


The Guide
The 1st climber chosen during setup also permanently 
becomes The Guide. Give them the Pass Direction card. For 
the rest of the game (all three days), they have the extra task 
of making sure:

Before each day: After each trick:
•	Climbers pass cards 

in the correct direction
•	Climbers draw a card
•	A card is flipped 

(if there is one)

These rules are explained in Start of Day and The Ascent.



Tre Cime Di Lavaredo
Despite its lower altitude, 
its battlement-like peaks 

are some of the best known 
in the Alps. Google it.

9,839ft / 2,999m
Alps3

9,839ft / 2,999m
Alps

3

High
danger

High
danger

4

4

Mount Rundle
It’s technically a small mountain 
range – spanning 7.5mi (12.5km) 

with seven distinct peaks.
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Mount Snow Dome
It rises along the continental divide, 
and water from this mountain flows 
into three different oceans: Pacific, 

Atlantic, and Arctic.
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Wilson Peak
The tallest backdrop of the image 

on Coors Light® cans, even though 
their brewery is halfway across 

the state of Colorado.

14,016ft / 4,272m
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Imja Tse
Better known as Island Peak, 
this is one of the first in the 

Himalayas attempted by aspiring 
Alpinists – with a view of Everest 

that inspires future climbs.

20,305ft / 6,189m
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Machapuchare
The government of Nepal refuses 
to grant climbing permits, making 

this one of the most untouched 
places on Earth.

22,943ft / 6,993m
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Mount Everest
It’s the goal for every climber 
and the tallest mountain in 

the world, yet it still has cell 
service at the summit.

29,029ft / 8,848m
HIMALAYAS
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1-3 climbers 4-5 climbers 6 climbers
10 each 8 each 6 each

Day 1 Day 2 Day 3
Pass left Pass right Pass left

Day 1 Day 2 Day 3
Draw 1 Draw 2 Draw 3
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1 climber 2 climbers
Add 2 auto-ascenders Add 1 auto-ascender



1 climber example: Edmund Hillary’s cards at end of day:
Himalayas - 0 cards -
Andes 14, 11, 9, 8, 5 5 cards 47 points
Rockies 11, 9, 7 3 cards -
Alps 13, 12, 4, 1 4 cards -

Andes had the most cards. Edmund Hillary scores 47 points. 



Acclimating Use your second highest card instead of your 
highest for scoring. This means you need at 
least 3 cards in a mountain range to score.

Alpaca wool 
Draw a new card if Andes 
Mints, Himalayan
Salt, or Rocky Road Ice 
Cream have already been
drawn for this day.

Any Alps (green) card will win a trick against any 
other card except Avalanches. Normal playing 
rules still apply. You can’t play an Alps card on 
another lead mountain range unless you’re out 
of cards in that range. 

Anchor

 Not Free Solo 
compatible.

The highest/lowest mountain cards you get 
passed at the start of the day become part of 
your end of day scoring pile and don’t go into 
your hand. Draw 2 more face-down cards into 
your hand.

Andes Mints 
Draw a new card if Alpaca 
Wool, Himalayan
Salt, or Rocky Road Ice 
Cream have already been
drawn for this day.

Any Andes (blue) card will win a trick against 
any other card except Avalanches. Normal 
playing rules still apply. You can’t play an Andes 
card on another lead mountain range unless 
you’re out of cards in that range.

Avalanche 
Destruction

Each Avalanche you win can count towards a 
single range of your choosing when scoring.

Belay 
Partner

You don’t want to win any cards today. Whatever 
the climber to your right wins will be used for 
your score today.

Bouldering Use your second lowest card instead of your 
lowest for scoring. This means you need at least 
3 cards in a mountain range to score.

Buried in an 
avalanche

Avalanches work normally in gameplay, but 
each Avalanche is -5 points during scoring.

Crevasse 
rescue

You don’t want to win any cards today.
You subtract what you win instead of adding it.

Descent The lower the number, the stronger the card (for 
gameplay – scoring doesn’t change).

Equipment 
Swap

 Not Free Solo 
compatible.

After a trick with an Avalanche is resolved, pass 
your hand to the climber on your left. Multiple 
Avalanches in the same trick doesn’t affect the 
number of times you pass.

