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INTRODUCTION

EEE WHY “UNOFFICIAL"?

DECLARATION OF INDEPENDENCE

THE AUTHORS AND RESEARCHERS of this guide specifically and
categorically declare that they are and always have been totally inde-
pendent of the Walt Disney Company, Inc.; of Disneyland, Inc.; of
Walt Disney World, Inc.; and of any and all other members of the
Disney corporate family not listed.

The material in this guide originated with the authors and research-
ers and has not been reviewed, edited, or approved by the Walt Disney
Company, Inc.; Disneyland, Inc.; or Walt Disney World, Inc.

This guidebook represents the first comprehensive critical appraisal
of Walt Disney World. Its purpose is to provide the reader with the
information necessary to tour Walt Disney World with the greatest
efficiency and economy and with the least hassle.

In this guide, we represent and serve you. If a restaurant serves
bad food, or a gift item is overpriced, or a ride isn’t worth the wait,
we say so, and in the process we hope to make your visit more fun
and rewarding.

DANCE TO THE MUSIC

A DANCE HAS A BEGINNING and an end. But when you’re dancing,
you’re not concerned about getting to the end or where on the dance
floor you might wind up. In other words, you’re totally in the moment.
That’s the way you should be on your Walt Disney World vacation.

You may feel a bit of pressure concerning your vacation. Vacations,
after all, are very special events—and expensive ones to boot. So you
work hard to make your vacation the best that it can be. Planning and
organizing are essential to a successful Walt Disney World vacation,
but if they become your focus, you won’t be able to hear the music
and enjoy the dance.

So think of us as your dancing coaches. We’ll teach you the steps
to the dance in advance so that when you’re on vacation and the
music plays, you’ll dance with effortless grace and ease.
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THE IMPORTANCE OF BEING GOOFY

E. P. ERDFARB, DIRECTOR OF DISNEY CHARACTER AFFAIRS,
waves a small sheet of paper at his assistant. “What’s this $800 invoice
for a half pound of special pebbles?”

“They’re for Donald Duck’s speech therapy,” the assistant replies.

“What do pebbles have to do with speech therapy?”

“Do you remember Demosthenes, boss?”

“Demosthenes Duck?”

“No, Demosthenes the ancient Greek, who overcame a speech
impediment by practicing orations with pebbles in his mouth.”

The director is not amused. “I can’t tell you how nutty this sounds.
Why the Sam Hill does Donald want to mess with the way he talks?
He’s made millions with that voice!”

“Well, he’s become very self-conscious about it. You’re probably
aware that Daisy’s been seen with Woody Woodpecker. . . .”

“That peckerhead—he’s not even a Disney character! No way!”

“Way. And Donald’s not taking it lying down. He got Snow White
to get him a gig at the Seven Dwarfs’ diamond mine. You should see
how buff he is after swinging a pick all day.”

“You’re kidding, right?”

“Wish I was. He’s rocking a new wardrobe, too—tight jeans, black
T-shirt, and shades. Threw that little sailor costume under the bus.
Told casting that from now on he only wants to play serious roles. His
agent’s trying to get him a gig as a mob boss opposite Angelina Jolie.
He even bought himself a Porsche.”

“Good Lord, here’s another bill for surgery on his larynx,” Erd-
farb laments. “Why wasn’t I informed?”

“None of us knew until his HMO refused to pay and kicked his
bills back to us,” the assistant explains. “Came as quite a shock.”

“I’ll be more than a shock when I get my hands on that little
feather duster, I’ll show him who’s—listen! Do you hear that? Barry
White is in the lobby!”

The door opens and the director’s secretary peers in. “Excuse me,
Mr. Erdfarb, Donald Duck is here to see you.”

And so it goes. . . .

What really makes writing about Walt Disney World fun is that
the Disney people take everything so seriously. Day to day, they debate
momentous decisions with far-ranging consequences: Will Goofy
look swishy in a silver cape? Have we gone too far with the Little
Mermaid’s cleavage? At a time when the nation is concerned about
the drug problem, should we have a dwarf named Dopey?

Unofficially, we think having a sense of humor is important. This
guidebook has one, and it’s probably necessary that you do, too—
not to use this book, but to have the most fun possible at Walt Disney
World. Think of the Unofficial Guide as a private trainer to help get
your sense of humor in shape. It will help you understand the impor-
tance of being Goofy.

HONEY, I BLEW UP THE BOOK!

THE FIRST EDITION OF The Unofficial Guide to Walt Disney World
was fewer than 200 pages, a mere shadow of its current size. Since
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that edition, Disney World has grown tremendously, adding Disney’s
Hollywood Studios and Disney’s Animal Kingdom theme parks, the
Downtown Disney and BoardWalk shopping and entertainment ven-
ues, Typhoon Lagoon and Blizzard Beach water parks, new attrac-
tions in all the parks, about 27,000 new hotel rooms, and the ESPN
Wide World of Sports Complex. The Unofficial Guide has grown to
match this expansion. (Truth be told, Bob has put on a little weight
himself. Len’s rate of metabolism, on the other hand, is so high that
his body is incapable of producing fat.)

A mom from Streator, Illinois, was amazed by the size of the Unof-
ficial Guide, writing not unsympathetically:

It had been 10 years since we have been to WDW, and I was shocked
by how the size of your book grew. After going, I'm surprised that
it’s so small.

We have no idea where it will all end. In 30 years we may be sell-
ing an alphabetized, 26-volume edition, handsomely packaged in an
imitation-oak bookcase. In the meantime, we offer a qualified apology
for the bulk of this edition. We know it may be too heavy to carry com-
fortably without the assistance of a handcart or Sherpa, but we defend the
inclusion of all the information presented. Not every diner uses ketchup,
A.1. sauce, or Tabasco, but it’s nice to have all three on the table.

Concerning Unofficial Guide content, a mom from Vallejo, Cali-
fornia, requests that we include a map of the Orlando airport. Other
reader ideas for new content included these suggestions:

o [ think your guide should have a list of attractions that provide (1)
seats, (2) air-conditioning, and (3) at least 15 minutes off your feet.

I feel your Unofficial Guide should include a claustrophobia rating
for each attraction.

o [ wish you'd discuss restrooms more in the next edition. I found
myself constantly searching for one.

o We think you need a rating system regarding water [i.e., how wet
you can expect to get on specific attractions]. EW = Extreme
Water; SW = Some Water; M = Mist.

o [t might be nice to include a section on rides or places where you
can be in the parks and away from a lot of the crowds.

[ want to know specifically about any drops on the rides.

A touring plan for wimpy teens would be helpful.

e I'd like to see a more adult version of the one-day touring plan for
the Magic Kingdom—one that doesn’t include Fantasyland, the
Country Bears, or Tom Sawyer Island. Title this plan “I hate those
damn bears!”

These comments are representative in that many of you would
like more detailed coverage of one thing or another. Believe me, we’ve
debated adding an airport map, as well as hundreds of other things,
but haven’t done so. Why? Because we don’t have an infinite number
of pages with which to work, and we felt other information was more
important. You’d be amazed by the wealth of worthwhile material that
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doesn’t make the cut. What if we put it all in? Well, the book would look
more at home in your hayloft than on your bookshelf.

YOUR UNOFFICIAL WALT DISNEY WORLD
TOOLBOX

YOU NEED DIFFERENT TOOLS TO WORK ON YOUR CAR than you
do to fix your DVD player or trim your azaleas. It’s much the same
with a Walt Disney World vacation. If we think of information as
tools, a couple with two toddlers in diapers will need different tools
than a party of seniors going to the Epcot International Flower &
Garden Festival. Likewise, adults touring without children, families
with kids of varying ages, and honeymooners all require their own
special tools.

To meet the varying needs of our readers, we’ve created the very
comprehensive guide before you. We call The Unofficial Guide to Walt
Disney World, at about 860 pages, the “Big Book.” It contains the
detailed information that anyone traveling to Walk Disney World
needs to have a super vacation. It’s our cornerstone.

But as thorough as we try to make the main guide, there still isn’t
sufficient space for all the tips and resources that may be useful to
certain readers. Therefore, we’ve developed five additional guides,
each designed to work in conjunction with the Big Book and provide
information tailored to specific visitors. Although some advice from
the Big Book, such as arriving early at the theme parks, is echoed in
these guides, most of the information is unique. You might think of
the Big Book as a vacuum cleaner and the other guides as specialized
attachments that certain users might need for a particular job (back
to tools, you see).

Here’s what’s in the toolbox:

The Unofficial Guide Color Companion to Walt Disney World, by Bob
Sehlinger and Len Testa, is a visual feast that proves a picture is worth
1,000 words. In the Big Book, for instance, you can learn about the
best guest rooms to request at the Wilderness Lodge, but in the Color
Companion you can see the rooms, along with the pool and the mag-
nificent lobby. For the first time, full-color photos illustrate how long
the lines get at different times of day, how drenched riders get on
Splash Mountain, and how the parks are decked out for various hol-
idays. The Color Companion will whet your appetite for Disney fun,
picture all the attractions, serve as a keepsake, and, as always, help
make your vacation more enjoyable. Most of all, the Color Com-
panion is for fun. For the first time, we’re able to use photography
to express our zany Unofficial sense of humor. Think of it as Monty
Python meets Walt Disney in Technicolor.

The Unofficial Guide to Walt Disney World with Kids, by Bob Sehlinger
and Liliane J. Opsomer with Len Testa, presents detailed planning
and touring tips for a family vacation, along with more than 20 fam-
ily touring plans that are exclusive to this book.

The Unofficial Guide to Walt Disney World for Grown-Ups, by Eve
Zibart, focuses on adult pursuits and helps those traveling without
children make the most of their Disney vacation.
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Mini-Michey: The Pocket-Sized Unofficial Guide to Walt Disney World, by
Bob Sehlinger and Len Testa, is a portable CliffsNotes-style version
of The Unofficial Guide to Walt Disney World. It distills information
from the Big Book to help short-stay or last-minute visitors decide
quickly how to plan their limited hours at Disney World.

Beyond Disney: The Unofficial Guide to Universal, SeaWorld, and the Best
of Central Florida, by Bob Sehlinger and Grant Rafter, is a guide to
non-Disney attractions, restaurants, outdoor recreation, and nightlife
in Orlando and Central Florida.

THE DEATH OF SPONTANEITY

ONE OF OUR ALL-TIME FAVORITE LETTERS came from a man in
Chapel Hill, North Carolina:

Your book reads like the operations plan for an amphibious landing:
Go here, do this, proceed to Step 15. You must think that everyone is
a hyperactive, type-A theme park commando. What happened to the
satisfaction of self-discovery or the joy of spontaneity? Next you’ll
be telling us when to empty our bladders.

As it happens, Unofficial Guide researchers are a pretty existen-
tial crew. We’re big on self-discovery, if the activity is walking in the
woods or watching birds. Some of us are able to improvise jazz, and
others can whip up a mean pot of chili without a recipe. When it
comes to Disney World, however, we all agree that you need either
a good plan or a frontal lobotomy. The operational definition of
self-discovery and spontaneity at Walt Disney World is the “pleasure”
of heat prostration and the “joy” of standing in line.

Let’s face it: Walt Disney World is not a very existential place. In many
ways it’s the quintessential system, the ultimate in mass-produced enter-
tainment, the most planned and programmed environment anywhere.

We aren’t saying that you can’t have a great time at Walt Disney
World. What we’re saying is that you need a plan. You don’t have to be
compulsive or inflexible; just think about what you want to do before
you go. Don’t delude yourself by rationalizing that the information in
this guide is only for the pathological and the superorganized. Ask not
for whom the tome tells, Bubba—it tells for thee.

A WORD TO OUR READERS ABOUT
ANNUAL REVISIONS

SOME WHO PURCHASE EACH NEW EDITION of the Unofficial
Guide chastise us for retaining examples, comments, and descriptions
from previous editions. This letter from a Grand Rapids, Michigan,
reader is typical:

Your guidebook still has the same little example stories. When I got my
new book, I expected a true update and new stuff, not the same-old-
same-old!

First, the Unofficial Guide is a reference work. Though we’re pleased
that some users read the guide from cover to cover and that some find
it entertaining, our objective is to provide information that will enable
you to have the best possible Walt Disney World vacation.
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Each year during our revision research, we check every theme
park, water park, attraction, hotel, restaurant, nightspot, shop, and
entertainment offering. While there are many changes (some attrib-
utable to Disney World’s growth), much remains the same from year
to year. When we profile and critique an attraction, we try to pro-
vide the reader with the most insightful, relevant, and useful informa-
tion, written in the clearest possible language. If an attraction doesn’t
change, it makes little sense to risk clarity for the sake of freshen-
ing the prose. Disney World guests who try the Mad Tea Party, Peter
Pan’s Flight, or the Country Bear Jamboree today, for example, expe-
rience substantially the same presentation as guests who visited Dis-
ney World in 2005, 1990, or 1986. Moreover, according to our patron
surveys (several thousand each year), today’s guests respond to these
attractions in the same way as prior-year patrons.

The bottom line: we believe our readers are better served if we
devote our time to what’s changing and new as opposed to what
remains the same. The success or failure of the Unofficial Guide is
determined not by the writing style but by the accuracy of the infor-
mation and, ultimately, whether you have a positive experience at
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Walt Disney World. Every change we make (or don’t make) is evalu-
ated in this context.

CORRECTIONS, UPDATES, AND BREAKING NEWS

CORRECTIONS AND UPDATES can be found online at the Unoffi-
cial Guide Web site, touringplans.com. Also available on the site are
the WDW Crowd Calendar; more than 140 touring plans; our mobile
application, Lines; trip-planning and -organizing tools; a Ticket Cal-
culator; research reports; and breaking Walt Disney World news.

WE'VE GOT ATTITUDE

SOME READERS DISAGREE about our attitude toward Disney. A

woman from Golden, Colorado, lambasts us:
I read your book cover to cover and felt you were way too hard on
Disney. It’s disappointing when you’re all enthused about going to
Walt Disney World to be slammed with all these criticisms.
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A reader from Little Rock, Arkansas, takes us to task for the oppo-
site prejudice:

Your book was quite complimentary of Disney, perhaps too compli-

mentary. Maybe the free trips you travel writers get at Disney World

are chipping away at your objectivity.

And from a Williamsport, Pennsylvania, mother of three:
Reading your book irritated me before we went to Disney World
because of all the warnings and cautions. I guess I'm used to having
guidebooks pump me up about where I'm going. But once I arrived,
I found 1 was fully prepared and we had a great time. In retrospect, 1
have to admit you were right on the money. What I regarded as you
being negative was just a good dose of reality.

Finally, a reader from Phoenixville, Pennsylvania, prefers no opin-
ions at all, writing:

While each person has the right to bis or her own opinion, I didn’t

purchase the book for an opinion.

For the record, we've always paid our own way at Walt Disney
World: hotels, admissions, meals, the works. We don’t dislike Disney,
and we don’t have an ax to grind. We’re positive by nature and much

prefer to praise than to criticize. Personally, we

unofﬁcial TIP have enjoyed the Disney parks immensely over
Check out experienced the years, both experiencing them and writing
Disney World visitors’ about them. Disney, however, as with all corpo-
opinions of the parks rations (and all people), is better at some things
in this book, and apply than others. Because our readers shell out big
them to your own travel bucks to go to Walt Disney World, we believe
circumstances. they have the right to know in advance what’s

good and what’s not. For those who think we’re
overly positive, please understand that the Unofficial Guide is a guide-
book, not an exposé. Our aim is for you to enjoy your visit. To that end,
we report fairly and objectively. When readers disagree with our opin-
ions, we, in the interest of fairness, publish their viewpoints alongside
ours. To the best of our knowledge, the Unofficial Guides are the only
travel guides in print that do this.

THE SUM OF ALL FEARS

EVERY WRITER WHO EXPRESSES an opinion is accustomed to
readers who strongly agree or disagree: it comes with the territory.
Extremely troubling, however, is the possibility that our efforts to be
objective have frightened some readers away from Walt Disney World
or made others apprehensive.
A mom from Avon, Ohio, was just such a person, writing:
After reading parts of the Unofficial Guide, I seriously reconsidered
going to WDW at all. We’ve been to other theme parks before, and 1
felt that WDW required too much planning. It actually stressed me
out to read your guide (at first), because it seemed that WDW had
too many pitfalls—too many things to plan for that could go wrong,
too many horrible outcomes (like waiting for hours in scorching heat
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with kids), etc. My friend convinced me it wouldn’t be that bad,
however, so I kept on with planning the trip.

We certainly understand the reader’s feelings, but the key point
was that, though apprehensive, she stayed the course. Here’s what she
said after returning home:

Let me tell you, your guide and touring plans were DEAD-ON accu-
rate! We didn’t wait more than 10 or 15 minutes for almost every
attraction in two days!

For the record, if you enjoy theme parks, Disney World is as good as
it gets, absolute nirvana. If you arrive without knowing a thing about
the place and make every possible mistake, chances are about 90% that
you’ll have a wonderful vacation anyway. In the end, guidebooks don’t
make or break great destinations. Rather, they’re simply tools to help
you enhance your experience and get the most for your money.

As wonderful as Walt Disney World is, however, it’s a complex des-
tination. Even so, it isn’t nearly as challenging or difficult as, say, New
York, San Francisco, or Paris. And, happily, there are numerous ways to
save money, minimize hassle, and make the most of your time. That’s
what this guide is about: giving you a heads-up regarding potential prob-
lems and opportunities. Unfortunately, some Unofficial Guide readers
add up the warnings and critical advice and conclude that Walt Disney
World is too intimidating, too expensive, or too much work. They lose
track of the wonder of Disney World and focus instead on what might
go wrong.

Our philosophy is that knowledge is power (and time and money,
too). You’re free to follow our advice or not at your discretion. But
you can’t exercise that discretion if we fail to present the issues.

With or without a guidebook, you’ll have a great time at Walt Dis-
ney World. If you let us, we’ll help you smooth the potential bumps.
We’re certain we can help you turn a great vacation into an absolutely
superb one. Either way, once there, you’ll get the feel of the place and
quickly reach a comfort level that will allay your apprehensions and
allow you to have a great experience.

TOO MANY COOKS IN THE KITCHEN?

WE RECEIVED THIS QUERY from a Manchester, Vermont, reader and
feel it deserves a serious response:

I read a review on the Internet criticizing the Unofficial Guide because
it was “written by a team of researchers.” The reviewer doesn’t say why
he thinks the team approach is inferior, but the inference is along the lines
of “too many cooks spoil the soup.” Why do you use this approach?

There are several reasons. Foremost is that the team approach
enables us to undertake much more sophisticated and extensive
research. Collecting waiting-time data for our o
touring plan software (see page 66), for exam- unoffzczal TIP
ple, requires that more than a dozen research- Researchingand writing
ers visit the Disney parks for several days at four  this book as a team
or more different times of year. Another project,  results in a more objective
monitoring the Disney transportation system, guidebook for you.
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requires riding and timing every bus, boat, and monorail route, a
task that takes four researchers almost a week to complete. In cover-
ing lodging, the Unofficial Guide reviews, rates, and ranks about 250
Disney World—area hotels, more than four times as many as other
guidebooks. On any research trip, we have one or two teams of hotel
inspectors checking hotels all day long.

No other guides do this, nor can they, because the scope of the
research and processing of data require time, experience, and resources
beyond the capabilities of a single author or even several coauthors. An
entire organization collects and compiles the information for the Unof-
ficial Guide, an organization guided by individuals with extensive train-
ing and experience in research design, as well as data collection and
analysis. Known and respected in both the travel industry and academe,
Unofficial Guide research has been recognized by USA Today, the BBC,
the New York Times, the Dallas Morning News, the Travel Channel,
and CNN, as well as by numerous academic journals.

Not all Unofficial Guide research relates to the parks and resorts.
We also conduct extensive research on you, the reader. From the con-
cept up, you see, Unofficial Guides are different from other guidebooks.
Other guides are researched and developed by individual authors or
coauthors, usually travel writers. Thus, everything is filtered through
the lens of those authors’ tastes, preferences, and opinions. Publishers
of these guides hope the information the author presents is compatible
with the needs of the reader, but if it is, the compatibility is largely acci-
dental. In Unofficial Guides, by contrast, it’s your tastes, preferences,
and opinions that dictate the content of the guides. In other words,
we start with the needs of our readers, identified through exhaustive
research, and build a book that meets those needs.

Another reason for using a team approach is to minimize author bias.
As discussed earlier, a single author incorporates his or her own tastes and
opinions in his work. Our researchers, by contrast, include individuals
ranging in age from 12 to 70 and sometimes, for special assignments, chil-
dren as young as 8. Thus the opinions and advice in the Unofficial Guide
are informed by the perspectives of a diverse group of researchers, a pro-
cess that, we believe, achieves the highest level of objectivity.

A final reason for the team approach is the need for expertise in
specific areas. No individual author can possibly be qualified to write
about every topic in the vast range of important subjects that make up
a good guide to Walt Disney World. Thus, our chapter on Walt Disney
World with Kids (Part Six) was developed in consultation with three
nationally respected child psychologists and an advisory group of par-
ents. Similarly, we have professional culinary experts dedicated to the
task of rating restaurants. Our golf coverage, likewise, is handled by
pro-golf writer Larry Olmsted, and our database and touring plan pro-
gram are developed and managed by programmer and software devel-
oper Len Testa. When you cover shopping, you want a local who lives to
shop and knows where to find every back-counter deal within 50 miles.
Guess what? We’ve got her! In a nutshell, there are more of us so that we
can do more for you. I (Bob) put the fruits of our research into words,
but behind me is an organization unequaled in travel publishing.
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THE UNOFFICIAL TEAM

SO WHO ARE THESE FOLKS? Allow us to introduce them all, except
for our dining critic, who shall remain anonymous:

BOB SEHLINGER Author and executive KAREN TURNBOW, PHD Child psychologist
publisher JIMHILL Disney historian

LEN TESTA Coauthor, touringplans.com  pam BRANDON Shopping guru
software developer, data-collection LARRY OLMSTED Golf expert
director

ANNIE LONG Typesetter-designer
STEVE JONES, SCOTT MCGREW Cartographers
TAMI KNIGHT Cartoonist

RITCHEY HALPHEN Managing editor
FRED HAZELTON Statistician

HENRY WORK  touringplans.com ASHLEY M. ARTHUR, JENNY CROMIE, STEVE
Webmaster, Lines developer MILLBURG, HOLLY B. SMITH, CARLA STEC
KRISTEN HELMSTETTER Survey collator Research editors
DATA COLLECTORS CONTRIBUTING WRITERS PROOFREADERS
Rob Sutton Supervisor Rich Bernato Susan Cullen Anderson
Chantale Brazeau Megan Parks Emily C. Beaumont
Kai Bruckerhoff Sue Pisaturo Julie Hall Bosché
Kenny Cottrell Grant Rafter Shannon Friedmann Hatch
Guy Garguilo Darcie Vance Maria Parker Hopkins
Lillian Macko Mary Waring Kate McWhorter Johnson
Richard Macko Deb Wills Gabriela Oates
Megan Parks L RS Liz Rhoades
Cliff Myers - Susan Roberts
Sarah Biggs
Robert Pederson Vanessa Rusch
Joshua Carver
Julie Saunders Lady Vowell Smith
Holly Cross
Linda Sutton
Jenn Gorman INDEXER
Christine Testa .
h Ritchey Halphen Ann Cassar
I[\)Aals.Ti/sta Kristen Helmstetter
arcie vance MyraE. Merkle
Rich Vosburgh
Kelly Whitman

Thanks to Joe Meyer at investOmatics for his dependable pro-
gramming assistance with the touring plan software. Geoff Allen sup-
plied the brainpower behind our online hotel-rate analysis. Muchas
gracias to Bill O. and the folks at Kayak (kayak.com) for walking us
through their fabulous search interface. Finally, we’d like to thank the
following folks for their fact-checking assistance: Caroline Baggerly,
John Bean, Jen Bearden, Mitch Brannen, Steven Cantafio, Mary Jo
Collins, Gerald Carpenter, Amy Eastman, Rich Gairing, Shane Griz-
zard, Alisha Gustin, Kristen Helmstetter, Marie Hillin, Josh Knep-
fle, Kim Knight, Andrea Kurczewski, Richard and Lillian Macko,
Gretchen McKinley, Richard Mercer, Scott Morgan, Jason Osinski,
Jeff Pincus, Chris Rowland, Saundra Schmidt, Jol Silversmith, Teri
Sizemore, Glenn Sonada, Kurt Sutton, Bob Thomas, Rich Vosburgh,
Connie Wolosyk, and Greg Yates.

THE HOW AND THE WHY OF IT
A DAYTON, OHIO, READER offers the following comment:

11
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I used several guides preparing for our Disney World trip. One of
them dumped on the Unofficial Guide for referring to Dumbo as a
“cycle ride.” Though my kids are totally infatuated with Dumbo, |
found your section about how the various types of rides work to be
both interesting and useful. Dumbo’s charm and appeal doesn’t
change the fact that it’s a cycle ride. Get a life!

Most guidebooks do a reasonably good job with what and where.
Unofficial Guides add the how and why. Describing attractions or
hotels or restaurants (the what) at a given destination (the where) is the
foundation of other travel guidebooks. We know from our research,
however, that our readers like to know how things work. Take hotels,
for example. In the Unofficial Guide, we not only provide hotel choices
(rated and ranked, of course) but also explain the economic and opera-
tional logic of the lodging industry (the why) and offer instructions (the
how) that enable the reader to take advantage of opportunities for hotel
discounts, room upgrades, and the like. In this and all our Unofficial
Guides, whether we’re discussing cruise ships, theme parks, ski resorts,
casinos, or golf courses, we reveal the travel industry’s inner workings
and demonstrate how to use such insight in selecting and purchasing
travel and for planning itineraries. For the reader, knowledge is power,
which translates into informed decisions and confidence.

Most guides give the reader a plate of fish to choose from. An
Unofficial Guide additionally says which fish are best. More impor-
tant, however, an Unofficial Guide teaches the reader how to fish.
Anyone who has read the hotel chapter in any Unofficial Guide can
use the information to book a great room at a bargain price anywhere
in the world.

THE UNOFFICIAL GUIDE PUBLISHING YEAR

WE RECEIVE MANY QUERIES asking when the next edition of the
Unofficial Guide will be available. Usually our new editions are in
stores by late August or early September. Thus, the 2012 edition will
be on the shelves in August or September 2011.

LETTERS AND COMMENTS FROM READERS

MANY WHO USE The Unofficial Guide to Walt Disney World write us
to comment or share their own strategies for visiting Disney World.
We appreciate all such input, both positive and critical, and encour-
age our readers to continue writing. Their comments and obser-
vations are frequently incorporated into revised editions of the
Unofficial Guide and have contributed immeasurably to its improve-
ment. If you write us or return our reader-survey form, rest assured
that we won’t release your name and address to any mailing-list
companies, direct-mail advertisers, or other third party. Unless you
instruct us otherwise, we’ll assume that you don’t object to being
quoted in the Unofficial Guide.

Reader Questionnaire and Restaurant Survey
At the back of this guide is a questionnaire you can use to express opin-
ions about your Walt Disney World visit. The questionnaire allows
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every member of your party, regardless of age, to © 0 Fficial TIP
tell us what he or she thinks. Use the separate res- ff

taurant survey to describe your Disney World din-
ing experiences. Clip the questionnaire and restau-
rant survey and mail them to: Reader Survey, The
Unofficial Guide Series, P.O. Box 43673, Birming-
ham, AL 35243. For your convenience, an elec-
tronic version of the questionnaire and survey can be found online at
touringplans.com. On the home page, click “Unofficial Guide” at the
bottom of the list that runs down the left side of the page. On the new
screen under the title of the guide, click “Reader Survey.”

If you're up for having
your comments quoted in
the guide, please be sure
to tell us your hometown.

How to Contact the Authors

Bob Sehlinger and Len Testa

The Unofficial Guide to Walt Disney World
P.O.Box 43673

Birmingham, AL 35243
unofficialguides@menasharidge.com

When you write, put your address on both your letter and enve-
lope; the two sometimes get separated. It’s also a good idea to include
your phone number. If you e-mail us, please tell us where you’re from.
Remember, as travel writers, we’re often out of the office for long
periods of time, so forgive us if our response is slow. Unofficial Guide
e-mail isn’t forwarded to us when we’re traveling, but we’ll respond
as soon as possible after we return.

WALT DISNEY WORLD:
An OVERVIEW

IF YOU’RE CHOOSING A U.S. TOURIST DESTINATION, the ques-
tion is not whether to visit Walt Disney World, but how to see its best
offerings with some economy of time, effort, and finances.

WHAT WALT DISNEY WORLD ENCOMPASSES

WALT DISNEY WORLD COMPRISES 43 square miles, an area twice
as large as Manhattan. Situated strategically in this vast expanse are
the Magic Kingdom, Epcot, Disney’s Hollywood Studios, and Disney’s
Animal Kingdom theme parks; two swimming theme parks; two
nighttime-entertainment areas; a sports complex; five golf courses, 33
hotels, and a campground; more than 100 restaurants; four intercon-
nected lakes; a shopping complex; eight convention venues; a nature
preserve; and a transportation system consisting of four-lane high-
ways, elevated monorails, and a network of canals.

Walt Disney World has around 62,000 employees, or “cast mem-
bers,” making it the largest single-site employer in the United States.
Keeping the costumes of those cast members clean requires the equiva-
lent of 16,000 loads of laundry a day and the dry cleaning of 30,000 gar-
ments daily. Mickey Mouse alone has 290 different sets of duds, ranging
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from a scuba wet suit to a tux; Minnie boasts more than 200 outfits.)
Each year, Disney restaurants serve 10 million burgers, 6 million hot
dogs, 75 million Cokes, 9 million pounds of French fries, and 150 tons
of popcorn. In the state of Florida, only Miami and Jacksonville have
bus systems larger than Disney World’s. The Disney monorail trains
have logged mileage equal to more than 30 round-trips to the moon.

DISNEY-SPEAK POCKET TRANSLATOR

ALTHOUGH IT MAY COME AS A SURPRISE to many, Walt Disney
World has its own somewhat peculiar language. See the chart below
for some terms you’re likely to bump into.

DISNEY-SPEAK ENGLISH DEFINITION

Adventure Ride

Attraction Ride or theater show

Attraction host Ride operator

Audience Crowd

Backstage Behind the scenes, out of view of customers
Bull pen Queuingarea

Cast member Employee

Character Disney character impersonated by an employee
Costume Work attire or uniform

Darkride Indoorride

Day guest Any customer not staying at a Disney resort

Face character A character who doesn’t wear a head-covering costume
(Snow White, Cinderella, Jasmine, and the like)

General public Same as day guest
Greeter Employee positioned at an attraction entrance
Guest Customer

Hidden Mickeys ~Frontal silhouette of Mickey’s head worked subtly into the design
of buildings, railings, vehicles, golf greens, attractions, and just about anything else

Inrehearsal Operating, though not officially open

Lead Foreman or manager, the person in charge of an attraction
Onstage In full view of customers

Preshow Entertainment at an attraction before the feature presentation
Resort guest A customer staying at a Disney resort

Role Anemployee’s job

Security host  Security guard

Soft opening Opening a park or attraction before its stated opening date

Transitional experience An element of the queuing area and/or preshow that
provides a story line or information essential to understanding the attraction

THE MAJOR THEME PARKS

The Magic Kingdom

When people think of Walt Disney World, most think of the Magic
Kingdom, opened in 1971. It consists of the adventures, rides, and
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shows featuring the Disney cartoon characters, and Cinderella Castle.
It’s only one element of Disney World, but it remains the heart.

