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CONCEPT 
Set foot on the adventure of a lifetime, as 15 strangers unite in a distant land to embark 
on an epic cross-country quest!  With nothing but backpacks, their wits, and the will to 
endure, these modern-day pilgrims will trek hundreds of miles - braving intense 
conditions, strange cultures, exciting challenges, and each other - to be the one 
standing transformed and triumphant...at the end of The Path! 
 
SYNOPSIS 
The time has finally come.  Just observe the current booms in eco-travel, trekking 
vacations, tours for the ‘adventure’ and fitness-oriented traveler, spiritual ‘pilgrimages’, 
Volunteer Vacations (bridge-building, trail-blazing, schooling and construction, skill-
learning, work-for-board barters, etc) – people want more from their travel experience – 
which means that they’re also craving more from their adventure television! 
For over a decade, Canadians have yearned to partake in the thrill, challenge, and life-
changing experience of a competitive reality show set in an exotic location.  The 
national ratings for the Big 2 (Survivor and The Amazing Race) speak for themselves – 
a higher percentage of Canadian viewers are committed fans to this type of 
programming than comparable percentages in the US or abroad.  Bottom line?  We are 
HUNGRY for this type of programming…and even more keen to PARTICPATE! 
 
The Path will give them this chance.  We will forge beyond the trails blazed by tired 
reality-TV predecessors to excite, inspire, and educate our viewers through the lenses 
of 15 ‘everymen’ struggling to overcome the odds and their self-imposed limitations.  
We will fuse dynamic entertainment-and-action challenges - struggles against body and 
nature and the ticking clock – with intimate character portraits and heartwarming 
transformational stories.  We will showcase the trials and tribulations of the Individual 
VS the needs of the group, old beliefs VS strange new cultures, and the timeless axiom: 
the Journey itself is the true reward. 
 
For thousands of years, humans have gathered to venture across vast spaces and into 
the Unknown.  Be it to survive, or for knowledge - for adventure, or spiritual awakening - 
millions of people were brave enough to take those first steps.  This concept has burned 
its way into mythic consciousness – Wizard of Oz, Lord of the Rings, and The Alchemist 
being prime examples – igniting hearts and minds and spirits around the world.   
 
It’s time for reality television to have its own Hero’s Journey...    
 

 



FORMAT 
The Path is a gripping and inspirational unscripted adventure show, shot over 40 (+/-) 
days of foot-travel in exotic foreign locales.  Each season will be set in a different 
location and consist of 13 one-hour episodes, compressing approximately three days of 
real-time travel per 'chapter'.  At the end of each chapter (through game mechanics 
explained below), one 'Quester' will be eliminated - leading up to an emotional season 
finale where the last two contestants reach the end of the journey.   
 
Current technology will allow for a 'documentary-style' shoot and modest crew armed 
with affordable and lightweight 1080p HD cameras and dramatic remote-controlled 
aerial/chase-cams.  Additionally, Questers may record additional broadcast-worthy 
journals/confessionals on GPS smartphones (sponsor dependent - as required). This 
tech will allow for compelling graphics displays as we track them in 'real-time'.   
 
Our Questers will be assembled through a nation-wide cross-media 'casting call' 
campaign; hopefuls will submit applications and video auditions online, and the public 
can vote to determine the top 50. This will serve the dual purpose of branding/promoting 
the show in advance, and fostering a sense of 'investment' and emotional involvement 
in the participants.  Through extensive interviews and personal/physical evaluations, the 
producers will then whittle down to 15 finalists that possess an ideal blend of:  diversity 
(age, race, sex, culture), likeability (personality, charm, character, values), 'desire' 
(motivations for participating), and dramatic potential (emotion, back-story, health, etc).   
 
