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(IV) Costruire plot interessanti

Roberto Grassi



DISCLAIMER

Quanto segue e frutto di riflessioni, esperienze e
conoscenze personali.

Non prendetelo come testo sacro, ovviamente, e non
aspettatevi verita. Lo scopo principale di questi incontri €
sollevare dubbi e fornire strade per le risposte.

Il materiale e liberamente diffondibile.

Se ci sono domande fatele pure durante la nostra
chiacchierata oppure scrivetemi.
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Posizionarsi sullo story arc

Il mio modo di creare plot
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REVELATION

Atonement

Tansformation

death & rebirth

Propp's theory says...

PREPARATION a community or family is in an ordered state of
being
COMPLICATION the villain harms a member of the hero's family
the hero plans action against the villain
TRANSFERENCE | the hero is given a magical gift
the hero arrives al the place he can fulfll his quest
STRUGGLE there is a struggle between the hero and the
villain
RETURN the hero escapes
a task is set for the haro
the hero accomplishes the task
RECOGNITION the hero is rewarded
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Le «storie» in un gdr




Costruire e
rinforzare i legami Conflicts
tra gli elementi

: That face
Setting internal or
external

Convey us a

That move in g

Character(s)

Y

through

That interact
between them

Structured Plot

Ripasso: Storia, Personaggi e Struttura




https://coreydtruax.files.wordpress.com/2016/09/types-of-conflict.jpg?w=550
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Conflicts

Face internal

Character(s) or external

Inte ract

between them

Structured Plot
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https://www.thoughtco.com/common-book-themes-1857647

Themes in Literature

T — v

Judgment Survival Peace and War Love Heroism

pr O B Q@ W

Good and Evil Circle of Life Suffering Deception Coming of Age

Convey us a

ThoughtCo.

Character(s)

through

Structured Plot
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http://www.thestickingplace.com/projects/projects/mackendrick/character-relationship-map/

Ambito
«familiare» Cio che faccio per chi amo

Personaggio

Amnito Cio che faccio perché devo

«lavorativo»
\ Mettere
Ambito

«hobbystico» Cid che facci hé mi i in crisi
10 Che TaCCIo percne mi pilace questi

aspetti

Character(s)

N,/

That interac
between them

through

Structured Plot
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https://i2.wp.com/writeonsisters.com/wp-content/uploads/2015/03/Love_Actually Interconnections.jpg

Character map

Bianca
Cassio’s mistress in
loser of Cypress.
Cassio
Othello’s Lisutenant,

a Florentine

lago suspects
s affar between

Othello
A Moor, leader in
Venetian army

Emilia
lago’s wife and

Desdemona’s waiting
woman.

deceived by

married

lago
Othello’s ensign or
flag bearer.

decelved by

Roderigo
A pawnin lago’s plot

Costruire,
modificare e
distruggere
legami

Brabantio
A Venetian Senator.

daughter of

Desdemona
AVenetian
noblewoman.
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Gli eventi significativi che accadono in fiction devono rinforzare questa struttura.

Costruire e
rinforzare i legami Conflicts
tra gli elementi

: That face
Setting internal or
external

Convey us a

That move in a

Character(s)

N__/

through

That interact
between them

Structured Plot
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Consigli Generali




= Conoscere il personaggio e le sue motivazioni
= Costruire relazioni e legami tra PG e PG
= Costruire relazioni e legami tra PG e PNG

That interact
between them

13

Consigli Generali



" Le interazioni del personaggio con il
setting devono o possono avere forti
ripercussioni sul personaggio per essere
significative.

" In che modo il setting interagisce con il
personaggio? Il personaggio lo subisce?

_ Lo plasma? Lo teme?
That move in a

14

Consigli Generali



=" Qual e o quali
sono i conflitti
di fondo del

personaggio?

= Man vs Man?
= Man vs Self?

= Man vs
Supernatural?

That face
internal or
external

15
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" Qual e il tema del gioco (se c’e?)

