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You have dared to cnoss |ﬂie threshold of the haunt
Mysterium Manor... How very bravel Settle in ai _
the table, open your mind and awaken your E.I:I'El"i 8115

as vou prepare for an extraordinary séance wit

the aim :::f.l'aymg a stranded soul to rest. ..
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Misterium i @ cooperative mystery solving game, in whidh everyore wins or losas
togather. All players share the same goal of uncowering the truth behird the death of
the ghost that hiaunts the manor, thereby putting his soul 1o rest!

Player Roles

Mysteriumnis an asymmetric card game in which players take on one of tao differenit
rodes but share a common purpose. Plagers play differantly according to their rok:

@ The ghast distributes cards to guide the psychics, helping them to make the
right chicices that will allow the investigation to make progress.
B The psychics recsive cards from the ghost and use their intuition to try to
correctly intarpret his messages,
|  Befors beginning the game, the players dedde whidh role to play: the ghost or
| a paychic.

' Example: Laurm, Stephanie Peuwl Canl and Akx-are beginning a fuee-plapsr
game. laura decides to ply the role of the ghost. The remaining four payers
phy s psychics. Stephanie chooses Alphonse de Belcour (biuel, L4r picks
Ardhaszhir fwhitel Carl sslects Madam Wang fred) and opts for Aima
Sahador kel

@ WHAT T0 EXPECT DURING THE SEANCE..

The game is z&t in the 19205, Inwour role as peydhics you have bean imited to a night-
time sfamoe on Sambain (Hafmwesen), when the wisible and invisible wordds meet. This is
thie day of the year when the living are most easly able to contact the " other sde”. Yo
will have only seven hours before the spiritual conrection with the ghost is kost.

Upon making comtact, you quickly realize that the ghost is unable to communicate
iz killers identity directly. Clearly still in severe shock, the ghost has only wague
memaories of his death. With his help, your task is to recorstruct the events of the
fateful evening: who was present at the scene? Where might the aime hawe taken
place? What cbjects may hawe besn used as weapons? To save pracious time, eadh

paychic will follow a different line of ingquiry, with the aim of
idantifying and recorstructing the activities of one of the
suspacts,

Eshausted by his years wandering the astral plane, the
gheost has become too weak to speak.

rstead, he will communicate with the psychics individually, sanding them sisions in
the form of " flashes®, which the paychics will then share and interpret to the best of
their ability with their partners. Guided by their intuition, they will then indicate their
preferred hypothesis to the ghost, beginning by identifyirg the suspects. Inoreturn,
the gheost will inform each paychic whether or mot their irtuitions were
goorate, enabling the most perceptive ameng them to move forward
with their ineestigation. When the suspect has been unmiasked, the
psychics mext task is to determine where the oime took place and
what object may hawe served &= the murder weapon.

i &l the pspchics successfully commplete their tasks within the
dlotted sewen hours, the ghost will be able to recall the culprit’s
idertity,. Summionirg his remarirg strength, he will send the
whole group one find wision identifsing the odprit. The more
clear-sighted the psychics hawe besn during the séance, the more
unequiwacal this final vieion will be...

Arally, the psydhics hold 3 straw poll to formally identify
the culprit, winning the game if the maority pidk the right
sugpiect. This fraes the ghosts soul torest ineterna peace.
I you fail, the ghost's spirit will continue to roam the
netherword and you will havs to wat another year
before reattempting to sole the mystery of the
rranaor. ..

Mo you krow how the s2ance will unfold,
yiou are ready to play!

Tips for a strong spinit bond:

For wour first game, we recommend plaging at the © B difficulty leval
(zze page 8), with a player already familiar with the game in the role of
the ghost.

The ghiost may choose to play the game without uttering a single waord.
For example, he might confirm the psychics’ intuitions by knockirg on
the table: one knock for «yess, twa knocks for anos.

An atmospheric soundtrack is available to download
from woanardibellud. com via the Mysternvm product
shest) or by scanning the code shown opposite with
your smartphone.
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~J Game Components & Setup

Set up the game as shown in the diagram.

