The Age Old Question: 
What makes a Ten Minute Play a good Ten Minute Play?
Ten Essential Elements for your Ten Minute Play

by Respondent Gary Garrison

1.
It has to been ten-minutes. Period. End of story. And you can't rely on a
           page count, because when actors breathe life into your work, they bring
           their glorious artistry to the experience and that's time not often accounted
           for. What to do? Read it out loud. Time it. 

2.
It can't be a sketch. What's a sketch? It's a comic scene that evolves
           around one central conceit (what if men got pregnant), and all the action, 
           characters and dialogue serve that one idea with no depth other than
           playing out the fantasy of the idea. 

3.
Tell a compelling story that has a driving dramatic action. The easiest way
           to think about this is one character wants something from his life, his
           world, his relationship, etc., and will either get it by the end of the ten
           pages or not. 


4.
Weave a structure in the spine of the ten pages. Does it have to have a
           traditional structure? No. But there should be a sense of the story
           unfolding quickly, and the dramatic action escalating even more rapidly,
           spiraling towards some sort of inevitable conclusion. 


5.
Keep the story simple. Too many dramatic issues in too short of time equal too much dramatic confusion. 
6.
Make it theatrical. Why does this play belong in the theatre, and answer that in the construction of the play. Use all your dramatic toys! In other words, it doesn't belong in the theatre just because you wrote it for the stage. What makes it stage worthy? 


7.
Create characters that are unique in personality and complex in their desires. 


8.
Create dialogue that is unique to the characters. Remember: no two people talk alike. 


9.
Play with language. 


10.
The wonder of a ten-minute play is that a significant story is told in ten-
minutes, and that's all we need to experience the full dramatic resonance
of the story: no more and no less.
