English I PIB Final Exam Study Sheet
Terms you should probably know.
Bathos – When tone of delivery of message does not match the content of the message

Simile – Comparison using like or as.
Metaphor – Comparison without using like or as.
Soliloquy – One person’s dialogue with just them on stage, talking to self.
Hyperbole – Exaggeration for effect.
Alliteration – Words that have the same sound.
Prose – Normal language, i.e. no meter, no rhyme scheme.
Rhyming Couplet – 2 lines that have rhyming last words.
Iambic Pentameter – Shakespeare’s form of writing in a MSND (5 syllables).
Blank Verse – No rhyme.
Irony – A technique that reveals a discrepancy between what appears to be and what is actually true.

Dramatic Irony – When the reader knows what the characters do not.
Situational Irony – When what happens is entirely different than what is expected.

Verbal Irony – when a character says something different than what is meant.

Antithesis – (Reversal) ex. “make a Heaven of Hell.”

Imagery – Vivid details that give the reader insight to the story.
Apostrophe – When one addresses something that is not going to respond.
Pathetic Fallacy – When nature parallels emotion.
Motif – A recurring image or idea.
Comic Threat – When someone’s life or happiness is threatened in a comedy.
Repetition – When things are repeated a lot.
Anachronism – Something that is out of sync with time.
Oxymoron – Two words that don’t belong side by side.
Paradox – Two ideas that don’t belong side by side.
Malapropism – Incorrect usage of large words.
Pun – When word is used in different definitions at one time.
Foreshadowing – Motifs used to introduce new plots.
Tone – Overall mood of the play.
Theme – Overall lesson taught by work.
Ring Composition/Circular Structure – Story comes full circle.
Prologue – Intro.
Epilogue – Summary.
Character – A person in a story.

Metonymy – Use of a word for another loosely associated word.

Synecdoche – use of the part for the whole, or the reverse.

Understatement – emphasis by saying less than what is meant.

Personification – representing an object or idea as a person.

Notes on Character.
Types of characters…

· Protagonist – The main character.

· Antagonist – The character opposing the main character.

· Main Character(s) – Character(s) important to the story.

· Minor Character(s) – Less important character(s).

Ways to develop characters…

· Round Character(s) – Fully developed character(s) that possess a wide and complex range of personal qualities and traits.

· Flat Character(s) – Character(s) that have only one or two specific traits.

· Static Character(s) – Character(s) that do not change during the course of the story.

· Dynamic Character(s) – Characters that change and sometimes learn as a result of the events in the story.  The changes they undergo affect their personality traits, attitudes, and beliefs.
Ways authors bring characters to life…

· Direct Characterization – The author directly tells you about the character’s personality.

· Indirect Characterization – The author reveals the character’s personality through other means.  The interpretation of the kind of person the character is is left up to the reader.  This is achieved through:

· Appearance.

· Background.

· Personality.

· Motivation.

· Relationships.

· Conflicts.

· Change.
Notes on Point of View.
Point of View – Who tells the story and how it is told.

Narrator – Teller of the story.

There are two broad categories of point of view…

· Third-person Narrator – When the narrator uses “he,” “she,” and “it,” when describing characters in the story
· Omniscient Narrator – An all-knowing narrator who reports all character’s thoughts and emotions as well as actions.

· Editorial Omniscient Narrator – An omniscient narrator who evaluates the characters for the reader.

· Neutral Omniscient Narrator – An omniscient narrator who allows the characters’ thoughts and actions to speak for themselves.

· Limited Omniscient Narrator – An omniscient narrator who takes the reader inside one or two characters.

· Objective Omniscient Narrator – An omniscient narrator who does not see into the minds of any characters.  This narrator is very detached and impersonal.

· First Person – When the narrator uses “I.”  The narrator is a character of the story.  The “I” presents only one character’s stream of consciousness.
Some terms that might be useful…

· Stream of Consciousness – A form of third-person point of view that allows the reader to be inside a character’s mind on conscious and unconscious levels and suggests a flow of thought.
· Unreliable Narrator – A biased narrator.  Events of this narrator’s life make conveyance of information biased.

