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Jossey-Bass Teacher

Jossey-Bass Teacher provides educators with practical knowledge and tools to create a positive and lifelong impact on student learning. We offer classroom-tested and research-based teaching resources for a variety of grade levels and subject areas. Whether you are an aspiring, new, or veteran teacher, we want to help you make every teaching day your best.

From ready-to-use classroom activities to the latest teaching framework, our value-packed books provide insightful, practical, and comprehensive materials on the topics that matter most to K-12 teachers. We hope to become your trusted source for the best ideas from the most experienced and respected experts in the field.




Dedication

I dedicate this book to the dreamers; all those lovers of fantasy and fable who still believe they can make a difference—and do.
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About This Book

Adventures in Fantasy is a progressive series of ready-to-use lessons and activities that will guide your students through the steps necessary to first create and then write their own original work of fantasy. Your student writers will embark on a hero’s journey; their very own write of passage.

With chapters such as “Threading the Theme,” “Forming the Fantasyland,” “Setting the Surroundings,” “Crafting the Characters,” “Plotting the Path,” “Wording the Wonders,” “Sketching the Scenes,” and “Trimming the Tale,” students will learn the process involved in creating their own fantasy adventure, while also acquiring many excellent story writing skills along the way.

In this resource students will first learn to draw their very own fantasyland map. The lessons on map-making skills are sure to make the task easier. Then students will learn how to use plenty of sensory details, mood, and transition words to write a highly descriptive Travelogue that will guide the reader on a journey to a number of mysterious settings on their land. Once the surroundings are set, students will begin crafting a clever cast of characters. To get your students started, there are even examples of different types of fantasy characters and creatures. After the characters are cast, students will next develop a plot line of the journey their story’s hero will take. With the path of the protagonist clearly laid, students will then commence writing their story. They will have appeased the powers that guide the threshold to the underworld and now be allowed to dive into the wonderful world of narrative.

There are lessons on figurative writing, showing not telling, dialogue, alliteration, onomatopoeia, and more. Plus there are plenty of rubrics to make the storytelling experience and revision process all that much easier.

When the story is complete, your student writers will now be just like the heroes they have created in their very own fantasy story! And what will be the boon that they will receive for all their heroic efforts? The published book, of course. Try the bookmaking lesson and give your students the boon, the reward, they deserve.




About the Author

John Gust is a fifth-grade teacher in the Los Angeles Unified School District and an adjunct faculty member at Antioch University, Los Angeles. He has published numerous books on topics ranging from self-esteem enhancement, to character development, to systems thinking, to communication skills and multicultural education. John’s first attempt at storytelling was a personal narrative titled  Round Peg, Square Hole: A Teacher Lives and Learns in Watts (Heinemann, 1999). Currently, John is busy at work writing a fantasy trilogy for young adults. For more information about John Gust, his writing workshops, and his other books, please visit www.johngust.org.
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Introduction

Fairy tales are more than true: not because they tell us that dragons exist, but because they tell us that dragons can be beaten.

—G. K. Chesterson

 

 

 

 

In the Los Angeles Unified School District where the language arts curriculum has been overtaken by one-size-fits-all basal reading programs, official curriculum checkers pay regular visits to classrooms to make certain that scripted lessons are transmitted according to schedule, student essays are written on demand, desks are arranged in the approved design, bulletin boards are displaying the appropriate content standards, and standardized test after standardized test is being properly administered. Hiding somewhere within this vast conglomerate of a system, however, is a classroom of children concealing the fact that they are reading good books. In this secreted room, after the official curriculum checkers have paid a visit to do their check, check, checking, each student reaches into his or her desk, and like a flick of a magic wand, whips out a book and dives through a portal of fluttering pages into a wonderful world of fantasy.

This is how the story and this book began: my students and I escaped. I, the teacher of a small band of thirty or so learners, got a chance to beat a dragon off of my back. As for my fifth-grade students, they embarked on a hero’s quest, a read and write of passage, a uniquely subversive act. Fully aware that if we chose to read the books that we were concealing in our desks we would be going underground, doing something the district authorities frowned upon, my students were engaged as never before. Like the heroes in the stories  we read, in order to be the heroes they were, my students would be required to function in both worlds: the standardized, scripted, one-size-fits-all, test-prep world, and the underworld where we would follow our bliss and allow our imaginations to run free. My students, who agreed to embark on this journey, knew that they would have to both score well on the many tests that were soon to come for the standardized instruction that I was mandated to implement and complete an enormous amount of additional work—writing, thinking—just so they could read the novels of which they were so fond. My students were all for it, and more than ready to get started. So off we went on our heroes’ quest, our writers’ journey . . . fighting this pervasive condition called “sameness,” as Lois Lowry named it in The Giver, . . . struggling against the hegemony of the one-mind called “IT” on the planet Camazotz, as created by Madeleine L’Engle in A Wrinkle in Time.

Now I know that not all the teachers who will choose to use this book are subjected to the same dull drone of having to implement, day in and day out, a district-mandated, standardized, scripted, one-size-fits-all basal language arts program such as the one I faced before beginning this adventure in fantasy. I know that in some school districts teachers are treated like real professionals who are held accountable for teaching the content standards that their state’s department of education has, through a lengthy, democratic process, assigned to their particular grade level. I know that, in these school districts, teachers have the freedom to choose their own books and materials with which to teach the language arts content standards for which they are held accountable. I know that in some school districts teachers are allowed to use various novels, magazine and newspaper articles, opinion editorials, expository texts, and other original sources of their own choosing. I also know that not every school district has curriculum checkers who roam the hallways making sure that every teacher at grade level is on the very same lesson at the very same time, or that their classroom desks have been arranged in the pattern approved by the district, or that the bulletin boards are all posted according to regulation, or that the exact number of minutes as specified by their district are being spent per day on teaching language arts, or math, or science, or whatever. I know all these things. To those of you who are fortunate enough to have all these freedoms, I say: “Great!” “Fabulous!” “Good for you!” “Keep up the good work!” . . . and “Have fun using this book!”

But for all of you who have had all these professional freedoms taken away, I’m here to say, “There’s still hope!” If, like me, you’re willing to take a chance to buck the system, to beat a dragon off your back and do something that I believe is above and beyond the ordinary, others will take notice, and those freedoms will be returned. It happened to me in that exact way. When I first began this adventure, my students and I actually had to sneak in our reading and writing of fantasy. Then, once my students’ reading and writing began to significantly improve, their parents got onboard. In spite of the fact that I was supposed to be implementing a mandated language arts program, the PTA went so far as to buy my classroom a complete set of The Hobbit, by J.R.R. Tolkien. Emboldened by this parental support, I then actually started posting my students’ fantasy writing on the classroom bulletin boards. The proper content standards addressed by the writing assignment, and the rubric that assessed their efforts, were prominently  displayed adjacent to the work, of course. But nonetheless, the nonmandated work was still posted. Then, I even put aside my fears about what might happen should I get caught by the administration for not being on the specific lesson required for that particular day. No longer did we whip out our fantasy books or writing only after the official curriculum checkers left the room. I put every nonmandated activity that we were doing out in clear view for everyone and anyone to see. And do you know what? Because of the excellent work my students produced, and because of the wonderful support I received from my students’ parents and my principal—who, after seeing the results, began to trust my professional judgment—I was left alone. Powerful district administrators even came into the room and looked in awe and wonder at the exemplary, nonmandated student work posted, and did nothing. Never had they seen so much terrific writing. Finally, my efforts were paying off. As for my students, and their parents who time and again told me how much their child enjoyed writing now that they had something worthy to write, actually began to think of me as a hero of sorts. So I say to you, fellow teachers, become a hero or heroine and take back your classroom! Put the decision-making power as to what materials and methods will be used to address your state’s content standards back into the hands of the professionals who deserve it: the teachers. And enjoy this adventure in fantasy with your small band of student writer heroes.

Here, my students’ fantasyland maps and completed stories have taken over an entire wall in the classroom.
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This commentary appeared in the Los Angeles Times on November 6, 2004. I think of it as a dystopian, fantasy/sci-fi version of the not-too-distant future that the No Child Left Behind Act is almost certain to create.
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Here, my students’ plot lines of James and the Giant Peach have been prominently posted with accompanying standards and rubric.
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Chapter One

A Hero’s Quest, a Writer’s Journey

Fantasy is the natural, the appropriate language for the recounting of the spiritual journey and the struggle of good and evil in the soul.

—Ursula K. Le Guin

 

 

 

 

 

If you haven’t noticed, in the last several years the popularity of fantasy and young adult fantasy has been growing by leaps and bounds: J. K. Rowling’s Harry Potter series seems to have started the party jumping; thanks to recent movies, Tolkien’s Lord of the Rings trilogy and C. S. Lewis’s Chronicles of Narnia have come back to life again; Roald Dahl’s Charlie and the Chocolate Factory  and James and the Giant Peach have also had a resurgence of sorts; Philip Pullman’s His Dark Materials trilogy is doing exceedingly well; Christopher Paolini’s Inheritance series has made it big on the best-seller lists; Dragon Rider, Inkspell, and Inkheart by Cornelia Funke have all been best-sellers; the ongoing Artemis Fowl series by Eoin Colfer is quite popular; and Jeanne duPrau has a sturdy success with The City of Ember and sequel The People of Sparks. Fantasy is definitely in, and kids are loving it!

What I find about fantasy is that it makes it easier for teachers to take their students on a grand and adventurous journey. When reading and writing fantasy, students have a terrific opportunity to explore the imaginative worlds created by the writers whose stories they read, and to face the challenge of producing the descriptive  details needed to create their own unique fantasy world in the stories they write. And in these new worlds, there’s a world of learning going on.

Kids will write for long periods of time, with great effort, and with fabulous results, if you give them something they deem worthy of writing. Every year I ask my students which is their favorite form or purpose of writing. I ask: Is it to inform, educate, persuade, or entertain? They always pick entertainment. Fortunately, fantasy sure does entertain—abundantly.

For me, it’s entertaining to sit at a table with a student, examining his newly created map, getting to know his characters, exploring his hero’s journey, jumping into his story. I’m always amazed by the depth of my students’ imaginations. Sometimes, however, there is a huge gap between the imagined visions that arise from their stories and what has thus far been put down on the page. I practically have to wrestle with them to get them to fill in the gaps. They’ve missed all kinds of descriptive detail, and action, and character thoughts and feelings, and tension that needs to be seen on paper. But that’s what the writing process is for: to flush out those details, to write, and rewrite and revise, and improve. In the words of Anne Lamott, author of Bird by Bird: Some Instructions on Writing and Life: “It is work and play together. When they are working on their books or stories, their heads will spin with ideas and invention. They’ll see the world through new eyes.”

Have no doubt about it. These stories of fantasy are about a hero’s quest. The quest begins with the heroes inside the stories, but it ends inside the heroes and heroines who write the stories. And the boon, the prize, that they will receive for their heroic efforts? Why, the published story, of course—a tale that just may stay with them for generations. A story to be read in later years, after they’ve grown up, married maybe, perhaps had a child, or grandchild, of their own.

I must admit that I harbor my own fantasies that—if I make the writing fun, important, and challenging enough—my students will take their narratives and hold onto them through the years. Perhaps, like what happened with an autobiography that I wrote while in the sixth grade, they’ll lose track of their stories, but their mothers will snatch them up and keep them tucked away in some drawer, or stuffed in some lonely box up in the attic, only to be rediscovered years later like treasures in a chest. I have fantasies that—as I did when my mother brought out my old autobiography—my students, when they’re all grown up, will hold their stories in their hands, remembering that it was they who wrote them, many years ago. They’ll think back to how much work it took to complete the stories, how many activities and minilessons they had to endure, how many conferences it took with Mr. Gust to discuss their writing. They’ll sit down, read their stories over, and then also remember how they promised Mr. Gust to read them to their children, if they ever had any, with the hope of having some of the same fun we did putting the stories together in class. Because, as I tell my students when in my class, if you read your story to your children and they’re laughing—either with you or at you—at that moment you will be the hero you always knew you could be.

So I dream about them, laughing and giggling with their own children, or nieces, or nephews, grandchildren, or even, students (if they become teachers,  that is). They’ll be lounging in a big chair, in some cozy corner, sipping a cup of tea. And they’ll have a quiet, private, heroic grin on their shining, smiling faces.




How to Use This Book 

There are basically two ways to use this book. The first is to use some of the strategies and activities offered here in piecemeal fashion to provide supplemental support to your students as they complete some other narrative writing assignment. There are lessons here that can help student writers develop a narrative’s theme, or describe a setting or characters, or create a plot line or use figurative language or dialogue, and more.

The second way to use this book is to treat it as a tool or vehicle that will take your student writers on a hero’s quest, or a writer’s journey. In this case, think of it as a template for a rite of passage—or “write” of passage, if you like.

In one way, yes, the book is designed to assist student writers in passing from one way of thinking to another. Most of the students who come to me in the fifth grade don’t think of themselves as writers. But I can assure you, when they have progressed through the various strategies and activities provided in this book, they most certainly do. And in spite of the many challenges they will encounter, they will enjoy the process, as well. Here is how it works:• What do you think of yourself as a writer? First, before beginning, all student authors should reflect on what they think of themselves as writers. They should be given an opportunity to acknowledge past thoughts, feelings, habits, and patterns about their writing. They should think about which have limited their growth and which have supported their growth. Students need to be given time to acknowledge past feelings about their experiences as writers. Many students have a poor image of themselves as writers, and an even worse view of writing to begin with. Invite students to write the answers to these questions in a journal that they can keep throughout the journey.
• Shed the old image. With this clear image of themselves as writers, it is now time for students to let the image go. Students must realize that that’s the writer they used to be. Find a way to help your students bury the old, negative image. Have them burn it, shred it, flush it, renounce it. Invite them to do it out loud, to do it in writing. Help them . . . let it go.
• Begin the journey. Now the period of trials and tribulations is upon the young writers. This will be a dramatic period of strong exertion. They will have many writing tasks to endure as they work to complete their fantasy stories. As a result, their perceptions of themselves will be forever altered.
• Discover your new self. With the writing started and perhaps nearing completion, begin asking your students what new thoughts they have about  their writing. What new thoughts do they have about themselves as writers? Is there anything about the experience worth sharing, talking about? Let your students know how you felt watching them and their writing progress along the way. Ask your students to see themselves as the new writers that they are, standing on a mountain’s peak with a distant view of their old selves as reluctant writers standing down below. What was the old self like? What does it feel like to be the new self?
• Celebrate. When the fantasy story and book is done . . . it’s time to party! Whether it’s simply with the heroic student writers in your classroom, or with added family and friends, you and your students should share your feelings of accomplishment with plenty of ceremony. Let the festivities begin!
• Acknowledge and dedicate. The central focus of the celebration is the author’s story, the book, the boon, the gift that is offered to the family. Here is where the students give thanks to all those who have participated in the journey, and perhaps to all of those who have been influential in their lives along the way. Their acknowledgments and dedications page can even be read out loud with the offering. Ideally, most of the people mentioned will be present for the reading.






An Adventure in Fantasy 

I like to think of this book and the strategies and activities included within as a type of adventure on which teachers will lead their students. As you can see from the following illustration, which shows how the remaining chapters of this book have been arranged, the journey—starting at the bottom with threading the story’s theme, all the way to the top where students will acquire the reward for their efforts, the completed book, or boon—is much like climbing a tall, treacherous mountain. That’s exactly the feeling that I want students to have when working their stories: an intense sense of accomplishment and efficacy. It should feel as if they have just scaled a great, mighty mountain.
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Genres of Fantasy 

The nicest small children, without the slightest doubt, are those who have been fed upon fantasy, and the nastiest are the ones who know all the facts.

—Roald Dahl

 

I’m not so sure I’d go so far as Roald Dahl in saying that the nasty kids are the ones who know all the facts, but I do know that a lot of nice children really do seem to feed on fantasy. They love it: all the many forms and subgenres of fantasy. Let’s take a quick look at the many subgenres. Perhaps you’ll want to teach your students about them, as well.


Epic, High, or Heroic Fantasy 

This most popular form of fantasy involves a scenario in which the fate of an entire world is in the hands of the hero. It’s the classic struggle of good against evil. There is also a sense of a grand destiny, where the main character—who is often either the legitimate heir to the throne or an ordinary, simple person—somehow saves or restores his or her kingdom. The hero, after gathering up a trustworthy friend and mentor, or a small band of companions, sets off on an epic quest through a land filled with awe and wonder. They’re in pursuit of some object of power, such as a ring, or sword, or amulet, because gaining hold of these things will help tip the scales of power back in the right direction. Along the way, the lurking, evil force—sometimes personified in the form of a dark lord—gains power and launches a relentless campaign against them. All kinds of evil creatures crawl out of nowhere.

Often, the hero is portrayed as a magician, or a wizard in training. As the story unfolds the hero or heroine has to make a choice between using his or her powers for evil or good. In all epic, high, or heroic fantasy, the hero is tempted with all kinds of promises from the evil side. Yet, these heroes always fight to find the inner strength to make the right decision, for they know that their choices will also require some personal, lasting self-sacrifice. In the end, with much effort, unexpected help, and internal struggling, somehow these individuals prevail; they fulfill a higher purpose, and a prophecy, to become the heroes they were destined to be, saving their world, once and for all.


Adventure Fantasy 

In this type of fantasy the heroes or heroines are on an adventure for the simple purpose of satisfying their own fanciful whims and desires. These heroes—who may include small adventurers like mice and moles, badgers, bunnies, or bears—crave an adventure, and by golly, you can be sure they’re going to have a grand time along the way. This type of fantasy is packed full of magic and beasts, and quests for all sorts of enchanted treasures. However, in this type of fantasy, the hero’s need to save an entire kingdom or world, and an epic struggle of good against evil, are missing. Instead, the tale is free to follow the freewheeling escapades of the heroes as their wishes and dreams are fulfilled. And once they get what they were after, they return home, of course. But rather than their quest ending with a defining moment that saves the world, the reader is left with the impression that the hero will venture out again, sometime soon, on yet another thrilling adventure.


Dark Fantasy 

Dark fantasy includes ghost stories, horror, and gothic fiction. Ghost stories involve all kinds of weird living dead: Funny ghosts may show up and talk to people, haunting them; headless horsemen may go galloping around the countryside, taunting townsfolk; dead bodies may stumble around in search of human flesh. In most horror story plots, the evil force, or forces—ghosts, demons, or phantoms, for example—build up to an intensely scary level, thus raising the tale’s tension, until the very end, when good finally prevails. In pure horror stories, anything goes, so watch out for the gore. And, finally, gothic is a particular form of fantasy that involves stories usually set in a crumbling gothic mansion, surrounded by a desolate moor. These stories usually involve an ordinary person who has been pulled into a gloomy world, forced to defend his or her honor against the ghostly inhabitants of the place.


