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EPISODIC CREATIVE LETTER

EPISODE:

“Mickey’s Silly Problem” - #F051

RUN TIME:

NTSC – 23 minutes, 59 seconds
GENRE:

Standard Animation Episodic Series

Comedy
EPISODE SUMMARY:

When Pluto’s ball flips the Silly Switch, Mickey and the gang have to find a way to turn it off.
CAST/WORD COUNT:

	Name
	Word Count

	ALL
	10

	COMBINATION LOCK VOICE
	26

	DAISY
	221

	DONALD
	119

	GOOFY
	393

	MALE ANNOUNCER
	8

	MICKEY
	908

	MINNIE
	416

	PLUTO
	21

	SINGERS
	119


VOCALS: Every episode contains the following songs. Leadsheets are available on Vision.
· 01:00:39:09 - Main Title Vocal

· 01:06:23:13 - “The Mouseketool Song”

· 01:22:20:09 - “Hot Dog”

Additional Vocals / Ditties: All lyrics are contained in the dialogue script. Leadsheets can be found on Vision if available.

· Ditty: 01:13:03:06 – COMBINATION LOCK VOICE sings a ditty about the lock on the door - music TBD.

· Vocal: 01:05:31:20 & 01:21:06:29 – MICKEY and the gang sing a song about the Silly Switch.

Please see Series Overview for specific instructions.
INSERTS/ON-SCREEN TEXT: Please see Series Overview for detailed instructions.
	Timecode
	Description
	Inserts/On-Screen Text

	01:01:23:11
	MAIN TITLE
	Disney

MICKEY MOUSE

CLUBHOUSE



	01:01:27:11
	EPISODE TITLE
	ROSE

SMELLY

BLIMP' ICKY



	01:01:32:08
	EPISODE TITLE
	MICKEY'S

SILLY

PROBLEM




DUBBING/ADAPTATION/TRANSLATION NOTES:

· None.
MUSIC & EFFECTS: 
· Neutral stems are available from the Material Supply Group. 

Please see Series Overview for general series notes.
DIALOGUE SCRIPT
	
	
	OPENING SEGMENT



	01:00:02:21
	MICKEY
	Hey, everybody, it's me, Mickey Mouse. Say, you want to come inside my Clubhouse? 

(Say  :  expression used to get attention, term of address - "Hey")



	01:00:11:00
	MICKEY
	Well, all right. Let's go!



	01:00:16:15
	MICKEY
	Aw, I almost forgot; to make the Clubhouse appear, we get to say the magic words: "Meeska, Mooska, Mickey Mouse!" Say it with me:  "Meeska, Mooska, Mickey Mouse!"



	01:00:39:09
	SINGERS
	(sing) 

M-I-C-K-E-Y

M-O-U-S-E


	01:00:43:06
	MICKEY
	That's me!



	01:00:44:08
	SINGERS
	(sing)
M-I-C-K-E-Y

M-O-U-S-E


	01:00:51:05
	SINGERS
	(sing)

It's the Mickey Mouse Clubhouse

Come inside

It's fun inside

It's the Mickey Mouse Clubhouse


	01:00:58:22
	MALE ANNOUNCER
	(voiceover) Roll call! Donald!

(Roll call  :  a confirmation or report of attendance)



	01:01:01:09
	DONALD
	Present!



	01:01:01:29
	MALE ANNOUNCER


	(voiceover) Daisy!



	01:01:02:27
	DAISY
	Here!



	01:01:03:20
	MALE ANNOUNCER


	(voiceover) Goofy!



	01:01:03:28
	GOOFY
	(chuckles) Here!



	01:01:05:07
	MALE ANNOUNCER


	(voiceover) Pluto!



	01:01:05:23
	PLUTO
	(barks)



	01:01:06:19
	MALE ANNOUNCER


	(voiceover) Minnie!



	01:01:07:04
	MINNIE
	(chuckles) Here!



	01:01:08:03
	MALE ANNOUNCER


	(voiceover) Mickey!



	01:01:08:27
	MICKEY
	Right here!



	01:01:11:21
	SINGERS
	(sing)

It's the Mickey Mouse Clubhouse

Come inside

It's fun inside

M-I-C-K-E-Y

M-O-U-S-E


	01:01:23:11
	MAIN TITLE
	Disney

MICKEY MOUSE

CLUBHOUSE



	01:01:24:10
	MICKEY
	It's the Mickey Mouse Clubhouse! (chuckles) Rose Smelly Blimp' Icky. (chuckles) I mean, Mickey's Silly Problem.


	01:01:27:11
	EPISODE TITLE
	ROSE

SMELLY

BLIMP' ICKY



	01:01:32:08
	EPISODE TITLE
	MICKEY'S

SILLY

PROBLEM



	
	
	MICKEY"S SILLY PROBLEM



	01:01:40:27
	MICKEY
	Hi everybody! Ah. It's great to see you! Because I have something fun to share with you today. It's a storybook called "Once Upon A Time". Oh, I can't wait to read it! (clears throat) "Once upon a time"--



	01:01:57:02
	PLUTO 
	(interrupts)(barks) 



	01:01:57:26
	MICKEY
	Hmm?



	01:01:59:20
	MICKEY
	It's Pluto! Aw, hiya, boy!  

(hiya  :  informal for “Hello”)



	01:02:02:18
	PLUTO
	(spits) 



	01:02:03:27
	MICKEY
	(slight chuckles) Oh, looks like you want to play bouncy ball.



	01:02:06:14
	PLUTO
	Yeah, yeah. (pants)



	01:02:08:15
	MICKEY
	Well, right now I'd really like to read my book, but, uh, maybe we can play later.



	01:02:15:22
	PLUTO
	(whimpers) (whines)



	01:02:19:24
	MICKEY
	Oh, okay, pal. 



	01:02:25:06
	PLUTO
	(pants) (barks)



	01:02:35:23
	MICKEY
	Uh-oh! (chuckles) Something silly's happening to the Silly Switch!



	01:02:45:14
	MICKEY
	Oh look at the Silly Meter! I-It's rising past "Silly". And even higher past "Very Silly". And still higher all the way up to "Super Silly"! What's going to happen?



	01:03:07:05
	MICKEY 
	Why it's just a golf ball. That's not silly at all. Whoa!



	01:03:20:15
	FEMALE SHOES
	(giggles)


	01:03:27:05
	MICKEY 
	(chuckles) Gee, this sure is silly, really!



	01:03:32:17
	MINNIE
	Hi Mickey!



	01:03:34:14
	DONALD
	This is nuts!

(nuts  :  slang - expression of disbelief)



	01:03:36:02
	MINNIE
	Oh dear!



	01:03:37:00
	DAISY
	Oh my!