The Magic Kingdom is divided into seven “lands,” with six arranged
around a central hub. First you come to Main Street, U.S.A., which con-
nects the Magic Kingdom entrance with the hub. Clockwise around the
hub are Adventureland, Frontierland, Liberty Square, Fantasyland, and
Tomorrowland. Main Street and the other five lands will be detailed later.
Four hotels (Bay Lake Tower and the Contemporary, Polynesian, and
Grand Floridian resorts) are near the Magic Kingdom and connected to it
by monorail and boat. Two other hotels, Shades of Green and Wilderness
Lodge & Villas, arc nearby but aren’t served by the monorail.

Epcot

Opened in October 1982, Epcot is twice as big as the Magic Kingdom
and comparable in scope. It has two major areas: Future World consists
of pavilions concerning human creativity and technological advance-
ment; World Showcase, arranged around a 40-acre lagoon, presents the
architectural, social, and cultural heritages of almost a dozen nations,
each country represented by replicas of famous landmarks and settings
familiar to world travelers.

The Epcot resort hotels—the BoardWalk Inn & Villas, Caribbean
Beach Resort, Dolphin, Swan, and Yacht & Beach Club Resorts and Beach
Club Villas—are within a 5- to 15-minute walk of the International Gate-
way (back-door) entrance to the theme park. The hotels are also linked
to Epcot and Disney’s Hollywood Studios by canal. Epcot is connected
to the Magic Kingdom and its hotels by monorail.

Disney’s Hollywood Studios

Opened in 1989 as Disney-MGM Studios and about the size of the
Magic Kingdom, Disney’s Hollywood Studios has two areas. The
first is a theme park focused on the past, present, and future of
the motion picture and television industries. This section contains
movie-theme rides and shows and covers about half of the complex.
Park highlights include a re-creation of Hollywood and Sunset bou-
levards from Hollywood’s Golden Age, stunt demonstrations, a chil-
dren’s play area, shows on sound effects, and four high-tech rides.

The second area, a (mostly idle) motion picture and television
production facility, encompasses soundstages, a back lot of streets
and sets, and support services. Public access is limited to tours that,
among others, take visitors behind the scenes for crash courses on
Disney animation and moviemaking.

Disney’s Hollywood Studios is connected to other Walt Disney
World areas by highway and canal but not by monorail. Guests can
park in the Studios’ pay parking lot or commute by bus. Guests at
Epcot resort hotels can reach the Studios by boat or on foot.

Disney’s Animal Kingdom

About five times the size of the Magic Kingdom, Disney’s Ani-
mal Kingdom combines zoological exhibits with rides, shows, and
live entertainment. The park is arranged somewhat like the Magic

15
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Kingdom, in a hub-and-spoke configuration. A lush tropical rain for-
est serves as Main Street, funneling visitors to Discovery Island, the
park’s hub. Dominated by the park’s central icon, the 14-story-tall,
hand-carved Tree of Life, Discovery Island offers services, shopping,
and dining. From there, guests can access the themed areas: Africa,
Asia, DinoLand U.S.A., and Camp Minnie-Mickey. Discovery Island,
Africa, Camp Minnie-Mickey, and DinoLand U.S.A. opened in 1998,
followed by Asia in 1999. Africa, the largest themed area, at 100 acres,
features free-roaming herds in a re-creation of the Serengeti Plain.
Guests tour in open-air safari vehicles.

Disney’s Animal Kingdom has its own parking lot and is con-
nected to other Disney World destinations by the Disney bus system.
Although no hotels are within Animal Kingdom proper, the All-Star
Resorts, Animal Kingdom Lodge & Villas, and Coronado Springs Resort
are all nearby.

THE WATER PARKS

DISNEY WORLD HAS TWO MAJOR water parks: Typhoon Lagoon and
Blizzard Beach. Opened in 1989, Typhoon Lagoon is distinguished by
a wave pool capable of making 6-foot waves. Blizzard Beach is newer,
having opened in 1995, and it features more slides. Both parks are
beautifully landscaped, and great attention is paid to atmosphere and
aesthetics. Typhoon Lagoon and Blizzard Beach have their own adja-
cent parking lots and can be reached via Disney bus.

OTHER WALT DISNEY WORLD VENUES

Downtown Disney (Downtown Disney Marketplace

and Downtown Disney West Side)

Downtown Disney is a large shopping, dining, and entertainment com-
plex encompassing the Downtown Disney Marketplace on the east and
Downtown Disney West Side on the west. Downtown Disney Market-
place contains the world’s largest Disney-character-merchandise store,
upscale resort-wear and specialty shops, and several restaurants, includ-
ing the tacky-but-popular Rainforest Cafe and its equally tacky cousin,
T-REX. Downtown Disney West Side, which opened in 1997, combines
nightlife, shopping, dining, and entertainment. The House of Blues
serves Cajun-Creole dishes in its restaurant and electric blues in its
music hall. Bongos Cuban Cafe, a nightclub and cafe created by Gloria
Estefan and her husband, Emilio, offers Cuban rhythms and flavors.
Wolfgang Puck Grand Cafe, sandwiched among pricey boutiques, is the
West Side’s prestige eatery. For entertainment, you’ll find a 24-screen
cinema; a permanent showplace for the extraordinary 70-person cast
of Cirque du Soleil La Nouba; and DisneyQuest, an interactive virtual
reality and electronic-games venue. Access Downtown Disney via Dis-
ney buses from most Disney World locations.

BoardWalk

Near Epcot, the BoardWalk is an idealized replication of an East
Coast 1930s waterfront resort. Open all day, the BoardWalk features
upscale restaurants, shops and galleries, a brewpub, and an ESPN
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sports bar. In the evening, a nightclub with dueling pianos and a D]
dance club join the lineup. There’s no admission fee for BoardWalk,
but some individual clubs levy cover charges at night. In addition to
the public facilities are a 371-room Deluxe hotel and a 532-unit time-
share development. The BoardWalk is within walking distance of the
Epcot resorts and Epcot’s International Gateway. Boat transportation
is available to and from Epcot and Disney’s Hollywood Studios; buses
serve other Disney World locations.

ESPN Wide World of Sports Complex

The 220-acre Wide World of Sports is a state-of-the-art competi-
tion and training facility consisting of a 9,500-seat ballpark, two
field houses, and venues for baseball, softball, tennis, track and field,
beach volleyball, and 27 other sports. The spring-training home of
the Atlanta Braves, the complex also hosts a mind-boggling calendar
of professional and amateur competitions. Disney World guests are
welcome as paying spectators but can’t use the facilities unless they’re
participating in a scheduled competition.

Disney Cruise Line

In 1998, the Walt Disney Company launched (literally) its own cruise
line with the 2,400-passenger Disney Magic. Its sister ship, the Dis-
ney Wonder, first sailed in 1999. Cruises depart from Port Canaveral,
Florida (about a 90-minute drive from Walt Disney World), on three-,
four-, and seven-day itineraries. Caribbean and Bahamian cruises
include a day at Castaway Cay, Disney’s private island. Cruises can be
packaged with a stay at Disney World. Although the cruises are fam-
ily-oriented, extensive children’s programs and elaborate child-care
facilities allow parents plenty of opportunity for time away from the
kids. In 2011, a new ship, the Disney Dream, joins the fleet, enabling
the Disney Cruise Line to expand excursions to the Caribbean,
Alaska, the Mexican Riviera, and the Mediterranean and Baltic seas.
For more on the Disney Cruise Line, see Part Five.
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PART ONE

PLANNING

before YOU
LEAVE HOME

Visiting Walt Disney World is a bit like childbirth—you never really
believe what people tell you, but once you have been through it your-
self, you know exactly what they were saying!
—Hilary Wolfe, a mother and
Unofficial Guide reader from Swansea, Wales

GATHERING INFORMATION

IN ADDITION TO USING THIS GUIDE, we recommend that you first
visit our Web site, touringplans.com, which offers essential tools for
planning your trip and saving you time and money.

One of the most popular parts of touringplans.com is our Crowd
Calendar, which shows crowd projections for each Disney and Univer-
sal theme park for every day of the year. Look up the dates of your
visit, and the calendar will not only show the projected wait times for
each day but will also indicate for each day which theme park will be
the least crowded.

We’ve also written more than 140 Disney-theme-park touring
plans in addition to those in this book, featuring variations for holi-
days, seniors, Extra Magic Hours, and those who like to sleep in. If
our plans aren’t quite what you’re looking for, touringplans.com lets
you create your own, either from scratch or by using one of ours as a
template, and share them with family and friends. As of this writing,
around 40,000 reader-contributed plans are available free of charge.
And to help you select the best resort for your family, we’ve provided
thousands of photos and dozens of online videos covering every inch
of every Disney resort, plus many off-site accommodations.

Our most popular new feature for subscribers is Lines, a mobile
application that provides continuous real-time updates on wait times at
Walt Disney World, Disneyland, and Universal Orlando. Using a com-
bination of our in-park research and updates sent in by readers, this
new tool allows you to see all current wait and Fastpass-distribution
times at every attraction in every park, as well as our estimated wait
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times for these attractions for the rest of today and tomorrow. If you’ve
got an Internet-enabled phone, you’ll be able to see instantly where the
shortest lines are at any time of day. The app is available free to tour-
ingplans.com subscribers for the Apple iPhone and iPad at the iTunes
Store (search for “TouringPlans”; requires iPhone OS 3.0 or later) and
for Android OS-based phones at Android Market; owners of other
phones can use the Web-based version at m.touringplans.com.

As long as you’ve got that smart phone handy while visiting the
World, we and your fellow Unofficial Guide readers would love it if
you could report on the wait times you see while you’re there. Run the
Lines application, log in to your user account, and click “+Time” in
the upper right corner to help everyone out.

A big money-saving feature of the Web site is our Disney Ticket
Calculator (see page 45), which tells you the most economical combi-
nation of tickets to buy (and where to buy them) to see everything you
want in the theme parks and water parks.

In 2011, touringplans.com will provide computer-optimized tour-
ing plans for every day of your Walt Disney World visit. Simply select
the attractions you wish to experience, the restaurants at which you
plan to dine, and any breaks you plan to take. Our Web site will
determine the best order in which to do these activities to minimize
your waits in line and avoid backtracking through the parks. If you’re
in a park, we can provide an updated touring plan via your phone,
using the most current wait times available to adjust the order of the
steps based on what’s actually happening in the park that day.

Much of our Web content, including the online trip planner, the
resort photos and video, and the Ticket Calculator, is completely free
for anyone to use. Access to part of the site, most notably the Crowd
Calendar, additional touring plans, and in-park wait times, requires a
small subscription fee (current-book owners get a substantial discount).
This nominal charge helps keep us online and costs less than a sandwich
at Flame Tree Barbecue in Disney’s Animal Kingdom. Plus, touring
plans.com offers a 45-day money-back guarantee—something we don’t
think Flame Tree can match.

Next, we recommend that you obtain the following:

1. THE WALT DISNEY TRAVEL COMPANY FLORIDA VACATIONS
BROCHURE AND DVD These cover Walt Disney World in its entirety, list
rates for all Disney resort hotels and campgrounds, and describe Disney
World package vacations. They're available from most travel agents, by
calling the Walt Disney Travel Company at ‘& 407-828-8101 or 407-
934-7639, or by visiting disneyworld.com. Be prepared to hold. When
you get a representative, ask for the DVD vacation planner.

2. THE DISNEY CRUISE LINE BROCHURE AND DVD This brochure provides
details on vacation packages that combine a cruise on the Disney Cruise
Line with a stay at Disney World. Disney Cruise Line also offers a free DVD
that tells you all you need to know about Disney cruises and then some. To
obtain a copy, call @ 800-951-3532 or order at disneycruise.com.

3. ORLANDO MAGICARD |f you're considering lodging outside Disney
World or if you think you might patronize out-of-the-World attractions
and restaurants, obtain an Orlando Magicard, a Vacation Planner, and the
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Orlando Official Vacation Guide (all free) from the Orlando Official
Visitor Center. The Magicard entitles you to discounts for hotels,
restaurants, ground transportation, shopping malls, dinner theaters, and
non-Disney theme parks and attractions. The Orlando Magicard can be
conveniently downloaded for printing at orlandoinfo.com/magicard.
To order the accommodations guide, call ‘& 800-643-9492. For more
information and materials, call & 407-363-5872 weekdays during
business hours and 9 a.m.—3 p.m. Eastern time weekends, or go to
visitorlando.com.

4. FLORIDA ROOMSAVER GUIDE Another good source of discounts on
lodging, restaurants, and attractions statewide is Florida RoomSaver,
published by Trader Publishing Company. The guide is free, but you
pay $3 for handling ($5 if shipped to Canada). To order, call ‘& 386-418-
6800 or 800-222-3948, Monday-Friday, 8 a.m.-5 p.m. EST; for more
information, go to travelerdiscountguide.com. To order by mail, write to
4205 NW 6th St., Gainesville, FL 32609. Similar guides for other states are
available at the same number. You can also print hotel coupons and
reserve rooms free at the roomsaver.com Web site.

5. KISSIMMEE VISITOR’S GUIDE This full-color guide is one of the most
complete resources available and is of particular interest to those who
intend to lodge outside of Disney World, featuring ads for hotels,
rental houses, time-shares, and condominiums, as well as a directory of
attractions, restaurants, special events, and other useful info. For a copy,
call the Kissimmee Convention and Visitors Bureau at ‘@ 800-327-
9159 or 407-944-2400, or view it online at floridakiss.com.

6. GUIDEBOOK FOR GUESTS WITH DISABILITIES Available at Guest
Relations when entering the theme /water parks, at resort front desks, and
wheelchair-rental areas (listed in each theme park chapter). More-limited
information is available at disneyworld.disney.go.com/plain-text.

PASSPORTER GUIDES

A SUPER RESOURCE for anyone with special
needs is PassPorter’s Open Mouse for Walt Disney
World and the Disney Cruise Line ($22.95), by Deb
Wills and Debra Martin Koma. The 448-page
book covers everything from ADHD to asthma.
Both books are available from PassPorter Travel
Press at ‘@ 877-929-3273 or passporter.com.

unofficial Tip
Request information as
far in advance as possible,
and allow four weeks for
delivery. Follow up if you
haven’t received your
materials within six weeks.

WALT DISNEY WORLD ON THE WEB

SEARCHING THE INTERNET for Disney information is like navigat-
ing an immense maze for a very small piece of cheese: there’s a lot of
information available, but you may have to wade through list after list
until you find the Internet addresses you want and need.

Many individuals maintain elaborate Disney-related Web sites and
chat groups, which can provide both correct and incorrect informa-
tion, depending on who’s chatting.

Recommended Web Sites

Unofficial Guide coauthor Len Testa has combed the Web looking for
the best Disney sites. His picks follow.
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Important Walt Disney World Addresses

Compliments, Complaints, and Suggestions
Walt Disney World Guest Communications
P.O. Box 10040
Lake Buena Vista, FL 32830-0040

Convention and Banquet Information
Walt Disney World Resort South
P.O. Box 10000
Lake Buena Vista, FL 32830-1000

Merchandise Mail Order (Guest Service Mail Order)
P.O. Box 10070
Lake Buena Vista, FL 32830-0070

Walt Disney World Central Reservations
P.O. Box 10100
Lake Buena Vista, FL 32830-0100

Walt Disney World Educational Programs
P.O. Box 10000
Lake Buena Vista, FL 32830-1000

Walt Disney World Info/Guest Letters/Letters to Mickey Mouse
P.O. Box 10040
Lake Buena Vista, FL 32830-0040
Walt Disney World Ticket Mail Order
P.O. Box 10140
Lake Buena Vista, FL 32830-0140

BEST OFFICIAL THEME PARK SITE We’re not sure if it’s a make-work
program for underemployed Web designers, but the official Walt Dis-
ney World Web site (disneyworld.com or disneyworld.disney.go.com)
recently underwent its third major overhaul in four years. While it still
has room for improvement, it gets our nod as the best official park
Web site over the official sites for Universal Studios (universalorlando
.com) and SeaWorld (seaworld.com). All three sites contain informa-
tion on ticket options, park hours, height requirements for attrac-
tions, disabled-guest access, and the like, but Disney’s site is the most
comprehensive and best organized. On the minus side, however, the
site remains bogged down by multimedia gimcrackery that causes
pages to load slower than Space Mountain’s standby line in July.

BEST OFFICIAL Mom’s SITE Who knew? Walt Disney World has a
Mom’s Panel composed of 15 moms and four red herrings—er, dads—
all chosen from among 10,000-plus applicants. The panelists have a
Web site, disneyworldmoms.com, where they offer tips, discuss how to
plan a Disney World vacation, and answer questions about how those
guys got into the henhouse. The parents are unpaid and are free to
speak their minds. One mom actually went from fan to cast member
when Disney recruited her to head the panel.

BEST GENERAL UNOFFICIAL WALT DISNEY WORLD WEB SITE Besides
touringplans.com, Deb Wills’s allears.net is the first Web site we recom-
mend to friends who are interested in making a trip to Disney World. It
contains information on virtually every hotel, restaurant, and activity
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Walt Disney World Phone Numbers

General Information

General Information for the Hearing-Impaired (TTY)

Accommodations /Reservations
All-Star Movies Resort

All-Star Music Resort

All-Star Sports Resort

AMC Pleasure Island 24 Theatres

Animal Kingdom Lodge @7 Villas
(Jambo House @7 Kidani Village)

Beach Club Resort
Blizzard Beach Information
BoardWalk Inn
Caribbean Beach Resort
Celebration Realty Office
Centra Care

Formosa Gardens

Kissimmee

Lake Buena Vista

Universal-Dr. Phillips
Cirque du Soleil
Contemporary Resort-Bay Lake Tower
Convention Information
Coronado Springs Resort
Dining Advance Reservations
Disabled Guests Special Requests
Disney Institute
DisneyQuest

Disney’s Saratoga Springs Resort €7 Spa, Treehouse Villas

Disney’s Old Key West Resort
Downtown Disney Information

ESPN Wide World of Sports Complex
Fantasia Gardens Miniature Golf

Fort Wilderness Campground

Golf Reservations and Information
Grand Floridian Resort @7 Spa

S 407-824-4321
S 407-827-5141
‘& 407-W-DISNEY (934-7639)
S 407-939-7000
 407-939-6000
S 407-939-5000
‘= 888-262-4386
@ 407-938-3000

S 407-934-8000

@ 407-560-3400

@ 407-939-5100

S 407-934-3400

S 407-566-4663

‘S 407-200-2273

S 407-397-7032

S 407-390-1888

S 407-934-2273

S 407-291-9960

S 407-939-7600

S 407-824-1000

S 407-828-3200

@ 407-939-1000

& 407-WDW-DINE (939-3463)

@ 407-939-7807

S 407-824-7997 or 321-939-4600
S 407-828-4600
S 407-827-1100
S 407-827-7700
S 407-827-2281
 407-939-GAME (4263)

S 407-939-7529

S 407-824-2900

‘S 407-WDW-GOLF (939-4653)
S 407-824-3000
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Group Camping S 407-939-7807 (press 4)
Guided-tour Information ‘S 407-WDW-TOUR (939-8687)
Guided VIP Solo Tours ‘S 407-560-4033
House of Blues Tickets @ Information S 407-934-2583
Lost and Found for articles lost:
Today at Disney’s Animal Kingdom S 407-938-2785
Today at Disney’s Hollywood Studios S 407-560-4668
Today at Epcot ‘S 407-560-7500
Today at the Magic Kingdom S 407-824-4521
Today at Universal Orlando S 407-224-4244
Today at Universal’s Islands of Adventure S 407-224-4245
Yesterday or before (at all Disney parks) S 407-824-4245
Merchandise Guest Services S 407-363-6200
Ocala/Marion County Chamber of Commerce  352-629-8051
Outdoor Recreation ‘& 407-WDW-PLAY
Reservations @ Information (939-7529)
Polynesian Resort S 407-824-2000
Pop Century Resort S 407-938-4000
Port Orleans French Quarter Resort S 407-934-5000
Port Orleans Riverside Resort S 407-934-6000
Resort Dining ‘@ 407-WwDW-DINE (939-3463)
Security:
Routine S 407-560-7959
Urgent S 407-560-1990
Shades of Green Resort S 407-824-3400
Telecommunication for the Deaf Reservations S 407-939-7670
Tennis Reservations @ Lessons S 407-621-1991
Walt Disney Travel Company S 407-939-6244
Walt Disney World Dolphin @ 407-934-4000
Walt Disney World Speedway S 407-939-0130
Walt Disney World Swan @ 407-934-3000
Walt Disney World Ticket Inquiries S 407-566-4985
Weather Information S 407-827-4545
Wilderness Lodge @7 Villas Resort S 407-824-3200
Winter Summerland Miniature Golf ‘@ 407-560-3000
Wrecker Service ‘S 407-824-0976 (if closed, call Security, above)

Yacht Club Resort S 407-934-7000
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in the World. Want to know what a room at a Disney resort looks like
before you book one? This site has photos—sometimes for each floor of
a resort. The site is updated several times per week and includes menus
from Disney restaurants, ticketing information, maps, and more.

BEST MONEY-SAVING SITE Mary Waring’s MouseSavers (mousesavers
.com) is the kind of site for which the Web was invented. It keeps
an updated list of discounts and reservation codes for use at Disney
resorts. The codes are separated into categories such as “For the general
public” and “For residents of certain states.” Anyone who calls the Dis-
ney Reservation Center at @& 407-W-DISNEY (934-7639) can use a cur-
rent code and get the discounted rate. Savings can be considerable—up
to 40% in many cases. Two often-overlooked site features are the dis-
count codes for rental cars and non-Disney hotels in the area.

BEST WALT DISNEY WORLD PREVIEW SITE If you want to see what
a particular attraction is like, visit YouTube. Enter the name of the
desired attraction in the search bar at the top of the page, and sev-
eral videos should come up. Videos of indoor (“dark”) rides are usu-
ally inferior to those of outdoor rides due to poor lighting, but even
the videos of indoor rides generally provide a good sense of what the
attraction is about.

OTHER SITES Facebook and Twitter are popular places for Disney fans
to gather online and share comments, tips, and photos. Following fel-
low Disneyphiles as they share their in-park experiences can make
you feel like you’re there, even as you’re stuck in a cubicle at work.

BEST DISNEY DISCUSSION BOARDS The best online discussions of all
things Disney can be found at disboards.com. With tens of thousands
of members and millions of posts, these discussion boards are the
most active and popular on the Web. Disney visitors from the United
Kingdom can say “cheerio” to one another whilst online at the Disney
Information Bulletin Board (thedibb.co.uk).

BEST INTERNET RADIO STATION We thought our couple-hundred-hour
collection of theme park digital audio was complete until we found
mouseworldradio.com. Several different radio stations are available
(some free, others for a small fee), playing everything from attraction
ride scores and hotel background music to old sound clips from Dis-
ney resort TV ads. What makes Mouse World Radio special is that
the tracks match what the Disney parks are playing at the time of day
you’re listening. So every morning at 8 a.m., you’ll hear essentially
the same music that’s currently playing at the Magic Kingdom before
it opens, and every night at 9 p.m. you’ll hear lllumiNations just as if
you were at Epcot.

BEST MOBILE APPLICATION FOR WDW As far as all-purpose apps go,
E-Ticket (iPhone; $6) has the most going for it, using the vast resources
of wdwinfo.com to assist you in organizing the myriad details neces-
sary for a successful trip. It contains satellite maps; locator buttons;
information and reviews of all resorts, parks, attractions, and dining;
and features for itinerary planning.

BEST DISNEY PLANNING PoDcAST Unofficial Guide coauthor Len
Testa cohosts a thrice-weekly podcast (on Monday, Wednesday, and
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Friday) on all things related to Disney World. Free subscriptions are
available through iTunes. These shows consistently rank among the
top iTunes travel podcasts, drawing more than 20,000 listeners per
show. Noted for its spontaneity (read: lack of preparation) and what
Disney geeks consider humor, the show assumes that everyone listen-
ing must be doing so as part of some court-mandated community ser-
vice. Drop the hosts a line and they’ll put in a good word with your
parole officer. Visit wdwtoday.com for more details.

BEST DISNEY BLOG John Frost’s unofficial Disney blog (thedisneyblog
.com) is witty, concise, and updated continually. Topics cover every-
thing in the Disney universe, from theme parks and movies to the lat-
est rumors. Best of all, you’ll find links to other Disney-related sites
on the Web to continue your addiction, er, planning.

BEST SITE FOR BREAKING NEWS ANDRUMORS Wetry to check wdwmagic
.com every few days for the latest news and gossip on Disney World.
The site also features pages dedicated to major rides, parades, and
shows in each park, including audio and video. The calendar of
events has traditionally been a good place to check park hours, Extra
Magic Hours, and the like; some readers, however, report that main-
tenance and accuracy have taken a slight hit recently.

BEST THEME-PARK-INSIDER SITE [f The E! True Hollywood Story ever
did an episode on theme park development, the result would be some-
thing like jimhillmedia.com. Well researched and supplied with limit-
less insider information, Jim Hill’s columns guide you through the
internal squabbles, shareholder revolts, and outside competition that
have made (and that still make) Walt Disney World what it is.

BESTTRIVIASITES Lou Mongello’sexcellent Walt Disney World Trivia
Book has an equally good online companion; check it out on iTunes
and at wdwradio.com. You’ll find message boards, Disney-theme-park
news, and more. Lou hosts live Net chats at his site, usually on Tues-
days. Lou also hosts the WDW Radio Show podcast, where his name
functions as an all-purpose greeting (“Mongello, everyone!”) and
invective (“Oh, Mongello!”) to his fans.

Fans of Steve Barrett’s Hidden Mickeys book now have an online
destination where they can keep updated on the latest tri-circle sight-
ings at hiddenmickeysguide.com. Steve also writes the Hassle-Free
Walt Disney World Vacation guidebook, chock-full of touring plans
and Disney advice that he’s developed for family and friends over
the years. Aside from the Unofficial Guide, Steve’s probably got the
most thorough and thoughtful touring advice around.

BEST ONLINE TOUR Disney has teamed up with Google to present a 3-D
virtual walk-through of the Orlando theme parks and resorts via Google
Earth. Visit disneyworld.com/3dparks and hope for the day they’re able
to pipe the smell of the Main Street Bakery to your desktop.

BEST ORLANDO WEATHER INFORMATION Printable 15-day forecasts
for the Orlando area are available from accuweather.com. The site is
especially useful in winter and spring, when temperatures can vary
dramatically. During summer, the ultraviolet-index forecasts will help
you choose between a tube of sunscreen and a keg of it.
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You can’t pick a less
crowded time to visit
Walt Disney World than
the period between
Thanksgiving and
Christmas.

PART 1 PLANNING BEFORE YOU LEAVE HOME

BEST SAFETY SITE All children younger than age 6 must be properly
restrained when traveling by car in Florida. Check flhsmv.gov/fhp/cps
to learn about state child-restraint requirements.

BEST WEB SITE FOR ORLANDO TRAFFIC, ROADWORK, AND CONSTRUC-
TION INFORMATION Visit expresswayauthority.com for the latest infor-
mation on roadwork in the Orlando and Orange County areas. The
site also contains detailed maps, directions, and toll-rate information
for the most popular tourist destinations.

BEST DRIVING DIRECTIONS The printable directions available at map
quest.com are accurate and efficient. We especially like the feature
that allows you to get driving directions for the return drive with the
click of a button.

WHEN 0 GO io
WALT DISNEY WORLD

Why do they call it tourist season if we can’t shoot them?
—Palatka, Florida, outdoorsman

SELECTING THE TIME OF YEAR FOR YOUR VISIT

WALT DISNEY WORLD 1S BUSIEST Christmas Day through New
Year’s Day. Also extremely busy are Thanksgiving weekend, the week
of Presidents Days, the first full week of November, spring break for col-
leges, and late March through the third week of April. On just a single
day in these peak times, as many as 92,000 people have toured the Magic
Kingdom! This level of attendance isn’t typical—only those who simply
cannot go at any other time should tackle the parks at their peak.

The least busy time is the week after Thanksgiving until the week
before Christmas. Next slowest are the second full week of Novem-
ber through the weekend preceding Thanksgiving, September (after
Labor Day) and October, January 4 through the
first week of February (except the Martin Luther
King holiday weekend), and the last week of
April through early June. Late February, March,
and early April are dicey. Crowds ebb and flow
according to spring-break schedules and the tim-
ing of Presidents Day weekend. Though crowds
have grown in September and October as a result
of promotions aimed at locals and the interna-
tional market, these months continue to be good for weekday touring
at the Magic Kingdom, Disney’s Hollywood Studios, and Disney’s Ani-
mal Kingdom, and for weekend visits to Epcot.

The Downside of Off-season Touring

Though we strongly recommend going to Disney World in the fall,
winter, or spring, there are a few trade-offs. The parks often open
late and close early during the off-season. When they open as late as



9 a.m., everyone arrives at about the same time. A
late opening coupled with an early closing dras-
tically reduces touring hours. Even when crowds
are small, it’s difficult to see big parks such as the
Magic Kingdom between 9 a.m. and 6 p.m. Early
closing (before 8 p.m.) also usually means no eve-
ning parades or fireworks. And because these are
slow times, some rides and attractions may be
closed. Finally, Central Florida temperatures fluc-
tuate wildly during late fall, winter, and early spring; daytime highs
in the 40s and 50s aren’t uncommon.
Given the choice, however, smaller crowds, bargain prices, and
stress-free touring are worth risking cold weather or closed attrac-
tions. Touring in fall and other “off” periods is so much easier that
our research team, at the risk of being blasphemous, would advise
taking children out of school for a Disney World visit.
Most readers who’ve tried Disney World at various times agree. A
father of two from Reynoldsburg, Ohio, writes:

doesn’t mince words:

WHEN TO GO TO WALT DISNEY WORLD

Taking your kids out of school—is it worth it? Yes! It used to be true
that missing a week of school would place your child so far behind
it could take months for him or her to regain that lost week. Not so
today. With advance preparation, this was no problem. With less than
an hour of homework after dinner, our kids went back to school with
assignments completed and no makeup work. But it was all those
other hours with no lines and no heat that were the real payoff.

