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"Teddy is a little teddy bear that at night comes to life to protect its owner 
from evil nightmares, throughout the night Teddy gathers magic buttons, 

he uses these buttons to get stronger and prevent Little Guss from causing 
horrific nightmares that can awake his owner with tears and screams." 
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GAME COMPONENTS. - 
Teddy's game sheets. 
30 Color buttons. (5 of each color, suggested colors: red, blue, 
yellow, green, orange, and purple) 
5 Black buttons. 
Colored pencils. (Same color as the buttons) 
Black pencil 
1 Nightmare World game board. 
1 Token to move through the nightmare world. 
1 Teddy’s Stats score chart card. 
1 Button to track the rounds. 
1 Turn counter token. 
1 Bag. 
 
AREAS OF THE GAME SHEET. - 

 
 
GAME COMPONENTS EXPLANATION. - 
BUTTONS, the colored buttons will allow you to add up points 
depending on the area you choose to paint them. 
 
MARKERS or COLORED PENCILS, you will use these to paint and 
fill up the game sheets, depending on the button color you have 
chosen you will paint on the game sheet and area of the same color. 
 
SCORE CHART CARD, you will use this card at the end of the game 
to see how to score the Stats of Teddy’s Zone. 
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NIGHTMARE WORLD GAME BOARD. - 
On this board you keep track of the rounds and the progress of the 
nightmares. 
 
TOKENS TO TRACK NIGHTMARES AND ROUNDS. - 
Use any token to keep track of the progress of nightmares. Use a 
button keep track of the round number. Important: the number of 
rounds will depend on the number of players.  
 
How to move in Little Guss' World of Nightmares. - 
During any player’s turn, if a marked color in a nightmare world 
square is drawn, move the nightmare token to that square, when the 
nightmare token reaches the last square, the game ends and points 
are added up. 
 

 
In the example above, round 1 begins, place a token on round 
number 1, then the first player pulls 5 colored buttons out of the bag. 
Since he pulled out a black button, move the nightmare world token 
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to the black button square. Then, if the next player pulls out a blue 
button on his turn, move the nightmare token to the next square. The 
nightmare token only moves once per turn and follows the order of 
the squares, for example, if in the first turn the player does not pull 
out a black button among the 5 buttons, the nightmare world token 
does not move in that turn, but it could move on the next player’s turn. 
 

 
 
In the example above, it was a 7-turn game because there were only 
three players. It is the last player’s turn, he pulls out of the bag 5 
buttons and among them, there is a blue button and a yellow button, 
so the token of the world of nightmares moves from the red button 
square to the blue and yellow buttons square. Since it is the last turn 
of round 7, the game ends, and now    it is time to score points. 
 
GAME SETUP. - 

A- Put the 35 buttons in the bag. Make sure the bag is not 
transparent, then place it on a side of the table. 

B- Place the colored pencils on one side of the table within reach 
of all players. 

C- Put the Nightmare World game board in the middle of the 
table. 

D- Hand out a Teddy game sheet to each player. 
E- Place the world of nightmares token on a side of the board. 
F- Put a Button or Token on the round 1 square. 
G- The match will start with the player who has had the most 

recent nightmare, or you can just draw which player will start 
the game, hand over the turn counter token to that player. 
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TEDDY'S GAME SHEET SETUP. - 
You must follow these steps to fill up Teddy’s game sheet: 

A- Fill the Thread Reel Zone with a black pencil in the blanks 
next to the colored thread reels. Use the following numbers: 
number 1 three times, number 2 twice and number 3 once. 

B- Paint each thread reel, choose from the 6 colors of the 
buttons, do not repeat colors (you can't paint the reel black). 

C- Paint the 5 icons next to Teddy on Teddy’s zone, each with a 
single color between the 6 available colors without repeating. 

 
In the following example, see that the player has painted their thread 
reels as follows; starting from the top, red, yellow, blue, orange, green 
and purple; Then, this player assigned values to each thread reel 
where the red is worth 1, the yellow is worth 1, the blue is worth 1, 
the orange is worth 2, the green is worth 2 and the purple is worth 3; 
he has also painted the icons in Teddy’s zone, he painted purple the 
Agility icon, blue the Courage icon, green the Intelligence icon, red 
the Dexterity icon and yellow the Protection icon. 
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*Once each player has filled their game sheet, you are ready to start 
this adventure. 
 
STARTING THE ROUND. - 
The player who has the turn counter token begins the game, in any 
round, each player must perform the following actions in the 
established order. To get a better idea about the different actions, 
each action will be explained in the HOW TO PLAY section. 
 
HOW TO PLAY. - 
The player who has the turn counter token begins the round and he 
must perform the following steps: 
 
1- The player who started the round places the round tracker to the 
current round number on the board. 

 
 
2- Then, pull out 5 buttons from the bag and place them on your side.  
In this example, the player pulled 2 purple buttons, 1 yellow button, 1 
green button and 1 blue button. 
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3- If a button or buttons equal to the next square of Little Guss’ 
Nightmare World game board was pulled out, the World of 
Nightmares token is placed on that square, this token is only moved 
once per each player’s turn. In this example, the second player pulled 
out a black button among his 5 buttons, so he moves the nightmare 
token to that square. 

