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"Are you confused by this? You look confused, amused, or maybe a little repulsed." 
Author J.V. Fleming 


What so hard about writing? Not a thing. However, really good writing can be difficult. The late novelist Gene Fowler once said "Writing is easy, all you have to do is stare at a blank piece of paper until drops of blood form on your forehead." This edition of the Jeffries Tubes is for those who want to write a little better. If you are satisfied with your posts, that's terrific. You may leave the room now. If you want to brush up your text a little read on. In this short brief, we can't cover the boring depths of grammar or literary prose. We don't want to. We don't want to turn anyone into Hemmingway. We'll just want to throw out a few things to help the average Simmer write a little better posts. 

Developing your style 

Persons record their ideas and inspirations differently. Whether they use a word processor or pencil and paper, expression of thought is a very individual thing. We have several different writers that use vastly different means to convey their point. One player uses "first person active" while another uses "third person passive". Knowing specifically what these terms are is not important. The point is, that it's all part of their writing style. You need to use what makes you comfortable. Some writers use a terse, sparing style of writing that is quite powerful. Some use adjectives and adverbs as a painter uses colors to "paint" a more developed background. You should write the manner you are comfortable with. Just make your best effort no matter what the "flavor" of your text is. Oh, and remember that Personal Logs are always written in first person case (Use: I, me, my, our). 


Outlines 

Some Game Master use outlines for major story lines and complex stories over 10 pages. Most folks don't take the time or trouble to make an outline for a mere post. It's a lot of trouble for very small returns. I use a micro-outline when I write a post. It goes something like this: I start with a blank paper, then type in the header (You know, the character name, job position, ship name, location, etc.) Then I drop down a few spaces and write several "bullet comments". Bullets are a simple statement of what you want to be in a paragraph. They will look like this: 

*Talk to captain about warp drive 
*Visit the doctor in sickbay 
*Fix the ships computer 


The micro-outline helps you remember not to leave something out, and help you get the topics in a logical order. The thoughts of what you want to do will rarely come to you in the order they need to be in. I routinely look for my shoes in the morning before I grab my socks that kind of thing. Put the bullets in the order that the actions are best done by the character. 

Next I just set and type out a couple of sentences or paragraph as it comes to me about the actions. The first bullet may develop into: 

"Seeing the commanding officer across the bridge, Ensign Smith approached cautiously and informed his superior that the Warp Drive would be off-line for at least six hours. "Why?" asked the Captain. "Because there are fluctuations in the plasma conduits Sir." Nodding his understanding, the Captain turned away. 



Since I obviously thought it would be best if saw the ships doctor next, I would write a similar paragraph of the meeting. Followed by the other paragraph made from the Fix the Computer. Write the paragraphs fully until the topics are complete. Say everything that needs said. 

Now you have separate paragraphs, which must be linked. Look at the first and second paragraph and ask yourself what goes in between. How did the character go to the sickbay? When? This "linkage ends up being an extra sentence (or sixteen:) on the end of the first paragraph. It may look something like this: 

"Seeing the commanding officer across the bridge, Ensign Smith approached cautiously and informed his superior that the Warp Drive would be off-line for at least six hours. "Why?" asked the Captain. "Because there are fluctuations in the plasma conduits Sir" Nodding his understanding, the Captain turned away. Having made his status report, Ensign Smith remembered his 09:00 appointment to the Doctor Jones in Sickbay. He hurried to the turbolift, and soon had walked the long corridor to the medical facility." 

I go through, and join all of the remaining paragraphs together next. After they are joined together in a short post, I add any additional information or descriptions I want (or need) to the paragraphs. At this point, gamers will usually send the text out. If you want to go one better, read on. 

Next I do the real work. I go through this checklist as religiously as time allows. The steps are in order of what I think is important. Your list (if you use one) may look different. 





A basic list of checks.... 

Did you run a spell check? Did you check capitalization and punctuation? 
Did you proofread it completely at least once? Did you touch all of the points you wanted to? Did you say what you intended to? Did you rewrite a paragraph or add ANYTHING? Go back to step one 

Remember the extra effort it takes to run through these checks once will improve your posts greatly. Really and truly, the last thing I do before sending a post will surprise you. It has nothing to do with writing at all. I check my e-mail for any last-minute posts from other players, that may directly affect or conflict with the actions I had written into my waiting post. This helps to prevent the inconsistencies which spawns "Oopsy" embarrassments and apologies. 

In closing let me say that no matter how many times I go through this checklist, mistakes, typos and glaring inconsistencies still creep in. You can bet on it. Don't worry about it unless you're a professional writer and have a staff of well-paid proof readers. 

Final Note 

If you want to read a few hints on general RPG playing mechanics, please read "Jeffries Tube #1, The Basics" If you didn't get too much pain from this, and you really want to tax your thirst for knowledge, please read "Jefferies Tube #3, Painful Details (a list of writings rules of thumb) 

A reporter for the Paris Review asked Hemingway about rewriting: 
Interviewer: How much rewriting do you do? 
Hemingway: It depends. I rewrote the ending of Farewell to Arms, the last page of it, 39 times before I was satisfied. 
Interviewer: Was there some technical problem there? What was it that stumped you? 
Hemingway: Getting the words right. 

The "Jefferies Tube" of Star Trek is an engineering/maintenance access crawlspace into the deep internal workings of the ship. These pages are of the same nature. They were written to help crewmen get into their inner workings of the simming side of the USS  Jaresh-Inyo, and offer a little tongue-in-cheek advice on posting and writing. It was not meant in any fashion to assimilate you into writing any certain way or style. Everything here should be read with the outlook of "this is freely-offered, friendly advice", and from only one person’s perspective at that. The Jeffries Tube series is written in a "familiar" style, as no one likes to read yet another dry text book. If you disagree with something offered, simply ignore it and go on. No hard feelings. 