There’s another side to this story, and we’ve received some well-
considered letters from parents and teachers who don’t think tak-
ing kids out of school is such a hot idea. From a father in Fairfax,
Virginia:

My wife and 1 are disappointed that you seem to be encouraging
families to take their children out of school to avoid the crowds at
WDW during the summer months. My wife is an eighth-grade teacher
of chemistry and physics. She has parents pull their children, some
honor-roll students, out of school for vacations, only to discover when
they return that the students are unable to comprebend the material.
Parents’ suspicions about the quality of their children’s education
should be raised when children go to school for 6 hours a day yet sup-
posedly can complete this same instruction with “less than an hour of
homework”™ each night.

unofficial T1p

In our opinion, the risk
of encountering colder
weather and closed
attractions during an
off-season visit to Walt
Disney World is worth it.

unofficial Tip
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Likewise, a Louisville, Kentucky, teacher Instead of taking the kids

as if every minute can be planned

out of school, consider
Teachers absolutely hate it when a kid misses  scheduling your Disney
school for a week, because (a) parents expect a ~ World tripimmediately
neat little educational packet to take with them  following the last week
not practi-  of school in the spring or
cable; (b) when the kid returns he is going to be  during the week before

behind, and it’s difficult to make up classroom  school starting in the fall.

instruction. If a parent bothers to ask my opin-  The crowds will be well
ion, I tell them bluntly it’s their choice. If the below summer peak.
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Annual Attendance Patterns at the Magic Kingdom

Visitors per day (thousands) 199
80
Christmas New Year’s _
Easter

Thanksgiving Presidents Memorial g0
Labor Day College Day -
Day Spring Break 40
20
o

Sept Oct Nov Dec Jan Feb Mar Apr May June July Aug

student’s grades go down, they have to accept that as part of their
family decision.

A Martinez, California, teacher offers this compelling analogy:

There are a precious 180 days for us as teachers to instruct our stu-
dents, and there are 185 days during the year for Disney World. I
have seen countless students during my 14 years of teaching struggle
to catch up the rest of the year due to a week of vacation during crit-
ical instructional periods. The analogy I use with my students’ par-
ents is that it’s like walking out of a movie after watching the first
S minutes, then returning for the last 5 minutes and trying to figure
out what happened.

BE UNCONVENTIONAL The Orange County Convention Center in
Orlando hosts some of the largest conventions and trade shows in
the world. Rooms anywhere near Walt Disney World are hard to find
when there’s a big convention, and as this Toronto, Ontario, reader
points out, are also expensive:

If saving money on accommodations is an important part of your
trip, be sure to check rates on the Net before you settle on a date.
Trade shows at the Orange County Convention Center can host over
100,000 attendees, with most of them staying one to a room. This
drives rates on even average properties to two or three times normal
rates. Since all large conventions are scheduled over one year out,
these spikes in room rates should be visible up to 12 months prior.

You can check the convention schedule at the Orlando Orange
County Convention Center for the next seven months at occc.net/
global/calendar.
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DON'T FORGET AUGUST Kids go back to school pretty early in Florida
(and in a lot of other places, too). This makes mid- to late August a
good time to visit Walt Disney World for families who can’t vacation
during the off-season. A New Jersey mother of two school-age chil-
dren spells it out:
The end of August is the PERFECT time to go (just watch out for
hurricanes, it’s the season). There were virtually no wait times, 20
minutes at the most.

A mom from Rapid City, South Dakota, agrees:

School starts very early in Florida, so our mid-August visit was great
for crowds, but not for heat.

And from a family from Roxbury, New Jersey:

I recommend the last two weeks of August for anyone traveling there
during the summer. We have visited twice during this time of year
and have had great success touring the parks.

HIGH-LOW, HIGH-LOW, IT’S OFF TO DISNEY WE 60 Though we recom-
mend off-season touring, we realize that it’s not possible for many
families. We want to make it clear, therefore, that you can have a won-
derful experience regardless of when you go. Our advice, irrespective
of season, is to arrive early at the parks and avoid the crowds by using
one of our touring plans. If attendance is light, kick back and forget
the touring plans.

WE’VE GOT WEATHER! Long before Walt Disney World, tourists vis-
ited Florida year-round to enjoy the temperate tropical and sub-
tropical climates. The best weather months generally are October,
November, March, and April. Fall is usually dry, whereas spring is
wetter. December, January, and February vary, with average highs of
72°=73°F intermixed with highs in the 50°-65°F range. May is hot but
tolerable. June, July, August, and September are the warmest months.

Walt Disney World Climate

JAN FEB MAR APR MAY JUN JUL AUG SEP OCT NOV DEC
AVERAGE DAILY LOW (F°)

49°  50°  55° 60° 66° 71° 73° 73° 73° 65° 57° 51°
AVERAGE DAILY HIGH (F°)

72°  73°  78° 84° 88° 91° 92° 92° 90° 84° 78° 73°
AVERAGE DAILY TEMPERATURE (F°)

61°  62° 67° 72° 77°  81° 82° 82° 82° 75° 68° 62°
AVERAGE DAILY HUMIDITY PERCENTAGES
74% 71% 71% 69% 72% 77% 79% 80% 80% 77% 76% 76%
AVERAGE RAINFALL PER MONTH (INCHES)

2N @S2 | 22Y | SO0 | 74N | ZEY @Y | BE| 287 1680 | 188
NUMBER OF DAYS OF RAIN PER MONTH

6 7 8 6 9 14 17 16 14 9 6 6
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Rain is possible anytime, usually in the form of scattered thunder-
storms. An entire day of rain is unusual.

CROWD CONDITIONS AND THE BEST AND WORST PARKS TO VISIT FOR
EACH DAY OF THE YEAR We receive thousands of e-mails and letters
inquiring about crowd conditions on specific dates throughout the year.
Readers also want to know which park is best to visit on each day of
their stay. To make things easier for you (and us!), we provide at touring
plans.com a calendar covering the next year (click “Crowd Calendar”
on the home page). For each date, we offer a crowd-level index based
on a scale of 1 to 10, with 1 being least crowded and 10 being most
crowded. Our calendar takes into account all holidays, special events,
and more, as described below. The same calendar lists the best and
worst park(s) to visit in terms of crowd conditions on any given day.
A Bristol, Tennessee, couple had good luck with the calendar:

The UG Crowd Calendar is 100% accurate. We love it and will con-
tinue to use it every trip. We even tested it in heavy-duty crowds just
to see if it worked, and you were dead-on correct!

HOW WE DETERMINE CROWD LEVELS AND BEST DAYS A number of
factors contribute to the models we use to predict both crowd levels
and the best days to visit each theme park.

Data we use to predict crowd levels:

e Historical theme park hours from the same time period in past years

* Disney’s special-events calendar (for example, Grad Nights and
Mickey’s Not-So-Scary Halloween Party)

® Legal holidays in the United States

® Public-school schedules (including spring-break schedules for
the 50 largest public-school districts east of the Mississippi, plus
Massachusetts and Connecticut)

® Weekly historical occupancy rates for Orlando-area hotels
® Central Florida tourism demographics

TOP 10 AMERICAN THEME PARKS

THEME ANNUAL AVERAGE DAILY
PARK ATTENDANCE ATTENDANCE
Magic Kingdom 17.2 million 47,123
Disneyland 15.9 million 30,137
Epcot 11 million 30,110
Disney’s Hollywood Studios 9.7 million 26,575
Disney’s Animal Kingdom 9.6 million 26,274
Disney California Adventure 6.1 million 16,712
SeaWorld Orlando 5.8 million 16,571
Universal Studios Florida 5.5 million 15,068
Universal’s Islands of Adventure 4.6 million 12,602
Universal Studios Hollywood 4.3 million 11,780

Source: Themed Entertainment Association/AECOM Economics, 2009
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Historical park hours include the actual operating hours for all
of the theme parks over the past five years. Special events include
everything from official Walt Disney World—sanctioned events such
as Grad Nights to such independent events as Gay Days. Our hotel
data contains weekly occupancy rates for seven different areas within
the Orlando market, including the key Disney-area hotels in Lake
Buena Vista, in the greater International Drive—Universal Orlando
area, in Kissimmee, and along US 192 (Irlo Bronson Memorial
Highway). Our Central Florida tourism demographics cover every-
thing from where Orlando visitors come from and how long they
stay to how many people make up each party and which theme
parks they visit.

Data we use to determine the best days for each park:

e Actual wait-time statistics gathered in the parks

e Our own surveys of Disney guests’ touring habits

e Disney’s Extra Magic Hours schedule

e Special events calendars

e US. legal holidays

¢ Outside sources (such as the U.S. Department of Transportation and
Consumer Reports)

SOME EXCEPTIONS You’ll occasionally see a particular recommenda-
tion in the calendar that contradicts general advice given in this guide.
As an example, we’ve recommended Epcot on the Tuesday before
Christmas in the past, even though Tuesday is typically Epcot’s morn-
ing Extra Magic Hour day. Why? Because Epcot is the best park to be
in when crowds are large, as they are around Christmas. The effect of
additional crowds from Epcot’s morning Extra Magic Hours pales in
comparison to the effect of holiday crowds in the other parks, espe-
cially the Magic Kingdom. In this case, Epcot is not so much a “good”
choice as it is the proverbial lesser evil.

Likewise, we’ll occasionally recommend the Magic Kingdom on
a Thursday or Monday, especially during the slower months, even if
there’s a special event like Mickey’s Not-So-Scary Halloween Party
scheduled there. This is because we’re trying to recommend each park
at least once in any seven-day period so that families taking a week-
long vacation can be sure to visit each park on at least one day. When
all the other rules used don’t fulfill this requirement, we’re forced to
make another of those lesser-evil recommendations.

EXTRA MAGIC HOURS

EXTRA MAGIC HOURS is a perk for families staying at a Walt Dis-
ney World resort, including the Swan, Dolphin, and Shades of Green,
and the Hilton in the Downtown Disney resort area. On selected days
of the week, Disney resort guests will be able to enter a Disney theme
park 1 hour earlier or stay in a selected theme park up to 3 hours later
than the official park-operating hours. Theme park visitors not stay-
ing at a Disney resort may stay in the park for Extra Magic Hour eve-
nings, but cannot experience any rides, attractions, or shows. In other
words, they can shop and eat.
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Mf’lOfﬁCidl TIP Because Extra Magic Hours figure so prom-

You'll need to have a
Park Hopper option on
your admission ticket to
take advantage of the
Extra Magic Hours at
more than one theme
park on the same day.

inently in our Crowd Calendar calculations,
and because Disney is constantly rearranging
the Extra Magic Hours schedule for each theme
park, we’ve been forced to withdraw the calen-
dar from the guidebook. Fortunately we can
make daily changes to our Crowd Calendar on
our Web site, touringplans.com, and thus keep
the calendar totally updated for you.

We should also mention that the swimming theme parks, Typhoon
Lagoon and Blizzard Beach, also offer Extra Magic Hours.

WHAT’S REQUIRED? A valid admission ticket is required to enter the
park, and you must show your Disney Resort ID when entering. For
evening Extra Magic Hours, show your Disney Resort ID if you want
to experience any of the rides or attractions, or just show up at the
park turnstiles at any time after evening Extra Magic Hours begin.

WHEN ARE EXTRA MAGIC HOURS OFFERED? The regular Extra Magic
Hours schedule is subject to constant change, especially during holi-
days and other periods of peak attendance. Gone are the days when
you could be certain which park was running Extra Magic Hours.

You can phone Walt Disney World Information at ‘@ 407-824-
4321 or 407-939-6244 (press 0 for a live representative), check the
parks calendar at disneyworld.com, or check the Crowd Calendar at
touringplans.com for the dates of your visit.

We seriously hope that Disney will adopt a permanent schedule,
but if it doesn’t, use the information available from Walt Disney World
Information, the official Web site, or touringplans.com to discover any
schedule changes that might affect you. To avoid the most crowded
park, simply steer clear of the one(s) offering Extra Magic Hours.

WHAT DO EXTRA MAGIC HOURS MEAN TO You? Crowds are likely to
be larger when the theme parks host an Extra Magic Hours session.
If you’re not staying at a Disney resort, the Unofficial Guide suggests
avoiding the park hosting Extra Magic Hours, if at all possible.

If you’re staying at a Disney resort, there are a couple of strategies
you can employ to cut down on your wait in lines. One strategy is to
avoid the park hosting Extra Magic Hours entirely, if possible.

If you can be at the park when it opens, a second strategy would
be to visit the park offering a morning Extra Magic Hours session

TYPICAL EXTRA MAGIC HOURS SCHEDULE (frequently varies)

MORNING
MONDAY TUESDAY WEDNESDAY THURSDAY FRIDAY SATURDAY SUNDAY
Animal Epcot - Magic - DHS -
Kingdom Kingdom
EVENING
MONDAY TUESDAY WEDNESDAY THURSDAY FRIDAY SATURDAY SUNDAY
DHS - Animal - Epcot - Magic

Kingdom Kingdom
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until lunchtime, then visit another, less-crowded park in the after-
noon. This strategy would allow you to take advantage of smaller
morning crowds to visit the headliner attractions in one park, then
take a slower, more relaxed tour of another park in the afternoon.
For example, you might visit the Magic Kingdom Thursday morning,
seeing as much of Tomorrowland or Fantasyland as possible during
Extra Magic Hours, then visit the rest of the park until lunch. Before
the Magic Kingdom crowds peaked in the early afternoon, you’d leave
for Epcot and spend the rest of the day there.

Consider two things if choosing between morning or evening
Extra Magic Hours sessions: first, whether your family functions bet-
ter getting up early or staying up late, and second, the time at which
the parks close to day guests. If you can handle those early mornings,
you’ll find shorter lines during morning Extra Magic Hours. Evening
Extra Magic Hours are most useful when the crowds are low and
the parks close relatively early to the general public, so your family
doesn’t have to stay up past midnight to take advantage of the perk.

EARLY ENTRY
(AKA MORNING EXTRA MAGIC HOURS)

THE EARLY-ENTRY PROGRAM APPLIES to the Magic Kingdom,
Epcot, Disney’s Animal Kingdom, Disney’s Hollywood Studios, and
Blizzard Beach and Typhoon Lagoon water parks. Several days of the
week, Disney resort guests are invited to enter a designated theme
park 1 hour before the general public. During the early-entry hour,
guests can enjoy attractions opened early just for them.

How Early Entry Affects Attendance at the Theme Parks

Early entry strongly affects attendance at the theme parks, especially
during busier times of year. Vast numbers of Disney resort guests
tour whichever park is designated for early entry. If the Magic King-
dom is tapped for early entry on Thursday, for example, it’ll be more
crowded that day, while Epcot, Disney’s Animal

Kingdom, and Disney’s Hollywood Studios will unofﬁcial TIP
be less crowded. Epcot, Animal Kingdom, and Whatever edge resort
the Studios will be more crowded when those  guests gain by taking
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parks are slated for early entry. advantage of early entry

During holiday periods and summer, when isoffset by horrendous

Disney hotels are full, early entry makes a tre-  crowds laterin the day.

mendous difference in crowds at the designated  During busier times of

park. The program funnels so many people into ~ year, regardless of your
the early-entry park that it fills by about 10 a.m.  hotel, avoid any park on
and is practically gridlocked by noon. the day it’s scheduled for

If you elect to use your early-entry privileges, early entry.
be among the first early entrants. A mother of
three from Lee’s Summit, Missouri, writes:

Our first full day at WDW, we went to the Magic Kingdom on an
early-entry day for resort guests. We were there at 7:30 a.m. and
were able to walk onto all the rides in Fantasyland with no wait. At
8:45 a.m. we positioned ourselves at the Adventureland rope and ran



38

PART 1 PLANNING BEFORE YOU LEAVE HOME

toward Splash Mountain when the rope dropped. We were able to
ride Splash Mountain with no wait and then Big Thunder with about
a 15-minute wait. We then went straight to the Jungle Cruise and
the wait was already 30 minutes, so we skipped it. The park became
incredibly crowded as the day progressed, and we were all exbhausted
from getting up so early. We left the park around noon. After that
day, I resolved to avoid early-entry days and instead be at a non-early-
entry park about a half hour before official opening time.

This note from a North Bend, Washington, dad emphasizes the
importance of arriving at the beginning of the early-entry period.

We only used early entry once—to Disney’s Hollywood Studios. We
got there 20 minutes after early entry opened, and the wait for Tower
of Terror was 1172 hours long without Fastpass. We skipped it.

A Baltimore mother of a 3-year-old reports:

We chuckled to ourselves on our first day when we watched hordes
of people attempt to pack onto an Animal Kingdom shuttle for Extra
Magic Hours. We were the only family on the Epcot shuttle that
morning and didn’t wait for any rides the entire day!

But a Winston-Salem, North Carolina, mom evidently had the
worst experience of all:

Disney Hollywood Studios was a MADHOUSE. Do NOT go on
Extra Magic Hours days. After spending about 3 hours to ride three
rides, I just wanted to trample the people stampeding to the exit.

Early Entry and Park-hopping

An alternative strategy for Disney resort guests is to take advantage of
early entry, but only until the designated park gets crowded. At that
time, move to another park. This plan works particularly well at the
Magic Kingdom for families with young children who love the attrac-
tions in Fantasyland. However, it will take you about an hour to com-
mute to the second park of the day. If, for example, you depart the
Magic Kingdom for the Disney’s Hollywood Studios at 10 a.m., you’ll
find the Studios pretty crowded when you arrive at about 11 a.m. Keep-
ing these and other considerations in mind, here are some guidelines:
1. Use the early-entry—park-hopping strategy during the less busy times of
year when the parks close early. You'll get a jump on the general public and
add an hour to what, in the off-season, is an already short touring day.
2. Use the early-entry—park-hopping strategy to complete touring a second
park that you've already visited on a previous day, or specifically to see
live entertainment in the second park.

Never hop to Disney’s Animal Kingdom—it’s almost always the
first park to close each evening, so arriving later than 2 p.m. for the
handful of remaining hours is not generally a good use of time, plus
it will be too crowded by the time you arrive.

On any day except the park’s Extra Magic Hours days, hopping
to Epcot is usually good. Epcot is able to handle large crowds bet-
ter than any other Disney park, minimizing the effects of a midday
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arrival. Also, World Showcase has a large selection of interesting din-
ing options, making it a good choice for evening touring.

Don’t hop to the park with early entry (Extra Magic Hours). The
idea is to avoid crowds, not join them.

Limit your hopping to two parks per day. Hopping to a third park
in one day would result in more time spent commuting than saved by
avoiding crowds.

A Texas mom who park-hopped during the busy season learned
a lesson:

We made the mistake of doing a morning at the Magic Kingdom and
an afternoon at the Studios. Worst idea ever. By the time we got to
the Studios, all the Fastpasses were gone for Toy Story Mania!, the
Tower of Terror, and Rock "n’ Roller Coaster. And all three rides had
at least 90-minute waits.

Nighttime Version of Extra Magic Hours

The nighttime Extra Magic Hours program allows Disney resort
guests to enjoy a different theme park on specified nights for up to 3
hours after it closes to the general public. Guests pay no additional
charge to participate but must show their resort IDs at each ride or
attraction they wish to experience. You can also show up at the turn-
stiles at any point after evening Extra Magic Hours have started. Note
that if you’ve been in another park that day, you’ll need the Park Hop-
ping feature on your admission ticket to enter.

During busier times of year, families seem to take more advantage
of evening Extra Magic Hours at the Magic Kingdom and the Stu-
dios than at Animal Kingdom or Epcot. Evening Extra Magic Hour
crowds can be every bit as large as those throughout the day during
busier times of the year, even when the evening EMH session extends
into the wee hours of the morning. A mom from Fairhaven, Massa-
chusetts, doesn’t mince words:

I say steer clear of a park that is open late. There are only a few
attractions open and tons of people trying to get on them.

Disney’s Animal Kingdom, with its shorter operating hours, is
somewhat problematic, especially for evening Extra Magic Hours, as
a Sydney, Australia, couple explains:

We were at Animal Kingdom for the Extra Magic Hours but were
disappointed that most of the attractions close early. Disney really
needs to advertise this fact so that patrons will not miss out on most
Animal Kingdom attractions by coming for the evening.

Another disadvantage to evening Extra Magic Hours at Animal
Kingdom is the animals’ bedtimes—most hit the hay at dusk.

More attractions operate during the extended evening period than
during the early-entry hour in the morning. Certain fast-food and
full-service restaurants remain open as well. The program is presum-
ably in response to perks extended to Universal Orlando hotel guests
that allow them to go to the front of the line at any Universal attrac-
tion. Disney has thus far maintained a level playing field, rejecting
programs that extend line-breaking privileges to resort guests.
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SUMMER AND HOLIDAYS

A READER FROM COLUMBUS, OHIO, once observed, “The main
thing I learned from your book is not to go during the summer or at
holiday times. Once you know that, you don’t need a guidebook.”

While we might argue with the reader’s conclusion, we agree that
avoiding summer and holidays is a wise strategy. That said, we also
understand that many folks have no choice concerning the time of year
they visit Disney World. Much of this book, in fact, is dedicated to mak-
ing sure those readers who visit during busier times enjoy their experi-
ence. Sure, off-season touring is preferable, but, armed with knowledge
and some strategy, you can have a great time whenever you visit.

To put things in perspective, early summer (up to about June 15)
and late summer (after August 15) aren’t nearly as crowded as the
intervening period. And even midsummer crowds pale in compari-
son to the hordes during holiday periods. If you visit in midsummer
or during a holiday, the first thing you need to know is that the theme
parks’ guest capacity is not infinite. In fact, once a park reaches capac-
ity, only Disney resort guests arriving via the Disney transportation
system are allowed to enter. If you’re not a Disney resort guest, you
may find yourself in a situation similar to this Boise, Idaho, dad’s:

This is the worst of it. The Magic Kingdom and Disney’s Hollywood
Studios were so full they closed the parks. For three days we could not
enter those parks, so we were forced to go to Epcot and use up two
days of our four-day pass. We decided to pay for another night at our
hotel to see if the crowds would let up, but no luck. All we could do
was just drive around Orlando and sightsee.

We hasten to point out that this reader would’ve had no difficulty
gaining admission to the parks of his choice had he committed to being
at the turnstiles 35-60 minutes before official opening time.

Packed-parks Compensation Plan

The thought of teeming throngs jockeying for position in endless
lines under the baking Fourth of July sun is enough to wilt the will
and ears of the most ardent Mouseketeer. Disney, however, feeling
bad about those long lines and challenging touring conditions on
packed holidays, compensates patrons with a no-less-than-incredible
array of first-rate live entertainment and events.

Shows, parades, concerts, and pageantry continue throughout the
day. In the evening, so much is going on that you have to make tough
choices. Concerts, parades, light shows, laser shows, fireworks, and
dance productions occur almost continually. No question about it: you
can go to Walt Disney World on the Fourth of July (or any crowded
extended-hours day), never get on a ride, and still have a good time.
Admittedly, the situation isn’t ideal for a first-timer who wants to
experience the attractions, but for anyone else it’s a great party.

Disney provides colorful decorations for most holidays, plus spe-
cial parades and live entertainment for Christmas, New Year’s, Easter,
and Fourth of July, among others. Regarding Christmas, we advise
visiting in early December when you can enjoy the decorations and
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festivities without the crowds. If you must tour during the holidays
and New Year’s, skip the Magic Kingdom; consider visiting Epcot or
Disney’s Hollywood Studios instead.

If you visit on a nonholiday midsummer day, arrive at the turnstile
30—40 minutes before the stated opening on a non-early-entry day. If
you visit during a major holiday period, arrive 1 hour before. Hit your
favorite rides early using one of our touring plans, then go back to
your hotel for lunch, a swim, and perhaps a nap. If you’re interested
in the special parades and shows, return to the park in late afternoon
or early evening. Assume that unless you use Fastpass, early morning
will be the only time you can experience the attractions without long
waits. Finally, don’t wait until the last minute in the evening to leave
the park. The exodus at closing is truly mind-boggling.

Epcot is usually the least crowded park during holiday periods.
Expect the other parks to be mobbed. To save time in the morning,
buy your admission in advance. Also, consider bringing your own
stroller or wheelchair instead of renting one of Disney’s. If you’re
touring Epcot or the Magic Kingdom and plan to spend the day, try
exiting the park for lunch at a nearby resort hotel. Above all, bring
your sense of humor, and pay attention to your group’s morale. Bail
out when touring is more work than fun.

THE DISNEY CALENDAR

WALT DISNEY WORLD MARATHON Usually held the second weekend
after New Year’s, the marathon pulls in about 20,000 runners and
their families, enough people to affect crowd conditions in the parks.
It also disrupts vehicular and pedestrian traffic throughout Disney
World. The event expanded to four days in 2009 with the addition of
kids’ races and a health-and-fitness expo.

BLACK HISTORY MONTH Black History Month is celebrated throughout
Walt Disney World in February with displays, artisans, storytellers, and
entertainers. There’s no extra charge for the activities, and the celebra-
tion’s effect on crowd levels is negligible.

EPCOT INTERNATIONAL FLOWER & GARDEN FESTIVAL Held annually
from mid-March to mid-May or June. Expert horticulturists show-
case exotic floral displays, share gardening tips, and demonstrate
techniques for planting, cultivating, and pest control. The 30 million
blooms from some 1,200 species will make your eyes pop, and, best of
all, the event doesn’t seem to affect crowd levels at Epcot.

GAY DAYS Since 1991, gay, lesbian, bisexual, and transgendered
(GLBT) people from around the world have converged on and around
the World in early June for a week of events centered around the theme
parks. Today, Gay Days attracts more than 140,000 GLBT visitors and
their families and friends. Universal Studios and Wet *n Wild also par-
ticipate. For additional information, visit gaydays.com.

TOM JOYNER FAMILY REUNION Radio personality Tom Joyner hosts
an extremely popular party at Walt Disney World. Usually held dur-
ing Labor Day weekend, the Reunion typically features live musical
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performances, comedy acts, and family-oriented discussions. For
more information, visit blackamericaweb.com.

NIGHT oF Joy This is a Christian-music festival staged at the Magic
Kingdom, usually the second weekend in September. About 16 nation-
ally known acts perform concerts on Friday and Saturday evenings
after the park has closed. Cost is $49.95 for one night and $89.95 for
both nights. Tickets sold on the day of the event (if available) go for
$57.95. For information or to purchase tickets, call @ 407-W-DISNEY
(934-7639) or visit tinyurl.com/night-of-joy.

EPCOT INTERNATIONAL FOOD & WINE FESTIVAL From late September
through mid-November, about 30 nations trot out their most famous
cuisine, wine, and entertainment. Held in the World Showcase, the cel-
ebration includes demonstrations, wine seminars, tastings, and oppor-
tunities to see some of the world’s top chefs. Although many activities
are included in Epcot admission, the best workshops and tastings are
by reservation only and cost extra. Call ‘@ 407-wDW-DINE (939-3463)
well in advance for more information. Crowd conditions at Epcot are
affected only slightly.

MICKEY’S NOT-SO-SCARY HALLOWEEN PARTY Held cach year two
dozen or so nights before Halloween, plus Halloween night and the
night after, the party runs from 7 p.m. to midnight at the Magic King-
dom. The event includes trick-or-treating in costume, parades, live
music, storytelling, and a fireworks show. Aimed primarily at younger
children, the party is happy and upbeat rather than spooky and scary.
Admission (with tax) is $57 for adults and $51 for kids ages 3-9 if
purchased in advance; tickets at the gate (assuming they’re available)
run $64 for adults and $57 for kids; admission on October 29 and 31
is $69 for adults and $63 for kids. For reservations and details, call
‘@ 407-w-DISNEY. Teens and young adults looking for a Halloween
happening should check out parties at Disney’s Hollywood Studios,
Universal CityWalk, and the Universal theme parks.

A woman from Nokomis, Florida, reports that crowds were the
only scary thing at the Not-So-Scary Halloween Party:

I've been to Mickey’s Not-So-Scary Halloween Party twice, and both
times it has been an overcrowded nightmare! Don’t even bother to
try and ride anything.

Another reader chose a date well in advance of Halloween and had
a totally different experience:

We did Mickey’s Not-So-Scary Halloween Party. Yeah, advance tick-

ets cost about $40 each, but we ended up with about 6 pounds of

candy and there were virtually no lines at any ride. It was worth it.

CHRISTMAS AND NEW YEAR'S AT THE THEME PARKS Don’t expect to
see all the attractions in a single day of touring at any park. Skip the
Magic Kingdom, if possible, if you tour the week between Christmas
and New Year’s. We love the Magic Kingdom. Really. But that love is
tempered by the fact that women will have to wait up to 20 minutes
to use the restrooms during this week.
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Epcot, on the other hand, is at its best during the holidays. Touring
in the evening will reward you with stunning displays of holiday dec-
orations and slightly smaller crowds than during the day. Exceptional
live entertainment abounds, too. The U.S. Pavilion, for example, has
two choral groups performing holiday favorites during this week.

Disney’s Hollywood Studios is also a good choice for evening tour-
ing. Crowds will be larger than normal, but the decorations make
up for it. One must-see is the Osborne Family Spectacle of Dancing
Lights, featuring a staggering 5 million Christmas lights.

A Bridgewater, Massachusetts, mom loves Disney World during
the holidays but warns that it’s not the best time for everyone:

Having just completed our first holiday trip, I would never recom-
mend a Christmas-week vacation for first-time visitors. But for any-
one who’s visited enough to navigate the parks without a map, the
opportunity to experience the beauty and joy of the holiday season
outweighs the huge crowds. You must accept that access to rides and
shows will be limited and instead concentrate on the unique offerings
such as the Candlelight Processional at Epcot, the Osborne lights at
the Studios, and the parades and fireworks at the Magic Kingdom.
Allow yourself time to visit the resorts—the gingerbread house at
the Grand Floridian must be seen to be believed. And arrive early: we
were in the MK by 7:10 a.m. on New Year’s Eve and enjoyed all of the
parades, shows, and fireworks, as well as all the major rides (except
Splash Mountain—it was too cold).

MICKEY’S VERY MERRY CHRISTMAS PARTY This event is staged 7 p.m.
to midnight (after regular hours) on several evenings in November
and December. Advance tickets cost (with tax) $57 for adults and $61
for kids ages 3-9; tickets at the gate run $64 and $57, respectively. For
dates and prices, call ‘@ 407-w-DISNEY. Included in the cost is the use
of all attractions during party hours, holiday-themed stage shows fea-
turing Disney characters, cookies and hot chocolate, performances
of Mickey’s Once Upon a Christmastime Parade, carolers, “a magi-
cal snowfall on Main Street,” white lights on Cinderella Castle, and
fireworks.

A reader from Pineville, Louisiana, tried the Very Merry Christ-
mas Party and found the guest list too large for her liking:

Another thing I will not do again is go to the Very Merry Christmas
Party. We went in early December to avoid crowds and were taken by
surprise to find wall-to-wall people. They offered some great shows,
but we could not get to them. The parade at 9 p.m. and the fireworks
at 10 p.m., then fighting our way back to the parking lot, was all we
could muster.
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MAKING the MOST

of YOUR TIME
and MONEY

ALLOCATING MONEY

Did Walt really intend for it to be so expensive that the average
family couldn’t afford ir?

