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GEORGELUCAS

INTRODUCE THE CHARACTERS INTRODUCE THE PROBLEM SOLVE THE PROBLEM

Possible to not sin
UNDER GRACE

Not able not to sin
UNDER THE LAW

Possible to sin, possible not to sin
BEFORE THE LAW

Not possible to sin
FULL AND PERFECT PEACE

AUGUSTINE
BIBLE OF HIPPO

CREATION FALL SALVATION ETERNITY

THOMAS
BOSTON

PRIMITIVE INTEGRITY ENTIRE DEPRAVITY BEGUN RECOVERY CONSUMMATE HAPPINESS

PAUL GULINO

Final Solution
triggered by
Major Twist

Hero is Driven to
Solve the Problem:
First Attempt

Introduction, Orientation,
Present A puzzle, Arouse
Audience's Curiosity

Response to Incident:
Larger Problem
Introduced

Reframing of
Main Tension
(calm before storm)

Increasingly High Stakes,
Frenzed Pace,
"All is lost" Moment

Probability of Actual
Resolution

New Characters or
Subplots
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WILDER

Put a character up a tree Set the tree on fire Get the character down

ARISTOTLE

BEGINNING

That which has nothing preceding it UlEle e el eemedie

as something follows it

That which itself naturally follows some other thing either by
necessity or as a rule but has nothing following it
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HO-HA-KIU

BEGINNING
Actions and efforts begin slowly

BREAK
Action speeds up

Rapid
Action ends quickly

ACT | ACT Il

EUROPEAN
MUSICAL

New
Normal

Climax

Normal World into Resolution

Inciting Incident The Point of No Return INTERMISSION Midpoint Continues The Big Gloom

HERO'S RETURN

INTRODUCTION DONOR SEQUENCE

Family leaves / Don't do X / Hero does X /
Villain spies / Villain learns / Villain deceives /
Hero tricked

SET-UP

BODY
Villain harms / Family lacks / Lack known /
Hero agrees / Hero leaves

Hero tested / Hero reacts / Magic help /
Transfer to quest / Fight villain /
Hero branded / Villain defeated / Lack resolved

Return / Hero chased / Rescued /
Home unknown / False claims / Task set /
Task done / Hero recognized / False unmasked /
Hero transformed / Villain punished / Marriage & rule

VLADIRMIR
PROPP

Not every element is necessary to be present, but events will largely occur in this sequence