DRAMA and CONFLICT 
A good story in any medium - be it fictional or 'Reality' - engages its audience with a 
compelling increase in rising action and inevitable climax for the 'protagonist'.  This arc 
of excitement and tension exists when emotional stakes are high, and a sense of 
'conflict' looms around every corner.  Therefore, from a traditional narrative standpoint, 
The Path is designed to be a winner:   
 

 Man VS 'Environment': weather, natural obstacles, navigation, food and water. 
 Man VS 'Man': skill challenges, knowledge tests, endurance, and social factors. 
 Man VS 'Machine':  puzzles, scavenger hunts, man-made physical challenges. 
 Man VS 'Culture':  knowledge tests, observational skills, language barriers. 
 Man VS 'Himself': injuries and endurance, willpower, 'winning' vs values.   
 Man VS 'Supernatural': (the potential for spiritual epiphanies/conflicts…) 

 

 



MECHANICS and KEY ELEMENTS 
 
THE JOURNEY 
Each season’s pilot will begin with our Questers being transported from Canada to the 
game’s starting location, edited to convey a sense of real distance, and the excitement 
and emotions of those involved.  Combining interviews, voiceover, and motion graphics, 
we’ll immediately hook viewers with the EPIC nature of what they’re about to witness. 
 
The focus will quickly shift to the trials and tribulations of our contestants as they are put 
under the gun immediately upon arrival.  After receiving a ‘welcome’ and basic rules 
from The Guide (host), Questers will be given only mere minutes (2-5) to transfer a 
portion of their belongings to a modest backpack before setting off on their journey!   
 
Each episode will then encompass 3 days of trekking  – showcasing the discoveries, 
obstacles, and personal breakthroughs of our cast – as they hike across exotic 
landscapes in one large ‘fellowship’, in smaller ‘clans’, and as individuals.  At the end of 
each 3-day cycle, the Questers will gather at a Safe House (see SHELTER) – here, 
The Guide will review events, examine relationships, offer cultural insights, and finally 
tally Pilgrim Points (see below). The journey will end immediately for the lowest scorer. 
 
This process will continue until just two Questers remain for the final leg of The Path. 
 
THE GUIDE 
Our host – The Guide - will act as the primary storytelling bridge between our Questers 
and the audience: defining the rules and parameters of the ‘game’, checking in with 
unfolding dramas between participants, and acting as the focal ‘power’ during major 
events (assisting, rewarding, and punishing), and at Safe Houses (point tallies and 
Farewells).  As well, the host will perform the vital role of ‘cultural beacon’ - informing 
the players and audience of the importance, dangers, and cultural/spiritual significance 
of each area. 
 
She must be our engaging constant – offering encouragement and subtle clues, 
oversee/adjudicate special missions and events, and ever-present in the unlikely case 
of medical emergency/evacuation/player-resignation.  She should be stern yet warm - 
serious yet playful - demanding and inspiring the best from our cast.  Aside from the 
journey itself, she is the key ingredient in our Questers' transformational soup. 
 

 

 



MAPS 
The Guide will provide players with a custom fabric map every 3 days.  Beyond show-
branding novelty, maps will serve the following key purposes: 
 

 Maps will feature a rough outline of primary and secondary routes. 
 Estimated distances in KM and hours between challenges and checkpoints 
 Notable landmarks, towns, hazards, etc.   
 Act as reference/confirmation for producer-placed direction markers along the 

trail, similar to colorful arrows and symbols that guide pilgrims along the 
Santiago De Compostella. 

 
As the quest progresses, additional/alternate map information will be included, 
prompting observant and savvy players to hunt for special items, take alternate routes 
for bonuses, or integrate data with their SMARTPHONES. (see SPECIAL ITEMS) 
 

    
 
 
SUSTENANCE 
The Path isn’t designed to be a spectacle where viewers marvel and cringe at the 
withered frames of its starving and dehydrated protagonists – it’s been done.  That  
said, the management of resources will play a VITAL role in our show, with food and 
water presented as two of the most crucial ‘currencies’ in the game: 
 

 Each 3-DAY CYCLE, Questers receive a full canteen and a large loaf of bread.  
 WATER sources occur at regular intervals/checkpoints, but will be more spread 

out over the course of the journey.   
 POINTS earned in missions/tests along the way may be bartered for individual 

meals, group feasts, etc.  
 FOOD REWARDS featuring local delicacies/culture will also be prevalent. 
 ALTERNATE ROUTES to indigenous food sources (orchards, farms, fresh fish, 

etc) will appear on Quester maps, or on SMARTPHONE GPS. 



