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The Inspiration: 9 by Shane Ackler
Produced by Tim Burton and Timbur Beckmambetov

The time is the too-near future. Powered and enabled by the invention known as the Great Machine, the 
world’s machines have turned on mankind and sparked social unrest, decimating the human population 
before being largely shut down.

But as our world fell to pieces, a mission began to salvage the legacy of civilization; a group of 
small creations was given the spark of life by a scientist in the final days of humanity, and they 
continue to exist post-apocalypse. Another of their own, #9 (voiced by Elijah Wood), emerges and 
displays leadership qualities that may help them survive and possibly even thrive. The conflicted but 
resilient tribe already includes #1 (Christopher Plummer), a domineering war veteran and the group’s 
longtime leader; #2 (Martin Landau), a kindly but now-frail inventor; #3 and #4, scholarly twins who 
communicate nonverbally and mostly with each other; #5 (John C. Reilly), a stalwart and nurturing 
engineer; #6 (Crispin Glover), an erratic artist beset by visions; #7 (Jennifer Connelly), a brave and 
self-sufficient warrior; and #8 (Fred Tatasciore), the none-too-bright muscle and enforcer for #1.

With their group so few, these “stitchpunk” creations must summon individual strengths well beyond 
their own proportions in order to outwit and fight against still-functioning machines, one of which 
is a marauding mechanized beast. In the darkness just before the dawn, #9 rallies everyone of his 
number to band together.
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The Characters - The Stitchpunk

#1

#6 #7 #8 #9

#2 #3 & #4 #5

Humans

Antagonist

The Seamstress

The Scientist The Chancellor

The Cat Beast The Winged Beast The Fabrication 
Machine
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The Project Flow

Ride Inspiration

The Story Research DeliverConceptualize

This ride will have the same ride mechanics as Harry Potter and the 
Forbidden Journey - a dark ride with a state of the art vehicle that allows 
the participant to be part of the story being told.  The storytelling of the 
9 attraction will be similar to this attraction in the fact that entering the 
attraction will be a journey in itself.  

Ride Vehicle Stats
Type: Dark Ride
Inspiration:
	 Harry Potter and the Forbidden 
Journey
	 Indiana Jones adventure Disneyland
Theoretical Hourly Ride Capacity (THRC): 
2400
Duration: 5 Minutes
Ride Car: Dynamics Structures 
Robocoaster with Kuba Robotic Arm 
Technology
	 Number of Riders Per Car: 4
	 Height Restriction: 48” (121 cm)

Ride Concept:
The viewer learns the events leading up to the extinction of humanity 
and the importance of the Talisman after exploring the Scientists 
Laboratory (the queue). Upon reaching the pre-ride show, they have 
been charged with the task of teaming up with the Stitchpunks to 
battle the Fabrication Machine, rescue the Talisman, and bring life 
back to Earth.

IP Selection
Fide Story Development
Queue Story Development

Current Queue Line Trends
Ride Car Selection
Estimated THRC
Theme Park Location

Queue Layout
Storyboarding
Wireframing

Final Presentation

Alton Towers
Location: Staffordshire, Egland

Area: Forbidden Valley

This section of the park already has a 
post-apocalyptic theme.
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Enter Cry for help Call to 
Action

Send off
The Introduction

(Set the scene)
The Scientist 
Laboratory

The Scientists 
Message

The Sanctuary
(Launchpad)

Setting: The 
not too distant 
future, the day 
after the epic 
battle between 
man and machine, 
ending with the 
extermination of 
humanity.

The smoldering remains 
of a once prosperous 
city.  An odd fog 
permeates the air.

