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2 – 4 players, aged 8 and up

A large papyrus waiting to be restored has arrived 
at the oldest Egyptian museum in the world. It is 
necessary to reconstruct some of its fragments, 
whose hieroglyphs are unreadable. It is up to you 
researchers to compete in carrying out the best 
restoration, while also trying to obtain results 
based on the confidential files that the Director has 
entrusted to you. Who will be the best researcher?

• 20 Fragment cards
 

• 10 Dossier cards with  
2 different backs  
(5 light and 5 dark ones)

• 80 Hieroglyph cards in 4  
colors (4 sets of 20 cards each)

• These rules
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 Goal of the Game 

 Setup 

• Sort the cards by their backs. Take the 20 
cards of the Fragment deck [1], shuffle them, 
and place them face down in the middle of the 
playing area; then reveal 4 Fragments [2] and 
arrange them in a line.

• With 2 players, remove from the game the 
Dossiers marked : they won’t be used. 

 Each player takes 2 random Dossiers, 1 with 
the light and 1 with the dark envelope [3], looks 
at them in secret, and places them face down in 
front of them: These are their 2 secret goals. 

There are always 4 Fragments up for grabs. Each 
player has 2 secret Dossiers (their personal goals) 
and some Hieroglyph cards. They score points by 
completing their Dossiers and playing Hieroglyph cards 
above and below the Fragments. When there are cards 
below a Fragment equal to the number of hieroglyphs 
shown on it, whoever has played the most Hieroglyph 
cards there takes the Fragment and a new one is 
revealed. When someone can no longer draw cards, 
the game ends: Whoever has the most points wins!



Example. Set-up for four players.
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 Dossiers 

Each Dossier shows a combination of Fragments or 
Hieroglyph cards that you must have in your scoring 
pile at the End of the Game in order to complete it 
and score its points.

 Note: if you want a simpler game, play without 
the Dossiers (ignore their action and their points). 

• Each player chooses a color, takes a set of 20 
Hieroglyph cards in that color, shuffles them, 
and places them face down in front of them [4]. 
Then, each draws a hand of 4 cards [5] to be 
kept secret from the other players.

• Put any unclaimed Dossiers and Hieroglyph cards 
back in the box as they won’t be used.

• Leave room for an area above [6] and below 
[7] the Fragments, where Hieroglyph cards will 
be played. Each player also leaves room in their 
playing area for their scoring pile (i.e., for cards 
they collect during the game [8]).

• The player sitting closest to a pyramid is the 
first player.



1  6-point Fragment 1  5-point Fragment

Any 2 Fragments 6 Hieroglyph cards

5 Hieroglyph cards  
with different symbols

2 pairs of Hieroglyph cards 
with matching symbols

3 or 4 Hieroglyph cards with the same symbol

4 or 5 Hieroglyph cards of the same color

points

number of players

target



 The Game 

For each Dossier, you can get the points only once. 
For instance, if you have the “1 6-point Fragment” 
Dossier, even if you collect more than 1 of those 
Fragments, you will still score only 5 points.

The game is played in turns in clockwise order, 
starting with the first player.
On your turn, you have 3 available actions, which 
you must take in this order:

1.You may play any 1 card face up above any 
Fragment. If you do, draw a card from your 
Hieroglyph deck. Note: the played card does not 
need to match the Hieroglyphs on the Fragment (as 
opposed to cards played below it, see action #2).

2.You must play 1 or more cards below a single 
Fragment. Choose 1 of these options:

a) play 1 or more face-up cards;
 or

b) play 1 single card face down, which counts as 
a “wild” (show it to all players before playing it).

To play a card face up below a Fragment, you must 
follow the sequence of hieroglyphs depicted on the 
Fragment itself, starting from the top and moving down. 



Therefore, the first card played below the Fragment 
must match the first hieroglyph, the second card must 
match the second, and so on. If you want, you can 
play all of the cards needed to complete the entire 
sequence on a Fragment, if you have those cards in 
your hand. It is not possible to play a face-up card that 
does not follow the sequence. A wild card (any face-
down card) will match any hieroglyph, and therefore 
always follows the sequence, but you can only play 1 
per turn, on its own. It is not possible to play a wild and 
1 or more face-up cards at the same time.
After completing this action, draw from your deck until 
you have 4 cards in your hand again.

