7 in 7 Projects:
William “Chris” Ray

Christopher Vogler’s - Seven Archetypes in Stories

Technical Constraints:

% Time: Each project will have 154 minutes
o 77 minutes to think about the character, find precedence
refererences, and write up 7 themes to visualize for the character.
o 77 minutes to “design” the character using the 7 themes of the
character type.

% Subject:

o Portray each of Vogler’s 7 archetypes.
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Hero

Mentor

Threshold Guardian
Herald
Shape-shifter
Shadow

Trickster

o Source: The Writers Journey: Mythic Structure for Writers, 2nd
Edition

Publisher: Michael Wiese Productions; 2nd edition
(November 1, 1998)

o Excerptfrom:
http://www.divineparadox.com/arts/archetypes on_the path.ht
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o Seven Themes as they relate to each archetype

“These themes are seven character building traits that ["ve
personally noted in story telling. And do not directly relate to
Vogler’s work.”

Origin: Where they are from, upbringing, class, race etc
Weapon*: How they attack and defend both (can mean
physically and Mentally) * I asterisked this because this can
change and is even noted to change in Vogler’s theory after he
gets his reward for passing the threshold in the middle of the
quest. But in general it is to mark a stereotypical way of
fighting for the character.

Token: A tangible or mental artifact that brings the cha
Clothes: What we wear says a lot about us because unlike our
skin, our hair, and our eyes its something we can not change at
a whim and pick from day to day based on overall character or
mood.



* Ethos: Based off the D&D alignment scale on

* Personality: Beliefs, Ideas, Governing principles What drives
them to do what they do

e Gift/Talent: Innate gift, talent, or even supernatural power that
makes them extraordinary beyond their peers.

% Medium:
o Paper - Pencil - Inc
Possible Photoshop Color if Time Allows
Possible Paper Prism Shapes
Light and shadow with photography
Acrylic paint
Short Story for each character in the write up

O O O 0 O

Vogler breaks down the "Journey" into seven archetypes and twelve stages:

The Seven Archetypes:

1. Hero: "The Hero is the protagonist or central character, whose primary purpose is to separate
from the ordinary world and sacrifice himself for the service of the Journey at hand - to
answer the challenge, complete the quest and restore the Ordinary World's balance. We
experience the Journey through the eyes of the Hero."



. Mentor: "The Mentor provides motivation, insights and training to help the Hero."

. Threshold Guardian: "Threshold Guardians protect the Special World and its secrets from the
Hero, and provide essential tests to prove a Hero's commitment and worth."

. Herald: "Herald characters issue challenges and announce the coming of significant change. They
can make their appearance anytime during a Journey, but often appear at the beginning of
the Journey to announce a Call to Adventure. A character may wear the Herald's mask to
make an announcement or judgment, report a news flash, or simply deliver a message."

. Shapeshifter: "The Shapeshifter's mask misleads the Hero by hiding a character's intentions and
loyalties."

. Shadow: "The Shadow can represent our darkest desires, our untapped resources, or even
rejected qualities. It can also symbolize our greatest fears and phobias. Shadows may not be
all bad, and may reveal admirable, even redeeming qualities. The Hero's enemies and
villains often wear the Shadow mask. This physical force is determined to destroy the Hero
and his cause."

. Trickster: "Tricksters relish the disruption of the status quo, turning the Ordinary World into
chaos with their quick turns of phrase and physical antics. Although they may not change
during the course of their Journeys, their world and its inhabitants are transformed by their
antics. The Trickster uses laughter [and ridicule] to make characters see the absurdity of the
situation, and perhaps force a change."

The Twelve Stages of the Journey1l

. Ordinary World: "The Hero's home, the safe haven upon which the Special World and the
Journey's outcome must be compared.” The Journey begins in the Ordinary World, travels to
the Special World, and returns to the Ordinary World.

. Call to Adventure: The Call to Adventure sets the story rolling by disrupting the comfort of the
Hero's Ordinary World, presenting a challenge or quest that must be undertaken.

. Refusal of the Call: "A Hero often refuses [or is reluctant] to take on the Journey because of fears
and insecurities that have surfaced from the Call to Adventure. The Hero may not be willing
to make changes, preferring the safe haven of the Ordinary World. This becomes an
essential stage that communicates the risks involved in the Journey that lies ahead. Without
risks and danger or the likelihood of failure, the audience will not be compelled to be a part
of the Hero's Journey."

