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ﬁo\a(ﬁeo\ from Save the Catl writes & ove/ 53 Jessica Broo\3 & Blueprint for & Book bfﬁ Jennie vash

Dear Author,

The purpose of this Movel Blueerint Beat Sheet is to help You craft a character-driven novel
’rhrough a mean‘\n3€ul cause-and-effect trajectory that wil resonate with Your reader, Note
that some beats overlap and the location of each can chanﬁe sl\\c)hﬂa to better £it Your story,
but you wi need to include all {ifteen beats for Your novel to be compeliing, Qo\o\\ﬂonell&, You
will want to ensure that every part of Your plot (what happeens) has a eoint ¢ whﬁﬁ it matters)
and logically leads to the next event/beat, Some should occur dur\03 a singe-scene, while
others will require multiple scenes, as noted on the Movel Blueerint Beat Sheet.

\€ \jou're unsure where to start, read rny Tips Lor writers article titled Character-Driven Plot

for a £free downloadable Character Bible Toolkit so You can really get to know your
protaqonistcs). Determine their three main components (their b‘\ﬂg@ﬁ problem, wanJr/ﬁoal, and
need) to discover what story ‘rhea want you fo tell. Then focus on o\evelop\nﬁ the Five
Foundation Beats ¢ Catalyet, Break Into 2 Midpoint, Break \nto 3, and Al \s Lost). with those
beats locked in, the rest should practicaly fall into place.

For more information on whtﬁ \ chose to combine these particular elements into what \ call
the Red Quill Book Plan, read ry Ties for writers articles titled The Heartbeat of Story and

’Pa‘\r‘\n\qj Plot with Point. \ also h\ﬁhlﬁ recommend reao\'\r\3 Save the Cat! writes a Movel bv

Jessica %roo\:j and B/ue,orinf for & Book bt’ Jennie Mash.

Your editor,

Let's Discuss Your Manuscript


https://amzn.to/3Hi2Lvk
https://amzn.to/3TwM0Pk
https://redquilleditorial.com/tips-for-writers/
https://redquilleditorial.com/tips-for-writers/character-driven-plot/
https://redquilleditorial.com/tips-for-writers/
https://redquilleditorial.com/tips-for-writers/the-heartbeat-of-story
https://redquilleditorial.com/tips-for-writers/pairing-plot-with-point
https://amzn.to/3Hi2Lvk
https://amzn.to/3TwM0Pk
https://redquilleditorial.com/lets-discuss-your-manuscript/

AcT)

First 20% of Your Book (o - 20%)
GofL: Set up Your Pro”rason'\s’r's ‘before” world, before +he3 are forced to make a chanﬂe_.

BEAT 4 Opening Image: (singe-saene beat) o - 1%
A visual that instantly hooks your reader and sets the tone, stye, and mood of Your novel.

e 7Plot:

Point:

BEAT 2 Theme Stated: (singe-scene beat) 5%

A statement is made, typically by a suppeorting character, that voices Your Pro’raﬁon\s’r's
3rea’res’r Qaw and need for transformation. This lets the reader know what Your book will be
about (the like lesson Jour (aro’raﬁon\s’r will learn b&j the end of the novel.

e 7Plot

Point:




BEAT 3 Setup: (multi-scene beat) 1 - 40%

Reveals your Pro’rasor\‘\s’r's everﬁdaﬂ like '\ncluo\'\nﬁ their godls and motivations Cwants/external
godls); shows Your protagonist at home, work, and Play and includes the Q—S’rortj characters
(those who currently exist within Your Pro’raﬁon\s’r's world); and exposes Your (aroJrasor\"\s’r's
faws and the ‘rh‘\nﬁs that need ?\x\nﬂ.

e 7Plot:
Point:

e 7Plot:
Point:

BEAT 4 Catalyst: (single-scene beat) 4o%

The I'\?e—chan\cj\n\cj rnorent of inciting incident that sets the story in motion btj ?orc‘mﬁ Your
protagonist to make a choice or a chanﬁe. It's important to note that the Ca‘ralasﬁ must be
some’rh'\nﬂ that happeens fo Your protagonist, Make it Ba.

e 7Plot

Point:




BEAT 5: Debate: (multi-acene beat) 4o - 20%

For every action, there is an equal and opposite reaction, and for every catalyet, there is a
debate, Your protaqonist reacts to the |\€e—al+er\r\3 catalyst Lrom the last beat, often reluctant
at Lirst (no one accepts chanﬁe rlﬁh‘r 3way. This beat mMay also include (ahtjs\cal, mental, and
emotional preparation for the Jjouroey,

Plot:

Point:

e 7Plot

Point:

e TPlot

Point:

e 7Plot

Point:

~%~ End of Act | ~*
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ACcT\

Middle 60% of Your Book (20 - 80%)
GoAL \mmerse Your protagonist in & new world, o\ur'\ns which +he3 90 somewhere new or
+r3 some’rh'\nﬂ new as +he_3 attemept to £ix +h\n33 the wrong way Cwants/external).

