
 

Act 1 – This Act opens with the three Weird Sisters setting up the entire theme of the play: Fair is 

foul and foul is fair. A war is taking place against Scotland (the setting of this play) and Norway. 

Scotland is victorious due to the valiant efforts of Macbeth. The traitorous Thane of Cawdor is 

captured and executed. King Duncan decides to reward Macbeth with the title of Thane of Cawdor to 

show his gratitude. Three Weird Sisters confront Macbeth and Banquo, telling Macbeth that he will 

become Thane of Cawdor and eventually king. Macbeth soon learns of his new title fulfilling the first 

part of the prophecy and sends word to his wife. King Duncan plans on staying the night at Macbeth's 

home. Lady Macbeth receives the news and immediately plots the death of King Duncan so her 

husband will be king. Lady Macbeth manipulates Macbeth into following her plans. By the end of Act 

I, Macbeth is determined to follow the plan.   Act 2 - Macbeth again has some doubts (and 

visions) but he talks himself into following through with the murder. Macbeth is so scared Lady 

Macbeth must finish the rest of the plan by wiping blood on the drunk guards. The next morning, 

Macduff and Lennox arrive at Macbeth's and Macduff discovers the dead body of King Duncan. The 

guards are immediately suspects and Macbeth kills them. Malcolm and Donalbain, the King's sons, 

flee the castle because they are afraid.   Act 3 - Banquo begins to suspect Macbeth for the 

murder of King Duncan and Macbeth in turn feels that Banquo will reveal that it was he that killed the 

King. Therefore, Macbeth sends out some thugs to murder Banquo and his son, Fleance. Banquo is 

murdered, but Fleance escapes. Macbeth, Lady Macbeth, Lennox, Ross, and other lords attend a 

banquet. The ghost of Banquo presents itself to Macbeth. Macbeth begins to rant and rave, making 

the other guests uneasy. Lady Macbeth tries to cover up the situation by saying Macbeth is prone to 

fits. By the end of this Act, we learn that Macduff has not attended the banquet because he has gone 

to England because he is suspicious of Macbeth.   Act 4 - Macbeth confronts the three Weird 

Sisters and they show him more visions. The visions lead Macbeth to believe that he cannot be killed 

by any man, giving him a false sense of security. He then plans to send murderers to the castle of 

Macduff (who is in England) in order to kill his family. Meanwhile, Macduff is in England begging 

Malcolm to return to Scotland and seize the throne from Macbeth who has become a tyrant. Malcolm 

tests Macduff's loyalty to Scotland and himself and after being satisfied with Macduff's responses, he 

agrees to wage war against Macbeth. Malcolm's uncle will also aid in the attack.   Act 5 -Lady 

Macbeth has finally gone mad with guilt over the murders. The once strong and ruthless woman is 

now a scared child. She continually sleepwalks, whilst trying to clean her hands of blood. Doctors are 

unable to help her. Some of the Scottish lords are discussing Macbeth's state of mind and have come 

to the conclusion that they will help Malcolm and Macduff fight against Macbeth. Of course, Macbeth 

isn't really concerned because he believes the prophecy ensures that he cannot be killed by any man 

born of woman. Macbeth soon confronts Macduff and learns that Macduff was not born naturally. 

Macbeth and Macduff fight and the natural order is restored by the end of the play. 

You are not marked on this, but it 

is important you know what it is! 



 

Stage directions – An instruction indicating the movement, 

position, or tone of an actor, sound effects and lighting. 

Soliloquy – Thoughts spoken aloud by a character. 

Dramatic Irony – A technique where the audience knows 

more than a character. 

Repetition – A word of phrase that is repeated. 

Foreshadowing – A hint or a warning of something in the 

future. 

Symbolism – The representation of ideas in images or motifs. 

Simile – A phrase comparing one thing to another, using as or 

like. 

Metaphor – A phrase comparing one thing to another, 

without using as or like. 

Personification – A phrase giving human characteristics to a 

non-human object. 

Imagery – Words or phrases that create visual images. 

Emotive Language – words that create feeling and emotion. 

Colloquial Language – Words that are informal and slang. 

Semantic Field – A group of words that follow the same 

theme. 

Rhetorical Question – A question that does not require an 

answer. 

Alliteration – Words close together that begin with the same 

sounding letter. 

Sibilance – Words close together that begin with an ‘s’ sound. 

Oxymoron – A phrase using contradictory words. 

Onomatopoeia – Words that create a sound. 

Sentence Structures – The way that sentences are put 

together. Sentences can be simple (main clause), compound 

(main clauses joined with a conjunction, comma or semi 

colon) or complex (main and subordinate clauses). 

Withholding – A technique where the author holds back 

important information. 

Juxtaposition – Two concepts, themes, ideas or characters 

that are contrasting or opposite. 

These should be used to support 

your answer, not be the main focus. 


