	Hero’s Journey
	Haroun and the Sea of Stories

	DEPARTURE (SEPARATION): A hero ventures forth on his quest from the world of common day into a region of supernatural wonder.

	The call to adventure: The quest begins with the hero (often male) receiving a call to action (e.g. a threat to the community), or the hero simply blunders into the quest. Another character, acting as a “herald”, often announces the quest. A forest creature (frog, rabbit, and deer) or an “underworld” creature, such as a serpent or spider often represents the herald.
	

	Refusal of the call: In many stories, the hero initially refuses the call to adventure. When this happens, the hero suffers somehow, and eventually chooses the quest.
	*Not present in Haroun and the Sea of Stories.

	Supernatural Aid/The Meeting with the Mentor: Along the way, the hero often encounters a mentor, usually a wise old man, who gives the hero both psychological and physical weapons.
	

	The Crossing of the Threshold: The hero must cross the threshold between his home world and the new world of adventure. Often, this involves defeating a "threshold guardian.” 
	

	The Belly of a Whale: Having defeated the threshold guardian, the hero finds himself in a place of darkness where he begins his true adventure, perhaps discovering his true purpose. The Biblical story of Jonah is the basis of the name for this stage. 
	

	INITIATION: deals with the hero's various adventures along the way.

	The Road of Trials: In the other world, obstacles repeatedly challenge the hero, helping him/her improve skills and proves worth.
	

	The Meeting with the Goddess: Then, the hero often encounters a goddess-like woman (beautiful, queen-like, and/or motherly) and becomes a whole person, reconciling his feminine nature with his masculine nature. 
	

	Woman as Temptress, or Temptation from the True Path: In some quests, the hero will encounter the goddess, but before he can unite with her, he must prove his worthiness by overcoming a temptation, sometimes in the form of a Temptress.
	

	Atonement with the Father: The hero may encounter a father-like figure. "Father" and "son" are often pitted against each other for mastery of the universe. To understand the father, and ultimately himself, the hero must reconcile with this ultimate authority figure.
	

	Apotheosis: Quite frequently, the hero’s idea of reality is changed; he may find himself able to do new things or see a larger point of view, allowing him to sacrifice self.
	

	The Ultimate Boon: Having reconciled with the father and achieved personal enlightenment, the hero's psychological forces are again balanced. His newfound knowledge, or boon, also has potential to benefit society.
	

	RETURN: deals with the hero's return home with knowledge and powers he has acquired along the way.

	Refusal of the Return: Having found bliss and enlightenment in the underworld, the hero may not want to return with the boon.
	

	The Magic Flight: The hero makes a mad dash to return with the prize.
	

	Rescue from Without: The hero may need to be rescued by others.
	

	The Crossing of the Return Threshold: Before the hero can return to the real world, he must confront another threshold guardian. The first threshold was a symbolic death; this is now a symbolic rebirth.
	

	Master of Two Worlds: Once the final threshold is crossed, the hero is now free to move back and forth between the two worlds at will. He has mastered the conflicting psychological forces of the mind.
	

	Freedom to Live: With the journey now complete, the hero has found true freedom and can turn his efforts to helping or teaching humanity.
	


