The Musical

Notes

Sooo, you know how the two big rules of escape rooms are not to break anything and not to climb on anything? Boy, have I got news for you... but then, that's why this room is in our imaginations only: so that I don't have to get expensive insurance when you hurt yourselves.

Also, apologies to our American and Canadian friends – there may be a tiny moment where having an Australian accent helps. But I'm sure you'll be fine.
Introduction

The worst thing imaginable has happened. The audience is filing in, the little bell is ringing over the speakers in the foyer, the orchestra is warmed up... and you're still a street away from the backstage entrance.

Typical. You're never late, and tonight's is the most important performance of your life. The owner of the theatre, Marius McGregor, is auditioning actors for his company, and he's in the audience tonight, watching your show, scouting for new talent. You don't mean to toot your own horn, but in this show, you're pretty dang talented. You think you have a real shot at impressing him, getting an audition, and making the move from amateur to professional. So of course, this is the night your car doesn't start.

When you finally make it to the theatre, hot and sweaty, you race into the change-room-slash-green-room to get ready. Nobody else in the cast is here; of course, they're all in the wings already. That's all right. You don't get along with them wonderfully, anyway. It's a shame, but some shows are like that. Luckily, while everyone else is on stage during the opening scene, your character doesn't appear until right at the end of Act One, so you're pretty sure you won't miss your cue.

You take a breath when you step into the change room. In the centre of the room is your big, circular costume rack, which has on it your costume (of course), along with those for everyone in Act Two, and a few extras that have been left behind from previous shows and now belong to the theatre. Against the whole left wall is the bench with everybody's make-up and hair products, with five chairs pulled up to it and a mirror that stretches all the way to the ceiling. Through a door to your right are two separated toilet cubicles, and near them are a bin and the box of costume shoes. In the upper right corner is a professional-looking keyboard for warming up and last-minute practice. Against the wall opposite you is a box where everybody puts their music scores at the end of a show's run, and a huge case of microphones and sound equipment. You look down to your right, and see that the vase that sits by the door for performers' flowers has a huge bouquet in it. You briefly wonder who it's for, but the speaker on the roof above your head suddenly stops chiming and descends into quiet static, meaning the show is seconds from starting. Right. You have more important things to be getting on with. Stuck to the wall beside the door on your left is a sign-in sheet, and you hurriedly mark your presence before rushing to get dressed and made up.

Moments after you start getting ready, the door slams shut behind you.

You turn, expecting to see somebody, but all you see is a closed door. You give the handle an experimental tug. It doesn't budge. There's some sort of magna-lock keeping it closed.

No. This can't be happening. You can't have accidentally locked yourself in, not tonight. The show will be a disaster if you don't get out before your cue, and you'll be blamed terribly, and Marius McGregor will never give you an audition. You have to fix this. Right now.

Observable items

Bin: Aside from all the usual rubbish like used tissues and make-up wipes, there's a thin magazine in here, flipped open to one of its early pages. You recognise it as TW magazine – Theatre Watch. Quite an old issue. The open page has a huge, smiling picture of Marius McGregor, along with an interview. You skim through it, and it's mostly typical interview stuff – what was your inspiration for such-and-such, how are audiences responding to this and that, what do you think the future holds for blahblahblah – but one section catches your eye. It's McGregor's answer to a question about how he casts his actors.

“Well, obviously talent is important. I can't have some glassy-eyed wallflower in my productions. But that's not all there is to it. I require all my actors to have impeccable taste. Before I cast someone, I ask them three questions: their favourite show – whether it be a musical, an opera or a play – along with their favourite Broadway song and character. You learn a lot about a person from their answers to these questions. I've never met a soul whose answers perfectly matched my own. When that day comes, that actor will find themselves at a serious advantage.”
Bouquet: Despite sitting in a vase, these flowers are still wrapped in the coloured plastic they were in when they were purchased. The bouquet must have been bought from the theatre gift shop, because the plastic has Marius McGregor's logo on it.  The flowers themselves are quite lovely, and there's a small, hand-written card sitting among their stems.
Bouquet – card: It's addressed to Emma, one of the others in the cast, and looks like it's some sort of terrible free-verse poem:
Emma, my star,

Go out on that stage and perform.

