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Premise




You have an idea

Now write it down as a single sentence.

Love can be hell.

When a rock musician learns
that her ex - boyfriend is the
Biblical Antichrist, she must
find a way to stop him before

he grows powerful enough to

end the world.

orror to the end of the world with
relati i

CRAIG DILOUIE




You have an idea

You can expand to include character change.

Love can be hell.

When a rock musician learns
that her ex - boyfriend is the
Biblical Antichrist, she must
find a way to stop him before
he grows powerful enough to end
the world. She wagers her soul
In a Battle of the Bands, but
to win, sheol | have
In herself.

orror t

hy o the end of the world with this clever story
relati ips: iow




You have an idea

Find the comparableso familiar with a twist.

When a rock musician learns
that her ex - boyfriend is the
Biblical Antichrist, she must
find a way to stop him before
he grows powerful enough to end
the world. She wagers her soul
In a Battle of the Bands, but
to win, sheoll have
In herself. Daisy Jones And The
Six meets The Omen in this
novel about music, free will, F s DILO Y IE
and the apocalypse.

Love can be hell.




Developing the idea

AWhat 6s possible? W
ADesigning principle?

A Standout elements?

AWhoo6s the best cha
AChallenges?

A Are you the right person for it?

A Are you passionate about it?

AWho is the market for this?
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A good story is compelling

NThree Keys To Tell i ng P
Move Hearts Famas, Msy201é:s , O

#1: Inciting incident
What happened that created adversity? Plot

A #2: personal transformation
How did you arise to the challenge? Character

A #3: Life lesson

Connect that struggle and transformation to the
broader world shared with the reader. Theme



Emotion

Plot

Character

Q0P FOoRTVNE
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Three-Act Structure

Climax of
Midpoint Act Two
Climax of (a big twist) Bi Crisis
Act One Climax of

Second
Inciting  Thoughts

Incident
M‘V

Act One Act Two Act Three

(set up) (confrontation) (resolution)
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Emotional arcs

Kurt Vonnegut
master 0s t he
anthropology:

A storyos mai
has ups and downs that
can be graphed to
reveal story shape.

NThe shape
soci etyobs st
least as interesting as
the shape of its pots
or spearheads. o

@)



Emotional arcs

SIMPLE SHAPES OF STORIES
As told by Kurt Vonnegut.
GOOD FORTUNE/
WEALTH & BOISTEROUS GOOD HEALTH
BOY GETS GIRL MOST POPULAR
STORY IN
WESTERN
CIVILIZATION

» ELECTRICITY

BEGINNING ¢ \

e
MANIN HOLE

v

ILL FORTUNE/
SICKNESS & POVERTY

SOURCE DAVID YANG, VISUAL.LY HBR.ORG



Emotional arcs

A University of Vermont and University of Adelaide
researcherso hypot hesi s: cer
meaningful

A Analyzed more than 1,300 works in Project Gutenberg
fiction collection

A Algorithm assigned emotional ratings to words like
ANndeat ho and Al oveo and Al aucg

A Story shape bends down when happiness decreases
and up when happiness increases

A ldentified six primary emotional arcs as most popular
based on number of downloads from collection



Emotional arcs

STORY ARC

Rags to riches Rises over course of story
Riches to rags Falls over course of story
Man in a hole Falls then rises

lcarus Rises then falls
Cinderella Rises, falls, then rises again

Oedipus Falls, rises, then falls again



Riches to rags

Romeo and Juliet

Book happiness time series:

Explore the work's emotional dynamics by sliding and resizing the reference and comparison
sections.

Reference

Happiest

6.4 650

6.2 - "

6.0+ Average
597

58+

5.6
Least Happy

1550
Comparison
T T T T T T T T T
0 10 20 30 40 50 60 70 &0 90 100

Percentaee of book



Man In a hole

The Adventures of Sherlock

Holmes (wiki

by Sir Arthur Conan Doyle

Book happiness time series:

earch B

ooks

O

Explore the work's emotional dynamics by sliding and resizing the reference and comparison

sections.
Reference
6.4 4 Happiest
i 6.40
e, ::

