
The Hero'sJourney

Pisces

Propp 31. Wedding: Hero marries 
and ascends the throne

Discussion At the end of the story, all outstanding themes and unresolved 
tensions are usually completed, and a strong sense of closure 
is engendered. Things may be left open sometimes to allow 
subsequent stories of the hero's next adventure.

'Boy gets girl' is a classic ending to many stories and reflects 
true-life romantic endeavors.

Example
In Star Wars, Luke and Leia exchange happy glances at the 
medal ceremony where they are confirmed as heroes.

Description

At last the hero gets the final and just rewards for all of their 
actions. In classic tales this may well be marrying the 
beautiful princess and ascending to rule as king, living 'happily 
ever after'. In other stories, the accolade of heroism is enough 
and they retire to quiet lives or even go adventuring again.

Symbol: W

Myth  III.6   Freedom to Live

Discussion

This happens in the real world too, as people who have 
travelled the world come home and find their old friends and 
family to now seem petty and narrow minded.

In Greek and other legends, the hero's existence after 
returning home is far from happy. The problem lies in the way 
that the journey has changed them such that they no longer fit 
in with the local culture. As a result they may leave on other 
adventures, perhaps seeking the highs of the original journey, 
or are shunned and even slain by a grouchy population who 
fear the hero's power or just do not get their worldly views.

Freedom also means freedom from fear, hope, anxiety and 
other emotions that distract the hero from living in the here 
and now. It is a characteristic of great people that they can 
just  be, in the current moment, without worrying about the 
future or the past.

Example
In Lord of the Rings, the hobbits become leaders in their own 
land of the Shire. Aragorn reins as king over a long and 
peaceful period. Frodo chooses to go over the seas with 
Gandalf. 

Having beaten Moriarty, Holmes wanders the world, going 
where life takes him.

In Star Wars, Luke becomes one with the Force and is later 
able to teach others.

Description The life of the hero may hence take many paths, often one of 
wisdom. They may become rulers, teachers or advisers. They 
may get married and settle down or perhaps go adventuring 
again.

At last, having conquered the demons without and within, the 
hero has earned the right to live life as they choose.

Aquarius Myth  III.5   Master of the Two Worlds

Discussion

This recognition of mastery is another transition in the story 
and further cements the position of ultimate power of the hero.

This patterning of spiritual growth can also be achieved 
vicariously by an audience who have linked their selves to the 
hero, although perhaps not quite as idealistically as the hero 
in the story.

Having conquered his or her own fears in the quest, the hero is 
also master of the world inside them as well as the external 
world.

Example
In Lord of the Rings, Aragorn, Isildur's heir, takes the his 
rightful position on the throne of Gondor and is crowned King. 
He receives the responsibility of protection in the world as 
Gandalf passes from Middle Earth.

In Star Wars, Luke finally becomes a Jedi Knight.

Description

Having completed the journey out and back in, the hero is now 
a master of both the domestic and alien worlds and can pass 
over the threshold between the two without further trial

Capricorn

Propp 30. Punishment:  
Villain is punished

Discussion

Punishment of the evil and treacherous has long been 
done not just as an act of  retributive justice but also as a 
warning to others (including the reader) of the inevitability 
of such punishment. Cautionary tales are a classic form of 
education and this intent may be included to a greater or 
lesser extent.

Example
In Star Wars, Darth Vader is sent spiraling away into distant 
space.

Description

The villain (if not vanquished earlier) or false hero, now fully 
exposed, receives some punishment. This may be lenient, 
harsh or something just, depending on the story and perhaps 
mitigating circumstances and the kindness or severity of the 
hero or other leading character.

Symbol: U

Propp 28. Exposure: 
False hero is exposed

Discussion

In combination with recognition of the hero, exposure of the 
false hero gives a 'double whammy' punch, creating a contrast 
that highlights further the value and achievement of the hero.

Exposure of the false hero is a dualist partner with recognition 
of the hero: as one is known, then by default so also is the 
others. In contrast with the heroic nature of the true hero, the 
false hero is exposed as deceitful and deserving of scorn and 
worse.

Example In Star Wars, Han Solo returns.

Description

By their actions in the final duel, competition or task versus 
the hero, the false hero is at last seen to be what they are. 
They often expose themselves through the display of 
non-heroic actions, including cowardice, cheating and other 
false actions.

Symbol: Ex

M.C.

Propp 29. Transfiguration:  
Hero is given a  
new appearance

Discussion

This transfiguration is again symbolic of the rebirth of the hero 
from rugged and perhaps unattractive adventurer to wholesome 
and shiny new figure to whom any father would bequeath his 
daughter and any mother would welcome as a son-in-law. 
Wearing of culturally aligned and meaningful clothing also puts 
the hero on a plinth, making them god-like in the eyes of the 
adoring populace.

Example
In Star Wars, Luke get cleaned up and is given a nice yellow 
jacket.

Description

In recognition of the hero's acknowledged achievements, they 
are transformed in some way to befit their new status. This 
may well be done through clothing, with new garments, a 
splendid cloak, and so on. Their wounds are dressed and their 
bodies cleansed. Whereas they may well have arrived tattered 
and dirty, they now are clean and attractive.

Symbol: T

Myth  III.4   Crossing of the Return Threshold

Discussion
For the audience it is a final relief after the trials and 
tribulations of the adventure. The final threshold creates  
closure  of the story started in crossing of the first 
threshold.

Crossing the return threshold is as important as crossing 
the  First Threshold . The first threshold was a symbolic 
death from the home life. This final transition is a symbolic 
rebirth back into the 'real world'.

Example
Sherlock Holmes wandered the world after defeating Moriarty. 
Only after finding himself again did he return.

In Lord of the Rings, as the hobbits re-enter the shire, they have to defeat Saruman and his henchmen.

In Star Wars, Luke confronts Darth Vader again.

Description Crossing of the threshold may not be an easy task as one last 
challenge may face the hero. This may range from one last 
fight with a foe thought vanquished.

At last, the hero returns to home turf, where they are safe from 
further pursuit or woes.

Sagittarius

Propp 27. Recognition: 
Hero is recognized

Discussion

After trials and tribulations up to this point, especially 
including the disappointment of the people at home knowing 
what you, the reader, knows about the true character of the 
hero, it is a relief that they at last realize and accept the 
heroic truth.

Example
In Star Wars, Darth Vader recognizes Luke through the force, 
realizing that Luke has true power.

Description
The true hero is at last recognized, perhaps by the resolution 
of the final task (where used) and perhaps by the mark or 
brand that they gained during earlier combat with the main 
villain.

Symbol: Q

Propp 26. Solution: 
Task is resolved

Discussion
Resolution of the task provides relief and closure for the reader 
and confirmation of the hero's status and worth.

Example In Star Wars, the Death Star is destroyed.

Description
The task proposed to the hero is completed, demonstrating 
the hero's integrity, character and true worth. Where the task 
is used to differentiate the hero and false hero, the false hero 
fails and the hero succeeds.

Symbol: N

Propp 25. Task: 
Difficult task proposed 
to the hero

Discussion

As a final task, this extends the storyline. It also emphasizes 
the importance of never-ending integrity and readiness.

This task is generally visible to the princess, her father, and 
other community members. If the hero can complete this 
action then their heroism will be unassailably established.

This may be used as a way of finally differentiating the hero 
from the false hero, and might include direct competition or 
combat between the two. It may also be one last task by 
which the victor will finally win the hand of the princess.

Example In Star Wars, they need to blow up the Death Star.

Description The hero may now be asked to complete another task to 
demonstrate their true character and worth, including riddles, 
tests of endurance and other ordeal.

Symbol: M

Propp 24. Claim: 
False hero makes 
unfounded claims

Discussion

The false hero also adds ambiguity to the storyline as you are 
not sure how heroic they really are or not (and maybe never 
find out).

The false hero helps sustain tension right to the end of the 
story. They may also be used to demonstrate further the 
qualities of the hero by providing a foil that is not as obvious 
as the villain's obvious evil.

Example In Star Wars, Han says he's going to take the money and run.

Description

Sometimes the false hero is known as such from early in the 
story. Sometimes also they are concealed, perhaps 
masquerading as a friend and helper right up to the last 
minute. Sometimes the existence of a traitor is known but 
who is not exposed until the last minute.

The role of the false hero can be very varied and they can be 
heroic in their own right. A major difference with the hero is in 
who gets to marry the princess.

