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• Generic cell: only stops the creation of bubbles.  
• Bacterium: if touched, it decreases the time available.  
• Virus: if touched, it increases the filling percentage  
• Speed viruses: if touched, it decreases the speed of the protagonist.  
• Parasite "length": if touched, it lowers the length of the design of the bubble.  
• Parasite "range": if touched, lowers the lock range with neighboring nodes. 

Bonuses  

• Time bonus: increases the time available.  
• Power up bonus: decreases the rate of filling necessary to pass the level.  
• Speed bonus: increases the speed of the protagonist.  
• Length Bonus: increases the length of the drawing of the bubble.  
• Range Bonus: increases the range of coupling with the neighboring nodes. 

Worlds  

• World 1 - Solid state of matter: ROCK  
• World 2 - Frozen state of matter: ICE  
• World 3 - Liquid state of matter: WATER  
• World 4 - Gaseous state of matter: GAS  
• World 5 - Fluid state of matter: PLASMA 

 

   



ENEMIES: 

 



OBSTACLESS: 
 



 



COMMON IITEMS: 
 



BONUSES: 
 



 



 


