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LESSON 3 – Building Your Story: Part 1
Deep Story is a very radical, but very dynamic, way of approaching writing that allows you to add tremendous depth and texture to your story, scenes, characters, dialogue, conflict and actions thanks to a whole array of simple-to-use tools and techniques.

As you have come to see there is far more to a story than that mere one-dimensional plotline that all of us are so familiar with. So far you have only taken a quick peak beneath that familiar flat surface and discovered that there are a lot more things going on beneath the surface of your story than you had previously been aware of. Such as the critical forging of the emotional bond between your readers and your story world; the fact that you need to consciously shape your story to reach your intended target audience; the fact that your story is constantly driven forward by the story engine; and that each of your scene’s has a driver that determines how your scene must play out.
No matter what length or genre of story that you prefer every story that you have ever read, or will ever read – or write - has one thing in common. And that is its underlying foundation. Despite the fact that every single story is unique the underlying story foundation is not. It is composed of 18 mandatory scenes that contain threshold events that your Protagonist and characters pass through before moving on to the next stage in the story journey. These 18 mandatory foundation scenes encompass all 12 stages of the Hero’s or Lovers’ Journey. In addition, woven among these 18 scenes are the Main Character’s 5 mandatory Throughline/Character Arc scenes
Graphic 1 below is the template for the underlying story foundation threshold scenes and the occurrences of the character arc scenes (see Graphic 2).
	18-EVENT/SCENE STORY SEQUENCE STRUCTURE

	ACT I

Setup

PP 1
	1 INTRODUCTION/Disaster/
Complications = ? 
	5  NOW IN NEW WORLD – TRAVEL TO EVENT SITE Protagonist deals with results of #4 Complications/New turn in Protagonist/L.I. relationship/ New Complications = ?

	ACT IIa Complication

TWIST
2. Ally/Learning Cave

3 False/Minor Treasure Cave



	
	2  STORY GOAL LAID OUT
Complications = ?


	6  - PROTAGONIST/L.I. ARRIVE AT THE “TREASURE/GOAL” SITE - TENSION Explodes  Rivals/allies/L.I./Henchmen/A Major Twist Occurs [Shows how dangerous site is]

	

	
	3  PROTAGONIST  BEGINS
Complications = ? 


	7 – PROTAGONIST STILL SEARCHING FOR THE “TREASURE”/ANSWERS TO QUESTIONS/CLUES - Protagonist/L.I.-Ally bonding –

Complications = ?

	

	ACT IIa Complication

1. Test – Gatekeeper Cave
	4  - PROTAGONIST JOURNEYS TO THE NEW WORLD Encounters Resistance/Dead Ends/?s – 
Complications = Relationship with: (1) L.I.; (2) Rivals; (3) Allies, (4) Henchmen, (5) Situation

	8  - PROTAGONIST ENTERS TREASURE CAVE/ UNCOVERS HELPFUL INFO THAT ANSWERS SOME QUESTIONS
Complications = ? 

	


	ACT IIa

Complication -  Cont’d
	9  MIDPOINT CRISIS – P Loses/Barely Escapes with Life – 
Complications

	14  PROTAGONIST/ALLIES ARM SELVES FOR UPCOMING RESCUE/BATTLE


	ACT IIb
Crisis - Cont’d

5. Real Treasure Cave  [L.I. = Real Treasure] Protagonist Overcomes Inner Fear
PP 2

	
	10  PROTAGONIST/ALLIES SEEK SANCTUARY TO REGROUP - gains new weapons/allies from unexpected source. Complications = ? (Antagonist WINS/Protagonist SUFFERS SETBACK)
	15  PROTAGONIST ON THE  HUNT - races to locate/confront Villain - Enters the Treasure Cave/Arena to rescue L.I./Real Treasure – Protagonist LOSES – Antagonist WINS/ESCAPES

	

	ACT IIb

Crisis

TWIST
4. Belly of the Beast/Black Moment Cave (“Old” Protagonist “dies”)

(“New” Protagonist Emerges)
	11  EMOTIONAL SCENE/REGROUP – New Leads

Complications = new clue that is puzzling - but critical


	16 HENCHMEN BATTLE/Wrap-Up Subplots

	ACT III
Confrontation & Resolution

	
	12  PROTAGONIST’S GOAL CHANGES  (External          Personal) - Antagonist/Protagonist CLASH = Protagonist LOSES = CHANGED/NOW MORE DETERMINED

