
Narrative structures

Chronological – sequence of events (a timeline)


Freytag: Rise, fall, resolution – conflict driven

Gustav Freytag describes his famous Freytag Triangle. Freytag graphs the plot of a story verses time. When graphing the plot, we are interested in its "density" or the "thickening" of the focus on the primary problem of the story. This should correspond with the reader's interest. 

And so we learn that stories have three main parts (as Aristotle pointed out--a beginning, middle, and end.) The first is the Desis--complication or rising action. The second is the Peripeteia (Pur – pa – tia) --the "thickest" part of the plot, the climax or crisis. And finally the Denouement (Day – new – ma) --solving the problem or falling action (Meadows 2003). 


Circular narrative – starts and ends with person in same place IE “I couldn’t believe I was standing over my best friend’s body with a bloody knife in my hand” story told from flashback and ends with explanation of how first line came to be.  Flashback – gives the reader background information essential to understanding the plot or character’s motive.

Hero’s journey – 

A. DEPARTURE

1. The Call to Adventure is the point in a person’s life when something important happens that sends

the person in a new direction.

2. *Supernatural Aid. Once the hero has started the adventure, a guide or magical helper appears to

provide help. The helper does not have to be human.

3. The Crossing of the First Threshold is the point when the person actually begins his or her

adventure. The hero leaves his or her familiar neighborhood and normal life and goes into unknown

and dangerous places where the rules are not known.

4. The Road of Trials is a series of tests, tasks, or ordeals that a person must undergo as part of

becoming a hero.

5. The Temptation. At some point in the adventure, the hero will be tempted to quit the journey and go

home.  Ultimately, the hero moves on with the journey and faces the realization that his/her goal holds great meaning in his/her life. 

6. *Apotheosis (rise to glory). After facing and surviving the great power in his or her life, the hero may have an experience of the oneness and beauty of the universe.  For some heroes it is like being in heaven.  It is a period of rest and reflection before the return journey is made.

7. The Ultimate Boon is the achievement of the goal of the quest.  It is what the person went on the

journey to get.

8. The Crossing of the Return Threshold. The hero crosses a threshold to return just as when the

adventure began. The hero’s task at this point is to remember what was learned during the quest, and to

use it to make life better for him or her and others.
