Fantasy Fiction Knowledge Organiser

Overview Language

Fantasy Namafives Use descnption to help the reader to imagine what you are wnfing about. You can do this by carefully using:

-Fantasy narratives are stories that are set in imaginary »* Mouns (things): e.g. rather than 'creature’, be more exact, e.g. 'elf’ or ol
settings with imaginary characters. Ideas are included »  Adjecfives [descnbing words): e.g. rather than the forest, the ‘enchanted forest.!
that could not possibly happen in real life. ¥ Verbs (actions): e.g. rather than 'moved’, be more precise ‘escaped’ or ‘vanished.'
¥* Similes, Metaphaors and Cnomatopoeia should be used when appropriate, for effect.
-Fantasy narratives may feature magic, the » Long, flowing sentences can be used to descrbe things. Short, snoppy senfences move the action along.
supematural, superheroes, monsters, faines, and/or » Personificafion: giving inanimate objects human qualities e.g. ‘Menacingly, the jogged rocks awaited.!
creaturss that do not exist in the real werld. Some
features, however, should be kept ‘ordinary’ to prevent Youshould usea| @ ] . 1 " 6 Dialogue/direct speech should be used to advance the
overwhelming the reader, full range of FullStop || Comma Colon | Apestroph ButstenMeb || - iyrarfive and fo develop characters.
punctuation fie e Pty MTN :.'-'."-EE.: Po— ‘ ‘ ’ ’
-Fantasy wnters should create vivid imagery o help the UECU;@&}LY;’ and . ? 1 : ) o e o :
reader picture the fontastical features. Fantasy differs ENECTVEL . * T QU SNCUIC UsE INVEMES COMMGE GCTURQTSly 1O SNOW spescn,
from Scf,pgnce fiction because science fiction Cl);md,'m including those ""E""" ?:h:“ BT:H" I'II:'E,“:: e ime || and posifion other punctuation within accurately.
N . - To| 1] 1t ith an [Fre——
things that are possible - fantosy does not. on the nght. a sgueton || enrlamation || smsiyit i

» Conjunctions: Use arange of coordinating conjunctions (e.g. Word Mat
and, or, but] and subordinating conjunctions (e.g. when, if,
because) fo link your senfences and ideas.

¥ Parenthesis: Use brackets, doshes and commas to embed wondrous immortal magnificent enchanted awestruck
clauses and additional information info your sentences. Eg.
“The cliff (by far the tallest that he had seen) loomed

C 'I i threateningly above him." hideous drogon wizord fary froll goblin  maogician
onien » Sentence Openers: Tuming abrupthy... Stumbling away...
His fists clenched...  Without thinking.

-Some famous fantasy stones include Alice's
Adventures in Wonderland, the Harry Potter backs, The
Hobbit and Lord of the Rings. They are amongst the
highest-seling books in the world!

kingdom mare forest dungeon costle iland roinbow

courageously purposefully secrefively fnghtfully imaginatively

teeming lovish breath-toking dream-ike impossible

Setfing

¥* The seffing is normally magical [clthough there s sometimes some reference to the ‘real world', e.g. in Hamry
Potter. Thers could be some kind of access point [portal) between the raal world and the fantasy word. In your writing, remember to aleo use the speling, grammar and handwriting rules that you have leamt.

¥ The zefling should contain features that are not nomally possible. 2.g. There may be water thot flows backaards,
muzhraoms that grow hundreds of metres high, or trees that con talk

¥ Try to immerse your readers in your setting, through uzing o range of descripfive fechniques (top right) o appeal

to the reader's five senses. s‘ructure

Characters

* Fonfasy stories usually have the same character types. Many are not real and are magical. The protagonizt/hero
can be magical or non-magical. They have many positive features, 2.g. bravery, kindness, confidence. However,
they sometimeas alse have a flaw, e.g. recklesiness, lack of fear. In fantasy stories, the vilain i often physically
hideaus, and has lofs of bad qualifies, e.g. seffishness, dithonesty, efe. komething may have hoppenead in their
past to have tumead them down the wrong path. o

» Other charocters may include: Clima: Mjor diemma.

Trall Elf Wizard/Witch Foiry  Monster  Unicorn  Giant  Ogre Gorgon Mermoid

* You should help your reader fo lzam about your characters through effective characterzation.

Your adventure story should be crgonised info cleor porogrophs that discuss @ main subject. A new paragraph should be starfed when there is o change
of time, place or subject. Paragraphs should be consistently shown by either an indent or l2aving a line. Use connecfives and other cohesive devices fo
fink. paragraphs.

Top Tip: Your story should
build tensicn in waves, with
cne problem affer another
accelerating the namative.
The climax should be near

fhe end.

Build Up: Excirement and

Guest tension grows. Give emofion.

¥* The guest may be fo save someaone, fo retum to the real wodd, or perhaps o find an okject. The quest or mission
may be farced by the actions of the villzin. The gquest means normally leads the hero on a journey away from
hoeme. On fhis joumey, they face many different dongers before facing the villain or biggest danger.

* The quest means nomally leads the hero on a journey away from home. On this joumey, they face many different
dangers before focing the villain or biggest danger. At the end of the guest, the characters often leam semething
about themselvas, others, or the world. The story should ufiize a clever mix between action, dialogue and
description. Too much of any one of these features can make the story dull or repetitive.

Resolution: Characters find a
route through their difficulties.

Opening: Describe the seting,

L Ending: Happily ever after?
infroduce the character.

Mamatives should have o clear sense of whole text cohesion. Refer back to earlier information [e.g. using flashbacks) or use foreshadowing to give a hint
of the future. Procfread, edit and revise your namative in crder to embeliish and improwve it.




