
 

1 
 

 
 
 
 
 
 
 
 
 
 
 
 
 



 

2 
 

 
The Thing in the Cellar 
by Sarah Peck 
Design and Layout by Ken Blumreich 
Art by Chandler Kennedy 
Edited by Ken Blumreich 
 
 
© Ken Blumreich and Playing with Murder Press 2011 
A personal, revocable, nontransferable, and nonexclusive license to make limited personal use of 
this material is granted to you subject to the terms and conditions described in the Playing with 
Murder User Agreement, the text of which can be found at 
http://www.playingwithmurder.com/user-agreement-i-6.html. 



 

3 
 

���������	����������	����������	����������	�
��
�� 
��
��
��
��
��
�� ����
 


���������
  ................................................................................................................................... 4�
������������������
�����������������  .............................................................................................. 5�
��������
���������������
������������� !  ........................................................................................... 6�
	���������"���  ................................................................................................................................. 7�

#�$�������  ..................................................................................................................................... 8�
"������%��  .................................................................................................................................... 9�
&��
%�����
  ................................................................................................................................ 10�
'���
������
  ................................................................................................................................ 11�
'������
(  .................................................................................................................................... 12�
	�)���
�*�����  ........................................................................................................................ 13�
�� ��
�"�+���� .......................................................................................................................... 14�
���� ������  ................................................................................................................................. 15�

��)����������  ............................................................................................................................... 17�


��������� �����+���
��'$+��
����
����#����  ............................................................................. 19�
#��
���
� ....................................................................................................................................... 21�
����&�����	���  ................................................................................................................................. 22�
#��
�����  ...................................................................................................................................... 23�
��������
��	���  .............................................................................................................................. 24�
&�
���#��
�  .................................................................................................................................... 25�
�������
  ........................................................................................................................................ 26�



 

4 
 



���������


���������


���������


���������
 ����
 
Thank you for choosing The Thing in the Cellar by PWM Press; this package contains 
everything you need to host a Murder-Mystery Mini that will provide a delightfully entertaining 
evening for eight players or couples. 
 
Our line of Murder-Mystery Minis are specially designed for fast setup and easy play.  All you 
need to do to get started is print out this booklet, gather together a group of players, hand out 
character sheets and name tags, and then follow along with the instructions.  Best of all, the party 
facilitator gets to join in the game and solve the mystery along with the other guests! 
 
Of course, that means that you’re going to need to be careful when printing out this booklet and 
handing out the materials to your other players; if you let your eyes wander too much, you might 
accidentally read something that could spoil the surprise for you.  If you want to solve the 
mystery along with the other players, you’ll need to follow the printing and handout instructions 
included in the next section precisely. 
 
On the other hand, if you would prefer to plan your party more exactingly, you can always 
choose to read through the booklet in advance; while this means that you won’t get to play a 
character or help solve the mystery, it also means that you get to read through all of the character 
sheets and assign players roles that you think will best match their personality and acting skills.  
The choice is entirely up to you! 
 
If you do plan to play along with your guests, pay attention to the warnings at the end of each 
section.  If you see a green box like the one at the bottom of this page, it is safe to proceed.  If 
you see a red box labeled “UPCOMING SPOILER ALERT! ” follow the instructions in the 
box in order to avoid accidentally viewing any spoilers.  If you reach the end of a page and there 
is no red or green box, that means the section continues on the following page; in this case, it is 
safe to proceed. 
 
 
 

�

SAFE TO PROCEED 
You may turn to the next page without worrying 

about seeing something you shouldn’t.� �



 

5 
 

������������������
�����������������������������������
�����������������������������������
�����������������������������������
����������������� ��
 
The Thing in the Cellar is intended to be played around a table by eight people (or up to eight 
couples).  Each of the players (or each of the couples) will be assigned a character and given a 
character sheet that explains who or what their character is, what information their character 
knows, and how their character should respond to events that occur during the game.  In this 
mystery, the guests will be playing the roles of monstrous roommates sharing a haunted house 
and preparing for their annual Halloween fright-fest. 
 
