
BABY DRAGON BEDTIME
THIS IS A PLAYTEST RULES DOCUMENT. THANK YOU FOR PLAYTESTING IT. PLEASE SEND ALL 
FEEDBACK TO TINSTARGAMES@GMAIL.COM THERE IS A LIST OF QUESTIONS TO GUIDE YOUR 
FEEDBACK AT THE END OF THIS DOCUMENT.

TO PRINT OUT THE CARDS, SEE THE ALLCARDS.PDF DOCUMENT. 

Players: 2 to 7. Time: 5 minutes Age: 7+

Like most infants, dragons don’t want to go to bed. And they certainly don’t like getting 
ready for bed. Now Mumma Dragon has yelled bedtime and they haven’t got their hoards in
order. They’ll have to be quick to grab the shiny coins before their brothers and sisters!

Baby Dragon Bedtime is a real-time super-fast game of memory, speed and grabbing 
cards. Players play all at once to try and find and gather the cards on the table worth the most 
points. When all the cards are flipped over (which usually takes less than 2 minutes), the game
ends and the player with the highest scoring hoard wins!

Deck Composition:
Starter decks: 7 lots of
2 Peeks
2 Grabs
1 Flip
(5 cards x 7 = 35 cards total)

2 Flips
2 Grabs
2 Peeks
5 Roars
12 1vp Hoards
4 2vp Hoards
5 Trash -1 VP
5 Yawns

(= 37 cards total)

Whole deck = 35+37=72 cards.

THERE ARE OTHER CARDS ON THE PRINTING SHEET. SEE OPTIONAL RULES, 
LATER IN THIS DOCUMENT.

Set Up
Give each player a starter deck as described above. Put the remaining starter decks to one 
side. Players should shuffle their decks, but should look through them first if this is your first 
time playing. You need to know what the cards do before you start as it is a game of speed!

Spread the remaining cards out across the table, face down. Mix them around a lot.
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The Play
Players play all at once without taking turns. Each player must address each card in their deck
in turn. THEY DO NOT DRAW THE CARD ITSELF, they just see what is on top of the deck 
now. (You’ll need your other hand to do the actions on the cards). They can choose if they 
wish to follow the instruction on the card. If they do, they carry out that action. When they 
have completed the action, they move the card to the bottom of their deck. If they choose not 
to do the action, or there is no action (for example, if the card is a Treasure), they just move 
the card to the bottom of the deck. Then they address the next card, and so on.

It’s important that you move the cards this way or you’ll get messed up during the game. You 
also need your other hand free to carry out the actions in question. See the pictures in the 
Card Play Diagrams file for clarification. 

If you don’t want to play any more cards and keep your hoard safe, you can go to Sleep. Put 
your cards in a pile face down, with your hand on top of them to show others you are out of 
the game. Your dragon has gone to bed on their hoard.

The Cards
Before playing the game, players should familiarise themselves with each of the cards and 
what they do. Each card is predominately one colour to help identify them.

PEEK (yellow) – Look At 1 Card
This card lets the player look at one face down card on the table, then put it back face down. 
They can put it down anywhere they like on the table as long as all other players can see it and 
reach it. Then put the Peek card on the bottom of your deck. 

FLIP (blue) – Flip Over 1 Card
This card lets you turn one face down card on the table face up OR turn one face up card face 
down. Don’t change its position (much). Then put the Flip card on the bottom of your deck.

GRAB (green) – Pick Up 1 Card
Pick up one card from the table. It can be face up or face down. Add it to the bottom of your 
deck. If it was face down, turn it the correct way before adding, and you may look at it as you 
do. Then put the Grab card on the bottom of your deck. REMEMBER: Add the card, THEN 
move the Grab.

YAWN (purple) – Do Nothing
This card does nothing. It just clogs up your deck, slowing down your progress. When they 
come up, simply move them to the bottom of your deck. Your dragon is getting sleepy!

ROAR (red) – Opponent Discards Top Card
Point to another player and/or say their name and yell “ROAR!” at them. They must discard 
the card on top of their deck. If they are in the middle of completing an action, finish doing 
the action, but discard the card instead of moving it to the bottom of your deck. The discard 
must go face up. Then put the Roar card on the bottom of your deck.

NOTE: If you Roar someone using a Grab, they do not discard the Grab. They discard the 
card they were grabbing, or if they had not grabbed yet, simply move the Grab to the back, 
grabbing nothing.



NOTE: Sleeping dragons cannot be Roared

HOARD (orange – will be gold) – 1, or 2 Victory Points
These cards are worth a number of victory points. They don’t do anything. When they come 
up, simply move them to the back of your deck. Hang onto them though – they are how you 
win! 

NOTE: Some are one coin, some are two coins. Sorry they currently look much the same.

TRASH (grey) - -1 Vp
Not everything makes good treasure. If you pick these up, you’ll score negative points at the 
end of the game. Hint: Don’t Grab Until You Peek!

STRATEGY HINT: If you think you’ve got a decent score, Grab and play Flips to make the 
game end faster! If you’re in trouble, Grab and play Roars to slow others down.

Game End
The game ends when one of two things happens:

- All the cards are either off the table (in people’s decks) or are face up.

- Or every player has Passed but one.

Stop playing immediately!

Players then count up the points in their decks from Hoards and subtract any negative points 
from Trash. The player with the most points wins!

OPTIONAL RULES

FOR YOUNGER PLAYERS: For younger players or those who have accessibility issues that
make holding cards or moving quickly difficult, you can have each player play their top card as
a turn, then pass their turn onto the next player. This increases the memory element and 
reduces the need for dexterity. Players should play with their decks face down on the table and
draw three cards a turn. They can use these cards in any order. At the end of their turn, put all 
cards from your hand and any cards Grabbed back under your deck. 

For this game, you can increase the memory element lay the cards out in a 6x6 grid. Discard 
the extra card. Also, remove the Yawn cards and replaced them with The Wurst (see below) 
and two extra Grabs and Peeks (two of each)

FOR MORE TACTICAL PLAYERS: The base game suits those who like a bit of chaos. For 
those who really like to play to win, make these changes. First, add any unused starter decks 
to the middle pile to make Treasure harder to find. Second, remove the Roars and replace 
them with Mine! cards to allow stealing or Hide cards that allow you to slip cards out of your 
deck and into the way of others. 

The following cards can be added to any version of the game, replacing cards you don’t like or 
in addition. 



HIDE (white) – Discard One Card
Look through your deck and choose one card. Discard that card face down. Then put the Hide 
card on the bottom of your deck. This can get rid of Trash or the Wurst or any Peeks or Flips 
you don’t want.

MINE! (black) – Take 1 Card from Opponent
This card works like Roar but you take the card instead of it being discarded. Put it on the 
bottom of your deck. If you are playing Turn by Turn, take the top card of their deck.

THE WURST (pink) – -2 VP, Give This Card to An Opponent
Dragons hate liverwurst. When this card comes up in your deck give it to another player: they 
must take it and put it on the bottom of their deck. It counts as -2 VP if you end up with it in 
your deck at the end. Only add ONE Wurst to the deck, not 5. 

Feedback Questions:
Did the rules make sense readily or did you have to read them a few times?
Were some cards harder to understand than others?
Do some cards seem better than others, or more fun?
Did some people run out of cards because of all the Roaring?
How many players did you have and how long did each game take?
Did you have fun?


