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SETUP 
● Shuffle all the decks together.  
● Lay out a Mountain 3 cards deep, so there are 3 cards in each slot. 
● Draw 3 cards into your Backpack.  
● Set the remaining cards in a Draw Deck at the top. 

 

CARD AND RULE CHANGES 
● ‘Take another turn’ cards allow you to take a turn without having to flip a card from 

the Draw Deck even if you Explore but don't Sweep. At the end of the extra turn you 
must flip a card from the Draw Deck if you Explored but didn’t Sweep. 

● ‘Skip a turn’ cards make you draw from the Draw Deck even if you Sweep. 
● When a card tells you to put a card from your Backpack into the Draw Deck, shuffle 

the Draw Deck. 
● A row with no face up cards is ‘first card ready’ in relation to First on the Trail.’ 
● Trouble at the Airport does not split the cards equally. Draw back up to what you 

had. 
● Treat the Draw Deck as other climbers’ Backpacks. 
● A space must have less than 3 cards in it to be considered empty. 

 
 

PLAY 
Hike to Base Camp: For the first round, flip the top card in a stack, in the bottom row 
face up and follow its instructions. After that you are Climbing. 
 
Climbing: 

1. Take one of the following actions: 
○ Explore - Flip the top card in an adjacent stack (above, below, or to the side)face 

up and follow its instructions. You cannot Explore the stack you are on and you 
cannot jump over empty spaces. 

○ Trade - You may Trade a card from your Backpack with the top card in any stack 
on the Mountain. The Traded card goes into the middle of the Draw Deck.  

○ Dig - You may flip a card in the Draw Deck face up. 
2. Sweep: After you take an action, Sweep all the balanced cards to the Cache pile  

      for each suit.  Stack them face up. 
○ You may use the face up card from the Draw Deck to balance and Sweep. 
○ You still Sweep 0 value cards after you follow their instructions. 
○ Scavenge: Every time you forget to Sweep, flip a card from the Draw Deck face 

up. 
3. Time Passes: If you Explored this turn, but did not Sweep, flip a card from the Draw 

Deck into the Discard Pile face up. 
4. Move Meeple: This is optional, if you think you can keep track of where you are, and 

if your turn is being affected, without the meeple, you can choose not to use one. 



 

WINNING AND LOSING 
● If you Sweep all cards off the Mountain side you win! 
● If the Draw Deck runs out, you lose. 
● If you can make no further moves and there are still cards on your Mountain, you 

lose. 
● If you Sweep all the cards from the Mountainside, the draw deck, the discard, 

and your Backpack, you have Left No Trace Behind! 
 

Other Ideas 
All caches must alternate. If you Swept a Yin onto a green cache, the next card on the 
green cache must be a Yang, a card of 0 value, or See For Miles at the peak. 

 
You lose if you can’t follow the instructions on a card. 
 
The Mountain is 4 cards deep and no “Time Passes”.  
 
What are your suggestions? 
 

 
THANKS FOR PLAYING 