= Judgment

= Survival (Lux et Umbra, Magia e Acciaio)
= Peace and War

= Love

* Heroism (Magia e Acciaio)

= Good and Evil (Lux et Umbra, Magia e Acciaio)
= Circle of Life Convey us a
= Suffering (Lux et Umbra)
= Deception

= Coming of Age

Structured Plot

16
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In che modo i giocatori ed il Master
sono aiutati ad ottenere questo

risultato?
La Storia & Sempre che lo vogliano?
generata prima
di giocare. Inizio della Fine della
sessione di Story Before sessione di
gioco . . gioco
Il sistema supporta o meno la Storia.
Evento l | Evento l I Fvento | I Events
/ Fatto 1 [ ’] / Fatto 2 | ’] / Fatto ... | ’] / Fatt&'n
Inizio della Fine della
sessione di Story Now sessione di
gioco . . i
Il sistema produce la Storia. gloco
Evento l | Evento l [ Evento | [ Eventa
/ Fatto 1 | | / Fatto 2 | | / Fatto ... | | / Fatté'n
La Storia e
Inizio della Fine della generata dopo
sessione di Story After sessione di I . t
gioco . . . gioco d glocata
La Storia e costruita dopo la partita
Evento Evento Evento Evento
/ Fatto 1 / Fatto 2 J Fatto ... / Fatton |}
l
|
18 j

Story Before, Story Now, Story After



La Storia e
generata prima
di giocare. Inizio della

sessione di Story Before sessione di
gioco . R gioco
% Il sistema supporta o meno la Storia.

Evento l I Evento l I Fvento | I Evenity
/ Fatto 1 || / Fatto 2 |’| / Fatto ... |'| / Fatt@'n

In questo caso, i personaggi dovranno produrre

eventi nella fiction che non dovranno

compromettere un plot gia disegnato. Per ottenere

guesto risultato:

* || sistema deve consentire a chi sta guidando la
storia di poterla pilotare (railroad)

* || sistema deve consentire di non far accadere
determinati eventi.

Fine della

19
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Inizio della Fine della
sessione di Story Now sessione di

gloce Il sistema produce la Storia. gloce
Evento l I Evento l [ Evento | [ Events
[ Fatto 1 | | / Fatto 2 | | / Fatto... | | / Fatte'n

In questo caso, il sistema fornisce precise linee guida
su come sviluppare il plot in modo che tutti gli
elementi descritti prima siano coerentemente
eseguiti.
'esecuzione del sistema di gioco porta alla creazione
di una Storia attraverso le sue regole.
Per questo motivo e necessario che il sistema di
gioco sia piu «focalizzato» solo sulla creazione di un
determinato tipo di eventi e non di altri.

Story Before, Story Now, Story After

20




La Storia e

Inizio della Fine della generata dopo
sessione di Story After sessione di Ia giocata

gioco e . . ioco
La Storia & costruita dopo la partita ®
Evento Evento Evento Evento
|‘ = = =
J Fatto 1 / Fatto 2 J Fatto ... J Fatton 1

Due tipi di approccio:

1) Sono eventi che sono poi ri-raccontati «a Storia» dopo
averle giocate

2) Sono storie create con sistemi di gioco debolmente
focalizzati che forniscono regole che possono supportare
sia un gioco tradizionale (nel senso di generazione di
eventi/fatti senza rilevanza per il plot) che un gioco
focalizzato. In tal caso e necessario, ove richiesto,
integrarli con linee guida di aiuto al gruppo nel caso in cui
volesse focalizzarle (Lux et Umbra, Magia e Acciaio,
Levity...).

Story Before, Story Now, Story After

21



Per gestire e facilitare questi tipi di giochi e

necessario:

- Conoscere il framework di Levity

- Conoscere il regolamento di gioco

- Conoscere tecniche di story telling

- Conoscere il genere di riferimento e la
produzione letteraria, fumettistica e
cinematografica (perché portano
informazioni su come gestire la partita e
come raccontare la fiction).

