‘Happy Ride with ‘Baymax

Characters:
Narrator
Hiro Hamada
Baymax
Go Go Tomago

aki. Tokyo
Disneyland

Setting:
The play is set in a futuristic amusement park in San Fransokyo, specifically at the "Happy Ride
with Baymax" attraction.



Scene 1: Introduction

(The stage is set with a futuristic amusement park backdrop. Bright lights and colorful
decorations create a lively atmosphere. The "Happy Ride with Baymax" attraction is the
centerpiece, with a large, inflatable Baymax ride. The Narrator steps forward.)
(RT—VRERENGERMOER TEEINTVET AV EATTILGEHNEIHLE
BEKEEYHLTOET . [IRATUIRENYE—FARID TSI avBRIbIZHY . KEGAUT
L—3TIDARAIYVIRADTARDHYFET  FL—F—DHIHTEET,)

Narrator:

Welcome, one and all, to the bustling heart of San Fransokyo's most delightful amusement park!
Today, we bring you a tale of friendship, adventure, and the joy of discovery. Join us at the
"Happy Ride with Baymax" attraction, where our story unfolds. Meet our young genius, Hiro
Hamada!

FL—4—:

BEA Y7500 F30DRLELVLVERMDOIRCHAEHRILDARITE | FRIEIKIE. .
ZLTRROBEVOMEEZLEITLET . F’*‘fr?‘ybxt/\‘yl:"—ifrI~“10)7I~7’7~/a/’c¢%nu N
BRAShFET . EEXF . EA-NTFETHEBNALET !

(Hiro enters, looking around excitedly.)
(EOAXRZELTRAYZRRBILGALGESLEY )

Hiro:

Wow, this place is incredible! | can't wait to try out the new Baymax ride.

EO:

HH. ZOHEMETIN ! FHLLRATYIRDTARER T OB FEENLK,

Narrator:

And here is Baymax, our friendly, inflatable healthcare companion, always ready to assist.
FL—%5—:

ZLTITHELDRATYIR BLAPTNAVTL—FTILDANIILRTTAVINZA Y VD THE
(THE/ATETVET,

(Baymax inflates and waves.)
(NAXVIANELATFERYFET )

Baymax:

Hello, Hiro. How are you feeling today?
RAIYYR:

AITBIF. ER, SRIFEALGRATIMN?

Hiro:

Hey, Baymax! I'm feeling great. Ready for some fun?

EA:

PHAATVIR N ETBVVR A& RLEERITTETNS?



Baymax:

| am always ready to assist you in achieving maximum enjoyment.
RATYIR:

HEENRRRIZELODES. WOTHLERNTETLET,

(Go Go Tomago enters, with a confident stride and a smile.)
(F—d—-r<IHLBEEICELERRYEEXETESBLET,)

Go Go:
Hey, Hiro! Ready to take this ride to the next level?
J—3—:

PH. EON ZDOSARERDLANLIZEIZLEITREEIETETS?

Hiro:

Absolutely, Go Go. Let's do this!
EQ:

BAAS, I—0—, 055!

Scene 2: The Ride Begins

(The characters move towards the "Happy Ride with Baymax" attraction. The ride is interactive,
with controls and seats designed for thrilling experiences.)
(FXSV3—1BIEIRATYIRENYE—SARIDT SO 3aVITANWNET  SARIEA 259
TA4T T RV BIEBRER BT 20 0a 0 rO— )L ES— MR EIATVET,)

Narrator:

As our friends prepare for the ride, they are filled with excitement and a hint of curiosity. What
adventures await them on the Happy Ride with Baymax?

FL—%5—:

RENTSARDERET DL BWOFEBLELLOTFFOTHIZINET [ RATYIRENYVE—
FARITEALGBRNFO TSN TLELIMN?

Hiro:

Alright, Baymax. Let's start this ride!
EA:

KL ARAIYIR, CDFAFEIRHES !