The game will progress in rounds.  Round One will start with the party’s host or hostess reading 
a script that explains the nature of the mystery that is afoot.  After the introduction is read, each 
player at the table will share a piece of information from their character sheet, and all the other 
players will have an opportunity to respond to that piece of information. 
 
Once everyone has had a chance to share their first piece of information and respond to what 
other players have shared, the game will proceed to Round Two.  Round Two begins with the 
facilitator sharing a clue that should shed further light on the mystery.  After the facilitator has 
provided the clue, the players will once again go around the table, providing another piece of 
information and then responding. 
 
After the second time around the table, the game will proceed to the Final Round.  The Final 
Round begins with the facilitator sharing another clue.  The players then go around the table a 
final time, sharing their last piece of information and responding to each other. 
 
By this point, the players should have learned enough information to be able to piece together a 
theory about who was responsible for the murder.  Each player (or couple) will write down the 
name of the person who they think is responsible.  The facilitator will then read the final page of 
the mystery aloud, revealing the culprit.  Any player or couple who correctly guessed the identity 
of the killer is declared a winner. 
 
From start to finish, the entire game should generally only require half an hour to complete. 
 
Note: As the host or hostess, there are certain times when you will be called upon to read aloud 
passages from this booklet.  Passages that are meant to be read aloud will be clearly labeled and 
contained in a gray box. 
 
 
 

�

SAFE TO PROCEED 
You may turn to the next page without worrying 

about seeing something you shouldn’t.� �
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Our Murder-Mystery Minis are specifically designed to not require very much in the way of 
supplies.  All you really need is a table to sit around (or a large playing area where the guests can 
sit in a circle), a group of players (the minimum is eight; if you have more than eight, multiple 
guests can work together to play the same character), a printed copy of this booklet, a pair of 
scissors (to cut out nametag placards for each character), and pencils or pens for each player.  
You may also wish to provide scratch paper (for players to take notes on) and folders (to help 
players conceal their character sheets). 
 
If you wish to do so, you may also choose to provide prizes for the winner or winners (any 
players who accurately identify the culprit).  Some suggested prizes might include candy, bath 
and body products, homemade treats or any other small, inexpensive gift item; remember that it 
is possible for multiple players to win, so if you choose to offer prizes, make sure you have 
enough on hand! 
 
The next section of this booklet provides a list of the available characters as well as explanations 
on how to assign characters.  There are no spoilers in the next section, so you can read it even if 
you plan to play a character and help solve the mystery.  
  

�

SAFE TO PROCEED 
You may turn to the next page without worrying 

about seeing something you shouldn’t.� �
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In The Thing in the Cellar, each of the players will be playing the role of a monster sharing a 
haunted house with other monstrous roommates and preparing for their annual Halloween fright-
fest.  These are the available characters: 
  
·  Rex Tuttle:  A mummy.  Pretentious and a bit prim, Rex likes to remind everyone that he was 

once The Thing, and not just on Halloween - his gas station shrine was open all year!  (Page 
8) 

·  Lee Walker: A former mall employee, Lee was bitten by a zombie shopper last Christmas, 
eventually ending up at 213 Elm Street with a strange craving for brains.  (Page 9) 

·  Frank Stein: A reanimated corpse, the result of a science experiment gone awry. A kind-
hearted simpleton, he doesn’t know his own strength.  Married to Elaine Stein. (Page 10) 

·  Elaine Stein:  Also a corpse reanimated in the name of science, she is the unhappy wife of 
Frank Stein.  (Page 11) 

·  Earl King: A goblin who stands only three feet tall, he is the smallest member of the 
household – and also the loudest and most annoying.  He is always playing tricks on his 
housemates and bragging about his greatness.  (Page 12) 

·  Cameron Vaduva: A bewitchingly attractive vampire who wants little to do with the other 
residents of the house.  (Page 13) 

·  Waylon Lupescu: Burly, boastful, and swaggering, Waylon is a giant of a man with bulging 
muscles and rough-hewn features.  Every full moon, he turns into a fearsome wolf-like beast.  
(Page 14) 

·  Terry White: A ghost. Kind, gentle, and non-corporeal, Terry chose to move to 213 Elm 
Street after trying unsuccessfully to live peacefully with several living families. (Page 15) 
 

As party facilitator, you have several choices when it comes to assigning characters: 
 
·  If you do not wish to take an active role in playing a character and solving the mystery, you 

may read through each of the character sheets and decide which player or couple would be 
best suited to a particular character. 

