Beyond MS Word

— =~ Advanced Writing Tools
For the 21t Century




Who Are You?

A Have you written something?
A Length?
Genre?
DO you write every day?
DO you use software?
Have you published your work?
DO you aspire to become a professional writer?
What do you hope to learn today?

A
A
A
A
A
A



Youore Way Ahead of

A 6t grade fi wrote first story A 23f used first calculator
A 12" i learned to type A 25fi co -authored local history
A took cr. writing class A 26 fi edited lit magazine
i wrote stories N earned Masters Degree
A edited lit mag A 27 i reviewed books
A edited yearbook A 30f used first computer
A Fresh, college fi published A 45fi taught college writing
stories A 70f published first book (anthology)
A Sophfi edited lit mags A 74i writing first novel

A Juniorii wrote news articles
A Seniorfi started lit mag



Weove Come A Long Wa

A 17957 wood pencil A 1980 i WordPerfect
A 1867 i Remington typewriter A 1981 7@ IBM PC

A 1938 Biro ball point pen A 1983 Word
A 1961 fi IBM Selectric A 1985 i Windows
A 1972 i1 floppy disk A 198971 World Wide Web

A 1977 i personal computers A 20071 Kindle Direct Publishing
(Apple, Tandy, Commodore)

A 1979 fi WordStar

A Today i Artificial Intelligence?



What Is a Story?

Why do we love them?




What Is a Story?

A A story is about how the A Story is what happens
things that happen affect when you walk through

someone In pursuit of a great danger in somebody

difficult goal, and how else's skin.

that person changes

Internally as a result.



Let 0s Break |t Do whn

A story is how what happens affects someone somewhere who is trying to

achieve what turns out to be a difficult goal, and how he or she changes

as a result;

AfiWhat happenso is the plot.

AfiSomeoneo is the protagonist.
AfiSomewhereo is the setting.
AThe figoal o i s whatos known as t he s

AfiHow he or she changes oactuallyaholitat t h e



Let OS

Plan Your Book

A Develop Story Idea
A Build Characters
A Create Settings

A Structure Story

A Summarize Plot

A Sequence Scenes

Summar il z e

Write Your Book

A Select Point of View
A Integrate Themes
A Compose Scenes

A Find Right Words

t

h e



~

Let OS

Edit Your Book

A Analyze Story Arc

A Revise Story and Plot
A Edit Copy

A Proofread Text

Summar il z e

Format Your Book
A Design Cover

A Create Front Matter
A Format Text

A Compile Final Version(s)

t

h e



From Concepts to Results

A Step-by-Step Process to Write a Novel

OS5, | ‘ SAVE THE CAT! H | '
FCounses Imuimm |55 . oW to Wﬂtﬂ 9 NUVB' How to Write 3
How to Write WRITES A | Dynamite Scene

NOVEL

The Last Book on Novel Writing
You'll Ever Need

Best-Selling Fiction
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From Concepts to Results

A Step-by-Step Process to Write a Novel

The Writer’s Guide to Using
Brain Science to Hook Readers S I 0 RY

from the Very First Sentence

STAKES

UNDERSTANDING
Show, Don’t Tell

(And Really Getting It)
e

Learn how to find—and fix—told prose in your writin,

H. R. e
D'COSTA 4

[ *Baters Ton Wante Thins Yoars Wrting 327 Pages That Gs Wonhers |

LISA CRON

Janice Hardy

Fiction University’s Skill Builders Series




Still stuck in the 20 ™ Century?

What I1s State of the
Art TODAY?




Develop Your Idea

A One Stop for Writers

IDEA GENERATOR

Looking to add depth to your story and cast? Brainstorm with the idea generator and add richness to your
characters, plan backstory events, create intensity through conflict, and uproot any writer's block that's keeping
you from putting words on the page.

A,Qi

PLOT.COMPLICATIONS

STORY-STAKES




Develop Your Idea

A One Stop for Writers

All authors occasionally need a bit of nudging to help spark new story ideas or get
themselves ready to write. If you're looking for a creative boost, consider writing

one of the following scenes:

Your character decides to prank his parents on April Fool's Day by pretending he's
gotten a girl pregnant. ¥

Your character broke both legs in a water skiing accident and is bedridden for the next

month. Bored with TV, she sets up her telescope to watch the happenings in her

neighborhood and witnesses a crime in the home across the street. ¥
Your wild and rebellious character has been forced to spend his summer with his

elderly aunt and uncle on their farm. Seeking an escape from the laundry list of chores

that fill each waking hour, he hides out in the locked-up barnthe one place he's

forbidden to go. What he finds inside fills him with terror. +#

~STORY-




Develop Your Idea

A Plot-Generator 3 Random Story ldeas with Twist Endings

1

(plOt -generatOI’Ol‘gUk) The hero is a prince from England who can turn

anybody into a hippo. The nemesis is a prince who
uses too many plastic bags. It turns out the hero
has been dead all along.

2

In aworld where men are starving, one golfer has

no choice but to leave facebook by eating his own

grandfather. Shepard remembers that he actually

saved the world ten years previous and is suffering
from PTSD.

3

When a prince from Turku decides to start eating
people, not everybody is supportive. However, his
fortunes improve when his step-sister buys a set of
earplugs. It turns our the prince has been dead all
along.



Develop Your

AReedsyods PI
(blog.reedsy.com/plot

|dea

Ot Gen

-generator)

rGEdSV Connect Blog Apps Tools About Join us

Mystery Plot Generator

1 million plot combinations to inspire you.
Generate a random plot through this mystery plot generator. Simply click the button below to get started. Like a

particular story combo? “Lock” and save it to nail it down.

Generate & Mystery Random

PROTAGONIST

A federal investigator, who is devoid of

purpose.

SECONDARY CHARACTER

A housekeeper, who is a chatterbox.

PLOT
It's a spy story about the evils of avarice. It kicks off at a
football match with a naked man falling through the ceiling.

(Note that: this story will play out entirely in a single room.)

And there's a twist! Someone will be buried alive.




Develop Your Idea

A One Stop for Writers

AR e e d sPjobGenerator

AWriting Exerciseds Random Pl ot Gene
ARanGends Story Generator

AWriterds Dends Story Generator
ASeventh Sanctumds Pl ot Twist Gener a

A Plot-Generator



Develop Your Idea
A Scapple
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Develop Your Idea
A One Stop for Writers VWhat SM@XW Tnclude?

Each of these loglines contain four things: the protagonist, overall goal, main conflict, and stakes.

Let's look at them again to see the breakdown:

A small time boxer (protagonist) gets a once in a lifetime chance to fight the heavyweight champ

(conflict) in a bout in which he strives to go the distance (goal) for his self-respect (stakes).

