but 

mastered this technique in Disney's Swan and 

Dophln Hotels. Some buildings like Antolne 

Predock's Santa Fe Hotel tries to represent the 

essence of a place without replicating It's 

architecture. Disney's Imaglneers are known as 

the revisionist historians, giving physical 

place to our collective myths of the past and 

future. More than ever the Disney Imagineers 

are designing facilities that give visual clues 

to what happens on the inside. Disney's 

attraction The Living Seas at Walt Disney 

World Florida resembles a series of waves while 

the attraction Spaceship Earth quite literally 

resembles the spherical planet. (Branch) 

Appropriation of history" as seen at Main Street U.S.A. 



ifojjfefe'. "*tij 
H 'inZn'H liimQI 
81 i.iiasne^"] ,ja«oen«^* 

-nnu*v* a a a *I 

Michael Grave's Dophin Hotel. 

Antoine Predock's Santa Fe Hotel. 

The Living Seas resenbles a series of waves. 
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The future Is an empty vessel waiting to be 

filled with ideas. The Disney Imagineers have 

the never ending pleasure of reinventing 

Disneyland. Recent trends seem to show the 

direction Disney is headed for in the future. 

o Disney is increasing their Library and 

teaming up with such companies as 

M.G.M. Non-Disney characters are 

being allowed in the park: Winnie the 

Pooh, Indiana Jones... One of 

Disneyland's newest attractions Star 

Tours sees Disney teaming up with 

George Lucas and enables the guests to 

participate in the space fantasy Star 

Wars. CLeerhsen) 

o Disney has been catering to more of 

the adult audiences releasing movies 

such as Splash, Down and Out in 

Beverly Hills, Golden Girls, Cocktail, 

Color of Money, Ruthless People, and 

Pretty Woman. In Disney's theme park 



adults outnumber children 4:1; and 

Disneyland has also become the 

world's leading honeymoon destination. 

Disney has created a new theme park at 

Disney World in Florida called 

Pleasure Island, themed as a harborside 

community, every night is New Year's 

Eve, and teens or adults can dance the 

night away. Disneyland has recently 

added the Videopolis attraction 

which is a huge outdoor nighttime 

dance club. (Leerhsen) 

Exit polls shows that what also brings 

guests back again and again is the 

thrill rides. Disneyland has been 

adding a string of them such as 

Mountain Thrillers, Magic Mountain, 

Matterhorn, Big Thunder Mountain and 

Splash Mountain. (Conniff) 

The aid of aerospace and computer 

technology will redefine the theme 



park's future. Simulated attractions 

are the latest wave in the theme park 

rides. There is a 40 passenger 

capsule that is computer-synchronized 

to wide-screen visuals that takes 

guests on a hydrau1ical1y operated ride 

through space in Disney's Star Tours 

Attraction. The designers tend to 

label these rides as being 

interactive. But pilots and 

astronauts have complete control over 

their simulators. Universal's 

producer Phil Hettema says: 

We'll probably see a true 
meeting of interaction and 
simulation in about fifteen 
years...That will mean 
you/ll not only be able to 
maneuver, say, your Joystick 
but also move from one place 
or world, to another at 
will. 

<Rayl page 47) 

The future seems to hold within its 

grasps simulated worlds and artificial 

environments where its hard to tell 

where replication ends and illusion 

begi ns. 





~\r\ SEA DISNEY 

Y^CHOOSING THE APPROPRIATE THEME 

Disneyland strives to be a theme park that 

is on the leading edge, and part of that 

commitment requires continual changing and new 

development of the park. For some time now 

rumors of an addition to Disneyland have 

circulated around the Anaheim area and theme 

park Industries. Where will the addition be? 

What will the new theme be? What will it look 

like? I have taken the privilege to answer 

these questions in my architectural thesis. For 

twenty weeks I get to be a Disney Imagineer and 

will dream, imagine and become the idea person 

for the new development. In my search for an 

appropriate themed addition, the following 

factors must be kept in mind. 

o The new theme must be unique to 

Disneyland as well as to other themed 

and amusement parks. 

o It must, however, be an integral part 

of the Disneyland storyline. The 



theme must work with, and not compete 

with or distract from the existing 

park. 

o The theme must be able to provide a 

variety of different attractions that 

will match the Disneyland motif. 

o The theme should Incorporate Disney's 

motion pictures Just as Disneyland was 

created to complement Walt/s 

animations and movies. 

o  I t  w i l l  b e  a s s u m e d  t h a t  D i s n e y  h a s  

already begun a new development 

project in Long Beach, California for 

an E.P.C.O.T. (Experimental Prototype 

Community of Tomorrow) theme park. 

The EPCOT Center is an Industrial fair 

of big companies displaying their 

newest innovations. Attractions are 

slanted towards the future rather 

than the past. The new Disneyland 



addition will not overlap or encroach 

upon any of EPCOT's existing themed 

attract ions. 

A scene froa the The Little Mermaid. 

Disney's recent box office hit, The Little 

Mermaid. inspired the idea of using the 



mysterious sea as the theme for Disney 1 and7s 
4 

addition. The seas, which cover 3/4 of the 

earth/s surface, offer within their waters, a 

new world that we are Just beginning to 

understand and explore. The sea has also played 

an important role in Walt Disney's animations 

and motion pictures. Films such as 20.000 

Leagues Under the Sea. The Rescuers, PlnQCChlQ, 

SP1 ash. and The Little Mermaid have captured the 

Imagination of all audiences, both the young and 

the old alike. The sea offers a kaleidoscope of 

unique oceanic attractions, opening new doors 

for family fun, entertainment and exploration. 

Monstro. the whale. 

A scene fron the notion picture Plnocchio. 



Walt Disney's inspiration for Disneyland came 

from America's nostalgia and possible future. 

Obviously the sea has always played an important 

part In America's history, folklore, myths, 

fantasies and has the potential of playing a 

very important part in the future. Disneyland is 

just that, land, and is composed of four 

different land areas, 

perfect counterpart to 

Disney has the potential 

in the Disneyland story. 

The sea provides the 

Disney's lands. Sea 

to be an integral part 

Butterfly fish and angel fish watch 
indifferently as I continue my descent 
along a cliff wholly covered by marine 
life forms. The shells of giant clams 
are ajar to display the emerald flesh 
bordered with a curious zigzag pattern 
of midnight blue. Sponges, like human 
hands, clutch the wall; and miniature 
thickets of black coral shelter 
colonies of minuscule crustaceans. It 
is all strange, unearthly, and yet 
familiar. Strange, because the sea, 
once it casts its spell, holds one in 
its net of wonder forever. 

(Cousteua, page 13) 

There is so much mystery and imagination derived 

from the sea, that Sea Disney will have no 

problems attracting everyone's attention. 
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Mystery and inagl nation derived from the sea. 



f ) UNPRECEDENTED 

Sea Disney should be unprecedented, and 

display Disney's desire to be on the leading 

edge. It will be like no other theme park. The 

importance of studying other themed parks will 

help in assuring that Disneyland's addition will 

be unique. I have studied the following parks 

and attractions to see what has already been done 

with the sea theme. I wl11 analyze how I may be 

able to either expand on some ideas or stay away 

from others. 

o At first glance one might say that Walt 

Disney World's Magic Kingdom is 

identical to Disneyland. The basics 

of the two are undeniably the same, 

but Disneyland is possessed with 

unique charm, intimacy, and 

hospitality. Main Street is on a 

smaller scale and leaves one with a 

bigger than life feeling that can only 

be experienced at a park of such 

manageable size. Another of the 

advantages Disneyland offers over 



Disney World Is that rides and 

attractions are concentrated in one 

spot and not scattered among three 

major areas. Disneyland is full of 

special niches that are too numerous 

to list. It will be an important 

factor in designing Sea Disney to keep 

the scale intimate. 

o Walt Disney World in Florida has a new 

sea themed water park called Typhoon 

Lagoon. Visitors can paddle in a wave 

pool, snorkel with sea creatures 

including sharks, and plunge down 

eight different waterslides. Keeping 

with the typhoon motif, buildings are 

dilapidated and wrecked fishing boats 

are scattered about. 

Typhoon Lagoon offers a 
titillating hint of danger. 
Visitors are encouraged to 
go scuba diving, for 
example, in a salt water 
coral reef stocked with real 
fish struggling to look as 
casual in the ozone-filtered 
sea water as the average 
school off the Florida 



Keys...Visitors sit in rafts 
or inner tubes to be carried 
by the water around the 
park. At one point drifters 
pass the tropical 
rain-forest, a heavily 
planted area where machines 
spew out steam and hidden 
speakers recreate jungle 
noises. 

CLagoon page 25) 

Typhoon Lagoon offers hands-on wet and 

wild water rides. Today, a host of 

new high-tech water parks have brought 

cooling excitement to hot summer days. 

Disney World's new water theme park. 



Disney World In Florida has also 

opened the EPCOT Center which 

celebrates the ability of man to 

perfect his environment through 

technology. In 1986 EPCOT opened a 

sea themed pavilion called The Living 

Seas. The Living Seas contains the 

world/s largest aquarium which is 203 

feet in diameter and 27 feet deep. 

