
Creating Interactive Fiction  
with Twine 

 



In your browser, go to  twinery.org. 

On the sticky note on the right hand side of the webpage you will see links for using the 
online version, or downloading the OS X version. Anyone can use the online version. 
Only those users who are using a MacBook can download and install the OS X version.   
 

Click the “Skip” link when you are offered a tour of twine. 

Click the green “+Story” button on the right side of the window.  

 

You will be asked to give your story a name. It is NOT 
permanent. You can change it later.  Give your story a name and 
then click the “+Add” button.  

You are now looking at the “Editor View” of your story.  Each box on the editor view is called a passage. A 
passage is basically a screen or page in your story.  
When you hover over a passage with your cursor arrow, you will see some buttons appear: 

Delete the passage. 

Edit the passage. Play/Test the story starting at this 
passage/page. 

Change the appearance of 
the passage on the “Editor 
View” page (small, wide, tall, 
large).  

http://twinery.org


Click the “Edit” pencil icon to edit the passage. 

Note: Every passage has two parts to it, the title and the content.  The content is what your reader will actually 
see. The passage names are for you, the author. They are to help you keep you game/story organized. The 
reader will never see them.  

Give this first passage the title 
“Start”. 

Then type in a sentence to 
see what it will look like. 

 

In the lower-right corner of the screen, find the Test or Play icons to see what 
your passage looks like. When you click the Test or Play buttons, a new tab 
opens showing your text.   

 

Click on the previous tab to go back to the Editor View.  

Next, we are going to learn how to link two passages together (which is kind of the whole point of doing this.) 
Start by clicking the “Edit” pencil icon of your “Start” passage.  Add more text to your passage ending with a 
choice the reader has to make.  



To create the link to new passages, simply surround the word or words you want as the title of your newly 
linked passages with two square brackets. Like [[this]].   
The square bracket keys can be found on your keyboard just above the ‘ (apostrophe) “(quotes) key.  

When you type in the brackets you will notice that they will turn blue.  This is Twine’s way of letting you know 
that this word is now linked to a new passage. 

When you close that passage window you will see that two new passages are now 
viewable on your Editor view. 

To edit one of this passages, either hover over one can click the pencil Edit icon, or double-click the passage 
box.  

You can now continue creating your story with choices for the reader to make.  In the editor view, you can drag 
the passages to wherever you want them in your grid to make it organized for you.  

When making links, keep in mind that it doesn’t always have to be a choice between two things. I could be just 
a link to one new passage without a choice, or you could have multiple choices.  

You can also have the link that the reader sees and the title of the passage that you see in the Editor view be 
two different things.  For example, if you wrote: 

As you start to take out your cleaning supplies, you notice that your 
cell phone is ringing.  The display indicates that it is your mother. Do 
you [[answer it]] or [[ignore it]]? 

You would see this on the Editor View:  
Well maybe I want those two new passages to have different titles. If I go back 
in edit mode of the “clean” passage, I would enter a “pipe” character and then 
followed by the name I want the passage to have.  The “pipe” symbol is what 
you get when you hold down Shift and tap the backslash key just above the 
Enter/Return key on your keyboard. Look at how I did this with my “clean” 
passage.  

As you start to take out your cleaning supplies, you notice that your cell phone is ringing.  The 
display indicates that it is your mother. Do you [[answer it|good end]] or [[Ignore it|bad end]]? 

Now, instead of a passage called “answer it” and “ignore it”, I have a passage called “good end” and a passage 
called “bad end”. You may still see a passage named “answer” and “Ignore it” on the Editor View. Just delete 
them because they are no longer linked to any other passage. 

I entered the text below in my “begin” passage: 
As you start your car, you notice that your cell phone is ringing.  The display indicates that it is 
your mother. Do you [[answer it|good end]] or [[Ignore it|bad end]]? 



When I view the Editor View this is what I see: 
Notice that both “begin” and “clean” have a way of getting to both good and 
bad endings.   

To finish my interactive story, I only need to enter in a bad ending that could 
happen for both scenarios and good ending that is possible for both 
scenarios. 
 

You now know the basics of twine. You should be able to put an interactive story containing passages that 
have both text and links. 

Bad Ending


Your mother is calling to see if you can 
come to her house and help her clean her 
basement. Being a good son/daughter you 
do go and it ends up not only taking up 
your entire Saturday, but your Sunday as 
well. 

THE END

Good Ending


You let your mother's call go to voicemail. 
You end up having a great day that leaves 
you feeling satisfied and content.  When 
you listen to your mother's message, you 
find that she needs you to help her clean 
her basement. You have had such a great 
day today that you graciously agree to help 
her tomorrow. 

THE END


