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©DISNEY/PIXAR

2-5 Players
AGES 8+

1	 Adventure Track and Token.  
	 Use the correct side for your player count. These replace the 	
	 Adventure 2 track and Token. >NEW<

5	 Danger Cards.  
	 Shuffle together with the previous Danger cards. 

1	 Lots-o’-Huggin’ Bear Card. 
	 This replaces the Prospector Pete card in Adventure 2. Place 	
	 face-down on the bottom of the Hazard stack. >NEW<  

2	 Hazard Cards.  
	 Shuffle with the previous Hazard cards. Stack face-down. 
	 Reveal the top 2 cards in the spaces below the Hazard stack.

20	Adventure Cards. 
	 Shuffle together with the previous Adventure cards. Reveal 
	 the top 6, stacking any duplicate cards. 

5	 Upgraded “You are a Toy” Cards. 
	 This replaces your previous “You are a Toy” card. Place 		
	 above your player board. >NEW<

4	 Colored Dice.  
	 (See next Page).  >NEW<

CONTENTS & SET UP

OBJECTIVE: 
Overcome Hazards and Dangers to get 

out of Sunnyside Daycare and climb 
aboard the crane, before you reach the 

end of the track. ADVENTURE 

FRONT

PROJECT DIMENSIONS

TOY STORY DECK-BUILDING WIDTH 3.5 IN HEIGHT 2.5 IN
COMPONENT

YOU ARE A TOY CARD (JESSIE)
PRINTING PROCESS TREATMENTS

 4C PROCESS /  4C PROCESS + MATTE LINEN N/A

PACK OUT IN 
ADVENTURE BOX 3

CARD 10 OF 15

QTY 1

IF YOU PLAY FOUR OR MORE 

TRAITS ON YOUR TURN, 

ANY ONE TOY GAINS 2 .

ABILITY

FRONT

PROJECT DIMENSIONS

TOY STORY DECK-BUILDING WIDTH 3.5 IN HEIGHT 2.5 IN
COMPONENT

YOU ARE A TOY CARD (REX)
PRINTING PROCESS TREATMENTS

 4C PROCESS /  4C PROCESS + MATTE LINEN N/A

PACK OUT IN 
ADVENTURE BOX 3

CARD 7 OF 15

QTY 1

rexrex
ABILITY

THE FIRST TIME A TOY GAINS  
ON YOUR TURN, THAT TOY GAINS 

ONE ADDITIONAL .

FRONT BACK

PROJECT DIMENSIONS

TOY STORY DECK-BUILDING WIDTH 3.5 IN HEIGHT 2.5 IN
COMPONENT

YOU ARE A TOY CARD (BUZZ LIGHTYEAR)
PRINTING PROCESS TREATMENTS

 4C PROCESS /  4C PROCESS + MATTE LINEN N/A

PACK OUT IN 
ADVENTURE BOX 3

CARD 8 OF 15

QTY 1

If you play at least 3 Items on your 
turn, any two Toys gain 1  and 1 .

ABILITY
ABILITY

FRONT

PROJECT DIMENSIONS

TOY STORY DECK-BUILDING WIDTH 3.5 IN HEIGHT 2.5 IN
COMPONENT

YOU ARE A TOY CARD (BO PEEP)
PRINTING PROCESS TREATMENTS

 4C PROCESS /  4C PROCESS + MATTE LINEN N/A

PACK OUT IN 
ADVENTURE BOX 3

CARD 9 OF 15

QTY 1

If you gain 3 or more  on your turn, 
any one Toy gains 2 .

ABILITY

FRONT

PROJECT DIMENSIONS

TOY STORY DECK-BUILDING WIDTH 3.5 IN HEIGHT 2.5 IN
COMPONENT

YOU ARE A TOY CARD (WOODY)
PRINTING PROCESS TREATMENTS

 4C PROCESS /  4C PROCESS + MATTE LINEN N/A

PACK OUT IN 
ADVENTURE BOX 3

CARD 6 OF 15

QTY 1

IF YOU PLAY TWO OR MORE FRIENDS, 

ANY TWO TOYS GAIN 1 .  

REWARD

hazard

Active Toy loses 2 .

TOYS 
WIN!

lots-o’-huggin’ bear

8

REWARD

hazard

If the Active Toy has two 
or more Friends in hand, 

advance the Token 1 space.

Move the Token  
back 2 spaces.

college, attic, or trash?

6

REWARD

hazard

For each card in hand 
with an even value, 

active Toy loses 1 .

ALL Toys gain 2 .
Move token back 1 space.

in the caterpillar room

6

DANGER

Active Toy loses 3 .

If you get shelved, advance Token 
1 additional space. 

into the inferno

DANGER

If the Active Toy has 6 or more cards  
in hand, discard down to 5 cards.

Advance Token 1 space.

growing up

DANGER

ALL Toys with the 
most  lose 2 .

in the dumps

DANGER

Active Toy and their 
neighbors lose 2 .

stinky!

DANGER

Active Toy and their 
neighbors lose 2 .

stinky!

