
The Cult of Cat

Rules

S
E

T
U

P

If th
is is you

r first g
a

m
e, m

a
ke su

re to 
lea

ve th
e B

E
F

O
R

E
 a

n
d

 A
F

TE
R

 ca
rd

s 
in

 th
e

 b
o

x
. T

h
e

se
 a

re
 o

n
ly

 u
se

d
 in 

A
d

va
n

ced
 M

od
e!

1. D
eal C

ards: S
h

u
ffle a

ll th
e ru

le ca
rd

s in 
th

e b
ox. D

ea
l ea

ch
 p

la
yer 2 ca

rd
s if you 

have 3-5 players, or 1 card
 if you have 6+ 

players.

2. Place D
raw

 Pile: D
ea

l 1 card
 fa

ce-d
ow

n 
in

 th
e cen

ter of th
e ta

b
le. T

h
is is th

e 
draw

 pile.

3. R
e

tu
rn

 U
n

u
se

d
 C

a
rd

s: R
e

tu
rn

 a
n

y 
rem

a
in

in
g

 ca
rd

s to th
e g

a
m

e b
ox. T

h
ey 

w
ill not be used in this gam

e.

4. P
a

ss Left: E
a

ch
 p

la
y

e
r lo

o
k

s a
t th

e
ir 

ca
rd

s, th
en

 p
a

sses th
eir en

tire h
a

n
d

 to 
th

e p
la

yer on
 th

eir left. (Th
e h

a
n

d
 th

a
t is 

p
a

ssed
 to you

 is n
ow

 you
rs, a

n
d

 you
 m

a
y 

look a
t it.)

5. S
ta

rt: T
h

e p
la

yer w
h

o m
ost recen

tly p
et 

a cat goes first!

G
A

M
E

P
L

A
Y

O
n your turn

, take these steps in order:

1. Play a card

2. Take actions

3. C
heck w

ith each other player to 
see if you’ve broken their rules 

A
ccessib

ility N
ote: If y

o
u

 d
isco

v
e

r 
a

 ru
le

 th
a

t a
 p

la
y

e
r is u

n
a

b
le

 to 
follow

, im
m

ed
ia

tely rep
la

ce it w
ith

 a 
ra

n
d

om
ly selected

 ca
rd

 from
 th

e b
ox 

a
n

d
 con

tin
u

e p
la

yin
g

.

I. P
L

A
Y

 A
 C

A
R

D
A

t th
e sta

rt of you
r tu

rn
, ch

oose 1 ca
rd

 in 
your hand, read it out loud, and play it face-

up
 in the center of the table. 

E
a

ch
 ca

rd
 lists a

 ru
le

 of th
e C

u
lt of C

a
t, 

w
hich is a special action you m

ust take. 

For exam
ple, if your card says “M

ust pretend 
to lick hand like a paw

,” you m
ust pretend to 

lick your hand after playing the card.

II: T
A

K
E

 A
C

T
IO

N
S

N
ext, you m

ay take actions to try and follow
 

th
e ru

les on
 ca

rd
s th

a
t oth

er p
la

yers a
re 

holding
. 

E
veryth

in
g

 you
 d

o sh
ou

ld
 b

e w
ith

in
 view

 of 
a

ll p
la

yers, so th
ey ca

n
 w

a
tch

 you
 closely 

a
n

d
 see w

h
eth

er you
’ve ob

eyed
 th

e ru
les 

they’re holding.  

If a
 p

la
yer sees you

 b
rea

k on
e of th

eir 
ru

les, th
ey sh

ou
ld

n
’t sa

y so ju
st yet!

III: C
H

E
C

K
 W

IT
H

 E
A

C
H

 
O

T
H

E
R

 P
L

A
Y

E
R

S
ta

rtin
g

 w
ith

 th
e p

la
yer to you

r left a
n

d 
p

roceed
in

g
 clockw

ise, p
oin

t to ea
ch

 oth
er 

p
la

yer in
 tu

rn
 a

n
d

 a
sk th

em
 w

h
eth

er you
’ve 

b
ro

k
e

n
 a

n
y

 o
f th

e
ir ru

le
s

. T
h

e
y

 m
u

st 
answ

er honestly.

If th
e p

la
yer you

 p
oin

t to tells you 
that you have broken a rule:

1. T
h

e
y

 re
v

e
a

l th
e

 ru
le

 y
o

u
’v

e 
broken and read it out loud. 

2. B
oth

 th
e ca

rd
 you

 p
la

yed
 a

n
d 

th
e ru

le you
 b

roke a
re sh

u
ffled 

into the draw
 pile. 

