Storytelling for Everyone

Week One

Edie Everett & Karon Weber
Sept 16, 2024

All About Plots



Welcome to Storytelling for Everyone

While we wait to begin...

** Think about 3 of your favorite stories

Film, book, song, comic, play, myth. article, family tale...

** Scribble down a quick synopsis for each

A couple of bullets describing the plot, characters and setting

** Pick one to share with the class

This will happen a bit later and thanks in advance for participating!



Welcome to Storytelling for Everyone!

Week 3 Week 4

All About Plots All About Character Building Worlds & Visual Storytelling
Environments
Week 5 Week 6 Week 7 Week 8
Work On A Draft >

Thoughts on Dialogue






Take A Spoon

Tell us what this is instead
1. Who uses it?
2. What does it do?
3. How does it help the user?

Then please introduce
yourself and say a bit

about what kind of stories you /
are interested in writing



Stories are sense making mechanisms

They assist in enabling a personal relationship to
the content to help with understanding

As a storyteller, your job is to make it as easy as
possible to understand and care



The goal of telling a story is
to engage your audience

‘ y "‘ 4 B A N§ y -7 2 A
4 - v/ ,
" . ’ . b e e >
ﬁ ‘g .? ]
J ..- a8l .. - y
. - F ’
wNY [l
g 7
- 7 \/ . :
-~ -

p v :
4 N s
- ! ! ] 2% "o
l s > o £
§ ‘ '. 3 »
: ’ J
25 4 ¥/ * /
:
A ”
~
. E -




The engagement contract

Storyteller:

- promises a story worth listeningto  Puts the audience in the front row and
-owhs the lens provides the perspective that makes

them care and curious about the
characters journey.

Audience:
- will give you undivided attention as long as they are engaged

- owns the interpretation based on what they hear/see

- owns the decision if a story is good Bring their personal experiences,

cultural backgrounds and individual
interpretations to the narrative which
influences the meaning and experience
of the story.



Study

* People listened to the same story at
different times and locations.

* Their heartbeats were captured during
the experience.

Finding:

* The heartrates of the people during the
same parts of the story went up and
down together.

Story drives the heartbeat.

MIND AND MATTER: SUSAN PINKER

Storytelling Makes Hearts Beat As One

Research shows that listening to the same narrative leads our heart
rates to rise and fall in unison

By Susan Pinker

1t

{ b Listen (2min)

OMASZ WALENTA

Psychologist Susan Pinker explores new discoveries in the science of human
nature. Read previous columns here.

A human heart is so much more than an organ. No one says they left their




Storytellers work from 3 answers

Who is your audience? (Never everyone)

People who like ... Historians Children Executives

Will they care to listen?

Entertainment Evidence Education Economics

What are you persuading them to do?

Laugh, scream, Cultural preservation Be curious, Invest and fund
buy in learn more



How to engage
the audience?

Is it timely?

Are you adding something
new to a known story?

Does it have a unique angle
or perspective?

Does it ask users to act or
express opinions?

Is it shareables?

Does it celebrate an idea,
person or place?
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LocAL SToRrIES

THAT CAVSE

ENGAGEMENT
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®PLACE EXPLAINERS

Every city has traits, quirks,
mysteries and habits
begging to be dissected.
Place Explainers shed light
on these questions.

EMAJOR BREAKING NEWS

Local areas are saturated
with news. But Major
Breaking News stories
are the BIG stories that
affect the lives of a local

area as a whole.

Think “awww,” think
“awesome,” think
“hilarious.” Most of all,
think positive: Feel-Good
Smilers are made up of
happy or funny stories.

A

® TePICAL BuzZERS

® cROWD PLEASERS

©® CcuRiIOSITY STIMULATORS
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@ NEWS EXPLAINERS

Locals love to brag about
their area. Crowd Pleasers
zero in on that feeling of
pride by highlighting
positive news and local
successes.

A Curiosity Stimulator is
something geeky, unusual,
remarkable, unbelievable or
clever that's tied to your
local area.

News Explainers take local
stories and make sense of
them for people. They
illustrate why or how
something happened.
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A Topical Buzzer is the local
story everyone's talking
about right now.

The key is timing: You must
create it as people are
buzzing.

When people encounter a
Provocative Controversy,
two things happen: they
get ticked off and highly
opinionated.

Ex. Backlash After State Kills

People love beautiful
images of their town, city or
state. Awe-Inspiring Visuals
capture that wonderment
through photos and videos.