—Unofficial Guide reader from Amarillo, Texas

EVEN IF YOU STOP AT DISNEY WORLD for only an afternoon, be
prepared to drop a bundle. In Part Three, we’ll show you how to save
money on lodging, and in Part Ten, you’ll find tips for economizing
on meals. This section will give some sense of what admission will
cost, as well as which admission option will best meet your needs.

DISNEY AND THE ECONOMY

THESE ARE DIFFICULT TIMES, and many of you will likely forgo
or cut short a Walt Disney World vacation. For those of you who can
afford one, however, there are often bargains

unofﬁcial TIP galore. For example, Disney recently pro-
The money you can save moted a “Buy 4, Get 3 Free” package offering
makes researching Disney’s  the last three nights of a weeklong stay at no
dizzying array of ticket charge. The package also included a week’s
options worthwhile. worth of theme park admissions. Also look

for discounts or “sweeteners” (such as free
dining) on other Walt Disney World packages. Numerous Disney
deals can be found at disneyworld.com; click on “Special Offers” on
the home page at top right.

In the Orlando area, hotels, especially non-Disney hotels, are flog-
ging discounts of all sorts. PFK Hospitality Research forecasts that
demand for hotel rooms in general will fall sharply, while supply will
increase by almost 3%. Leisure markets such as Orlando will feel the
pinch most, so those are the places where you’ll see the real deals.

WALT DISNEY WORLD ADMISSION OPTIONS

IN AN EFFORT TO ACCOMMODATE various vacation needs, Disney
offers a number of different admission options. These range from the
basic “One Day, One Park” ticket, good for a single entry into one
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Disney theme park, to the top-of-the-line Premium Annual Pass, good
for 365 days of admission into every Disney theme or water park, plus
DisneyQuest.

The sheer number of ticket options available makes it difficult and,
yes, daunting to sort out which option represents the least expensive
way to see and do everything you want. An average family staying for
a week at an off-World hotel and planning a couple of activities out-
side the theme parks has about a dozen different ticket options to
consider. To complicate matters, comparing options requires detailed
knowledge of the myriad perks included with specific admissions.
Finding the optimum admission, or combination of admissions, how-
ever, could save the average family a nice little bundle. Many fami-
lies, we suspect, become overwhelmed trying to sort out the different
options and simply purchase a more expensive ticket with features
they will probably not use. Adding to the frustration, Disney’s res-
ervation agents are trained to avoid answering subjective questions
about which ticket option is “best.”

HELP IS ON THE WAY!

TO SIMPLIFY THINGS, we tried to define guidelines to help you
choose the best ticket options for your vacation. Eight hours into
this project, we sounded like a theme park version of Forrest Gump.
Remember that scene where Bubba rattles off 7,000 different ways to
prepare shrimp? Well, that was kinda like us, babbling about tickets.
Even saying some of the ticket names (“Adult Internet-only Seven-day
Base Ticket with Park Hopper Option”) made us sound like our local
Starbucks barista, only not as perky.

After a day or so, we realized that coming up with a handful of gen-
eral guidelines was an impossible task, so we built a tool to figure it
out. Visit touringplans.com and try out the Disney Ticket Calculator
(choose it from the “Tools” pull-down menu at the top of the page). It
aggregates ticket prices from a number of online ticket vendors, includ-
ing Disney itself. Just answer a few simple questions relating to the size
of your party and the theme parks you intend to visit, and the calcula-
tor then identifies your four least expensive ticket options.

The program will also make recommendations for considerations
other than price. For example, Annual Passes, although they might
cost more, make sense in certain circumstances
because Disney often offers substantial resort unofﬁcial TIP
discounts and other deals to Annual Pass hold-
ers. Those resort discounts, especially during
off-season times, can more than offset a small
incremental charge for the Annual Pass.

Try touringplans.com
before your trip to Walt
Disney World—it’s free and
considers almost all of the

different ticket options.
MAGIC YOUR WAY

IN 2005, WALT DISNEY WORLD pretty much chucked its entire pan-
oply of admission options and introduced a completely new array
of theme park tickets in a program called Magic Your Way. The new
scheme applies to both one-day and multiday passports and begins
with a Base Ticket. Features that were previously bundled with
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WDW Theme Park Ticket Options

1-day 2-day 3-day 4-day 5-day

BASE TICKET AGES 3-9

$72.42 $141.65 $199.16 $204.48 $207.68
= ($70.82/day) ($66.39/day) ($51.12/day) ($41.54/day)

BASE TICKET AGE 10 AND UP

$84.14 $166.14 $233.24 $239.63 $242.82
= ($83.07/day) ($77.75/day) ($59.91/day) ($48.56/day)

Base Ticket admits guest to one theme park each day of use. Park choices are Magic Kingdom,

FOR PARK HOPPER, ADD:

$55.38 $55.38 $55.38 $55.38 $55.38
= ($27.69/day) ($18.46/day) ($13.85/day) ($11.08/day)

Park Hopper option entitles guest to visit more than one theme park on each day of use.

FOR WATER PARK FUN AND MORE, ADD:

$55.38 $55.38 $55.38 $55.38 $55.38
2 visits 2 visits 3 visits 4 visits 5 visits

Water Park Fun and More option entitles guest to a specified number of visits (between 2 and 10)
park, Disney’s Typhoon Lagoon water park, DisneyQuest, Oak Trail Golf Course,

FOR NO EXPIRATION, ADD:

N/A $19.17 $25.56 $55.38 $77.75
= ($9.59/day)  ($8.52/day) ($13.85/day) ($15.55/day)

No Expiration means unused admissions on a ticket have no expiration date.
All tickets expire 14 days after first use unless No Expiration is purchased.

certain tickets, such as the ability to visit more than one park per day
(“park-hopping”), or the inclusion of admission to Disney’s minor
venues (Typhoon Lagoon, Blizzard Beach, DisneyQuest, and the like),
are now available as individual add-ons to the Base Ticket.

As before, there’s a volume discount. The

unofﬁcial TIP more days of admission you purchase, the

Unlike Disney’s previous
multiday tickets, Base
Tickets can’t be used

to visit more than one
park per day.

lower the cost per day. For example, if you buy
an adult five-day Base Ticket for $242.82 (taxes
included), each day will cost $48.56, compared
with $84.14 a day for a one-day pass. Base Tick-
ets can be purchased from 1 up to 10 days and
admit you to exactly one theme park per day.
Under the old system, unused days on multiday passes were good
indefinitely. Now passes expire 14 days from the first day of use. If,
say, you purchase a four-day Base Ticket on June 1 and use it that day
for admission to the Magic Kingdom, you’ll be able to visit a single
Disney theme park on any of your three remaining days between June
2 and June 15. After that, the ticket expires and any unused days will
be lost. Through another add-on, however, you can avoid the 14-day
expiration and make your ticket valid forever. More on that later.
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(Note: All ticket prices include 6.5% sales tax)

6-day 7-day 8-day 9-day 10-day

BASE TICKET AGES 3-9

$210.87 $214.07 $217.26 $220.46 $223.65
($35.15/day) ($30.58/day) ($27.16/day)  ($24.50/day) ($22.37/day)

BASE TICKET AGE 10 AND UP

$246.02 $249.21 $252.41 $255.60 $258.80
($41.00/day) ($35.60/day) ($31.55/day) ($28.40/day) ($25.88/day)

Epcot, Disney’s Hollywood Studios, or Disney’s Animal Kingdom.

FOR PARK HOPPER, ADD:

$55.38 $55.38 $55.38 $55.38 $55.38
($9.23/day) ($7.91/day) ($6.92/day)  ($6.15/day) ($5.54/day)

Park choices are any combination of Magic Kingdom, Epcot, Disney’s Hollywood Studios, or
Disney’s Animal Kingdom on each day of use.

FOR WATER PARK FUN AND MORE, ADD:

$55.38 $55.38 $55.38 $55.38 $55.38
6 visits 7 visits 8 visits 9 visits 10 visits

to a choice of entertainment and recreation venues. Choices are Disney’s Blizzard Beach water
or ESPN Wide World of Sports Complex.

FOR NO EXPIRATION, ADD:

$89.46 $122.48 $161.88 $189.59 $222.59
($14.91/day)  ($17.50/day)  ($20.24/day) ($21.06/day) ($22.26/day)

Note: Check touringplans.com for the latest ticket prices, which are subject to change.

BASE-TICKET ADD-ON OPTIONS

NAVIGATING THE MAGIC YOUR WAY PROGRAM is like ordering
dinner in an upscale restaurant where all menu selections are a la
carte: many choices, mostly expensive, virtually all of which require
some thought.

Three add-on options are offered with the Magic Your Way Base
Ticket, each at an additional cost:

PARK HOPPER Adding this feature to your Base Ticket allows you to
visit more than one theme park per day. The cost is $55.38 (including
tax) on top of the price of any Base Ticket. It’s an exorbitant price
for one or two days, but it becomes more affordable the longer your
stay. As an add-on to a seven-day Base Ticket, the flat fee would work
out to $7.91 per day for park-hopping privileges. If you want to visit
the Magic Kingdom in the morning and dine at Epcot in the evening,
this is the feature to request.

No EXPIRATION Adding this option to your ticket means that unused
admissions to the major theme parks and the swimming parks, as
well as other minor venues, never expire. If you added this option to
a 10-day Base Ticket and used only 4 days this year, the remaining
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6 days could be used for admission at any date in the future. The
No Expiration option ranges from $19.17 with tax for a 2-day ticket
to $222.59 for a 10-day Base Ticket. This option is not available on
single-day tickets.

WATER PARK FUN AND MORE (WPFAM) This option gives you a sin-
gle admission to one of Disney’s water parks (Blizzard Beach and
Typhoon Lagoon), DisneyQuest, Oak Trail Golf Course, or the ESPN
Wide World of Sports Complex. The cost is a flat $55.38 (including
tax). Except for the single-day WPFAM ticket, which gives you two
admissions, the number of admissions equals the number of days on
your Base Ticket. If you buy an 8-day Base Ticket, for example, and
add the WPFAM option, you get eight WPFAM admissions. What
you can’t do is, say, buy a 10-day Base Ticket with only three admis-
sions or a 3-day Base Ticket with four admissions. You can, however,
skip WPFAM entirely and buy an individual admission to any of these
minor parks. This last option is almost always the best deal if you
want to visit only one of the venues above.

The foregoing add-ons are available for purchase in any combina-
tion (except for the No Expiration add-on on one-day tickets). If you
buy a Base Ticket and then decide later on that you want one or more
of the options, you can upgrade the Base Ticket to add the feature(s)
you desire.

Annual Passes

An Annual Pass provides unlimited use of the major theme parks for
one year; a Premium Annual Pass also provides unlimited use of the
minor parks. Annual Pass holders also get perks, including free park-
ing and seasonal offers such as room-rate discounts at Disney resorts.
The Annual Pass is not valid for special events, such as admission to
Mickey’s Very Merry Christmas Party. Tax included, Annual Passes
run $520.79 for adults and $460.08 for children ages 3-9. A Premium
Annual Pass, at $659.24 for adults and $581.49 for children ages 3-9,
provides unlimited admission to Blizzard Beach, Typhoon Lagoon,
DisneyQuest, and Oak Trail Golf Course, in addition to the four
major theme parks. In addition to Annual Passes, Florida residents
are eligible for discounts on one-day theme park Base Tickets (about
10%) as well as on various add-on options.

Florida-resident Passes

Disney offers several special admission options to Florida residents.
The Florida Resident Annual Pass ($393 adults, $346.13 children ages
3-9) and the Florida Resident Premium Annual Pass ($520.79 adults,
$459.02 children ages 3-9) both offer unlimited admission and park-
hopping privileges to the four major theme parks. The Florida Res-
ident Premium Annual Pass also provides unlimited admission to
Blizzard Beach, Typhoon Lagoon, DisneyQuest, and Oak Trail Golf
Course, in addition to the four major theme parks. AAA offers some
nice discounts on these passes. And the Florida Resident Seasonal Pass
($265.19 adults, $234.30 children ages 3—9) provides unlimited admis-
sion to the four major theme parks except on select blackout dates.
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One final note: it doesn’t cost as much to renew an Annual Pass as
it does to buy it in the first place. When you renew any Annual Pass,
you get an 8—9% savings from the cost of the original pass.

ACCORDING TO DISNEY PRESS RELEASES, Magic Your Way is the
hottest thing since barbecue sauce on pig. Former Walt Disney World
President Al Weiss announced at the program’s debut, “People want
things customized to fit their individual needs. And now Walt Dis-
ney World guests will have that same ability to customize their dream
vacation, creating the ticket that is just right for them.” A similar
release gushes, “Because Magic Your Way tickets offer savings that
increase with the length of stay, a weeklong Walt Disney World vaca-
tion becomes even more affordable.”

Well, let’s see. For starters, Walt Disney World multiday admis-
sions have always incorporated a volume discount: the more days of
admission you purchase, the lower the cost per day. So there’s nothing
new there. And it’s always been possible, though confusing, to cus-
tomize your vacation using one or more of the dizzying 180 different
admission options available before Magic Your Way.

The main difference between Magic Your Way and the previous
admissions program is that Magic Your Way is an a la carte system. A
la carte systems can work for or against you. If you go to a restaurant
where everything is a la carte, and all you want is a bowl of soup and
a glass of wine, you’ll be able to order and pay for just those items. If,
however, you want appetizer, soup, salad, main course, dessert, and
drinks, the a la carte prices will eat you alive.

Before Magic Your Way, you could buy an adult Four-day Park
Hopper Pass with tax included for $233. Unused days on the pass were
good forever, and you could flit from park to park like Tinker Bell on
a scavenger hunt. With the new program, you start with a four-day
Base Ticket costing $239.63, including tax. Then, to obtain the fea-
tures of the old four-day Park Hopper Pass, you’d purchase a la carte
the Park Hopper feature ($55.38) and the No Expiration option (also
$55.38). Adding it all up, you’d pay $350.39 for the same pass that was
available before for $233. That’s a 50% price hike. Now consider this:
Disney is expected to raise its admission prices again in 2011.

The new Magic Your Way ticket prices represent an increase of
anywhere from 29% to 68 %, with children’s tickets falling toward the
upper end of that range, as the chart on the following page shows (all
prices include 6.5% tax).

In an era of ever-shrinking margins, we understand that Disney
needs to continually find ways to increase profits, especially with
the theme parks constituting a large share of Disney’s operating rev-
enue. When things go south for corporate Disney, it’s always the
theme parks and we, the guests, who are burdened with making up
the shortfall.

To put the increases in perspective, Disney’s price hikes have far
outpaced those in almost every other sector of the U.S. economy. For
example, the price of a one-day, one-park ticket has jumped more than
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TICKET before MAGIC YOUR WAY MAGIC YOUR WAY  INCREASE
One-day, one-park (Adult) $58.31 $84.14 44%
One-day, one-park (Child) $46.60 $72.42 55%
Three-day, one-park (Adult) $164.28 $233.24 42%
Three-day, one-park (Child) $129.13 $199.16 54%
Four-day Park Hopper (Adult) $233.24 $295.01 26%
Four-day Park Hopper (Child) $187.44 $259.86 39%

Five-day Park Hopper Plus

. . $300.34 $353.58 18%
(Adult, five WPFAM admissions)
Five-day Park Hopper Plus
(Child, five WPFAM admissions) $240.70 $318.44 32%
Annual Pass (Adult) $403.95 $520.79 29%

44%, and the price of a child’s four-day Park Hopper has increased
39%. In comparison, the hourly wage of the average American worker
has risen only 14%, and consumer prices have increased only 9% dur-
ing the same period.

Disney seems to be employing an “all the market can bear” pricing
strategy that has become substantially more aggressive in the past few
years. We think they’ll probably continue to boost prices aggressively
until there’s an angry backlash and attendance starts to decline. If
this happens, Disney will lose more in hotel, food-and-beverage, and
retail revenue than it will gain from higher admission prices.

Disney is hoping that guests will regard the increases in admission
prices as relatively minor compared with the cost of the WDW vaca-
tion overall. No matter how you shake it up, however, the runaway
price hikes leave a bad taste in your mouth. Walt Disney World was
not conceived as an exclusive playground for the rich.

A CLOUD IS JUST A CLOUD

THIS SECTION WAS FORMERLY TITLED “Every Cloud Has a Poly-
ester Lining.” In it we explained the few ways that Magic Your Way
could save you money. Well, forget that—almost all good deals have
gone the way of the dinosaur. The only exception is for folks who
don’t intend to park-hop and will require four or more days’ admis-
sion, all to be used during a single vacation. If this describes your sit-
uation, you can realize some significant economies of scale. As you
can see from our admissions chart, the more days you buy, the more
you save: The cost of an adult 10-day Base Ticket ($258.80) is only
$25.56 more than the cost of an adult 3-day Base Ticket ($233.24). If

you buy the 10-day ticket, you can whittle your

unofﬁcial TIP admission cost per day, tax included, down to

Magic Your Way offers
significant incentives for
taking a longer vacation
or buying more days of

$25.88 for adults and $22.37 for children. So
what’s changed for everybody else?

Consider that most guests only need four
or five days’ admission; the most cost-effec-

admission. tive strategy would seem to be to buy a 10-day
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Base Ticket plus the No Expiration option so you could roll over any
unused admission days to a subsequent trip. When Disney first rolled
out Magic Your Way, the No Expiration option actually was pretty
reasonable.

Well, they couldn’t let that continue, could they?

As of this writing, Disney has increased the cost of the No Expi-
ration option by 86% from the time Magic Their, oops, Your Way
(a joke any way you look at it) was introduced. If you buy an adult
10-day Base Ticket for $258.80 plus No Expiration for $222.59, you’ll
pay $481.39 including tax, or $48.14 a day—a savings of less than 50¢
a day compared with simply buying a 5-day Base Ticket each time you
visit Walt Disney World. While it’s true that admission prices might
go up before you visit again, in which case No
Expiration would be to your benefit, it’s equally unofﬁcial TIP
true that you might misplace the tickets you Inour estimation,
bought in the previous scenario, or that you considering the time value
might have some better use for the $222.59 you  of money, buying the No
shelled out on top of your ticket purchase. Expiration option is pretty

much a sucker play.
BIG BROTHER IS WATCHING

ALL MAGIC YOUR WAY TICKETS are personalized, with the ticket
holder’s name and biometric information stored on the ticket. This
doesn’t mean, however, that you have to provide a DNA sample when
you plunk down your cash. Recording the biometric information
requires a quick and painless measurement of one finger from your
right hand, taken the first time you use the ticket. It’s been used with-
out incident for a number of years on Disney’s Annual Pass.

The advantages of the bio scan are not altogether clear, though it’s
doubtless intended to prevent the original purchaser of the pass from
selling unused days to a third party. If you’re purchasing admission
for your entire family and are worried about the difficulty in keeping
everyone’s tickets, we’re told that Disney’s computer system will link
every family member’s data to every ticket, allowing anyone to enter
with anyone else’s ticket. We’ve confirmed this by having a platoon of
Unofficial Guide researchers (including men, women, and children)
swap passes with each other; all were admitted.

This new scanning process is so cumbersome that it has taken
guests more than 30 minutes to enter some parks during peak peri-
ods, and sometimes more than an hour. In response to this, Disney
frequently turns off the scanning process entirely (usually at Disney’s
Animal Kingdom).

HOW TO GET THE MOST FROM MAGIC YOUR WAY

FIRST, HAVE A REALISTIC IDEA of what you want out of your vaca-
tion. As with anything, it doesn’t make sense to pay for options you
won’t use. A seven-day theme park ticket with seven WPFAM admis-
sions might seem like a wonderful idea when you’re snowbound and
planning your trip in February. But actually trying to visit all those
parks in a week in July might end up feeling more like Navy SEAL
training. If you’re going to make only one visit to a water park,
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DisneyQuest, or ESPN Wide World of Sports, you’re almost always
better off purchasing that admission separately rather than in the
WPFAM option. If you plan to visit two or more WPFAM venues,
you’re better off buying the add-on.

Next, think carefully about paying for the No Expiration option.
An inside source reports that fewer than 1 in 10 admission tickets
with rollover days are ever reused at a Disney theme park. The rest
are misplaced, discarded, or forgotten. Unless you’re absolutely cer-
tain you’ll be returning to Walt Disney World within the next year or
two and have identified a safe place to keep those unused tickets, we
don’t think the additional cost is worth the risk. (We’ve lost a few of
these passes ourselves.)

GOTCHA!

EVIDENTLY AS A MATTER OF PRINCIPLE, Disney increases admis-
sion prices each year about a month after the Unofficial Guide goes
to press. Price hikes have generally run about 34% a year, but as dis-
cussed previously, specific ticket categories are frequently bumped
much more. This has been especially true for children’s admissions
over the past couple of years. In any event, if you’re putting a budget
together, assume at least a 3% increase.

WHERE TO PURCHASE MAGIC YOUR WAY TICKETS

YOU CAN BUY YOUR ADMISSION PASSES on arrival at Walt Disney
World or purchase them in advance. Admission passes are available
at Walt Disney World resorts and theme parks. Passes are also avail-
able at some non-Disney hotels and Orlando-area shopping centers, as
well as through independent ticket brokers. Because Disney admission
prices are not discounted in the greater Walt Disney World—Orlando
area, the only reason for you to purchase from an independent broker
is convenience. Offers of free or heavily discounted tickets abound, but
they generally require you to attend a time-share sales presentation.

Magic Your Way tickets are available at Disney Stores and at disney
world.com for the same prices listed in the chart on pages 46 and 47.

If you’re trying to keep costs to an absolute minimum, consider
using an online ticket wholesaler, such as Undercover Tourist, Kis-
simmee Guest Services, Maple Leaf Tickets, or the Official Ticket Cen-
ter, especially for trips with five or more days in the theme parks. All
tickets sold are brand-new, and the savings can range from $7 to more
than $25, depending on the ticket and options chosen. We’ve spo-
ken with representatives from each company, and they’re well versed
in the pros and cons of the various tickets and options. If the new
options don’t make sense for your specific vacation plans, the reps
will tell you so.

All four companies offer discounts on tickets for almost all Central
Florida attractions, including Disney, Universal, SeaWorld, and Cirque
du Soleil. Discounts for the major theme parks are about 6-8.5%.
Tickets for other attractions are more deeply discounted. Undercover
Tourist (U.S.: @ 800-846-1302; Monday—Friday, 9 a.m.—4 p.m. Eastern
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time; U.K.: @ 0800 081 1702; Monday—Friday,
2 p.m.=9 p.m. Greenwich mean time; worldwide:
S +1 386-239-8624; fax +1 386-252-3469; under
covertourist.com) offers free delivery and has a
sweetheart relationship with MouseSavers (mouse
savers.com). If you subscribe to the MouseSav-
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unofficial Tip

If you order tickets in
advance of your trip, be
sure to allow enough
time for the tickets to be
mailed to your home.

ers e-newsletter, you can access Undercover Tour-
ist through a special “secret” link that provides additional savings on
top of the normal discount. Kissimmee Guest Services (950 Celebration
Blvd., Suite H, Celebration; @ 321-939-2057; Monday—Friday, 8 a.m.—
8 p.m., Saturday, 8 a.m.—5 p.m., Sunday, 8 a.m.—noon, all Eastern time;
U.K.: @ 0209 432 4024; kgstickets.com) offers a lowest-price guarantee
and $10 delivery to any Orlando-area hotel. The Official Ticket Center
(3148 Vineland Rd., Kissimmee; & 407-396-9029 local, 877-406-4836
toll-free, fax 407-396-9323; daily, 8 a.m.—8:30 p.m. Eastern time; official
ticketcenter.com) offers U.S. Priority Mail shipping for a flat $8 fee or
$10 for delivery to Orlando-area hotels; it’s of course free if you pick
up at their office. Maple Leaf Tickets (4647 W. Irlo Bronson Hwy. [US
192], Kissimmee; @ 407-396-0300 local and international, 800-841-
2837 toll-free; fax 407-396-4127; daily, 8 a.m.—6 p.m. Eastern time;
mapleleaftickets.com) offers the same deal on pickup at their store and
for $6.95 delivery to Orlando-area hotels; U.S. Priority Mail service is
a flat $6.95 per order.

You can also save money on Disney World tickets just by planning
ahead and watching the calendar, as this mom from Broomfield, Col-
orado, explains:

If you’re planning a trip in advance, buy your passes before the end

of the year. Our travel agent recommended this because Disney usu-

ally increases its prices in the new year. So we bought our tickets for

June back in December and sure enough, I found the price of a pass

had increased $20 per person. That’s an $80 savings for our family.

Finally, if all this is too confusing, our Web site will help you navi-
gate all of the new options and find the least expensive ticket options
for your vacation. Visit touringplans.com for more details.

FOR ADDITIONAL INFORMATION ON PASSES

IF YOU HAVE A QUESTION OR CONCERN regarding admissions
that can be addressed only through a person-to-person conversation,
call Disney Ticket Inquiries at ‘@& 407-566-4985,

or e-mail ticket.inquiries@disneyworld.com. If
you call, be aware that you may spend a consid-
erable time on hold; if you e-mail, be aware that
it can take up to three days to get a response. If
you just need routine information, call @ 407-
824-4321 for recorded info. If the recorded infor-
mation doesn’t answer your question, return to
the main menu and press 0 to reach a live Dis-
ney representative. Information is also available
at disneyworld.com.

unofficial Tip
What to do with the kid’s
pass you bought long
before your 6-foot-tall
teenager hit puberty? Go
to Guest Relations and
ask to have it changed
into a regular-admission
pass for the number of
days left on the ticket.
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WHERE THE REAL DEALS ARE

BOTH GREAT THEME PARKS, UniversalStudiosFlorida and Universal’s
Islands of Adventure routinely offer admission discounts and specials.
At one time, for example, you could score a free two-day, two-park
park-hopping ticket for the kids (ages 3-9) for every adult two-day,
two-park ticket you bought online at universalorlando.com. For a fam-
ily of four—say, Mom, Dad, and two kids under age 10—the total cost
to visit both Universal parks was $213, including tax. For the same
family to spend two days at Disney parks with park-hopping privileges
during the same period, it cost a whopping $737, tax included.

THE BRITISH ARE COMING!

IN THE UNITED KINGDOM, DISNEY offers advance-purchase tickets
not available in the United States. The Five-day Premium Ticket costs
£225 for adults and £198 for children. It provides unlimited admission
as well as park-hopping privileges to the major theme parks, and five
admissions to the minor venues. The Seven-day Premium Ticket runs
the same as the five-day pass and provides the same features except
that it includes seven admissions to the minor venues. Both expire 14
days from the date of first use.

Ultimate Tickets are priced at £244 for adults and £220 for chil-
dren for 14-day passes, and £274 and £247 for 21-day passes. The Ulti-
mate Tickets provide unlimited admission to both major and minor
parks along with park-hopping privileges to the major parks. The
14-day Ultimate Ticket expires 14 days after first use, and the 21-day
Ultimate Ticket expires 21 days after first use. For additional infor-
mation see disneyworld.co.uk, or call @ 0870-242-4900.

MORE DISCOUNTS ON ADMISSIONS
Admission Discounts Available to Certain Groups and Individuals
AAA MEMBERS Members can buy passes for a discount of 3-5%.

DISNEY VACATION cLUB Members receive a $100-$125 discount on
Annual Passes.

DISNEY CORPORATE SPONSORS If you work for a Disney World corpo-
rate sponsor, you might be eligible for discounted admissions or pref-
erential treatment at the parks. Ask your employee-benefits office.

MILITARY, DEPARTMENT OF DEFENSE, CIVIL SERVICE Active-duty and
retired military, Department of Defense (DOD) civilian employees,
some civil-service employees, and dependents of these groups can buy
Disney multiday admissions at a 9-10% discount. At most military
and DOD installations, the passes are available from the Morale, Wel-
fare, and Recreation office. Civil-service employees should contact
their personnel office to see if they’re eligible. Military personnel can
buy a discounted admission for nonmilitary guests as long as the mil-
itary member accompanies the nonmilitary member. If a group seeks
the discount, at least half must be eligible for the military discount.

Special Passes

Walt Disney World offers a number of special and situational passes
that are not known to the general public and are not sold at any



ALLOCATING TIME

Disney World ticket booth. The best information we’ve found on
these passes is available on the Internet at mousesavers.com.

HOW MUCH DOES IT COST PER DAY?

A TYPICAL DAY WOULD COST $569.64, excluding lodging and
transportation, for a family of four—Mom, Dad, 12-year-old Tim,
and 8-year-old Sandy—driving their own car and staying outside the
World. They plan to stay a week, so they buy five-day Base Tickets
with Park Hopper Option. Here’s a breakdown:

HOW MUCH DOES A DAY COST?

Breakfast for four at Denny’s with tax and tip $30.36
Epcot parking fee (free for pass holders and resort guests) $14.00
One day’s admission on a 5-day Base Ticket with Park Hopper Option
Dad: Adult 5-day with tax = $298.20 divided by five (days) $59.64
Mom: Adult 5-day with tax = $298.20 divided by five (days) $59.64
Tim: Adult 5-day with tax = $298.20 divided by five (days) $59.64
Sandy: Child 5-day with tax = $263.06 divided by five (days) $52.61
Morning break (soda or coffee) $11.90
Fast-food lunch (sandwich or burger, fries, soda), no tip $38.00
Afternoon break (soda and popcorn) $22.00
Dinner at Italy (no alcoholic beverages) with tax and tip $182.85
Souvenirs (Mickey T-shirts for Tim and Sandy) with tax* $39.00
One-day total (without lodging or transportation) $569.64

*Cheer up—you won’t have to buy souvenirs every day.

While ticket prices account for a big part of any year’s price
increases, the largest price hikes lately have been at Disney’s sit-down
restaurants. Our typical dinner at Italy—two shared appetizers,
median-priced entrees for the adults, a child’s dinner, and two shared
desserts—has increased by 47% in the past year and a half.

A Birmingham, Alabama, mom of two begs to differ with our bud-
get recommendation above for souvenirs:

Sorry, but Uncle Bob is totally out of touch when he says “you won't
have to buy souvenirs every day.” In my experience, you’ll head home
with several sets of character ears; enough dress-up costumes to out-
fit the neighborhood; and countless pins, toys, and knickknacks.

ALLOCATING TIME

DURING DISNEY WORLD’S FIRST DECADE, a family with a week’s
vacation could enjoy the Magic Kingdom and the now-closed River
Country and still have several days left for the beach or other area
attractions. Since Epcot opened in 1982, however, Disney World has
steadily been enlarging to monopolize the family’s entire vacation.
Today, with the addition of Blizzard Beach, Typhoon Lagoon, Dis-
ney’s Hollywood Studios, Disney’s Animal Kingdom, and Downtown
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Disney, you should allocate 6 days for a whirlwind tour (7—10 if you
insist on a little relaxation during your vacation). If you don’t have
that much time, be prepared to make some hard choices.

