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school of 
scƒring

The right line

MIKE HAS BEEN ACCEPTED INTO THE SCARING PROGRAM AT 
MONSTERS UNIVERSITY! HELP HIM CHOOSE THE RIGHT BUS LINE 
TO GET TO CAMPUS AND START ATTENDING HIS CLASSES.

the school of scaring
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MIKE HAS TO GET TO THE SCHOOL OF SCARING FOR HIS FIRST 
CLASS, BUT HE CAN’T FIND THE WAY! FOLLOW THE DIRECTION 
THE EYE IN THE M LOGO IS LOOKING TO FIND THE RIGHT PATH, 
BUT DON’T WALK TWICE ON THE SAME “TILE”.
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MONSTERS
U N I V E R S I T Y

VALID FALL/SPRING SEMESTER

SIGNATURE

STUDENT

MAJOR
Scaring
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SIGNATURE

STUDENT

MAJOR
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STUDENT

MAJORMAJORMAJOR MONSTERS
U N I V E R S I T Y
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SIGNATURE
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New Age Philosophy

VALID FALL/SPRING SEMESTER

SIGNATURE

STUDENT

MAJOR
ScaringScaringScaringScaring

SIGNATURE

STUDENT

MAJOR
New Age PhilosophyNew Age Philosophy

ƒ

c
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ID cards

AFTER REGISTRATION AT 
MONSTERS UNIVERSITY, EACH
STUDENT GETS A PICTURE 
TAKEN FOR HIS ID CARD. 
BUT NOT EVERY SHOT IS 
PERFECT. CAN YOU WRITE 
THE OWNER’S NAME ON 
EACH ID CARD? 

 

terri & terry perry

ƒrt

Scott Squibbles ƒkƒ Squishy don cƒrlton
jƒmes p. sullivƒn

ƒkƒ Sulley
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N. A . SULLIV MES P A ON, E - J T RL A  - DON C D, TRA  SQUIBBLES, C - TT , B - SCO Y Y PERR ERR T Y & ERR T S = A - DRA D C I Answers: 
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fliers and ads
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ON THE CAMPUS NOTICE BOARD THERE 
ARE SO MANY FLIERS AND ADS THAT 
EVEN A THREE-EYED MONSTER CAN’T 
FIGURE OUT WHICH ONES APPEAR 
JUST ONCE. CAN YOU? 
TIP: FLIERS ARE THE SAME EVEN 
IF THEIR COLORS DON’T MATCH.

© Disney/Pixar

. ouncil” C eek r G MU essons”, “ L uitar G lood Drive”, “ B y”, “ car S ot N ife L eading – A R pecial S S = “ AD  DNA LIERS F Answer: 
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mike’s posters

MIKE FINALLY REACHES HIS ROOM IN 
THE DORM AND THE FIRST THING HE 
DOES IS HANG HIS POSTERS. WHICH OF 
THE PICTURES ON THE SIDE PERFECTLY 
MATCHES THE EMPTY SPACE ON THE WALL?

games

games

1

2

3

where’s my roomie?

RANDY BOGGS, MIKE’S NEW ROOMMATE, HAS AN UNUSUAL 
TALENT. HE CAN BECOME INVISIBLE! CAN YOU GUESS WHICH  
OF THESE DOTTED FIGURES BELONGS TO RANDY?

b cƒ
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. C ? = ROOMIE  HE  T S’ HERE ERS = 3; W T : MIKE’S POS Answers
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... ...

... ...

... ...

brotherhood check

THERE ARE MANY BROTHERHOODS AT MONSTERS UNIVERSITY, AND
EACH OF THEM HAS ITS OWN SYMBOL. CAN YOU GUESS WHICH 
SYMBOL APPEARS MOST OFTEN IN THE GROUP BELOW?