Symbol: L 
The false hero, where they appear in the story may arrive 
before the hero and make claims such as having completed 
the mission themselves and perhaps that the hero has died 
along the way, and thus giving reason for the false hero to win 
the princess. The false hero may also arrive late, openly 
challenging the hero as being false.

Propp 23. Arrival: Hero 
arrives unrecognized

Discussion

The stage of arrival might be anticipated as one of a 
triumphant homecoming and the anticlimax of unrecognized 
arrival adds further tension and extends the story. There is a 
tension here also between the 'safety' of home and a possible 
continued danger.

Example In Star Wars, Luke arrives on Yavin 4.

Description

There may also be reason for secrecy as threat may still exist 
and the mission may not be fully complete until the treasure is 
handed over.

The lack of recognition may be a deliberate ploy by the hero 
who, having achieved so much, no longer seeks (and perhaps 
shuns) adulation.

Unrecognized, the hero arrives back in their home territory, or 
perhaps in other country along the way.

Symbol: O

Myth  III.3   Rescue From Without

Discussion

Rescue  is a repeating pattern in many lives, where we are 
reminded of childhood comfort of the all-powerful parent 
who is always there to save us.

Even heroes are fallible and this need for rescue re-affirms 
that they are still like us in some way, hence 
strengthening the  bond  with them, pulling the willing 
audience into a now-proven heroic figure.

Example
In Lord of the Rings, Frodo is unable to destroy the ring by 
himself, needing Gollum's unwitting help to complete the 
deed. Soon after, Frodo and Sam are rescued by the eagles.

In Star Wars, Han Solo returns to help Luke fight the Tie 
Fighters. In Return of the Jedi, Luke needs the redeemed 
Vader to destroy the Emperor.

Description The rescuer may be someone who had previously abandoned 
the hero or even someone the hero does not know. In mythic 
stories, this intervention may come from a god.

The hero is rescued from a final plight from an unexpected 
source.

Scorpio

Propp 22. Rescue: pursuit ends

Discussion

Perhaps significant here is the reversal, where the rescuer is 
now rescued, reminding us of the hero's humanity and 
perhaps amplifying the heroism in having achieved the original 
goal.

Example In Star Wars, Luke and Han blow up the pursuing Tie fighters.

Description

The pursuit is terminated when something happens to rescue 
the hero. This can take many forms, from the re-emergence of 
the helper to obstacles being placed in the way of the pursuer 
(by the hero or friends), the hero may be concealed or even 
transformed into another form.

Symbol: Rs

Propp 21. Pursuit: Hero is chased

Discussion

Pursuit can also be pleasurable in some way. If somebody 
else is chasing us, then they are recognizing us in some way 
and indicating that we have some worth.

Pursuit on the last leg home also indicates that stories 
perhaps never really end and that we can never completely 
relax.

Pursuit is a common theme in many parts of stories and 
provides us with a reminder that the hero is human and that 
sometimes discretion is the better part of valor.

Example
In Star Wars, Empire Tie fighters chase the Millennium Falcon 
as it escapes the Death Star.

Description

The pursuit may also be a race home with a competitor, 
perhaps a false hero, with the victor gaining the final reward.

During the journey home, the hero may be pursued by some 
aggressor who may seek to recover the treasure or perhaps 
just eat the hero! The victorious procession may well turn to 
flight. The hero has completed the mission and gained the 
treasure, and it may not be prudent to stand and fight.

Symbol: Pr

Myth  III.2   Magic Flight

Discussion
Chase games  are a common pattern of inter-human 
behavior, combining a mixed emotion of  fear  of being 
caught with the exhilarating  hope  for escape and 
salvation.

The headlong flight adds excitement after the climax of the 
ultimate boon, particularly if there is pursuit involved. The 
desperation of the chase thus keeps the audience on the 
edges of their seats.

Example The journey home is seldom covered in Sherlock Holmes 
story. He and Watson 'magically' reappear in 221b Baker 
Street.

In Lord of the Rings, Frodo and Sam are rescued from the 
slopes of Mount Doom by the giant eagles.

Description
This may be a mad dash, perhaps away from the remaining 
enemy forces, perhaps in fear of bandits or loss of the 
treasure along the way, and maybe to meet some time 
constraint by which the treasure must be returned to some 
place.

The hero hurries home with the treasure that has been 
gained in the  Ultimate Boon .

Libra Myth  III.1   Refusal of the Return

Discussion

This happens in real life too, for example where students in 
university, associating the place with the fun and learning 
never want to leave. So they do further degrees and eventually 
end up working in the college or somewhere nearby.

Heroes feel very alive in their adventuring, paradoxically living 
as they do, on the edge of death. And there little more 
exciting than the climax of the story. It is not surprising that 
the thought of going home to humdrum is unappealing.

We  associate  different  emotions  with locations as well 
as experiences. Thus places feel good or bad depending 
on whether we felt good or bad there in the past.

Example

In Star Wars, Luke stays with the rebels rather than going 
back to Tattooine.

Holmes tarries at the place where he has announced the 
solution.

In the Cracks of Doom, Frodo is so tired he just wants to give 
up. When the battle is finally won, the party tarries in Gondor.

Description In comparison, the dull monotony of 'normal life' seems 
unacceptable, making the hero want to re-live the excitement 
in some way.

Having gained the  Ultimate Boon , the hero wants to stay 
in the place where they have found bliss and enlightenment.

D.C.

Propp 20. Return: 
Hero sets out for home

Discussion

Homecoming is as emotional an experience as the 
matching stage of departure (�) and the journey 
experienced as a sense of triumph that mirrors the 
departing sense of foreboding.

Example In Star Wars, they leave the Death Star for Yavin 4.

Description The hero now sets out for home, hopefully uneventfully, 
although they may be carrying the treasure or artefact gained 
and bandits could be waiting in the wings.

Symbol: � (down-arrow)

Myth  II.6   The Ultimate Boon

Discussion

In movies, expensive special effects and large orchestras may 
be used to enhance the action, creating awe and wonder in 
the audience.

Whereas the previous steps have tested and purified, the hero 
is now ready to receive the great gift of the Ark, the Grail, the 
Elixir or other such ultimate boon.

The ultimate boon is often the climax of the story, where 
the major  tension  of the story is resolved.

Example

Indiana Jones, in separate stories, gains the Ark of the 
Covenant, the Holy Grail and other treasures.

In Lord of the Rings, after many trials, the One Ring is cast 
into the cracks of doom where it is finally destroyed. Aragorn 
also takes his rightful place as heir of Isildur to the throne of 
Gondor.

In Star Wars, Luke finally trusts in the force, manages to drop 
the bomb in the right place and so destroys the Death Star.

Description
The boon may be finally gained after a battle with the ultimate 
villain or a particularly difficult last trial.

Eventually through the many  trials , the goal of the journey 
is achieved. This is the ultimate boon.

Virgo Myth  II.5   Apotheosis

Discussion

This birth also signals another death as the hero is now truly 
ready for the self-sacrifice of the final act. The final battle is 
thus entered into with glory and joy.

In transcending, the cycle of death and rebirth is repeated as 
the hero dies as their former self and is reborn into new self, 
perhaps that of the true hero.

The dictionary describes 'apotheosis' as 'The elevation of a 
person to the status of a god'. The notion is thus one of 
achieving perfection, reaching enlightenment and nirvana, 
transcending to another level.

Example

In Lord of the Rings, after battling the Balrog and Saruman, 
Gandalf changes from Gandalf the Grey to Gandalf the White.

Sherlock Holmes has an 'aha' moment in which he realizes 
how the crime has been committed and who the criminal 
really is.

In Star Wars, Luke is prepared to sacrifice himself rather than 
be taken by the Dark Side. Obi-Wan also transforms, 
disappearing just as he is about to be killed by Darth Vader in 
battle.

Description

This transition may be symbolized with the change in 
appearance of the hero.

This is a point of realization in which a greater understanding 
is achieved. Armed with this new knowledge and perception, 
the hero is resolved and ready for the more difficult part of the 
adventure.

After trials such as resisting   Woman as Temptress  and 
the reconciliation of  Atonement with the Father , the hero 
transcends, achieving a higher place.

Leo Myth  II.4   Atonement with the Father

Discussion

Girls also have an awkward relationship with their father, both 
competing for attention against their mother and yet knowing 
the taboo of incest.