The aquarium duplicates the chemistry 

and life support system of a Caribbean 

Reef and offers more than 6,500 marine 

life specimens. Other features 

include a restaurant with a view of 

the reef, a gondola ride that gives 

visitors an upper observation of the 

reef, and two theaters showing short 

films probing some of the ocean7s 

deepest mysteries. The main theme is 

the adventure enabling visitors to-

become marine scientists descending to 

a water research station known a 

Seabase Alpha. (Epcot's) 



To get you there, Disney 
has devised the ultimate 
elevator of the imagination. 
Called a Descent Hydrolater, 
it uses such an array of 
special effects-chase, level 
indicators, bubbles shooting 
past rocks outside the 
window - that you end your 
30 second "plunge," with the 
illusion that you've dropped 
about seven fathoms. 

CCulhane page 140) 

Seabase Alpha is a model research 

facility where scientists demonstrate 

new technologies in ocean 

surveillance. The living seas present 

a real look at sea explorations 

history and future. 

Seabase Alpha at The Living Seas 



o Encounters with sea life are available 

at Sea World at San Diego/s Mission 

Bay. Visitors look at the forbidden 

reef, where moray eels, bat rays, and 

other creatures live. Sea World is 

famous for its marine life shows. 

Shows present killer whales, dolphins, 

sea lions, walruses, and river otters 

performing spinning leaps and playful 

water tricks. Sea World is not a 

theme park as Sea Disney would be; at 

Sea World visitors don't participate, 

they mainly observe, while at Sea 

Disney, they would be surrounded and 

involved with the animated characters. 

CLenhart page 11) 

Killer whales preform at Sea World. 



o Britain has introduced a new park 

called Wonder World Just east of 

Corby, North-Amptonshire. Wonder 

World is an activity center for 

families, with the accent on 

participation. 

The trend towards shorter 
working hours and Increased 
leisure time is more than 
Just a possibility: it's 
happening. The traditional 
forms of recreation are 
still being enjoyed, but 
they wi11 not be enough to 
fill sheer abundance of free 
time...A multi-themed 

r 

Sea attraction at Wonder World. 



leisure place which provides 
a right blend of facilities 
and offer a variety of 
attractions and interests 
will as a result reward its 
proprietors and sponsors. 

(Walker page 4) 

A number of big companies are able to 

provide a wide range of themes, born 

out of their businesses and will also 

be commercially and socially rewarded 

by being in contact with the public. 

This park is very similar to the EPCOT 

Center in Florida. Part of Wonder 

World/s Super Trade Show includes the 

attraction "Sea: In the Wake of Drake." 

The space-aged sea world takes 

visitors on a submarine journey 

of man/s achievements in the seas; 

from the newest oil rigs, to the 

honoring of past naval wars. (Walker) 



DREAMING 

Sea Disney will not be just another 

aquarium or realistic look at man's oceanic 

advancements. Sea Disney must have the same 

magic and imagination as it's counterpart, 

Disneyland. Disneyland presently has two 

attractions that deal with the sea: the 

Submarine Voyage and Pinocchio's Daring Journey. 

Sea Disney might be able to incorporate these 

rides within it's themed addition, thus making 

more room for further expansion in Disneyland 

itself. The submarine voyage is a fleet of 8 

World War 11 submarines. One problem with this 

existing attraction is that the voyage occurs in 

Tomorrowland and was built in 1959. By being 

able to remove or move this attraction, 

Tomorrowland will have the ability to expand 

with new futuristic attractions. Pinocchio's 

Daring Journey in Fantasyland is anything but 

daring - with the main part of the story taking -

place underwater, Pinocchio's creator was 

swallowed by a whale, a more revised attraction 

might be better served at Sea Disney. This 



would leave room In Fantasy land for a new 

addition featuring Roger the Rabbit or some 

other more exciting ride. It is important that 

Sea Disney doesn/t overlap Disney 1 and7"s existing 

storyline. While beginning to develop some 

possible schemes for Sea Disney, it wi11 be 

important to keep the following goals in mind. 

o The addition must not compete against, 

but rather work with Disneyland's 

existing character. 

o It must provide a variety of 

attractions that will appeal to guests 

of all ages, and should Incorporate 

and promote Disney's movie media. 

o The new development must be unique, 

unprecedented, and on the leading edge 

of theme parks world wide. 

o The addition needs to be laid out in a 

coherent sequence. 



o The park should include plenty of 

entertainment and overwhelm the guests 

with different activities. This will 

bring them back again and again. 

o Sea Disney should be as intimate and 

comfortable as Disneyland, with plenty 

of landscaping and relaxing areas. 

o Most importantly Sea Disney should use 

all of Disney's philosophies and 

strategies to create the happiest 

place on earth. 

o To create a logical sequence and 

transition to and from Disneyland. 

On February 8, 1991, I assembled a panel of 

America's most creative and ingenious minds to 

collect ideas for attractions and experiences 

that could be incorporated into Sea Disney. I 

would like to thank Jerry, Clark, Ralph, Rob, 

Nancy, Kathy, Rob II, Darren, and Audrey for 

their time and help. 
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YJREGIONAL CONTEXT 

The history of Los Angeles is as diverse as 

any major city could be. The city has a 

population of over 7,500,000 and encompasses an 

area of 4,000 square miles. The development of 

the city follows the development of the 

automobile. The residents of Los Angeles are 

dependent upon the automobile to an extent that 

their cars are their most precious possession. 

If one trend represents the historical 
development of Los Angeles, it is 
certainly that of rapid growth. 
Like many American cities, Los Angeles 
is a product of mechanized transport -
the railroad, the trolley car, the 
automobile - which allowed it to 
expand far beyond the limits of 
settlement imposed by horse and human 
foot. 

CGleye page 1) 

Disneyland lies thirty miles from the heart of 

downtown Los Angeles in Anaheim. Set in a city 

obsessed with mobility, Disneyland offers a 

diverse multitude of - various means of 

transportation. However, when you enter 

Disney's city you are forced to park your car 

and rely upon systems that do not exist outside: 



steam trains, monorails, people-movers, trams 

and ships. Disney does pay tribute to the 

superhighways of Los Angeles, with their own 

version of Autopla. With the growing movie 

industry residing in Los Angeles, it is only 

reasonable to assume "the greatest stage set" 

would be built there; the set for a film that is 

only made in the mind of the visitor. Southern 

California certainly supports and boasts their 

claim to Disneyland. 
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^ j CLIMATE ANALYSIS 

The climate of Los Angeles Is mild, as 

yearly average temperatures and humidity are 

within the human comfort range. The Pacific 

Ocean is the major source of the moderate 

temperatures. The climate is fairly constant 

but there is a change of seasons. April to 

October marks the summer months which have a 

noticeable lack of precipitation - especially 

lately, given the severe drought that has 

Plagued the area for the past several years. 

Who knows, it might be Disney that teaches Los 

Angeles how to deal with their water shortage, 

north-east winds mark the coldest months of the 

year. A pollutant build up is caused by the 

geographic features of the Basin Area and the 

average low- wind velocities. The following 

design criteria must be considered when planning 

Sea Disney: 

o Shaded exterior spaces are needed. 

o Solar gain problems could be dealt with 

by allowing breezes to flow through 



buildings and providing deep recessed 

window openings. 

Southern sun angles should be blocked 

to prevent glare. 

Water features will psychologically 

comfort guests. 

Water and heavy vegetation will 

provide needed humidity. 
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SITE DESCRIPTION 

The existing site just vest of Disneyland. 

The site for the addition is located to the 

immediate west of the existing Disneyland park. 

The site is presently owned by the Disney 

company, but is currently being leased out for 

agricultural strawberry cultivation. Three 

streets encircle the site. West Street and 

Walnut Street are semi-primary commercial 

accesses, and Cerritos Avenue is a minor 

Disneyland Hotel access street. This site was 

chosen for its close proximity to Disneyland and 



the resort hotel. There are no existing 

structures to interfere with the Sea Disney 

development. I am proposing to move Disney's 

Vacatlonland for travel trailers, Disney's 

Racquet Clubs and 150 overflow parking spaces as 

shown on the Sea Disney master plan. 

The Disneyland Bote! at Anaheia, California. 

The Disneyland Hotel is directly to the 

south of the site. ThLs huge establishment 

occupies 60 acres and accommodates 1,200 rooms 

and suites. Three high-rises tower 12 stories 

over the Anaheim skyline. The resort is a 



destination in it's own right featuring a 

man-made marina, 165 foot waterfall, night time 

dancing, Japanese dining, shops, restaurants, and 

sports facilities. Other site surroundings 

include gas stations, motels and various other 

tourist attractions. 

Walt Disney always regretted that he 
couldn't afford in the beginning to 
buy up and keep control over the 
orange groves surrounding the one that 
became Disney 1 and...For here, as soon 
as Disney's fantasy had become a 
super-high-profit reality, which was 
almost Instantaneously, an all-American 
free-for-al1 of roadside restaurants, 
motels, miniature golf courses, 
go-cart tracks, and campgrounds popped 
up al1 around. 