Example. 
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3.You may put any 1 card from your hand face down 
under 1 of your Dossiers, provided there is no card 
there yet (you can only have 1 card under each 
Dossier). If you do, draw a card from your Hieroglyphic 
deck. At the End of the Game, all cards under your 
Dossiers are moved to your scoring pile.

Note: You can always look at any face-down cards (of 
any player) below the Fragments, your own Dossiers, 
the cards under your Dossiers, and in your scoring pile.

Example. 

Example: Cards that 
can be played below 
a Fragment.
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If the purple player plays face-up cards, they can choose 
to do so in different ways:
• Below the first Fragment, they can play card #1 and thus 
complete the Fragment;
• Below the second Fragment, they can play card #2; then, if 
they chooses to, card #3 also, and the Fragment is complete;
• Below the third Fragment, card #2; if they choose to, 
card #3 also, though this will not finish that Fragment;
• Below the fourth Fragment, card #4 only.
Alternatively, the purple player may choose any Fragment 
to play any face-down card below, showing it to the other 
players first.

When the number of cards below a Fragment equals 
the number of hieroglyphs on it, the sequence is 
complete and the Fragment has been rebuilt. Now, 
a ranking is established by the number of cards 
below that Fragment. If there is a tie between players, 
the one with the lowest card in the sequence prevails 
(in other words, the card farthest from the Fragment). 
Based on this ranking, some players will collect some 
cards and put them face down in their scoring pile:
• The 1st player (by number of cards) puts the 

Fragment in their scoring pile;
• The 2nd (if any) takes the cards played by the 1st 

player (that match their color) from below the 
Fragment for their scoring pile (it does not matter 
if they are face-up or face-down);



• The last player (by number of cards) puts all of 
the cards from above the Fragment into their 
scoring pile. (This last player must have at least 
1 card below the Fragment in order to be ranked.)
If only one player has cards below the Fragment, 
they are both “first” and “last” and take both of 
those rewards.
If there are only 2 players’ cards below 
the Fragment, the 2nd player is also “last” 
and they take both of those rewards.

Any cards remaining below the Fragment are 
discarded. Then, reveal a new Fragment from 
the deck and replace the completed one.

Blue plays the last hieroglyph of the sequence, so 
it’s time to check who has the most cards below 
the restored Fragment: Red, with 3 cards, ranks 
1st and takes the Fragment for their scoring pile. 
Both blue and green have 1 card, but blue has the 
lowest card in the sequence (it is the last one), so 
blue is 2nd, and takes the cards of the 1st player’s 
color from below the Fragment (the 3 red cards). 
Green is ranked last, so they take all the cards 
above the Fragment (the purple, the green and the 
red card). Purple has no cards below the Fragment, 
so they take nothing.
The cards left below the Fragment (the green and 
the blue card) are discarded.



 End of the Game 

As soon as a player cannot draw enough cards to 
refill their hand to 4 cards, the game ends.

Each player discards their hand, then adds the 
following cards to their scoring pile:

• the cards under their Dossiers (if any);
• their cards below incomplete Fragments (the 

incomplete Fragments and the cards above them 
are discarded).

Each player now adds up their points:

• Each Fragment is worth the points indicated on it;
• Each Hieroglyph card is worth 1 point;
• Each completed Dossier is worth the points indicated 

on it. An incomplete Dossier does not score points. 
Your Dossier is complete if you have the required 
cards in your scoring pile. You may use the same 
card towards completing both of your Dossiers.

Whoever has the most points wins! In case of a tie, 
the winner among the tied players is the one with the 
most Fragment points; in the event of a further tie, 
the victory is shared.



Example. Score at the end of the game.

1. Fragments: 5 + 4 + 8 = 17 points
2. Hieroglyphs: 10 cards = 10 points
3. Dossiers: 6 + 5 = 11 points
 TOTAL: 17 + 10 + 11 = 38 points
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When the Egyptologist plays with puzzles by Federico Poole