 

-5, EEKS-5, JOXS-4, HSS-4, PINKS-3. OKS  = RORS-6, CHECK HERHOOD T BRO Answer: 

oozma kappa .................

slugma slugma kappa 

python nu kappa ..........

roar omega roar ...... 

jaws theta chi .............

eta hiss hiss ..................
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scare games sign up

THE ANNUAL SCARE GAMES IS A SCARING COMPETITION 
BETWEEN THE MONSTERS UNIVERSITY BROTHERHOODS. WOULD 
YOU LIKE TO SIGN UP? YOU JUST NEED TO MAKE UP A TEAM.
CHOOSE A SYMBOL AND THE TEAM’S NAME, CREATE 6 MONSTERS 
USING THE ELEMENTS. THEN COLOR YOUR MONSTERS.

SYMBOL NAME OF YOUR TEAM

NAME OF THE TEAM LEADER NAME OF THIS MONSTER

NAME OF THIS MONSTERNAME OF THIS MONSTER

NAME OF THIS MONSTER

NAME OF THIS MONSTER

...............................................................................................

............................................. .............................................

..........................................................................................

.............................................

.............................................
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stƒrt

catch archie!

...................................................................................................................................
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SULLEY HAS STOLEN ARCHIE THE  
SCARE PIG — RIVAL SCHOOL FEAR  
TECH’S MASCOT — TO IMPRESS 
THE ROAR OMEGA ROARS. BUT WHEN 

ARCHIE ESCAPES, MIKE 
AND SULLEY HAVE 
TO CHASE AFTER HIM. 
HELP THEM CHOOSE 
THE RIGHT PATH 
THROUGH THE CAMPUS 
TO CATCH ARCHIE.

© Disney/Pixar

...... ! = RCHIE  A CH AT C olution: S
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2 3 4 5 61

ƒ c

B e g h ifd

door design

IN THE DOOR TECH 
DEPARTMENT, STUDENTS 
TEST DOORS TO THE 
HUMAN WORLD. WHICH 
OF THE DOORS BELOW IS 
IDENTICAL TO  THE DOOR 
TO THE RIGHT?

Scream Can Design

“SOME SAY THAT A CAREER AS A SCREAM CAN DESIGNER 
IS BORING, UNCHALLENGING, AND A WASTE OF A MONSTER’S 
POTENTIAL,” DRONES THE SCREAM CAN DESIGN TEACHER, 
PROFESSOR BRANDYWINE. CAN YOU SPOT THE CORRECT 
COMPONENTS THAT BELONG TO THE ORIGINAL CAN ON THE LEFT?

. H, E  = A, D, ESIGN N D A M C A  = 5; SCRE ESIGN  D OOR : D Answers

TOPoriginƒl BOTTOM BODY CAPACITY DISPLAY
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mike or sulley?

stƒrt
here!

sulley

mike
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THEY’RE BOTH NICE MONSTERS, BUT 
IF YOU WERE ONE OF THEM, WHICH 
WOULD YOU BE? TAKE THIS QUIZ
AND FIND OUT!

HOW DO YOU 
USUALLY SPEND 
YOUR SPARE TIME?

READING A BOOK

WATCHING 
WHICH COLOR DO YOU SPORTS

WHAT DO YOU DO WEAR MORE OFTEN?
THE DAY BEFORE  
A SCHOOL TEST?        BLUE

STUDY        GREEN

RELAX

WHAT WOULD YOU 
GIVE AS A GIFT TO YOUR 

BEST FRIEND?
WHAT WOULD YOU DO

TO HELP YOUR TEAM WIN? A HALF-EATEN
 PIZZA

ANYTHING
A BOOK ABOUT 

YOUR BEST SCARING

YOU ARE SUDDENLY 
IN DANGER!

YOU RUN AWAY

YOU MAKE A PLAN

© Disney/Pixar
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Studying

makes 

a Difference

MIKE CAN NEVER GET ENOUGH 
WHEN IT COMES TO STUDYING. 
BUT SOMETIMES  HE GOES A 
LITTLE OVERBOARD! SPOT THE 7 
DIFFERENCES BETWEEN THE TWO 
STACKS OF BOOKS! (DON’T INCLUDE
MIKE’S EXPRESSION)

Solution: CULTURE MAKES A DIFFERENCE = ...............................................
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1 3

4

2

?

the flying dean

YOU CAN OFTEN SEE THE FRIGHTENING-LOOKING HEAD OF THE 
SCARING PROGRAM, DEAN HARDSCRABBLE, FLYING OVER THE 
CAMPUS. WHICH OF THESE SHADOWS BELONGS TO THE ORIGINAL 
IMAGE OF DEAN HARDSCRABBLE? 