    • War torn streets
    • No people
    • Destroyed buildings
    • Abandoned cars
    • Scraps of 
        propaganda
    • bomb shells and 
        shrapnel

This section will sum up 
what has happened and 
piece together the final 
clues introduced to the 
participant up until this 
point

The story of the epic 
battle between man and 
machine

The relatinship 
between the B.R.A.I.N., 
Fabrication machine, and 
the Talisman

Origin of the 
Stitchpunks

9 informs the participant 
that he accidentally 
awoke the fabrication 
machine 

We see some of 6’s 
sketches of the Talisman

Viewers are introduced 
to the Talisman

An introduction of the 
main characters
   •interactive games 
      introducing the  
      stitchpunks
Artifacts
   •sketches
   •letter from 
      chancellor
   •defaced posters
Events of the last days 
of humanity
   •Start to reveal role
      of scientist
   •Televisions with 
      newsblasts

“We had such 
potential, such 
promise.  But 
we squandered 
our gifts, our 
intelligence.  
Our blind 
pursuit of 
technology 
only sped us 
quicker to our 
doom.  Our 
world is ending 
but life must go 
on...”

Flowchart of Attraction

Emotions:
   •Confusion
   •Eerieness
   •Apprehension
   •Curiosity



Storyboarding
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Ride Queue Map
The viewer will be immersed in a dystopic setting. The exterior 
queue will flow through the remnants of destroyed buildings 
peppered with clues as to what happened in the days leading up 
to humanity’s extinction. The interior queue will be the Scientist 
Laboratory and for all intents and purposes, the participant is 
a stitchpunk, standing only about 8 inches tall. This means that 
the surroundings will be larger than life.

outdoor 
queue (30 Min)

Interactive 
covered area
(40 Min)

Set the Stage 
Movie (10 min)

Launch 
Queue (10 min)
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Destroyed Building Facade

The Eerie Empty Street

Entrance to Scientist Lab

The Story Hall

The Lab Overlook

Interactive Radio

Window into the Abyss

Meet the Stitchpunks

Newsblasts - Last Days on Earth

Pre-Ride Dome Show
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The Setting - Exterior of The Attraction

The exterior will be the groundwork for a dystopic setting.  The only 
evidence of humanity are the war torn streets, deterioration building, and 
abandoned cars.  Bullet fragments and shrapnel litter the streets.  Eerie 
fog blankets the remnants of the city, which is a result of the toxic gas 
emitted by the Fabrication Machine.  It is evident from here that something is 
amiss.

The exterior of the ride will be the destroyed building facades, fog, and 
evidence of the immediate departure of life. The participant will enter through 
one of these buildings.

1
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The Setting - Exterior of The Attraction- [Sketch AND MODEL]
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The Eerie Empty Street

At this point in the queue, the participant will enter 
a deserted street.  A car with an open door, building 
remnats, piles of rubble, posters of the revolt and 

signs reading:

“Peace Through Science!”

These are 
screenshots from 
the movie of the 
world that the main 
character 9, walks 
into within the first 
few minutes of the 
movie.

Important viewer take-
aways:
The view has been dropped 
into a post-apocolyptic 
earth and are unclear as 
to what has happened in the 
very recent past.  The only 
clue that far are random 
posters reading ‘Peace 
through science!” yet have 
been defaced with messages 
of revolt

2
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Scene 2: The Eerie Empty Street [Sketches]
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The Entrance to the Scientist’s Lab

Participants will enter into the remaining part of the building that houses 
the scientists workspace.  This is where the majority of the initial story 
will play out.  at the entrance will read a sign of the Scientists last words 
which is a significant quote in the story line and the call to action

“We had such potential, such promise.  But 
we squandered our gifts, our intelligence.  
Our blind pursuit of technology only sped 
us quicker to our doom.  Our world is ending 
but life must go on...”

9 at he entrance 
of the building 
that houses 
the Scientists 
workspace

Important viewer take-
aways:

The end of the world 
has something to do 
with science and its 
exploitation.

A disembodied call to 
action.