Fairy Tales 

Fairy tales are really tales of transformation. They are stories in which the protagonist goes through a massive personal change. A frog might turn into a prince, an ugly duck into a beautiful swan, a puppet into a real live boy, a maid into a princess, a stuffed bunny into a romping rabbit. The familiar theme of the fairy tale is that something beautiful and good can come from something so unsightly.


Magical Realism 

In these kinds of stories magical things happen, usually without warning, in the middle of someone’s very normal, everyday life. Mysterious events transpire, weird apparitions pop up out of nowhere. And when these strange things begin to happen, the protagonist’s life is changed forever. After the adventure through these strange series of events, the life of the protagonist usually goes on as normal, but something inside that individual has changed. Sometimes this interior, psychological change will alter her life in a more meaningful way than  anything external, or physical, ever could. She thinks of herself or the world differently, and that makes all the difference.




Magic 

The magic of Faerie is not an end in itself, its virtue is in its options: among these are the satisfaction of certain primordial human desires. One of these desires is to survey the depths of space and time. Another is (as will be seen) to hold communion with other living things.

—J.R.R. Tolkien

 

Inevitably, your student writers are going to use magic in their stories. Fantasy and magic go hand in hand. However, magic can easily be overused. The worst thing that can happen is that the writer starts using magic at any time for just about any reason. Magic needs limits. When using magic, the writer must be very clear about the rules. Readers shouldn’t be thinking that anything might happen at any time. Characters shouldn’t be able to solve every problem with a simple wave of a wand. If so, what’s the point of reading the story? Any time the hero gets in trouble, the reader will know that some magical trick will be thrown in to solve the problem. Ridiculous!

Magical ability and the use of magic should come at a high price. One such price could be the long and arduous training that any mage, magician, or wizard must go through. Another such price is for the character to know that she will no longer live a normal, perhaps happy, life, after its use. Sometimes, the price is paid directly after using the magical power, through diminished energy, an illness, or perhaps a loss of life itself.


The Hidden Force 

Most systems of magic assume that there are two worlds. The first is the everyday world where material things, normal sensory experiences, and practical knowledge are the reality. The other is the supernatural world, a world in which a magical force is latent, or perhaps inside of all that exists, and the ability to access this mysterious power is extremely limited. Only a few select individuals, usually after first going through a lengthy initiation process, are able to gain access to this hidden power.


Magic’s Moral Component 

Magic itself is neutral. It is its application that makes it good or bad. Of course, if the hero uses magic for good purposes, then it is white magic. And if the  villain and his or her wicked cohorts use magic to advance evil purposes, it is called dark magic.

White magic is used often for healing purposes, to help others improve in health, spirit, or well-being. White magic is usually an antidote to evil. Benevolent charms, bells, holy water, silver bullets, bracelets, rings, amulets, coins, and so on, are used as a form of white magic to overcome any dark magic that may be lurking.

Dark magic is often used for calling up evil spirits. A necromancer, often thought of as an evil magician, uses his magic for calling on the spirits of the dead.


Magical Words 

If magic is going to be used, chances are that the perpetrators will need to know a few magical words. These spoken words, including spells, incantations, invocations, and enchantments, are all used to access the power of magic. In many stories, these phrases, which are chanted by the practitioner, can be found in spell books. Sometimes, the magical words must be used in combination with a particular ritual or rite.


Magical Tools 

Every good magician has a few good tools at hand. A magician’s tool can be just about anything. Some of the more common ones are listed here:• Wands
• Cloaks
• Amulets
• Elixirs
• Charms
• Brooms
• Staffs
• Hats
• Orbs
• Swords
• Crystal balls




Practitioners of Magic 

The trained mediums or practitioners of magic are often called mages, wizards, witches, warlocks, necromancers, and sorcerers. Sometimes practitioners come upon their magical powers accidentally. It is in their nature, and they have the special ability to access the force. Other times, a practitioner comes upon the secret knowledge and ability because a mentor, or teacher, of some sort, has passed it on. The young student, after having endured a precise, long, and arduous preparation period, develops the ability to use the magical powers.




End of sample
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Writing Strategies and
Goal/Score Applications Writing Conventions
2 « Expository composition « Writing contains several
vaguely describes the errors in grammar,
setting using some precise, punctuation, capitaliza-
colorful adjectives (sensory tion, spelling, and
details) and mood words. sentence structure.
The setting description « The errors may interfere
paints a hazy visualimage with the reader's under-
inthe mind of the reader. standing of the witing,
« Provides some transitional
expressions that link one
paragraph to another ina
clearline of thought
« Some editing and revising
ofthe manuscript has been
completed.
1 « Expository composition « Writing contains
fails to adequately describe numerous errors in
the setting using little or no grammar, punctuation,
I precise, colorful adjectives capitalization, spelling,
(sensory details) or and sentence structure.
mood words. The setting « The errors nterfere with
description makes the reader the reader’s under.
feelas though they are in standing of the wiiting.
an empty, white room
(the “whiteout effect”)
« Lttle or no transitional
expressions are used to
link one paragraph to
another in a clear line
ofthought.
« Lt or no editing or
revising has been done
to the manuscript to improve
the meaning and focus of the
L i — T — T
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UNDERSTANDING BASIC THEMES

OBSESSION WITH POWER

Power is one of fantasy’s basic themes. It is an interesting theme. How do
you think power should be used? Who has it? Who should have it? And
once someone has it, how should they use it? If you choose power as your
basic theme, then your story will show your readers your particular vision
of the world. Your story will show them how you think the world should
work, who should have the power, and how much power they should
have. What do you think? Is someone being suppressed by the strong?
Is someone misusing power and authority? Does it sometimes seem as
though someone wants all the power and is willing to do almost anything
to have it? Can you thread the theme of power throughout your story?

THE ENVIRONMENT

Fantasies are sometimes cast in a world that basically has two types of
settings. The first is an evil empire in which the villain usually resides.
In this domain, everything is hostile and scary, and often mechanized or
artificial. The second is a paradise, where the hero typically lives. In this
pastoral setting life is friendly, comfortable, natural. Nature even feels
alive and conscious—trees talk, mountains move, rivers run.

Often tales of fantasy begin in the land of paradise, but once the
action starts the hero or heroine and companions are cast out and forced
to struggle with the hostile forces of a growing evil empire. Yet, somehow,
the hero or heroine prevails and puts an end to the spread of the alienat-
ing force. The world then returns to its original, natural, pristine state.

Authors threading this theme often hope to remind us of the many
environmental problems confronting us daily. They attempt to urge us to
care for nature, defend it when it needs defending, and think beyond the
interests of our own human species.

QUEST FOR IDENTITY

‘The quest-for-identity theme is closely related to the power theme. The
quest for identity explores the relationship between an individual and
the society in which he lives. Sometimes this relationship is expressed
as a tug of war between societal norms and the individual. What do you
think? Should the individual always get to decide? Or should society have
alot of decision-making power? Is there something that you can tell your
readers about an individual’s quest for identity?
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What could a castle do?
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PERSONIFICATION

(Continued)

]

What could a cave do?

What could a sword do?

What could an arrow do?

What could a cloak do?

What could a mirror do?

What could a desert do?.

What could the sea do?

What could a swamp do?

What could a shield do?

What could a book of spells do?

L'—-_
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BRIC FOR NARRATIVE MIDDLE

Goal/
Score

Writing Strategies and
Applications

Writing Conventions

« The point of view remains
consistent.

« Conflicts are resolved after a
significant strugsle between
the hero and conflict characters.

« Conflict characters are
lively, realistic, and multi-
dimensional. Appearance,
actions, strengths, weak-
nesses are clearly described.

« New settings are vividly
described so the reader
canvisualize it. Sensory
detals are used abundantly.

« Each event clearly shows what
characters do and say.

« Shows not only revision but
also incorporation of reader
response comments. Manuscript
has been thoroughly edited and
revised toimprove the meaning.
and focus of witing.

« Witing contains few, ifany,
errors in spelling, punctuation,
capitalization, grammar, and
sentence structure.

« The errors do not nterfere
with the reader’s understanding
of the writing.

« The point of view remains
consistent.

« Conflicts are resolved after a
struggle between the hero and
conflict characters o obstacles.

« Confiict characters are realistic
and multidimensional.
Appearance, actions, strengths,
and weaknesses are described

« Writing contains some errors
in spelling, punctuation,
capitalization, grammar, and
sentence structure.

« The errors do ot interfere
with the reader’s understanding
of the writing.
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FAIRIES

Fairies look like miniature humans with gossamer wings. They are about
six to twelve inches tall. Fairies are typically very difficult to find, for
they are extremely proficient at hiding themselves. Sometimes fairies
can be seen during special times of the year; certain seasons or par
ticular phases of the moon are good for spotting fairies. Fairies are fre-
quently looked upon as fragile, carefree creatures, but in fact the males
are heroic fighters who protect their homes against invasion by grem-
lins, goblins, and other nasty creatures. Fairies are usually mischievous
toward humans, but sometimes they have a sincere yearning to assist
and delight.

—-___1
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PROOFREADING

This table shows standard proofreading marks, which you may find
I helpful to use.

- |

Editor's Mark

Meaning

Delete

Capitalize

Use lowercase

SN

Insert oradd awrd

00

Spelling error

Reverse letters or words (transpose)

Addaperiod

Adda comma

Addanapostrophe

Add quotation marks

Bogina now paragraph (indent)

Makea space

Close the space

|
l
|
|
|
=

|O>£®©©O

L
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MERFOLK

(Copyright © 2007 by John Wiley & Sons, Inc.

Mermaids and mermen live beneath the ocean. Merfolk are human in
appearance above the waist, but below they have large, whale-like tails.
They are capable of changing their tails into legs, o that they may occa-
sionally walk on land. Merfolk usually live close to the coast where the
water is shallow. Most mermaids possess incredible beauty. Mermen
are sturdy, strong, and muscular. Merfolk and humans are extremely
attracted to one another. But because relations between the two are so
omplex, the end result s usually tragic
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PERSONALITY TRAITS

Hero:

(Continued)

Sidekick:

Helper:

Conflict Character #1

Conflict Character #2:

Villain:
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‘The point of view of a story s the position from which a story is told. It
I is where the storyteller or narrator is i relation to the story. When you

write a story, you must be consistent in the point of view you choose
There are several points of view to choose from.

I FIRST PERSON

The narrator is one of the characters, often the main character, in the
story. The narrator or speaker uses the first-person pronouns I, me, my,
we, us, and our to describe what he or she says, does, and thinks. Although
the actions and words of other characters are described, only the thoughts
of the narrator may be described. Use the first person ‘I” in your writing
when you want your readers to feel close to and identify with the narrat.
ing character.

I THIRD PERSON

The story is told from a point of view outside the action of the story.
The narrator is not a character in the story but is instead an outside

observer.
l THIRD-PERSON LIMITED

This point of view requires the narrator to tell the story from only one
I character’s perspective. As the reader follows this character through

the story, they only know the internal thoughts and feelings of this one
person. As for the other characters, you will have to show the reader
who they are by describing only their actions, movements, dialogue, and
appearance.

I THIRD-PERSON OMNIPOTENT

1f you are omnipotent, then you possess complete, unlimited, or universal

power and authority. If you're writing a story from this point of view, it
means that you know what is going on inside the heads of each and every
character. And not only do you know as the narrator, but your writing
demonstrates this knowledge. Basically, it means that readers get to know

what everybody is thinking and feeling.

L

-—_——J
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Stepa:
Getting the call

Step
Picking up
asidekick
and a helper

Step8:
Saving
the world

Step3:

Step7:
Crossiny

o ® The “Underworld” Heading home
bl Step6:

Trials and The return
tribulations

Steps:
Hitting bottom
and getting the
reward
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RUBRIC FOR NARRATIVE
(Continued)

|

Goal/  Writing Strategies and
Score  Applications Writing Conventions

« Characters are realistic.
Appearance, thoughts,
feelings, and actions are
described.

« Setting s clearly described.
Sensory details are used.

« Shows rather than tells

the events of the story.

« Much or most of the editing
and revising has been done to
improve the meaning and focus
ofthe writing

« The theme is clear but

may also beexplained
unnecessarily.

2 « Narrative uses either a first- « Writing contains several

orthird-person point of view. errors in spelling, punc-
« Events of the story are listed tuation, capitalization,

with litte attention to detail. grammar, and sentence
Complication is vaguely structure.
mentioned. Narrative may not « The errors may interfere
have a clear ending (climax and with the reader's under-
resolution). standing of the writing.

Little attention s given to the
appearance, thoughts, feelings,
or actions of characters.
Setting is vaguely described.
Some sensory details provided.
« Mostly tells rather than shows
the events of story.

r-____—_—_-

-----J
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NAMING YOUR CHARACTERS

You've got to name your characters, don't you? Well, now’s the time to
start.

Sometimes, your characters’ names can say an awful lot about who
they are.

For example: How about ... Humon Gusliar? Well, you know he's got
to be a humongous liar. And then there’s ... Ob Noxious. No need to tell
you what kind of person she is!

You could try creating a name that sounds like an action or move-
ment the character repeats often. For example, say a villain hacks away at
everything in his path. He's always destroying something. He's a hacker.
You could name him ... Hacker or Harak, for example.

Your turn. Start playing with some names. Don't worry if the names
start sounding like nonsense. Nonsense names can come in handy when
crafting your characters.

Hero name options

Villain name options:

Sidekick name options:

Helper name options:

Conflict characters name options:

|
1
|
1
1
L
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Pain

Anger

Fear

Joy

Love

Desire
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|
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|
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DISTANCE AND SIZE SCALE

You may want to provide a scale to indicate how long it would take to
travel a certain distance on your map. Some maps have divisions in terms
of weeks, others in length of days. You could also create a scale that simply
shows distance in miles or leagues.

o : 2 5
{ I I

ONE INCH - ONE WEEK

ONE INGH - FIVE MILES
BURNT EDGES

As a finishing touch, you might want to burn the edges of your map. This
will definitely give it an interesting feel and look. Be careful, though! And
have an adult present, please.
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CHARACTER CONTRAST RUBRIC

(Continued)

Goal/
Score

Writing Strategies and Applications

Writing Conventions

comprehension skills and the ability to
contrast two characters in a work of fiction
and discuss the importance of this
contrast to the plot.

« The differences between the two
characters are not described or the
descriptions are unclear.

« Statements about the differences between
the characters are not supported or
explained with facts and details
from the story.

« Little or no editing or revising has been
done to the text to improve the meaning.
and focus of the writing.

2 * The writing exhibits some reading * Writing contains several
comprehension skills and the abiliy to errors in grammar, punc-
contrast two characters in a work of fiction tuation, capitalization,
and discuss the importance of this spelling, and sentence
contrast to the plot. structure.

« Some of the differences between two « The errors may interfere
characters are described. with the reader’s under-

« Some thoughts or ideas are logically standing of the writing.
organized.

+ Some statements about the differences
between the characters are supported or
explained with facts and details from
the story.

* Some editing and revising of the text has.
been completed.

1 « The writing exhibits little orno reading ~» Writing contains numer-

ous errors in grammar,
punctuation, capitaliza-
tion, spelling, and sen-
tence structure.

« The errors interfere with
the reader’s understand-
ing of the writing.

r—_--,—

_—_-'1

__-_-J
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I METAPHORS FOR CHARACTERS

You could take a character from your story and try to compare his appear-
ance, actions, or personality to something else. Think about it. Pick a char-
acter. What does he look like? Does his face remind you of a certain fruit?
How does he move? Do his actions remind you of a particular insect?
What about his personality? Does he have the disposition of a special ani-
mal? Take a moment to think, and then write your metaphors here:

METAPHORS FOR LANDMARKS

You could also try to describe how a particular landmark on your map
looks by comparing it with a specific human or animal body part. Take a
moment to think, and then write your metaphors here

METAPHORS CREATED FROM A DIFFERENT PERSPECTIVE

What if you could view an object from the perspective of a small, crawl-
ing insect, a flying dragon, or a tall giant? Would that object look or feel
like something else altogether?

‘Try to view some object through the eyes of another creature. Most
likely, that creature will have an entirely different and unique relation-
ship with, or perspective on, that object. For example, what would a
hummingbird think of a flower? What would an ant think of a big rock?
What would a cricket think of a patch of grass?

Try to create a few metaphors using the following sentence formats:

A isa toa
A isa__ toa

n isa fora
isa fora

LAn_ T T T T J
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RUBRIC FOR NARRATIVE BEGINNING

Score/
Goal

Writing Strategies and
Applications

Writing Conventions

4

« Clearly and consistently uses fist-
o third-person point of view.

* Beginning captures the reader's
rapt attention and holds it. Reader
is drawn firmly into the story.
Exposition and complication
are fully developed.

* Characters introduced are lively
and realistic (appearance,
thoughts, eelings, and actions
are clearly described).

« Setting is vividly described so
the reader can visualize it.
Sensory details are used
abundantly.

« Shows orllustrates the
beginning’s events. Includes
what characters do and say.

« Story shows not only revision but
also incorporation of reader response
comments. Manuscript has been
edited and revised to improve the
meaning and focus of writing.

« Writing contains few, if any,
errors in spelling, punctuation,
capitalization, grammar, and
sentence structure.

« The errors do not interfere
with the reader’s
understanding of the writing.

|
I
|
|
|
|’
l
L

« Clearly uses either first- or third-
person point of view.

« Beginning captures the reader's
attention. Reader is drawn
into the story. Exposition
and complication are
well developed.

« Writing contains some errors
in spelling, punctuation,
capitalization, grammar, and
sentence structure.

« The errors do not interfere:
with the reader’s understanding
ofthe writing,
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THE CIRCULAR PATH
(Continued)

STEP 6: THE RETURN

Now that the task has been completed, the hero sets off for home. At the
threshold of return (that scary place that once had to be crossed over)
the hero reemerges from the mysterious underworld

STEP 7: HEADING HOME

When the hero or heroine finally arrives home, he or she is greatly
changed. Heroes and heroines have learned much about the world and
themselves. So heading home is not just about getting them back to their
old house. It's also about them looking at the home inside themselves,
and learning something in return.