Gain 1    and 1   .
If you discard this, gain 1    and 1   .

4

TRAIT

Stubborn
Draw a card. 

Move the Token back 1 space. 

TRAIT

confident

4

Choose one: 
Gain 2 ; or you may search 
your discard pile for an Item 

and put it in your hand.

ITEM

The Claw

4

Choose any color die to roll.

ITEM

Alphabet Blocks

5

Any two Toys gain 1  
and draw a card.

FRIEND

Buttercup

6

Gain 1    and 2   . 
Roll the    Die.

FRIEND

Trixie

5

Gain 2 . 
The first time another Toy plays 

an Army Man on their turn, reveal this  
and ALL Toys gain 1 .

FRIEND

Paratrooper - Army Man

5

Gain 1 . 
Roll the    Die.

If you play an Item, also gain 1  . 

FRIEND

Mr. Pricklepants

5

Gain 1  .
The first time another Toy plays an  
Army Man on their turn, reveal this  

and ALL Toys gain 1  .

FRIEND

Gunnery - Army Man

4

Gain 1   and 1 . 
Roll the    Die.

FRIEND

Dolly

6

Gain 2  . 
Roll the  Die.

FRIEND

Chuckles

5



End of Game
ALL the Hazards are overcome — Toy’s Win!
Congratulations! You successfully climbed aboard the crane  
and now have Bonnie’s name on your foot. Proceed to 
Adventure 4 box and follow the rules enclosed.
The Crane token reaches the end of the track  
— Toys Lose!
The Space Aliens could not rescue you in time. Reset the game 
to its starting configuration, and try again!

Prepare your Toy

Replace your Adventure 1 or 2 “You are a Toy” card with the 
new one included in this box. You are growing up and you now 
have an ability to use throughout the game. As in the first two 
games, shuffle and stack your starting deck of 10 cards face-
down, then draw 5 cards. 

Place cards on the same game board spaces for 
Adventure 2.

Reminder if your Toy is Shelved
●	� Discard any  or  pieces you may have collected 

and half the cards in your hand, rounded down. 
●	�� Advance the Token 1 space.
●	� If it is your turn, you may still play cards and take 

actions with whatever you have remaining after 
being Shelved.

●	� At the end of the Active Toy’s turn, reset your  to its 
maximum value (10).

GAMEPLAY

Based on Disney and Pixar’s Toy Story 3.
The OP and USAOPOLY are trademarks of USAopoly, Inc. Invented and licensed by Forrest-Pruzan. 

© Disney/Pixar. 

Gameplay proceeds with the same 4 steps from previous games. 
STEP 1. 	REVEAL AND RESOLVE DANGERS 
	 Watch out! The track now has Draw 2 and Draw 3 		
	 Danger spaces. Only reveal Danger cards based on 		
	 where the Token is at the start of your turn.
STEP 2. 	RESOLVE HAZARD EFFECTS  
	� Players must defeat all 9 Hazards. From now on, you 

will now have 3 Hazards face-up at a time.
STEP 3. 	PLAY ADVENTURE CARDS AND TAKE 
	 TOY ACTIONS
	 Remember to use your new Toy ability.
STEP 4. 	END YOUR TURN

Toy Story Dice
	 There are four color-coded Toy Story dice.
	 Some Adventure cards allow you to roll a specific 	
		  colored die, as indicated by the icon on the card.

 (red)  (yellow)  (blue)  (green)
	 Your dice roll generates one of four effects that benefit 	
	 ALL Toys as follows:

	 	 : ALL Toys gain 1 . 
	 	 : ALL Toys gain 1 . 
	 	 : ALL Toys gain 1 . 
	 	: ALL Toys draw a card.

	 Note: All dice are different, but have at least one of 
	 each symbol.

TURN ORDER
Reveal and resolve DANGER cards

End your turn - Discard any remaining cards  
and tokens, then draw five new cards

Play ADVENTURE cards and take actions

Resolve HAZARDS ABILITY

FRONT

PROJECT DIMENSIONS

TOY STORY DECK-BUILDING WIDTH 3.5 IN HEIGHT 2.5 IN
COMPONENT

YOU ARE A TOY CARD (WOODY)
PRINTING PROCESS TREATMENTS

 4C PROCESS /  4C PROCESS + MATTE LINEN N/A

PACK OUT IN 
ADVENTURE BOX 3

CARD 6 OF 15

QTY 1

IF YOU PLAY TWO OR MORE FRIENDS, 

ANY TWO TOYS GAIN 1 .  

OBSTACLES & 
ADVENTURES

© Disney/Pixar

TRAIT

Gain 1 .

PLAYFUL

woody

TRAIT

Gain 1 .

PLAYFUL

woody woody

Gain 1 .
For each Army Man played this turn,  

gain 1 .

ITEM

SHERIFF BADGE

Choose one: 
Gain 1 ;  

or gain 2 .

FRIEND

SARGE - ARMY MAN

woodywoody

Gain one . 
Army Men cost 1 less . 

ITEM

COWBOY HAT