·  Alternatively, you could read the list of available characters to your guests and let people 
choose which character they would like to play.  If multiple players are interested in the same 
character, you can flip a coin or play rock-paper-scissors to see who gets their first choice. 

·  Finally, you could shuffle the character sheets together and hand them out randomly to your 
players. 

 
The next eight pages of this booklet are the character sheets. 

�

UPCOMING SPOILER ALERT! 
Warning!  If you plan to play The Thing in the Cellar along with your 

guests, you should not read the character sheets!  Separate the next eight 
pages and set them aside!  You may then proceed to page 16.� �
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#�$�������  A Mummy  

 You are Rex Tuttle, a mummy.  Once upon a time, you too were 
known as The Thing, and people came from hundreds of miles 
just to look upon your desiccated remains.  And not just on 
Halloween, either: your gas station shrine in the desert out west 
was open all year!  Sure, your wrappings might be a bit tatty and 
dusty now, but only because you are no longer kept in a glass 
display case 24 hours a day. 
 
The others may claim that you are pretentious and prim, but that’s 
just because they forget with whom they are dealing – which is 
why you need to remind them frequently.  You know you could 
bring in even bigger hordes of paying tourists than the current 
Thing, if only the others would give you a chance. 
 
You jot your ideas for your return to fame in a diary that you 
meticulously update every day. 

Information to Distribute: 
 
Round One: Elaine Stein has threatened to burn the 
house down on multiple occasions and has wished 
ruin on the house and all its occupants. 
 
Round Two: Lee Walker hasn’t lived here very long; 
you’re not sure Lee can be trusted.  You’re grateful 
that your brains are too dry and leathery to be 
tempting. 
 
Round Three: It’s so obvious that Frank Stein would 
do anything to win Elaine’s love or to repay Terry 
White’s kindness.  Either one could have made Frank 
do it and he would cover for them. 
 

Responses to Other Characters: 
 
Round Two: When Lee Walker suggests that you are 
jealous of The Thing, huffily inform the group that 
there is a difference between jealousy and pointing out 
that one’s own (far superior) talents are not being 
properly recognized.  
 
Round Three: When Terry White mentions that she’s 
seen you writing in a diary, offer to show yesterday’s 
entry to the group.  You’re planning to publish your 
memoirs soon; it wouldn’t hurt to give your 
housemates a little sneak-peak. 
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 You are Lee Walker, a former mall employee who fell 
victim to an unidentified but highly contagious 
infection that swept through the holiday crowds last 
Christmas.  The disease spread rapidly as infected 
shoppers first appeared to die but then rose up and 
turned on other still-living shoppers, attempting to 
devour their flesh. 
 
After being bitten by a particularly vicious zombie 
who looked as if she previously might have been 
shopping for toys for her grandchildren, you made a 
dash for the emergency exit and escaped into the night.  
Eventually you ended up at 213 Elm Street, with a 
strange craving for brains.  The residents of the house 
didn’t seem particularly disturbed by or concerned 
about your new preferred diet, and they took you in. 
 
This is your first Halloween at the house, and you’ve been looking forward to it with a 
mixture of excited anticipation and nervous dread.  Feeding The Thing once a week through a 
slot in the door is bad enough; you can’t imagine what it will be like to be face-to-face with it. 

Information to Distribute:  
 
Round One:  Elaine Stein has cursed each and every 
member of the house, wishing ruin on the entire lot 
and even going so far as to burn the house down.  She 
could easily be capable of this. 
 
Round Two: Rex Tuttle is always going on about his 
past glory as The Thing in another state.  It’s clear that 
he’s jealous of The Thing. 
 