	17   THE BATTLE 
	

	
	13  PROTAGONIST REACTS TO LOSS /Resolved To Win

	18  RESOLUTION & REWARD
	


Graphic 1
CHARACTER ARC/MAIN CHARACTER THROUGHLINE

(aka HOLLYWOOD’S “STORY CAVE” SCENES)
	
	WIZARD OF OZ
	SHREK
	STAR WARS

	1. GATEKEEPER(S) CAVE – ENTRY TO THE NEW WORLD

	Express Inner Fear/Flaw
	Arrive At Gates to Oz City

(Inner Fear – Not get home)

[Gate is Under Rampart]
	Fairy Tale Creatures Invade Shrek’s Swamp/House

(Inner Fear – Not Being Loved for Himself, Finding Happiness)

[Inside Shrek’s House]
	Saloon Scene

(Inner Flaw – Immaturity, lack of confidence in self &his abilities)

[Inside Saloon]

	2. MINOR/FALSE TREASURE CAVE - ENCOURAGEMENT

	Find Reason to Continue
	Enter Wizard’s Throne Room & Meet Wizard

[Inside Throne Room]
	Enter Fiona’s Tower & Chamber Room – Finds Fiona

[Inside Tower/Chamber Room’
	Locate Princess Leia

[Inside Enemy’s Ship]

	3. ALLY/LEARNING CAVE - TESTING

	Determination & Abilities Tested
	Fight Flying Monkeys & Witch

[Inside Witch’s Castle]
	Fight way out of Tower & Back to Safety w/ Fiona

[Inside Tower]
	Chased by Storm Troops

[Inside Ship/Prisoners’ Cells/Corridors]

	4. CAVE OF DEATH - TRANSFORMATION

	Character Forced to Face Inner Fear/Flaw

S/He Changes & Matures
	Discover the Wizard is a Fraud/Balloon Leaves Dorothy behind

(Death of her Hope)

[Inside Throne Room]
	Shrek overhears Fiona’s “All I see is a hideous monster” remark 

(His hope for love & happiness dies)

[Fiona inside cave room]
	Trash Compactor Scene

(Luke Dies when Monster Drags him underwater)

[Inside Trash Compactor ]

	5. TRUE TREASURE CAVE - REWARD

	Conquers Inner Fear/Flaw & Is Rewarded
	Dorothy wakes up in bedroom at home

(Wish fulfilled)

[Inside farmhouse]
	Fiona tells Shrek she loves him

(He finds love & happiness)

[Inside ballroom]
	“Luke, trust the Force”

(Luke matures and trusts himself/instincts/abilities)

[Inside his Star Fighter cockpit]

	


Graphic 2

Explanation of Graph 1
The normal 3-Act story structure is broken down in this graph into 4 distinct segments (Act I, Act IIa and Act IIb, Act III). Since Act 2 contains the bulk of your story it is far easier to develop if you divide Act 2 into two distinct segments. They are noted in the graph as IIa and IIb. The colored side bars are merely to demonstrate which scenes are contained within that particular color-coded segment. (To read the chart start on the left column and read top to bottom. Then move to the right column and repeat. You will note on the second page of the graph that ACT IIa contains 2 additional scenes before your enter the second half of ACT II (b).)
Explanation of Graph 2
The second chart gives you the Main Character Throughline (along with movie scene examples for clarification). We commonly refer to these scenes as the “Character’s Arc”. You need at least these 5 separate scenes to show your Main Character’s emotional growth over the course of your story. And in Graphic 1 you can see where in your story readers expect these particular scenes to occur. In Hollywood these are called the “cave scenes” because they usually occur in a closed space in order to narrowly focus the audience’s attention on the Protagonist. (Think of Jonah in the belly of the whale. In that scene who are you going to look at but Jonah. – Thus giving it the name - the “Belly of the Beast” scene.)
Character Arc Scene 1 is “The Gatekeeper” Scene because your Protagonist has left his/her old world behind and begun the journey into the New World in order to obtain the Overall Story Goal. This is the external goal that drives your plot forward. Your Protagonist must prove/establish s/he is worthy of entering the New World. And in doing so reveals what his/her Inner Fear is to the audience.
Character Arc Scene 2 is ”The Minor/False Treasure Cave” because here your Protagonist gains something of value (allies, knowledge, weapons, clues, etc.) that is important to help him/her obtain their goal.