In beating the father figure, the hero takes the head of the 
table and thus becomes the father. In gaining the approval of 
the father, the hero is permitted to a higher plane.

The father represents power, and particularly ultimate power 
over the hero. If this power can be taken, then the hero 
becomes seemingly omnipotent.

The father figure, in some ways, represents all fathers, with 
whom many sons have an ambiguous relationship, both 
seeking approval and yet also competing for status with them.

Example
Sherlock Holmes' 'father figure' is the ideal of the perfect logic 
that explains a crime.

In Star Wars, Luke confronts Darth Vader and then finds that 
Vader is his father.

Description

The father figure may even be something symbolic, such as 
an ideal or concept which acts as a directive to the hero.

This person may well be a person in high authority or who has 
significant power in some way. It may also be a god or 
immortal of some kind.

The hero may well come up against a 'father figure' who must 
be beaten, persuaded or whose approval must be achieved in 
some way. Ultimately, by whatever means, the difficult 
relationship between the two must be reconciled.

Cancer

Myth  II.3   Woman as Temptress

Discussion

Men are easily tempted by women, but it is less archetypal 
the other way around. Female heroes may or may not meet 
with male tempters -- the real concern is with temptation 
rather than gender.

In the Christian religion, Eve represents temptation. Mary 
Magdalene is also portrayed this way, although she repented 
and can represent the recognition of woman by woman of their 
power to tempt.

In the broader sense, the temptress represents temptation of 
any kind or distraction away from the hero's main task.

Mythology is full of temptresses, from goddesses who seduce 
humans to nymphs and sirens. Gods also are sometimes 
beguiled by human women.

Temptation can have uncertain outcome, perhaps even 
helping the hero, such as when the  goddess  has some 
tempting element. This may be used to further test the 
hero's ability to make difficult judgements.

The temptation may be deliberate and perhaps sent by the 
villain. It may also happen by chance. The  Goddess  may 
also play a role of temptation.

Where the journey has a spiritual nature, the temptress may 
represent material things or the physical flesh of the hero and 
associated passions.

In contrast with the perfect love of the  goddess , meeting 
the temptress represents material and carnal love that, 
whilst providing short-term pleasure has no longer-term 
value.

The purpose of the temptress is to test (and hence 
demonstrate) the integrity of the hero by placing easy 
gratification or other gain in their path. By refusing this, the 
hero demonstrates himself to be true to heroic values and 
dedicated above all else to achievement of the primary goal.

Example In Lord of the Rings, Frodo meets much temptation to rid 
himself of the burden of the ring, from giving it to Galadriel to 
letting Sam carry it. Yet the ring will not allow these things 
(and so doing seals its own doom).

In Star Wars, Leia acts as an innocent temptress as both 
Luke and Han are beguiled by her. Luke is also tempted by 
the 'dark side' of the Force.

Description

Myth  II.2   The Meeting with the Goddess

Discussion

When the hero is female, then this may be a reversal, with 
her meeting a God who represents her  animus .

The mother figure symbolizes creation, birth and nurture and 
in Christian religion, Mary has special a position.

In mythological history, one of the earliest representations is 
in the Greek story of the earth mother Rhea, who saves the 
baby Zeus from his Titan father, Kronos. The earth mother 
also appears across many cultures and represents the living 
embodiment of the planet.

In combination, the hero and their other half form the  
syzygy   of the 'divine couple' or the  sacred marriage  of a 
joining of souls and hence the hero gains greater power.

The goddess represents the female side of the hero (his  
anima ) which, if he can join, will make him whole. Joining 
with the goddess may indicate unconditional and perfect 
love.

Example

In Lord of the Rings, Frodo meets the high elf Galadriel, who 
gives him a token and shows him a possible future.

In Star Wars, Luke finds Leia who is an enigmatic yet 
dynamic princess figure. When Luke discovers that Leia is his 
sister, although the love element is lost, it is replaced with an 
unbreakable kin connection.

Description The goddess may be a mystical or supernatural being or she 
may be an ordinary woman with whom the hero gains support 
and synergy.

On the road, the hero may meet a powerful female figure 
with whom he find unity and  bonding  of some kind.

I.C.

Propp 19. Resolution: Initial 
misfortune or lack is resolved

Discussion

Many stories end here, although there is also a fourth sphere 
of action that may occur, related to the homeward (and 
supposedly triumphant) return of the hero.

Example In Star Wars, Leia gets hold of the Death Star plans.

Description

The initial lack is now resolved and the associated desire 
satisfied, and the reader feels a great sense of relief and 
satisfaction as the main story completes.

The original act of villainy (A) is now undone by the 
conquest of the villain. Thus, for example, a spell may be 
broken, a treasure found or a captive freed.

Symbol: K

Propp 18. Victory: 
Villain is defeated

Discussion

How the villain behaves after defeat is itself a contrast to 
heroic behavior, and the villain may lose all dignity, grovelling 
in the dirt and falsely repenting their evil past. The hero's 
behavior here is also important, as they may show mercy and 
are modest in their victory.

Example In Star Wars, Luke and Han defeat the storm-troopers.

Description

At last the villain is defeated in some way, often through direct 
combat, in which they may be killed or spared after pleading. 
They may be vanquished by magical means whereby they 
disappear or are imprisoned, such as in a genie's bottle. They 
may also be banished, sent away to an unnamed and distant 
land where they can do no harm to the hero or his 
constituency.

Symbol: I

Propp 17. Branding: 
Hero is branded

Discussion When it is visible, it sends a signal to others of the hero's 
status. When it cannot be seen it is still a reminder to the 
hero both of their achievement and possibly of their changed 
placed in the world.

This branding is a highly symbolic element as it marks the 
hero as now different, standing apart from others. It also 
reminds the hero of their new position.

Example In Star Wars, Luke is changed by Obi-Wan's death.

Description

The branding of the hero is a life-changing experience.

In or after the battle, the Hero is branded in some way, 
receiving something that changes them, usually permanently. 
The brand may well be a wound from the villain, perhaps 
poisonous or magical. It may also be the acquisition of a 
magical item such as a ring or item of clothing.

Symbol: J

Propp 16. Struggle: Hero 
and villain do battle

Discussion

This is a central scene in the story and is usually told in 
blow-by-blow detail, spinning out the excitement and helping 
the reader vicariously experience the danger of the situation.

Example
In Star Wars, Luke and Han fight the storm-troopers whilst 
Obi-Wan fights Darth Vader.

Description

The hero now meets the villain, usually face-to-face, and they 
do battle. The hero is now being tested fully and there is no 
way out, other than victory or defeat. The villain is a worthy 
opponent and the hero may falter and nearly fail at many 
points.

Symbol: H

Propp 15. Guidance: Hero reaches destination

Discussion

Reaching the new location gives the reader a new sense of 
movement, both physically and with the storyline. Anticipation 
starts to build that the 'lack' will soon be resolved.

Example In Star Wars, they journey to the Death Star.

Description 

The hero now moves on with the story, traveling to the region in 
which the object of the journey may be gained. This traveling 
may be a long journey or may be some form of magical 
transport, such as on a flying carpet or instantaneous transfer to 
the destination realm.

Symbol: G

Propp 14. Acquisition: 
Hero gains magical item

Discussion

The gaining of this reward justifies the trials of the testing and 
proves that the hero is worthy. It also gives hope for the future, 
that the hero is now strengthened both materially and in spirit, 
having proven their capabilities.

Example
In Star Wars, Obi-Wan teaches Luke about the Force and the 
Light-saber.

Description

The hero now acquires an item of some kind, often magical 
and usually being given by the donor as reward for passing the 
test. This may be potion, a weapon, and so on. The reward 
may also be more mundane, such as help from others or 
critical knowledge, but nevertheless is essential in helping the 
hero in completing the quest.

Symbol: F

Propp 13. Reaction: Hero responds to test

Discussion

How the hero reacts tells us much about their inner character, 
whether they have the personal strength to achieve the quest 
or whether they might fail. In passing the test we are given 
hope that the eventual goal will be achieved, although the 
difficulty the hero experiences here may also cause us fear as 
future challenges may well not be as easy.

Example
In Star Wars, Luke watches Obi-Wan use the light-saber with 
awe.

Description

The hero may realize the need for the challenge and may view 
it as an irritation that is holding up the main goal. Importantly, 
they must show the qualities of the hero, facing up difficulties 
as we all have to face tests in our own lifetimes.