Figure 8 Each 8 you win gives you another 3 points (12 
points if you win all 4).

FOURTEENER

   Community-Created

If you don’t win a number (1-14) in any mountain 
range or avalanche, you get 1 point for that 
number (14 points if you win no cards).

Free 
Climbing

There’s a fake climber that plays a random card 
last in turn order. If they win any cards, the 
climber who won the fewest tricks takes them.

Gentle 
Incline

If you won a card with 12,000ft elevation or less, 
get 5 points. The 5 points are only added once – 
not for every card under 12,000ft.

Harness If you have the fewest tricks at the end of the 
day, add 5 extra points. If there’s a tie, all tied 
climbers get 5 extra points.

Himalayan 
Salt 
Draw a new card if Alpaca 
Wool, Andes Mints, or Rocky 
Road Ice Cream has already 
been drawn for this day.

Any Himalayas (purple) card will win a trick 
against any other card except Avalanches. 
Normal playing rules still apply. You can’t play a 
Himalayas card on another lead mountain range 
unless you’re out of cards in that range.

Ice Axe You can use a 7 as the highest card, but only for 
gameplay – not for scoring.

King of the 
Mountain

 Not Free Solo 
compatible.

The winner must pick someone to draw the 
face-up card. They can pick anyone (including 
themselves).



Lead 
Climber

If you win a trick, the climber to your left starts 
the next one.

Lost in the 
snow

If you win a trick with an Avalanche, set all 
cards in it aside. You can’t use those cards for 
scoring.

Low 
Visibility

 Not Free Solo 
compatible.

The first climber leads with a face-up card. 
Everyone else plays face-down cards, then all 
cards are shown and the trick is resolved.

Off Course When the last face-down card is flipped or 
drawn, draw another approach card.

Oxygen 
Boost

If you won a card with 22,000ft elevation or 
more, get 5 points.
The 5 points are only added once – not for every 
card over 22,000ft.

Packing 
Light

Get 5 points for EACH mountain range where 
you won NO cards (1-14). (20 points if you didn’t 
win any tricks at all)

Pathfinder

   Community-Created

All climbers get their own approach card that 
only they can score. Draw a new card if the card 
you have doesn’t apply.

 Auto-ascenders get their own card, too.

Precipice Play one trick after the face-down pile is gone. 
Discard your remaining hand and end the day.

Rapid 
Ascent

Play 1 card as normal. Play another card in turn 
order on the same trick. Resolve the trick using 
all cards played. Draw 2 cards in turn order.

Rocky Road 
Ice Cream 
Draw a new card if Alpaca 
Wool, Andes Mints, or 
Himalayan Salt has already 
been drawn for this day.

Any Rockies (red) card will win a trick against 
any other card except Avalanches. Normal 
playing rules still apply. You can’t play a Rockies 
card on another lead mountain range unless 
you’re out of cards in that range.

Route 
Finding

 Not Free Solo 
compatible.

Commonly known as “card drafting.” Keep 2 
cards in a separate stack in front of you and pass 
the rest to the left. Repeat until you’re back to 
the right number of cards. Climbers still pass 2 
cards after this.

Scree Get 5 points for each mountain range where you 
won the 1, 2, and 3 (20 points if you get all 1s, 
2s, and 3s).

Seconding Before you score, pass the mountain range 
where you won the fewest cards to the left. You 
must pass a range (if you have one).

Stuck at 
basecamp

You want at least 2 cards in each mountain 
range. You lose 5 points for each range with 1 or 
no cards.

Supply 
Cache

After everyone is dealt their cards, draw cards 
equal to the number of climbers + 1 and place 
them face-up to the side. Whoever wins the last 
trick that day gets those cards.

Treacherous 
Shortcut

   Community-Created

Get 20 points for EACH mountain range where 
you won ALL cards. But if you don’t get all of 
them, lose 10 points for each range where you 
have 7 or more cards. This is a possible spread of 
-28 to 80 points. Good luck!

WORLD 
RENOWNED 
CLIMBER

If you win at least 1 card in each mountain 
range, get 7 points. The 7 points are only added 
once.






