Student Handout    ---   The Hero’s Journey – Stages and Archetypes
The story of the quest, often called the Hero’s Journey, is common to all cultures and is experienced by all of us in daily life.   The Hero’s Journey was celebrated around camp fires and hearths in societies long forgotten. The earliest written work of fiction in Western Civilization, The Odyssey, is about the quest of Odysseus to return home.  Since then, the story of the Hero’s Journey has been repeated in short stories, novels, plays, movies, and now video games.
Joseph Campbell, a scholar who studied myths, describes the Hero’s Journey in myth as follows:  

A hero ventures forth from the world of common day into a region of supernatural wonder: fabulous forces are there encountered and a decisive victory is won; the hero comes back from this mysterious adventure with the power to bestow boons on his fellow man.

The reason that the myth of the quest has endured is that it matches how events actually occur, how human beings on purposeful journeys interact with their environment and other people.  Each of us in our lives experiences a form of the quest or watches others do so. Take the example of a student who goes to a new school, leaving behind the world of the school he or she had previously attended.  At the new school, the student encounters a new situation populated by different people.  An early goal of a student attending a new school will most likely be to find a group of friends.  In this effort, during the first weeks of school, the student will encounter different situations which test the student, such as finding someone to eat with at lunch, finding the first friend, learning where people like the student fit within the school society, finding a club to join, etc.  If the student can pass the tests, the student moves on towards the goal. 
The Hero’s Journey is not only a tale of adventure that takes place in the world outside of us, it replicates itself any time we decide that we need to change ourselves or our lives.  When we examine life and look within, muster the courage to change, and accept the challenges presented on the path to fulfillment, we are each proceeding on a quest which will probably have many of the stages of the Hero’s Journey and in which we will encounter the characters that people the journey.

Stages of the Hero’s Journey
There are several formulations of the stages of a quest.  Each differs from the other in small ways.  Below, we have set out the stages of the Hero’s Journey developed by movie story consultant Christopher Vogler in his book, The Writer’s Journey. 
 Stories involving a quest of any kind will contain most of the stages of the Hero’s Journey; a few will contain all of them.  In many stories, some of the stages, especially the last three, appear to be combined.  
1.  The Ordinary World:  This is the setting with which the characters in the story are familiar, the life they experience before the quest.  However, there is something unstable or dissatisfying about the ordinary world; it needs to change.  In some stories, the ordinary world is altogether gone and the protagonist has no choice but to start on the quest to find a new world. For internal psychological quests a character with contradictions in his or her personality tries, through the journey, to resolve those contradictions.
2.  The Call to Adventure:  The call to adventure can take many forms, but it always pulls the hero away from his or her ordinary reality into a new environment. The call to adventure may be something that the hero voluntarily accepts or a force which compels the journey, leaving the hero no choice.
 3.  Refusal of the Call: In most stories, the potential hero, at one point, resists going on the adventure which he knows will be filled with peril.

4.  Meeting with the mentor: A mentor is somewhat like a guide or a teacher who will help the hero gather the courage or find the right path on the journey.

5.  Crossing the first threshold: The threshold is the point at which there is no turning back; the hero is fully committed to his or her role in the story.

6.  Tests, allies and enemies:  In most journeys there will be obstacles to be overcome and challenges to be met (the tests).  In most journeys there will be allies to assist the hero toward his goal.  There may also be enemies seeking to obstruct the way. Enemies may be people or aspects of nature. The enemy may be a part of the hero’s psyche.  In both film and literature, these elements of the journey provide the action, provoke interest, and serve as complications on the hero’s path.

7.  Approach to the Inmost Cave: The turning point, the moment in which the hero seems to decide completely what he or she must do and to accept all accompanied risks including the possibility of death, is an essential element in most stories describing a quest.  It reveals the fact that the hero is operating with full awareness of the consequences of failure. 

8.  Ordeal:  The climax, or the peak experience in the adventure, appears in virtually all stories; the hero faces the moment of truth about him or herself.  The ordeal allows the hero to earn his or her status as someone worthy of a reward. 
9.  Reward: The payoff for the hero’s struggle may be as simple as survival or it may involve fantastic riches or symbolic prizes that make the experience worthwhile.

