
Entomology 101 
 

A Random-Write game  

by Mike Heiman, 2020 

 

A casual game for insect enthusiasts of all ages. 

 

Gameplay  

Entomology is a game for 2-6 players consisting of 20 rounds and 

less than 30 minutes of play per game.  

 

Entomology simulates a 20-week university semester from the 

perspective of students majoring in this field of science. Accurately 

detailed illustrations of insects and a realistic syllabus will immerse 

the players through a semester of college as they compete to 

collect the most Star points. 

 

Components Needed 

--2 to 6 pages (player count) of Roll/Write Sheets printed in 

color.  

-- Each Sheet should be laminated or put into a clear-filmed page 

protector. 

--1 Red six-side die 

--1 White six-sided die 

--A dry erase marker for each player 

 

Object of Game 

The player with the most Star points after 20 rounds (weeks) wins. 

The Stars at the top of the Player Sheet record your progress. In 

case of a tie, the winner is the person who marked the most  

Stars       and Cocoons      on the Activities Chart. 

 

Setup  

You, and every other player, receives a marker and a laminated 

player sheet. Each sheet is based on a different insect type; Bees, 

Beetles, Butterflies, Dragonflies, Moths, or Wasps. Side A of the 

Player Sheets (Red paperclip in lower left) have the same dice-grid 

coordinate combinations. Side B (Blue paperclip) has different dice-

coordinate combinations for each player. As a group, decide to play 

either Side A or Side B. 

 

 

GAMEPLAY 

 

Phase 1: Roll Dice 

Roll the two dice (any Player). All players use the results to fill 

in boxes on the Activities Chart. The White die refers to the X axis 

and the Red Die refers to the Y axis at the bottom left of the 

Player Sheet. 

 

The X axis has three options for any result (three 1s, three 2s, etc.) 

 

Phase 2: Mark the Activities Chart 

Use the die results to Mark a box on the chart at the given 

coordinate with your dry erase marker. Then Mark one adjacent box 

as well. Adjacent is not diagonal.  

 

A 6 on the White die is Wild. If a 

6 is rolled on the White die. Each 

player gets to choose the White 

die’s value individually (but not the 

Red die’s).  

 

If you mark a Star box on the Activities Chart, immediately mark a 

Star at the top of your sheet.  

 

If you mark all 6 boxes in a vertical column, you gain a Star as 

well. 

 

Phase 3: Mark Tasks or Pin Collection 

If you finished marking all 

parts of a straight 3-unit 

tetronimo, circle the insect of 

the corresponding number while 

reading its name aloud. 

 

If you finished an angled 3-unit tetronimo, mark a bubble on 

the Task Sheet. These bubbles and tasks must be completed 

in order from top (Course Introduction) to bottom (Field 

Work) and cannot be skipped. 

 

Phase 4: Task Completion and Collection Bonuses 

Each Task grants you a bonus when completing it (marking the 

bubble):  

 



Three of the tasks give a Star.  

 

Four tasks allow you to mark a 

box diagonal to any already 

marked box (which may trigger a 

combination allowing you gain 

more Stars or Bonuses).  

 

“Group Study” allows the Player to choose the next round’s die 

numbers without allowing anybody to roll the dice. If multiple gain 

this bonus at the same time, the player with the least amount of 

Star Points chooses. 

 

“Field Work” allows you to immediately gain a star      for each 

cocoon    marked on the Activities Chart. 

 

 

There are six bonuses 

associated with the 

Pinned Collection page: 

A horizontal pair of 

circled insects gives the 

Player three Star 

points, while a vertical column of three circled insects 

allows the Player to immediately mark the next Task 

(which may trigger a combination of multiple stars or 

actions). 

 

 

Phase 5: Advance the week 

Every Player marks one week from the timer at the bottom of the 

sheet. Go back to Phase 1, and repeat the phases until the twentieth 

round is completed.  

 

 

 

 

 

 

 

 

 

 

End of Game 

When the last timer (in purple) is marked, the game proceeds to the 

“Final Exam” before ending. Every Player counts their largest 

contiguous area of marked Activity boxes and the Player with the 

most boxes marked gets four additional Star points. The Player 

with the second-highest number gets one Star point. 

 

A contiguous area is a group of boxes connected adjacently, not 

diagonally. 

 

The player with the most Star points after 20 rounds (weeks) wins. 

The Stars at the top of the Player Sheet record your progress. In 

case of a tie, the winner is the person who marked the most Stars 

and Cocoons on the Activities Chart. If it’s still a tie, the tied 

Players share the victory.  

 

 

------------------------------------------- 

 

Mike Heiman is a public science teacher and game designer. 

 

Scientific illustrations collected, modified, and color-adjusted from  

Aid To The Identification Of Insects by Charles Owen Waterhouse, 1880-1882.  
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