3
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Scene 3: The Entrance to the Scientist’s Lab [Sketch and Model]
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The Story Hall

Here is the throughway to the Scientists Lab.  This area, the Viewer will 
learn a little about the Scientist and life before the epic battle of man 
and machine. It turns out that there was a world war that raged on for 
10 years.  As a result, the natural resources of each of the nations were 
depleted.  The Chancellor felt that the solution to rebuilding his nation 
was through science and technology.  Hence the rallying cry, “Peace 
through science.”  This lead the government to hire many scientists and 
intellectuals, the main character, the Scientist, included.  This is where 
he will be formally introduced.  We learn that he is a former toymaker.  In 
this section, Some of his previous work in the toy making business can be 
displayed.  

Important viewer take-aways:
Screen 1: The participant learns that there 
was a world war that raged on for ten years. 

Screen 2: The aftermath of the war left 
the nations natural resources depleted.  
The chancellors answer to the solution 
is science and begins  recruiting scientists 
and intellectuals.  This is the connection 
between the peace through science posters 
found outside

Screen 3: Introduction of the scientist and 
how he was recruited by the Chancellor.  The 
participants learn that he is in fact a former 
toy maker.  The participants get to see some 
of his past work.

4
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Scene 4: The Story Hall



22

The Scientists Lab Overlook

At this point, the participant will 
realize that everything is larger than 
life.  For all intents and purposes, 
they are a stitchpunk, standing 
approximately 8 in (20.32 cm) tall.  
The scientists lab will be presented 
to the viewer as this vast world.  
Within it, it will start to reveal some 
of the artifacts of the mystery left 
behind by the scientist, complete with 
interactive games that the participant 
will encouter during the queue.

5
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Scene 5b: The Scientists Lab - The B.R.A.I.N. and the Origins of the Fabrication Machine

After being introduced via the Scientists’ sketches of the Stitchpunks, the participants will 
be introduced to the B.R.A.I.N., [the intellectual core of the Fabrication Machine] another 
invention of the unseen Scientist.  There is still underneath a veil of mystery.

At this point, the participant will realize 
something is awry.  The Scientist recieves a 
letter from the Chancellor informing him that 
his invention has been funded for the greater 
good of the nation.  
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Scene 5b: The Scientists Lab - The B.R.A.I.N. and the Origins of the Fabrication Machine [Sketches]
The viewer comes out on to 
the walkway, where they will 
learn about the chancellor, the 
development of the B.R.A.I.N. 
and oversee the vast Lab where 
everything is larger than life.

Important viewer take-
aways:
The Chancellor funded the 
Scientists invention called 
the B.R.A.I.N., a result of 
the scientists’ intellect

First introduction to the 
Talisman

This machine has the ability 
create other machines

The Chancellor takes 
control of the machine and 
creates the Fabrication 
machine.  Though the 
viewer does not know the 
implications of this.  The 
only foreshadowing is the 
Scientist saying that his 
warning was not heeded.
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The Scientists Lab - Interactive Radio

Prior to the premier of the movie, 9experiment.com was launched.  
There, the participant could explore the Scientists lab.  One of the 
activities was listening to the radio, which had announcement from 
the Chancellor about the movement of science developments to 
bring peace to the nation.  Participants in the queue can interact 
with the radio, switching between music and the various propaganda 
announcements.  

6

Today the Chancellor presented the latest advancement of 
technological wizardry to the public. “Comrades, today dawns a new 
era. Let us praise this new technology. Welcome to the age of the 
machine! It will create new machines in its own image! Machines of 
peace, that will assure a glorious new era of wealth and prosperity 
to the state!”
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Scene 6: The Scientists Lab - Interactive Radio [Sketch and Model}
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The Window into the Abyss...

At this point, the participants can see out of a giant window that depicts 
the eerie abyss that lies outside of the walls.  It will be the same window, 
and will depict the same scene 9 sees when he awakes in this new world.  At 
the same time, the participant will see the various posters telling to rise up 
against the chancellor, with a date of 9.9.09.  Something significant must 
have happened that wiped out humanity and somehow the Scientist is involved 
with it.

