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The plants fight constantly for the resources available in nature, this 
fight starts from the inside of the plant, in each of its cells taking 
advantage of the last resource stored inside.

Will you know how to manage the resources and elements to grow 
your plant?

The basis of this game is to grow your plant in both leaves and roots, 
for this, you must collect elements and work inside the cell 
performing photosynthesis or cellular respiration.
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OBJECT OF THE GAME
To win the game, you must grow 
your plant and place three of your 
roots next to another plant. In the 
example of the figure, the blue 
player wins.

GAME COMPONENTS
One board, 5 cell cards, 5 plant 
bases, 30 leaf tokens, 18 orange 
root tokens, 18 green root tokens, 
18 yellow root tokens, 18 blue root 
tokens, 18 white root tokens, 50 
tokens of solar energy, 50 H2O 
tokens, 40 CO2 tokens, and 35 
chemical energy tokens.

GAME SET-UP
Choose the color of the plant to play, 
place its respective base trunk in any 
of the hexagons on the edge of the 
board.

Set aside your pile of roots faces 
down, with the glucose on top.

Each player must have his/her cell 
card and fill with the corresponding 
elements in the spaces of gray 
colors.
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START
Start in alphabetical order, the 
player whose name begins with the 
letter "A" and then clockwise. If two 
players have a name that begins 
with the "A", the next letter of their 
name determines who is first in 
alphabetical order. So Alejandro is 
first that Ana.

If both have the same names, the 
same rule is used with the last 
name.

In the case of choosing root, it 
should be placed next to its base 
trunk or one of its roots. You can 
not place a root on rocks. You can 
place your roots on top of another 
player's.

If you place a root on top of 
another player's, all those roots 
that do not come from their base 
trunk will die.

In the case of choosing a leaf, 
change the glucose (put it face 
down again in its pile) and take a 
leaf to put it on your base trunk or 
another leaf if you already have 
one.

2. Collect
You get elements for every leaf, 
base trunk or root you have on 
the board.

THE GAMEPLAY
Complete this step in each turn as 
follow:
1. Place

When the player has one or more 
glucose ready, he must use them 
and decide if he wants to use it as 
root or change it for a leaf.
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The H2O water token is placed 
face down on the board as an O2 
Oxygen to be used for any other 
player in the future.

Change a pink ATP - NADPH 
energy token plus three red CO2 
by a glucose gray. This glucose 
remains in your cell until the next 
turn.

For each leaf, you get a CO
2
 and 

solar energy element token.
For each root on the water you get 
an H2O element token, if you have 
one of your roots on top of the 
other player's, it must give you an 
H2O chip every time during this 
step of your turn.
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If the base trunk is on the water 
you get an H20 element.

3. Chemistry
Now, as you have collected 
elements, we focus on the inner 
part of the cell.

To be able to generate glucose, 
you have to do photosynthesis in 
the following way:

Change two yellow solar energy 
tokens plus one blue H

2
0 by a pink 

one of  ATP - NADPH energy.

Could be that at a certain moment 
there is no water left to collect, so 
you can't collect it.
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You can do chemistry as many 
times as elements you have 
available, and accumulate them 
in the cell for later use.

When H2O (water) is scarce you 
can do cellular respiration to get 
water again, this is achieved by 
changing as many oxygen 
molecules as leaves you have in 
your plant plus glucose token to 
convert them to H20, CO2 and 
ATP NADPH.

THE BOARD
You can find different areas 
described below:

For instance, if you have a plant 
with three leaves, you will change 
one glucose plus three  02 by three 
of H20, three of CO2 and three 
chemical energy.

Done these steps your turn is 
finished and is time for the next 
player.

- Water: If you have 
your base trunk or 
root on one of these 
areas
You will be able to 
collect one H20 token 
each time in your turn.

- Rock: You can not 
place roots or trunks 
in this area so no 
element is collected, 
on the other hand, 
you can use these 
areas as protection so 
that nobody can reach 
your zone.  

-Land: is the most 
common area of the 
board, you can place 
in it your base trunk or 
root but do not collect 
any element.
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