	01:03:37:19
	GOOFY
	Gosh! (laughs) That's silly!



	01:03:40:11
	MINNIE
	Mickey, what's going on?



	01:03:42:19
	MICKEY
	Well, I was sitting in my comfy chair, when Pluto's ball flew in the air. It hit the Silly Switch, you see and now everything's silly, don't you agree?

(Note rhyme - chair/air.)

Note rhyme - see/agree.)



	01:03:52:11
	GOOFY
	Huh? You sound funny, Mickey.



	01:03:55:10
	MICKEY
	Well, what do you mean, old pal of mine? I think I'm speaking fine!

(Note rhyme - mine/fine.)



	01:03:59:13
	GOOFY
	(gasps) You did it again, Mick! You rhymed your words!

(Mick  :  short for Mickey)



	01:04:03:14
	MICKEY
	Gee, I know I didn't always rhyme, but now I'm doing it all the time!

(Note rhyme - rhyme/time.)



	01:04:07:24
	PLUTO
	Moo! Moo! Moo!



	01:04:12:11
	MICKEY
	Gosh, Pluto, you sound strange. Did something in your voice just change?

(Note rhyme - strange/change.)



	01:04:17:18
	PLUTO
	Moo!



	01:04:18:06
	GOOFY
	Hmm. Is that the sound that dogs make? 



	01:04:22:10
	PLUTO
	Moo!



	01:04:24:27
	GOOFY
	Naw! What animal makes that sound? 

(Naw  :  "No.")



	01:04:30:00
	GOOFY
	Right, a cow! And that sure is silly!



	01:04:33:29
	PLUTO
	Meow! Meow!



	01:04:36:05
	GOOFY
	What animal does Pluto sound like now? 



	01:04:39:03
	PLUTO
	Meow. Meow.



	01:04:42:26
	GOOFY
	Yep! A kitty cat.



	01:04:45:10
	PLUTO
	(cat growls)



	01:04:46:23
	DONALD
	This is nuts! What's going on here?



	01:04:54:06
	DONALD
	(sqauwks)



	01:04:55:20
	MICKEY
	Wow! Pluto meowed like a cat and mooed like a cow, but a tuba's what he sounds like now!

(Note rhyme - Wow/cow/now)



	01:05:03:14
	MINNIE
	I think we need to turn off the Silly Switch!



	01:05:06:27
	DONALD
	Let me do it!



	01:05:07:27
	GOOFY
	Come on I got it!



	01:05:08:26
	DONALD
	I'll do it!



	01:05:09:19
	GOOFY
	(struggle grunts) I think...I...got it! (grunts) 



	01:05:14:20
	DONALD & GOOFY


	Whoa! 



	01:05:15:14
	GOOFY
	Oh!



	01:05:17:28
	DONALD
	What's the big idea? (mumbles)

(expression of frustration, confusion, or complaint)



	01:05:22:04
	GOOFY
	Um, sorry, Mickey, uh, but the Silly Switch is stuck. On Super Silly!



	01:05:31:20
	MICKEY 
	(sings)

The Silly Switch is silly

That's why we call it that


	01:05:36:06
	GOOFY
	(sings)

Because silly things start happening

Like Pluto the kitty cat!


	01:05:41:03
	PLUTO 
	(licks) Meow! Meow!



	01:05:42:23
	MINNIE 
	(sings)

Oh! Silly things are everywhere

Like flowers on the floor 


	01:05:47:25
	DAISY 
	(sings)

And rubber duckies floating by 



	01:05:50:10
	DONALD
	(sings)

And sailing out the door!



	01:05:53:08
	PLUTO
	Ribbit. Ribbit.



	01:05:55:03
	GOOFY
	(sings)

Yep, the Silly Switch is silly

Things are getting in our way


	01:06:00:24
	MICKEY 
	(sings)

If we don't turn it off real soon

I'll never read my book today!


	01:06:08:01
	PLUTO
	Moo!



	01:06:10:17
	MICKEY
	Hmm, gee, we've got to un-stick the Silly Switch. It's the only way to stop this glitch! Mouseketools are what we need. So come on, everybody, let's proceed!

(Note rhyme - Switch/glitch)

(Note rhyme - need/proceed)



	01:06:23:13
	MICKEY 
	(sings) 

Mouseke-Hey, Mouseke-Hi, Mouseke-Ho

Mouseke-Ready, Mouseke-Set, Here we go

You're a thinking and a solving work-it-througher

Mouseke-Me, Mouseke-You, Mouseke-Doer

Mouseke-Me, Mouseke-You, Mouseke-Doer


	01:06:40:26
	MICKEY & SINGERS
	(sing)

Oh, Toodles!

It's time to get to it

(chuckles)

Show us the Mousketools to help us do it



	01:06:46:29
	MICKEY
	Meeska, Mooska, Mouseke-Doer!



	01:06:53:23
	MICKEY & SINGERS
	(sing)

Mouseke-tools, Mouseke-tools, Mouseke-tools



	01:06:58:03
	SINGERS
	(sing)

Here are your Mouseke-tools



	01:07:06:08
	MICKEY
	Well, uh-oh! This really surprises me. All our Mouseketools are a mystery!

(Note rhyme - me/mystery)



	01:07:12:22
	MINNIE
	We usually have only one Mystery Mouseketool! But now we have one, two, three, four of them!



	01:07:21:03
	DAISY 
	Four! What are we going to do?



	01:07:23:26
	MINNIE 
	Why don't we uncover each Mystery Mouseketool and see what we have to pick from?



	01:07:39:09
	MICKEY
	Now that we're making up brand new rules, everybody say, Mystery Mouseke-tools!

(Note rhyme - rules/tools)



	01:07:45:29
	MINNIE, DONALD, DAISY & GOOFY 


	Mystery Mouseketools!



	01:07:49:07
	MINNIE 
	Let's take a peek at each one. What's under the Red Question Mark?



	01:07:53:20
	GOOFY 
	Maybe it's a baloney sandwich!



	01:07:57:22
	MINNIE
	Ooh! It's a red Compass! (chuckles) Oh, that's for helping us figure out which direction to go.



	01:08:04:25
	GOOFY
	I was kind of hoping for something tastier.



	01:08:07:17
	DAISY 
	What's under the Blue Question Mark?



	01:08:11:22
	MINNIE 
	Ooh! Blue blocks with numbers. Those are always fun! I wonder what's under the Green Question Mark.



	01:08:22:06
	DAISY 
	Oh goody-goody! Green suction cup shoes! Those are good for climbing. And behind the Yellow Question Mark is...

(goody  :  used to indicate delight)



	01:08:31:24
	GOOFY 
	A yellow handy fishing rod. That's "handy"!