The hero now responds to test, usually succeeding but 
sometimes failing and having to take another route. Tests may 
include taking great personal risks, battling with monsters, 
solving puzzles and enduring extremes of discomfort.

Symbol: E

Myth  II.1   Road of Trials

Discussion

The road of trials can be a metaphor for the whole of life as 
the hero is reborn into a new role when passing the  First 
Threshold  and faces either death or another transition as 
they face the villain in the final showdown.

The road of trials is widely used in computer games, where 
the player complete a 'level', beyond which is a harder level. 
Eventually, they get to the 'boss' for the final trial.

Dragon Battle is a symbol of fighting against the unknown and 
a superior and terrible power.

Brother Battle symbolizes a fight with other aspects of the 
self, perhaps an dark side of the hero's persona and may be 
found in any inner struggles.

Without the road to the final destination, many stories 
would be disappointingly short. The trials along the way 
are used both to steadily build  tension  and also develop 
the character of the hero and other key characters.

Example

In Lord of the Rings, Frodo and the Fellowship of the Ring face 
many trials on the way to the final goal of destroying the ring.

In the overall story arch of the whole set of Sherlock Holmes 
stories, each story acts as an episode on the road as Holmes 
seeks justice and a match for his great intellect.

In Star Wars, Luke fights his way forward to save Princess 
Leia and then to destroy the Death Star. When Obi-Wan fights 
Darth Vader, it is a form of Brother Battle.

Description

The road is not all battle and the hero may well find moments 
of respite along the way as well as gathering information, 
weapons and useful allies and party members, particularly as 
reward for overcoming each trial.

Two common battles are the  Brother Battle,  against a 
familiar foe with whom the hero has some affinity, and the  
Dragon Battle, against some terrible an alien monster.

The road may be long, but it is not dull for long as the hero 
faces many adventures along the way. Each trial may be more 
difficult than the last as the hero grows in confidence and 
capability.

Having left home, the pathway to and through the adventure 
now lies ahead for the hero. The die is cast and the future lies 
in wait.

Propp 12. Testing: Hero is challenged

Myth  I.5   Entering the Belly of the Whale

Discussion

With the increase in danger, the audience senses an 
increase in  tension  and is thus drawn deeper into the 
story.

There may be a number of transitions into zones within the 
story, each crossing some threshold and usually with a sense 
of 'no going back'.

'Entering the Belly of the Whale' is rather florid description, but 
simply means going somewhere dangerous. It is a reference 
to Johah entering the whale in the Biblical story. Literature 
contains a number of symbolic references zones of danger, 
such as the 'dragon's lair', or 'the lion's den'.

Example

Frodo and the party leave Lothlorien and into the lands 
frequented by the Orcs. Later, Frodo enters the tunnels to in 
which lies Shelob's lair.

Sherlock Holmes enters the criminal's domain (perhaps in 
disguise).

In Star Wars, the Millennium Falcon is drawn into the Death 
Star by a tractor beam.

Description
The hero enters the zone of danger. This may start 
immediately after the first threshold or may require some travel.

Myth  I.4   Crossing of the First Threshold

Discussion

Thresholds are often guarded by people, monsters or other 
difficulties which have to be overcome, for example when Luke 
enters the bar and aliens attack (fortunately, Obi-Wan 
and  Han are there to help).

This is a defining moment in the life of the hero, often the first 
active decision of responsibility and independence. This is 
stepping into a bold new world and is often a very scary act, 
going from the safety of home into an unpredictable and 
dangerous world, where the rules are different and the cost of 
failure is high.

Crossing of thresholds is a highly symbolic act, such as in the 
rites of passage of transition to adulthood or the carrying of a 
bride by a husband over the threshold of their first house. It 
indicates commitment and change, leaving behind the old and 
accepting the new.

Crossing of the first threshold echoes the  Acceptance of 
the Call  with physical action, proving that the hero can 
follow intent with positive action.

Example

Sherlock Holmes and Dr. Watson leave the comfort of 221b 
Baker Street and set out for the scene of the trouble.

In Star Wars, Luke leaves his home planet of Tattoine.

In the Lord of the Rings, Frodo crosses the threshold both of 
his house at Bag End and also out of the Shire, into lands 
totally foreign to him.

Description

Gemini

Propp  11. Departure:
Hero leaves on mission

Discussion

Departure from home is a highly symbolic act reminiscent of 
the transition from adolescence to adulthood. It many cultures 
it is marked by a rite of passage where the teenager performs 
acts of bravery and perhaps goes away by themselves for a 
while.

Example In Star Wars, Luke travels to Mos Eisley.

Description

The hero, having decided on the required action now leaves 
home in pursuit of the goal. This may be a great sending-off 
with ceremony and the wishes and hopes of the family or 
community laden on the hero, perhaps seeming like a burden. 
It may also be a silent and secret departure in the middle of 
the night, as the hero seeks to avoid perhaps the 'don't go' of a 
clinging parent.

Symbol: � (up-arrow)

Propp  10. Counteraction:
Hero chooses positive action

Discussion

This is a defining moment for the hero as this is the decision 
that sets the course of future actions and by which a 
previously ordinary person takes on the mantle of heroism. 
Having made this decision, acting with integrity means that 
there is no turning back, for to do so would be to remove the 
mantle of heroism and be left only with shame.

Example
In Star Wars, Luke decides to join Obi-Wan in fighting the 
Empire.

Description The hero now decides to act in a way that will resolve the 
lack, for example finding a needed magical item, rescuing 
those who are captured or otherwise defeating the villain.

Symbol: B

Propp  9. Mediation:
Hero discovers the lack

Discussion

This presages a defining moment in the story as we wonder 
what will happen now. Perhaps we do not realize that the hero 
is the hero, as they may not yet have demonstrated heroic 
qualities. We feel the lack in sympathy for the act of villainy, 
but the hero may just have arrived on the scene or may be 
undistinguished from other grieving family members.

Example In Star Wars, Luke and Obi-Wan discover the dead Jawas.

Description The hero now discovers the act of villainy or lack, perhaps 
finding their family or community devastated or caught up in a 
state of anguish and woe.

Symbol: B

Propp 8. Villainy and Lack:
The need is identified

Discussion

'Lack' is a deep psychoanalytic  principle which we first 
experience when we realize our individual separation from 
the world. Lack leads to  desire and deep longing and we 
look to heroes to satisfy this aching emptiness

Example
In Star Wars, Alderaan is destroyed and Uncle Owen and 
Aunt Beru are killed.

Description

In the second stage, a sense of lack is identified, for example 
in the hero's family or within a community, whereby something 
is identified as lost or something becomes desirable for some 
reason, for example a magical object that will save people in 
some way.

In the first stage, the villain causes some kind of harm, for 
example carrying away a victim or the desired magical object 
(which must be then be retrieved). Villainy may include theft, 
casting spells on people, murder,

There are two parts to this stage, either or both of which may 
appear in the story.

Symbol: A

Propp  7. Complicity: Unwitting
helping of the enemy

Discussion

We now despair as the hero or victim acts in a way that may 
be seen as villainous. Perhaps we worry that the hero will fall 
permanently into the thrall of the villain. Perhaps they will 
become corrupted and evil also. We also fear for the 
reputation of the hero who may be perceived as evil and thus 
never find the true treasure or win the hand of the princess.

Example
In Lord of the Rings, Frodo accidentally puts on the ring and 
so is exposed to Sauron's eye.

In Star Wars, Leia tells Grand Moff Tarkin that the rebel base 
is on Dantooine, but Tarkin blows up Alderaan.

Description

The trickery of the villain now works and the hero or victim 
naively acts in a way that helps the villain in some way. This 
may range from providing the villain with something (perhaps a 
map or magical weapon) to actively working against good 
people (perhaps the villain has persuaded the hero that these 
other people are actually bad).

Symbol: J  (theta)

Propp  6. Trickery: Villain
attempts to deceive victim

Discussion

Deception and the betrayal of trust is one of the worst 
social crimes, short of physical abuse. This action 
cements the position of the villain as clearly bad. It also 
raises the tension further as we fear for the hero or victim 
who is being deceived.

Example In Star Wars, Grand Moff Tarkin interrogates Leia

Description

The villain now presses further, often using the information 
gained in seeking to deceive the hero or victim in some way, 
perhaps appearing in disguise. This may include capture of 
the victim and coercion, getting the hero to give the villain 
something or persuading them that the villain is actually a 
friend and thereby gaining collaboration.

