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She’s your worst nightmare’s worst nightmare.

SYNOPSIS

NightMara is an animated series that follows 13 year old, Mara, as she saves
people from their nightmares and deals with life’s curveballs, one episode at a time.

IN DEPTH
NightMara is character driven show that explores what really
goes on behind closed eyes by presenting insane scenarios
created by people’s minds. Mara is the renegade who doesn’t
give up nor let anyone else give up either. She’s our last hope
when it comes time to make a change, and she doesn’t take a no
for an answer.
Her gift goes unnoticed until she’s discovered by others who have
the same power, however, the problems they deal with aren’t the
ones Mara wants to fix. Mara has her own agenda and doesn’t
need to join the team of InsoManiacs to do it.
This is a show about individuality. It’s a show that tries to level the
playing field to the lowest common denominator; everyone is selfconscious, everyone is terrified of regret and we’re all trying to
hide it one day at a time. However, it isn’t until we face ourselves
that we can finally find the root of the problem.

characters

MARA DEEMS
Mara has no filter. She shouts her opinions loudly and always offers up the best
comebacks no matter who is at the brunt of them. She gets her fiery personality from
her grandma, Babs, who has taken care of her ever since her mother died when she
was eight. Mara is the only one who knows what actually happened to her mom, but
don’t ask about her past, that’s something she keeps buried deep within.
Her and her grandma have been alone together and have formed a unique bond
that is closer to that of The Odd Couple than grandmother and granddaughter.
Many would say that Mara is well beyond her years if they ever took the time to
actually talk with her. However, she may seem like nothing bothers her, but she’s just
like any other 13 year old girl stumbling through life acting one way and feeling
another.
Mara has a soft spot for outcasts. She’s the loner’s renegade. The weirdo’s hero.
When authority shows itself, it’s Mara who’s the great equalizer. Teachers have
learned not to get smart with Mara as she’s been known to send a few home crying
as she knows everyone’s weaknesses. Cutthroat as she may be, many come to find
that Mara does have a heart if they don’t treat her as a pariah.

THE NIGHTMARE CREATOR
This creator is amorphous. Everyone has their own interpretation of who this thing is and what it
looks like. From creatures to people, this thing has no boundaries. It changes from person to person
depending on their deepest fears and insecurities. Its motivation always remains the same; to corrupt
and infect its “vessel” to the point of total manipulative control. The tricks it plays on the mind in the
nightmare world have a direct reaction in the real world. That’s the way he/she likes it and that’s the
way it will stay—until Mara shows up.

Sgt. LIBOTOMUS “LIBO” REX

Raised through the acid revolution of the 1960’s, Libo found himself thrown into the swamps
of the Vietnam War and recruited to the infamous 1st Battalion/9th Marine division, (aka
“The Walking Dead”). After witnessing unimaginable carnage WHILE on drugs, Libo was
never the same. The Nightmare Creator haunted him in his sleep, so Libo vowed to never
sleep again. Now, as lucid walker, Libo is able to see the nightmare world intertwined with
the real world, but to every one else, he looks like he’s tripping balls. He shouts his
prophecies to pedestrians, but no one seems to listen to him. Libo, does not appear
mentally well—war really did this guy in.
Homeless without a pot to piss in, Libo sees it’s his responsibility to warn people on the
streets of the demons that lurk around. Even though most people have written him off as a
nut job, Mara befriends him when she discovers they share a very rare talent. However,
Libo is on a mission that Mara finds too horrifying to stomach. He’s survived many wars
through his lifetime, but he will need all the help he can get to survive the war that’s taking
place in everyone’s mind.

quarter-roy
This arcade-rat is a legend in the gaming community but an easy target to bully. His
name is on every 1st place leaderboard on every coin-op video game in town and he
makes it his duty to keep it that way. This 25-year-old transformed his parent’s
basement into his headquarters and takes special inquiries and challenges at any
time. He’s never left the town of Brighton and has insane gossip knowledge on all of
its inhabitants which comes in handy for Mara from time to time. However, he may
be idolized by kids younger than him, he is seen as a loser to every one else.
Glued to the screen 24/7, Quarter Roy accepts it to be his destiny to be the hero of
life’s video game by helping the young kids that worship him from the evils that lurk
around. There’s just one caveat, they have to challenge him to a video game.

Babs
Babs is Mara’s eccentric and pink-permed grandmother. She’s a tough
stale cookie and makes sure everyone knows it, especially Mara. When
Babs isn’t layering on the insults or spitting out her oddball wisdom, she
can be caught watching TV and petting her puff ball dog, Buster
Number Two (she forgot to take her pills one day and accidentally put
the first Buster in a blender.)
If there’s one thing that pisses Babs’ off the most, it’s classless people.
She’ll call a mother fucker out if she sees any form of rude behavior; it
doesn’t matter who it is.
This bag of bones may be sharp tongued and quick to piss off, but she
has her moments. She’s a great resource to come to when Mara needs
a micro dose of good ol’ life lessons, however, Mara wouldn’t dare ask
her to pack a lunch or fold her laundry; Babs isn’t into “Momming.”

principal moreen
Principal Moreen is far from perfect. She always seems to
be suffering from some “mishap.” Whether it’s in a wheel
chair one episode or two broken arms in another,
Principal Moreen needs help. She feels constant pressure
to do her job and would much rather get someone else to
do her bidding for her. That’s when she confides in Mara
for help, because Mara is always getting in trouble and
visiting her office anyway. The two have sort of struck a
deal together; Mara helps her with her job and Principal
Moreen gets Mara out of class. Win-win.
The two of them are a great duo, however, they must keep
their friendship secret.