SPECIAL ITEMS 
Questers will have the opportunity to acquire many unique items during their journey;  
some will be distributed during the first few days, while others will be attained by 
individuals or small ‘clans’ during challenges, scavenger hunts, and knowledge tests. 
 

 WALKING STAFF:  aside from their packs, this is the first item provided to all by 
The Guide.  Not only will it prove useful on the trail, but it also acts as a symbol of 
the journey for each Quester - the Guide will break/burn it upon elimination.  

 SMARTPHONE:  unlike the pilgrims of old (or the first reality-TV stalwarts), our 
Questers will be equipped with cutting-edge mobile technology from a major 
sponsor.  Not only will this give the producers (and the viewers) constant GPS 
information, but imagine the dramatic possibilities:  capturing video for 
diaries/confessionals.  Taking pictures for scavenger hunts.  Recording 
information for knowledge tests.  Receiving clues, encouragements, and 
competitive text messages.  It also makes for a nifty flashlight in a pinch. 

 FIRE-MAKER: It might seem a little derivative, but the importance of fire in an 
outdoor adventure cannot be stressed enough - that's why it's been featured in 
so many challenges on past shows.  Depriving Questers of lighters and fuel and 
forcing them to clumsily make fire in the face of Nature's onslaught is simply 
good TV. 

 SLEEPING KIT:  Not every checkpoint or Safe House will have beds.  Some 
Questers may fall behind.  The ground and a backpack can only substitute for so 
long - winning compressed pads and sleeping bags and even a mini tent will 
seem like glorious luxuries. 

 'TOTEMS':  Secret collectible items that may me combined at a later time to give 
the holder an special 'power' ie: Test Pass, Immunity (extra points), Transport. 

 
Rope, knives, flashlights, and additional basic items may be won during missions, 
purchased with 'points', or bartered for in towns and checkpoints. 
 
SHELTER/CHECKPOINTS/’SAFE HOUSES’ 
These will vary by location and related costs, but will essentially be a hostel, dorm, or 
‘summer camp’ set-up.  It’s a great way to monitor group interaction, especially when it 
comes to limited space, bathrooms, showers, and beds! 
 

   



‘PILGRIM POINTS*’  
This is the proprietary show mechanic that sets The Path apart.  Cleverly borrowing 
from current interactive design and modern game theory - and applying these principles 
to what is essentially a real-world RPG (story-driven game, usually revolving around a 
cross-country quest by a party of adventurers) - we are equipped to encourage 
unpredictability from our participants, and to shape (within clearly defined rule-sets) a 
season's dramatic arc in the field, as opposed to just in the editing room. 
 
The Point system works by giving the Questers CHOICE in how their journey unfolds.  
Some basic examples: 
 

 A Quester gets to a marker on the path, and is given the choice of continuing on 
(and potentially making it to the next checkpoint first for X points), or partaking in 
a surprise challenge/adventure/event.  Success would equal X+10, but failure 
would net 0 points, and a loss in precious time and energy.  It's about RISK. 

 Questers are presented with an exotic 'Let's Make a Deal' scenario:  'spend' 
accumulated points on an amazing MYSTERY cultural experience - potentially a 
festival or spa or spiritual retreat - which could simply turn out to be an extremely 
gross ethnic cuisine that drastically lowers morale and loses you a bed for the 
night.  

 Points are like CURRENCY on The Path.  You need filtered water?  Points.  A 
roadside hamburger?  Points.  A bed?  Points.  A village interpreter?  Points.  

 And like all currencies, points can be SHARED.  Questers could include 
newfound friends in their rewards.  Trade points for special items.  Even form 
point 'alliances' to ensure a specific Quester wins or loses a Chapter.   

 
Most importantly, this system allows producers to create multiple game 'layers' and 
much higher stakes for the Questers AND the viewers.  Unlike current shows - where 
results are often telegraphed in the first five minutes - on The Path, it will never be 
glaringly obvious whose journey is in danger of coming to an end… 
 
*please arrange a direct meeting for a complete breakdown of point structure rules and logic. 
 

