(Rt Qutt Extriat

Adapted from Save the Cat/ writes & move/ by Jessica Y)roo\ﬁ.

Dear Author,

The Save-the-Cat beat sheet wil \’\QIP You write a +ru|3 comPell'\nﬁ novel that resonates with
Your reader as well as create a logine and blurb, while the Save-the-Cat story genres wil
he!P You £ind comps for your book when (a'\‘rch'\ns to an aﬁen‘r or readers,

€ Youve already read Save the Cat! writes a Movel by Jessica Brody, this quick reference

J J J J 9

3u\o\e to the Save-the-Cat beat sheet and Save-the-Cat story genres wil be a heletul 3u\o\e
to keepe on hand as You write your book and market it, \€ You havent read Broo\v‘s book yet,
\ h’\\c}hlﬂ recommend o\o'\ns so.

For more information on the various beats of s’rorv’rQll\ng and for a FREE filable Save-the-
Cat beat sheet, read Yy Tips for writers article tiled The Heartbeat of Story,

Your editor,

Let's Discuss Your Manuscript


https://amzn.to/3Hi2Lvk
https://amzn.to/3Hi2Lvk
https://redquilleditorial.com/tips-for-writers/
https://redquilleditorial.com/tips-for-writers/the-heartbeat-of-story
https://redquilleditorial.com/lets-discuss-your-manuscript/
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1. wh\:,o\uni'r

Oave-the-Cat stgm
(Quick Reference Guide)

3 Key Elements: a detective, a secret, & a dark turn

Description: Your protaqonist, who mMay of may not be a professional
detective, must sohve a rmystery, o\ur\nﬁ which some’rh‘\nﬁ s‘noc\dnﬁ is
revealed that spurs Your protagonist fo somehow break the rules in order
to solve the case.

2. Rites of ’Passase

3 Key Elements: a ke eroblem, a wrong way, & a solution

Description: Your protagonist must endure and overcome the mental and
emotional growing pains of common like challenﬁes, such as coming of age,
divorce, death, or addiction. Usually, your protagonist attemets to ignore or
avoid the eroblem at first, but eventualy Jrhe\j have a coming-to-terms
rmoment of acceptance.

3., \nstitutionalized

4. Superhero

3 Key Elements: a group, @ choice, & a sacrifice

Description: Your ProJraSon'\er becomes or is atreao\ﬁ part of a gove Ce,
?am\ltj, institution, gang) and must make a decision whether to Jjoiny escape,
or o\es‘rrog it. This decision is complicated because theﬁ are usually born
into it or it's al +he3've ever realy known and loyatty fo & group can often

contradict common sense.,

3 Key Elements: a hero with a special power, @ nemesis, & a curse
Description: Your protagonist must come fo terms with being ex’rvaovo\‘mar\j
in an oro\\nartj world, where H\e&j are often misunderstood. Mote that not all
superheroes have to be rnagically inclined to £it this Senre! Theﬁ m‘\ﬂm
simply be dedicated to going above and betjono\ [ o\o\nﬁ ﬂooo\ in the world.



5. Dude with & Problem
* 3 Key Elements: an innocent protagonist, a sudden event, & a like-or-death
battie
e Description: Your average Joe protaqonist must rise fo the challenﬁe of
em‘raoro\'\nartj circumstances when ’rh@j are suo\o\enB o\ra\cﬁeo\ info some
rmajor trouble. Their unique '\no\'\v\o\ual‘\’rtj and qualifications are what wil save
the datj in the end, as well as the continued existence of one, rnany, or all

6. Fool Triumphant

* 3 Key Elements: an overlooked unO\QVO\OS, an establishment, & a
tfransmutation

e Description Your uno\ero\os protagonist with hidden worth is eitted against
society or some kind of establishment, The\j are often overlooked or
brushed aside and even try their best to £it in via a temporary
fransmutation, but in the end, ’r‘neﬁ prove to everyone just how valuable
’rhetj can be when ’rhetj conquer the establishment.

# Buddy Love

e 3 KQS Elements: an incomplete Pro’ra\c}or\‘\st a counterpart, ka comglication

* Description: Your protagonist is transformed ’rhvouﬁh rneeting and loving
someone else, whether romantic or friendshie (the catalyet), This
counterpart person, pet, or Jrh'\nﬁ provides Jour protagonist with the
companionshie and sense of completion Jrhe&j have been rissing,
Un?or’rur\a’rel\j, there is a comglication that keeps them apart (at least unti
Jour protagonist learns the theme), but in the end, love conquers all and
’rhetj end up ch603103 each other for the better.



8. out of the Bottie

3 Key Elements: a hero o\eserv\nﬁ of the magic, & spel, k a lesson
Description: Your o\eserv\n\c) protagonist is fermporariy 3\%@0\ with someJrh\nS
magical (i, & wish or curse), Thefﬁ rmay not know how the magic came fo
be, but ’r‘netj must know why it happened so Jrhe\j can grow to understand
how to £ix it, because +he3 also must come to learn that reality is better,

9. Golden Fleece

3 Key Elements: a road, a team, & a perize

Description: Your protaqonist goes on an adventure (¢ .9 road trig, heist,
quest) with clear mikestones in search of some’rh\nﬁ specific, but winds upe
d’\sc0ver'\r\3 some’rh'\r\3 else er\ﬂrelg—ﬂ\e Jjourney is far more valuable than
the destination. which is a Sooo\ ’rh'\rxﬁ, because Your protagonist may not
even succeed in obtaining the erize ’rhetj had their S\\cjh’rs set on in the first
place.

40. Monster in the House

3 Key Elements: & monster, a house, & a sin

Description: Your protagonist must overcome some kind of monster that
’r‘netj are, at least partiy at fault for creating or releasing into the world.
The monster functions outside the realm of natural human behavior, driven
by & motivation that goes against the laws of nature, and the protagonist
realizes that fiving with this monster is a fate worse than death,



