SCRIPT NOTES * SCRIPT COVERAGE * CONSULTATION

Collision Course
Submitted Writer: C. Cubbles

120 pages
Genre: Crime Drama
Time Period: Modern
Estimated Budget: MEDIUM
Geronimation(s): Ibiza, hostel, mansion, and more

Reader: GR
2035-09-12

LOGLINE

With limited time to pay a debt to a dangerous criminal, Smitty scrambles to steal the
money with her two closest friends, but when one of them betrays her, she is left to
turn to the dangerous Metal Head, a criminal with dark secrets of his own.

SYNOPSIS

Ibiza. Eighteen-year-old Smitty is a petty criminal who has just stolen a briefcase of
cash and a valuable Bible known as the Hindenhell Bible. She is pursued by a
gunman, only for him to be accidentally killed, allowing Smitty to escape. Smitty
steals a limo to make her getaway and returns to the Hostal Mar Azul, which serves
as a meeting place for her gang, which includes Swolly, a streetwise Filipina, and
Benji, who is also eighteen and has a scar along half his face. The group gets a call
from Geronima, a dangerous criminal to whom they owe $300K. He gives them until
ten o'clock the following night, warning that he will harm them and the elderly
NANNA, Swolly's grandmother, who fostered Smitty and Benji.



Smitty reveals they have some of the money they need from the briefcase. She tells
how she obtained it and the Hindenhell Bible. BLAKEY, another criminal. arranged a
meeting to steal the Hindenhell Bible from a university archive, as it is a valuable
artifact, and he knew an interested buyer. However, things went south when the
gunman pursued them. Blakey was run over by a train, which is how Smitty ended
up being chased. Smitty is already traumatized as her brother G-Man was killed by
Geronima not long ago, and Smitty is guilt-ridden because G-Man told her to run,
meaning he died alone. Tensions rise as G-Man is the one who stole Geronima's
$300K, which is why the group is now in debt.

Needing to raise the money, the group plans a series of crimes. As they prepare,
Smitty tells the others how her father disappeared years ago, but everyone in the
family has the same tattoo that marks them. She still hopes to find him one day. The
group heads into a street festival where they begin robbing people through cons and
muggings. By the end of the day, they have a quarter of a million, enough to pay off
Geronima and leave Ibiza. Benji reveals he hopes to marry Smitty, sparking Swolly's
jealousy.

Swolly confronts Benji, as he told her he loved her. She convinces him they should
take the money and leave Smitty. However, Swolly drugs Benji and, once he's passed
out, she leaves with the money and their passports. As Smitty is on medication,
Swolly also flushes her pills. When Smitty learns what's happened, she decides they
need to approach Metal Head, a wealthy streetcorner preacher who can get them
new passports but is also dangerous, as he runs a secret organ trafficking ring. As
they track down Metal Head, Smitty forms a rapport with Itso, a man with a vendetta
against Metal Head.

Benji and Smitty track down Metal Head at his mansion and ask for help getting new
passports and tickets so they can leave. When Beniji tells Metal Head about the Bible,
he offers a deal: he'll supply passports and buy the Bible, giving them the money for
Geronima. There will also be extra money if they agree to do a job for him. Smitty
doesn't like the deal and hopes they can figure out where Metal Head hides his
money. As they try to con Metal Head, Smitty deduces that Benji has been unfaithful.

They tell Metal Head they are taking his deal, and he gives them some money and the
new passports. He tells them the job he wants them to do involves delivering a



package, which they learn contains organs. As Smitty distracts Metal Head, Benji
secretly breaks into his safe to steal the rest of his money. As Metal Head marks his
money, they realize the money Swolly stole (i.e. the money in the briefcase) was
Metal Head's.