(Moore page 368) 

In designing Sea Disney I don't have to be 

site specific as I am creating a new series of 

environments. I won't have to be sensitive to 

the neighboring sites as I am most concerned 

with buffering the site to, as well as from,the 

outside world. However, I will have to be 

conscious of site lines to and from the site by 

the Disneyland Hotel complex. I am not 

suggesting that S e a Disney from the outside will 

be an eye-soar to its surroundings. Quite the 



contrary: with proper landscaping Sea Disney 

will be an attractive addition. 

The site is included in the commercial 

recreation zoning area. The 80 page ordinance 

will not be Ignored, but taken very loosely. 

After all, if Disney could build a 150 foot 

mountain it also seems logical that I could 

construct an ocean. 
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Conceptual Solutions 

LINKAGE TO DISNEYLAND 

The Sea Disney addition, which is located 

directly to the west of Disneyland and separated 

by West Street, needs the best possible access 

to the existing main park. Part of Disneyland's 

successful uniqueness is that it is all located 

in one intimate setting. The difficult 

challenge of linking the new Sea Disney addition 

to Disneyland is to physically integrate the 

two together without damaging its unique 

integr1ty. 

The following chart gives the advantages 

and disadvantages of five different types of 

linkages to the new addition. Three of the best 

possible ties will be further explored in four 

conceptual schemes. 
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Disneyland offers a variety of different 

themes and attractions that appeal to everyone. 

Sea Disney, with Its theme being that which 

pertains to the sea, will also offer the same 

variety in attractions as Disneyland. 

Sea Disney will offer the guests various types 

of water transportation, mysterious environments, 

amusing creatures, Important history, innovative 

explorations, and the promotion of Disney/s 

motion pictures that are especially associated 

with the sea. 
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( J SCHEME I 

Scheme I is a plan that provides a link 

between Disney 1and/s central hub and 

Sea Dlsney/s Sea Base by means of an underground 

sea link transit system. By linking to the 

park's central plaza, Disneyland's radial plan is 

undisturbed. A guest does not have to cross 

over existing theme areas to reach Sea Disney. 

Sea Disney would be surrounded by a waterfall 

system which would act as a buffer zone to the 

external environment. 
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SCHEME I 1/2 

Scheme I 1/2 Is a plan that also links 

Dlsneyland/s central hub to a central Under Sea 

Station with an underground sea link system. 

The park is divided into seven areas to 

represent seven sea environments. This scheme 

takes advantage of more area by tunneling 

underneath West Street. All seven areas are 

easily accessible by the central station from 

which merchant ships carry guests from port to 

port around the Seven Seas. 
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SCHEME II 

Scheme II Is a plan that provides for the 

movement of people to and from Sea Disney and 

Disneyland via two systems: the monorail and an 

underground sea link. The sea link transport 

becomes an amphibious system which takes guests 

to all three zones of Sea Disney: By the Sea? On 

the Sea, and Under the Sea. Under the Sea is 

actually an enclosed interior environment which 

acts to simulate the effects that the guests 

are walking on the ocean/s floor. 
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SCHEME III 

Scheme III is a plan whereby Sea Disney and 

Disneyland are linked by an underground subway 

system. Guests would enter Disneyland's main 

gates to find a choice of continuing into Main 

Street U.S.A. or descending down into a subway 

station that would carry them into a 1930 

American port city. Sea Disney surrounds an 

ocean of water where four main areas face a 

central island. Each area could be accessed by 

traveling clockwise or counter clockwise around 

the park 

PISNEYI 
Hcrmu I 





PROGRAM 

USER DESCRIPTION 

...Everyone! 



SPATIAL PLANNING 

A decision was made to further develop a 

combination of Scheme I and Scheme III at the 

suggestion of my Thesis I Jury and guests. 

Scheme Ill's system of linkage and circulation 

will be combined with Scheme I's plan for theme 

attractions. Sea Disney will also take 

advantage of additional space acquired by 

tunneling underneath West Street. To get a 

feeling for how many attractions, gift shops, 

restaurants, and restrooms would be able to fit 

within the 45 acre Sea Disney addition, I 

proportioned the numbers with the existing 

Disneyland Park. 

Disney 1 and Sea Di sney 

Total area 130 acres 73 acres 

Support area 54 acres 30 acres 

Public area 76 acres 43 acres 

Attract ions 61 29 

Shops 25 15 

Restaurants 18 12 

Refreshment Areas 13 8 

Restrooms 13 8 



The spatial planning for Sea Disney has 

been, most importantly, arranged into a logical 

sequence of events. Each attraction, shop, and 

restaurant is placed in the most appropriate 

theme area, to enhance the character of that 

particular place. Sea Disney is divided into 

six unique theme areas surrounding an island. 

The island offers different staged sides to 

reflect the theme of each area, visible from 

each area as guests face the island. The Island 

becomes the buffer zone that does not allow 

guests to view any other theme area except the 

one that they are experiencing at that time. 
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SPATIAL DESCRIPTIONS 

LIBERTY HARBOR Is a 1930/s all American port 

city. It portrays a time when mobsters ruled 

the streets and prohibition was in effect. 

Immigrants got their first sight of America 

when they entered this harbor from the sea. The 

United States was a land of opportunity, 

liberty, and freedom for all. 

ATTRACTIONS: 

TOONTOWN: Brings Roger Rabbit and all 

of his cartoon friends to life. 

CALLING DICK TRACY: Join Dick Tracy 

on his adventures of conquering the 

big time mobster villains. 

SCRAPING SKIES: Exploits man's 

ambition to build higher steel 

mountains, with a surprising elevator 

cable break. 

A WALK DOWN LIBERTY LANE: A tribute 

to peace, freedom and the American Way. 



ATTRACTIONS, continued... 

THE BROADWAY PLAY HOUSE: The Disney 

characters are cast for the greatest 

Broadway spectacular ever. 

SERVICES: 

RESTROOMS 

THE DOWNTOWNER: SHOPS 

THE HARBOR FRONT: SHOPS 

JESSICA RABBIT'S NIGHT CLUB: RESTAURANT 

BRIGHT LIGHTS CAFE: RESTAURANT 

PIER '76: REFRESHMENT AREA 

TRANSPORTATION: 

S. S. DISNEY 

SUBWAY 

TOONTOWN TROLLEY 

OVERHEAD COMMUTER 

TAXI CABS 



POLAR BAY reflects the northern Arctic 

environment. A Klondike gold rush community 

protrudes out Into the bay. Crystal waters give 

way to Icebergs and glaciers rushing Into the 

sea. Penguins, seals, and polar bears roam the 

snow covered ground. 

ATTRACTIONS : 

SUPER HEROES CRYSTAL PALISADE: An 

adventure commemorating America's 

superhuman figures. 

PENGUIN SLIDE: An exciting slide down 

a glacier through Eskimo villages to 

the cold sea below. 

GOLD RUSH!: The story of men and women 

who left their homes to venture north 

and find fortunes. 

SANTA'S WORKSHOP: A chance to go to" 

the North Pole and watch Santa and 

his elves building toys for children. 



SERVICES t 

RESTROOMS 

GLACIER MERCANTILE: SHOPS 

YUKON TRADER: SHOPS 

POLAR BEAR LAIR: SHOPS 

NORTHERN LIGHTS DINING: RESTAURANT 

ESKIMO ICICLES: REFRESHMENTS 

TRANSPORTATION: 

S. S. DISNEY 

DOG SLEDS 



BERMUDA BEACH i nvites guests to the tropical 

seas of the Atlantic. The mysterious waters of 

the Bermuda Triangle have contributed to the 

disappearance of hundreds of sh ps and airplanes 

and thus the hot sandy beaches are a wasteland 

of wreckage. 

ATTRACTIONS: 

MONSOON: A water roller coaster that 

provides experiences of the 

catastrophic effects of this violent 

storm at sea. 

THE BERMUDA TRIANGLE: The mysteries 

and powers of the triangle are 

1nvest igated. 

THE RESCUERS <0N THE SEA): Guests 

enjoy the heart-warming adventures of 

the Rescue characters. 

SHIP WRECKED SHORES: Visitors become 

castaways on an exploration of a 

Gilligan/s Island type village. 



RESTROOMS 

SUNKEN TREASURES: SHOPS 

PALM TREE PAVILION: SHOPS 

TROPICAL GARDENS: RESTAURANT 

CRAB CABARET: RESTAURANT 

SANDY CANTEEN: REFRESHMENT AREA 

TRANSPORTATION: 

S. S. DISNEY 

SAILBOATS 



CAPTAIN'S COVE is an area rich in strange sea 

tales. The small wharf community is a place 

where shipmates go ashore and share stories about 

the sea. The lighthouse warns captains of the 

dangerous rocky inlet. 

