Foster’s Home for Imaginary Friends

“Store Wars”

The Concept:

It’s Madame Foster’s birthday and a big celebration is planned for precisely 5:00 that evening.  Frankie, frazzled from preparing all day, is reminded that she forgot streamers to decorate the house and must go to the mall.  Blue has no gift for Madame Foster, no ride and no money.  He volunteers the Wilt, Eduardo, Coco and Mac (and their cash) to accompany Frankie to the mall to chip in for a spectacular gift.
What if Blue is obsessed with finding the perfect gift for Madame Foster, but only has $12.47?  What if Frankie has only a 30 minutes to run her important errand and a gang of child-like imaginary friends to supervise at the same time?  What if all the friends wander off and get lost?  

The Conflict:

Frankie has got a definite time limit.  She only has one errand to run at the mall, and it should be simple, but the friends are like little children, and their demands, desires and short attention spans make for powerful obstacles. 

And Blue, unaware of anything but his own goal, becomes unbearable in his desperation to buy the best gift ever with his tiny wad of cash.

Can Frankie keep all the friends together and organized enough to run her one little errand and get back to the party on time?   Will Blue be able to find a gift befitting of Madame Foster with his meager funds?

The Comedy:
The general feeling of the episode is similar to that of a chaperone taking a group of 3rd graders on a field trip.  The adult has an organized agenda and wants to keep everyone together, but the kids run off in every direction fascinated by what they see around them, too distracted to obey the adult.  The situation makes for much frustration and panic on the adult’s (Frankie’s) part, and much fun and havoc-wreaking on the children’s (the friend’s) part.  

Throughout the entire episode, Frankie’s temper is tested as each friend has his/her own special way of keeping her from completing her one simple task. 

Wilt keeps falling behind because he can’t help but assist shoppers, helping with their bags, holding open doors for hoards of people, even helping the janitor clean!

Eduardo is slowing Frankie down, clinging to her for fear of being separated or kidnapped by a stranger.

Coco, after being berated by Blue for not having money to contribute, splashes in the fountains gathering change, steals peoples’ purses and wallets (which Frankie must return,) and applies for (and somehow gets hired for) several jobs.

And Blue, hell bent on having the best gift for his beloved benefactor, wants to stop in every shop, leads the gang off in the wrong direction, and much to Frankie’s frustration, is completely oblivious to what she is trying to accomplish.  He turns out to be the biggest problem of all.

Eventually, Blue finds the perfect gift -- a massage chair! But it’s way too expensive.  So he takes off to buy cheap components to build his own.  Sadly for Frankie, everyone else takes off, too.  Panicked, she now must comb the entire mall to find everyone. Only Mac (when he is eventually found) is available (and considerate enough) to help.

The havoc involved in trying to find and apprehend the friends escalates until Blue’s quest for massage chair parts and habit of angering mall employees has them all running for their lives to get out to the bus and finally, on their way home.  Of course they get to the party late, Blue’s make shift chair sucks, and Frankie forgot the streamer.  Only Coco comes through, having earned enough money at the mall to buy Madame Foster the glorious massage chair, and show Blue up in the process.