Symbol: h (eta)

Propp  5. Delivery:
The villain gains information

Discussion

This is a down point in the story as the pendulum of luck 
swings towards the villain, creating fear and anticipation that 
the villain will overcome the hero and the story will end in 
tragedy.

Example
In Star Wars, Darth Vader is looking for the escape pod and 
spots the droids.

Description
The villain's seeking now pays off and he or she now acquires 
some form of information, often about the the hero or victim. 
Other information can be gained, for example about a map or 
treasure location or the intent of the 'good guys'.

Symbol: z (zeta)

Myth  I.3   Supernatural Aid

Discussion

The hero's companions serve both as support, much as a 
football team who makes the space for the actual score. 
Companions also act as contrast, throwing light onto the hero 
and highlighting their special and heroic qualities.

Note that this aid must not be too powerful or else there would 
be no excitement in the story. An 'invulnerability suit' would 
likely be just too boring. Thus, for example, Frodo's ring has 
the downside of trying to take over his mind and exposing him 
to Sauron's gaze.

A critical attribute that the mentor often gives is   
confidence. This gives the hero the ability to  accept the 
call  and face the slings and arrows of the unknown 
adventure.

Depending on the story, the aid may be magical or 
supernatural in nature. In 'real world' stories where magic is 
not allowed, then more normal aid may be given, such as 
where an older detective gives sage advice to the enthusiastic 
young rookie.

The hero starts out as an ordinary person who would perhaps 
not be able to defeat the terrible opponents who will block his 
path. The aid acts to redress the balance somewhat, giving 
the hero some chance of success.

Example

Harry Potter gets a magic wand from Diagon Alley. He also 
later gets a very swish magic broom. Particular support 
comes from both Hagrid and Professor Dumbledore. He is 
joined in adventure by other friends from Hogwarts.

In Lord of the Rings, Frodo receives the ring from Bilbo and 
advice from Gandalf. Later, he also receives the sword Sting 
and the mithril jacket. He starts out with the three other 
hobbits and later is joined by the full Fellowship of the Ring.

In Star Wars, Luke receives the light saber, plus guidance and 
training from Obi-Wan Kenobi. He is later joined by Han Solo, 
Chewbacca and Leia.

Description

The hero may also be joined by a companion of some kind or 
perhaps an entire party, who will provide help along the way 
but cannot do what the hero must do.

The aid given may include maps, information, weapons or 
some special talisman. It may be discovered by the hero, but 
is often furnished by a mentor of some kind.

Some help is given to the hero, sufficient to make them wiser 
and stronger, and hopefully better able to face the challenges 
of the adventure.

Taurus

Myth: Acceptance of the Call

Discussion

There may be a similarity here with the K�bler-Ross grief 
cycle, where, after the early shock and bargaining of 
the Refusal of the Call, this is followed by  testing and .
acceptance of the new adventuring role.

In this first heroic step the audience, now bonded with the 
hero, gasps at the risks and yet feels some pride at the 
courage it requires. A sense of anticipation is created, 
something like when a roller-coaster ride just starts moving 
from its initial position of rest.

Acceptance of a call to take actions that may result in danger 
is the first step on the road to becoming a true hero. The story 
hero may not feel this way or realize the importance of this 
step, and may step out with some dread. Nevertheless, they 
are fighting their own fears and

Example

In Lord of the Rings, Frodo sets out as the 
Dark Riders start searching the Shire for him.

In Star Wars, Luke returns to find the family farm destroyed 
the the Empire and so now has no reason to stay.

Sherlock Holmes finds something intriguing about the request 
for his services whereby he knows that only he can solve this 
mystery.

Description

This acceptance may come after reflection and persuasion 
following the Refusal of the Call, or the hero may be 
convinced by a mentor who provides Supernatural Aid.

After having perhaps first refused to accept the The Call to 
Adventure the hero finally accedes, realizing that there is 
nobody else who is better qualified to or available to accept 
responsibility.

Myth  I.2   Refusal of the Call

Discussion

Note that there may be a similarity here with the   K�bler-
Ross grief cycle , where some tragedy or disturbance 
occurs and the hero is initially   shocked ,  angry  and 
refuses the Call whilst  bargaining  for some alternative 
(such as sending someone else).

The hero's refusal may also make the hero more human 
and further  bond  us to them. It shows their initial frail 
state, before the transformation that will happen to them in 
the story.

In the introduction to the story we may already have been 
shown the need for the hero. However, the hero's initial denial, 
modesty or other refusal to respond positively to the call 
frustrates us, initiating tension in the story.

Example

In Star Wars, Luke's uncle Owen reminds him of his 
responsibilities at home.

Sherlock Holmes often refuses cases initially, seeing them as 
beneath his intellect until some fascinating detail awakens his 
interest.

Description
Perhaps they are afraid of what might happen the them. 
Perhaps they do not see the call as important, being more 
engrossed in their current activity. Perhaps they have 
responsibilities and do not want to leave their family. The 
refusal may well be prompted by an individual, such as 
with Propp's  Interdiction .

The hero, hearing the  call to adventure , initially may 
hesitate, reluctant to leave the comfort and tasks of their 
everyday existence.

Aries

Propp  4. Reconnaissance:
Villain seeks something

Discussion
When it is not known that the person is the true villain, we 
may still be prodded into suspicions by the actions of an 
unknown stranger. Sometimes this uncertainty may be used 
as a false trigger, for example where the shady character is 
actually a helper in disguise.

The introduction of the villain adds early tension to the story, 
particularly when they are found close to the 
previously-supposedly safe family or community environment. 
The eloquence or power of the villain may also add tension 
and we may want to shout at their targets to take care.

Example
In Star Wars, Darth Vader searches for the missing escape 
pod.

Description

They may also seek to meet the hero, perhaps knowing already the hero is special in some way.

They may speak with a member of the family who innocently 
divulges information or perhaps realizes that something is up 
and backs away in terror.

The villain now makes an active attempt at reconnaissance, 
for example searching for something valuable or trying to 
actively capture someone.

Symbol: e  (epsilon)

   Propp  3. Violation of interdiction

Discussion

This acts to further increase tension. We may want to shout 
at the hero 'don't do it!' But the hero cannot hear us and does 
it anyway.

Example
In Star Wars, Luke ignores his uncle and goes in search or 
R2D2.

Description
This generally proves to be a bad move and the villain enters 
the story, although not necessarily confronting the hero. 
Perhaps they are just a lurking presence or perhaps they 
attack the family whilst the hero is away.

Guess what? The hero ignores the interdiction (warning not to 
do something) and goes ahead.

Symbol: d (delta)

Popp  2. Interdiction:
Hero is warned

Discussion

A warning to the hero is also a warning to the reader about the 
dangers of life. Will the hero heed the warning? Would the 
reader? Perhaps the reader hopes the hero will ignore the 
warning, giving a vicarious adventure without the danger.

Example
In Star Wars, Luke's uncle Owen warns him about getting the 
droids working on the south ridge.

Description The hero is warned against some action (given an 
'interdiction'). Typically this may be that the hero intends 
finding the absented family member.

Symbol: g (gamma)

Popp  1. Absentation:
Someone goes missing

Discussion
'Family' need not mean a genetic unit but can be any group 
who have some form of cohesion, whether it is an association, 
a group of friends or a town. The implication of 'family' is a 
deep cultural one of familiarity (note the same root!), comfort 
and safety.

The hero may also be introduced here, often being shown as 
an ordinary person. This allows the reader of the story to 
associate with the hero as being 'like me'. When the hero 
subsequently has their adventure, the reader is then drawn 
along, vicariously experiencing the same risks and resolution.

Example In Star Wars, R2D2 goes missing.

Description

A member of the family leaves the security of the home 
environment for some reason. This may be the hero or 
perhaps is some other member of the family that the hero will 
later need to rescue. In any case, this division of the cohesive 
family injects initial tension into the storyline.

Symbol: β (beta)

Myth 1.1  The Call to Adventure

Discussion

The call may well be refused until internal pressures are 
powerful enough. Adventures are ok in books but often 
frightening and possibly deadly in experience. They thus may 
need some encouragement, such as worsening conditions or 
further attacks by the villain. A mentor may help this along, 
urging the hero to respond.

The call may be a gradual realization or it may be from a 
cataclysmic event, such as the destruction of ones home 
(typically by the villain).