6.2 4 ¢

604315
Average

5.8 - 586

» /V‘\

5.4 Least Happy
539

Comparison
1 Al T Ll L] L] 1 L Ll
0 10 20 30 40 50 60 70 80 90 100

Percentage of book



Emotional arcs

Good Fostune

Bad Fortiame

= Archetype 5 Voyage and Return == My Ex, The Antichrist

Marrabive Tirme




1. Ordinary World

12_. Retqrp
with Elixir 2. Call to

Adventure

3. Refusal

11. Resurrection
URDINARY of the Call
WURLD 4. Meeting

the Mentor
10. The 5. Crossing
Road Back the Threshold
6. Tests, Allies,
WORLD Enemies
9. Reward, Seizing 7. Approach to
the Sword the Inmost Cave

8. The Ordeal



Plot structure

Three-Act Structure

Climax of
Midpoint Act Two
Climax of (a big twist) Di Crisis
Act One Obstacle Climax of
Obstacle
Second Obstade

Inciden ion
Beginning i i A scendin® Acto

Act One Act Two Act Three

(set up) (confrontation) (resolution)




0%

25%

50%

75%

100%

Setup Opening scene
Haak mr_-\
Introduce hero

Establizh stakes
Foreshadow

Hooking moment

Setup inciting incident

(OPTIONAL)

Major plat twist - does net establish
here's need and quest

|

MUST define nead and quast:

Oppasition defined
Actions bo come Now from this point

First pinch point
Antagonistic force asserts itself

Attack ._..,\ Midpoint

Hero proactive Mew knowledge creates new context
Shows initiathea Must be garme changes

Opposition pushes back Here empawared

Second pinch point
Antagonistic force hits back hard

"All hope is lost" lull

Resolution ._._,N Second plot point

Beyand plat point: Final injection of information
Mo new characters Last plece of puzzla

Prablem reschved

Mo new infommation Ganme EW{ aCE m
[far goad of i}

Orphan

Establish demans

Wanderer

Reacts and runs
Unseccessfully strikes back
Failures related to character flaws

Warrior

Altacks the problem
Overcomies flaws

Martyr

Risks all

Congquers inner demons
Miust be catalyst

Mever rescued or passive

Final resolution sequence



0% Sutup

Haak I'E'\-EHEF
Introduce heno
Establish stakes
Foreshadow

2 5% Hﬂp-nnu
Ratraat, mﬂrﬂup
Doomad fight back .
Opposition reassertad

50%  Attack —~

Herd proactive
Shows inftiathea
Opposition pushes back

75%  Resolution ~
Beyand plat point:
Mo new characters
Prablem resohved

Mo new infommation
[for gead of i)

100% Final resolution sequence



Another approach (Act |)

A Opening Image (0 -1%): Show

hero and what life/world is like
SAVE THE CAT!

A Theme stated (5%): Hints at WRITES A
NOVEL

hero character arc

A Setup (1-10%): Show status
guo and its flaws

A Catalyst (10%): Inciting incident

A Debate (10-20%): Hero reacts
and decides that to do




Another approach (Act Il)

A Break into 2 (20%): Hero acts
call to adventure and enters

2 A SAVE THE CAT!
Nupsdowno worl d WRITES A

The Last Book on Novel Writing
You'll Ever Need

AB Story (22%): Introduce
character(s) who help hero learn
theme

A Fun and Games (20 -50%):
Hero in new world, loving or
hating It e

A Midpoint (50%): False victory or
defeat, raising stakes




Another approach (Act Ill)

A Bad Guys Close In (50 -75%): New goal.
Things get bad if false victory, better if false
def eat. Her oos f | aws RS

A All Is Lost (75%): Hero hits rock bottom,
hint of death (literal or metaphor) to hint at mRo";;SEt
death of old hero .

A Long Dark Night of the Soul (75 -80%): Yo Ever Now
Hero processes everything N

A The Break Into 3 (80%): A-ha moment,
hero realizes how to fix Act Il problems and
themselves

A Finale (80-99%): Hero wins by proving
what they learned

A Final Image (99 -100%): Mirror to opening
Image, but showing change




ACT 2A

ACT 3

OPENING THEME BREAK
IMAGE STATED CATALYST INTO 2

FUN AND GAMES

PLOT YOUR NOVEL WITH BLAKE SNYDER'S

SAVE THE CAT! BEAT SHEET

B STORY

MIDPOINT

|

GATHERING
THE TEAM

FINALE

ALL IS
LOST

© Savannah Gilbo »

www.savannahgilbo.com

EXECUTING
THE PLAN

HIGH
TOWER
SURPRISE

BREAK
INTO 3

DIG DEEP
l DOWN

l

EXECUTION
OF THE
NEW PLAN

FINAL
IMAGE

Adapted from Blake Snyder's Save the Cat! Beat Sheet




Other plot types

EPISODIC
Multiple consecutive plots linked
by common character or theme

FLASHBACK
Story begins with current events
and then catches up (medias res)

