
HALLOWEEN ELA • GOTHIC LITERATURE

Would You Survive Gothic Literature?
A one-class-period decision game set inside Blackthorn Hall

Students track two things: Dread and Clues.
• No required story or novel
• Designed for grades 9–12
• Approximately one 40-minute class period



HOW IT WORKS

Five rooms. Hidden consequences. One final choice.
Teams play one fictional heir and keep every choice secret until the reveal.

1 CHOOSE

Teams confer and lock in A, B, or C.

2 REVEAL

The consequence changes Dread
and Clues.

3 TRACK

Running totals follow the heir
through the house.

4 SURVIVE

At dawn, the final choice produces
one of six endings.



WHAT'S INCLUDED

Project. Print. Play.
The activity can run with the deck and only two student pages per team; the rest supports debrief and extension.

20 teacher-deck slides
PowerPoint + PDF

4 student pages
editable PowerPoint + PDF

3 teacher-guide pages
editable Word + PDF

Final Choice + light Gothic debrief

ORIGINAL FICTIONAL ACTIVITY • NO OUTSIDE TEXT REQUIRED • AP LIT-FRIENDLY


