
Writing Map for a Review

What you need to know before you write your review: What is the item being reviewed? What tools are 
appropriate to review this item? (Using the ten tools of literary analysis might be a good place to start. Other 
tools exist for reviewing a video game, movie, or product.) What should I compare the item to? What are the 
negatives? What are the positives? What tone do I want to take?

Sections of Review Factors to Consider Your Prewriting

1. Opening • Tone suggests your evaluation
• Context (genre, definition)
• Overview

2. Opening • Comparisons to similar 
products or experiences. 

• Share your informed 
experience

3. Body analysis • Analysis using tool
• If appropriate, tell both 

positives and negatives

4. Body analysis • Analysis using tool
• If appropriate, tell both 

positives and negatives

5. Body analysis • Analysis using tool
• If appropriate, tell both 

positives and negatives

6. Body analysis • Analysis using tool
• If appropriate, tell both 

positives and negatives

7. Body analysis • Analysis using tool
• If appropriate, tell both 

positives and negatives

8. Body analysis • Analysis using tool
• If appropriate, tell both 

positives and negatives

9. Conclusion • Reiterate your judgment
• Match the tone of the opening.
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Everything.” Used with permission of OSC and Sherwood Smith.

Title, author, genre A few months ago, I reviewed Sherwood Smith’s fantasy novel Inda, the fi rst volume of a projected trilogy, and I 
believe I said very positive things. 
I recently read volume two, Fox, and the achievement of this writer is only getting more remarkable. 
So many fantasy novels take place in a space about the size (and with as much variety) as the state of Delaware. 
But in Fox, Smith opens up the novel into a wide, wide world, with enormous variety. Here we have nation 
within nation, layers of history, and a real sense that there are kingdoms and empires on several continents, 
with complex interactions among them, and wide variation in their cultures. 
Every group has its own history, its own objectives, its own grievances. And Smith handles the relationships and 
machinations among them so deftly that you don’t realize you’re being given a course in politics. 
The novel begins by plunging into the story about fi fteen minutes after the end of the previous volume. I 
strongly recommend that you reread that last chapter of Inda before starting to read Fox. Otherwise, you’ll be as 
lost as I was. As with the fi rst volume, Smith does not defi ne things as she goes along: You’re expected either to 
remember or fi gure it out. 
But the sense of dislocation is only momentary. Within a chapter or two I was fully reoriented, despite the 
months between volumes. And what a ride this new book is! 
Though the international politics is deftly handled, what matters most is that the personal stories are believ-
able and compelling. The close-in core of Inda’s companions; the second core of characters surrounding Prince 
Evred; the potential rival to Inda for leadership of his anti-pirate pirate fl eet, Fox; and the most mysterious 
character, a warrior mage named Ramis who seems able to control space and time — all are richly created, 
sympathetic, and real. 
Nor does Smith infi nitely postpone decisive action, the way so many writers of long series do. No, when it’s time 
for something to happen, it happens, and Smith fl ings out the consequences with reckless abandon. It’s often 
quite breathtaking how daring she is. 
Naming and vocabulary are, as always in this series, a challenge. Inda goes by the nom de guerre of “Elgar the 
Fox,” perhaps intending that he be confused with his ally and rival, whose name is Fox. 
After a while, titles like sierlaef and harskialdna begin to sound like natural words, and family names like 
Montredavan-An and personal names like Indevan-Laef Algara-Vayir become not just pronounceable, but 
freighted with all kinds of meaning. It’s as if we enter into the culture, like immigrants who fi nally catch on to 
the language. 
Sexuality in these books is a bit utopian (in a libertarian sense) and denies much of human evolution — it’s a 
world in which sexual activity is largely separated from mating and child-rearing, and sexual orientation is ac-
cepted no matter which way it turns. 
But nothing is ever pornographic. You don’t necessarily give this book to pre-adolescents, but nobody is going 
to learn the facts of life from it, either. As always, the best suggestion, if you have a fantasy-loving teen, is to 
read it yourself and then discuss the issues raised by the books in an intelligent way. It works far better than 
banning a book at keeping your child’s moral lens clearly focused. 
In the past few months I’ve started reading more than a dozen fantasy novels or series; I haven’t reviewed them 
here because they were, to put it kindly, a waste of my time, and I didn’t bother fi nishing them. 
By contrast, I didn’t want Fox to end. I savored every paragraph and continued to live in the book for days 
afterward. 
I keep thinking that if I write a good enough review, the publisher or author will relent and let me read the next 
volume early. Like now. Please.
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2001 marked a year that all 
gamers remember fondly the way 
parents remember their baby’s 

Halo: 
Combat Evolved

Halo series set 
a benchmark in many facets of 

Halo 2 and Halo 3 only raised the 

and it seemed impossible to top 

the years.
Then came Reach.
Halo Reach, released Sept. 

to Combat Evolved,
means is it inferior to the rest 

Reach is by far the best game in 
the entire series.

Reach incorporates the 
traditional Halo

new armor abilities that allow 

can project a hologram of their 

Reach 
credit system for players to spend 
on armor design (don’t get too 

show.) Reach

in Halo 3: ODST

forget ODST 
is a good thing). 

own. Reach has a gripping story 

its hopeless task. What makes 
the campaign so memorable is 

Reach 

interpretation. So for all intents 

What makes Reach so special 

literally made itself with the Halo 

Halo: Reach is a masterpiece.

Sept. 14. became an important date in gaming 
history with the release of Halo Reach. The 

Halo series answers all of the questions relating 
to the successful Halo franchise.  /5
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Halo Reach, 

Characters- Though the Master Chief is sadly not 
present in Halo: Reach, there are plenty of other 

Weapons- 

Vehicles- 

Game play features- Take your 

Multi player features- 

    THE BUCS’ BLADE     

Illustrations by Nate Niemerowicz

This handout is available at www.g-w.com/journalism-2016 in the “Look Inside” tab. Courtesy of Janet Ewell jan.ewell@verizon.net. May be duplicated for classroom use.