DR. BOBert

Mara’s dry-mouthed, coffee-breathed, lazy-eyed therapist, “Bobert,” as
Mara calls him, is always making cliché diagnoses as what her problems
might be. He asks Mara to express her feelings using sock puppets and dolls
as emotional surrogates, but he believes what he knows as best, and won’t
back down to Mara’s manipulative mind games.
Bobert, may come off as looney or simple-minded, but this puppet-lovingdoctor helps simplify Mara’s problems with made up phrases that are usually
so damn catchy, Mara can’t help but use them to her advantage. So far,
Mara’s impressed enough to spill her beans to him, but she’s always on the
edge of her seat waiting for him to say something that will piss her off.

Flaherty

Mara’s stoic best friend is a 6’4 introvert without an athletic bone in his
body. Flaherty always errs on the cautious side because Mara’s boisterous
ideas usually get them in trouble. There’s a problem between the two of
them, he’d do anything for her because he has a crush on Mara, an internal
conflict that he’s always wrestling with himself.

WRAP UP

NightMara is a show that gives reason
to people’s madness. It balances
between horrific and beautiful in order
to fully express one’s inner demons.
We want this show to “go there” in
every event to prevent watering down.
Right now is the perfect time for a
cartoon to relate to it’s viewer through
deeper thoughts and trippy animation.
This show should be able to be viewed
at different times in one persons’s life
in order to retain something new in
each viewing.
This breaks the old form of superhero
stories relying on external conflicts to
tell their story and instead, NightMara
uses everyone’s own mind as the
playground for anarchy.

“PILOT”
Mara has to deal with her new school passing rumors about
her while at the same time save once-famous, silver-screen
actress, Loraine Dumont, from a Truman Show-esque
nightmare. Loraine has been a recluse for years and her fears
of the outside world are worse now that she is being
celebrated with a Lifetime Achievement Award. However, it
isn’t until she meets Mara in her nightmare that things begin to
make sense.
The Nightmare Creator makes himself known to Mara and
threatens her to join him in the pursuit of controlling
everyone’s mind through their fears. She also meets someone
who shares her ability and comes to realize there is more
happening beneath the surface, jeopardizing humanity’s will
to think for itself.

“JOKE’S ON YOU”

“WedHOg day”

One good thing about the nightmare world is it’s filled with
comedians, and Mara loves some good stand up that end in a train
wreck. However, one comedian in particular, Harry Bitnap, is stuck in
a never-ending loop of saying offensive jokes that triggers his
audience enough to have him shunned from the world. At night, Mara
tries to help him with his act, but during the day she has to find a
talent to perform in her school’s mandatory talent show.

Jack and Diane Lemoncamp are going through a very rocky divorce.
Each find their life repetitive which manifests itself into a GroundhogDay like nightmare by forcing them to relive their wedding day over
and over again. From the drunk brother that is tossed out for his
embarrassing speech to the bride’s father fighting her step-father over
who will take her down the aisle, Jack and Diane will come to realize
that when life hands you lemons, spike the lemonade.

“EXCUSES, EXCUSES”
It’s the beginning-of-the-year P.E. evaluation and Mara desperately wants to
avoid it. Running through every excuse in the book, she finds a companion
in chubby classmate, TV-addict, Tanner McGilroy, as he tries the same scam.
That night, she finds herself in his nightmare as he’s forced to complete the
most insane obstacle course imaginable in order to win front row seats at a
wrestling match: think American Ninja Warrior meets life-sized board game,
Mouse Trap. However, Mara will come to realize that Tanner’s ability to
have an excuse for everything will drive her insane.

“CAREER DAY”
Teachers over-hype the importance of the upcoming job aptitude test by
hiring an actor to come in as a derelict and convince the kids to try hard.
Student body president, Randall Fitzgerald, begins to crumble under the
pressure and flunks the career aptitude test. Mara realizes what’s holding
him back when she steps inside his nightmare finding him on a talk show
called “Total Fucking Dum-Dums” hosted by the Nightmare Creator
disguised as Albert Einstein. The pressure is only magnified when she sees
the audience is comprised of the greatest minds of the 20th century, all
laughing at him for being a failure.

“WORLDS APART”

“I’m Vegan !”

Mara’s class takes a field trip to the planetarium. After a presentation
showing the relative size of Earth in the vastness of the cosmos, Richie Wiff—
the undisputed tiniest kid in the class—has a full-blown panic attack about how
small he really is. His anxiety is only magnified once Mara is knee deep in his
nightmare. There is only one man that can help put things into perspective for
Richie and that happens to be Mara doing her best impersonation of Carl
Sagan bringing Richie on a psychedelic exploration of the universe.

Trixie is a vegan and she makes sure everyone knows it. However, her
emotions go haywire when she meets the love of her life who happens
to be a meat lover. This emotional tug of war plunges her into a
mental hell when she’s force to compete in a Meat Lover’s Eating
Competition in order to win the love of her new crush. Mara would
love nothing better to do than to deal with the fragile emotions of a
vegan, but Libo thinks this may be the right nightmare to teach Mara
some new skills in the nightmare world.

Instagram

@nightmara_official
From Halloween 2017 - January 2018
+5,500 Followers
+500,000 likes
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