Round Three: Elaine Stein is always bemoaning her 
fate and screeching about her sufferings.  The woman 
is a broken record. 
 

Responses to Other Characters: 
 
Round Two: When Rex Tuttle points out that you 
haven’t lived at the house very long, note that you’ve 
done nothing but be helpful to the others.  Not once 
have you even considered eating their brains!  
Besides, your feet aren’t that big. 
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 You are Frank Stein, a reanimated corpse and the 
result of a science experiment gone awry.  Although 
you wish to befriend everyone you meet, you have 
been shunned by human society.  It’s true that you 
don’t always know your own strength, and there was 
that time you accidentally knocked a little girl into a 
well, but everyone makes mistakes.  You don’t 
know why the villagers can’t see that you mean 
well. 
 
Thankfully, after escaping from a mob armed with 
pitchforks, you and your wife Elaine found the 
house at 213 Elm Street.  Your housemates really 
understand what it’s like to be a monster, and you 
finally feel at home.  Your only sorrow in life – 
other than the fact that you’ve asked for a kitten for 
your birthday for the last three years and still haven’t received one - is that Elaine seems so 
unhappy.  You work hard every day to bring her the happiness she deserves and never give up 
hope that she’ll stop hissing at you and cursing your name. 
 
You’re not afraid of The Thing and don’t mind feeding it.  You are, however, terrified of 
mice.  Those tiny twitchy noses fill you with terror and make you scream like a little girl. 
 

Information to Distribute: 
 
Round One: You and Elaine stayed up talking late 
into the night.  Well, maybe “talking” isn’t the right 
way to put it.  You mostly listened.  Elaine mostly 
yelled. 
 
Round Two: It would have been Waylon’s night to 
feed The Thing, but he offered to give you a kitten if 
you would feed The Thing for him for the rest of the 
month. 
 
Round Three: Elaine is very unhappy, despite your 
best efforts.  You break down crying. 
 

Responses to Other Characters: 
 
Round Two: When Earl King points out that only you 
and Waylon have big feet, look down at your feet, 
then look at the feet of the other characters, then at 
your own feet again.  Your feet are pretty big, now 
that you think about it.  Huh. 
 
Round Three: When Rex Tuttle claims you might 
have stolen the key for Elaine or Terry, you are 
dumbfounded.  They would never hurt the house!  
And you would never lie! 
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  Bride of Frank Stein  

 You are Elaine Stein, a corpse reanimated in the name of 
science and the unhappy wife of Frank Stein.  You have no love 
for your dim-witted husband or any of the other inhabitants of 
213 Elm Street.   
 
Once beautiful in life but now frightful in undeath, you are bitter 
about the circumstances that led you and your husband here.  
You only stay because, really, where else would you go?  You 
and Frank were driven out of your former village by a mob of 
angry peasants armed with pitchforks, and you barely escaped 
with your unlives. 
 
If the others think you are overly dramatic or cruel, they should 
try being brought back from the dead and forced into an unholy 
union with a brutish simpleton.  You deserve so much more, but 
you know this is the best you can hope for.  Sometimes you 
imagine the haunted house burning to the ground, and you smile as you do so.  It would give you 
such pleasure to see the rest of them suffer the way you suffer every day. 
 

Information to Distribute: 
 
Round One: That pathetic ghost Terry White feels sorry 
for The Thing – can you imagine?  Terry thinks it’s 
wrong and cruel to keep it chained up in the cellar and 
then put it on display once a year for profit.  Bloodless 
bleeding heart. 
 
Round Two: Your husband is so dim-witted, it’s 
possible he simply lost the key. 
 
Round Three: Frank is too stupid to be able to keep a 
secret, much less a secret diary.  You’re not sure the 
dunderhead can even read or write. 

Responses to Other Characters: 
 
Round One: When Rex Tuttle and Lee Walker bring up 
the fact that you’ve threatened to burn the house down, 
inform that if you were intent on such an act, you would 
burn the house down – not steal a stupid key. 
 
