


STory overview

Thousands of years aer The Rebellion,
Humankind is all but exnct,
the five artefacts are lost,

and the Good King is forgoen.

The land of Lorendelle is one of monsters and 
treasures, and if there’s one thing a land of 
monsters and treasures need, its monster and 
treasure hunters! There are many bands of 
adventurers out there, but Finngrim, Cecil and Thok 

are by far the greatest!
Or so they think.

WhenWhen one of five artefacts from the age of 
humans is discovered, a fragment of evil is 
released into the world. At the very same 
moment, an old man wakes aer a thousand 
year nap with only one memory, his purpose in 

life - save the world.

Our heroes must travel across the land to secure the rest of the artefacts before 
they fall into the hands of the Dark Power’s servants. As our heroes travel, they 
gather friends, grow stronger and gain magical powers thanks to Elemental Orbs 

- small orbs filled with elemental energy.

ThThroughout the journey the old man’s memory is prompted by objects and 
places, and the mystery of the past and the origin of the evil is slowly pieced 

together.



overview

Finngrim, Cecill and Thok is an Acon Adventure based in 
the High-Fantasy world of Lorendelle - a world that has 
outlived humans and is filled with marvelous creatures.

The series follows a band of adventurers as they solve 
mysteries and seek out the ancient artefacts, to ulmately 
rid the world of the Dark Power that has been released.

Though theThough there may be some darker, more serious notes, the 
series is ulmately a light-hearted adventure, following three 
mismatched characters and their unlikely companions.

A loudmouthed, irresponsible Dwarf, a quiet and studious 
Elf, and a careful and loyal Goliath are joined by the last two 
humans in the world; a wizard with a lost memory and the 
daughter of the King who reigned before the fall of man.

The series is aimed The series is aimed at children between ten and fourteen 
years old - children looking to be entertained with a sense of 
adventure, to be thrilled by moments of peril, and be 
challenged by strong themes that they can relate to.



Cecill is the Elven leader of the group. 
Why? Because he is the only one organised 
enough to lead. He is devoted to his team, 
as long as they sck to the plan - his plan - 
which has been perfectly and 

meculously… well… planned.
AA skilled linguist, taccian, and engineer 
there isn’t much that Cecill hasn’t read up 
on. Unfortunately for him, somemes his 
head is so deep in the rules of a game that 

he forgets to have fun with it.

Thok is a brawler. ‘Nuff said. 
Though he’s not the biggest member of his 
tribe, as a Goliath he is taller and harder 
than most other races in Lorendelle. 
HeHe leaves the thinkin‘ to Cecill, and he 
leaves the talkin’ to Finngrim. He’s just 
here to protect his mates. However, when 
those two are arguing, somemes it’s best 
for Thok to step in and make a decision. 
And it’s usually the right one. 
NNow keep it quiet, but under his hard, 
scary exterior, he loves the arts and can put 
his hand to any musical instrument in the 
land.

Finngrim is a passionate, stubborn Dwarf. 
He is a great talker, a fierce fighter and a 
playful trickster, and very rarely considers 
the consequences of his acons.
HeHe assumes it is his creave outlook and 
spontaneous nature that winds Cecill up so 
much, but it is his hot-headed and 
argumentave a tude that is more likely to 
get him into trouble. 

Heroes



Allies

Russell The Giant Badger is exactly what the name 
suggests. He is a giant badger that roams the land of 
Lorendelle, and may be called upon to help our 
adventurers cover great distances. He is, however, 
scared of large bodies of water, so is of no help if a 
journey crosses lakes or oceans. He is stoic and 
virtuous, with an ability to discern the true nature of 
people and places.people and places.

Magical Keith is a rather eccentric fellow, but what 
do you expect from a human who has been asleep 
for the past thousand years?
DuringDuring his me asleep, the old wizard built a 
library in his mind, where he could store all of his 
memories. Unfortunately as me went on, the 
books started to fade and disappear, but when he 
sees something that would spark an important 
memory, a book materialises in the library.
MagiMagical Keith was once a consultant and friend of 
The Good King, and has a powerful love for the 
princess. He is the key that unlocks the history of 
Lorendelle and acts as a patron and advisor to 
Finngrim, Cecill and Thok. Only his knowledge can 
bring an end to the tyranny that covers the land.

Sara (Or Sarendelle) is the 12 year old human Princess 
of Lorendelle, back when it was a Kingdom, anyway.

She has wisdom and determinaon in staggering 
amounts, and can fight with acrobac grace and 
confidence. She has elegance and speed, intellect and 
charm, but you should see her with a pair of daggers!
AsAs the daughter of The Good King, she has an unusual 
authority over many things - with one word she can 
command nature. As such, she is a skilled healer, which 

is useful for any adventuring team.