1;'(ﬁochidi

Narrazione

Story
Telling

C

Forme di
Narrazione

22

Story Before, Story Now, Story After




Magia e Accia g

Chirico Q @ @

Potenza

4

Accede a magie di difesa
e attacco su/con esseri
umani. o

La magia sul mondo
naturale e sul mondo
mnmmhl
effetto.
Sacommmmi

e 2198837 juuy @

(=)
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Esempio: Magia e Acciaio



Fux Et Ambra

Medium ‘?

Il Male puo essere +1 gettone per acquistare Tiri Sicuri

contattato. lo
sono in grado di i
farlo. Solo cosi morali
possiamo capire
la sua essenza

Patrimonio Autostima Affetti Sicurezza Autonomia

Corruzione

n Atletica 1 m; zm

1
Coraggio -
({1 3

Voce Oltre la Soglia o |
* 4
Terzo Occhio 5
Armi Leggere .; 6
Armi Arcane : ‘ 7
= 8

Manipolare I'Arcano o
9
Medicina Alternativa 10

Esempio: Lux et Umbra



VEPSU IB Fr‘[]ntier‘a (+ costo su Tiro Sicuro se non
. relativo al proprio Destino)
Bounty Killer

—

>

«Alla Frontiera la
giustizia non esiste. Io / Per chi

restituisco giustizia a | 0 Perme | Duello ‘%‘

coloro che non sono |\

in grado di \\ - Dt \‘_/ @ @ @ @

prendersela da sé. Io . y g
SONO la Giustizia.» \m\m‘y O ® O ® O @
r =——'| 000000
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Esempio: Verso la Frontiera




AGENDA

Costruire plot interessanti

- Ripasso: Storia, Personaggi e Struttura
- Consigli generali

- Story Before, Story Now, Story After
» Posizionarsi sullo story arc

- I mio modo di creare plot

26




ARCHPLOT STRUCTURE Inmost Cave

(AKA: Classic plot, the hero’s journey, goal-oriented plot, Aristotelian story shape, energeia plot, Also Known As:
and Hollywood screenwriting structure) = Energetic Marker 3: Crisis

Dark Night of the Soul

Archplot is a goal-oriented plot where, “for better or worse, an event throws a character’s life out of bal-
ance, arousing in him the conscious and/or unconscious desire for that which he feels will restore balance, Abyss and Revelation
launching him on a Quest for his Object of Desire against forces of antagonism (inner, personal, extra- Plot Point Two
personal). He may or may not achieve it” (McKee, 196). Film Examples: Toy Stary, The Godfather, Back to = Act Two Climax

Seizing the Sword
Also known as:
Energetic Marker 4: Climax

the Future, Star Wars, Etc. (Most American Hollywood films use arch plot). Book Examples: Harry Potter = The Major Assault - T’T? Fﬁmax .
(Rowling), Hunger Games (Collins), Speak (Anderson), Pride & Prejudice (Austen), Hamlet (Shakespeare), - Death of the Ego E = Seizing the P_nZE
The Odyssey (Homer), etc. R @ = Transformation

= Death Experience « Finale
“I took a master class with Billy Wilder once and he said that in the first act of a story you put your character up in @ * Rock Bottom - Break Into Three
tree and the second act you set the tree on fire and then in the third you get him down.” - Gary Kurtz (Film Producer) = The Ordeal - The Final Incident

= The Crisis @

= Big Change

Epiphany

Final Push

Also known as:
* The Descent
= The Sprint

Tests, Allies, and Enemies
Also known as:

The Fun and Games
Resistance and Struggle
Rising Action and Obstacles

Crossing the First Threshold
Also known as:

Energetic Marker 1: End of
the Beginning

The Point of No Return

Return with the Elixir
Also known as:

= Transformation and Return
Rapidly Falling Action

Refusal of the Call

Also known as: = Committing to the Goal = Belly of the Whale * The Road Back
* Threshold Guardians = Act One Climax = Push to Breaking Point * Denouement
= Defining Moment = Plot Point One = The Special World @ . * New Life
= Separation = Break into Two = Road of Trials Approaching Inmost Cave * Resolution
= Reluctance = Turning Point One Also known as: = Aftermath
= New Situation = The Threshold = Challenges and Temptations A New Status Quo
= The Debate = Awakening = Grace and Fall

Resistance and Struggle
Complications and Higher Stakes
The Bad Guys Close In

Meeting Mentor

Mid-Point * Intensification
Also known as: * Preparation
Call to Adventure = Energetic Marker 2: * Rising Action
Also known as: Halfway Point » Obstacles
= Inciting Incident X = Mid-Act Climax
= The Call to Action ' = Moment of Grace or the
= The Catalyst X Mind-Fuck Moment
' = Moment of Enlightenment
. = Commitment to the Journey
Ordinary World > L ' = Progress
. I '
Also known as: '
= The Known | | | | | | | | | An average Hollywood
* The Set-Up 1 10 20 30 40 50 60 70 80 90 100 110 12| fimis 120 minutes
= The Status Quo lang. Using screenplay
= Limited Awareness format, one page = one
minute of screen time,
ACT ONE: BEGINNING ACT TWO: MIDDLE ACT THREE: END
Set-Up / Incitement / Ordinary World Confrontation / Set Back / Special World Resolution / Climax / Ordinary World

Information on this handout comes from the following sources: The Plot Whisperer (Alderson), The Hero with a Thousand Faces (Campbell), Novel Writing Help (Chapman), Sereen-
. play (Field), The Sequence Approach (Guilino), Writing Screenplays that Sell (Hauge), Inside Story (Marks), Story (McKee), Tools for Analyzing Prose Fiction (McManus), Save the Cat
’ng”d Sundberg 2013 (Snyder), Three Act Structure (TV Tropes), The Writer’s Journey (Vogler), and The Moral Premise (Williams)

27
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ARCHPLOT STRUCTURE Inmost Cave

(AKA: Classic plot, the hero’s journey, goal-oriented plot, Aristotelian story shape, energeia plot, Also Known As:
and Hollywood screenwriting structure) = Energetic Marker 3: Crisis

Dark Night of the Soul

Archplot is a goal-oriented plot where, “for better or worse, an event throws a character’s life out of bal-
ance, arousing in him the conscious and/or unconscious desire for that which he feels will restore balance, Abyss and Revelation
launching him on a Quest for his Object of Desire against forces of antagonism (inner, personal, extra- Plot Point Two
personal). He may or may not achieve it” (McKee, 196). Film Examples: Toy Stary, The Godfather, Back to = Act Two Climax

Seizing the Sword
Also known as:
Energetic Marker 4: Climax

the Future, Star Wars, Etc. (Most American Hollywood films use arch plot). Book Examples: Harry Potter = The Major Assault - T’T? Fﬁmax .
(Rowling), Hunger Games (Collins), Speak (Anderson), Pride & Prejudice (Austen), Hamlet (Shakespeare), - Death of the Ego E = Seizing the P_nZE
The Odyssey (Homer), etc. R @ = Transformation

= Death Experience « Finale
“I took a master class with Billy Wilder once and he said that in the first act of a story you put your character up in @ * Rock Bottom - Break Into Three
tree and the second act you set the tree on fire and then in the third you get him down.” - Gary Kurtz (Film Producer) = The Ordeal - The Final Incident

= The Crisis @

= Big Change

Epiphany

Final Push

Also known as:
* The Descent
= The Sprint

Tests, Allies, and Enemies
Also known as:

The Fun and Games
Resistance and Struggle
Rising Action and Obstacles

Crossing the First Threshold
Also known as:

Energetic Marker 1: End of
the Beginning

The Point of No Return

Return with the Elixir
Also known as:

= Transformation and Return
Rapidly Falling Action

Refusal of the Call

Also known as: = Committing to the Goal = Belly of the Whale * The Road Back
* Threshold Guardians = Act One Climax = Push to Breaking Point * Denouement
= Defining Moment = Plot Point One = The Special World @ . * New Life
= Separation = Break into Two = Road of Trials Approaching Inmost Cave * Resolution
= Reluctance = Turning Point One Also known as: = Aftermath

Challenges and Temptations A New Status Quo
Grace and Fall

Resistance and Struggle
Complications and Higher Stakes
The Bad Guys Close In

= New Situation
= The Debate
= Meeting Mentor

The Threshold
Awakening

Mid-Point * Intensification
Also known as: * Preparation
Call to Adventure = Energetic Marker 2: * Rising Action
Also known as: Halfway Point » Obstacles
= Inciting Incident @ . « Mid-Act Climax
= The Call to Action ' = Moment of Grace or the
= The Catalyst X Mind-Fuck Moment
' = Moment of Enlightenment
. = Commitment to the Journey
Ordinary World 5 L 1 @ ' = Progress
. I 1 '
Also known as: '
= The Known | | | | | | | | | An average Hollywood
* The Set-Up 1 10 20 30 40 50 60 70 80 90 100 110 12| fimis 120 minutes
= The Status Quo lang. Using screenplay
= Limited Awareness format, one page = one
minute of screen time,
ACT ONE: BEGINNING ACT TWO: MIDDLE ACT THREE: END
Set-Up / Incitement / Ordinary World Confrontation / Set Back / Special World Resolution / Climax / Ordinary World

Information on this handout comes from the following sources: The Plot Whisperer (Alderson), The Hero with a Thousand Faces (Campbell), Novel Writing Help (Chapman), Sereen-
. play (Field), The Sequence Approach (Guilino), Writing Screenplays that Sell (Hauge), Inside Story (Marks), Story (McKee), Tools for Analyzing Prose Fiction (McManus), Save the Cat
’ng”d Sundberg 2013 (Snyder), Three Act Structure (TV Tropes), The Writer’s Journey (Vogler), and The Moral Premise (Williams)
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ARCHPLOT STRUCTURE Inmost Cave

(AKA: Classic plot, the hero’s journey, goal-oriented plot, Aristotelian story shape, energeia plot, Also Known As:
and Hollywood screenwriting structure) = Energetic Marker 3: Crisis

Dark Night of the Soul

Archplot is a goal-oriented plot where, “for better or worse, an event throws a character’s life out of bal-
ance, arousing in him the conscious and/or unconscious desire for that which he feels will restore balance, Abyss and Revelation
launching him on a Quest for his Object of Desire against forces of antagonism (inner, personal, extra- Plot Point Two
personal). He may or may not achieve it” (McKee, 196). Film Examples: Toy Stary, The Godfather, Back to = Act Two Climax

Seizing the Sword
Also known as:
Energetic Marker 4: Climax

the Future, Star Wars, Etc. (Most American Hollywood films use arch plot). Book Examples: Harry Potter = The Major Assault - T’T? Fﬁmax .
(Rowling), Hunger Games (Collins), Speak (Anderson), Pride & Prejudice (Austen), Hamlet (Shakespeare), - Death of the Ego E = Seizing the P_nZE
The Odyssey (Homer), etc. R @ = Transformation

= Death Experience « Finale
“I took a master class with Billy Wilder once and he said that in the first act of a story you put your character up in @ * Rock Bottom - Break Into Three
tree and the second act you set the tree on fire and then in the third you get him down.” - Gary Kurtz (Film Producer) = The Ordeal - The Final Incident

= The Crisis @

= Big Change

Epiphany

Final Push

Also known as:
* The Descent
= The Sprint

Tests, Allies, and Enemies
Also known as:

The Fun and Games
Resistance and Struggle
Rising Action and Obstacles

Crossing the First Threshold
Also known as:

