The Earriez - Treatment

Genre: Animated Adventure / Fantasy

Target Audience: Kids ages 4—14

Tone: Whimsical, emotional, adventurous, and empowering
Runtime: Approx. 85-90 minutes

LOG LINE

Magnus, a mischievous Earrie Bear stuffed animal, overhears a bedtime story from his owner
Anisha’s grandfather revealing his secret heritage as part of a legendary race of magical Earrie
warriors called the Earriez. Awakening under moonlight, Magnus and his companions embark on
a daring journey to a hidden portal atop Mt. Himalaya. Their quest: to find the enchanted forest
of Earria and save their kind from the sinister Lizard King—unaware that Anisha has secretly
stowed away, determined to help them in their quest.

ACTI — THE MYSTERY OF THE MOUNTAINS

Opening Scene — The Portal Awakens

High in the blizzard-battered peaks of Mt. Himalaya, a glowing green portal bursts open in the
snow. A strange, small creature —part gremlin, part bear—crawls out and vanishes into the storm.
A nearby hiker snaps a photo before accidentally falling into the portal himself, landing in a lush,
magical world of radiant plants and wild beasts. After a brief, surreal encounter, he is expelled
back to Earth. Dazed and trembling, he descends the mountain with only one remaining photo: a
green, four-eared bear.

Meanwhile... in Anisha’s Bedroom

In a cozy bedroom strung with glowing fairy lights and shelves of books and trinkets, a young
girl named Anisha snuggles into bed, cradling her beloved collection of stuffed animals—seven
quirky, four-eared bears known as the Earrie Bears. To anyone else, they’re just toys. But when
the room goes dark and the world falls quiet, something magical happens.

The Earrie Bears begin to stir. One by one, they come to life —stretching, whispering, tiptoeing
across shelves and pillow forts. Each bear has its own personality:

*  Magnus — dreamy and imaginative, obsessed with jewelry and earrings



*  Rolf - a tech-savvy prankster who loves lasers

e Bjork - the upbeat, cheerleading motivator

e Runar - a crafty tinkerer who builds tiny wands

*  Astro — a quiet dreamer who loves all things that transform
o Gunur - the fearless one, into skateboards and stunts

e Thor - fascinated by rockets and building gadgets

By day, they're still and silent. By night, they explore and play, adventurers waiting for a
mission.

The Lizard King’s Domain

Downstairs, the soft creak of a rocking chair echoes through the quiet house. Anisha’s
grandfather sits by the fire, reading aloud from a newspaper story that caught his attention: a
hiker on Mt. Himalaya claims to have seen a strange creature —small, bear-like, and with four
ears. A photo is included. He frowns and glances up at the shelf lined with Anisha’s stuffed
Earrie Bears.

Curious, he opens an old drawer and pulls out the forgotten packaging that came with the toys
years ago. On the back is a whimsical origin tale:

“Long ago, in a parallel world only reachable through a hidden portal deep in the Himalayan
mountains, lived the Earriez—magical, four-eared bear warriors descended from the ancient
Earriez. They protected a realm called Earria, a place of wonder and light. But when the evil
Lizard King Skayroth rose to power, many Earriez fled through the portal to our world... hiding
ever since. Skayroth rules from the Red Forest, a twisted wood inside a fiery volcano, where
shadows come alive and dark creatures guard his throne.”

He chuckles at the fantasy. “What a wild imagination,” he mutters, and sets the paper down.
But upstairs, something has changed.

Magnus, perched silently at the top of the staircase, has heard every word. His jeweled eyes glint
in the moonlight. A memory stirs—a spark of destiny. Could it be true? Are they more than toys?

He turns toward the others.
This isn’t just a story.

It’s a message.
A call to return.



ACT II — THE QUEST TO FIND THE GREEN Earrie

The Call to Action

As Anisha sleeps, Magnus gathers the others. The tale was more than a bedtime story —it was a
call. The Earriez must rise again. He forms a plan:

*  Find the green Earrie seen in the photo
e Discover the portal

. Return to their true home

*  Free the captured Earriez

e Defeat the Lizard King

The stuffed team prepares for the impossible. The bedroom is now a command center, a
dreamscape launching pad into destiny.

Journey to Nepal

Through dream-travel and enchanted mechanisms hidden in ordinary objects, the team sets out
on a whimsical, globe-spanning journey that takes them far beyond the bedroom.

Their first stop is Istanbul, where they tumble out of a magic carpet vendor’s suitcase in the
Grand Bazaar. Amid a sea of spices, silks, and lanterns, the Earriez scurry through the market,
dazzled by the sounds and colors. A kind street musician strums a tune that seems to awaken
something in Bjork, who cheer-cheers him on with a quiet burst of magical rhythm.

In India, they glide on the back of a dream-elephant conjured from Magnus’s enchanted earrings,
weaving through a Holi celebration in full swing. The air bursts with color as children throw
powder in the sky, briefly mistaking the Earriez for magical festival mascots. Gunur and Magnus
join the fun—dancing atop rooftops and leaping between sari lines while Thor collects rocket
parts from a local toy maker’s stand.

In Thailand, they stow away on a riverboat drifting through floating markets. Runar barters a
glowing marble for a carved bamboo flute that unlocks a dream-map to guide them toward the
mountains. They watch dancers perform a traditional Ramakien story that strangely mirrors their
own—a tale of guardians, monsters, and hidden powers.

Along the way, they dodge curious adults, enchanted security sensors, and a mischievous cat that
nearly blows their cover in a Kyoto train station. The bears hide in vending machines, beneath
saris, and even inside a giant plushie costume during a children's parade in Seoul.



Finally, cold and wide-eyed, they arrive at the foothills of the Himalayas—where snow blankets
the path forward.