A young man (protagonist) is accidentally sent 30 years into the past (conflict) in a time-traveling
DelLorean invented by his friend, Dr. Emmett Brown, and must make sure his high-school-age

parents unite (goal) in order to save his own existence (stakes).

BACK TO THE FUTURE™ o, MICHA

NEDXS & 808 GALE st ALAN SUVESTR = e When a killer shark unleashes chaos on a beach community (conflict), the local sheriff
STEVEN SPIELBERG 113

(protagonist), o marine biologist, and an old seafarer must hunt the beast down (goal) before it

kills again (stakes).



Develop Your Idea

A Snowflake Pro

A Plottr
(advancedfictionwriting.com)
(plottr.com)

Curse of the Black Pearl

The governor's spunky daughter tries to save
her town from undead pirates.

Elizabeth, the governor's spunky daughter, tries
to save Port Royal from evil Captain  Barbossa,
but ends up becoming a prisoner of his ghostly
crew. Her admirer Will Turner sets out to rescue
her with the help of Captain Jack Sparrow,
Barbossa's greatest enemy. Pirate -hating
Commodore Norrington rescues Elizabeth and
Jack but refuses to save Will --until Elizabeth
rashly promises to marry him. They rescue Wil
and defeat Barbossa's pirates, but Norrington
sentences Jack Sparrow to be hanged . ..



Develop Your Idea

A Contour

(marinersoftware.com)

GREAT GATSBY
THE FOUR QUESTIONS
Who's your main character? — Gatsby

What’s he trying to accomplish? — Physical: Make something of himself in spite of his poor
background. Emotional: Rekindle his relationship with Daisy. Spiritual: Keep his real
background a secret.

Who's trying to stop him? — Tom Buchanan

What happens if he fails? — Gatsby and Daisy will never be together and never find true
love.

THE FOUR ARCHETYPES

Orphan — Gatsby lives in a giant mansion, but with no real friends in spite of the hundreds
who show up every weekend to party there.

Wanderer — Gatsby gets Nick, the innocent young man who lives next door to reach out to
Daisy, his cousin, on his behalf. He figures out how to woo Daisy after having been away
from her for 5 years.

Warrior — As Daisy and Gatsby rekindle their romance, Gatsby, with Nick's help, actively
works to keep the affair secret from Daisy’s brutish husband, Tom.

Martyr — Gatsby takes the blame for the death of Myrtle to protect Daisy, ultimately being
killed by her grieving husband.



ONE STOP FOR WRITERS®

| " 4 STORY PLANNING CHECKLIST i/

WORKING TITLE:

GENRE: STORY THEME:
p INFORMATION LOGLINE
MY

KILLER IDEA
1%t Person Single Viewpoint Character

POINT OF VIEW 2n Person Dual Viewpoint Character
34 Person Limited Multi Viewpoint Character
Omniscient

Where my story takes place: Important locations of note:

1.

WORLDBUILDING

2.
Werldbuilding Surveys complete 3.
Name: Role:
Character Profile complete
Name: Role:
Character Profile complete
CHARACTERS Name: Role:
Character Profile complete
Name: Role:
Character Profile complete
Plot Type: Central Conflict: Outline Type:
Story Map complete
PLOT Formal Scene Map complete

Informal Scene Map complete
Timeline complete

VISIT ONE STOP FOR WRITERS TO VIEW THE STORY PLANNING ROADMAP
AND ACCESS POWERFUL STORYTELLING TOOLS AND RESOURCES




Build Your Characters

A Story Genius s

Protagonists have two characteristics: S

A A deepseated desire something they
have wanted for a very long time
A A defining misbelief that stands in the way.

A These two warring elements form the
GUKANR N} Af ¢ GKS SY2UA2| f 82f (i
your protagonist to struggle as he figures
out what to do.



Build Your Characters

A One Stop for Writers

SITUATIONS THAT
ONE AVOIDS

SECRET THAT
CAUSES SHAME

GREATEST FAILURE,
REGRET, OR
MISTAKE

GREATEST FEAR

RELATIONSHIP
ISSUES

THE LIE THE
CHARACTER
BELIEVES

DEEPEST WORRY

EMOTIONS THAT
RESULT IN PAIN



Build Your Characters
A One Stop for Writers e ey

Your character has a...

fear of sleep. %
fear of bridges.

fear of drowning. %




Build Your Characters

A Dramatica
Drivers Passengers
The Driver Quad The Passenger Quad
Quad One: The Driver Characters Quad Two: The Passenger Characters
PROTAGONIST SIDEKICK
GUARDIAN CONTAGONIST REASON

ANTAGONIST SKEPTIC

EMOTION



Build Your Characters

A Persona

Explore relationships and interactions between each of your characters

Categorize characters into one of 32 archetypes and 64 styles

Create SmartGroups of characters based on attributes like tags, type sex, or any word or phrase from your notes
Construct ad hoc groups of characters without a defined relationship to explore their interactions

See the corresponding archetypes for Heroes and Heroines and what they become if they corrupt into a villain or villainess
Shape the details of a character from the color of their eyes to their hobbies or occupation

Predict their behavior and dialogue based on their archetype, background, and motivations

Bonus: generates over 16,000 names and their origins

marinersoftware.com



Build Your Characters

A Persona




Build Your Characters

A Persona

Standard Bearer Man in Charge

The Altruist Elected Official

Action Figure

15|WI0JUOIUON

Outsider Companion

Distracted Mother

Tormentor

Playboy Know-it-All

Wicked Stepmothar

Taskmaster

Sorceress

Perfectionist

Conformist

Evil Queen

Disciplinarian

Runaway

Lost Cause

Femme Fatale

mOopIM ¥oE|g

1qqeIsyOeg

Rotten Friend




Build Your Characters

006 ¢ Gilligan's Island Sample.persona — Edited e
A Persona L?treate -mm. - Learn j Q
» CHARACTERS
4 Eunice Wentworth Professor Roy Hinkley and Eunice Wentworth "Lovey" Howell
X Ginger Grant

X Jonas "Skipper*
A Mary Ann Summers

"~ Professor Roy
4 Thurston Howell, Ili The Expert does not understand why the Caregiver puts emotive evaluation before knowledge and experience. Frequently to an Expert, it seems as though the
§ Willy Giligan Caregiver has put the conclusion before the premises: she may understand vividly what she believes in, but she will typically not be able to explain with any
technical depth why it is true and why any alternatives are nof. The Caregiver also tends to replace a respect for what is possible {or not) with an enthusiasm for
» GROUPS what is likely or might be possible (especially if more people believed or acted on their beliefs),
» SMARTGROUPS

To an Expert, a Caregiver typically seems old-fashioned or superstitious. The Caregiver is frequently unwilling to accept new empirical knowledge if it challenges
her system of belief.