W-SHAPED

Character overcomes one problem, but

problem deepens in reversal

climax 1 climax 2 climax 3

rising rising rising olc.
action action action L

ending 1 ending 2 ending 3

Chapter 1 Chapter 2 Chapter 3

climax

_/-/'\

exposition and

FTT]

chapter1 chapter? chapter3 chapterd  chapters  efc Chapter 12
Apr. 2002 Jan. 2002 Feh. 2002 Mar. 2002 way 2002 Moy, 2002 Dec.
2002
Set up Prob|
problem robiem
deepens
Recover from Resolve

problem problem



Other plot types

MOUNTAIN

Character faces increasing tension
In increasingly significant, small
climactic moments until resolution
(common in literary novels)

EMBEDDED
All plot structures are open to
subplots and embedding

PARALLEL
Multiple concurrent plots linked by
common character or theme



Character







Characterization Is at the heart
of story.

NWhat does characteri zat
nutshell, it allows us to empathize with the
protagonist and secondary characters and

thus feel that what is happening to these

people in the story Is vicariously happening to

us,; and it also gives us a sense of verisimilitude,

or the semblance of living reality . 0O

dKaren Bernar do, nNChar ac



Characterization always drives

Wife disappears Al wi Il | meflye@e¢tl dmindwia In efwi

on a ¢ oupwheatshe means |ease on life and rescue her
anniversary, with ftO me a_nd gain  freed from the using the clues
foul play insight into my  constraints of in her die

suspected. marriagemy marriage. 0



PROTAGONIST
Main character
with whom we
typically identify

and find likeable.

The hero (or an
ant-her o) .

charactero

story.

Character types

ANTAGONIST
Opposes the
protagonist,
which results in
conflict.

NnBest
f or

MAJOR

Play critical role
in central
conflict. May be
an Ally, Fake-
Opponent Ally,
or Fake-Ally
Opponent.

MINOR
Supporting
character who
complements
protagonist or
villain and helps
drive the plot.

FOIL

Supporting
character who
highlights another
character
(usually
protagoni
traits through
contrast.



Character types

ROUND

More developed and well
rounded in attributes and
emotions. Typically, the
protagonist and sometimes the
antagonist.

FLAT

Little depth, typically a singular
character trait. May be stock,
stereotype or symbolic. Majority of
supporting characters. More
memorable with a quirk.



Character development

DYNAMIC STATIC
A character who undergoes No change. Majority of supporting
change due to the central characters and often the antagonist

conflict. Typically, the protagonist as well.
and sometimes the antagonist.



Character revelation

What the What the What other What the
narrator says character says characters say character does
about the about about and how

character him/herself they interact

with character

Direct, reader is told Indirect, reader infers what character is like



Narration

TYPE HOW IT WORKS

First person Character tell

Second person Narrator tells story to another
character (Ayc

Third person omniscient Narrator is not a character

and knows everything about
the story (Nnhe

Third person limited Narrator is not a character
but views story through

perspective of single
character (nhe



The character arc

Characteros transformation o

| /

THE NORMAL CONFLICT THI§ NEW
Character starts in Character reaches a
one state

new state, hopefully
one thatods be

Character grows
through conflict



2

POSITIVE ARC

Character 6s
abilities challenged. S/he
must conquer flaw (and
possibly antagonist t0o),
ending a better person.
Most popular for MCs.

FLAT/STEADFAST ARC

b eln g flatfarg, Mg @nds the same as

began (flawed), resulting in a tragic
ending.

In a steadfast arc, MC is already good
(no Lie and resulting flaw) and advances
through strengthening of resolve. MC
does not change but is catalyst of
change, as the essential flaw is in the
external world.

NEGATIVE ARC

Character ends up
worse off than where
s/he started.
Common for villains.