STEP 8: SAVING THE WORLD

‘The boon, the power, the instrument that the hero brought back restores
the world. Things are returned to normal, but there is also a great recog-
nition given to the hero for his or her efforts. And sometimes, the hero
or heroine is crowned king or queen, and a new society and order form
around them.
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TRAVELOGUE READER RESPONSE

Readers should keep in mind that the response page should provide
the writer with a balance of compliments that encourage and delicately
worded suggestions for improvement. After reading a peer's travelogue,
readers should write comments that reflect on the following qualities:

Does the author use a wide variety of precise, colorful adjectives,
sensory details, and mood words?

Does the description make you feel as though you are part of the scene?
Does the author help you keep track of where each new setting is
located on the map? Does the author help you go along on a journey
through the story’s fantasyland?

Does the author use a variety of transitional expressions that link
one paragraph to another in a clear line of thought?

Does the author provide an introductory paragraph to get you
started, and a concluding paragraph to summarize and lure you
into reading the story?

Name of Reader 1
Comments:

Name of Reader 2:

Comments:

Name of Reader 3:

Comments:

Copyright © 2007 by John Wiey & Sons, .
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PHOENIXES

A phoenix is a bird that looks very much like an eagle. Its head, breast,
and back are bright red and tinged with orange, its eyes are sea blue, its
feet are purple, and its wings are multicolored. A phoenix is known to
live for a very, very long time. Some say that they live to be 350 to 500
years old. Others say that the creatures can live to be 1,000 years old, and
still others claim that they can actually live to be as much as 7,000 years
old. A phoenix dies by lighting itself afire. But from the ashes of its body,
another phoenix immediately appears. Because of this, a phoenix is often
used as a symbol of immortality, rebirth, and power.

|
l
L
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RUBRIC FOR NARRATIVE '

(Continued)

' Goal/  Writing Strategies and
Score  Applications Writing Conventions.

+ Some editing and revising l

have been completed.
« The theme is hazy and uncertain.

1 « Narrative uses an inconsistent « Writing contains numer-
point of view (may switch ous errors in spelling,
between first and third person). punctuation, capitalization,

« Plot line is not developed grammar, and sentence

and ideas are merely listed. structure.

Acomplication may not be « The errors interfere with the
identified and the story may reader's understanding of

end abruptly (lacking a climax the witing.

and resolution).

« Little or no mention of the
appearance, thoughts,
feelings, or actions of
characters.

Setting may or may
Little or no editing or

revising have been done to
the manuscript to improve the
meaning and focus of

I not be indicated.
the writing.
The theme is unclear or
nonexistent.
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SHOW, DON'T TELL: WHAT DID THEY DO?

Sometimes writers tell the reader how a character is feeling. That's pretty
good, actually. Readers need to know how a character s feeling. However,
it's even better if readers discover how a character is feeling by seeing what
that character is doing. Don't tell readers that some character is angry or
sad or happy. Rather, show them what that character does so that they will
be able to draw their own conclusion about the character’s feelings.

Write a paragraph describing what a character would do if he or she
were feeling .

Excited:

Sad:

1

Exhausted:

--_--'J
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THEME THREAD:
CONTRASTING CHARACTERS

To help thread your story's theme it is useful to contrast the hero with the
villain. When these two characters have contrasting personalities, all sorts
of conflicts and clashes can result. Contrasts between these two characters.
can add fuel and tension to your story and make the plot more dynamic.
Explore the differences between these two characters. Plus, see if you can
find a way for this contrast to help thread your story’s theme. In other
words, how can the contrast between your hero and villain reflect upon
what you want to say?

Contrasting Characters Table

Hero:

Actions:

Appearance: Appearance:

Thoughts and feelings: Thoughts and feelings:

Personalty traits:

|
|
l
|
L

L
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BOOKING THE BOON WORKSHOP

Now that your story is complete, you're done, right? Wrong! You've got a
story and illustrations, but you don't have the boon, or the reward, yet, do
you? So what's the boon, the reward for all your efforts? Well ....a book,
of course! All you have now is an unbound pile of papers. That's a story,
but not a book! To turn your story into a full-fledged book, you'll need to
complete a few more tasks

FRONT COVER

First and foremost, your story is going to need a title. Of course, the title
will be central to your book’s front cover. Second, you will need to put
your name—the author’s name—on the cover as well. Don't bother to
write “written by” or “by” before your name, because everyone knows
by now that the name on the front cover of any book is the author of the
story. Finally, you'll probably want to draw an illustration for the cover.
‘The illustration should somehow capture the essence of the story. You
could draw an illustration of a particular place, or scene in the story, or an
important character such as the hero or heroine, or .... you decide!

COVER PAGE

The cover page should be the first page readers encounter when they first
open the front cover. The cover page should be a simple page with the
printed words of the title, the author, and the publisher included. As for
the “publisher" of your book, you could use the school's name, or simply
make up a name of a make-believe company for fun.

Copyright ©2007 by X

DEDICATION AND ACKNOWLEDGMENTS PAGE

A dedication is a short piece of text at the beginning of a written work
that associates it with somebody esteemed by the author. Decide whom
yowd like to dedicate all your hard work to. It could be one or several of
Your friends, someone in your family, or even your teacher.

An acknowledgment is an expression of thanks or appreciation. You'll
need to decide whom you would like to thank for helping you write your
story. Did your family, your classmates, a friend, or your teacher help you?

TABLE OF CONTENTS

The table of contents is a simple listing of the chapters and the page num-
bers on which they begin. You may also want to provide a list of illustra-
tions or maps that are included in your book
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CHARACTER CONTRAST RUBRIC

Goal/
Score

 Most statements about the differences
are supported or explained with facts
and details from the story.

 Much of the editing and revising of the
text has been done to improve the
meaning and focus of the writing,

Writing Strategies and Applications Writing Conventions

4 « The writing exhibits keenly perceptive « Writing contains few, if
reading comprehension skills and the any, errors in grammar,
ability to contrast two characters in a work punctuation, capitaliza-
of fiction and discuss the importance of n, spelling, and sen-
this contrast to the plot of the story. tence structure.

* Important differences between the two * The errors do not inter-
characters are clearly and thoroughly fere with the reader’s
described. understanding of the

« Allthoughts or ideas are logically organized.

* All statements about the differences are
well supported or explained with facts

I and details from the story.

« Witing shows not only revision but also
incorporation of reader response comments.
Al of the editing and revising of the text has.
been done to improve the meaning and
focus of the writing.

3  The writing exhibits strong reading + Writing contains some
comprehension skills and the ability to errors in grammar,
contrast two characters in a work of fiction punctuation, capital-
and discuss the importance of this ization, spelling, and
contrast to the plot. ‘sentence structure.

* The differences between the two * The errors do not
characters are clearly described interfere with the

« Most thoughts or ideas are logically reader’s understanding
organized. of the writing.

-_---J
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SETTING THE MOOD
(Continued)

Mood of the
hero's home:

Describe what gives the hero’s
home this mood:

Mood of the first
place of confict:

Describe what gives the first
place of conflict this mood:

place of conflict:

Describe what gives the second
place o conflict this mood:

Mood of the
villain's domain:

ﬁ Mood of the second

Describe what gives the villain's
domain this mood:

L:_‘____‘__-__J
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DETERMINING THE TERRAIN

Now that you have the borders of your fantasyland drawn, and you know
‘what key locations need to go in it, yow'll need to draw the land's terrain
If you need help with determining this terrain, here are some types to
consider. If you don’t know what a word means, and it's an interesting-
sounding word, try looking it up. Like the word butte. Do you know what
a butte is? How about a knoll? Or even an abyss? Uh-oh! You might not

want to know what an abyss is.

island
peninsula
coastline
mountain
river

creek.

valley

knoll

hillside
volcano
chain of islands
frozen tundra
glacier

cove
ocean
lake
mesa
cliff
canyon
plain
butte
swamp
everglade
cave
pond

forest
prairie
beach
marsh
ravine
delta
abyss
cavern
gorge
desert
summit
dunes

- |

L
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CHARACTER DESCRIPTION
READER RESPONSE

I Readers should keep in mind that the response page should provide
the writer with a balance of compliments that encourage and delicately
worded suggestions for improvement. For the character description, read-

I ers should write comments that reflect on the following qualities:

« Has the author created six story characters (hero, helper, sidekick,
two conflict characters, and a villain) that are lively and realistic?

« Has the author used a variety of precise, colorful adjectives and
sensory details to describe the appearances, actions, thoughts, feel-
ings, strengths, weaknesses, personality traits, and motives of each
character?

« Has the author used a variety of topic sentences to introduce each
new character trait?

« Has the author clearly identified the role or contribution that each
character will have in the story?

Name of Reader 1

Comments:

Copyright © 2007 by John Wiley & Sons,Inc.

Name of Reader 2

Comments:

I
|
|
|
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HE ENTICING ENDING

CLIMAX
The climax is the biggest, most exciting scene in the story. This is where
good finally confronts evil, where the final battle is waged. The climax
is where the complication is solved. It's also the one scene where the
hero has to make a major decision. Many exciting events, or conflicts,
may have happened as the character tries to solve the conflict. But now—
almost at the end of the story—there must be a major event where the
hero finally makes a decision, performs an action, or reaches an under-
standing that grows out of all these conflicts: one way or another, during
this scene, the complication is finally settled.

=

RESOLUTION

After the climax there's one last stage. This is the resolution or the finale.
The resolution is usually very brief. It the part of the story where the
complication has already been solved. There’s nothing left to fight for, so
now the hero heads for home. People return to living normal lives again,
but now, because of their heroic efforts, the protagonist and the sidekick
and perhaps the helper and villain have learned something new about
themselves and the world. And readers will finally know for sure what
the theme, moral, point, or larger message of your story is.

|
L

.y & Sons, Inc.
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RUBRIC FOR NARRATIVE ENDING
(Continued)

Writing Strategies and
Applications Writing Conventions

w

* Point of view has remained * Writing contains some
consistent. errors in spelling, punctuation,
Climax is an exciting and capitalization, grammar, and
tension-filled scene. sentence structure.
Complication is resolved. * The errors do not interfere with
Additional characters the reader's understanding of
introduced are realistic and the writing.
multidimensional. Appearances
and actions, thoughts and
feelings, strengths and weak-
nesses are sufficiently described.

Villain's domainis clearly

described so the reader can
ualize it. Sensory details

are used sufficiently.

Mostly shows rather than tells

the ending’s events.

Much or most of the editing

and revising of the manuscript

has been done to improve the

meaning and focus of the writing.

N

Uses either a first-or third- « Writing contains several errors
person point of view. in spelling, punctuation, capital-
Climax may capture the ization, grammar, and sentence
reader's attention. structure.

Complication may not « The errors may interfere with
be resolved. the reader's understanding of
Characters introduced are the writing.

overly simplistic. Little

attention is given to their

I
|
|
I
|
L
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UNDERSTANDING BASIC THEMES

(Continued)

SELF-RELIANCE

One of my main themes is self-reliance, the ability to compete against
odds and to beat them. A lot of kids' books have somebody who
learns to come to terms with some dreadful situation, and i's all

about them continuing to suffer at the end of the book. I don't want
to write

ictim” books. I want a triumph, a hero or a heroine, and
that's what I write about.

—Nancy Farmer
Locus: The Magazine of the Science Fiction and Fantasy Field

Nancy Farmer’s The House of the Scorpion is about a boy named Matt
who was harvested as a clone of the great El Patrén Alacrén. Matt's story
begins with the old man’s DNA, then moves on to a cell splitting inside
a petri dish, an embryo, and fetus inside the womb of a cow, and finally,

an animal caged in a room piled high with sawdust. Eventually, the resil-

ient Matt learns that he is to be used for spare parts—to replace the used,

I worn-out parts of E Patrén, who is lord of the country Opium. Once

Matt comes to terms with the circumstances surrounding his existence,
he learns to rely on himself, overcomes the odds, and escapes from his
horrible fate.

Writers addressing the self-reliance theme, like the quest-for-identity
I theme, are often writing a type of coming-of-age story. In these stories,

°

protagonists go through a transformation: They get older, learn to rely
on their own devices, and come to understand who they are. In the end,
these heroes are also capable of identifying and being happy with their
particular place in the world.

|
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PERSONALITY TRAITS
I Having trouble deciding what personality traits your characters will have?
Take a look at the words in this list. While looking, keep a specific charac-
ter type [hero, helper, sidekick, conflict character, villain in mind. When
you find a character trait that you think fits, write the word (or words| in
the appropriate character space on the next sheet
I mean generous stubborn
leader fighter neat
independent fun-loving timid
rude unselfish resourceful
I conceited selfish messy I
creative witty hard-working
: stingy curious sad
H nasty lazy wild
g humble carefree adventurous I
H calm quiet crazy
= happy busy proud
H imaginative caring friendly I
H thoughtful ambitious funny
£ dreamer dainty loving
© considerate silly ‘mischievous
cheerful lovable serious I
helpful daring gentle
respectful gullible honest
energetic cooperative courageous
responsible bold bossy I
self-confident loyal intelligent
determined joyful brave
successful shy demanding I

_—_-—J
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PLOT LINE LISTENER RESPONSE

Readers should keep in mind that the response page should provide the
writer with a variety of compliments that encourage, and with delicately
worded suggestions for improvement. For the plot line, readers should
write comments that reflect on the following qualities

Do you get a clear picture of the six scenes?
Does the author know where each event will take place on the map?
Is the complication clear? Does the author know why the hero's
mission has been set in motion? And is the reason compelling
enough to make you want to go along?

Is the climax the most exciting and tension-filled scene in the story?
Has the complication been resolved in the climax? Has the mission
been solved?

Does the author know what will happen in the final resolution?

Is it clear when each character will be introduced in the story?

Name of Reader 1

Comments:

Name of Reader 2:

Comments:

r__
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PERSONIFICATION

Personification gives human characteristics, abilities, or qualities to non-
human things. Personification is when an author writes about a thing as
if it were human.

Hmm! Interestingly enough, there are plenty of nonhuman things
with the potential to exhibit humanlike characteristics in stories of fan-
tasy. Trees, mountains, clouds, rivers, plains, deserts, winds, rain—all can
come “alive’ in the world of fantasy. So there must be plenty of oppor-
tunity to add a little personification to your story. Perhaps your story’s
setting, once it becomes personified, can begin fighting back in some way.
‘Things can come alive and provide all kinds of challenges or obstacles for
any one of your characters

_—

Here are a few examples of personification:

The rain slapped Luella and Zianna in the face as they descended the hill on
their way to the Dinador.

The throne groaned under the ogre's great weight.

The chariot wheels screamed around the turn.

Fear lived with the

gin his castle.

To get started, all you need to do is to have a nonhuman thing do
something that only a human can do. For example: What could the wind
do? How about: The wind wailed in the nigh.

Now it's your turn. See if you can find some humanlike thing that
each of the following objects could do.

What could a cloud do?

I What could a mountain do?

What could a river do?

I What could a tree do?

L-___—J
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Orcs are an advanced, and dangerous, type of goblin. Some say that they
were once elves who have been tortured, enslaved, and mutilated. Orcs
are large, strong, and muscular. They have sharp, pointed teeth; wide
faces; and slanting eyes. Orcs typically live underground and regularly

battle dwarfs and goblins for caves.

|-

_—__-J
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HOW ABOUT A LITTLE ALLITERATION?
Alliteration is the repetition of an initial consonant sound in words that
also helps them achieve different moods. Alliteration is most often used

in poetry, but it can also be used in fiction

a grumpy, grouchy wizard. And he's always grimacing, growling, and
grunting. But sometimes, when something grand happens, Grindor occa-
sionally grins and becomes quite gracious. Obviously, the consonant
blend “gr” was the example of alliteration.

start searching for words that alliterate.

close together. Writers use alliteration to have fun and entertain. It

Here's a good way to get the alliteration flowing. Pick any charac-
Let's say you've got a helper named Grindor. Well, Grindor can be

See? That wasn't so difficult. Now you try. Pick a character and then

Character Name Alliteration Words tion Words as Possible

Create a Sentence
Using as Many Allitera-

r——_.—.___
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POINT OF VIEW
(Continued)

I Circle the point of view from which you will tell your fantasy story:

First Person Third-Person Limited Third-Person Omnipotent

Now write at least one sentence that describes your hero doing some-

' thing. Use the point of view you have chosen.

|
1
I
1
|
|
L
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SCENE SUMMARY RUBRIC

Goal/
Score

Wiing Strategies and Applications

4

« Summary demonstrates well-developed reading comprehension skills
and ability to summarize and describe the events of a scene from a story.

« Statements that identify and summarize the main idea (the meaning,
the point) of the scene are well supported by detailed evidence of spe-
cific events from the story.

« The written response demonstrates a thorough understanding of a liter-
ary work.

« Interpretations of text exhibit thoughtful reading.

« Summary demonstrates solid reading comprehension skills and ability
to summarize and describe the events of a scene from a story.

« Statements that identify and summarize the main idea (the meaning,
the point) of the scene are supported by detailed evidence of specific
events from the story.

« The written response demonstrates an adequate understanding of a lt-
erary work.

« Interpretations exhibit careful reading.

« Summary demonstrates some reading comprehension skills and the
ability to summarize and describe the events of a scene from a story.

« Statements that identify and summarize the main idea (the meaning,
the point) of the scene are reported but lack most detailed evidence of
specific events from the story.

* The written response demonstrates a weak understanding of a literary work.
+ Interpretations exhibit slipshod, slapdash reading.

« Summary demonstrates lttle or no skillin reading comprehension skills
and ability to summarize and describe the events of a scene from a story.

« Statements that identify and summarize the main idea (the meaning,
the point) of the scene are not fully reported and lack any evidence of
specific events from the story.

« The written response demonstrates a lack of understanding of alterary work.

« Interpretations exhi

careless, thoughtless reading and understanding,

_—_—_J
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SHOW, DON'T TELL: WHAT DID THEY DO?
(Continued)

In pain:

Scared:

Nervous:

Relieved:

i
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CHARACTER ILLUSTRATION

Character type (hero/heroine, sidekick, helper, villain or conflict charac-

ter/creature):

Character name:

Provide a brief written description of this character:
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EMBELLISHING THE MAP

TITLE SCROLL

You've also got to give your fantasyland a name. For this, you'll want to
draw a scroll for the title of your land somewhere on your map.

L

COMPASS ROSE

A compass rose identifies the cardinal directions (north, south, east, and
west] with respect to the layout of your map. Most maps have north at
the top. Make sure you include a compass rose somewhere on your map.
Usually, the compass is placed somewhere in the middle of a large body
of water.

SYMBOLS AND RUNES

Many maps have a legend of symbols. Some call these runes, but they are
also known as scripts, pictographs, and glyphs. Maybe you'll want to create
your own.

z
T T — . T T T

--_——J
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CHARACTER CONTRAST TABLE

Title of book:

Character name: Character name:

Rolein the story: Roleinthestory:

?____-_-—:1

Appearance: Appearance:

Personality traits: Personalty traits:

I Thoughts and feelings: Thoughts and feelings:

How do all these differences contribute to the plot of the story?