   



MISSIONS/REWARDS/PUNISHMENTS 
 
Skill Challenges 
-  obstacle courses/mazes/running/climbing/relay 
-  endurance and strength tests 
-  'cultural skill' (herd sheep, saddle a donkey, sing a song, create an object) 
-  'Clan Battles': Questers split into teams to compete for group points/prizes 
 
Food/Item Challenges 
-  Earned Feasts: highlighting regional delicacies to promote history and tourism. 
-  Point trades (risking accumulate points for a tempting treat) 
-  flashlights, animal (donkey, horse), raingear.   
-  comfort (massage, spa, foot treatments, laundry and drinks, etc) 
 
Knowledge/History tests 
- memorizing key 'map' info, locations, and landmarks 
- observational skills in villages, and memories of earlier action-based challenges 
- information 'kiosks' on the path, or phone/text/MMS-based games 
- cultural/historical multiple choice and T/F to pass checkpoints 
 
Scavenger Hunt 
-  each 'chapter' will feature a list of items/tasks/side-quests to complete for extra points 
-  'real world' item collection VS phone-cam 'picture gathering' 
-  Questers can form alliances to combine items and share points 
 
Speed/Distance 
-  first to Safe House/checkpoint gets most points per Chapter. 
-  Side-quests add to overall distance, but can garner more rewards/points in the end. 
-  Distance Challenge, where the person to travel the farthest in one day is the winner 
(no fixed Safe House in that episode) 
   
'Team' Events 
-  several checkpoints along the path during each chapter require multiple participants 
-  Questers decide whether to stay/gather to participate for reward, or continue alone. 
-  Adds to potential physical/energy risks, as well as social bonding/dramas. 
-  potential conflicts when there are more people gathered than needed.   
 
Punishments 
-  events that allow someone to transfer part of their weight to another 
-  limited beds at a checkpoint, forcing the stragglers to sleep outside 
-  unexpected 'night walks' or extreme/exhausting alternate routes 
-  truly unsavory food or hygiene-based punishments/penalties 
-  point loss/stealing/transfer between competing players 
 
 
 



WINNING 
Once the last two Questers complete the final leg of their journey, we are faced with 
several options: 
 

 SKILL/KNOWLEDGE TESTS:  Have them compete in one final test that fuses 
together everything they’ve learned from their journey…. 

 COLLECTIBLES:  Seemingly inconsequential tems and ‘totems’ gathered along 
the way are now factored into the final Point Tally: winner take all… 

 TESTIMONIALS:  a heartfelt interview between the Guide and finalists, 
potentially with cameos from eliminated Questers.  The winner would be 
determined by AUDIENCE VOTE (online, text, and phone) 

 
One of the biggest problems with Canadian 'game shows' are pale regional sponsors 
that lead to uninspiring prizes for the winners – and in the world of adventure-based 
Reality TV, any top prize valued less than $100K is considered an insult.   
 
With The Path, we will be establishing valuable national/international sponsorship 
agreements from the outset (see below), as we will feature key products prominently 
throughout each season in an organic, unobtrusive way.  We will also be taking 
advantage of incredible international locales, allowing us to leverage co-production 
agreements and support costs (including a substantial grand prize).  If each season 
becomes an official co-production with the host country, we may be able to garner 
increasingly valuable production resources and player rewards.   
 
Potential Grand Prizes for the winner of The Path include: 
 

 A one-time taxable cash prize 
 Prizes (monetary or item/service) that accumulate over the journey. 
 A 'dream property' in the host country!!! 
 Inclusion in the following season for a chance to win exponentially more.   
 Winner's Choice (with value cap) 
 

 



SPONSORSHIP/LICENSING 
 Backpacks/Outerwear:  MEC, NORTH FACE, PATAGONIA 
 Footwear:  KEEN,  
 Smartphones:  ROGERS, BELL, GOOGLE, APPLE CANADA, MOTOROLA 
 Gear (Canteens, basic travel goodies) 
 Limited edition items made for show (as eventual ancillary products) 
 series DVD, BluRay, On Demand, and exclusive mobile content 
 International Concept Licen$ing (a la Survivor, Big Brother, Idol, etc) 

 
PROMO CAMPAIGN 

 co-production with national tourism department of host country 
 high-profile web campaign highlighting 'cast search', voting for final participants, 

production journals, and teasing show surprises with established digital partners 
like Zeroes2Heroes, Electric Farm, and other Canadian digital vanguards.   

 mobile campaign with smartphone tech partner (show sponsor) providing 
exclusive video (background, contestant, trailers, etc), audio (show themes, 
ringtones, interviews/podcasts), and knowledge-based historical/geographic 
GAMES. 

 eventual specialty broadcast partner push to key lifestyle demos:  Discovery 
Channel, Outdoor Network, History Channel, MTV, etc. 

