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.