	01:08:38:02
	MINNIE
	Now that we know what all our Mouseketools are which one can help us pull down the Silly Switch and turn it off?



	01:08:45:19
	MICKEY
	Well, let's use our memories, what do you say? Then we can pick our Mouseketools today!

(Note rhyme - say/today)



	01:08:51:02
	GOOFY
	How about the yellow handy fishing rod? We could use it to pull the Switch.



	01:08:55:22
	MICKEY
	First we need to answer this little quiz. Do you know where the yellow handy fishing rod is?

(Note rhyme - quiz/is)



	01:09:04:12
	MINNIE 
	That's right! The yellow handy fishing rod is under the Yellow Question Mark!



	01:09:11:21
	MICKEY
	We got ears! Say "Cheers!"



	01:09:21:19
	GOOFY
	Go get 'em, Mickey! Reel in that little Silly Switch!

(Go get 'em  :  phrase of encouragement)



	01:09:29:17
	MICKEY
	Whoa! This is a surprise, the Handy Helper wants me to rise. 



	01:09:36:27
	DAISY
	Oops, upsy daisy!

(upsy daisy  :  playful children's expression - indicates an upward movements)



	01:09:39:05
	MINNIE
	Thanks for the lift. (chuckles)



	01:09:43:23
	GOOFY
	(laughs) Gosh! Looks like we're all going for a ride!



	01:09:48:09
	DONALD
	Oh no you don't. I'm not going.



	01:09:51:25
	GOOFY
	Lookie! It's a Footy Friend! 

(Lookie  :  to pay attention)



	01:09:55:18
	DONALD
	(squawks) 



	01:09:57:09
	DONALD
	(grunts) 



	01:10:05:02
	DONALD
	(echoey) Hey! What's the big idea?


	01:10:08:00
	MICKEY, MINNIE, DAISY & GOOFY


	(echoey) Whee! Ooh! (laugh)


	01:10:18:06
	GOOFY
	(echoey) Yahoo! (impact grunts) I'm okay.



	01:10:24:11
	GOOFY
	Yippee! That was fun!

(Yippee  :  exclamation of joy)



	01:10:26:18
	DONALD
	Let's do it again!



	01:10:28:15
	MINNIE
	Boys, boys, boys. We have to go back to the Clubhouse and turn off the Silly Switch. Who knows what might happen if it stays on all day!



	01:10:37:07
	MICKEY
	Gee, Minnie, guess you're right, but-but look! The Clubhouse is out of sight!

(Note rhyme - right/sight)



	01:10:43:13
	DAISY
	Which way do we go to get back there?



	01:10:45:23
	MICKEY
	Well, when we need help, we call on whoodles?



	01:10:48:25
	GOOFY
	"Whoodles?" Oh, that's easy. Everybody say...



	01:10:53:00
	ALL
	Toodles!

(Note rhyme - whoodles/Toodles)



	01:11:01:19
	MICKEY
	The Clubhouse is where we want to go. Which Mouseketool can help us, do you know?

(Note rhyme - go/know)



	01:11:10:11
	MINNIE
	Do you remember what Mouseketool can help us figure out which direction we should go?



	01:11:16:24
	DAISY 
	The compass! Goody! It's needle can show us which direction to go.



	01:11:21:08
	GOOFY
	And where do you think that sneaky little compass-thingy is hiding?



	01:11:28:08
	MICKEY
	All right! The Red Compass is there and you found it fair and square!

(Note rhyme - there/square)

(fair and square  :  idiom - to do something in an honest manner)



	01:11:34:01
	MICKEY 
	We got ears! Say "Cheers!"



	01:11:41:15
	MINNIE
	Hmm. We need to go back to the Clubhouse. So... If we're going in the right direction, the compass' needle will point to the Clubhouse.



	01:11:51:12
	MINNIE
	But if we start going in the wrong direction, the needle will move away from the Clubhouse and point to the place we're headed.



	01:11:59:05
	GOOFY
	Sounds amazing!



	01:12:01:07
	DONALD
	You said it!



	01:12:04:07
	MINNIE
	Let's start walking and see if we can find our way back home.



	01:12:10:11
	GOOFY 
	The needle's pointing to Mistletoe Mountain. Is that the way we want to go?



	01:12:15:27
	DONALD 
	No!



	01:12:19:23
	MICKEY
	I'll just turn around, okay?



	01:12:24:14
	MICKEY 
	So tell me, is this the right way?



	01:12:29:09
	GOOFY
	Well, the needle is pointing at the Clubhouse. So the answer is...



	01:12:33:19
	DONALD
	Yes!



	01:12:35:25
	MICKEY
	Come on, everybody, follow me, Mickey Mouse. Let's all go back to our Clubhouse!

(Note rhyme - Mouse/Clubhouse)



	01:12:47:19
	MICKEY 
	Hooray! We no longer have to roam, we finally found our way back home!

(Note rhyme - roam/home)



	01:12:52:28
	PLUTO
	Quack! Quack!



	01:12:56:08
	MICKEY
	Whoa! That's a shock! The Clubhouse door now has a lock!

(Note rhyme - shock/lock)



	01:13:03:06
	COMBINATION LOCK VOICE
	(sings in automated voice)

To open the lock without a key

Put the numbers in order

You need three.


	01:13:12:08
	COMBINATION LOCK VOICE
	(sings in automated voice)

Some numbers are big and some are small

But only pick three

And that's all!


	01:13:21:26
	MINNIE
	Three numbers? Where will we find three numbers to unlock the door?



	01:13:26:24
	GOOFY
	Hmm. I remember something that had numbers on it. Maybe that can help us. Oh, it was a Mouseke-schoolie, a-a Mouseke-fooly, a...



	01:13:35:25
	MICKEY
	A Mouseke-toolie! So when we need one we call whoodles? Everybody say...



	01:13:41:19
	MINNIE, DAISY, DONALD & GOOFY


	Oh Toodles!



	01:13:49:21
	MINNIE 
	All that's left are two Mystery Mouseketools. Do you remember seeing a Mouseketool with numbers on it?



	01:13:57:22
	GOOFY 
	Yep! One of these Mouskedoodles is a bunch of blocks with numbers. Maybe they can help us open the lock.



	01:14:04:17
	DAISY 
	Which Question Mark do you think they're under?



	01:14:09:15
	DONALD
	Blue!



	01:14:10:01
	MICKEY
	Yep! Blue! I thought the same thing, too!

(Note rhyme - Blue/too)



	01:14:15:21
	MICKEY 
	We got ears! Say "Cheers!"



	01:14:23:12
	MICKEY 
	So let's see, we have the numbers: five, eight and three!