· Naïve Narrator – A narrator who limits the reader’s perception of the facts due to youthfulness or gullibility.  This is a type of unreliable narrator.

Notes on Theme.
Theme – The central idea or meaning of a story.

Seven Strategies to help find theme…

· Note the story’s title.  It can provide a lead to a major symbol or focus of the subject around which the theme develops.

· Look for details in the story (i.e.: names, places, objects, minor characters, and incidents) that can lead to the central meaning.

· Note the protagonist’s insights and generalizations regarding events in the story.

· When formulating the theme, write one or two sentences regarding the subject matter of the story.

· Make sure the theme is a generalized statement, not a specific description of things in the story.

· Don’t use clichés in the expression of theme.

· Be aware that not all stories have theme (i.e.: adventure, humor, mystery, or terror).

Notes on Shakespearean Times.

William Shakespeare wrote in the…

· English Renaissance.

· Early Modern Period.

· Elizabethan Period (Elizabeth I ruled 1558-1603).

· Jacobean Period (James I ruled 1603-1625).

· When the reformation was occurring.
People believed in the divine chain of being…
· God

· Angels

· Man

· Man

· Woman

· Child

· Plants

· Rocks
People were questioning the layout of the universe…
· Ptolemy believed that the universe revolved around the Earth (What a silly goose).
· Galileo was put in jail because of his dissention to this fact.

· Years later, Copernicus discovered that the universe was really sun-based.
People believed that “elements” stood for states of being and “humors” represented personality.
· Elements

· Air – Hot, moist.

· Water – Cold, moist.

· Earth – Cold, dry.

· Fire – Hot, dry.

· Humors

· Blood – Sanguine, light-hearted.

· Phlegm – Phlegmatic, dull, kind.

· Black Bile – Melancholic, sad.

· Yellow Bile – Choleric, irritable.

Characters from the Assigned Reading of the Second Semester.
(All character summaries were obtained from http://www.sparknotes.com)