Character Arc Scene 3 is “The Ordeal Cave” – this is where your Protagonist is tested to determine if s/he is worthy of continuing on this particular story journey And more importantly, this is where your Protagonist is forced to acknowledge their inner fear/flaw/block/wound. Here your Protagonist demonstrates their new skills/abilities earned since entering the new world.
Character Arc Scene 4 is “The Cave of Death/Belly of the Beast/The Black Moment” – this is where your Old Protagonist dies so that the New Protagonist can now succeed in reaching the goal. Here the Protagonist is finally forced to face his/her Inner Fear and defeat it. In Romance stories this is were the romance appears to be dead/hopeless.
Character Arc Scene 5 is “The True Treasure Cave” – in this scene your New (Stronger) Protagonist finally realizes what is REALLY IMPORTANT GOALWISE and is determined to go after it, no matter what the cost. In the 1999 movie The Mummy, starring Brendan Fraser as Rick O’Connell, his original goal was to retrieve the Book of Life (which was priceless). However, over the course of the story he is forced to confront his Inner Fear (fear of commitment) by Rachel Weisz’s Love Interest character Evelyn Carnahan. 
Rick’s “Cave of Death/Belly of the Beast” scene happened when the Mummy kidnapped Evelyn and stole the Book of Life. Suddenly, he didn’t care about the “treasure” of the Book at all because he realized that what was really important to him was Evelyn. Forced to finally face his fear of commitment by the loss of the woman that he now realized that he loved, Rick’s hope of happiness (which he had previously thought depended upon wealth) died. And so did the “old” Rick. The irresponsible, don’t care or worry about anybody else but Rick O’Connell. In the wake of that “emotional death” arose the New Rick O’Connell who was willing to sacrifice his own life to save the woman that he loved.

Thus in the Character Arc 5 scene – “The Real Treasure” scene – Rick does not return to the Mummy’s tomb for the Book but to save Evelyn – who is the Real Treasure that he had been seeking all along. In the first Indiana Jones movie Indy started out his journey seeking to retrieve the fabled Ark of the Covenant. And while he did indeed retrieve it, in the end, what he valued more was the fact that he and Marion (his true love – at least for this movie) were back together once again.

In Character Arc Scene 4 (Belly of the Beast/Black Moment), forced to finally confront his/her Inner Fear, the Protagonist does indeed overcome it (or at least acknowledge it). Up until this point in your story the Protagonist is seeking an external goal. However, once s/he overcomes his/her Inner Fear that original goal no longer holds the same value for your Protagonist. Instead, s/he is now mentally and emotionally ready to see what is truly important to them. In the case of our two action hero protagonists that turned out to be love. And you will note that both protagonists fulfilled the hero requirement of being willing to sacrifice their lives to save the person that they loved.
Having survived confronting his/her Inner Fear the Protagonist completes his/her emotional growth in Character Arc Scene 5 (The Real Treasure) by finally accepting this new goal as being far more important to him/her than the original overall story goal. This occurs in the final scene of Act II and triggers the Plot Point/Turning Point 2 that ends the second act. And Act III opens with the New Protagonist now more determined than ever to confront the Antagonist and secure his/her new goal.
Graphic 3 shows The Mummy’s underlying story structure.

	THE MUMMY - 18-EVENT/SCENE STORY SEQUENCE STRUCTURE

	I – Setup
PP 1
	1  INTRODUCTION - Meet the Players
The Inciting Incident – Treasure map found but (Complications =) Need a guide to temple 
	5  NOW IN NEW WORLD – TRAVEL TO EVENT SITE

· Protagonist deals with results of #4 Complications 

· New turn in Protagonist/L.I. relationship
Complications = Rivals win race to temple
	IIa – Complication

TWIST
2. Ally/Learning Cave

3 False/Minor Treasure Cave

	
	2  STORY GOAL LAID OUT

Establish the Story’s Goal [personal: Rick needs to get out of jail before they hang him/Evelyn needs Rick to guide her to the hidden temple]

Complications = Evelyn won’t agree to marry  Rick in order to save him.
	6  - PROTAGONIST/L.I. ARRIVE AT THE “TREASURE SITE - TENSION Explodes Rivals/allies/L.I./Henchmen

A Major Twist Occurs [Shows how dangerous site is] - (i.e., The Mummy/the Warden wanders off and gets killed)
	

	
	3  PROTAGONIST ANSWERS THE CALL TO ADVENTURE BY ACCEPTING THE Call
· Protagonist will go on the journey
Complications = Warden hangs Rick!
-Evelyn, brother and Rick board ship for journey
	7 – PROTAGONIST STILL SEARCHING FOR THE “TREASURE”/ANSWERS TO QUESTIONS/CLUES
·  Protagonist/L.I. (or Ally) bonding