 
POTENTIAL LOCATIONS 

 Spain (Santiago De Compostella) 
 Peru (Incan Trail - Machu Pichu) 
 Mexico/Central America (Path of the Maya) 
 North Africa (Mastery of the Moors – Morocco, Tunisia) 
 Scotland/Ireland (Castles and Celts) 
 India (Pilgrimage of Death – from southern seas to Varanasi) 
 Thailand (Mystery and Paradise – North to South) 
 Australia (Walkabout – Queensland, etc) 
 New Zealand (Path of the Fellowship – South to North) 
 Fiji (Colonial Conquest – Vitu Levu, Vanua Levu, and Yasawas) 
 Canada (West Coast Trail, Baden Powel, The Voyageurs) 

 

 



CREATOR BIOS  
 

 
 
ALLISON WARNYCA 
 
An actress, host and yoga jedi with energy to burn, Alli is always on the quest for new 
and marvelous ways to connect her self and others to their adventurous spirits. Raised 
on ocean salt and mountain air, an intrinsic love of nature and the great outdoors was 
ingrained in her from day one, and has led her into 8 day mountain bike races in South 
Africa, dancing with shamans in Machu Pichu and White River Rafting in the Rockies.  
Indeed, It was this love of adventure that brought her to the depths of the Thai Jungle 6 
years ago, where she stumbled apon the yoga path. She has since established herself 
as an international yoga teacher and seminar leader, leading workshops in South East 
Asia, London, Vancouver and California.   
 
When not leading large groups into a sweaty, smiling frenzy, she can be found as an 
actor, kicking some Sci-Fi tush on International TV. Most recently, she can be seen 
wrecking havoc as a demon on SUPERNATURAL and fighting cyborgs as Lieutenant 
Jaycee McGavin on BATTLESTAR GALACTICA. Alli also won a Best Actress award, 
nominated by director Carl Besai, for her role in the short film, BEWARE OF FALLING 
SPACE ROCKS. In addition, Alli is an accomplished voice actor and has contributed to 
Electronic Arts Canada’s highly touted video games SKATE I and II.  
 
Whether Climbing Mountains, Sun Saluting or playing the part of Superhero, Alli 
constantly strives to find the balance between art and action, and is always on the 
lookout for The Next Big Adventure.  



  
 
BROOKE BURGESS 
 
As a critically acclaimed writer, director, producer, and lecturer, Brooke has been 
blazing cross-media trails for over a decade.  After a successful stint producing and 
designing  platinum-selling software at Electronic Arts Canada (Need for Speed, SSX 
1&2, Kessen, James Bond), he left the cubicle behind and created the award-winning 
online saga Broken Saints (www.brokensaints.com). Seen by over 6 million viewers 
worldwide, the groundbreaking 12-hour epic is considered to be a revolution in modern 
storytelling, garnering Brooke and his team a coveted Audience Award at the 2003 
Sundance Film Festival (digital).  A Telefilm Canada grant to re-imagine the celebrated 
saga as an incredible 4-disc DVD collection was awarded in 2004, resulting in 
worldwide distribution from 20th Century FOX, along with the title of 2005 Canadian 
New Media Producer of the Year for Burgess.   
 
Since then, Brooke has lectured and taught across North America and overseas on the 
principles of modern narrative, game design, branding, and cross-media.  Meanwhile, 
his production company – Budget Monks Productions (BMP) – has been tapped to 
produce and direct high-profile studio promotional projects for the likes of Will Smith (I 
AM LEGEND), Guillermo Del Toro (HELLBOY 2), WB, NBC/Universal, and SONY.  
Brooke is currently shepherding original properties through videogame, graphic novel, 
and live-action development, while continuing to consult for the digital media industry. 
 
