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Description: Things you would learn in the first three to five years as a writer/author.

Rule Zero – “Don’t quit your day job.”

Rule One – “Show don’t tell.”

Pretty classic rule. Don’t tell “so-and-so was angry”, show how the individual feels through words and description of the character’s actions. Part of this is: make the writing participatory. Engage the reader by making them parse and process the words you are writing.

Key words to be watchful for: “is”, “was”, i.e. any “to be”. Don’t waste your words. “Go to war” with ‘to be’ and you will remove passive voice. (Where something is being happening, not being done.”
Rule Two – “Write before you rewrite.” Or “Finish before you edit.”

If you can, remove the temptation to edit by printing out copies and not going back to the actual files. Similarly, make notes, but fix them later, after the work is complete. Be aware that much of that editing will be very small changes or additions here and there, even to layer in details and information about the character, or new plotlines.

Rule Three – “Never settle for the easy way out”

Writing is a game of “name that tune” between the author and the reader. If the reader gets it right, they will be less interested later. When faced with a decision about how to resolve a crisis, issue, or plotline, think of and write down the possibilities you think of immediately. Then think of another way to do it, because what you think of immediately is what your readers will think of as well. 

If you have two characters and don’t know where to go, add a character, don’t remove. Throw in ninjas or blow something up! Make something happen!
Rule Four – “Double Duty”

Every scene must do at least two things. This gives books depth and keeps you from wasting words. Every scene can have characterization. You can also have action, puzzle solving, romance, information. Example: Two characters arguing about an old war. You get world history and character information in that same scene/conversation.
Rule Five – “Continuity Bolts”

Once you have used the energy and time to describe a setting (or character, etc.), you want to have key words that allow you to easily reference back to that settings. Similarly, you can use that well-defined setting as a contrast for other similar settings. For instance, if you build a detailed description of a bar, you can contrast other bars against that one, and by doing so you can avoid detailed descriptions of places that may not be as important.
Rule Six – “He said/She said”

You do not have to use them. And you particularly don’t need to add dialogue descriptors.

They make things choppy and they are a ‘tell’. Descriptors tend to make things choppy and slow down dialogue.

Instead:
· Establish a unique ‘voice’ for each character. This voice can include keywords, styles of speaking, rhythm, etc. Style example: A character may always address women by their first name.
· Younger and lesser educated characters will tend to use shorter sentences, shorter words, and words of Germanic derivation. 
· Older and educated characters will use Latin-derived words, longer more complex sentences, or longer words.
Do use dialogue tags to describe states of being. Examples:

The store clerk appeared at his shoulder, “Will there be anything else, sir?” 
VS 
John chewed on his fingers, “I don’t think I want to go through that door.” 
These tags provide description about the character without the ‘mirror trick’.

When to use ‘he said/she said’:
When you want it to be used as a comma. When you want the pause. This can be particularly useful at the end of a scene for progression to the next scene and cliffhangers.

Rule Seven – “Define the Conflict”

The conflict is what defines your story. These are the five core conflicts – man vs. self, man vs. man, man vs. nature (any elemental force with no driving intelligence), man vs. society, man vs. supernatural or technological (usually an elemental force with a driving intelligence, but not always).

Stories are delivered through three channels: emotional, intellectual, action (heart, head, hand). Sci-fi and fantasy tend to be heavy on the latter two, but the emotional channel needs to be pushed more heavily, because people tend to attach to that, and what someone feels is ‘fact’ to them.
Side Notes:

· When you read a book and say “that was really good”, it probably wasn’t at first. You are probably reading the fifth or later draft!

· “In any book you should have some romance.” There should be some sort of romantic tension, as people very easily identify with this.

· The reader will believe that anything you put into the book is significant. Don’t overload everything, so be careful what you describe in detail.

· Yes, the best way to hide something significant is in a list of things that are insignificant.

· Your job is to torture and fool readers.

· Tells: “How many pages is that book?” (words not pages) or “What if I run out of ideas?”

· He is referring to about 2500 words as a chapter and says that is about 10 pages. (250/page)
· Each chapter is probably based around one or two key points. You probably don’t want to do more than three, though each chapter can still do a number of jobs, even if it is thematically only doing one.

· Exceptions to the ‘short chapter’ rule: ‘final battle’, climax, viewpoint/scene shifts within a chapter that act as mini-chapters.
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