Example: Tim Tamashiro
CBC Radio Host

“Early in my training, the coaches taught me that
there are only four kinds of stories to tell on the
radio: ... “head, heart, pocketbook and
transformation radio stories would the the focus
of the narratives | would tell. The stories | would
write and share each day would make the listeners
think and feel...”

“The coaches inspired me to find tales that would
matter to the listeners. The stories needed to be
meaningful. | worked very hard to find ones that
related to the songs, and the song writers. When |
found a story, | would figure out a meaningful
way to understand why it felt meaningful to me.
Did it share facts or an emotion? My challenge
was to write each story and to deliver it on the radio
so that it delighted the audience.”

THE RATPACK .




3 Story Building Blocks

The Character(s) + The World the Story + The Challenges they
Takes Place In Encounter




Imagine a story

The Character(s) + The World the Story +  The Challenges they
Takes Place In Encounter

Rocks with holes in them Oregon Coast An Array of Possibilities



Some Oregon Piddock Stories We Could Tell

1. Personal: curiosity




5. First Person Perspective; what does it feel like?




Story Cubes

Stringing together elements
to make a story




Break into groups
Take a set of cubes

Shake them to reveal
your elements

Write a story that
uses all of the elements



Your Story Cubes

The Character(s) + The World the Story + The Challenges they
Takes Place In Encounter




Let’s Hear Your Story

The Character(s) + The World the Story + The Challenges They
Takes Place In Encounter




Stories work when the hero grows

NEED
WANT

What will make the hero happy?
The motivation behind the Hero’s goal.
What the hero desires and believes will make The NEED overcomes the hero’s flaw and

them happy. counters the LIE they’ve believed up until the
climax of the story. Recognizing this need is
what prompts the hero to change.

FLAW + LIE Acting on this need is what allows them the
triumphin the end.

What personal characteristic (FLAW) combined with

personal belief (LIE) is preventing the hero from |

achieving their goal

*QOriginal goal may or may not be met.



Themes: Thriving and Surviving

' Physical,
MASLOW'S [
SELF-ACTUALIZATION HIERARCHY BLElelielale]

MATURITY VS. IMMATURITY

ESTEEN OF NEEDS

SUCCESS VS. FAILURE FOR WRITERS

 People care about
EEEL\E%IENG how people survive

and thrive
SAFETY

S LIFEVS. A FATE WORSE THAN DEATH

« Products that
PHYSICAL NEEDS enable thriving and

LIFE V'S. DEATH g
surviving sell




Overcoming The Monster

A protagonist faces an evil force
or antagonist and decides to
confront and defeat this enemy
to restore balance and safety.

Comedy

Misunderstandings, mistaken
identities, or confusing situations
that create humorous scenarios.
Often the confusion or conflict is
eventually resolved, leading to a
happy ending.

Rags to Riches

The protagonist begins in a lowly
state and achieves a significant
transformation through a series
of events, often involving wealth,
status, or power.

Tragedy

The protagonist’s fatal flaw
causes their downfall ora
series of unfortunate events.
Constructed to inspire
sympathyin the audience.

Quest

Journey towards a specific goal
or experience. Often, overcoming
obstacles leads to personal
growth and self-discovery.

The bigger character growth -- the better the story

Rebirth

The protagonist experiences a
massive transformation, often
spurred by a realization or event
that changes their perspective
or lifestyle.

Voyage & Return

The protagonistembarks on a
journey to an unfamiliar
world. They face trials and
tribulations throughout their
journey before ultimately
returning home, often
changed or enlightened by
their experiences.



Quest Example: Raiders of the Lost Ark tha B r s st At

Stories work because
they take you inside a
character’s quest trying
to accomplish
something

Character’s evolution as
they encounter and
overcome the obstacles In
their way until they get what
they need.

JDERS ..

v LOST m?/(;;.."_
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BASIC STORY MAP

PROTAGONIST: INDIANA JONES, teacher and archaeologist
Skill: Fearless adventurer and archaeologist
Misbehavior: Impulsive and clumsy
Achilles Heel/Flaw: Afraid of snakes ~ EESUSE SEEEEESFERSE R G

EXTERNAL GOAL: To recover the Ark of the Covenant

INTERNAL GOAL: To protect Marion and respect the Ark

MAIN DRAMATIC CONFLICT: Bellog/ the Nazis

THEME: Respect for the supernatural

CENTRAL DRAMATIC QUESTION: Can Indy recover the ark from the Nazis?

ENDING: The ark is opened and Indy closes his eyes, saving himself and Marion.

ARC: Indy goes from a lone, jaded atheist to a loving boyfriend and believer.

