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Part One 

Setup – Hero as Orphan, being adopted by the reader 

• Introduce the Hero (first 2 scenes) – let your 

reader get to know your hero pre-quest. 

o Who they are, where they are going, 

their inner demons, their dreams, their 

world view… 

• Set Hook (by page 20-25 – first 3-4 scenes) 

o Something early to get reader’s 

attention.  A tease, so to speak, relating 

to the landscapes or the story ahead.  

Visceral, sensual, emotionally resonant, 

and makes a promise of an intense and 

rewarding experience ahead. 

o Something to sink their teeth into, the 

earlier the better.  Give them an itch 

they just have to scratch. 

• Introduce the story question 

• Establish stakes – reader may not quite ‘get it’ 

now, but you have to plant it so that they do 

when the plot turns 

• Gain reader empathy – through introduction, 

stakes, etc. 

• Foreshadow the antagonistic force – events to 

come 

o Antagonistic force defines the nature of 

the hero’s need, quest, journey.  Needs 

to be front and center contextually at all 

times after Part One.  For now, you can 

just foreshadow it, a sense of 

impending change. 

• Work up to the turning point at end of part one 

– First Plot Point – Preparing for Launch! 

o Accelerate up to the First Plot Point! 
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First Plot Point 

Inciting Incident 

• The opening of the dramatic can of worms, the 

point of no return.  Commence the dance itself! 

• Often the Inciting Incident (although II could 

be earlier) 

• Defines and shifts needs and quest from this 

point forward. 

• The moment when something enters the story 

in a manner that affects the hero’s status and 

plans and beliefs, forcing him or her to take 

action in response.  Problem now must be 

addressed. 

• Moment when story’s primary conflict makes 

its first center stage appearance 

o First full frontal view, or escalation/shifting 

of something already present 

• Opposition (antagonistic force) to the hero’s 

goals or needs or actions must be present! 

• If tension or antagonistic force was already 

present, the FPP makes it more urgent, forcing 

action. 

• HUGE – World is turned on its head - nothing 

is ever the same.  

• Catalyst for change of context(Setup -> 

Response; Orphan -> Wanderer) 

o Plot Points (1PP, MP, 2PP) are context 

shifts.  Setup -> Response -> Attack -> 

Resolution 

� Think of them as the thick poles 

of a heavy teepee, 3 essential to 

stability 

o Remember that plot twists can be 

anywhere, but MUST be at these 

designated spots! 
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Part Two 

Response – Hero as Wanderer 

• Story Begins Here! 

• Hero responds to First Plot Point  

o Including Reluctance – hero is human 

� If effort is put forth, learn 

something from the failure 

o Not ready to resolve, or even attack, but 

doing something in response, 

floundering 

o Has to involve action, whatever that is, 

but no saving the day yet, at least not 

successfully 

• Work up to the turning point at end of part two 

– Midpoint – Revelation 

o Acceleration! 

 

 

 

 

 

 

 

 

Pinch Point One (Halfway through P2) 

Reminder 

• Example or reminder of the nature and 

implications of the antagonistic force 

o Not filtered by hero’s experience, but 

seen in direct form 

• Something bad, reminds us of who the bad guy 

is 

o Give a flash of the storm that is raging,  

• Simple and direct, tangible experience 

• Shown through scene or dialogue (someone 

reminding him of his weaknesses) 

• Raises the stakes 
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Midpoint 

Revelation 

• Hero and Reader receive new bit of 

information – revelation – increased awareness 

o New information that enters the story 

squarely in the middle of it, that 

changes the contextual experience and 

understanding of either the reader, the 

hero, or both. 

• Catalyst for change of context (Response -> 

Attack; Wanderer -> Warrior) 

o Plot Points (1PP, MP, 2PP) are context 

shifts.  Setup -> Response -> Attack -> 

Resolution 

� Think of them as the thick poles 

of a heavy teepee, 3 essential to 

stability 

o Remember that plot twists can be 

anywhere, but MUST be at these 

designated spots! 

o MIDPOINT is different from 1PP and 

2PP – It is the parting of the curtain. 

� It allows either the hero, the 

reader, or both to peek behind 

the curtain of what’s been going 

on, seeing for the first time 

what’s at hand, who’s pulling 

the strings, and what it all really 

means. 

� It may not change the story, but 

it changes the hero’s or reader’s 

understanding, because they 

haven’t been in on the whole 

story yet.   

• Keeping the hero in the 

dark really ratchets up 

the tension, in case 

you’re trying! 
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Part Three 

Attack – Hero as Warrior 

• Opposition is about to confront our emerging 

hero! 

• Hero is ready to go on offensive, taking 

matters into his own hands, going after bad guy 

• Part Three cements the relationship between 

reader and hero.  Reader either: 

o Sees themselves in the hero 

o Can feel what they’re going through 

o Is strapped in for a vicarious ride to 

escape their boring real-life existence. 

o No matter which (or how many), 

DELIVER for them! 

• Hero really attacks his inner demons here that 

we’ve been alluding to all along.  He won’t 

allow them to hold him back any longer. 

 

 

 

 

 

 

 

 

 

 

Pinch Point Two (Halfway through P3) 

Another Reminder 

• Example or reminder of the nature and 

implications of the antagonistic force 

o Not filtered by hero’s experience, but 

seen in direct form 

• Something bad, reminds us of who the bad guy 

is 

o Give a flash of the storm that is raging,  

• Simple and direct, tangible experience 

• Shown through scene or dialogue (someone 

reminding him of his weaknesses) 

• Raises the stakes 
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Second Plot Point 

End of Everything New 

• Final injection of new information into story, 

after which no new expository information 

may enter, and which puts the final piece of 

narrative information in play that gives the 

hero everything they need to become the 

primary catalyst in the story’s conclusion. 
o OR – When the chase scene starts. 

• Last revelation – often weaker that First Plot 

Point, but equally important. 

o Reader receives this information, and 

maybe the hero does too. 

• Changes story, quest is accelerated – new 

doors opened, new strategies hatched, new 

risks with more immediate rewards 

• Reader can smell the ending, even though it 

might be hidden, and they could not smell it a 

scene ago 

• Catalyst for change of context (Attack -> 

Resolution; Warrior -> Martyr (selfless heroic 

champion of everything good)) 

o Plot Points (1PP, MP, 2PP) are context 

shifts.  Setup -> Response -> Attack -> 

Resolution 

� Think of them as the thick poles 

of a heavy teepee, 3 essential to 

stability 

o Remember that plot twists can be 

anywhere, but MUST be at these 

designated spots! 
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Part Four 

Resolution – Hero as Martyr 

• No new information introduced here, unless 

foreshadowed, referenced, or already in play 

o No newcomers, even characters 

• Hero steps up, takes the lead, passes final test, 

proves he is changed, saves the day, does 

whatever is necessary to prevail 

• Demonstration that hero’s demons are 

conquered 

o Apply inner demon defeat towards 

attack on exterior conflict blocking path 

• Hero needs to be the primary catalyst for the 

story’s conclusion 

o Cannot observe or narrate, be 

supporting character, or be rescued 

(MUST take lead) 

• Make reader cry, cheer, applaud, remember, 

FEEL 

• Tie up major loose ends 

o Leave some minors flapping in the 

wind (sequel?  something to keep 

reader thinking?) 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

END! 
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