Yatil Mountains Environment

The Icy Wilderness

Venturing between 1 to 5 miles off the Pass is entry into a zone of low peak/high pass altitude (elevations above 3000’ and temperatures varying from 40F down to –20F depending on conditions).  General info on cold and falling:  DMG pp302-303.

Elevations and Temperatures

Daytime  (see Frostburn p9)

Unless acclimated or Protection level 1, travelers will suffer the effects of Cold temperature band (low peak/high pass altitude zone):  FOR sv every hour (DC 15, +1 per previous check, down to minimum of DC 5).  Survival bonus applies to the FOR save.  Failure means d6 non-lethal damage and fatigue (DMG p.301).  Fatigue can be healed by DC 12 Heal roll.  If a PC should reach –CON hit points, that character dies of exposure.  

Nighttime  (see Frostburn p9)

Unless acclimated or Protection level 2, travelers will suffer the effects of Severe Cold temperature band (low peak/high pass altitude zone):  FOR sv every 10 minutes (DC 15, +1 per previous check, down to minimum of DC 5).  Survival bonus applies to the FOR save.  Failure means d6 non-lethal damage and fatigue (DMG p.301).  Fatigue can be healed by a DC 12 Heal roll.  If a PC should reach –CON hit points, the character dies of exposure.  If Protection level 1 only, the PC makes the save every hour as if daytime.

The Frozen Mountains

Venturing over 5 miles off the Pass is entry into a zone of medium to high peak/high plateau altitude (elevations above 10000’ and temperatures varying from –20F down to –50F or less, depending on conditions).

Elevations and Temperatures

Daytime  (see Frostburn p9)

Unless acclimated or Protection level 2, travelers will suffer the effects of Severe Cold temperature band (low peak/high pass altitude zone):  FOR sv every 10 minutes (DC 15, +1 per previous check, down to minimum of DC 5).  Survival bonus applies to the FOR save.  Failure means d6 non-lethal damage and fatigue (DMG p.301).  Fatigue can be healed by a DC 12 Heal roll.  If a PC should reach –CON hit points, the character dies of exposure.  If Protection level 1 only, the PC makes the save every hour as if daytime.
Nighttime  (see Frostburn p9)

Unless acclimated or Protection level 3, travelers will suffer the effects of Extreme Cold temperature band (high peak/high altitude zone):  d6 cold damage per 10 minutes (no save), plus FOR sv every 10 minutes (DC 15, +1 per previous check, down to minimum of DC 5).  Survival bonus applies to the FOR save.  Failure means d4 non-lethal damage and fatigue (DMG p.301).  Fatigue can be healed by a DC 12 Heal roll.  Thos in metal armor are affected as if by chill metal spell.  If a PC should reach –CON hit points, the character dies of exposure.  If Protection level 1 only, the PC makes the save every hour as if daytime.
Cold Protection Chart

0
Character or creature with no cold adaptations

1
Cold Endurance feat, nonarctic animal w/fur, native cold-dwellers

2
Cold-tolerant (e.g. Neanderthal), arctic animal w/fur, native arctic-dwellers

3+
Endure elements spell or effect, Cold Resistance of 5+

Bonuses  (see Frostburn p.10)
+1
cold weather outfit or fur clothing or mountain environment specialty

+2
cold weather outfit + fur clothing or one clothing + mtn environment specialty

+3
Improvised shelter

Weather 

Frostburn page 13, Table 1-5.  Roll once per 24 hour period.

Special Effects

Travelers may occasionally encounter Dire Weather or Magical Terrain (pp14 -16).  

Weather or Terrain

Chance to detect
Acid Sleet


Survival DC 20 (detect d4 min in advance)

Blood Snow Blizzard

Survival DC 20 (detect d4 min in advance)

Death Hail


Survival DC 20 (detect d4 min in advance)

Howl of the North

Survival DC 20 (detect d4 min in advance)

Negation Flurry

Survival DC 20 (detect d4 min in advance)

Razor Sleet


Survival DC 20 (detect d4 min in advance)

Rust Flurry


Survival DC 20 (detect d4 min in advance)

Acid Slush


Frostburn p.15


Blood Snow


Frostburn p.15

Ebony Ice


Frostburn p.15

Faerie Frost


Frostburn p.16



Lightning Pillar

Frostburn p.16

Negation Snow

Frostburn p.16

Razor Ice


Frostburn p.16

Rust Snow


Frostburn p.16

Snow Geyser


Frostburn p.16

