
 
A Parent’s Guide to Making Disney California 

Adventure an Educational Adventure 
Disney California Adventure Park • Anaheim, California 

A theme park can be a place to ride roller coasters, meet favorite characters and eat great food. 
But every park also has its own personality, stories and lessons hiding in plain sight.  

Look a little closer, and Disney California Adventure becomes a place to explore California 
history, geography, science, engineering, animation, filmmaking, architecture, food, 
music, technology, culture and the natural world- all while you’re having fun.  

That is the idea behind the HEART Method. 

The goal isn't to make children memorize facts while they're on vacation. It is to teach them to 
notice, question, predict, and investigate while they're having fun. 

When your child asks: 

Why does Buena Vista Street look like this? 

Why does California have so many different landscapes? 

How does a roller coaster turn stored energy into motion? 

How can a simulator make us feel like we're flying? 

How does animation make a drawing appear to move? 

Why does San Fransokyo combine Japanese and San Francisco influences? 

Where did this food come from? 

How does a robot know what we're doing? 

How can water become a movie screen? 

How do fountains, music, projection and light all happen at exactly the right time? 

You have an opportunity to learn together. 

 

THE HEART METHOD 
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H — History & Humanities 

History, geography, people, immigration, literature, traditions and the stories that shaped a 
place. 

Ask: 

“What real people, places, cultures or events inspired this?” 

E — Engineering & Exploration 

Engineering, mathematics, transportation, architecture, design, navigation, discovery and 
problem-solving. 

Ask: 

“How does this work? What can we discover if we look closer?” 

A — Arts & Culture 

Architecture, music, food, costumes, visual art, lighting, theater, film, animation, design and 
storytelling. 

Ask: 

“How do the artistic choices shape this ride or experience?” 

R — Reading & Research 

Books, original stories, films, historical references, real locations and questions worth 
investigating. 

Ask: 

“What do I want to know more about?” 

T — Technology & Science 

Physics, biology, chemistry, environmental science, robotics, computer science, light, sound, 
water, motion and innovation. 

Ask: 

“What science or technology is making this possible?” 

 

THE HEART RULE 

Parents don't need to know all the answers. 
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One of the best things you can say is: 

“I don't know. Let's find out.” 

The goal isn't to turn children into walking encyclopedias. 

It's to teach them to: 

LOOK → ASK → PREDICT → INVESTIGATE 

You don't have to do everything in this guide. 

Pick a few moments. Follow your child's curiosity. 

 

HOW TO USE THIS GUIDE 

BEFORE YOU GO 

Choose one question or challenge. 

WHILE YOU'RE THERE 

Look, listen, taste, compare and make predictions. 

AFTER AN ATTRACTION 

Ask: 

“What did you notice?” 

WHEN YOU GET HOME 

Choose one thing worth researching. 

That's it. 

A single question can turn into a book, experiment, map, museum visit or family conversation. 

 

THE FIVE-QUESTION METHOD 

Use these questions at almost any attraction. 

1. WHAT? 

What type of experience is this? 

Roller coaster? Dark ride? Simulator? Water ride? Interactive attraction? Transportation 
system? 
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2. WHY? 

Why did the designers choose this particular experience? 

3. HOW? 

How does it actually work? 

4. WHAT IF? 

What would happen if we changed something? 

5. WHAT NEXT? 

What do you want to learn more about? 

 

DISNEY CALIFORNIA ADVENTURE PARK 

Your HEART Field Guide 

Disney California Adventure has a different educational personality from Disneyland Park. 

Disneyland can take you through American history, classic literature, exploration and imagined 
futures. 

Disney California Adventure gives you an opportunity to investigate California itself—its 
history, geography, transportation, agriculture, entertainment industry, cultural influences, food, 
technology and natural environments. 

Think of the park as a collection of environments designed to make you look closer at what 
makes California—and the worlds inspired by California—feel real. 

 

1. BUENA VISTA STREET 

History, Architecture, Transportation & the Story of Los Angeles 

Before your child gets on a ride, they're already surrounded by things worth investigating. 

Buena Vista Street evokes the Los Angeles of the era when Walt Disney first arrived in 
California. 

LOOK FOR 

●​ Buildings 
●​ Storefronts 
●​ Streetcars 
●​ Cars 
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●​ Signs 
●​ Clothing 
●​ Advertising 
●​ Music 
●​ Technology 

Look up and notice: 

●​ Rooflines 
●​ Windows 
●​ Doors 
●​ Materials 
●​ Decorative details 

ASK 

“What clues tell you what time period and place this represents?” 