. Meeting with the Mentor: "The Hero meets a Mentor to gain confidence, insight, advice, training,
or magical gifts to overcome the initial fears and face the Threshold of the adventure. The
Mentor may be a physical person, or an object such as a map, a logbook, or other writing."

. Crossing the Threshold: "Crossing the threshold signifies that the Hero has finally committed to
the Journey. He is prepared to cross the gateway that separates the Ordinary World from the
Special World."

. Tests, Allies, Enemies: "Having crossed the threshold, the Hero faces Tests, encounters Allies,
confronts Enemies, and learns the rules of this Special World. The Hero needs to find out
who can be trusted. Allies are earned, a Sidekick may join up, or an entire Hero Team
forged. The Hero must prepare himself for the greater Ordeals yet to come and needs this
stage to test his skills and powers, or perhaps seek further training from the Mentor. This
Initiation into this Special World also tests the Hero's commitment to the Journey, and
questions whether he can succeed.”

. Approach to the Inmost Cave: "The Hero must make the preparations needed to approach the

Inmost Cave that leads to the Journey's heart, or central Ordeal. Maps may be reviewed,

attacks planned, a reconnaissance launched, and possibly the enemies forces whittled down

before the Hero can face his greatest fear, or the supreme danger lurking in the Special

World." The Approach may be a time for some romance or a few jokes before the battle, or it

may signal a ticking clock or a heightening of the stakes.

. Ordeal: "The Hero engages in the Ordeal, the central life-or-death crisis, during which he faces his



greatest fear, confronts his most difficult challenge, and experiences "death". His Journey
teeters on the brink of failure. The Ordeal is the central magical Stage of any Journey. Only
through "death" can the Hero be reborn, experiencing a resurrection that grants greater
power or insight to see the Journey to the end."

9. Reward (Seizing the Sword): "The Hero has survived death, overcome his greatest fear, slain the
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dragon, or weathered the crisis of the heart, and now earns the Reward that he has
sought. The Hero's Reward comes in many forms: a magical sword, an elixir, greater
knowledge or insight, reconciliation with a lover. Whatever the treasure, the Hero has
earned the right to celebrate. The Hero may have earned the Reward outright, or the Hero
may have seen no option but to steal it. The Hero may rationalize this Elixir theft, having
paid for it with the tests and ordeals thus far. But the consequences of the theft must be
confronted as the Shadow forces race to reclaim the Elixir that must not see the light of the
Ordinary World."
The Road Back: "The Hero must finally recommit to completing the Journey and accept the
Road Back to the Ordinary World. A Hero's success in the Special World may make it
difficult to return. Like Crossing the Threshold, The Road Back needs an event that will push
the Hero through the Threshold, back into the Ordinary World. The Event should re-
establish the Central Dramatic Question, pushing the Hero to action and heightening the
stakes. The Road Back may be a moment when the Hero must choose between the Journey
of a Higher Cause verses the personal Journey of the Heart."
Resurrection: "The Hero faces the Resurrection, his most dangerous meeting with
death. This final life-or-death Ordeal shows that the Hero has maintained and can apply all
that he has brought back to the Ordinary World. This Ordeal and Resurrection can represent
a "cleansing" or purification that must occur now that the Hero has emerged from the land of
the dead. The Hero is reborn or transformed with the attributes of the Ordinary self in
addition to the lessons and insights from the characters he has met along the road. The
Resurrection may be a physical Ordeal, or final showdown between the Hero and the
Shadow. This battle is for much more than the Hero's life. Other lives, or an entire world
may be at stake and the Hero must now prove that he has achieved Heroic status and
willingly accept his sacrifice for the benefit of the Ordinary World. Other Allies may come to
the last minute rescue to lend assistance, but in the end the Hero must rise to the sacrifice at
hand. He must deliver the blow that destroys the Death Star (Star Wars), or offer his hand
and accept the "magic" elixir of love."
Return with the Elixir: "The Return with the Elixir is the final Reward earned on
the Hero's Journey. The Hero has been resurrected, purified and has earned the
right to be accepted back into the Ordinary World and share the Elixir of the
Journey. The true Hero returns with an Elixir to share with others or heal a
wounded land. The Elixir can be a great treasure or magic potion. It could be love,
wisdom, or simply the experience of having survived the Special World. Even the
tragic end of a Hero's Journey can yield the best elixir of all, granting the audience
greater awareness of us and our world (Citizen Kane)."



