
2-5 Players
AGES 8+

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

  4 		 Danger/Hazard Cards.  
	 Shuffle the Danger/Hazards with the previous Danger cards.

  3 		 Hazard Cards. 
	 DO NOT shuffle with the other Hazard cards. Place all 
	 3 face-up on the game board.

  14 	Adventure Cards. 
	 Shuffle all the Adventure cards together. Reveal the top 6 cards.

  10 	Booster Cards. 
	 This will replace the Turn Order card above your player 		
	 board. (See next page). >NEW<

CONTENTS & SET UP

OBJECTIVE: 
It is time for a playdate. It is up to 

Bonnie’s Toys to teach Mason and his new 
Battlesaurs how to play. Overcome all 

the Hazards before the Goliathon Token 
reaches the end of the Track. ADVENTURE 

Gain 1    and 1 . 
You and your neighbors 

each gain 1   .

TRAIT

Obedient

5

You may copy the effect of  
a Trait you played this turn. 

TRAIT

INFLUENTIAL

3
Draw two cards.
If you discard this,  

ALL Toys draw a card.

TRAIT

Heroic

5

Any one Toy gains 2 . 
Roll the  Die.

TRAIT

Adorable

5Gain 1 . 
Any one Toy and their neighbors,  

gain 2   . 
Roll the    Die.

ITEM

Button of Power

6

Choose one: 
Gain 3 ; gain 2    or;  

move Token back 1 space. 

ITEM

Battle Armor

5You and the next Toy  
each choose one: 
Gain 1  or 2 .
If you overcome  

a Hazard, gain 2 .

FRIEND

Reptillous Maximus

5

Move Token back 2 spaces. 
Roll the    die. 

FRIEND

Angel Kitty

8
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hazardDANGER

You can only play 4 cards 
on your turn.

trouble

3

hazardDANGER

Before resolving Dangers: 
Advance the Token 1 space. 

All cards in the Market with the 
highest value must be scrapped.  

Reveal new cards.

stumble

3

hazardDANGER

Before resolving Dangers: 
Advance the Token 1 space. 

All cards in the Market with the 
highest value must be scrapped.  

Reveal new cards.

stumble

3

hazardDANGER

Before resolving Dangers: 
Discard the top 2 cards of your deck. 

Reveal an additional Danger on your turn.

trip

REWARD

hazard

At the start of your turn, 
if you have an Item in hand 

discard a card.

ALL Toys gain 2 .

the cleric

To Assign :
Spend 8  on Adventure cards in one turn. 1

REWARD

hazard

For each other Hazard, 
active Toy loses 1 .

ALL Toys may scrap a card in 
their hand or discard pile.

don battle armor

To Assign :
Play three cards with different  values in one turn. 2

REWARD

hazard

The Token cannot be 
moved backward.

ALL Toys gain 1 .
Move Token back 2 spaces.

the arena of woe

To Assign :
Play two Friends and two Items in one turn. 2

BOOSTER

Once per turn, you may discard an Item.  
If you do, All Toys gain 1 .

NEW-IN-BOX
BOOSTER

If you play three or more starting cards,  
any one Toy gains 3 .

PRESCHOOL TOY

BOOSTER

Once per turn, you may discard 3 .  
If you do, move the Token back 1 space.

BUSTER
BOOSTER

Once per turn, you may discard 1 Trait.  
If you do, ALL Toys draw a card.

INSIGHT

BOOSTER

Once per turn you can discard a , 
if you do, roll the  die. 

RECHARGEABLE BATTERIES

BOOSTER

Each time you overcome a Hazard on your turn,  
ALL Toys gain 1  and 1 .

SNAKE IN MY BOOTBOOSTER

If a Toy gains 3 or more  on your turn,  
that Toy draws a card.

FRESH PAINT

BOOSTER

The first time you draw an extra card on your turn,  
ALL Toys gain 1  and 1 .

CLOSETFUL OF CLOTHESBOOSTER

The first time you assign a , you may look  
at the top card of your deck and choose to  

leave it on top or discard it.

SQUEAKER

BOOSTER

Each time a Danger or Hazard causes you to  
discard a card, gain 1  and 1 .

SCRATCH RESISTANT



End of Game
ALL the Hazards are overcome — Toys Win!
Yay! The playdate was a success. All of the Battlesaurs know 
they are Toys. Open the Adventure 6 box and follow the  
rules enclosed. 
The Token reaches the end of the track — Toys Lose!
Bonnie and Mason are still playing video games. Reset the 
game to its starting configuration and try again!

GAMEPLAY

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

© Disney/Pixar. 

Prepare your Toy
Toy Set Up is similar to Game 4, but with the addition of a 
Booster. Choose one Booster card for your Toy, which will 
grant you a special ability along with the “You are a Toy” card. 
Unless otherwise noted, the Booster ability can only be used 
on your turn. Replace the Turn Order card above your player 
board with this new card. 

STEP 1. REVEAL AND RESOLVE DANGERS 
	� Check the Track for how many cards to reveal. 

Remember you only need to reveal cards based on 
where the Token is at the start of your turn.

STEP 2. RESOLVE HAZARD EFFECTS  
	 To overcome the Hazards in this game, you must meet  
	 the requirements before assigning a . Like in  
	 Adventure 4, you receive the reward each time you  
	 assign a .

STEP 3. PLAY ADVENTURE CARDS AND TAKE 
	 TOY ACTIONS 
	 Remember to use your new Booster.

STEP 4. END YOUR TURN 
	 Remember to claim the reward each time a  is  
	 assigned to one of the three Hazards, not just when it 
	 is overcome.

BOOSTER

If you play three or more starting cards,  
any one Toy gains 3 .

PRESCHOOL TOY

ABILITY

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