The theme parks and water parks are huge and require a lot of
walking and, sometimes, a lot of waiting in lines. Approach Walt
Disney World the same way you would an eight-course Italian din-
ner: with plenty of time between courses. Don’t cram too much into
too little time.

WHICH PARK TO SEE FIRST?

THIS QUESTION IS LESS ACADEMIC than it appears, especially if
your party includes children or teenagers. Children who see the Magic
Kingdom first expect the same type of entertainment at the other
parks. At Epcot, they’re often disappointed by the educational ori-
entation and serious tone (many adults react the same way). Disney’s
Hollywood Studios offers some wild action, but the general presenta-
tion is educational and more adult. Though most children enjoy zoos,
animals can’t be programmed to entertain. Thus, children may not
find Animal Kingdom as exciting as the Magic Kingdom or DHS.

First-time visitors should see Epcot first; you’ll be able to enjoy
it without having been preconditioned to think of Disney entertain-
ment as solely fantasy or adventure.

See Disney’s Animal Kingdom second. Like Epcot, it’s educational,
but its live animals provide a change of pace.

Next, see Disney’s Hollywood Studios, which helps all ages tran-
sition from the educational Epcot and Animal Kingdom to the fanci-
ful Magic Kingdom. Also, because DHS is smaller, you won’t walk as
much or stay as long.

Save the Magic Kingdom for last.

The foregoing advice notwithstanding, we know that most read-
ers make a beeline for the Magic Kingdom, mostly for the reason that
this North Carolina reader asserts:

Although you recommend sort of a reverse order for park visitation,

ending up at the Magic Kingdom last, I disagree. We went to the

Magic Kingdom first, which is Disney World for many of us.

OPERATING HOURS

DISNEY RUNS A DOZEN OR MORE SCHEDULES each year. Call
‘@ 407-824-4321 for the exact hours before you arrive. Off-season,
parks may be open as few as 8 hours (9 a.m.—5 p.m.). At busy times
(particularly holidays), they may operate from 8 a.m. until 2 a.m. We
also maintain more easily readable park hours and entertainment and
Extra Magic Hour schedules at touringplans.com and through our
mobile application, Lines (touringplans.com/lines).

OFFICIAL OPENING VERSUS REAL OPENING

WHEN YOU CALL, you’re given “official hours.” Sometimes, parks
open earlier. If the official hours are 9 a.m.—9 p.m., for example,
Main Street in the Magic Kingdom might open at 8:30 a.m., and the
remainder of the park at 9 a.m.
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Disney surveys local hotel reservations, estimates how many visi-
tors to expect on a given day, and opens the theme parks early to avoid
bottlenecks at parking facilities and ticket windows and to absorb
crowds as they arrive.

Rides and attractions shut down at approximately the official clos-
ing time. Main Street in the Magic Kingdom remains open 30 minutes
to an hour after the rest of the park has closed.

THE VACATION THAT FIGHTS BACK

VISITING DISNEY WORLD REQUIRES levels of industry and stam-
ina more often associated with running marathons. A mother from
Middletown, New York, spells it out:

A vacation at WDW is not a vacation in the usual sense—sleeping
late, total relaxation, leisurely meals, etc. It’s a vacation that’s frankly
exhausting, but definitely worth doing. WDW is a magical place,
where the visitor feels welcomed from the minute they arrive at their
accommodations to the last second before boarding the shuttle bus
back to the airport.

A British gentleman, thinking we exaggerated about the walking
required, measured his outings using a pedometer. His discovery:

I decided to wear a pedometer for our recent visit to WDW. Our vis-
its to the theme parks were spread over five days, during which my
wife and I (ages 51 and 55) walked a total of 68 miles for an average
of 13 miles per day!

The point is, at Walt Disney World less is more. Take the World in
small doses, with plenty of swimming, napping, reading, and relaxing
in between. If you don’t see everything, you can always come back!

Also, you can prepare. An Ohio reader discovered this too late:

1 fly a desk for a living and don’t get near enough walking or standing
exercise to prepare myself for the rigors of the World. My wife and
I have determined that before we go to Disney World again, we will
be able to walk at least 5 miles without a rest or feeling any pain the
next day. After pounding the pavement for hours on end, we were so
exhausted that we had no choice but to spend two of our vacation
days just recovering from the previous day’s walking.

Hitting the Wall

As you plan your time at Disney World, consider your physical limi-
tations. It’s exhausting to rise at dawn and run around a theme park
for 8—12 hours day after day. Sooner or later (usually sooner), you hit
the wall. Every Disney World vacation itinerary should include days
when you don’t go to a theme park and days when you sleep in and
take the morning off. Plan these to follow unusually long and ardu-
ous days, particularly those when you stay in the parks to see the eve-
ning parades or fireworks.
A Suwanee, Georgia, reader makes this suggestion:

The one area that I think you can expand on in your book is prepar-
ing people for the overall pace that this type of vacation warrants.
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My initial plan for the family entailed a day at MK, one day each
at Epcot, Animal Kingdom, Disney’s Hollywood Studios, Univer-
sal Studios, and Islands of Adventure, one down day, and a leftover
day for a second visit to something we hadn’t finished. By day two,
I became acutely aware that there was no way we would be able to

keep up that pace.

A La Grange, Illinois, mom sidestepped our advice to stay rested:

As I was planning, 1 was very sure we wouldn’t be taking a swim/nap
break in the middle of the day. No way! On the very first day of tour-
ing (at the Magic Kingdom), my 7-year-old said (at 9:30 a.m.—after
only 2 hours at the park), “I'm hot—iwhen can we go back to the hotel
and swim?” Needless to say, we took that little break every day.

A Tolland, Connecticut, family altered their plans for an “casy day”:

There’s so much to do and see at WDW, we inevitably push the kids
and then pay the price. One day, when they were tired, we went to
Disney’s Hollywood Studios and only did shows. Since most of the
day was seated, the kids got time to rest and weren’t too cranky.

THE PRACTICALITY OF RETURNING TO YOUR
HOTEL FOR REST

MANY READERS WRITE ABOUT the practicality of departing the
theme park for a nap and swim at the hotel. A dad from Sequim,
Washington, made the following request:

[ would like to see nearness to the parks emphasized in your accom-
modation guide, taking traffic and hotel access into account. We
tried going back to the hotel for midday breaks, but it was too time-
consuming. By the time you got to the car, negotiated traffic, rested,
and reversed the process to get back to the park, it took 2-3 hours for
a short rest and was not worth it!

First, in response to the reader’s request, we now publish a chart in
Part Three, Accommodations, that provides the commuting times to
each of the Disney theme parks from virtually every hotel within 20
miles of Walt Disney World. But to address the larger issue, we think
the reader was overly anxious about the time away from the parks.
Two to three hours really won’t cut it. Had he resigned himself to a
4- to 5-hour break, his family would’ve stayed rested and relaxed.

Here’s the scoop: At Disney’s Animal Kingdom, Disney’s Holly-
wood Studios, and Epcot, you can get to your car in the parking lot
in about 15-20 minutes. From the Magic Kingdom, it will take you
30-35 minutes. Obviously, if you’re at the farthest point from the park
entrance when you decide to return to the hotel, or you barely miss a
parking-lot tram, it will take longer. But from most places in the parks,
the previous times are correct. Once in your car, you’ll be able to com-
mute to most US 192 hotels, all Disney World hotels, all Lake Buena
Vista hotels, and most hotels along the Interstate 4 corridor and south-
bound International Drive (“I-Drive”) in 20 minutes or less. It will take
about the same time to reach hotels on I-Drive north of Sand Lake
Road and in the Universal Orlando area.
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So, for most people, the one-way commute will average 30 minutes.
But here’s what you get for your time: a less-expensive lunch at a res-
taurant of your choosing; a swim; and a 1%- to 2-hour nap. If you add
up the times, you’ll be away from the parks about 4-5 hours, counting
the commute. If you want, eat dinner outside the World before return-
ing. Clearly, this won’t work during times of year when the parks close
early, but these aren’t times when most families go to Disney World. If
you visit when the parks close early, you’ll see more attractions in less
time, owing to reduced attendance, and you’ll be able to leave the parks
earlier and take your break in the late afternoon or early evening. Not
ideal, but neither are the crowds and heat of summer.

A corollary to this discussion is what you do the next day. If you’re
getting a 3- to S-hour break each day and not keeping late hours,
you’ll be fine. If you forgo the break, you’ll need to alternate full days
with very easy, sleep-late days in order to recharge your batteries. If
you do neither, you’ll say hello to the wall by your third day.

ARRIVAL- AND DEPARTURE-DAY BLUES: WHAT
TO DO WHEN YOU HAVE ONLY HALF A DAY

ON ARRIVAL AND DEPARTURE DAYS, you probably will have only
part of a day for touring or other recreational pursuits. It’s a common
problem: you roll into the World about 1 p.m., excited and ready to
go, but where? o

The first question: do you feel comfortable M?’lOfﬁCldl TIP
using a full day’s admission to the parks when Youmay want toforgo
you have less than a full day to tour? The incre-  ahalf-day at the Disney
mental cost to add another day of admission is  parks for other area
small when you’re visiting for three or more days,  attractions thatare
but significant if you’re there for only a long smallerandrequire less
weekend. Your arrival time and the parks’ closing  visiting time—or to just
times are also considerations, but so is the tour-  unpack and gear up for
ing disadvantage you suffer by not being on hand  your first full Disney day.
when a park opens. Fastpass, a reservation system
for popular attractions (discussed starting on page 78), provides some
relief from long afternoon lines, but it isn’t available for every attrac-
tion, nor is there an unlimited supply of passes.

Opting for a Partial Day at the Theme Parks

If you decide to use one day’s admission on a half day or less, refer to
our Unofficial Guide Crowd Calendar at touringplans.com.

One option, if you can reach the park by 1 p.m. and stay until clos-
ing (5-8 p.m., depending on season), is Disney’s Animal Kingdom, which
requires the least time to tour. Because guests who arrive at opening fre-
quently complete their tour by about 2 p.m., crowds thin in late after-
noon. As a bonus, Fastpass is offered for the most popular attractions.
If you arrive much after 1 p.m., however, the daily allocation of Fast-
passes, especially for Kilimanjaro Safaris or Expedition Everest, might be
exhausted. And Animal Kingdom closes earlier than the other parks.

Whenever you arrive at a theme park (including Universal parks)
after 10 a.m., go to higher-capacity attractions where waiting time



60

PART 2 MAKING THE MOST OF YOUR TIME AND MONEY

is relatively brief even during the most crowded part of the day. In
Disney parks, you can also cut your time in line by using Fastpass.
Another time-saver at Test Track in Epcot, at Expedition Everest in
Disney’s Animal Kingdom, and Rock ’n’ Roller Coaster in Disney’s
Hollywood Studios, and at several Universal Studios and Islands of
Adventure attractions is the “singles line,” a separate line for individ-
uals who are alone or don’t mind riding alone. The objective is to fill
odd spaces left by groups that don’t quite fill the entire ride vehicle.
Because there aren’t many singles and most groups are unwilling to
split up, singles lines are usually much shorter than regular lines.

Disney parks are better for partial-day touring than Universal
parks because Disney parks generally operate more high-capacity
attractions than Universal does. However, the Universal Express pro-
gram has more perks than Disney’s equivalent Fastpass (if you’re stay-
ing at a Universal resort). This means that those who use Universal
Express may tour more efficiently than a similar guest at Disney. Even
s0, nothing is guaranteed. We like the Universal parks and admire
their cutting-edge technology, but the best way to see them is to be
there at opening and follow our touring plans.

Our clip-out Touring Plan Companions (in the back of this book)
list attractions in each Disney park that require the least waiting dur-
ing the most crowded part of the day. Although the queues for these
attractions may seem humongous, they move quickly. Also check out
parades, stage shows, and other live entertainment. Popular attrac-
tions generally stay packed until an hour or so before closing; however,
they often require little waiting during evening parades, fireworks, or,
in the case of Disney’s Hollywood Studios, Fantasmic!

Alternatives to the Theme Parks on Arrival Day

Before you head out for fun on arrival day, you must check in, unpack,
and buy admissions, and you probably will detour to the grocery or
convenience store to buy snacks, drinks, and breakfast food. At all
Disney resorts and many non-Disney hotels, you cannot occupy your
room until after 3 p.m.; however, many properties will check you in,
sell you tickets, and store your luggage before that hour.

The least expensive way to spend your arrival day is to check in,
unpack, do your chores, and relax at your hotel swimming pool

Other daytime options include a trip to a local water park. Because
the Disney water parks are so crowded (during summer you need to
be on hand for opening, just as you do at the other Disney parks),
we recommend Wet ‘n Wild (wetnwildorlando.com) on International
Drive, which is generally less crowded than Disney’s water parks but
more expensive. What’s great about Wet *n Wild is that it stays open
late in summer. Any water park that stays open past 5 p.m. is worth a
look, because crowds at all parks clear out substantially after 4 p.m. If
the park is open late and you get hungry, you’ll find ample fast food.
No matter which water park you choose, slather on waterproof sun-
screen. (For details on water parks, see Part Sixteen.)

If you want something drier, we heartily recommend Gatorland, a
quirky attraction on US 441 near Kissimmee (about 20 minutes from
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Walt Disney World). Gatorland, a slice of pre-Disney Florida, is excep-
tionally interesting and well managed. It’s perfect for a half-day outing,
provided you like alligators, snakes, and lizards. For information, call
@ 800-393-JAWS or go to gatorland.com.

If none of the previous fires your boiler, consider miniature golf
(expensive in the World; more reasonable outside it) or DisneyQuest,
a venue at Downtown Disney West Side featuring interactive games
and simulator technology. Alas, like the Disney parks, DisneyQuest is
expensive and doesn’t handle crowds particularly well. Late mornings
and early afternoons are the best times to go.

In the Evening

Dinner provides a great opportunity to plan the next day’s activities.
If you’re hungry for entertainment too, take in a show at or after
dinner. If you go the show route, we recommend Cirque du Soleil La
Nouba at Downtown Disney West Side. Cirque is expensive, but we
think it’s the single best thing in all of Walt Disney World. Disney
also offers some dinner shows, of which the Hoop-Dee-Doo Musical
Revue is our pick of the litter. Both Cirque and Hoop-Dee-Doo are
extremely popular; make reservations far in advance. A dozen or so
non-Disney dinner shows are advertised in visitor magazines.

If you’re not up for Cirque or a dinner show, consider CityWalk,
Universal’s nighttime-entertainment complex. Other options include
Jellyrolls, a dueling-pianos club at the BoardWalk, and Raglan Road,
an Irish pub with live music and good food at Downtown Disney. All
are best appreciated by adults—energetic adults, at that.

Departure Days

Departure days don’t seem to cause as much consternation as arrival
days. If you want to visit a theme park on your departure day, get up
early and be there when it opens. If you have a lot of time, check out
and store your luggage with the bell desk or in your car. Or, if you can
arrange a late checkout, you might want to return to your hotel for a
shower and change of clothes before departing. Some hotels are quite
lenient regarding late checkouts; others assess a charge.

THE CARDINAL RULES FOR SUCCESSFUL TOURING

MANY VISITORS DON’T HAVE SIX DAYS to devote to Disney. Some
are en route to other destinations or may wish to sample additional Cen-
tral Florida attractions. For these visitors, efficient touring is a must.

Even the most time-effective touring plan won’t allow you to com-
prehensively cover two or more major theme parks in one day. Plan
to allocate an entire day to each park (an exception to this is when
the parks close at different times, allowing you to tour one park until
closing, then proceed to another).

One-day Touring

A comprehensive one-day tour of the Magic Kingdom, Epcot, Dis-
ney’s Animal Kingdom, or Disney’s Hollywood Studios is possible
but requires knowledge of the park, good planning, good navigation,
and plenty of energy and endurance. One-day touring leaves little
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unofﬁcial TIP time for sit-down meals, prolonged browsing

If your schedule permits
only one day of touring,
concentrate on one
theme park and save the
others for another visit.

in shops, or lengthy breaks. One-day touring
can be fun and rewarding, but allocating two
days per park, especially for the Magic King-
dom and Epcot, is preferable.

Successfully touring the Magic Kingdom,
Epcot, Animal Kingdom, or Disney’s Holly-
wood Studios hinges on three rules:

1. Determine in Advance What You Really Want to See

Which attractions appeal to you most? Which ones would you like to
experience if you have time left? What are you willing to forgo?

To help you set your touring priorities, we describe the theme
parks and every attraction in detail in this book. In each description,
we include the authors’ evaluation of the attraction and the opin-
ions of Disney World guests expressed as star ratings. Five stars is the
highest rating.

Finally, because attractions range from midway-type rides and
horse-drawn trolleys to high-tech extravaganzas, we have developed a
hierarchy of categories to pinpoint an attraction’s magnitude:

SUPER-HEADLINERS The best attractions the theme park has to offer.
Mind-boggling in size, scope, and imagination. Represent the cutting
edge of attraction technology and design.

HEADLINERS Multimillion-dollar, full-scale, themed adventures and
theater presentations. Modern in technology and design and employ-
ing a full range of special effects.

MAJOR ATTRACTIONS More modestly themed adventures, but ones
that incorporate state-of-the-art technologies. Or larger-scale attrac-
tions of older design.

MINOR ATTRACTIONS Midway-type rides, small “dark” rides (cars on
a track, zigzagging through the dark), small theater presentations,
transportation rides, and elaborate walk-through attractions.

DIVERSIONS Exhibits, both passive and interactive. Includes play-
grounds, video arcades, and street theater.

Though not every attraction fits neatly into these descriptions,
the categories provide a comparison of attraction size and scope.
Remember that bigger and more elaborate doesn’t always mean bet-
ter. Peter Pan’s Flight, a minor attraction in the Magic Kingdom, con-
tinues to be one of the park’s most beloved rides. Likewise, for many
young children, no attraction, regardless of size, surpasses Dumbo.

2. Arrive Early! Arrive Early! Arrive Early!

This is the single most important key to efficient touring and avoid-
ing long lines. First thing in the morning, there are no lines and fewer
people. The same four rides you experience in 1 hour in early morning
can take as long as 3 hours after 10:30 a.m. Eat breakfast before you
arrive; don’t waste prime touring time sitting in a restaurant.

The earlier a park opens, the greater your advantage. This is
because most vacationers won’t rise early and get to a park before
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it opens. Fewer people are willing to make an 8 a.m. opening than a
9 a.m. opening. On those rare occasions when a park opens at 10 a.m.,
almost everyone arrives at the same time, so it’s almost impossible to
beat the crowd. If you visit during midsummer, arrive at the turnstile
30—40 minutes before opening. During holiday periods, arrive 45-60
minutes early.

Many readers share their experiences about getting to the parks
before opening. From a 13-year-old girl from Bloomington, Indiana:

Please stress this to your readers: If you want to ride anything with
a short wait, you have to get up in the morning! If this is a sacri-
fice you aren’t willing to make, reconsider a Disney World vacation.
Most people say they will then be exhausted, but if you take a break
at the hot part of the day, you’ll be fine.

From a Cincinnati mom:

Arriving early made a tremendous difference. I'll admit that at 6:15
in the morning when I was dragging our children out of bed to go to
the Magic Kingdom, I thought we’'d lost our minds. But we had so
much fun that morning, riding rides with no waiting in line. It was
worth the early arrival.

A Strafford, England, mum opines:

The single best words of advice I would give anyone planning to visit
the World is to GET UP EARLY. We were the first at the parks—the
very first, 11 days out of 14—and while hanging out at the turn-
stiles an hour before rope drop is reasonably dull, it’s worth it for the
payoff of short lines for the rest of the day. To exemplify: one day
we rode Toy Story Mania! three times as walk-ons, picking up Fast-
passes after ride number one to use later. The lines that day were at
100 minutes [a balf hour] after park opening. I'm from the UK., but
I think you U.S. guys would call it a no-brainer!

Most touring plans are compromised if you’re not on hand for
park opening, as this mom from Port Talbot, Wales, attests:

After arriving shortly after 9 a.m. at Universal’s Islands of Adventure,
we were disappointed to discover a wait of 50 minutes for our first ride
in the plan, the Incredible Hulk Coaster. All other rides in the plan had
long waits as well, so we didn’t get to ride much in that park.

A family of five from Great Falls, Virginia, weighs in:

The Unofficial Guide allowed us to have a wonderful trip, even dur-
ing the spring break—Easter holiday. We followed the touring plans
every day in every park. The plans and the timely use of Fastpass
worked flawlessly. The basic theory of survival is “EE”—FEverything
Early. We had a light breakfast in our room so we could get to the
parks 40 minutes before opening.

If getting the kids up earlier than usual makes for rough sailing,
don’t despair: you’ll have a great time no matter when you get to the
park. Many families with young children have found that it’s better
to accept the relative inefficiencies of arriving at the park a bit late
than to jar the children out of their routine. In our guide especially
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for families, The Unofficial Guide to Walt Disney World with Kids,
we provide a number of special touring plans (including touring plans
for sleepyheads) that we don’t have room for in this guide.

3. Avoid Bottlenecks

Helping you avoid bottlenecks is what the Unofficial Guide is about.
This involves being able to predict where, when, and why they occur.
Concentrations of hungry people create bottlenecks at restaurants dur-
ing lunch and dinner; concentrations of people moving toward the exit
near closing time cause gift shops en route to clog; concentrations of vis-
itors at new and popular rides, and at rides slow to load and unload, cre-
ate logjams and long lines.

Our solution for avoiding bottlenecks: touring plans for the Magic
Kingdom, Epcot, Disney’s Animal Kingdom, Disney’s Hollywood Stu-
dios, and—new for this edition—the two Disney water parks. We also
provide detailed information on rides and performances, enabling you
to estimate how long you may have to wait in line and allowing you to
compare rides for their crowd capacity.

All touring plans are in the back of this book, following the indexes.
Plans for the Magic Kingdom begin on page 815 and for Epcot on page
821. One-day touring plans for Animal Kingdom and Disney’s Holly-
wood Studios follow, on pages 827 and 829, respectively. Next come
one-day touring plans for Universal Studios Florida and Universal’s
Islands of Adventure, on pages 830 and 831, respectively. Finally, tour-
ing plans for Blizzard Beach and Typhoon Lagoon water parks are
found on pages 832 and 833, respectively.

WHAT'’S A QUEUE?

ALTHOUGH IT’S NOT COMMONLY USED in the United States, queue
(pronounced “cue”) is the universal English word for a line, such as
one in which you wait to cash a check at the bank or to board a ride at
a theme park. Queuing theory, a mathematical area of specialization
within the field of operations research, studies and models how lines
work. Because the Unofficial Guide draws heavily on this discipline,
we use some of its terminology. In addition to the noun, the verb “to
queue” means to get in line, and a “queuing area” is a waiting area that
accommodates a line. When guests decline to join a queue because they
perceive the wait to be too long, they’re said to “balk.”

OF UTMOST IMPORTANCE: READ THIS!

IN ANALYZING READER SURVEYS, we were astonished by the per-
centage of readers who don’t use our touring plans. Scientifically tested
and proven, these plans can save you 4 entire hours or more of waiting
in line—4 fewer hours of standing, 4 hours freed up to do something
fun. Our groundbreaking research that created the touring plans has
been the subject of front-page articles in the Dallas Morning News and
the New York Times and has been cited in numerous scholarly jour-
nals. So why would you not use them?

We get a ton of reader mail—98% of it positive—commenting on
our touring plans. First, from an Albany, New York, reader:
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I had only one full day in Disney, and I used the One-day Touring
Plan for Adults for the Magic Kingdom. I was shocked by how well
it worked. I even took about a 3-hour break to go to Downtown Dis-
ney (via the Contemporary), and I was still able to do everything on
the plan. Incredible.

A Danville, Pennsylvania, mom had to overcome a doubting spouse:

My husband thought the touring plans were a product of an overly
obsessive-compulsive mind. He laughed at me for wanting to use
them, but he finally conceded on Christmas Eve at the Magic King-
dom. He wasn’t laughing anymore by noon, when we had already
ridden all of the rides with really long lines!

An Ohio family felt the wind in their sails:

The whole time we were in the Magic Kingdom, following the tour-
ing plan, it seemed that we were traveling in front of a hurricane—
we’'d wait 10 minutes or so for an attraction (or less—sometimes we
just walked right on), but when we got out and started moving on to
the next one, we could see the line building for what we just did. My
friend and I just laughed the whole time—and followed the touring
plan to the letter!

A fellow Buckeye, from Cleveland, comments:

Some of your readers have complained about “the death of spontane-
ity” in following your touring plans. I say, who cares about spontane-
ity when you have such overwhelming success at a place as complex as
WDW? [ mean, we did everything there, and we didn’t have to wait to
do it. There’s really not much more you can ask for. Ill take that over
spontaneity any day!

An exclamation-point-happy woman from Baton Rouge, Louisi-
ana, has this to say:

The touring plans were amazing! It was my husband’s first trip to
Disney, and he is officially spoiled! He has no idea what it’s like to
wait in a long line! He never will either, because we will always use
the touring plans from now on!

A mother of three from Perry, Georgia, scored a personal best with
the help of the plans:

I can’t believe the difference the plans made! I've read every tip and
time-saver, stayed away from Extra Magic Hours parks, and tried
going at lower crowd times, but I've always found myself frustrated,
dazed, and stuck in the crowds. This was our fifth and shortest stay,
but we were able to tour everything we wanted—never even came
close in the past. I'm spreading the touring-plans message to all of
my friends.

A somewhat irritated Washington, West Virginia, wife weighs in
with this:

[ saw several people with the Unofficial Guide and had to ask if the
plans really work. They all said yes. Unfortunately, my husband had
his own plans . . . which didn’t include following anyone else’s.
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Finally, from a mom with two school-age children from Murrieta,
California:

Maelstrom was about 20-25 minutes, and that was our longest line
of the whole week. Unbelievable for July at WDW! It was amazing.
We did have to hustle in the mornings, but it was SO worth it!

TOURING PLANS:
WHAT THEY ARE AND HOW THEY WORK

See More, Do More, Wait Less

From the first edition of the Unofficial Guide, minimizing our read-
ers’ wait in lines has been a top priority. We know from our research
and that of others that theme park patrons measure overall satisfaction
based on the number of attractions they’re able to experience during a
visit: the more attractions, the better. Thus, we developed and offered
our readers field-tested touring plans that allow them to experience as
many attractions as possible with the least amount of waiting in line.

Our touring plans have always been based on theme-park-traffic
flow, attraction capacity, the maximum time a guest is willing to wait
(called a “balking constraint”), walking distance between attractions,
and waiting-time data collected at specific intervals throughout the day
and at various times of year. The plans derived from a combinatorial
model (for anyone who cares) that married the well-known assignment
problem of linear programming with queuing (waiting-line) theory.
The model approximated the most time-efficient sequence in which to
visit the attractions of a specific park. After we created a preliminary
touring plan from the model, we field-tested it in the park, using a test
group (who followed our plan) and a control group (who didn’t have
our plan and who toured according to their own best judgment).

The two groups were compared, and the results were amazing. On
days of heavy attendance, the groups touring without our plans spent
an average of 4 hours more in line and experienced 37 % fewer attrac-
tions than did those who did use the plans.

Over the years, this research has been recognized by both the travel
industry and academe, having been cited by such diverse sources as the
New York Times, USA Today, Travel Weekly, Bottom Line, Money,
Operations Research Forum, CBS News, Fox News, the BBC, the
Travel Channel, and the Dallas Morning News, among others.

John Henry and the Nail-driving Machine

As sophisticated as our model may sound, we recognized that it was
cumbersome and slow, and that it didn’t approximate the “perfect”
touring plan as closely as we desired. Moreover, advances in computer
technology and science, specifically in the field of genetic algorithms,
demonstrated that it wouldn’t be long before a model, or program,
was created that would leave ours in the dust.

Do you remember the story of John Henry, the fastest nail driver
on the railroad? One day a man appeared with a machine he claimed
could drive spikes faster than any man. John Henry challenged the
machine to a race, which he won, but which killed him in the process.
We felt a bit like John Henry. We were still very good at what we did
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but knew with absolute certainty that sooner or later we’d have to
confront the touring plan version of a nail-driving machine.

Our response was to build our own nail-driving machine. We
teamed up during the mid-1990s with Len Testa, a scientist and pro-
grammer who was working in the field of evolutionary algorithms
and who, coincidentally, was a theme park junkie. Marrying our
many years of collecting Walt Disney World observations and data to
Len’s vision and programming expertise, we developed a state-of-the-
art program for creating nearly perfect touring plans.

Several university professors, many of them leaders in their fields,
have contributed research or ideas to the new software program. Find-
ings from early versions of the software have been
published in peer-reviewed academic journals. The unofﬁcial TIP
most recent versions of the program are pro-
tected through pending patent applications. Spe-
cial thanks go to Albert C. Esterline, PhD, of North
Carolina A&T State University and Gerry V. Doz-
ier, PhD, of Auburn University. Credit is also due
to Nikolaos Sahinidis, PhD, as well as his gradu-
ate students at the University of Illinois at Urbana-
Champaign, who have contributed a number of
exceptionally helpful studies. Chryssi Maland-
raki, PhD, of United Parcel Service and Robert Dial, PhD, of the Volpe
National Transportation System Center have likewise provided assis-
tance and encouragement over the years.

It has been a process of evolution and refinement, but in each
year of its development, the new program came closer to beating the
results of our long-lived model. In 2002 at field trials during the busy
spring-break period, the new program beat the best touring plan gen-
erated by the traditional Unofficial model by 90 minutes at the Magic
Kingdom. This was in addition to the 3 hours saved by the earlier
model. Getting there, however, wasn’t easy.

The Challenge

One thing that makes creating good touring plans difficult is that there
are many ways to see the same attractions. For example, if we want to
visit Space Mountain, Pirates of the Caribbean, and Splash Mountain
as soon as the Magic Kingdom opens, there are six ways to do so:

The facts and figures

in our books come

from years of data
collection and analysis
by expert statisticians,
programmers, field
researchers, and lifelong
Disney enthusiasts.

1. First ride Space Mountain, then Pirates of the Caribbean,
then Splash Mountain.

2. First ride Space Mountain, then Splash Mountain,
then Pirates of the Caribbean.

3. First ride Splash Mountain, then Space Mountain,
then Pirates of the Caribbean.

4. First ride Splash Mountain, then Pirates of the Caribbean,
then Space Mountain.

5. First ride Pirates of the Caribbean, then Splash Mountain,
then Space Mountain.

6. First ride Pirates of the Caribbean, then Space Mountain,
then Splash Mountain.
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Some of these combinations make better touring plans than oth-
ers. Because the queue for Space Mountain increases rapidly, it’s best
to ride this particular attraction first thing in the morning. For simi-
lar reasons, it would be better to ride Splash Mountain before Pirates.
In this example, Touring Plan 2 would probably save us the most time
standing in line. Touring Plan § would probably result in the most
waiting in line.