The Caregiver does not understand why the sanctity of belief {or of a belief) is not a top priority for the Expert. If a the Expert creates an invention or a system
that puts lives, wellbeing, or property risk, the Caregiver might suggest that a system of beliefs would make it easier to evaluate whether the risks of an
enterprise outweigh the benefits.

It also tends to frustrate a Caregiver if an Expert fails to see the value in her ideology. Anybody with the knowledge and experience that an Expert has Is a
potentially valuable convert.

The Caregiver and the Expert share an interest in convincing others of the value of something intangible. The Caregiver's primary interest lies in demonstrating
the value of an ideology related to characters the audience feels she should show responsibility towards; the Expert's primary Interest lies in demonstrating the
efficacy and value of his specialized knowledge and experience.

The Caregiver and the Expert also tend to deal in facts. The Expert tends to deal in facts proven by other facts, by observation, and by reasoning. The Caregiver
typically deals in facts that are suggestive or inspiring; if the more they can be proven, the belter; they do not necessarily need to be proven, though, in order to
be valuable to her. Both, then, tend to be very fact-oriented, very contemplative, and very impressed by their particular interest.

Finaily, the two typically to share a sense of imagination and inventiveness. The Expert is typically able to devise specific ways to demonstrale the efficacy of
his experise, while the Caregiver is typically able to imagine new and exciting ways to make her ideology seem impressive and believable to others.

The Expert may be able to convince the Caregiver to be more rigorous and empirical in determining and attempting to convince others of what she believes in.
1] The Caregiver may take to being more realistic (and less enthusiastic) about the way he approaches her ideology. She may even rethink her enthusiasm for her




Build Your Characters

A Persona

009

€ interact & Learn ]

v CHARACTERS
L Eunice Wentworth "Lovey” Howell
4 Ginger Grant
X Jonas “Skipper® Grumby
L Mary Ann Summers
4 Professor Roy Hinkley
4 Thurston Howell, 1li
Willy Ciligan
v GROUPS
v Howells
AL Eunice Wentwarth "Lovey” Howell
X Thurston Howell, Il
¥ SMARTGROUPS
v Gals
A Eunice Wentworth “Lovey” Howell
X Ginger Grant
4 Mary Ann Summers
v Guys
X Jonas "Skipper® Grumby
X Professor Roy Hinkley
X Thurston Howell, Ili
X Willy Giligan

% CGilligan's Island Sample.persona — Edited

Name Type
Wiy Giigan oo
(Pal ¢

Age  Height Weight Sex
mmmum

Eye Color

E_Eﬁ_

[

Background

Born in a small town in PA. Had a turtie
named Herman. Pigecn-toed Walter
Sjuciuneyer was one of his fnends His best

“I've done it again? | only wish | knew what | was doing.”

In every episode, Gilligan manages 10 ruin the castaways chances of being rescued. Whenever he tries to help,
he always ends up doing more harm than good. While the fellow castaways would ke to kil him but he's won the
affection of his fellow castaways, and plus, he is the Skipper's “little buddy" and does most of the unpieasant
chores on the island. He is very content on the island, as he has everything he needs: attention, freedom,
adventure, and above all, a loving substitute family. Even his favorite Rock Group the "Mosquitoes” showed up.
The only thing he really misses is television, hot dogs, and licorice. He loves animals and always has a pet on
the island, He also loves chocolate-covered hamburgers!

| Companion

Description:

A Companion succeeds by sharing
enjoyment and fulfitiment with others.
They are genuine, seifless, caring,
understanding and prove themselves
worthy of a high degree of trust from
those around them. Their traits instill
confidence within others and they enjoy
those fulfilling relationships.

The Companion empowers others to
summon the courage 1o do the things
they might not do otherwise. Their close
friends allow access o feelings,
insights, or resources, and are apt to be
cooperative, ignore philosophical
differences, and seek to achieve a
common ground. The Companion
encourages close friends to openly
express their hopes and feelings they
wouldnt express otherwise. All of these
things contribute 1o a relationship based
on trust and openness. The Companion
encourages similar relationships not
only with their close friends, but also
with others.

A Companion denies or sacrifices
himself to encourage trust, and allows

George Milton in John Steinbeck's Of
Mice and Men

C-3PO0 in Star Wars: A New Hope
Samwise Gamgee in the Lord of the
Rings Trilogy

Ron Weasley in J.K. Rowing's Harry
Potter series

Siient Bob in the movies Chasing Amy
and Mallrats




Create Your Setting

A One Stop
for Writers

SURVEY TITLE

SURVEY TYPE: (Select one to start)

Hobbiton

<>

[City. Town, & Village (New)

Hobbiton is located in the Westfarthing part of The Shire, along a
river know as The Water. As an agriculture community, the village is

3 Sheriffs, paid for and provided by The Shire, enforce the law in the
Westfarthing, which included Hobbiton. There is very little crime, so

1. The Thain is mostly a figurehead at this point but was originally
instituted to reinforce the king's authority over the Shire. With the

Add Your Own Question




Create Your Setting

SETTING THESAURUS

A One Stop for Writers

000000000000 DVOOBOOO v o n= OO
000000

Settings come alive through description, and the right details can evoke emotion, drawing readers in. This
thesaurus explores different locations and their associated sights, smells, tastes, sounds, and textures for you to
weave into your storytelling, thereby deepening the reader’s sensory experience.

ABANDONED MINE GAS STATION PLAYGROUND
AIRPLANE GHOST TOWN (OLD WEST) POLICE CAR
AIRPORT GOLF COURSE POLICE STATION
ALLEY GRAVEYARD POND
AMBULANCE GREEN ROOM POOL HALL

AMUSEMENT PARK GREENHOUSE PRESCHOOL




Create Your Setting

A One Stop for Writers

SETTING THESAURUS

- POOL HALL %

SIGHTS:

Neon beer signs and low lighting

Tinted or grimy windows

Rows of pool tables with green felt

Balls lined up for the break

Wall racks for pool cues and rests

Chalk squares (blue being the most common) sitting on the rails

A bar with stocls

Shot glasses, beer bottles, and drinks resting on small tables along the walls
Jackets slung over chairs and stools or hanging from wall hooks

Cues leaning against the wall as a patron take a swig of his drink
Waitresses in tight clothing

A juke box or sound system

TVs bolted in corners

An ATM machine and several gaming machines lined up against the wall

Video games, pinball machines, and a foosball table

SMELLS:

Beer and other alcoholic beverages

Dry chalk

Felt

Greasy food from the kitchen

Sweat, cologne, perfume, or body odor

Beer breath

Cigarette smoke clinging to a smoker's clothing and hair
Leather

Oiled wood (in upscale pool halls)

TASTES:

Various drinks such as beer, water, pop, vodka, rum, rye, whiskey, or tequila
Crunchy ice cubes

Nachos, fries, dry ribs, pizza, burgers, and other pub food

Coffee

Salt and other seasonings or condiments

Lime or lemon wedges

Pretzels

TEXTURES AND SENSATIONS:

The smooth slide of a cue shaft along the crook of one's hand
Scraping the chalk cube against the cue's tip

The weight of a server's tray loaded with drinks

Fuzzy felt against one's fingertips

The satisfying smack as the tip of one's cue connects with a ball
A rough or chipped tabletop



Create Your Setting

A Reedsy Ultimate Worldbuilding Template
(reedsy_worldbuilding_template.pdf)

)
/N

reedsy « '-

.

