THE HERO’S JOURNEY
I. SEPARATION--from The Mundane World—the hero begins the story in a place s/he has no desire to be. 

1)  The call to adventure-- The Call to Adventure—Someone or something tells the hero there is something else out there

2)  Refusal of the call-- hero won’t go.  He is afraid, unsure…He finds excuses.

3)  Receiving of Supernatural Aid-- Hero receives unsuspecting assistance from a mentor or teacher. Often it is something magical.
4) The crossing of the first threshold-- the hero crosses into the new world, leaving the old world behind …He cannot go back just yet. 

II.  INITIATION--into a new world of knowledge and experience.  Tested through trials and psychological battles.
1)  The Road of Trials-- series of tests, tasks, or ordeals that the person must undergo to begin the transformation.  Often the person fails one or more of these tests, which often occur in threes.
2)  Meet goddess-- On the road, the hero may meet a powerful female figure with whom he find unity and bonding of some kind. The goddess may be a mystical or supernatural being or she may be an ordinary woman.
3) Woman as temptress-- The hero faces temptation from his quest.  Doesn’t have to be a woman, but woman is metaphor for the physical or material temptations of life.  

4)  Belly of the Whale-- The ABYSS.   Hero goes into a dark place (within himself).  Period of self-reflection or discovery.  Makes a recognition about his dark side.
5) Atonement with the father-- hero confronts whatever holds the ultimate power in his or her life.  Often the father.  This is the center-point of the journey.  In this transformation, the person as he or she has been must be “killed” so that the new self can emerge.  Sometimes “death” is literal, sometimes figurative. 

6) apotheosis (recognition of divine gift) -- Hero’s recognition that he carries a part of the divine within himself. Recognizes his gift.  Often a period of rest or reflection.  
7) The ultimate Boon (hero receives a gift)--hero receives some gift or earns a reward or learns some knowledge or incomparable skill
III.  RETURN--reintegration with society
1)  Refusal of the return-- The hero is getting close to returning home and questions s/he questions his or her own ability to return successfully.
Why should s/he leave this life of adventure and magic to return to the old, ordinary life?
2)  The Magic flight-- Sometimes the hero must escape with the boon, if it is something that the gods have been jealously guarding. It can be just as adventurous and dangerous returning from the journey as it was to go on it. It is often the last “battle” or danger with the new gift or knowledge.
3)  Rescue from without-- Just as the hero may need guides and assistants to set out on the quest, often times he or she must have powerful guides and rescuers to bring them back to everyday life, especially if he or she has been wounded or weakened by the experience. Or perhaps the person doesn't realize that it is time to return, that they can return, or that others need their boon.

4)  Crossing of the return threshold-- The trick in returning is to retain the wisdom gained on the quest, to integrate that wisdom into a human life. and then maybe figure out how to share the wisdom with the rest of the world. This is usually extremely difficult. 

5)  Mastery of both Worlds—This means achieving a balance between the material and spiritual. The person has become comfortable and competent in both the inner and outer worlds. In myth, this step is usually represented by a transcendental hero like Jesus or Buddha.
6)  Freedom/recognition-- Mastery leads to freedom from the fear of death, which in turn is the freedom to live. This is sometimes referred to as living in the moment, neither anticipating the future nor regretting the past. Recognition of self and own gifts and weaknesses.
