
Inciting Incident Interruption of protagonist's life
Act One Climax Commitment of protagonist to journey

GAP
Antagonist breaking expectations of protagonist and 
imperiling story

Progressive 
Complications

Series of escalating problems protagonist must face to 
achieve goal

Midpoint
The protagonist achieves his goal for the moment, 
revealing a truth and learning a lesson

Act Two Climax

The protagonist, after a massive setback, chooses his or 
her final action to determine whether the quest is 
successful or not

Act Three Climax The protagonist's journey ends in either success or failure
Resolution The concluding action to the story



Character Name
Desire (what character 
wants) Conscious:

What the character thinks he/she wants (To stop the 
villain, to get rich)

Unconscious:
What the character really wants (To reconcile the past, 
to become a good mother)

Conflict Levels (what 
opposes character) Inner: Feelings and inner conundrums (fear, anger, hubris)

Personal:
One-on-one relationship conflicts (Girlfriend, father, 
boss, roomate)

Extra-Personal:
Conflicts against ideals and systems (Capitalism, 
parenthood, high school)

Character (Aspects 
that make someone) Characterization:

How the character appears (Travis Bickle: shy, good-
natured)

True Character:
What the story reveals about the character (Travis 
Bickle: angry, deranged, paranoid)

Turn:

How the story changes someone's true character 
(Travis Bickle: From paranoid, angry recluse to 
murdering, vengeful vigilante)



Principle of Antagonism (The values 
that define the character's world and 
their antonyms) Positive

The value the character seeks: 
Justice, Fame, Love Pessimistic

A marginal value: Half Justice, 
Moderate Fame, Friendship

Negative

The opposite value the 
character seeks: Injustice, 
Anonymity, Hatred Negation of Negation

A false value the character 
misinterprets: Injustice in guise of 
Justice, Delusional Fame, 
Unrequited Love

Controlling Idea:
The moral of the story and how the 
character learns it



Sequences
SEQUENCE ONE – Status 
Quo & Inciting Incident

Establishes the central character, his/her life, and the status quo and the world of the story. It usually ends with the POINT OF ATTACK or 
INCITING INCIDENT, but this plot point can sometimes appear earlier in the first few minutes of the film. 

SEQUENCE TWO – 
Predicament & Lock In

Sets up the predicament that will be central to the story, with first intimations of possible obstacles. The main tension will be established at 
the end of the act. The sequence ends when the main character is LOCKED IN the predicament, propelling him/her into a new direction to 
obtain his/her goal.

SEQUENCE THREE – First 
Obstacle & Raising the Stakes

The first OBSTACLE to the central character is faced, and the beginning of the elimination of the alternatives begins, often a time where 
EXPOSITION left over from ACT I is brought out. Since our character is locked into the situation and can’t simply walk away, the stakes are 
higher – there is a lot more to lose. 

SEQUENCE FOUR – First 
Culmination/Midpoint

A higher OBSTACLE, the principle of RISING ACTION is brought in and builds to the FIRST CULMINATION, which usually parallels the 
RESOLUTION of the film. If the story is a tragedy and our hero dies, then the first culmination (or midpoint) should be a low point for our 
character. If, however, our hero wins in the end of the film, then sequence four should end with him winning in some way.

SEQUENCE FIVE – Subplot & 
Rising Action

The SECOND ACT SAG can set in at this point if we don’t have a strong SUBPLOT to take the ball for a while. We still want RISING 
ACTION, but we’re not ready for the MAIN CULMINATION yet. 

SEQUENCE SIX – Main 
Culmination/End of Act Two

The build-up to the MAIN CULMINATION – back to the main story line with a vengeance. The highest obstacle, the last alternative, the 
highest or lowest moment and the end of our main tension come at this point. But we get the first inklings of the new tension that will carry 
us through the third act. 

SEQUENCE SEVEN – New 
Tension & Twist

The full yet simple, brief establishment of the third act tension with its requisite exposition. Simpler, faster in nearly all ways, with rapid, short 
scenes and no real elaborate set-ups. The TWIST can end this sequence or come at the start of the eighth sequence. 

SEQUENCE EIGHT – 
Resolution

Hell-bent for the RESOLUTION. Clarity is important. If they turn left, all is well, if they go right, the world as we know it ends. Not that we 
don’t have complex emotions or ideas about what it all amounts to, but at this point we crave clarity. Will he get the girl, defuse the bomb, 
turn in his murderous brother and escape from the sinking boat surrounded by sharks?