(Note rhyme - see/three)



	01:14:33:13
	DAISY
	Oh dear. The lock's still locked. Maybe the numbers need to go in a different order.



	01:14:38:18
	MINNIE 
	How about we try smallest to biggest? Let's begin with the smallest blue number. Which number is that?



	01:14:44:26
	GOOFY
	Hmm. If we start counting up from one, two would be next. And then...



	01:14:50:29
	DONALD 
	I know! Three!



	01:14:52:12
	MINNIE
	Uh-huh! Three!



	01:14:54:07
	DONALD 
	I'm good with numbers. (laughs)



	01:14:56:14
	MINNIE 
	Now the last number is the biggest one. And what's the biggest blue number we have?



	01:15:03:04
	GOOFY 
	Well I know! Eight!



	01:15:05:01
	DAISY 
	Right, Goofy! And the blue numbered block that goes in between the three and the eight is... 



	01:15:12:12
	DONALD 
	Number five!



	01:15:15:01
	DAISY
	Goody! Five is between three and eight!



	01:15:28:22
	GOOFY
	Gosh! It didn't work!



	01:15:30:28
	DONALD
	Aw, phooey!

(phooey  :  interjection - used to express contempt, disbelief, disgust, or disappointment)



	01:15:32:24
	MINNIE
	Well, why don't we try a different order? Like biggest to smallest?



	01:15:36:18
	DAISY
	That's a goody idea!



	01:15:40:00
	DAISY 
	This time let's count down from the biggest blue number. And the biggest blue number is...



	01:15:47:02
	DONALD
	Eight!



	01:15:48:16
	DAISY 
	Eight! Right! And the smallest blue number is...



	01:15:54:10
	DONALD 
	Three!



	01:15:56:15
	DAISY
	Yes! Three goes last. So the number that goes in the middle should be smaller than eight but bigger than three. And that blue number is...



	01:16:08:18
	DONALD & GOOFY


	Five!



	01:16:21:01
	DONALD
	Oh boy, oh boy, oh boy!

(interjection used to express surprise, relief, or delight)



	01:16:23:06
	DONALD & GOOFY


	(in unison) We did it!



	01:16:24:23
	MICKEY
	All right! This is just what I was hoping. We figured out the right order and now the lock is now open!



	01:16:32:11
	MICKEY 
	What?



	01:16:34:01
	MINNIE 
	Oh dear! 



	01:16:36:20
	DONALD
	What's the big idea?



	01:16:39:06
	DAISY
	Oh! Hold the phone!

(Hold the phone  :  idiom - to stop what one is doing)



	01:16:41:12
	PLUTO
	Moo!



	01:16:42:10
	GOOFY
	Gosh, that's a lot of door!



	01:16:46:27
	DONALD
	Wait a minute. Let me try, Mickey. Come on, come on. Open up, you!



	01:16:57:05
	DONALD 
	(grunts) (sighs) Why me?



	01:17:00:27
	GOOFY
	Gee, if we can't use the door, how are we going to get inside the Clubhouse?



	01:17:06:17
	MICKEY
	Well, sometimes when we're in the Clubhouse and want to go outside, instead of going out the door, we go up the Upslide!

(Note rhyme - outside/Upslide)



	01:17:14:09
	GOOFY
	Then let's try going up the Upslide to get inside!



	01:17:18:15
	DONALD
	(squawks) 



	01:17:22:23
	GOOFY
	Oh no! The Upslide is gone!  



	01:17:24:21
	MINNIE
	How rude!



	01:17:25:15
	MICKEY
	This silliness is out of whack! We've got to pull that Silly Switch back!

(out of whack  :  idiom - not working well)

(Note rhyme - whack/back)



	01:17:29:29
	MINNIE
	Oh my! If we can't get in through the door...



	01:17:32:26
	DAISY
	And if we can't even find the Upslide, what can we use to get inside...



	01:17:37:07
	DAISY & MINNIE
	(in unison) And turn off the Silly Switch?



	01:17:39:25
	MICKEY
	Why I can see a way that's not too far. By the Fanfara, it's the Cup Car!

(Note rhyme - far/Car)



	01:17:45:19
	GOOFY
	Good thinking, Mickey. If you could get up there you could use the Cup Car to get down into the Clubhouse and open the door for everyone!



	01:17:54:18
	DAISY
	But how can we get up to the Cup Car?



	01:17:57:00
	GOOFY
	Ooh, I know! We need a Mousekesomething. A Mouseke-what's-it, a--



	01:18:02:07
	DONALD
	(interrupts) A Mouseketool!



	01:18:04:02
	GOOFY
	Yep! That too!



	01:18:06:02
	MICKEY
	We need lots of help and I mean oodles! So everybody say...



	01:18:10:26
	ALL
	Oh Toodles!

(Note rhyme - oodles/ Toodles)



	01:18:21:11
	MINNIE 
	Well, there's only one Mystery Mouseketool left. Do you remember what it is?



	01:18:28:23
	MINNIE
	Yep! The suction cup shoes! Perfect for climbing.



	01:18:35:04
	GOOFY
	And they're spiffy-looking, too! (chuckles)



	01:18:38:09
	MICKEY 
	Hey, you know, that's music to my ears. We picked all our Mystery Mouseketools, say "Super Cheers!"

(music to my ears  :  idiom - excellent news)



	01:19:20:03
	GOOFY
	Do you think this is going to work?



	01:19:22:02
	DONALD
	It better!



	01:19:26:26
	MICKEY
	Come on in, don't be slow. We've got work to do. Let's go!

(Note rhyme - slow/go)



	01:19:31:20
	PLUTO
	Meow. Meow.



	01:19:37:06
	GOOFY
	Gosh. 



	01:19:37:28
	MINNIE
	Oh my goodness gracious!  



	01:19:40:10
	DAISY
	(overlaps) Oh dear!  



	01:19:41:08
	DONALD
	This is outrageous!



	01:19:48:22
	MICKEY
	Keep your eyes open. Now-Now watch where you're going. (chuckles) Because the Silly Switch's silliness sure isn't slowing!

(Note rhyme - going/slowing)



	01:19:52:05
	FEMALE SHOES
	(overlaps) (giggles)


	01:19:58:09
	DONALD
	(squawks) Watch it, you big palooka!

(palooka  :  slang - someone who is clumsy)



	01:20:02:25
	MINNIE
	Oh! Look Mickey, the handy fishing rod is still here.



	01:20:07:05
	MICKEY
	Great, now I can use it to grab the switch and turn it off without a hitch.

(Note rhyme - switch/hitch)



	01:20:16:02
	MICKEY
	Come on, pull down the switch with me. With a one, two, and three!

(Note rhyme - me/three)



	01:20:46:03
	MICKEY 
	Hot dog! It worked! "Hot dog! It worked?" Hot dog! It worked! Hey, I'm not rhyming my words anymore!

