CONTENTS
25 illustrated squares ; 4 dice ; 30 counters.

AIM OF THE GAME
Starting from the square indicated on the Lab die, each player tries to find the amoeba
indicated by the three Color, Shape and Pattern dice as quickly as possible.

SETUP
Shuffle the 25 squares and arrange them in a circle (fig. 1).

PLAYING THE GAME
The first player is chosen randomly and rolls the four dice. All the players then play at
the same time:
* the Color, Shape and Pattern dice indicate the amoeba to be found;
In the example (fig. 2), the players need to find the red striped amoeba with tentacles;
* the Lab die shows where the amoeba escaped from and which way it went;
In the example (fig. 3), the players need to find the amoeba starting from the yellow lab in
the direction of the black arrow.
To find the amoeba indicated by the Color, Shape and Pattern dice, the players need to
start from the laboratory indicated by the Lab die, in the direction of the arrow shown on
the die. The first player to touch the right amoeba wins a counter, after the other players
have checked that the correct amoeba has been found.
In the example (fig. 4), the players need to find a purple spotted crawling amoeba. It
escaped from the blue laboratory in the direction of the white arrow. Following the cards
after the blue laboratory (1) in the direction of the white arrow, we find the amoeba in (2).

Error!
Sometimes players disagree and touch different amoebas. After checking, the player or
players having chosen the wrong amoeba hand(s) in a counter (if one of the incorrect
players has no counter to hand in, nothing happens).

Air vents
The amoebas can hide by slithering through the air vents. If, when following the path
taken by an amoeba, the players come across an air vent square, they skip all the squares
between it and the next vent. They begin looking for the amoeba starting from the second
air vent, continuing in the same direction. At the third vent, the players ignore all the
squares until they return to the first vent, and start looking again.

In the example (fig. 5), the players are looking for a red striped amoeba with tentacles
that escaped from the red laboratory (1) in the direction of the black arrow. Following the
squares in this direction, the players arrive at an air vent (2) without finding the amoeba.
They skip all the squares until the next vent (3) and then start looking for the amoeba
again (4).
Mutation rooms
The amoebas change when they pass through mutation rooms (fig. 6).
* An amoeba passing through the Color mutation room changes color (a).
* An amoeba passing through the Shape mutation room changes shape (b).
* An amoeba passing through the Pattern mutation room changes pattern (c).
In the example (fig. 7), the players are looking for a purple striped amoeba with tentacles
that escaped from the yellow laboratory (1) in the direction of the white arrow. Following
the squares in this direction, they arrive at the Pattern mutation room (2) without having
found the amoeba. Now they have to look for the purple spotted amoeba with tentacles.
Following the squares in the same direction they arrive in the Color mutation room (3)
without having found the amoeba. They now have to look for the red spotted amoeba
with tentacles. Following the squares, the players arrive at an air vent (4) without having
found the amoeba. They skip all the squares until the next air vent (5), then start looking
again, and finally find the amoeba (6).
Note: amoebas are fragile and cannot survive more than four mutations! If an amoeba
passes through four mutation rooms in the same turn, it immediately disappears. The
winning player is the first to touch the fourth and final mutation room through which the
amoeba passed!

ENDING THE GAME
When a player finds the correct amoeba or correct mutation room, they pick up a counter
to mark their victory and roll the four dice again to start another hunt.
The first player to win five counters wins.

ALTERNATIVE PLAY
To get used to the game, or to play with young children, the game can be played without
mutation rooms or even without air vents.

© Gigamic 2011 from a concept by Dominique Ehrhard

Dominique Ehrhard wants to thank Pierre-Nicolas Lapointe for his assistance in the
creation of this game
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