L-__--‘J

ey & Sons, .
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CHARACTER HISTORY
(Continued)

What kind of trouble upset the family? What emotions couldn’t be
expressed?

Was this character an obedient child or a difficult one?

Did this character move a lot or stay put in one house?

Did this character have brothers or sisters, or was this character an only
child?

Did this character have many friends, real or imaginary?

Did the character spend a lot of time alone?

In a group of friends, was this character a leader or a follower?

Did the character “fit in"? Or, did he do things he should not have, or pre-
tend to be someone or something he wasn't, so that he could fit in?

I
I
I
I
1
L
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edge of tools and machines to make life difficult for people. This so-called
gremlin effect often appears when a hammer hits a thumb, a screwdriver
slips, the paint runs, the toast burns, a clock or watch stops, or a car
breaks down.

T I I 1 — '1
Gremlins are small, green, mischievous characters who usually live near

or inside various tools or machines. Gremlins use their advanced knowl-
LEPRECHAUNS

Leprechauns are fairy cobblers who malke shoes for other fairies. They
usually hibernate underground during the winter and come out in the
summer. Leprechauns are happy little fellows dressed in green, with
a red cap, leather apron, and buckled shoes. Leprechauns often know
where to find hidden treasure and are excitedly desired for that exact

reason.
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Next, you'll want to draw an outline of your fantasyland. You could do
this by drawing an irregular shape and call it an island. Or you might
want to draw a curving coastline down the length of your paper. You
may even want to draw the outline of an animal. Or better yet, try a
“body of land.” Map out your body—trace it—any part of it—and use
that as your fantasyland.

After the border is drawn, the next step is to draw the beach and
the waves that caress the land.

Finally, to give the ocean around the land some depth, draw horizon-
tal lines that reach outward from the land toward the deepening sea.

Copyright © 2007 by John Wiey & Sons, .
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READER RESPONSE:
NARRATIVE BEGINNING

Readers should keep in mind that the response page should provide
the writer with a balance of compliments that encourage and delicately
‘worded suggestions for improvement. For the narrative beginning, read-
ers should write comments that reflect on the following qualities

* Does the narrative clearly and consistently use either first- or third-
person point of view?

« Does the beginning capture the reader's attention and hold it? Is
the reader drawn firmly into the story? Are both the exposition (or
initial action scene) and complication fully developed?

* Are the characters introduced lively and realistic? Are characters’
appearances, thoughts, feelings, and actions clearly described?

I « Is the setting vividly described so the reader can visualize it? Are

:

sensory details used abundantly?
 Does the author show o illustrate the beginning’s events? Does the
author include what characters do and say?

Name of Reader 1:

Comments:

Name of Reader 2:

Comments:

|
L
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LEVIATHANS

A leviathan is an enormous fire-breathing sea monster. It s said that the
water boils when a leviathan swims on the surface of the sea. Leviathans
are known to breathe smoke from their nostrils and flame from their I
mouths. Their skin is extremely tough and covered with scales as big as

shields on their back and belly. Harpoons, javelins, and spears simply
bounce off a leviathan's armored hide. Leviathans are ruthless and fear-
less. They also have hearts as hard and cold as stone; they simply are
completely untroubled by any efforts to catch them. The sight of this I
scary sea creature, with its fiery eyes cutting through the waves of the

sea, will put terror in the heart of any pursuer

|
|






OEBPS/gust_9780470639863_oeb_037_r1.gif
1

CREATING SENSORY PHRASES
There are four places in your fantasyland that you need to describe:
the hero’s home, the villain's domain, and at least two other places
where the hero will meet an unexpected obstacle, challenge, or foe.
Now is the time to create a bunch of sensory phrases using at least
two adjectives to describe a place, or various objects, or things (nouns)
I found in these four locations. For example: I
Object: rocks Adjectives: sharp, slippery Phrase: sharp, slippery rocks
Objects Adjectives and Phrases
I Hero's home: Adjectives (sensory words) I
i Obijects or things. Phrases:
H (nouns) found there:
H
g First place of conflict: Adjectives (sensory words):
° Obijects or things. Phrases:
E (nouns) found there:
I Second place of conflict: Adjectives (sensory words) I
Objects or things Phrases:
(nouns) found there:
I Villain's domain: Adiectives (sensory words) I
Objects or things Phrases:
(nouns) found there:

r_
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Describe how the differences between your hero and your villain can add
fuel and tension to the plot of your story.

When your hero and villain meet, what kind of conflict could arise
because of these differences?

What might your hero tell your villain when they finally meet? Is there
anything in what the hero has to say that could reflect upon what you
want to say?

Copyright © 2007 by John Wiey & Sons, .
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toadequately describe each
character's appearance,
actions, thoughts, feelings,
strengths, weaknesses,
personality, and motives

« Each character’s contribution
to the plot or role in the story
is not described.

« Little or no editing or revising
has been done to the manuscript
toimprove the meaning and
focus of the writing.

(Continued)
I Goal/  Writing Strategies and
Score _ Applications Writing Conventions
2« Expository composition vaguely Writing contains several errors
describes each character's ‘grammar, punctuation,
appearance, actions, thoughts,  capitalization, spelling, and
feelings, strengths, weaknesses,  sentence structure.
personality, and motives « The errors may interfere with
« Each character's contribution the reader's understanding of the
to the plot or role in the story wiiting.
may not be fully described.
« Some editing and revising of
the manuscript has been
completed.
1 Expository composition fails « Writing contains numerous

errors in grammar, punctuation,
capitalization, spelling, and
sentence structure.

« The errors interfere with the
reader's understanding of
the writing.

r—-_--
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CHARACTER DESCRIPTION RUBRIC
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MISSION IN MOTION: THE COMPLICATION

r

If you remember back to when you were working on your character
descriptions, we learned that the main character must definitely have a
motive. We also learned that this motivation is ke to the plot because the
motivated hero is what creates the action, what gets other people moving
and reacting,

Why is the hero and his or her motivation key to the plot, you ask?
Because the motivation is activated by the plot's complication. Therefore,
special attention must be given to this first step on the protagonist’s path.
Itis, after all, what sets the hero's mission in motion.

Remember: Complication + Motivation = Mission in Motion.
So, what exactly is it that your hero is after? Is it

Aring?

A sword?

A crown?

A chalice?

An amulet?

A crystal ball?
Alad in a lair?

A damsel in distress?
An extraordinary elixir?

A book of enchantment?

A brother, sister, mother, or father who has been captured?
Winning a wife or husband?

Returning to a place visited in a dream?

Finding a home or getting a home back?

Helping someone recover his or her jewels or gold?

Saving a forest, a species of animal, or the human race?

What is it?

l
|
|
|
I
L
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THE LINEAR PATH
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I One way to conceptualize a plot is to think in terms of a series of lines

that head, in a rather crooked fashion, up to the peak of a mountain. This
is a typical plot line for a story:

Beginning
Complication

On this climbing line you will find an exposition, complication, two
conflicts, the climax, and the resolution. The beginning comprises both the
exposition and a complication, the middle contains the conflicts, and the end
is both the exciting climax and resolution.

‘This plot line demonstrates a person's desire to go out in the world
' to make a difference, to slay an enemy, to accomplish a great deed. It

°

also has a definitive beginning and a definitive end. Now let's explore the
various points of interest along the path you'll be plotting.

THE BOLD BEGINNING

EXPOSITION

The exposition of a story shows where and when the story will take

place. Most importantly, it exposes the reader to whom the story is about:

your hero. Generally speaking, the exposition should provide the reader
with a description of the setting and the everyday life of the main charac-
ter. The exposition should open like a curtain on the action of characters
on a stage. Start your story describing what the reader would see, hear,

smell, and feel

N —
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READER RESPONSE: NARRATIVE MIDDLE
(Continued)

Name of Reader 3: _

Comments:

|
|
I
|
|
|
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SIMILES, PART I

Similes are figures of speech that draw a comparison between two dif-
ferent things. Similes use the words “like” and “as” to compare these two
different things.

Here are a few examples to get you going:

The troll was as ugly as atoad.
The castle was as quiet as a tomb.

Ranzak's mind was like a cold, dark cave.

Yuknuk, the troll, was as tall as a mountain.

The dancing elves swayed like trees in the wind.

The princess fainted and felllike a feather to the ground.

The dwarfs were crushed like ants below the flat feet of the giants.

The blood in Vindor’s vindictive veins ran quick and cold as an icy river.
Now it's your turn. See if you can turn these sentence stems into similes:

The wizard's pointed hat was crushed as flat a

a
The magical sword was as light as a

The small fairy was as brave as a

The goblin'’s teeth were as sharp as

The princess was as pretty as

The gallant soldier fought like
The unicorn was as swift as a

The giant was as gentle as

‘The sorcerer's bed was as soft as a

Heading down the steps into the deep cavern, the dwarf scurried
along like

Hearing the dragon’s roar was like
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Elves are a race of characters who usually live in the forest. They look a
lot like humans but are much more handsome and beautiful. They have
long hair and pointed ears. Elves have a great deal of practical wisdom,
and they have the ability to see into the future. Elves love to party and
enjoy dancing and singing joyfully all night long until they disappear,
leaving nothing behind except footprints in the wet grass
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SETTING THE MOOD
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Have you ever been in a place and all of a sudden found yourself in a
certain mood? What about a dark forest, for example? Does that sound
scary to you? Or how about in a small boat floating aimlessly on a rough
ocean? Perhaps a little menacing? How about standing on the pinnacle of
a snow-covered mountain? Chilling, maybe?

‘This feeling about a particular place is called mood. One way to evoke

I a particular mood for a setting is to think of that place as an active char-
acter. A setting can have a character or a mood of its own! Unlike human

or animal characters, however, places usually can't act directly. The writer

has to create influences and effects that are reflected in what the charac-
ters see, feel, and fear in its presence. For example, mysterious lighting,

I sound cues, temperature changes, or a smell wafting in the wind can help
draw in the reader’s attention. It can also create the suspicion that some-
thing is about to happen.

A place and the mood it projects can also help readers get to know
the character who lives in that place a little better. For example, how you
describe a hero’s home could give the reader a sense of that hero's per-

sonality even before being introduced to the character.

Use the following mood words, or think of a few of your own, to apply

to each of your four settings. Then describe exactly what you would see,

hear, smell, taste, or feel in that place to give it that particular mood.

MoOD WORDS

chilling scary warm cozy gloomy
menacing grim dismal light lofty
angry dark calm chaotic airy
dank breezy heavy dreary soothing
eerie still desolate despairing  carefree
melancholy  sad unnerving  empty happy
bleak creepy friendly peaceful frightful
comfy bright sinister damp cold
stark forbidding  wretched  pleasant cheerful
lovely tranquil fresh murky grave
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READER RESPONSE:
NARRATIVE BEGINNING

' (Continued)
Name of Reader 3:

Comments:

Copyright ©2007 by John Wiey &5

|
I
|
1
|
|
1
L

_—_—-J






OEBPS/gust_9780470639863_oeb_153_r1.jpg





OEBPS/gust_9780470639863_oeb_015_r1.gif





OEBPS/gust_9780470639863_oeb_021_r1.gif
r“___ﬂ

CHARACTER DOMAINS

Now you're almost ready to start forming your fantasyland. When
creating your story’s setting, you'll want to include lots of interest
ing places. Keep in mind, however, that a story will unfold on this
fantasyland. In order for that to happen, your story’s hero will need
to g0 on a quest. He or she will need to travel to some faraway place.
Therefore, your fantasyland should have each of the following:

HERO'S HOME

The hero or heroine has to live somewhere, right? Where do you think
that character might live? Up on a hill? A mountaintop? A shaded
valley? How about in a forest? Maybe even up in the trees? Will your
hero live in a cozy home tucked into a hill? Next to a lake or river? Or
perhaps in a subterranean kingdom? You'll think of something. This
may also be the starting point for your hero's journey.

TWO PLACES OF CONFLICT

Next, you will need to create at least two other places of conflict. These
will serve as settings where your story's hero will encounter a problem
or two on the way to the grand and exciting climax.

VILLAIN'S DOMAIN

Finally, you should also consider the role of the evil place. This is the
Setting’s version of the villain. If you didn't choose a forbidden forest,
cold cave, desolate desert, soupy swamp, or menacing mountain for
one of your places of conflict, you could consider using one for the
villain's domain
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Minotaurs are creatures that are half man and half bull. They usually
have a human body with a bull's head. Centaurs are creatures that are
half horse and half man. They are human from the waist up and a horse
from the waist down. A sphinx is a winged creature with a lion's body
and a woman's head. All of these creatures were created in ancient
‘mythology. They could find a place in your fantasy story. Or, you might
want to invent a creature of your own. How many animals put together
will create your fantasy creature?
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CHARACTER DESCRIPTION RUBRIC
I Goal/  Writing Strategies and I
Score  Applications Writing Conventions
4 * Expository composition vividly e Writing contains few, if any,
describes each character’s errors in grammar, punctuation,
appearance, actions, thoughts,  capitalization, spelling, and
feelings, strengths, weaknesses,  sentence structure.
personality, and motives. « The errors do not interfere with
* Each character’s contribution to the reader’s understanding of
the plot or role in the story is the writing.
fully described.
« Character descriptions show
not only revision but also
incorporation of reader response
‘comments. Manuscript has been
thoroughly edited and revised
to improve the meaning and
focus of the writing.
3  Expository composition clearly s Writing contains some errors

describes each character's in grammar, punctuation,
appearance, actions, thoughts,  capitalization, spelling, and
feelings, strengths, weaknesses,  sentence structure.

personality, and motives. * The errors do not interfere with

« Each character’s contribution the reader's understanding of the
to the plot or role i the story writing,
is described.

« Much or most of the editing
and revising of the manuscript
has been done to improve the
meaning and focus of the writing.
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PLOT LINE LISTENER RESPONSE
(Continued)

Name of Reader 3:

Comments:
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RUBRIC FOR NARRATIVE ENDING

Writing Strategies and

Applications Writing Conventions

+ Point of view has remained « Writing contains few, if any,
consistent errors in spelling, punctuation,

o Climax s the most exciting and capitalization, grammar, and
tension-filled scene in the story. sentence structure.
Complicationis fully resolved. * The errors do not interfere with

« Additional characters the reader’s understanding of

the w

introduced are lively, realistic,
and multidimensional. Their
appearances and actions,
thoughts and feelings,
strengths and weaknesses
are clearly described.

« Villain's domain is vividly
described so the reader can
visualize it. Sensory details
are used abundantly.

« Shows orllustrates the
ending’s events. Includes what
characters do and say.

« Story shows not only revision
butalso incorporation of reader
response comments.
Manuscript has been edited
and revised to improve the
‘meaning and focus of writing.
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TAGGING YOUR SPEAKERS

Pick any character you have and then think of which one of the preceding
feelings and corresponding speaker tags would be fitting for them. If you
have a sidekick, for example, which speaker tag would that character most
likely use? Try to think of a specific situation they would be in, imagine
how they would feel, and then choose the appropriate feeling and speaker
tag. Would the character be sad, mad, scared, or happy? Would he wail,
mutter, shriek, or bellow? And, finally, if you can think of exactly what he
would say during a certain situation, write that in the last column.

Character Type
(Hero, Helper,
Sideick, Conflict
Character, Villain)

Character Name

Speaker Tags the
Character Would
Most Likely Use

Usinga Speaker
Tag, What Exactly
Would the Charac-
terSay?
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naturally revealed through the use of the sidekick. The sidekick prompts
the hero to reveal deeply held information about his feelings, motivations,
or history. The sidekick could be any number of personalities. Sometimes
they are comical characters who, with all of their flaws or weaknesses,
get the hero into or even out of a jam.

CONFLICT CHARACTERS AND CREATURES

Conflict characters usually provide some type of roadblock for the hero
and sidekick. Typically, a fantasy creature portrays the role of the conflict
character. Of course, you'll want to consult the description of fantasy
characters and creatures provided in the next section.

FANTASY CHARACTERS
DWARFS

Dwarfs are a race of small men and women who usually live unde;
ground. They are expert miners and metalworkers. They also have ma
cal powers that enable them to find the precious metals that they work
into every kind of weapon or artifact imaginable. They are especially
good at making swords and armor. Dwarfs have short, stocky bodies;
enormous heads; weathered faces; and long, sometimes braided beards
‘They are usually seen wearing long, hooded cloaks and armor. They also
I regularly carry a big, heavy club and heavy shield

i
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I THINKING ABOUT THE THEME

We begin our story-writing journey with the search for something
to say.

A story's theme is where you get to speak your piece. The theme is the
moral of the story. It’s the important message that you're hoping readers
will take with them when they are finished reading. Themes attempt to
tell a basic truth. But this basic truth should not be spelled out, explained,
or stated in a clear and obvious way. If you do that, it will limit readers’
interpretation of your story. Rather, your theme should be like a hidden
thread woven deeply into the fabric of the story. The thread should show
itself once in a while, but for the most part it should remain concealed so
that the reader gets a feel for it by the story’s end. You see, when writ-
ing your story you should try to have your own theme in mind, but you
should also give your readers room to think and reflect, so that they can
bring their own experience and insights into the reading. This will help
get your readers thinking. If you're giving them something to think about,
then you will draw them into the story. While they re there, with any
luck, they will find your theme’s thread, and eventually will come to hear
your message.

Threading a theme is a difficult task. Sometimes, writers know exactly
what they want to say. Other times, writers may not know their message
until the writing begins. And sometimes still, the theme may not come
to mind until the end, when the entire story has been told! However, if
You start searching now for something important to say, then your theme
will eventually make itself known. The important thing is to begin your
writing with a desire to say something—say something that matters.

THE AUDIENCE

Who do you want to read your story? Every author writes with an audience
in mind. What sort of reader will you be writing for? Who do you want to
receive your message? Will it be grown-ups? Kids your age? Is your story
‘more for girls or boys? Or is your story written for all audiences? Knowing
your audience will help you to come up with something to say.

‘Take a moment to identify your audience:

L__-_-J
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CHARACTER DESCRIPTION
GRAPHIC ORGANIZER

Personality Traits (Wha are they
like? How 40 you describe the way they
are? Cool, mean, cold, humble or...what?)

Looks and Appearance (Wha are

cter (Name)

they viearing? What does their body, face,
Hai, and eyes look like?)

Contribution to the Plot (Wha is
their ole in the story?)