Complications = Rivals find the Treasure Book
	

	IIa – Complication
2. Test – Gatekeeper Cave
	4  - PROTAGONIST JOURNEYS TO THE NEW WORLD
[Protagonist Battles “Henchmen” & Wins – wins battle but life now more complicated]
Complications = (1)Evelyn doesn’t like Rick; (2) Rivals on board ship; (3) meet allies playing poker; (4) Henchmen attack and burn ship; (5) Rick and party abandon ship and end up on right shore, but with no horses; Rivals on wrong shore but with horses.
	8  - PROTAGONIST ENTERS TREASURE CAVE AND FINDS THE TREASURE = UNCOVERS HELPFUL INFO THAT ANSWERS SOME QUESTIONS

Complications = ? (i.e., The Mummy/find the Mummy’s sarcophagus but Complication = Black Warriors attack = LEAVE THIS PLACE OR DIE – All rush back inside the Cave/Tomb, as allies)


	


	IIa – Complication
Cont’d
	9  MIDPOINT CRISIS – Protagonist Loses the Confrontation with Villain/Barely Escapes with her Life
Complications =?  (i.e., Protagonist & L.I. open Mummy’s sarcophagus = The Mummy is Free and Alive!) ~ Got the Treasure but the Monster is Now Loose and looking for Protagonist/allies
	14  PROTAGONIST/ALLIES ARM SELVES FOR UPCOMING RESCUE/BATTLE

[PREPARE TO FACED VILLAIN/HENCHMEN]
	IIb – Crisis Cont’d

PP2/5 Real Treasure Cave  [L.I. = Real Treasure] Protagonist Overcomes Inner Fear

	
	10  PROTAGONIST/ALLIES SEEK SANCTUARY TO REGROUP - Rick gains new weapons/allies from unexpected source

Complications = VILLAIN WINS/PROTAGONIST SUFFERS SETBACK ~ Mummy kills ally/steals book
	15  PROTAGONIST (Rick) HUNTS FOR VILLAIN (Mummy) AND THE REAL TREASURE - Evelyn
· Protagonist races to locate/confront Villain

· Enters the Treasure Cave/Arena to rescue L.I./Real Treasure (Evelyn)
· PROTAGONIST LOSES – VILLAIN WINS AND ESCAPES
	

	IIb – Crisis
TWIST
4. Belly of the Beast/Black Moment Cave (“Old” Protagonist “dies” “New” Protagonist Emerges)
	11  EMOTIONAL SCENE/REGROUP

Rick and group react to discovery that the Mummy is loose in the hotel and has the Book
	16 HENCHMEN BATTLE

Rick fights and defeats the Zombie Warriors.
	III – Confrontation & Resolution

	
	12  PROTAGONIST’S GOAL CHANGES
(Goal Now Personal:  Get the Book/Save Evelyn )

VILLAIN/PROTAGONIST CLASH = Rick LOSES, BUT SURVIVES THE CLASH = CHANGED BY THIS EXPERIENCE (LOVERS’ BLACK MOMENT) - Rick NOW KNOWS THAT EVELYN IS THE REAL TREASURE
	17   THE BATTLE  - PROTAGONIST/VILLAIN BATTLE TO THE DEATH (Rick Battles the Mummy to Save Evelyn)
	

	
	13  PROTAGONIST REACTS TO LOSS OF L.I./TREASURE TO VILLAIN - Rick is determined to save Evelyn from the Mummy even if it costs him his life.
	18  RESOLUTION & REWARD - Rick and Evelyn reunited and escape from collapsing temple.

Final shot – Brother’s stole treasure hidden in rucksack
	


Graphic 3
Raiders of the Lost Ark and The Mummy were two very successful Hollywood summer “Blockbusters” and they succeeded because the writers made a point of applying Deep Story techniques to their scripts. Not only were they action-adventure stories to pull in the male audience, they were also love stories to attract the female audience. 

This combining of genres in one story/film is a standard Hollywood Deep Story technique used to expand the audience reach to include both men and women. And it is one that you too can use in to your advantage if you aren’t already doing so.
In Disney’s The Little Mermaid Ariel was the Protagonist. And as writers we know that the Protagonist is supposed to resolve the story problem. However, in The Little Mermaid the Prince solved Ariel’s problem instead. This was deliberately done for a reason. Disney’s animators knew that the story with Ariel as the heroine would appeal to the girls/females in the audience. But Disney’s target audience is families and families contain boys/males. So how do you craft a story that appeals to both boys and girls when the lead character is a female (mermaid)? 
You reach into your Deep Story bag of techniques and do what Disney did. You craft your female heroine/protagonist so that she appeals to the girls in the audience. And then you give the boys in the audience something to feel good about by allowing the Prince to act heroically and solve the story problem at the last moment. That way, when the audience left the theatre both the boys and the girls each had a character that they could relate to at the end of the story.
By being aware of the underlying elements of your story you can easily gain control of how you want it to impact your readers. And how any story impacts a reader is through their emotions. This is why Lesson 1 was so focused on creating and controlling the emotional responses in your readers. If you, as a writer, don’t know how to evoke and/or control your readers’ emotions, then the success you seek as an author will elude you.

