Twine

Cognitivism Constructionism Storytelling

Twine is an “open-source tool for telling interactive, nonlinear stories” (Twine, 2020, para. 1). With Twine, users
can create and choose their own adventure stories, games, and hyperlinked texts (example Twine “Arcadia” by
Jonas Kyratzes). Twine was created in 2009. As an open-source tool, several individuals have expanded and
modified Twine. Twine is available on Mac OS X, Windows, and Linux. Designing with Twine can increase

students’ interest, enhance engagement, and deepen their learning.

Twine is an open-source tool for telling
Interactive, nonlinear stories.
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https://edtechbooks.org/keyword/513
https://edtechbooks.org/keyword/928
https://edtechbooks.org/keyword/1072
http://twinery.org/
http://twinery.org/
http://www.jonas-kyratzes.net/arcadia/arcadia.html
http://www.jonas-kyratzes.net/arcadia/arcadia.html

Learning

Cognitivism & Constructionism

Ease of Use ) GASASAatd
Privacy WK e
Accessibility v P v
Class Size Unlimited
Login No
ISTE*S Knowledge Constructor & Creative Communicator
COPPA/ No COPPA/FERPA policy found. Check with your school IT administrator.
FERPA
Ease of Use

Twine is difficult to learn to use due to limited instructions on the site. Instructions are needed to navigate smoothly.

Privacy

There is no privacy statement available for Twine.

Accessibility

Twine does not have an accessibility statement or VPAT available. The Twine homepage features images without alt
text descriptions, which indicates a lack of willingness to design for accessibility.
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https://www.learning-theories.com/cognitivism.html
https://en.wikipedia.org/wiki/Constructionism_(learning_theory)
http://www.iste.org/standards/standards/for-students-2016

Twine in 120 Seconds Overview Video

Twine is an open-source tool for ¥, Download 2.35
. . . . . For Windows, mac0$, and
telling interactive, nonlinear stories. Linux (32-bit)

You don't need to write any code to create a simple story Use fonline

with Twine, but you can extend your stories with variables, Version 1.4.2 for Windows and
conditicnal logic, images, CSS, and JavaScript when you're 05 X is also available.

ready.

Twine publishes directly to HTML, so you can post your work
nearly anywhere. Anything you create with it is completely
free to use any way you like, includia .
purposes.

Do you love Twine?
Help support its development!

Twine was originally created by ¢
now maintained by a whole bun o

different repositories. .
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Cookbook
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authoring tasks

Wiki
reference documentation

Watch on YouTube

Twine & the SAMR Model

Dr. Ruben Puentedura’s SAMR model offers a lens for examining how technology is adopted in a classroom. As you
strive to incorporate online tools into your classroom, we encourage you to use this model as an analytic tool.

Here is an example of how Twine might fit within the SAMR model:

o Substitution: Students can use Twine to read text-based stories instead of reading from a book.

« Augmentation: Students can use Twine to interact with text, games, and stories to deepen their understanding.

o Modification: Students can choose several outcomes of what they read. Students can choose the direction in
which they want the story to go and explore different endings.

« Redefinition: Students can create their own interactive stories/games on their own to share with classmates.

Far too often, technology is used as a direct substitute for other low-tech tools (e.g., pencil and paper). While
substitution has some benefits (e.g., students develop their technology skills and knowledge), we encourage you to
think about how you might use Twine to modify or redefine learning.

Learning Activities
Math

All students start with the same math problem and are given the final answer. They use Twine to map out the middle
portion of the problem-solving process. Then, they share their work with peers and decide which of their peers’
mindmaps to use to create an interactive math story on Twine.
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https://www.youtube.com/watch?v=CWw9z0oHZMk&autoplay=1
http://www.emergingedtech.com/2015/04/examples-of-transforming-lessons-through-samr/
https://www.youtube.com/watch?v=CWw9z0oHZMk&autoplay=1

Science

Students can create interactive stories about the process of plant growth. The story can change depending on how
much sun exposure or water is received by the plant. Or, students could create a story about the cell cycle including
different outcomes such as cancerous versus healthy cells.

English/Language Arts

Students can recreate a famous story on Twine, but add a twist in the plot or alternate ending.

History

Students can create timeline stories of historical events. They can add different variations depending on whose side of
the story is being told.

Art

Students can create an interactive game about a famous artist. They could also use Twine to create an explanation of
the steps that they used to create their final art project.

World Language

Students can use Twine to explain how verbs are conjugated depending on whom the verb is referring to. Also, they can
use Twine to illustrate the history of a country that speaks that specific language. For example, students could use
Twine to create an interactive story about the history of Flamenco for a Spanish class.

Resources

o Teaching with Twine: Lesson Plans

o Twinery

« Twinery Start

o Education and Twine

e Twine 2.0 — Introduction / Tutorial #1

e The Twine® Grimoire - “an unofficial introduction to using CSS and HTML to customize the appearance and
behavior of projects made in Twine 2.0”

o Interactive Fiction in the Classroom
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https://teachingwithtwine.wordpress.com/resources/
https://twinery.org/wiki/resources
https://twinery.org/wiki/start
https://www.commonsense.org/education/website/twine
https://www.youtube.com/watch?v=iKFZhIHD7Xk
https://grimoirtua.itch.io/grimoire-one
https://www.edutopia.org/blog/interactive-fiction-in-the-classroom-matthew-farber

How to Use Twine

1. Go to www.twinery.org.
2. Use Twine online or download the latest version for Windows, macOS, and Linux.

Download 2.3.6

For Windows, mac0S, and
Linux (32-bit)

s

Use it online

Version 1.4.2 for Windows and
0S5 X is also available.

Do you love Twine?
Help support its development!

3. Click ‘+Story’ to create a new story.

Twine

X Irupart From File
= archive
[# Formats
= Language

9 Help

4. Name your story and click add.
5. To edit your story, go to your story on the grid and click the edit button.
6. Begin typing your story.
7. To create an interactive story, put two square brackets on the left and right of the text.
o This will bring you to the next default page and you can go on from there adding however many interactive
clicks you desire.
o For interactive choices on the same page, [[add two brackets each]] to both sides of the text.
o To have your interactive clicks labeled [[different than what is in the bracket]] put a -> right after the text with
your desired label to click on. Ex: [[words in text]] ->desired label.
o Clicking the rocket will start your story on what page you want.
8. To save your file, right-click on test and click publish to file, saving to your downloads.

855


http://www.twinery.org/
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This content is provided to you freely by EdTech Books.

Access it online or download it at https://edtechbooks.org/onlinetools/twine.
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https://link.springer.com/chapter/10.1007/978-3-319-45841-0_8
https://journals.sagepub.com/doi/full/10.1177/2042753016689635
https://pdfs.semanticscholar.org/2c5d/842d8889cc406319bffb9efe9f4642b700ea.pdf
https://www.erudit.org/en/journals/kula/1900-v1-n1-kula06582/1084223ar/abstract/
https://www.erudit.org/en/journals/kula/1900-v1-n1-kula06582/1084223ar/abstract/
https://edtechbooks.org/onlinetools/twine
https://edtechbooks.org/license/cc_by-nc

