Session IV – Providing the Experience
Aaron Allston

Description: Discussion of point-of-view (POV), emotion, and description.
POV

Trick of the trade: Any time you switch between POVs, first have a section break (scene or chapter) and the first character in the first paragraph after the break should be the new POV character.

Three P’s of POV:
Person – 1st, 2nd, 3rd person (and their variations). 
Generally only use 1st and 3rd.

1st – Intimate, easy to establish a rapport between narrator and reader. Limited view of the story; can hide knowledge. Cannot see other individual’s thoughts or feelings. You are limited to what the character believes, but you can definitely use this to tweak perceptions based on how the character describes or views things, even if those things aren’t actually happening in a way that the character’s worldview makes them see those events or people.

2nd – Very difficult, but good for certain things, particularly rule books for games. Otherwise, this will tend to break the reader’s suspension of disbelief.

3rd – You can switch around as necessary, and you are only as limited as you decide to be. Omniscient style allows for more description and lets you show everything, however, it is effectively impossible to hide anything from the reader. However, third person limited allows the writer to follow a select group of characters, each time only working from their view.

Often the POV character isn’t the “hero” but rather the “sidekick” or a secondary character as a narrator. Choose someone for whom the events are interesting and who is in the position that you want the reader to be in.
Powers – What the POV can provide to the reader

Subjective – First person will almost always be this.

Objective (or ‘omniscient’) – Third person

Objective Limited – Third person

Prejudice

Remember that characters all have prejudices and it colors their thoughts and views of the world. Be sure that you are considering their prejudices when writing from that POV.
Emotion

Be careful with the characters you choose, so that the reader can be connected emotionally to the story. Characters will not be compelling without emotion.

Trick of the trade: “Establish, through whatever means you choose, the importance that one character has to another.”

You can provide universal experiences to tap into emotion. Falling in love, experiencing loss and tragedy, surrender to emotion where the character surrenders to feelings they have been hiding or avoiding. Be careful of the use of emotional clichés.

Try unexpected behavior as well, which can create depth. Good example is ‘Gentleman’ Johnny Marcone in Jim Butcher’s Dresden Files. Marcone is a crime lord, but he has an intense protective streak over children.

Also finality. The cessation of stories, relationships, etc.

Emotion can be adjusted in unexpected ways. He used Perry Mason as an example, in that ‘bad guys’ or ‘jerks’ were often murdered and someone innocent framed. Thus the murder was moved out of the way and emotion turned towards the innocent person that was framed.

Work emotion via uncomfortable situations – misread intentions, etc. – or by absurd situations. You ‘steal’ the emotion that is normally present and turn it to the emotion you desire.
Description

Filmmaking – You shoot a master, then do ‘two-shots’ or close-ups. You at least have the general scene.

Same in writing. Do a master shot without full description but get the action down. You can come back later and lay more and more description down if you desire. Be careful of description vs. pacing as well. The more time the characters have, the more description you can have.

Description is always modified by POV character and the emotion in the scene.
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