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Unlocking the
Mystery: A
Complete Guide to
Classic Clue Rules

For decades, families and
friends have gathered
around tables, sharpening
their wits and accusing their
opponents in the timeless
board game of deduction:
Clue. Also known as Cluedo
in many parts of the world,
this classic murder mystery
game has captivated
players since its invention in
the 1940s. While many
modern variations and
digital versions exist, the
Classic Clue Rules remain
the gold standard for a
reason. Whether you are a

complete novice looking to
solve your first case or a
seasoned player needing a
refresher on the finer points
of the game, understanding
the core mechanics is
essential. This guide will
walk you through every
aspect of the original game,
from setting up the board to
making that final, decisive
accusation.

The Objective:
Who, Where, and
How?

Before diving into the
specifics of movement and
suggestions, it is vital to
understand the primary
goal. In Clue, a murder has
been committed at Tudor
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Mansion. The objective of
every player is to be the
first to correctly identify
three key pieces of
information:

e The Suspect: Who
committed the
murder?

e The Weapon: What
weapon was used?

e The Room: In which
room did the crime
take place?

The solution is hidden inside
the Confidential Case File
envelope at the center of
the board. By moving
through the mansion and
making suggestions, players
gradually eliminate
possibilities until only one
solution remains.

Setting Up the
Game According to

Classic Clue Rules

Proper setup is crucial for a
fair and enjoyable game.
The Classic Clue Rules
dictate a specific process to
ensure no player has an
unfair advantage. Here is a
step-by-step breakdown of
how to prepare the board:

1. The Board and
Room Tiles

Unfold the game board and
place it in the center of the
table. The board features
nine distinct rooms: the
Ballroom, Kitchen, Dining
Room, Lounge, Hall, Study,
Library, Billiard Room, and
Conservatory. There are
also secret passages
connecting the far corners:
the Kitchen connects to the
Study, and the Lounge
connects to the
Conservatory.
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2. The Cards and the
Case File

Separate the cards into
three decks: Suspects (6
cards), Weapons (6 cards),
and Rooms (9 cards).
Shuffle each deck
separately. Without looking,
take one card from each
deck and place them inside
the Confidential Case File
envelope. This is the "who,
where, and how" of the
murder. Do not let anyone
see these cards. Once the
envelope is sealed, shuffle
all remaining cards together
to form the Investigation
Deck.

3. Dealing the Cards

Deal all the remaining cards
from the Investigation Deck
face down to the players.
According to Classic Clue
Rules, the cards should be
dealt one at a time in a
clockwise direction until the

deck is exhausted.
Depending on the number
of players, some players
may have one more card
than others. This is normal
and adds to the challenge,
as players with fewer cards
have less information to
work with initially.

4. Choosing
Characters and
Starting Positions

Each player selects a
character token. The classic
suspects are: Miss Scarlet,
Colonel Mustard, Mrs. White,
Mr. Green, Mrs. Peacock,
and Professor Plum. Each
character has a designated
starting room. For example,
Miss Scarlet begins in the
Lounge, while Colonel
Mustard starts in the Study.
Place your token in your
assigned starting room. You
do not need to roll the dice
to get there; you simply
begin there.
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How to Play:
Movement and

Gameplay proceeds
clockwise. Classic Clue
Rules define a turn as
having three distinct
phases: Movement,
Suggestion, and (optionally)
Accusation. The flow s
simple, but the strategy is
deep.

Movement Phase

To move, roll both dice. You
may move your token the
exact number of squares
shown on the dice. You can
move horizontally,
vertically, or a combination
of both, but you cannot
move diagonally. You
cannot move through a
space occupied by another
token, though you may
enter a room even if

another player is already
there. You may also choose
to enter a room via a Secret
Passage instead of rolling.
This is a powerful tactical
move, but it uses your
entire turn.

Entering and Exiting
Rooms

You do not have to use all
your movement points. If
you are adjacent to a door,
you may enter the room
with your remaining
movement points, or you
may choose to stay put.
Once inside a room, your
turn continues to the
Suggestion phase. A key
detail in the Classic Clue
Rules is that you cannot
leave a room on the same
turn you entered it. You
must wait until your next
turn to exit.
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MARi§
Suggestion: The

Heart of Deduction

When you are inside a room,
you may make a
Suggestion. This is where
the detective work begins. A
Suggestion is a guess
regarding the murder. You
must name a Suspect, a
Weapon, and the Room you
are currently in. For
example, if you are in the
Library, you might say, "/
suggest it was Professor
Plum, in the Library, with
the Lead Pipe."

The Mechanics of a
Suggestion

Once you make a
Suggestion, the player to
your left must attempt to
disprove it. To disprove,
they must show you a card
matching one of the three

gf%.you named. If they
have that card, they must
show it to you and only
you. If they cannot disprove
the suggestion, the next
player to the left attempts
to disprove it, and so on. If
no player can disprove your
suggestion, it confirms that
the cards matching your
guess might be in the
envelope, but this is not
definitive proof. The key is
that players show cards
secretly, so the information
is shared only between the
suggester and the
disprover.