ATTRACTIONS: 

POPEYE, THE SAILOR MAN: Takes guests 

on Popeye's boat and enables them to 

experience his adventures. 

ENDS OF THE EARTH: A tribute to man's 

exploration of the seven seas and the 

new worlds that he found. 

STRANGE TALES: Captains often 

exaggerate stories including "The 

Flying Dutchman" and "B1ackbeard's 

Ghost." 

PINOCCHIO<GREAT SEA SEARCH): Plnocchio 

searches for his maker Geppeto and 

runs into the mighty whale Monstro. 



SERVICES* 

RESTROOMS 

SWEETPEA'S SWEET SHOP: SHOPS 

GEPPETO/S WOODCARVINGS : SHOPS 

WHIMPY BURGERS: RESTAURANT 

CAPTAIN/S QUARTERS: RESTAURANT 

WHALER/S WHARF: REFRESHMENT AREA 

COFFEE DECK: REFRESHMENT AREA 

TRANSPORTATION: 

S. S. DISNEY 

FISHING VESSEL 



TREASURE ISLAND brings guests to the pirates' 

secret hideaway where a concealed map shows 

the spot of hidden treasures. This volcanic 

island is full of traps, head hunters, and 

dangerous adventures. 

ATTRACTIONS: 

VOLCANIC ERUPTION: A high-speed 

roller coaster travels through the 

inner steamy caverns of molten lava. 

NEVERLAND: Join Peter Pan on his 

exciting flight which is a Journey 

into a faraway land with Tinker Bell 

and the ruthless Captain Hook. 

TREASURE HUNT: In a search for the 

hidden treasure, guests must beware of 

obstacles and booby traps along the 

way. 

SERVICES: 

RESTROOMS 

THE HEAD HUNTER: SHOPS 

HANGMAN'S HOLLOW: SHOPS 



SERVICES, continued... 

CROSSBONES CAFE: RESTAURANT 

THE CASCADE: RESTAURANT 

TRANSPORTATION: 

S. S. DISNEY 

PIRATE SHIP 



ABYSSAL BASE takes guests Into a scientific 

experimental station set up to explore the 

environment in the depths of the sea. The 

salt-filled water offers a view of whales, 

sharks, dolphins, octopi, and other creatures in 

their natural settings. 

ATTRACTIONS: 

WHIRLPOOL WATERS: An exciting spiral 

ride down a water filled hole. 

SEA LAB SEVEN: Aquarium style study 

of sea life. 

AQUANAUT: Presents man's innovative 

study of the sea from oceanography to 

aquaculture; a real life glimpse into 

the future. 

AQUACADE: A water show spectacular 

featuring swimmers, dolphins and 

killer whales with musical 

accompaniment. 



SERVICES: 

RESTROOMS 

BLUE WHALE BASIN: SHOPS 

SEASCAPE SOUVENIRS: SHOPS 

SUCCULENT SEAS: RESTAURANT 

OYSTER HOUSE: RESTAURANT 

FRESHWATER FOUNTAIN: REFRESHMENT AREA 

TRANSPORTATION: 

S. S. DISNEY 

SEA LINK 

HYDROPLUNGER 



MERMAID LAGOON presents the greatest mythologies 

surrounding the seas. Guests can visit the 

underwater city of King Triton and explore the 

Lost City of Atlantis. The Lagoon is a place 

where mythical creatures and legendary worlds 

come to life. 

ATTRACTIONS: 

CORAL CAVERNS: Guests explore 

colorful underwater caverns in a 

whimsical habitat. 

UNDER THE SEA: A fanciful look at 

King Triton's underwater city with the 

Little Mermaid and her friends. 

CENTER OF THE EARTH: A Journey 

beneath the surface of the waters to 

the vast uncharted depths of the 

ocean. A secret canyon takes guests-

down to the earth's center. 



ATTRACTIONS, continued... 

LOST ATLANTIS: Greek mythology 

provides the setting as guests visit 

this intriguing underwater 

civilizatIon. 

THE SEA SERPENT: This high-speed 

water roller coaster provides a thrill 

around every twist and turn. 

SERVICES: 

RESTROOMS 

THE ACROPOLIS: SHOPS 

ARIEL'S COLLECTIBLES: SHOPS 

KRAKEN'S KITCHEN: RESTAURANT 

SEBASTIAN'S SEAFOOD: RESTAURANT 

UNICORN FALLS: REFRESHMENT AREA 
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ARCHITECTURAL SOLUTION 

yo m 
7 J CONCLUSION STATEMENT 

This Architecture Thesis has given me the 

opportunity to investigate and understand the 

many strategies used for theme park design. I 

believe that I can take these ideas with me 

throughout my professional career. The ability 

to create a sense of place that delights users, 

adds to the vibrancy of any design. By studying 

Walt Disney and his philosophies I have learned 

that he had the ability and resources to 

transform his dreams into reality. Entertainment 

architecture is now a fast growing Industry. 

Casinos, resorts, shopping centers, and 

amusement parks are all turning more and more to 

theme strategy design. This thesis project has 

truly sparked my imagination. Although there 

could be numerous solutions to this particular 

project„ I am proud to present my solution -

Sea Disney. 
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Disney Unveils Preliminary Plans for'Westcot Center' 
By Rich arb Turner 

S t a f f  R e p o r t e r  o f  " t u t :  S^ULl Strcet Jiubnai. 
Bt'KBANK. C;ilif.-After months of se

crecy and s|*>('itla(fon. Walt Disney Co. dls 
closed plaits Utf a jKissible S3 billion resort, 
including a separate "Westcot Center" 
theme park next to Disneyland in Ana
heim. Calif. 

Thf Westcot "Community <>f Tiniinr-
row" would be modeled after Epcot Center 
.it Walt Disney World near Orlando, Flu. 

Disclosure of the preliminary master 
plan, which includes three new hotels, a 
man made lake and the theme park on 
what is now the Disneyland parking lot, 
puts pressure on city officials in Long 
Beach. Calif., 15 miles to the west. Disney 
last summeT tflYveiied "PoVT DTSi*i'?y." A' 
$2.3 billion marine themed park planned 
for that city, and is orchestrating a compe 
Ation t>etween the two cities in an effort to: 

secure favorable terms on the many infra
structure and transportation issues 'he 
Aew construction Would raise'. 

Disney said it will mak^ a* decision at 
the end of this year. Meaivv#\?K-f)isi«>y of
ficials have said private!^ it might' 

well build on both Sitf>s, and the fact tlisli 
Disney Iras t>een acquiring Mild iii A.hii-
iieim implies, for ArmlWiif,: riiii whether 
Disney will frtHId a ^cirtiH ijiit how big 
it will be and whether if vtffff be built dur
ing this decade. 

While I'ort Disney in Uifig Bfactl $$)fd 
include a p.ifR called Dfsfie'y wifh an 
aquarium and manfc ocean-Ehemed attrac
tions, Westcot woUhf h;fve as its center
piece Spacestafion E;irtl), "af giant golden 
sphere rising (Jraniaticaify'ab0ye Jthe land
scape." Like Eprpl-wjiich stahfis fpf 
perfftienfal Prototype('(immunity of To
morrow and was envisioned as a model 
community by company founder Walt Dis
ney - Westcfif v»itP intlud^ dfattVaffc sA&W-
cases of foreign lands and themed pavil
ions that explore Jhe wonders of the hum<*n 
foody, our natural environment and tjiie' uni
verse beyond," the company said. Its 
statement didn't give further details. 

Some had speculated that Disney might 
ohixise ti i Ian Id a movie themed studio tour 
for AnaWim along the lines of the Disney-
M<;M Studios' ifr Florida', wh&fv opened in 

Ifwy. The futyrjijtk' >oHe/(iij|(on of &$<>(. 
tliis re;jlsonii(g , til ciafe 
quickly. But .||)palfe;rt|y Dfs&^,!£lt tliat ii' 
HoIjyw(KKl thertjf liff^lit s£em less' exotic 
So' nearthe r£j{ Hi >ify $$$, Jart icu la fly 
when MCA Inc. s Unf^fwl &omos Holly 
wood is in the area 

Although Anaheim has a long and har 
moimius relationship with Disney, the, site 
has potential problems with available 
space and traffic congestion. Disneyland is 
Situated on 1311 acres, of wh|ch Sfji acres 
is open tW the public. The parking lot is an 
additional1 100 acres. Dif#y owns 23 more 
acres across the strw. &y contrast. Dis
ney World in Florida iifi on 
Long Beatli woiw^h#? , 3®o 
availably inciiKlitfr 
landfill. l3ut (he Ca^WM1 N)tist,\f C® 

liiissiiMl ji;iS indicated it mi|iit block ap 
jiioyal of tilt* landfill, citiijg a Siii(e _$*» 
tliat DiSney lobbyists ir? busy in Sacra 
niehicS trying til efistijfe 