Then ask: 

●​ How would people have traveled? 
●​ What technology would they have had? 
●​ What would look different in 2026? 

COMPARE 

Compare Buena Vista Street with Main Street, U.S.A at Disneyland. 

“What is similar? What changed?” 

TRY THIS 

Find five things that would look different if Buena Vista Street represented Los Angeles 
today. 

DESIGN CHALLENGE 

Imagine a street based on your hometown. 

What would visitors learn about your community just by looking at the buildings, signs 
and transportation? 

 

RED CAR TROLLEY 

H + E + T 

TYPE OF EXPERIENCE 

Streetcar / transportation system 
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LOOK FOR 

●​ Tracks 
●​ Wheels 
●​ Electrical systems 
●​ Stops 
●​ Passengers 
●​ Street crossings 
●​ Brakes 

ASK 

“Why would a growing city need streetcars?” 

Discuss: 

●​ Public transportation 
●​ Urban growth 
●​ Electricity 
●​ City planning 
●​ Commuting 
●​ Accessibility 

HISTORY QUESTION 

“How can transportation change where people live and work?” 

Compare: 

Streetcar → Bus → Subway → Electric vehicle → Autonomous vehicle 

TAKE IT HOME 

Design a transportation system for the city of the future. 

 

FIVE & DIME JAZZ BAND 

A + H 

Stop. Listen. 

Notice: 

●​ Instruments 
●​ Rhythm 
●​ Tempo 
●​ Vocal style 
●​ Performance 
●​ Audience interaction 

6 



ASK 

“What does the music tell us about this place and time?” 

Research: 

●​ Jazz 
●​ Big bands 
●​ Popular music of the 1920s and 1930s 
●​ Los Angeles entertainment culture 

EXPERIMENT 

Imagine Buena Vista Street without its music. 

Would it still feel the same? 

 

FOOD ON BUENA VISTA STREET 

H + A + T 

Food is another way to explore history and culture. 

Choose a food (or two or three). 

ASK 

WHERE? 

Where did it originate? 

WHY? 

Why is it associated with a particular place or tradition? 

HOW? 

How is it prepared? 

SCIENCE? 

What happens to the ingredients when they're heated, cooled or mixed? 

Then ask: 

“What does the food we eat tell us about the people who live in California?” 

 

2. HOLLYWOOD LAND 
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Animation, Filmmaking, Theater & Technology 

Hollywood Land provides an opportunity to investigate how ideas become stories—and how 
stories become experiences. 

LOOK FOR 

●​ Animation 
●​ Film 
●​ Theater 
●​ Characters  
●​ Costumes 
●​ Sound 
●​ Lighting 
●​ Digital technology 
●​ Special effects 
●​ Storyboards 
●​ Performance 

ASK 

“What does it take to turn an idea into a story people can see?” 

 

ANIMATION ACADEMY 

A + R + T 

Animation is both art and technology. 

ASK 

“What makes a drawing look like it is alive?” 

Explore: 

●​ Shape 
●​ Line 
●​ Expression 
●​ Proportion 
●​ Movement 
●​ Timing 
●​ Character design 

TRY THIS 

Draw the same character in several slightly different positions. 

Flip the pages quickly. 

What happened? 
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You have just created the basic illusion behind animation. 

 

SORCERER'S WORKSHOP 

A + T 

Ask: 

“How do animators create the illusion of life?” 

Look for: 

●​ Movement 
●​ Sound 
●​ Timing 
●​ Character design 
●​ Animation 
●​ Digital tools 
●​ Visual effects 

BIG QUESTION 

“What is the difference between drawing a character and making a character move?” 

 

TURTLE TALK WITH CRUSH 

A + T 

Ask: 

“How can a character appear to respond to a person in real time?” 

Explore: 

●​ Live performance 
●​ Animation 
●​ Voice 
●​ Improvisation 
●​ Computer technology 
●​ Audience interaction 

BIG QUESTION 

“Where does the technology end and the performer begin?” 

 

MICKEY'S PHILHARMAGIC 

9 



A + A + T 

This is an opportunity to explore: 

Music + Image + Story 

Ask: 

“Would this experience feel the same without the music?” 

Then: 

“Would the music feel the same without the images?” 

That is a lesson in multimedia storytelling. 

 

MONSTERS, INC. MIKE & SULLEY TO THE RESCUE! (closing 2027) 

R + A + T 

TYPE OF EXPERIENCE 

Dark ride / storytelling attraction 

Ask: 

“What changes when a movie becomes a ride?” 