Government 
propaganda that has 
been defaced by the 
rebels.

7
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Scene 7: The Window into the Abyss... [Sketches] Important viewer take-
aways:
The revolt and an emphasis 
on the date 9/9/09.
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#1
First Born, self 
proclaimed leader

#2
The Inventor

#5
The Healer

#7
The Fighter

#9
The Humanitarian

#3 & #4
The Historians

#6
The Precognitive 
Artist

#8
The Brutish 
Ruffian

The participant will begin to learn about the Stitchpunks and the various 
personalities through their blueprints sketched by the Scientist and his 
Journal Entries. From there they can enter an interactive module that ac-
tively tells about their personalities, attibutes, and the Scientists accounts 
after  they were brought to life.  There will also be games.

Meet the Stitchpunks

Important viewer take-aways:
The stitchpunks and their various personalities 
but not quite revealed that they are in fact parts 
of the Scientists Soul

8
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Scene 8: Meet the Stitchpunks [Sketches]
Additonal information 
about the interface can be 
found in the ‘Wireframing’ 
section of this document.
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New Blasts of the Last Days

Here, the participant will see various news blasts on television screens 
of the last days of humanity.  The raging war of humans versus machines, 
and subsequently humanity’s loss, will be evident here.  They should also 
make the connection that the previously viewed B.R.A.I.N. was at the core 
of these machines.  At the same time, there should still be unanswered ques-
tions of who the stitchpunks are, the role of the stitchpunks, and their 
role in this experience.

9
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Scene 9: New Blasts of the Last Days [Sketches]

Important viewer take-aways:
The participant learns at this point that 
the fabrication machine is responsible for 
creating machines that have destroyed 
humanity

Views of the epic battle that raged on

This section should be chaotic
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The Scientists’ Story [PRE RIDE DOME SHOW] Scene 10 : The Scientists’ Story [Sketch]

This is the point within the queue that all of the artifacts come together in a 
cohesive story, which is directly from the Scientist.  It was recorded during 
his last day, before the machines won the fight against humanity.  Here he 
explains his role in the creation of the B.R.A.I.N., how it was misused by the 
Chancellor by integrating it with the Fabrication Machine, and how it turned 
against humanity.  He will also explain how he used a talisman to apply his 
intellect to these machines.  As an extention of this, the Scientist explains 
how he altered the Talisman to take portions of his soul to give life to the 
stitchpunks.  He can give descriptions of these stitchpunks.  These Stitch-
punks are charged with bringing life back to Earth by defeating the machines 
by reversing the powers of the talisman that gave machines life.  The partici-
pants goal is to retrieve the talisman and deactivate the machines.

10
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Mission Accepted [the launchpad]

The expansive half-burned 
sanctuary, utilized by the 
Stitchpunks as a safe haven, 
will be the launchpad of the 
ride.  Artifacts including the 
drawings of the Talisman 
created by #6 will cover the 
wall.

End Of Queue

Participants will also exit from the 
experience by way of the sanctuary, where 
they will enter into the giftshop named 
Spero, which means ‘hope’ in latin.  At this 
point the participants have saved humanity 
by capturing the talisman and defeating the 
fabrication machine [and its many offspring], 
now there is hope that life will return to the 
remains of earth.



In Scene Views
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View from the 
overlook
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View from Bottom 
of Ramp
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Window into the Abyss
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News Blast Wall
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Sightline Abyss
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Sightline INteractive Radio



Interactive Module
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Home Screen

Participants 
can select the 

stitchpunk he or 
she would like to 
learn more about

Volume control

This is a preliminary wireframe of the interactive module that 
participants can experience. It will not offer new information that 
is detrimental to understanding the rest of the ride, but serves as an 
additional avenue of entertainment on highly busy days.  In this module, 
the participants will learn more about the birth of each stitchpunk and 
have the opportunity to take a quiz to see which stitchpunk he or she is 
most like.
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Language Selection Character Home Screen

Language 
Selection

Attributes

Scientist’s 
Journal Entry

Back to Home 
Screen

Video Reel

After Selecting 
the Desired 

Stitchpunk, its 
home screen will 

appear
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Attribute (Part of Scientists Soul) Journal Entry

Which Stitchpunk Are You?

