Archetypes
arche = chief + type = form
(as opposed to Proto + type and Mono + type = first + form)

DEFINITION = Archetypes are conceptual patterns that find worldwide parallels.


 


     idea-based   models                universal   commonalities

The Time Traveller is based on the Prometheus archetype (Prometheus is a 3rd stage hero).  Eve and Pandora are “first-woman” archetypes.

Common Symbols can be archetypal, in having similarities across cultures.

(colors

(numbers


(light vs. darkness (shadow)

(haven vs. wilderness
(heaven vs. hell 
(supernatural intervention (in myth,

(water vs. desert

(fire vs. ice


as “deus ex machine”; in modern SEE the DICHOTOMIES ( 



lit., as “coincidence”

duality and opposition (Yin-Yang) 

SHAPES AND CONCEPTS

(cross – tree of life, axis of the world, martyrdom

(circle – eternity, unity (one-ness) intellect

(spiral – growth, deepening, cosmic evolution, macrocosm

(fire – transformation, passion, regeneration

(ascent – transcendence, inward journey

vs.

(descent – unconscious, potentialities, animal nature

(water - life force or mystery

(stars – guidance 

(crescent moon – change, transition

(mountain – ambition, goals

(valley – depression, evil, unknown 

(sun – divine eye, hero, knowledge, active awakening 

(wind – Holy Spirit, messenger 

(rain – life-giver

(skeleton, bones – mortality

(masks

(bridge (see Crescent Moon)

(right-hand – rectitude, correctness

(left-hand – deviousness, sinister

(boats, rafts – safe passage

(feathers – lightness, speed
SITUATION ARCHETYPES

· initiation / rite of passage

· quest or task to perform
· apotheosis (becoming god[like]) or Transcendence (entering a higher realm)

· flight

· the Fall (In Adam’s Falle, We Sinned Alle)

· Good vs. Evil -- (Rebirth after Death {Resurrection stories}, Nature vs. the Mechanistic World,  Innate Wisdom vs. Educated Stupidity

· Unhealable Wound

· Magic Weapon

· Youth vs. Age (Son vs. Father)

ARCHETYPAL

Literary Story

Shakespeare’s Play


STORY PATTERN 

Structure


Structure
Separation and Departure

1.  Ordinary World


Exposition (contains the 
      Act I = Introduction

2.  Call to Adventure

situation, characters, 



3.  Refusal of the Call

conflict, theme, and 






setting)

Initiation and Transformation

4.  Meeting with the 

Complications begin

II = Complications


Mentor


(zenith, rising action,

5.  Crossing the 1st


  falling action, 


Threshold



nadir)

6.  Tests, Allies, and Enemies


7.  Approach to the Inmost



Cave

8.  Ordeal – the Dark Moment





III  = Crisis

9.  a Reward

Return and Re-Integration

10.  The Road Back







 IV = Reversal

11.  the Resurrection

12. Return with the Elixir

Climax and Resolution

  V = Climax 

and Resolution