Amazing as you are, you'll dazzle

Singing, dancing,

Such a talented triple threat!

Everyone will see it;

Marius McGregor will be entranced.

He will throw roles at you – 

Sandy, Roxie, Elphaba, Elle.

Up there you shine, you are magic.

Lose yourself on the stage, and I will

Bend over BACKWARDS to help you succeed.
Chairs: There are five of them pulled up to the bench. They aren't assigned; you normally just grab whichever one's free when you need one. Nothing about them really catches your attention at this stage. They all look pretty much the same.
Costume rack: It's completely packed. You can't count the number of outfits hanging up. Your costume for tonight's show is here – that's a relief, you suppose – but of course, nobody else's Act One costume is. They're all already wearing them on stage. Their regular clothes are hanging here instead. Along with them, and the costumes for Act Two, the majority of the rack is actually made up of costumes from older shows. Marius McGregor tends to buy his costumes rather than rent them, and apparently he just keeps them here when they're not being used.
Hair products: Heaps of hairspray bottles are packed into one corner of the bench – the furthest corner from all the sound equipment, because you know very well that hairspray and microphones don't mix. As a result, you aren't really sure which product is whose. All you see is an ocean of colourful, scented aerosols.
Keyboard: It's in perfect working condition, and has more settings than you know what to do with. If you had time, you'd use it to assist you in a vocal warm-up, but you might have to go on stage cold tonight.
Make-up: Foundations, blushes, concealers, mascaras, eyeliners, and every other paint or powder you can think of. You take a moment to apply some of your own. If you do get out of here, you can't perform without it. You'd look completely washed out under the spotlight.
Microphones: You've been conditioned not to mess around with these without a sound tech's supervision, but you might have to break the rules a little bit tonight. There are three components to these microphones: the piece that wraps around your ear and sits by your mouth, the mike pouch that wraps around your waist like a belt, and the the mike pack, which sits inside the pouch and connects to the headpiece with a cable.

A fair few are missing, naturally, since they're attached to the other actors already on stage. But of those that are left, you see the mike pouches all have McGregor's logo on them, and they are all numbered with both a simple number – from 1 to 15 – and a serial code that's much longer. You see nothing exciting about any of these numbers, no codes or cryptic puzzles.

With the microphones themselves, you're very familiar with the earpieces and see nothing extraordinary about them. It's connected to the mike pack by a long cable – well, two long cables, really. They meet in the middle; so one half of the cable is permanently attached to the earpiece, the other is permanently connected to the mike pack, and they plug together halfway up.

The mike packs are rectangular boxes about the size of your palm, with an on/off switch and two dials both labelled MIN-MAX. Must be about adjusting the volume or feedback or something. You probably shouldn't mess with these unless you know what you're doing, otherwise you might sound terrible when you get on stage with one.
Mirror: It's huge, and the whole area of it that's within arm's reach is kind of filthy. Nobody's been washing it down after each performance, so there's lots of grubby fingerprints, nose prints from when people leaned in too close, hairspray residue, and lots of other marks that you don't really want to interact with. You can't say for sure that none of them are from people sneezing.
Music scores: This is where everybody puts their music when they're done with it. Almost all the actors have returned theirs, and a handful of the orchestra members (the show-offs who have memorised the whole show). All of them are in reasonably good condition.
Shoes: There aren't that many shoes in here right now. A couple of pairs of boots for people who need them in Act Two, two pairs of ballet flats for the two dancers in the ballet number, one pair of tap shoes because every show has one tap-dancing character, and of course your shoes for Act One. You should probably put those on.