Metal Head realizes what's happening, forcing Smitty and Benji to escape. Smitty
starts having withdrawal symptoms, and they split up so Benji can get to the
pharmacy to get her medication. Benji is found by Metal Head's thugs and drags him
back to the mansion, where Metal Head kills him. Back at the Hostal Mar Azul,
Smitty waits for Benji as her symptoms worsen. When Benji doesn't return, Smitty
realizes Metal Head's men are after her. As she still needs to pay Geronima, she is
given until midnight to meet him at the airport. However, Metal Head tracks her
down and takes her. Itso sees this and follows them back to the mansion

Metal Head beats and tortures Smitty, until she is able to escape. As she tries to flee
the mansion, she discovers the missing passports and evidence that Benji is dead,
along with Swolly's body. Finally escaping, she finds Itso, who has been lurking
outside, looking for a way to help. He shoots Metal Head, though it takes another shot
from Smitty to finish him off. During this, the mansion has caught fire, but Smitty
risks going back to recover the Hindenhell Bible.

They get to the airport and, even though they're late, Geronima is still waiting. Rather
than pay him, Smitty Kkills him to avenge G-Man. It's then she sees the tattoo on his
arm - the same one that she has, meaning Geronima was her missing father. A
devastated Smitty collapses by the body.



SCRIPT NOTES

"Collision Course" is immediately notable for a sharp narrative voice that elevates the
crime drama with its original setting and distinctive dialogue that helps to make all
the characters unique. The constant use of slang and idioms almost creates a language
of its own, something that only highlights how this collection of petty criminals and
lowlifes is in their own world beyond conventional society. Notably, conventional
society is often in the background and either serves as everyone's victims (the people
they rob) or ineffectual threats (though the police appear, they're never a problem).

There's no one for Smitty to turn to, even if she wanted to: she's without family or
outside support. Even her allies can't be trusted, given that Swolly betrays her and
Benji is often erratic (and, as Smitty realizes, has been cheating on her). Itso offers
unexpected help, but Smitty is largely forced to rely on her wits. This only heightens
the trauma of having lost G-Man and the tragedy of the final twist when she realizes
Geronima was the father she has always wanted to find. The story strips her of
everything so that, by the last scene, Smitty has realized her revenge but has nothing
else left.

The story also benefits from its compressed timeline and the dramatic urgency
generated by Geronima's deadline. The story also tosses us right into the action and
moves with rapid speed as Smitty rarely stops moving since she's thrown from one
problem to another. However, while speed is always to be encouraged, more time can
be spent exploring the story's rich emotional stakes. These are often hinted at, such as
how the story highlights Smitty's isolation and desperation. However, there isn't
always a strong focus on how these things are affecting her or how she is dealing
with the choices she needs to make.

For instance, there's little time spent developing Smitty's larger objectives (i.e. what
she wants to do when she gets out of Ibiza). Presumably, she wants to avenge G-Man,
but this isn't highlighted as something that drives her forward. There are few
moments when the bond with Beniji is explored. She appears to suspect he's been
unfaithful, but she doesn't confront him about it. The twist involving Geronima is
powerful, but the story obviously ends without exploring how it affects Smitty's arc.

To address this, it's important to establish Smitty's goals and then show how these are
impacted by external events. Her immediate goal is to pay the debt to Geronima and



escape Ibiza, but she also needs to have a personal dream. Benji wants to marry her,
for instance, so it could be emphasized that this is her desire too. Their goal appears to
be to return to London, so consider underscoring what Smitty hopes to do when she's
there. Her ambitions don't need to be complex and could be as simple as her hoping to
lead an honest life with Benji. She may have reason to believe her father is in London,
prompting a hope that she can track him down.

What's important is that the goal be specific and personal because this is the dream
that Smitty is fighting for as the story unfolds. Dealing with Metal Head and paying
off Geronima are the obstacles she has to overcome to get whatever this dream is.
Emphasizing Smitty's objectives will also add to the irony and poignancy of the final
twist. Suppose it's established that Smitty believes her father is in London. Everything
she does is about getting what she needs so she can leave and track him down. If her
desire to find her father is her driving force - if it's the reason she sacrifices things
and nearly dies dealing with Metal Head - then the story will have emphasized how
important her father is to her. This will ensure the impact of the final discovery has
the desired power: she sacrificed everything to get out of Ibiza, only to also lose the
one thing she wanted more than anything else.