The appearance of the call provides the first step into  
tension . Will the hero accept the call? Would you? The 
audience wills the hero to accept and do what is right and   
moral . It also  fears  the hero, in what danger may be 
encountered if the challenge is accepted.

The initial situation of normality is useful in creating a   
bond  between the audience and the hero. If the hero is 
normal, then the audience can easily  associate  with the 
hero, joining their  identities  together in vicarious 
comradeship.

The objective of the adventure is often generically referred to 
as the 'treasure', even though this treasure may be of 
non-physical or non-pecuniary nature, such as a freed captive 
or acquired knowledge.

Example

Across a crowded room, the hero sees the beautiful maiden 
and falls immediately in love.

In Star Wars, Leia's holographic plea is received 'Help us, 
Obi-Wan, you're our only hope!'

In Sherlock Holmes, stories start in 221b Baker Street, where 
a startling letter is received or a frantic lady bursts through the 
door.

Description

The information may be a problem, a challenge or request. It 
critically acts to trigger desire, whether this is to win the hand 
of a lady, recover a lost object or defeat Ming the Merciless.

The hero starts off in a mundane situation of normality from 
which some information is received that acts as a clarion call 
to down tools, take up sword (literally or figuratively) and head 
off into the unknown.

A.C. 0. Initial Situation

Discussion

This provides the initial state from which change arises. 
Typically it is a scene of calm or normal family dynamics, 
before the introduction of the villain and the trials and 
tribulation that will face the hero.

Example
In Star Wars, there is a garage sale on Tattooine, with Luke 
ferreting around like any home-grown boy.

Description Some context is given for the story, with the hero and the 
family being introduced.

Symbol: α (alpha)

INTRO

Love characters

The Jilted Lover

Many of us have been rejected and sympathize with such 
characters, and perhaps what they do as a response.

Their high emotional level may make them unstable and can 
add an unpredictable and hence tension-creating element to a 
story.

Lovers who have been rejected may act on the basis of betrayal, 
seeking retribution. They may also go through a period of 
mourning for their lost lover.

The Betrayed Woman

Perhaps we have been the Betrayed Woman or perhaps 
experienced them (or maybe even imagined them). Many 
married men have been kept on the straight and narrow way 
simply by the fear of retribution should they ever give in to their 
procreative desires. 

Retribution by proxy happens when the woman is too weak or 
unwilling and villain of the piece is punished by fate or some 
other person.

'Hell hath no fury like a woman scorned' is a pithy saying that 
characterizes a common form of the Betrayed Woman, who 
may seek terrible revenge on her straying partner, from public 
humiliation to financial or physical pain.

The Distant Admirer Distant Admirers effectively play it safe, loving without contact 
and never risking the pain of rejection or the anger of betrayal. 
Many of us admire others but do nothing beyond social flirting 
simply because we or they are already attached. Sometimes, 
however, this innocent chat can lead to more physical things 
and Admirers can become Lovers.

The Distant Admirer is a common theme in early adolescence, 
where the boy or girl in the playground admires another child 
from afar. This is also the place where celebrities are 
worshipped.

The Infatuated
Perhaps we experienced teenage infatuation and can 
sympathize with the Infatuated person. We may be concerned 
that the Infatuated person may cross the line into the potentially 
horrific and murderous realm of stalking.

Those who are infatuated take the obsession of love to an 
extreme and can thus become a nuisance or a threat. Their 
infatuation also blinds them to other things and they may fall 
into traps and worse.

The Soulmates

Soulmates are perfectly-matched Lovers who each holds the 
other as a Beloved. There is a common belief that we each 
have a soulmate somewhere and this is perpetuated in this 
romantic theme in which soulmates may find, lose and 
re-find one another. Together, they are known as the 
syzygy, as described by the joining of anima and animus in 
Jung's Archetypes. In psychoanalysis , perfect joining harks 
back to the one-ness of the neonatal phase.

The Star-crossed Lovers

This description, based on astrological reading, was first used 
by William Shakespeare in Romeo and Juliet.

Fated characters typically come from different social 
backgrounds and their tryst is often opposed either by general 
society or by one or more of the families involved. For example 
where a princess falls for a commoner or a businessman 
shacks up with a prostitute.

Star-crossed lovers are those whose relationship and 
perhaps lives are doomed from an early stage. They are thus 
also tragic characters. This, by definition, assumes a truth in 
fate such that the future is pre-destined to happen and 
nothing can change its course.

The Beloved

The Beloved is the subject of the lover, and may be male or 
female. They are cherished in many ways and may well be put 
on a high pedestal of perfection. When they inevitably fall, it 
may be to great shock and anguish, though they may also then 
forgiven and pushed back to their exalted place.

The Lover Lovers often compete for the hand of another, for example where 
several men try to out-do one another to win the affections of a 
single woman. The winner is typically the one who shows the 
greatest love, which often means the greatest self-sacrifice.

The lover is a passionate creature who typically woos with great 
ardour and skill. The male lover wins with fine words and 
chivalrous acts. The female lover wins with beauty and dexterity.

The Prince He shares the aristocratic position of the princess and may be 
her perfect suitor, perhaps riding from afar to save her from peril. 
He may also be the false hero, eventually losing to the hero who 
has a higher integrity.

The Prince is often heir to the throne and so has a latent power 
that may show through with a certain arrogance. He takes his 
position with a natural assumption and is easy in command.

The Princess Where she is wooed by a Prince, it emphasizes the proper way 
of things. Where she is won by a commoner, we are reassured 
that we can reach above our starting position in life. Sometimes 
the two are combined, where the commoner finds he has 
unrealized royalty in his blood, and so justice is done and right 
found.

The Princess may well have innocent Maiden characteristics, 
but her defining character is aristocracy and high class, where 
she may be haughty or kind. This may be symbolic, where a 
working-class girl is also a princess. This represents the 
unattainability of the Princess.

The Maiden

She reminds us that youth can perpetuate and of the fragility of 
innocence. She may thus invoke a complex love that combines 
the protective love of a child with the passion of adolescent love.

The Maiden is a common character in many stories, providing a 
love interest and more. She first represents innocence and 
naivety that has reached beyond childhood. A symbolic virgin, 
she is pure and can only be won by the pure of heart, and thus 
is a perfect match for the ideal hero.

The Innocent Child
In stories we may thus either associate with the child as it 
awakens memories of innocence in us or with the rescuers who 
represent our protective instincts.

The Innocent Child is no threat to anyone and thus is first not to 
be feared in any way. When we see the Innocent Child being 
exploited in any way, it awakens in us instincts of the Protective 
Parent and we want to see the child rescued.

The Protective Parent
We all wanted protective parents when we were young and 
maybe still do in some shape or form. Loving protection in 
stories thus makes us feel warm and good.

Protective Parents will fight tooth and nail to save their children 
from harm, even sacrificing themselves. Mild mothers will 
become tearing lionesses and fathers will become towering 
heroes to protect their families.

The Loyal Friend 

Loyal Friends, such as Sam in Lord of the Rings, reflect the 
friends that we would really like. Sadly, life is not like that and 
friendship generally works with a bit more give and take, and 
those who we thought loyal often only will be loyal to a certain 
level and sometimes will be remarkably disloyal. True friends 
are thus very rare and seeing them in stories reminds us of what 
we truly seek in friendship. Perhaps also it reminds us to be 
such a loyal friend to others.

The Loyal Friend is a person who loves us for who we are. They 
do not seek anything in return for their loyalty and will forgive us 
our weaknesses and walk beside us through thick and thin.

Blevins' Family Roles

Star
The star is afforded special status. They are put on a plinth and 
adored. Limitations are ignored and strengths are over-played. 
They are assumed to have a bright future.

Skeptic
The skeptic is the doubter who questions everything and 
believes nothing to be absolutely true. They can be useful 
truthseekers or annoying disrupters.

Scapegoat
When things go wrong, the scapegoat is given and accepts the 
blame. For this, they may feel like a martyr, though they are not 
treated as one.

Saint
The saint is unremittingly good. They never think ill of others 
and work for the good of all people. They may feel superior and 
may be the subject of envy.

Rebel
Rebels are autonomous individuals who do not fit in. They push 
away and are pushed away. They look and think differently. 
They may also be annoyingly successful.

Placator
The placator calms down conflict between others and helps 
people resolve issues. They personally avoid conflict and may 
concede much in order to do so.

Mascot
The mascot is a good luck symbol. They are harmless and 
loved. They give little but good feelings.