Look for: 

●​ Sets 
●​ Characters 
●​ Lighting 
●​ Sound 
●​ Movement 
●​ Story pacing 

COMPARE 

Film → Attraction 

BIG QUESTION 

“What had to change to make the story work in three dimensions?” 

 

3. AVENGERS CAMPUS 

Superhero Technology, Engineering, Robotics & Immersive Storytelling 
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Avengers Campus is an opportunity to separate fictional technology from the real science and 
engineering concepts that can inspire it. 

LOOK FOR 

●​ Robotics 
●​ Sensors 
●​ Motion 
●​ Interactive technology 
●​ Stunts 
●​ Special effects 
●​ Architecture 
●​ Costumes 
●​ Live performance 

ASK 

“What superhero technology could eventually become real?” 

 

WEB SLINGERS: A SPIDER-MAN ADVENTURE 

E + T 

TYPE OF EXPERIENCE 

Interactive motion-based attraction 

Ask: 

“How does the attraction know what I'm doing?” 

Explore: 

●​ Sensors 
●​ Motion detection 
●​ Gesture recognition 
●​ Computer processing 
●​ Feedback 
●​ Human-computer interaction 

CHALLENGE 

Change the way you move your arms. 

Does your experience change? 

BIG QUESTION 

“How would you design a machine that recognizes a human gesture?” 
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GUARDIANS OF THE GALAXY – MISSION: BREAKOUT! 

E + T + A 

TYPE OF EXPERIENCE 

Vertical thrill ride / themed storytelling experience 

Ask: 

“How can a ride make falling feel unpredictable?” 

Explore: 

●​ Gravity 
●​ Acceleration 
●​ Deceleration 
●​ Momentum 
●​ Timing 
●​ Sound 
●​ Lighting 
●​ Visual perception 

BEFORE RIDING 

Predict: 

“When will you feel the biggest change in motion?” 

AFTER RIDING 

Were you right? Why? 

 

ANCIENT SANCTUM 

H + A + R 

Ask: 

“What makes something look ancient?” 

Look for: 

●​ Stone 
●​ Plants 
●​ Symbols 
●​ Architecture 
●​ Weathering 
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●​ Lighting 
●​ Objects 

Then research how archaeologists determine the age and history of real objects and structures. 

BIG QUESTION 

“What is the difference between something that looks ancient and something that 
actually is ancient?” 

 

AVENGERS HEADQUARTERS 

A + E + T 

Watch the action. 

Then ask: 

“How do performers, buildings, sound, lighting and safety systems work together?” 

That's a lesson in live-event production. 

CAREER CHALLENGE 

Identify as many careers as you can: 

●​ Performer 
●​ Stunt performer 
●​ Engineer 
●​ Lighting technician 
●​ Sound technician 
●​ Costume designer 
●​ Makeup artist 
●​ Producer 
●​ Director 
●​ Safety coordinator 

 

PYM TEST KITCHEN 

T + E + A 

Ask: 

“How could food become bigger or smaller?” 

Explore: 

●​ Density 
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●​ Volume 
●​ Proportion 
●​ Heat 
●​ Chemistry 
●​ Food science 

ENGINEERING CHALLENGE 

Choose one food you see. 

“What would be the hardest part of making this food 100 times bigger?” 

Would you have to solve a problem with: 

☐ Cooking​
☐ Weight​
☐ Temperature​
☐ Serving 

Which problem would you solve first- and why? 

 

4. CARS LAND 

Transportation, Route 66, Engineering, Geography & Storytelling 

Cars Land is a masterclass in world-building. 

A fictional movie world has been designed to feel like a real American town. 

The central question: 

“How do you build a believable place around a story?” 

 

RADIATOR SPRINGS 

H + A + E + T 

Before riding anything, walk.  Every mountain, rock, car, and road becomes a lesson in art, 
geology, and geography all at once. It took 280,000 square feet of hand-sculpted and painted 
rock work to create the environment for Radiator Springs.  

Look at: 

●​ Mountains 
●​ Roads 
●​ Buildings 
●​ Signs 
●​ Gas stations 
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●​ Motels 
●​ Diners 
●​ Cars 
●​ Vegetation 
●​ Colors 

ASK 

“What makes this look like the American Southwest?” 

Then: 

“What makes a town feel like a town?” 

 

ROUTE 66 

H + E + R 

Research the real Route 66. The 100th anniversary is in 2026. 

