
Dr. Flame
Overview
In a small town called Kingsbury, mysterious fires have been occurring. Detec-
tive M has been secretly investigating the case for the past few months and has 
called for a town meeting to announce the suspect, who is referred as Dr. Flame. 

On the day of the town meeting, Detective M never showed up, but her inves-
tigation notebook was found in a dark alleyway with pages ripped out. In the 
notebook, the townspeople noticed a list of clues describing comments made by 
Dr. Flame. Although Dr. Flame’s identity still remains a mystery, the townspeople 
have an idea as to who Dr. Flame is based on the quotes.

To avenge the beloved detective, the town gathered to find Dr. Flame. 

How to Play
1. Sort out different types of cards: 
character cards, clue cards, and role cards.

2.  In the role card deck, you always have 1 Dr. Flame card. You must adjust the number 
of accomplice cards as the following:

• 5-6 players, 1 accomplice card
• 7-9 players, 2 accomplice cards
• 10+ players, 3 accomplice cards

The remainder of the cards in the deck should be citizen cards to match the number 
of total players in the round. (For example, for 6 players, 1 Dr.Flame, 1 accomplice, and 4 
citizen cards should be in the deck.)

3. Everyone gets one card from each deck: personality, clue, and role card.

4.  Personality and role cards will be dealt out face down and should remain hidden 
from everyone else.

5. Character cards will be dealt out face up and should be shown to other players at all 
times. 

6. Once all cards are dealt out, everyone puts their role cards face down into a pile in the 
center except Dr. Flame, who puts her/his personality card into the pile instead.

7. Once all cards are gathered, shuffle well and flip all cards to reveal personality clues to 
find Dr. Flame.

8. Keep the personality card of Dr. Flame in the center of the group so that the traits are 
visible for everyone. All other role cards can be put aside.

9. Next, Dr. Flame and the accomplice(s) want to identify one another. To do so, the 
youngest player will instruct everyone: (1) The youngest player will ask everyone to close 
their eyes. (2) When everyone has closed their eyes (including the youngest player), the 
youngest player will ask Dr. Flame and the accomplice(s) to open their eyes and ask ev-
eryone to do a countdown aloud from 10 to 0. (3) During the countdown, Dr. Flame and 
accomplice(s) find one another (In the case of multiple accomplices, Dr. Flame can wink 
to let others know that she/he is Dr. Flame).

10. After the countdown, everyone introduces their character with one unexpected fun 
fact, following the traits from the character and personality cards (You may want to use 
this time to convince others that you are not Dr. Flame).

11. Whoever is the oldest can start by asking a question to one other player. The ques-
tion can be based on Dr. Flame’s personality traits to help identify who Dr. Flame is. The 
next player on the right goes next asking another question. (During the questioning, 
same question cannot be asked more than twice.)

12. After the first three round of questioning, everyone gets to vote who Dr.Flame is. 
If still unsure, do another round of questioning. The majority of the group must have 
agreed on a suspect for Dr.Flame. The number of the trials depends on the number of 
total players: for 5-6 players, 1 trial / for 7-9 players, 2 trials / for 10+ players, 3 trials. 

Card types
Character card — This is card gives your character’s name and look. It is placed 
face up on the table in front of you. Players have to address one another using 
the name on this card. You may portray the character for your advantage during 
the game. (e.g. A girl with a dog is unexpected to be Dr.Flame)

Personality card — This card gives a list of personality traits for your character. 
All players should follow the given personality. All players are free to interpret 
the traits to give exaggerated or obscure answers as long as she/he can explain 
the reasoning. Only accomplice(s) can break from the personality traits to sup-
port Dr.Flame.

Role card — This card gives you the role you have for the round. You will be play-
ing one of the following roles: citizen, Dr.Flame, or accomplice(s).

How to win
 
Citizens — The citizens will win if Dr. Flame is correctly identified.

Dr. Flame — Dr. Flame will win if not identified. Dr. Flame has accomplice(s) to 
help evade identification. Like other players, Dr. Flame is free to interpret the 
traits to give exaggerated or obscure answers as long as she/he can explain the 
reasoning.

Accomplice(s) — The accomplice(s) will win if Dr. Flame is incorrectly identified. 
The accomplice’s goal is to distract others from identifying Dr. vFlame. The ac-
complice(s) can break away from the given personality card to confuse others.