Thoughts and Feelings (What is
heir atitude? What intemal thoughts do
they have? What are their moads, belefs,
and values?)

Strengths and Weaknesses (What
special povwers do they have? What flaws do
they possess? What fears do they have? What
makes them powerless?)

Actions (How do they move? What
gestures do they use? What common
fons do they have?)

‘Motives (What s thei purpose? What do
they need? Whatis theirdeepest desire?
What must they do?)

Wiy & Sons, Inc.
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BE A MASTER OF METAPHOR, PART II
See if you can find the matching items from the two columns in each set
to create a metaphor. Write each metaphor in a complete sentence on
I another sheet of paper.
Column One Column Two
| i
dancing elf acold, wet fish
branches of a tree open container
cloud garbage can
I a goblin's handshake spinning top I
grass stalks witch's spindly fingers
child’s mind blaring siren £
dwarf's bedroom cotton candy H
I villain's mouth marble pillars I 3
H
' Column One Column Two 5
life silent, slithering snake §
a giant's footsteps blanket of diamonds
I storm searchlight l
spiked hair bobbing cork
thief peals of thunder
sunshine roaring dragon
stars a warm, yellow comforter
I small boat forest I
L T T T T T J
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SETTING DESCRIPTION PRACTICE
(Continued)

Setting 15
What and where: On the top of a sand dune
Wihen: Middle of summer, high noon

Setting #6
What and where: In an underground cavern
When: Would you even know when?

Setting #7
What and where: At the edge of a deep canyon
When: Springtime, early morning

s
°

Setting#8
What and where: The middle of a swamp
When: In the middle of summer, midday
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SHOW, DON'T TELL: WHAT DID THEY DO?
(Continued)

Disgusted:

Angry:

Happy:

Bored:
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RUBRIC FOR NARRATIVE

Goal/  Writing Strategies and
Score  Applications Writing Conventions

4 « Narrative consistently uses « Witing contains few, if any,
first- or third-person point errors in spelling, punctua-
of view. tion, capitalization, gram-
Plot line clearly describes the mar, and sentence structure.
course of action (exposition, « The errors do not interfere:
complication, conflicts, climax, with the reader’s under-
and resolution). standing of the writing.
Characters are lively and
realistic. Appearance, thoughts,
feelings, and actions are
clearly described.

Setting is vividly described.
Sensory details are plentiful.
Shows or illustrates the

events of the story.

Includes what characters

do and say.

Story shows not only revision
but also incorporation of reader

been edited and revised to
improve the meaning and focus
ofthe writing

The theme is vividly clear
without being stated.

3 Narrative clearly uses either first-  Writing contains some
or third-person point of view. errors in spelling, punctua-
Plot line adequately describes the tion, capitalization, gram-
course of action (exposition, mar,and sentence structure.
complication, conflicts, climax, + The errors do not interfere
and resolution). with the reader’s under-
standing of the wiiting.

I response comments. Story has
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TRAVELOGUE RUBRIC

Writing Strategies and

Goal/Score  Applications

Writing Conventions

4

« Expository composition vividly
describes the setting using a
wide variety of precise, colorful
adjectives (sensory details)
and mood words. The setting
description makes the readers
feel as though they are
apartofthe scene.

Provides a wide variety of
transitional expressions that
effectively link one paragraphto
another in a clear line of thought.
Setting description shows not

only revision but also incorporation
of reader response comments.
Manuscript has been thoroughly
edited and revised to improve the
meaning and focus of the writing.

« Writing contains few, if
any, ertors in grammar,
punctuation, capitalization,
spelling, and sentence
structure.

The errors do notinterfere
with the reader’s under-
standing ofthe witing,

w

Expository composition clearly
describes the setting using a
variety of colorful adjectives
(sensory details) and mood
words. The setting description
paints a clear visual image

in the mind of the reader.
Provides an adequate amount

of transitional expressions to
effectively link one paragraphto
another in a clear line of thought.
Much or most of the editing and
revising of the manuscript has
been done to improve the
meaning and focus of the writing.

Witing contains some
errors inthe grammar,
punctuation, capitalization,
spelling, and sentence
structure.

The errors do not nterfere
with the reader’s under-
standing ofthe writing,
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THE CIRCULAR PATH
(Continued)
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I THE MECHANICS OF REVISION F

Now is the time to begin trimming your tale, which means that you'll be
revising your rough draft. If you are going to revise your writing, you'll
need to “re-see” your work from another perspective. Once you take a new
look and decide that your writing could use some changes, you'll need to
know the “mechanical” options you have available to make these changes
Let's take a look at the various ways you can trim your tale.

ADDING AND INSERTING

The first way to revise your writing is to add some information; this hap-
pens when you discover that this kind of information is missing. You don’t
have to add this new information to the end of your work, you know. It is
possible to add and insert the new information right into the story in its
natural order, where you think it belongs. So wherever the information
is needed, simply add it right there!

CHANGING, REPAIRING, AND CLARIFYING

Let's say you reread one of the sentences you wrote and decide that it just
really doesn't quite sound right or make sense. What are you going to do?
Well, when changing, repairing, or clarifying your writing, sometimes
you'll need to shorten or lengthen a sentence, or rearrange some of the
words in that sentence. Maybe what you wrote was a sentence fragment
or a run-on. Now you'll need to go back and rework the words or sen-
tence to make it sound better.

REARRANGING AND SHIFTING (CUT AND PASTE)

‘What happens if you decide that you wrote an entire paragraph in entirely the
‘wrong place? Did you know that you can actually move an entire paragraph
if it needs to be in a new, better location? You can! Just rearrange the whole
page if you need to! Move those paragraphs where they really need to go.

ERASING, DELETING, AND CONSOLIDATING

Now, let's say that you want every word in every sentence, paragraph, or
scene to be just right. Would something sound better if it were shorter?
Do you need to eliminate unnecessary adverbs? Have you repeated cer-
tain descriptions or events unnecessarily? When erasing, deleting, and
consolidating, you are doing a “clean-it-up or “fix-it-up” kind of revision.
‘Writers who trim their tales in this way are interested in making certain
that everything sounds just right

Copyright © 2007 by John Wiey & Sons. .
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RUBRIC FOR NARRATIVE PLOT LINE

I Goal/Score Writing Strategies and Applications

4« Written response demonstrates well-developed reading comprehen-
sion skills and the ability to describe the exposition, complication,
conflicts, climax, and resolution of astory.

Statements that identify and summarize the main conflicts of the
plot and explain how they are resolved are well supported by
detailed evidence of specific events from the story.

Response demonstrates a thorough understanding of aliterary work.
Interpretations of text exhibit thoughtful reading.

3 Witten response demonstrates solid reading comprehension skills
and the ability to describe the exposition, complication, conficts,
climax, and resolution of a story.

Statements that identify and summarize the main problems or
conflicts of the plot and explain how they are resolved are supported
by detailed evidence of specific events from the story.

Response demonstrates an adequate understanding of a terary work
Interpretations exhibit careful reading.

2 Written response demonstrates some reading comprehension skills
and the ability to summarize and describe the exposition, complica-
tion, conflcts, climax, and resolution of a story.

Statements that identify and summarize the main problems or
conflicts of the plot and explain how they are resolved are reported
but lack detailed evidence of specific events from the story.
Response demonstrates a weak understanding of a literary work.
Interpretations exhibit slipshod, slapdash reading;

Witten response demonstrates little or no reading comprehen-
sion skills and the ability to describe the exposition, complication,
conflicts, climax, and resolution of astory.

Statements that identify and summarize the main problems or
confiicts of the plot and explain how they are resolved are not fully
reported and lack any evidence of specific events from the story.
Response demonstrates a lack of understanding of a literary work.
Interpretations exhibit careless, thoughtless reading and understanding,
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CHARACTER HISTORY

Every character has a history. They have all lived a full life, even before
your story started. The more you know about a character's history, the
more real and lifelike he or she will seem. All of these facts about each
character’s history might not find their way into your story, but these
important details will help you to decide how each of your characters will
behave once your story gets started. So spend a little time working out
your character’s history.

Name of character:

Role in your story (circle one]: herofheroine, sidekick, helper, villain, or
conflict character/creature

Where was this character born?
Was this character rich, poor, or in between?

What life experiences—good or bad—does this character remember most?

Who was the most influential person (positive or negative) in this charac-
ter's life?

sed this character? His or her parents, or someone else?

Did these people argue and fight, or were they happy all the time?

How did this character feel about the people who raised him or her?

Was this character's family nurturing or rough? l






OEBPS/gust_9780470639863_oeb_197_r1.jpg





OEBPS/gust_9780470639863_oeb_065_r1.gif
GNOMES

Gnomes are about six inches tall and have an endless supply of good
humor. Typically, gnomes are helpful and harmless. They also have a keen
insight into the character of all living and nonliving creatures and objects.
‘This enables them to easily influence and cooperate with trees, animals,
plants, and every other creation. Gnomes live in colonies underground
and are particularly good at moving through the earth. They can often
be found in human gardens, seemingly helping to take care of the many
plants and vegetables thriving there.

GREMLINS
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SETTING DESCRIPTION PRACTICE

Everybody needs a little practice. Try describing these example settings
before you describe your own. Include as many sensory and mood words
as possible in your description.

Setting #1
What and where: On the peak of a great mountain
When: Middle of winter, late morning

Setting #2
What and where: In the middle of a dense forest

When: Springtime, at dusk

Setting #3
What and where: On the muddy bank of a slow-moving creek
When: Late summer, at midnight

Setting #4.
What and where: On a small island in the middle of a large lake
When: Barly fall, at dawn

r—

---—-J
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RUBRIC FOR NARRATIVE BEGINNING
(Continued)

Score/
Goal

Writing Strategies and
Applications Writing Conventions

1

« Uses aninconsistent point of view  Writing contains numerous
(may switch between first and errors in spelling, punctuation,
third person). capitalization, grammar, and

« Beginning does not capture the sentence structure.
reader's attention. Events are « The errors interfere with the
merely listed. A complication may reader's understanding of
not be identified the writing.

« Little or no mention of the
appearance, thoughts, feelings,

indicated.

« Tells rather than shows the
beginning’s events.

« Little or no editing or revising
has been completed.

or actions of characters
+ Setting may or may not be

1
l
1
I
l
|
|
L
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THEME THREAD: THE RESOLUTION

When deciding on a theme, it is helpful to know exactly ow your story will
end. To do this, you must focus on the resolution. When you can figure out
how your story’s complication will be resolved, you will know the theme,
moral, point, or larger message of your story.

One thing you don’t want to do, however, is to simply state your story's
theme in the resolution, or ending. Nobody wants to hear you preaching
about what you think! That's kind of like what fables do—they come with
the moral of the story attached. Instead, you'll need to somehow show your
readers the theme by way of the actions of your characters.

So, what do you want to see changed by the story’s end? Each possible
resolution will make a different point altogether. The goal is to find one that
feels right to you—and to your main character. Remember, writing a story
allows you to share your thoughts and feelings, and to express some part
of your own view of the world. This means that the ending must somehow
come out of your own truth. Hence, it must feel right and satisfying to you.

Knowing how your story will end will also help you know where it
must begin. That is because the ending you intend will tell you what is
important for the rest of the story. It will let you know what you want
your readers to focus on right from the start

‘Write down a few ideas on the next sheet about how you want your hero
or heroine to solve the complication that got your story started. (Add more
pages if you need to.) You don't need to know all the steps that your protago-
nist will take, but you should have some idea about how the resolution will
feel. For example, your hero may not be able to change his circumstances,
but he could change something inside himself. Or, yes, he could change the
circumstances surrounding his life. Your hero could be victorious in the end,
or he could be defeated, as well. Your hero could also make a new connec-
tion with someone in the story—possibly even the villain. Or your hero could
just as easily turn away from someone. You decide.
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WHACK! BANG! PING! ONOMATOPOEIA

1

Boom! Crash! Nick Ranlkin and his pet
dragon Yuri ran for cover as giant flaming
meteors started to hit the wooden roof on
Nick's house.

—Student Joshua Villaruz, The Time of Mini Russia

“Booming" and “crashing" are onomatopoetic words. When you use ono-
matopoeia, you use words that imitate the sound made by or connected
with the thing to which you refer. Use onomatopoea to give your writing
pleasant sounds for the ears to hear

Check out these onomatopoetic words. Use as many as you can to
create phrases, or sentences, about interesting things that creatures or
characters in your story may do. For example: Whish-whoosh, whish-
whoosh beat the dragon’s wings as he soared through the air. Now it's
your turn!

sizzle whack  meow baa clink tinkle
buzz bang snort sputter rattle chomp
hum wheeze  beep blink boom  splat
bowwow chirp chug clang clap screech
clatter z00m click yawn cluck  howl
whistle cough  tap snap ping  gobble
plop crash drip fizz splash  zip
squeal munch  quack tip slam  thump
snip moo gurgle slap hiss hush
squish grate creak flip flop smash
moan roar smack  splash ring slurp
tick-tock. rustle  swish thud pop tweet
pitterpatter  jabber  chime squeak  whir  snap
crackle crunch  murmur  mumble  honk  groan
whish whiz whoosh

I
|
|
|
!
|
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SMILES, PART II

Column One
wiggly
stubborn
playful

hard

strong

tiny

(Continued)

Column Two
flea

nails

mule

Kitten

worm

ox

Column One
quick
graceful
smart

straight

it

sick

Column Two
arrow

dog
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fiddle

wink

whip

_—_—_J






OEBPS/gust_9780470639863_oeb_059_r1.gif
ENDURING ORPHAN

Many heroes in stories of fantasy have somehow lost one or both of their
parents. Being an orphan can help a reader feel sympathetic to the hero

I And being an orphan gives the hero the opportunity to go out into the
world alone. Parents are not around to limit the hero's explorations.

I VILLAIN/VILLAINESS/ANTAGONIST/LURKING EVIL

This character works against the hero. Traditionally, the evil in fantasy
is personified by someone of extraordinary and perverse power whose
goal in life is to bring the greatest possible misery to the largest number
of good honest folk. The problem with villains is that you can't make
them totally despicable. They have to possess some quality that makes
us interested in them. But you don't want to make them too interesting,
because if you do, they could become more engaging than the good and
dutiful hero. Weird sometimes works. Weird characters are always inter-
l esting. Villains have often had an improper upbringing and this twists

& Sons, Inc.

their personality.

HELPER/MENTOR

This character is usually a positive figure who aids, guides, trains, or
I teaches the hero. The mentor supplies the hero with certain gifts, objects,
or words of power. The helper often speaks with authority or is inspired
by divine wisdom. Helpers represent the good within us, the aspect of
our personality that is connected with all things. The helper is usually a
I ‘wiser, nobler, more knowing character. Sometimes the helper is a former

Copyright © 2007 by Jonn Wi

hero who has survived life's early trials and is now passing on the knowl-
edge and wisdom gained. Other times, helpers are on a hero's journey of
their own. We call this kind of helper a fallen helper. A fallen helper is
someone who is experiencing a crisis, or perhaps dealing with problems
of aging, or approaching the threshold of death. In any case, they have
fallen from their heroic path. In this case, your story’s hero needs the
helper to pull himself together one more time, and there is serious doubt
that he can do it.

I SIDEKICK/BUDDY/CONFIDANT

‘The sidekick is usually the hero’s friend, buddy, or confidant. The side-
kick, besides sometimes helping the hero, usually allows the reader to
I observe another side of the hero. Information about the hero is more

-_--_‘J
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the writer with a balance of compliments that encourage and delicately
worded suggestions for improvement. For the narrative middle, readers
should write comments that reflect upon the following qualities:

« Does the author's point of view remain consistent?

« Does the author resolve each conflict only after a significant
struggle between the hero and conflict characters or obstacles? Is
each conflict accompanied with a thrust downward in the hero's
predicament and then a counterthrust upward as the hero barely
resolves the conflict?

* Are the new conflict characters introduced lively, realistic, and
‘multidimensional? Are the characters’ appearances and actions
clearly described?

« Are all new settings vividly described so the reader can visualize
them? Are sensory details used abundantly?

« Do all new events show what characters do and say?

Name of Reader 1

Comments:

Name of Reader 2: _

Comments:

READER RESPONSE: NARRATIVE MIDDLE
Readers should keep in mind that the response page should provide

L---_-‘J
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USING SENSORY WORDS
(Continued)

Smells and odors: flowery, dank, rotten, sweet, fragrant, sour, foul, fresh,
aromatic, peppery, rusty, reeking, gingery, spicy, stagnant, perfumed, soapy,
musty, evergreen, metallic, old, brand-new, salty, pungent, meaty, smoky,
clean, moldy, stale, earthy, piney, antiseptic, putrid, medicinal

Now add afew of yowrown:

Tastes: salty, fruity, peppery, garlicky, bitter, burnt, flavorful, buttery, ice
cold, juicy, bland, spicy, sweet, sour, cheesy, spoiled, tangy, greasy, rotten,
delicious, yummy, creamy, chocolaty, biting, crisp, fishy, gingery, savory,
nutty, minty, tart, sugary, hot, oily, mild, bittersweet, hearty, waxy

Now add a few of yourown:

Touch, feelings in the air, and weather: sandy, fuzzy, gooey, icy, windy, warm,
oily, hard, rough, dusty, slimy, slippery, shaggy, sticky, damp, prickly,
scratchy, dry, breezy, cuddly, crusty, sharp, dull, soft, itchy, balmy, stringy,
bouncy, grimy, windy, bumpy, smooth, grainy, moist, satiny, sharp, wet,
tickly, furry, rubbery, greasy, gritty, cool, downy, muddy, rippling, wispy,
tepid, breezy, steamy, stormy, rainy, frosty, sunny, gusty ..

Now add a few of yourown:

Copyright © 2007 by o Wiey & Sons. .
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THE CIRCULAR PATH
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There and back again is the very essence of fantasy. It's also the heart
of adventure. If the hero or heroine of your fantasy story is to go there
(wherever “there" is) and back again, the path, viewed from a heightened
perspective, will resemble a circle.

The circle stands for wholeness, the experience of unity, and the
theme of finding oneself. This circular plot line is a basic and ancient pat-
tern found in the structure of many heroic stories.

Once you've learned the structure of this circular path, your job will
be to revisit and perhaps re-create your protagonist's path with some
fresh insights.

- |

STEPS ALONG THE CIRCULAR PATH

STEP 1: GETTING THE CALL

The story begins with the hero somehow or another getting a call
Sometimes, the hero is lured away with the promise of a grand adven-
ture. Treasures await and the hero must go. Or maybe someone is
in trouble and must be saved. Other times, the hero has to take off
for somewhere but doesn't really want to go. Such heroes may even
be reluctantly carried away. At any rate, the hero leaves home on an
urgent mission. He or she embarks on a perilous journey—a quest—to
save the world from inevitable destruction. Step 1 on this circular path
is getting the call.

ey & Sons, In.