Originƒl 
deƒn Hƒrdscrƒbble

the missing cookie

1

ƒ b c

2 3 4
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OOZMA KAPPA MEMBERS KNOW THAT SQUISHY’S MOM BAKES 
DELICIOUS COOKIES. CAN YOU GUESS WHICH OF THE 3 COOCKIE 
SHAPES AT THE BOTTOM COMPLETES THE SEQUENCE BELOW?

. B  = COOKIE  MISSING  HE N = 3; T AE D ING LY F HE : T Answers

© Disney/Pixar
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scaring 101 test
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ARE YOU A GENIUS IN SCARING? IF SO, IT WILL BE EASY FOR YOU 
TO GET AN A+ AFTER ANSWERING PROF. KNIGHT’S QUESTIONS.

WHICH IS THE SCARIEST EYES EXPRESSION?

A B C

WHAT SHOULD THE GRAPH OF A SCREAM LOOK LIKE?

TIME

PO
W

ER

PO
W

ER

TIME

A B

WHICH CHILD’S FACE IS 
SCARED?

A B

WHICH FIGURE 
COMPLETES 
THE LEFT 
PART OF THE 
DRAWING?

A

B

C

WHICH SYMBOL LOOKS LIKE
A REAL SCARER?

A B

DC

. C , 4-A, 5- B , 3- B , 2- C  = 1- T ES T RING 101 A : SC Answers

© Disney/Pixar
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bƒ

ƒ cb d... ...... ...

c d

exit

toxicity challenge

23

1

2

1

2

1

2 3

3 3

4
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THE FIRST EVENT OF THE SCARE GAMES IS A RACE THROUGH 
A DARK TUNNEL FILLED WITH STINGING GLOW URCHINS. THE 
OBJECT OF THE CHALLENGE IS TO AVOID THE URCHINS AND 
  REACH THE END OF THE TUNNEL AS QUICKLY AS POSSIBLE.  
       FROM WHICH OF THE FOUR START POSITIONS CAN YOU FIND 
        THE WAY OUT OF THE MAZE WITH THE FEWEST STEPS?

LLENGE = C. A Y CH T OXICI T Answer: 

© Disney/Pixar
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3 3

3 33

3
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2 2
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avoid the parent

G

S

A

M

I

U
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O

K

X

E

Q

H

T

B

N

J

Y

D

P

L

Y

F

R

ƒrt

Squishy

don

terri & terry
Sulley

mike

sulley: A+G+H+N+T=6    don: ................................. = ...    terri & terry: .................................. = ...
ƒrt:  .................................. = ...    mike: .................................. = ...    squishy:  .................................. = ...
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IN THE SECOND CHALLENGE, THE TEAMS HAVE TO SNEAK 
THROUGH THE LIBRARY AND CAPTURE THEIR TEAM’S FLAG 
WITHOUT GETTING CAUGHT BY THE LIBRARIAN. HELP EACH OF 
THE OK MEMBERS MOVE AMONG THE DESKS. TRY TO FIND THE 
PATH THAT ADDS UP TO THE LEAST AMOUNT OF NOISE-POINTS 
POSSIBLE.

+X=5. Q+K+E+F: : D+J+K+Q+X=5, MIKE: E+K+Q+K=4, SQUISHY TRA
+I+J+K+Q+X=4, C: Y ERR T ERRI & T =5, T ON: B+H+N+ D =6, T +G+H+N+ A:  = SULLEY T REN A HE P T D VOI : A Answers

14



games

...........