RS-44, or The Sheriff, is an ancient relic of 
the human age. He was once the sheriff of 
a dusty, desert town to the west where his 
sharp intellect was only equalled by his 
sharp shoong; two pistols, weapons that 
have been unseen for generaons. All 
other Automatons broke down and 
crumbled,crumbled, yet The Sheriff sll walks. He is 
one of the five Artefacts, but that 

knowledge is lost in me.

Kord is a Gnome Bard who has become 
ensnared by the Dark Power. He is 
naturally selfish and short tempered, but 
was never melicious. Aer becoming a 
mouthpiece for the Dark Power, he has 
become something else; much more 
serious, and far more dangerous he was 
bebefore. He is the one in command of 

Dreydur and Tarnog

The Dark Power is a troublesome force, once trapped away into five 
artefacts. He is the puppet master of the plots against Finngrim, Cecill and 
Thok, and aims to bend the world to his will when his full power is restored.

Tarnog is big and strong. If there is an equal 
to Thok in this world, it would be him. As 
such the two have a huge amount of 
respect for each other, they see eye to eye 
on most things, apart from one very 
defining opinion; the side they serve. He is 
a ferocious Ogre Mercenary who serves 

KoKord.

Dreydur is a Night Elf Assassin and 
principle acolyte of the Dark Power. He is, 
on the most part, a charming fellow with a 
dark romanc flair. He is well read and 
strategic, agile and eloquent, but his 
beliefs make him dangerous figure to play 

with.

foes



The Cursed Lute
Kord is a failing Bard. He is jealous of his peers and would do anything to get the 
recognion he feels he deserves. Aer Finngrim, Cecill and Thok bring him an ancient 
lute, it fills him with a power that is more destrucve than good. Aer a confrontaon 
where he overpowers a fellow bard, the lute is broken. However, the Dark Power that 
resided inside escapes into the world.

AAwakenings
Magical Keith is in panic. There is only one book le in his mind-library, and it would 
devastang if that one disappeared. However, the call comes. The Dark Power has 
been released, and it’s me to wake up. Magical Keith travels through an unfamiliar 
landscape, and finds the Heroes, Kord and the broken Lute. At the sight of the lute, a 
book appears in his library, and he knows his mission.

The Royal Tombs
KKeith sends the Heroes to search an ancient ruin, in which they find many odd 
monsters and dozens of broken technological sarcophagi (cryogenic chambers). They 
stumble upon one that sll funcons and Finngrim sees human eyes within. When they 
pass through the chamber again, the sarcophagus is open and empty. We end seeing 
the trio emerge, followed at a distance by an unknown figure.

The Follower
TheThe heroes find themselves in another part of the ruins, filled with traps, beasts and 
puzzles. They become aware that they are being followed - the figure passing the traps, 
beasts and puzzles with elegance and grace. They are aacked by a Minion of the Dark 
Power, and Thok is seriously hurt defending his friends. That is when the follower 
reveals herself as Sara, a young “ranger”. With one word she shines a brilliant light and  
sends the Minion running. With another word she heals Thok.

Shadows
OurOur heroes find themselves in confrontaon with their opposites as both pares seek 
to find informaon about the next artefact. Thok and Tarnog bale with strength, Cecill 
and Dreydur bale in a test of wits, Finngrim faces the vastly annoying goblin, 
Froggart, in a test of paence. But when the villains catch sight of Sara, they flee to tell 
their master that the Princess is alive.

The Stone of Fate
WhenWhen the heroes find themselves in a sub-terrainian maze, Cecill relies on a vastly 
outdated map that gets him into a spot of trouble. Finngrim, however, rolls his new toy 
- The Stone of Fate. He starts using it to decide what to do in any situaon - in 
exploraon, puzzles or combat. When he triggers a deadly trap, Cecill reprimands him 
for not taking responcibility for his acons, Finngrim argues that Cecill is too busy 
following outdated intelegence. Thok, however, smells the clean air and leads them 
out of the maze alive.

Episode Springboards 
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Oz Durose is a CG Animator and Narrave Designer living in 
Leicester, UK.

HisHis passion for animaon was born of a love for cartoons, 
having been brought up on shows like Thundercats, Teenage 
Mutant Ninja Turtles and Ghostbusters. This love has never 
died, being a huge fan of more modern shows like The 
Amazing World of Gumball, Steven Universe and Adventure 

Time.

OOz has always wanted to tell stories and draw pictures that 
will make people laugh. He enjoys sketching away and wring 
the occasional short story. He has developed two short 
web-comics, the first being Zombies of Z-Drive, and The 

Irrefutable Wisdom of Mr Think.

Thank you for your me.
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