Great Expectations…

· Pip - The protagonist and narrator of Great Expectations, Pip begins the story as a young orphan boy being raised by his sister and brother-in-law in the marsh country of Kent, in the southeast of England. Pip is passionate, romantic, and somewhat unrealistic at heart, and he tends to expect more for himself than is reasonable. Pip also has a powerful conscience, and he deeply wants to improve himself, both morally and socially.
· Estella - Miss Havisham's beautiful young ward, Estella is Pip's unattainable dream throughout the novel. He loves her passionately, but, though she sometimes seems to consider him a friend, she is usually cold, cruel, and uninterested in him. As they grow up together, she repeatedly warns him that she has no heart.
· Miss Havisham - Miss Havisham is the wealthy, eccentric old woman who lives in a manor called Satis House near Pip's village. She is manic and often seems insane, flitting around her house in a faded wedding dress, keeping a decaying feast on her table, and surrounding herself with clocks stopped at twenty minutes to nine. As a young woman, Miss Havisham was jilted by her fiancé minutes before her wedding, and now she has a vendetta against all men. She deliberately raises Estella to be the tool of her revenge, training her beautiful ward to break men's hearts.
· Abel Magwitch ("The Convict") - A fearsome criminal, Magwitch escapes from prison at the beginning of Great Expectations and terrorizes Pip in the cemetery. Pip's kindness, however, makes a deep impression on him, and he subsequently devotes himself to making a fortune and using it to elevate Pip into a higher social class. Behind the scenes, he becomes Pip's secret benefactor, funding Pip's education and opulent lifestyle in London through the lawyer Jaggers.
· Joe Gargery - Pip's brother-in-law, the village blacksmith, Joe stays with his overbearing, abusive wife—known as Mrs. Joe—solely out of love for Pip. Joe's quiet goodness makes him one of the few completely sympathetic characters in Great Expectations. Although he is uneducated and unrefined, he consistently acts for the benefit of those he loves and suffers in silence when Pip treats him coldly.
· Jaggers - The powerful, foreboding lawyer hired by Magwitch to supervise Pip's elevation to the upper class. As one of the most important criminal lawyers in London, Jaggers is privy to some dirty business; he consorts with vicious criminals, and even they are terrified of him. But there is more to Jaggers than his impenetrable exterior. He often seems to care for Pip, and before the novel begins he helps Miss Havisham to adopt the orphaned Estella. Jaggers smells strongly of soap: he washes his hands obsessively as a psychological mechanism to keep the criminal taint from corrupting him.
· Herbert Pocket - Pip first meets Herbert Pocket in the garden of Satis House, when, as a pale young gentleman, Herbert challenges him to a fight. Years later, they meet again in London, and Herbert becomes Pip's best friend and key companion after Pip's elevation to the status of gentleman. Herbert nicknames Pip "Handel." He is the son of Matthew Pocket, Miss Havisham's cousin, and hopes to become a merchant so that he can afford to marry Clara Barley.
· Wemmick - Jaggers's clerk and Pip's friend, Wemmick is one of the strangest characters in Great Expectations. At work, he is hard, cynical, sarcastic, and obsessed with "portable property"; at home in Walworth, he is jovial, wry, and a tender caretaker of his "Aged Parent."
· Biddy - A simple, kindhearted country girl, Biddy first befriends Pip when they attend school together. After Mrs. Joe is attacked and becomes an invalid, Biddy moves into Pip's home to care for her. Throughout most of the novel, Biddy represents the opposite of Estella; she is plain, kind, moral, and of Pip's own social class.
· Orlick - The day laborer in Joe's forge, Orlick is a slouching, oafish embodiment of evil. He is malicious and shrewd, hurting people simply because he enjoys it. He is responsible for the attack on Mrs. Joe, and he later almost succeeds in his attempt to murder Pip.
· Mrs. Joe - Pip's sister and Joe's wife, known only as "Mrs. Joe" throughout the novel. Mrs. Joe is a stern and overbearing figure to both Pip and Joe. She keeps a spotless household and frequently menaces her husband and her brother with her cane, which she calls "Tickler." She also forces them to drink a foul-tasting concoction called tar-water. Mrs. Joe is petty and ambitious; her fondest wish is to be something more than what she is, the wife of the village blacksmith.
· Uncle Pumblechook - Pip's pompous, arrogant uncle. (He is actually Joe's uncle and, therefore, Pip's "uncle-in-law," but Pip and his sister both call him "Uncle Pumblechook.") A merchant obsessed with money, Pumblechook is responsible for arranging Pip's first meeting with Miss Havisham. Throughout the rest of the novel, he will shamelessly take credit for Pip's rise in social status, even though he has nothing to do with it, since Magwitch, not Miss Havisham, is Pip's secret benefactor.
· Compeyson - A criminal and the former partner of Magwitch, Compeyson is an educated, gentlemanly outlaw who contrasts sharply with the coarse and uneducated Magwitch. Compeyson is responsible for Magwitch's capture at the end of the novel. He is also the man who jilted Miss Havisham on her wedding day.
· Bentley Drummle - An oafish, unpleasant young man who attends tutoring sessions with Pip at the Pockets' house, Drummle is a minor member of the nobility, and the sense of superiority this gives him makes him feel justified in acting cruelly and harshly toward everyone around him. Drummle eventually marries Estella, to Pip's chagrin; she is miserable in their marriage and reunites with Pip after Drummle dies some eleven years later.
· Molly - Jaggers's housekeeper. In Chapter 48, Pip realizes that she is Estella's mother.
· Mr. Wopsle - The church clerk in Pip's country town; Mr. Wopsle's aunt is the local schoolteacher. Sometime after Pip becomes a gentleman, Mr. Wopsle moves to London and becomes an actor.
· Startop - A friend of Pip's and Herbert's. Startop is a delicate young man who, with Pip and Drummle, takes tutelage with Matthew Pocket. Later, Startop helps Pip and Herbert with Magwitch's escape.
· Miss Skiffins - Wemmick's beloved, and eventual wife.