But what do emotions have to do with our 18 scene story structure?

A lot more than you would think at first glance.

Humans have been telling each other stories since language was created. Not only were they telling stories to each other, they were listening to each others’ stories. And over time the underlying structure of story was embedded somewhere in our brains. Readers/film & theatre goers/TV watchers/writers may not know how to lay out the 18 scene template, or how to identify the various scenes/threshold events contained in it. But what they do know, on a subconscious level, is when one of those 18 critical scenes/threshold events is missing from a story. When that happens the author faces an unhappy audience (or an unimpressed editor). And, more often than not, the author is just as frustrated as the audience because her story “isn’t working”.
The 18 scene foundation works for all stories no matter what their length or genre. However, love stories and mysteries benefit if we tweak their basic threshold events contained within the foundation template just a little bit.

Laid out in Graphic 4 and Graphic 5 are the Lovers’ Journey Template and your basic Mystery Template. (The side bar colors relate to Graph 6 on p. 18)
Once you’ve had a chance to look them over and compare them to your current story under development, or in rewrite, we’ll look at how the basic 18 scene template is adapted to category romance stories, novellas, and short stories.
	LOVERS JOURNEY 18-EVENT/SCENE STORY SEQUENCE STRUCTURE

	I – Setup
PP 1
	1  INTRODUCTION – THE ORDINARY WORLD
Meet the Players: Protagonist(Initial) Victim, LI/Cotagonist, Mentor, Villain/Killer, Herald, Ally, Henchmen

The Inciting Incident
Complications = ? 
	5  NOW IN NEW WORLD – FINALLY ACKNOWLEDGE INTEREST 
· Protagonist deals with results of #4 Complications 

· New turn in Protagonist/L.I. relationship
Complications = ?
	IIa – Complication

TWIST
2. Ally/Learning Cave

3.False/Minor Treasure Cave



	
	2  THE  MEET - STORY GOAL LAID OUT

Establish the Story’s Goal and Heroine’s Reaction to Hero
Complications = ?
	6  - PROTAGONIST/L.I. ARRIVE AT THE “TREASURE/GOAL” SITE 
· TENSION Explodes - Rivals/allies/L.I./Henchmen

A Major Twist Occurs [Shows how dangerous situation is]
	

	
	3  REBUFFED
· Protagonist/L.I. – 1st mini clash
Complications = ?
	7 – Parade Day with Change of Rain
(PROTAGONIST STILL SEARCHING FOR THE “TREASURE”/ANSWERS TO QUESTIONS/CLUES)
·  Protagonist/L.I. (or Ally) bonding
Complications = ?
	

	IIa – Complication
1. Test – Gatekeeper Cave
	4  - PROTAGONIST JOURNEYS TO THE NEW WORLD
(Meet w/ Mentor ~ Wise Friends(s) Cut to the Chase)

· Crosses the First Threshold and encounters Resistance
 [Protagonist Battles “Henchmen/Gate Keepers” & Wins – wins battle but life now more complicated]
Complications = Relationship with: (1) L.I.; (2) Rivals; (3) Allies, (4) Henchmen, (5) Situation

	8  - PROTAGONIST ENTERS TREASURE CAVE AND FINDS THE TREASURE = UNCOVERS HELPFUL INFO THAT ANSWERS SOME QUESTIONS

Complications = ? 


	

	IIa – Complication

Cont’d
	9  MIDPOINT CRISIS – Protagonist Loses the Confrontation with Villain/Suffers Set Back
Complications =?  

