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General thoughts on plodding

Often you can get rid of the first three pages or so of a novel, first several paragraphs of a short story. Often this is backstory that needs to be told (or sometimes the author needs to know but doesn’t need to be told), but not at the beginning and not in an info-dump. Once you’ve learned this it is different and you tend to know how to start your story.

Plodding can often occur when you are trying to get from one event to the next. It becomes filler. You need down moments, but they still need to be crisp and they can’t be long lulls.

Every single chapter (and scene) should have a different level of tension from beginning to end. It can go up or down or even up and down but the tension level should not be the same all the time. Readers need a lull to catch their breath so that they can hold it again.

Points from Resnick

· If you are dragging but you feel that what you are saying is important, try shortening your chapters.

· You never want the reader to have a reason to put your book down for any reason (including if someone has to look up a word).

· Read your story aloud. When you do this you can tell if they read smoothly.

· Bring in someone not committed to your success and have them read it.
· Creating sympathy – have the object of sympathy not feel sorry for itself
On Subplots/Layering
Layer with Action/Emotion/Conflict/Resolution

Subplots should play into the main plot. They should foil or emphasize the main story.

Ask yourself honestly – ‘Is this essential to the main story?’ 
When do you add subplots? Some say in the beginning via outline, some learn what subplots might be during the writing process. So it varies from writer to writer.

Use these as other wrinkles. It can’t be so linear, there needs to be something else happening, other conflicts.

Characters vs Idea?
There is also execution vs. ‘high concept’. High concept story probably better overall.

A phenomenal voice and great character can overcome a so-so idea.

Others write based on the scenes they see in their mind, and everything else comes out of the scene or set of scenes.

Remember you can scatter little bits of information throughout the story; DON’T just vomit all of the information you want to get across.

When a new character is introduced, don’t stop the action to describe them. Work it through their interaction.
How do YOU tell if an idea is a story?
Do I want to read it? If so, then it is probably a story.
A concept is just the beginning. You have to be able to develop the concept into more.

How much description is necessary?

Make your words count. Don’t use two adjectives where one does the job. Choose your words carefully.

The question is: Is it boring?
Description is definitely important in alien worlds, future society/worlds, etc. If the setting isn’t the modern world, you need to describe it, but carefully and bury info during action scenes. Keep your description subtle.
 “I have a nifty idea” was a book of Reznick and others regarding outlining, pitching, etc.