A Midsummer Night’s Dream…
· Puck - Also known as Robin Goodfellow, Puck is Oberon's jester, a mischievous fairy who delights in playing pranks on mortals. Though A Midsummer Night's Dream divides its action between several groups of characters, Puck is the closest thing the play has to a protagonist. His enchanting, mischievous spirit pervades the atmosphere, and his antics are responsible for many of the complications that propel the other main plots: he mistakes the young Athenians, applying the love potion to Lysander instead of Demetrius, thereby causing chaos within the group of young lovers; he also transforms Bottom's head into that of an ass.
· Oberon - The king of the fairies, Oberon is initially at odds with his wife, Titania, because she refuses to relinquish control of a young Indian prince whom he wants for a knight. Oberon's desire for revenge on Titania leads him to send Puck to obtain the love-potion flower that creates so much of the play's confusion and farce.

· Titania - The beautiful queen of the fairies, Titania resists the attempts of her husband, Oberon, to make a knight of the young Indian prince that she has been given. Titania's brief, potion-induced love for Nick Bottom, whose head Puck has transformed into that of an ass, yields the play's foremost example of the contrast motif.
· Lysander - A young man of Athens, in love with Hermia. Lysander's relationship with Hermia invokes the theme of love's difficulty: he cannot marry her openly because Egeus, her father, wishes her to wed Demetrius; when Lysander and Hermia run away into the forest, Lysander becomes the victim of misapplied magic and wakes up in love with Helena.

· Demetrius - A young man of Athens, initially in love with Hermia and ultimately in love with Helena. Demetrius's obstinate pursuit of Hermia throws love out of balance among the quartet of Athenian youths and precludes a symmetrical two-couple arrangement.
· Hermia - Egeus's daughter, a young woman of Athens. Hermia is in love with Lysander and is a childhood friend of Helena. As a result of the fairies' mischief with Oberon's love potion, both Lysander and Demetrius suddenly fall in love with Helena. Self-conscious about her short stature, Hermia suspects that Helena has wooed the men with her height. By morning, however, Puck has sorted matters out with the love potion, and Lysander's love for Hermia is restored.

· Helena - A young woman of Athens, in love with Demetrius. Demetrius and Helena were once betrothed, but when Demetrius met Helena's friend Hermia, he fell in love with her and abandoned Helena. Lacking confidence in her looks, Helena thinks that Demetrius and Lysander are mocking her when the fairies' mischief causes them to fall in love with her.
· Egeus - Hermia's father, who brings a complaint against his daughter to Theseus: Egeus has given Demetrius permission to marry Hermia, but Hermia, in love with Lysander, refuses to marry Demetrius. Egeus's severe insistence that Hermia either respect his wishes or be held accountable to Athenian law places him squarely outside the whimsical dream realm of the forest.

· Theseus - The heroic duke of Athens, engaged to Hippolyta. Theseus represents power and order throughout the play. He appears only at the beginning and end of the story, removed from the dreamlike events of the forest.
· Hippolyta - The legendary queen of the Amazons, engaged to Theseus. Like Theseus, she symbolizes order.
· Bottom - The overconfident weaver chosen to play Pyramus in the craftsmen's play for Theseus's marriage celebration. Bottom is full of advice and self-confidence but frequently makes silly mistakes and misuses language. His simultaneous nonchalance about the beautiful Titania's sudden love for him and unawareness of the fact that Puck has transformed his head into that of an ass mark the pinnacle of his foolish arrogance.
· Quince - A carpenter and the nominal leader of the craftsmen's attempt to put on a play for Theseus's marriage celebration. Quince is often shoved aside by the abundantly confident Bottom. During the craftsmen's play, Quince plays the Prologue.
· Flute - The bellows-mender chosen to play Thisbe in the craftsmen's play for Theseus's marriage celebration. Forced to play a young girl in love, the bearded craftsman determines to speak his lines in a high, squeaky voice.
· Starveling - The tailor chosen to play Thisbe's mother in the craftsmen's play for Theseus's marriage celebration. He ends up playing the part of Moonshine.
· Snout - The tinker chosen to play Pyramus's father in the craftsmen's play for Theseus's marriage celebration. He ends up playing the part of Wall, dividing the two lovers.
· Snug - The joiner chosen to play the lion in the craftsmen's play for Theseus's marriage celebration. Snug worries that his roaring will frighten the ladies in the audience.
· Philostrate - Theseus's Master of the Revels, responsible for organizing the entertainment for the duke's marriage celebration.
· Peaseblossom, Cobweb, Mote, and Mustardseed - The fairies ordered by Titania to attend to Bottom after she falls in love with him.
Things Fall Apart…