The Ultimate <M g
Worldbuilding = - 42

Template,




Create Your Setting

A Reedsy Ultimate Worldbuilding Template

share.reedsy.com/
reedsy_worldbuilding
template.pdf

TABLE OF CONTENTS

1. BASICS 4. CIVILIZATION Weaponry

2. GEOGRAPHY History 6. ECONOMY
Natural world Culture Economics
Significant locations Religion Trade & commerce
Weather Leisure Transportation

3. PEOPLE Education Business
Races & species 5. TECHNOLOGY, MAGIC 7. POLITICS
Languages & WEAPONS Government
Social frameworks Magic systems Law

reedsy.com | Where beautiful books come to life

Technology

Page 10f 31



Create Your Setting

A Reedsy Ultimate Worldbuilding Template

Part 3 — People

3.1. RACES AND SPECIES

-  Whatintelligent species or races populate your world? Dwarves? Elves? Xenomorphs?
Other? How did they come to exist?

+ How does each race or species perceive each other? How do they co-exist?

PHYSICAL BUILD
=  What do the inhabitants of your world look like? Do they have any distinguishing features?

- Whatis the societal standard for beauty? How might this differ in each region of the world’

MANNERISMS AND ETIQUETTE

- Whatis the code of conduct between people of different ranks or classes? People of
different cities or regions? Elders?

» How do people in your world convey non-verbal boredom? Disbelief? Happiness? Respect?

=  What would be a gesture that is universally insulting in your world?

-  What etiquette exists in different parts of your world?

CUSTOMS AND RITUALS

« Are there any rites of passages in your world? “Coming of age” celebrations? If so, what
age marks the transition from child to adult?

- What traditions surround death and burial? What about engagements and proposals of

marriage?



CENTRAL STORY
CONFLICT

CHOOSING YOUR STORY'S CENTRAL CONFLICT

Structure Your Story

A One Stop for Writers ® )

While & story wausily hus o vaciety of conflict, sne contrsl type
will B at s hoart. The most common Worary conflict forms are:

d Character vs. Character
CUHARACTER VS, CHARACTI
Tre pIotagonss Qoes Naod 10 hadd wiah ancther Chard0sr in 3 Datmie of

Character vs. Society Wl Tk e K Gt s A Cae I i ot 1 Wy
Character vs. Nature bt s iaian) e ok s i e

IMEdrad Hayee = These Slbomts Onessre Ebbing Masows pitting hecset!
SPWONL The Police In o bid for justioe)

Character vs. Technology CHARACTRR VS, NATURE

Tho characier QOOs UD AYNAS Nt woathar, animaly, o ther
enveotenenl Think Avassis Park oo The Doy Altar Tamerrow

Character vs. Supernatural

CHARACTER V& TECHNOLOGY

Character vs. Self D e A S

CHRARACTER VS, SUPRRNATURAL

A CharecTar leces SOMETtng 0ulside e reaim of rormal undenstandeg.
such ax Dantry Totmncs in O Slemd of Jutery Baze in Ghost Micder, Thix
torm may be broken down humtar an Charagtoe v, God o Charaaior vs. Fme,

Qx x Ox Ox O

CHARACTER VE. SELF
Thin = @ parsonal inoecnal conlion whees ICtion il om smanondl
claste within the chiesciet's own ballef pysinm. Congider Jason Boume of
The Bowne idennty, mho ks irying bo ragain his Lot memory and be free of
those hunting him Yet, the meee clont S unsarths, the more he reatsus he
may nat deseevo freadom or e fresh siae,

Rrady 10 elewnty your sioryteling? Vst vy consiopfons tiees com




tructure Your Story

A Save the Cat
(savethecat.com)

MONSTER IN THE HOUSE: A big, bad boogeyman is out to get the
protagonist, who is confined to a specific space or area, such as a literal house,
town, or farm. This might be the alien creatures in 4 Quier Place, Pennywise the
clown in /¢, or Leatherface from The Texas Chainsaw Massacre.

THE GOLDEN FLEECE: In this quest plot, the character is looking for
something specific. Whether the setting is a fantasy, the real world, or
something in the middle, their search will also help them discover who they

are. The Hobbit, Interstellar, and Ocean’s Eleven would all be examples of this

story type.

OUT OF THE BOTTLE: These stories deal with wish-fulfillment—or the
opposite, when the character is given their due comeuppance. Think body-
swapping tales like Freaky Friday or ones where a gift or power is bestowed
upon the protagonist (Bruce Almighty or Liar, Liar).

DUDE WITH A PROBLEM: In this kind of story, an ordinary character has an
extraordinary problem that they must somehow solve. Think Marty McFly in
Back to the Future, or Anne Porter and Jack Traven in Speed. Even if the character
is skilled or trained in some way, the task ahead of them is well beyond what
they normally would have to face.

RITES OF PASSAGE: If the character is working through transitional, real-life
problems that are sometimes painful and hard (job loss, death of a loved one,
divorce, addiction) it may be categorized as a rite of passage. They are facing
hardship or are struggling to cope, but the struggle leads to growth and self-
understanding. Examples would include a “prove yourself” journey (Stand By
Me), a character navigating the teen experience (Napoleon Dynamite), or a

midlife crisis storyline (This is 40).

BUDDY LOVE: These stories follow dual protagonists who are going on a
journey. Friends, partners, or potential lovers, the two have their differences
but eventually come to care and appreciate each other. Stepbrothers, Lethal

Weapon, Superbad, and many romance storylines belong in this category.

WHYDUNIT: While the who in these plotlines is central, the real question is
why, because motivations rule the story and answer the primary question. They
may be dramas, mysteries, or thrillers, but something darker about human
nature is often exposed. Knives Qut, The Silent Patient, and The Silence of the Lambs

are Whydunits.

THE FOOL TRIUMPHANT: In this storyline, the main character is an
underdog—someone unqualified, unsuited, naive, or inept. They’re usually
unappreciated and dismissed by others. At some point, after facing a major
challenge that spurs them into action, they emerge on the other side as a
winner. Characters like Forest Gump, Mrs. Doubtfire, or Bobby Boucher in The
Waterboy fit this description.