Ask: 

●​ Why was it created? 
●​ Where did it run? 
●​ Why did people travel it? 
●​ How did automobiles change America? 
●​ Why did roadside businesses develop? 
●​ Why did some towns grow while others declined? 

MAP CHALLENGE 

Find Route 66 on a map. 

Then identify the states it crossed. 

BIG QUESTION 

“How can a road change the history of a place?” 

 

RADIATOR SPRINGS RACERS 

E + T + A 

TYPE OF EXPERIENCE 

Dark ride + outdoor racing attraction 

Ask: 
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“How does the ride transition from storytelling to racing?” 

Look for: 

●​ Acceleration 
●​ Curves 
●​ Banking 
●​ Braking 
●​ Track design 
●​ Vehicle control 
●​ Timing 

BEFORE RIDING 

Predict: 

Where will we feel fastest? 

AFTER RIDING 

Compare your prediction with what actually happened. 

 

LUIGI'S ROLLICKIN' ROADSTERS 

E + T 

Ask: 

“How can vehicles move in patterns without a traditional steering wheel?” 

Explore: 

●​ Computer-controlled movement 
●​ Choreography 
●​ Rotation 
●​ Acceleration 
●​ Programming 

BIG QUESTION 

“Is this a ride- or a robot?” 

 

MATER'S JUNKYARD JAMBOREE 

E + T + A 

Ask: 

16 



“Why does spinning make the ride feel different?” 

Explore: 

●​ Rotation 
●​ Centripetal force 
●​ Momentum 
●​ Speed 
●​ Direction 

Then listen. 

MUSIC CHALLENGE 

“How does the music change the way the ride feels?” 

 

CARS LAND AT NIGHT 

A + T 

Return after dark. 

Notice how the same place changes. 

Look for: 

●​ Neon 
●​ Signs 
●​ Lighting 
●​ Shadows 
●​ Color 
●​ Sound 
●​ Music 

Ask: 

“Did the place change- or did our perception change?” 

That's a lesson in environmental design and lighting. 

 

5. SAN FRANSOKYO SQUARE 

Culture, Immigration, Architecture, Food & Technology 

San Fransokyo is an opportunity to investigate what happens when different cultures, cities and 
ideas influence one another. 

The central question: 
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“What happens when different places become part of the same story?” 

 

SAN FRANSOKYO ARCHITECTURE 

H + A 

Look closely. 

Find clues inspired by: 

San Francisco 

and clues inspired by: 

Japan 

ASK 

“How can architecture combine two places without becoming exactly like either one?” 

Then: 

“What happens when cultures influence one another?” 

Explore: 

●​ Immigration 
●​ Trade 
●​ Food 
●​ Language 
●​ Architecture 
●​ Technology 
●​ Cultural exchange 

 

BIG HERO 6 

R + A + T 

Ask: 

“What makes Baymax a believable robot?” 

Explore: 

●​ Robotics 
●​ Artificial intelligence 
●​ Sensors 
●​ Human-robot interaction 
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●​ Medical technology 
●​ Soft robotics 

BIG QUESTION 

“What would you want a robot to do if its main job were helping people?” 

Then: 

“What would you never want a robot to decide for you?” 

That's a conversation about technology and ethics. 

 

THE BAKERY TOUR 

T + A + H 

Ask: 

“What makes bread rise?” 

Explore: 

●​ Yeast 
●​ Fermentation 
●​ Carbon dioxide 
●​ Gluten 
●​ Temperature 
●​ Time 

SCIENCE CHALLENGE 

What would happen if you changed: 

Temperature 

Amount of yeast 

Time 

Amount of water 

TAKE IT HOME 

Try changing one variable in a bread recipe. 

That's an experiment. 
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FOOD & CULTURAL EXCHANGE 

H + A + R 

Choose one dish. 

Ask: 

“How did this food get here?” 

Research: 

●​ Where did it originate? 
●​ How did it travel? 
●​ What ingredients changed? 
●​ How was it adapted? 
●​ What does the California version look like? 

Food becomes a lesson in: 

Geography + History + Culture 

 

6. GRIZZLY PEAK 

California Geography, Ecology, Water & Exploration 

Grizzly Peak provides an opportunity to investigate California's natural environments. 

The central question: 

“How many different Californias can fit inside one state?” 

 

CALIFORNIA GEOGRAPHY 

H + E + T 

Ask: 

“Why does California have deserts, mountains, forests, beaches, farmland and cities?” 

