Note
13 CONCEPTS COVERED ...

Setting
e Characters
e Goal, Motivation, Conflict
e Types of Conflict
e 3 Act Plot Structure
e The Plot Structure
e |Inthe Beginning
e |nthe Murky Middle
e |nthe End
e Action-Reaction-Decision
e Time & Place Transitions
e Show, Don’t Tell With Your 5 Senses
e Commas in Dialogue
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When writing a story, use your

The main character has finally solved their

problem and has learned a valuable life Y oA 5 senses to create vivid images
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lesson. They are now a changed person ACTION REACTION DECISION l\\ P ladl w in your reader’s mind.
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Life Lessons A Character Might Learn ... Time Transitions Place Transitions y
1. TELLING: Sam was sick.
SHOWING: Sam coughed, then groaned at the sudden pain in his
2. throat. He checked the thermometer again, which now showed
that his fever had gone up to 101 degrees. The terrible taste of
3 the grape cough medicine his mom forced him to take earlier still
. lingered, and he was so stuffed up that he could barely smell the
chicken noodle soup his mom brought him. He reached for
4., another tissue when his nose threatened to drip, then laid back in
bed.
5.
YOUR TURN: Sam’s bedroom was a mess.
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(TIME & PLACE TRANSITIONS

A transition is
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character’s goal, motivation, and conflict.
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