Unknown to the Earriez, Anisha has secretly stowed away —hiding inside the same freight crate
that carried them from the toy exhibit in Tokyo. She peeks out only once they reach a remote
village trail. Together again, they begin their ascent—navigating snowy ridges, icy cliffs, and
deep ravines, all while evading scientists and hikers drawn by the mystery of the green four-
eared bear.

ACT III — THE WORLD BEYOND THE PORTAL

Arrival in the Village

Snow crunches under tiny paws as the Earriez crest the ridge, breath visible in the cold mountain
air. Below, nestled in a valley untouched by time, lies the village —the Ketraj’s ancient home.
Moss-covered stone huts cling precariously to terraced cliffs, prayer flags flutter like whispers in
the wind, and the faint chime of wind bells carries a sacred melody.

As the Earrie Bears descend, villagers emerge silently, robes flowing like shadows. Gasps and
wide eyes freeze them in place—a bowl slips from a child’s hands, shattering the fragile silence.
The legends etched in stone and song have come alive at last.

High Priestess Amrita, radiant and serene, steps forward, her gaze heavy with both sorrow and
hope. “You are the lost warriors of prophecy,” she intones, “the flame that must never be
extinguished.”

The village exhales as one, offering reverence and welcome, the weight of generations lifting
from their shoulders.

Amrita leads them into the mountain temple. Inside, crystals hum and braziers glow. A massive
mural spans the chamber: a portal at the peak of the world, and dozens of Earriez marching
through it. At the edge stands a green Earrie.

Then—he steps from the shadows.
Goran.
Moss-toned. Weathered. Alive.

“I am Goran from the land of Earria,” he says softly. “I thought I was the last.”

He and Magnus meet eyes. They don’t need words.
The Earriez are not gone.

The battle is not over.

It is just beginning.

A New World Revealed



By firelight, Goran shares his story. He escaped the Lizard King to seek help. The portal is
unstable, and time flows differently between worlds—but one truth remains:

"When the Earriez return to Earria... their powers awaken."
The Leap of Faith

One by one, the Earrie Bears leap through the glowing portal, tumbling through starlight and
color, transforming as their powers emerge:

e  Magnus: Shields and tools forged from enchanted earrings
e Rolf: Laser illusions and light beams

e  Runar: Wands that cast real spells

*  Bjork: Sonic booms from her cheers

e Gunur: Gravity-defying parkour moves

*  Magnus: Transforms briefly into armored forms

*  Thor: Levitates rockets, builds gadgets on the fly

Just as the last Earrie lands in Earria, the portal flickers and shrinks. Anisha steps from hiding
and leaps into the portal as it seals behind her.

Anisha in Earria

Awakening in a glowing jungle, Anisha feels a new kind of magic—not in spells, but in belief
and friendship. She tames a wild Flickerdrake, helps decode ancient riddles, and bridges gaps
between creatures and the Earriez. Her courage inspires Magnus to lead fully.

Travel Through Magical Lands

The Crystal Lakes of Lumina

The Earrie Bears arrive at lakes sparkling like liquid light beneath twin suns. Silverscale Fish
leap gracefully; Glint wings flit with gem-like wings; Mirror mice guide them through crystal
caves and gift enchanted tokens for protection.

The Floating Peaks of Zephora

Floating islands drift above clouds. Skyhoof Herds leap between isles; Stormclaw Raptors hunt
the skies. The Earriez evade them with Runar’s mist spells and Gunur’s agility.

The Verdant Maze of Whispers



A jungle hums with whispered secrets. Shade leaf Panthers slip between shadows; Bramble
fiends snap thorny vines. Bjork’s sonic cheers shatter brambles, saving the group.

The Glass Dunes of Shattermere

A desert of singing sand. Mirage Foxes create illusions; Echo Owls offer riddles. Rolf’s laser
illusions help navigate safely toward the volcano’s shadow.

Along the way, friendly creatures become guides and allies. Hostile creatures sent by Skayroth —
Ember Serpents, Stone claw Beasts, and Molten Skinks—attack, but the group’s combined magic
and courage prevail.

The Resistance Rises

They find a resistance of forest animals and ancient allies hiding from Skayroth’s tyranny.

FINAL BATTLE CHOREOGRAPHY

Final Battle Inside the Lizard King’s Fortress

Setting: A dark fortress inside the Red Forest volcano, alive with pulsing magic and shadows.
e Stone claw Beasts ambush—Gunur’s flips and Runar’s magic nets defend the team.

e  Ember Serpents spit fire—Bjork’s sonic blasts and Thor’s rockets counterattack while
Magnus shields.

e Skayroth emerges, a towering lizard armored in magma-like scales.

Magic and might clash fiercely. Magnus’s enchanted shield blocks fire; Rolf’s illusions confuse
Skayroth; Runar weakens the fortress’s magic.

Anisha solves ancient runes, draining Skayroth’s power. A wild Flickerdrake distracts him.
The team unites—Bjork amplifies magic; Magnus shatters pillars; Gunur and Thor disable traps.

Magnus strikes the final blow with a magical spear, empowered by Anisha’s belief and the
Earriez’ unity.

Skayroth dissolves into ash. The Red Forest begins healing.

EPILOGUE — A NEW BEGINNING

The Red Forest’s curse lifts; the volcano calms. The portal glows steady, linking worlds forever.



Some Earrie Bears stay to rebuild Earria. Others return to Anisha’s bedroom—changed, wiser,
forever bonded.

Anisha awakens to find a small card beside her bed. Four ears are drawn, sparkling faintly
beneath a message:
“Thank you for believing.”

No longer just toys, the Earrie Bears have become The Earriez— guardians of two worlds,
champions of hope, and defenders of magic.