Attribute

Scientists 
Diary Entry of 

Stitchpunk’s Birth

Link to Quiz
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Journey Entry - Continued Video Reel

Users Can turn the 
pages of the diary 
entry. “x” allows 

user to exit



Documentation
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ANSWERS:

1.	 You are One!
a.	 Though some may perceive you as stubborn, you are proud of who you 
are and the work you do.  You are a knowing, powerful person, who many may 
refer to as an “old soul”.  A born leader, you have a clever ability to get large 
groups of people to act as one.  Though you can be very strong in this role, 
you may need some work in one-on-one situations, when it comes to trust.
2.	 You are Two!
a.	 You are a sensitive, careful, and inquisitive builder of all things.  A 
natural tinkerer, the logical and scientific parts of your brain come out in 
very creative and thoughtful ways.  Though you can be a great visionary, you 
may have some issues expressing that vision to others.
3.	 You are Three and Four!
a.	 Your curiosity and fascination with the stories of how things work 
and how they came to be shows in how passionately you read and explore the 
world around you.  You may see things others don’t catch, and are a joy to 
be around.  Just be careful you don’t miss the things happening in the world 
because you’re so busy reading about them!
4.	 You are Five!
a.	 A trust-worthy friend, like two you also have technological abilities.  
Above all else, however, you possess the qualities of a loving individual.  Be 
sure your friends appreciate you, and don’t take advantage of your giving 
nature.
5.	 You are Six! 
a.	 Though many people might use words like “unique” or “peculiar” 
to describe you, your close friends know that you speak through your 
creativity.  It may not always be art, but the thoughtful expressions you use to 
communicate ideas and feelings is inspirational.
6.	 You are Seven!
a.	 An independent force to be reckoned with, no one will ever tell you 
what you can or cannot do.  Your strength comes from within, and it would 
take an army to break your will.  You may put yourself in dangerous situations 
sometimes, but you do it because you have faith in yourself.  Work on making 
others feel as powerful as you do!

7.	 You are Eight!
a.	 You are very loyal protector of your friends and family.  Though 
sometimes you choose to use your physical strength instead of words, on the 
inside you’re more sensitive and caring than anyone might guess.  It is because 
of your love for others that you are so strong, but it may also make you very 
angry sometimes.  Keep on the positive side of things!
8.	 You are Nine!
a.	 You are curious about every aspect of the world around you.  You lead 
people in a caring way- always concerned with a goal that helps everyone.  Your 
good-natured and friendly attitude makes you easy to get along with, and your 
friends come to you when they need help.  Your sense of adventure keeps you 
constantly striving towards different goals- be careful you don’t take too 
many things on!

SAMPLE QUIZ QUESTIONS:

1. On the playground, or in a park, which are you doing?
a.	 Playing a game with other people.
b.	 Organizing all your friends to play a game.
c.	 Reading a book.
d.	 Climbing a jungle-gym by yourself, pretending to escape from some 
pirates.

2. If you could have a super-power, which would it be?
a.	 The ability to learn everything you wanted to know.
b.	 To be the biggest, toughest person ever.
c.	 To be able to put together complex machines out of common objects.
d.	 The ability to get everyone to listen to you, and have them do what you 
wanted.

3. Which is your biggest strength?
a. Book smarts.
b. Street smarts.

Which StitchPunk Are You? Quiz
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c. Muscle.
d. Artistic skill.

4.  If a friend of yours was sick, what would you do to make them feel better?
 a.  Paint them a picture.
 b.  Tell them to walk it off!  It’s not that bad!
 c.  Sit with them for as long as they wanted you there, telling them how good of a 
friend they are.
 d. Try to find the reason they are sick, or a medicine that will make them feel 
better.

