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Rachel Cribbs
Director’s Statement 
Clue
Seed: We are in a game
· How do you win the game?
· What is real and what is part of the game?
Director’s Statement 
	Clue is based on the popular film of the same name, which is based on the board game. Most of the lines and the plot are directly taken from the film. Most audiences will have seen or heard of the film, and at the very least, have played the game. There will be high audience expectations to honor the original material. I do not want the actors to try to be Tim Curry or Madeline Kahn. I want our version to be original and ours while also honoring the source material. There will be winks and nods to the film and game through characterization and blocking. 
	The goal of the board game is to find out who committed the murder of Mr. Boddy and one of the most common strategies by a player is to lie about the cards in their hands. Our production will treat the show as a real-life version of the game of Clue. Characters will have their own motivation for the end of the game and use that motivation for all their choices throughout the show to “win” the game. Everything will not be as it seems, and the audience will have to determine what is “real.” I will use the audience as part of the game itself. We will have the characters in the audience and interreacting with the audience as they try to clear their names of suspicion. I’d like different parts of the audience to be “assigned” a character, much like Medieval Times. Audience can choose which section to sit in depending on their suspect.
	The show will almost be self-aware as we include the audience in the action. We will use fourth wall breaks to make the audience to feel like they are “in on the joke” while the characters feel they are really playing the game. I want the combination of “game pieces” as well as actual props and set pieces to be fun moments to question the reality and suggest we are playing a game.
	The play and the film have three separate endings. When the film was released, different theaters showed different endings and when the film went to VHS, all the endings were included. I’d like to play on that. Every show will have a different ending, and some shows will have all the endings. I want to surprise our audience every night. 

Color Design
	The colors of the show will be based on the game itself and use the primary colors for the main 6. I want the combined feel of a 1940s mansion and the game from the 80s for the design. The set should be more muted colors like browns, wood tones, a classic mansion with secrets.  The costume colors must be vibrant and exciting to echo the board game pieces. Primary colors for each character based on their names. 

Character Design
	
This play is, at its core, an ensemble piece and I want a strong ensemble who works together and carries the weight of the show as a team. The show must be high energy and actor’s stamina is required.
The characters must be recognizable from the game, not necessarily the film. One aspect I do not like about the film is that the colors of the character’s names are not represented in their costumes. It is vital that our on-stage characters look like the board game characters. I want the characters to be classic game characters with those personalities. Actors will need to do research on the “classic” characterization of each character because every character has their own distinct personality. The energy must be up and moving constantly as the plot unravels. There must be lots of scurrying about and movement, especially toward the end of the show.
I’d like to cast a set of servants to work as “unseen” ensemble members. They do not interact with the characters but can interact with the audience. They will help move set pieces and seem to influence the story.

Set Design
	The show will be presented in the black box with the world of the play extending into the audience and will make full use of our playing space. I want to have “hidden” spots throughout the set for secret entrances and exits, perhaps a large painting or bookcase. I want to use the audience space as part of our mansion, especially for entrances and exits. I want the playing space to be in the thrust with a wall on the upstage plane representing the front door and the entrance to the mansion. The front door should be on a raised platform with a set of stairs coming down into the space. The back wall can be a mock two-story façade with large windows above the front door. 
The main back wall needs a total of 3 doors, a front entrance and doors off stage right and left. The doors on stages left and right must be able to move out of the wall, be reversable and move into the playing space. I want the space to feel claustrophobic while also expansive. I want the set to be surprising in its ability to move and change throughout space. I will use in-house seating for our actors to help the audience feel more part of the show. 
For the furniture would like to stay in the 1940s mansion look of reds, jacquard prints, and wood details. The couch, chairs and tables need to move so I would like to have them on casters. The tea tray must be on wheels so Yvette can travel with it around the space. The chandelier has moments when it crashes into the space so it must be on a pulley system for its ability to fly in and out. I want the floor to be painted with the traditional game board from the 80s. This will highlight the juxtaposition between the actual mansion and the game board. 

Costume Design
	Costumes will be 1940s in style, and I want the accessories reminiscent of the period such as hats, gloves, bags, etc. I want the characters to have plenty of stage business with their personal affects to help keep their hands busy, especially at times of great suspicion. The costume color palette must be bright, primary colors and match the names of each character. I want the costumes to echo the look of the iconic game pieces. I would really like to use 80s game costumes as the starting point for the costume design. The costumes must be easy to move in for the actor due to the extensive movement demands from blocking. Each actor must be able to run or “scurry about” the set with ease. Wadsworth and Yvette must be in the traditional butler and maid looks. I do not want Yvette to be cliché and sexy, but I also don’t want her to be completely covered. Characters can be in printed looks, and others in solids, just keep costuming interesting with details. Mrs. White is an unusual character because she is a widow and is outwardly in mourning, so tradition says she is in black, contrary to her namesake. I would like to play with some whites on her costume, but I do not want her in complete white. In fact, white in general is not a color I wish to use much in the design of this show. The connotation of white for purity and honesty and no one in this show is honest or pure. Any white needs to be muted so as not to read “pure” white.

Props Design
	Props design will be the element where we lean the most into our “game” play. I want the weapon props to mimic the game pieces. They can be 2D, painted on both sides and be a sight gag. Mansion props must be realistic and fit into the world, but any props directly related to the game must be recognizable game pieces. The set must be dressed as a 1940s mansion but with hints that not everything is as it seems.

Lighting Design
	For most of the show, the actors will always be on stage, so I want to use lighting to manipulate where the audience and the characters look in the telling of that part of the story. I want to use colors for each specific character’s entrance at the top of the show. I like the idea of gaslight lighting, to mimic the feel of an old 1940s mansion. With the use of secret entrances and exits, we will need soft spotlights to add shadows.

Sound Design
All sounds that need to be played will be pre-recorded and must have the sound of being played on a 1940s radio, including the storm outside the mansion. The sound should be reminiscent of a 1940s murder mystery film.
	Microphones can be used if we feel we need them, but I would prefer not to use mics on the actors. I want the audience close enough to be part of the show. The placement of the speakers must be strategic throughout the space to entirely engulf the audience into the experience. Some speakers will be behind the audience, others on the sides. I want sound to come from lots of different places.

House Design
	The House needs to be fun and whimsical and set our audience up for being in the game. It can be a combination of 1940s mansion and family game night. Like the show, the House should be self-aware that we are leaning into the gameplay. I would like the audience to feel like they are playing the game with us, maybe we can hand out character cards with the actor’s faces on them as well as the classic whodunit sheets. Audience will choose whose section to sit in based on who they think committed the murder. We can possibly have Wadsworth and Yvette in the lobby welcoming guests. I’d like to have a character celebration each night and plan events and treats around that character.
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