3. You
 d

ra
w

 1 ca
rd

 from
 th

e d
ra

w
 

p
ile. T

h
en

 th
e p

la
yer w

h
ose ru

le 
you broke draw

s 1 card
.

4. End
 your turn.

If th
e p

la
yer you

 p
oin

t to tells you 
you

 h
a

ve n
ot b

roken
 a

 ru
le: P

oin
t to 

th
e n

ext p
la

yer a
n

d
 a

sk th
em

 if you 
broke any of their rules (a

n
d

 so on).

If every p
la

yer tells you
 th

a
t you

 h
a

ve n
ot 

broken their rules, you w
in im

m
ediately!

You and the other neophytes 
have finally m

ade it to 
the C

ult of C
at’s initiation 

cerem
ony! N

ow
 all you 

need to do is com
plete the 

ritual w
ithout breaking any 

of the secret rules. 
H

ow
 hard can it be?

O
v

e
rv

ie
w

 
To w

in
 M

eow
, a

ll you
 h

a
ve to d

o is p
la

y a 
ca

rd
 from

 you
r h

a
n

d
 w

h
ile su

ccessfu
lly 

follow
ing all the rules of th

e C
u

lt of C
a

t. 
Sim

ple enough, right? 

H
ere’s the catch: each player only know

s a 
few

 of th
e C

u
lt of C

a
t’s ru

les. You
’ll h

a
ve 

to lea
rn

 th
e rest eith

er b
y b

rea
kin

g
 th

em
, 

or b
y w

a
tch

in
g

 w
h

a
t oth

er p
la

yers d
o 

w
hen it’s their turn to play a card. 

If you
’re first to lea

rn
 a

n
d

 rem
em

b
er a

ll 
th

e ru
les, you

’ll b
e a

b
le to p

la
y you

r ca
rd 

and w
in!
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R
U

L
E

S
 A

B
O

U
T

 R
U

L
E

S

O
n

 Y
o

u
r T

u
rn

t�
If you

 b
roke th

e ru
le on

 th
e ca

rd
 you 

ju
st p

la
yed

, a
n

y p
la

yer m
a

y p
oin

t th
is 

ou
t a

t a
n

y tim
e

 on
 you

r tu
rn

. If th
is 

h
a

p
p

e
n

s, ta
k

e
 th

e
 ca

rd
 y

o
u

 p
la

y
e

d 
back into your hand and end your turn 
im

m
ediately.

t�
Y

o
u

 d
o

 n
o

t h
a

v
e

 to
 o

b
e

y
 ru

le
s o

n 
unplayed cards in your ow

n hand
 or in 

the draw
 pile.

t�
O

n
ce you

 sta
rt ch

eckin
g

 w
ith

 oth
er 

p
la

yers, you
 m

a
y n

ot ta
ke a

n
y fu

rth
er 

actions.

t�
A

fter a player tells you you’ve broken a 
rule, your turn ends —

 you don’t get to 
keep

 a
skin

g
 oth

er p
la

yers. T
h

is m
ea

n
s 

you
 w

ill on
ly ever lea

rn
 a

b
ou

t 1 ru
le 

you
’ve b

roken
 ea

ch
 tu

rn
. (It m

a
y b

e a 
ru

le you
 a

lrea
d

y kn
ew

!)

O
n

 O
t

h
e

r P
la

y
e

rs
’ 

T
u

rn
s

t�
W

h
en

 a
 p

la
yer p

oin
ts to you

, you
 m

a
y 

only tell them
 if they’ve broken rules that 

are in your hand
. (You m

ay not tell them
 

th
ey’ve b

roken
 oth

er p
la

yers’ ru
les you 

know
 about, or rules in the draw

 pile.)

t�
W

h
en

 a
 p

la
yer p

oin
ts to you

, if th
ey’ve 

b
roken

 m
u

ltip
le

 ru
les in

 you
r h

a
n

d
, 

choose only 1 rule to reveal.

t�
If you are unsure if a player has broken 
one of your rules, you m

ay ask the table 
w

hether the player perform
ed a certain 

action w
ithout revealing your rule.

t�
You

 m
a

y on
ly d

ecla
re th

a
t on

e of you
r 

ru
le

s w
a

s b
ro

k
e

n
 w

h
e

n
 th

e
 a

ctiv
e 

p
la

yer p
oin

ts to you
. If th

ey p
oin

t to 
you

 a
n

d
 you

 forg
et or d

on
’t rea

lize 
on

e of you
r ru

les h
a

s b
een

 b
roken

, you 
ca

n
n

ot b
rin

g
 th

is u
p

 la
ter in

 th
eir tu

rn
. 

