	THE EYE


Near the top of the pass, the angle of the slope increases. It bisects a small glen near the base of a steep butte on the mountainside. Atop the butte, a wide ledge climbs slowly back up the mountain. The pass continues until it reaches a high ridge atop a staggeringly sheer scarp that spills down into the lowlands. The breathtaking view provides a panorama of most the lower peaks.
Effect

As ascending players reach this part of the pass, a group of savage beastmen overlooking the pass spot them and start an avalanche hoping to drive them off.

Avalanche (CR 7): see Avalanche (PF Core 429) 100-foot-wide Snow. 

Following the avalanche, any PC succeeding at a DC 15 Spot check catches a glimpse of several white-furred simian creatures fleeing into the hills.
	THE HAUNCHES


This section of the pass is has a steep incline.  At the bottom of the incline is a steep turn.

Effect

Ascending sleds slow all movement by -1.

Descending sleds increase all movement by +2.  Once during the last quarter mile, descending sleds must succeed on two successive turn maneuvers or the sled breaks free from the dogs and rolls 200 feet down a steep embankment before being smashed to splinters.  Anyone tumbling down the embankment takes 5d6 points of damage (Reflex DC 15 for half).

	THE HEART


In this location, a dangerously narrow bridge of solid ice spans a 15 foot wide ravine that splits the pass.  A weathered chain, secured to large boulders at either end of the bridge, hangs suspended about three feet above the surface.  Travelers usually tie off to the chain when crossing and walk the sleds.

Effect

Anyone attempting to move faster than his normal move action must make a DC 10 Acrobatics check or slip on the bridge and fall into a 30 foot deep chasm taking 3d6 falling damage (1d6 non-lethal) and splashing into the rocky stream at the bottom (Reflex DC 10 for half).  The stream is only a few feet deep, however the icy water can quickly cause wet creatures to catch hypothermia (see cold exposure, PF Core 442).

Anyone attempting to drive a sled across the bridge must be travelling at a speed of 8 or greater and make a handle Animal skill check DC 25.  On a failed check, the sled dogs get skittish and turn away at the last minute.  If this happens, the sled breaks loose and tumbles into the ravine. Riders and Mushers can attempt a DC 12 Reflex save to dive from the sled before it tumbles into the ravine.  
	THE MAW


Just past the scarp the path becomes impassable by sled. Here a tiny footpath winds up a steep slope covered with boulders (Climb DC 10). The path continues along a broad plateau and ends at the edge of a snow-filled gorge. The gorge is named The Maw for the jagged spires of rock that jut through the drifts. Atop the plateau rests the cairn.

Effect

None; the narrow path forces the abandonment of the sleds to move forward..

	THE SPINE


In this section, the pass runs through a sloping field of boulders.

Effect

Sleds entering the boulder field must make at least one turn maneuver per quarter mile or crash into a boulder.

	THE TAIL


This section of the pass is flat, but rocky.

Effect

Every quarter mile, all riders and mushers in the sleds moving faster than half speed must make a DC 12 Acrobatics check to avoid becoming unbalanced.  An unbalanced character can take no actions for one round in order to prevent himself from falling out of the sled.

	THE TALONS


Here the pass splits into adjacent routes, a higher path with a slow incline, and a wider steep path that plunges below it across a series of ice dunes. The upper path sits between 10 to 40 feet above the lower path. It is only 10 feet wide, and usually ices over. A sled moving faster than 3 risks sliding off the ledge onto the lower path taking appropriate damage.

Effect

Every quarter-mile, mushers must make a Handle Animal skill check (DC 15 +1 per each additional speed increment) to prevent slipping. 

Ascending the lower path decreases speed by –2, while descending the lower path increases speed by +3. Anyone descending at high speed must make an additional Handle Animal check DC 20 each quarter mile to prevent flipping on the ice dunes.

Additionally, Aspis Consortium members recently had an ill-met run-in with some beastmen. A DC 10

Perception check notices a trickle of frozen blood crossing the trail. Following the tracks (Survival DC 12) a few hundred yards off the trail leads to three piles of fresh snow that poorly conceal bodies. Two of the piles hide the bodies of hideous beastmen, white-furred simians native to the peaks (taer). The third holds a human, perhaps of Chelish descent, killed by a gaping bite wound between his neck and shoulder. Searching the man (DC 10) uncovers a small bronze coin, indicating membership in the Aspis Consortium. All of the Aspis agent’s gear has been removed, though he still wears thick furs.
	THE WINGS


The pass drops into a small valley between two small hills. The path becomes extremely narrow and turn maneuvers are near impossible.

Effect

All turn maneuver checks take a –4 penalty. Descending sleds speed up 1 and the risk for tipping over on a turn increases (anyone failing the maneuver check by 5 or more crashes).










