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Storytelling for Everyone: Week Two

Week 1 Week 2 Week 3
All About Plots All About Character Building Worlds &
Environments
Week 5 Week 6 Week 7

Work On A Draft

Week 4

Week 8




Story Warm Up



Semiotics:
Signs and Meaning



Semiotics in Film:

the study of signs and symbols
within film, including how visual
elements such as color,
composition, and movement
convey meaning to the audience.



Example: Meanings of the color red



Example: Costumes in The Dressmaker



Semiotics

SIGN

lcon, Index or Symbol

SIGNIFIER

What it communicates

SIGNIFIED

The meaning associated
with the communication



Character



Who is your protagonist?



Dove Sketch Study Example



Exercise: Stories from Scenes

Piazza Del Campo, Sienna, Italy



Exercise: Stories from Scenes

* Pick a painting
* Pick a perspective
« Tell us about it

* If you are stuck - pick an auctioneer’s pov



Share your scenes

* Pick a painting
* Pick a perspective
« Tell us the story

* If you are stuck - pick an auctioneer’s pov



Stories work when the hero grows

WANT NEED

The motivation behind the What will make the hero happy?

Hero’s goal.
What the hero desires and The NEED overcomes the hero’s

believes will make them flaw and counters the LIE they’ve

happy. believed up until the climax of the
story. Recognizing this need is what

FLAW + LIE prompts the hero to change.
What personal Acting on this need is what allows
characteristic (FLAW) them the triumph in the end.
combined with personal
belief (LIE) is preventing |
the hero from achieving
their goal

* Original goal may or may not be met.



Edie’s Example of the
Hero’s Journey


















wouddf
22 N
w1 L

She meeded o
Scoot ovan

¥ AT bed

o 3 _So
e
Wouly sheer Lo close ¢

































































































Mom aMo(cﬂ’)OM'l‘/‘u‘/oAfM( |ks with Memonry Loss WDiffenent +L,;h3;‘
h HERE:I.W.W’ "ARtS .enjaﬁfmuf M;IU} obi“cl do a‘):woi poets themselves. Thenf‘jou :F_l'v.a"‘j
fbh ,{hd:Vla‘ uals /,‘Vlhg with (TZMom ) Waq puhi"‘9 one HERE:NOW SesSion amd wp with Sowe -
dementia,r af 4 (scal X wm docent atked a thing =

E\ww , | matches/—— \
3 : s - \ g 5 b . ofhch, Il-f ‘ ; }&

2
Mom du

end ‘ T | o7 -
men ha;ﬂu’ng A wmfacr“%' wl?lfk, the SC‘*'I" ting Ses?Jl'on, J—TBLL't~ - (‘q

(her candicd Y

PEcans from
Snac K

+o'w-c.’)

Baf The e

The Beautiful Changes W ‘e\: C }\

BY RICHARD WILBUR d s

One wading a Fall meadow finds on all sides huStnate il

The Queen Anne's Lace lying like lilies me because gl
YT R

On{water; it glides \c
So from the walker, it turns . =
Dry grass to a lake, as the slightest shade of you ‘o ) LAas T 10 *t: q":“;’:' Re

Va?leys my mind in fabulous blue Lucernes. &
MINUTES  §or hor )t

. The beautiful changes as a forest is changed *to nelort
SOWIC-l" mes ambh“ By a chameleon’s tuning his skin to it; o; the Lmoungh

Wowd A Nad @ f”am As a mantis, arranged LA S T

1 { °
On a green leaf, grows ax PM!S

out Lo W o( P Into it, makes the leaf leafier, and pr A_’b % c L a SS l he

se‘-F
thar W





































Back in 10 mins












Hook, Backstory

Resolution




Engagement tip:
“Show Don’t Tell”

Eager
Bouncing up and down
Whispenng to self
Breathing deeply
Pretending to do
something
Keeping busy
Checkmg up
Ex. Looking at the clock

Scared
Curl up/tuck knees to
head
Close eyes
Put hands over cars
Stop breathing OR breath
fast
Bite nails
Shake
Grind teeth
Hug something tight
Happy
Big smile
Laughing loudly
Cheeks hurt
lalking loudly
High pitch voice
Animated