10.  The Road Back:  Returning to the ordinary world can be a difficult journey in itself and may offer more risks for the adventuring hero. There may be a refusal to return.

11.  Resurrection: Another threshold is crossed at which point the hero becomes transformed by his or her experience.

12. Return with the Elixir: Upon reentering the ordinary world from which the hero started, the hero shares with those who stayed behind the symbolic prize won on the adventure. The elixir shared can be abstract, such as love, or concrete, such as something the group needs in order to survive.  In journeys of personal growth and development, the elixir is the new realization that the hero has about life or about the self.
The Hero’s Journey can be separated into three acts, a convenient construct for analysis of myths, literature, and film. Act One constitutes the expository phase of the story.  Act Two unfolds the complications and the crisis which illustrate the struggle and provide the action in the story.  Act Three concludes the journey with resolution and denouement.
Archetypes of the Hero’s Journey
Certain character types and relationships are part of the human experience and resonate clearly with readers and audiences. These characters and relationships, such as the hero, the mentor, the ally, the enemy, the father, the mother, and the child, are found in most cultures and are timeless. The original models which people, events, or actions seem to follow are called archetypes. 

Every school contains archetypes, such as the bully, the sports jock, the nerd, the class clown, and the teacher's pet. Centuries ago, the bully pattern of personality would  have been evident in the powerful hunter or warrior who used his strength to dominate and hurt others. They contrast with a true leader, another archetype, who uses his intelligence and knowledge, his skill at arms, or the power of his personality to take care of his people. And although math or science as fields of  study are rather new in the long history of mankind, certainly there were members of ancient societies who involved themselves with numbers and were devoted to the accuracy of exchange, the measurement of distances, and even the passage of time. There have always been court jesters and comedians, and, of course, a person favored by a teacher or authority figure, the teacher's pet. 

The archetypes of the mother (the nurturer), the father (stern and judging), the evil stepparent, the hero, and the wise old man or woman who acts as a mentor are also types of characters with their own constellations of attributes which most people easily recognize. As with other archetypes, the characters and our reactions to them arise from the nature of relationships in the family or the community. Like other archetypes, these characters and relationships occur again and again in life, myths, books, film, and video games. 

Another way to look at archetypes is that they are functions performed by people in life and by characters in stories. A person functions as a hero when he or she goes on a quest.  It could be a great adventure or a quest for personal growth.  It could be as mundane as learning to fit in when starting at a new school. It could be as simple as a journey from one place to another.  The mother nurtures, the mentor gives sage advice, the threshold guardian tries to keep the hero from moving to the next stage of the quest, the enemy contests, and the ally assists.  
In stories, as in life, different characters can assume different functions at different times and more than one function at the same time.  Most parents both nurture and discipline, that is, aspects of both the mother archetype and the father archetype usually exist in varying strengths in each parent..  A person can act as a mentor at one point in the Hero’s Journey and as an enemy or a trickster in another. 

In stories, the use of archetypes builds an empathic reaction as each reader or viewer sees something familiar in characters that populate the story. There is universal appeal when protagonists, antagonists, and ancillary characters exhibit aspects of various archetypes.  Archetypes that are repeatedly found in works of fiction, are called literary archetypes.  

The concept of archetypes is derived from the discoveries of Swiss psychologist Carl Jung who used the term to describe patterns of personalities that are shared universally and which transcend time.  Jung theorized that people are born with a psychic inheritance, a collective unconscious, which affects all of human experience. Jung believed that this knowledge lies in our unconscious mind and can only be accessed indirectly through dreams, myths, forms of religious belief, and the arts, such as fiction, visual arts, music, and dance. 
The basic archetypes delineated by Carl Jung are as follows:
1.  The self: Coming together through a process referred to as individuation by Jung, the self is the basic characteristic of a person in which the sometimes disharmonious aspects of the personality are unified.
2.  The shadow: Seen as the dark side of the personality, the shadow is a part of the individual wherein the repressed desires are hidden.
3.  Anima, animus, and syzygy:  The anima can be seen as the female side of the male personality and the animus can be seen as the male side of the female personality.  The coming together of these two aspects of the self, which according to Jung creates wholeness, is referred to as syxygy.

