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2F Writling Prompts

for wanderers
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As Orson Scott Card said, “Everybody walks past a thousand story ideas every day. The good writers are the ones
who see five or six of them. Most people don't see any.”

That's what these prompts aim to do: to help people to see the stories they'd otherwise walk by.

For writers visiting a new place, a prompt can help you slow down and focus in. New landscapes can sometimes
feel like sensory overload, with so many cool things to experience it’s hard to pick out any one of them. Having a
specific target for your attention can help you see those details (or at least it does for me).

ou're in a familiar place, a prompt can help you see it in a new way, so you catch those stories you might be
If y P promp Py > 50y you mig
inclined to ignore otherwise.
ories don't just happen in fiction, either. These prompts are designed for writers of all genres and styles. Non-
Stories don't just happ promp g g y
iction writers can use them to find new topics for travel writing or personal essays. Poets can use them, too—it’s
fi t them to find pics for travel writing or p I essays. Poet th t
really just about sparking creativity. What you create is up to you.
One last note: feel free to play around with this book. It's not homework—ryou can skip what doesn't speak to
play Y p P
you or repeat prompts you really like, challenge yourself to write all of them or just take it out when you're feeling
uninspired.

There’s no right or wrong way to find the stories in your space—but I hope these prompts help you search (and

have some fun doing it).
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/. From w&ﬁ?umm?« “#

Explore the location’s founding.

2. Firnal taale 7

Eat a new food.

3 People waﬁ'aﬁmf /0

Be part of a crowd.

4, amtzwaéa? m%ne%&m&wé /2

Visit a residential neighborhood.

JWWMOK% erenl /6

Find the familiar in a strange place.

6. Near nalire /P

Get familiar with local flora and fauna.

7. QnelHer sne ridea He busa 22

Take public transportation.

7 Folb Cale nelosl 24

Modernize a local myth or legend.
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Attend a live music performance.

10, Frovn Kere T Thene

Take a walk.

/1. Nev-Punon reaidenla

Inhabit a local animal.

12 \HMerelo o rmuaewn %WMP

TOU]T a unique museum.

/3. Qark

Investigate a local tragedy.

/%@MMadybwmﬁ

Learn about the local economy.

/5, %M

Go to a bar or nightclub.

/6, —7%0150(4?@ and. Jealivola

Attend a fair, carnival, or festival.

/7, afmm;«f/wm e rmaslera

Attend a class or workshop.

/2.

Get inspiration from a popular song.

/9, a‘fméwwmfew

Learn about local ghosts, cryptids, or monsters.
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<0, B«wf/,' /wv@' Mﬂtfmwww II

Attend a sporting event.

2/, Bsdidea and rorndica

Find an unusual landmark.

ﬂwwmwd@%&wm

Investigate a local mystery.

:anuum%?mt

Write an ekphrastic.

R4, %W(Ldﬂv@/tf

Prepare a local dish.

A7,

Learn the story behind a statue.

26, Weekend

Visit a day trip destination.

27, A covdd bive Kene”

Imagine your life if you moved to this place.

Krd

6R

6H

66

70
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For the first step of this prompt, we're going to do some

research. Look up when the place you're in was founded and
by whom. You can use the space below to take notes.

Now, look up some sites where you can see traces of that
history. This could be a museum that has artifacts from the
founding, a landmark or building that dates to that period,
or a historical or archaeological site. Use the space below to
take notes on the things that stand out to you when you’re
visiting this place.
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