™

MYSTERIUM o
' e
Game components for the psychics

1 2 3 4 BT Eh psychic receives:

6 Intuftion 6 sleaves 6 clairv A
tokens 1 of Bach ool lewed mnﬁﬂw 3E ﬂiﬁ:‘ﬁﬁ:[ﬂ:ﬂﬁ @ 1 intuition token
| of Each ool | of each miour e i B i 1 sleeve

P M D M M 2 1 dairveyancy level marker. Flace the marker so that

it indicates the " 0" space on the dairvoyancy track.
g COEDED

e T ¥ Clairvoyancy tokens, depending on the number of
Aear rumbered from 1 to & ey

ﬂ ...V l!-!plafers =0
’ ﬂ id-i players mb 4 crumoersd trom 1 to 4)
CUsa LT |

. 6-7 players m & irumoersd from 1 to &)
e S U]

1 dodk board
| Setup |

%t the hour hard to 1 {1H)

at the start of the game.

i dock

) clairvoyancy tokens
discard area

PO

4 progress TR 1 character 1 location 1 nh]tma E:i;,g;m

1 epliogue prograss
progress board progress board o gﬁlarﬁw

ept

18 character psychic cards 18 location psychic cards 18 object psychic cards
rear numbersd from 1 to 18 rear numbsred from 19 1o 36 rear numberad from 37 to 54

b culprit space
3 mission accomplished space

54 psychic cards  EETE-RR
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1 sand timer
[2 minLies)
s

1 dairvoyancy track

Far 4 to 7 player games

:-ﬂ-s W place as 6-7 b place as
showm below shown bslow
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Game components for the glmst

54 ghost cards, & follows:

18 character
ghost cards
rear mumesred from 160 12

18 location
ghost cards
fear niumberad from 19 to 36

18 object
ghost c:ards
rear numberad from 37 o 54

0 6 aulprit tokens

rear numiberad from 1 60 &

@00

FRONT REAR

12/

3 crow markers

1 game screen

INTERIOR

Each column comespaonds to a different peychic,
Each row cormesponds to & type of ghost card;
{h character ghost cand spaces
3 location ghost card spaces
) object ghost card spaces

(9

6 ghost tokens

front 1 of each colour

sotup

Ayrarge the ghost
tokens bahind the
game screen. Flace
tham coloured sida up
at the bottom of the
appropriate column.

L L ]

rear riambersd from 1 to b
R

84 vislon cards

_ Setap _

Place the wision
cards pile behind
the game screen.
At the start of the
game, the ghost
draws a hand of
7 cards from the

top of the pile.




o 'EII'I'IEn'I'fﬁL'I.IIﬂ 'EI"[II'd iﬂup Example: Lawra (as the ghost) receies 7 cands and shuffies them, She oraws the
first card (number 1) and places it in the game screen, i 5

Checose the difficulty lewel for the game. This determines the number of character! columin, She then repests the aperstion far the other psychics
locationdobject cards that will be used.

o Shuffle dl the character psychic cards and draw (face down) the number shown

in the table below:
Repeat steps i), §) and E) for the location cards ad then the object cards.

m Curireg this sstup phase, the ghost gererates a combination of three cards (e, 3

Numbser of characterilocation'object cards kid on the table character, a location and an cbject) for each peychic.

Mumbser of :mn'ﬁh:uﬁwﬂfhj.ut n:lrh laid BHL tdlhﬂ G'ﬂ meplﬂ?

- b - - -

€D 1 1 8 4R LY The game is played in two phases:

Numbser of characterles stion'object cards laid on the table P Qama

Example: In our five-phyer game (1 ghost and 4 psychics) at (LT difficulty Phase 1- Reconstruction of events

tevel, the players draw 7 character psychic cards. Thizs phase lasts & maximum of ¥ game furrs, represented as hours on the
choche (1, 11, 11, W W et VI,

Lock through the character ghost cards and select thoss whose numbers match ’ F
the drawn character psychic cards. Pass the character ghost cards to the ghost. Phase 2- Eﬂ'!lllﬂ“! culprit
Set up the character psychic cards in the play area ises page &). This phase takes place if all paychics successfully completa the Reconstruction
of ewents phase before the end of the seventh game turn.
Example: Carl has drevvn caras bearing the numbers 1, 2. 4 5 6 10and 17,
Aftar sorting his cands, he passes the character ghost cards numbered 1, 3,
4 5 & T0and 17 to the ghost. A
o Reconstruction of events

Dwring this phass, the psydhics attemnpt to identify which characters are crime
suspects, determire where the foul desd might have been committed, and establish
whiat objacts might hawe servad as the murder weapon.

