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Room 11 is going on a field trip!             

With a day at the planetarium to 

look forward to, no one is more excited 

than future astrophysicist Dontel. He 

has even recently created his own 

technically correct drawing of  a space 

rocket, to be piloted by his and 

Smashie’s favorite action figure, 

Brainyon. But when his chaperoning 

grandma brings the drawing to enter  

in a special planetarium science contest,  

it is mysteriously stolen out from under 

him! 

Smashie is determined to help save 

the day for Dontel and get his drawing 

back. But the suspect list keeps 

growing— prankster Billy, who prefers 

The Haddock over Brainyon; tight-

lipped Tatiana, who’s wearing a NASA 

T-shirt; and . . . even Smashie herself ! 

Nobody is above suspicion.

Smashie and Dontel must once 

again don their Investigation Suits for 

another mystery. But will the two 

detectives get tripped up by theatrical 

hats, mysteriously disappearing space-

related snacks, sleuthing grandmas,  

and an unfortunate fight between two 

very best friends?
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Praise for 

SMASH IE McPERTER  
A N D THE M Y STER Y OF ROOM 11

“Griffin writes a consistently smart book,  
layering subplots and red herrings on her central mystery.” 

 — Kirkus Reviews

Praise for 

SMASH IE McPERTER  
A N D THE M Y STER Y OF  

THE M ISS ING GOOP

“Classroom dynamics and a diverse cast add a realistic  
element to this fast-paced tale of  go-go dancing, rapid  

bilingual alphabetization, and general mayhem.”  
 — Booklist

illustrated by K ATE H INDLEY
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COMMON CORE CONNECTIONS 

This discussion guide, which can be used with large or small groups, will help students meet several of  
the Common Core State Standards (CCSS) for English Language Arts. These include: 
CCSS.ELA-LITERACY.RL.3.1
Ask and answer questions to demonstrate understanding of  a text, referring explicitly to the text as the 
basis for the answers. 
CCSS.ELA-LITERACY.RL.3.2
Recount stories, including fables, folktales, and myths from diverse cultures; determine the central 
message, lesson, or moral and explain how it is conveyed through key details in the text. 
CCSS.ELA-LITERACY.RL.3.3
Describe characters in a story (e.g., their traits, motivations, or feelings) and explain how their actions 
contribute to the sequence of  events.
CCSS.ELA-LITERACY.RL.3.4
Determine the meaning of  words and phrases as they are used in a text, distinguishing literal from 
nonliteral language. 
CCSS.ELA-LITERACY.RL.3.6
Distinguish their own point of  view from that of  the narrator or those of  the characters.
Questions can also be used in writing prompts for independent work.

ABOU T T HE BOOK
Smashie McPerter and her classmates from Room 11 are going on  
a field trip to the planetarium! Nobody is more excited than 
Smashie’s best friend, Dontel, who dreams of  becoming an astro-
physicist. In fact, Dontel has even created an accurate drawing of  
a working rocket, piloted by his and Smashie’s favorite action fig-
ure, Brainyon. In a surprise move, Dontel’s grandmother, who’s 
chaperoning, brings the rocket drawing with her to enter into the 
planetarium’s science contest. But in a shocking turn of  events, 
the drawing goes missing before they get there! Smashie is on the 
case (luckily she brought an array of  interesting hats to help get 
into character). But the suspect list keeps growing—prankster 
Billy, who prefers the Haddock over Brainyon; tight-lipped 
Tatiana, who’s wearing a NASA T-shirt; and . . . Smashie herself ? 

N. GR IFF IN illustrated by K ATE H INDLE Y
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1. “Smashie and Dontel had so much in common they 

were more like cousins than just regular best friends”  

(page 1). How are the two characters similar, and how are 

they different? Give examples of  each. Do you think you 

have more in common with your friends or your family 

members? Why?

2. Why do you think Dontel doesn’t want to enter his 

rocket drawing in the planetarium’s contest?

3. What is Smashie’s motivation for taking Dontel’s rocket 

drawing? Would you do the same as Smashie? Why or why 

not? 

4. On the way to the planetarium, Smashie and Dontel 

have two mysteries to investigate. What are the two main 

mysteries?

5. Describe the process of  solving a case explained by 

Dontel in chapter 10, “Double Investigation.” 

6. Give examples of  what Smashie and Dontel write down 

for motive, opportunity, and suspects. Find at least two 

examples of  each.

7. Why does Dontel continue to bring up Billy’s name 

when trying to solve the case?

8. Choose five characters and assign them a character trait 

with evidence from the book. For example, Smashie is 

curious because she is always questioning her environment.

9. Mr. Bloom is a wise man. He shares his knowledge and 

words of  wisdom with the children. Give three examples 

of  things Mr. Bloom teaches the children.

10. Smashie likes to wear homburgs while she investigates. 

What is a homburg? Why does she wear them?

11. When Billy tries to apologize to Smashie about an 

earlier incident, Smashie asks, “What about defacing 

[Dontel’s] drawing?” (page 161). What is the meaning of  

the word defacing?

12. Why doesn’t Smashie want anyone to know what AAM 

stands for? Do her classmates find out what it means? What 

does it stand for?

13. Even though Smashie doesn’t break the rules in the 

planetarium, she still breaks some rules. How does she 

break the rules?

14. Who is the culprit in the case of  Dontel’s missing 

drawing? Why do they do it?

15. Why does someone decide to steal the space cookies? 

16. How do Smashie’s and Dontel’s feelings toward Billy 

change from the beginning of  the story to the end?

17. What lesson do the children of  Room 11 learn? Which 

characters learn the most from this lesson?

18. If  you were to build a rocket based on Dontel’s 

drawing, what materials would you use to make the rocket 

go far? Why would you choose these materials?

ABOU T T HE BOOK
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Dontel creates a “technically correct drawing of  a space 

rocket” (page 22). Use his as inspiration to have your 

students create their own. 

Divide the class into four groups. Each group will  

design and draw its own rocket, complete with labels. 

Select materials to build the rockets and create them.  

Test the rockets in an open space. 

Ask students, “Can your rocket go farther?” Have them  

go back to the drawing board and make changes to their 

design. Then test the new and improved rockets. 

Ask: 

• What did you change to make it go farther? 

• What could you change if  the rocket failed to launch? 

• Which group’s rocket went the farthest? 

• What was special about their design that helped make  

it successful? 

Have each group present their design process.

This activity will help students meet several of  the  

NEXT-GEN Science Standards.

• 3-5-ETS1-1. Define a simple design problem reflecting a 

need or a want that includes specified criteria for success 

and constraints on materials, time, or cost. 

• 3-5-ETS1-2. Generate and compare multiple possible 

solutions to a problem based on how well each is likely  

to meet the criteria and constraints of  the problem.

• 3-5-ETS1-3. Plan and carry out fair tests in which 

variables are controlled and failure points are considered  

to identify aspects of  a model or prototype that can be 

improved. 

BONUS CLA SSROOM IDEA
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This discussion guide was prepared by Kelly Finan Richards,  
a classroom teacher and reading specialist in Baltimore, 
Maryland.
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