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In this reflective essay, I will discuss the aims that I hoped to achieve in the construction of the science fiction short story, ‘RE-COGNITION’. In addition to this, I will expand upon how I have utilized the elements of writing crafts such as worldbuilding and character development in light of the plot to achieve this. In order to contextualize the craft elements of the short story, I will highlight the books and academic sources that provided inspiration and guidance for writing in the sub-genre. I will share the feedback that I implemented from the workshopping sessions. And lastly, I will discuss whether or not I was successful in achieving the story’s aims and what I have learned as a writer. 
	My primary aim was to challenge what it means to be human. As writers Tifanni Angus and Van Nolan state, ‘Science Fiction is almost always about the time in which it is written (or about something happening in the author’s life). It’s a way of conceptualising and expressing big ideas that aren’t easily captured’.[footnoteRef:1] The plot of the story is a voice that I desired to give to my own struggles with understanding identity, trauma and belonging. Initially, I wanted to explore those thoughts through the concepts of Innate knowledge and Multipotentiality. However, during the writing process, I decided to explore how we deal with our mistakes, the guilt and trauma that oftens comes with making bad decisions, and the consequences of living in our past.  [1:  Tiffani Angus and Val Nolan, Spec Fic for Newbies: A Beginner’s Guide to Writing Subgenres of Science Fiction, Fantasy and Horror (Edinburgh: Luna Press Publishing, 2023) p. 9.] 

	The first step in accomplishing the aims of the story were through the worldbuilding. The idea behind having an unnamed city was inspired by the short story A City Born Great by Nora Keita Jemisin. At first, I had hoped to elaborate on the great theme of her story intertextually but opted out of idea as it felt out of place in the story. I repurposed the idea of a fragile city by creating a floating glass paradise. Kim Wilkin’s essay on ‘Genre and Speculative Fiction’, explains that worldbuilding can be explored from the ‘inside-out …. to discover which aspects of the world are most important to develop for the story’s purpose’ and that there must be a ‘balance between the ‘big picture’ of worldbuilding and the lived experience of the character’.[footnoteRef:2] I applied this to the story by focusing mainly on the areas of the world that were significant to the story of Jacob’s regrets and grief, where were his room, the digital world and the city’s park.  [2:  Kim Wilkins, ‘Genre and Speculative Fiction’, in The Cambridge Companion to Creative Writing, ed. by David Morley and Phillip Neilsen (Cambridge: Cambridge University Press, 2012), pp. 37-51 (p. 46).] 

 I applied the techniques of verisimilitude to create intermittent realism within the short story. For example, in the beginning, I oriented the reader by showing where they were and whose mind the reader is in. Following that, I anchored the reader by pointing to specific visual imagery such as the leaf to offer a contrast to Jacob’s world; the wooden bench where Leah sits to read and the red dress that Leah wears. And I solidified Jacob’s experience in the digital world with sensory proofs such as ‘the aromatic cocktail of vanilla and magnolia’, Leah’s perfume. In order to lay the foundation for how the past affects the present, I wanted to show that the world is important to Jacob. Author Ernest Cline in Ready Player One creates a fantastical digital world known as the ‘OASIS’. The main character, Wade, states, ‘She used to have to force me to log out every night, because I never wanted to return to the real world. Because the real world sucked’.[footnoteRef:3] This inspired Jacob’s reluctancy to leave his digital paradise, ‘Jacob doesn’t respond; he is focused on the disconnected port…. He regrets being pulled away so soon’. Leah is the equivalent to the OASIS and the embodiment of the past. [3:  Ernest Cline, Ready Player One (New York: Crown Publishing Group, 2011), p. 24. ] 

In the essay ‘Writing Science Fiction’, Crawford Kilian states that, ‘your story is not just ‘what if?’ It’s ‘what if, and what’s more!’.[footnoteRef:4] Kilian proposes this as a means by which writers can redesign standard character archetypes and genre tropes. I applied this to the main character Jacob by combining the elements of the hero archetype with that of a character who is vulnerable and flawed. One of my primary goals for Jacob’s character was to ensure that the reader would be able to feel what he is experiencing and how it interferes with his relationship with Lytina. This was achieved through the use of the present tense.  [4:  Crawford Kilian, ‘Writing Science Fiction and Fantasy’, in The Handbook of Creative Writing, ed. by Steven Earnshaw (Edinburgh: Edinburgh University Press, 2014), pp. 134-145 (p. 139)] 

 To successfully weave the new archetype together with the plot, I took the genre tropes of tethering and terra forming to establish Jacob’s story. Lindsay Ellis’ Axiom’s End, helped to elaborate upon the ‘what’s more’ aspect of writing in the genre. In her book, she introduces an alien, Ampersand, who has the ability to create ‘fusion bonds’, which is a ‘sensory experience… that allows one to sense the energies of another’. Due to the nature of the connection, ‘to lose a [bonded partner] … is to lose a piece of your mind and all the psychological and physiological instability that accompanies’.[footnoteRef:5] Fusion bonding is uncommon between humans and aliens. I explain this in my story, ‘He knew she would be gone too, so he bonded with her. But their tether proved too strong for her life form’ and demonstrated throughout the story the impact of the loss of a bonded partner.  [5:  Lindsay Ellis, Axiom’s End (New York: St. Martin’s Press, 2020), p. 242. ] 

One of my challenges was describing exactly how Jacob looks. I considered creating an alien, cyborg or a combination of both, but I was unable to define his appearance while drafting the story.  This difficulty was highlighted during the workshopping sessions. I received feedback that stated that there was ambiguity concerning the physical appearance of the characters. To fix this issue, I tried to use Axiom’s End, to gather inspiration for what I wanted the main character to look like, however, I was unsuccessful in this attempt. As a result, I speculated his appearance based on what I had already written about his life.
Other feedback also suggested that more clarity was required concerning the nature of the relationship between Lytina and Jacob. In consideration of this, I switched from the word ‘mate’, which was used in the workshopping draft to ‘companion’. Also, I expanded upon the character’s relationship in greater detail throughout the story. In addition to those changes, I also edited out the phrase ‘lapped legs’ as it also resulted in some misunderstandings. In its place, I described the action, ‘she is sitting with one leg crossed over the other’.
In conclusion, I think that my attempt at worldbuilding and character development has allowed me to successfully produce a piece that concentrates on the major themes of grief, trauma and how the past can affect the present. As a writer, I have learned about the importance of self-criticism and reflection in creative writing. Moreover, the most notable way in which I have developed my writing craft is with regards to the narration. I typically prefer to write in the first-person point of view so the transition to close third-person is a definite marker of my growth as a writer. 
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