4.  Persona: The mask each individual wears when presenting him or herself to others is called the persona; it is the personality others see in one another.
5.  The father: Jung saw the authority figure as a powerful, serious-minded father, stern and judging.
6.  The mother: The individual who represents nurturing and care-giving is the mother archetype.  Usually this archetype is female, but not always.
7.  The child: This archetype represents the innocence and potential for growth of children, who, with their honesty and pure-mindedness, can offer salvation to the errant adults. 
8.  The wise of man or woman: Individuals playing this role offer knowledge and guidance.  Often they are old, but not always.
9.  The hero: Either male or female, this leader defends the masses of people and gives them what they need.  The hero risks his or her own survival in the process.
10.  The maiden: Like the child, the maiden represents innocence and pure intention.  The maiden is usually female.
11.  The trickster: Common in all cultures is the individual who deceives others, causes problems, and leads the group away from the truth.
Joseph Campbell refers to archetypes as elementary ideas and asserts that anthropologists and archeologists can account for the differences in the archetypes across the globe as responses to environmental factors. 
Whether we are born with knowledge of the archetypes or whether this knowledge is acquired because there are certain ways that human beings in family and in society relate to each other, the concept of archetype helps us understand and organize our common experiences. As such, archetypes are an important part of telling a story, whether in written form or presented on a screen.
Archetypes of the Hero’s Journey
While any life experience and any story will have its own cast of characters who embody the archetypes in unique ways, there are certain archetypes which are most often associated with the Hero’s Journey.  Their functions relate to the activity of a quest.  The following formulation was adapted from the work of Christopher Vogler in his book, The Writer’s Journey.  Mr. Vogler based his analysis on the ideas of Carl Jung and Joseph Campbell.
1. The Hero is the person who embarks on the quest seeking to correct an imbalance in the community or in his or her personal life.  For journeys of internal reformation and discovery, the hero searches for the true self in its wholeness. The hero can be willing or unwilling and can be acting on a matter that concerns society as a whole, one that relates to a specific group of people, or one that is personal to the hero.  The hero can act alone or as the leader of a group.
2.  A Mentor is an important individual, who, through positive or negative encounters, imparts understanding and wisdom to the hero.  The mentor can simply give helpful advice or the mentor may also intervene and help the hero surmount the challenges of the particular quest.
3.  Threshold Guardians are characters who serve to challenge or obstruct the Hero’s progress from one stage on the journey to another.  They stand at the gateways to new experiences, their role is to keep the unworthy from continuing on the journey. The Hero must prove his worthiness in some way, often by defeating and killing the Threshold Guardian or by passing some test.
4.  A Herald issues challenges and announces the coming of significant change. The herald is the voice demanding change and providing motivation for the individual to get on with the journey which will mark him or her as a hero.
5.  Shapeshifters, as seen from the Hero’s point of view, appear to change their form.  The change may be in appearance, in mood, or in function within the story. Often, the Hero has a romantic interest in a person who is fickle or two-faced.  That person is a shapeshifter.
6.  The Shadow is a character who reflects or represents the dark, unexpressed, or rejected aspects of something, often a part of the Hero’s personality. A shadow character has the function of presenting the allure of qualities that a person has renounced and tried to root out in order to successfully complete the quest. 
7.  The Trickster who sometimes supplies comic relief in a story is nonetheless important as catalysts for change and can sometimes be a hero in his or her own right.   
These universal personalities can be assembled and reassembled in many stories remaining faithful to basic truths about the lives of human beings throughout time.  They assist in discovering the elemental messages of myths, drama, literature, and film; they dispense inner meaning and clarify the themes applicable to any individual’s life.
TeachWithMovies.com has a number of lesson plans that delineate the stages of the Hero’s Journey and its archetypes in feature films. Each lesson plan sets out the stages and the archetypes used in the story and  provides suggested discussion questions and assignments.
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