
 

FIVE FLAGS PEAK 
 
For 2 - 4 players. 
 
It’s a race to the top! You’ve rowed your boat to the beach, and now it’s time to race up the 
mountain. Collect all five flags and reach the top to win. But be careful – your opponents are 
right on your heels, and they can steal flags from you if they catch up! 
 
It will take luck and skill to be the first one to reach the summit of FIVE FLAGS PEAK! 
 

Materials. 
You’ll need four colors of pawns (ideally orange, red, yellow, and green), and five small counters 
per player, to cover up the flag icons in each player’s backpack. 
 
You’ll also need 1 - 2 dice. Number dice are fine for older players, but younger players should 
use dice with colors red, blue, green, yellow, orange, and one more color, which is the wild color. 
We’ll assume the wild color is purple in these instructions. 
 
(See, e.g.: amazon.com/Gejoy-Pieces-Standard-Multi-Color-Teaching/dp/B08BZFRH13). 
 

Rules. 
Each player chooses a color and places their pawn at one of the rowboats on the outside of the 
map. 
 
Take turns rolling and moving. You must move to a circle on the ring you’re currently on. 
 
Moving rules for players who don’t yet count. 

●​ Roll the die and move to the closest circle of the color you rolled in either direction.. 
●​ You may choose which direction to move. 
●​ If you roll purple, you may move to any circle on the ring you’re currently on. 

 
Moving rules for players who are beginning to count. 

●​ Roll the die and move as many spaces as you rolled. 
●​ You may choose which direction to move. 
●​ If you roll a six, you may move to any circle on the ring you’re currently on. 

 
Moving rules for players who are experienced at counting. 

●​ Roll two dice and move either direction with first one die, then the other. 
●​ This effectively lets you move the sum or difference of the numbers you rolled, in either 

direction. 
●​ If you roll doubles, you may move to any circle on the ring you’re currently on. 
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Special Spaces and Situations 
FLAGS. 
If you land on a space with a flag, you may put that flag into your backpack. Indicate you have 
the flag by placing a counter over the appropriately colored flag image in your backpack. 
 
BRIDGES. 
If you land on a bridge, you may ascend (or descend) to a higher (or lower) ring of the mountain, 
following the path of the bridge. You do not have to cross a bridge if you’d prefer not to. 
 
ZIP LINES 
If you land on a zip line, you must descend to a lower ring of the mountain, following the path of 
the zip line. Zip lines lead to flags, so taking zip lines down may be the quickest way to pick up 
some colors of flags. 
 
STEALING FLAGS 
If you land on the same circle as an opponent, you may steal one of their flags. You may only 
steal a flag of a given color if you do not already have that flag in your backpack. You may steal 
no more than one flag per turn. You do not steal a flag if you start your turn on the same space 
as an opponent. 
 
WINNING THE GAME 
The first player to collect all five flags and reach the summit wins! 

 