Explore: 

●​ Mountains 
●​ Coast 
●​ Rivers 
●​ Deserts 
●​ Forests 
●​ Climate 

20 



●​ Elevation 
●​ Agriculture 

MAP CHALLENGE 

Choose three California environments. 

Find them on a map. 

Then ask: 

“Why are they different?” 

 

SOARIN' 

E + T + A 

TYPE OF EXPERIENCE 

Flight simulator / immersive screen experience / geography 

Ask: 

“Are we actually flying?” 

Then: 

“Why does your brain believe you are?” 

Explore: 

●​ Projection 
●​ Perspective 
●​ Motion 
●​ Sound 
●​ Wind 
●​ Smell 
●​ Visual cues 
●​ Seat movement 
●​ Geography 

BIG QUESTION 

“Which sense is most important to the illusion of flight?” 

Note: The various Soarin’ experiences each offer their own questions and learning 
opportunities. Whether you’re flying over California, the world or America, ask your child to 
guess where you are, what environment you’re seeing, and what clues helped them figure 
it out.  
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SOARIN' OVER CALIFORNIA 

When available, this is an especially strong California geography lesson. 

Choose one location. 

Ask: 

“What geographic clues helped you identify it?” 

Research: 

●​ Climate 
●​ Elevation 
●​ Vegetation 
●​ Coastlines 
●​ Cities 
●​ Mountains 

TAKE IT HOME 

Choose a California location you've never visited. 

Research it. 

Then ask: 

“What would we see if we flew over it?” 

 

GRIZZLY RIVER RUN 

T + E + H 

TYPE OF EXPERIENCE 

Whitewater rafting / water ride 

Ask: 

“Why does water move downhill?” 

Explore: 

●​ Gravity 
●​ Elevation 
●​ Flow 
●​ Friction 
●​ Momentum 
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●​ Turbulence 

BEFORE RIDING 

Predict: 

Where will the raft move fastest? 

AFTER RIDING 

Compare your prediction with what happened. 

 

REDWOOD CREEK CHALLENGE TRAIL 

E + T + H 

Look for: 

●​ Trees 
●​ Rock 
●​ Water 
●​ Elevation 
●​ Wildlife clues 
●​ Human-built structures 

Ask: 

“What does an ecosystem need to survive?” 

Then: 

“What happens when humans change an environment?” 

RESEARCH CHALLENGE 

Choose one California ecosystem. 

Find out: 

●​ What lives there? 
●​ What does it need? 
●​ What threatens it? 
●​ How do humans interact with it? 

 

7. PIXAR PIER 

Animation, Physics, Emotion, Games & Character Design 
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Pixar Pier is a lesson in what happens when animated stories become physical 
environments. 

The central question: 

“How do you turn an animated story into a real-world experience?” 

 

INCREDICOASTER 

E + T + A 

TYPE OF EXPERIENCE 

Launched roller coaster 

Before riding, ask: 

“What do you think you'll notice about the launch?” 

PREDICT 

●​ How quickly will you go from stopped to moving? 
●​ Where will you feel pushed back into your seat? 
●​ When will you feel the strongest acceleration? 
●​ What will happen when the launch ends? 

THE LAUNCH 

Ask: 

“What is happening to your body when the coaster accelerates so quickly?” 

Explore: 

●​ Acceleration 
●​ Force 
●​ Inertia 
●​ Kinetic energy 
●​ Momentum 
●​ Friction 

The coaster doesn't just make you go fast- it changes your speed very quickly. 

After riding, ask: 

“What did the launch feel like, and why?” 

Then compare: 
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“How is a launched coaster different from one that uses a lift hill to build potential 
energy?” 

 

INSIDE OUT EMOTIONAL WHIRLWIND 

A + T + R 

Ask: 

“How can an invisible emotion become a physical environment?” 

Look for: 

●​ Color 
●​ Character design 
●​ Music 
●​ Movement 
●​ Shapes 
●​ Visual symbols 

Then ask: 

“If you designed a ride for one emotion, what would it look like?” 

 

JESSIE'S CRITTER CAROUSEL 

A + E 

Look closely at the animals. 

Ask: 

“Why were these animals chosen?” 

Then: 

“How does a carousel create movement?” 

Explore: 

●​ Rotation 
●​ Speed 
●​ Radius 
●​ Centripetal force 

 

GAMES OF PIXAR PIER 
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T + E + A 

Games are miniature lessons in: 

●​ Physics 
●​ Probability 
●​ Hand-eye coordination 
●​ Design 
●​ Feedback 
●​ Scoring 
●​ Human behavior 

Ask: 

“What makes a game feel fair?” 