Energetic Marker 1: End of
the Beginning

The Point of No Return

Return with the Elixir
Also known as:

= Transformation and Return
Rapidly Falling Action

Refusal of the Call

Also known as: = Committing to the Goal = Belly of the Whale * The Road Back
* Threshold Guardians = Act One Climax = Push to Breaking Point * Denouement
= Defining Moment = Plot Point One = The Special World @ . * New Life
= Separation = Break into Two = Road of Trials Approaching Inmost Cave * Resolution
= Reluctance = Turning Point One Also known as: = Aftermath

Challenges and Temptations A New Status Quo
Grace and Fall

Resistance and Struggle
Complications and Higher Stakes
The Bad Guys Close In

= New Situation
= The Debate
= Meeting Mentor

The Threshold
Awakening

Mid-Point * Intensification
Also known as: * Preparation
Call to Adventure = Energetic Marker 2: * Rising Action
Also known as: Halfway Point » Obstacles
= Inciting Incident @ . « Mid-Act Climax
= The Call to Action ' = Moment of Grace or the
= The Catalyst X Mind-Fuck Moment
' = Moment of Enlightenment
. = Commitment to the Journey
Ordinary World 5 L 1 @ ' = Progress
. I 1 '
Also known as: '
= The Known | | | | | | | | | An average Hollywood
* The Set-Up 1 10 20 30 40 50 60 70 80 90 100 110 12| fimis 120 minutes
= The Status Quo lang. Using screenplay
= Limited Awareness format, one page = one
minute of screen time,
ACT ONE: BEGINNING ACT TWO: MIDDLE ACT THREE: END
Set-Up / Incitement / Ordinary World Confrontation / Set Back / Special World Resolution / Climax / Ordinary World

Information on this handout comes from the following sources: The Plot Whisperer (Alderson), The Hero with a Thousand Faces (Campbell), Novel Writing Help (Chapman), Sereen-
. play (Field), The Sequence Approach (Guilino), Writing Screenplays that Sell (Hauge), Inside Story (Marks), Story (McKee), Tools for Analyzing Prose Fiction (McManus), Save the Cat
’ng”d Sundberg 2013 (Snyder), Three Act Structure (TV Tropes), The Writer’s Journey (Vogler), and The Moral Premise (Williams)
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ARCHPLOT STRUCTURE Inmost Cave

(AKA: Classic plot, the hero’s journey, goal-oriented plot, Aristote an stc v shape, energ.solot, Also Known As:
and Hollywood screenwriting structure) = Energetic Marker 3: Crisis

Dark Night of the Soul

Archplot is a goal-oriented plot where, “for better or worse, an event { ows a ch_tacter’s life out of bal-
ance, arousing in him the conscious and/or unconscious desire for thaj which he fi s will restore balance, Abyss and Revelation
launching him on a Quest for his Object of Desire against farces of ant 3onism (inn_\, personal, extra- o Raint Two

personal). He may or may not achieve it” (McKee, 196). Film Example * Toy Story, 1 » Godfather, Back to = Act TwoRNNeax

the Future, Star Wars, Etc. (Most American Hollywood films use arch [ ot). Book Exa_ ples: Harry Potter The Major Assu¥ \
(Rowling), Hunger Games (Collins), Speak (Anderson), Pride & Prejud| = (Austen), Hari_=t (Shakespeare), Death of the £

The Odyssey (Homer), etc. eath of the Ego

Seizing the Sword

Also known as:
= Energetic Marker 4: Climax
= The Climax

E = Seizing the Prize
@ = Transformation

; S
= Death Experience « Finale
“I took a master class with Billy Wilder once and he said that in the first act! f a story you put youl Sharacter up in a * Rock Bottom N - Break Into Three
tree and the second act you set the tree on fire and then in the third you get im down.” - Gary Kuri \Film Producer) = The Ordeal - The Final Incident
* The Crisis @
= Big Change
Epiphany

Final Push

Also known as:
* The Descent
= The Sprint

Tests, Allies, and Enemies
Also kni_wn as:

