Animated, 30 min, 13 episodes (episodic storytelling) 
Each episode contains a magical creature who is necessary for completion of final challenge 
 
Witch raising a magical child in a land where magic is outlawed. 
Genre: fantasy (19min, historical, episodic) 
Animated series for kids. 
 
Characters:
Elizabeth
· In her 30s
· Friendly
· Mischievous 
· Suspicious of others 
· Sounhern Mom
· Cun father kicked her out
· Friendship with the Flonst, Penny
· Determined to protect magical beings 
· Big curly red hair
· She is a protector of the whole puzzle (about the magical realm?)
 
 
Arwin
· Mysterious origins (for the viewers and not the creators) 
· Is a missing piece to the realm they some from
· Maybe they are a shapeshifter but cannot control it. But shapeshifting in their age is uncontrolable (we don't know what happens to our body, we are confused)
· Arwin's abilities? (empathy, fable/moral lesson
· Has a part of the god's power in his little finger 
· Innocent mischief 
· Afraid of being insignificant 
· Their dramatic need:
1. Elizabeth's is to find out who they are and where are they from and who are their parents
1. Arwin's To help people reunite with their inner child/joy 
 
 
 
· The witches have a mess in the kingdom, she finds a magical child Arwin, they are not down to keep the magical secret. Celtic/modern witchcraft. 
· Arwyn: they are from another realm but they cannot come back. 
· Elizabeth: has a desire to protect Arwin, lives in a cottage in the woods
· Inciting incident: magic light in the woods to find the child 
 
Characters:
1. Roomba the broom (physically can't speak, it cannot fly properly, woodworm, could be scared of highs, stubborn, allergic to a cat, too helpful, gets in a way, conflict with the cat) 
1.  Sprog (awkward, only speaks to Arwin but at the beginning doesn't know that Arwin can understand them/audience, annoyed that Elizabeth is not wicked witch, cynical, disruptive, band to do what is right for Elizabeth but grudgingly, dramatic need: to make Elizabeth evil. 


Beat sheet:
0. Begining
We look at Aros a man in his 50's in his room full of cutouts from the newspapers about weird things happening in the forest or near it, with an implication of them being Elizabeth and Arwin. 
0. Inciting incident 
Elizabeth and Arwin are at the market to fix the broom. They hear a man interviewing people about any strange creatures. Aros sees Arwin talking to a cat, creating suspense for himself. Aros approaches Arwin and Sprog. (The witch hunter suspects Arwin is a mystical creature)
0. Second Thoughts 
Elizabeth notices Arwin talking to Aros, decides to save him. They go back home being followed by Aros. 
0. Climax act one
Sprog gets kidnapped and is being used as a bait to attract the rest of the group into the hunter's hands. 
0. Obstacle 
The group has to return the cat but they don't know anything about the hunter. They return to the market to find out about him. 
0. Obstacle 
0. Midpoint twist 
Aros has extractor or detector of magical powers. 
0. Obstacle 
The group finds Aros, but it was all a trap and Arwin is now about to have his powers extracted and inspected.
0. Disaster 
Machine malfunction, there is a fire
0. Crisis 
The group has second thoughts. They find out about Aros past and save him from the burden of his family. 
0. Climax of act 2 
The group saves Aros. 
0. Climax of act 3 
We get to know about the family's burden. 
0. Wrap-up 
Aros is being revealed from the burden of the family. 
0. End 
Don't talk to strangers and magic is good being used in proper amounts. 
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