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Characters, Attributes and Functions

•1. A tsar gives an eagle to a hero. The eagle carries the hero away to 
another kingdom, 

•2. An old man gives Suchenko a horse. The horse carries Suchenko 
away to another kingdom,

•3. A sorcerer gives Ivan a little boat. The boat takes Ivan to another 
kingdom,

•4. A princess gives Ivan a ring. Young men appearing from out of the 
ring carry Ivan away into another kingdom, 

•5. Alladin finds a lamp. The lamp carries Alladin away into another 
kingdom.



Characters, Attributes and Functions

•1. Functions of characters serve as stable, constant elements in a tale, 
independent of how and by whom they are fulfilled. They constitute 
the fundamental components of a tale. 

•2. The number of functions known to the fairy tale is limited.

•3. The sequence of functions is always identical.

•4. All fairy tales are of one type in regard to their structure.



FUNCTIONS IN NARRATIVES - 31

•1. ONE OF THE MEMBERS OF A FAMILY ABSENTS HIMSELF/HERSELF 
FROM HOME.

•2. A PROHIBITION IMPOSED ON THE CHARACTER (HERO)

•3. THE PROHIBITION IS VIOLATED (the villain enters the tale)

•4. THE VILLAIN INVESTIGATES

•5. THE VILLAIN RECEIVES INFORMATION ABOUT HIS/HER VICTIM

•6. THE VILLAIN ATTEMPTS TO DECEIVE THE VICTIM IN ORDER TO TAKE 
POSSESSION OF THEM OR THEIR BELONGINGS



FUNCTIONS IN NARRATIVES

•7. THE VICTIM SUBMITS TO DECEPTION AND THEREBY UNWITTINGLY 
HELPS THE ENEMY

•8. THE VILLAIN CAUSES HARM OR INJURY TO A MEMBER OF A FAMILY 
(ONE MEMBER OF A FAMILY EITHER LACKS SOMETHING OR DESIRES 
TO HAVE SOMETHING)

•9. MISFORTUNE OR LACK IS MADE KNOWN; THE HERO IS 
APPROACHED WITH A REQUEST OR COMMAND; HE/SHE IS ALLOWED 
TO GO OR HE/SHE IS DISPATCHED

•10. THE SEEKER AGREES TO OR DECIDES UPON COUNTERACTION

•11. THE HERO LEAVES HOME



FUNCTIONS IN NARRATIVES

•12. THE HERO IS TESTED, INTERROGATED, ATTACKED, ETC., WHICH 
PREPARES THE WAY FOR HIS/HER RECEIVING EITHER A MAGICAL 
AGENT OR HELPER (by a donor- a fairy, a witch, a dragon)

•13. THE HERO REACTS TO THE ACTIONS OF THE FUTURE DONOR 
(combat, deception, freedom, help)

•14. THE HERO ACQUIRES THE USE OF A MAGICAL AGENT

•15. THE HERO IS TRANSFERRED, DELIVERED, OR LED TO THE 
WHEREABOUTS OF AN OBJECT OF SEARCH

•16. THE HERO AND THE VILLAIN JOIN IN DIRECT COMBAT



FUNCTIONS IN NARRATIVES

•17. THE HERO IS BRANDED

•18. THE VILLAIN IS DEFEATED

•19. THE INITIAL MISFORTUNE OR LACK IS LIQUIDATED

•20. THE HERO RETURNS

•21. THE HERO IS PURSUED (on the way home, after the ordeal)

•22. RESCUE OF THE HERO FROM PURSUIT

•23. THE HERO, UNRECOGNIZED, ARRIVES HOME OR IN ANOTHER 
COUNTRY

•24. A FALSE HERO PRESENTS UNFOUNDED CLAIMS



FUNCTIONS IN NARRATIVES

•25. A DIFFICULT TASK IS PROPOSED TO THE HERO

•26. THE TASK IS RESOLVED

•27. THE HERO IS RECOGNIZED

•28. THE FALSE HERO OR VILLAIN IS EXPOSED

•29. THE HERO IS GIVEN A NEW APPEARANCE

•30. THE VILLAIN IS PUNISHED

•31. THE HERO IS MARRIED AND ASCENDS THE THRONE



PROJECT AIMS/SKILLS/COMPETENCES TO ACHIEVE

• critical thinking,

• creativity,

• ICT/digital skills,

• collaboration,

• information skills (i.e. a combination of information, 
digital, media, data literacy etc.)



ACTANTS IN THE NARRATIVE GAME-BASED 
APPROACH

•THE VILLAIN

•THE DONOR

•THE HELPER

•THE PRINCESS

•THE DISPATCHER

•THE HERO

•THE FALSE HERO




