
M
ys
te
riu
m

R
og

er
’s

 R
ul

es
: F

ire
dr

ak
e/

B
G

G
La

st
 e

di
te

d 
20

24
-0

3-
19

Fo
ur

 S
ta

ge
 V

ar
ia

nt

G
oa
l

Id
en

tif
y 

yo
ur

 p
er

so
n-

lo
ca

tio
n-

ob
je

ct
-c

irc
um

st
an

ce
 fa

st
er

 th
an

 
ot

he
r p

la
ye

rs
.

Th
er

e 
w

ill
 b

e 
ni

ne
 ro

un
ds

 o
f 

pl
ay

.

Setup
C

hoose 1 player to be the G
host.

For each of (person, location, 
object, circum

stance) shuffle the 
m

edium
-sized blue-backed deck 

and draw
 one card per non-

G
host player, plus 1-4 

depending on target difficulty 
level. Find the m

atching cards 
from

 the brow
n-backed decks 

(sm
all objects, large everything 

else) and place them
 in the 

m
iddle of the table, separated by 

the progress boards (“person” 
board, person cards, “location” 
board, location cards, etc.). 
G

host shuffles the blue-backed 

cards and secretly assigns one to 
each player (put both object and 
circum

stance in the low
er 

pockets of the screen and m
ove 

as needed).
Each non-G

host player chooses 
a psychic and places their 
crystal ball m

arker on the 
“person” progress board. Put a 
score m

arker at zero on the 
score arch.
G

host shuffles and draw
s an 

initial hand of 7 vision cards. 
G

host m
ay not speak during the 

gam
e.

R
ound

To each player in any order 
G

host gives a clue of 1 or m
ore 

vision cards. This should as far 
as possible be a clue to w

hich of 
the possible cards at their 
current stage they should be 
choosing. G

host refills hand to 7 
after each clue. G

host m
ay 

spend a crow
 to discard and 

redraw
 entire hand.

Players m
ay and should discuss 

their clues. Indicate a choice by 
playing your crystal ball on one 
of the cards.
You m

ay place any or all of 
your teardrop-shaped betting 

tokens against other players’ 
m

arkers, no m
ore than one each: 

a tick if you think their guess is 
right, a cross if it’s w

rong.
O

nce all this is done, for each 
player in any order, G

host 
indicates w

hether their guess 
w

as correct. If it w
as: their 

crystal ball m
oves forw

ard to 
the next progress board, and any 
“tick” tokens attached to that 
guess score 1 point. They take 
the relevant card and add it to 
their folder. If it w

as not, their 
crystal ball m

oves back to the 
progress board w

here it started 
the round, and any “cross” 
tokens attached score 1 point.
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