To visualy reprezent the progress achiesed by the peychics during their investigations,

each paychic wil move their intuition token along the 4 progress boards (see page &)

Each irmestigation is conducted in a particular order: the paychics must first identify their

character {suspect] before attempting to discower their location and finaly their chjsct.

e The ghost shuffles the received cards and draws as many cards as thers
are peychics in the game. The ghost then places these crds in the dharacter The reconstruction of events phase takes place in two steps:
spaces on the irside of the game soreen, in the columns representing the Step 1 - Vision interpretation
colours of the warious peychics. Put the remaining cards back in the box Step 2 - Spectral manifestation
without looking at them.
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@ Step [- Visioniinterpretation

Dwuring the first turn, each peychick imtuition token is placed on the character
progress board. This means that the ghost's task is to help the pspdhics to guess the
character card assigned to them behind the game screen. He does this by projecting a
wision to each peychic, consisting of cne of more vision cands.

P %o project a vision, the ghost:

ﬂ dhooses a peychic ad places one or more sision cards face up
ir frant of him or Rer; y

ﬂ puthes the ghaost token matdhing the peychic’s colour against
the game screen. This reminds the ghost that he has dready
given vision cards to that pspdhic and canmot give him ar her
ary miore cards during the current turn;

ﬂ draws vision cards to make up his hand to 7 cards. f the vision
cards draw pile is empty, the ghost shuffles the vision cards
discard pile to form a new draw pile;

ﬂ picks another peychic and rapeats the same procedure until al peychics have received
at least ore vision card.

Upon raceiving 3 vision, each pswchic attempts to interpret it and discover the
characterfocationfobject to whidh it refers (depending which progress board their
imtuition token iz oorently onb. To this end, peychics may fresly examine their vision
cards and psychic cards, and discuss hypotheses with the other peychics.

When the ghost has projectad visions to all paychics, be starts the sand timer.

Each peychic must place his intuiticn token on the psychic card towhich he belisves
the ghost i guiding hirm before the sand timer runs cut The other paychics may
help with decision-making by analyzing cards and giving their opinions. Paychics may
change the positiore of their intuition tokers at any time until the sand timer expires,

WEEy several psychics may place  their
intuition tolen on the same psychic card.
However, as each psychic has to find a unigue
combination (consisting of a character, a
location and an object), the intuition of at
least one of the psychic must be wrong!

Important although the ghost may listen to disoussiors bebeesn
pewchics, he should NEVER make commenits or gestures that could saree
S @rchies, as this would distupt the gameplay expenience

Sample vislons

Lauma (as the ghost) wants &o hep o guess the "gowemess" character The

character’s cand feztures 3 ball of redwool Lawa (as the ghost) browses the cands
in her hand and pics card 0 (nwhich 3 bal and a strand of red wool ave visibie),
but also card (LY fwhich shows other cords and ropes) and card {0 (which shows a
wioman with & fatl to eshance this vEion.

lawra must ako steer Stephanies choice towands the "oook" chamcter
Card I8 shows some plates. laurs night ako have chosen this cand for
Stephanie’ vision. To enhance this wsion, she might also hawve added card
fion which somee cakes appearl.

P Discarding vision cards (W)

At the start of the game, the ghost collects the number of crow
markers corresponding to the chosen difficulty level (sea table an
pane E). At any point in the game (including during the Revealing
the odprit phase), the ghost may discard any or all of bis vision
cards and draw new cands to make up his hand to 7 cards (subject
to the limit on the rumber of such discard operatiors determined
by the difficulty level).

At the (T30 difficulty levek: the ghost may discard his cards
once per turn, in which cass, he places a crow on the game screen,
remowing it &t the end of the turn.

At the 0D difficulty levek the ghost may discard his cards up to three
times during the game, eadh time placdng a aow on the game screen,

At the [T difficulty level the ghost may discard his cands once during the
game, placing a crow on the game soreen,




P Using clainvoyancy tokens

Mayers may add clairwoyancy tokens to the intuition tokers played by the other
psychics, at any time until the sand timer expires. When played successfully, these
tokens enable peychics to progress on the clairvoyancy track, potentially unlocking
extra clues when attempting 1o identify the culprit in the final phase of the game

irdicating that the plager agrees with the peychics intuition, and those
bE=arirg the 3 symbol, indicating the opposite.
@ A psychic may not play more than one claireyancy token per intuition token or
add a clairvoyancy token to his cwn intuition token;
@ a psychic may play as many cdairveyancy tokens as he wants dunirag a turn, but is
rizt obliged to use any at all;
@ 3z multiple intuition tokens may be placed on the same pspchic card, eadh
clairvoyancy token should clearly point to the token with which it is associated;
@ playsrs may mowe or remows clairvoyancy tokens at any time until the sand
timer expiras.

% There are twa types of dairvoyancy tokens: tokens bearing the « symbol,

Important: after use, all clainoyancy tokens (oo and ) must be
discarded to the designated space on the dock board. They will be
b= ratrieved at the start of the fourth game turn.