The reconstruction of hieroglyphic, hieratic or demotic texts (cursive 
versions of the hieroglyph) starting from fragments is one of the 
challenges that the Egyptologist sometimes faces. There are important 
differences, however, between the proposed game and the real work 
done by the Egyptologist who finds himself in front of such a "puzzle".
First of all, the number of hieroglyphs: hundreds in common use, 
thousands in the Ptolemaic Era (that of the pharaohs of Macedonian 
origin, which ends with Cleopatra). It is impossible to write the Egyptian 
language with a limited number of hieroglyphic signs, because the 
hieroglyph is not an alphabetic script, for which 20-30 signs would be 
enough. There are the “monoliterals”, “biliterals” and “triliterals”, and 
then the determinatives, which do not write the sounds but only the 
meaning (for example the man who brings his hand to 
his mouth at the end of the verb unem, "to eat").
Furthermore, the recomposition of a fragmentary text is not only a 
philological work, but also a material restoration. In other words, it 
is not only a question of recomposing words or phrases that have 
a meaning, but also of looking at the fibers of the fragments of a 
papyrus, or the broken surfaces of stone fragments, to verify their 
compatibility and belonging to the same support.
The Egyptian Museum of Turin houses one of the most important 
papyrus collections in the world. They are mostly written in hieratic. 
Many are well preserved, but given the perishable nature of the material 
they are made of and their long and complex conservation history 
(they come for the most part from the collection of the French consul 
Drovetti, put together in the first decades of the nineteenth century), 
many are reduced in fragments, and these amount to several thousand. 
Their recomposition is a meticulous work carried out by a team of 
Egyptologists from various parts of the world who collaborate thanks 
to an online platform that allows them to share scans of the fragments. 
From the virtual recomposition we then move on to the real one: the now 
solved puzzle is placed between glass plates (like a sandwich) which 
can hold the fragments in position and protect them. At this point they 
are ready to be exhibited in the museum and consulted by scholars. 



Lucca Games

PAPYRUS is the winner of the Gioco 
Inedito Award 2022, organized by 
Lucca Crea (the company responsible 
for Lucca Comics & Games) and 
daVinci Editrice (leader in the production of board games 
under the name of DV Games), and realized in partnership with 
Egyptian Museum of Turin. Gioco Inedito is the contest for 
non-professional game designers. In addition to the award, the 
designer wins the publication of this game, edited by Lucca Crea 
and daVinci Editrice.

Over the years, Lucca Comics & Games has become a true city 
festival set in the historic center of Lucca, a beautiful Tuscan 
city, and is one of the most prestigious international shows 
for the entertainment industry—for the number of people who 
attend, the variety of exhibitors, the scope of the events, and the 
fame of its guests. 

You can find all the information about the competition
on the website: www.giocoinedito.com

The Jury of the Gioco Inedito Award: Federico Poole and Paolo 
Marini (Egyptian Museum of Turin, honorary chairmen), Luigi 
Ferrini (chairman), Daniele Boschi (coordinator), Silvia Ceccarelli, 
Domenico Di Giorgio, Andrea Guerrieri, Andrea Parrella, Barbara 
Rol, Silvano Sorrentino. The jury can’t do its job without its precious 
playtesters, who are kept busy with lots of activities to test and 
commenting on every game submitted: Gaia Barbaglio, Roberta 
Barletta, Luca Celli, Stefano Cultrera, Matteo, Andrea e Leonardo 
Di Giorgio, Giordano Di Pietro, Gabriele Falcioni, Serena Ferretti, 
Mirko Falchetti, Millo Franzoni, Paola Lamberti, Lorenzo Latella, 
Stefano Parducci, Andrea Romani, Andrés J. Voicu.



Gioco Inedito Roll of Honor
Lucca C&G – DV Games cooperation

Year Title Author
Honorary Chairman 
of the Jury

2004 Lucca Città A. Zucchini  -

2005 F.A.T.A. M. Mealli, G. Rabbini  -

2006 Borneo P. Mori  -

2007 Amerigo Din Li Joe Nikisch

2008 Turandot S. Castelli Joe Nikisch

2009 Kaboom!
A. Guerrieri,  
A. Mambrini,  
R. Pancrazi

Bruno Faidutti

2010 The Gang A. Lotronto Leo Colovini

2011 Kalesia Kong Chan Roberto Di Meglio

2012 Shooting Star V. Zini, I. Amoretti Emiliano Sciarra

2013 Playa Pirata L. Bellini Eric M. Lang

2014 Green L. Chiapponi Ignacy Trzewiczek

2015 Zoo Police L. Tarabini Castellani Andrea Angiolino

2016 Mucho Macho Evin Ho Antoine Bauza

2017 7 For the Queen L. Tarabini Castellani Roberto Fraga

2018 Penguinramids G. Albini Ryan Laukat

2019 Atelier Da Vinci R. Battiato, M. Borzì Marco Donadoni

2020 Chocochallenge F. Latini Paolo Mori

2021 Artlink! Farnesina L. Rosa Christian Greco

2022 Papyrus Fun Factor Game Studio Egyptian Museum of Turin


