
Don’t Go in the Attic!

A (Slightly) Creepy Choose-Your-Own Adventure



It’s a gloomy Monday morning in late 
autumn.  The school looks dark and ominous.  
Before you can even get to your locker, the 
principal calls you into his office.

“I know it’s you who’s been stealing all 
the oatmeal raisin cookies from the 
lunchroom,” Dr. Donovan says with a stern 
expression. 

“What?” you ask in surprise.  “I don’t even 
like oatmeal--”

Dr. Donovan waves your words away. “I’m 
willing to let your petty thievery slide if 
you do me a favor.  There’s a rumor going 
around that the school is haunted, and now 
some of the teachers are too scared to come 
to work.  I need you to check it out.”



“Um...okay,” you say.  Even though you weren’t 
the one who stole the cookies, it doesn’t sound 
like Dr. Donovan is going to believe you.

“Good decision,” says Dr. Donovan.  “Talk to 
Mrs. Odell or Mr. Aumack first.  You’re free to 
explore the entire school, but DON’T GO IN THE 
ATTIC!  From what I’ve heard, there’s a really 
scary ghost up there.  It’s WAY too dangerous 
for a child.” 

“When should I start?” you ask.

Dr. Donovan checks his watch.

“Right now,” he says.    

Go see Mrs. Odell or Mr. Aumack, or take a 
break and learn how to make your own 
choose-your-own adventure.



Mrs. Odell teaches 6th grade 
language arts.  Her room smells 
like lavender and free verse 
poetry.

“I keep hearing this stampede of 
footsteps running past my door,” 
she says.  “But when I check the 
hallway--there’s no one there!  
We’re having a poetry reading next 
week, and I don’t want the parents 
to send me angry emails!  Help!” 

Check Mrs. Odell’s closet, or go 

into the hallway.   



The neatly organized closet is 
packed with reams of paper and 
dusty old books.  You pull out 
a few drawers to investigate, 
but all you find are paper 
clips and mouse droppings.    

Do you want to continue your 
search in the hallway or 
explore the attic?  



As you walk down the 
hallway, locks rattle, 
lights flicker on and off, 
and locker doors slam shut.  
Mrs. Odell was 
right--something weird is 
going on here!

Run downstairs.

Slip into the lunchroom.

Head up to the attic.



Even though the air 
conditioner isn’t running, the 
lunchroom is freezing cold.  
You sense that you should get 
out of here quickly before 
something terrible happens.

Bravely investigate the lost 
and found at the back of the 
lunchroom.    

Explore the attic.

Go downstairs.



The gate is locked, perhaps protecting the 
students from some nameless horror that lurks 
in the attic.  As you tug on the bicycle chain, 
hoping it will come loose and allow you to 
investigate, Dr. Donovan bursts through the 
door behind you.

“WHAT ARE YOU DOING?” he exclaims.  “I TOLD YOU 
NOT TO GO IN THE ATTIC!”

He expels you on the spot. You are forced to 
attend The School for Horrid Boys and Girls 
down the road.  It’s about as much fun as it 
sounds.  

  THE END
Would you like to try a different path?



The lost-and-found is packed 
with lonely looking objects that 
have been cruelly abandoned by 
their human owners.  You can 
smell the month old remains of a 
tuna fish sandwich left in a 
lunchbox to rot. 

The lunchroom has gotten colder 
than ever.  You really think you 
should get out of there!

Inspect football.  

Inspect old water bottle. 

Go downstairs.



You go downstairs and notice a 
bunch of old trophies in the 
hall.  You remember there being 
a particularly old one from 
1912--but it’s missing!  As you 
look closer, a ghostly chorus 
of voices booms, “HE TOOK WHAT 
BELONGS TO US!  WE WON’T REST 
UNTIL IT IS RETURNED!”  

Check the attic.

Search the area for clues.



You pick up the football and turn it 
in your hands.  It’s recess time, you 
think.  Maybe I should give up all 
this ghost hunting business and—

Suddenly, you are tackled by ghostly 
figures wearing old-fashioned football 
uniforms. As your world turns black, 
you hear one of them say, “Game over, 
kid.”

THE END
Would you like to try a different path?



On the floor near the trophies 
is an answer key for a 6th 
grade math test. This must be 
Mr. Terpin’s, you think.  I 
wonder if he’s the one who took 
the trophy. Then again, maybe 
it’s just a coincidence. 

