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Battle against your friend in a race to the surface in Gaiya 2 Treemageddon, you are a 
seed breaking free from the bonds of the earth.  Absorb nutrients along the way to help 
you in your journey, but watch out for obstacles that obstruct your path.. Gaiya 2: 
Treemageddon is a game for 2 – 4 players who fight to become Treemageddon 

How to WIN 

Get the most points by capturing nutrients and finishing in a high-scoring zone. 

Materials 

• 12 Nutrient Triangles 
o Create these triangle with card stock 
o Each triangle has 3 inch sides (the triangle is equilateral) 
o On the face-down side of the triangle write on the scores 

 4 triangles will have +1 
 4 triangles will have -1 
 2 triangles will have +2 
 2 trtangles will have -2 

• 64 Pushpins (Color coded is preferable to distinguish between players) 
• 4 Different Colors of Markers 
• 4 Different Colored Marked Strings of Yarn 

o Each yarn string will be 80 inches long 
o Create a loop on one end that is large enough to loop around a pushpin 



o From the knot at the loop, measure and mark on the string every 5 inches 
o You should have 15 marks 
o Create a knot on the opposite end of the string from the loop at the final 

marker mark. 
• 1 Corkboard 

o Dimensions are 32 in x 20 in 
• Labels 

o Multiple colors are preferable, but you can use the same color for 
everything 

o Labels must be placed on the border of the corkboard’s length side at the 
following increments: 
 2 Inches 
 6 Inches 
 12 inches 
 20 inches  

o Labels must be placed on the bottom border of the corkboard 
 The bottom is the width side that is furthest from the length labels 
 Place 4 label markers evenly spaced from one another on the 

corkboard border’s bottom 
 Place one additional marker halfway between the second and the 

third marker 
 Label the markers starting on the left A, B, C, D, and E. 

• Tape 
o Cut about a 1 to 2 inch length of tape, any tape will do but masking tape is 

preferable 
o Loop the tape to stick it to itself and place to the side. 
o Continue this process until you have 12 pieces of tape looped. 

Setup 

Each Player chooses a color. 

In a 2-Player game, players start at positions B and D. 

In a 3-Player game, Players start at positions A, C, and E. 

In a 4-Player game, players start at positions A, B, D, and E. 



Players put a push pin right above their starting mark and wrap the loop of the string 
around it. 

 

Phase 1: Set Nutrients 

• Give each player 16 pushpins. 
• Shuffle the nutrient triangles and pass them out face-down to the players.  Player 

may only look at their nutrient triangles. 
• Taking turns, each player chooses one of their nutrient triangles, attaches tape to 

the center of the colored side, and places it on the board.  Triangles: 
1. Must be a triangle’s side length away from the bottom of the board. 
2. Must be a triangle’s side length away from all other triangles. 

Phase 2: Treemageddon! 

• The left-most player goes first. Play passes to the right. 
• A player takes their turn pinning their string to the board directly above their 

marker. The player can only place the pin in the next marked segment in the 
string.  (A marked segment is the string between two marks).  The string should 
be straight –no slack allowed. 

• Players can capture an uncaptured nutrient by crossing their string over the 
nutrient.   

o Pins may not touch nutrients. 
• Players can steal captured nutrients by crossing over all the strings that cross the 

nutrient.  After two strings have crossed the nutrient, additional strings must 
cross the intersection point. 

• You have to capture a nutrient if you’re going to pass through it.  If you can’t 
capture it, you can’t cross it. 

When stealing a nutrient, the two pins the capturing segment touches must not already 
have a sting between them.



 

Examples: (Green is trying to steal a nutrient from blue) 

 

 

 

 

 

 

 

 

Details 

• Players have to end their turn with their new pin, but they may use any other 
pins along the way. 

• Pins should be pushed in all the way. 
• Players are not allowed to move an opponent’s string around to see where they 

can reach. 

The End 

The Game ends when all players pin the segment ending in the knot. 

Scoring 

Players score points equal to the zone their knot is in. (O for Dinosaur, 1 for Human, 3 
for Robot, 6 for Surface, 10 for Space) 

Taking turns, each player removes a nutrient they captured and reveals its value.  They 
add or subtract that much from their score. 

The winner has the highest score. 

In case of a tie, the player who captured the most nutrients wins. 
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Bad Good 



If there’s still a tie, both players win! 