Baymax:

Initiating the ride sequence. Please remain seated and enjoy the experience.
RNAIYYR:

FARS— T RERIBLEY . EoFETHEERLALLESL,

(The lights dim, and the backdrop changes to simulate motion. The ride begins with gentle
movements and gradually becomes more dynamic.)



(GAEDEERY . BERNBEZLIAL—FTBRIIEDLYET  SAFFRBONETENLIRE
Y. RRIZEAFIVIIIRYET )

Go Go:

This is amazing! Look at the view, Hiro!
J—3J—:

nEFFLnren,. =81 T!

Hiro:

Yeah, it's like we're flying through San Fransokyo!

o m

DA FEDTHUIIVIY DX IVERATEA=LE !

Narrator:

As the ride picks up speed, our heroes encounter unexpected twists and turns, but with
Baymax's guidance, they navigate through with ease.

FL—4—:

FARBRRE—RZELIFHE E—A—-BEFHLGEVVDRYOEHNYAICEBLET A NIy
DADHAT A THEIZEATWEET,

Baymax:

Please hold on to the handles. Safety is our priority.
RAIYIR:

NRILELODYES TSN RENREETT,

Scene 3: Unexpected Challenge

(Suddenly, the ride jolts and slows down. The characters look around in confusion.)
(BA. FAIENENTRE— RN ELET, XV IV bIERXLTAYZRELEY,)

Hiro:
What's going on? Why did the ride stop?
EA:
EFLFAEE 2 GESARD L FES A2

Narrator:

Just as they were enjoying their ride, a technical glitch brings the attraction to a halt. But fear
not, for Hiro and his friends are no strangers to challenges.

FL—4—:

WoNSAIRERELATW-ZDOKR. RifHNGETREEATISIavE@EIESEEzT, LAMLIDEL
BT EW, ERERD R AL EHREKIZIEN TLET,

Go Go:
Looks like we've got a problem. Let's figure this out.
J—3—:



FRENFEEL=A#T-L M, ChEBRLELLD,

Baymax:

Detecting a malfunction in the ride's control system. | will attempt to reboot the system.
RAIYIR:

FAEDHE AT LICFREEGEZRAMLEL =, VAT LOBRBZHAET

Hiro:

Baymax, can you access the mainframe from here?
EA:

RATYIR, CIMB A ITL—LIZT I EATES?

Baymax:

| am connected to the ride's central system. Rebooting now.
RNATYIR:

FARDH RO AT LIZHERSNATWET . 5. BESLET.

(Lights flicker as Baymax works on the system. The ride starts moving again, but at a slower
pace.)

(NARYIAND AT LERELTWSE SAMDRBLET . SAFEBUBHEROET A, R—
AIFELBYET )

Go Go:

Nice work, Baymax. We should be back to full speed in no time.
J—3—:

WMEER . ARMTYIR, ITCICRDRE—RIZRSET &,

Scene 4: Triumphant Finish

(The ride resumes its thrilling pace, with the characters laughing and cheering. The backdrop
shows beautiful scenes of San Fransokyo.)

(GARFBURVYDTER=XIZRY, T¥305—=6EEW, 85

ELEFFET . ERICEELVY OISV XIVDORBNBRLESNET,)

Narrator:

With teamwork and determination, our heroes overcome the obstacle, enjoying the ride to its
fullest once more.

FL—4—:

F—LT—OLRETE—O—5EEEEZRBL. BUSAFEERICELAET,

Hiro:

This is awesome! Thanks, Baymax.

EA:

CNEFFRESLL ! HYDBES RMTVIZ,



Baymax:

You are welcome, Hiro. Ensuring your happiness and safety is my primary concern.
RAIYYR:

ESNLFELT. ER, HLT-DERERLZHRTIIENTMDREBESIETY,

Go Go:

Nothing beats a day like this with friends.
J—d—:
RELBITCAKAIIRER.