Round Three: When Lee Walker points out that you 
frequently talk about your suffering, glare at Lee and 
point out that your suffering is hardly a secret and that 
your worst fears were made real long ago. 
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You are Earl King.  At three feet, you are tall for a goblin but 
still the smallest member of the household.  You are also the 
smartest.  The only other resident who might even come close 
to your level of devious intelligence is Cameron Vaduva.  The 
rest?  Idiots.  
 
You entertain yourself by playing tricks on your roommates – 
rigging the toaster so it would shock Frank Stein when making 
his morning bagel was a hoot!  You often have to point out the 
hilarity and your cleverness to the dim-wits; they are often too 
dense to appreciate your subtle humor.   
 
You’ve been accused of being a braggart, but it ain’t bragging 
if it’s true.  You’re fairly certain that you could take Waylon 
Lupescu – and maybe even The Thing – in a fight, using your 
wits and fierce tenacity. 
 
You frequently scribble plans for your next tricks in a pocket notebook. 

Information to Distribute: 
 
Round One: Terry White is non-corporeal and 
couldn’t have taken the key.  Obviously. 
 
Round Two: Only Waylon Lupescu and Frank Stein 
have feet that big, and none of the others are smart 
enough to think of wearing big boots – which is what 
you would have done if you were the culprit. 
 
Round Three: The full moon is tomorrow.  If Waylon 
traded his Thing-feeding duties this month, his 
footprints from a month ago wouldn’t still be down 
there, would they? 
 

Responses to Other Characters: 
 
Round Two: You’re surprised when Terry White 
suggests that you could have been the culprit; you 
didn’t think Terry had any brains, only gushy feelings.  
If you had done it, you would have worn big boots.  
But you didn’t do it. 
 
Round Three: You’re also surprised when Terry 
White makes your diary public knowledge.  That 
ghost has been spying on you!  But the page is too big 
to fit in your little pocket notebook, and it’s not your 
handwriting.  Stupid ghost. 
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 You are Cameron Vaduva, a vampire and bewitchingly 
attractive creature of the night.  Your housemates, however, 
are ghastly creatures.  Even worse, they’re boring – with the 
exception of Elaine Stein, who occasionally stirs up some 
drama by threatening to burn the whole place to the ground.  
Sadly, even Elaine’s antics have gotten old, and you crave 
novelty, youth, and beauty. 
 
You long for the old days, you would dine amongst royalty 
and dance the night away.  So what if a few peasants raved 
about night-time visitors while in the throes of a mystery 
illness that left them pale, weak, and delirious before 
claiming their lives?  No one misses peasants. 
 
These days, you content yourself with sneaking out of the 
house now and then to haunt the local taverns, coffee shops, 
and all-night diners, seeking human companionship and a bit of conversation.  Other than that, 
you keep to yourself. 

Information to Distribute: 
 
Round One: You heard the Steins arguing as you 
were sneaking out of the house late last night. 
 
Round Two: The key to The Thing’s chamber was 
still on the peg when you left, which was after its 
feeding time. 
 
Round Three: The Steins were still arguing when you 
returned in the wee hours of the morning. 
 

Responses to Other Characters: 
 
Round One: When Waylon Lupescu says he saw you 
sneaking out, arch an eyebrow and ask him how that is 
relevant.  When Terry White notes that you’ve 
sneaked out many times in the past, point out that the 
key has never gone missing before. 
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You are Waylon Lupescu, a giant of a man with bulging 
muscles and rough-hewn features.  On the eve of every full 
moon, you turn into a fearsome wolf-like beast with the 
strength of 10 men, and your housemates lock you in the 
cellar with The Thing to prevent you from going on a 
rampage in the town.  When not in your wolfly form, you can 
pass for human. 
 
You are burly and boastful, and why not?  With the exception 
of Frank Stein, none of your housemates (never mind mere 
mortals!) are capable of your feats of physical strength.  And 
that pathetic, dim-witted Stein creature is afraid of mice.  
Mice!  You’re not afraid of anything – anything except The 
Thing, that is.  You dread every full moon, knowing that 
you’ll be forced to spend the night in its terrible presence. 
 
