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Approach to the Innermost Cave:
The hero prepares for the “ordeal” or �nal challenge as he or she approaches the location where he or she will meet the 
greatest enemy. (Note that this may not literally be a cave.) For example, he or she might plan to advance toward the lair 
of the main enemy, plan an attack strategy, take a break for romance, or eliminate lesser enemies.

Ordeal:
The hero encounters a major  life-  or-  death test and/or �nal battle with the greatest enemy. This is the climax of the jour-
ney. The hero usually experiences “death” from which he or she must be resurrected in a way that provides him or her 
the strength or wisdom to complete the journey.

Reward:
Also called “seizing the sword,” in this stage, the hero receives a reward for facing and overcoming the ordeal. May be a 
magical tool, great wisdom, an elixir, the affection of another, or a combination of items.

The Road Back:
In this stage, the hero heads home to the ordinary world. The hero may resist returning, but circumstances often force 
him or her to commit to return.

Resurrection:
In this stage, the hero resolves his or her problem. He or she is “reborn” with his or her original characteristics from the 
ordinary world in combination with the new powers, strength, and wisdom gained from the journey. He or she must ac-
cept and sometimes must prove his or her new status as “hero” to others.

Return with the Elixir:
In this stage, the hero returns to the ordinary world with the “elixir,” a great treasure or understanding to share from the 
journey. The hero becomes master of both worlds.
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