(Th
ey m

a
y even

 w
in

 if th
is h

a
p

p
en

s —
 

so w
a

tch
 ca

refu
lly!)

A
D

V
A

N
C

E
D

 M
O

D
E

S
13 R

U
LES

O
n

ce you
’ve g

ot a
 b

it of exp
erien

ce w
ith 

M
eow

!, try p
la

yin
g

 w
ith

 13 ru
le ca

rd
s a

t 
any player count. 

A
t setu

p
, ra

n
d

om
ly select 13 ru

le ca
rd

s 
(w

ith
ou

t lookin
g

 a
t th

em
) a

n
d

 retu
rn

 th
e 

rest to th
e g

a
m

e b
ox. D

ea
l th

e selected 
ca

rd
s ou

t su
ch

 th
a

t ea
ch

 p
la

yer h
a

s th
e 

sa
m

e n
u

m
b

er of ca
rd

s (for exa
m

p
le, 4 

ca
rd

s ea
ch

 in
 a

 3-p
la

yer g
a

m
e). T

h
e ca

rd
s 

th
a

t a
re left over a

fter d
ea

lin
g

 m
a

ke u
p 

the starting draw
 pile. 

P
la

y
 n

o
rm

a
lly

 o
th

e
rw

ise
. G

o
o

d
 lu

ck 
rem

em
bering all those rules!

B
EFO

R
E A

N
D A

FTER C
A

R
D

S

If you
r g

rou
p

 h
a

s m
a

stered
 M

eow
!, you 

can m
ake the rules even m

ore challenging 
b

y a
d

d
in

g
 th

e a
d

va
n

ced
 B

efore a
n

d
 A

fter 
rule conditions. 

A
t se

tu
p

, p
la

ce
 th

e
 B

E
F

O
R

E
 ca

rd
 a

n
d 

A
F

T
E

R
 ca

rd
 fa

ce-u
p

 in
 th

e m
id

d
le of th

e 
table to use as a reference. Then random

ly 
select 13 rule cards from

 the gam
e box and 

d
ea

l th
em

 ou
t a

s in
 th

e “13 R
u

les” va
ria

n
t 

above.

If a
 ru

le ca
rd

’s b
a

ckg
rou

n
d

 m
a

tch
es th

e 
B

E
F

O
R

E
 ca

rd
, you

 m
u

st ta
ke th

is a
ction 

b
efore you

 p
la

ce you
r ca

rd
 on

 you
r tu

rn
. 

If a card’s background m
atches the A

FTER
 

ca
rd

, you
 m

u
st ta

ke th
is a

ction
 a

fter you 
p

la
ce you

r ca
rd

. D
oin

g
 a

n
y a

ction
 a

t th
e 

w
rong tim

e counts as breaking the rule!

E
X
A
M
PLE

H
en

ry h
isses like a

 sn
a

ke b
oth

 b
efore 

and
 after h

e p
la

ys h
is ca

rd
. 

N
icole’s ca

rd
 rea

d
s “M

u
st h

iss like a 
sn

a
ke” a

n
d

 h
a

s a
 BEFO

R
E

 b
a

ckg
rou

n
d

. 
W

h
en

 H
en

ry p
oin

ts to N
icole, sh

e tells 
h

im
 h

e b
roke h

er ru
le b

y h
issin

g
 a

fter 
h

e p
la

yed
 th

e ca
rd

. 

It d
oesn

’t m
a

tter th
a

t h
e h

issed
 b

efore 
p

la
yin

g
 th

e ca
rd

 (w
h

ich
 w

a
s correct), 

sin
ce h

e still b
roke th

e ru
le b

y d
oin

g 
th

e a
ction

 a
t th

e w
rong tim

e!

E
X
A
M
PLE

O
n

 th
e first tu

rn
 of a 

4-p
la

yer g
a

m
e, H

en
ry 

ch
o

o
se

s to
 p

la
y

 th
e 

ca
rd

 “C
ro

a
k

” fro
m

 
h

is h
a

n
d

, w
h

ic
h 

sa
ys “M

u
st croa

k like a
 frog

.” 

H
e croa

ks like a
 frog

. Th
en

 h
e m

im
es 

p
eelin

g
 a

 b
a

n
a

n
a

 a
n

d
 cou

g
h

s tw
ice. 