= The | wn and Games
Resist \nce and Struggle
Rising" ction and Obstacles

Crossing the First Tl ‘eshold
Also known as:

Energetic Marker || End of
the Beginning

The Point of No R, ‘urn

Return with the Elixir
Also known as:
= Transformation and Return
Rapidly Falling Action
The Road Back

Refusal of the Call

Also known as: = Committing to th| Goal = Belly of ‘he Whale
* Threshold Guardians = Act One Climax = Push to | «eaking Point * Denouement
* Defining Moment + Plot Point One - The Speci M World @ . * New Life
= Separation « Break into Two * Road of Ti 1l Approaching Inmost Cave * Resolution
= Reluctance = Turning Point Of Also known as: = Aftermath

A New Status Quo

Challenges and Temptations
Grace and Fall

Resistance and Struggle
Complications and Higher Stakes
The Bad Guys Close In

= New Situation
= The Debate
= Meeting Mentor

The Threshold
Awakening

Mid-Point * Intensification
Also known as: * Preparation
Call to Adventure = Energetic Marker 2: * Rising Action
Also known as: Halfway Point » Obstacles
= Inciting Incident X = Mid-Act Climax
* The Call to Action ' = Moment of Grace or the
= The Catalyst X Mind-Fuck Moment
' = Moment of Enlightenment
. = Commitment to the Journey
Ordinary World > L ' = Progress
. I '
Also known as: '
= The Known | | | | | | | | | An average Hollywood
* The Set-Up 1 10 20 30 40 50 60 70 80 90 100 110 12| fimis 120 minutes
= The Status Quo lang. Using screenplay
= Limited Awareness format, one page = one
minute of screen time,
ACT ONE: BEGINNING ACT TWO: MIDDLE ACT THREE: END
Set-Up / Incitement / Ordinary World Confrontation / Set Back / Special World Resolution / Climax / Ordinary World

Information on this handout comes from the following sources: The Plot Whisperer (Alderson), The Hero with a Thousand Faces (Campbell), Novel Writing Help (Chapman), Sereen-
. play (Field), The Sequence Approach (Guilino), Writing Screenplays that Sell (Hauge), Inside Story (Marks), Story (McKee), Tools for Analyzing Prose Fiction (McManus), Save the Cat
’ng”d Sundberg 2013 (Snyder), Three Act Structure (TV Tropes), The Writer’s Journey (Vogler), and The Moral Premise (Williams)
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ARCHPLOT STRUCTURE Inmost Cave

(AKA: Classic plot, the hero’s journey, goal-oriented plot, Aristotelic  story shay w. energeia plot, Also Known As:
and Hollywood screenwriting structure) = Energetic Marker 3: Crisis

Dark Night of the Soul

Archplot is a goal-oriented plot where, “for better or worse, an event thrd rs a character’s il iz out of bal-
ance, arousing in him the conscious and/or unconscious desire for that wl :h he feels will res jre balance, Abyss and Revelation
launching him on a Quest for his Object of Desire against forces of antagol sm (inner, personal, tra- Plot Point Two
personal). He may or may not achieve it” (McKee, 196). Film Examples: T| 1 Stary, The Godfathel, Rack to Act Two Climax

Seizing the Sword
Also known as:
Energetic Marker 4: Climax

the Future, Star Wars, Etc. (Most American Hollywood films use arch plot) Book Examples: Harry F_tfer - TrioWtaior Assault - T’T? Fﬁmax .
(Rowling), Hunger Games (Collins), Speak (Anderson), Pride & Prejudice (4 sten), Hamlet (Shakespea: )\, « Death o ~Fgo E = Seizing the P_nZE
The Odyssey (Homer), etc. T @ = Transformation

= Death Experierc « Finale
"I taok a master class with Billy Wilder once and he said that in the first act of a si ry you put your character up in a * Rock Bottom - Break Into Three
tree and the second act you set the tree on fire and then in the third you get him d wn.” - Gary Kurtz (Film Producer) = The Ordeal - The Final Incident