When the sand timer runs ocut, the Wsion interpretation step ends and the ghost
manifasts itself.

@ 5tep? - Spectral manifestation

Curirg this step, the ghost marifests itsalf to let the peydhics know
whether or not they have cormactly interpreted their visions. The
ahost may reweal this information in any order he pleasss. He
irforms each pagchic that his imbuition was comect (f the psydnics
token was placed on the right card) or incorract (if the token was
riot placed on the corect card). After manifesting toa psydnic, the
ahiost moves the ghost token of the corresponding colour away
from the game screen,

P If the psychic picked the correct psychic card

i The ghost flips the comesponding ghoest card in the game soreen;

@ any psychics who plaged an ' dainoyancy token mowe their markers foraand
one space on the caincoyancy track;

i@ the psychic collects the correct psychic card and slides it into his sleewe;

i@ the psychic discards all his vision cards;

i@ the peychic collects his intuition token and places it om the next progress board.

Evample: Stephanie has successfully identified her character

Duning the next turn, Laura (= the ghost] wall help her to guess 3

location. Stephanie therefore plzces her ntuition token on the

location progess board,

10)

P If the psychic has not picked the correct psychic card

@ Aniy psychics who played an 3 cdairvoyancy toksn move their marker forsand
ane space an the cairvoyancy track;

@ the psypchic returne his intuition token to the same progress board from wehich it
was taken (Step 1)

@ the psypchic retains khis vision cards in front of him. In each subsequent turn, the
ghcst will provide cne or more additional cards to enhance the vision, until either
the carrect psychic card is picked or the game erds.

Example showing the use of dairvoyascy tokens
The ghost indicates that Carl's infuition was correct. Stephanie and
had both added a ' dainsopancy token to Carl’ intuwition token. 4: a
resutt, they mowe their dainsoyancy level marker forward one space
on the clainvoyancy track. (=71 who had plaped & ¥ token, does
not mowve fhiis marker,

P if a psychic has just obtained his three psychic cards
When a peychic has successfully identified his combination of peychic cards, he
places his intuition toksn on the migsion accomplished space an the epilogus progress
board. On the daireoyancy track, he moves his marker forward one space for each
kezur remaining on the clock. Thereafter, he continues to take part by helping the other
pay chics to interprat their visiors, and may =till play any remaining clainroyancy tokens.
Example: 20 discovers his combination duning the fourth hour and thersfare

moves his marker forward 3 spaces on the clairvoyancy track.

At the end of this step, maowve the hour hand forward one hour on the dock.

i@ If one ar more peychics hawe not yet identified their character, location and
abject, & new reconstruction of evants phase begins. i the clock was already
showing the 7 hour (WID, the game erds and all players lose.

i@ Ii all the paychics have successfully identified their character, location and object
combinations, maove on to the final phase of the game: revealing the cuiorit.

[lzlzg At the end of this step, the psychic’ intuition tokens may be
located on different progress boards.

e

This phass only takes place if all the pspchics hiawe successfully identified ther
character, location and object combinations befare the deck strikes 8.

Revealing the culprit
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The culprit’s identity is rewsalked in thres steps:

Step 1 - Suspact line-up
Step 2 - Shared wision
Step 3 - Straw poll

ﬁ Step [ - Suspectline-up

Curireg this step, the psychics arrange their combinations of cards into groups, in

order to compare the suspects and enable the ghost to identify the culprit

@ Collect any peychic cards that were not placed in sleeves and put them back in
the game bow, together with the character, kcation and object progress boards;
@ Flace one ghost token per peychic in the centre of the table, numbsred side up.

Example: in our feplyer game fwith 4 paschics)
4 groups of cards are required and the
pEpchics, therefore, By out the girost
tokens numbered 1 to 4.

Replace the unused ghost tokens in the b,

@ The pewpchics remowe their combinations of three cards from their sleeves and
amocigte thern with the nurnbered tokere. Several groups of cards are thus formed
at the cemtar of the table, each containing ore suspect

Example showing card groups

Suspscts

@ The ghost collects the & culprit tokens and keeps them behind his game scraen;
@ The pspdhics collect all of their claimoyancy tokens (3 /7« side),

& Step 2-Shared vision

Diurireg this step, the ghcst attermpts to guide the psychics owands the group of cardsin the:

middle of the t=ble that conains the adprit.

Tothis end

@ The ghost picks three vision cards fiom his hand. These
cards form a shared wision and must al point to the same
group. One of the thres cards must point to the character
in the target group, ancther to the loation, and the find
card to the object. The ghcst then shuffles the sharsd usion
cads and pleces therm face down in the middle of the table.
Thi= greup is designiated as the culprit's group

@ The ghost seaetly collects the culprit token with the numbsr matching
that group and places it face down inthe culprit space on the epilogue
progress beard.