Last night, you decided you couldn’t take it anymore.  After everyone went to bed, you crept 
down to the cellar.  With a trembling hand, you lifted the key from the peg next to the door of 
The Thing’s chamber.  Your veins felt like they were filled with ice, and your stomach filled 
with lead.  But as you stealthily bounded up the steps, you could feel the warmth returning 
and the weight dissipating.  You were free at last! 
 
You hid the key in your room and slept peacefully, knowing that no longer would you have to 
pour your fears into a secret diary each night. 

Information to Distribute: 
 
Round One: You saw Cameron sneaking out of the 
house last night. 
 
Round Two:  Frank was in charge of feeding The 
Thing last night.  You swapped feeding duties with 
Frank because you already spend plenty of time with 
The Thing – every full moon. 
 
Round Three: You’re not afraid of anything. Frank, 
on the other hand, is afraid of mice. 
 

Responses to Other Characters: 
 
Round Two: When Earl King points out that you and 
Frank Stein have big feet, remind him that you are 
locked in with The Thing every full moon – of course 
your footprints are down there! 
 
Round Three: When Earl King suggests that your 
footprints shouldn’t still be visible, ask him when he 
last mopped the floor.  You know that no one’s 
cleaned the cellar in ages. 
 
Round Three: When Terry White reveals that you’ve 
been keeping a diary, accuse the ghost of lying.  You 
are a man of action, not words.  Diaries are for prissy 
tea-drinkers like Rex Tuttle... and maybe frightened 
little babies like Frank Stein. 



 

15 
 

���� ������  A Ghost  

 You are Terry White, a ghost.  Kind, gentle, and non-
corporeal, you chose to move to 213 Elm Street after trying 
unsuccessfully to live peacefully with several families, all of 
whom seemed distressed by your ghostly presence in their 
homes.  Some even went so far as to attempt full-scale 
exorcisms, and you realized you had no place among the 
living.  You are on good terms with most of the members of 
the house, and Frank Stein has a special place in your heart.  
You see him for the misunderstood gentle giant that he is, and 
you feel more than a bit sorry for him – his wife is so unkind. 
 
And speaking of unkind, your tender heart aches for The 
Thing in the cellar.  It just seems so wrong to keep it locked 
away down there, only to be put on display for profit once a 
year.  So cruel! 

Information to Distribute: 
 
Round One: You have seen Cameron Vaduva sneak 
out of the house many, many times over the years.  
You never said anything because it wasn’t any of your 
affair. 
 
Round Two: Earl King likes to play tricks, some of 
them rather mean-spirited. Could he have been 
responsible, maybe by wearing big boots? 
 
Round Three: Your have seen several of the 
housemates scribbling in books (presumably diaries) 
at various times, including Waylon Lupescu, Rex 
Tuttle, and Earl King. 
 

Responses to Other Characters: 
 
Round One: When Elaine Stein mocks you for caring 
about The Thing, tell her that some of you are still 
capable of looking beyond your own selfish woes and 
caring about the suffering of others, even if she isn’t.  
It’s true that you feel terrible about exploiting The 
Thing, but you would never hurt the others and put 
them in danger like this!   
 
Round One: When Earl King points out that you 
don’t have a body, thank him for his observation. 
 
Round Three: When Rex Tuttle suggests that you 
might have forced Frank Stein to steal the key for you, 
you are shocked.  You would never use someone like 
that, and certainly not poor, sweet Frank!  
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The next two pages contain name placards for each of the players. You should cut along the 
dotted line and then fold these placards in half along the solid black line. You may then place 
each placard in front of the player who is acting as the character whose name is on the placard. 
This way it will be easy to remember who everyone is playing! 