Nervous

Face gets hot and red

Sweaty palms

Voice cracks

Ears nng

Shaky hands

Bite nails

Bite hips/inside of cheek

Wide eyes

Shallow breaths
Frustrated

Stomp

Grunt/mumble/vell

Deep breaths

Hot face

Cheeks get red

Smack hands to face

Hivkick something

Point a finger

Eves come close together

Walk slowly

Head down/No eye
contact

Bit inside of cheek
Think about home
Quiet/don’t really talk
Crack knuckles
Think a lot

Excited
Wide smile
Squeal’scream
Bounce up and down
Fiddle with objects
Play with hands
Tap/shake foot
lalk fast
Fap pencil on desk
Pace back and forth

Sobbing
Feel eves fill up with
waler
Eves turn red/bum
Red cheeks
Face becomes sticky
Purse lips together
Hold head down
Hold breath
Blink fast
Try not to blink

Bored

Pace back and forth
Sigh loudly
Complain
Play with fingers
Blank face
Rummage through things
like games
Make up stories




The Character 360

« GOAL

* STARTING POINT
 STAKES

* OBSTACLES & CONFLICT
* END POINT

Joseph Campbell



Example Bob Parr



Building the backstory

* Describe the journey they have taken up to this point.

e Explain the character's methods and approach

* why they act the way that they do, the choices they make, and how it drives
the individual forward.

* Are they making progress towards their goal, or making things worse?

Areas to explore

*Childhood and family dynamics *Relationships: friends, partners, or mentors
*Traumatic or impactful events *Goals, aspirations, and dreams
*Educational background and achievements *Hobbies, interests, or talents

*Obstacles, challenges, or setbacks *Values, morals, and ethical code

*Secrets, hidden aspects, or unresolved issues



Bob’s Back Story



Bob Today






Bob’s Break Through



Bob’s Evolution

LOU ROMANO



Incredibles Initial Color Script

https://www.moma.org/audio/playlist/192/2575 Lou Romano



Characters Transform With a Moment of Truth



Suggestions for Designing a Character

* Add specific characteristics
* Choose archetype

* Build the backstory

* Add quirks, faults, & flaws
* Give your character an arc
* Add visual references

* Create the relationships



What do they look like?



What are their
motivations,
vulnerabilities
and traits?



What does your character’s voice sound like?




Character Archetypes

Explorer/Traveler
Outlaw/Rebel
Magician/Wizard
Warrior/Hero
Lover/Temptress
Jester/Joker
Everyman/Orphan
Caregiver/Healer
King/Ruler
Artist/Creator
Innocent/Virgin
Mentor/Sage

Jungian Character Archetypes



Character’s and their
motivation:

The iPhone 15



Archetype: Caregiver



Archetype: Warrior



Archetype : Creator



Character: Lover



Character Motivation

Enneagram of personality models of human psyche



Character Archetypes

Example: Brand Application



Nespresso Example

Lover Caregiver Magician Sage
I’ll insure you always I’ll be your barista and I’ll instantly make you I’ll help you feel
have the best coffee make coffee your way coffee sophisticated when you

drink coffee



Edie’s Bag Example




















































































Quick Break



Casting the story

A character in isolation is
hard to make interesting

Conflict is your friend



Ensembles: The Canterbury Tales

Ezra White Mural
Example Canterbury Tales Cibrary of Congress



Ensembles:
Example Canterbury Tales



Ensembles
Example:

Game of Thrones

2000 named
characters

41,000 interactions
between them.



Blue: MALE
Red: FEMALE
Grey: DEAD

“Even the most predominant characters ... average out to have only 150 others to
keep track of. This is the same number that the average human brain has evolved

to deal with.”

The deaths appear random as the story unfolds, but when the chronological
sequence is reconstructed, the deaths are not random at all; rather they reflect
how common events are spread out for non-violent human activities in the real

world.



Evaluating Additional Characters

*Do they round out the protagonist ?

*Make the protagonist’s complexity consistent and credible?

*Have clear motivations and goals that help to pull the story forward?
*Bring solutions into the story a way no other character could?

*A strong link to the story conflict?

*Offer readers unique perspectives?

‘Do they have something to lose or at stake?

*Create tension with other characters?



Revealing the protagonist
through their interactions
with others

MACBETH: ONE PAGE SUMMARY

Three witches tell
Macbeth he will
become king.