Copyright © 2007 by k

STEP 2: PICKIN' UP A BUDDY AND A HELPER

Now the hero is about to experience a series of adventures and ordeals
that will test his or her virtues and skills. But of course, all good heroes
have a friend or two. And these friends—these sidekicks—being the
good friends that they are, will volunteer to go along to help and sup-
port the hero's mighty quest. In addition to the trusty buddy, the hero
usually picks up a helper of some sort. This helper is usually more
than just a friend. The helper (the mentor] may be a strange, wise old
man or woman, usually with powers and knowledge that surpass the
ordinary.

L

l
|
|
|
I
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SCENE SKETCH

Which scene is this? Circle the correct description.

Exposition  Complic

ion Conflict #1 Conflict #2 Climax Resolution

General location:

- |

Specific location

Time of day: Season of the year:

Weather: _

Characters involved:

L

|
|
|
I
|
(=






OEBPS/gust_9780470639863_oeb_071_r1.gif
r——

FANTASY CREATURES
DRAGONS

Dragons are the nastiest of creatures. They're in the reptile kingdom, and
therefore classified as serpents. Dragons typically have unusually sharp
vision and are also known to be quite sly, clever, and wise. Most dragons
can fly and have the ability to breathe fire. Dragons are often guardians
or sentinels of all kinds of treasures. Like other reptiles, dragons usually
stay close to their own territory; they hardly ever eat and are satisfied
with the occasional cow, goat, or human. For these reasons, a dragon
that is guarding a treasure is nearly always at its post, either resting at
the entry to the hoard or soaring above it to keep a lookout for possible
intruders.

|
L

--——-J
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Booking the Baon

Trimming the Tale

Starting the Story

Sketching the Scenes.

Wording the Wonders.

Plotting the Path

Crafting the Characters

Seling the Surroundings

Forming the Fantasyland

Threading the Theme
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QUOTATIONS AND INDENTS
(Continued)

r

patterns of existence!” Zanadar shook his head in disbelief. “Well, excuse us
for not knowing, old timer,” said Armando. “Don'tlet it worry ya’ litle buddy,”

said Zanadar, cracking a smile.

Obviously, this is an example of the wrong way to break up this
dialogue into paragraphs! In this one paragraph, there are actually four
people talking

Now take a look at the very same conversation. You'll notice that
there is no longer just one paragraph, but rather ... nine!

“How do you know about all of this?” asked Lazarus.

“Well, | come from the Pleiades,” said Zanadar. “You see, we Pleiadians
are responsible for maintaining your Earth's planetary gi

huh?”

“Okay,” interrupted Kyle, now anxious to get busy. “So how are we sup-
posed to create this vortex?”

“Have any of you ever heard of Metatron's Cube?” asked Zanadar.

Everyone shooktheir heads and looked around at each other in confusion.

“What do they teach you people in school these days!” shouted
the Pleiadian. “This is one of the most important informational systems in the
universe, one of the basic creation patterns of existence!” Zanadar shook his
head in disbelief.

“Well, excuse us for not knowing, old timer,” said Armando.

“Dont let it worry ya' little buddy,” said Zanadar, cracking a smile.
This is obviously the correct way to use paragraphs in this conversa-

tion. Make sure you also create a new paragraph and indent each time a
new person talks.

L

“Yeah, right,” scoffed a sarcastic Armando. “You guys are in charge of it, i
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INOTAURS, CENTAURS, AND SPHINXES
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READER RESPONSE: NARRATIVE ENDING

r

Readers should keep in mind that the response page should provide
the writer with a balance of compliments that encourage and delicately
worded suggestions for improvement. For the narrative ending, readers
should write comments that reflect on the following qualities:

* Has the point of view remained consistent?
« Is the climax the most exciting and tension-filled scene in the story?
Has the complication been resolved? Has the hero returned home
for the final resolution?
« Are additional characters introduced lively, realistic, and multi-
dimensional? Have their appearances, actions, thoughts, feelings,
strengths, and weaknesses been clearly described?
* Has the villain's domain been vividly described so the reader can
visualize it? Have sensory details been used abundantly?

* Does the author show or illustrate the ending's events? Has the
author included what characters do and say?

Name of Reader 1

Comments:

Name of Reader 2: _

Comments:

r—
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ANATOMY OF A CONFLICT: DIVE AND CLIMB ON A RISE

With conflicts, the structure of the plot progresses in a series of ups and
downs. During a conflict the main character is first sent on a thrust down-
ward. He's diving. He encounters some obstacle, some difficulty that orig-
inally sends him into a downward slide. The hero is temporarily losing
the battle in some way. Perhaps he's been caught off guard, or stuck in
atrap, or thrust into a hole. But then, the protagonist’s plunge comes to
an end. Because the hero is the hero, he provides a counterthrust. Some
decisive action is taken, and the hero, the sidekick, or helper reverses the
downward trend. The climb begins. Things seem to get better for a while,
and the character pulls out of the dive, until the next high point where
another force, another conflict, sends the hero on a downward thrust
again. This seesaw series of downward dives and upward climbs contin.
ues all the way to the climax. One last thing to remember, however, is
that each low point and high point along the path should be higher along
the line than the one before. This rise in action and tension raises the
stakes at each new, decisive turn in the story.

Conflict Conflict Conflict

in Action

Copyright © 2007 by John Wiley & Sons,Inc.
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TRAVELOGUE GUIDING OUTLINE

Introduction
« Provide the name of your fantasyland.
« Write something general about the landscapes found on your map,

« Briefly describe the four different locations (hero's home, two
places of conflict, and villain's domain). If you have names for
these locations, mention them here.

Hero's Home
* Describe the location of the hero's home on the map.

« Provide sensory details and use phrases with plenty of colorful
adjectives.

« Use mood words.
« Make us feel as though we are there!

First Place of Conflict

« Describe the direction taken from the hero's home to arrive at this
location on the map using transition and/or action words.

« Provide sensory details and use phrases with plenty of colorful
adjectives.

« Use mood words.

« Make us feel as though we are there!

Second Place of Conflict

« Describe the direction taken from the first place of conflict to
arrive at this location on the map using transition and/or action
words.

« Provide sensory details and use phrases with plenty of colorful
adjectives.

* Use mood words.
 Make us feel as though we are there!

Copyright © 2007 by John Wiey & Sons.Inc.
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r READER RESPONSE: NARRATIVE
(Continued)

I Name of Reader 3;

Comments: _
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PLOT LINE RUBRIC

d

Goal/Score

Writing Strategies and Applications

The author has a complete understanding of what will happen
in each scene
The complication is fully identified and the author clearly
understands why the hero's mission has been set in motion.
The author can specifically identify where each event will

take place on his or her map.

The author can clearly describe how each confiict will be
resolved

The author can thoroughly explain how the complication will
be resolved in the climax.

The author i certain about when and where each character
will be introduced in the story.

There is an obvious rise in tension and action as the story pro-
gresses to the climax.

The author understands what will happen in each scene.
The complication is identified and the author understands
why the hero's mission has been set in motion.

The author can identify where each event willtake place on
his or her map.

The author can describe how each conf
The author can explain how the complic
inthe climax.

The author knows when and where each character will be
introduced in the story.

There is a rise in tension and action as the story progresses to
the climax

will be resolved.
n will be resolved

|
I
I
1
1
L
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Most important of all is that the main character definitely have a
motive. A motivated hero creates action, gets other people moving and
reacting. And that's the key to the plot, which draws us through your
story. Finding your hero's deepest desire will move your story along
‘The more intense your hero's desire, the less effort you'll need to put in
to move your story along

Your hero may make a few wrong turns, or go through a danger-
ous door, or bump into all kinds of interesting things, but he must be in
relentless pursuit of something. Remember, if your story is to be worth
reading, this must be the most critical moment in your hero's life. So
what is it that he absolutely must have?

Keep in mind, too, that your story's theme should reflect upon your main
character's desires, purpose, vision, or mission. The theme helps explain
‘why your main character has the motivation to do what it is she must do.

Still having a difficult time deciding on your hero's deepest desires?
Well, here are a few possibilities you might want to consider.

The need to get or acquire something:

To obtain a special elixir to save someone’s life

To help someone recover jewels or gold

To win a wife or husband

To return to a place visited in a dream

To save the world, human race, a species of animal, a forest
To find a home or to get a home back

To return to parents, grandparents, or sibling

To get back parents, grandparents, or sibling

The need to avoid or escape something:
Perhaps your story is moved along by the hero’s need to avoid some
stinky, gooey, icky, nasty, mean thing growing behind him

The need to both escape and to get:
Here you have the worst of situations. Something is coming up behind the
heroine while she is also in pursuit of something else.

Itis extremely important to make sure that you know your main char-
acter’s motives, because later on, when working on your story's plot line,
these motives are going to help set your hero’s mission in motion. It will
set him on the path, the journey, which will get your story going.
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the old days, maps were made out of parchment. Parchment is a crear
yellowish material that was made from dried and treated sheepskin, goat-
skin, or other type of animal hide. But we don't need to go that route in
this day and age; a large piece of construction paper will do just fine.

r T n I T T
FORMING THE LAND
To get started, you're going to need a large piece of construction paper. In
my,

sort of interesting border. Borders help make your map appear old or
antiquated.

o

Now, you'll need to draw a border. Most fantasyland maps have some I
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READER RESPONSE: NARRATIVE ENDING
(Continued)
Name of Reader 3:

Comments:
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CAN YOU FANTASIZE? PROVE IT.
SHOW IT!

Rewrite the following sentences, changing them from telling sentences to
showing sentences. Fantasize! See it in your mind. Then write it on the paper!

‘The fairy is cute.

The warlock was so mean,

The castle looked abandoned.

The gnome was very helpful.

It was an exciting battle

r—
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TRAVELOGUE GUIDING OUTLINE
(Continued)

V. Villain's Domain

* Describe the direction taken from the second place of conflict to
arrive at this location on the map using transition and/or action
‘words.

« Provide sensory details and use phrases with plenty of colorful
adjectives.

* Use mood words.

« Make us fecl as though we are there!

VI Conclusion
* Tell us what you told us (summarize)
« Tell us something suspenseful that will make readers want to “stay
tuned” for the story yet to come.
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PLOT LINE PROMPT

Now that you have set your surroundings and crafted your characters,
it’s time to plot your protagonist’s path. For your story, your hero or
heroine will need to complete a journey across your fantasyland with all
of its mysterious places and crazy characters. It's an outward path full of
adventure, conflicts, trials, and tribulations, yet it's also an inward path
of the protagonist's quest for growth and understanding

Your plot, therefore, with all of s strange creatures and landscapes to
bump into, should also dramatize your characters' personalities. Think of
how and what your characters are learning as the story progresses. Your
plot should also provide opportunities for your characters to be brave,
cowardly, smart, foolish, good, and evil

For each scene on the path you plot, you will want to use short
phrases to describe the conflicts and how they are resolved. You will also
‘want to use key names to identify the settings. And you must remember
to list the characters involved

Once you have completed the graphic organizer, you will be asked to
describe, in detail, the specifics of your plot to potential readers of your
story. For this exercise you must tell your story orally, out loud. But don't
worry; you'll be able to use your map, character illustrations, the plot
line graphic organizer, and rubric to guide you along the way.
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THEME THREAD: TRAVELING INWARD

So your hero is hiking along on his plot line, and you know what obsta-
cles he’s going to encounter, but do you know what changes are taking
place inside of this character? How is he growing? What is he learning
about himself or the world around him? Most characters in any good
story learn and grow. They move upward in life and go deep within to
learn something new about themselves. What is it that your hero or hero-
ine is learning? Feeling? Becoming?

It is not enough just to plot your protagonist’s footprints through your
fantasyland. For your story to really have an impact on your readers, you
must travel inward to explore the workings of the protagonist's mind and
personality. For each step on your protagonist's path, identify the specific
changes or “learnings” that are taking place inside the hero.

Exposition__—*
on_-
_—

.y & Sons, .
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CHARACTER ACTIONS:

HOW DO THEY MOVE?
(Continued)

Sidekick:

Helper:

Conflict Character #1:

Conflict Character #2:

Villain:
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GOBLINS

Goblins have human form, but no human was ever so ugly, or so evil.
Goblins usually live underground in dirty, dank caves, tunnels, and cav-
erns, but sometimes they live under rocks or the roots of old trees. Goblins
are extremely cruel and cunning. The screams and squeals of a gang of
goblins as they plan some new wickedness should tip off any human to
stay far away from them.
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Transitions are key words that provide a signal to show the order of impor-
tant events or to connect one idea to another. Transitions are often used
at the beginning of a paragraph or sentence. Their job s to link one para-
graph or sentence to another. All good writers use transitions to keep their
readers focused. Use the following transitions for the purposes specified:

To link thoughts
again also and s0
besides further furthermore in addition

I last next likewise moreover

To compare ideas

also as well as in the same way likewise

To contrast

after all although on the other hand however
nevertheless  on the contrary  in contrast yet

but even though otherwise still
while

To show sequence and time

after immediately before during
earlier meanwhile at the same time while
at once first, second, simultaneously last
yesterday third, etc. this morning today
tomorrow the day before  at that very moment  next
tonight

similarly resembling too both
just as like

_—_—_J
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I Write a sentence that describes the sounds heard at a specific setting on
your map:

WHACK! BANG! PING! ONOMATOPOEIA
(Continued)

Write a sentence that describes the sounds made by a character's
actions

1
|
|
I
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SIMILES, PART II

Column One and relate it in some way to another word from Column
Two. Find some connection, and then create a sentence with a simile in
it. Don't forget to use “like” or “as.”

I Here is another way to create some similes. Try choosing a word from

Column One Column Two
light bat

white whistle

cole doorknob
clean sheet

blind feather

dumb ice

& Sons Inc.

Column One Column Two
proud tack

good pie

sly gold

please fox

sharp peacock

Copyright
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WIZARDS
"
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Wizards are usually wise old men with long, gray beards; pointed hats;
long cloaks; big, black boots; and sturdy staffs. Wizards have learned
their crafts of wizardry through an extended apprenticeship of study
and research. Wizards are often very friendly with fairies, elves, and
other creatures and animals. A wizard's power depends on the extent of
his learning and experience. Therefore, the oldest wizards usually have
the greatest magical powers. Wizards are also capable of deciphering
ancient texts and tomes that contain many little-known spells and magi-

cal incantations.
L T T T T T
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SCENE SUMMARY

Book title:

Author:

Chapter.

‘Which scene is this? Circle the correct description.
Exposition ~ Complication ~ Conflict ~ Climax  Resolution

Other

General location:

Specific location:

‘Time of day: Season of the year:

Weather:

Characters involved:

Written summary of scene (use extra paper to continue if needed):

opyright © 2007 by John Wiley &
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! INITIAL ACTION SCENE I

Sometimes during the exposition an initial action sequence is used. This
action sequence is a great tool for hooking readers. Its job is to grab
the readers’ attention and draw them quickly into the story. Instead of
starting the story off with an introductory description of where, when,
and whom the story is about, the initial action scene sweeps readers
up and immediately gets them involved in some exciting event. But in
addition to giving us something enticing to follow, it should also reveal
some insightful information about the main character and the world in
which he or she lives.

COMPLICATION

The complication is the major turning point of the story. The complica-
tion disrupts the normal, everyday life of the main character. This event
should take place relatively early in the story. You don’t want to spend
too much time exposing readers to the main character and the setting or
they will probably lose interest. The complication is what kicks the story
into high gear. It's the boot that propels the main character out from his
life of ease and comfort into a world of chaos and conflict. The complica-
tion is the *big problem” that arises and absolutely must be resolved by
the story’s end. The complication holds your story together and gives it
a sense of direction. It provides the motivation for the main character to
go forward in her quest, taking big risks and facing grave danger during
this most crucial moment of her life.

THE MERCURIAL MIDDLE

CONFLICTS

You must remember to make your middle mercurial. Middles that are
mercurial are lively, witty, fast-talking, and likely to do the unexpected.
And the best thing you can do to make your middle mercurial is to throw
in a conflict or two. Conflicts are the turning points, twists, or hurdles
that the hero must overcome. They are the devices that muddle the oth-
erwise mundane life of the hero. They are the problems and difficulties
the main character faces during his or her quest to solve the complica-
tion. Contlicts cause the plot to progress through a series of ups and
downs. They bend the plot line into an interesting and exciting path for
the hero.

|
I
|
|
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Beginning

James and the Giant Peach, by Roald Dahl

End
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CHARACTER DESCRIPTION
GUIDING OUTLINE

= |

Here is a sample outline of how each of your character descriptions might
be organized:

1. Introduction

* Name

Background information
Where the character lives

The character’s contribution to the plot (hero, sidekick, helper,
villain, or conflict character)

1L Looks, Appearance, and Actions
* Clothes, hair and eye color
« How the character moves

TII. Thoughts and Feelings £
« What the character says out loud 5
© What the character thinks or says to himself H
« How he feels o
« His moods g

IV. Strengths and Weaknesses
* Fears, flaws, and quirks
« Special powers or skills

V. Personality Traits and Motives
« What kind of person is each character?
* What is it that each character most wants?
« What is it each character absolutely has to do?

L
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VILLAGES AND PLACES
(Continued)

NAMING PLACES

Now that you have drawn the landscapes, villages, and a few struc-
tures, you'll need to name these places. One way to do this is to help
make your fantasy settings come alive. It's like the various terrains
have somehow taken on a life all their own! Here are just a couple of
examples:

Gulping Gulch

Masticating Mountains (They're always chewing!)

Roaring River

&Sons Inc.

Once you've decided on the names, carefully write them on your
map in the appropriate places.
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QUOTATIONS AND INDENTS

When writing narratives, a big portion of your story is going to include
dialogue. When writing dialogue, there are a few basic rules that all writ-
ers must follow.

Rule 1: Punctuation
The first rule to keep in mind concerns your use of quotation marks.
Quotation marks must always be used to enclose the exact words of the
speaker. Well, that may be a simple enough rule to follow, but consider
this: Should the periods, commas, question marks, and exclamation
marks go inside or outside of the quotation marks? If you said inside,
you're right! For example:

“Watch out for the dragont” shouted Pormon the elf.

“May | use your trusty sword to defend myself2” asked Tanka.

“Most definitely,” said Pormon as he quickly handed his sword to Tanka.
“Thank you.” Tanka raised the sword to prepare for the onslaught ofthe dragon.