	14  PROTAGONIST/L.I. ARM SELVES FOR UPCOMING RESCUE/BATTLE

[PREPARE TO FACED VILLAIN/HENCHMEN]
	IIb – Crisis Cont’d

5 Real Treasure Cave  [L.I. = Real Treasure] Protagonist Overcomes Inner Fear 
PP2

	
	10  PROTAGONIST/ALLIES SEEK SANCTUARY TO REGROUP

· Protagonist gains new weapons/allies from unexpected source
Complications = ? VILLAIN WINS/PROTAGONIST SUFFERS SETBACK
	· 15  THE BLACK MOMENT
	

	IIb – Crisis
TWIST
4. Belly of the Beast/Black Moment Cave (“Old” Protagonist “dies”)

(“New” Protagonist Emerges)
	11  EMOTIONAL SCENE/REGROUP

· Protagonist makes progress [wins skirmish]

· Complications 

	· 16  THE LOVERS REUNITE
	III – Confrontation & Resolution

	
	12  PROTAGONIST’S GOAL CHANGES
THE DANCE

· L.I./PROTAGONIST CLASH = PROTAGONIST CHANGED BY THIS EXPERIENCE 

	17   Damnit Scarlet, I Love You!
TOGETHER THE LOVERS BATTLE THE ANTAGONIST
	

	
	13  PROTAGONIST REACTS TO LOSS OF L.I.
	18  TOGETHER, AT LAST!/HEA
	


Graphic  4

	MYSTERY 18-EVENT/SCENE STORY STRUCTURE (“B” IS FOR BURGLAR)

	I – Setup
PP 1
	1 INTRODUCTION
Kinsey introduces herself and the case [“I should have realized then” type case] in the Prologue

Complications = Not her type of case, but she has bills to pay so must take the case
	5  NOW IN NEW WORLD – TRAVEL TO EVENT SITE Protagonist deals with results of #4  = New Complications 

New turn in Protagonist/(L.I.)Client relationship

Complications = Bev “fires” Kinsey ~ no Missing Person Report
	IIa – Complication

TWIST
2. Ally/Learning Cave

3 False/Minor Treasure Cave



	
	2  STORY GOAL LAID OUT/Complications = ?

- Kinsey meets Client Beverly Danziger

- The Inciting Incident = Beverly needs her sister ELAINE BOLDT to sign an inheritance document but is unable to locate her sister.

- Meets CA Mngr TILLIE AHLBERG/visits condo

Complications = Nobody has heard from Elaine for almost 6 months now.
	6  - KINSEY /L.I. ARRIVE AT THE “TREASURE/GOAL” SITE = CA Condo

- TENSION Explodes when a “Crazy Woman” breaks in and trashes [ally] Tillie’s apartment

A Major Twist Occurs [Shows how dangerous site is]

– Tillie terrified by the attack
	

	
	3  PROTAGONIST  BEGINS/Recaps Facts She Has & Status of the Case  - to clarify the obstacles she’s facing

Complications = Her gut tells her something is off

- Kinsey begins the investigation with a call to Elaine’s FL condo

Complications = She learns that PAT USHER is squatting in the condo and claims Elaine Boldt sub-let the place to her. Pat is TROUBLE per FL Condo Manager.
	7 - KINSEY STILL SEARCHING FOR THE ANSWERS TO QUESTIONS/CLUES

- Kinsey files Missing Person Report/Meets L.I. JONAH ROBB

Complications = Re Marty Grice homicide ~ Lt. CON DOLAN tells her to keep her nose out of his open case.
	

	IIa – Complication
2. Test – Gatekeeper Cave
	4  - PROTAGONIST JOURNEYS TO THE NEW WORLD Encounters Resistance/Dead Ends/?s/Complications 
- Kinsey flies to FL and meets Elaine’s Florida Friends & PAT USHER [Gate Keeper/[Villain/Killer]

- Kinsey ~ wins battle [Usher flees condo] but life now more complicated because no trail to follow.
	8  - KINSEY ENTERS MINOR TREASURE CAVE

[ORRIS & MAY SYNDER] AND UNCOVERS HELPFUL INFO [MAY HEARD BANGING/NIGHT OF MURDER] THAT RAISES QUESTIONS

Complications = May Snyder is partially deaf and easily confused.
	


	IIa – Complication

Cont’d
	9  MIDPOINT CRISIS – P Loses/Barely Escapes with Life - Complications
- Kinsey learns victim’s bridge partner has been murdered.
- Kinsey attacked

 Complications =  Papers stolen
	14  PROTAGONIST/ALLIES ARM SELVES FOR UPCOMING RESCUE/BATTLE
· Kinsey gathers more information on the identity of Pat Usher
	IIb – Crisis Cont’d

5 Real Treasure Cave  [L.I. = Real Treasure] Protagonist Overcomes Inner Fear
PP2

	
	10  PROTAGONIST/ALLIES SEEK SANCTUARY TO REGROUP - gains new weapons/allies from unexpected source. Complications = ? 
· Shaken by the attack Kinsey regroups and reviews the clues that she has collected so far 
	15  PROTAGONIST ON THE  HUNT - races to locate/confront Villain - Enters the Treasure Cave/Arena to rescue L.I./Real Treasure – P LOSES – V WINS/ESCAPES
- Kinsey confirms that Pat Usher is really former (and presumed dead) neighbor Mary Grise
	