BEAT 6 Break \nto Two: (singe-scene beat) 20%
This is the point of no return where Your Pro’raﬁon\s’r determines to accept the challenﬁe \o\j
s’re(a(a'\nﬁ intfo & new world and way of ’rh'\nk'mﬁ. This must be their choice.

e TPlot:

Point:

BEAT * B-Story (singe-scene beat) 22%

The secono\arv story or & subplot that often involves love, £riendship, or mentorshie is
intfroduced. This includes the B—SJrortj character(s) whose purpose is to bring out your
Proh}gon\sfs Haws, make them want to chanﬁe, and 3u\o\e them in learning the theme (life
lesson/point) of the novel.

e TPlot:

Point:




BEAT & Fun and Games: (multi-scene beat) 20 - 50%

This is the biggest beat in your entire novel and focuses on o\el'\ver'\r\3 the “promise of the
premise,’ often used in the blurb, vary the action here with a "\oour\c'\ns bal' narrative of ug,
down, ug, down, ete, buf ensure there is an overall direction foward either success or failure
(a mostly upward or downward eath). Show Your protagonist either seemingy succeeo\‘\n3 or
@a\l\nﬁ in this new upside-down world as ’rhea pursue their goal ¢ wants/external.

e 7Plot:
Point:
e 7Plot:
Point:
e 7Plot:
Point:
e 7Plot:
Point:
e 7Plot:
Point:




e TPlot:

Point:

BEAT ¢ Mideoint: (singe-saene beat) So%
'Preo\‘\c’ra\oltj, the mideoint is the hal@waﬁ mark of the story, the second act, and Your

Pro’ragon\s’r's transformation. Ql’rhouﬁh this is a singe-scene beat, it is the pivot point of Your

novel and should pack a (aur\ch. Wt must include:

a)

©)

c)

e TPlot:

False V'\c’rortj/'be?e_a’r: 'De(aer\o\'mﬁ on the general trajectory of Your
Pro’ragon\s’r's path in the Fun & Games beat, Jour protagonist will now
experience either a false victory ¢ upward eath) or a false defeat (downward
path), Maybe +he3 realize +he3 wil never get what +he3 want, or maybe +he3 do
get what *hetj want but realize it's not what +he3 expected or realy need.
Either way, Your protagonist stil hasn't learned the theme and there is more
3row+h to come.

Raise the Stakes: This is the time to raige the stakes and increase the
tension by ao\o\\ns 3 ticking clock, ramping up the love story, Jrhrow'\nﬁ n a
surprise twist, or hav’|n3 the protagonist attend a big celebration.

H—S+or3 Meets B-Story s also necessary to have your Q—S‘rorv (external)
and TS—SJror:j (internal) infersect in some way here, ofc‘?er\nﬁ a subtle shift from
Your ProJraﬁomer's wants (external) to their needs Cinternal.

Point:




BEAT 4o: Bad Guys Close \n: (multi-scene beat) So - 35%

As the second largest beat of Your nove), your profagonist wil now Lollow the opposite
trajectory from the Fun & Ggames beat, ¢ ’rhe\j were on & mostiy upward eath before, ’rhe\:j
wil now fravel downward, or vice versa. Despite the overall trajectory, you should 3gain use
the “bounc‘\nﬁ bal' narrative throughout this beat to keee Your readers on their toes.
Continually increase the stakes and tension as the bad guye close in and Jour protagonist
heads toward the final showdown of the climax. Keep in mind that these bad guys can be
literal or ?Bura’r‘\ve; external or internal & person, +h'\r\3, or even a force—whatever is getting in
the way of Your protagonist reach'\ns their goal.

Plot:

Point:

e TPlot

Point:

e 7Plot

Point:

e 7Plot:

Point:

e 7Plot




Point:

BEAT 44 All\e Lost: (single-scene beat) 35%

\n this rock-bottom catalyet beat, the ’rh\nﬁ Jour protagonist most feared comes true, and
now all hope is seemingy lost. s important to note that this must hapeen fo Your
protagonist, but it should also be at lkast somewhat your ProJrasoms’r's fault because +he3
stil havent learned the theme., Make it REAL and make it Big (bigger than the original
Catalyst), A "Whi€€ of death’ can assist with this, whether in the form of characters or a pet
Calmost) o\a\r\ﬁ, a dead plant, or the death of a relationship or career. whatever shape it
takes, some‘rh‘\nﬁ must end here, Now Your protagonist is worse of€ than when +he3 started.

e TPlot:

Point:

BEAT 42 Dark w\3h+ of the Soul (multi-scene beat) 35 - 8o%

And so begins the wallowing anger, denial, and redlection with this reaction beat, Your
protagonist needs to process everv’rh'mﬁ that has happened so far and try fo understand
‘”hﬁ +he3 havent been able to achieve their goal to improve their life. This is their darkness-
before-the-dawn moment and the only tirne in the story where Your protagonist is alowed to
move backward into some’rh’tns familiar or return to where ’rhe3 s’rar’r@d—g@ﬁ\ng back +03e+her
with an ex, visiting their ?am\l\j home, returning to & previous Job, or reuniting with an old
friend. The eroblem is that this space no longer feels familiar or safe because, whike it has
remained the same, Jour protagonist has chanﬁed.

e TPlot:




Point:

~*~ End of Act \ ~*~

5 &2 a2 g

ACT W

Final 20% of Your Book (8o - 100%)
GoAL Wlustrate the fusion of your erotagonist's ‘before” world with their "after world,'
where J‘heﬂ ?\nalltj ?\Sure_ out what ’rhe\j actualy need to £ix +h\n33 the riﬂh’r way
(needs/internal) as +he3 transform into a better person.

BEAT 43 Break \nto Three: (singe-scene beat) g%

This is the breakthrough moment where Your protagonist has a "Dark Might e(a‘\(ahan\j."
Throu\c,h reflection in the last beat, new information comes to I\ﬁh‘r or some‘rh‘\nﬁ alreao\tj in
front of them becomes clearer, Thea Qnauﬁ learn the theme (life lesson) and understand
how to fix ’rh'\nss the r‘tﬁh‘r way,

e Plot:

Point:
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BEAT 44 Finale: (multi-scene beat) 8o - 1%
This is the moment Your reader has been wa\ﬂns £or: the b‘\ﬁ showdown between Your

protagonist and their nemesis (remember, this could be a person, +h'\r\3, or force), after which

Your (aro’raﬁor\'\s’r is comPle‘reH transformed. For Your novel to be comPeII\nﬁ and realltj

resonate with Your reader, Your protagonist must work hard for the win in this Finale Cor &

‘rhe:j fail instead, ensure there is a point or a ke lksson to be learned from it). The Finale is

an infricate beat and ar\c)ua\olﬂ the most important one of Your entire novel. \t's best broken

down into £ive sub-beats,

a)
Y]
)
o))
e)

Gafher\ns the Team
Exe_cuﬁn3 the Plan

H‘\Sh Tower Surprise
'D'\S Deep Down
Executing the vew Plan

Sub-Beat 1 - Ga’rhe_r\ns the Team: Your (aro’raﬁon\s’r makes any necessary amends

and 3a+hers alies or tools to carry out their plan.

e Plot:

Point:

Sub-Beat 2 - Execuﬁn3 the Plan: The plan is put into action. There is a sense of

\mPoss\b‘\I\’rtj, while at the same fime a growing sense of accomplishment as ’rhea

make progress. \€ Jour protagonist 3a’rhereo\ a team, ’rheﬁ start to drop ofk ¢ %—S’roﬂj

Sacrifice), because in the end, Jour protagonist must do this alone.

e Plot:

Point:

M
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Sub-Beat 3 - The H‘\ﬂh Tower Surprise: Curveball Just when your ProJrasor\‘\s’r
believes +hetj m\3h+ succeed, someﬂ'\‘\nﬁ happens (another catalyst) to check their
confidence and remind them it can't Posstblxj be that easy,

Plot:

Point:

Sub-Beat y - 'D'B Deep Down: Your protaqonist reacts to the catalyst of the last
sub-beat by aftering their plan and o\e’rerm‘\mnﬁ what to do next. Throuﬁh the rodjor
Haw your protagonist had to overcome, ﬂ'\eﬂ now provide erook that Jrhefﬁ'\’e chanﬁeo\
by taking a leap of Laith and o\ec'\o\\nﬁ to do someﬂ‘s'\ns ’rheﬁ never would have done at
the beginning of the story ¢ theme/iife lesson).

Plot:

Point:

Sub-Beat 5 - Execuﬁns the vew Plan: Your (aro’raﬁon\s’r Pu’rs their altered plan into
action, proving once and for all that ’rhe\\.j are transformed for the better, Theﬂ have
earned their v'\c’ror\:).

Plot:

Point:




BEAT 45: Final Image: (singe-saene beat) A - 400%

Opposite to the Opening Imaqe, the Final IMmage is one last view of Your now-transformed
protagonist living their new lfe in their newly fused Act W world. This mirror iMage reflects
exactly how much Your protagonist has grown since the opening of the novel,

e 7Plot:

Point:

~*~ End of Act W ~*~

s &2 a2 d

THE END.
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