Then: 

“What makes a game difficult without making it impossible?” 

That's an introduction to game design. 

 

LAMPLIGHT LOUNGE 

A + R 

Look around. 

The restaurant itself is part of the story. 

Notice: 

●​ Sketches 
●​ Artwork 
●​ Character development 
●​ Props 
●​ Design details 

Ask: 

“What does an animator's workspace look like?” 

Then: 

“Why can unfinished drawings tell us about the creative process?” 

 

8. PARADISE GARDENS PARK 

26 



California Leisure, Water, Music, Marine Science & Entertainment 

Paradise Gardens Park provides an opportunity to explore California's relationship with 
recreation, water and the coast. 

ASK 

“Why have people always been attracted to places near water?” 

Explore: 

●​ Recreation 
●​ Transportation 
●​ Trade 
●​ Climate 
●​ Tourism 
●​ Marine ecosystems 

 

THE LITTLE MERMAID – ARIEL'S UNDERSEA ADVENTURE 

R + A + T 

TYPE OF EXPERIENCE 

Musical dark ride 

Ask: 

“How does a movie become a ride?” 

Look for: 

●​ Music 
●​ Characters 
●​ Sets 
●​ Lighting 
●​ Movement 
●​ Audio-Animatronics 

SCIENCE QUESTION 

“What would really happen if a human lived underwater?” 

Explore: 

●​ Pressure 
●​ Breathing 
●​ Buoyancy 
●​ Temperature 
●​ Light 
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●​ Marine biology 

 

JUMPIN' JELLYFISH 

E + T 

Ask: 

“Why does the ride move up and down?” 

Explore: 

●​ Gravity 
●​ Vertical motion 
●​ Potential energy 
●​ Repetition 

Then: 

“Why does a small change in height affect how motion feels?” 

 

9. SEASONAL EXPERIENCES 

Culture, Family, Traditions, Music, Food & Storytelling 

Disney California Adventure changes throughout the year, making its seasonal experiences 
another opportunity to explore culture, traditions, art, music, food and storytelling. 

 

PLAZA DE LA FAMILIA 

H + A + R 

Inspired by Coco and Día de los Muertos, Plaza de la Familia offers an opportunity to explore 
family, memory, music and Mexican culture. 

ASK 

“How do families and cultures keep memories alive?” 

Look for: 

●​ Music 
●​ Art 
●​ Family traditions 
●​ Food 
●​ Storytelling 
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Then choose one thing you want to research more about. 

 

HALLOWEEN TIME & OOGIE BOOGIE BASH 

A + H + T 

Look for: 

●​ Decorations 
●​ Costumes 
●​ Music 
●​ Lighting 
●​ Special effects 
●​ Seasonal food 

ASK 

“How do designers make the park feel completely different for Halloween?” 

Then ask: 

“What makes something feel spooky even when we know it isn't real?” 

That's storytelling + psychology + technology. 

 

FESTIVAL OF HOLIDAYS 

H + A + R 

During the holiday season, look for the different foods, music, decorations and traditions 
represented throughout the park. 

ASK 

“How do different cultures celebrate the holidays?” 

Choose one tradition, food or song and research where it came from. 

BIG QUESTION 

“What can we learn about a culture through the way it celebrates?” 

 

10. GUARDIANS OF THE GALAXY – MONSTERS AFTER DARK 

T + A 
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When the Halloween version is offered, compare it with the regular attraction. 

Ask: 

“What changed?” 

Look for: 

●​ Music 
●​ Story 
●​ Lighting 
●​ Characters 
●​ Atmosphere 
●​ Sound 

BIG QUESTION 

“How can changing the story and sensory environment change our emotional response 
to the same physical ride?” 

 

11. WORLD OF COLOR 

Water, Light, Music, Projection & Technology 

Don't leave the HEART Method behind when the sun goes down. 

World of Color turns water into a giant moving canvas, combining fountains, light, music, 
projection, fire and special effects to tell stories. 

ASK 

“How can they make water behave like a movie screen?” 

Look for: 

●​ Water and fountains 
●​ Projection 
●​ Light and color 
●​ Music 
●​ Fire and mist 
●​ Computer-controlled effects 

FUN FACT TO EXPLORE 

The show isn't simply a movie projected onto water. The fountains, lighting, projection and 
music are synchronized to create one experience. 

SYSTEMS CHALLENGE 

Choose one moment in the show and watch closely. 
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“What do you think has to happen behind the scenes to make all of these effects happen 
at exactly the right time?” 