Early iijft surged Jfiai 
plsijey 4$ .qiii^jlj' buying u^.trdciS. of 
laiiVf ^^ifjiiindin^ Disneyland,,w|i(fh 
ffjieiiedj(i fH5';».^|id t|iiickly wasJii^piuiicItHf 
t»V cfoiftis^ (tfjeii ^dy timfgaiaia sbuve 
mi shops feeding off the p.trk', much to the 
coVn'pi'n'y',1 chagrin. Acting through an in-
t^rjMedi;i'y. DiSne'y bought 23 acres for S30 

a^i^gan trolling for more, though 
fW' fninf);fiiy aeclinet til be specific. A 
strawberry fanner named Hiroshi Fuji 
singe refused a SiO inillion offer for a lease 
on his 5h acres, but didn't rule out selling 
eventually, according to local press re 
ports. Disney said some elements of the 
master plat* depend upon lartU it hasn't yet 
acquired ;siid fjlaces the !>ize of the entire 
••'D#$rap jKeVort." a'S" the company 

if. jft 170 acres. . 
th^^r plan is 

to irtcreii^? the mini be r of DisiW owned 
^({i; tifflRjs in i^iei^^tQ. 5.100 
TOK im'siirrtm cq^pany-Jbas 

rtist D0e# 6)C0k&t<f r.'.ocs fek 
m; ^l6apVM.the.end'of next yea'f.',|l'o® 
^t^h^g^iined new hotels and a$ 

isneyland HoteJ it acquired iji 

ip«J 
isigfi confidentially agreements and it's not 
known exactly hQw much property Disney 
wiii have to work with. 

The transportation problems in already-
congested Anaheim are daunting, and Dis
ney's plai? includes r}»w freeway 
offramps that would df'^St visitoxs d'; 

reejjy into, w»;pub!>;-0JiMhg stratiul'es.,: 
would, move on 

ar(f -th« P>sney^fj{^ottv: 
Aviations. whicK y 

c)ii#r 4l,^eim's larg? Convention Cetiffjf 
Stadium, home of the bad?-, 

bail' A^lojid football Ranis'.. 1^, Febru 
arv, ^laheiin officiais voted to sj«rid S20G,-
OCa to study a monorail. 

company has obtained Jeasep- on 
liaatf motels, acco^ir^,.5b local 

sV But' op^f^dir hky? had to 
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FOREWARD 

This document studies Walt Disney World and 

attempts to understand how the place works and 

why it attracts so many people. Disney World is 

considered a theme park, but shares many common 

attributes of an urban center. Many problems 

that afflict cities can be associated with such 

factors as urban sprawl, inadequate use of 

space, and social forces. By understanding the 

carefully planned world of Disney, some possible 

future directions to contemporary cities may be 

addressed. 
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LAS VEGAS TO DISNEY WORLD 

In 1972, Robert Venture's book, Learn 1 no 

From Lag Vegas, created a healthy controversy 

among architects. It suggested architects were 

more receptive to the tastes and values of the 

public and less self fulfilling in their 

erections of personal monuments. Venturi 

accused Modernists of only being concerned with 

space, form, and structure while they were out 

of touch with the meaning and visual richness of 

the automobile based culture. When Robert 

Venturi, Denise Brown, Steven Izenour, and 

students at Yale University began their study, 

they were under the impression that Las Vegas 

might have something to teach the serious 

designer. They were interested in learning how 

the use of signs, symbols, color, and decorative 

richness enhanced The Las Vegas Strip. 

We believe a careful documentation and 
analysis of its physical form is as 
important to architects and urbanists 
today as were the studies of medieval 
Europe and ancient Rome and Greece to 
earlier generations. Such a study 
will help to define a new type of 
urban form emerging in America and 



Europe, radically different from that 
— we have known - one that we have been 
r ill-equipped to deal with and that, 
from ignorance, we define today as 
urban sprawl. An aim of this studio 
will be, through open-minded and 
nonjudgmental investigation, to come to 
understand this new form and to begin 
to evolve technique for its handling. 

(Venturi, Preface) 

ttitvur nun DDE PRINZE 

The birth of The Las Vegas Strip 

Learning from the existing landscape is a way of 

being revolutionary for an architect. Looking 

backward at history and tradition is a 

successful way of moving forward. Venturi 

concluded that modern architects abandoned 

ornament on buildings and they unconsciously 



designed buildings that were ornate. 

~ Disney World, like Las Vegas, has become a 

popular destination resort for millions of 

people each year. Disney offers the 

familiarities of an idealized version of a 

nineteenth century American town that is without 

cars, dirt, graffiti, or social and economical 

strife. The romanticized world presents comfort, 

fantasy, cleanliness, and futurist visions to 

its population. Disney has carefully planned a 

set of different strategies for delighting and 

comforting the users. As guests experience 

Disney World they are left with a sense of magic 

that has made the park such a luring place. By 

studying Walt Disney Worlds strategies, 

philosophies, and behind the scene service, 

cities of today might be able to capture their 

own unique magic. To some, Walt Disney World is 

considered a technological Utopia that has been 

carefully planned and has avoided the ravages of -

urban sprawl, pollution, and unguided growth. 

(Greenfield) The writer Ray Bradbury once 

proposed that Walt Disney should run for mayor 



of "Los Angeles on the grounds that Disney was 

possibly the one man alive who could make the 

city work. 

Disney declined, saying that he would 
be a fool to seek the office when he 
was already the monarch of a Magic 
Kingdom. One can see his point, but 
one also understands why, Bradbury 
made the proposal, because Disney7s 
Magic Kingdom was full of 
down-to-earth ideas that would make a 
good deal of sense within real urban 
complexes. 

(Finch page 186) 

Today Walt Disney World is the object of study 

for architects and city planners because it 

houses systems that once visionaries only 

dreamed about, and these systems can be observed 

in operation. 





UTOPIAS 

Disney's Image of the future 

The world Utopia is defined as "a place of 

ideal perfection in laws, government and social 

conditions." (Webster) For hundreds of years 

the question of whether or not a society can 

become perfectible has been discussed by many 

philosophers, religious leaders, political 

advocates and visionary architects. The 

Industrial Revolution brought with it new 

visionary dreams of purity. It was believed 

that imperfections of previous societies and 



their cities would be swept away with the 

evolution of new technology. Economist and 

Sociologists devised schematic or diagrammatic 

plans for a Utopia, but none of them described a 

final form with a solution. (Fishman) These 

schemes were Just general statements that 

allowed individuals to imagine the Utopias built 

according to his or her own taste. Many people 

dreamed of a better world but during the past 

century Ebenezer Howard, Frank Lloyd Wright, and 

LeCorbusier actually set out to plan and design 

their own three-dimensional Utopian worlds. 

Each were uniquely different and all three 

proposals are open to many criticisms pointing 

to their defects. 

In 1902 Ebenezer Howard published his book, 

garden cities of Tomorrow. By an unselfish 

common sense and human understanding Howard 

addressed the urban problems of his times. In 

short, Howard attacked the whole problem of the 

development of a city, not merely its physical 

growth but the integration of urban and rural 

patterns. His Garden City was an attempt to 



relieve the congestion and industrial pollution 

of the big city. Howard saw the need for 

sunlight and greenery so he designed a series of 

satellite cities that would extend from the 

central city. Each would be limited to a 

maximum growth and surrounded by a greenbelt. 

COUNTRY 
TLAT. 

-MUNICIPAL 

COUNTRY 4 T I O N  

COUNTRY 

COUNTRY 

l w a y  

COUNTRY HIGH ROAO 

Popu\> 

Ebenezer Howard's Garden City 



Our diagram may now be understood. 
— Garden City is built up. Its 

population has reached 32,000. How 
will it grow? It will grow by 
establishing under Parliamentary powers 
p r o b a b l y  -  a n o t h e r  c i t y  s o m e  l i t t l e  
distance beyond its own zone of 
"country"...rapid transit would be 
especially provided for and thus the 
people of the two towns would in 
reality represent one community...A 
cluster of cities grouped around a 
Central City, that each Inhabitant of 
the whole group, though in one sense 
living in a town of small size, would 
enjoy all the advantages of, a great 
a n d  m o s t  b e a u t i f u l  c i t y ;  a n d  y e t  a l l  
the fresh delights of the country. 

(Howard page 142) 

Howard/s ideas are still studied and used today 

and hold a place in town planning literature. 

Frank Lloyd Wright also drew a pessimistic 

picture of the modern cities saying, "Skyscraper 

cities created because of and around large 

centers of learning, commerce and industry, 

cramps hordes of people behind endless walls and 

towers - obliterating all sense of human 

proportion." (Wright page 116) His view of the 

city could be associated with the general 

cliches and stereo-typing of the early twentieth 

century. Traffic problems, congestion, foul 

air, and poverty were just a few of the many 



problems plaguing the cities. Wright believed 

ttrart the medieval city was still the only city 

that man had, because it survived only from 

inertia and the inability to conceive the needs 

of the new one. Wright was inspired by the 

automobile, a product of new technology, as an 

instrument that would help decentralize the 

city. Cities were created because business, 

trade, and education needed to be located close 

to each other. With new technology; cars, 

helicopters, airplanes, telephones, and 

computers, there was no longer a need for 

overpopu1ated city centers. (Fishman) In 1934 

Wright and the Talesin Fellowship built 

Broadacre City. . The plan included his 

decentralization theory with no specific 

Clusters of buildings. The city would cover an 

area of 100 square miles where houses, 

factories, stores, and office buildings were all 

in the midst of farmlands, forests and mountains. <_ 

1 1 . 
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Frank Lloyd Wright's Broadacre City 

There was no more distinction between urban and 

rural lifestyles and everyone's daily experience r 

would be that of a part-time farmer, mechanic 

and intellect. Physical and mental labor, work 

and leisure were all part of Wright/s attempt to 



eliminate the fragmentation of modern life in 

the cities. It was Wright's belief that this 

new way of life would strengthen the family. 

