Mormon Clue

Summary:

Someone has kidnapped Bishop Wood! Play a live version of CLUE with your ward or singles group to discover who did it, with what, and where! This is a great way of getting to know each other! 

This file contains the Detective Notebook and 10 Suspects' Guidebooks. You will need one Detective Notebook for each player and a Suspect Guidebook for each of the ten suspects.

This is a landscape oriented file, 8 1/2 x 11 inches with some embedded color clipart.

Preparation:

This is a live version of the board game, CLUE, adapted from a Christian Church version for our church. It requires at least 20 people to play, and can play with 100. If you have a large group you may want to add suspects, weapons, and rooms to make it harder. You will also need access to a church building and all or most of its main rooms. Print up the following PDF file:

The Detective Notebook & Suspect Guidebook You will need one Detective Notebook for each player and a Suspect Guidebook for each of the ten suspects.

You can make changes to the documents--i.e. change rooms or characters, to fit your needs. 

You may also want to make signs for each of the ten rooms you choose, to make it easier for the players to find them.

Activity Description:

Beforehand, assign ten people to be the ten suspects. They do not need any real prep--you can give them their Suspect Guidebook and instructions a few minutes before the activity, or you can give them a few days to find costumes for their characters if you like. As the activity begins, have each suspect go to the room they are assigned. 

Give each detective their notebook. You may want to play in pairs or in groups of four or less, depending on how many people you have. Instruct them that they are to go from room to room and can ask each suspect two questions. The suspects do not know who did it, where, or with what. But they each have six clues. The detectives will want to ask questions like, "Who do you know did NOT commit the crime?" or "Do you know if the crime was committed in the Relief Society room?" The suspects cannot give more than two answers--if the detectives want more answers they must leave the room, talk to someone else, and them come back. As they go, the detectives mark off each room, suspect, and weapon they learn is NOT involved by process of elimination. The first team to figure out the crime wins.

As you play the game you will discover who kidnapped Bishop Wood, using what weapon, and where. You can always alter the game to change the outcome.

