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What would it be like to have the creative genius of 

Walt Disney?

Robert Dilts, one of the early developers of NLP, 

modeled Walt Disney and developed a process that 

all of us can easily use whenever we need to create 

something of value.  Whether you are writing a book, 

solving a business problem, or expressing yourself 

artistically, having the ability to move through Dilt’s 

creative process will allow you to call upon your 

creative powers and move from vision to 

implementation more efficiently and effectively.

Dilts points out in his book, “Strategies of Genius, 

Volume I, (1994),” that Walt Disney had a specific 

creativity strategy that he used to create his 

movies, amusement parks, and business plans that 

helped him realize his Disney empire.

Would you like to know what it was?    If you had 

such a strategy, how would you use it?  Is there 

something you are facing right now in your 

personal/business life that would benefit from you 

being more effective at tapping into your creative 

genius?

Dilts explains the genius behind Disney’s ability to 

take an idea and turn it into reality had to do with 

the strategy he used.  Disney’s strategy developed 

after he honed his abilities to explore an idea from 

different perceptual positions.  There were three 

main perceptual positions that he used: the 

dreamer, 

the realist, and the critic.  Disney would fully 

associate into each perceptual position and stay in 

that perceptual position until the idea was formed 

enough to move to the next position in the process.  

Disney actually created three rooms with which he 

and his staff would work an idea through.

The first room was the “dreamer room.”  In this room 

he and his staff could only dream up ideas and 

solutions.  These ideas were focused on solving 

current problems or creating innovated products.  

While in this room, no one was allowed to critically 

evaluate the ideas that were being created.  By only 

allowing ideas to be dreamed and expressed in this 

room, there was no writers-block or stunting of ideas 

because all idea were encouraged.  In this room the 

attitude was of possibility, hope, vision, future.  The 

focus was on “what” (what to create, what to do, 

what to have).  Disney and his staff would 

literally “look up” and see in their minds eye the 

whole picture, the full story, the thousand foot view 

and then begin to verbalize, outline, and even draw 

out the basic blue print of their idea.

Next, Disney would move into the “Realist room.”  

When he was in the realist perceptual position he 

was focused on “action.”  As “realist,” Disney 

would “feel out the idea.”  He would actually become 

the idea, the story, the character, or the solution.  

From this perception, Disney’s focus was on “how” to 

do it.  It was assumed (in the realist position) that 

the idea created in the “dream room” could be done.  

If they were working on a new roller coaster, 

like “space 

mountain,” they would actually imagine what it would 

feel like to be sitting in the roller coast as it raced 

around each winding turn and slowly climbed each 

steep incline and rapidly dropped down each  

decent.  They would become aware of how the seat 

and the straps felt on their bodies.  They would hear 

the sounds of the roller coaster and see the lights 

flashing as they went through the whole ride in their 

minds.  Ultimately, the realist would fill in the blanks 

of the original idea created by the “dreamer.”

Finally, Disney would move to the “Critic room.”  Here 

the focus would be on “why” (Why do it this way? 

Why do it at all?) Logic would be used to find the 

wholes in the plan.  Disney would fully associate into 

an external audience perception.  He called this 

his “second look.”  The goal of the critic is to 

critically examine the idea or plan (not the person 

who created the idea or plan).  Here the idea, plan, 

project would be fine tuned and if a question came 

up that required a creative solution, the whole team 

would walk back to the “dreamer room” to solve the 

problem with a creative idea.  When Disney was in 

the role of critic he wanted to determine whether 

this new idea or plan was any better than the 

current way of achieving the goal.  The critic would 

help determine whether the idea was worth going for 

or whether more work needed to be done.
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Try this exercise developed by Robert Dilts.

1.
From where you are sitting, look around the 

room and select three physical locations and label 

them (1) “Dreamer,” (2) “Realist,” and (3) “Critic.”

2.
Anchor the appropriate strategy to each 

physical location:

a.
Think of a time you were able to creatively 

dream up or fantasize new ideas without any 

inhibitions; step into location 1) and relive that 

experience.

b.
Identify a time you were able to think very 

realistically and devise a specific plan to put an idea 

effectively into action; step into position 2) and 

relive that experience.

c.
Think of a time you were able to 

constructively criticize a plan – that is, to offer 

positive and constructive criticism as well as to find 

problems.  Make sure the location is far enough away 

from the others that it doesn’t interfere.  Step into 

location 3) and relive that experience.

3.
Pick an outcome you want to achieve and 

step into the dreamer location.  Visualize yourself 

accomplishing this goal as if you were a character in 

a movie.  Allow yourself to think about it in a free 

and uninhibited manner.

4.
Step into the realist location, associate into 

the “dream” and feel yourself in the positions of all of 

the relevant characters.  Then, see the process as if 

it were a “storyboard” (a sequence of images).

5.
Step into the critic position and find out if 

anything is missing or needed.  Then, turn the 

criticisms into questions for the dreamer.

6.
Step back into the dreamer position to 

creatively come up with solutions, alternatives and 

additions to address the questions posed by the 

critic.

7.
After you have repeated this cycle several 

times, consciously think of something else that you 

really enjoy and are god at, continuing to walk 

through the dreamer, realist, and critic locations.  

(This will stimulate an unconscious enrichment of 

your creative process.)

8.
Continue to cycle through steps 4,5, and 6 

until your plan congruently fits each position.
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