Once Smitty's goals are established, the next step is to show how each turning point
forces her to make choices that challenge her on a personal level. Again, the external
stakes are always terrific, but the emotional stakes will be higher if they are also
challenging Smitty internally. An example would be if Smitty was less confident or if
she was a reluctant thief who was only drawn into the criminal life by the others. In
this case, Smitty is navigating a world she's less familiar with and must find unknown
aspects of herself to survive.

The script can also develop the arc of the relationship with Benji. Assuming they are
sincerely in love and she actually wants to marry him, external events might then
reveal the cracks in the relationship (especially once she learns he's been unfaithful).
This way, Smitty and Benji must work through their differences even as they face
other problems. The stakes with Itso could also be further explored. He emerges as
her only true ally, and their relationship may have its own arc as they form a
connection.

Another option would be to develop the psychological issues haunting her. It's clear
Smitty is guilt-ridden over G-Man's death, and she takes pills, something that leads to



the physical symptoms she shows in the third act. However, the way these elements
are affecting her is currently only hinted at. In the opening scenes, for instance, it's
unclear why she's taking pills, and she doesn't show many symptoms until the end of
the story. She also stops having flashbacks to G-Man's death after the first act. If
Smitty is coping with psychological or physical issues, these could be more clearly
defined and then exacerbated by external events. For instance, Smitty might be
constantly dealing with physical symptoms throughout the story, or the adventure
might force her to confront her guilt over G-Man's death.

The fact that there are so many options speaks to the richness of the narrative world.
Many of these elements are already hinted at in the script, so it may be a matter of
choosing which ones to highlight and bring to the forefront.

This could mean developing the backstories or relationships between the characters.
Since the plot requires her to turn to Metal Head for help, it could be stronger to
clarify how much she knows about him. There are early hints for Smitty that he's not
to be trusted, but it's unclear whether she connects him to the missing teens or how
deep her suspicions go. Clarifying this would raise the stakes. If she knew for certain
he was not to be trusted, this would be an example of where she has to make a
difficult choice: she's balancing her desires (to escape Ibiza) with the risks of getting
involved with Metal Head.

Various other aspects of the plot could benefit from clarity, especially in the first act
when there's less context for the audience. Since G-Man died in London, the
assumption is that they fled to Ibiza and have been hiding here since. This could be
clarified and consider emphasizing how long they've been there and how long ago
G-Man died. The prose tells us the bracelet came from G-Man, but this isn't specified
in the dialogue until late (it's hinted at on page 19 and specifically clarified on page
45). After they get the money, it's unclear why Smitty leaves the others at the hostel.
She mentions needing to "score" (suggesting she's looking for drugs), but she doesn't do
this in the subsequent scenes. It's also unclear why the Vondenburg Bible is so
important to Smitty that she risks going back into the burning mansion to save it (it
could just be because of its value, but it's unclear if it's meant to have a greater
significance).

Tweaking dialogue and plot points could help to clarify all the details. However, it
may also be worth simplifying the intricate plot to allow time to develop the



emotional stakes. One way to do this would be to rethink how the story is structured.
The script is always at its strongest when it's focused on Smitty's perspective since
she's our protagonist and the one we're meant to be invested in. Briefly showing other
perspectives sometimes adds tension - for instance, showing the audience that Swolly
and Benji are involved with one another - but it's worth streamlining this as much as
possible. From a pacing perspective, this would keep the story focused on Smitty and
what she needs to do as she endures the grueling day-and-a-half of events.

It could also create more surprises for the audience. For instance, suppose we only see
Swolly drug Benji (page 41) and then the story cuts back to Smitty. The audience
won't know what Swolly has done, and we'll only learn she betrayed them when
Smitty does. Generally, the impact of the various twists is strongest when we
discover them at the same time as the protagonist (as seen when Smitty finds Swolly's
body or learns the truth about Geronima in the finale).

Smitty' flashbacks are engaging because they help to develop her story. Elsewhere,
however, the other flashbacks are less crucial. Benji's flashback on page 42 isn't
needed since it's already been established that he's interested in both Swolly and
Smitty. Metal Head's flashbacks also aren't needed, since the dialogue already tells us
what we need to know about his character. Eliminating unnecessary flashbacks will
help with momentum and, on a practical level, eliminate extra scenes and characters.