Look for more clues in the 
main office.

Check the computer lab.

Search Mr. Terpin’s room.



As soon as you enter the main 
office, the copy machine starts 
printing the same page over and 
over again:

STOP WASTING TIME AND RETURN WHAT BELONGS TO US.

Search the computer lab.

Check the attic.  (Maybe it will 
be safe this time!)

Sneak into Mr. Terpin’s 
classroom.



You enter the computer lab.  A 
monitor flickers to life and 
keys begin typing on their own.  
The moment you read the ominous 
words, you try to escape, but 
the door slams in your face and 
the lights turn off.  

You are...out of time.

THE END

Would you like to start again?



Mr. Terpin isn’t there, so you quickly search the room and find the 
trophy behind his desk!  The moment you reach for it, however, Mr. 
Terpin enters the room.

“I see you’ve found my secret,” he says with a guilty expression.  
“I know it isn’t mine, but you of all people must understand.  
Everyone knows you keep stealing the oatmeal raisin cookies--”

“Actually, I don’t even like--”

“I didn’t mean to cause any trouble,” Mr. Terpin says, his eyes 
filling with tears. “It’s just that I never won any trophies 
growing up.  I wanted one for myself!”   

You can hear the ghostly football team charging down the hall like 
rampaging rhinos. They’re going to be here any second--you need to 
act quickly!  

Leave the trophy with Mr. Terpin and save yourself.

Grab the trophy and make a run for it.

Convince Mr. Terpin to put the trophy back where it belongs.  



The water bottle slips from your 
hands and spills its disgusting 
contents across the floor. 
Unfortunately, it has been in the 
lost-and-found for so long that 
its contents have transformed into 
a sludge monster.

You no longer eat lunch in the 
lunchroom.  You are lunch.  

THE END

Would you like to start again?



You flee the room just as the spirits descend 
upon Mr. Terpin.  You hear his screams behind 
you as you run down the hallway.  

Now that the ghosts have their trophy back, 
they stop haunting the school.  
Unfortunately, your new math teacher is super 
mean, and everyone blames you. 

You lose all your friends and have to move.

THE END
Would you like to start again?



“If you don’t return the trophy where it belongs,” 
you tell Mr. Terpin.  “The football ghosts are going 
to tackle us to death!  How about this? If we get 
out of this alive, I’ll buy you a trophy for Best 
Math Teacher Ever!”

“Deal!” Mr. Terpin exclaims.

The two of you run downstairs with the ghosts on 
your heels and put the trophy back just in time!  
The ghosts exchange one last high five and then 
vanish into that endzone in the sky.

You tell Mr. Donovan the happy news and he gives you 
extra recess for the rest of the year!

THE END 

Would you like to start again?



You pick up the trophy. Mr. Terpin tries 
to grab it from your hands.  “It’s mine!” 
he shouts.  “Mine!  Mine! Mine!”

The two of you struggle--and the trophy 
flies across the room and breaks into two 
pieces.  

When the spirits of the football players 
arrive, they don’t just punish Mr. Terpin 
for what happened to their beloved 
trophy.  They punish you, too.

 THE END

Would you like to start again?



How to Make A Choose Your Own Adventure on Google Slides

STEP 1: Figure out your story.  It 
should have a REALLY simple plot 
that you can summarize in one 
sentence.  

STEP 2: ORGANIZE your story with 
index cards.  This is a must 
before you use the computer!  
You will get super confused 
otherwise.



More Organizing
STEP 3: Number each index 
card or scrap of paper.  
You’ll be glad you did later!  
Make a little note to 
yourself about what’s 
happening, but save the 
actual writing for later.

NOTE: You’ll be tempted to 
make a ton of paths and 
endings.  DON’T.  Limit 
yourself to 15 cards, total.  



Google Slides

STEP 4: Open a new 
Google Slides 
presentation.  

STEP 5: To make one 
slide hop to another 
slide, highlight the 
word, then go to 
INSERT and LINK (or 
just press CTRL-K).



Hyperlinks Are Your Friend

STEP 6: Now all you 
have to do is turn 
that word or phrase 
into a “hyperlink” that 
will jump somewhere 
else in your 
presentation. This is 
where your index 
cards come in handy!  



More Advice

Do ALL your writing before you add 
pictures.  And remember that this 
is a story, so you need to put a lot 
of care into your writing.  It 
matters!