LOGLINE: A fearless archaeologist teams up with his scrappy, jaded ex-girlfriend to hunt down and
capture a religious relic before the Nazis can obtain it.



Pick one of your stories and summarize

What is the
Theme?

What is their
Want?

What kind of
Story?

What is their
Need?

Who is the
Protagonist?

How do they
Evolve?



One of my favorite stories

From Design for the Other 90%

In 2011, Designers Cynthia
Koening and Shradha Rao from
Wello Design took on a project to
help improve people’s access to
clean water in India.

Barefoot Photographers of Tilonia



Rajasthan. India

PROBLEM TO SOLVE USER RESEARCH DESIGN GOAL

Water collecting impacts many rural women’s ability to do Interviewed 1500 Improve the experience of
anything else, including getting an education, earning community members, collecting and storing water.
income and often interrupting their children’s schooling. researchers and experts.

KEY FINDINGS

25 percent of these
women’s time each day is
spent collecting water.

Many must trek up to five
miles daily to the nearest
water source with large,
heavy plastic containers
balanced on their heads.




Solution: The Water Wheel

Articulated goal enables measuring impact

World Vision OUR WORK WHERE WE WORK RESOURCES Q

HOME OUR WORK RESOURCES GLOBAL TEAM EVENTS

« 451 capacity is 2-5X more efficient

« Ergonomic design reduces physical
strain

« Food grade material supports water
storage

« Balanced size and shape increases
performance on tough terrain

« Built-in handholds allow for better
handling while filing and emptying.

India: The water wheel helping
children get to school on time

Launched in May 2015, in partnership
" with with HDFC Bank, the
N A ("’) sl WaterWheel has been distributed to
— Y AN N = 12,000 people in the most remote
AL E ' W '5 AN .
'kf»" NS¢ = a‘ parts of India [May 2022]




Why is this an engaglng story?

5 Key
Components

Observation and Detail
Brings to life the details and sparks curiosity and caring. It’s
a subject that most people haven’t thought about.

Emotional Resonance

Taps into core emotions and the content is relatable and
memorable. Gives runway for exploring the the emotional
core of an experience.

Structure and pacing
It has a beginning; middle and ending delivered in a manner
that keeps the audience engaged.

Characters and World Development
Well crafted characters can make even everyday events
compelling. Make them interesting!

Theme and message
Themes give stories purpose and drive the message



How Stories Work THE STORN SPINE

THE SIMPLE. FOUNDKXTIONS OF MANY STOR\ES

BEGINNING

INTRODUCT| NS
1. Makeyou care ONCE UPON B TIME.... m
2. Impelyouto ask questions EVERY D&Y... AND QOUTINE. ' ﬂaﬁi
3. Answers grow interest and THE ENENT

. " ROVTINE (5
lead to the next question 2 BUT, ONE DAY... m _ Broken

MIDDLE c;;ngQUENLE_S :
BECAUSE. OF THXT... ' "
BECHUSE OF THAXT... ﬂﬁh =

BECAVUSE OF THAT... 1' E%E

THE cLiMbaX
UNTIL FINALLY...

SUYLLESS o2
FeaLure

END
2 AND, ENER. SINCETHEN...




Why is this an engaging story?

Evolution in 3 acts

/D
AN~

The Three-Act Structure - ,

ACTI ACT Il
beginning end
Do,

Se,
(@"d/'/
Plot twist ®an
. Gy
A nge of n

Backstory

Discovery: Water collection Journey: the messy learning phase that Resolution: Change in
task disadvantages women included the research and trial and form improved function
and disrupts quality of life errorin design and manufacture that led to call to action.



The 3 Act Structure

FIRST ACT
TIMELINE

*Act One: The introduction
of the characters, their back
story, their world and a
snapshot of the landscape
that has sent them on this
journey.

SECOND ACT
TIMELINE
]

*Act Two: Brings the choices
and actions the main
character must make as they
attempt to overcome the
escalating obstacles in front
of their goals

FHIRD ACT
TIMELINE

*Act Three: The final test of
the main character which
resolves with growth of the
main character.



Beats: Moments of activity that move the story forward

BEAT BOARDS: RATAOUILLLE 1-9




Beat Sheets SAVE THE CAT! BEAT SHEET

SETUP DEBATE ——

THEME
OIPFEE(E[EG STATED CATALYST

FUN AND GAMES

B STORY MIDPOINT

BAD GUYS CLOSE IN DARK NIGHT OF THE SOUL

FINALE

DIG DEEP EXECUTION

HIGH OF THE
GATHERING EXECUTING TOWER DOWN NEW PLAN

THE TEAM THE PLAN SURPRISE

© Savannah Gilbo + www.savannahgilbo.com Adapted from Blake Snyder's Save the Cat! Beat Sheet
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Beat Choreography

Three guys take on a
shark to save a beach
community

As experienced at a beach
community drive-in




https://www.youtube.com/watchev=YlhxglZJSbk




Each step takes the audience on a journey

Overcoming the Monster

Peace &
calm

Amity Island is a
peaceful, beautiful
summer vacation
spot.