H
e kn

ow
s th

ese ru
les b

eca
u

se h
e sa

w
 

N
icole’s h

a
n

d
 b

efore p
a

ssin
g

 it to h
is 

left a
t th

e sta
rt of th

e g
a

m
e.

H
e a

sks N
icole if h

e b
roke a

n
y of h

er 
ru

les, a
n

d
 sh

e sa
ys n

o. Th
en

 h
e a

sks 
th

e n
ext p

la
yer, C

la
ren

ce, if h
e b

roke 
a

n
y

 ru
le

s. C
la

re
n

ce
 sa

y
s y

e
s, a

n
d 

revea
ls th

e ru
le “N

itp
ick,” w

h
ich

 sa
ys 

“M
u

st p
reten

d
 to p

ick a
 n

it from
 you

r 
h

a
ir a

n
d

 ea
t it.” H

en
ry d

efin
itely d

id
n

’t 
d

o th
a

t!

B
o

th
 H

e
n

ry
’s a

n
d

 C
la

re
n

ce
’s ca

rd
s 

a
re

 sh
u

ffle
d

 w
ith

 th
e

 1 ca
rd

 in
 th

e 
d

ra
w

 p
ile, a

n
d

 th
ey ea

ch
 g

et 1 n
ew

 
ca

rd
. U

n
fortu

n
a

tely for H
en

ry, h
e g

ot 
“C

roa
k” b

a
ck, so h

e d
oesn

’t lea
rn

 a
n

y 
n

ew
 ru

les! H
is tu

rn
 is n

ow
 over.

C
O

M
BIN

IN
G S

ETS

If you
 h

a
ve d

ifferen
t 

sets of M
eow

! ca
rd

s, 
try com

b
in

in
g

 th
em

 
to

g
e

th
e

r fo
r e

v
e

n 
m

ore w
ackiness!



v10 v10 v10

v10 v10 v10

v10 v10 v10

Must say “Meow” twice.

Meow meow

Must sing “Meow” four 
times

Meow meow 
meow meow

Must hiss like a cat.

Hiss

Must pretend to lick 
hand like a paw.

Lick hand

Must purr like a cat.

Purr

Must pretend hands are 
cat ears.

Cat ears

Must bark like a dog.

Woof woof

Must stick tongue out 
and pant.

Pant

Must reveal their teeth.

Bare Teeth



v10 v10 v10

v10 v10 v10

v10 v10 v10

Must pretend to shake 
water off self.

Shake off water

Must yawn.

Yawn

Must growl.

Growl

Must squeak like a 
mouse.

Squeak squeak

Must ask for cheese.

Ask for cheese

Must wiggle nose and 
say “Wiggle wiggle 

wiggle.”

Wiggle wiggle 
wiggle.

Must use hands to hide 
face.

Hide face

Must whisper a secret.

Whisper secret

Must pretend hands are 
whiskers.

Whiskers



v10 v10 v10

v10 v10 v10

v10 v10 v10

Must snort like a pig.

Oink oink

Must ask for a snack.

Ask for snack

Must rub tummy.

Rub Tummy

Must pretend nose is pig 
nose.

Pig nose

Must make a burping 
sound.

Burp

Must say “Wee wee wee 
wee”.

All the way 
home

Must trumpet like an 
elephant.

Trumpet trumpet

Must pretend arm is an 
elephant’s trunk.

Trunk

Must pretend hands are 
elephant ears.

Elephant ears



v10 v10 v10

v10 v10 v10

v10 v10 v10

Must stomp feet.

Stomp

Must hum circus music.

Circus music

Must pretend fingers are 
elephant tusks.

Tusks

Must moo like a cow.

Moo moo

Must chew loudly.

Chew chew 
chew

Must pretend fingers are 
cow horns.

Horns

Must pretend to milk a 
cow.

Udder Nonsense

Must pretend to sleep.

Sleep

Must shoo away a fly.

Shoo Fly



v10 v10 v10

v10 v10 v10

v10 v10 v10

Must make a popping 
sound with mouth.

Popping sound

Must make the sound of 
water.

Water sound

Must puff out cheeks.

Puffed cheeks

Must open mouth like a 
fish.

Mouth open

Must pretend hands are 
fins.

Fins

Must pretend to swim.

Swim

Must hoot like an owl.

Hoot hoot

Must pretend to peck 
like a bird.

Peck

Must flap arms like 
wings.

Flap arms



v10 v10 v10

AF
TE

R

Be
fo

re

Must use hands to cover 
ears.

No ears

Must hold finger to lips 
and shush.

Quiet

Must pretend hands are 
glasses.

Glasses