Positive character arc

THE CHARACTER ARC

Limited Awareness

Mastery Increased Awareness

Reluctance

Final Attempt to Change

Overcoming

Rededication Committing

Experimenting

Consequences
Preparing

Big Change



Positive character arc

%

|
|
| L
| 80
Central L e Big o,
- U . ) . e B
Element of 7214  Antagonist :lu,_ Protagonist $ 3! D oy The New
e 8 ‘hacec = w y TS QW & @
Character <) g Chases 518 Chases & 1§ 7 Character
V10 Protagonist 'S Antagonist = $!D F
B g | >, o1
| © | ~1
> > >
Character Character R esults of
[dentification Transition Transformation

Character Arc



Character

Plot

Emotion

]
]
o
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Central i g' = el
N R . o0 =1
Element of ﬁl £ Antagonist 8 Protagonist g 8! 8 The New
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Character <21 s Chases o1 8 Chases 275, g2 Character
0170 Protagonist I'Z  Antagonist = 575 =
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Character Character Results of
Identification Transition Transformation
Character Arc
Three-Act Structure
Climax of
Midpoint Act Two
Climax of (a big twist) i
Act One Obstacle

Second
Inciting  Thoughts

Incident
MV

Obstacle
Obstacle

‘Ascendin® Aeip?

Act One
(set up)

Act Two Act Three

(confrontation) (resolution)
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T FoORTUAE

MAN JN HOLE



Positive character arc: SHREK

N opou a it

love lq PRINCES

| Lo A A A

5 A
Chere ulu =

OPENING IMAGE
Can offer theme, symbol,

metaphor and foreshadowing of
central conflict.

Somewhere in the world is a

beautiful princess requiring

rescue, who will be freed by her

true

oveos

K i

S S

CHARACTERISTIC MOMENT
Character arc begins with
Introduction scene. Shrek is funny,
strong, and irreverent (likeable).

Shrek is an ogre who lives alone in
a swamp and seems to be happy.
He goes through the gross ogre

.version of a normal morning

routine.



, . |
e —

TROUBLESOME TRAIT
The MC has a trait that
may lead to trouble, such
as brave, curious, nosy.

Shrek is an ogre.

BELIEVES A LIE SYMPTOMS OF LIE
The MC believes a Lie  Symptoms of Lie may
about themselves, include negative trait
resulting in them being  such as fear or inability
an incomplete person.  to forgive.

Shrek bel i e vSarekisiabrasive
better to be alone because he assumes
because heosothanjudgedhime .



Positive character arc: SHREK

TRIGGER "~ RESISTS CHANGE WHAT MC WANTS

The inciting incident The lie is so ingrained MC wants something
(about 12%) or first plot the MC doesntwantto but canot ha
point may expose the change. May even see  something external, and
Lie as a weakness. it as a strength. often the wrong thing.
Shr ek ds s wa mfhrekis comfortable Shrek wants the fairy
invaded by fairy tale living alone. When fairy tale creatures to leave
creatures who want him  tale creatures come, he and be alone. Lord

to protect them. wants them out. Farquaad wants the

same thing for Shrek.



WHAT MC NEEDS
What the MC wants
often belies what the
character needs.

Shrek needs to be
surrounded by people
who love him and
accept him as he is.

Positive characte

[

V8

THE GHOST

Also called the Wound,

this is where the Lie is
embedded, something
that haunts the MC.

People have always
judged and feared
Shrek.

arc: SREK

REVELATION
The Ghost can be
revealed in pieces,
culminating in a grand
reveal.

Shrek tells Donkey
everybody always
judges him before
getting to know him.



Positive character arc: SHREK

Lie hero Ghost
believes /
Inner
/ Conflict '\
What hero Change

wants hero needs




Positive character arc: SHREK

FIRST PLOT POINT TOOLS TO DEFEAT LIE CLOSER TO WANT
Major event happens The MC should be given The MC should get
that changes everything tools to defeat Lie and closer to what he wants

and propels story in find it hard to continue and further from what
new direction. believing it. he needs.

Shrek goes on Donkey tells Shrek what Shrek is taking Fiona to
adventure to rescue his problem is. After Lord Farquaad. They
Fiona and get his getting to know Fiona,he dondt get al

swamp back. develops feelings for her. mean to Donkey.



=

MIDPOINT TAKE ACTION FALSE VICTORY
Something happens that The MC now takes action The MC appears to

prompts MC to be ready to escape the Lie due to have victory in his/her
to change. Realization. new understanding. grasp.

