
Novella Plan 
 
Point of view is, so far, 3rd person. This may change when I start writing, however I don’t expect 
it to. Sway doesn’t feel comfortable when I write with him in 1st person and then he stalls out.  
 
Themes! Mine are the kind that emerge as the story progresses and then I can pounce on them. 
So far, I have an identity theme (finding yourself), and finding family or place to belong. 
 
Broader setting is the world and supernatural sub-world hidden within it. There are multiple 
different kinds of supernatural creatures, some of which the characters will be interacting with. 
The story will be staying within the United States, though multiple things in multiple states will be 
described because there is a road trip involved. Story will begin in Minnesota/Wisconsin 
(haven’t decided, yet) and end in Ashland, Oregon. 
 
Types of supernatural creatures we may see: 

● Were-creatures (werewolves, werecats, wereravens, etc) 
● Magic-users (see below) 
● Fae creatures (pixies, banshees, trolls, etc) 
● Wendigos (just the one) 
● Dwarves 
● Dragons (rumored, not actually seen, as far as we’re aware) 
● Vampires 

 
Types of magic users (terms are gender neutral): 

● Wizard–Needs a focus to cast magic (Wand, staff, rod, etc) and magic words. VERY 
powerful, somewhat less so without their foci. You must be born with wizardry in your 
blood. You can’t become a wizard unless you are born one. Very rare. Usually don’t 
delve into the world around them because they have bigger shit to deal with. Side note: 
nobody knows how long a wizard lives for because none have died of old age. They’re 
usually killed before they can. 

● Witch–Specializes in human-based magic, such as hexes, curses, healing, and potions. 
Some are powerful, some aren’t. Can be learned. 

● Sorcerer–Elementally inclined. Usually show an affinity for one element and focus there, 
will usually branch out into other elements but they aren’t quite as strong in those. Are 
sometimes called ‘mancers’ (i.e. geomancer, pyromancer, necromancer, etc). Can be 
learned. 

● Druid–wild mage. Deals with magic related to the earth itself. Can sometimes shapeshift 
into limited number of shapes, sometimes into many shapes. Can be learned. 

● Warlock–magical battering ram and/or battery. Can be anywhere from human-weak to 
OMFG-strong. Usually mercenaries. Their power can be stolen from them. Kill the 
caster, get their power. As such, usually hunted by anything that wants more power. 
They’re super rare, even more so than wizards, and usually don’t reveal themselves. 
Cannot be learned, must be born. 



○ Note: Familiars are not limited to any type of magic user. Familiars choose their 
mages. They are typically a mark of status/power among mages. 

 
 
Conflict 
Sway is a Warlock, which he learns near the beginning of the book. Because his family is one 
made up of those who hunt the supernatural, Sway runs away. 
 
 
Characters 
1.Sway Borchard 

Physical Appearance: 
- Dark hair that is long enough to make a fist in. Green eyes. Lean/slender build; long 

torso, gangly arms and legs, spindly fingers with short, blunt fingernails. 
- Dresses in clothes that are a little baggy on him. None of his clothes fit properly. He is 

usually cold so he wears multiple layers which makes him look bigger than he is. He 
wears thick, square-rimmed glasses held together with duct tape that are not the correct 
prescription. Prefers to wear tennis shoes. 

- Has selective mutism (that does not stem from social anxiety),  
 

Motivation: 
- Sway wants to live and not be locked up by his family 
- He wants to find out what he is and how he controls the magic inside him 
- He wants to find out if there is anyone left of the family he was taken from 

 
Relationships with others: 

- Sway tends to be passive when dealing with others. He is capable of being aggressive 
but he prefers to allow others to take the lead. Follows orders well. 

- When presented with conflict he will try to make himself a smaller target, usually. He 
usually runs away or around the conflict. 

 
2.Daniel Borchard 

Physical Appearance: 
- Curly brown hair, light brown eyes, scar on left temple, strong, muscular.  
- Prefers to dress business-casual: nice blue jeans with button-up shirts and a vest, khakis 

with a nice sweater. Narcissistic characteristics, not a bad person, just… kind of a dick. 
 