(The ride slows down and comes to a gentle stop. The characters disembark, smiling and
exhilarated.)
(FARIEPoKY ELLFY T TV 2—T-LIEKBELBRELH>TRYET,)

Narrator:

And so, our tale comes to a close. A day filled with fun, friendship, and the thrill of adventure at
the Happy Ride with Baymax. Remember, with friends by your side, any challenge can be
overcome.

FL—%5—:

IOL TR OMBRIBERALETS . [(RATYIRENVE—FARITHT T BLIERIE. B
DA)IIZHEEF-—H, RESZFHIZUONIE, EALGHRKBRERYBAON S LETNGN TS
(A

Hiro:

That was amazing. Let's do it again sometime!
EO:

HNIETIThotz, FLvohpsr5 !

Baymax:

I will always be here to ensure your happiness, Hiro.
RAIYIR:

EADEREERT H=OIT FAEVDTHIIIZVFETS,

Go Go:

Count me in. Until next time!
O—3d—:

EANT, £F-REET!

(The characters wave to the audience as they exit. The Narrator steps forward for the final
lines.)

(FNIV— L EBRRICFERVGLORELET . FL—2—DAREDE)IDEHIZHIICHE
¥o)

Narrator:

Thank you for joining us on this journey. May your days be filled with joy, and your adventures
be ever thrilling. Until we meet again!

FL—4—:



CORIZES MW =EEHYNESISTTWELE, BEHEOBANEVIZEL. BRAEICRYYLY
THYFET IS, F=BELWLFELLS!

(The lights dim as the curtain falls.)
(FACDEESTRY A—T OB BYFET )

End of Play
Bl#&

COMPREHENSION QUESTIONS

1. Where is the play set?
(BEREICRESNTOETM?)

2. Who is the young genius introduced by the Narrator?
(FL—3—IZ&>THRNASIN-EESXFTHETI N ?)

3. What is Baymax's primary function during the ride?
(MRS, R TYIZDELBEEFFATT 7 ?)

4. What problem occurs during the ride, and how is it resolved?
(FARRIZRIANEENRIVET N, ELTENIEEDLIITRRENFET N ?)

5. How do the characters feel at the end of the ride?
(ZARDREIZF ¥ F3—1=BIEEDISICRELTULET N ?)

DISCUSSION QUESTIONS

1. What's the coolest thing you'd want to see in a futuristic amusement park?
(REQERMTRIZLD—FAvILWVELDIEATT A ?)

2. If you could make your own bouncy ride based on a favorite movie or character, what would it
be?

(FELGBREOF vV ICEDWBRETDNIU—-S5AFEELELIL fAIIILET
n?)

3. How do you think a robot friend like Baymax could make amusement park rides even more
fun?

(RAYYIRADESGARVEDORENBERMDFIAFEZEDLIITHoEELLTELERNET
n?)

4. What would you do if a ride you were on suddenly stopped?
BLESOTWSTARMNEALEF =6 ESLFETHM?)

5. Why is it important to work together with friends when things don't go as planned, like in the
play?



(FLADESIZHEBY SO ENESE  REE—RICHNTHCERBEEELERNET
)

6. If you could add one more friend to join Hiro, Baymax, and Go Go on their adventure, who
would it be and why?

(ER.RAIYHYR . I—O—¢—RICERTHIIANDKREEZEBMTESELIL, HEBUET
N2 ZDEAITFTTM?)

7. What ride in the play's amusement park would you want to go on first and why?
(FLAOEEMRD TR T, ZRMITEYVSARERTT N ? ZOEHIFMTT N ?)

8. How does technology make rides in real amusement parks more fun?
REQERMDSARELERELLTEH=OIT. TV/AO—EEDKIITHRIBFETHN ?)

9. If you could bring to life any ride from a cartoon or book, which one would you pick?
(TZAPKDFNLEDTARERRSEFIN?)

10. Can you share a time when you had to solve a problem with your friends? How did you work
together, and what did you learn?

(REE—EICHBZERRLETNIXEOEI - EEDRBERBLTELAFEI M ? —#IZE
SPOTHMRLELEZMN ?AEFEVELIZA?)