(Hot dog  :  expression of excitement or delight)



	01:20:56:14
	PLUTO
	(barks)



	01:20:57:18
	MICKEY
	Pluto! You can bark again!



	01:20:59:16
	PLUTO
	(barks) (licks)



	01:21:02:17
	MICKEY
	We did it! (laughs) 



	01:21:06:29
	MICKEY 
	(sings)

We turned off the Silly Switch



	01:21:09:07
	GOOFY
	(sings)

Fixed today's silly glitch!



	01:21:11:17
	MICKEY
	(sings)

I'm so happy...



	01:21:13:00
	MINNIE, DAISY, DONALD & GOOFY


	(sings)

So happy...



	01:21:14:08
	MICKEY
	(sings)

And that's because...



	01:21:17:04
	ALL
	(sings)

Everything's back to the way it was!  

(laughs)



	01:21:28:03
	MINNIE, DAISY, DONALD & GOOFY


	(overlapping chatter) What a silly day!



	01:21:32:00
	MICKEY
	Finally! Peace and quiet! Now I can read my storybook! (yawns) "Once upon a time..." (snores)



	01:21:48:11
	MINNIE
	(overlaps) Looks like today's silliness really tired out Mickey! (chuckles) Sh.



	01:21:56:21
	MICKEY
	(giggles) I'm not really sleeping. I was just being silly! Thanks for helping me solve my Silly Problem today. It sure was fun. Now let's do something else that's fun. The Hot Dog dance!



	01:22:20:09
	SINGERS
	(sing)

Hot dog



	01:22:22:14
	PLUTO
	(barks)



	01:22:25:14
	SINGERS
	(sing)

Hot dog



	01:22:30:22
	SINGERS
	(sing) 

Hot dog, hot dog, hot diggedy-dog

Now, we got ears, it's time for cheers

Hot dog, hot dog, the problem's solved

Hot dog, hot dog, hot diggedy-dog


	01:22:44:09
	MICKEY 
	Thanks for coming over to the Clubhouse today. We sure had lots of fun and I hope to see you again real soon. Keep dancing everybody. Yeah!



	01:22:53:14
	MICKEY
	What a hot dog day!



	01:22:55:10
	SINGERS
	(sing) 

Hot dog, hot dog, hot diggedy-dog

It's a brand new day, whatcha waiting for?

Get up, stretch out, stomp on the floor

Hot dog, hot dog, hot diggedy-dog

Hot dog, hot dog, hot diggedy-dog

We're splitting the scene

We're full of beans

So long for now from Mickey Mouse


	01:23:16:18
	MICKEY
	That's me!



	01:23:17:18
	SINGERS
	(sing)

And the Mickey Mouse Clubhouse!



	01:23:25:23
	MICKEY
	Aw, thanks for stopping by!



	
	
	CLOSING SEGMENT



	01:23:30:16
	MICKEY
	(voiceover) Can you remember which Question Mark the Compass was hiding under? The Red Question Mark!


	01:23:36:05
	GOOFY 
	(voiceover) And how about those building blocks? They were under the Blue Question Mark!


	01:23:40:29
	DAISY
	(voiceover) And the suction cup shoes were behind...


	01:23:43:04
	DONALD 
	(voiceover) The Green Question Mark!


	01:23:45:13
	MINNIE 
	(voiceover) And where was the handy fishing rod hiding? The Yellow Question Mark!


	01:23:50:08
	MICKEY
	(voiceover) What a Silly Day! See you real soon!   


	01:23:59:26
	
	LAST FRAME OF PICTURE




SERIES OVERVIEW

Please note that any revisions or addendums to the Series Overview will be underlined and bold.

EPISODES:

Domestic Year One:  F001 – F026

Domestic Year Two:  F027 – 

RUN TIME:

Standard TV ½ Hour (approximately 23 minutes per episode)
GENRE:

Standard Animated Episodic Series

Animated / Comedy

SERIES SYNOPSIS:

Combining The Walt Disney Company's rich tradition of storytelling with Playhouse Disney's "whole child" curriculum of cognitive, social and creative learning opportunities, Mickey Mouse Clubhouse engages preschool viewers and their parents/caregivers in an interactive adventure. In each episode, the series' stars -- Mickey Mouse, Minnie Mouse, Donald Duck, Daisy Duck, Goofy and Pluto -- help viewers solve a specific age-appropriate problem utilizing basic skills, such as identifying shapes and counting to ten. Along the way, Mickey encourages viewers to respond and actively participate as they work together to complete multiple, easy-to-understand tasks and puzzles in order to find a successful resolution to the problem at hand.
EPISODE STRUCTURE:
· Mickey Mouse welcomes the viewers and invites them to play with him in his Clubhouse.

· Mickey instructs the viewers that to make the Clubhouse appear, they have to say the magic words, “Meeska, Mooska, Mickey Mouse!”
· The Clubhouse appears as the Main Title Vocal is sung and the series regulars are introduced.  At the end, Mickey says the name of that particular episode.

· After a few moments, a problem is presented, usually involving one or more of the other characters.

· Mickey asks the audience if they will help him solve the problem and then rejoices at having help.

· Mickey sings “The Mouseketool Song” as he is presented with tools that will be used to help solve the problem.  The tools consist of three basic items, and a mystery tool that will be revealed later.  The tools are held by a floating object named Toodles.

· Mickey sets out with his friends to solve the problem.  Along the way he decides which of his tools will be used for each stage of the problem-solving.  When it appears as if his tools will not work, he reveals the ‘mystery tool’ which inevitably is exactly what he needs.

· Mickey eventually solves the problem with the help of the audience and the four tools.

· Mickey and his friends invite the audience members to dance with them as they celebrate their accomplishments while the vocal “Hot Dog” is heard.

· During the song, Mickey and his friends recap the lessons that were learned during their adventure in that episode.

· Mickey bids the audience farewell and tells them he will see them again soon.
THEMES

Audience Interaction.   Since this series is geared toward preschool-aged children, audience interaction is a primary theme.  Throughout each episode Mickey Mouse speaks directly to the camera, posing questions and choices surrounding that episode’s given problem.  He will pause, as if he is awaiting an answer, and then comment on what the likely answer is.  He will also ask the audience to shout things out to help solve each problem.  For example, in the first episode, as the characters are searching for missing sheep, Mickey asks the audience to yell ‘sheep’ when they see one.  He’ll then make a comment such as, “You see a sheep?”  In this way, the audience is involved during the entire episode and children can feel as if they are truly helping Mickey and his friends solve the problem on hand.