Motivation: 
- Wants admiration from those around him. Loves attention. 
- Wants approval from his father even though he hates the man. 
- Unconsciously sees Sway as his possession and worries that Sway will leave him, or 

worse (maybe), be better than him. Wants to keep Sway with him and under his thumb. 
 



Relationships with others: 
- He has acquaintances, doesn’t really have friends. Sees them more like his adoring 

public. Gives credit where credit is due when it comes to those he employs, though. If 
they like him they’ll stick around and he won’t have to train new ones. 

- Manipulative, but not exactly malicious about it. Doesn’t seem to realize what he’s doing, 
most of the time. 

 
3.Michael Borchard 

Physical Appearance: 
- Iron-gray hair kept neat, wire-rim glasses, genial smile that is somehow unsettling, 

medium-height, cardigan sweater over button-up shirt, jeans, leather work boots, looks 
like a grandpa should but a bit more badass. His eyes are gray and flat, like a shark’s. 

 
Motivation: 

- Zealot. Supernaturals killed his mother and father (who were also hunters), so he hates 
supernaturals. Subscribes to the idea that supernatural creatures, because they are not 
human, are monsters and should all be eradicated. 

- Wants his children and grandchildren to hold as strong a belief as he does, or if they 
don’t, keep quiet about it. Even more narcissistic than his son.  

 
Relationships with others: 

- Doesn’t really do friendships. There’s him and his subordinates. There is no one he can’t 
manipulate; he’s very skillful at it, too. 

- Doesn’t like to let go. You do not leave him without his permission (i.e. fired employee) 
or you die.  

- Unlike Daniel, Michael knows exactly what he’s doing when he manipulates someone. 
 
4.Magdalena Wright 

Physical Appearance: 
Physical Appearance: 

- Tall, willowy, dark skin, high cheekbones, high brows, straight nose with wide tip and 
nostrils. Black hair braided flat against her scalp (Amour Natty Senegalese twist style). 
While the work is elaborate it is practical (her mother is the one with the elaborate 
hairstyles that looks like crowns). Statuesque appearance, long, elegant fingers with 
long, sharp nails that are always painted gold. Has some serious RBF going on. 

- Wereraven. Stronger and faster than an average human, keen senses of smell and 
sight. Very intelligent.  

- Did you know that a group of ravens is called an Unkindness or a Conspiracy? 
Because I didn’t. 

 
Motivation: 

- Is being groomed to take over the Unkindness when her mother retires, wants to learn 
so she can be a good leader. 



- Wants to protect her Unkindness. 
- Wants to protect her friends. 

 
Relationships with others: 

- Diplomatic, great listener, not really one for displays of emotion. She refuses to dumb 
herself down for anyone. 

- When presented with conflict she will try to reason, first, before taking action. The action 
is usually very… final. 

 
5.January Sommerfeld 

Physical Appearance: 
- Short, stocky, dyed red hair, very strong, stronger than expected. C-cup, big hips, 

athletic-ish build, (Imagine a Dragon Age Dwarf). Cute nose. Might be Hmong, she 
hasn’t decided, yet. Heck, maybe she’s got some Dwarf in her; those are around 
somewhere. 

- Wears jeans and shirts with low necklines that show off her cleavage. Tattoo of a 
long-stem rose on her sternum, usually not seen because of aforementioned cleavage. 
Sandals or other shoes easy to get on and off; gotta have her feet in the dirt to be 
entirely comfortable.  

- Apprentice druid. Uses magic typically found in the land around them. Can transform into 
a chipmunk. This leads to random nudity because her clothes don’t transform with her. 
 
Motivation: 

- She wants to become a capable druid so she can be useful to any clan, pack, scurry, 
whatever that wants her. 

- Wants to protect those she considers hers. 
 

Relationships with others: 
- She is rather cheery, flirty, and positive. She takes this with her into her relationships. 

Very passionate, so she loves and hates fiercely. There isn’t an in-between. 
- When presented with an obstacle, she’s the one who tries to go through it. Bull in a 

china shop. Her first response is always fight and never flight. It’s a problem. 
 
