Do not use the grey highlighted devices in your paper.
If you discuss the yellow highlighted devices, only use the meaning of irony that we discuss in class; not the general, misapplied one.
1.
Allegory: Where every aspect of a story is representative, usually symbolic, of something else, usually a larger abstract concept or important historical/geopolitical event.   

2.
Antagonist: Counterpart to the main character and source of a story's main conflict. The person may not be "bad" or "evil" by any conventional moral standard, but he/she opposes the protagonist in a significant way.   

3.
Anthropomorphism: Where animals or inanimate  objects are portrayed in a story as people, such as by  walking, talking, or being given arms, legs and/or facial  features. (This technique is often incorrectly called  personification.)   

4.
Characterization: The author's means of conveying to  the reader a character's personality, life history, values,  physical attributes, etc. Also refers directly to a description  thereof.   

5.
Climax: The turning point in a story, at which the end  result becomes inevitable, usually where something suddenly  goes terribly wrong; the "dramatic high point" of a story.   

6.
Conflict: A struggle between opposing forces which is the  driving force of a story. The outcome of any story provides a  resolution of the conflict(s); this is what keeps the reader  reading. Conflicts can exist between individual characters,  between groups of characters, between a character and  society, etc., and can also be purely abstract (conflicting  ideas).   

7.
Creative license: Exaggeration or alteration of objective  facts or reality, for the purpose of enhancing meaning in a  fictional context.   

8.
Dialogue: Where characters speak to one another; may  often be used to substitute for exposition.   

9.
Dramatic irony: Where the audience or reader is aware  of something important, of which the characters in the story  are not aware.   

10.
Exposition: Where an author interrupts a story in order to  explain something, usually to provide important background  information.   

11.
Figurative language: Any use of language where the  intended meaning differs from the actual literal meaning of  the words themselves. There are many techniques which can  rightly be called figurative language, including metaphor,  simile, hyperbole, personification, onomatopoeia, verbal  irony, and oxymoron. (Related: figure of speech)   

12.
Foil: A character who is meant to represent  characteristics, values, ideas, etc. which are directly and  diametrically opposed to those of another character, usually  the protagonist.   

13.
Foreshadowing: Where future events in a story, or  perhaps the outcome, are suggested by the author  before they happen. Foreshadowing can take many forms and  be accomplished in many ways, with varying degrees of  subtlety. However, if the outcome is deliberately and  explicitly revealed early in a story (such as by the use of a  narrator or flashback structure), such information does  not constitute foreshadowing.   

14.
Hyperbole: A description which exaggerates.   

15.
Imagery: Language which describes something in detail,  using words to substitute for and create sensory stimulation,  including visual imagery and sound imagery. Also refers to  specific and recurring types of images, such as food imagery  and nature imagery.   

16.
Irony (a.k.a. Situational irony): Where an event  occurs which is unexpected, and which is in absurd or  mocking opposition to what is expected or appropriate.  (Note: Most of the situations in the Alanis Morissette song  are not ironic at all.) See also Dramatic irony; Verbal  irony.   

17.
Metaphor: A direct relationship where one thing or idea  substitutes for another.   

18.
Mood: The atmosphere or emotional condition created by  the piece, within the setting.   

19.
Motif: A recurring important idea or image. A motif  differs from a theme in that it can be expressed as a single  word or fragmentary phrase, while a theme usually must be  expressed as a complete sentence.   

20.
Oxymoron: A contradiction in terms.   

21.
Paradox: Where a situation is created which cannot  possibly exist, because different elements of it cancel each  other out.   

22.
Plot: Sequence of events in a story. Most literary essay  tasks will instruct the writer to "avoid plot summary;" the  term is therefore rarely useful for response or critical  analysis. When discussing plot, it is generally more useful to  consider its structure, rather than simply "what  happens."   

23.
Protagonist: The main character in a story, the one with  whom the reader is meant to identify. The person is not  necessarily "good" by any conventional moral standard, but  he/she is the person in whose plight the reader is most invested.   

24.
Setting: The time and place where a story occurs. The  setting can be specific (e.g., New York City in 1930) or  ambiguous (e.g., a large urban city during economic hard  times). Also refers directly to a description thereof.   

25.
Structure: The manner in which the various elements of a  story are assembled.   

26.
Symbolism: The use of specific objects or images to  represent abstract ideas. This term is commonly misused,  describing any and all representational relationships, which  in fact are more often metaphorical than symbolic. A  symbol must be something tangible or visible, while  the idea it symbolizes must be something abstract or  universal.   

27.
Theme: The main idea or message conveyed by the piece.  A theme is generally stated as a complete sentence; an idea  expressed as a single word or fragmentary phrase is a  motif.   

28.
Tone: The apparent emotional state, or "attitude," of the  speaker/narrator/narrative voice, as conveyed through the  language of the piece.   

29.
Verbal irony: Where the meaning is intended to be the  exact opposite of what the words actually mean.  (Sarcasm is a tone of voice that often accompanies  verbal irony, but they are not the same thing.)   
