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INITIAL SETUP

Each player sits on one corner of the board. 

Then, each one picks a color to play and 
takes the corresponding tileset and score 
dial.
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Take another random tile and place it in the 
center of the board facing up.

Take the Mother Cell tiles and give one 
random tile to each player.
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Then, each player draws 3 of his own tiles 
to his hand and the game can start.

Each player places his Mother Cell tile on his 
corner with his color facing the interior of 
the board. 
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For Blue
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The initial setup would look something like 
this
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GOALS
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The goal of the game is to hold the highest score 
when the game ends:

A

GOALS

One player reaches a 
score of 30. In which  
case, he automatically 
wins.

B One player runs out of tiles.

C All players skip turn in the same turn.
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HOW TO PLAY
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HOW TO PLAY

1

Players play sequentially, in turns and in 
counter-clockwise manner. 

A turn consists of two steps:

2

DRAW

PLAY

Tiles must be placed next 
to existing tiles, vertically 
or horizontally, always 
matching existing 
colors or a board wall.

3 tiles in 
hand
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SCORE
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Completed cells and closed areas of of any 
number of cells of your own color will be 
counted for score at the end of the game.

SCORE

SCORE
BLUE

2

SCORE
BLUE

3

Symbionts (see next chapter) can be used to 
steal or neutralize opponents’ score areas. 
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SYMBIONTS
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Players can activate Symbionts to steal or defend cell 
areas.

SYMBIONTS

Placing tiles with  
Invasive Symbionts

Injectors

Placing tiles with  
Guardian Symbionts

Guardians

Board Slots that 
activate Defensive 
Symbionts

Shelters
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SYMBIONTS: INVASION

SCORE
BLUE
RED

3

Invasive symbionts can turn the score of 
an area of cells to your color.

Invasive symbionts from injectors capture an 
unprotected area of cells from another player.
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SYMBIONTS: ERADICATION

SCORE
BLUE
RED

BLUE

3

Once all invasive symbionts are 
neutralized, the area returns to the original 
owner

One defensive symbiont cancels out with one 
invasive symbiont.
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SYMBIONTS: IMMUNITY

SCORE
BLUE

2

Defensive Symbionts can act as a preventive 
defense of an area.

A guardian tile in your largest area will 
keep all invaders at bay.

16



SYMBIONTS: SATURATION

SCORE
BLUE
RED

PURPLE
NO ONE

0

Two or more invasive symbionts of different 
colors in the same cell area, neutralize the score 
of that area.

Symbionts are not neutralized and still 
would cancel attempts of defending the 
zone.
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SYMBIONTS: SHELTERS

There are 4 shelters on 
the board, their icon 
resembles that of the 
defensive symbiont.

Any player can place any 
tile on a shelter.

By placing a tile in a 
shelter board slot, the 
player enables a 
defensive symbiont onto 
each of the color areas of 
the tile he placed.
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