6.Madame Tempest 

Physical Appearance: 
- Tiny woman, 5’. Long dark hair that looks like it needs to be brushed, very dark eyes. 

She does not look old but she feels old, like looking at a stone that you know was 
probably around at the beginning of civilization. 

- Wears sun dresses, shorts, T-shirts, no shoes (never shoes). No jewelry (it gets caught 
in her hair) 

- Wizard. One of the most powerful to ever live. The rest of the wizard community is pretty 
sure they can’t kill her, at this point, so thank goodness she doesn’t want to rule the 
world. 



 
Motivation: 

- Wants to be left alone with her descendants, for the most part. 
- Supernatural border police. She guards the veils/borders between worlds. 

 
Relationships with others: 

- So long as you aren’t trying to kill her or hers (and sometimes even if you are), you’re 
okay in her books. She has seen so much that very little phases her, anymore. Her best 
friend is a vampire old enough that he was a literal viking (Braidlan), her lovers are both 
centuries younger than she is (there are two, they’re a triad), and she aggressively 
mother-hens everyone in her field of influence. If she decides you are hers you belong to 
the ridiculous conglomerate of people that she claims as family. A very firm believer in 
“sink or swim” and usually leaves people to deal with their own shit because how else 
will they learn? 

- Conflicts for others are slight inconveniences to her. She just kind of pokes them and 
they either die or disappear, depending on how she’s feeling that day. She generally 
does not get involved in the “major stuff” of the world because she is supposed to be 
impartial. She protects the borders between worlds, so the world will have to figure itself 
out on its own. 

 
7.Robert Campbell 

Physical appearance: 
- Wiry, on the short side, sandy brown hair, amber-colored eyes, tattoo of fire at one wrist 

and of wind at the other. Always just a little bit feverish to the touch. 
- Wears t-shirts and ratty jeans. Converse tennis shoes.  
- Pyromancer, aeromancer (control of wind and air).  

 
Motivation: 

- Despises hunters; they killed his brother, sister-in-law, and nephew (Sway). Actively 
works against them, especially when whomever they’re hunting is innocent. 
 
Relationships with others: 

- On the abrasive side, he’s one of those that you need to get used to.  
- Over-developed fight response. Does the term “kill it with fire” mean anything to you? 

 
Other minor characters include: 

● Magdalena’s Unkindness, most notably her mother 
● Various hunters met or avoided along the way 
● Various supernatural creatures met along the way 
● Braidlan, mentioned by Madame Tempest as someone Sway should ask for when he 

gets to his destination. Braidlan is Ray’s husband. 
 
 



PLAN: 
1. First scene: Sway is undergoing a training exercise with Daniel. He does well. Some of 

the hunters helping him offer praise, but Daniel offers criticism because Sway has not 
measured up to his exacting standards. 

a. Summarize the ride back home. Insert some explanation and world-building. 
b. Describe the house. Use Grandpa’s house. :D 
c. Scene. Meet Michael, Sway’s grandfather. He shows general disapproval for 

Sway’s performance. Sway is low-key afraid of his grandfather; the man is creepy 
and deviously cruel and Sway is worried about what his grandfather might do if 
Sway continues to perform less than acceptably. He isn’t quite sure where his 
wariness stems from. 

d. Summarize dinner with Daniel and Michael, doing the dishes, and then going 
upstairs to his room. 

e. Have Sway encounter a mirror and very carefully skirt around it. Go over Sway’s 
fear of mirrors, maybe expand on his other phobias. 

f. Summarize. Expand a bit on Sway himself. The memories he has that he can’t 
attach to anyone he knows, voices he recognizes but can’t put a name to, etc. 