· Okonkwo - An influential clan leader in Umuofia. Since early childhood, Okonkwo's embarrassment about his lazy, squandering, and effeminate father, Unoka, has driven him to succeed. Okonkwo's hard work and prowess in war have earned him a position of high status in his clan, and he attains wealth sufficient to support three wives and their children. Okonkwo's tragic flaw is that he is terrified of looking weak like his father. As a result, he behaves rashly, bringing a great deal of trouble and sorrow upon himself and his family.
· Nwoye - Okonkwo's oldest son, who Okonkwo believes is weak and lazy. Okonkwo continually beats Nwoye, hoping to correct the faults that he perceives in him. Influenced by Ikemefuna, Nwoye begins to exhibit more masculine behavior, which pleases Okonkwo. He maintains, however, doubts about some of the laws and rules of his tribe and eventually converts to Christianity, an act that Okonkwo criticizes as "effeminate." Okonkwo believes that Nwoye is afflicted with the same weaknesses that his father, Unoka, possessed in abundance.

· Ezinma - The only child of Okonkwo's second wife, Ekwefi. As the only one of Ekwefi's ten children to survive past infancy, Ezinma is the center of her mother's world. Their relationship is atypical—Ezinma calls Ekwefi by her name and is treated by her as an equal. Ezinma is also Okonkwo's favorite child, for she understands him better than any of his other children and reminds him of Ekwefi when Ekwefi was the village beauty. Okonkwo rarely demonstrates his affection, however, because he fears that doing so would make him look weak. Furthermore, he wishes that Ezinma were a boy because she would have been the perfect son.
· Ikemefuna - A boy given to Okonkwo by a neighboring village. Ikemefuna lives in the hut of Okonkwo's first wife and quickly becomes popular with Okonkwo's children. He develops an especially close relationship with Nwoye, Okonkwo's oldest son, who looks up to him. Okonkwo too becomes very fond of Ikemefuna, who calls him "father" and is a perfect clansman, but Okonkwo does not demonstrate his affection because he fears that doing so would make him look weak.

· Mr. Brown - The first white missionary to travel to Umuofia. Mr. Brown institutes a policy of compromise, understanding, and non-aggression between his flock and the clan. He even becomes friends with prominent clansmen and builds a school and a hospital in Umuofia. Unlike Reverend Smith, he attempts to appeal respectfully to the tribe's value system rather than harshly impose his religion on it.
· Reverend James Smith - The missionary who replaces Mr. Brown. Unlike Mr. Brown, Reverend Smith is uncompromising and strict. He demands that his converts reject all of their indigenous beliefs, and he shows no respect for indigenous customs or culture. He is the stereotypical white colonialist, and his behavior epitomizes the problems of colonialism. He intentionally provokes his congregation, inciting it to anger and even indirectly, through Enoch, encouraging some fairly serious transgressions.

· Uchendu - The younger brother of Okonkwo's mother. Uchendu receives Okonkwo and his family warmly when they travel to Mbanta and he advises Okonkwo to be grateful for the comfort that his motherland offers him lest he anger the dead—especially his mother, who is buried there. Uchendu himself has suffered—all but one of his six wives are dead and he has buried twenty-two children. He is a peaceful, compromising man and functions as a foil (a character whose emotions or actions highlight, by means of contrast, the emotions or actions of another character) to Okonkwo, who acts impetuously and without thinking.
· The District Commissioner - An authority figure in the white colonial government in Nigeria. The prototypical racist colonialist, the District Commissioner thinks that he understands everything about native African customs and cultures and he has no respect for them. He plans to work his experiences into an ethnographic study on local African tribes, the idea of which embodies his dehumanizing and reductive attitude toward race relations.