As we add attractions to our list, the number of possible touring
plans grows rapidly. Adding a fourth attraction would result in 24
possible touring plans, since there are four possible variations for each
of the 6 plans listed previously. In general, the number of possible
touring plans for n attractionsisne (n—1) ¢ (n—2)...* 1. (Don’t let
the mathematical notation throw you. If we plug real numbers in, it’s
quite simple.) For five attractions, as an example, there are 5 x 2 x 4
x 2 x 3 x2x2x2 x1possible touring plans. If you don’t have a cal-
culator handy, that adds up to 120 potential plans. For six attractions,
thereare 6 x 2 x 5 x2 x4 x2x3 x2x2x2x1,or 720 possible
plans. A list of 10 attractions has more than 3 million possible plans.
The 21 attractions in the Magic Kingdom One-day Touring Plan for
Adults have a staggering 51,090,942,171,709,440,000 possible tour-
ing plans. That’s over 51 billion billion combinations, or roughly six
times as many as the estimated number of grains of sand on Earth.
Adding in complexities such as Fastpass, parades, meals, and breaks
further increases the combinations.

Scientists have been working on similar problems for years. Com-
panies that deliver packages, for example, plan each driver’s route to
minimize the distance driven, saving time and fuel. In fact, finding
ways to visit many places with minimal effort is such a common prob-
lem that it has its own nickname: the traveling-salesman problem.

For more than a small number of attractions, the number of pos-
sible touring plans is so large it would take a very long time for even
a powerful computer to find the single best plan. A number of pro-
posed techniques give very good, but not necessarily exact, solutions
to the traveling-salesman problem in a reasonable amount of time.

The Unofficial Guide Touring Plan program contains two algo-
rithms that allow it to quickly analyze tens of millions of possible plans
in a very short time. (An algorithm is to a computer what a recipe is
to a chef. Just as a chef takes specific steps to make a cake, a computer
takes specific steps to process information. Those steps, when grouped,
form an algorithm.) The program can analyze Fastpass distribution
patterns at all attractions, for example, and suggest the best times and
attractions to use Fastpass. The software can also schedule rest breaks
throughout the day. If you’re going to eat lunch in the park, the soft-
ware can suggest restaurants near where you’ll be at lunchtime that will
minimize the time you spend looking for food. Numerous other fea-
tures are available, many of which we’ll discuss in the next section.

The program, however, is only part of what’s needed to create a
good touring plan. Good data is also important. For more than 14
years, we’ve been collecting data in the theme parks at every conceiv-
able time of year. At each park, researchers recorded the estimated
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wait at every attraction, show, Fastpass booth, and restaurant, every
30 minutes, from park opening to closing. On a typical day at the
Magic Kingdom, for example, each researcher walked about 18 miles
and collected around 500 pieces of data. One of several research
routes would start researchers at the Swiss Family Treehouse in
Adventureland. After collecting data on all of Adventureland, they
would continue to the attractions and restaurants in Frontierland.
After that came Liberty Square, then finally half of Fantasyland,
before they returned to Swiss Family Treehouse for an 8-minute break
before starting the next round of data collection. A platoon of addi-
tional volunteers collected data in the other half of the park.

So how good are the new touring plans in the Unofficial Guide?
Our computer program typically gets within about 2% of the opti-
mal touring plan and finds an optimal plan for most straightforward
situations around 70% of the time. To put this in perspective, if the
hypothetical “perfect” Adult One-day Touring Plan took about 10
hours to complete, the Unofficial touring plan would take around
10 hours and 12 minutes. Since it would take about 30 years for a
really powerful computer to find that “perfect” plan, the extra 12
minutes is a reasonable trade-off.

In the 2003 edition of this guidebook, we noted the possibility of
using our touring plan software to see all of the 40-plus attractions in the
Magic Kingdom in one day. We dubbed this the Ultimate Magic King-
dom Touring Plan and offered it free to anyone up for the challenge. Sev-
eral people have completed this plan since that time, and many others
have come close. The current record-holders are the Unofficial Guide’s
own Fred Hazelton and Henry Work, who experienced 55 attractions in
11 hours and 38 minutes on December 14, 2009. Their average wait in
line was less than 2 minutes per attraction. This surpassed the record of
Drs. Yvette Bendeck and Edward Waller of Houston, who experienced
50 attractions in 12 hours and 48 minutes in October 2007. Drop us a
line or visit touringplans.com/ultimate if you’re interested in the chal-
lenge. Note that this touring plan isn’t intended for families, first-time
visitors, or anyone simply wanting a nice day in the Magic Kingdom.
Rather, it’s like running a marathon.

Personalized Touring Plans

The Unofficial Guide Touring Plan program allows us to offer read-

ers customized touring plans to all Disney parks. The best touring

plans our program can produce are the ones published in this guide.

Most of the plans, however, require that you be on hand when the

park opens. If you meet this requirement, you won’t need a custom

touring plan. If you want to sleep in, arrive at the o

park at 11 a.m. instead of at park opening, or unoffzczal TIP

commence touring at 3 p.m., a customized plan  Because park hours can

will guarantee the least time waiting in line given  change without notice,

your arrival time. the best time to request
In response to readers urging us to create  your personalized plan is

additional touring plans, we’ve posted on our  two to four weeks before

Web site, touringplans.com, more than 140 of the  leaving home.
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most requested custom plans. These are one- and two-day touring
plans that cover all four Walt Disney World theme parks and a whole
array of special situations: plans for senior citizens, Disney Cruise
guests, holiday touring, and much more. While the plans in this guide
emphasize efficient touring and seeing as much as possible, the Web
site’s touring plans offer rather laid-back itineraries allowing guests
to tour in a more relaxed fashion. By making the plans available
online, we’re able to reflect changes in park operating hours, parade
times and showtimes, and closing of attractions for maintenance.

OVERVIEW OF THE TOURING PLANS

OUR TOURING PLANS ARE STEP-BY-STEP guides for seeing as much
as possible with a minimum of standing in line. They’re designed to
help you avoid crowds and bottlenecks on days of moderate-to-heavy
attendance. On days when attendance is lighter (see “Selecting the
Time of Year for Your Visit,” page 30), the plans will save time, but
they won’t be as critical to successful touring.

What You Can Realistically Expect from the Touring Plans

Though we present one-day touring plans for each theme park, be
aware that the Magic Kingdom and Epcot have more attractions than
you can reasonably expect to see in one day. Because the two-day
plans for the Magic Kingdom and Epcot are the most comprehen-
sive, efficient, and relaxing, we strongly recommend them over the
one-day plans. However, if you must cram your visit into a single day,
the one-day plans will allow you to see as much as is humanly pos-
sible. Although Disney’s Hollywood Studios has grown considerably
since its 1989 debut, seeing everything in one day is still possible. Like-
wise, Disney’s Animal Kingdom is a one-day outing.

Variables That Affect the Success of the Touring Plans

The plans’ success will be affected by how quickly you move from
ride to ride; when and how many refreshment and restroom breaks
you take; when, where, and how you eat meals; and your ability (or
lack thereof) to find your way around. Smaller groups almost always
move faster than larger groups, and parties of adults generally cover
more ground than families with young children. Switching off (page
331), also known as “The Baby Swap” or child swapping, among
other things, inhibits families with little ones from moving expedi-
tiously among attractions. Plus, some folks simply cannot conform
to the plans’ “early to rise” conditions, as this reader from Cleveland
Heights, Ohio, recounts:

Our touring plans were thrown totally off by one member who could
not be on time for opening. Even in October, this made a huge dif-
ference in our ability to see attractions without waiting. Zen-like
patience and appreciating the moment are useful for group travel
with varying ages and traveling styles.

And a family from Centerville, Ohio, says:

The toughest thing about your touring plans was getting the rest of
the family to stay with them, at least to some degree. Getting them



ALLOCATING TIME

to pass by attractions in order to hit something across the park was
no easy task (sometimes impossible).

If you have young children in your party, be prepared for charac-
ter encounters. The appearance of a Disney character usually stops a
touring plan in its tracks. While some characters stroll the parks, it’s
equally common that they assemble in a specific venue (such as Expo-
sition Hall on Main Street, U.S.A.) where families queue up for photos
and autographs. Meeting characters, posing for photos, and collecting
autographs can burn hours of touring time. If your kids collect char-
acter autographs, you need to anticipate these interruptions and nego-
tiate some understanding with your children about when you’ll follow
the plan and when you’ll collect autographs. Our advice is to go with
the flow or set aside a specific morning or afternoon for photos and
autographs. Note that queues for autographs, especially in Exposi-
tion Hall at the Magic Kingdom and Camp Minnie-Mickey at Dis-
ney’s Animal Kingdom, are sometimes as long as the queues for major
attractions. The only time-efficient way to collect autographs is to line
up at the character-greeting areas first thing in the morning. This is
also the best time to experience the popular attractions, so you may
have tough choices to make.

While we realize that following the plans isn’t always easy, we nev-
ertheless recommend continuous, expeditious touring until around
noon. After noon, breaks and diversions won’t affect the plans
significantly.

Some variables that can profoundly affect the plans are beyond
your control. Chief among these are the manner and timing of bring-
ing a particular ride to capacity. For example, Big Thunder Mountain
Railroad, a roller coaster in the Magic Kingdom, has five trains. On
a given morning, it may begin operation with two of the five, then
add the other three when needed. If the waiting line builds rapidly
before operators go to full capacity, you could have a long wait, even
in early morning.

Another variable relates to the time you arrive for a theater per-
formance. You’ll wait from the time you arrive until the end of the
presentation in progress. Thus, if a show is 15 minutes long and you
arrive 1 minute after it has begun, your wait will be 14 minutes. Con-
versely, if you arrive as the show is wrapping up, your wait will be
only a minute or two.

Finally, the Disney Dining Plan’s required restaurant reservations
impose a rigid schedule that can derail a touring plan, as this Wich-
ita, Kansas, mom attests:

The touring plans were impractical if used with the dining plan.

The hour-long meals wreaked havoc on the itinerary, and we never

seemed to be able to get back on track, even with low crowd levels

and rainy afternoons!

Flexibility
The attractions included in the touring plans are the most popular ones
as determined by more than 37,000 reader surveys. Even so, your favorite
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attractions might be different. Fortunately, the touring plans are flexible.
If a plan calls for an attraction you don’t wish to experience, simply skip
it and move on to the next one. You can also substitute similar attrac-
tions in the same area of the park. If a plan calls for, say, riding Dumbo
and you’re not interested but you’d enjoy the Mad Tea Party (which is
not on the plan), then go ahead and substitute it for Dumbo. As long as
the substitution is a similar attraction—substituting a show for a ride
won’t work—and is pretty close to the attraction called for in the tour-
ing plan, you won’t compromise the plan’s overall effectiveness.

A family of four from South Slocan, British Columbia, found they
could easily tailor the touring plans to meet their needs:

We amended your touring plans by taking out the attractions we
didn’t want to do and just doing the remainder in order. It worked
great, and by arriving before the parks opened, we got to see every-
thing we wanted, with virtually no waits!

As did a dad from London, Ontario:

For repeat visitors, the logic behind the touring plans should make
perfect sense. Once you're familiar with their concept, the plans can
be easily modified to suit personal tastes.

Likewise, a Jacksonville, Florida, family modified our touring
plans to meet their needs:

We used a combination of the Two-day Touring Plan for Parents

with Small Children and the Two-day Touring Plan for Adults. We

were able to get on almost everything with a 10-minute wait or less.

Our longest wait was on our second day for the Jungle Cruise, but

the wait was still only 20 minutes.

What to Do if You Lose the Thread
Anything from a blister to a broken attraction can throw off a tour-
ing plan. If unforeseen events interrupt a plan:

1. Skip one step on the plan for every 20 minutes’ delay. If, for example, you
lose your billfold and spend an hour finding it, skip three steps and pick
up from there.

2. Forget the plan and organize the remainder of your day using the
Recommended Attraction Visitation Times clip-out lists at the back of
this guide. These timetables summarize the best times to visit each
attraction.

A multigenerational family from Aurora, Ohio, wonders how to
know if you’re on track or not, writing:

It seemed like the touring plans were very time-dependent, yet there

were no specific times attached to the plan outside of the early

morning. On more than one day, I often had to guess as to whether

we were “on track.”

Honestly, there is no objective measurement for being on track.
Each family’s or touring group’s experience will differ to some degree.
Whether your group is large or small, fast or slow, the sequence of
attractions in the touring plans will allow you to enjoy the greatest
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number of attractions in least possible time. Two quickly moving
adults will probably take in more attractions in a specific time period
than will a large group consisting of children, parents, and grand-
parents. However, given the characteristics of the respective groups,
each will maximize its touring time and experience as many attrac-
tions as possible.

What to Expect When You Arrive at the Parks

Because most touring plans are based on being present when the
theme park opens, you need to know about opening procedures. Dis-
ney transportation to the parks begins 1%-2 hours before official
opening. The parking lots open at around the same time.

Each park has an entrance plaza outside the turnstiles. Usually,
you’re held there until 30 minutes before the official opening time,
when you’re admitted. What happens next depends on the season and
the day’s crowds.

1. Low seasoN At slower times, you'll usually be confined outside the
turnstiles or in a small section of the park until the official opening time.
At the Magic Kingdom you might be admitted to Main Street, US.A;; at
Disney’s Animal Kingdom, to The Oasis and sometimes to Discovery
Island; at Epcot, to the fountain area around Spaceship Earth; and at
Disney’s Hollywood Studios, to Hollywood Boulevard. Rope barriers
supervised by Disney cast members keep you there until the “rope drop,”
when the barrier is removed and the park and its attractions are opened
at the official start time.

2. HIGH-ATTENDANCE DAYs When large crowds are expected, you'll usually be
admitted through the turnstiles up to 30 minutes before official opening,
and the entire park will be operating.

3. VARIATIONs Sometimes Disney will run a variation of those two procedures.
In this, you'll be permitted through the turnstiles and find that one or
several specific attractions are open early. At Epcot, Spaceship Earth and
sometimes Test Track or Soarin’ will be operating. At Animal Kingdom, you
may find Kilimanjaro Safaris and /t’s Tough to Be a Bug! running early. At
Disney’s Hollywood Studios, look for Tower of Terror, Toy Story Manial,
and/or Rock 'n” Roller Coaster. The Magic Kingdom almost never runs a
variation. Instead, you'll usually encounter number 1, or occasionally 2.

For many years at all four parks, Disney cast members would dive
for cover when the rope was dropped as thousands of adrenaline-
crazed guests stampeded to the parks’ most popular attractions. This
ritual insanity no longer exists—at least not in the tumultuous ver-
sions of years past. Disney has increased the number of cast mem-
bers supervising the rope drop in order to suppress the melee. In some
cases, the rope isn’t even “dropped.” Instead, it’s walked back: cast
members lead you with the rope at a fast walk toward the attraction
you’re straining to reach, forcing you (and everyone else) to maintain
their pace. Not until they near the attraction do cast members step
aside. A New Jersey mom described it thus:

You're no longer allowed to sprint to these attractions because of peo-
ple being trampled. Now there’s a phalanx of cast members lined up at
the rope who instruct you in friendly but no uncertain terms that when
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the rope drops they will lead you to the rides at a fast walk. However,
you’re not allowed to pass them. (No one ever said what would hap-
pen if you did pass.) To my surprise, everyone followed the rules and
we were splish-splashing within 5 minutes after 9 a.m.

If Disney persists in walking the rope back, the only way you can
gain an advantage is to arrive early enough to be up front near the
rope. Be alert, though; cast members sometimes step out of the way
after about 50 yards. If this happens, walk quickly but safely for the
remaining distance to your destination.

Touring Plan Clip-out Pocket Versions

For your convenience, we’ve prepared graphical clip-out copies of all
touring plans. These pocket versions combine touring planitineraries
with maps and directions. Select the plan appropriate for your party,
and get familiar with it. Then clip the pocket version from the
back of this guide and carry it with you as a quick reference at the
theme park.

Will the Plans Continue to Work Once the Secret Is Out?

Yes! First, all the plans require that a patron be there when a park
opens. Many Disney World patrons simply won’t get up early while
on vacation. Second, less than 1% of any day’s attendance has been
exposed to the plans—too few to affect results. Last, most groups tai-
lor the plans, skipping rides or shows according to taste.

How Frequently Are the Touring Plans Revised?

Because Disney is always adding new attractions and changing opera-
tions, we revise the plans every year, and updates are always available
at touringplans.com. Most complaints we receive come from readers
using out-of-date editions of the Unofficial Guide. Even if you’re up
to date, though, be prepared for surprises. Opening procedures and
showtimes may change, for example, and you can’t predict when an
attraction might break down.

Tour Groups from Hell

We have discovered that tour groups of up to 200 people sometimes
use our plans. A woman from Memphis, Tennessee, writes:

When we arrived at the Land Pavilion at Epcot, a tour guide was
holding your book and shouting into a bullborn, “Step 7—proceed
to Journey into Imagination!” With this, about 65 Japanese tourists
in red T-shirts ran out the door.

Unless your party is as large as the Japanese group, this development
shouldn’t alarm you. Because tour groups are big, they move slowly and
have to stop to collect stragglers. The tour guide also has to accom-
modate the unpredictability of five dozen or so bladders. In short, you
should have no problem passing a group after the initial encounter.

“Bouncing Around”

Many readers object to crisscrossing a theme park as our touring
plans sometimes require. A lady from Decatur, Georgia, said she “got
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dizzy from all the bouncing around.” We empathize, but here’s the
rub, park by park.

In the Magic Kingdom, the most popular attractions are posi-
tioned across the park from one another. This is no accident. It’s a
method of more equally distributing guests throughout the park.
If you want to experience the most popular attractions in one day
without long waits, you can arrive before the park fills and see those
attractions first (requires crisscrossing the park), or you can enjoy the
main attractions on one side of the park first, then try the most pop-
ular attractions on the other side during the hour or so before clos-
ing, when crowds presumably have thinned. Using Fastpass lessens
the time you wait in line but tends to increase the bouncing around
because you must visit the same attraction twice: once to obtain your
Fastpass and again to use it.

The bes,.t way to mipimize “bouncing around” unofﬁcial TIP
at the Magic Kingdom is to use the Two-day Tour-
ing Plan (see pages 819 and 820), which spreads
the more popular attractions over two mornings
and works beautifully even when the park closes
at 8 p.m. or earlier.

Disney’s Animal Kingdom is arranged in
a spoke-and-hub configuration like the Magic
Kingdom, simplifying crisscrossing the park. Even so, the only way to
catch various shows is to stop what you’re doing and troop across the
park to the next performance.

Disney’s Hollywood Studios is configured in a way that precludes
an orderly approach to touring, or to a clockwise or counterclockwise
rotation. Orderly touring is further confounded by live entertainment
that prompts guests to interrupt their touring to head for whichever
theater is about to crank up. At the Studios, therefore, you’re stuck
with “bouncing around” whether you use our plan or not. In our
opinion, when it comes to Disney parks, it’s best to have a plan.

We've revised the

Epcot plans to eliminate
most of the “bouncing
around” and have added
instructions to minimize
walking.

Touring Plans and the Obsessive-compulsive Reader

We suggest sticking to the plans religiously, especially in the morn-
ings, if you’re visiting during busy times. The consequence of touring
spontaneity in peak season is hours of standing in line. During quieter
times, there’s no need to be compulsive about following the plans.

A mom in Atlanta suggests:

Emphasize perhaps not following the touring plans in off-season.

There’s no reason to crisscross the park when there are no lines.

A mother in Minneapolis advises:

Please let your readers know to stop along the way to various attrac-
tions to appreciate what else may be going on around them. We
encountered many families using the Unofficial Guide who became
too serious about getting from one place to the next.

Hmm-—what can we say? It’s a lesser-of-two-evils situation. If you
visit Walt Disney World at a busy time, you can either rise early and
hustle around, or you can sleep in and see less.
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When using the plans, however, relax and always be prepared for
surprises and setbacks. When your type-A brain does cartwheels,
reflect on the advice of a woman from Trappe, Pennsylvania:

You cannot emphasize enough the dangers of those with compulsive
personalities using your touring plans. I had planned for this trip for
two years and researched it by use of guidebooks, computer programs,
videotapes, and information received from WDW. On night three of
our trip, | ended up taking an unscheduled trip to the emergency room
of Sand Lake Hospital in Lake Buena Vista. When the doctor asked
what seemed to be the problem, I responded with “I don’t know, but
I can’t stop shaking, and I can’t stay here very long because 1 have to
get up in a couple hours to go to Disney’s Hollywood Studios.” Diag-
nosis: an anxiety attack caused by my excessive itinerary.

Lastly, from an Omaha, Nebraska, couple:

We created our own 4.25 X 5.5 guidebook for our trip that included a
number of pages from the touringplans.com Web site. This was the

first page:

THE TYPE A SPOUSE’S BILL OF RIGHTS

1. We will not see everything in one vacation, and any attempt to do
so may be met with blunt trauma.

2. Len Testa will not be vacationing with us. His plans don’t schedule
time for benches. Ours may.

3. We may deviate from the touring plans at some point. Really.

4. Even if it isn’t on the Disney Dining Plan, a funnel cake or other snack
may be purchased without a grouchy face from the non-purchasing
spouse.

5. Sometimes, sitting by the pool may sound more fun than going to
a park, show, or other scheduled event. On this vacation, that will

be fine.

6. “But | thought we were going to ...” is a phrase that must be stricken
from the discussion of any plans that had not been previously discussed
asa couple.

7. Other items may be added as circumstances dictate at the parks.

It was a much happier vacation with these generally understood
principles in writing.

Touring Plan Rejection

Some folks don’t respond well to the regimentation of a touring plan.
If you encounter this problem with someone in your party, roll with
the punches as this Maryland couple did:

The rest of the group was not receptive to the use of the touring
plans. I think they all thought 1 was being a little too regimented
about planning this vacation. Rather than argue, I left the touring
plans behind as we ventured off for the parks. You can guess the out-
come. We took our camcorder with us and watched the movies when
we returned home. About every 5 minutes or so there’s a shot of us
all gathered around a park map trying to decide what to do next.
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Finally, as a Connecticut woman alleges, the plans are incompati-
ble with some readers’ bladders and personalities:

[ want to know if next year when you write those “day” schedules
you could schedule bathroom breaks in there, too. You expect us to
be at a certain ride at a certain time and with no stops in between. In
one of the letters in your book, a guy writes, “You expect everyone
to be theme park commandos.” When I read that, I thought, “There’s
a man who really knows what a problem the schedules are if you're
a laid-back, slow-moving, careful detail-noticer.” What were you
thinking when you made these schedules?

Finally, note that our mobile app, Lines, can be used to find attrac-
tions with low wait times, even if you’re not using a structured tour-
ing plan.

Touring Plans for Low-attendance Days

We receive a number of letters each year similar to the following one
from Lebanon, New Jersey:

The guide always assumed there would be large crowds. We had no
lines. An alternate tour for low-traffic days would be helpful.

If attendance is low, you don’t need a touring plan. Just go where
your taste and instinct direct, and glory in the hassle-free tour-
ing. Having said that, however, there are attractions in each park
that bottleneck even if attendance is low. These are Space Moun-
tain, Splash Mountain, Dumbo, The Many Adventures of Winnie
the Pooh, and Peter Pan’s Flight in the Magic Kingdom; Test Track,
Soarin’, and Mission: SPACE at Epcot; Kilimanjaro Safaris and
Expedition Everest at Disney’s Animal Kingdom; and Rock ’n’ Roller
Coaster, The Twilight Zone Tower of Terror, and Toy Story Mania!
at Disney’s Hollywood Studios. Most of these are Fastpass attrac-
tions. Experience them immediately after the parks open, or use
Fastpass. Remember that crowd size is relative and that large crowds
can gather at certain attractions even during less-busy times. We rec-
ommend following a touring plan through the first five or six steps.
If you’re pretty much walking onto every attraction, feel free to scrap
the remainder of the plan.

A Clamor for Additional Touring Plans

We’re inundated by letters urging us to create additional plans. These
include a plan for ninth- and tenth-graders, a plan for rainy days, a
seniors’ plan, a plan for folks who sleep late, a plan omitting rides
that “bump, jerk, and clonk,” a plan for gardening enthusiasts, a plan
for kids who are afraid of skeletons, and a plan for single women.

The plans in this book are flexible. Adapt them to your prefer-
ences. If you don’t like rides that bump and jerk, skip those when they
come up in a plan. If you want to sleep in and go to the park at noon,
use the afternoon part of a plan. If you’re a ninth-grader and want to
ride Space Mountain three times in a row, do it. Will it decrease the
plans’ effectiveness? Sure, but they were created only to help you have
fun. It’s your day.
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For those using the plans in this guide or the specialized plans
at our Web site, touringplans.com, the latter provide updated infor-
mation on park operating hours, parade times and showtimes, and
attractions closed for maintenance.

EXTRA MAGIC HOURS AND THE TOURING PLANS

IF YOU'RE A DISNEY RESORT GUEST and use your morning Extra
Magic Hours privileges, complete your early-entry touring before the
general public is admitted, and position yourself to follow the tour-
ing plan. When the public is admitted, the park will suddenly swarm.
A Wilmington, Delaware, mother advises:
The early-entry times went like clockwork. We were finishing up the
Great Movie Ride when Disney’s Hollywood Studios opened to the
public, and we had to wait in line quite a while for Voyage of the Lit-
tle Mermaid, which sort of screwed up everything thereafter. Early-
opening attractions should be finished up well before regular opening
time so you can be at the plan’s first stop as early as possible.

In the Magic Kingdom, early-entry attractions currently operate in
Fantasyland, Liberty Square, and Tomorrowland. At Epcot, they’re
in the Future World section. At Disney’s Animal Kingdom, they’re
in DinoLand U.S.A., Asia, Discovery Island, and Africa. At Disney’s
Hollywood Studios, they’re dispersed. Practically speaking, see any
attractions on the plan that are open for early entry, crossing them
off as you do. If you finish all early-entry attractions and have time
left before the general public is admitted, sample early-entry attrac-
tions not included in the plan. Stop touring about 10 minutes before
the public is admitted, and position yourself for the first attraction
on the plan that wasn’t open for early entry. During early entry in the
Magic Kingdom, for example, you can almost always experience Peter
Pan’s Flight and It’s a Small World in Fantasyland, plus Space Moun-
tain and Stitch’s Great Escape! in Tomorrowland. As official opening
nears, go to the boundary between Fantasyland and Liberty Square
and be ready to blitz Splash and Big Thunder mountains according to
the touring plan when the rest of the park opens.

Evening Extra Magic Hours, when a designated park remains open
for Disney resort guests 3 hours beyond normal closing time, have less
effect on the touring plans than early entry in the morning. Parks are
almost never scheduled for both early entry and evening Extra Magic
Hours on the same day. Thus a park offering evening Extra Magic
Hours will enjoy a fairly normal morning and early afternoon. It’s
not until late afternoon, when park hoppers coming from the other
theme parks descend, that the late-closing park will become espe-
cially crowded. By that time, you’ll be well toward the end of your
touring plan.

FASTPASS

IN 1999 DISNEY LAUNCHED a system for moderating the wait at pop-
ular attractions. Called Fastpass, it was originally tried at Disney’s
Animal Kingdom, then expanded to attractions at the other parks.
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Here’s how it works. Your handout park map and signage at attrac-
tions will tell you which attractions are included. Attractions operat-
ing Fastpass will have a regular line and a Fastpass line. A sign at the
entrance will say how long the wait is in the regular line. If the wait
is acceptable to you, hop in line. If it seems too long, insert your park
admission pass into a Fastpass machine and receive an appointment
time (for later in the day) to return and ride. When you return at the
designated time, you enter the Fastpass line and proceed directly to the
attraction’s preshow or boarding area. Interestingly, this procedure was
pioneered by Universal Studios Hollywood years ago and had been vir-
tually ignored by theme parks since (Universal now has a reworked vari-
ation called Universal Express). The system works well, however, and
can save a lot of waiting time. There’s no extra charge to use Fastpass.

Fastpass is evolving, and attractions continue to be added and
deleted from the lineup. Changes aside, here’s an example of how to
use Fastpass. Say you have only one day to tour the Magic Kingdom.
You arrive early and ride Space Mountain and Buzz Lightyear with
minimal waits. Then you cross the park to Splash Mountain and find
a substantial line. Because Splash Mountain is a Fastpass attraction,
you can insert your admission pass into the machine and receive an
appointment to come back and ride, thus avoiding a long wait.

The effort to accommodate Fastpass holders makes anyone in the
regular line feel second class. And a telling indication of their status
is that they’re called “standby guests.” Disney is sending a message
here: Fastpass is heaven; anything else is limbo at best and probably
purgatory. In any event, you’ll think you’ve been in hell if you’re stuck
in the regular line during the hot, crowded part of the day.

Readers regularly send standby-line horror stories. Here’s one
from a Pequea, Pennsylvania, family:

We, a group of four 12-year-olds and five adults, decided to ride Test

Track when we arrived at Epcot at 11 a.m. Fastpasses were being

issued for late that night, and the singles line was not open yet, so

we decided to brave the 120-minute wait (at MK and Disney’s Holly-
wood Studios, many waits ended up being less than the posted time).

What a disaster! Once inside the building, the Fastpass and singles

line (which opened when we were very near the building) sped ahead

while the standby line barely moved. After 3 hours and 20 minutes,
we finally made it to the car!

Fastpass doesn’t eliminate the need to arrive early at a theme
park. Because each park offers a limited number of Fastpass attrac-
tions, you still need an early start if you want to see as much as pos-
sible in one day. Plus, there’s a limited supply of Fastpasses available
for each attraction on any day. If you don’t arrive until midafternoon,
you might find that no more Fastpasses are available. Fastpass does
make it possible to see more with less waiting, and it’s a great benefit
to those who like to sleep late or who choose an afternoon or evening
at the parks on their arrival day. It also allows you to postpone wet
rides, such as Kali River Rapids at Disney’s Animal Kingdom or Splash
Mountain at the Magic Kingdom, until a warmer time of day.
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FASTPASS ATTRACTIONS AT WALT DISNEY WORLD

MAGIC KINGDOM  EPCOT ANIMAL KINGDOM  DHS

Big Thunder Mtn.  Living with the DINOSAUR Rock ‘n’ Roller

Buzz Lightyear Land* Expedition Everest ~ Coaster
Maelstrom Star Tours

Jungle Cruise Kali River Rapids

Mission: SPACE

Mickey’s Kilimanjaro Safaris 10Y Story Mania!
PhilharMagic* Soarin’ The Twilight Zone
Peter Pan’s Flight  Test Track Tower of Terror
Space Mountain

Splash Mountain

Winnie the Pooh *Available seasonally

Understanding the Fastpass System

The purpose of Fastpass is to reduce the wait for designated attrac-
tions by distributing guests at those attractions throughout the day.
This is accomplished by providing an incentive (a shorter wait) for
guests willing to postpone experiencing the attraction until later in
the day. The system also, in effect, imposes a penalty (standby sta-
tus) on those who don’t use it. However, spreading out guest arrivals
sometimes also decreases the wait for standby guests.