2. Scene: Sway sneaks downstairs and hears Michael talking to someone about how he 
had expected Sway to “show signs by now.” Signs of what? Sway isn’t sure, but the 
conversation reveals enough that Sway realizes that he isn’t entirely human, and his dad 
and grandfather are just waiting for him to come into his own. Daniel comments how he 
will “do what needs to be done” if/when Sway manifests. 

a. Sway sneaks back upstairs and tries not to panic. Can’t quite believe his father 
would do that. He comes to the conclusion that he needs to leave. 

b. Summarize packing, give it a panicked feel. 
c. Scene leaving the house. He has to sneak out. 
d. Unsure if summary or scene: Sway traveling at night. 

i. Perhaps expound on his doubts. Is he doing the right thing? Where 
should he go? 

ii. Betrayal of his father hurts. Sway is upset about that. He knows they had 
their problems but they’re still family, right?  

iii. It’s really dark, outside, and Sway is scared of the dark. 
3. Scene. Sway recognizes some of his father’s men in the town he comes to and tries to 

find somewhere to hide. In his panic his magic acts up and he accidentally sets 
something on fire or blows something up (will determine later). Enter Magdalena. She is 
a wereraven and is part of the local Unkindness. She helps get him out of the danger 
zone and declares she is taking him to the Unkindness. 

a. Summarize trip to the Unkindness. Meet Magdalena’s mother (name TBD) who is 
the head of the local Unkindness. 

b. Scene. Discussion of why Sway is there (trespassing on Unkindness’s territory) 
and where he’s going. Mother tells Sway that he should see Madame Tempest; 
she can help him. Magdalena is sent with him.  



4. Travel to meet Madame Tempest. Summarize the trip. Describe landscape as they pass. 
Have Sway observe Magdalena. Maybe they fight over the radio station a few times? 

a. Scene. They run into some supernatural creature that has heard about the 
“missing Borchard” and wants to capitalize on it. Sway deals with creature and 
reminds Magdalena that he might be human but he’s still a hunter. Show that 
Sway is competent. 

5. Scene. Meet Madame Tempest. She owns an occult shop and lives in the apartment 
above it, supposedly. She examines Sway, tests a few things, makes him super 
uncomfortable. 

a. Tempest takes Sway into her mind landscape. “Look right here for me, Boy. 
*tapes below her eye*” Describe a feeling of being pulled in. 

i. Mindscape is expansive and filled with buildings but no people. Sway 
wanders around the streets for a little while, feeling like he’s being 
watched. 

ii. Various magics appear and envelop or attack Sway in turn, Sway starts to 
hear a feminine voice (not MT’s) telling him to hide, be quiet, etc. 

iii. Sway finally yanks open a door and encounters the memory of his 
parents’ murder. Someone with his father’s face murdered his birth 
parents before he blacks out. 

b. Sway awakens the next morning to find himself tucked into bed in MT’s 
apartment. She’s cooking breakfast for them all. Proceeds to mother the shit out 
of Sway. It feels weird to him but he really likes it, especially after what he has 
realized. 

i. Enter January, apprentice Druid that MT is “apprentice-sitting” for her 
daughter. “Wait, daughter? How old are you?” “I rode with Alexander and 
I wasn’t young then, either.” “That’s not an answer!” 

c. MT comments on what Sway is, all cryptic and shit. She also mentions that 
“You’re one of Rob’s.” Queue memory of “Uncle Robby”. MT explains that Sway 
needs to go to Ashland, Oregon and he’ll find his blood family and someone to 
teach him there. Ask for “Robert” or “Braidlan.” 

d. MT gives Sway a crash course on control so he doesn’t make things asplode.  
e. Lesson is interrupted because the phone rings. MT tells Sway it’s for him. It’s 

Daniel, calling to try and convince Sway to come back. Sway doesn’t talk but 
Daniel seems to understand, anyway. 

i. Warning to Sway, “If you don’t come now, your grandfather will get 
involved and nobody wants that.” Sway, angry at his father who isn’t 
actually his father and terrified of his grandfather, hangs up. 

f. MT shoves Sway and Magdalena out of the main shop and into her “back room,” 
bellowing for January to take them away. 

i. “What about MT?” “Don’t worry about MT.” Describe feeling of immense 
power building and semi-maniacal laughter before January does her 
thing. 