Problem solving.   Each episode focuses on a simple problem that needs to be solved.  During the course of the problem-solving, basic learning skills are taught such as counting, identifying shapes and recognizing sounds.  These basic skills are repeated several times throughout each episode, ensuring that the viewers learn the intended lesson by the end of the episode.  Using colorful animation, catchy vocals and the natural charm of each of Disney’s most popular characters, the problem-solving is always fun and exciting, enticing the viewers to participate and have a great amount of fun as they learn.

VOCALS: Every episode contains the following songs. Leadsheets are available on Vision. 

· Main Title Vocal: Introduces the Clubhouse, the characters and invites the audience in to ‘play.’  This vocal should be recorded once and used in every episode.
M-I-C-K-E-Y

M-O-U-S-E

It's the Mickey Mouse Clubhouse

Come inside

It's fun inside

It's the Mickey Mouse Clubhouse
It's the Mickey Mouse Clubhouse

Come inside

It's fun inside

M-I-C-K-E-Y

M-O-U-S-E
· “The Mouseketool Song”:  Vocal with music in which series regular MICKEY MOUSE sing-speaks the lyrics and an O/S CHORUS joins in at the end.  After the vocal, Mickey introduces the four "Mouseketools" that will be used in that particular episode.  This list of tools differs in each episode. This vocal should be recorded once and used in every episode. 
Mouseke-Hey, Mouseke-Hi, Mouseke-Ho

Mouseke-Ready, Mouseke-Set, here we go

You're a thinking and a solving working-througher

Mouseke-Me, Mouseke-You, Mouseke-Doer

Mouseke-Me, Mouseke-You, Mouseke-Doer

Mouseke-tools, Mouseke-tools, Mouseke-tools

Here are your Mouseke-tools
Oh, Toodles. It's time to get to it (giggles)

Show us the Mouseketools to help us do it

Here are your Mouseketools

Toodles has the tools 

The Mouseketools

So when we need them

Toodles will bring them
And all we have to say is "Oh, Toodles!"

All we have to say is "Oh, Toodles!"
· “Hot Dog”:  Vocal with music played after the characters have solved their particular problem in each episode.  This vocal should be recorded once and used in every episode.
· This song is sort of a nonsense song.  It is fun to say, fun to hear, and fun to dance to, because they are celebrating.  Rhymes and alliterations are important.  

· "Full of beans" --  Childish idiom for “silly,” to joke, play, or behave in a nonsensical manner.  Note that a perfect All-American accompaniment to hot dogs is baked beans.
· "Splitting the scene" is a late 1960s and 1970s casual way for teens to say they're leaving.  So, "We're splitting the scene" means -- we're getting out of here, we're going now, we're leaving.

Hot dog

Hot dog

Hot dog, hot dog, hot diggedy-dog

Now, we got ears, it's time for cheers

Hot dog, hot dog, the problem's solved

Hot dog, hot dog, hot diggedy-dog

Hot dog, hot dog, hot diggedy-dog

It's a brand new day, whatcha waiting for

Get up, stretch out, stomp on the floor

Hot dog, hot dog, hot diggedy-dog

Hot dog, hot dog, hot diggedy-dog

We're splitting the scene

We're full of beans

So long, for now, from Mickey Mouse…
...and the Mickey Mouse Clubhouse!

· Because Mickey Mouse is very modest, when the chorus sings his name, "So long, for now, from Mickey Mouse" he isn't sure everyone listening will know who Mickey Mouse is (he's a big star, but he still thinks no one recognizes him).  So he clarifies who Mickey Mouse is with, "That's me!" in a very modest, almost surprised way.
· List of other vocals or ditties sung by characters will be supplied in the Episodic Creative Letter as applicable.

Music & Effects:

A complete M&E will be supplied.  Neutral stems are available from the Material Supply Group. 

INSERTS:

English text inserts, with no provided instructions, can be handled by one of the following methods:

· Leave as is;

· Subtitle;

· Incorporate into an appropriate character’s dialogue;

      Or

· Read by v/o announcer.  If you use this option, keep the v/o on a separate track so that DCVI Burbank has the option to approve or reject.
      This choice is at the discretion of the Local Dubbing Creative Manager.

DUBBING/ADAPTATION/TRANSLATION NOTES:

Online Resources: 

http://en.wikipedia.org/wiki/Mickey_Mouse_Clubhouse
http://disney.go.com/disneychannel/playhouse/mmch/index.html
· ‘Magic words’ are used to open the Clubhouse at the beginning of each episode:  “Meeska, Mooska, Mickey Mouse!”
· Throughout each episode the characters use made-up words with ‘mouse’ in them, such as ‘Mouseketools,’ ‘Mousekedance’ and ‘Mousekeday.’ 
· The characters frequently address the viewers, urging their involvement in the action taking place, and seeking assistance in solving the disappearance of the clubhouse.

· The entire series uses an abundance of word plays.

CASTING DETAILS:

DCVI approval required for main characters:

-MICKEY MOUSE


-MINNIE MOUSE


-DONALD DUCK


-DAISY DUCK


-GOOFY


-PLUTO


-PETE


-PROF. LUDWIG VON DRAKE


-CLARABELLE


-CHIP&DALE

Casting Strategy:

· Please use established voice wherever possible.

· If established voice is not available, please request Voice Test element from the Materials Supply Group. Please include a sample of the established local performance with any new test. 

Local Casting for guest characters:
Casting Strategy:

· Please use established voice wherever possible.

· If approved voice is not available, but is established, please voice match locally to established voice.

· If voice has never been cast and is not established, cast locally voice matching the English.


The casting needs to be closely supervised by the local creative head!!!
MICKEY MOUSE
Male


Mickey Mouse is, without question, the most famous mouse in the world.  Mickey has a strong sense of values.  This makes him an important symbol of the values and goodwill inherent in the Disney name.  Unassuming, friendly and altogether likable, he is everybody's favorite "little hero"; the underdog whose earnestness and bravery triumphs over any adversity.  Folksy and uncomplicated, Mickey is the kind of guy who manages to find the fun in everything he does, be it work or play.  Feisty and resourceful, he has always relied on his wits, the power of brains over brawn. 

In this series, Mickey welcomes the viewers and presents them with that episode’s particular problem.  Enlisting the help of the other characters, he leads the lessons that are to be learned that day. 

Mickey's relationship with the other characters:

· MICKEY/DONALD - Donald feels inferior to Mickey and tests Mickey's leadership in every episode.

· MICKEY/GOOFY - Mickey welcomes his pal Goofy's eagerness to help with the problem-solving, even if he is a little clumsy.  

· MICKEY/MINNIE - In addition to their ongoing romance, Minnie's the practical part of their relationship.  Her professional attitude and impressive ability to be prepared for any emergency often helps solve the problem. 