�

SAFE TO PROCEED 
You may turn to the next page without worrying 

about seeing something you shouldn’t.� �
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[To be read aloud by the host/hostess to all the players before beginning] 
 

Welcome, and thank you for joining us.  We are going to be playing The Thing in the Cellar, 
a mini mystery game designed to be completed in half an hour.  We will start by arranging 
ourselves and getting set up.  Let’s have all of the guests sit down around the table, clockwise 
in the following order: 
 
Rex Tuttle: A Mummy 
Lee Walker: A Zombie 
Frank Stein: A Reanimated Corpse 
Elaine Stein: Bride of Frank Stein 
Earl King: A Goblin 
Cameron Vaduva: A Vampire 
Waylon Lupescu: A Werewolf 
Terry White: A Ghost 
 
Please make sure that you have your character sheet and that your name placard is set in front 
of you and is clearly visible.  Don’t let anyone else see your character sheet, as there is 
information on each of the sheets that might accidentally give away important secrets! 
 
Now let me quickly set the scene: 
 
All of us are going to be playing the roles of monsters sharing a haunted house.  Every year, 
we open our home on 213 Elm Street to the public on Halloween for a fright-filled haunted 
house tour.  We use the proceeds from the haunted house to buy household supplies for the 
rest of year, during which time the house stays boarded up and we stay inside.  If the 
townspeople ever discovered the monsters in the haunted house were real, they would drive us 
away – or worse. 
 
The success of the haunted house hinges on a climactic scene in the cellar, when The Thing is 
revealed.  Advertised for hundreds of miles on every billboard in every direction – “See The 
Thing!”  “What is The Thing?  See for Yourself!” – thrill-seekers and the merely curious 
come from distant cities to see The Thing, and it never disappoints.  Those who have seen The 
Thing eagerly attest that it is the scariest sight they have witnessed in their entire lives.  No 
one seems able to describe The Thing, and they all agree: you have to see it for yourself. 
 
It is the night before Halloween, and we have just discovered that the key to the cellar where 
The Thing is kept is missing – someone has stolen it!  Without The Thing, the haunted house 
will be a failure, our reputations will be ruined, and we won’t have enough money to buy 
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supplies for the rest of the year.  How will we live and keep our identities secret?  We have to 
find the key! 
 
And now let me explain how the game will work: 
 
This game will be played in three rounds.  At the beginning of each round, we will go around 
the table clockwise, starting with Rex Tuttle, Lee Walker, then Frank Stein and so on.  On the 
bottom left of each of your character sheets you will see a box labeled “Information to 
distribute.”  When it is your turn to speak, you will share the piece of information listed next 
to “Round 1.” 
 
You don’t need to read the information aloud verbatim; you can put it in your own words, 
speaking as you think your character would. 
 
On the bottom right of your character sheets you should see a box labeled “Responses to other 
characters.”  You should read through and familiarize yourself with the information in that 
box.  Each time a player shares a piece of information, all of the players will have an 
opportunity to question that information, ask for clarification, defend themselves against 
accusations, and so forth.  If one of the players shares a piece of information that you should 
respond to, you will be given a chance to do so before the round proceeds. 
 
So, for example, at the beginning of this round Rex Tuttle will share the piece of information 
listed on his character sheet under “Round 1.”  After he has shared that information, I will ask 
if anyone has any responses.  Once everyone has responded, we will then move on to Lee 
Walker, who will share their piece of information, followed by responses from everyone else.  
Once everyone has had a chance to share their Round One information and everyone else has 
had a chance to respond, I will turn to the next page, which will provide us with a clue to 
consider.  After we consider the clue, we will move on to Round Two, followed by the next 
clue, followed by the Final Round. 
 
At the end of the Final Round, once everyone has all of the available information, we will go 
around the table and everyone will share who they think is responsible for the missing key 
and why.  Then we will turn to the last page in the book and learn what really happened! 

�

UPCOMING SPOILER ALERT! 
Warning! If you plan to play The Thing in the Cellar along with your 

guests, you should wait to turn the page until you have finished 
reading the above script to the players.� �
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Starting with Rex Tuttle and proceeding clockwise around the table, each player will share the 
information listed on their character sheet for Round One.  After a player has shared his or her 
information, the host/hostess should ask if anyone has any responses.  Once all the responses 
have been heard, the host/hostess should let the next player share their piece of information. 
 
Once all the players have had an opportunity to share their piece of information and responses, 
the round is over and you may turn the page to uncover the first clue. 

