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writers bosrm~u(a

Written bfj Hana

Let's start:

You are 3oi03 to start this booklet with a ?ree—wriﬂns session. A
Lree-write’ is where You write anaﬂnina, absolm‘e\\j an\jJr‘ninﬁ.
Whatever comes into Your mino\,\'\usﬂr let if Qow and don't
overthink, \£ You are not sure what to write, that's what You
write! You can write about an\jw‘hina at all, and don't worry about

s(aeuina and Srammar or if You are even ma\dna sense, This is

3 way to Se’r Your pen on the paper and start wri’rinﬁ.

\£ You need some hele have a look around the room, what can
You see! Does it Sive You any ideas or JrhouSths? Write about it!

Speno\ 5-10 minutes on this and 3e+ lost in Your Woras, Gou.l




Creative wriﬂna for Eeainners

Written ‘o\j Holly?oban Harrison

Sometimes it's hard to know where to start when You feel like You
feel like You have a erortj within You that You woulad like to tell,
These pointers, tools and techniques are all useful instruments

that can ‘nel(a those words start to fow!

?irsﬂa, think about the shape of Your story, Most stories have
three clear parts: the beginning, the middle, and the end. Some
stories use different fimelines, but for the purposes of the

beginner, we will be lookinﬁ at the traditional three-act structure.
Each part of the story has a role to 4l and jobs to do, like this:

Beginning Middle End
e Set the scene e Introduce challenges e Wraps up the story
e Introduce characters e Maintain reader’s e Ties up loose ends
attention _
e Paint picture of the _ e Resolution for
world e Challenge the ‘normality subplots
of this new world
® Shows ‘normality’ e State your reader
e Bulk of action
® Pique reader interest
® Climax of the story
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Sometimes it hel(as to see the sha(oe of the SJ[OVE) as a

collercoaster, \ns(oireo\ b}j Gustav ?retj’ra\cj Ca german novelist and

P\agwriﬁhﬂ and his creation of ”Freg’raa's ’Ptjramio\' in the 1860's,
this rollercoaster can assist with ensuri03 Your action is occurrinﬁ

in the ri3h+ Places ana the erortj rernaing in+eres+i03.

Look at the imaﬁe below:

Beginning Middle End
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As You can see, we have  main components:
Exeosiﬁon - ExPosinS the reader to the new world

\nciting \ncident - The event that kicks off all of the action

'Eising Action - The builo\inﬁ of the exciterment or tension.
The Climax - The pinnacle of the s’ror\j

Falling Action - bdino\ina down the tension

Resolution - What ha(opens to resolve the challenﬁes?

PO ®® 0 @ &

Denoument - wra(a(ainﬁ ue the s’ror\j



This is & useful tool to help ensure Your story remains clear, on
target and interesting to the reader. As Your condi dence in writing
builds, You can explore other story arcs - & Sooo\ place to start is
is to look up Kurt Vonnegut anad his lecture on the shapes of
stories, or to read stories with non-linear structures such as

Lduz‘/)er/'ry ///e‘/'jhfs C Emi\g Bronte) or Tra/hsF)o#/'ry Clrvine Welsh)

anad see how You could create Your own ﬂme»shi@rinﬁ s+or3.

\£ Your story is character driven (meaning we follow someone on
’rheir\'\oumea of sel?—o\iscoverg or adventure), it may be heleful to
use the Hero's doumea template, This is & traditional template

for stories with a central hero, oriﬁina\ltj inspired by Carl duna's
Psachological studies, and is often found in Famasg or adventure

stories such as the Harry Potfer’ series, or Lord of the Rings books
by J. R.R. Tolkein. \n his book The Hero LJith & Thousand Faces’
(434D, Joseph Campbell discovered that ‘A Hero ventures forth from

the world of common o\aa into & region if supernatural wonder:
fabulous forces are there encountered and a decisive victory is
won, The hero comes back from this adventure with the power to
bestow boons upon his fellow man'. His concept was further
developed in the 80's, 90's and oo's res(aecﬂvelﬁ, by other fl lmmakers

and acaodemics.

The most modern version written ba ChrieroPher \/oglev Cauthor of

The Wniters Joumeyx Myz‘b/c Structure for Writers] story contributor
for Disneys The lion King and Ho\\\jwooo\ development executive)
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has 12 steps and looks like this:

The Hero’s Journey

1. The Ordinary World

13. The Return with Elixr 5 The Call to Adventure

3. Refusal of the Call

12. The Resurrection
4. Meeting the Mentor

5. Crossing the Threshold
11. The Road Back

6. Tests, Allies, Enemies
10. The Road Back

7. Approach to the Inmost Cave

8. The Ordeal

As You can see, each step is part of Jrhed‘oumeg undertaken ba

the "hero' of the story, from beginning to end.

