
 52 Penguin cards

 Contents 

2 – 4 players, aged 8 and up
Like every year, the dynasties of the penguins of 
Giza challenge each other by building the most 
impressive penguin pyramid in Egypt. In order to do 
so, they have to pick the most suitable penguins to 
build their structure while eyeing the goals set by the 
pharaohs. They must balance the priority of choosing 
the best penguins with the strategic impact of the 
actions they can perform. You don’t need dexterity or 
brute force: the smartest architect will prevail!
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weight

right arm 
strength 
= 1 on 
this card

color

left arm strength 
= 2 on this 
card

(Each bracelet = 
1 Strength point)



 20 Action cards (4 set of 5 cards each) 

 10 Goal cards

 1 Chief Penguin card

 10 Strength tokens

 These rules

Ogni pinguino  
con un solo braccio 

alzato: +2 punti.

Each penguin with  
only one raised arm:

+2 points.

Ogni carta Azione 

coperta davanti a sé a 

fine partita: +1 punto.

Each Action card  

in front of you  

at the end of the game: 

+1 point.

Avere la maggioranza  

di pinguini di peso zero: 

+5 punti.

The pyramid with  

the most 0-weight 

penguins: +5 points.

turn order 
priority

action



• The youngest player receives the Chief Penguin 
card.

• Each player takes a set of 5 Action cards of the 
same color. Put the leftover set(s) back in the 
box, as they will not be used.

• Shuffle the Goal cards and draw 3: put these cards 
face up on the table, visible to all. Put the leftover 
cards back in the box, as they will not be used.

• Shuffle the Penguin card deck and put it on the 
table. Draw and place face up on the table a number 
of Penguin cards equal to the number of players.

Example. Setup for 3 players.

Peter

Michelle Luke

Goal cardsPenguin cards

 Setup 

Ogni pinguino  con un solo braccio alzato: +2 punti.

Each penguin with  only one raised arm:+2 points.

Ogni carta Azione 
coperta davanti a sé a 
fine partita: +1 punto.

Each Action card  
in front of you  

at the end of the game: 
+1 point.

Avere la maggioranza  

di pinguini di peso zero: 

+5 punti.

The pyramid with  

the most 0-weight 

penguins: +5 points.



 The Goal Of the Game 

During each round, all players play a card from their 
hand which determines the turn order for choosing a 
penguin from those available: the lower the number 
played, the earlier you choose. Once penguins are 
assigned, each player places the penguin they chose 
in front of them by following certain conditions, 
building a pyramid as the game progresses and trying 
to put heavy penguins in each level. When placing 
penguins, you should also keep an eye on the Goal 
cards, as they provide additional ways to score points.
At the end of the game, points are assigned for 
penguins in each pyramid and for matching Goal 
cards: the player with the highest score is crowned 
the new penguin pharaoh!

 The Game 

The game lasts 10 rounds.
At the start of each round, reveal a number of Penguin 
cards from the deck equal to the number of players 
(you already did this for the first round).
Each player then secretly selects one Action card 
from their hand and puts it face down on the table: 
when everyone is ready, the cards are revealed at 



the same time.
Players then take their turns in the order established by 
the number on their Action cards: the lowest number 
goes first, then the second lowest, etc. Ties are broken 
by starting with the player who has the Chief Penguin 
(if they are not involved, the closest involved player in 
clockwise order) and proceeding clockwise.
Once an Action card has been played, keep it face 
down in front of you to one side: you cannot use it 
again until you draw it (by playing Action card #4, 
see below).

Turn Order Example. 
Luke has played #1, Peter and Michelle both #4. Luke is 
first, Peter goes second, then Michelle.

Peter

Michelle Luke



A GAME TURN

During your turn, in any order:

• You must take one Penguin card still available 
from those revealed at the start of the round (i.e., 
not taken by another player), and place it in your 
pyramid.

• You may carry out the action on the Action card 
you just played.

Placing a Penguin in Your Pyramid

A pyramid is built starting with the base, and must be 
built in the following 4-level configuration:

4th level or top 

3rd level

2nd level 

1st level or base

Each Penguin card must be placed in the pyramid 
following these rules:
• You can only place a penguin adjacent to another 



penguin, or on top of two lower penguins. 
Exception: You can place your first penguin 
anywhere on your base level;

• The weight of a penguin on a level above your 
base must be carried by the strength of the 
arms of the two penguins that lie below it. In 
other words, the sum of the arm strength of the 
penguins lying below must be equal to or higher 
than the weight of the penguin above. Note: It 
is possible to increase the arm strength with 
Strength tokens, see below.

Example.

0 + 2 = 2: OK 1 + 0 < 2: NOT OK

If you can’t place the penguin you chose following 
the rules above, you must flip it to the other side 



before adding it: the back of the Penguin cards 
always show a grey 0-weight penguin with strength 
1 in both arms.

Attention: You must always choose a penguin that 
you can place in your pyramid, if possible. Only in the 
case that you can’t (because no legal penguins are 
available) are you allowed to take any penguin and 
place it in your pyramid by flipping it to the grey side.

Example. 
Luke must choose between a 3- and a 0-weight penguin. 
He can’t place the 3 in his pyramid, but he can place the 0, 
so he must take it.

Luke



Performing an Action

The Action card you play determines which action 
you are allowed to perform: 

Take the Chief Penguin card. If 
multiple players have played this 
card, follow the clockwise order as 
usual. The final outcome is that the 
last player who played this card will 
keep the Chief Penguin card for the 
next round.