Shrek goes to tell Fiona
Shrek falls in love with  he loves her. We know Fiona returns
Fiona. his love and that Shrek
will get everything he
wants if he opens up.



Positive character arc: SHREK |

ALL HOPE IS LOST SPELL OUT THE NEED SECOND LOT POINT

MC appears to be What the MC needs Another major event.

defeated. should be blatantly Choice of want/need.
spelled out for him, MC commits to need.
typically by the Ally. Old self dies, rebirth,

Shrek overhears Fiona Donkey tells Shrek he Shrek learns Fiona

and believes she finds  needs love but turns wasnot tal ki

him repulsive. Goes people away who love  and resolves to accept

back to swamp, which ~ him. Donkey as friend and

seems empty now. rescue Fiona.



Positive character arc: SHREK

Foe :.V\ |

~ N
SO

RISING STAKES REALIZE CLIMA

The stakes should be The final act P/A confrontation

jacked to the max to test assembles all inevitable. MC goes all in

t he MCOs n e whasaetérd anditiasdip against antagonist.

resolve. all subplots and Conviction ultimately
foreshadowing. tested, Lie rejected.

Fionaisgoingtomarry Fi onaés and Armed with friendship

Lord Farquaad. Farguaado6s \Domkeyiamd @®ragon),
Shrek goes to Duloc and
defeats Lord Farquaad.



Positive character arc: SHREK

RESOLUTION

Ti e up |l oose ends, s
new Normal, relax readers after climax,
clearly answer thematic question, give
reader a chance to say farewell.

Fiona permanently becomes an ogre
(interesting twist on kiss turning frog to
prince). They get married. The fairy tale
characters celebrate.

Lesson: | t6s better
love and friends than to be safe and alone.
If you accept yourself as you are, you will
find others who will too.




Dialogue




Story role of dialogue

Every piece of dialogue
should do one of these:

A Set the tone
A Set the scene

A Revea
A Revea

A Revea

character
story information
theme

R Fowlo

7 VIRITE ™
Dagplrg

DIALOGUE | 2

THE FASTEST WAY TO IMPROVE

CA/24/ MANUSCRIPT
JAMES SCOTT BELL




Dialogue should enhance tone

The grinning ghost lurched
down the stairs in a series
of horrific freeze frames.

Opti on A: nMur d
mur mur ed. NBl oo
death I s coming
Option B: nNPret

John excl ai med,
better make tracks before '
t hat ghost pull s a number




Dialogue should sound natural

Dialogue should
sound natural
without being real.

Real talk is boring.




Reading aloud test

Read your dialogue aloud
to see how It sounds to

t he ear. | n
recommended to read
your entire book aloud.




Achieving natural dialogue

For natural-sounding dialogue, consider:

A Short sentences, shorter than narration
A Sentence fragments okay
A Shorter feels real, better readability

A Shorter paragraphs (Hough recommends
1-3 sentences, preferably 1-2)

A Use contractions

A Characters can interrupt
each other

A Ellipse for halting speech




Achieving natural dialogue

For natural dialogue, avoid:

A Overusing characters saying each
ot her 6s name

A Repetition unless to drive a point home

A Tics of real speech (hello,
goodbye, um, ah, uh,
how are you, etc.0 unless
shaded with meaning)




Avoid talking heads in white space

Broad-stroke scene upfront or sprinkle
throughout. Have characters do
something while they talk.

Something &

Mundane (easy way out) Have a meal

Something discordant Picking flowers for the funeral
while planning the murder

Something relevant to the plot Working on the car before the
big drag race



Dialogue can set scene directly

nGod, t hat water, o Jane sa
me of a turqu0|se ring | lost back In
Canada. o

John sai d, nl can see 711 gh
bottom. The pirate ship o t 6s down
t here! o

NThe desert Just goes on a
moanedutid t hat shi mmer éo
AMi rage, 0 Jane said. nltos
you want i1t to be. o



Using dialogue to reveal character

Vocabulary: general level,
distinctive phrases/words
(signatures for character)

Verbosity: length of speech
Velocity: pace and rhythm

Viewpoint: point of view (story),
point of view (c
worldview)

Venom: emotional intensity




Using dialogue to reveal character

Reveal character and move y

the story through conflicting
goals or agendas. Can be
outright or subterfuge.