In the summer of 2008, he took a break from the media fray to walk 1000KM along the 
infamous Santiago de Compostella in France and Spain.  Deeply moved by the 
experience, Brooke was driven to develop several inspirational projects based on the 
journey.   The Path is one of them. 
 
 



APPENDIX A: A Hero's Journey on THE PATH 
The following highlights the stages in Joseph Campbell’s archetypal Hero's Journey, 
showcasing clear parallels with our ideal thematic structure for the show: 
 

DEPARTURE 
 
The Call to Adventure 
The call to adventure is the point in a person's life when they are first given notice that 
everything is going to change, whether they know it or not. 
 

 We will interview Questers immediately following their announced 'casting'. Ideally, we will gather 
the 50 'finalists' in one location, and capture the genuine excitement and emotions as the 
realization sets in... 

 
Refusal of the Call 
Often when the call is given, the future hero refuses to heed it. This may be from a 
sense of duty or obligation, fear, insecurity, a sense of inadequacy, or any of a range of 
reasons that work to hold the person in his or her current circumstances. 
 

 Between the time of announcement and the scheduled departure, we'll combine more candid 
interviews with Quester 'journals' (getting them accustomed to their video diary technology).  At 
the start of the pilot, their fears and doubts will be showcased amidst travel montages, helping to 
humanize and define their 'characters' before taking the first step on the path.   For the sake of 
drama, we should also offer the cast the opportunity to bow out at every stage of travel ie: plane, 
train, boat, bus, etc, before arriving at the starting point.  This has the potential to raise stakes 
and stir visible doubts in our Questers. 

 
Supernatural Aid 
Once the hero has committed to the quest, consciously or unconsciously, his or her 
guide and magical helper appears, or becomes known. 
 

 Upon arriving at the starting point, players will finally meet The Guide, who acts as a bridge 
between our cast and the viewers...as well as the realm of The Path and the 'real world'.  She/he 
will provide maps, define rules, offer advice/sustenance, and be the giver and taker of 'Life' on the 
show. 

 
The Crossing of the First Threshold 
This is the point where the person actually crosses into the field of adventure, leaving 
the known limits of his or her world and venturing into an unknown and dangerous realm 
where the rules and limits are not known. 
 

 Once the rules are defined, Questers will be instructed to leave their luggage and belongings 
behind, except for what they can fit into a modest backpack against a ticking clock (2-5min).   The 
Guide will IMMEDIATELY send them on their way as one large group, with a basic 'mission' to 
complete (reach Point X by Time Y) - otherwise, they now set foot into the Unknown... 

 



The Belly of the Whale 
This stage  represents the final separation from the hero's known world and Self. It is 
sometimes described as the person's lowest point, but it is actually the point when the 
person is between or transitioning between worlds and selves. The separation has been 
made, or is being made, or being fully recognized between the old world and old self 
and the potential for a new world/self. The experiences that will shape the new world 
and self will begin shortly, or may be beginning with this experience which is often 
symbolized by something dark, unknown and frightening. By entering this stage, the 
person shows their willingness to undergo a metamorphosis, to die to him or herself. 
 

 During the Pilot (covering the first 3 days of trekking to Safe House #1), players will be 
undergoing the first stages of physical and mental 'transition';  the constant movement will begin 
to wear on their bodies, the lack of food will drain their energy, and the environment and fellow 
travelers could weigh on their morale.  But once they reach the Safe House, they will realize the 
Truth - that every 'map cycle', through a combination of choices and fate, someone's journey will 
come to an End.   By choosing to play the game, they have shown a willingness to 'die' (be 
eliminated) in the hopes attaining their goal. 

 
INITIATION 

 
The Road of Trials 
The road of trials is a series of tests, tasks, or ordeals that the person must undergo to 
begin the transformation. Often the person fails one or more of these tests, which often 
occur in threes. 
 

 Each chapter/map-cycle (3 days), the Questers will undergo challenges of a physical, mental, and 
social nature - by design, these 'tests' will be infused with cultural, spiritual, and morality vs 
temptation themes.  There will be one major mission or event per day:  therefore, THREE 'tests' 
per chapter. 