 
If in the next turn, another player pulls a blue button among their 5 
buttons, the nightmare marker will be moved to that square. 

 
 
4- Choose a button from the 5 you pulled, that button will be removed 
from the game, place this button on a side of the table, the removed 
buttons do not return to the bag, except for the black buttons (SEE 
BLACK BUTTONS EFFECT) 
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*If this were a 3-player game, each round 3 buttons would be 
removed, so   at the end of the game there should be 21 removed 
buttons. In the example below, a purple button was removed. 
 
5- Distribute the other buttons as follows: 2 buttons in the thread reel 
zone, 1 button in Teddy’s zone, and the last button in the button 
reserve zone. In the example, the yellow and green buttons were 
placed in the thread reel zone, the blue button was placed in Teddy’s 
zone, and the last purple button was placed in the Button Reserve 
zone. 

 
 
6-Paint the chosen buttons in each area of your sheet, with the 
exception of the button that is in the button reserve zone. 

 
 
7- The other players paint the color of the button that was sent to the 
reserve zone on one of their buttons in that area of their sheet. 
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8- Return the 4 used buttons to the bag, this is the end of your turn 
and then the next player's turn begins (repeat steps 2 to 8) 
 
9- Once the last player's turn is over, hand over the turn tracker token 
to the player on your right, that player will start the next round's turn. 
 
*When the round tracker reaches the square marked with the number 
of players in this game, the final round is played and then go on to 
counting the scored points. 
 
In this 2-player game example, the game ended in round 10. 

 
 
EFFECT OF THE BLACK BUTTON. - 
The black button will subtract points from an opponent at the end of 
the game, when you pull the 5 buttons out of the bag and one of them 
is a black button, you have 2 options. The first option, remove the 
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black button, the second option, choose an opponent, that player 
must paint one of their buttons black in their thread reel zone, 
following these steps: 

- Play after removing a button. 
- Select an opponent, this player must paint a button black on 

their thread reel zone equal to the color of the last removed 
button. If the last removed button was black, you choose the 
row of the thread reels you prefer. 

- After painting black the button on the opposing player’s sheet, 
return to the bag any button that was previously removed. 

- This is done once you have colored your buttons on your 
sheet in your turn and the other players have colored the 
button of the reserve zone. 

 
In this example, the second player pulled a black button, he decides 
to remove the yellow button, then assigns the black button to the 
opponent's yellow thread reel row, he paints the last button in that 
row black, then he removes the black button and returns a button that 
is on the removed buttons zone to the bag, in this case a yellow 
button.   
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When pulling the 5 buttons from the bag, you get 2 or more black 
buttons, do the following: 
 
-If you pull 2 black buttons, eliminate a black button, you can use the 
second button to paint black any button you choose from an 
opponent's row of thread reel zone, this is a wildcard to allows you to 
color a button of an opponent black. Then this button is eliminated, 
and you return to the bag a button that was previously eliminated. 
 
-If you pull a third black button, you can use it as a wildcard to paint 
any color button in your Teddy’s zone. 
 
-If you pull a fourth black button, you can use that fourth button as a 
wildcard to paint any color button in your thread reel zone. 
 
-If you pull 5 black buttons, the fifth button can be used as a wildcard 
to paint any button in the thread reel area or Teddy’s zone. 
 
POINT COUNT. - 
The point count is done as follows, remember that the painted black 
buttons subtract points. 
 
1-Add points horizontally in the thread reel zone equal to the written 
numbers in the colored threads, then subtract points if there are black 
buttons painted in that row, each black button will subtract points 
equal to the number written in that row, after this, write the result in 
the patch squares at the end of that row, write down the final result in 
the white patch square of the scoring area. 
 
In the example, the player has scored 33 points, the yellow reel row 
is worth 3 points for each button painted, but at the end there is a 
black button that subtracts points equal to the value of  that row, so 
by having 6 yellow buttons he has 18 points, minus 3 of the black 
button, the result is 15; the red reel is worth 1 point, there are 2 
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painted buttons so the result is 2 points; the orange reel is worth 2 
points, there are 8 painted buttons so the result is 16 points; the blue 
reel is worth 1 point, there is only a single button so the result is 1 
point; the green reel is worth 2, there is only one painted button and 
there is a black button at the end, that black button subtracts 3 ,so 
the result result is -1; last, the purple reel is worth 1, but there are no 
painted buttons so the result is 0. The final score comes out of the 
sum of 15+2+1+16-1+0=33. 

 
 
2- Add up points vertically in the thread reel area equal to the number 
on the buttons at the top of the sheet, the first column has a value of 
0, but if you have painted the 6 buttons of each color in that column, 
its value will be 3 points and not 0. Then subtract points if there are 
black buttons painted in that column, each black button will subtract 
points equal to the printed number on the top button, write down the 
result of each column in the gray circles and the final result on the 
white round button of the scoring area. 
 