Make sure you play every possible 
path before sharing it with 
someone so you know it works!

Have fun!!!



Mr. Aumack is preparing a lesson in the 
library.  You explain that Dr. Donovan sent 
you to help.

“It’s about time,” says Mr. Aumack.  “All 
the students are too scared to come to the 
library.  They claim an invisible spirit 
keeps knocking books out of their hands and 
shoving them out the door.  Can you figure 
out what’s going on?”

You reassure Mr. Aumack that you’ll get to 
the bottom of this!

Do you want to search the attic or the 
library office? 



The librarian’s office is clean and organized.  
Some characters from a popular children’s book 
stare out the window.  

You notice an old photograph of Matilda 
Bookworm, a severe looking woman who was the 
original librarian at your school over a 
hundred years ago.  You’ve heard some scary 
stories about her.  Apparently she used to 
lock students up in the attic when they 
shelved a book in the wrong place.  

You remember that Matilda Bookworm actually 
died in this very office--and decide to leave 
quickly. 

Do you want to search the school for clues, 
check the shelves, or go up to the attic?



It’s a beautiful library.  Unfortunately, 
some of the books are out of order.  

Maybe I should fix them, you think.  If 
Matilda Bookworm is the spirit who has been 
harassing the other students, she may like 
that.  Of course, if I put the books in the 
wrong order, she won’t like that at all.  
I’d better be careful.

Switch the first book with the third book.

Switch the second book with the first book.

Switch the third book with the second book.



There’s a weird plant here that 
looks like some kind of science 
experiment.  Other than that, 
it’s a pretty normal school 
hallway.

Do you want to keep exploring 
the school, go to the attic, or 
head back to the library?



This particular hallway seems to stretch 
into eternity. You suddenly feel dizzy, 
overwhelmed by all the possible paths you 
could be taking…

Explore the attic.  (Maybe things will be 
different this time.  You never know.)

Check the bulletin board for clues.

Hey!  What’s that weird shape over there?

Go back to the library.

Sneak out of the school and investigate 
the playground.



The bulletin board is called “Famous Tweets 
from History.”  You learn that Albert Einstein 
tweets under the hashtag #BigHairDon’tCare, 
while Abraham Lincoln prefers 
#FourScoreandSeven.  Fascinating stuff.  In 
fact, the bulletin board is so interesting 
that you find yourself reading every single 
word--until Dr. Donovan shows up.  He doesn’t 
look happy.

“I gave you a job to do,” he snaps.  “Why are 
you just standing here?  Get back to work!”

Check out the weird shape in the hallway.

Go back to the library.

Sneak out of the school and investigate the 
playground.



What is this weird yet entrancing shape 
chipped into the radiator?  A warped 
version of a United States map?  A cat 
wrestling with a chicken?

You stare at it in fascination, mulling the 
infinite possibilities.  Hours pass.  
Suddenly the hallway fills with children, 
and you realize that school is over.

Oh well, you think.  Guess it’s too late to 
help Dr. Donovan now.  Maybe another day.

THE END
Would you like to start again?



You check the hallway and quickly sneak 
outside.  Recess is over. The playground 
seems a little spooky without the usual 
sounds of children.  Despite the cool 
autumn day, beads of sweat run down your 
back.  If you get caught outside you’re 
going to be in huge trouble!    

This is a really bad idea, you think.  I 
should go back inside the school.

Return to the library.

Investigate the attic. What could go wrong?

Throw caution to the wind and leave the 
school grounds completely.



You walk down the street.  Cars zoom past 
you in either direction.  You try to hide 
your face, afraid that one of the drivers 
will recognize you.

“What are you doing?” you mutter to 
yourself.  “You’re going to get expelled!  
Get back to the school now!”

Return to the library. 

Keep walking down the street.



You keep walking until you come to the 
local Starbucks.  It’s surprisingly 
crowded for the middle of the day.    

RUN BACK TO THE LIBRARY 
BEFORE YOU GET IN HUGE 
TROUBLE

Go inside.



A ghostly presence makes a small 
grunt of approval--you shelved the 
books correctly!  You feel cold 
hands push you onward to a new part 
of the library.  Here are more 
books that need to be fixed.

Switch the first and third books.

Switch the first and second books.

Switch the second and third books.



Alas, you shelved the books 
incorrectly.  The ghostly 
librarian, furious at your 
failure, drags you from the 
“living” to the “non living” 
section of the library.