Notice how all the punctuation marks (exclamation mark, question
mark, comma, and period) are all inside the quotation marks?

Rule 2: Paragraphs

The second rule to follow when writing dialogue is that you must abso-
lutely, positively begin a new paragraph each and every time a new person
starts speaking. For example, if two or more people are having a conver-
sation, even if someone speaks just one word, a new paragraph must be
created. Therefore, you must skip down to the next line, indent, and then
write the speaker's words. Take a good look at the following example:

“How do you know about all of this?” asked Lazarus. “Well, | come from the
Pleiades,” said Zanadar. “You see, we Pleiadians are responsible for maintain-
ing your Earth's planetary grid.” “Yeah, right,” scoffed a sarcastic Armando.
“You guys are in charge of t, huh?” “Okay,” interrupted Kyle, now anxious

to get busy. “So how are we supposed to create this vortex?” “Have any of
you ever heard of Metatron’s Cube?” asked Zanadar. Everyone shook their
people in school these days!” shouted the Pleiadian. “This is one of the most
important informational systems in the universe, one of the basic creation

I heads and looked around at each other in confusion. “What do they teach you
L T . -‘_4
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your characters talk? Will they whine and complain? Be mean or nasty?
Or will they be cheerful or goofy? Will they talk rapidly or will the pace
of their words plod along? Will they speak with a stutter or lisp? Or will
they speak clearly and properly?

More than likely, each of your characters will be doing some talking.
Some of what they say will be said out loud. Other times, they will talk
internally to themselves. The things your characters say, and how they
say them, will reveal much about their personalities. No two characters
should use the same words or talk in the same style. Ideally, you want
each of your characters to have a strong voice. And you definitely don't
want them to sound just like you! You'll want the characters you create
to sound real! So give them their own voices.

Let's hear from your characters. What are they going to be saying
throughout your story? And perhaps more important, how will they say
it? Give your characters their own distinctive voices.

T T T T T
CHARACTER VOICES
What does the reader hear your characters saying? And how, exactly, will

HERO'S HANKERINGS

To hanker is to want something very badly and persistently. What is it
that your hero hankers over? Is your hero a happy hankerer? “Let's go!
We need to save the day!” Or is she a hapless hankerer (someone who
really would rather stay at home|? “Oh man! Why do I have to do this? I
only wanted a peaceful life!”

HEARING FROM THE HEART OF THE HELPER

What is it that the helper tells the hero? What heartfelt remarks does the
l helper have? “Oh, little one. I am only here to help you! Be not afraid.”
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TALKING TREES

Often found in stories of fantasy are talking trees. Sometimes these trees
talk to characters in need of assistance, but sometimes they can also cast
a dangerous spell. Talking to trees is rather difficult, however. Most find
it hard to hear and understand the sound of their strange voices. Some
say they sound like a combination of sighing, murmuring, and groaning.
Larger trees have deep thick voices, whereas smaller and slimmer trees
whisper so quietly as to be almost inaudible.
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‘TYPES OF CONFLICT
If you're having difficulty deciding what conflicts your hero will encoun-
ter, here are a few ideas. There are many types of conflict, and they can
easily arise from simple situations. Examine the following examples:

Person Versus Person

The person-to-person conflict is the most common type of conflict in any
story or narrative. Here the hero or protagonist of the story meets up
with someone and a problem unfolds. For our story of fantasy, it doesn’t
even have to be a “person.” It could be some weird fantasy character or
creature.

Person Versus Machine

Sometimes a character can have a problem with a machine that she needs
to use in order to accomplish a task. The machine keeps breaking down.
Or the character keeps using it the wrong way. In fantasy stories the
*machine’ could even be a wand or a staff that just doesn't seem to work
right for some reason or another.

Person Versus Nature

A thunderstorm, a tornado, a hurricane, an earthquake, a dust devil, or
a raging river: any of these natural phenomena can present interesting
conflicts for the protagonist to solve. And in fantasy stories, there are
even more dangerous and mysterious things to encounter—like an abyss
to cross, or a talking tree to avoid!

Person Versus Self

Sometimes the main character of a story has to confront various internal
issues. We call these personality problems. For example, maybe the hero is
naive, or overly optimistic, or pessimistic, or has a poor attitude, or has
some issue to work through. Or perhaps the main character just keeps
making the same mistake over and over again.

Person Versus Society

What if the society the character is living in isn't aware of a problem it
has? For example, some people have lived in a society that hasn't always
been aware of their special needs or challenges. Sometimes a charac-
ter can help a society change its ways. The process of working out the
person-versus-society conflict can be a very interesting, readable one.

_—_—-J
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CHARACTER DESCRIPTION PROMPT

The next step for creating your imaginary world is to give it some flesh
and blood. From out of the ground of your fantasyland, characters must
emerge: whole groups of people and creatures, heroes, villains, and more.
It is time now to begin crafting your story's characters

Basically, six different characters will be needed. Three of your
characters will be considered the good guys, the other three .... well, of
course, they're the bad guys.

Three Good Guys Three Bad Guys

Hero or heroine Villain

Sidekick Two conflict characters or creatures
Helper

It won't be easy to create characters worth reading about. To keep
the reader engaged, your characters will need to be interesting and com-
plex, different, maybe even strange. They must be ... multidimensional!
In other words, they must contain many layers.

To write a complete description of each of your six characters, you
can choose one of two different routes.

‘The first approach is to write a third-person description of your char-
acters. In this approach, you'll be introducing your characters to an audi-
ence of readers

Copyright © 2007 by John Wil

The second approach is to allow your characters to do the introduc-
ing. That's right, if you take this second route, your characters will do
the talking. If you choose this route you will be well on your way to
helping your characters develop their own distinctive voices. Think: How
would your characters describe themselves? See if you can take dictation
from them as they tell you who they think they are and what life has
been like lately. Your characters have to know what kind of personality
they have, how they feel and think, how they look and move, and what
kind of clothes they like to wear. They also need to know their strengths
and weaknesses, and perhaps most importantly, what motivates them
All you have to do is to listen to your characters’ voices and write it all
down for them.

r.
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RUBRIC FOR NARRATIVE ENDING
(Continued)

Writing Strategies and
Applications Writing Conventions

appearance, action, thoughts,
feelings, strengths, and
weaknesses.

Setting is vaguely described
Some sensory details provided.
Mostly tells rather than shows
the ending’s events.

Some editing/revising of

the manuscript has been
completed.

Uses an inconsistent point of « Writing contains numerous
view (may switch between first errors in spelling, punctuation,
and third person). capitalization, grammar, and
Climax does not capture the sentence structure.

reader’s attention. Events are « The errors interfere with the
merely listed. A resolution may reader's understanding of

ot be identified. the writing.

Little or no mention of the

appearance, thoughts, feelings,

or actions of characters.

Setting may or may not

be indicated.

Tells rather than shows the

ending’s events.

Little or no editing or revising

has been completed.
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I SPEAKER TAGS l

Al writers use speaker tags, phrases such as said Morty and she asked
to let their readers know who is speaking. “Said” can be overused, how-
ever. Therefore, you may want to consider using other words in place of

*said"
answered  asked replied exclaimed  explained
I declared remarked  added advised commented
reported suggested  begged inquired admitted
agreed announced  argued claimed confided
encouraged  implored  requested  asserted responded
I stated noted objected  proclaimed  reasoned

Some speaker tags show a speaker’s feelings, tone of voice, or mood,
and at the same time make the dialogue more interesting. Check out these

I substitutes:
screamed  shouted  slured  moaned screeched
mumbled  groaned  whined  growled hissed
whispered  stuttered  cried chuckled  scoffed
yelled grumbled  laughed  sneered snapped
bellowed ~ stammered  snarled  muttered  demanded
coughed hollered  squealed  shricked sighed
wailed urged gasped  croaked siggled
boasted hooted insisted  pleaded commanded
nagged ordered  scolded  sobbed threatened
babbled bargained  bragged  warned vowed
taunted sputtered  lectured  grunted complained

I grumbled  wept howled  blared fumed
quivered  pleaded  trembled soothed yelped
joked sighed begged  threatened lied

Now take these tags and group them according to the feelings shown
in the following boxes

r
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READER RESPONSE: NARRATIVE

Readers should keep in mind that the response page should provide
the writer with a balance of compliments that encourage and deli-
cately worded suggestions for improvement. For the narrative, read-
ers should write comments that reflect on the following qualities

« Does the narrative clearly and consistently use either first- or third-
person point of view?

« Does the plot line clearly describe the course of action (exposition,
complication, conflicts, climax, and resolution)?

« Are the characters lively, realistic, and multidimensional? Have

I their appearances, actions, thoughts, feelings, strengths, and weak-

nesses been clearly described?

* Have the various settings been vividly described so the reader can
visualize them? Are sensory details used abundantly?

* Are the events of the story shown or illustrated? Does the author
include what characters do and say?

« Is the theme vividly clear without being stated?

ley & Sons, In.

Name of Reader 1:

Comments:

Copyright ©2007 by X

Name of Reader 2: S
Comments: __
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PLOT LINE RUBRIC
(Continued)

Goal/Score  Writing Strategies and Applications

2 « The author has some understanding of what will happen in
each scene.
The complication is identified but the author may not clearly
understand why the hero's mission has been setin motion.
The author is not clear on where each event willtake place on
his or her map.
The author may not be able to identify how each conflict will be
resolved.
The author is unclear about how the complication will be resolved
in the climax.
The author is uncertain when and where each character will be
introduced in the story.
The ise in tension and action as the story progresses to the
climax is not clearly apparent

The author is not clear about what will happen in each scene.
The complication may not be identified and the author is uncer-
tain as to why the hero’s mission has been set inmotion.

The author may not be able to identify where each event will
take place on his or her map.

The author is not able to identify how each conflict will be
resolved.

The author does not know how the complication will be resolved
in the climax.

The author cannot identify when and where each character will
be introduced in the story.

Thereis no rise in tension or action as the story progresses to
the climax.
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FEELINGS

Another thing we need to know about all the characters is their feelings.
This is where you can tell us all about your characters' moods. What
do they regularly feel? Are they always angry? Sad? Happy? Or are they
really complex and have a tendency to show a complicated combination
of feelings? What do they fear? What do they believe in? What is it that
they value most?

STRENGTHS AND WEAKNESSES

All characters must have a few strengths and weaknesses. Having both
strengths and weaknesses, even if that character is the hero or villain,
will help make him more interesting and multidimensional. Nobody likes
a perfect person. Perfect people don't seem real. Remember, a hero or
heroine's imperfections are what make him or her likeable and real. All
characters, no matter who they are, have some weakness. It could be

a specific character flaw—such as personality—or simple mess-ups that :

they create. On the other hand, if you're writing fantasy, it's more than
likely that sooner or later, your characters are going to work some magic.
Do your characters have any magical powers? What special strengths do
your characters have?

PERSONALITY TRAITS

When someone asks, “Yeah, but what kind of person is she?" what
they're really asking about is that person's personality. Personality is the
sum total of a person’s attitudes, interests, behaviors, emotions, roles,
and other individual traits that last for long periods of time. Personality
is what makes each of your characters unusual and distinctive. Create a
character personality trait profile unique to each individual.

MOTIVES

All of your characters want something. And they will do nearly anything
to get it. So start thinking. What are your characters' deepest desires?
What do they want to gain, protect, win, or discover? Or is there some-
thing that they desperately must get away from? Readers need to under-
stand why characters want what they want. Your characters will act more
intensely, more courageously, more foolishly, and in far more interesting
ways if they are following their deepest desires. So, you must identify
each character’s motives.

__---J
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KEEPING THE ACTION MOVING

Another way to link paragraphs together to help the readers of your tray-
elogue to follow along is to use action words. Action words can help set
readers’ minds in motion so that they are looking ahead to the next desti-
nation. You might want to try using one or more of these action words at
the beginning of the first sentence of a new paragraph.

ACTION WORDS
traveling ~ moving  trekking  hiking climbing  scaling
skipping  running  hopping  jumping  skiing flying

Here are some examples of how to start a paragraph using action
words:

Traveling south

Moving southeast

‘Trekking southward .

Hiking eastward across the you will arrive at ..
Climbing north over the mountains ...

Scaling the cliff and heading west ..

Crossing the desert

Did you notice how in these sentence starters the order by location
words were also used?

Finally, here is an example of how to start a paragraph with a sentence
that uses both action words and order by location words:

Heading northwest you must travel over Menacing Mounts, through the
Rambunctious River, and into the Formidable Forest.

'L
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THE LAND OF ASSONANCE

Have you ever heard of Lassonance, Ragassonance, or Sapassonance? No,
you say? Well, they were brothers. And they lived a long time ago in the
Land of Assonance. You don't believe it? Well, okay, not really. But in
another story there were ..

Dwalin and Balin,
Kili and Fili,
Dori, Nori, and Ori,
Oin and Gloin,
Bifur, Bofur, and Bombur,
and Thorin.

.R.R. Tolkien must have had a barrel of fun creating the names of
his thirteen dwarves in The Hobbit. When he put together the unlucky
number of names, he was using a dash of assonance. Assonance is when
words with similar vowel or consonant sounds are placed close to each
other in a sentence. These sounds usually come in the middle syllable of a
three-syllable word, or as the end syllable of any other word. Assonance is
kind of like alliteration. Alliteration, if you remember, is when consonant
or vowel sounds are repeated at the beginning of the word.

So, join in on the fun Tolkien must have had and try creating a few
new funny names of your own, while also using a dash of assonance.
‘Then see if you can stream these new “words” together in a sentence.

When you master the skill of assonance, however, you will need to
venture further than using it in the creation of new names lined up all in
a row. When you have mastered the skill of assonance, you will be able
to dance, romance, and beat the pants off of any ... dumb ants. Huh?
‘That's assonance, silly!

And then there was Cuk, Canuk, and Canacanuk. Yuk, yuk, yuk!
They were trolls from the Land of Anuk. What? You haven't heard of
these characters, either?

Now it's your turn, Try to create a few names using the writing device
called assonance. Write the names on the back of this sheet.

E
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THEME THREAD:

‘WHAT DO YOU HAVE TO SAY?

Stories make us more alive, more human, more courageous, more
loving. Why does anyone tell a story? It does indeed have something
to do with faith, faith that the universe has meaning, that our little

human lives are ot irrelevant, that what we choose or say or do

‘matters, matters cosmically

—Madeleine L'Engle

What you say matters. It matters plenty. Probably much more than you
know,

So tell us.

Tell us something important.

Tell us something that really matters,

Tell us something that could change the world
What do you want people to know?

What do you think people should lean?
What do you want people to do?

What really gets under your skin?

If you could make people think, really think about something, what would
you want them thinking about?

Would this thinking change their minds?
Inspire your readers.

Give them great joy.

Make them think about something that matters.
Make your story matter.

What is it that you have to say?

---—_J






OEBPS/gust_9780470639863_oeb_129_r1.gif
r

I Quick! Your characters are going to be on a trail. They're going to be trav-

T I T T T 1
TRANSITIONS OF TIME

eling. Time will pass! In what order will these things happen? Will they

happen ... at that moment? Suddenly? Before? During? After? After what?
Do a quick write. Write out a sequence of events that will take place on
your hero's trail. Or describe an experience your hero might have over
time. Don't think too hard. Just let the ideas flow. Make no judgments.
I Just make sure you use a few transitions of time.

Transitions of Time
about
I after
at
before
during

first
second
third
then

until
I meanwhile
today
tomorrow
tonight
I yesterday
next
soon

later
finally
as soon as

now
when

while
at that moment

suddenly
simultaneously  (Continue on another sheet of paper, if necessary)
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BE A MASTER OF METAPHOR, PART I

The word metaphor comes from the Greek words meta, which means a
passing over, or a going from one place to another, and phorein, which
‘means to move or to carry. Therefore, the job of a metaphor is to basi-
cally move the reader’s mind from one place to another! Metaphors make
it easy for readers to cross boundaries that would otherwise be closed

Metaphors are imaginative kinds of comparisons. Saying that someone
is a snake is an example of a metaphor. Metaphors simply state that one
thing is another. And unlike similes, which compare two things by using
like or as, metaphors do the comparing without using either of those two
words.

When comparing one thing to another by creating a metaphor, you
are not literally representing real things by saying that one thing is actu-
ally another thing; rather, you are speaking figuratively. Figurative lan-
guage refers to words or groups of words that stand for more than their
literal meaning. Writers use figurative language to create vivid pictures in
readers’ minds.

Writers can use metaphors in almost any part of their writing, but
to do so effectively the audience must be familiar with the two things
being compared. Therefore, writers must rely on the experience of their
audience to understand and appreciate the metaphor. But authors must
rely on the ability to put together or associate two different “remembered
experiences” and take readers from one directly to the other. If you can
do this, you will be exhibiting signs of genius! You will be ... a master of
metaphorrrrrr!

Here are a few simple examples:

The witch's face was a prune

The sick fairy was a grouchy grizzly.

The elfwas a busy bee working i his garden.

The castle was covered in a blanket of darkness.

The orc soldiers were a standing row of dominoes waiting to fall.

The line of goblins leading into the cave was a slithering serpent.

The gnome was a quiet mouse skittering through the darkened tunnel.

The dwarfs were gophers burrowing from place to place deep in their caverns.

Now it's time to create a few metaphors of your own. There are several
ways to do this.

---—-—J
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GET THE WHITEOUT OUT!

The details of a scene must be very precise. Nothing should be left fuzzy
or wishy-washy or only partially visualized. There needs to be no doubt
that the author has been there, directly in the scene. The more descrip-
tive the author can be, the better readers will feel as though they are part
of the scene.

‘Take a look at the two following scenes. Describe each scene. Which
scene do you think you'll be better able to describe? Which description
will help readers feel more as though they are part of the scene?

L

Written Description Written Description

(Continue on back of this sheet, (Continue on back of this sheet,

if necessary) if necessary)
L T T T T
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TYPES OF CHARACTERS

You'll need to have a few characters for your story. As we've already
seen, stories of fantasy generally have three good guys and three bad
guys. Here are the character types you will want to choose from: one
hero or heroine (this is the protagonist or main character), one side-
kick, one helper, a villain, and one or two conflict characters. Altogether
then, your story, if you follow this basic formula, will have a total of six
characters.

HERO/HEROINE/PROTAGONIST

This is the character we follow through the story. Heroes come in all
sizes, shapes, and colors. Some heroes are small, fairly ordinary, and
often innocent in the ways of the world. Others are big, extraordinary,
and very knowledgeable about world affairs. However, more often than
not, most heroes have a fairly typical back story. These are some of the
common characteristics of the hero's past:

MYSTERIOUS OR UNUSUAL BIRTH
Heroes have often had some type of mysterious or unusual birth.