Jane wants John, who is severely
lll, to get out of the house and live
his life to the fullest. Depressed,
John wants to mope.

Anltos a beauti ful day, o
Jane said.

He shrugged. Altos a day. o



Using dialogue to reveal character

People talk in books to push a
their agenda. For everything _ow v
they say, there must be a g )/f\* >4

reason. { 1/
(K\ -

Example:

John wants to sleep.

Jane wants tell him about a self-help
book sheds reading.

At end, the combination of the book
and his refusal to engage might spark
a decision to leave him on the spot.



Using dialogue to reveal conflict

Raise the conflict
level by keeping it
short and simple.

A Short, clipped Anglo-
Saxon wor ds
not Ancont ali

A Short sentences

A Strings of short sentences

A Short paragraphs

A Repetition adds emphasis

Al mperative: @Al do, 0 not

N ¢

-



Using dialogue to reveal conflict

A Turn statements into questions:

A AYou havenot | eft the house |
B: AWhends the | ast time you | ef
A Withhold the answer:

Q: AWhenodos the |l ast ti me you
house?0

A: nl have everything | need

A Evade, ignore, misdirect, Q with Q:

Q: NWhenos the [ ast ti me vy
house?o0

A : nDo we have to talk abo
right now?o



Using dialogue to reveal conflict

A Misunderstanding:

John: AHow are you?Oo

Jane: AWhat ?0

John: AHow are you?Oo

Jane: n | canodot hear you over the
A Indirect discourse:

John: nHow are you?o

Jane: NLook at them over ther

A Sucker punch:
John: nHow are you?o

Jane: AMind your own business



Using dialogue to reveal conflict

A Interruption:

John: AW Il you marry me, Jane?o0
Jane: AJohn! | dondot kdow what t
Ma n : nDown on the fl oor'! Thi s 1 s
A What/Why:

John: naADid you kill him?0
Jane: AHe just wouldnot shut
A Replying to perceived real question:

John: ASo you canot account f

whereabouts that night. o
Jane: Al didnoét kill him. | |



Using dialogue to reveal character

Reveal character through
sharp, colorful dialogue.

A Give each character a
unigue voice

A Reflect on a primary trait or
goal (angry, bitter, outgoing,
cynical, etc.)

A Zingers (snappy comebacks)

make a character seem
superior and likeable



Using dialogue to reveal character

Self-centered
Insecure

Pompous
Bossy
Status
Expressive

|, me, my, mine

Il woul d |1 ke, maybe,
mind, sentences that end in
guestion

Pompous, multisyllabic words
Commands
Drop names and status symbols

Exaggerations, totally, never,
forever, the most, the best



Using dialogue to reveal character

What a char af¢
say can be meaningful.




Using dialogue to reveal character

Reveal character with internal dialogue.

A For point of view character
A Must he honest, revealing
A Can slow the pace

A Deep POV can blend external and
Internal dialogue in same tense

A No need for quotes or italics, or a
dialogue tago e.g.:

A : Mom call ed me.
wondered.

B. Mom called me. What now?

Mrmmm, ice cream




Using dialogue to reveal story

Save Info dumps for big When'yourealize your first chapter,
reveals laced with
emotion.

Better to spread out,
here and there If just basic
iInfo or to flavor the story.




Using dialogue to reveal story

Instead of giving history of
dragons, reference in narration and

dialogue.

Hi s daughter held up a dr a
t oot h. nLook what | found

mar ket today! o

John was old enough to remember the

dragons. He shivered and forced a

smi | e. NThat 6s a great fin
sweetie. o



Using dialogue to reveal story

Avoid exposition in dialogue (particularly what
characters already know or info that shows too
great an awareness of the story). That said, you

can do more telling in dialogue than you should
In narrative.

AMomdés not here?o0
nShe went to work at 7AM. OO
( Mom has a Job, so presumably worl

need the 7AM. Buté )
AWhy so earl y?

(Ah, now the 7AM works. Context is vital.)



Using dialogue to reveal theme

Dialogue is the only place in the book
the author can talk about theme.