· Unoka - Okonkwo's father, of whom Okonkwo has been ashamed since childhood. By the standards of the clan, Unoka was a coward and a spendthrift. He never took a title in his life, he borrowed money from his clansmen, and he rarely repaid his debts. He never became a warrior because he feared the sight of blood. Moreover, he died of an abominable illness. On the positive side, Unoka appears to have been a talented musician and gentle, if idle. He may well have been a dreamer, ill suited to the chauvinistic culture into which he was born. The novel opens ten years after his death.
· Obierika - Okonkwo's close friend, whose daughter's wedding provides cause for festivity early in the novel. Obierika looks out for his friend, selling Okonkwo's yams to ensure that Okonkwo won't suffer financial ruin while in exile and comforting Okonkwo when he is depressed. Like Nwoye, Obierika questions some of the tribe's traditional strictures.

· Ekwefi - Okonkwo's second wife, once the village beauty. Ekwefi ran away from her first husband to live with Okonkwo. Ezinma is her only surviving child, her other nine having died in infancy, and Ekwefi constantly fears that she will lose Ezinma as well. Ekwefi is good friends with Chielo, the priestess of the goddess Agbala.
· Enoch - A fanatical convert to the Christian church in Umuofia. Enoch's disrespectful act of ripping the mask off an egwugwu during an annual ceremony to honor the earth deity leads to the climactic clash between the indigenous and colonial justice systems. While Mr. Brown, early on, keeps Enoch in check in the interest of community harmony, Reverend Smith approves of his zealotry.

· Ogbuefi Ezeudu - The oldest man in the village and one of the most important clan elders and leaders. Ogbuefi Ezeudu was a great warrior in his youth and now delivers messages from the Oracle.
· Chielo - A priestess in Umuofia who is dedicated to the Oracle of the goddess Agbala. Chielo is a widow with two children. She is good friends with Ekwefi and is fond of Ezinma, whom she calls "my daughter." At one point, she carries Ezinma on her back for miles in order to help purify her and appease the gods.
· Akunna - A clan leader of Umuofia. Akunna and Mr. Brown discuss their religious beliefs peacefully, and Akunna's influence on the missionary advances Mr. Brown's strategy for converting the largest number of clansmen by working with, rather than against, their belief system. In so doing, however, Akunna formulates an articulate and rational defense of his religious system and draws some striking parallels between his style of worship and that of the Christian missionaries.
· Nwakibie - A wealthy clansmen who takes a chance on Okonkwo by lending him 800 seed yams—twice the number for which Okonkwo asks. Nwakibie thereby helps Okonkwo build up the beginnings of his personal wealth, status, and independence.
· Mr. Kiaga - The native-turned-Christian missionary who arrives in Mbanta and converts Nwoye and many others.
· Okagbue Uyanwa - A famous medicine man whom Okonkwo summons for help in dealing with Ezinma's health problems.
· Maduka - Obierika's son. Maduka wins a wrestling contest in his mid-teens. Okonkwo wishes he had promising, manly sons like Maduka.
· Obiageli - The daughter of Okonkwo's first wife. Although Obiageli is close to Ezinma in age, Ezinma has a great deal of influence over her.
· Ojiugo - Okonkwo's third and youngest wife, and the mother of Nkechi. Okonkwo beats Ojiugo during the Week of Peace.

The structure of the English I final will be 90 multiple-choice questions and a color marking on one of 3 passages, each from a different book read this semester.
*NOTE: This is, by no means, a list of all terms needed to be known for the exam.  These notes were compiled in class over the course of the second semester.  For best results, study your notes on Great Expectations, A Midsummer Night’s Dream, and Things Fall Apart.