When you insert your admission pass into a Fastpass time clock, the
machine spits out a slip of paper about two-thirds the size of a credit
card—small enough to fit in your wallet but also small enough to lose
easily. Printed on it are the attraction’s name and a time window during
which you can return to ride— for example, 1:15-2:15 p.m.

Returning to Ride

At both Walt Disney World and Disneyland in California, the return-
window expiration time is ignored as a matter of policy, though Dis-
ney keeps this something of a secret. In other words, a Fastpass is
good from the beginning of the return window until closing time. In
the unlikely event that a cast member doesn’t let you reenter an attrac-
tion because your Fastpasses have expired, hold on to them if possible
and try again 15-30 minutes later. Another cast member will prob-
ably be staffing the return line by that time, and he or she will more
than likely allow you to reenter. A frequent exception to this practice
is Soarin’ at Epcot, where cast members are strict about enforcing the
return window.

A Selkirk, New York, family share their experiences using expired
Fastpasses:

At Toy Story Mania! at Hollywood Studios, the Fastpasses ran out
almost immediately, and the standby line jumped to 90 minutes
within 20 minutes of the rope drop. We actually got Fastpasses and
then came back another day and used them. We used old Fastpasses
a number of times with no problems, except the last two days we
were there, when we got turned away at DINOSAUR and Soarin’
with old Fastpasses. All in all, though, ignoring the return time really
enhanced our touring.
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When you report back, you’ll enter a line marked FASTPASS
RETURN that routes you more or less directly to the boarding or pre-
show area. Each person in your party must have his own Fastpass and
be ready to show it at the entrance of the Fastpass return line. Before
you enter the boarding area or theater, another cast member will col-
lect your Fastpass.

Cast members are instructed to minimize waits for Fastpass hold-
ers. Thus, if the Fastpass return line is suddenly inundated (some-
thing that occurs by chance), cast members intervene to reduce the
Fastpass line. As many as 25 Fastpass holders will be admitted for
each standby guest until the Fastpass line is reduced to an acceptable
length. Although Fastpass usually eliminates 85% or more of the wait
you’d experience in the regular line, you can still expect a short wait,
usually less than 15 minutes and frequently less than 10 minutes.

Obtaining a Fastpass

You can ordinarily obtain a Fastpass anytime after a park opens
(some attractions are a little tardy getting their Fastpass system up),
but the Fastpass return lines don’t usually begin operating until 35-90
minutes after opening.

Whenever you obtain a Fastpass, you can be assured of a period
of time between when you receive your Fastpass and when you report
back. The interval can be as short as 15 minutes or as long as 3-7
hours, depending on park attendance and the attraction’s popular-
ity and hourly capacity. Generally, the earlier in the day you obtain
a Fastpass, the shorter the interval before your return window. If the
park opens at 9 a.m. and you obtain a Fastpass for Splash Mountain
at 9:25 a.m., your appointment for returning to ride would be 10-11
a.m. or 10:10-11:10 a.m. The exact time will be determined by how
many other guests have obtained Fastpasses before you.

To more effectively distribute guests over the day, Fastpass machines
bump the 1-hour return period back a few minutes for a set number of
passes issued (usually about 6% of the attraction’s hourly capacity).
For example, when Splash Mountain opens at 9 a.m., the first 125 peo-
ple to obtain a Fastpass will get a 9:40- to 10:40 a.m. return window.
The next 125 guests are issued Fastpasses with a 9:45- to 10:45 a.m.
window. And so it goes, with the time window dropping back 5 min-
utes for every 125 guests. The fewer guests who obtain Fastpasses for
an attraction, the shorter the interval between receipt of your pass and
the return window. Conversely, the more guests issued Fastpasses, the
longer the interval. If an attraction is exceptionally popular and/or its
hourly capacity is relatively small, the return window might be pushed
back to park closing time. When this happens the Fastpass machines
shut down and a sign is posted saying all Fastpasses are gone for the
day. It’s not unusual, for example, for Test Track at Epcot or Winnie
the Pooh at the Magic Kingdom to have distributed all available Fast-
passes by 1 p.m.

Rides routinely exhaust their daily Fastpass supply, but shows almost
never do. Fastpass machines at theaters try to balance attendance at
each show so that the audience for any given performance is divided
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about evenly between standby and Fastpass guests. Consequently,
standby guests for shows aren’t discriminated against to the degree
experienced by standby guests for rides. In practice, Fastpass dimin-
ishes the wait for standby guests. With few exceptions, the standby line
at theater attractions requires less waiting than using Fastpass.

WHEN TO USE FASTPASS Except as discussed below, there’s no reason
to use Fastpass during the first 3040 minutes a park is open. Lines
for most attractions are manageable during this period, and this is the
only time of day when Fastpass attractions exclusively serve those in
the regular line.

Using Fastpass requires two trips to the same attraction: one to
obtain the pass and another to use it. You must invest time to obtain
the pass, then interrupt your touring later to backtrack in order to use
it. The additional time, effort, and touring modification are justified
only if you can save more than 30 minutes. Don’t forget: even the Fast-
pass line requires some waiting.

Nine attractions build lines so quickly in the morning that failing to
queue up within the first 6 or so minutes of operation will all but guar-
antee a long wait: Mission: SPACE, Soarin’; and Test Track at Epcot;
Expedition Everest and Kilimanjaro Safaris at Disney’s Animal King-
dom; Space Mountain at the Magic Kingdom; and Rock ’n’ Roller
Coaster, Toy Story Mania!, and The Twilight Zone Tower of Terror
at Disney’s Hollywood Studios. With these, you should race directly to
the attractions when the park opens or obtain a Fastpass.

Another four Fastpass attractions—Splash Mountain, Winnie the
Pooh, Peter Pan’s Flight, and Jungle Cruise in the Magic Kingdom—
develop long queues within 30—-50 minutes of park opening. If you can
make your way to them before the wait becomes intolerable, lucky you.
Otherwise, your options are Fastpass or a long time waiting in line.

In case you’re wondering how Fastpass waits compare with waits
in the standby line, here’s what we observed at Space Mountain dur-
ing spring break on a day when the park opened at 9 a.m. From 9 to

10 a.m., both sides of Space Mountain served

unofﬁcial TIP standby guests (there are two identical roller
Regardless of the time coasters in the Space Mountain building). At 10
of day, if your wait in a.m., the entire right side was cleared and became
the regular lineata dedicated to Fastpass. At 10:45 a.m., the posted
Fastpass attraction is standby wait time was 45 minutes; for Fastpass,
25-30 minutes or less, only 10 minutes. At 1:45 p.m., the posted standby
join the regular line. wait time was 1 hour, with 10 minutes for Fast-

pass. These observations document the benefit
of Fastpass and, interestingly, also reveal shorter waits in the regular
line than those observed at the same time of day before the advent of
Fastpass.

FASTPASS RULES Disney allows you to obtain a second Fastpass at a
time printed on the bottom of your most recent pass, usually 2 hours
or less from the time the first was issued. The lesson here is to check
the posted return time before obtaining a Fastpass, as a father of two
from Cranston, Rhode Island, advises:
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We made the mistake of not looking at the time before we got our
Fastpasses for Space Mountain. The time we received was not for
2 hours and was at a time when we could not ride because of lunch
reservations.

If the return time is hours away, forgo Fastpass. Especially in the
Magic Kingdom, there will be other Fastpass attractions where the
return time is only an hour or so away.

At a number of attractions, the time gap between issuance and
return can be 3—7 hours. If you think you might want to use Fastpass
on the following attractions, obtain it before 11 a.m.:

MAGIC KINGDOM EPCOT ANIMAL KINGDOM  DHS
Buzz Lightyear Mission: SPACE Expedition Everest  Rock 'n’ Roller
Peter Pan’s Flight ~ Soarin’ Coaster

Space Mountain Test Track Toy Story Mania!

Splash Mountain
Winnie the Pooh

FASTPASS ODDITIES AND EXCEPTIONS Generally, you can obtain a sec-
ond Fastpass when you enter your return window, at the time printed
at the bottom of the Fastpass, or 2 hours after the time of issue,
whichever is first. An exception is The Twilight Zone Tower of Ter-
ror at Disney’s Hollywood Studios, where you’re eligible to get a sec-
ond Fastpass after 1 hour.

TRICKS OF THE TRADE [t’s possible to acquire a second Fastpass before
using the first one (and sooner than 2 hours after getting it). Let’s say
you obtain a Fastpass to Kilimanjaro Safaris at Animal Kingdom with
a return time of 10:15-11:15 a.m. Any time after your Fastpass win-
dow begins, you can obtain another Fastpass, say for Kali River Rap-
ids. This is possible because the Fastpass computer monitors only the
distribution of passes, ignoring whether or when a Fastpass is used.

When obtaining Fastpasses, it’s quicker and more considerate if
one person obtains passes for your entire party. This means entrust-
ing one individual with your valuable park-admission passes and your
Fastpasses, so choose wisely.

Obtain Fastpasses for all members of your party, including those
who are too short, too young, or simply not interested in riding, as
this family of four recommends:

Utilize the Fastpasses of people in your group who don’t want to
ride. Our 6-year-old didn’t want to ride anything rough. All four
of us got Fastpasses for each ride. When the 6-year-old didn’t want
to ride, my husband and 1 took turns riding with the 12-year-old. It
was our version of the Fastpass child swap, and the 12-year-old got
double rides.

Our mobile wait-times app, Lines, will show you which Fastpass
attractions still have passes available and when we estimate they’ll run
out. See Lines in action before you go at touringplans.com/lines.
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Fastpass Guidelines

® Don’t mess with Fastpass unless it can save you 30 minutes or more.

¢ If you arrive after a park opens, obtain a Fastpass for your preferred
Fastpass attraction first thing.

¢ Don't obtain a Fastpass for a theater attraction until you've
experienced all the Fastpass rides on your itinerary. (Using Fastpass
at theater attractions usually requires more time than using the
standby line.)

® Check the Fastpass return time before obtaining a Fastpass.

® Obtain Fastpasses for Peter Pan’s Flight, Space Mountain, Splash
Mountain, and Winnie the Pooh at the Magic Kingdom; Mission: SPACE,
Soarin’, and Test Track at Epcot; Expedition Everest at Disney’s Animal
Kingdom; and Rock 'n’ Roller Coaster and Toy Story Mania! at Disney’s
Hollywood Studios as early in the day as possible.

® Try to obtain Fastpasses for rides not mentioned in the preceding tip
by 1 p.m.

* Don’t depend on Fastpasses being available after 2 p.m. during
busier times.

® Make sure everyone in your party has his or her own Fastpass.

® You can obtain a second Fastpass at the time printed at the bottom of
your first Fastpass.

UNDERSTANDING WALT
DISNEY WORLD ATTRACTIONS

DISNEY WORLD’S PRIMARY APPEAL IS IN ITS rides and shows.
Understanding how these are engineered to accommodate guests is
interesting and invaluable to developing an efficient itinerary.

All attractions, regardless of location, are affected by two ele-
ments: capacity and popularity. Capacity is how many guests the
attraction can serve at one time. Popularity shows how well visitors
like an attraction. Capacity can be adjusted at some attractions. It’s
possible, for example, to add trams at the Studio Backlot Tour at Dis-
ney’s Hollywood Studios or put extra boats on the Magic Kingdom’s
Jungle Cruise. Generally, however, capacity remains relatively fixed.

Designers try to match capacity and popularity as closely as possi-
ble. A high-capacity ride that isn’t popular is a failure. Lots of money,
space, and equipment have been poured into the attraction, yet there
are empty seats. Journey into Imagination at Epcot, fits this profile.

It’s extremely unusual for a new attraction not to measure up, but
it’s fairly common for an older ride to lose appeal. The Magic King-
dom’s Enchanted Tiki Room, for example, played to half-capacity
audiences until its 1998 renovation.

Some attractions, such as Space Mountain at the Magic Kingdom,
have sustained great appeal years beyond their debut, while others
declined in popularity after a few years. Most attractions, however,
work through the honeymoon, then settle down to handle the level of
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demand for which they were designed. When this unofﬁcial TIP
happens, there are enough interested guests dur-
ing peak hours to fill almost every seat, but not
so many that long lines develop.

Sometimes Disney correctly estimates an
attraction’s popularity but fouls the equation by
mixing in a third variable such as location. Space-
ship Earth, the ride inside the geosphere at Epcot, is a good example.
Placing the ride squarely in the path of every person entering the park
assures that it will be inundated during morning when the park is fill-
ing. On the flip side, The American Adventure, at the opposite end of
Epcot, has huge capacity but plays to a partially filled theater until
midafternoon, when guests finally reach that part of the park.

If demand is high and capacity is low, large lines materialize. Dumbo
the Flying Elephant in the Magic Kingdom has the smallest capacity of
almost any Disney World attraction, yet it’s probably the most popular
ride among young children. The result of this mismatch is that children
and parents often suffer long, long waits for a 1%2-minute ride. Dumbo
is a simple yet visually appealing midway ride. Its capacity is limited by
the very characteristics that make it popular.

Capacity design is predicated on averages: the average number
of people in the park, the normal distribution of traffic to specific
areas, and the average number of staff needed to operate the ride. On
a holiday weekend, when all the averages are exceeded, all but a few
attractions operate at maximum capacity, and even then they’re over-
whelmed by the huge crowds. On days of low attendance in the fall,
capacity is often not even approximated, and guests can ride without
having to wait.

Only the Magic Kingdom and Disney’s Animal Kingdom offer low-
capacity midway rides and spook-house “dark” rides. They range from
state-of-the-art to antiquated. This diversity makes efficient touring of
the Magic Kingdom much more challenging. If guests don’t under-
stand the capacity—popularity relationship and don’t plan accordingly,
they might spend most of the day in line.

Although Epcot, Animal Kingdom, and Disney’s Hollywood Stu-
dios have fewer rides and shows than the Magic Kingdom, almost all
their attractions are major features on par with the Magic Kingdom’s
Pirates of the Caribbean and The Haunted Mansion in scope, detail,
imagination, and spectacle. All but one or two Epcot, Animal King-
dom, and DHS rides are fast-loading, and most have large capacities.
Because Epcot, Animal Kingdom, and DHS attractions are generally
well engineered and efficient, lines may appear longer than those in the
Magic Kingdom but usually move more quickly. There are no midway
rides at Epcot or DHS, and fewer attractions are
intended for children. M?’lOfﬁCiéll TIP

In the Magic Kingdom, crowds are more a  The Magic Kingdom
function of the popularity and engineering of  offers the greatest
individual attractions. At Epcot and Animal variety in capacity and
Kingdom, traffic flow and crowding are more popularity, with vastly
affected by park layout. For touring efficiency, it’s  differing rides and shows.

Generally, attractions are
immensely popular when
they’re new, and thus
have longer lines.
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important to understand how Magic Kingdom rides and shows oper-
ate. At Epcot and Animal Kingdom, this knowledge is less important.

Crowds at Disney’s Hollywood Studios were larger than antic-
ipated when the park opened. Disney has added attractions, mak-
ing a touring plan essential. Likewise, Animal Kingdom is operating
with only five of its six originally planned themed areas open. Lack
of capacity plus the allure of a newer roller coaster translates into
lengthy queues.

To develop an efficient touring plan, it’s necessary to understand
how rides and shows are designed and function. We’ll examine both.

CUTTING YOUR TIME IN LINE BY
UNDERSTANDING THE RIDES

WALT DISNEY WORLD HAS MANY TYPES OF RIDES. Some, such
as The Great Movie Ride at Disney’s Hollywood Studios, can carry
more than 3,000 people an hour. At the other extreme, Dumbo the
Flying Elephant can handle only around 400 people an hour. Most
rides fall somewhere in between. Many factors figure into how long
youw’ll wait to experience a ride: its popularity; how it loads and
unloads; how many persons can ride at once; how many units (cars,
rockets, boats, flying elephants, and the like) are in service at a time;
and how many cast members are available to operate the ride. Let’s
take the factors one by one.

1. How Popular Is the Ride?

Newer rides such as Expedition Everest at Disney’s Animal Kingdom
and Toy Story Mania! at Disney’s Hollywood Studios attract a lot of
people, as do such longtime favorites as the Magic Kingdom’s Jungle
Cruise. If a ride is popular, you need to know how it operates in order
to determine the best time to ride. But a ride need not be especially
popular to generate long lines; in some cases, such lines are due not
to a ride’s popularity but to poor traffic engineering. This is the case
at the Mad Tea Party and Prince Charming Regal Carrousel (among
others) in Fantasyland. Both rides serve only a small percentage of
any day’s attendance at the Magic Kingdom, yet because they take so
long to load and unload, long lines form regardless.

2. How Does the Ride Load and Unload?

Some rides never stop. They’re like conveyor belts that go around
and around. These are “continuous loaders.” The Magic Kingdom’s
Haunted Mansion and Epcot’s Spaceship Earth are continuous load-
ers. The number of people that can be moved through in an hour
depends on how many cars—“doom buggies” or whatever—are on
the conveyor. The Haunted Mansion and Spaceship Earth have lots
of cars on the conveyor, and each consequently can move more than
2,000 people an hour.

Other rides are “interval loaders.” Cars are unloaded, loaded, and
dispatched at set intervals (sometimes controlled rnanually, some-
times by computer). Space Mountain in Tomorrowland is an inter-
val loader. It has two tracks (the ride has been duplicated in the same
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facility). Each track can run as many as 14 space capsules, released
at 36-, 26-, or 21-second intervals. (The bigger the crowd, the shorter
the interval.)

In one kind of interval loader, empty cars, as in Space Mountain’s
space capsules, return to where they reload. In a second kind, such
as Splash Mountain, one group of riders enters the vehicle while the
previous group departs. Rides of the latter type are referred to as “in
and out” interval loaders. As a boat docks, those who have just com-
pleted their ride exit to the left; at almost the same time, those wait-
ing to ride enter the boat from the right. The reloaded boat is released
to the dispatch point a few yards down the line, where it’s launched
according to the interval being used.

Interval loaders of both types can be very efficient people-movers if
(1) the dispatch (launch) interval is relatively short and (2) the ride can
accommodate many vehicles at one time. Since many boats can float
through Pirates of the Caribbean at one time, and since the dispatch
interval is short, almost 3,000 people can see this attraction each hour.

The least efficient rides, in terms of traffic engineering, are “cycle
rides,” also called “stop and go” rides. On cycle rides, those wait-
ing to ride exchange places with those who have just ridden. Unlike
in-and-out interval rides, cycle rides shut down during loading and
unloading. While one boat is loading and unloading in It’s a Small
World (an interval loader), many other boats are advancing through
the ride. But when Dumbo the Flying Elephant touches down, the
whole ride is at a standstill until the next flight launches (ditto Prince
Charming Regal Carrousel).

In cycle rides, the time in motion is “ride time.” The time the ride
idles while loading and unloading is “load time.” Load time plus ride
time equals “cycle time,” or the time from the start of one run of the
ride until the start of the next. The only cycle rides in Disney World
are in the Magic Kingdom and Disney’s Animal Kingdom.

3. How Many Persons Can Ride at One Time?

This figure expresses “system capacity,” or the number of people who
can ride at one time. The greater the carrying capacity of a ride (all
other things being equal), the more visitors it can accommodate per
hour. Some rides can add extra units (cars, boats, and such) as crowds
build, to increase capacity; others, such as the Astro Orbiter in Tomor-
rowland, have a fixed capacity (it’s impossible to add more rockets).

4. How Many Units Are in Service at a Given Time?

Unit is our term for the vehicle in which you ride. At the Mad Tea
Party the unit is a teacup, at Peter Pan’s Flight a pirate ship. On some
rides (mostly cycle rides), the number of units operating at one time
is fixed. There are always 16 flying elephants at Dumbo and 90 horses
on Prince Charming Regal Carrousel. There’s no way to increase the
capacity of such rides by adding units. On a busy day, the only way to
carry more people each hour on a fixed-unit cycle ride is to shorten
the loading time or decrease the ride time. The bottom line: on a busy
day for a cycle ride, you’ll wait longer and possibly be rewarded with
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a shorter ride. This is why we steer you away from cycle rides unless
you’re willing to ride them early in the morning or late at night. These
are the cycle rides:

MAGIC KINGDOM Dumbo the Flying Elephant, Prince Charming Regal
Carrousel, Mad Tea Party, The Magic Carpets of Aladdin, Astro
Orbiter, The Barnstormer at Goofy’s Wiseacre Farm

DISNEY’S ANIMAL KINGDOM TriceraTop Spin

Many other rides throughout Disney World can increase their
capacity by adding units as crowds build. For example, if attendance
is light, Big Thunder Mountain Railroad in Frontierland can start the
day by running only one of its five mine trains from one of two avail-
able loading platforms. If lines build, the other platform is opened
and more mine trains are placed into operation. At capacity, the five
trains can carry about 2,400 persons an hour. Likewise, Star Tours
at Disney’s Hollywood Studios can increase its capacity by using all
its simulators, and the Maelstrom boat ride at Epcot can add more
Viking ships. Sometimes a long queue will disappear almost instantly
when new units are brought online. When an interval loader places
more units into operation, it usually shortens the dispatch intervals,
allowing more units to be dispatched more often.

5. How Many Cast Members Are Available to Operate the Ride?

Adding cast members to a ride can allow more units to operate or
additional loading or holding areas to open. In the Magic Kingdom,
Pirates of the Caribbean and It’s a Small World can run two waiting
lines and loading zones. The Haunted Mansion has a 1%-minute pre-
show staged in a “stretch room.” On busy days, a second stretch room
can be activated, permitting a more continuous flow of visitors to the
actual loading area.

Additional staff makes a world of difference to some cycle rides.
Often, the Mad Tea Party has only one attendant. This person alone
must clear visitors from the ride just completed, admit and seat visi-
tors for the upcoming ride, check that each teacup is secured, return
to the control panel, issue instructions to the riders, and finally acti-
vate the ride (whew!). A second attendant divides these responsibili-
ties and cuts loading time by 25-50%.

CUTTING YOUR TIME IN LINE BY
UNDERSTANDING THE SHOWS

MANY FEATURED ATTRACTIONS AT DISNEY WORLD are theater

presentations. While they aren’t as complex as rides, understanding

them from a traffic-engineering standpoint may save you touring time.
Most theater attractions operate in three phases:

1. Guests are in the theater viewing the presentation.

2. Guests who have passed through the turnstile wait in a holding area or
lobby. They will be admitted to the theater as soon as the show in
progress concludes. Several attractions offer a preshow in their lobby to
entertain guests until they’re admitted to the main show. Examples
include Enchanted Tiki Room and Stitch’s Great Escape! in the Magic
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How Walt Disney World Theaters Work
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Kingdom; Honey, | Shrunk the Audience at Epcot; and Sounds Dangerous with
Drew Carey and Muppet-Vision 3-D at Disney’s Hollywood Studios.

3. Aline waits outside. Guests in line enter the lobby when there’s room,
and will ultimately move into the theater.

Theater capacity, the presentation’s popularity, and park attendance
determine how long lines will be at a theater attraction. Except for holi-
days and other days of heavy attendance, and excluding two particularly
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popular shows (see below), the longest wait for a show usually doesn’t
exceed the length of one performance. As almost all theater attractions
run continuously, stopping only long enough for the previous audience
to leave and the waiting audience to enter, a performance will be in
progress when you arrive. O Canada! at Epcot’s Canada Pavilion lasts
18 minutes; your longest wait under normal circumstances is about
18 minutes if you arrive just after the show has begun.

All theaters (except a few amphitheater productions) are very
strict about access. You can’t enter during a performance. This means
you’ll always have at least a short wait. Most theaters hold a lot of
people. When a new audience is admitted, any outside line will usu-
ally disappear. Exceptions are Honey, I Shrunk the Audience in the
Imagination! Pavilion at Epcot and Voyage of the Little Mermaid at
Disney’s Hollywood Studios. Because these shows are so popular, you
may have to wait through more than one show before you’re admitted
(unless you go early in the morning or after 4:30 p.m.).

A WORD ABOUT DISNEY THRILL RIDES

READERS OF ALL AGES should attempt to be open-minded about
Disney “thrill rides.” In comparison with those at other theme parks,
the Disney attractions are quite tame, with more emphasis on sights,
atmosphere, and special effects than on the motion, speed, or feel of
the ride. While we suggest you take Disney’s pre-ride warnings seri-
ously, we can tell you that guests of all ages report enjoying rides such
as Tower of Terror, Big Thunder Mountain, and Splash Mountain.
A Washington reader sums up the situation well:

Our boys and 1 are used to imagining typical amusement park rides
when it comes to roller coasters. So, when we thought of Big Thun-
der Mountain and Space Mountain, what came to mind was gigan-
tic hills, upside-down loops, huge vertical drops, etc. I actually hate
roller coasters, especially the unpleasant sensation of a long drop,
and I have never taken a ride that loops you upside down.

In fact, the Disney thrill rides are all tame in comparison. There
are never any long and steep hills (except Splash Mountain, and it’s
there for anyone to see, so you have informed consent going on the
ride). I was able to build up courage to go on all of them, and the
more I rode them, the more 1 enjoyed them—the less you tense up
expecting a big, long drop, the more you enjoy the special effects and
even swinging around curves, which is really the primary motion
challenge of Disney roller coasters.

Seniors who experience Disney thrills generally enjoy the smoother
rides like Splash Mountain, Big Thunder Mountain, and Tower of
Terror and tend to dislike more jerky attractions. This letter from a
Gig Harbor, Washington, woman is typical:

[ am a senior woman of small stature and good health. I am writing my
comments on Space Mountain, Splash Mountain, Big Thunder Moun-
tain, and Star Tours. My experience is that all of the rides, with the
exception of Star Tours, were wonderful rides. Star Tours is too jerky
and fast, the music is too loud, and I found it to be unacceptable.
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Notwithstanding this letter, most comments we receive from
seniors about Star Tours are positive. The Rock ’n” Roller Coaster
and Expedition Everest, however, are a different story. Both are
serious coasters that share more in common with Revenge of the
Mummy at Universal Studios than they do with Space Mountain or
Big Thunder Mountain.

Mission: SPACE, a high-tech simulation ride at Epcot, is a toss-up
(pun intended). It absolutely has the potential to make you sick. Dis-
ney, however, tinkered with it throughout its first year of operation to
minimize the likelihood of motion sickness without compromising
the thrill. The ride vehicles are constructed with an easy-clean design
that allows cast members to quickly hose down any mess that occurs.
But don’t worry: Disney is as interested in avoiding this unpleasant
exercise as you are in keeping your cookies right where they belong. A
no-spin version, launched in 2006, is less likely to launch your lunch.

THE WONDERFUL, THE WILD, AND THE WUSSY:
CENTRAL FLORIDA ROLLER COASTERS

IF YOU EVER GO TO A PARTY where guests are discussing Immel-
manns, batwings, heartline rolls, dive loops, rollovers, lift hills, and
LIM launchers, don’t mistake the guests for fighter pilots. Incredi-
bly, you’ll be among the intelligentsia of roller-coaster aficionados.
This growing population, along with millions of other not-quite-
so-fanatical coaster lovers, is united in the belief that roller coasters
are—or ought to be—the heart of every theme park.

Though Disney pioneered the concept of super-coasters with the
Matterhorn Bobsleds at Disneyland in 1959, it took them 16 years to
add another roller coaster, Space Mountain at Walt Disney World, to
their repertoire. In relatively quick succession followed Space Moun-
tain at Disneyland and Big Thunder Mountain Railroad at both Dis-
neyland’s and Walt Disney World’s Magic Kingdoms. Irrespective of
the Mountains’ popularity, Disney didn’t build another coaster in the
United States for almost 20 years. In the interim, coasters enjoyed
a technical revolution that included aircraft-carrier-type launch-
ing devices and previously unimaginable loops, corkscrews, vertical
drops, and train speeds. Through all this, Disney sat on the side-
lines. After all, Disney parks didn’t offer “rides” but, rather, “adven-
ture experiences” in which the sensation of the ride itself was always
secondary to story lines and visuals. Competition, however, has long
been Disney’s alarm clock, and when archrival Universal announced
plans for its Islands of Adventure theme park, featuring an entire
arsenal of thrill rides, Disney went to work.

The upshot was a banner year in 1999 for Central Florida coasters,
with The Incredible Hulk Coaster, Dueling Dragons: Fire and Ice (now
Dragon Challenge: Chinese Fireball and Hungarian Horntail) opening
at Universal’s Islands of Adventure, the Rock ‘n’ Roller Coaster com-
ing online at the Disney’s Hollywood Studios, and Gwazi, a wooden
coaster, premiering at Busch Gardens Tampa. Close on their heels in
early 2000 was Kraken at SeaWorld. All six of the new arrivals were
serious thrill rides, making Space and Big Thunder mountains look
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Central Florida Roller Coasters

CENTRAL  INTERNTNL

COASTER HOST PARK FLORIDARANK  RANK TYPE

Manta SeaWorld N/A 23 Steel/inverted
Hollywood Rip Ride Rockit Universal Studios N/A 59 Steel /sit-down
Expedition Everest Animal Kingdom 1 76 Steel /sit-down
Chinese Fireball Islands of Adventure 2 32 Steel /inverted
Montu Busch Gardens 3 18 Steel /inverted
The Incredible Hulk Coaster Islands of Adventure 4 39 Steel /sit-down
Kumba Busch Gardens 5 28 Steel /sit-down
Hungarian Horntail Islands of Adventure 6 40 Steel /inverted
Kraken SeaWorld 7 33 Steel /sit-down
SheiKra Busch Gardens 8 24 Steel /sit-down
Rock ‘n’ Roller Coaster DHS 9 118 Steel /sit-down
Gwazi Busch Gardens 10 116* Wood/sit-down
Revenge of the Mummy  Universal Studios 11 65 Steel/sit-down
Space Mountain Magic Kingdom 12 155 Steel /sit-down
Big Thunder Mountain Magic Kingdom 13 178 Steel/sit-down

*Wooden roller-coaster poll, bestrollercoasterpoll.com

like cupcakes and wienie buns. All the new coasters featured inver-
sions, corkscrews, and rollovers except Gwazi. Best of all for coaster
lovers, none of the players were content to rest on their laurels. Uni-
versal Studios came back with Revenge of the Mummy in 2004, fol-
lowed by SheiKra at Busch Gardens in 2005 and the awe-inspiring
Expedition Everest at Disney’s Animal Kingdom in 2006.

The spring and summer of 2009 witnessed the unveiling of two
new coasters: Manta at SeaWorld Orlando and Hollywood Rip Ride
Rockit at Universal Studios. Manta is an inverted flying steel coaster
on which riders are suspended under the tracks, prone and facedown,
from a carriage shaped like a giant manta ray.

