SMASH AND GRAB: TEACHER BOARD GUIDE
Questions to keep on the board while watching
• WHO are the main characters? 
• WHERE does the story take place? 
• WHAT do Smash and Grab do every day?
• RELATIONSHIP? How do they behave towards each other?
• RESTRICTION? What stops them from moving freely?
• WANT? What do they seem to want?
• IMPORTANT DETAILS? What objects, actions or discoveries might matter later?
	EAL/D word bank
robot, train, work, cable, attached, trapped, free, battery/power source, friend, escape, discover.
Cause and effect: because  •  but  •  so  •  however  •  suddenly  •  as a result  •  therefore  •  eventually  •  finally

	BEAT
	QUESTIONS TO ASK
	BOARD NOTES

	OPENING IMAGE
	Who are the characters? Where are they? What does their normal, everyday world look like?
	Smash + Grab = robots
Huge moving train
Repetitive work / loading fuel
Attached to cables / restricted movement

	INCITING INCIDENT (CATALYST)
	What disrupts their normal world and creates a new goal, problem or opportunity?
	Smash notices free-moving robots
Portable power sources / batteries
He realises freedom may be possible

	MIDPOINT
	What major shift, twist or false peak raises the stakes and forces Smash and Grab to react?
	

	CLIMAX
	What is the highest point of tension, where the main conflict is directly faced?
	

	FINAL IMAGE
	What do we see at the very end? How is their world or situation different from the Opening Image?
	


1. Before Watching
Today, we’re going to pretend that a Pixar Executive is coming to Melrose High. She’s got a great idea for the start of a short film, but she doesn’t know where to go with it. So, she’s asking you to come up with ideas for her, and then she’ll choose the best one to fund and turn into a short.
She already had her team animate the first couple of minutes of the story though, so we’ll watch that first and then you will form groups and start working on your ideas. 
As you watch, try to answer the questions on the board, so that you can pay attention to all the right details that you will need in order to continue the story.
2. Pause Point
So that is where the executive’s idea ends. We now know the beginning, but we do not know what happens next. Before you get into groups, let’s recap some of what happened so we can get our facts straight.
3. Board Model Part A: Extract the Key Story Beats
These are the five beats we will use. Beats are key moments that move a story forward. The Opening Image shows the normal world, what life has been looking like for Smash and Grab up until the start of the story. The Inciting Incident (or Catalyst) is what happens to disrupt that normal daily life, it’s what’s going to create something interesting enough for there to actually be a story. 
4. Board Model Part B: Turn the Beats into Writing
We have now established the first two beats together:
OPENING IMAGE
INCITING INCIDENT (CATALYST)
Now, in groups, you will plan the remaining three beats. These notes will form the plan for your ending:
· The Midpoint is where a major shift or event happens from which there can be no turning back. Now our characters will have no option but to keep going.
· The Climax is where the action goes up to a really high- stakes point. It’s usually where the hero does something big that wins the day.
· The Final Image is where we see where the characters and their world end up. 
Now remember that this is a Pixar short film. So who is our audience?
WRITE ON THE BOARD: AUDIENCE – YOUNG CHILDREN AND FAMILIES
For this audience, what kind of ending do we usually get? So remember to write with this audience in mind and work towards a happy ending.
6. Group Writing Instructions
As a group you must agree on what happens in the three remaining beats before you start writing. Once your group knows the midpoint, climax and final image, each of you will turn those notes into actual story writing individually, following the style of the beginning on the screen.
7. The 30-Second Elevator Pitch
The Pixar executive is really busy and she does not have the time to read every single one of your stories. But, as a group, you find her alone in an elevator and have 30 seconds to pitch your idea to her. This is done orally, you do not have to write it down. Each member of your team is going to tell her a part of the story. Follow the structure on the screen.
	SELL YOUR STORY
· After Smash finds out about portable batteries…
· Things get worse when…
· The biggest moment is…
· In the end…
· You should fund our ending because…



9. Listen for:
• Does the ending fit the characters and world already established?
• Does the midpoint create a meaningful shift and raise the stakes?
• Is there a clear climax?
• Does the final image show what has changed?
• Is the idea memorable and coherent?
10. Reveal Pixar's Ending
What did Pixar do that one of our groups also did?
What surprised you?
Where was Pixar’s midpoint? Climax? Final image?
How did the final image compare with the opening image?