1- Second horn on blue 
monster’s head, tentacle of 

orange monster, missing eye 
of pink monster; 2- Third eye 

and longer tooth of green 
monster, extra arm of pink 
monster; 3- Fourth head, 

green stripes on back, bigger 
furry collar; 4- Blue hair, extra 
stripe on body, longer yellow 

nails on left foot.

scary different

WHAT DO THESE SCARERS HAVE IN COMMON? NOTHING -- EACH 
OF THEM HAS SOMETHING SPECIAL. NOW TAKE A BETTER LOOK, 
AND YOU’LL FIND OUT THAT EVEN BETWEEN EACH OF THE 4 SETS 
OF IMAGES THERE ARE 3 DIFFERENCES. CAN YOU SPOT THEM?

originƒl
originƒl

originƒl

originƒl

3
1

2

4
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we scare because we carescary different

goooooo!!!

...

int_DwM1Ca_DPWMOCA988.indd   16 3/20/13   1:19 PM
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MIKE ASKS MS. SQUIBBLES TO DRIVE THE OKS TO MONSTERS, INC. 
SO HE CAN SHOW HIS FRIENDS WHAT THE PROFESSIONAL 
    SCARERS LOOK LIKE. UNFORTUNATELY, THE SECURITY GUARDS   
    SPOT THEM AND THEY MUST RUN QUICKLY BACK TO THE CAR.
    HELP THEM THROUGH THE MAZE AVOIDING THE GUARDS.

RE = .................................. A E C W USE A RE BEC A E SC W olution: S
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1 2 43

THE OK TEAM IS TRAINING HARD FOR THE SCARE GAMES.  
EVERY MORNING MIKE’S ALARM CLOCK GOES OFF VERY EARLY. 
CAN YOU GUESS WHAT TIME THE ALARM IS SET FOR? 
FIND OUT BY BLACKING OUT THE SEGMENTS IN THE CLOCK’S 
DIGITS THAT MATCH THE DARKENED SEGMENTS IN THE PHRASE 
BELOW. 

wƒy in

e

d f i

g

h

n

l

k

o

p r t

j

b

c

m
q

s

u

ƒ goƒl

Rise and Shine!

MOVE 
IN ANY 
DIRECTION:

JUMP
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in a child’s room 

ONE OF THE MOST IMPORTANT SKILLS THAT A SCARER SHOULD 
HAVE IS TO MOVE QUICKLY IN A CHILD’S ROOM. CAN YOU FIND 
THE SHORTEST WAY FROM THE CLOSET TO THE CHILD’S BED? 
AVOID ALL OBSTACLES AND DON’T MAKE A SOUND!

 ’S ROOM = A-E-G-H-L-K. D  CHIL A ! = 06:00; IN SHINE D N  A RISE Answers: 

© Disney/Pixar
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stƒrt

es

No

EXIT

don’t scare the teenS Y
..........................

int_DwM1Ca_DPWMOCA988.indd   18 3/20/13   1:20 PM
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THE COMPETITORS HAVE TO MAKE THEIR WAY THROUGH A 
LARGE MAZE IN WHICH CARDBOARD FIGURES OF CHILDREN 
AND TEENS POP UP ALONG THE WAY. THE GOAL IS TO 
SCARE THE CHILDREN AND AVOID THE TEENS. MOVE FROM 
ONE ICON TO THE NEXT UNTIL YOU REACH THE EXIT.

EEN = .............................................. T HE T RE A  SC T ON’ D olution: S

18



games

3
2

1

hide-and-sneak

IN THE FOURTH EVENT OF THE SCARE GAMES, MONSTERS 
HIDE IN THE DARK, WHILE REFEREES TRY TO SPOT THEM 
WITH FLASHLIGHTS. WHICH FLASHLIGHT IS SHINING ON THE 
MOST  MONSTERS? TIP: A MONSTER IS CAUGHT EVEN IF NOT 
COMPLETELY LIT UP.

int_DwM1Ca_DPWMOCA988.indd   19 3/20/13   1:20 PM

 = 1. KA SNE D N  A E D HI Answer: 
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dig deep!
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SULLEY DECIDES TO TEACH HIS FRIEND HOW TO BE SCARY. 
MIKE TRIES A HEARTFELT ROAR, BUT SULLEY WANTS MORE.
TRY TO ORDER THE ROARS FROM THE SOFTEST (SMALL 
LETTERS) TO THE LOUDEST (BIG LETTERS).