A Postulate theme
A Produce opposing view

A Have two characters
argue it out

A After this scene, any
arguing can be simply
because t hey
each other




How to have an argument

A Strong verb tags and beats
A Short tight sentences
A Okay to interrupt a lot 2

. NP
A Questions/sentences O €
. ; i
can repeat but with : %8
different replies

A Overall succinct *’ /




Fundamentals

Said Is standard, but other words can be
used for emphasis, exaggeration or to add a
little variety.

-

~___, 0 he
N .0 he

He <c¢cri1 ed,
He roar ed: N . 0




Fundamentals
Mi ni mi ze overused tag

Minimize complicated tags
such as nexp o

NAskedo may b SAID
| | @A

f used wiIth

Avol d using actions s
nNsmi |l edo as tags.



Fundamentals

Use as few tags as possible.

A , 0 Jane

N , 0 John SAID
A , 0 Jane @

A , 0 John sali

N , 0 Jane sai d.

N , 0 John sai d.




Fundamentals

Replace tags with dialogue beatsd action,
facial expression, tone of voice.

If a character does e BB 8 a 5
something in same m N c?t Y A
paragraph as dialogue, g{ .\ & 2 "‘
no tag is needed. *7 Ve ,{ &
She pumped her fist. f

iYes! 0 "“’ %’* vn | ‘\"’QX«

She smil ed. nNnYes.
Her VOI Cce rFr ose an oct ave. nyY



Fundamentals

Stage direction (like beats) can provide a
short pause but with more drama.

£a

XA . E & € & R @
A:.nlom gol ng @Hf‘ﬁ\‘“&%&l’
this beer. Thes,-. @\@ 9 8
gonna kil l youti ﬁt 5) r:l

~ A . - £ = ~
B : Nl om gol ng ﬁ N M W\Gﬁ'
this beer. o He a8 e
a knife from his boot "[i' 4*{ $ i\
and set it on the table.

AThen | 6m gonna kill you. oo



Fundamentals

Body language Is a form of dialogue that
can be used for dialogue beats.

@ 7‘\
#l:iJane?0 e 18

a 0
She frowned and turned T
away. e e

4 i &

#2'AJane?o \@-;"c’

i ¢t

Her eyes seemed to
dance. AWhat ?0



Fundamentals

Body language reinforces or belies
dialogue.

) B 0 6 e 5
He pounded his fist % ‘ﬁ iy \t‘i VIR
against the table. & w M%\\ii/ % h.
ANo more of thn nm -
Y M i O

i maced. #f° \Ci\f;‘; @i ‘g’l\\'f‘&*



Fundamentals

Avoid overused actions In final draft.

Examples: sigh, shrug,

nod, turn, look, pause e B a8 8 &
f N}h l&‘ Q’t \ o O
Use software to o \w y P &
generate frequency of *Y ‘{F *} o '{’ )
repeat words 1 ,j{ M W \;%"

Also ensure actions fit “\‘T‘l" 4{{ & | "‘\’F N
character. Would an optimist
sigh? A decisive person shrug?



Fundamentals

Dialogue can convey facial expression
based on context.

ﬁ!dwmsewugﬁ“fﬁﬁ

said. ? ) B 0 8

( We <can nhear‘ ﬁtwn\‘i’ '3
ﬁ Y & M f1t gﬁ'

ﬁ S O J y o u g zﬁs ~

upstairs l%’* ‘\& T &

she said.

(We <can her playf



Fundamentals

If adverbs used, use them to convey rather
than reinforce meaning.

asily

RI GHT: Nl | ov e loudiy

\S/\?llgI gull\llyé - N Adve rbqulcmg

nHel P M € " quietlycarefully = gfast

said beseechingly. ©a98TY " patientiut

U

Al ternate to ndull yo:

~y

n | | ove you. o0 He said i1t wi
enthusiasm of noting the time.



Break time!







Mind Map

Character Setting
Image
Dialogue .
9 Subject System

Plot Theme



What is theme?

The Oxtford
ARANn idea t hat English
pervades a work of art or Dictionary

| 1 terature. 0O

Volume V

Dvandva-Follis

CLARENDON PRESS - OXFORD




What is theme?

AThe nonfiction concept of
the story

AA unifying idea
AThe moral of the story
AThe storvyos

AA description of a story in a
single sentence

AMultiple themes are
possible

S

N

N

i}

N

Q
I\

<
[

=

%




Plot What happens

Character Why it happens

Setting Where it happens

Theme What is all means