 
The Meeting with the Goddess 
The meeting with the goddess represents the point in the adventure when the person 
experiences a love that has the power and significance of the all-powerful, all 
encompassing, unconditional love.  It is also known as the "hieros gamos", or sacred 
marriage, the union of opposites, and may take place entirely within the person. In other 
words, the person begins to see him or herself in a non-dualistic way. Although 
Campbell symbolizes this step as a meeting with a goddess, unconditional love and /or 
self unification does not have to be represented by a woman. 
 

 Though challenging to personify as a specific moment or 'being' on the Path, the 'sacred 
marriage' is likely to evolve and occur as an organic process for the Questers who endure the first 
third of the journey.  The trek will naturally bring the participants closer together, and we are 
almost guaranteed to witness bonds and connections that uplift, inspire, and transcend the show 
itself.  

 This is also the reason for making our cast as diverse as possible - it will allow us to effectively 
demonstrate the opportunity for people from very different backgrounds to connect and learn from 
each other when they share in hardships and personal triumphs...just like Life. 

 



TEMPTATION 
At one level, this step is about those temptations that may lead the hero to abandon or 
stray from his or her quest. For Campbell, this step is also about the revulsion that the 
hero may feel about his own fleshy/earthy nature, and the subsequent attachment or 
projection of that revulsion to his surroundings.  A 'Woman' was the original metaphor 
for the physical or material temptations of Life, since the hero-knight was often tempted 
by Lust from his spiritual journey… 
 

 The theme of 'temptation' will an ever-present mechanic on The Path, especially as our Questers 
push through the initial discomforts, disappointments, and culture shocks of the first half of the 
journey.  From lavish food and comfort-based rewards that may hinder one's progress/points, to 
short-cuts and transportation 'cheats' built into the game, the Questers will constantly need to 
weigh short-term satisfaction against long-term gain. 

 
Atonement 
In this step the person must confront and be initiated by whatever holds the ultimate 
power in his or her life. In many myths and stories this is the father, or a father figure 
who has life and death power. This is the center point of the journey. All the previous 
steps have been moving to this place, all that follow will move out from it.  For the 
transformation to take place, the person as he or she has been must be "killed" so that 
the new self can come into being. Sometime this killing is literal, and the earthly journey 
for that character is either over or moves into a different realm. 
 

 This is another point in the journey that may occur 'organically' for the Questers; through 
interviews and video journals, we learn that they have reached a point where they have been 
irrevocably changed by the Experience.     

 At the mid-point Safe House, we could then offer our Questers an ultimatum/choice:  transfer a 
fraction of their belongings to an even smaller individual pack or collective 'Tribe' pack (effectively 
'dissolving' their earthly selves)...or end their individual journey. This could be an extremely 
powerful and symbolic moment for those involved, including the audience! 

 
Apotheosis 
To apotheosize is to Deify. When someone dies a physical death, or dies to the self to 
live in Spirit, he or she moves beyond the pairs of opposites to a state of divine 
knowledge, love, compassion and bliss. This is a god-like state; the person is in heaven 
and beyond all strife. A more mundane way of looking at this step is that it is a period of 
rest, peace and fulfillment before the hero begins the return. 
 

 Immediately following the stage above, we should reward the Questers willing to forge ahead for 
their bravery and commitment.  It would be compelling and entertaining to devise some sort of 
ritual or celebration to reinforce this.   

 As a proposal, perhaps there is a special feast ceremony/blessing awaiting our cast the morning 
following the ultimatum; our Guide would be there, trumpeting the group's successes, and 
providing them with special 'gifts' (upgraded guidance/comm' tech and a phone call with family, a 
donkey/horse for burdens, bonus points, etc). 

 



The Ultimate Boon 
The ultimate boon is the achievement of the goal of the quest. It is what the person went 
on the journey to get. All the previous steps serve to prepare and purify the person for 
this step, since in many myths the boon is something transcendent like the elixir of life 
itself, or a plant that supplies immortality, or the Holy Grail.. 
 