@ 5tcp 2 - Straw poll

During the straw pad, the paychics hold a majarity wote to designate the group
cantaining the suspected adprit. The ghost miust not indicate which card in the shared
vision relates to which elerment of the combination. The true culprit i revealed at the
end af this step

Sharad #slon

Culpeit tokon

P Voting by the psychics

Tre peychics wote in searet, and rmust ot communicate with each other during the
woting procedure. Peychics wote &t different times, depending on their dairsoyanoy kewal,
as determined by the position of ther dainoyancy level marker on the dainroyancy track.

@ p=ychics with a low daireoyancy level | will s2e orly one card from the shaned!
vision before woting to identify the culprits group;

@ p=ychics with an intermediate clairoyancy level Ul will 522 two cands;

i@ p=ychics with a high daireowvancy level |:_J will se all three cards.

el e

. |

[zt & 6-7 % The limits of the various dairvoyancy levels
changes (see page Tk
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Purt differently, the further 3 pspchic has progressad along the clairvoyancy trade, the mone
dues he wil zeewhen the peychics hase toidentify the group that contairs the tue oulprit

&o

P=ychics wote wsing the numbered sides of ther dairmeyancy takens.
Each p=ychic takes the token beanng the number of the group that he
thinks contains the cuprt and sides it into his sleewe.

Example showing voting by the psychics

The first shared wision card is

revesied.

Stephanie, who reached space

4 {Low level] on the clainoyancy
) fracik, voies now

The sacond shared vision
cam = revesiad.

and Carll who resched
spaces 5 and 6 {ntermedizste
fevel] on the ol air voyancy
track, vOote now.

The final shared vision card i
revesied.

e, who reached space

11 {High lewel) on the
clainvoyang trad, votes

r MO
'h

L.

When all psychics hawve voted, the wotes are revealed.

P Revealing the votes and the true oulprit

Pasz all the sleeves to the psydhic with the highest score on the dainroyancy track
{or in the event of a tie, to the eldest of the tied players). This player reveaks sach
clairwoyancy token in turn, placing it on the card group matching the rumber on the

ghost token.

When all tokers hawve been placed, proceed as follows:
i@ if one of the groups has received more wotes than the others, it is chosan as the
suspected odprit’s group;
@ if no zingle group has a clear majority, the tie is broken in favor of the group
chosen by the player who progressed furthest akong the claireoyancy track. That
group is considered to represent the peychics’ werdict on the culprit.
% @ If a tie persists, it is broken in favour of the group for which the eldest
l 2 ' playar woted.
__'I Mo reveal the culprit token placed on the culprit space!

=

End of the Game

If the graup chosen by the pspdhics contains the true culprit, all plagers win the game
together and the ghosts spirit is [aid to rest! Ctherwise, the gameis kost and the players
miust wait urtil 5ambadn comes round again before reattemnpting to solve the mystery
of the manar. ..

Two- and Three-Player Game

You can play Mysterium with 1 or 3 players by adjusting a few of the rules.

P Special setup

1. The claincoyancy track, the related markers and the dairvoyancy toleens are not Lsed;
1. Eadh playar plays with two peydhics;

A During the shaved vsion, the thres vision cards are placed face up.

P Special nules for Phase 2 - Revealing the culprit

Step 1 - Suspect live-up [page 11]

.:. r g Randomly areate tevo additional groups of cards fwith a character, alecation
and an object in each group) wsing pepchic cards discarded during the
game, bringing the total rumber of groups to four. Then place the tokers
numberad 1 to 4 by the four groups thus formed.

13 B Face the tokens numbered 1 to 4 by the four groups of cands.

Step 2 - Siraw poll (page 1)

.:. 2 W The player who plays the two psychics uses only one of his intaition tokens
to designate the suspected culprits group.

,:. 3 ™ Pxychics wote openly rather than in secret. The two players with the role of
paychics must agree which group to identify as the suspected culprit's group
and place their teo intaition tokens on it.




	MYST01_rules-1 copy
	MYST01_rules-2 copy
	MYST01_rules-3 copy
	MYST01_rules-4 copy
	MYST01_rules-5 copy
	MYST01_rules-6 copy
	MYST01_rules-7 copy
	MYST01_rules-8 copy
	MYST01_rules-9 copy
	MYST01_rules-10 copy
	MYST01_rules-11 copy
	MYST01_rules-12 copy