6. Summarize teleportation. Where are they? Someplace where January can hotwire a car 
(because she can do that, apparently). Road trip! 

a. This will probably be summary. It is quickly apparent that Magdalena and 
January do not like each other much. They snark and snap and bicker. “Shut up 
or I will eat you!” “Ooh, promise? ;)” “Ugh, nevermind, there are some things even 
carrion birds won’t eat.” “Rude!” 

b. Scene. Eventually stop to sleep so they can reassess the next morning and 
figure out the best/easiest way to get where they’re going without running into 
hunters. Share a hotel room. Sway is really iffy about that and very embarrassed. 
Girls enjoy tormenting him about it. 

i. Sway dreams. Dreams of happy family things, like someone playing 
airplane with him, or dancing around a room, or some other thing. Some 
of his memories that he couldn’t put a name/face to attach to Robert. 

ii. Wake the next morning and discuss how to get where they’re going. Sway 
points out the places most likely to have hunter outposts. Magdalena 
offers info about werecreatures she’s aware of and where their territories 
are. January has mojo that can be used along the way. 

1. Sway discovers that someone has written a haiku or something in 
his notepad. Neither of the girls will admit to doing it. 

c. Summarize. Stop to visit a diner. Oh, look, the waitress is a banshee. Sway 
notices, that’s his magic perking up in response.  

i. Supernatural chatter; hunters are watching the major highways, be 
careful. Need to switch cars and give Sway a hat to hide under. 

d. SummarizeHave to stop another time because Sway is practicing magic in the 
car and accidentally does something to the car that makes it stall out. Girls are 
not amused but Sway can fix it, he promises! (he can) 

e. At one point, the group stops because, “Ooh, we gotta stop and see that!” Turns 
into taking a tour through… something. **Look up tourist traps for cross-country 
road trips.** 

i. Group runs into a pair of hunters who recognize Sway. January casts a 
spell to make them think that Sway and Co. were going South instead of 
West. 

1. Does this need a supernatural thing helping? This could be 
something/someone for Michael to use later. Possibility. 

f. Sway finally speaks to the girls. How? Does he get fed up with their idiocy and 
snap? Does he crack a joke? Does he answer a question they ask?  

i. Speaking becomes more of a thing for Sway. He is not entirely 
non-verbal. 

***NOTE*** At some point during the trip have January mention the supernatural 
death camps and have Magdalena dismiss them as a myth. 

7. Scene. Reaches Ashland, OR and Sway heads to the house MT showed him/told him 
about. Note that January and Magdalena stay at the motel because Sway feels like he 
needs to do this alone.  



a. This does not go well. Rob recognizes Sway but not as his long-lost nephew but 
as part of the Borchard family and verbally attacks him. It’s not pretty. 

i. Sway does not feel safe. His selective mutism acts up and he can’t speak 
in his defense. Doesn’t get a chance to write anything down before Rob 
slaps the notepad and pen from his hands. 

ii. Here we learn about the supernaturals that have been hurt/killed by 
Michael as he rampages across the US looking for Sway. The banshee 
from the diner, the ones that helped them get away from the hunters, etc. 

b. Rob manages to echo the verbal abuse Sway has dealt with for most of his life. 
i. Sway realizes that this man, supposedly his uncle who may have loved 

him at one point, hates him because of the Borchard name attached to 
him. It breaks something in him. 

c. Sway leaves. Has to stop and devolve into a panic attack, at one point. (Do some 
research on panic attacks for description). 

d. Summarize. Sway walks back to the motel where January and Magdalena are 
staying. Has regressed to non-verbal again. Girls are concerned. 

e. Sway decides he doesn’t want to know if the rest of his family thinks/feels the 
same way Robert does. He will stop looking for his birth family. 

f. Where does he go from here? Girls eventually decide to go back to MT. January 
is staying with her for a while and Magdalena kinda wants to go home. MT’s shop 
has moved (“Wait, what do you mean moved?” “She’s a damn wizard, you don’t 
think she can move a building? Pfft!”) and MT can send Magdalena back to her 
Unkindness. May also be able to help Sway find a different teacher since that 
thing with Rob didn’t work out, after all. 