2007 by John Wiey & Sos, Inc.

PROPHECY

Heroes have prophecies told about them; someone “in the know” predicts
that something grand is supposed to happen to them. They've been told,
“You will one day become a great hero.” And the hero copes with the curse
and blessing of having to live up to this prophecy. Sometimes the proph-
ecy told s that their job is to overthrow the present order, or to restore a
vanished order.

Copyrignt

SECLUDED CHILDHOOD

Often, the hero was secluded during childhood. She has been kept secret
or shielded from the ways of the world. Sometimes heroes have been liv-
ing among humble people in a simple, pastoral setting.

UNUSUAL NATURE (HIDDEN GIFTS)
‘The hero often has an unusual nature or some sort of hidden gift or abil-
ity. This hidden gift sometimes makes the hero something of an outsider.
Often, he is looked down upon or even feared because of his unusual

nature.
T T T T T J
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DETERMINING THE TERRAIN
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RUBRIC FOR NARRATIVE MIDDLE
(Continued)

Writing Strategies and
Applications Writing Conventions

« New settings are clearly
described. Sensory details are
used sufficiently.

Each event mostly shows what
characters do and say.

Much or most of the editing

and revising of the manuscript
has been done to improve the
meaning and focus of the writing,

The point of view remains « Writing contains several errors
consistent but may switch from in spelling, punctuation,
third-person limited to third- capitalization, grammar, and
person omnipotent sentence structure.

Conflicts are resolved, butonly » The errors may interfere

after aminor or insignificant with the reader's under-
struggle with the conflict standing of the writing,
characters or obstacles.

7
s
°

Conflict characters are
overly simplistic. Little
attention is given to their
appearance, actions,
strengths, and weaknesses.
Settings are vaguely
described. Some sensory
details are provided.

Mostly tells or lists rather
than shows orllustrates
the events.

Some editing and revising
ofthe manuscript has been
completed
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‘Trolls are extremely dumb, grotesque giants who live in forests and
‘mountains. Some trolls never venture out from their deep underground
caverns. But, if they do, they only come out at night. Many trolls have
been known to turn to stone if the light of the sun ever hits them. Trolls
are usually very aggressive toward humans and will even eat them if they
are hungry and no other food is available. Trolls are also known to peek
through windows and may even reach through an open one to fondle a
variety of human belongings.

|
1
1
|
1
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CHARACTER ACTIONS:
I HOW DO THEY MOVE?

Having trouble deciding how your characters will move? You might want
to take a look at this list of words. While looking, keep a specific charac-
ter in mind. When you find a character movement, action, or stance that
you think fits, write the word (or words in the appropriate space on the
next sheet

amble prance swagger
bounce prowl tiptoe
slither ramble totter I
clump jog trample
stomp. sashay tromp
flutter loaf trudge

Igallop saunter waddle I
glide scamper creep
hobble chug whisk
stroll scuffle wobble
hop meander zip I
run shamble spring
jounce slide it
leap slither strut

I lope slosh stumble I
lumber zo0m mosey
march sprint patter
patter stagger frolic
rumble flash slouch I
squirm plod lurk
fdget sneak hunch
bobble dillydally wiggle I

L
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GIANTS

Giants are huge men and women who are neither mortal nor immortal
Sometimes they possess magical powers, but often they are just huge,
clumsy characters who settle in various parts of the earth, such as moun-
tain ranges and forests. Giants typically cause great mischief by joining
in human quarrels, gobbling up flocks of sheep, drinking rivers dry, tram-
pling crops underfoot, or ripping mountains apart. They are especially
good at throwing huge boulders.

r
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TRAVELING THE TRANSITION TRAIL

In the travelogue, you will need to direct your readers on a trail. They
will need to know which way they have to go when moving from place
to place. You can do this simply by using a variety of transition words.
‘Transition words provide detailed expressions that link one paragraph to
another in a clear line of thought. When you take your readers from one
landmark on your map to another, it is important to help them follow
along, Using transition words will help your readers move smoothly from
one location to the next. Transition words will also make your writing
more clear and accurate. Here are some terrific techniques for helping
your readers travel the transition trail

ORDER BY LOCATION WORDS

above  across  against  along among

behind  below  beneath  beside  between

down in inback of in frontof into

nearby  mextto  off on ontopof  outside
over through  throughout to the left to the right underneath
under  eastof  westof  northof southof  northwest
northeast southwest southeast

Here are some examples of how to start a paragraph using order by
location words:

Across the

Northwestof
Under the

To the south of

|
|
|
L
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TRANSITIONS
(Continued)

To show cause and effect

accordingly  because as a result
due to then thus
therefore consequently  since

To emphasize

indeed in fact to be sure
undoubtedly  without no doubt
a doubt about it

To summarize

consequently  to sum up in conclusion
l in closing finally ultimately
last lastly therefore

truly
surely

as a result
in summary

r-—_
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l
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Comments:

Name of Reader 3:

CHARACTER DESCRIPTION

READER RESPONSE
(Continued)
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SAY DO ... DO SAY ... SAY DO SAY ...
TALK AND FEEL ... THINK AND TALK

SAY DO ... DO SAY ... SAY DO SAY

Characters don't just stand there and talk. They're doing something! But
what? What are they doing? Are they scratching? Yawning? Rubbing their
eyes? Walking in circles? Running up a flight of stairs? You must decide!

For example:

“Let’s get out of here!” said Joe. “The troll is coming!”

isn't nearly as effective as

Joe took off running down the hill. “Lets get out of here! The troll is coming!”

You can do/say (place the action before the words) .

Andy took off his helmet and scratched his head. “Why are we here, at Murk
Water Swamp? | thought we were headed for the Mystical Mountains.”

Or sayfdo

“Why are we here at Murk Water Swamp? | thought we were headed for the
Mystical Mountains.” Andy took off his helmet and scratched his head.

Or sayldolsay

“Why are we here at Murk Water Swamp?” asked Andy while taking off his
helmet and scratching his head. “I thought we were headed for the Mystical
Mountains.”

TALK AND FEEL ... THINK AND TALK

Characters also have feelings when they are talking. Sometimes it's good
to let us know what those feelings are

“Hail,” replied the King, anxious to make a good impression.

Characters have internal thoughts as well

Joey wondered if the ogre was going to eat all the food in his backpack. “What
do you say we get moving? We've got a long way to go.”

_----J
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VILLAGES AND PLACES

Now that you have determined your terrain, you'll need to create a few
places where people and creatures will live.

LOCATIONS OF VILLAGES

So far you've heard that a hero and a villain should be in your story. And
of course, there will be other characters in your story as well. These char-
acters have to live somewhere, don't they? Well, will they live

Near rivers or lakes?
In caves?

Under cliffs?

On the coastline?
Ina valley?

On a mountaintop?
Elsewhere?

STRUCTURES BUILT

And what will your characters live in? To house these characters, struc
tures need to be built. Will they live in

Wood houses?
Grass huts?

Places of worship?
Castles?

Tree houses?
Caves?
Elsewhere?

_—_--1
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RUBRIC FOR NARRATIVE MIDDLE
(Continued)

I Goal/

Score

Witing Strategies and
Applications Writing Conventions

« The narrative uses an « Writing contains numerous
inconsistent point of view errors in spelling, punctuation,
(may switch between first capitalization, grammar, and
and third person). sentence structure.

Conflicts are resolved with litle ~+ The errors interfere with the
or o apparent struggle with reader’s understanding of the
conflict characters or obstacles. ~ writing.

Events are merely listed.

Little or no mention of the

appearance and actions,

thoughts and feelings, strengths

and weaknesses of characters.

Settings may or may not be

indicated.

Tells rather than shows the

middle’s events.

Little or no editing or revising

has been completed
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RUBRIC FOR NARRATIVE BEGINNING

(Continued)

I Score/

Goal

Writing Strategies and

Applications Writing Conventions

« Characters introduced are lively
and realistic (appearance,
thoughts, feelings, and
actions are described).

« Setting s clearly described.
Sensory details are used
sufficiently.

« Mostly shows rather than tells
the beginning’s events

« Much or most of the editing and
revising of the manuscript has
been done to improve the
meaning and focus of the writing.

« Uses either a first- or third-person = Writing contains several erfors

point of view.

« Beginning may capture the
reader's attention. Reader may
be drawn into the story but .
may ot be held there. Either the
exposition or complication may
not be fully developed.

« Characters introduced are overly
simplistic. Lttle attention is
given to the appearance, thoughts,
feelings, or actions of characters.

« Setting is vaguely described. Some
sensory detals provided.

« Mostly tells rather than shows the
beginning’s events.

« Some editing and revising of the
manuscript has been completed.

in spelling, punctuation,
capitalization, grammar, and
sentence structure.

The errors may interfere with
the reader’s understanding
of the writing.
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SIDEKICK'S WISECRACKS

Sidekicks are often humorous characters. Sometimes a wisecrack can
come from a sidekick. What is it that your sidekick will say? And more
important, how will the sidekick say it?

THE VILLAIN'S VENOMOUS VITRIOL

Vitriol is extreme bitterness and hatred toward somebody or something.
But venomous vitriol is even worse. And if the venomous vitriol comes
from the villain ... vatch out! *I am the master of the universe. I alone
shall rule the world!” Vat vill ve hear from your villain?

r—
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MAP-MAKING PROMPT

1

Any story ever written had to take place somewhere. In most fiction, the
story is told in a setting within a *real” place and time. In fantasy, the writer
has an opportunity to create a world anew. This is called world building

When forming a fantasy world, the writer creates a unique land,
which, if drawn clearly enough, will serve to pull the characters on an
adventurous journey. A good fantasy setting creates conflicts, hardships,
and challenges for characters to resolve. It may even provide resources
that could help your characters solve any number of problems,

You'll need to focus on your map as much as you would a favorite
character. In a way, your fantasyland is a character. But, unlike charac-
ters, fantasylands usually can’t act. What they can do, however, is create
moods, sights and sounds, smells and feelings, and possibly even certain
tastes.

The first challenge in writing a fantasy story is to draw a map. You'll
need to create your own fantasyland!

% &

I
|
|
|
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USING SENSORY WORDS

Now we're going to expand our use of imagery to describe various loca-
tions on your map. Imagery is the ability to use sensory words to create
a mental picture in the mind of the reader. Your goal s to make readers
feel as if they are in the scene. The best way to do this is to include as
many of the five senses in your setting description as possible. Good
writers use sensory words to create strong images in the reader’s mind.
Here are some examples of sensory words you may wish to include in the
description of your fantasyland's four key settings

Sights: red, bright, dusty, sudsy, twisted, twinkling, murky, wiggly,
wooden, pointed, green, clean, sparkling, cloudy, large, slender, pale,
dark, black, shiny, metallic, hazy, glowing, dingy, flickering, shallow,
deep, square, tall, swaying, bulky, glaring, grotesque, brilliant, glistening,
shimmering, gleaming, radiant, towering, crooked, curved, gigantic, flash-
ing, colorful, flaming, dazzling, foggy, sunny, starry

Now add a few of your own:

Sounds: booming, chiming, whispering, wheezing, moaning, gurgling,
bubbling, cracking, clanging, hooting, rattling, screeching, clanking, rus-
tling, tinkling, blasting, babbling, thumping, clinking, crunching, scream-
ing, growling, barking, meowing, sputtering, tweeting, crinkling, hissing,
thudding, buzzing, squeaking, sizzling, blaring, swishing, pitter-pattering,
roaring, rumbling, howling, echoing, exploding

Now add a few of your own:
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STEP 3: CROSSING OVER
After the hero gathers his sidekick and helper, he or she sets off and
eventually runs smack dab into the entrance of a mysterious underworld:
the threshold to the kingdom of the dark, a world where the hero and
his or her friends have never before ventured. Usually, at the entrance
to this passage to the underworld, there is a “shadow presence.” And this
shadow presence is guarding the threshold. At this point, the hero may
defeat and destroy this power, or he may appease or satisfy it, in order
to cross over into the kingdom of the dark. Sometimes, the hero slays a
dragon guarding the entrance. Other times the hero offers an appealing
charm to the guardian. And yet another way is when the hero is enticed
into ingesting a potent elixir of some sort. Either way, in order for the
story to continue, the hero, along with his or her sidekicks or buddies,
must cross over into this dangerous, yet exciting, new realm.

STEP 4: TRIALS AND TRIBULATIONS
Beyond the threshold, the hero must survive a succession of tests, con-
flicts with strange forces, or struggles with weird characters. These ordeals
severely threaten the hero and sidekick. Occasionally, the hero receives
magical aid, advice, or powerful tools from the supernatural helper picked
up before crossing over. And, of course, these tools are incredibly helpful
for getting the hero out of at least one jam, and maybe more.

STEP 5: HITTING BOTTOM AND GETTING THE REWARD
Arriving at the nadir (lowest possible point) of the circle, the hero under-
goes a supreme ordeal: a test of strength, smarts, and will. And even
though it is the lowest point in the circle (meaning the hardest point on
the journey}, it is also the highest point of glory, the greatest moment of
triumph. After a climatic struggle with the villain, or evil power, the quest
or journey is over. The hero has gained the reward. This reward is some-
times called “the boon.” There are several ways this boon can be received:
The hero could fall in love; recover a powerful magical aid; be recognized
by a father, creator, or king; reunite with a mother or old crone; acquire
anew ability, power, or strength; or even gain a greater understanding of
herself. In other words, the hero or heroine has been transformed!

L—--__J






OEBPS/gust_9780470639863_oeb_074_r1.gif
Copyright ©2007 by Jonn Wiey & Sons, In

-

_—_—-1

UNICORNS

Unicorns are white horses with long flowing tails and manes. The most
interesting characteristic of a unicorn is its long, sharp, spiraled horn
that grows right out of the middle of its forehead. This horn can be used
as a dangerous weapon, capable of piercing almost anything, or it can
be used for its magical power to detect and negate almost any poison.
It is for these reasons that unicorn horns are much desired by humans.
Most unicorns are known to be the swiftest animals roving the plains
or rambling through the forest. Unicorns are usually solitary creatures
that do not pasture in herds. Unicorns have one weakness, however
they can be trapped by a young maiden in the woods. Affectionate uni-
corns really like young, gentle maidens, and they will approach them
and lay their handsome heads gently in a maiden’s lap. Only then will
the unicorn become easy prey for the hunters seeking the power of their
magical horns,
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ABOUT THE AUTHOR PAGE

Now that all the front pages of your book are done, we turn to the back
of the book. The very last page of your book should include a description
of you, the author. This “About the Author" page should be written from a
third-person point of view. It should sound as though someone else has writ-
ten it about you. You'll probably want to include some personal information
about yourself, like your hobbies, what you do for fun, what grade you're
in, your experience as a writer, where you live, and so on. You decide.

BACK COVER

The back cover of your book needs to have two basic parts: the story
teaser or summary, and several complimentary quotes from reviewers.
The story teaser or summary is often difficult to write. It's called a teaser
because its job is to entice someone who happens to pick up the book into
wanting to read it. It should “tease” the potential reader into opening the
front cover and digging into the story. Your story teaser should be long
enough to give a basic plot summary that reveals the who, the what, the
when, the where, the how, and the why of your story, but it shouldn't be so
long that it gives away the exciting ending. Remember, you want to motivate
people to read your story so they can find out what happens at the end.
Here are some basic issues your story teaser should address

What does your hero or heroine dream for, long for, wish for,
need?

What is the problem he or she desperately needs to solve?

What is the personal fear or weakness that your hero or heroine
must overcome?

What steps must your hero or heroine take to realize his or her
dream, overcome his or her fear, or solve his or her problem?
‘What is at stake in your story? Mention the page-turning tension
and the deadline or ticking clock that your hero or heroine will need
to meet or beat in order to save their endangered world.

After you have completed your story teaser, you will next want to
include a few complimentary quotes by some “expert” reviewers. These so-
called experts could be fellow classmates who have read some or all of your
story. Pick a few quotes that were written on the reader response pages that
accompanied the rubrics for your story. And maybe a family member has.
been reading your story all along. What do these experts” have to say about
your story? And what did your teacher have to say about your writing?
l Surely some of them provided a compliment or two that you could use!
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TRAVELOGUE PROMPT
Now that you have completed your map, it's time to create a travelogue

I Conclusion

of your land. In this writing assignment, you will describe four key loca-
tions on your map. This will be a guide for readers so that they may
explore your fantasyland

Any good author must be able to effectively use sensory and mood
words to describe a setting. Therefore, the goal of this assignment is to
take readers into your world .... and make your fantasyland come alive!
But once there, you must use key transition and action words to guide
readers on a journey to your land's most important locations. The more
thoroughly you are able to describe these key locations, and explain how
to get there, the better you will be able to do so in your story.

To complete this assignment, you'll need to take your readers from the
hero's home to two places of conflict, and finally, to the villain's domain.

Introduction

First lace
of
Conflct

Gecond Place
of
Conflict

1t

|
i
|
|
|
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it's important to be able to thoroughly describe each of your characters.
You'll need to use plenty of concrete sensory details as well. Here are the

categories you'll need to describe

CONTRIBUTION TO THE PLOT

First of all, you'll need to tell us what role each character is going to
play: hero, villain, sidekick, helper, villain's sidekick, or conflict charac-
ter. Each of these character types will contribute to the plot in a unique
and essential way.

s me
CHARACTER QUALITIES
Characters have a huge importance on your story’s plot and theme. So

LOOKS AND APPEARANCE

Readers need to know how each character looks. How do they appear to
the reader? Are they messy or neat? What sort of clothes do they wear?
What does their face look like? What kind of body do they have? What
color is their hair? How long is it? What color eyes do they have? How
people look can tell a great deal about their character.

ACTIONS

Next, we need to know how each character moves. What kind of gestures,
quirks, habits, or idiosyncrasies do they regularly exhibit? Do they walk
with a limp? Do they plod along slowly? Do they skip along happily with a
spring in their step? Do they have a weird sort of twitch? We also need to
know what kind of words or speech patterns they regularly show. Do they
slur their words? Talk rapidly? What kinds of things do they regularly say?
All these things can tell the reader a lot about each character.

THOUGHTS

Everybody talks to themselves, right? We call this interior monologue. This
talking in your head is a way to show us much about a character. Is the
character an optimist, always upbeat and happy? Or a pessimist, always
downbeat and defeatist?

L
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‘The princess was beautiful.

The elf cleaned his house.

‘Troll lunches are gross.

‘The wizard had a great outfit

It was a magnificent sword.

‘The dragon was destructive.
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