You may flip one of your penguins 
to the grey side. You may flip the 
penguin you take this turn or one you 
already have, as long as it can still 
carry any penguin(s) above it.

Before choosing a penguin on your 
turn, you may exchange one of the 
available penguins with the top card 
from the deck. The replaced penguin 
goes to the bottom of the deck.



Take back into your hand all of 
the Action cards you have played 
(including this one).

Take one Strength token. At any time 
during the game, you can place one 
or more Strength tokens on the arm 
of one of your penguins. Each token 
increases the arm strength by 1.

Example.
Peter, Michelle, and Luke are playing the third round. 
These are the available penguins:

All players secretly choose their Action cards. Peter and 
Michelle both choose #1 (Take the Chief Penguin card), 
while Luke chooses #4 (Take back all your Action cards).



Michelle and Peter tie for priority, but Michelle is the Chief 
Penguin and goes first: she chooses 
the Blue 4, and places it as shown 
by playing a Strength token on her 
red penguin’s arm, increasing the 
arm strength up to 3.

Michelle could also take the Chief 
Penguin card but she already has 
it, so her turn ends.

Peter goes second: He chooses 
the red 0, which he finds useful 
to pursue the Goal of having the 
most 0-weight penguins. Then 
he takes the Chief Penguin card 
from Michelle and keeps it in 
front of him.

Luke must take the leftover penguin, which he places on 
the first level of his pyramid. Then he takes all three of the 

Action cards he has 
played and returns 
them to his hand.



THE GOAL CARDS

The 10 Goal cards, 3 of which are revealed at the 
start of the game, show special conditions that allow 
you to score additional points at the end of the game. 

Note 1: For the purpose of the Goal cards, grey is not 
considered to be a valid color.

Note 2: In case of a tie,  for the goal “The pyramid 
with the most 0-weight penguins: +5 points”, all tied 
players score 5 points.

After 10 rounds, the game is over. Each player tallies 
their points by adding up:

• The weight of their heaviest penguin on each 
level;

• Any bonus points granted by the Goal cards 
they have fulfilled. Multiple players may score 
points for the same Goal card.

The player with the highest score wins! In case of a 
tie, the winner among tied players is the one with the 
Chief Penguin card, or the one sitting closest to them 
in clockwise order.

 The End of the Game



Example.

The score is tallied by adding the value of the heaviest 
penguin on each floor: 1 + 3 + 2 + 4 = 10, and adding any 
bonus points from Goal cards: +4 +3 +4 = 11, for a total 
of 21. Great job penguins!

Quattro pinguini  
di colori diversi su  

un lato almeno:  
+4 punti.

A pyramid with  
at least one side made 
up of penguins of four 

different colors: +4 points.

Il punteggio del  
terzo livello di ogni 

piramide vale doppio.

The third level
of each pyramid 

scores twice.

Ogni pinguino  
con un solo braccio 

alzato: +2 punti.

Each penguin with  
only one raised arm:

+2 points.

+4

+3

+4
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Lucca Games XXXIII Edition 

PENGUINRAMIDS is the winner of 
the Gioco Inedito Award 2018/2019, 
organized by Lucca Crea—the company 
responsible for Lucca Comics & Games—
and daVinci Editrice, a leader in the 
production of family board games under 
the name of dV Giochi. 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. This 
is an ideal stage for a competition which, over the last decade, has 
resulted in the publication of Lucca Città, F.A.T.A., Borneo, Amerigo, 
Turandot, Kaboom!, The Gang, Kalesia, Shooting Star, Playa Pirata, 
Green, Zoo Police, Mucho Macho and  7 For the Queen.

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

The Jury of the Gioco Inedito Award: Daniele Boschi (coordinator), 
Luigi Ferrini (chairman), Gaia Barbaglio, Roberta Barletta, Fabrizio 
Casu, Luca Celli, Domenico Di Giorgio, Serena Ferretti, Mirko 
Falchetti, Millo Franzoni, Paola Lamberti, Lorenzo Latella, Andrea 
Parrella, Andrea Romani, Silvano Sorrentino, Andrés J. Voicu.



Gioco Inedito Roll of Honor
Lucca C&G – dV Giochi cooperation

Year Title Author Honorary 
President 
of the Jury

2004 Lucca Città Alessandro Zucchini

2005 F.A.T.A. Martina Mealli, 
Gabriele Rabbini

2006 Borneo Paolo Mori

2007 Amerigo Din Li Joe Nikisch

2008 Turandot Stefano Castelli Joe Nikisch

2009 Kaboom! Andrea Guerrieri, 
Andrea Mambrini, 
Roberto Pancrazi

Bruno Faidutti

2010 The Gang Antonello Lotronto Leo Colovini

2011 Kalesia Kong Chan Roberto 
Di Meglio

2012 Shooting Star Valerio Zini, 
Isabella Amoretti

Emiliano 
Sciarra

2013 Playa Pirata Luca Bellini Eric M. Lang

2014 Green Luca Chiapponi Ignacy 
Trzewiczek

2015 Zoo Police Lorenzo Tarabini 
Castellani

Andrea 
Angiolino

2016 Mucho Macho Evin Ho Antoine Bauza

2017 7 For the 
Queen

Lorenzo Tarabini 
Castellani

Roberto Fraga

2018 Penguinramids Guido Albini Ryan Laukat