The family would be the base for production, 

education and culture. Wright also invented 

many of the transportat1onal vehicles that 

traveled through his Utopia. Machines such as 

the Atomic Bargester, the Road Machine, and the 

self-guided Radar Helicopters would make 

transportation fast and efficient. 

Wright's Living City 



The- city would reflect the character of the 

sutftounding terrain with quiet masses rising out 

of the country side. Some of Wright's visions 

were present in Talesin West which was built in 

1938. The Talesin office demonstrated the 

cooperation of a country-side business in which 

each person had to take the time out for 

farming, creating, and leisure. 

LeCorbusier, like Wright, recognized this 

city as the home of centralized power and wished 

to change it. The problem would be resolved; 

however, by dense glass and steel skyscrapers 

set in parks. Corbusier's important principles 

to his city planning and thoughts were 

collective order, individual freedom, and 

differentiating by function. (Fishman) In 1930 

LeCorbusier came up with his Utopian design for 

The Radiant City. To allow normal organic 

growth for the city by expansion to the east and 

west the city was laid out in a simple 

orthogonal system for traffic with superimposed 

diagonals. 
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LeCorbusler's Radiant City 

The business center consists of fourteen 

skyscrapers which work to free up the ground" 

plane for humans to walk again. Only fifteen 

percent of the ground was devoted to building, 

and the rest was left for natural elements such 



as trees, plants, and gardens. By contrasting 

the" natural forms with architectural forms, 

LeCorbusler avoided the problems associated with 

the middle of the way suburbs. By means of high 

density, 1200 persons per acre, LeCorbusler 

avoided excessive land coverage, old street 

patterns, and unrestricted land speculations 

which had made up the congested slum areas of 

the big cities. 

Howard, Wright, and LeCorbusler each 

attempted to design a city which would be 

perfect in plan and social function. Walt 

Disney also had dreams and the vision of a 

perfect world. After the Disneyland theme park 

built in Anaheim, California became such a 

success, Walt had even bigger dreams. 

Frustrated by the lack of space at Disneyland 

which was instantly filled to overflowing, Walt 

purchased 28,000 acres 30 miles from Orlando, 

Florida. He envisioned a land that stretched 

out from Cinderella's Castle towards Orlando 

city limits filled with educational fun and 

adventure. Walt Disney World opened it/s doors 



to the public on October 1, 1971. Part of 

Walt's future plan included his revolutionary 

vision of an Experimental Prototype Community of 

Tomorrow. Walt Disney described his early layout 

of EPCOT in a film made in the fall of 1966: 

EPCOT Center today 

I don't believe there's a challenge 
anywhere in the world that7s more 
important to people everywhere than 
finding solutions to the problems of 
our cities. But where do we begin; 
how do we start answering the great 
chal1enge? 

Well, we're convinced we must start 
with the public need. And the need is 



not just for curing the old ills of 
old cities. We think the need is for 
starting from scratch on virgin land 
and building a special kind of new 
commun i ty. 

We don't presume to know all the 
answers. In fact, we're counting on 
the cooperation of America industry to 
provide their best thinking during the 
planning and creation of our 
Experimental Prototype Community of 
Tomorrow. 

So that's what EPCOT is: an 
experimental prototype community that 
will always be in a state of becoming. 
I t  w i l l  n e v e r  c e a s e  t o  b e  a  l i v i n g  
blue-print of the future... 

(Beard, Preface) 

Unlike, Howard, Wright, and LeCorbusier, 

Walt Disney's World wouldn't Just be a conceptual 

Utopian on paper, it is a built reality from 

which we can study and learn. However, by 

looking at Disney World, one can see some 

interesting comparisons with the Utopian visions 

created by Howard, Wright, and LeCorbusier. 

Disney World is a series of satellite 

resorts and parks that are situated around 

the Magic Kingdom, and are all interlinked 

with the monorail transit system. This 



— very much resembles Howard/s Garden City 

—— plan with the green countryside surrounding 

each of the satellite cities. 

o Disney World is a place which stresses the 

importance of the family unit. Wright was 

also concerned with the family unit in his 

Broadacre City. Both Disney and Wright 

were inspired by the technologies of new 

transportational systems. 

o Just as LeCorbusler suggested in the 1920/s 

to tear down Paris and begin again with his 

Radiant City plan, Walt Disney built his 

new world from scratch away from any 

pre-existing built environments. They both 

also shared the common interests of gardens 

and landscaping. 



r 



• TH&M£P — p ucrr.̂  > 

MOMOKAM-

M0NOR*u_ 



^J THE CITY OF DISNEY WORLD 

Is Disney World a real community? Of 

course, Disney World is free of many problems 

that trouble our cities: no slums, no school 

systems, no need for a tax base. These are 

certain realities that the Disney organization 

doesn/t have to deal with, but this is why they 

have been able to experiment freely. For all 

it's success as an entertainment center, Disney 

World is a laboratory in which cities of 

tomorrow can be tried out. Although no one 

lives permanently at Disney World, some 150,000 

people visit the park a day. The grounds are 

inhabited 24 hours a day with guests sleeping in 

a choice of 15 resort hotels, and some 6,000 

employees work at various shifts around the 

clock to keep the area clean and running. 

Disney World presently consists of six main 

themed parks. The Magic Kingdom is much like 

the Disneyland park in Anaheim, California. It 

is a collection of adventures, rides, and shows 

that are symbolized by Disney's cartoon 



characters. The Disney MGM Studios show the 

past, present and future of the motion picture 

industry. Rides and shows present TV 

production, stunt demonstrations and movie 

recreation. Typhoon Lagoon is a swimming theme 

park with a wave pool, slides, and other water 

attractions. Pleasure Island is a six acre 

night time entertainment center with seven 

themed night clubs. Discovery Island is a 

tropically landscaped zoological park which 

primarily features bird life. EPCOT Center 

opened in October of 1982. This park presents a 

number of futuristic pavilions sponsored by a 

different corporation, and each relates to a 

different theme concerning man/s creativity and 

technological advancements. 

The American Adventure 

Germany 
Morocco 

France 

Japan 

China 

Mexico 

Entrance plaza 

J jl United Kingdom 

World of Motion 

Universe of Energy 

Journey into Imagination 

The Living Seas 

World Showcase 

Future World 

EPCOT Center's plan 

23. 



The EPCOT Center also presents the World Show 

Case: architectural, social and cultural 

heritages of a dozen nations. 

Besides such a wide variety of exciting 

themes offered at Disney World, the Disney 

Company put together a set of strategies and 

philosophies that has delighted and comforted 

all it/s guests. Why has Disney World attracted 

so many people and kept them coming back again 

and again? The following is a list of concepts 

that Disney has used to make Walt Disney World 

the number one destination spot for vacationers 

in America. 

o CIRCULATION 

To make the park so that it is presented in 

a coherent, non-confusing sequence, Disney 

has become the master of handling large 

numbers of guests swiftly, effectively, and 

continually. Instead of putting everything 

into one big area, Disney World has been 

divided into five manageable, controlled 

parks. Each park has its own unique theme 



and all are connected together by either 

the monorail system or by car travel. The 

individual parks can then be broken down 

into the same process. The Magic Kingdom 

park is divided into seven different themed 

sections. The circulation system of crowd 

flow is very effective. One enters through 

a single entrance and passes by Main 

Street, an entrance corridor that can 

absorb large masses of visitors in a short 

period of time. The guest travels down the 

street to find a large plaza hub from which 

other lands radiate. Each land features a 

visual center piece which makes it easy to 

enter and leave because all paths lead back 

to the central hub. 

TRANSPORTATION 

A virtual theme in itself, transportational 

systems play the primary role of moving the 

guests. The monorails that run through 

Disney World are metaphors for a future 

society, and are remarkable clean vehicles 



— which do not pump exhaust emissions into 

the atmosphere. The WED People Movers 

also offer a real lesson for city planners; 

Powered by a simple friction -
drive system, the "People Movers" 
are fuel efficient and would 
provide an excellent means of 
transportation within 
neighborhoods. Beyond that, they 
are - with their bulbous body 
work and perky canopies 
essentially lovable. They are, 
appropriately, like something out 
of a cartoon and, as was the case 
with the old-fashioned trolley 
car, this is the kind of vehicle 
to which one could become 
sentimentally attached. 