	IIb – Crisis
TWIST
4. Belly of the Beast/Black Moment Cave (“Old” Protagonist “dies”)

(“New” Protagonist Emerges)
	11  EMOTIONAL SCENE/REGROUP – New Leads/Complications = new clue that is puzzling - but critical

· Kinsey obtains info that link’s the woman in Florida back to the victim in California
	16 HENCHMEN BATTLE/Wrap-Up Subplots
· Kinsey confronts Mary Grise and her husband.

· They attempt to flee
	III – Confrontation & Resolution

	
	12  PROTAGONIST’S GOAL CHANGES  (External → Personal) - V/P CLASH = P LOSES = CHANGED/NOW MORE DETERMINED
· Kinsey confirms Pat Usher’s presence in Victim’s California condo
· Kinsey is more determined than ever to solve the case but Suspect escapes
	17   THE BATTLE 
· Kinsey confronts the Killer and is shot in the leg.

· Despite her injuries Kinsey is able to detain the Killer and her husband and turn them over to the police
	

	
	13  PROTAGONIST REACTS TO LOSS /Resolved To Win
Kinsey confronts the Suspect but is defeated; Determined to solve case, Kinsey pushed on
	18  RESOLUTION & REWARD
· Kinsey’s case report: victim finally receives her justice 


	


Graphic 5
The underlying 18 scene contain critical thresholds that your Protagonist encounters and must proceed through in order to continue on the next leg of his/her journey towards the Goal. And the order that they occur is critical. (However, if your story requires you to change that order it can be done – to a minor degree.) Often times, one of the main factors that leads to a story being rejected, is the fact that the story is missing one or more of these threshold events.
Where it is particularly critical and particularly noticeable is in the opening where the author failed to immediately establish where the story is taking place, who is our view point character (critical to the reader since that is whose eyes the reader is watching the story unfold), and what the story problem is facing the Protagonist. The quicker this is accomplished the quicker the reader enters your story world. And the quicker this is done, the more skilled the author appears to be to the reader. And if the author immediately establishes this the reader is willing to trust them and follow them into the story world and on the journey that is unfolding in the story.

Writers seem to not realize just how quickly they must grab a reader’s attention. Especially if that reader is an editor they are attempting to convince to buy their story. Flat out you must grab that editor’s attention on Page One. The competition for their time is unbelievable and the quicker your grab their attention the stronger your chance of convincing them to read past your opening page.

Which is why the opening three threshold events must be up front at the very beginning of your story.

Introduce your character, their world, what the problem is via the Inciting Incident, and why they need to go on this journey. The reader needs to know what the story goal and the story problem is as quickly as possible in you expect them to keep reading.

It is human nature not to want to immediately accept Change in your world/life. It’s a primitive brain/knee jerk reaction to a sense of threat. Therefore, your reader instinctively expects your Protagonist to be initially reluctant to embrace/afraid of the coming change. That is why is it critical for you to quickly establish the consequences of NOT accepting the change. And the consequences have to be powerful enough to justify the Protagonist leaving his/her safe, known world (no matter how bad it is) for the danger and uncertainty of entering the New World that will lead them to their story goal. And the Protagonist’s Inner Fear must control why s/he is reluctant to go on that journey.

The 18 scene thresholds are road markers on your Protagonist’s journey out of his/her safe/comfortable/familiar world, across the story landscape of the new world until s/he reaches the end of the journey by securing his/her goal.

For you pansters, if you are uncomfortable mapping out your story ahead of time, just think of the individual threshold events are roadside rest stops that you want to reach before continuing to explore the story road ahead of you in the next segment of your journey.