Then ask: 

“What would happen if one part were even a second late?” 

That's systems engineering + technology + art + storytelling. 

TAKE IT HOME 

In a dark room, shine a flashlight through a fine mist of water. 

“What happens to the light—and why can you see the beam?” 

You've just started exploring light scattering, one of the science concepts behind making light 
visible in the air. 

 

12. PROJECTION MAPPING 

T + A + E 

Look for projections throughout the park. 

Ask: 

“How can projected light make a surface appear to change shape?” 

Explore: 

●​ Geometry 
●​ Perspective 
●​ Digital mapping 
●​ Surface shape 
●​ Light 
●​ Timing 

TAKE IT HOME 

Use a flashlight and a small object or toy building. 

Change the angle. 

Watch how the shadows change. 

Then ask: 

“What would happen if I could control every pixel of that light?” 
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13. MUSIC: THE INVISIBLE ARCHITECTURE 

A + H 

Choose three areas of DCA. 

Stop. 

Listen. 

For each one, ask: 

What instruments do you hear? 

What is the tempo? 

What mood does it create? 

What time period or culture does it suggest? 

Then ask: 

“Could you identify the land if you couldn't see anything?” 

Music can communicate place before a single word is spoken. 

 

14. THE DISNEY CALIFORNIA ADVENTURE FOOD CHALLENGE 

H + E + A + R + T 

Choose one thing you eat. 

Investigate it through HEART. 

H — HISTORY 

Where did it come from? 

E — EXPLORATION 

How is it made? 

A — ARTS & CULTURE 

Why is it prepared or presented this way? 

R — RESEARCH 

How did the recipe or ingredient travel? 
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T — TECHNOLOGY & SCIENCE 

What happens to it during preparation? 

 

THE CALIFORNIA FOOD CHALLENGE 

Choose three foods influenced by different cultures. 

Ask: 

“How did these foods arrive in California?” 

Explore: 

●​ Immigration 
●​ Agriculture 
●​ Trade 
●​ Climate 
●​ Geography 
●​ Cultural exchange 

BIG QUESTION 

“Is there really one California cuisine?” 

 

15. PARADES & LIVE ENTERTAINMENT 

A Parade Is Theater on Wheels 

Don't just watch. Watch the production and how it all comes together. 

LOOK FOR 

●​ Floats 
●​ Performers 
●​ Costumes 
●​ Music 
●​ Lighting 
●​ Choreography 
●​ Crowd movement 
●​ Spacing 
●​ Timing 

ASK 

“How many different careers does it take to create this?” 

Look for: 
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●​ Engineers 
●​ Artists 
●​ Musicians 
●​ Dancers 
●​ Costume designers 
●​ Choreographers 
●​ Writers 
●​ Technicians 
●​ Producers 
●​ Performers 
●​ Safety professionals 

That's a lesson in collaborative production. 

 

16. CHARACTER DESIGN 

A + R + T 

Choose one character. 

Ask: 

“How can you tell who this character is before they say anything?” 

Look at: 

●​ Shape 
●​ Color 
●​ Clothing 
●​ Movement 
●​ Facial expression 
●​ Voice 
●​ Music 

Then ask: 

“What would happen if we changed the character's colors?” 

That's visual storytelling. 

 

THE DCA WORLD-BUILDING TEST 

Use this test anywhere in the park. 

CLOSE YOUR EYES. 

Imagine removing the characters. 
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Would you still know where you are? 

If yes, ask: 

“What is creating the sense of place?” 

Look for: 

●​ Architecture 
●​ Music 
●​ Smells 
●​ Food 
●​ Signs 
●​ Lighting 
●​ Materials 
●​ Landscaping 
●​ Language 
●​ Costumes 
●​ Sounds 

That is world-building. 

 

THE ULTIMATE HEART SCAVENGER HUNT 

You don't have to complete every activity. 

Choose one mission. 

H — HISTORY & HUMANITIES 

Find something inspired by: 

☐ A real California place 

☐ A real historical period 

☐ A cultural tradition 

☐ Immigration or cultural exchange 

☐ A transportation system 

E — ENGINEERING & EXPLORATION 

Find: 

☐ A machine 

☐ A moving system 
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☐ A vehicle 

☐ A water system 

☐ Something controlled by computers 

A — ARTS & CULTURE 

Find: 

☐ A piece of animation 

☐ A costume 

☐ A musical performance 

☐ Distinctive architecture 

☐ A piece of visual storytelling 

R — READING & RESEARCH 

Find: 

☐ A character from a book or film 

☐ A real place represented in the park 

☐ Something you want to research 

☐ A story you want to investigate further 

T — TECHNOLOGY & SCIENCE 

Find: 

☐ A projection 

☐ A robot 

☐ An Audio-Animatronic 

☐ A simulator 

☐ Interactive technology 

☐ A water effect 

Then ask: 

“Why did you choose it?” 
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THE DCA FIVE-SENSE CHALLENGE 

Choose one land. 