 Built into the structure of The Path is the promise of a great Reward at the end.  As Questers 
continue to be eliminated, the focus in the second half will be on enduring and remaining 'in' the 
game until the End.  Our 'Ultimate Boon' will be spread out across The Path in the form of clues 
and 'totems'.  When gathered and assembled/combined, this SPECIAL OBJECT will guarantee 
'survival' at a Safe House when the holder has the lowest points for that Chapter.   

 The drama of gathering the components over several episodes, trading information and points for 
pieces from fellow Questers, and creating alliances with those holding key components will add 
yet another exciting element to the show. 

 
RETURN 

 
Refusal of the Return 
So why, when all has been achieved, the ambrosia has been drunk, and we have 
conversed with the gods, why come back to normal life with all its cares and woes? 
 

 This 'refusal' will occur naturally over the second half of the journey - it's essentially a mix of 
'fallen' Questers (those who lose the will to go on, or fall short in points), and those who choose 
not to continue due to irresistible Tempations on the Path.   

 
The Magic Flight 
Sometimes the hero must escape with the boon, if it is something that the gods have 
been jealously guarding. It can be just as adventurous and dangerous returning from 
the journey as it was to go on it. 
 

 The concept of 'Magic Flight' is essentially the combined elements of 'higher stakes' and a 'chase' 
mechanic.  As outlined in the series high concept, the second half of the journey will be designed 
to ramp intensity by increasing the distances between checkpoints/Safe-Houses, and reductions 
in allotted trekking time.  The Questers will be forced to push harder, walk farther, and endure 
more challenges - especially in the final third of the show - than they ever dreamed or feared... 

 
Rescue from Without 
Just as the hero may need guides and assistants to set out on the quest, often times he 
or she must have powerful guides and rescuers to bring them back to everyday life, 
especially if the person has been wounded or weakened by the experience. Or perhaps 
the person doesn't realize that it is time to return, that they can return, or that others 
need their boon. 
 

 'Rescue' can symbolize many things during the course of our show, but we should definitely focus 
on the idea of wounded or 'weakened' Questers.  This is when the 'morality' aspects enter the 
game, as it's inevitable that cast members will succumb to fatigue and injury in the final third of 
the journey. Will 'leaders' throw challenges or share points to save their favourite stragglers?  Will 
the TOTEM-holder sacrifice his advantage in exchange for food/rest/assistance for the entire 
group?   

 



The Crossing of the Return Threshold 
The trick in returning is to retain the wisdom gained on the quest, to integrate that 
wisdom into a human life, and then maybe figure out how to share the wisdom with the 
rest of the world. This is usually extremely difficult. 
 

 In the final days of The Path, tests based on Knowledge, Culture, and Memory will move to the 
forefront.  Not only will the remaining Questers have ample opportunity to display their 
accumulated wisdom and skills in the final days, but they may be called upon to teach others 
(surprise visits with family members, encounters with eliminated Questers, local villagers, etc) in 
order to advance to the end stages. 

 
Master of the Two Worlds 
In myth, this step is usually represented by a transcendental hero like Jesus or Buddha. 
For a human hero, it may mean achieving a balance between the material and spiritual. 
The person has become comfortable and competent in both the Inner and Outer worlds. 
 

 On the final chapter of the journey (Episode 13), our two remaining Questers will not be racing 
against the clock or jockeying for points or fighting for individual rewards.  Instead, their last 
stretch of travel will feature a 'review' of their accomplishments and experiences to date, along 
with messages and diaries from their fallen compatriots.  These will all be featured in the 
landscape itself (in signs, totems, 'kiosks', and notes), as well as through their Smartphone 
'companion'.  In addition, the Guide may join them during the final few miles, adding to the 
weighty sense of ritual and ceremony of the finale.   

 At the end of the Path, our two finalists will receive one last Test - essentially an interview where 
they bare themselves to the audience, and share all that they have learned - before a 'winner' is 
declared by audience vote (hence ‘Master of Two Worlds’) 

 
Freedom to Live 
Mastery leads to freedom from the fear of death, which in turn is the freedom to live. 
This is sometimes referred to as living in the moment, neither anticipating the future nor 
regretting the past. 
 

 And therein lies the goal of the show - to give our participants (and, by extension, the viewers) a 
beautiful reminder that the JOURNEY...and every moment within it...is the key to Life.   

 

           