 

UPCOMING SPOILER ALERT! 
Warning! If you plan to play The Thing in the Cellar along with your 

guests, you should wait to turn the page until 
Round One is finished.  
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[To be read aloud by the host/hostess to all the players] 
 

You all descend into the cellar to see if perhaps the key – which usually hangs on a peg in the 
wall - simply fell to the floor.  Upon close examination, large footprints can be seen in the 
dust on the cellar floor – very large footprints. 

 

�

UPCOMING SPOILER ALERT! 
Warning! If you plan to play The Thing in the Cellar along with your 

guests, you should wait to turn the page until you have completed Round 
One and everyone has seen the clue described above.� �
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Starting with Rex Tuttle and proceeding clockwise around the table, each player will share the 
information listed on their character sheet for Round Two.  After a player has shared his or her 
information, the host/hostess should ask if anyone has any responses.  Once all the responses 
have been heard, the host/hostess should let the next player share their piece of information. 
 
Once all the players have had an opportunity to share their piece of information and responses, 
the round is over and you may turn the page to uncover the second clue. 
 
 
 

�

UPCOMING SPOILER ALERT! 
Warning! If you plan to play The Thing in the Cellar along with your 

guests, you should wait to turn the page until 
Round Two is finished.� �
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[To be read aloud by the host/hostess to all the players] 
 

As you reassemble upstairs, one of you spots a piece of paper on the floor of the hall.  It 
appears to be a diary page, with yesterday’s date at the top.  The page reads, “I can’t take it 
anymore, living with this secret fear.  Tonight is the night.  They can’t make me endure this 
suffering any longer – I don’t care what the consequences are!” 

 

�

UPCOMING SPOILER ALERT! 
Warning! If you plan to play The Thing in the Cellar along with your 

guests, you should wait to turn the page until you have completed Round 
Two and everyone has seen the clue described above.� �
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Starting with Rex Tuttle and proceeding clockwise around the table, each player will share the 
information listed on their character sheet for Round Three (the Final Round).  After a player has 
shared his or her information, the host/hostess should ask if anyone has any responses.  Once all 
the responses have been heard, the host/hostess should let the next player share their piece of 
information. 
 
Once all the players have had an opportunity to share their piece of information and responses, 
the round is over.  It is now time for the players to try to guess the solution to the mystery.  Read 
the following instructions aloud to the group. 
 
[To be read aloud by the host/hostess to all the players] 
 

We have gathered all the available information and viewed all the clues.  Now we will go 
around the table one last time and let everyone say who they think is responsible for 
Theodore’s disappearance and why.  After everyone has made their guess, then we will learn 
who was truly responsible. 
 
One quick note: If your character is the perpetrator, you should try to blame the crime on one 
of the other players when it is your turn to say who you think is responsible; that will keep 
everyone guessing until the very end. 
 
We’ll start with Rex Tuttle, and then go clockwise around the table.  Rex Tuttle, when you are 
ready, go ahead and give us your guess. 

 
When everyone has made their guess, turn to the next page for the solution. 

�

UPCOMING SPOILER ALERT! 
Warning! If you plan to play The Thing in the Cellar along with your 
guests, you should wait to turn the page until you have completed the 
Final Round and everyone has had a chance to guess the identity of 
the perpetrator. The next page contains the solution to the mystery!�

�
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[To be read aloud by the host/hostess to all the players] 
 

“You... you... you don’t know what it’s like.  I’m not afraid of anything.  Anything.  Except 
that... that Thing!  I just couldn’t take it anymore.  No more being cooped up with that Thing 
every full moon, shaking in my furry boots!  Why should I have to suffer for the rest of you?  
I took the key, and I’m not giving it back unless you keep that Thing away from me forever!” 

 
At this point, the host/hostess should give the player responsible for Waylon Lupescu the 
opportunity to speak.  He or she will explain why he stole the key, based on the information 
provided on their character sheet. 
 
Congratulations!  You have now completed The Thing in the Cellar! Anyone who correctly 
identified Waylon Lupescu as the culprit is a winner; if you are awarding prizes, you may 
present them to the winners at this time. 
 