While the prose is energetic and vivid, there are places where it provides exposition,
or the action risks being unclear. For instance, on page 3, the Female Worshipper
suddenly speaks, but she hasn't been established as being in the scene. On page 5, the
Birthday Girl is introduced, but it's not initially clear that she's outside the limo. On
page 36. Swolly and Benji are about to be intimate, which makes it unclear why
Swolly is suddenly attacking Benji when we see them on page 38. Itso is last
mentioned on page 118, and it's unclear if he's still nearby when Smitty confronts
Geronima (and, if so, why he isn't involved in the action).

The moment when Swolly drugs Benji is an example of where the prose summarizes
action that would take time to unfold (she has to drug him, it has to take effect, etc.).
Consider weaving her action over the dialogue so the drugs take effect when the

conversation ends, allowing the story to proceed without a break in the momentum.

Overall, "Collision Course" is an engaging crime drama that is notable for its



distinctive narrative voice, something that is most evident in the dialogue that
captures the original voices of its central characters. While the stakes are high and
the characters are unique, future drafts will benefit from a stronger focus on the
connection between the external stakes and Smitty's personal arc. In the first act,
establish her larger personal objective (i.e. why she wants to get out of Ibiza) and then
show all the various crises that force her to make difficult choices in pursuit of her
goals. Keep exploring the evolving stakes between Smitty and Benji. It may also be
worth exploring her bond with Itso or creating a stronger backstory between her and
Metal Head, as this will increase the stakes in their confrontations. Elsewhere,
consider the other notes discussed to clarify the plot and improve momentum.



SCRIPT READER’S SCORESHEET

The concept is strong and/or script has a buzzworthy hook 80
Script’s first 10 pages are compelling 80
Script’s theme is well-executed/interweaved well 75
Story/plot/story logic is clear and easy to follow 70
Every story element feels essential 75
Setting/world is easy to understand/follow 75
The script is not bogged down by exposition 75
Scenes and moments cause/impact later scenes and moments 75
Stakes are clear/conflict is strong and/or compelling 80
Tension builds/escalates throughout 80
Characters are interesting/entertaining/fun to watch 75
Characters' choices and actions drive the story forward 80
Characters' motivations/wants/obstacles are clearly defined 70
It’s easy to tell who's who - Characters are different from one another 90
Antagonistic forces are difficult for the protagonist/s to overcome 80
Dialogue is strong/colorful/entertaining/impactful 90
Action/description text is visual/concise/vivid 85
Climax/resolution is entertaining/satisfying 75
The script feels as if it's as strong/funny/dramatic/entertaining as it can be 75
The script's target audience/demographic is clear 100
The content/subject matter is likely to be strategically appealing to buyers 100
The script’s format/spelling/presentation isn't distracting 100
Average Score 81.14

Consider with

Recommendation .
Reservations

Please note: There is no formal mathematical correlation between scores and Recommendation.



BECHDEL TEST

YOUR SCRIPT’S RESULT: No

Bechdel Test Explained

The Bechdel Test is a non-scientific, shorthand "litmus test" that many readers, agents,
producers, and executives apply to a potential project when looking for material with
strong roles for women. The Bechdel Test asks the question: Does the work feature (a)
at least two women, (b) who talk to each other, (c) about something other than a
man?

DIVERSITY RATING

YOUR SCRIPT’S RESULT: Diverse

Diversity Rating Explained

We define a “diverse” script as one possessing a significant number of characters from
diverse backgrounds. That is to say, characters who are other than white, male,
cisgender, etc. Diversity rating has no direct correlation to your script’s overall Script
Reader Score or Recommendation.

If we rate your script other than “Diverse,” it absolutely does not mean your script is
necessarily “bad” or “racist” or “sexist” or not worthy of consideration.

We include Bechdel and Diversity ratings only so you can determine for yourself if
our opinion with regard to these scores is something you'd like to consider when
determining your project’s submission strategy.