1. Self-revelation, need, and 
desire

Self-Revelation: What protagonist learns about themselves
Psychological 
Need: Protagonist's need to improve themself
Moral Need: Protagonist's need to improve relationship with others
Desire: What protagonist wants on quest

2. Ghost and story world
Ghost World: Protagonist's past that haunts them
Story World: World protagonist lives in/must enter into

3. Weakness and need
Weakness: Problem protagonist has at start of story that holds them back
Need: What protagonist needs to live better life and correct weakness

4. Inciting event
Inciting event: Action that starts story for protagonist

5. Desire
Desire: Drives protagonist's actions

6. Ally or allies
Ally or allies: Other helpful characters that define protagonist

7. Opponent and/or mystery
Opponent 
and/or mystery: Antagonist who wants what the hero wants

8. Fake-ally opponent
Fake-ally 
opponent: Ally who is later revealed to be antagonist

9. First revelation and decision: 
Changed desire and motive

Revelation: Change in protagonist's story
Decision: What character does in response to revelation
Changed desire 
and motive: Protagonist changes what they want and why

10. Plan
Plan: What protagonist does to get desire



11. Opponent’s plan and main 
counterattack

Plan: What antagonist does to get desire
Counterattack: How antagonist will try to stop protagonist from getting desire

12. Drive
Drive: Steps protagonist takes to get desire

13. Attack by ally
Attack by ally: Ally criticizes protagonist for compromising morals to get desire

14. Apparent defeat
Apparent 
defeat: Low point of story where protagonist feels like giving up

15. Second revelation and 
decision: Obsessive drive, 
changed desire and motive

Second 
revelation: Change in protagonist's story
Decision: What character does in response to revelation
Changed desire 
and motive: Protagonist changes what they want and why

16. Audience revelation
Audience 
revelation:

The audience realizes something that the protagonist doesn't, 
setting up tension

17. Third revelation and 
decision

Third revelation: Change in protagonist's story
Decision: What character does in response to revelation

18. Gate, gauntlet, visit to 
death

Gate: Protagonist approaches moment of consequence
Gauntlet: Protagonist sacrifices something
Visit to Death: Part of protagonist dies

19. Battle
Battle: Confrontation between protagonist and antagonist

20. Self-revelation



Self-revelation: Protagonist learns truth about themself as result of quest
21. Moral decision

Moral decision: Protagonist uses self-revelation to choose correct path
22. New equilibrium

New 
equilibrium: The protagonist's world changes as they do



HERO'S JOURNEY
ORDINARY WORLD The home of the hero before the adventure.
CALL TO ADVENTURE An interruption in the hero's life that demands a quest.
REFUSAL OF THE CALL The hero's declination of the adventure out of fear or apprehension.

MEETING THE MENTOR
A meeting with an older sage who instructs, advises and gives gifts 
for the hero to partake in the quest.

CROSSING THE FIRST 
THRESHOLD

The hero's first foray into the unknown world, symbolized by a victory 
over a new antagonist that launches the quest.

TESTS, ALLIES, ENEMIES

The hero learns who to trust and who not to trust as well as 
conquering problems that will earn him or her the requisite skills to 
complete their quest.

APPROACH TO INMOST CAVE The hero realizes they will soon face a test that could break them.

ORDEAL
The hero suffers the full torment of the special world, whether it is a 
confrontation with an antagonist or their greatest fear realized.

REWARD The hero learns a special lesson from the ordeal.

ROAD BACK
The hero starts the road back to the ordinary world, armed with the 
reward of their ordeal.

RESURECCTION

As the shadow chases the hero back to the ordinary world, the hero is 
tested one final time. They are able to defeat the source of their 
anguish based on the strength gleaned from their ordeal and are 
reborn into someone new.

RETURN WITH ELIXIR
The hero returns to the ordinary world, a new being, potentially ready 
to assume the mantle of mentor to the next adventurer.

ARCHETYPES
HERO The protagonist (Simba)
SHADOW The antagonist (Scar)
MENTOR A sage who gives advice or gifts (Mufasa, Rafiki)
ALLY Friend to the protagonist (Timon, Pumbaa)
HERALD Being who announces the beginning of the quest (Scar)
THRESHOLD GUARDIAN Obstacle hero must overcome (Hyenas)
TRICKSTER Being who challenges the status quo with humor, often a kook (Rafiki)

SHAPESHIFTER
Being who changes over the course of the story in the hero's eyes 
(Nala)

THEMES What's the story about



STORYLINES

Scene #1 Title of Scene
Protagonist Who is driving the scene

Desire What does the protagonist want

Antagonist
Who opposes the protagonist in getting what 
they want

TP
The moment where the protagonist gets or 
doesn't get what they want

Value What the protagonist's desire represents
Role Why is this scene important to the overall story

Analysis Deeper investigation of scene