4. The oro\inar\j World - The unaffected life of our hero.

2. The Call to Adventure - the introduction of £ antasy,

. The Refusal of The Call - the reason(s) whfﬂ our hero must or

or would Pre@ev to reside in his own world without chanﬁe.

4 Meeting The Mentor - Infroduction of & character that can change

the views of the hero.

S, Croiin&’rhe Threshold - the very first steps of their adventure,




6.
+

8.
9

1o.

1.

12.

Tests, Allies, Enemies - The introduction of o\anﬁer in the new world.

Apperoach to the inmost cave - Journey to the most dangerous part

of this worlad.
The ordeal - Danger that the hero must endure, defeat or experience

The Seizing of the Sword - After the defeat of the enemy, the hero

becomes a new, better version of themselves,

The Road Back - A reverse of the call to adventure, this is the hero
being called home or back to where Jrheg Leel H\e\:) belonﬁ.

Résurrection - The i nal climax where the hero must have their

closest brush with o\anﬁer, death, or an enerny,
Returm with the Elixir - our hero returns to their oro\inarg world a

chanﬂeo\ person.

The vertical line You can see in the known world’ section siﬁniﬁ es

the difFerence and chanﬁe in the Hero, who will have been subsﬁanﬂallg
affected ba their experiences (be that bfj havinﬁ a chanﬁe of view,

a new \mowleo\ﬁe, an experience of love or loss, etc.. - the exact details

are up to the writer) and will therefore have a sliﬁhﬂa different outlook

than he, she or Jrheg had before ur\o\em‘akinﬁ Jrheir\'\oumeg.

There is also a clear selit in between the known’ and ‘unknown’ worlds
of this character (as signi@ ed by the horizontal line), which can hele
develop characterisation differences +hrou3hou’r Jrheir\')oumeg, creating
a more +houah+€ul and well-rounded story, The hero will naJruraHS

be more cautious, curious and/or explorative in the unknown world,

because in contrast the known world is, to them, more monotonous



and mundane and gives less cause for excitement, However, upon

their return, the norma\cg and ronotony of that known world is
affected by their experiences (be that by havinﬁ a chanﬁe of view,

welcome ana better a(a(oreciaJreo\ as a result of +heirdoume3.

one of the fnal +hi033 You need to create a great story structure s
a 3ooo\, strong eno\ina. There are rany ways fo end Your story,

o\e(aeno\inﬁ on the s’rgle anad genre of Your wri+i03. Here are a few

exam(ales You mi3h+ like to use:

Q Full Circle - We § nish where we started

@ Tie-Back - We link back to an uno\er(ala\jeo\ of unknown element
of the story

@ Reward - A payoff, solution, a satisfying end with justice for
our hero

& EEiloaue - The story ends but we are shown how life can continue

@ M~ We are left with questions and know there is more

to come

& w— A twist we could have never seen coming occurs

@ meiquous - Different readers could come to different conclusions

&
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Don't feel Pressuceo\ to com(ale’re Your fcst few stories within

a timeframe - when You come to a natural SJroPPinS point
don't be afraid to leave the writing to ‘settle’ for a few o\aas, weeks,
or even months, Givina Your wriﬁnﬁ time ana space to breathe can

3ive You new inspiration when You re-read and wish to continuel

Start small and simgple - write something short and complete to

show 3ouvsel1€ that You can do it.

Take a notebook ever\.)where - Sou never know when ins(oiraﬂon

mi3h+ hit! 'Perha(as You see & beautiful coat in a sho(o window

that inspires a character, or You may overhear someone’s
(ohone call on the tram that mi3h+ inspire & s’roraline. Jot down
ideas as ’rh@j come and sjou'\l never lose them - even if You

don't want or need to use them later on, ‘jou'\\ be 3\&0\ to have

the O(oﬂonl

Write every o\a\:} - even if it's just what You had for tea or what

ou enjoyed most about Your day, get into the habit of transferrin
JoY Eney J 93 J
Your Jrhouah’rs to paper or a kegboaro\.