THE END
Would you like to start again?



A cold breeze of ghostly air 
carries you to another section 
of the library…

Switch the first and third books.  

Switch the second and third books.

Switch the first and second books.



Matilda Bookworm materializes in front of 
you.

“Thank you for fixing the library,” she 
says.  “Now warn the other children that if 
they don’t keep things neat and tidy, I’ll 
be back.  And this time, I won’t be so 
nice.”

She vanishes.

THE END
Would you like to start again?



Starbucks is packed with people.  A small 
crowd of customers stare angrily at the 
beleaguered barista.  It seems like they’ve 
been waiting for a long time.

You notice a third grade teacher from your 
school, Mrs. Gill, cradling a vanilla latte 
at a nearby table.  Fortunately, she 
doesn’t see you yet.

You can sneak back to the library, get in 
line for a refreshing beverage, or talk to 
Mrs. Gill. 



You decide to wait in line for a drink, so 
at least when you get suspended for leaving 
the school you won’t be thirsty.  Fifteen 
minutes pass. The line doesn’t move at all.  
You hear the woman at the front of the line 
order a “triple, venti, half-sweet, 
non-fat, caramel macchiato.”  

It’s like they’re speaking in a different 
language, you think, baffled by the strange 
ways of grown-ups.

Do you talk to Mrs. Gill (who looks like 
she’s getting ready to leave), check out 
the attic (because that always goes well), 
or keep waiting in line?



Take the key and go to the attic. 

Wimp out and go back to the 
library.

http://www.youtube.com/watch?v=90Bk10IQvRw


Determined to get your beverage, you cross 
your arms and wait in line.  Minutes pass.  
Then hours.  Then weeks.  The line seems to 
get longer and longer.  You find your life 
passing by in a blur of ristretto shots and 
bad jazz music, until 127 years later, you 
finally ease your ancient body up to the 
register.  You manage to croak, “Could I 
please have a venti decaf--” before 
disintegrating into dust and blowing away.

THE END
Would you like to try a different path?



You use the key to unlock the 
gate to the attic.  It swings 
open with a creaking noise.  

With trembling legs, you force 
yourself to climb the stairs.

Click here.  (You no longer have a choice.)



You make a right at the top of the 
stairs and enter a room filled with 
costumes.  You think you hear a sound in 
another part of the attic, but hopefully 
it’s just the frantic beating of your 
heart.  

Pass through the door to the left.

Pass through the door to the right.

Go through the door straight in front of 
you.

Quit school and join the circus.

 



Before you stands the world’s most 
ominous looking doorway.  Only a true 
fool would pass through it into the 
darkness that covers the far reaches of 
the attic, especially when you can hear 
something moving on the other side.  
There’s no question about it--you are no 
longer alone.  

But as long as you’ve come this far…

Next...



In the next room, you find Dr. Donovan eating an oatmeal cookie.  
He has hundreds of them up here.  Maybe thousands.

“What are you doing?” screams Dr. Donovan.  “I told you not to come 
up here!”

“Because this is where you’ve hidden all the cookies you’ve 
stolen!” you exclaim.  “There’s no ghost up here at all!”

Dr. Donovan blushes.  

“Fine.  You’ve got me.  How about you forget all about this and 
I’ll share some cookies with you?”

“No way!” you exclaim.  “I don’t like oatmeal cookies!”

“Then how about I just make you principal instead?”

“Now you’re talking,” you say.

THE END



You are greeted by the ghostly 
forms of two children.  

“Ms. Bookworm sent us up here as 
a punishment when we didn’t keep 
the library in order,” the girl 
says.  “Only she locked the door 
and forgot all about us.  But 
now that you’re here, we have a 
new playmate!” 

The last thing you hear is the 
door slam shut behind you.

THE END
Would you like to try a different path?



CIRCUSES HAVE CLOWNS!  ARE YOU OUT OF 
YOUR MIND?  WHAT THE HECK WERE YOU 
THINKING? 

I DON’T KNOW WHAT HAPPENS TO YOU, 
BECAUSE I’M SMART ENOUGH TO NEVER GO 
NEAR A CIRCUS.  

WHATEVER IT IS--IT ISN’T GOOD.

 THE END.  OBVIOUSLY.
Would you like to try a different path that doesn’t 
involve clowns?



Return

http://www.youtube.com/watch?v=o3AmMhzLuIY