INSTITUTIONALIZED: This plot type is about an individual vs. the many, or a
small group vs. a larger one. These stories may be ones where a group,
family, community, class, society, or institution is foundational for the main
character (or group of characters), determining their role and identity. But the
realization that they’ve outgrown this box leads to a choice: walk away or stay
and toe the line. A story might be institutionalized if it includes a controlling
dystopian society framework (Mad Max.: Fury Road), a military drama (4 Few

Good Men), or something with family loyalty at its heart (7/e Godfather).

SUPERHERO: This story is the opposite of Dude with a Problem, highlighting
an exceptional character in an ordinary world. They might be a misunderstood
robot, a royal prince seeking to escape the confines of his role, mutants trying
to find balance between embracing who they are and living a normal life, or a

true superhero like Superman who must hide his real identity.



Structure Your Story

A Save the Cat

BUDDY LOVE

The 3 clements of a Buddy Love are:

1) An Incomplete hero who is mussing something physical, ethical, or spintual (sihe needs another to be whole

2) A counterpart who makes that completion come about or has Qualities the hero needs.

3) A complication, be it a misunderstanding. personal or ethical Viewpoine, epic histoncal event, or the prudish desapproval of

society

DUDE WITH A PROBLEM

FOOL TRIUMPHANT

The 3 elements of a Dude With A Problesn are:
1) An innocent hero wha is dragged Lo 3 mess without asking for it — or even aware of how he got involved

2) A sudden event that thrusts our Innocent(s) Into the workd of hurt — and it comes WIthout warning
3 A life or death battie s o stake ~ and the continued existence of an individual, family, group, or society IS in guestion.

The 3 efements of a Fool Triumphant are:

1) A fool whose innocence is his strength and whose gentie manner makes him Sely 1o be ignored — by all but o jealous
Insader” who knows too well,

Z) An establishment, the people or group a fool comes g against, either within his mikist, or after being sent Lo a new place in
which he does Not it — at frst,

3} A transmutation In which the ool DEComEs SOmeone of SOMething New, often Incuding & "name change”™ that's taken on
either by acodent or a5 o disguise



Structure Your Story

A Save the Cat
15-Beat Structure

ACT 1: The Ordinary World - Thesis

BEAT 1 - OPENING IMAGE (0-1%)

Athematic or grabbing visual image, scene, or shart sequence which sets the tone of your movie. It often serves as the “before”

picture of your hero (or world) that wil transform throughout the story.

BEAT 2 - THEME STATED (5%)

Aline of dialogue that organically states what your story is all about. The theme s typically voiced by another character 1o your

hero, calling out the hero's deeper flaw or spiritual need for change.

S

BEAT 3 - SET-UP (7%-10%)
Reveals your main character's "ordinary life” or status quo. Takes time to demonstrate a character's flaws that negatively impact

the hero's life. Describes the character's familiar world when It comes to home, work, and play, and Introduces the main

characters who inhabit the hero's life,

BEAT 4 - CATALYST (70%)

The life-changing moment that happens to the hero and sets the story in mation. Provides that initial shove onto the story rolier
coaster.
BEAT 5 - DEBATE (10%-20%)

The reaction (o the Catalyst, usually presented in the form of a question (‘Do | really have to go on this dangerous quest?’), Can
be  sequence of doubt, denial, evasion, or even preparation. It lends weight 1o the life-changing bigger jourey yet to come and

foreshadows the new world as one that you do not enter lightly.

ACT 2: The Upside-Down World - Antithesis

BEAT 6 - BREAK INTO 2 (20%)

The hero decides to take action and locks in to accomplish a g0al, venturing into & new world, or choosing a new way of thinking

orid from the new world.

he old,

This Is a no-turning-back decision that separa rdinary

()

BEAT 7 - B STORY (22%)

Athematic secondary story s kicked off. Often, this is a stary al

out love or friendship or mentorship

BEAT 8 - FUN & GAMES (20%-50%)
The hero is in the new world. This beat delivers on the promise of the premise. It's a large saction of the story that essentially
presents “the movie you came to see.” Contains scenes and sequences that are shown in the trailer of movies or hinted at in the

blurb on the back of the book or on that “Coming Next Week" teaser at the end of a TV show.

BEAT 9 - MIDPOINT (50%)

The middie of the story and culmination of the Fun & Games. Us

jally, this beat is a faise victory or a faise defeat. The Midpoint

raises the stakes on the hero, forcing them to narrow their focus on winning the day or surviving. Often, a tickin

introduced here, ratcheting up tension and boasting the urgency

®

BEAT 10 - BAD GUYS CLOSE IN (50%-75%)

Stakes have raised and tension s higher. External Bad Guys may be literally closing in or psychological, internal Bad Guys may be

causing more problems.

BEAT 11 - ALL IS LOST (75%)

The moment the hero mast feared actually happens. Now it looks like the hero will lose. Usually contains a whiff of death where

someone has died or the threat of real death is in the air. This is the hero's rock-bottom moment

S

BEAT 12 - DARK NIGHT OF THE SOUL (75%-80%)

Areaction to the All Is Lost where the hero wallows in sadness, mourning what was lost and lamenting that they are now worse

off than before the story began. This is an opportunity to take stock, where meaningful fearni

appens on the way

transformation.

ACT 3: Merged World - Synthesis

BEAT 13 - BREAK INTO 3 (80%)

Anew piece of information is discovered and the hero realizes what th been

must da to solve all the problems that hay

created in Act 2.

O,

BEAT 14 - FINALE (80%-99%)

The big showdown where the hero finally proves theyve learned the lesson that was taught via their struggles in Act 2, The quest

is won, the dragon is slain, and when the smoke clears, the hero has changed, Their flaw is repaired and the world is indee

better place

©

BEAT 15 - FINAL IMAGE (99%-100%)
The “after photo* of the hero and the world. A mirror of the Opening image. Shows how far the world and the hero have

transformed.

©



Structure Your Story

A StoryMastery.Com
SixStage Plot Structure

0 10% 25% 50% 5% 90-99% 100%
Stage | Stage |l Stage Il Stage IV Stage V Stage VI
| | | | |
SETUP NEW SITUATION PROGRESS COMPLICATIONS & HIGHER STAKES FINAL PUSH AFTERMATH
Fully in identity Glimpses essence Vacillates between identity and essence Moves steadily into essence Retreats to identity then fully Transformed
essence existence
OPPORTUNITY CHANGE OF PLANS POINT OF NO RETURN MAJOR SETBACK CLIMAX

Turning Point #1

ACTI

Turning Point #2

Tuming Point #3

ACTII

Tuming Point #4

Tuming Point #5

ACTIN




Structure Your Story

A One Stop for Writers
SixStage Plot Structure

10%

STORY MAP
A Few Good Men

50%

90-99%

Stage |

Stage Il

Stage Il

Stage IV

Stage V'

Stage V

OPPORTUNITY:

Kaffee is assigned
the case of two
marines accused of
murder at
Guantanamo Bay.