Sign-in sheet: It's an official McGregor Theatre sign-in sheet, not just a piece of A4 paper like most companies use. McGregor's logo is printed in the top corner, and below it is a huge Excel-esque table. It contains the names of everyone in the cast, crew and orchestra, along with the performance dates, their signatures, and a column to tick if you've returned your music score. You're supposed to sign it on every performance date, but some people are lazy. You, on the other hand, are very diligent about it.
Sound equipment: This is the stuff you're never allowed to touch. This is strictly stage crew only – the radios and radio equipment they use to talk to each other backstage. Only one radio is left in here, presumably a spare in case any of the others malfunction. The only things on it you recognise are the on/off button, the button you hold down to speak, and a pair of up-down buttons that change radio frequency. If you defy your regular orders and dare to touch anything, you'll find that flicking around through random channels does nothing. Knowing your luck, you've probably broken it.
Speaker: It's just out of your reach. Looking at it from here, all you can see of note is that there's a small socket, like you could plug something into it if you wanted. Sound-wise, it's still just emitting a static white noise.
Toilet cubicle 1: The cubicle itself is spotless, but when you peer into the toilet, you feel dismayed. No, it's nothing gross – it's a copy of your CV. All the actors in your show printed them out, and they were collected and given to Marius McGregor so he could read them if he wanted. At least, that's what you thought happened. Evidently yours didn't quite get that far. Grimacing, you fish it out of the toilet by the one corner that's still dry, and as you do so you realise somebody – more than one somebody, at that – has written little messages all over it.

Your eyes widen as you read them. They're written by other members of the cast – Emma, Jack, Serena, the whole lot of them – and they're all making fun of you. You knew you weren't friends, but this is way more than you ever thought possible. These comments are savage. They stole your CV to wreck your chances with Marius McGregor... and right at the end, you notice this interaction:

Should be an interesting performance tonight... would be a shame if SOMEBODY couldn't find their way out of the change room...

OMG, what?

I'll tell you with the mirror. Shh!
Toilet cubicle 2:  People have gone crazy with graffiti over time in this cubicle. There are all sorts of little cartoons and jokes, most of them terrible but some of them actually quite good. One graffito stands out, as it's a little bit more gibberish than all the rest: it starts with a little squiggle, a right arrow, then a frowny face, all in one row. Underneath this it says 9F3R2L5L6L2R.
Vase: It's entirely clear, beautifully polished glass. There's no visible pattern on it, but if you pick it up, you feel some upraised, bumpy bits. There is a pattern; the vase is just too clean for you to see it.
Actions

Bouquet – taking off the plastic: Aside from McGregor's logo, the inside of the plastic has words all over it. They look like titles of shows, although you don't recognise any of them. Must be some of McGregor's obscure favourites. They seem to be the same four over and over again: “The Twelfth”, “An 'Obvious' Noise”, “Wickedly Smart”, and “Meat of Pigs”.
Chairs – looking at the underside of the seats of the chairs: On the underside of each chair, you find a label! The leftmost chair has a label that says WOMEN. The next says MEN. The next two both say WOMEN, and the final one says MEN. It puzzles you; perhaps at some point in the past, the change rooms were gender segregated and the furniture labelled to ensure nothing ended up in the wrong room.
Chairs – looking under the legs of Lucas's chair: That's strange. On the very bottom of each chair leg, someone's written something in pen. On the two back legs, left and right respectively, you see written '47' and '250'. On the front right leg you see '6.4', and on the front left leg, you see three arrows, one on top of the other: first there's a down arrow (as in, pointing towards the back of the chair), then a right arrow, then a diagonal down-right arrow.
Costume rack – searching for a technicolour dreamcoat: It doesn't take you long to spot a multicoloured coat amongst the costumes. It kind of stands out.