· MICKEY/DAISY - Mickey's nice guy attitude is forever being tested by Daisy's eagerness to become a star.

Mickey’s voice is performed at the low end of a male falsetto.  Voice actors tend to exaggerate the falsetto, making it too high.  This should be avoided, and most important: he does not squeak.  He also sings. He frequently chuckles or giggles.
There are some subtle nuances in Mickey's speech: elongated, resonant vowels; soft 's's;  'ar' combinations pronounced as exaggerated 'r's; some slurring of words; and use of contractions ('don't' for do not; 'can't' for cannot).  Emphasize the broad 'O' and 'AH' (as in "Oh, boy").

DIALOGUE EXAMPLES:

Mickey speaks in short, simple, even incomplete sentences.  

Gosh!
That's swell!
Gee!
Aw, gosh

Oh, boy
Yeah (instead of "yes")

(in agreement) Uh, huh.    (Humble) Aw.

And how!
I'll say!

Hot dog!
Pals (for friends)
MINNIE MOUSE
Female


To the extent that Mickey represents the all-American boy; Minnie embodies his counterpart, the girl next door.  She is kind and sweet, but also capable of being downright sassy.  She enjoys dressing in bows, ruffles and high-heeled shoes.  Innocent but not entirely naive, Minnie can be coy and flirtatious, but yet take care of herself and the Clubhouse.  Minnie is proactive, a problem-solver, and impressively resourceful.  She won't ask for help often, and that sometimes results in aggravating the problem.  Sometimes, Minnie will also get a little jealous when Daisy once again tries to steal the spotlight.

Minnie has a high, girlish, female voice, not quite falsetto.  She projects her voice with a lot of energy, enunciating each of her words (she also has a quiet, breathy side).  Her singing voice is a cutesy stylized vibrato reminiscent of the 1920s and 30s.  Her speaking voice is mildly stylized in this era as well, especially when she's emotional.  She also sings.

DIALOGUE EXAMPLES:

Much like Mickey, Minnie's dialogue is simple and to the point:

"Yoo-Hoooo!  M-i-i-i-ckey!'

"Hi - watcha doin'?"

"Now, you just sit down and I'll be riiight back."

"Oooh!"

"Uh-huh" and "Uh-uh" (yes & no)

"Oh! Why, Mickey Mouse" (agitated)

"Pluto!  Just look what you've done!"

"Never-never-never!" (to captor)

GOOFY
Male


Goofy is a happy simpleton, but not stupid.  He's just uncomplicated and looks at life on a simpler level. He takes things at face value. As sensitive as he is silly, Goofy possesses a child's heart; he is always happy, trusting and helpful. A true friend, Goofy is always there for his pals. He's a big guy, and like a child who hasn't quite grown into his body, can be a little clumsy (accident prone, actually). Goofy is unaware of his foibles, and this carefree self-confidence makes Goofy so likable. 

Goofy's speaking voice is a baritone adult male.  It has a warm, rich, texture that lilts as he speaks.  His rhythm of Goofy's speech is very slow and deliberate.  

His singing voice is similar with a happy, optimistic, sing-songy delivery. He also sings.

The words and pronunciation are colloquial, like an uneducated person from a country background. There are loud and soft, up and down, dynamics in Goofy's speech.  His words are a narrative of his thought process; the delivery changes with each new discovery.

DIALOGUE EXAMPLES:

Goofy stretches all his words out, so that each syllable ends up as almost a separate word, e.g. "Bell" becomes "Beh-yell".

Goofy frequently uses contractions and slang.  

"Gawrsh!"

"Howdy, Ma'am."

"Nope!"

"Wull, hiya, Mickey!"

"Aw, shucks." or "Darn." 

The most notable vocal signature is Goofy's laugh, a deep, self-amused chuckle:

"A-hyuck!"

Goofy also has a trademark "Goofy yell" when falling from great heights.

DONALD DUCK
Male


Donald Duck has a big ego, a deficit of patience, and a notorious temper. His moods range from cocky belligerence to childlike curiosity and delight.  He can also be conscientious, until circumstances soon make him explode again. We recognize Donald's weaknesses as our own; laughing at Donald gives us license to laugh at ourselves. Nobody throws a fit better than Donald. He also has a mischievous streak, playing tricks and practical jokes on others, but he himself is a terrible sport. 

In this series, he always has an idea on how to make things better, spending much of his time telling everyone else how to do their jobs. He is always wrong. Still, he thinks that he will be able to solve the given problems using his own skills alone, rather than with the help of everyone else.

Even if we don't understand every word out of Donald's mouth, his message is never ambivalent.  His vocal inflection, facial expressions and body language fill in all the blanks.

As widely known (and as difficult) as Donald's voice is, it's probably more useful to listen to it, then try to describe it.  An important point to keep in mind is that Donald's voice is done naturally. There is no treatment on the voice. 
The voice requires experimenting to find a technique that works for each individual. He also sings. 

Donald uses the rise and fall of inflection to convey a lot of his meaning.  He often substitutes sounds that are difficult to say in the "duck position."  For example 'T' and 'D' can become similar, with a more percussive burst of air to set the 'T' apart.  The teeth will usually remain relatively locked together, as the tongue needs the support of the roof of the mouth.  

DIALOGUE EXAMPLES:

Donald's dialog is typically worldly, streetwise, and always cocky.  Short phrases and hard consonants are most effective:

"Hiya, Toots!"

"Hey, what's the big idea?"

"Oh, yeah?"

"Says you, ya big paloooka!"

"I'll show you, you little..."(to Chip 'an' Dale)

"But, Daisy!" (pleading)

"Go ahead...Big Ears!" (under breath, to Mickey)

DAISY DUCK
Female


With her long lashes, come-hither smile and dangerously feminine bow, Daisy Duck is the closest thing that Disney has to a femme fatale. She is hot-tempered, jealous, determined and when she doesn't get what she wants, she can throw a fit much like Donald. Daisy has a refined speaking voice, impeccable manners and is always immaculately groomed.  She knows she's pretty and she loves all the pretty things. 

She is flirtatious and sociable.

A soft but strong voice, high, feminine and self-assured. 

Daisy has a pretty alto singing voice, which she uses in both parades and stage appearances.  

Daisy has excellent grammar.  When playing the lush seductress, she positively purrs.  When she's angry she burns with indigence. 

PLUTO
Male


Pluto is Mickey’s trusty dog who tries to help his master, but often finds himself causing more trouble than good.  He has a big heart, and even when scolded by Mickey, Pluto does not hold a grudge.  As soon as he is called upon for a task, he quickly obliges with his dog-like enthusiasm and excitement.

Pluto doesn’t have spoken dialogue. He only performs husky sounds of approval or disapproval. 