ACTI

CHANGE OF PLANS:

Kaffee goes to
Guantanamo to
interview witnesses
and gather
information. When
he meets Colonel
Jessup, the base
commander, and his
executive officer,
Markinson, Kaffee
realizes that they're
hiding
something—that
Jessup very likely
ordered the Code
Red that resulted in
the victim's
unintended death.
This means that his
clients were
following a fairly
simple order with no
intent to kill, and
when things went
wrong, Jessup cut

POINT OF NO RETURN:

Due to a second mistake on Jo's
part, a critical discrepancy in
their clients’ story is revealed in
court, threatening their chance
at success. The same day,
Markinson kills himself before
he can be made to testify.
Kaffee goes on a bender and
gives up. Jo tries to convince
him that the only way to save
their clients now is to put Jessup
on the stand. But due to
Jessup's high rank and
decorated history in the
marines, there are
repercussions to accusing him
of a crime without being able to
prove it; if Kaffee can't make
him admit in court that he
ordered the Code Red, Kaffee
will be court-martialed and
thrown out of the navy. He will
lose his case, and his fear that
he can't live up to his father's
reputation as a trial lawyer will

ACT Il

MAJOR SETBACK:

Jessup isn't falling
into line on the stand
and it doesn't look
like he's going to
admit to ordering the
Code Red. Kaffee
must make a split-
second decision
between following
his line of
questioning and
pushing Jessup
(putting everything at
stake) or backing off
and letting him get
away with everything
(ensuring that Kaffee
will lose his case and
his clients will be
found guilty.)

CLIMAX:

After an impassioned
and emotional
courtroom battle,
Kaffee flat-out asks
him if he ordered the
Code Red, and
Jessup admits to it.

ACT I

-



Structure Your Story

A Plottr Template

Stage 1:

Turning Point 1.

Stage 2:

Turning Point 2:

Stage 3:

Turning Point 3:

Stage 4.

Turning Point 4.

Stage 5:

Turning Point 5:

Stage ©6:

Setup

Opportunity

New Situation
Change of Plans
Progress

Point of No Return
Complications & Higher Stakes
Major Setback
Final Push

Climax

Aftermath



Structure Your Story

A Dramatica.com

Dramatica Act Structure

Setup of
Mot Points &
Story Dynamics

»** Journey 1 --.,

Cemplications
and Interoctions

oot Jourmey 2 -

Greater
Complicalions
and Interactions

te, oor* Journey 3.,

Crisis, Climax,
and Resclution of
Flot Points &
Story Dynomics

|Stary Driver)

(Story Drive)

[Story Drives)

(Story Driver)

* ACT | ACT I ACT Il ACT IV
Big Picture Throughline Overall Story Overall Story Overall Story Overall Story
Pursuit of the Stery Gaal Signpost 1 Signpost 2 Signpost 3 Signpost 4
 Personal ‘F;roq;gh;’i-na Main Character Main Characier Main Character Main Character
Main Chareetor A Signpost 1 Signpost 2 Signpost 3 Signpost 4
Opposition Throughline I Character Impact Character Impact Character Impact Character
Impact Chataciar A Signpaost 1 Signpost 2 Signpost 3 Signpast 4
Relationship Throughline | MC/IC Relationship ] MC/IC Re MC/IC Relationship
Relafionthip Growlh ngt 1 ﬁlg npost 2 Slgﬂpﬂﬂ' 3 Signpust 4
Inciting Event First Act Turn Second Act Turn Third Act Turn Concluding

Event
{Sh‘;ry ﬂrivar‘r

* NOTE: The nature of each Signpost and Journey is determined by the story's Storytorm.
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Prediction

Non-
acaurale

Unpraven

Aty

Threat

it

Thought

Projecton

Theary

[Expecatn

Actuality | Inertia

Openness

Work

Unending

Consider- | Fait
aton

Cartanty

Decuction

peculaton)

Self Interest

Pre

Disbaiief [Reconsder|

Incicion

Potentiaity|

Non-
feoosptance|

Reacien

pusut | Control

Cartainty

Probabity

Choice

Attempt.

Changa

Loge

Inactin

Evaiuation

Anal

ysis

Terptason

Destiny

Situation

Detucson

Reducton

emptaton| Dicbelial

Evidence

Pracucton|

Inection

Actuainy

Grdar

Aoty | Aware

Hon-
acourste

Tho!

Thecey

Inequity | selttare)

Unending

Appraisal

Consider- | Support
aton

Pursiil

fcoeptance

Frogabilly | Inacion

Opposa [Reconsidel]

Disbetef

Foentilty|

Poiersaity|

Dream

Denial

Hep

Fan | supont

Halp

Fesing

Possibity

Disbelef

remptation




Outline Your Plot

A LivingWriter
(livingwriter .com)

Standard Grid

Primary

Act 1 - Exposition

Act 1 - Inciting

Incident

Act 2 - Rising Action

Act 2 - Midpoint

Act 2 - Plot Point
Two

Freeform Grid -

Romance Plot

Act 1 - Plot Point
One

Act 3 - Pre Climax




Outline Your Plot

A L IVI N gWr I te r Three ;?tt Structure Example 0 & 0 ®

Story Insert Format Export Import Mode View Revisions Help

<« Standard Grid Freeform Grid -

This incident is what sets
your protagonist's
@, adventure in motion.
Without an inciting
incident, the story doesn't
Main love interest meets exist. The inciting inciden...
main character as enemy.

Set the stage for your
readers. Identify the ./
> protagonist and help the

readers get an idea of what

everyday life is like for

them, what's important to... Main character saves main

@ love interest, changing
their views of each other.



Outline Your Plot

A Story Genius

Scene #:

Alpha Point:

Subplot:

Subplot:

Cause
What happens

The
Plot

Why it matters

The
Third
Rail

Effect
The consequences

The realization

And so?



Sequence Your Scenes

A Plottr

Three Little Pigs =

Y Filter i Flip

Main Plot

Wolf

Pig #1

Pig #2

Pig #3

Q

Makes house out

of straw

Project Timeline Outline Notes Characters Places Tags & Dashboard
EAttributes | Zoom: L | M s Scroll: < > Beginning | Middle End = Export: 2 3 Structure
Chapter 1 Chapter 2 Chapter 3 Chapter 4 Chapter 5 Chapter 6

Three little pigs The pigs build A wolf passes by Wolf visits straw Wolf visits stick Wolf visits brick
leave home for the themselves homes the pigs' homes home of Pig #1 home of Pig #2 home of Pig #3
big world
Smells pigs nearby Blows house away Blows house away Can't blow house

to 1

away

Makes house out

of sticks

Runs to home of

Pig #2

Runs to home of

Fig #3

E

Makes house out
of bricks

Runs to home of
Pig #3




Sequence Your Scenes

A Scrivener

Ee far Yiew Project

O o

Documenes

B a@®- 080 -~

) —v
< ¥ TeoSemae o

P Chaprer 1

Gordy 1s getting teady for
the fitat day of the naw

achool year. iz mom, dad,
and 2iater Ate 2toked, but
he 1» dreading Lt. Nhy? He

P Chapter 5

Tiyauta' Jeae of the bigyetx
Ri1d: mmicker at hlm, but
oty holds kis cwn.