. A -E- D -C-B-G-H- F ! = EEP  D IG : D Answer
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in the scare simulator

scare games scoreboard

IN THE FINAL EVENT OF THE SCARE GAMES, EACH MEMBER OF 
THE OKS COMPETES AGAINST ONE OF THE RORS. ONE AFTER 
ANOTHER, THE SETS OF PLAYERS HAVE TO HEAD THROUGH 
THE SIMULATOR. WHEN THEY COME OUT, THE SCOREBOARD 
SHOWS THE LEVEL OF THE SCARE PERFORMED BY EACH PLAYER. 
WHICH TEAM WILL WIN? COLOR IN THEIR SCORES AND ADD THEM 
UP TO FIND OUT.

Sulley

Sulley

Johnny

Johnny

don

don

totƒl totƒl

mike

mike

ƒrt

ƒrt

chet

chet

jƒvier

jƒvier

rƒndy

rƒndy

squishy

squishy

terri & terry

terri & terry

reggie

reggie

chip

chip

... ...
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 makes 16 points). ROR  wins with 18 points ( OK OR = AT RE SIMUL A HE SC T : IN Answer
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the real trophy

originƒl

Solution: THE REAL TROPHY = 3; THE SCARIEST BUNCH OF MONSTERS I’VE EVER MET: Sulley is behind the corner, 
Don, Art and Mike are behind the sofa, Squishy is in the fireplace, Terri and Terry are behind the armchair.

1 2 3

NOBODY COULD EVER IMAGINE THE OUTCOME OF THE 
SCARE GAMES! THE CROWD CHEERS WILDLY AS THE WINNING 
TEAMMATES HUG ONE ANOTHER AND WEEP TEARS OF JOY.
WHICH OF THE 3 TROPHIES BELOW MATCHES THE ORIGINAL 
TROPHY IN THE BOX ON THE LEFT? 

the scariest bunch of 

monsters I’ve ever met

THIS IS A SNAPSHOT FROM THE OOZMA KAPPA PHOTO ALBUM. 
AS YOU CAN SEE, THE OKS ARE HIDING IN THE ROOM. 
CAN YOU FIND THEM ALL? CHECK OFF THE CIRCLE BESIDE EACH 
OK ONCE YOU’VE LOCATED HIM. 

int_DwM1Ca_DPWMOCA988.indd   22 3/20/13   1:20 PM
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1

. . . . . . . . . . . . . . . . . .

2 3 4 5 6

start

Answers: SCARY MIKE = 2,5,6-A, 1,3,4-B;
ESCAPE THE RANG .................................................

Scary Mike

MIKE LETS OUT HIS BIGGEST ROAR, BUT THE CHILD THINKS 
HE’S FUNNY. WHICH OF THE 6 DETAILS BELOW BELONG 
TO EACH PICTURE?

escape the rangers!

ƒ b
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MIKE AND SULLEY HAVE FLED TO THE FOREST. HELP THEM 
ESCAPE THE RANGERS. REACH THE CAMPERS’ CABIN BY MOVING 
ONLY ON THE LEAF SYMBOLS. MAKE SURE TO AVOID THE 
RANGER HATS!

© Disney/Pixar
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really scary

THE RANGERS ARE GETTING CLOSE TO THE CABIN WHERE MIKE 
AND SULLEY ARE HIDING. BUT IF THE TWO OF THEM SCARE OFF 
THE RANGERS WITH THE 6 TACTICS  BELOW, THEY SHOULD BE 
ABLE TO GET HOME. SPOT THE SEQUENCE IN THE BOX BELOW.

Y= ............................................................. RA Y SC LL A : RE Answer..................................................

1. 
TURN ON 

FAN

2. 
MOVE 

CURTAINS

3. 
SLAM
DOOR

5. 
CLAW MARKS 

ON WALLS

6. 
TERRIFYING

ROAR

4. 
SHADOWS 

SKITTERING

TIP: YOU MAY FIND
THE SEQUENCE IN
ANY DIRECTION:
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