Costume rack – wearing the technicolour dreamcoat: It's a little bit loose and heavy on you, but you get it on. As you do, you notice something scratching at your elbow – somebody's pinned a small Polaroid inside the coat! What a silly place to lose it. The photo is of five young people in this very change room, sitting on the chairs, smiling and waving at the cameraperson. They're dressed in their costumes, and judging by the young man on the far right, they're performing Joseph. He's wearing the technicolour dreamcoat. On the back of the Polaroid, you see there's a message:

Congratulations, Lucas, a perfect leading man! I'm honoured to have you as my favourite actor in my theatre company, and sitting in my favourite seat, no less! I put a lot of work into my favourites, and you haven't let me down yet. Here's to many more great shows. Regards, Marius.
Door – swiping the metal off a tap shoe in the gap: Refer to conclusion!
Hair products – searching for a mango-scented spray: You sift through passionfruit, lemon, orange, rosewater... ah, there it is! One bottle of mango-scented Hair Styling Spray. Number 14 in the brand's list of scents, according to the label.
Keyboard – playing G sharp, F sharp, and a whole bunch of Es, as indicated by the microphone pouch numbers: [If you have a keyboard and your players are likely to recognise the tune, by all means, play it for them instead of reading this section!] It feels like it's going to be an unbelievably boring, toneless tune, but almost immediately you recognise it. “It was red and yellow and green and brown, scarlet and black and...” It's the tune of the song Joseph's Coat from the musical Joseph and the Amazing Technicolour Dreamcoat.
Microphones – changing the settings to 3 notches from MIN and 4 notches from MAX respectively, as indicated by the music score's markings: You can change the settings easily enough... but it doesn't do much on its own. The microphone itself doesn't seem to change at all.
Microphones – checking microphone pouch 14: There's nothing that makes pouch 14 stand out from the others. It still has McGregor's logo above the number 14, and a long serial code on the back. The serial code is 7#6#5555555... actually, there are so many 5s, they begin to blur into each other. You can't get an accurate count. But there are heaps of them, and no other numbers after that.
Mirror – throwing a whole lot of blush on it: You feel terrible dirtying the mirror even further, but you toss as much loose blush at it as you can. Most of it floats through the air like a pinky-brown, choking fog, but some of it sticks to the hairspray residue on the bottom of the mirror. The bits that stick form some very clear words. On the left, you see a sentence insulting you, just like the ones written on your CV. Annoyed, you search for something you can use to wipe that one away. On the right, though, are two words that have nothing to do with bullying you: 'MANGO POUCH'.
Music scores – searching for Carlos Alejandro Ramirez's music: Sure enough, you find a score with Carlos's initials on the first page. You take a look through to see if there's anything unusual, but the only thing that stands out is that Carlos has very bad etiquette when it comes to music. You're supposed to erase any pencil marks you've made before returning it, so the next person to use it has a nice, clean copy, but Carlos hasn't done that. In fact, he's written a couple of notes in pen. You don't know what instrument he plays, but you don't even understand these notes. What does “3 from min, 4 from max” mean?
Shoes – using pliers to pull the metal off a tap shoe: It takes a lot of force, but you manage to separate the metal and the shoe. Now you have a very ordinary chorus shoe with holes in it, and a small, thin slab of metal.
Sign-in sheet – searching for a 'missing musician': [Perhaps ask for clarification of what players mean when they say this first.] There is one musician that catches your eye. Carlos Alejandro Ramirez. The sheet says he's returned his music – book number 20 – but he hasn't signed his attendance for a single performance. How very strange.
Sound equipment – changing the frequency to 476.4250 as indicated by Lucas's chair: You take the forbidden action of messing with the crew's radio. When you reach the channel you're after, nothing happens at first... then, after a few seconds, you hear a voice coming through it: “Stage left, go.”

It's the stage manager! You've accessed the stage crew's channel! You immediately press the talk button and call for help. A few seconds later, one of the stage crew responds, “... who is that?”

You blurt out everything that's happened, and you're pretty sure you've left them in shock. The crew doesn't usually get involved in the petty squabbles between cast members, but this is clearly a little bit more than that. The stage manager says, “Look, I don't have time for this. None of us do. We are mid-show! Petra, you go help unlock the change room. But you've got, like, two minutes. Go!”

The one called Petra stays on the line with you, while the others go back to giving and receiving stage instructions only. You hear a knocking on the door to let you know she's arrived, but the door doesn't open. “I can't make it work,” she says. “And I don't have time to get tools or anything... oh! But the crew does keep some emergency tools hidden in that change room! You just have to use the map to find them.”