Macbeth gets more
prophecies from
the witches.

Lady Macbeth
goes mad and
dies.

©2016 Mya Gosling

Macbeth tells Lady
Macbeth he will
become king.

Macbeth kills the
family of Macduff,
Thane of Fife.

Macduff and Malcolm
dress up like trees
and attack Macbeth.

’ Macbeth has his ,
|
i

Lady Macbeth tells
Macbeth to kill
the king.

friend Banquo
murdered.

Macduff joins up
with Malcolm, son
of the dead king.

Macduff
kills Macbeth.

7/
7,

www.goodticklebrain.com




Applying the Model



A few additional thoughts
to support the building of

your epic cast



Embrace the Antagonist

1.Give them attention
2.Write in their voice

3.Portray them as the
hero in their story

4.Humanize them
5.Make them dangerous
6.Make them unique
7.Fit them into the story



Sidekick is not a fair term- it’s the hero’s other side

« Completes the hero adding
something physical, ethical, or
spiritual; (s)he needs another to be
whole.

* A counterpart who makes that
completion come about or has
qualities the hero needs.

« A complication, be it a
misunderstanding, personal or ethical
viewpoint, epic historical event, or
the prudish disapproval of society.



Mentors magically move character’s forward



Love makes people do

unexpected things

POSITIVE
*Loving
*Supportive
*Nurturing
*Motivating
*Mentoring
*Trust bond
*Romantic
«Comforting
*Reliable
*Fun

NEGATIVE
eCritical
«Competitive
eNeglectful
«Controlling
*One-sided

e Toxic
«Codependent
«Dysfunctional
eLoveless
Volatile

OPPORTUNITIES FOR CONFLICT

*Respect that doesn’t flow both ways
Conflicting beliefs

*An imbalance of power or authority
*Opposing values

«Jealousy or envy

Different risk thresholds

*Differing moral lines

Conflicting motivations

*Sexual friction

*Secrets involving shame or guilt
*Dysfunctional communication
«Conflicting priorities

Different expectations



Murder on the Orient Express

Bouc - Poirot’s friend and nephew of train owner
Hildegarde Schmidt - Armstrong cook

Pierre Michel - father of Armstrong nurse

Mary Debenham - Armstrong governess

Hercule Poirot- detective

Princess Dragomiroff- godmother to Daisy’s mom
Gerhard Hardman - lover of Armstrong nurse

Mr. Masterman - Colonel Armstrong’s servant

Count Andrenyi - Protective husband

MacQueen -son of DA who handled the Armstrong case
Countess Andrenyi- Aunt of Daisy Armstrong
Biniamino Marquez - the Armstrong's chauffeur

Pilar Estravados - Armstrong’s nurse

Edward Ratchett- business man/gangster/kidnapper
Mrs. Hubbard - Daisy Armstrong's grandmother

Dr. Arbuthnot - Armstrong's best friend



Using archetypes to engage

Grab Audience With a Multi-Faceted Characteristic Moment



Let’s Play Clue

Pick

« 1 archetype of your choice
» 1 character card

* 1 room card

« 1 weapon or object card

Invent your character
Build their backstory

Explain their motivation. Their truth, fear
and flaw?

How did the end up in this room with the
weapon in their hand.

* Remember to think about where the
are in their evolution. Beginning, middle
or end of their transformation.



Character Development

BEFORE

How character feels

Evidence

How character acts

Evidence

AFTER

What causes
the character
to change?

How character feels

Evidence

How character acts

Evidence




Time to work on
your character

Character Sheet: IC‘"‘:g'rlerc'al

Sexual Orientation:

Sex

Maxital Status:

Height:

Children:

vWeight:

Dody Type/Build:

Hair Color

Hair Type’Style:

Zye Colox:

Skin Tone:

Mtiher:

Moial lEmire

Mother:

Plercings:

Sblines:

Tattoos

Soars/Marks/Deformities

Race/Tthnicity:

Step-Parentis:

Nationality:

brthedane

Step-Sibtlings:

Citizenship

langusges:

Religion/Beliefs:

Virtues:

Vices:

Strengths:

Grandparentise

deaknesses:

Turn-ons:

Turn-Offs:

Bad labits:

Petisk

Jesars:

Talents:
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