(Finch, page 186) 

People Movers provide efficient transportation 
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The fact that both the Monorail and WED 

People Mover move on an elevated track 

saves valuable ground space that can 

otherwise be used for park land. Both of 

these systems confront the need to face up 

to air pollution and fuel economy. One 

can't drive their own car inside the park, 

but it never takes more than a twenty r 

minute wait to get to any point within the 

entire park. The Monorail can carry 10,000 

passengers an hour around the interior of 

The monorail transit system 

r 
r 



the 43 square mile park. (Eskow) 

CLEANLINESS 

They promote the image of a comfortable, 

clean, and friendly, family park which is 

non-threatening. The park is constantly 

being cleaned. It is said that the average 

life span for a piece of trash in the park 

is 4 minutes. The park employs 300 people 

to just steam-clean the streets daily 

before the first visitors arrive in the 

park. Guests feel safe at Disney World, 

which is said to be virtually crime free. 

INFRASTRUCTURE 

What is so fascinating is that the Magic 

Kingdom was built on a giant concrete pad 

beneath which is a whole underground world. 

The service system is burled in the 

infrastructure which always keeps the 

support out of the guest/s sight. 

Electricity, waste disposal, and moving 

personnel takes place below the streets. 



The Magic Kingdom's Infrastructure 

Planners have long considered the notion of 

infrastructures. The ability to have 

deliveries made below ground so that 

streets are free of trucks seems 1 ike an 

attractive solution to any city; "a city 

beneath a kingdom that serves as an urban 

basement, providing vital operations and 

services - sewers, pipes, cables, 

workshops, garbage disposal - that keep the 



community above ground running smoothly." 

(Beard page 27) The park uses an AVAC 

trash disposal system, in which trash is 

funneled underground in pneumatic tubes to 

a central collection point. 

ENVIRONMENT 

Disney World has total control of it/s 

environment, from man-made rivers and lakes 

to living tree and plant nurseries which 

supply the park with over 2,000 different 

varieties of vegetation. Walt wanted a 

green park with large trees so that the 

park would appear cool and inviting. He 

also wished to avoid the ecological damage 

that had been caused by conventional 

drainage and land-filled techniques in much 

of Florida. Therefore, the property/s 

water levels are regulated by an elaborate 

system of levees and sluice gates so certain 

areas could be developed without upsetting 

the overall balance of nature. 

Environmental management is taken very 



( 

r seriously 

Although an advanced waste water 
treatment Is in operation, 
further purification of waste 
water is achieved by using it to 
irrigate an experimental tree 
farm. Energy conservation is 
exemplified at the Central Energy 
Plant by using the waste heat 
from jet engine exhaust to heat 
water and operate heat-driven air 
conditioning systems 
...Experiments are being 
conducted to establish the 
feasibility of producing 
renewable fuels from waste 
products. A water hyacinth 
waste water treatment system wi11 
produce a biomass which can be 
converted to methane by an 
aerobic digestion process. 
Eventually, this system may also 
recycle solid waste along with 
the hyacinths to produce this 
synthetic natural gas. 

(Finch page 190) 

Disney World's Mexican environment 



TECHNOLOGY 

The EPCOT 

object i ves. 

prototype 

Center has three basic 

First, it is a showcase for 

concepts, demonstrating 

applications of new ideas and systems such 



as the Waste Water Treatment Center. 

Second, EPCOT should reflect the best 

thinking of the industry, and should be a 

place where exchange of these practical 

solutions are discussed. Finally EPCOT is 

a center that will bring this new knowledge 

to the public; an international 

people-to-people exchange. (Beard) In the 

Energy pavilion, for example, the 

possibilities of solar power, wind power, 

new fuels, and dozens of other potential 

energy sources are presented in a way that 

is meaningful to the layman. The entire 

park has been a proving ground for new 

technologies, and new ideas from the first 

fiber optic telephone system to the central 

security system that monitors 4,000 

critical points for fire and distress. 



Monorail passes the journey Into Invagination 

o COMFORTING USERS 

Walt Disney was the master of delighting, 

charming and comforting the guests with his 

creation of spaces. One approach that is 

consistent with Disney/s history is the 



appropriation of the past as seen in the 

Magic Kingdom's Main Street and New Orleans 

Square. Disney's Imagineers are known as 

revisionist historians, giving physical 

place to collective myths of the past and 

future. Walt was extremely interested in 

American nostalgia. In Disney's Main 

Street, a reproduction of a 

turn-of-the-century main street, he 

conceived an idealized version of the past, 

in which everything was as it should have 

been. There is no decay, problems, 

potholes, dirt, empty lots, and each 

building is where it should be. Visual 

elements in the Magic Kingdom were all 

designed to complement one another in a 

non-threatening way rather than competing 

as they often do in the outside world. 

Most urban environments are chaotic places 

as architectural and graphic information 

scream at the citizens for attention. 
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Urban chaotic clutter 

Complementing visual elements 



This competition results in disharmonies 

and visual overloads. In the Magic Kingdom 

visual elements are laid out in a neat, 

detailed, and orderly progression. Disney 

also used scale illusions in which 

buildings appear much taller than they 

really are by narrowing them towards the 

top. The buildings of Main Street are 

7/8th full size on the first floors, 5/8th 

on the second floors and 1/2 scale on the 

third floors. A feeling of intimacy is 

produced by making guests feel a little 

1arger than life. 

Magic Kingdom's biggest scale illusion 



Sight lines are also very important to 

keep confusion between different elements 

to a minimum. With the help of massive 

landscaping, berms, and strategically 

placed trees, Disney World allows the 

guests to see only what Disney wants them 

to see. Disney World is full of shops, 

shows, restaurants, special events, and a 

variety of attractions which gives the 

guest more than they can possibly see. 

This works to bring the guests back again 

and again. The one thing guests never see 

in Disney World is an empty space. 





CITIES OF AMERICA 

Every city has a growing amount of vacant 

unused land, urban sprawl, pollution, and 

unguided growth. Cities have not matured and 

grown as fast as the technology that has made 

them. Roger Trancik, a theorist of urban 

design, has found that undesirable urban areas 

can be contributed to five major factors: 

(1) an increased dependance on the 
automobi1e; 

<2> the attitude of architects of the 
Modern Movement towards open space? 



(3) zoning and land-use policies of 
the urban-renewal period that divided 
the city; 

(4> an unwillingness on the part of 
contemporary institutions - public and 
private - to assume responsibility for 
the public urban environment; and 

(5) an abandonment of industrial, 
military, or transportation sites in 
the inner core of the city. 

(Trancik page 4) 

Disney has eliminated the use of the 

automobile in its centers, extensively 

addressing the importance of urban squares and 

gardens, and doesn/t have to deal with zoning 

policies, public vs. private responsibilities, 

or abandonment of sites because it is a private 

enterprise. Steven Izenour in his article, 

"Relearning From Las Vegas," argues that; 

However skillful the designers at 
Disney are, they are Inevitably 
limited by the fact that their client 
is a single corporate hierarchy, and 
this too often results in a sameness, 
an overly homogenized image in danger 
of becoming boring, as only paradise 
can be. The Disney attractions are 
very sophisticated in execution, but 
we suspect as the population grows 
older and more sophisticated, tourists 
will become jaded with the paradise 
that says little about our everyday 
world...In Las Vegas, for better or 
worse, there are multiple owners 
operating in a highly competitive 



business environment. Each casino has 
its own market niche and crafts its 
own special image to differentiate 
its products from that of Its 
compet1 tors. 

Clzenour page 51) 

Izenour makes a good point, but must also 

realize that both are very different 

environments and each has its own appeal which 

have made them the successes that they are 

today. Disney is a private enterprise but this 

has allowed it to experiment with ideas that 

no city could have ever Imagined possible. It 

might be suggested that Disney has Influenced 

much development in the last 30 years including 

shopping center design. 

Comparing Disney World with shopping 

centers is quite interesting. Just as the Magic 

Kingdom teaches all of the shopping malls that 

service and support can occur behind the scenes, 

and out of the view of all customers. Every 

visual experience is regulated so that there is 

harmony without clashing or competing elements. 

Signs and store fronts are each built in 

accordance to the mall's regulations. The 

boundaries of the mall center is clean and the 



customers are easily orientated to their 

objectives and needs. (Scott) There is no 

driving through a mall as in Disney World, there 

is a sea of parking spaces with a clear point of 

entry. Constant control of shopping centers 

makes them appear to be safe places, comfortable 

and clean to the customers. The mall is 

typically developed on the less expensive 

property away from the urban city centers, just 

as Disney World was built on new ground away 

from Orlando. Because the ease and convenience 

of the mall has become so attractive to 

customers, these shopping centers have posed 

a direct threat to the pre-existing American 

cities. Cities for the most part are dirty, 

polluted, unsafe, and lacking efficient and easy 

parking? whereas, malls offer just the opposite. 

However, in recent years the malls designs have 

been extremely functional but lack in 

creativity, aesthetics, and sense of place. 