P Chapter &

The Litat Big gase, Gordy
doesn’'t Start, But he pinch
Bits in the late innings
with the bases lLoaded. He
taker & walk. Thay win!

fopmat Jools Window Help

R R AT S T T

P Chagter 2

Gordy meets his frlends at
2chatl. They netice how

1C's & new wesk and on the
bus, all the guys ate
talking sbout the tesa. W
sade 1t o &' The
list 12 wp!

| B chapter 10

The next day in achool
everysne 18 talking

3 basedall, But cme of the
kids says that walking im &
clutch sitaation ir Leae,

BIU === 2

‘ A Chaprer 3

Health cless 18 taught by
Coach Wilkeraom. As classz
ends, he puta in & plug for
£all baseball tryouta.
Gozdy's pals all want ta

& chapter 7

It3 hazd foc Gotdy Lo see
anything. Me hates being
shoct! Bus, he s000t2 in
frone and sees the list. He
aade the tesa' Now what!

8

B chaprer 4

Day before tiyouts and
Cordy A2 maxwous, His ded
calls s out, They talk

§ About baseball, M1z ded

Bentians great shor:

® chapter &

Gordy takes the practice
field. Ar first, he doesn't
swing such, because he's
always taken walks, Coach
Wilkerson doesn’t like 1t.




Sequence Your Scenes

A Aeon
Timeline

E_ - |
" e # Robin Hood.aeon — Cdited
=5 Timeline [ Spreadsheet @ Relationship S0 Subway ‘ B8 Narrative @M= Outline &3 Mindmap
7 items
(+}
Jan 1190 Jul 1190 Jan 1191

+
Q Oct Nov  Dec Jan Feb Mar Apr
Y

4@ Robin is named an outlaw by Prince John
Sun 22 Oct 1189

2 )
o
Robin hides and gathers The Merry Men
202 Sun 22 Oct 1189 - Sat 21 Apr 1190

4@ Robin Hood recruits Little John
Tue 14 Nov 1189

e
&| Toggle Calendar Markers Panel

| B D

0:4976:09 ~ Building a Story >

May

Jun Jul Aug Sep Oct Nov  Dec Jan Feb

& The Archery Match at Nottingham Town
Tue 15 May 1190
Robin hood enters in disguise, wins the
competition, and is presented with the
golden arrow.

J

@ King Richard reveals himself to Robin
Fri 31 Aug 1190

B8 o

The Archery Match at Nottingham Town

Mar Apr

Short Label

Type
Color

Parent

Image

4@ Richard and the Merry Men interupt the

coronation
Sun 16 Sep 1190

< Event
® Blue

None

@ @

Change

Ld



Select Your Point of View

A Story Genius

POV: Lens through which your protagonist will see and evaluate everything in
your novet her storyspecific subjective point of view.

POV Misconceptions:
A22NI ROASSG Aa9BEBzIKR2NB®& a. ANRQa
A Technical distinction: first, second, or third person
At NROF3I2yAald Aa | aOF YSNI €



Integrate Your Theme(s)

A One Stop for Writers A FALL FROM GRACE FRIENDSHIP
A QUEST FOR KNOWLEDGE GREED
ALIENATION HEALTH
BEAUTY HOPE
BEGINNINGS [LLNESS
BETRAYAL INFLEXIBILITY
BORDERS INNOCENCE
COMING OF AGE INSTABILITY

CROSSROADS

DANGER JOURNEYS




Integrate Your Theme(s)

A One Stop for Writers

o |

s o |

at

orfr

IN NATURE:

The peak of a mountain

High elevations

Deserts

A lone tree on a hill

An island

Arctic tundra

A lone pack animal

Winter

Cold

Snowstorms and blizzards

A single bird flying without its flock
Hibernation

A lone wolf

A falcon or eagle's nest at the top of a tree
A solitary landform (a boulder, mesa, or hill)

An impassible canyon

IN SOCIETY:
A child playing by himself on the playground

Contamination units at the hospital

An ICU room

Outsiders

Solitary confinement

A deprivation chamber

Being underwater

A lone raft or boat drifting with the current
Language barriers

Learning disabilities

A hunting cabin

A fishing shelter on a lake

A cruise ship in the middle of the ocean
A scientific outpost in the arctic

A visitor in a foreign country
Astronauts in orbit



ompose Your Scenes

A Scrivener

%) Satelite Wishes - Sarvener
File Edd Imset View Nawgete Proect Documents

ideas No Styte
v || Manuscript
Prologue
L1 Mysterious Disappeanance
» L1 Ughts in the Woods
|| The Porpoise Hotel
~ || The Frozen Moon
300% Perfect Ears
Blues at the Jazz Bar
_ The Catis Missing
7 (Develop Mamoge Backstory)
[ The Cassente’s Elegy
[ The well
[7] His vite's Double
|7 Mysteniows Reunion
= Characters
1} Places
v || Front Matter
5 [7 Manuscript Format
> [ Paperbck
» [ E-book
[ Noess.
» 5 Ressarch
» [ Template Shests
T Tk

<

Lo 0 Wk -

The Cassette’s Elegy
= Regusr ~ Il ~ Lx =B
The Cassette's Elegy

Su lamax epp teng gaiph obrikt pank wynlarce vo
prinquis epp er zor! ma.
Cree ma nalista, dwint furng er tolaspa,

~Zorl Nalista

Jince gra la tharn lamax ewayf wynlarce. Gronk ju zorl
quolt galph groum menardis tharn cpp nalista whik re
pank yem Jince gra zorl urfa nalista, Kurnap srung twock
srung dri menardis ma pank ewayf re srung ma, nix velar
groum berot clum. Twock srung tolaspa, urfa athran pank
prinquis er jince xi rhull flim rhull twock reinag twock, gra
frimba vusp. Yem pank lydran berot ju, galph vo brul re er
nix su obrikt epp arul gen.

“Lydran tolaspa fli, twock furng, delm su groum relnag
Jince re, tharn i1l groum la tharn athran?

Korsa, ux xi twock, “Ozlint ma xi groum frimba, er harle
dwint athran lrpsa clum vusp ti obrikt relnag tolaspa ux.”