Sudden
conflict

o
-
—~

The remains of a
woman are found
on a beach. A
shark killed her.

Resolves
conflict

Hero

travels far
o)

-

The police chief, The three heroes Peace and calm is
and his two kill the shark by restored to Amity
colleagues, Quint blowing up a scuba Island.

and Hooper, travel tank.

to sea.




Choreographing the audience experience

EMPIRE SEPT, 2010 151

https://www.behance.net/gallery/1327461/JAWS-Infographic



Theory and Practice

Kurt Vonnegut
“The Shapes of Stories’ v

Y

A J
.

s

-

https://www.youtube.com/watch?v=0P3c1h8v2ZQ&t=10s
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Using questions to
drive the action

forward

Hook, Meat and Payoff

A way to give the audience

1se of what's coming
and leaning forward in
their seats

i.e. rhetorical question,
provocative statement,
personal story

\engage

The Drama

One fine day...

Maybe everything

isn't perfect, but The Challenge
we're doing okay A

Out of nowhere
comes a problem
we can't ignore

Descending Crisis
As we grapple with
the problem, things
go from bad to
worse until we hit
Rock Bottom

remember

Meat @®®

A way to easily organize the
present n so that the
audience here they
are and could follow along,

L.e. list, timeline.

{:? The Lesson

We come away
with a new gift
that we'll never
. forget
Happiness

sy
> ¥ The Return
We don't just make it

home, we burst through
The Worst into a whole new world of

We lie there possibility

awaiting the end .
All hope is lost The Rise

| | Through abilities we never

knew we had, we fight our
A

way back to the surface.
Rock Bottom The Discovery

Wait a minute, what's this?
We suddenly see a way out

Payort (3®)

A call to action



Voyage and Return

Travel to another,
distorted world

Dorothy and her dog Toto
end up in the magical
land of Oz after getting
caught in a tornado.

Dark spell
on protagonist

Groundhog Phil Conners is a downer

Day TV weatherman from a
local station who gets
caught in a time loop.

The Quest

Feel threatened, trapped
or overwhelmed

With friends they travel
to Emerald City hoping
for aid from the great and
powerful Wizard of Oz.

~

Physical / spiritual
metaphoric prison

He succumbs toa
hedonistic lifestyle and
attempts suicide multiple
times.

Acallis A hero(s) set out
heard on a journey

Lordof Frododiscovershe  With the
fellowship, Frodo
embarksona

the Rings must destroy the
Ring of Power to
stop Sauron. journe:

Encounters
troubles

Pursued by Ring

Frodo struggles
y through Mount Doom.

Middle Earth

Wraiths and Orcs, Mount Doom and

Initial circumstances
improve

Sudden return with
new perspective of life

Dorothy realizes
that “there’s no
place like home.”

Dorothy and Toto
encounter trouble in the
land of Oz, but Glinda
helps them return home.

Intervention breaks

dark spell
Protagonist lives

happily ever after

A

& Q
Y )

Y

Phil realizes his values
are appalling. He falls in

love with Rita and
escapes the time loop.

Rita and Phil live
happily ever after.

Completes Peaceis
mission restored

Peace is restored
to Middle Earth.

Frodo reaches

to destroys the ring.

nce upon a time there was (blank
veryday (blank

ne day (blank

ecause of that, (blank
nd because of that (blank
ntil finally (blank

Tragedy

m
)

Protagonist is tempted
into irrational behavior

Requiem Harry Goldfarbisa
ofa heroin addict struggling
Dream to find success in his life.

Experiences
unsustainable
success

Harry, Sara, Marion and
Tyrone aspire to succeed
inlife. Alas, drugs and
violence lead to their
demise.

Fails to fully achieve
his goals

Harry gets caught up in
drug-related violence.
Selling and obtaining
drugs becomes harder.

Downward spiral
<O

#

Harry lands in
prison where his
arm is amputated.