Now for you category romance writers, novella and short story writers let’s take a look at several graphics that will help you fit the 18 threshold events/scenes into your leaner plotlines. For starters combining/condensing threshold scenes/events is perfectly acceptable. However, I would urge you to ensure that they occur within their designated segments of your stories since readers have an inherent story rhythm. And they tend to become frustrated if that rhythm is not satisfied.
Graphic 6 demonstrates the relationship between the category romance/short story plot grid and the more familiar Hero’s Journey plot. Note that the Character Arc scenes are indicated by the numbered boxes.
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Graph 6

SS HERO/LOVERS JOURNEY
	1  Opening Sequence
	2 – Central Idea
	3 – Obstacles
	4 – Overcoming
	5 - Close

	LOVERS JOURNEY TEMPLATE

	Scene: 1. Intro – Characters, Status Quo, Problem
	Scene:  3. [6] In New World: Arrives @ Treasure Site- 

MAJOR TWIST/ COMPLICATION
	Scene:  5 [9] Mid Pt Crisis/Murder – Killer Wins Point(s)

Complications
	Scene: 7 [12] Lovers Clash – Protagonist loses
 PROTAG’S GOAL CHANGES
	Scene: 9/11 [16-17]–  Fights off Henchmen – 

BATTLES ANTAGONIST

	Sequel: 2. [3] Prot Considers/Accept Call – 

Complication

PPI
	Sequel: 4 [8] Enters Treasure Cave/Finds Treasure (Clues & Some Answers) 

Complication
	Sequel:  6 [10-11] Regroup/React to Loss (Allies & Emotional Scene) 

Complication
	Sequel:  8 [13-15 Protag reacts to Loss & Rearms/Renews Hunt for Killer

PP II
	Sequel: 12 [18] HEA
Resolution and Reward

	HERO TEMPLATE

	Scene: 1. [1/2] Intro – Characters, Status Quo, Problem
	Scene:  3. [6-7] In New World: Arrives @ Treasure Site- 

MAJOR TWIST/DANGER
	Scene:  5 [9] Mid Pt Crisis/Murder – Killer Wins Point(s)

Complications
	Scene: 7 [12] Protag/Killer Clash – Protag loses/Survives =

 PROTAG’S GOAL CHANGES
	Scene: 9 [16-17] Fights off Henchmen – 

BATTLES KILLER

	Sequel: 2. [3-5] Prot Considers/Accept Call – 

Complication

PPI
	Sequel: 4 [8] Enters Treasure Cave/Finds Treasure (Clues & Some Answers) 

Complication
	Sequel:  6 [10-11] Regroup/React to Loss (Allies & Emotional Scene) 

Complication
	Sequel:  8 [13-15)] Protag reacts to Loss & Rearms/Renews Hunt for Killer

PP II
	Sequel: 10-12 [18] Resolution and Reward

	1-12 = Journey Stages (see Graphic 8); [1-18] = 18 Threshold Events/Scenes


Graph 7

	THE STAGES OF THE HERO'S JOURNEY



	Hero’s Journey


	The Lovers’ Journey



	1. Ordinary World 

2. Call To Adventure/Inciting Incident

3. Refusal of the Call 

4. Meeting With The Mentor 

5. Crossing The First Threshold 

6. Tests, Allies, Enemies
7. Approach
8. Supreme Ordeal 

9. Reward
10. The Road back 

11. Resurrection
12. Return With Elixir 


	1. 
Ordinary World

2. 
The Meet

3. 
Rebuffed

4. 
Wise Friend(s) Cut to the Chase

5. 
Finally Acknowledge Interest

6. 
Parade Day with Chance of Rain

7. 
The Dance

8. 
The Black Moment

9. 
The Lovers Reunite

10. “Damnit Scarlett, I Love You!”

11. Together, At Last!

12. HEA




Graphic 8
LESSON SUMMARY
Every story shares a common underlying foundation of 18 Threshold Event Scenes and 5 Mandatory Character Arc scenes. Readers and audience members may not know what to name those scenes/events but they instinctively sense when one or more of them is missing from a story. And when that happens you are in danger of having a very frustrated and disappointed reader/audience member who is unhappy or disappointed in your story.
With a full-length story you have plenty of room to lay out these mandatory scenes. However, in category romance, novellas and short stories you will have to combine and condense those Threshold Events/Scenes to accommodate the shorter, leaner plotlines found here. 

Note that in your standard one-scene short stories, while you must include your opening setup, present the story problem and the story goal, the rest of your one-scene story is only dealing with one of the Threshold Events instead of all of them. 
EXERCISES
1. For those of you who are published – take a look at your books and determine if your set up satisfied the opening requirements. Also look at what impact your Protagonist’s Inner Fear has upon your story.
2. For your pre-published authors – look at the story you are currently working on and identify what you need to do to fulfill the threshold requirements of your opening.
3. For those of you who are writing a category romance – look at your current story and confirm that you are able to include abbreviated versions of the required Threshold Events in your story.

4. For the mystery writers – keeping in mind that the search for clues is the main source of complications in your story, are you able to see where you can sprinkle clues and roadblocks throughout your story that will create complications and tensions/conflicts for your Protagonist?[image: image1.emf] 
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