8. Scene. Michael catches up to Sway. He abducts Sway, threatens to hurt the girls if he 
doesn’t come quietly. Sway decides to stay with him. 

a. Takes Sway to what is essentially a supernatural prison camp. Daniel is already 
there, waiting. This is where experiments are done, research on what stops a 
supernatural, torturing, etc. 

i. Warehouse? Needs to be somewhere that screams won’t be heard. 
ii. MAGIC warehouse? Silence charms? Notice-me-not charms? 

b. Summarize warehouse interior. Kind of horrifying. Cages/pits with supernatural 
creatures in them, various howls/whines/roars/general noises of misery, etc. Hey, 
look, a wendigo! 

i. ***I’m not entirely sold on this WHERE, may change during writing. Stay 
tuned.*** 

9. Scene. Final confrontation with Michael. 
a. Not a direct conflict. Sway manages to get away and hides. Queue ducking 

around cages, paying attention to supernatural creatures’ reactions, suspenseful 
game of cat and mouse (Sway is the mouse).  

b. Reveal that Michael’s the one who murdered Sway’s birth parents, not Daniel. 
i. Sway can use his magic, somewhat, and can fight back. He starts to do 

well and Michael is  



ii. Michael throws a molotov at Sway, lights a fire. The warehouse is 
burning, now. Sway can’t just leave everything in the warehouse there to 
burn, starts trying to open cages. 

iii. Michael wounds Sway several times during this, playing with him, making 
him suffer, etc.  

iv. Daniel finds them and, having to choose between his son and his father, 
picks his son. Shoves/shoots (figure it out later) Michael. Michael falls 
back against a cage. Remember that wendigo I mentioned? She’s in that 
cage and manages to take a chunk out of his neck. Michael is still alive 
when she starts to pull him through the bars whether he fits or not. 

c. Warehouse is on fire, Sway keeps trying to get the cages open. Daniel tries to 
get him to leave but Sway insists, so Daniel helps. Eventually, it gets bad enough 
that if they don’t leave they will die. Daniel has to carry Sway out because his 
wounds are too bad.  

d. Stumble towards door of the warehouse and Sway swears he hears someone 
calling his name as part of the ceiling collapses on them. Daniel throws Sway out 
of the way, sacrificing himself to save his son’s life and thus redeeming himself. 

10. Scene. Sway wakes up in an unfamiliar room. He is covered in bandages and both 
January and Magdalena are in the room with him. January is in chipmunk form, snoozing 
on Sway’s chest.  

a. January realizes he’s awake. She jumps off the bed and transforms, heedless of 
the fact that she’s ass-naked. (“Put some clothes on, you psycho!”)  

i. Freaking out wakes Magdalena up. She is upset with Sway because, 
“Don’t you ever scare me like that again!” Queue sibling-like bickering and 
Q&A. “What happened to my dad? How did you find us? What 
happened?” 

ii. Upon hearing that Daniel perished in the fire, Sway realizes that his father 
did actually care about him. Yay for closure. 

b. Noise brings Rob upstairs, asks January and Magdalena to give them a moment. 
Girls leave.Rob puts Sway’s notepad (the one with all his memories written down, 
everything that happened, etc) next to him on the bed. Apologizes for what he 
said and did. Relieved to know that Sway is alive, wants a chance to know him. 
Offers to teach Sway about magic, if he likes, and introduce him to the rest of the 
family. 

c. Sway agrees, feels hopeful. The end 
 
Potential additions, if they fit: 

1. Sway somehow get in touch with his familiar. This is why his reflection distorts in the 
mirror and freaks him out. 

a. Insert familiar: large, white, fluffy cat. Her name is Cleopatra. She enjoys 
tormenting January and is unimpressed by how large a bird Magdalena is. 



I can’t figure out where I want to add this one. It would make sense for MT to assist Sway with 
this, but it could also fit into the road trip stuff. I plan to play with this and see where the cat fits 
best, if she fits at all. 


