, Characters in
l’ (f’f’,_’, ugh the Looking-Glgss

Ahgc: ShcI 15 ;h’c scvcn-and-::-halfl:(cixr-f;lrl protagonist of the story
whose dream cads t(.; her adventures in | Ooking-Class World, Alice
has set perceptions of the world and becomes frustrated when Looking.-
Glags World ch:?llcn.gcs; her perceptions, She has good intentions, bust
has trouble befriending any of the creatures that befriend the Looking-
Glass World. ‘

. - Red Queen: A domineering, officious woman who brings Alice
into the chess game. The Red Queen is civil but unpleasant, hounding
Alice about her lack of etiquette and general knowledge.

White Queen: An untidy, disorderly mess of a woman, the White
Queen explains the properties of Looking-Glass World, including the
reversal of time and the need to believe in the impossible,

Red King: The sleeping King. Tweedledum and Tweedledee tell
Alice that she is not real and exists only as part of the Red King’s
dream.

White King: The White King sends his horses and me after
Humpty Dumpty after his fall. The White King tfikcs words lltL:rally,
He is completely helpless and is terrified of the Lion and the Umcorn.

White Knight: A kind and noble companion who l\';;?::?(ﬁ;léﬁ
from the Red Knight and leads herto final square. ’Ztcrm c hmen
is old, with shaggy hair, pale blue eycs, and a gen '

1ZArT( traptions.
eccentric who has invented many bizarre contrap T
tuous, egg-like man as

Snmpty Dumpty: & cOP S s on a wall and treats
nursery rhyme character. Humpty‘
Alice rudely. He explains the meanin

changes the meanings of words-

el
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\ “‘f'\‘\‘\"\‘d“\“ A D eedledee: \ paie of identice! lidle Bar enen
Ak be etiliis . ' .
'\ \T e seheetbor s, Pneediedum and Dacedbodioe get alome well
i broken vatile ' )

Uideorine A iy thival beast that resembles @ hoirse with & g
horn The Unicon batiles the Lion He belioves Aliee to be g moinsten
e tells her that he will beliove i her i she aetees to belweve te o,

The Lion: the Dion does battle with the Unigons W the towe,
Uhe Lion s actions imitate Alice s nursery thyme about the Lonom and
the Unigotn

Llinkgha and Wattat The White King's messengees. Hagghe s the
March Hare and Hatta is the Mad Hatter thom dlice & daveminmes ir
Wordderland. Their madness ts under control nr this ston.

The Sheepr An old shopkeeper, the Sheep is eraniy wnd rede
Alice. The White Queen transtorms inte the Sheep.

The Guatt Alice's companion of the train and i e wood, B
Gnat grows (rom notmal size insect to bevome as lange as & ke,
Le points out potential puns and wordplay to Alice, sod ahways soems
(o be wad.

The Fawnr Alice's companion through her tavels Suowgh S
wood, whete she forgets the names of things. The Fawn s deaes ™l
but runs away when it realizes that Alice ts human and wight pos s
threat.

The Red Kuight: A Knight whe attempts o capture Alee, T
Red Knight is captured by the White Knight.

The Tigenlily: A talking flower, the Tigenlily speals eniiy ®
Alice and has some authority over the other flowees,

The Rose: A talking flower that speaks mudely to Alice.

The Violet: A talking flower that also speaks rudely w Al

The Daisies: Talking flowers, the Datsies are extromely S
and only quict down when Alice threatens to pick them.

Lily: The White Queen's daughter. Alice takes Lily s phacs
White Pawn in the chess game.

I

The Goat: A passenger on the train with Alice.
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