PETE
Male


A big unshaved bully whose size is the inverse of his brain power, Pete is friend to no one, foe to all. Pete has relished his reputation as a roughneck, rapscallion and sour spoilsport. Without exception, however, his surly ways always backfire; forever ensuring that in the end, Pete will be his own worst enemy. He is the tyrannical landlord of the “House of Mouse”. Pete wants Mickey and his pals out of his building, so that he can use the property for some other purpose. He carries the lease with its "show must go on" clause in his pocket, so that he can show it to Mickey the second the show stops. He comes up with many schemes to bring the show to a halt, but since Pete has a one-track mind and doesn’t think things through, he never succeeds. 

Pete has a deep, gravely resonant male baritone of a powerful older man.  He eats nails for breakfast, and it sounds like it. Pete isn't known as a singer, but he has one musical number that he sing-speaks. 
DIALOGUE EXAMPLES:

Pete's dialogue is that of an uneducated person from a tough neighborhood.  He uses lots of 'dese' for 'these', 'dose' for 'those.'  He has poor grammar.  He can also be quite smooth when he's portraying the con man.

- "Wise guy, eh?"

- "I'll show ya."

- "Hmm-who's da wise guy in here?"

- "You can't fool me - I'm wise to you guys."
- "Why, you little shrimp."

- "Awright - Waddayers wants?"

- "I ain't got it!  I don't know nut'in' 'bout it -- see?"

- "Hi, neighbor -- put it there, palsy!"

- "He can't make a fool outta me."

LUDWIG VON DRAKE
Male


An absent-minded professor, Ludwig Von Drake thinks of himself as the world's greatest expert on just about everything. However, being absent-minded and scatterbrained, any of his lectures becomes a roller coaster ride through the mixed up roadmap that is Ludwig's mind. With Von Drake, logic goes out the window. But he is not above laughing about himself once he realizes that he has gotten off the subject again. Ludwig Von Drake also loves to laugh at clever wordplay and terrible puns, especially if he's the one that said them. 

In the “House of Mouse”, he is the resident specialist, with projects ranging from helping Big Bad Wolf Daddy control his temper to improving the electrical equipment of the club. 

Casting: a medium range voice, Ludwig has a heavy accent of European origin, similar to German, but not as guttural.  It's closer to the stereotype of the Austrian psychologist.

Performance: Even though Von Drake has excellent grammar, he uses 'dese', 'dose' and 'dis' in place of 'these', 'those' and 'this'.

He has a vocal in show F048.

TYPICAL DIALOGUE

Ludwig talks a lot, often rambling off the subject, peppered with puns and bad jokes.  His mutterings often conclude with a titter of self-amusement; Ludwig is his own biggest fan. 

Some typical phrases:
- Hello, dere!

- Oooh-Herman!  You kooky bug!

- And I, Professor Ludwig Von Drake, am gonna show you 

  all about how it works!

CLARABELLE
Female


Also known from early cartoons, Clarabelle has become the club's resident gossipmonger. She's always ready to chitchat about the latest juicy ton tidbits with anyone who will lend her an ear.

Casting: TBD
If you have dubbed MouseWorks, please review voice and performance in MouseWorks cartoons considering the more prominent status in House of Mouse.

If you have not dubbed MouseWorks, please test. Only send your local favorite to Burbank. 

WILLIE THE GIANT
Male


Speaks in very simple phrases very similar to baby-talk, voice is semi-deep and round, with slow deliberate “simpleton” delivery.
CHIP
Male


The smart one, Chip is organized and logical; especially compared to Dale.  When Dale's scatterbrained antics land them both in trouble, it's Chip who bails Dale out.  Chip can be a little impatient with Dale's slowness, but their devotion and camaraderie is never in question.  They are inseparable; a matched set.  Chip dresses in a leather flight jack and a rugged outdoors hat.  Chip is the more practical of the two; usually the first to recognize and conquer any dangers.

While Chip 'N' Dale's voices are both quite shrill and rapid-fire.  Chip's voice is the higher of the two, and is recorded by an actress with an alto voice. Please reference the CSO for “Chip ‘n Dale Rescue Rangers” for more specifics. 

DALE
Male


Dale is the free spirit of Chip 'n' Dale; mischievous, with a wacky sense of humor.  He's also gullible and a little slow on the uptake.  Usually focusing on the short term, Dale lives in the moment, and is sometimes blind to impending dangers.  Despite his sometimes oblivious nature, Dale leads a charmed life, and through lucky breaks (or Chip's intervention), always manages to escape their perils unharmed. Dale is fond of wearing Hawaiian shirts, or anything else that might be wildly inappropriate for the mission at hand.  

Dale's voice is read by an actor in the baritone register.  Their dialogue is recorded at a normal speed, than played back at an accelerated rate.  Please reference the CSO for “Chip ‘n Dale Rescue Rangers” for more specifics.

RECORDING INTO PRO TOOLS FOR CHIP & DALE
Please Note: 

A)      This is a “wild recording” i.e. the picture will not run slower, and therefore should not be used as a reference.

B)      Your actor’s voice might react slightly different to the speeding up.  You might have to change the ratio of the speed-up a bit.  If you need some support, please notify Burbank. 

I. Procedure 

1.      Record the Domestic guide track into Pro Tools. 

2.      Create an extra audio track 

3.      Mark the sections that need to be recorded at a different speed. 

4.      Copy and paste these sections to the newly created audio track. 

5.      Select the section and in Audiosuite select the Pitch option. 

6.      Adjust the Ratio to 0.650:1 (-7 semitones and -45 cents) and deselect the “time correction” box (saving this as a plug-in setting will be useful).

7.      Preview the pitch shift.  This should now sound at normal pitch, i.e. with a natural voice.  If it is OK, process the selection.

8.      Use the processed track as the guide for the recording. 

9.      After recording, you will need to reverse the treatment on the new recording to check the effect. 

10.     Copy the new recording to a new track.  Select the region.  Go into Pitch in Audiosuite again.  This time select 1.538:1 (+7 semitones and +45 cents) as the ratio.  Deselect the “time correction” check box again.

11.     Preview the selection.  This time the sound should be as sped up as the original domestic.  If all is OK, then process the selection.  The resulting track will be your new recording.






NOTICE OF CONFIDENTIALITY

This document is internal to The Walt Disney Company and is intended for the use of the individual or entity to which it is addressed, or given by an authorized representative of Disney Character Voices, International, and may contain information that is privileged, confidential and exempt from disclosure under applicable laws.  If the reader of this document is not the intended recipient, or the employee or agent responsible for delivering the document to the intended recipient, you are hereby notified that any use, dissemination, distribution or copying of this communication is strictly prohibited.
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