Christopher Booker’s seven
story archetypes



Pick one of your stories

Once upon a time there was (blank)
Everyday (blank)

One day (blank)

Because of that, (blank)

And because of that (blank)

Until finally (blank)



Share With Us

Once upon a time there was (blank)
Everyday (blank)

One day (blank)

Because of that, (blank)

And because of that (blank)

Until finally (blank)



The Matrix of
Story Structure

THANK YOU, ROBERT CARLSON!
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ROBERT CARLSON's CHART

https://www .reddit.com/r/writing/comments/2vmri3/made_a_char_that_combines_every_story_structure/



Story Structure

Beginning Ending

Hook Resolution

Inciting Event Climax

First Plot Point Third Plot Point

N, d . \or eon ~ DAq
Bissi Pinch Poiii Second Pinch Point

Midpoint/Second Plot Point

HelpingWritersBecomeAuthors.com

Hook: the question/hero is in opposite position from story end
Inciting incident: something changes from the norm

First plot point: propels the character to enter the story
Pinch: Something goes wrong, character has to solve problem
Midpoint: Character moves from reaction to action

Pinch 2: Something goes very wrong

Second plot point: Lowest point, all hope is lost

Third plot point: Final turning point, ultimate confrontation
Climax: Highest point of conflict

Resolution: End state/ hero is in opposite position from start



Story Structure

Hook

Inciting incident
First plot point
Pinch

Midpoint

Pinch 2

Second plot point
Third plot point
Climax

Resolution



Example: For the Birds
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https://www.youtube.com/watch?v=pWIVoW9jAOs&t=1s



ACT 1

ACT 2

1st Pinch Point

ACT 3

3rd Plot Point

Climax

Resolution




lways driving towards a resolution

Situation-Opportunity-Resolution

Therefore... Resolution
. The proposed product/
Opportunity service or solution that

Opportun an alternative meets the challenges. Make

Situation

hat’s happening now.
d view of the

t conditions

path if you wish to cast the
presentation in a hopeful light

Situation-Complication-Resolution

Resolution

The proposed product/
" " service lutior
S'tuahon me the challenges. Make
What's happening now "
pimpRaress : \.n' 2 ’ fth sure you have evidence to
inbiased view of the

add credibility to the story
current conditions

Complication
The challenge ahead. Use data to back
this up. It shines a light on the problem
and adds tension to th




Your Turn with the Moth Deck

STORY PROMPT

Tell us about a time you
were the underdog.

STORY PROMPT

Tell us about a time
you felt seen.

STORY PROMPT

Tell us about a time
the wait was worth it.

STORY PROMPT

Tell us about a time you
had to let something
or someone go.



Build a beat board for your moth story

« Hook

* Incifing incident

« First plot point

* Pinch
« Midpoint

e Pinch?2

« Second plot point

« Third plot point

e Climax

e Resolution




Let’'s Share Our Stories



Say Hello To The Class Project!

Week 1 Week 2 Week 3

OSSN BENEE D LA
BELS &Y E ARSI
EIES L ol e 6B QRN IA

SENG NN s 4 TR AA
::R‘J 2R C: AL
N o Ry |
BEEATE E

All About Plots All About Character Building Worlds &

Environments
Week 5 Week 6 Week 7

Work on a draft Time, feedback Time, feedback
and support and support

Visual Storytelling

Week 8

Present a draft




Hope:

Everyone creates a story to share during the last class

Project Directions: !

Book
Storyboard pitch
Graphic novel
Pitch Deck
Pecha Kucha
Script

Short video
Betteridea ...




Drawing for Everyone



Chris Richardson
Randall Gifford
Swan Jaguar Press
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Rickwirtige Mitte

Milieu du dos
Centre back































WrNY

THEN *‘w*

FACE ABOVF
P A((EPfAJ’Zé‘

L) -.o: LL;‘\» ‘\\.,'E () K/U‘z ( 7’(
TO0 ABSTRACT AND WHY '8 IT
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Win credits + al prizes! Join the "Whispering Woods" challenge

Al ART GENERATOR:

Vs o

A falry mushroom house.in an enchantedm
* bioluminescent forest.

r__aa ¥ -

Cinematic Reallstlc Amme

NightCafe

No payment or credit card required

“



Tonight's Big Points:

* Whoisyour audience? (Never everyone)
* Will they care to listen?
* What are you persuading them to do?

e \What are the elements?

The + The World the + TheChallenges
Character(s) SICIVAELGE they Encounter
Place In




What Are The Beats?

B & [070] ¢
* Inciting incident

* First plot point

* Pinch
* Midpoint
e Pinch?2

e Second plot point
* Third plot point
* Climax

e Resolution




Tip of the Week: How to find stories

I Talk
to

Strangers
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