Like Manta, Hollywood Rip Ride Rockit at Universal Studios is
a steel coaster, only here you sit as opposed to being suspended. The
first hill is a 16-second vertical climb, followed by a 65-mph plunge.

Today there are 13 big-time roller coasters in Central Florida, 15
if you want to include the measurably tamer Space Mountain and
Big Thunder Mountain rides. The Incredible Hulk, Rock n’ Roller
Coaster, and Revenge of the Mummy feature accelerated launch sys-
tems in which the train is hurled as opposed to ratcheted up the first
hill; Rock ’n’ Roller Coaster and Revenge of the Mummy are indoor
coasters augmented by mind-blowing visuals, special effects, and
soundtracks. Expedition Everest is the most fully realized attraction
of the 13, with a story line, astounding attention to detail, and a track
that plunges in and out of the largest (albeit artificial) mountain in
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LENGTH HEIGHT SPEED RIDE RIDE
(FEET) (FEET)  INVERSIONS ~(MPH) TIME FEEL

3,359 140 4 56 2:35 Very smooth
3,800 167 2 65 2:30 Very smooth
4,424 112 0 50 3:45 Very smooth
3,200 125 5 60 2:25 Very smooth
3,983 150 7 60 3:00 Smooth
3,700 110 7 67 2:15 Smooth
3,978 143 7 60 2:54 Slightly rough
3,200 125 5 55 2:25 Very smooth
4,177 149 7 65 2:02 Smooth
3,188 200 1 70 3:00 Very smooth
3,403 80 3 57 1:22 Very smooth
3,508 91 0 51 2:30 Very rough
2,200 45 0 40 3:00 Very smooth
3,196 90 0 27 2:35 Rough
2,780 45 0 36 3:30 Smooth

Florida. Expedition Everest shares with Revenge of the Mummy the
distinction of constantly surprising you and catching you off-guard.
Kraken and Expedition Everest are the longest of the lot, their tracks
exceeding 4,000 feet long. Montu at Busch Gardens, along with
Dragon Challenge at Universal, are inverted coasters, meaning that
the track is overhead and your feet dangle.

Having ridden all the coasters until we could no longer walk
straight, we rank them as follows. (For a glossary of roller-coaster ter-
minology, see ultimaterollercoaster.com/coasters/glossary.)

1. MANTA, SEAWORLD There are coasters you barely survive and coast-
ers you savor. Manta is clearly among the latter: a supersmooth expe-
rience that leaves you grinning from ear to ear. An inverted flying steel
coaster, Manta gently lowers you into a suspended Superman position
and you, well, fly. Many coaster fans consider the most memorable
moments a sweeping loop in the first half of the ride and near-misses of
a pond or rock wall (depending where you’re sitting) in the second half.
Technically, Manta has it all. After a first drop of 113 feet, it zooms
through a pretzel loop, a 360-degree incline roll, and two corkscrews
while reaching a height of 140 feet and speeds of 55 mph.

2. EXPEDITION EVEREST, DISNEY’S ANIMAL KINGDOM This coaster
offers such a complete package, with something to dazzle each of the
senses, that it overcomes its lack of loops and inversions. The seg-
ment on Expedition Everest where the train corkscrews downward in
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the dark may be the most unusual in roller-coaster annals. Though
you begin the segment in reverse, you soon succumb to an almost dis-
embodied and dreamlike state of drifting in a void, with an exhilarat-
ing sense of speed but with no certain sense of direction. “Are we still
going backwards?” my companion screamed, totally lost in the whirl
of motion. When you can see, there’s plenty to look at. The moun-
tain, with its caverns, cliffs, and crags, is a work of art; then there’s
that pesky yeti who menaces you throughout the ride. And for those
of you who hate rough coasters, Expedition Everest is oh-so-smooth.
Die-hard coaster junkies, who are often ill-tempered unless they’re
upside down and shaken like a ketchup bottle, give short shrift to the
great ride Expedition Everest provides.

3. DRAGON CHALLENGE: CHINESE FIREBALL, UNIVERSAL’S ISLANDS OF
ADVENTURE Previously called Dueling Dragons, Dragon Challenge
was given a new theme and incorporated into The Wizarding World
of Harry Potter, which opened at Universal’s Islands of Adventure
in June 2010. The number-three ranking was disputed within our
research group, with several of us placing Montu at Busch Gardens
third. Dragon Challenge has two trains, Chinese Fireball and Hun-
garian Horntail (formerly Fire and Ice), that are launched simul-
taneously. Their tracks are intertwined, making it seem on several
occasions that the two trains will collide (they actually come within
1 foot of each other!). Though both trains share the same lift hill,
their respective layouts are different, and Chinese Fireball offers the
superior ride. The action is unrelenting yet very smooth, with a 115-
foot drop, five inversions, and speeds of 60 mph. Because this is an
inverted coaster, your feet dangle throughout.

4. MONTU, BUSCH GARDENS Montu is a little longer than Chinese Fire-
ball and features seven inversions—including loops of 104 and 60
feet and a 0-g roll—on a layout distinguished by its very tight turns.
With an initial drop of 128 feet, Montu posts top speeds of 60 mph
and pulls 3.8 g’s. Also inverted, Montu is intense and exhilarating but
less visually interesting than and not as smooth as Chinese Fireball.
Like some of our researchers, the coasterfanatics.com and bestroller
coasterpoll.com polls rank Montu ahead of the Fireball.

5. THE INCREDIBLE HULK COASTER, UNIVERSAL’S ISLANDS OF ADVEN-
Ture Hulk doesn’t have any weak points. A tire-propelled launch sys-
tem takes you from 0 to 40 mph in 2 seconds up the first hill, hurling
you into a twisting dive of 105 feet. From there it’s two loops, two
flat-spin corkscrews, a cobra roll, and a plunge through a 150-foot-
long tunnel to the end. You hit speeds of 67 mph and pull as many as
4 ¢’s. Unequivocally, the Hulk has the best start of any roller coaster
in Central Florida. The ride, however, is not quite as smooth as Chi-
nese Fireball’s, and it’s not inverted like Chinese Fireball and Montu,
which is why we’ve ranked it fourth instead of second or third.

6. KUMBA, BUSCH GARDENS With a track of almost 4,000 feet, seven
inversions, a 135-foot first drop, g-forces of 3.8, a top speed of 60 mph,
and a very tight layout, Kumba can hold its own with any coaster. Fea-
tures include a 114-foot-tall vertical loop, two rolls, and interlocking
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corkscrews, among others. We find Kumba a little rough, but sitting
toward the back of the train mitigates the problem somewhat.

7. DRAGON CHALLENGE: HUNGARIAN HORNTAIL, UNIVERSAL'’S ISLANDS
OF ADVENTURE Hungarian Horntail is Chinese Fireball’s slightly less
evil twin, with speeds of 55 mph and a first drop of 95 feet, compared
with Chinese Fireball’s 60 mph and 115 feet. So too Hungarian Horn-
tail’s design elements are different, though both coasters hit you with
five inversions bundled in a mix of rolls, corkscrews, and a loop. Like
Chinese Fireball, Hungarian Horntail is an inverted coaster.

8. KRAKEN, SEAWORLD Based on ancient myth, the Kraken was a fero-
cious sea monster kept caged by Poseidon, Greek god of the sea. Much
of Kraken’s track is over water, and there are a number of sweeping
dives into subterranean caverns. A very fast coaster, Kraken hits speeds
of 65 mph with one drop of 144 feet, and it boasts loops, rolls, and
corkscrews for a total of seven inversions. Though not inverted, the cars
are open-sided and floorless.

10. HOLLYWOOD RIP RIDE ROCKIT, UNIVERSAL STUDIOS “The Triple
R,” as some locals call it, opened in August 2009 as Universal’s second
roller coaster. A steel sit-down coaster, RRR trades full inversions for
steep dives and tight corkscrew turns. The ride is a little more jarring
than we expected, with a fair amount of lateral shaking. The gim-
mick here is that you can select your own music to accompany the
ride. Views from the top of the 167-foot lift hill are killer. The Triple
R reaches top speeds of 65 mph.

10. SHEIKRA, BUSCH GARDENS While the higher-rated coasters do a lot
of things well, SheiKra is pretty much one-dimensional—it drops like
a rock straight down (a sheikra is an African hawk known for div-
ing vertically on its prey). That’s right: a no-slope, 90-degree free fall.
After scaling the 200-foot lift hill, the coaster descends over the lip of
the first drop and brakes to a stop. There you’re suspended, dangling
for a few anxious moments until the train is released. On the way
down, you hit speeds of 70 mph—a very high speed for roller coast-
ers—and enjoy the best airtime of any Florida coaster. (Airtime is the
sensation of floating when your body is forced up from the seat bot-
tom, creating air between the seat and your body. The phenomenon
is most commonly experienced on a drop or while cresting hills.) Fol-
lowing a loop, the drill is repeated on a second, more modest drop.
The cars on SheiKra are the widest we’ve seen, seating eight peo-
ple across in each of three rows. Accordingly, the track is very wide.
This width, among other things, makes for a plodding, uninspiring
ride except during the two big drops. More compelling is the view of
downtown Tampa from the top of the lift hill.

1. ROCK ‘N’ ROLLER COASTER, DISNEY’S HOLLYWOOD sTuDIOS This
wasn’t a unanimous ranking either. The Rock ’n’ Roller Coaster only
reaches a height of 80 feet, lasts only 1 minute and 22 seconds, and
incorporates just a couple of design elements, but that 0-57 mph
launch in 2 seconds is totally sweet. Rock ’n’ Roller Coaster is a dark
ride (that is, it’s indoors) and the story is that you’re on your way
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to an Aerosmith concert in Hollywood in a big stretch limousine.
Speakers in each car blast a soundtrack of the group’s hits synchro-
nized with the myriad visuals that erupt out of the gloom. The ride
is smooth. Not the biggest or baddest coaster in the realm, but like
Expedition Everest, it’ll put a big grin on your face every time.

12. GWAZI, BUSCH GARDENS As the only traditional wooden coaster in
the 13 rides ranked, Gwazi at first looked like a snore: no inversions,
corkscrews, loops, barrel rolls, or any of the other stuff that had been
rearranging our innards. Wrong! This coaster serves up an unbelievably
wild ride that seems literally out of control most of the time. Teeth-
rattlingly rough, with much side-to-side lurching, Gwazi reaches a top
speed of 51 mph but feels twice that fast. In the best wooden-coaster
tradition, riders attempt to hold their arms in the air, but on Gwazi
it’s impossible. The track is hard to read, and the way the train shifts
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and banks surprises you constantly. Like Dragon Challenge at Islands
of Adventure, Gwazi is a racing coaster (a dual-track roller coaster
whose trains leave the station at the same moment and race each other
through the circuit) with two trains, Lion/Yellow and Tiger/Blue. Of
the two, Tiger/Blue gives you the biggest bang for your buck.

13. REVENGE OF THE MUMMY, UNIVERSAL STUDIOS If we were ranking
attractions as opposed to roller coasters, this one would rank much
higher. Revenge of the Mummy is a super-headliner hybrid and, in
Disney parlance, a full-blown “adventure experience,” of which its
coaster dimension is only one aspect. A complete description of the
attraction can be found on page 671; for the moment, however, we
can tell you that Revenge of the Mummy is a dark ride full of tricks
and surprises, and in roller-coaster mode only for about a third of the
ride. The ride is wild enough, but the visuals and special effects are
among the best you’ll find.

14. SPACE MOUNTAIN, THE MAGIC KINGDOM When you strip away the
theme of this beloved Disney favorite (renovated in 2009), you’re left
with a souped-up version of the Wild Mouse, a midway staple with
sharp turns and small, steep drops that runs with two- or four-passenger
cars instead of trains. But when you put a Wild Mouse in the dark—
where you can’t anticipate the turns and drops—it’s like feeding the
mouse steroid-laced cheese. With Space Mountain, Disney turned a
dinky coaster with no inversions and a top speed of 27 mph into a fairly
robust attraction that set the standard for Disney thrill rides until the
debut of The Twilight Zone Tower of Terror. Space Mountain may be
close to the bottom of our ranking, but in the hearts of many theme
park guests, it remains number one.

15. BIG THUNDER MOUNTAIN RAILROAD, THE MAGIC KINGDOM With its
runaway-mine-train story line, Big Thunder is long on great visuals
but ranks as a very innocuous roller coaster. Though many riders con-
sider it jerky and rough, it’s a Rolls-Royce compared with the likes of
Gwazi and Kumba at Busch Gardens. Unlike on Gwazi, it’s not only
possible but easy to ride with your arms in the air. Though a steel
coaster, Big Thunder offers no inversions and a top speed of only 36
mph. Then again, the higher-ranked coasters don’t offer falling boul-
ders, flash floods, possums, buzzards, and dinosaur bones.

97



PART THREE

ACCOMMODATIONS

BN 7/cBASIC CONSIDERATIONS

LOCATING A SUITABLE HOTEL OR CONDO is critical to plan-
ning any Walt Disney World vacation. The basic question is whether
to stay inside the World. Luxury lodging can be found both in and
out of Disney World. Budget lodging is another story. In the World,
hotel-room rates range from about $82 to more than $900 per night
during high season. Outside, rooms are as low as $35 a night.

Beyond affordability is convenience. We’ve lodged both in and out
of Disney World, and there’s special magic and peace of mind associ-
ated with staying inside the World. “I feel more a part of everything
and less like a visitor,” one guest writes.

There’s no real hardship in staying outside Disney World and driv-
ing or taking a hotel shuttle to the theme parks. Meals can be less
expensive, and rooming outside the World makes you more receptive
to other Orlando-area attractions and eating spots. Universal Studios
and Universal’s Islands of Adventure, Kennedy Space Center Visitor
Complex, SeaWorld, and Gatorland are well worth your attention.

Because Disney World is so large, some off-property hotels are closer
in time and distance to many of the theme parks than are some Disney
resorts. Check our Hotel Information Chart on pages 260-278, which
lists commuting times from both Disney and non-Disney hotels. Lodg-
ing prices are subject to change, but our researchers lodged in an excel-
lent (though not plush) motel surrounded by beautiful orange groves for
half the cost of staying in the least expensive Disney hotel. Our one-way
commute to the Magic Kingdom or Epcot parking lots was 17 minutes.

If you have young children, read Part Six, Walt Disney World with
Kids, before choosing lodging. Similarly, seniors, couples on a honey-
moon or romantic holiday, and disabled guests should read the appli-
cable sections of Part Seven, Special Tips for Special People, before
booking.

THE TAX MAN COMETH

SALES AND LODGING TAXES can add a chunk of change to the cost
of your hotel room. Cumulative tax in Orange County is 12.5% and
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in adjacent Osceola County, 13%. Lake Buena Vista, the Universal
Studios area, International Drive, and all the Disney resorts except
the All-Star Resorts are in Orange County.

ABOUT HOTEL RENOVATIONS

WE INSPECT SEVERAL HUNDRED HOTELS in the Disney World area
to compile the Unofficial Guide’s list of lodging choices. Each year we
call each hotel to verify contact information and inquire about reno-
vations or refurbishments. If a hotel has been renovated or has refur-
bished its guest rooms, we reinspect it, along with any new hotels, for
the next edition of the Guide. Hotels reporting

no improvements are rechecked every two years. unofﬁcial TIP
Many hotels more than five years old, both Requestarenovated

in and out of the World, refurbish 10-20% of  room at your hotel—
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their guest rooms each year. This incremental  these can be much nicer

approach minimizes disruption but makes your  than the older rooms.

room assignment a crapshoot.

You might luck into a newly renovated room or be assigned a
threadbare one. Disney resorts won’t guarantee specific rooms but
will note your request for a recently refurbished room and will try to
accommodate you. Non-Disney hotels will often guarantee an updated
room when you book.

BENEFITS OF STAYING IN THE WORLD

DISNEY RESORT HOTEL AND CAMPGROUND GUESTS have privi-
leges and amenities unavailable to those staying outside the World.
Though some of these perks are advertising gimmicks, others are real
and potentially valuable.
Here are the benefits and what they mean:

1. CONVENIENCE If you don’t have a car, commuting to the parks is
easy via the Disney transportation system. This is especially advan-
tageous if you stay in a hotel connected by monorail or boat service.
If you have a car, however, dozens of hotels outside Disney World are
within 5-10 minutes of theme-park parking lots.

2. EXTRA MAGIC HOURS AT THE THEME PARKS Disney World lodging
guests (excluding guests at the independent hotels of the Downtown
Disney Resort Area, except the Hilton) are invited to enter a desig-
nated park 1 hour earlier than the general public each day or to enjoy
a designated theme park for up to 3 hours after it closes to the gen-
eral public in the evening. Disney guests are also offered specials on
admission, including discount tickets to the water parks. These bene-
fits are subject to change without notice.

Early entry can be quite valuable if you know unofﬁcial TIP

how to use it. It can also land you in gridlock.
(See our detailed discussion of early entry, start-

If you're staying on
ing on page 37.) Y yine

for babysitting, child care, and children’s pro-  purchases to your
grams. Disney’s Polynesian and Grand Floridian  hotel room.

Disney property, you
3. BABYSITTING AND CHILD-CAREOPTIONS Disney  can charge theme park
hotel and campground guests have several options  and Downtown Disney

Power shoppers, rejoice:
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hotels, connected by the monorail, as well as several other Disney
hotels, offer “clubs,” themed child-care centers where potty-trained
children ages 3—12 can stay while the adults go out.

Though somewhat expensive, the clubs are highly regarded by
children and parents. On the negative side, they’re open only in the
evening, and not all Disney hotels have them. If you’re staying at a
Disney hotel without a club, you’re better off using a private in-room
babysitting service (see page 353). In-room babysitting is also avail-
able at hotels outside Disney World.

4. DISNEY’S MAGICAL EXPRESS SERVICE If you arrive in Orlando by
commercial airliner, Disney will collect your checked baggage and
send it by bus directly to your Walt Disney World resort, allowing you
to bypass baggage claim. The service is available daily from 5 a.m. to
10 p.m.; there’s also a bus waiting to transport you to your hotel, but
if you arrive after 10 p.m., you’ll have to collect your baggage your-
self and take it with you on the bus. This complimentary service still
has occasional hiccups, and your bus may stop at other Disney resorts
before you’re deposited at your hotel, but you can’t beat the price.

When it’s time to go home, you can check your baggage and receive
your boarding pass at the front desk of your Disney resort. This ser-
vice is available to all guests at Disney hotels (excluding the Swan,
the Dolphin, Shades of Green, and hotels of the Downtown Disney
Resort Area), even those who don’t use Magical Express (folks who
have rental cars, for example). Resort check-in counters are open from
5 a.m. until 1 p.m., and you must check in no later than 3 hours before
your flight (within the U.S. and Puerto Rico only). Participating airlines
are AirTran, Alaska, American, Continental, Delta, JetBlue, Northwest,
Southwest, United, and US Airways. All of the preceding airlines have
restrictions on the number of bags, checking procedures, and related
items; consult your carrier before leaving home for specifics. Disney’s
Old Key West and Caribbean Beach resorts will participate in South-
west’s airline check-in program by the end of 2010, after increasing the
size of their luggage-storage rooms. For an in-depth discussion of Dis-
ney’s Magical Express, see Part Eight, Arriving.

5. PRIORITY THEME PARK ADMISSIONS On days of unusually heavy
attendance, Disney may restrict admission into the theme parks for all
customers. When deciding whom to admit into the parks, priority is
given to guests staying at Disney resorts. In practice, no guest is turned
away until a park’s parking lot is full. When this happens, that park will
be packed to gridlock. Under such conditions, you’d exhibit the com-
mon sense of an amoeba to exercise your priority-admission privilege.
6. CHILDREN SHARING A ROOM WITH THEIR PARENTS There’s no extra

charge per night for children younger than 18 sharing a room with
their parents. Many hotels outside Disney World also offer this.

7. FREE PARKING Disney resort guests with cars pay nothing to park
in theme park lots. This saves $14 per day.

8. RECREATIONAL PRIVILEGES Disney guests get preferential treat-
ment for tee times at the golf courses.
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STAYING IN OR OUT OF THE WORLD:
WEIGHING THE PROS AND CONS

1. cosT If cost is a primary consideration, you’ll lodge much less
expensively outside Disney World. Our ratings of hotel quality, cost,
and commuting times to the theme parks encompass hotels both in
and out of the World (see How the Hotels Compare and the Hotel
Information Chart, both later in this chapter).

A Canfield, Ohio, woman ponders whether Disney resorts live up
to the expense:

We chose to stay at a Disney resort this time, and I don’t know that
the cost was worth it. The only plus was the Disney transportation—
they would drop you off just steps from the entrance of the theme
parks. In contrast, when we’ve stayed off-grounds, you were dropped

off in the middle of the parking lots.

2. EASE OF ACCESS Even if you stay in Disney World, you’re depen-
dent on some mode of transportation. It may be less stressful to use
the Disney transportation system, but with the single exception of
commuting to the Magic Kingdom, the fastest, most efficient, and
most flexible way to get around is usually a car. If you’re at Epcort,
for example, and want to take the kids back to Disney’s Contem-
porary Resort for a nap, forget the monorail. You’ll get back much
faster by car.

A reader from Raynham, Massachusetts, who stayed at the Carib-
bean Beach Resort writes:

Even though the resort is on the Disney bus line, | recommend rent-
ing a car if it fits one’s budget. The buses don’t go directly to many
destinations, and often you have to switch buses. Getting a bus back
to the hotel after a hard day can mean a long wait in line.

Since the economy took a nosedive, we’ve noticed a marked
increase in reader complaints about problems with the Disney trans-
portation system. These comments from a College Station, Texas,
reader put the point plainly:

I remember from staying on-property in years past that each hotel

had its own shuttle bus to each park. However, during our most

recent stay we stopped at multiple hotels many times between our
hotel and the parks, making staying on-property for the transporta-
tion a moot point. We also encountered 40-minute waits for buses and
for boats that docked at Wilderness Lodge, and they were so crowded
no one could get on (and this in the off-season). We stayed off-site the
previous two visits and would most likely go back to that plan, since
Disney transportation no longer seems to be an advantage.

Although it’s only for the use and benefit of Disney guests, the Dis-
ney transportation system is nonetheless public, and users must expect
inconveniences: conveyances that arrive and depart on their schedule,
not yours; the occasional need to transfer; multiple stops; time lost
loading and unloading passengers; and, generally, the challenge of
understanding and using a large, complex transportation network.

101
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If you plan to have a car, consider this: Disney World is so large
that some destinations within the World can be reached more quickly
from off-property hotels than from Disney hotels. For example,
guests at lodgings on US 192 (near the so-called Walt Disney World
main entrance) are closer to Disney’s Hollywood Studios, Animal
Kingdom, and Blizzard Beach water park than guests at many hotels
inside Disney World.

A Kentucky dad overruled his family about staying at a Disney
resort and is glad he did:

My wife read in another guidebook that it can take 2 hours to com-
mute to the parks if you stay outside Walt Disney World. What non-
sense! I guess it could take 2 hours if you stayed in Tampa, but from
our hotel on US 192 we could commute to any of the parks except
the Magic Kingdom and have at least one ride under our belt in
about an hour. We found out later that the writer of the other guide-
book was a writer for Disney Magazine.

For commuting times from specific non-Disney hotels, see our
Hotel Information Chart on pages 260-278.

3. YOUNG CHILDREN Although the hassle of commuting to most non-
World hotels is only slightly (if at all) greater than that of commuting
to Disney hotels, a definite peace of mind results from staying in the
World. Regardless of where you stay, make sure you get your young
children back to the hotel for a nap each day.

4. SPLITTING UP If you’re in a party that will probably split up to tour
(as frequently happens in families with teens or children of widely
varying ages), staying in the World offers more transportation options
and, thus, more independence. Mom and Dad can take the car and
return to the hotel for a relaxed dinner and early bedtime while the
teens remain in the park for evening parades and fireworks.

5. FEEDING THE ARMY OF THE POTOMAC If you have a large crew that
chows down like cattle on a finishing lot, you may do better staying
outside the World, where food is far less expensive.

6. VISITING OTHER ORLANDO-AREA ATTRACTIONS If you’ll be vis-
iting SeaWorld, Kennedy Space Center Visitor Complex, Universal
Orlando, or other area attractions, it may be more convenient to stay
outside the World.

The DISNEY RESORTS

DISNEY RESORTS 101

BEFORE YOU MAKE ANY DECISTONS, understand these basics regard-
ing Disney resorts.

I. RESORT CLASSIFICATIONS Disney loves to categorize, so it’s not
surprising that they’ve developed a hierarchy of resort classifications.
Deluxe resorts are Disney’s top-of-the-line hotels. Disney Deluxe Villa
(DDV) resorts (also known as Disney Vacation Club resorts) offer
suites, some with full kitchens. These resorts equal or surpass Deluxe
resorts in quality; several are attached to Deluxe resorts. (Be aware
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that all Disney resorts except DDV resorts levy a nightly surcharge for
every additional adult in a room beyond the standard two.) Moder-
ateresorts are a step down in guest-room quality, amenities, and cost.
Anchoring the bottom of the list are Value resorts, with the smallest
rooms, most limited amenities, and lowest rates of any Disney-owned
hotels. Finally, there’s Fort Wilderness Resort & Campground, which
offers both campsites and fully equipped cabins.

2. MAKING RESERVATIONS Whether you book through Disney, a
travel agent, online, with a tour operator, or through an organization
like AAA, you’ll frequently save by booking the room exclusive of
any vacation package. This is called a room-only reservation. Though
later in this chapter we’ll scrutinize the advantages and disadvantages
of buying a package, we’ll tell you now that Disney World packages
at list price rarely save you money (though sometimes they’re worth-
while for the convenience and peace of mind). It

should be mentioned, however, that in our ten- unofﬁcial TIP

uous post-recession economy, Disney has done  Understand that
more package discounting than room-only dis-  Disney Reservation
counting, and these discounts should continue Center and Walt

103

for some time. Disney Travel Company

In dealing with Disney for rooms only, call representatives don’t

the Disney Reservation Center (DRC) at ‘@ 407-  have detailed personal

W-DISNEY (934-7639). Because of some admin-  knowledge of resorts.

istrative and operational consolidation, reserva-

tionists at the DRC are now trained to sell only Walt Disney Travel
Company packages. Even if you insist that you want only a room,
they’ll try to bundle it with some small extra, like a miniature-golf
pass, so that your purchase can be counted as a “basic” package. This
seems innocuous enough, and you might even appreciate the minigolf
passes, but classifying your reservation as a package allows Disney to
apply numerous restrictions and cancellation policies that you won’t be
saddled with if you buy a room only. In regard to cancellation policies,
however, be aware that there are trade-offs. If you book a package and
cancel within one week of arrival, you lose your $200 deposit. If you
book only a room and cancel within six days of arrival, you lose your
deposit of one night’s room charge, which can easily be more than $200
if you stay at a Deluxe resort or DDV resort. Also, Disney dining plans
cannot be booked with a room-only reservation.

When you call, tell the agent what you want in terms of lodging and
obtain a room-only rate quote. Then tell the agent what you’re looking
for in terms of admissions. When you’ve pinned down your room selec-
tion and lodging costs, ask the agent if he or she can offer any packages
that beat the a la carte prices. But don’t be swayed by little sweeteners
included in a package unless they have real value for you. If the first
agent you speak to isn’t accommodating, hang up and call back. There
are a couple hundred agents, some more helpful than others.

If you need specific information, call the resort directly, ask for the
front desk, and pose your question before phoning the DRC. If your
desired dates aren’t available, keep calling back or check online at
disneyworld.com. Something might open up.
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3. A MOST CONFUSING VIEW Rates at Disney hotels vary from season
to season (see the next section) and from room to room according to
view. Further, each Disney resort has its own seasonal calendar. Sea-
sons such as “regular,” “value,” “peak,” and “holiday” vary depending

on the resort instead of that tired old January—

unofﬁcial TIP December calendar the rest of us use. But con-
Avoid calling the DRC fusing as Disney seasons are, they’re logic
between 11 a.m. and personified compared to the panoply of guest-
3 p.m.—this is its busiest room views the resorts offer. Depending on the
time of day. resort, you can choose standard views, water

views, pool views, lagoon views, garden views,
or savanna views, among others. “Standard view,” the most ambigu-
ous category, crops up at about three-fourths of Disney resorts. It’s
usually interpreted as a view that doesn’t fit any other view classifi-
cation the hotel offers. At Animal Kingdom Lodge, for example, you
have savanna views, pool views, and standard views. Savanna views
overlook the replicated African savanna, pool views overlook the
swimming pool, and standard views offer stunning vistas of other
stuff . . . whatever that might be.

With a standard view, however, you can at least pinpoint what you
won’t be seeing. Every resort defines water views differently. Accord-
ing to a manager at the Grand Floridian Resort & Spa, for exam-
ple, a water view is a direct, unobstructed frontal view of Seven Seas
Lagoon. Views of swimming pools or sideways views of the lagoon
don’t count. If the Grand Floridian sells you a water-view room, by
George, you’re going to see some water.

Zip over to the Yacht Club Resort, another Deluxe property, and
the definition of “water view” is completely different. Like the Grand
Floridian, the Yacht Club is on a lake, but booking a water-view room
doesn’t guarantee you’ll see the lake. At the Yacht Club, anything wet
counts, whether it’s in front of you or so far to the side you have to
crane your neck. If somehow you can glimpse the lake, a creek, or a
swimming pool, you have a water view.

Our favorite water views are at the Contemporary Resort’s Garden
Building, which extends out toward Bay Lake to the east of the giant
A-frame. Rooms in this three-story structure afford some of the best
lake vistas in Walt Disney World. Many rooms are so near the water,
in fact, you could spit a prune seed into the lake from your window.
And their category? Garden views.

We could go on and on, but pinning Disney down on precisely
what will be outside your window is the point. In our discussion of
individual resorts later in this chapter, we’ll tell you which rooms have

the good views.

unofﬁcial TIP 4. HOW TO GET THE ROOM YOU WANT Disney
If you book a king room will not guarantee a specific room when you
ataModerateresort,you  book but will post your request on your res-
canrequesta water-view  ervation record. Our experience indicates that
room at no extra charge making a request by room number confuses
(this isn’t guaranteed, the Disney reservationists; as a result, they’re
though). unsure where to place you if the room you’ve
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asked for is unavailable. To increase your odds of getting the room
you want, tell the reservationist exactly what characteristics and ame-
nities you desire—for example: “I’d like a room with a balcony on the
second or third floor of the Contemporary Resort’s Garden Building
with an unobstructed view of the lake.” (It’s no longer necessary to
ask for a nonsmoking room at a Disney resort, as

all rooms were designated smoke-free in 2007.) unofﬁcial TIP
Be direct and politely assertive when speak- Disney will guarantee

ing to the Disney agent. Port Orleans Resort, for  connecting rooms if
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example, offers either standard or water-view  your party include