Ask your child to identify: 

SEE 

What do you see? 

HEAR 

What do you hear? 

SMELL 

What smells tell you where you are? 

TASTE 

What food belongs here? 

FEEL 

What does the environment make you feel? 

Then ask: 

“How did the designers use all five senses to make this place believable?” 

 

AGE-LEVEL ADAPTATIONS 

You don't need a different activity for every age. 

Change the question. 

YOUNGER CHILDREN 

“What do you notice?” 

“Can you find something that moves?” 

“What color do you see most?” 

“What sound do you hear?” 

ELEMENTARY AGE 

37 



“Why do you think they designed it this way?” 

“How do you think it works?” 

“What do you predict will happen?” 

“What real place does this remind you of?” 

TWEENS & TEENS 

“What evidence supports your explanation?” 

“What would happen if the designers changed one variable?” 

“What technology is making this possible?” 

“What part of this should we research?” 

“What would you design differently?” 

 

YOU DON'T HAVE TO DO IT ALL 

This is not a 12-hour lesson plan. 

Pick one or two HEART moments. 

For example: 

Buena Vista Street → History & architecture 

Red Car Trolley → Transportation & engineering 

Hollywood Land → Animation & filmmaking 

Avengers Campus → Robotics & interactive technology 

Cars Land → Route 66, geography & transportation 

San Fransokyo Square → Immigration, culture & food 

Grizzly Peak → California geography & ecology 

Pixar Pier → Animation, physics & game design 

Plaza de la Familia → Culture, music & family memory 

World of Color → Water, light & systems engineering 

Halloween Time → Folklore, storytelling & technology 
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That's already an extraordinary amount of learning. 

 

THE FAMILY HEART CHALLENGE 

At the end of the day, don't ask: 

“What did you learn?” 

Ask: 

“What surprised you?” 

Then: 

“What do you want to know more about?” 

And: 

“What did you notice today that you didn't notice this morning?” 

These questions encourage curiosity rather than memorization. 

 

TAKE IT HOME 

Choose one thing your child found fascinating. 

Spend 15 minutes researching it. 

Maybe it's: 

How animation creates movement. 

How streetcars work. 

Why California has so many ecosystems. 

How Route 66 changed America. 

How sourdough bread rises. 

How robots recognize movement. 

How roller coasters store energy. 

How projection works on water. 

How fountains synchronize with music. 
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How immigration influences food. 

How Día de los Muertos traditions developed. 

How filmmakers turn stories into physical attractions. 

How Halloween traditions developed. 

One question can become: 

a book → a science experiment → a map → a recipe → a museum visit → a family 
conversation. 

That's the HEART Method. 

 

ONE-PAGE HEART CHEAT SHEET 

LAND / AREA HEART CONNECTION TRY THIS 

Buena Vista 
Street 

History, architecture, 
transportation 

Find five clues to the time period 

Hollywood Land Animation, filmmaking, theater Compare a movie with its attraction 

Avengers 
Campus 

Robotics, technology, 
engineering 

Find technology that could exist in 
real life 

Cars Land Route 66, geography, 
transportation 

Find the real Route 66 on a map 

San Fransokyo 
Square 

Culture, immigration, 
architecture, food 

Identify the San Francisco + 
Japanese influences 

Grizzly Peak Geography, ecology, water Identify three California ecosystems 

Pixar Pier Animation, physics, games Find where storytelling becomes 
physical 

Paradise Gardens 
Park 

California leisure, water, marine 
science 

Investigate how water shapes 
recreation 

Plaza de la 
Familia 

Family, culture, music, memory Explore how cultures remember loved 
ones 

World of Color Water, light, projection, music, 
technology 

Identify how many systems work 
together 
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Halloween Time Folklore, history, art, technology Compare Halloween traditions with 
Día de los Muertos 

 

THE HEART METHOD IN ONE SENTENCE 

Don't just experience the attraction. Investigate it. 

LOOK → ASK → PREDICT → INVESTIGATE 

You don't have to turn vacation into school. 

You just have to teach children to see the questions already hiding in the experience. 
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