Map?

“Yeah! Our last stage manager wrote up some directions on one of the toilet doors. I can't remember exactly how they go, but I know the squiggle symbol represents the keyboard, and the frowny face is the speaker. Okay, I really have to get back to the wings, but those tools will help!”
Speaker – plugging in a microphone pack BEFORE changing its settings: The wire plugs into the side of the speaker easily, but sound-wise, nothing seems to change. The speaker is still emitting a quiet static noise.
Speaker – changing the microphone pack settings after plugging it in: The static disappears. Apparently all that was causing it was the speaker being set wrong. Now that you've fixed the settings, words are coming from it: an automated message, something about fire safety, going through the emergency exits and evacuation points for the building. You only really start paying attention when it mentions the change rooms:

“For fire safety purposes, please do not lock magna-locks on change room doors for more than ten minutes. Should a magna-lock become stuck in the locked position, please swipe your metallic ID card in the gap above the door handle to activate the override function.”
Toilet cubicle 2 – following the graffiti map from the keyboard towards the speaker, then turning right and left as appropriate:  You take the appropriate number of steps in the appropriate directions, ducking past the costume rack, turning around, then heading back towards the toilets. When you've taken your last step, you find yourself eye to eye with the outer corner of one of the stalls. Feeling unsure, you examine the area from all angles, and then you see it – a loose bit of tile, right where the corner of the stall meets the floor. You jiggle it a bit, and reveal a hole in the floor. Reaching inside, you don't pull out a whole tool kit like Petra promised, but instead you find yourself holding a small but sturdy pair of pliers.
Vase – 'reading' the clear bumps with your fingers: It's not Braille, which is a relief, because you aren't sure how easy that would be to translate. Instead, you're pretty sure you can feel normal letters. Starting from a random point, you trace the entire pattern of the vase, and after a couple of tries, you work out that the pattern seems to spell out 'NGMUSICIANMISSI', and by that point you've traced around the whole circumference and reached the beginning again.
Conclusion

The door bursts open and you fly out, practically bowling over the poor crew member who was helping you. You can hear your character's entrance song emanating from the orchestra pit. You print through the wings...

And you make it, right on your cue.

The audience has no unusual reaction. Why would they? They don't know anything strange has gone on. Your cast mates, though... they can barely hide their gobsmacked dismay. Well, good. You're not going to let their blatant bullying get in the way of your performance, and you'll see to it their behaviour is appropriately punished later.

After the show – which could not have gone better, even on the best of nights – you emerge from backstage into the foyer of guests, and immediately make eye contact with Marius McGregor himself. He's wearing a broad grin on his face. “You were outstanding,” he says. “A truly memorable performance. Out of curiosity, do you mind if I ask you a few questions?”

This is it. You've made it this far; you've piqued his interest. But can you give him the answers to his three questions – the answers that will make him immediately grant you an audition, if not an outright job offer?

Let's hope so. Because he's waiting for you to say something.

[If players have reached this point without learning McGregor's three favourites, they can hurriedly give him some excuse, and rush back to the change room to see if they can find the answers.]
Puzzle master's explanation

There are three paths you can take in this room:

Bin –> vase –> sign-in sheet –> music scores –> microphones –> speaker –> door

In the bin, you'll find a magazine open to an interview with theatre owner, which says he doesn't just cast people based on talent. They have to have the right tastes, so whenever he's interested in a performer he asks their favourite show, song and character. Perhaps it's cheating, but you should keep an eye out for hints in this room about what his favourites are, so you can use them in conversation later. This interview also conspicuously uses the words 'glassy' and 'flower', which may hint that you want to look at the vase.

The vase is clear, but if you feel it you notice it's covered in upraised dots, like easy Braille. It gives you the words 'missing musician', if you happen to start in the correct place. Well, the sign-in sheet includes a list of everyone involved in this show, including the musicians. The sign-in sheet has owner's logo on it (a clue that this will contain an answer or part thereof to one of his three questions), and a single musician who has apparently handed in their music score but hasn't attended any performances. His initials are C.A.R., which is part of the answer to one of the questions. You can also see his music score's number and have a look through it, and you notice some notes written in pen inside – “3 from min, 4 from max”.