In the following example, there are 5 colored buttons in the first 
column, so that column adds up 0 points, there are 3 colored buttons 
in the second column, so it adds up to 3 points, there are only two 
colored buttons in the third, fourth and fifth column, so these columns 
add up to 2 points each; there are 2 colored buttons in the sixth 
column, so it adds up to 4 points; there is only one colored button in 
the seventh column, so it adds 2 points; finally, there are three 
colored buttons in the eighth column, 2  black buttons and one orange 
button, the  orange button grants 3 points, but each black button 
subtracts 3 points,  in this case 3-6= -3; then add all the results, 
0+3+2+2+2+4+2-3 = 12 points. 
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3- Pull from the bag a button and look for the results associated with 
that button on Teddy’s Stats score chart card, then sum up the results 
of each Stat in Teddy’s zone according to the score chart, write down 
the total on the bear button in the scoring area. 
 
In this example, an orange button was pulled out, according to the 
score chart card the results will be added as follows: each Agility 
button has a value of 2, each Courage button is worth 1, each 
Intelligence button has a value of 2, each Skill button is worth 1 and 
each Protection button is worth 1. 

 
 
Only colored buttons add up points, this player adds the following 
points, Agility=0 pts., Courage=2 pts., Intelligence=10 pts., 
Dexterity=2 pts., and Protection=1 pt., adding up 15 points. 
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4- Look at the button reserve zone and which button color you have 
most, for each button you earn points equal to the value of that reel 
thread color. If you have the same amount in 2 or 3 different button 
colors in the reserve area, you decide which button color will score 
points, write down the total on the long button in the scoring area. 
 
In this example, the player has more blue buttons in his reserve zone 
than any other color, so each blue button adds 1 point (this is equal 
to the value of the blue thread reel), write down 3 points on the large 
button icon. 

 
 
5-Add up all the results and get the FINAL TOTAL, write it down on 
the white piece of plush that is below Teddy. 
 
6- The player who scores more points at the end is the winner. 
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In this example, the red player scored a total of 63 points, and his 
opponent, the blue player, scored a total of 66 points, so he is the 
winner in the Teddy’s Adventure game. 

 
 
TIES. - 
In case of a tie, check the thread reel area, whomever has more 
buttons of each color in column 0 is the winner, if there is still a tie, 
look at column 1 and so on until there is a winner. 
 
In the example above, if there was a draw in points, the red player 
would win since in his zero-value column he has 5 buttons and the 
blue player only 4. 
 
MULTIPLAYER: ROUNDS AND TURNS. - 
In the multiplayer mode a different player starts each round, for 
example in a 3-player game, according to the board 7 rounds are 
played, player 1 starts round #1, then player 2 and finally player 3; 
then player 2 begins round #2, then player 3 and player 1; player 3 
begins round #3, then player 1 and player 2; again player one begins 
round #4, then player 2 and 3 and so on until all 7 rounds are 
completed, after the seventh round finished, begin point count. 
 
SOLITARY MODE. - 
For the solitaire mode, apart from your game sheet, you need an 
additional Teddy’s sheet, this one is filled up as follows: 
 
-- Put in the bag a button of each color from the 6 different colors, 
except for the black button. 
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-- Fill in the squares next to the thread reels as follows, starting from 
the top, first square 1, second square 1, third square 1, fourth square 
2, fifth square 2 and sixth square 3. 
-- Then pull buttons out the bag, one at a time, to paint the reels that 
have been previously numbered, each square must be painted a 
different color. 
--Now that the thread reels are painted, put the 6 buttons back in the 
bag, pull buttons out one at a time to paint the icons in Teddy's zone, 
paint each icon a different color from left to right. 
-- The AI game sheet is ready for this solo game. 
 
In AI Teddy’s turn, pull out buttons in the following order and one at 
a time: 
 
1- Pull out a button, this button is removed from the game and placed 
on the side of the table. 
 
2- Pull out another button and paint it in the thread reel zone, if it is a 
black button, paint black a button on the player's sheet in the row of 
the color of the button you previously removed, if the color of the 
button you removed is black, paint black a button in the row that has 
a point value of 3 in the player’s game sheet. 
 
3- Pull out another button and paint it in its thread reel zone, if it is a 
black button, return that button to the bag and pull out a button of a 
different color. 
 
4- Pull out another button and paint it in the Teddy’s Zone, if the color 
is not in Teddy’s zone, do not paint any button, but if the button is 
black, choose one of Teddy's icons and paint a color button in that 
column. 
 
5- Pull out a button and put it in the button reserve zone, and the 
player paints one of their buttons on the reserve zone of your sheet.  
 
6- End of AI Teddy’s turn. 
 
In a solo game, the Little Guss Nightmare World board is played 
normally, besides 12 rounds are played, interspersing the start of 
each round between the player and the AI. At the end of the last 
round, begin point count in the same way as in a multiplayer game. 
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Follow the steps in POINT COUNT, and do the same with Teddy’s AI 
sheet, whomever gets the most points wins the game. 
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