* The Crisis @

= Big Change

Epiphany

Final Push

Also known as:
* The Descent
= The Sprint

Tests, Allies, and Enemie:
Also known as:

The Fun and Games
Resistance and Struggle
Rising Action and Obstacles

Crossing the First Threshe d
Also known as:

Energetic Marker 1: End ¢
the Beginning
Refusal of the Call The Point of No Return

. Return with the Elixir
Also known as: = Committing to the Goal '

Also known as:
= Transformation and Return
Rapidly Falling Action

= Belly of the Whale * The Road Back
* Threshold Guardians = Act One Climax = Push to Breaking Point * Denouement
= Defining Moment = Plot Point One = The Special World @ . * New Life
= Separation = Break into Two = Road of Trials Approaching Inmost Cave * Resolution
= Reluctance = Turning Point One Also known as: = Aftermath
= New Situation = The Threshold = Challenges and Temptations A New Status Quo
= The Debate = Awakening = Grace and Fall

Resistance and Struggle
Complications and Higher Stakes
The Bad Guys Close In

Meeting Mentor

Mid-Point * Intensification
Also known as: * Preparation
Call to Adventure = Energetic Marker 2: * Rising Action
Also known as: Halfway Point » Obstacles
= Inciting Incident = Mid-Act Climax
= The Call to Action = Moment of Grace or the
= The Catalyst Mind-Fuck Moment
= Moment of Enlightenment
= Commitment to the Journey
Ordinary World > L = Progress
. I
Also known as:
= The Known | | | | | | | | | An average Hollywood
* The Set-Up 1 10 20 30 40 50 60 70 80 90 100 110 12| fimis 120 minutes
= The Status Quo lang. Using screenplay
= Limited Awareness format, one page = one
minute of screen time,
ACT ONE: BEGINNING ACT TWO: MIDDLE ACT THREE: END
Set-Up / Incitement / Ordinary World Confrontation / Set Back / Special World Resolution / Climax / Ordinary World

Information on this handout comes from the following sources: The Plot Whisperer (Alderson), The Hero with a Thousand Faces (Campbell), Novel Writing Help (Chapman), Sereen-
. play (Field), The Sequence Approach (Guilino), Writing Screenplays that Sell (Hauge), Inside Story (Marks), Story (McKee), Tools for Analyzing Prose Fiction (McManus), Save the Cat
’ng”d Sundberg 2013 (Snyder), Three Act Structure (TV Tropes), The Writer’s Journey (Vogler), and The Moral Premise (Williams)
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AGENDA

Costruire plot interessanti

- Ripasso: Storia, Personaggi e Struttura
- Consigli generali

- Story Before, Story Now, Story After

- Posizionarsi sullo story arc

» Il mio modo di creare plot
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* Ad ogni step raccolgo
informazioni su questi
legami e costruisco
connessioni.

* Se non ho sufficienti
informazioni allora
continuo a riproporle
nella fiction sino a
qguando non mi e chiaro

* Costruisco le scene o le
sequenze di scene come
se fosse una
sceneggiatura.

Structured Plot
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Quando le relazioni
sono chiare inizio ad
«attaccarle» e a Conflicts
cercare di modificarle
o rinforzarle o metterle
in dubbio.

That face
internal or
external

Setting

Convey us a

That move in a

Character(s)

N__/

through

That interact
between them

Structured Plot
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Quando tutti i percorsi
sono stati esplorati

allora quel plot non ha Conflicts
piu nulla da dirci.

: That face
Setting internal or
external

Convey us a

That move in a

Character(s)

N__/

through

That interact
between them

Structured Plot
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Si realizza il theme
attraverso il gioco?
Si, solo se i giocatori Conflicts

vogliono.

: That face
Setting internal or
external

Convey us a

That move in a

Character(s)

N__/

through

That interact
between them

Structured Plot
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