The Importance of
the Suggestion

This mechanic is the core of
the game. By making
suggestions, you force other
players to reveal what cards
they hold. Over the course
of the game, you can cross
off cards from  your
detective notepad,
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narrowing down the
possibilities. Remember to
always mark which cards
are shown to you, as this is
your primary source of
information.

Making an

Accusation vs. a
Suggestion

It is vital to understand the

difference between a
Suggestion and an
Accusation. Many new

players confuse these two
actions, which can lead to
an early and embarrassing
elimination. According to
Classic Clue Rules, an
Accusation is a final guess.

When to Accuse

You may make an
Accusation at any point
during your turn, even if you
are not in a specific room.
You do not need to be in a

room to make an
Accusation. To accuse, you
state your final guess: "
accuse Colonel Mustard, in
the Ballroom, with the
Rope." Then, you secretly
look inside the Confidential
Case File envelope.

The Consequence of
a Wrong Accusation

If your accusation is correct,
you win the game
immediately. However, if
you are wrong, you are
eliminated from the game.
You must still show your
cards to other players if
asked to disprove a
suggestion, but you are no
longer competing to win.
This high-stakes element
makes the game thrilling.
Never accuse unless you are
certain of your facts.
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Other Strategic

Elements

The Classic Clue Rules
include a few extra nuances
that add strategic depth.
Understanding these can
give you a significant edge
over your opponents.

* Secret Passages: As
mentioned, the
Kitchen connects to
the Study, and the
Lounge connects to
the Conservatory.
Instead of rolling the
dice, you may declare
you are using a secret
passage. This moves
you to the other room
instantly. This is
particularly useful for
rapidly changing
locations to make
suggestions in
different rooms.

ou are hot required
to leave a room on
your next turn. You
can stay for multiple
turns, making a new
suggestion each time
(changing the suspect
and weapon). This is a
valid strategy to force
other players to reveal
more cards.

* Empty Rooms: There
is no rule preventing
multiple players from
being in the same
room. You can make a
suggestion even if
another player is
standing next to you.

Variations and
House Rules

While the official Classic
Clue Rules are
standardized, many groups
adopt house rules to speed
up the game or add
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complexity. Some common
variations include:

The "Suggestion
Only" Variation

Some players play that you
can only make a suggestion
if you are in the room you
are naming. This is actually
the official rule, but some
house rules allow a
suggestion from any room if
you name the room you are
in. Strict adherence to the
book is often more
balanced.

The "Roll to Enter"
Variation

A few players insist that you
must roll the exact number
to enter a room door.
Officially, you simply need
enough movement to reach
the door, not an exact
count. Adding this rule can
make the game frustratingly
slow.

The "Blind
Accusation" Rule

To make the game more
intense, some groups allow
accusations only once per
game for each player. This
prevents players from
spamming accusations and
encourages thoughtful
deduction.

Strategies for
Winning at Clue

Knowing the Classic Clue
Rules is only half the battle.
Winning requires careful
deduction and a bit of
psychology. Here are some
strategies to improve your
game:

e Keep Meticulous
Notes: Use the
detective notepad
included in the box.
Cross off every card
you see. When a
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suggestion is
disproved, the card
shown is definitely not
in the envelope.
Watch What Others
Suggest: Pay
attention to the
suggestions other
players make. If a
player suggests a
suspect you hold, and
the next player cannot
disprove it, that helps
you deduce what
cards are in play.
Bluff Your Interest:
Try to maintain a
neutral expression
when you see a card.
If you react visibly
when someone
suggests a card you
hold, observant
players will know the
suggestion was wrong
and will eliminate that
suspect.

Use Secret
Passages Wisely: If
you are stuck in a

corner of the mansion,
use a secret passage
to reach rooms you
haven't suggested
about yet. This
prevents wasting
turns walking down
long hallways.

e Don't Eliminate Too
Fast: Avoid making
an accusation until
you are absolutely
certain. One wrong
guess ends your
game. It is often
better to let another
player make a wrong
accusation first,
narrowing the field.

Common Mistakes
to Avoid

Even experienced players
sometimes stumble over the
finer points of the Classic
Clue Rules. Here are the
most common pitfalls:

Downloaded from tracker.dreammachineusa.org by Edward & Dario °
The journey of a thousand miles begins with a single page. * Page 9



1. Forgetting to Show

Cards: If you are
asked to disprove a
suggestion, you must
show one card (if you
have it). You cannot
refuse. You also must
show it only to the
person who made the
suggestion.

. Making Accusations
in the Wrong
Phase: You can only
accuse on your turn.
You cannot interrupt
another player's turn
to make an
accusation.

. Improper Disproval
Order: The player to
the left of the
suggester goes first.
Skipping players is
against the rules.

4. Moving Through
Walls: Rooms can
only be entered
through doorways or
secret passages. You
cannot cut corners
through walls.

Conclusion: The
Timeless Appeal of
Deduction

The Classic Clue Rules
have endured for
generations because they
strike a perfect balance
between luck and strategy.
The roll of the dice
determines movement, but
the sharpest mind wins the
game. By mastering the
rules of suggestions,
accusations