Jon Jerde has rejuvenated an aging mall by 

building on the past. Like Disney, he too has 

used history to create Innovative retail centers 



like Horton Plaza In downtown San Diego. Jerde 

recently did a renovation of the Fashion Island 

mall in Newport Beach, California. 

When it first opened in 1967, Fashion 
Island was state-of-the-art; big, 
bold, and upscale. Taking advantage 
of the Southern California climate, it 
featured a series of buildings in a 
campus like setting surrounded by a 
sea of parking. But the outdoor areas 
never really worked as social spaces. 
Rather than being too small, the 
landscaped plazas were actually too 
large for effective social 
interaction. And because the 
buildings were haphazardly placed on 
the site, they never worked together 
as an ensemble. 

(Pearson page 98) 

Jerde7s new plan tied the entire scheme 

together with two walks that intersect at a 

circular fountain, and a main street punctuated 

with a series of plazas. The after effect was 

an Italian hill town shopping village. "Walking 

through the mall is now a remarkably urban 

experience, with sidewalk cafes, tight streets 

leading to open plazas, and arches above 

pedestrians." (Pearson page 99) Cities need to 

better understand the experiences of the 

pedestrians and the drivers to become more 

competitive in the retail market. 



Jon Jerde's Fashion Island Hall 

Today they call it Cityfront Center but a 

few years ago it was a decaying waterfront with 

little activity. The first and most public 

element at Cityfront Center in Chicago, 

Illinois, was the North Pier shopping and office 

complex. Origionally used as a distribution 

facility, North Pier was renovated by architects 

Booth/Hansen 8. Associates. 

To break the great length of the 
building into more manageable parts, 
the architects cut an oval atrium out 
of the center and two slivers from 
each of the two wings. By forcing 
shoppers to move around these curved 
spaces, the plan reads less as a long 
march and more of a pleasant stroll. 

(Pearson page 104) 



North Pier at Cltyfront Center, Chicago 

The history was already within the walls of the 

heavy-timber structure as the new mall takes on 

the rustic sea-side harbor style. 

Some cities have already attempted to make 

use of their infrastructures. The New York 

Rockefeller Center, built in the thirties, 



actually pioneered this concept with limited 

success. Seattle, Washington is undergoing 

extensive development of its underground, with 

its use as city transportation center and a 

new shopping level. City government and 

planners have begun to explore ways to use urban 

malls to spread activity to the downtowns. 

Atlanta had seen much of its downtown leave for 

the suburbs until the Underground Atlanta 

development started a new effective competition. 

Underground Atlanta development 



Underground Atlanta encompasses a 
great deal more than a shopping 
center/museum,, however. Most evident 
is the grand stairway, which connects 
Peachtree Street at the top with a 
performance plaza at the bottom. The 
wide pedestrian malls spreading 
eastward from the stairs emphasize 
public ease and conviviality with 
trees, chairs, and flower stands. 

(Anderson page 97) 

The Atlanta complex, which was developed by the 

city, takes the form of a festival market. It 

is meant to appeal to conventioneers and other 

visitors as it offers a variety of restaurants, 

evening entertainment clubs, a theater, and 

offices. As a completely unique mall, 

Underground Atlanta reuses the districts 



Underground Atlanta encompasses a 
great deal more than a shopping 
center/museum, however. Most evident 
is the grand stairway, which connects 
Peachtree Street at the top with a 
performance plaza at the bottom. The 
wide pedestrian malls spreading 
eastward from the stairs emphasize 
public ease and conviviality with 
threes, chairs, and flower stands. 

(Anderson page 97) 

Mania Historical 
Society 

• • 

Underground Atlanta's unique shopping 

The Atlanta complex, which was developed by the 

city, takes the form of a festival market. It 

is meant to appeal to conventioneers and other 

visitors as it offers a variety of restaurants, 

evening entertainment clubs, a theater, and 

offices. As a completely unique mall, 

Underground Atlanta reuses the districts 



low-rise brick buildings which had been buried 

within the infrastructure. 

It has been suggested by Richard 

Francaviglia that Disney has also influenced the 

Main Street revitalization efforts and - even 

more recently - neotraditional residential 

communities such as Seaside in Florida. (Kay) 

Signs that Las Vegas firms have turned their eyes 

toward Disney World are present in some of the 

most recent casinos. The Excaliber and Mirage 

resort-casinos have taken Disney/s theming 

principles to an extreme. 

Hiiilii 

ExcalIter's Resort and Casino, Las Vegas 



The Mirage Resort and Casino, Las Vegas 

The medieval castle that houses Excaliber acts 

as a huge advertizement in itself, and the 

Mirage features- an erupting volcanic island 

which makes everyone7s heads turn as they drive 

by. Even Disney's influence in transportation 

can be noticed in such places as the Houston 

Airport which has adopted the WED People Mover, 

and Dade County's elevated metro-liner at Miami, 

F1orida. 

r 



Dade County's metro-liner, Miami 





PERFECT SOCIETIES? 

Many have searched for the solutions for a 

perfect society. It was once believed that the 

imperfections of previous societies and their 

cities would be swept away with the evolution of 

new technology, but it is my opinion that a 

society will never be able to reach complete 

perfection and thus a pure city will never be -

achieved. For in order to achieve a perfect 

society, all citizens must be working, living, 

and interrelating in perfect harmony with each 

other. People are much too different and unique 

to achieve such a Utopian goal. Although the 

ideal city has not been accomplished, much is to 

be gained through its attempts; with each new 

idea may come a more orderly and efficient means 

of growth. Walt Disney wanted to make a 

contribution to the cities of the future, and 

indeed he hass 

The Magic Kingdom, along with its 
satellite resort areas, already serves 
as a living example for town planners. 
It caters, after all, to more than 
13,000,000 people a year and few of 
them go away dissatisfied. Both above 
and below ground it has lessons for 



the future. Aside from its success 
with transportation systems and 
services, the Intimacy of scale and 
richness of texture stand as an 
alternative to the chrome and glass 
high-rise clusters of our downtown 
areas. If nothing else, Walt Disney 
World helps show that there is no one 
clear-cut solution to the way 
environments should be created. It 
shows that the main need is to define 
the aims of the given environment, 
then plan accordingly. 

(Finch page 191) 

Walt Disney had proved over and over again that 

he had the ability to transform his dreams into 

reality. Unlike early visionaries, he had the 

background and company to experiment with new 

ideas and technologies. Some exciting new plans 

are on the drawing boards for Walt Disney World 

In the near future. Disney Company intends to 

construct time-share condominiums inside the 

Disney World grounds. It should be exciting to 

observe how they will provide for the needs of a 

more permanent community. Disney also has plans 

for bringing industry into the park. The idea 

is that visitors could tour a milk factory, for 

instance, and learn how milk is produced from 

the cow to the grocery market shelves. Disney 

would market a product, employ the workers, plus 



entertain and educate its visitors all in one. 

Innovations such as these, will make Disney 

World one step closer to a social interacting 

c o m m u n i t y .  B y  o b s e r v i n g  a n d  l e a r n i n g  f r o m  W a l t  

Disney World, architects and planners can better 

understand how to deal with the problems of our 

cities. Disney World Is much more than just 

a n o t h e r  a m u s e m e n t  p a r k ,  i t  i s  a  " l i v i n g  

blueprint of the future." (Finch page 191) 

Walt F"*)isneM World 

MASTER PLAN 
A NO TRANSPORTATION 

CENTER 
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OYSTER HOU£>E_ 

iTRANSPD^rATIOH I ( [7 /1  
• 55 PL5NP-Y 11 I IT 
SEA LINK. f/pi~ I 
HYPRDPUUN6ER/y K I 



PARKING 



^THES IS" 

• /? aJaJlL 
%foahM*n) 6cdLj(ftrtACK 



zfcMWP LA60OH 

ABYSSAL BASCj 

ERMOPA 

*POLN< 

?TY HARSOR. 



feJEWTFTC 
[HTWatioh. 

7FTm5&* 
-AluS;kJHAR| 

£>eA 
g-NVltoH^g-

AM£Rl^At> : 

HEKlTAbg. 

POKT^ITY 

til 

t^ONflENT 



[attractions! 
1 POPE.YE. THE. bailor. nAN 
I E-NP.S OF THE. £Af^TH 
I ̂TftANCbE. TAIL^ 
I PlNOC^Hl&S 

1 £f<vi(SE-e. 
SWeeTPEAS SWEET 
c3e.ppE.-r^s WOOP£AKVIN6£ 
WHiriPY &UK6ERS 
•^ATTAINS QUAKERS 
WHALER& WHARF 
^Of=P£E pe^K 

: ̂ ASPORTATION?^ / 
as PISNE.Y ~7f 
PISHING VeS5EL/y ,{\ /A1 





MeRMAlP 

BBVAlJIA 
.IKAa\ 



[ATTRACT lONal 
I Monsoon 
I TH£ &E.KMJPA 1X1AN6LE-
I THE. 
I 3HJP WR££i<EP CHOKES 

;3E.rvî E.6] 
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