“Epp, ma nalista ozling, {rpsa erk” athran tolaspa twock
fil sernag rhull. “Velar prinquis dwint su groum korsa ma
xi zorl erk lamax nalista”

“Ux wynlarce lydran wex ju whik srung zeuhl ju galph,
wex zeuhl korsa rintax pank arul lii Make this punchiect Xi
velar xi relnag groum pank xu thung gronk groum cre erk”

Galph sernag epp vo delm brul twock fli sernag fli
harle?

Pages 1-20f 4 342 words

o

- a ®
ol | @0
| A N e
v Synopsis ")
The Cassette’s Elegy

Gra irpsa velar ozlint yiphras er. dri ma vusp
yem dedm s, Gronk obrikt kurmap & i dum
arka eubl jince su korsa. Helk urfa nalista epp
berot thung lydran erc nalista, Re clum rintax
lamax jince dwint su velar epp gra ma re,

v Notes

» Harle gen nalista ewayf clum su,
arul galph thung sernag z#ahl 1a zorl
dri arul lydran.

¢ Arul gronk relnag whik, gen prinquis
Jince. menardis gronk kurnap thung
erk. ma flim srung. rhull morvit er,

« Arul, irpsa nix, yiphras lydran
pringuis ewayf groum gra fumg?

Ux urfa irpsa morvir anu groum whik,
harie relnag nix irpsa ozlint athran
viphras su ik pank brul arul korsa er erc.
Velar galph irpsa frimba yiphras.

Delm su, ma whik vo wyniarce gronk nix
xu frpsa re galph velar cree. Zeuhl guolt
athran, ewayf groum quolt ma gen,
Menardls ozlint rintax ozlint, su erc
relnag gra su galph pringuis rhull velar
korsa tolaspa. Jince quolt i wynlarce
irpsa gra ewayf arka re groum ozlint,

Ne Label x First Draft -




Compose Your Scenes

A LivingWriter

H Story Circle Example g0 ©® &8 @

Story Edit Insert Format Export Import Mode View Revisions Help  Allchanges saved.

B New ) (# Board Arial s 1 — Tt B IUS **¢  11/-words Story Element X
v B Manuscript Q
v = Zone of Comfort
[ Chapter 1
_ In the proud Kingdom of the Pride Lands, there lived Sim
= They want something () Simba Description

They enter an unfamiliar s. , . )
y it Prince and heir to the Kingdom of

the Pride Lands

Adapt to unfamiliar situati.

Get what they wanted

ce for wh
Pay a heavy price for wha Important Internal Changes

Return to their zone of co. 4
(O] Learns how to move on from his

childhood trauma. Learns how to
be courageous and face his

Forever changed

O

= Reflection problems head-on.
= Going All In
v @ story Elements & Q ( Add Section )

. Simba
. Nala



Compose Your Scenes

A Fictionary

= Ficrionary

] Chapter 1

® Scene 1 . Prologue

7 Chapter 2

Scene 2 : A serious proposal

3 Chapter 3

Scene 3 : An Odd Request

4 Chapter 4

L4 Scene 4 : More History
5 Chapter 5

Favor Next

Scene 5 : September

6 Chapter 6

Sit down before you

Scene 6 : Load this

7  Chapter 7

Scene 7 : Epilogue

& Evaluate

Scene | Werd Count 280 Y Word Cloud

=
~
n
i
lih
[l

Prologue

The day before New Year’s, an electrical storm “fried” my laptop. 1
had spent my money on Christmas and was forced to throw myself
on the mercy of Craigslist. After a week combing the Infernet, |
located an obsolete model. While not ideal, the seller had priced it
right at forty-five dollars. An elderly woman answered my phone
call. She declined to give her address but agreed to meet at
McDonald's.

“We're downsizing, " she said. “A whole garage full, you can’t
imagine. Some of it dates to my parents, some my brother’s.”

“I bet you'll be happy to get your parking spot back.”

She grinned. “My husband will. He hasn't parked inside in a
decade.”

She took the laptop out of its case. “My grandson posted the ad—
I don’t use Craigslist. He told me it worked last time he knew, but
you can check for yourself.”

Character  Plol  Seliing

View Character List

Point of View [POV)

POV Goal

Character Arc

POV Goal Internal

Goal Related to Plot

What if Goal Fails

Impact on POV
Character

Impact on Protagonist

Advanced Mode 0 Help

Notes

View

Neutral

®



Find the Right Words

A One Stop for Writers

ANGER

DEFINITION:
Strong displeasure or wrath, usually aroused by a perceived wrong

PHYSICAL SIGNALS AND BEHAVIORS:
Flaring nostrils

Sweating

Holding elbows wide from the body, chest thrust out
Sweeping arm gestures

Handling objects or people roughly

A high chin

Noisy breathing

Legs that are planted wide

Baring one's teeth

Repetitive, sharp gestures (shaking a fist, etc.)
Cutting people off when they speak

Jerky head movements

Protruding eyes

Flexing the fingers or arm muscles

Cracking knuckles

Rolling up sleeves or loosening a collar

Eyes that are cold, hard, flinty

Entering another's personal space to intimidate
Jeers, taunts, a cutting wit



Find the Right Words

A Master Writer

A bargain made with the devil.

A bargain made with the devil is no bargain at all.

A charming devil.

A crafty little devil.

A cunning devil.

A devious devil.

A handsome devil.

A honey-tongued devil.

A silver-tongued devil.

A sly devil

A wild-eyed devil.

Appeals to the devil in all of us.
Avoid you like the devil.

Beguiled by the devil.

Between the devil and the deep blue sea.
Beware the guile of the devil.
Branded with the mark of the devil.

Cheat the devil.

Dancing with the devil.

Devil may care.

Don't give into the devil in you.

Drinking with the devil.

Give the devil his due.

Going to the devil.

Half angel, half devil.

| had a devil of a time.

If you gamble with the devil, be prepared to lose.
In bed with the devil.

In league with the devil.

In the clutches of the devil

In the grip of the devil.

It brings out the devil in you.

It's better to do business with the devil you know than th!
Let the devil take the hindmost.



Find the Right Words

A Master Writer

furrow,
n.

1. groove, rut, trench, ditch, fosse; hollow, cut, track; channel, dike, gutter, trough, canal; sulcation, flute, rib, ridge; line, seam, pucker, fold; score, scratch, gash, streak.

2. wrinkle, crow's-foot, crease, contraction, rimple, rumple, crinkle.

V.

3. plow, harrow, turn up, entrench; rib, ridge, flute, corrugate; groove, channel, cut, hollow; grave, engrave, incise, chisel, etch, carve.

4. wrinkle, crinkle, rumple, rimple; crease, crumple, pucker, knit.



Find the Right Words

A Squibler



