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 For those who don't know who I am, and I feel like that may be most of you...I am Patricia Harris. I write children's books and poetry. I run the Indie press Fae Corps Publishing. I also write as Serena Mossgraves. This book is a resource for new writers (and some older ones) who are needing advice on writing.  

 

 Yeah, I know that there's others out there just like mine...but I am hoping that I will provide useful information and the encouragement to help even one writer moving. 

 

 This is what I have found useful in the course of my writing, editing, and publishing career. Hopefully you find it so as well. 

 

Much of this was written for classes for my publishing group when I first put it together. So a good bit of this has been released before. I just have never put it into a book form before now. 

 


World Building: 

 

Start with some basic details. This does not all have to make it into the book. Sometimes this just helps the author to see the environment better.

 

1. How big is your world. (Is it about the size of earth? Or Jupiter? or is it small like Pluto) 

 

2. How is your world laid out? (Do you have an earth clone? or is it completely different? what is the terrain? Is your world a water world style or a desert planet (Aka Arakkis via Dune.) this is where you plan the general flora and fauna) 

 

3. How is your world populated? (Is there just humans? or is there more races? If so how many are on there?) Also what are your races called?  

 

4. How does the sky appear? (How many suns? How many moons?) 

 

5. How far from the Star/Stars is your  world? (This affects the temperature and weather on your world.) 

 

6. How is your world as far as technology goes? How is it as far as magic? This affects how your cities are. Is it Steampunk? High magical fantasy? Diesel punk? Cyber punk? or perhaps Stellar traveling fantasy? This helps to set the expectation for the genre. 

  

 


Resources 

 

*How do people get water?  

 

 Is the water sanitary and if not, how do they sanitize it? 

 

*How does agriculture work?  

 

 Is it large corporations or individual farms? 

 

*What sort of agricultural technology exists in your world and how does it affect food production? 

 

*Are farmers wealthy or poor? 

 

*What sort of natural resources does your world/country(ies) have and how are they obtained? 

 

*How does this affect the average wealth of the country? 

 

*How does this wealth affect the culture?  

 

*What livestock or beasts of burden are most valued? Least valued? Why? 

 

*What is considered a luxury good vs. a regular good? 

 


Magic And Religion 

 

Let's talk magic and religion.  

 

They are not always symbiotic. 

Is it that way on your world? 

How does the magic work? 

Do you need ingredients to cast a spell or just a word? 

Are there more difficult rituals that must take a longer time to perform?

What are the limits for your magic? 

How many spells can you use before you’re “empty”? (Make sure you take into account the difference of using many simple spells up to more than one difficult spell.)

How does one gain magic power? 

Do they gain it from a higher power, by reading and learning from books, from genetics, or some other way? (You can always gain help with this area from D&D player’s handbooks.) 

Are there forbidden spells or forbidden paths of magic? 

Some good examples of what is usually seen as a forbidden path or magic are necromancy and blood magic,  or Demonology/pact magic. 

For the higher level spells, why are they more difficult? 

What about them makes them more difficult? 

The amount of magical power or prowess needed? 

The necessary ingredients? 

The time period needed to cast the spell?

Is magic illegal in your world? 

Would your character(s) need to hide that they have magic? 

If it’s illegal, what happened to make it illegal? 

What are the main religious beliefs on your world?

 Is one more recognized than the others?  Why? 

 


Religion is a big part of every culture that can influence the daily life of large groups of people so it’s important to define it if present in your world. 

The other thing is that is a good way for world building, you can define the life of people, the way cities are built and the way of thinking of the population. Polytheist or monotheist: choose the type of religion that fits best in your world, it’s important because polytheist and monotheist religions have some differences that have relevance when you write. (not only the number of gods but for example how gods are worshiped or how are the followers building temples)  

 

Read about real religions: this is a good base for understanding how religion works and you are going to see a lot of how to write the followers.  

 

Decide the characteristics of the God/s: After have a clear idea of what you want to do (example: religion similar to Romans’ one or a mix between Egyptians and Greeks gods) you have to clear up some points:  

 

Is your god/s good or bad?: so how are they seen by the people, what are they famous for, how is their temper, are they revengeful or are they forgiving, if they are feared or loved or both. If you create more gods then you can decide to make them represent something. 

 

Are your god/s in contact with mortals?: The relationship with mortality;  If they don’t meet mortals you have to decide if they communicate with them and how. 

 

Physical appearance: if they have a physical appearance describe it or describe characteristics that the god have when in physical form. 

 

Worship: While the points before where about the point of view of the God/s, you have always to define how mortals venerate God/s.  

 

Is all the population religious?: This is important because there you can determine the relationship between who believes and who does not or between different religions. Or say if is imposed. 

 

Other points of interest: 

 

What role have religion in the State: So if religions have a political power, how much power do they have and if is used for good or for bad. 

 

What are the religion institutions: Is there a leader of the religion, what are the offices and how they are built, how much the institution influences the population.  

 

Where: where does the faithful worship God/s (temples,  groves, churches, or at home)  

 

HOW: this is probably the most important aspect. Here you need to define how people practice their own religion, so if they only pray or do make sacrifices, if there are rules that influence the daily life, if there are festivities or particular ritual, if there are symbols that are worshiped. 

 

 

 


Economics 

 

It’s not just a “money” thing. Though money is a part of it. Economics is all about how things move in a society – where certain things come from, who produces or crafts those things, and – most importantly for world building – how the people in a community are affected by that system. The biggest thing to consider is what “wealth” means in the world you’ve created. First and foremost, where does most wealth come from? Does your world use money? Gems? Bottle caps? Credits? Barter? This affects how people see their labor, their belongings, even themselves. 

 

In most societies, economics are centered on two basic principles. 

The first is surplus. Having a surplus means having more than is needed of something. 

 

The other is scarcity. You can guess what this is. The more scarce something is (i.e. the less of something there is) the more valuable it becomes. 

 

The more food that is available, the less difficult it becomes to acquire food. It can be freely traded, whether for other items/services of equal value or for money (or whatever symbolic exchange product a society uses, like “credits” in a sci-fi world). If there’s not a lot of food to go around, it becomes more difficult to acquire food. The person who has a lot of a needed thing holds power over those who don’t have that thing. Since food is a basic need for survival...this becomes problematic. 

 

The system of money also affects
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