These numbers match settings on the microphone packs, which can disconnect from the actual microphones and plug into the speaker (if you stand on a chair to reach it). Changing the settings to match what the score says dulls the static and instead plays some pre-recorded words, which are fire safety instructions for the room. They include describing the magnetic lock that holds the door closed, and says that it will de-activate if you swipe your metal ID badge through the gap. Sadly, you don't have such a badge. More on this later.

Toilet (1) –> mirror

You  look inside the toilet, and see your CV is in the bowl, with rude notes written on it from the other cast members about you. Turns out they're terrible bullies, and they were all in on this trick to lock you in and make you look bad in front of the theatre owner. But they haven't say anything of value here; instead they say they'll have the rest of their conversation with the mirror. What does that mean? We'll have to wait and see...

Flowers –> make-up –> mirror –> hair stuff –> microphone pouches –> keyboard –> costumes –> chairs –> sound equipment –> toilet (2) –> shoes –> door

The flowers have an admiring poem on a card, which puzzles out to give the words 'blush message'. You get these words by reading the first letters of each line, backwards. Oh,and if you examine the plastic in which the flowers are wrapped, you'll find a few cryptic hints that give you the owner's favourite character. L + DUH/DER + CUNNING + HAM = Elder Cunningham from Book of Mormon.

Throwing a whole bunch of blush on the mirror will make it stick and reveal two hidden messages. One is another one disparaging you. The other is simply the words 'mango pouch'. The only mango thing in the room is one person's hairspray, which is Scent No. 14, so you should examine microphone pouch 14. The tag on the pouch has a series of numbers and hash signs on it (all of them did), which translates to letters, which represent musical notes. If you play those notes on the keyboard (which also has the owner's logo on it), you'll find you're playing the song Joseph's Coat, a well-known musical piece. That must be the owner's favourite song. Also, it's a suggestion about which costume on the rack to search for. If you put it on, you'll find something scratching your elbow – a photograph has been pinned inside! It's a photo of a few cast members sitting in this very change room. On the back is a message written by the owner, to one of these cast members. The message identifies which cast member is sitting in 'his favourite chair'; this hints that one of his three favourites is written on a chair. The underside of his favourite chair says 'MEN' on it; this goes with the 'CAR' found on the sign-in sheet to make CARMEN, his favourite opera. 

Also, if you look at the bottom of the legs of this chair, you'll see some arrows and numbers. If you write the numbers out in the order specified by the arrows, you'll get a large number that's actually a radio frequency.

If you set one of them to that frequency, you can get in contact with the stage crew! Obviously they can't talk much, being mid-show, but one will try to help. They can't unlock the door, and aren't really sure what to do without ruining the whole performance. What they can do to help you is tell you they graffiti'd a map of sorts on the back of a toilet door, leading to a hidden set of tools. Maybe you can escape using them.

The only thing you need to escape, remember, is a piece of flat metal. In the room, the only small piece of flat metal is the metal on the bottom of the tap shoes in the shoe box. When you follow the map, you find only a single pair of pliers, which you can use to pull off the metal. Once you've done that, you're free! And, assuming you've worked out the owner's three favourites, you're bound to be a success.

Favourite song: Joseph's coat (played on keyboard)

Favourite show: Carmen (car + men pictures)

Favourite character: Elder Cunningham (cryptic clues for elder + cunning + ham in graffiti)

Obviously not every player will be a musical theatre expert, so recognising song tunes and character names will be impossible for some. As GM, you'll need to figure out how much knowledge they have so you can know how much you should tell them. In some cases, it might be best for you to outright say, “And, being musical theatre experts, you instantly recognise the tune as Joseph's Coat,” or something similar. Having the outside knowledge should be a perk for players, but not a necessity.