5.  You see someone you don’t know being bullied.  How do you react?
	 a.  Physically intimidate the bully away.  Throw a punch if you have to.
	 b.  Stand up to the bully with words, then ask the stranger if he’d like you to 
walk with him for a while.
	 c. Ignore it and walk away- the stranger can probably handle themselves.
	 d. Join in with the bully and ask him to be your friend- you never know when 
you’ll need someone like that on your side!

6.  Which statement is the most true about you?
	 a. I’d sacrifice my own happiness to help a friend.
	 b.  My art is my real language.
	 c.  I can do anything on my own.
	 d.  My real strength comes from myself AND my family.

7.  You and some people are asked to solve a problem.  What role do you take in the 
team?
	 a.  I lead, but I ask a lot of questions to make sure what I’m doing is in the best 
interest of my team.
	 b.  I’m more of a loner- but I will come in at the last minute with information 
I’ve found to help everyone.
	 c.  I can put all the pieces my team finds together quickly because I’m really 
good at solving puzzles.
	 d.  I’m the leader.  I will create an agenda and make sure everyone is on task.

8.  You’ve just finished reading a book you loved.  What do you do next?
	 a.  Take a moment to reflect on how the characters felt, and why 
they had such an impact on you.
	 b.  Buy it for your best friend.
	 c.  Immediately start reading it again.
	 d.  Create something inspired by the book.

9.  Some words that could describe you are:
	 a. Fiercely independent.
	 b. A committed leader.
	 c.  Strong and intimidating.
	 d. Courageous and friendly.

SAMPLE QUIZ KEY:
1.	 a = 5
b = 9
c = ¾
d = 7
2.	 a = ¾
b = 8
c = 2
d = 1
3.	 a = 6
b = 7
c = 8
d = 6
4.	 a = 6
b = 1
c = 5
d = 2
5.	 a = 8
b = 9
c = 7
d = 1
6.	 a = 5
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b = 6
c = 7
d = 9
7.	 a = 9
b = 7
c = 2
d = 1
8.	 a = 2
b = 5
c = ¾
d = 6
9.	 a = 7
b = 1
c = 8
d = 9
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Handrails

Exterior Handrails should look like they are made from 
objects found on the street, probably amongst the rubble 
of the City

The Story of “9” was heavily steampunk influence.  Although 
one could argue that the story was more dieselpunk as 
opposed to steampunk, but nonetheless, gears were a 
reoccuring theme in the story and utilized through the 
Scientists workshop.

Exterior Handrail Interior Handrail
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Initial Signage Concepts

This is a preliminary sketch of Signage concepts.  This is one to denote the 
48” height requirement.  The Handrails leading into the Launchpad will 
halso be this height so that attendants can easily identify otherwise would-
be riders who have gone through the queue.
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Definititions

Stitchpunk: Homunculus ragdolls

Diesel Punk: An art style based on the aesthetics popular between World War I and World War II.  It 
combines influences of the period (pulp magazines, serial films, film noirs, art deco, and wartime pin-ups) with 
postmodern techologies.

Steampunk: A science fiction subgenre featuring steam powered machinery that is inspired by industrialized 
western civilization during the 19th century.  Recognizable features include anachronistic technologies or 
retro-futuristic inventions.

Talisman: the device the scientist uses in order to transfer parts of his soul to the stitchpunks.  This is the 
same device that brought the B.R.A.I.N. and consequently the Fabrication Machine to life. They however, are 
powered by intellect and not a soul, therefore then can be corrupted.

B.R.A.I.N.: Stands for Binary Reactive Artificially Intelligent Neurocircuit.  This is the Scientists machine 
that he had originally created as part of the Chancellors “Peace Through Science” initiative.  The central 
technology, which was a result of the Scientist transferring his intellect, of this machine was transferred to 
the Fabrication Machine.
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Costuming - Males
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Costuming - Females