Martyr
The martyr endures suffering, often with little complaint. They 
may carry the hurt on behalf of others. For this sacrifice, they 
get sympathetic attention.

Jester
This person makes light of most situations, creating laughter 
and levity. Like the distracter, this helps people avoid 
emotionally difficult situations.

Invalid
The invalid is sick, injured or otherwise limited in capability, 
sometimes through choice. They are often a burden on others 
who feel obliged to carry them.

Hero
The hero always saves the day when things go wrong or people 
are threatened. They help both individuals and the wider team.

Favored son
This person has a special place in the hearts of parental figures. 
They get given the best and are more easily forgiven. This can 
make them arrogant.

Distracter
The distracter draws attention away from problems and towards 
things that are easier to accept and handle. Others may be 
grateful for this release from responsibility.

Cheerleader
The cheerleader stands on the sidelines and encourages others 
with great enthusiasm. Whilst they do not gain the highest 
prizes, they are safe and may well be popular.

Blamer 
When things go wrong, the blamer points a finger. Things are 
never accidental -- somebody is to blame. In doing so, of 
course, the blamer points a finger away from themself.

Pearsons

Fool What causes most dread in the Fool is a lack of stimulation and 
being 'not alive'. They must seek to 'be', perhaps as the Sage, 
but may not understand this.

The goal of the Fool is perhaps the wisest goal of all, which is 
just to enjoy life as it is, with all its paradoxes and dilemmas.

Sage The danger for the sage and their deep fear is that their 
hard-won wisdom is built on the sand of falsehood. Their best 
hope is that they play from a position of objective honesty and 
learn to see with a clarity that knows truth and untruth.

The Sage is a seeker after truth and enlightenment and journeys 
far in search of the next golden nugget of knowledge.

Magician
Perhaps their ultimate goal is to transform themselves, 
achieving a higher plane of existence.

The Magician has significant power and as such may be feared. 
They may also fear themselves and their potential to do harm.

The Magician's quest is not to 'do magic' but to transform or 
change something or someone in some way.

Ruler This is not necessarily an easy task, as order and chaos are 
not far apart, and the Ruler has to commit themself fully to the 
task. The buck stops with them and they must thus be wholly 
responsible -- for which they need ultimate authority.

The Ruler's quest is to create order and structure and hence an 
effective society in which the subjects of the Ruler can live 
productive and relatively happy lives.

Creator A critical part of their quest is in finding and accepting 
themselves, discovering their true identity in relation to the 
external world.

Creators, fearing that all is an illusion, seek to prove reality 
outside of their minds.

Destroyer
Their quest is to change, to let go of their anger or whatever 
force drives them and return to balance, finding the life 
drive that will sustain them. Living on the cusp of life and 
death, they are often surprisingly humble.

The Destroyer is a paradoxical character whose 
destructiveness reflects the death drive and an inner fear of 
annihilation. As a fighter, they are thus careless of their own 
safety and may put others in danger too.

Lover
They fear both being alone and losing the love that they have 
gained, driving them to constantly sustain their love 
relationships.

They often show the passion that they seek in a relationship in 
their energy and commitment to gaining the reciprocal love of 
another.

The Lover seeks the bliss of true love and the syzygy of the 
divine couple.

Seeker They embrace learning and are ambitious in their quest and 
often avoid the encumbrance of support from others. Needing 
to 'do it themselves', they keep moving until they find their 
goal (and usually their true self too).

Seekers are looking for something that will improve their life in 
some way, but in doing so may not realize that they have much 
already inside themselves.

Caregiver 
They dislike selfishness, especially in themselves, and fear 
what it might make them.

Caregivers first seek to help others, which they do with 
compassion and generosity. A risk they take is that in their 
pursuit to help others they may end up being harmed 
themselves.

Warrior
Their challenge is to bring meaning to what they do, perhaps 
choosing their battles wisely, which they do using courage and 
the warrior's discipline.

The Warrior is relatively simple in their thought patterns, 
seeking simply to win whatever confronts them, including the 
dragons that live inside the mind and their underlying fear of 
weakness.

Orphan 
Their strength is the interdependence and pragmatic realism 
that they had to learn at an early age. A hazard is that they will 
fall into the victim mentality and so never achieve a heroic 
position.

The Orphan, fearing exploitation, seeks to regain the comfort 
of the womb and neonatal safety in the arms of loving 
parents. To fulfil their quest they must go through the 
agonies of the developmental stages they have missed.

Innocent 
Their main danger is that they may be blind to their obvious 
weaknesses or perhaps deny them. They can also become 
dependent on others to fulfil their heroic tasks.

Their greatest strength is the trust and optimism that endears 
them to others and so gain help and support on their quest.

The Innocent, fearing abandonment, seeks safety.

Vogler

Trickster
The Trickster may remind us to lighten up and see the funny 
side of things. They also remind us not be be naive and to 
expect the unexpected.

The Trickster provides entertainment in the story through wit, 
foolishness or other means. They may be wise, as in the 
Shakespearian fool, or may be criminal in their deception. They 
provide further uncertainty and keep us (and the hero) on our 
toes.

Shadow

The shadow also represents the darker side of our own 
nature, as in Jung's Archetypes, and it is disquieting to 
recognize them as somehow related to ourselves.

The hero must struggle with the Shadow, somehow overcoming 
the opposition they provide.

The Shadow is the opposite of light and provides the tension of 
anxiety and fear in the story. The Shadow is often opposes the 
hero and is typically the main antagonist. They may also be 
people who provide obstacles along the way, although not as a 
guardian.

Shapeshifter
A typical Shapeshifter is a person of the opposite sex who 
provides the love interest and whose affections vary across the 
story. Other characters may also be shapeshifters, including 
Mentors, Guardians and Tricksters.

The Shapeshifter represents uncertainty and change, reminding 
us that not all is as it seems. They may be a character who 
keeps changing sides or whose allegiance is uncertain. They 
act to keep the hero (and us) on his or her toes and may thus 
catalyze critical action.

Herald
The herald need not be a professional announcer nor even a 
person - a message on a scrap of paper or a radio broadcast 
can serve equally to trigger change.

The Herald announces important events verbally, telling us what 
we do not realize or emphasizing the importance of an event. In 
particular, the herald provides the information that triggers the 
hero into original action.

Threshold Guardian

Thresholds appear before the hero sets out on their journey, 
before they enter the final 'lion's den' and at critical scene 
changes. Crossing thresholds symbolize change and points of 
growth in the hero's character.

The Threshold Guardian is often neutral, neither supporting nor 
opposing the hero, although they also may be allied to the 
antagonist or even a potential ally.

The Threshold Guardian provides the obstacles to the hero at 
transitional points in the story. To get past the guardian the hero 
must fight them, answer riddles, solve problems, give a gift, and 
so on.

Mentor

The act of giving reminds us of the generosity to which we must 
aspire. The receiving of the gift may well be seen as reward for 
courage and self-sacrifice.

Typical mentors are old and wise. Although they may also be 
younger, they are still likely to be older than the hero as they 
offer their superior knowledge and experience in support. 
Perhaps once they were a young hero themselves.

The mentor helps the hero in some way, furnishing them with 
important skills and advice. They may appear at important 
moments to help the hero get over an obstacle, then disappear 
(perhaps to mentor another unknown hero).

Hero 

Heroes can be willing or unwilling, deliberate or accidental, 
solitary or leaders, already-recognized as a hero or start out as 
an ordinary person.

The hero or heroine is the classic protagonist of the story 
with whom we associate most. They embody our most 
aspirational values and put higher duty and the welfare of 
others before their own, even to extreme forms of 
self-sacrifice. Achieving the goal of the story may thus be 
achieved only at terrible personal cost, although the hero 
may gain much personal learning and growth in the 
transition.

Propp

The Princess's Father The Princess's Father is a key figure for the Hero to persuade, 
as the Father is almost always protective of his daughter. The 
Father may also be in competition in some way with the Hero 
for the Princess's affections and a triangle may form.

Finally, there is the Princess's Father, who constrains the 
Princess or who may Dispatch the Hero on his mission to save 
the Princess.

The Princess

The Princess may be wooed by many, in particular by the False 
Hero. When we see the Princess being won by the False Hero 
we may rail and rant in frustration as we see her falling 
unwittingly into her clutches.

The Princess may be seen very little in the story, perhaps 
appearing only at the end, or may be an integral character, for 
example where she accompanies the Hero on his mission, 
where he may win her heart by the courage and determination of 
his actions.

