THE HERO'S JOURNEY

THE GREAT ADVENTURE

e Primitiveman knew lifeasacycle: birth and childhood (dependency), adulthood
(independence), and death (areturn to the eternal). He also saw that lifeitself wasan
unending series of smaller cycles, challengeswhich weface and overcomeif we areto
grow. Thisawareness of life's cycles and their importanceisreflected in the pattern of
"TheHero's Journey,' or Quest, which we see repeated again and again in mythology and
literature.

e TheHero'sJourney issimilar to the primitive Rite of Passage, which initiatesachild into
adulthood. In aRite of Passage, achild first faces separation, when he or sheistaken
from hisor her mother to confront some fearful monster or danger. The child facesthe
monster, and goes through an initiation, giving up hisor her role as adependent child.
Then the child must return to hisor her village as an adult, ready to take on adult
responsibilities.

BASISOF THE JOURNEY

e Likeariteof passage, the Hero's Journey requires a separation from the comfortable,
known world; aninitiation to anew level of awareness, skill and responsibility, and the
return to theworld.

e Thispatternisnot simply theinvention of the ancient storytellers. It ispart of the human
process of growth and discovery. Myths are metaphorsfor this process. While you can
seethe Journey most easily in the classical myths, such as The Odyssey, you can also see
it repeated in literature, movies, and— if you look carefully— in your own lives.

e TheJourney can be divided into eight different stages. Each of these must be passed
successfully if theinitiate isto become ahero. To turn back at any point would mean our
initiate isrejecting his own need to grow and mature.

The following cycle is based on Joseph Campbell's The Hero Within
and lists examples from the movie Star Wars:

Separ ation from the Comfortable.
Theheroisseparated from hisold life. (Luke'saunt and unclearekilled.)

TheCall.

Thisgoeswith the separation. The call invitesthe hero into an adventure or to face the unknown.
Often something istaken from the hero or he loses something of value. (The android deliversa
message to L uke to rescue the princess.)

TheThreshold of Adventure.

Thisisthe point at which theinitiate leaves the known to plunge into the unknown. At this point,
the hero will generally encounter ahel per or guide. The guides usually appear at the most likely
times. (Luke meets Obewan and |earns about the Force.)

Testsand Ordeals.

Throughout hisordeal, the initiate undergoes a series of tests and ordeals which challenge himto
the utmost. Thisforcesthe hero to grow physically and mentally in order to preparefor the
greater tasks ahead. Also at this point, theinfluence of awoman must be overcome. (Luketrains
to become a Jedi Knight and hides hisfeeling for the princess.)



Intothe Abyss.

When hereachesthe Abyss, theinitiate faces the greatest danger and challenge of thejourney.
Usually he must face the Abyss alone. (L uke usesthe Forcein his spaceship to defeat Darth
Vader.)

TheTransfor mation.

Astheinitiate meetsthe challenge of the Abyssand overcomes hisfears, heistransformed.
Frequently, theinitiate receives special insight about hisgrowth. (Lukelistensto Obewan and
becomes powerful with the Force.)

The Atonement.

After the transformation, the hero isnow at one or at peace with his new self and has brought
himself in harmony with theworld. At thispoint heisgenerally given areward or gift for his
efforts. (Lukeisrewarded by amedal and akissfrom the princess).

TheReturn.
After histransformation, the hero returnsto hisold life and gives his skills or learning back to
humanity. (L uke choosesto work for the princess and starfighters.)