Freewriﬁng -if You are s+ru891i03 for inspiration \')uer let the words

fouw! Theg don't have to make sense, Just enjoy the release of

creaﬂv'\’ra that's been pent up inside You. Give 3ourse\€ a time

lirnit,



6. Read - stories, novels, biographies, comics, anything! Getting to know

what kind of world You enjoy 3e+’rir\3 lost in can he\(o You to fina
what kind of worla You mia\ﬁ like to create.

3, Have £fun! - These are the fivst steps into Your writing journey so

enjoy them! There is no dﬁh’r or wrong way to write or ‘oeﬁin a story,

so do what feels natural and benefi cial to You.

S’rruaﬁlinﬁ for ir\s(oiraﬁon? Don't worr&! You can find it angwhere.
Tra some of the Qol\owir\az

® Pevsoni(—'s an object - How does it feel about the fife it lives? What
would it prefer to do or be? Giving a voice fo the voiceless is a great
way to get creativel

(@ Find Your alter ego - if you had your dream life, where would you
You be and what would You be o\oinﬂ?

@ Flip it - Take a situation, story or circumstance that is univevsal\g

umiversal\g recoaniseo\ and subvert it,
@ Go for a walk - Write about something you see. It can be amjrhinﬁ!
@ Stimulus Books - These are & great way to ind inspiration i€ you're
s’rmﬁﬁhr\a. You're Siven a scenario of erarﬂnS point, and then You can
scribble awagl The Very Short Story Starter'sy John aGillard or
The Five Minute Ldr/'z‘er’bﬁ Margaret Geréﬁhw are esPecia\ltj useful

Lor beﬁinnersl



Character 'Deve\o(amen’r

Written bfj Em Katherine

When You are crea’rinﬁ a character You need to think about crea’rinﬁ

a person who, like You, has lots of different elements to their

Personé\ﬁa.

once You have created the character, their (aersonalﬁﬁ is tested
against the plot. Remember, each and every character will have
a different way of +hinkin3 about and reacting to the same

situation.

Kea Elements to the Character

@ Create a backstory for the character - Tell the story of how they
became the character. For example, what was their childhood like?
what situations did Jrhetj experience in their past, how does this

affect their outlook?

@ Bvoid makinﬂ the perfect character - \t is important for the reader

to connect with the character, Create different laaers anad (oersona\i’ra

traits so there are different dimensions to them. e avoid makins

the character (oermanen’rltj SOOO\ +hrou3hou+ the sw‘or\j.

(@ aive character strong features - This would be either in (aersonalﬁg

or/and in their (ohtjsical appearances.



® Know the character's s’rrenafhs and weaknesses - Make sure Your

character has sw‘ronﬁ points anad weak points about their (oersona\h‘«j
€. what are ’rheg 8000\ at? What are Jrhetj not so SOOO\ at? The

characters will show their Personalﬁﬁ when o\ealina with obstacles in

in 1’\‘\9 (3‘01'.

N Give the character a distinct voice - What does Your character's

voice sound like? This can link to the backerortj - where did Jrheg
grow u(o? Do ’rhe\:) have an accent? What kind of lanﬁuaﬂe do

+he\j use?

Do Jrheﬁ have a ca’rch(o‘nrase or a certain way of sPea\dng? it can

create a o\ee(oer uno\ers’rano\inﬁ of their life and their backarouno\.




Character 'Deve\o(amen’r Exercise

Trﬁ and o\eveioP Your own character, Remember when o\eve\oPinﬂ
Your character add attributes such a Phﬁsical description, attitude,

inner Jrhouﬁ\ﬁs, how ’r‘nea talk and think about their backﬁrouno\.

Here are some promet questions that rnay he\(o You.
what is it that makes them stand out?
How 0o Jrhexj act?

what experiences do Jrhea have?

What qualities do +he\j have?

X ¥ ¥ ¥ X

what is their appearance like?

ﬂ’ what kind of childhood dia +‘ne§j have?

X what are their s+rer\3+hs?
2% Wwhat are their weaknesses?

Xx What would other people say about them?

B What moment in their ife so far has impadeo\ them the most?



Teaching Theatre is the Coliseum’s
flagship training programme for young
people not in education, employment

or training. Participants work alongside
industry professionals from a range of
areas to learn new skills in a professional
environment before putting their skills into
practice through a range of creative briefs.

Contact LED@Coliseum.org.uk

Teaching Theatre Pathways is supported by: Oldham Coliseum Theatre greatfully receives funding from:
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