 Developing ideas for the screen. 		Helen Minghella. 

So you have an idea, what now?


CHARACTER

All great stories are character based – this means that the story is character driven and not the other way around. 

Flesh out your characters. Get to know them intimately - so intimately that you know exactly what they would do and say in any given circumstance. 

The protagonist is your hero and the antagonist is your villain. 

Start with your protagonist – what does he/she want? What is her/his goal within the story?
Remember that your hero is only as good as your villain is bad. 

The antagonist or the forces of antagonism are there to try and stop the protagonist from achieving their goals. They can be either internal (self-sabotaging) or external.

So, this stage is all about researching, daydreaming and thinking and getting to know your characters. 

· What are your characters likes and dislikes? Sexuality? Religion? What clothes do they wear? What car do they drive? What food do they like?
· Don’t be afraid to give your hero/protagonist plenty of flaws – two dimensional characters are boring. The audience will be very forgiving of flaws as long as they can relate to the characters in some way. 


STORY/STORY WORLD

· What is going to happen to your characters?
· The first thing you need to do is establish your story world.

Examples of story worlds:

Hospitals
Prisons
Fantasy Islands
Run down, poor council estate
Beverly Hills – the land of the super famous
Sport – the rugby field, the tennis courts
Bedroom of an agoraphobic person
The internet/online
Supermarket 
Pubs

· Next you need to work out a basic beginning, middle and end. 
· When you are thinking about your beginning middle and end, bear in mind that good stories are all about tension and drama – so where does the tension and drama come from in your story? Most of the tension comes in the middle section: The character tries to achieve their goal but the antagonistic forces scupper his/her efforts.
· At this stage it’s all about trial and error – you will probably change your story several times before it gets to script, but you should at least get a generals idea of where the story is going

STRUCTURE

· Structure is THE most important part of your story. If you don’t get the structure right, then basically the whole thing falls apart. 
· Structuring takes time. It’s like an intricate spider’s web in which every single strand has to be in place for the whole web to work and to be effective.
· There are many different paradigms you can use to help structure your script – the oldest being the three act structure. I would ALWAYS recommend starting off with a three act structure until you get the hang of it, and then you can go on to using a four or five act if you prefer.

Robert McKee’s three act structure 
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INCITING INCIDENT

The inciting incident is the event that thrusts the protagonist into the main story. It hooks the viewer in and lets them know what the protagonist’s goal is. For example:

Breaking bad – Walter finding out he has cancer – which then propels his decision to make crystal meth. 

Tootsie – Michael’s agent tells him no-one will hire him – this forces him to dress as a woman to get work and prove his agent wrong. 

Wizard of Oz – Dorothy’s house gets blown away by a tornado. 

Hunger games – when Katniss’ sister, prim, is chosen during the reaping, Katniss wants to protect her, so she volunteers to take her place.

PROGRESSIVE COMPLICATIONS

This is self-explanatory – forces of antagonism get in the way of the protagonist achieving his goal. It’s all about conflict and tension. 

CRISIS

The crisis is the ‘worst point’ in the story for the protagonist, where they find themselves in a seemingly inescapable hole. 

It could mean an actual death occurs, or a death like situation.
The hero is finally faced with the most important question of the story – just what kind of person are they?

The crisis is an opportunity for the protagonist to kill off their old selves and become a newer, better version.  (Bear in mind that this change in character only occurs in film, very rarely in TV series as the audience like familiarity each week).

CRISIS IN THE HUNGER GAMES - Katniss, Cato and Peeta find themselves being chased by vicious wolf- like creatures – Cato gets mauled so badly that Katniss has to kill him to put him out of his misery

CLIMAX
· The climax is the final showdown (battle) between the protagonist and the antagonist and the protagonist emerges victorious (or not). 
· The protagonist has also battled with his/her flaws and has overcome them. 
· The climax answers the question that was asked in the inciting incident. 
CLIMAX IN THE HUNGER GAMES -  the question of whether or not Katniss can win the games and therefore stay alive is posed in the inciting incident. In the climax, Katniss and Peeta were both declared joint winners so the question is answered – yes!
  
RESOLUTION
· The resolution is the denouement of the story. Feelings are finally expressed, and rewards for behaviour and action are bestowed. 
· The plot’s loose ends are now tied up.
· The resolution is the final judgement after the battle. 
· If the protagonist has overcome their demons they are rewarded.
RESOLUTION IN THE HUNGER GAMES –  Kaniss and Peeta are restored to health. They return to district 12 safe and sound.  
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