The Princess may take two forms. First, she may be the object 
which is deliberately sought by the Hero, perhaps finding where 
the Villain has taken her. Secondly, she may be the reward, 
such that after completing some other mission, he gains her 
affections or hand in marriage.

The Dispatcher
The Dispatcher may also be combined with another role, for 
example the False Hero who then trails along behind (perhaps 
disguised as a Helper).

An early role in the story is that of the Dispatcher who sends 
the Hero on the mission. This may be a family member such as 
a mother or father. It can also be the Princess's Father, who 
gives the Hero a set of quests to be completed before he gains 
the hand of the Princess.

The Donor
This role may be combined with that of a Helper. The Donor 
may also be capricious and not easily swayed and may not give 
up their gift without setting the Hero another task, from a simple 
riddle to a whole other quest.

The Donor is a person who gives the Hero something special, 
such as a magical weapon or some particular wisdom. They 
may typically be Gods, Oracles or Wise Persons, although they 
may also be as simple as gatekeepers.

The False Hero

The False Hero may also gain the respect or other control of the 
Princess's Father, thus frustrating the Hero's ability to gain the 
hand of the Princess.

The False Hero will try to steal the Hero's thunder, grabbing the 
credit and perhaps trying to marry the princess instead. The 
False Hero is thus an usurper, a thief perhaps of the worst kind, 
who plays on people's good nature to boldly steal in broad 
daylight.

A variant on the villain and a potential complication within the 
plot is the False Hero, who appears to act heroically and may 
even be initially mistaken for the real Hero.

The Villain
The Villain may seek to prevent the Hero from achieving the goal 
or may quest after the same artefact. The Villain may also be a 
tempter, such as when Darth Vader tries to seduce Luke 
Skywalker over to the 'dark side'. 

The sharpest contrast against the hero is the villain, who 
struggles directly against the hero. This is the clearly bad-guy 
person such as Darth Vader in Star Wars or Professor Moriarty 
in Sherlock Holmes. The Villain typically is morally bad, 
highlighting the goodness of the Hero.

The Helper

Other helpers appear along the way as friends or random people 
who act pro-socially to support the Hero.

The Helper may also be found in a support role, such as 
Sherlock Holmes' Dr. Watson or Don Quixote's Sancho Panza. 
The contrast between the limitations of this person and the hero 
may provide a further elucidation of the hero's defining 
characteristics such as intelligence, determination, courage, etc.

The Hero is supported in his or her quest by a Helper, often a 
wise old man or magician, who appears at critical moments to 
provide support. Thus Obi Wan Kenobi appears to help Luke 
Skywalker in Star Wars, even after Kenobi's death.

The Hero 
Although this person is often a hero in some sense, they may 
also take another form, such as a victim or a seeker after some 
treasure or knowledge. Or maybe they are all of these.

In every story there is a major character with whom the reader 
will normally associate most strongly and who is the key person 
around which the story is told.

Character Types

Ambiguous characters

Fickle

Fickle characters irritate us and may well remind us of such 
people in our own lives. We may also admire their sense of 
perfection.

Fickle characters are petty in their choices, typically taking 
excessive time to select things which are of minor importance 
and fussing over detail. Their delays may be used to add 
tension or comedy to the story. Their attention to detail may 
also lead to important clues being discovered.

Flawed

We may sympathize with flawed characters as they remind us 
of our own limitations and may well forgive them their 
limitations. In this way sympathetic antagonists may be created.

Flawed characters are good in many ways but have particular 
weaknesses, such as people who are never on time or men who 
cannot resist a pretty woman. These characteristics lead them 
into trouble and off the straight and narrow way that will lead 
them to their true goal.

Uncertain

Their uncertainty keeps us on out toes as we try to predict their 
actions and hope that they will behave in an approvable way.

Uncertain characters act in seemingly-random ways such that 
we can never tell what they will be doing next. Perhaps they are 
uncertain themselves and perhaps they are marching to a 
different drum, but their actions are difficult to predict.

Ambiguous characters keep us on our toes as we guess 
whether they will be good or bad. Heroes can also be 
ambiguous as their very human internal struggles reflect the 
outer conflict.

Neutral characters

Bystanders

We think little about bystanders, and are seldom concerned 
with their fleeting appearance or even remember them more than 
for a moment or two.

There are many characters in stories who are effective 
bystanders, not really contributing to the plot, although they do 
provide context, framing the story with the general activities of 
mundane human life, against which the actions of villains and 
heroes are thrown into marked contrast.

Enforcers
When the enforcers are on the side of the hero, then we 
appreciate their role as helpers. When they hinder or attack the 
hero, we may well not blame them, though we are frustrated by 
their actions.

Enforcers, such as police officers or soldiers, are there to 
ensure rules are followed and laws are kept. If these constraints 
are followed, then they do not act. If, however, they are broken, 
then they act according to specific rules, typically capturing and 
punishing the offenders.

Guardians

Neutral characters are neither sympathetic not sympathetic, 
although we may feel some sympathy for them, trapped as they 
are in the duty of their roles.

Unsympathetic characters

Animal
We are shocked by such lack of even basic humanity and 
perhaps fear the possibility of such loss of self happening to us.

Animal characters are, to some extent, the opposite of human 
characters, displaying inhuman characteristics such as 
savageness and debauchery.

Selfish
Audiences are shocked at selfishness that goes beyond 
socially accepted self-interest and find glee in these people 
reaping the rewards of their lack of care for others. We may also 
see ourselves reflected to some extent in the selfish person's 
limitations and feel some balance of gratitude that there are 
others who are selfish and anger that they are reflecting us.

Selfish characters do things for their own purpose and may well 
be careless and callous about how others are affected by their 
choices.

False Like villainous characters, we like to see the false being 
exposed and receive just treatment. False characters may also 
remind us of our own guilty shortcomings as we navigate truth 
to our own ends.

The false character pretends to be something that they are not 
or deliberately tells falsehoods. They thus embody the socially 
distasteful deception and untruthfulness that heroes abhor.

Foolish
We throw our hands up in horror or laugh at the fool, and are 
perhaps secretly grateful that there are others who more foolish 
than us.

Foolish characters are the opposite of wise characters. They 
lack knowledge or lack the ability to use knowledge to good 
effect. They are not the same as the Shakespearian 'fool', who 
is actually a very wise character.

Villainous
We love to hate villainous characters as they give us an outlet 
for the dislike we have of others in our lives. We also like to 
experience the schadenfreude (pleasure at the discomfort of 
others) when they are punished.

Villainous characters are those who deliberately break laws, 
serving an often-selfish purpose in which others may well be 
harmed or abused in some way. They are the antithesis of the 
heroic character, embodying all that we find wrong.

We seldom identify with unsympathetic characters as they 
represent those qualities that we dislike.

Sympathetic characters 

Human

We may well identify with these very human people as they 
remind us of our own shortcomings.

Some people have very human frailties and weaknesses that 
perhaps lead them to unwise choices. It is not that they are bad 
but they just do not have the great integrity of the heroic people. 
They may well realize this and feel shameful about their 
limitations.

Faithful
At the very least, we admire faithful characters for their devotion 
and steadfastness.

Faithful characters are concerned with duty and are often 
followers of the heroic character. They may also be unwise and 
weak characters who are faithful to the villain.

Innocent
The audience feels sympathy for the innocent as they are 
perhaps reminded of their own innocent days.

Innocent characters are often affected by the plot, typically 
being victims and hurt by unsympathetic characters.

Wise
To the audience, they may represent parents, teachers or other 
childhood paradigms of wisdom.

Wise characters are not only knowledgeable, they have the 
wisdom to know what to do in difficult circumstances. In stories 
they often act as advisors, helpers or mentors to the heroes.

Heroic
We admire heroic characters and wish that that we were more 
like them, although we may also be grateful that there are such 
good people who will rescue us from our ills.

Heroic characters have strong values, working for higher 
ideals and often putting others first. They are essentially 
good and have high personal integrity.

Sympathetic characters are those with whom we associate, 
forming a bond  through which we vicariously share their 
experiences. We also get a sense of their attributes which 
we would perhaps like to have more of for ourselves.

The Hero's Journey  by Joseph Campbell 
and Vladimir Propp (Changing Minds.org).
Compiled by Jörn Lehnert 
(MandalaMatrix.net)


