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Bits of the Mountains 
01. Fluffy white clouds dot the azure sky. The 

track, after crisscrossing bare rocky slopes, 
turns and heads into a tree-filled valley. 
Intense sunshine is glaringly bright on the 
pale rocks, and the air warms. The path is 
steep, rough and edged with jagged rocks on 
all sides. Ahead, rich velvet-green grass 
beckons below broad open stands of aspen 
and pine. The round bright green leaves of 
the aspens rattle in a light breeze. A small 
river leaps noisily down a series of bright 
rapids along the stony slope.  

02. You come around the mountain and see the 
charred remains of a small wooden building. 
The pungent odor of burned wood still 
permeates the surroundings. The frame of the 
building can still be seen, but three walls are 
gone. The remains of the roof lie scattered in 
pieces on the dirt floor. Everything is 
blackened and scarred with damage. The far 
wall has a large hole through which the sun is 
shining. Shards of colored glass litter this 
area; though the pieces are dirtied by ashes, 
you can see that the majority of them are blue 
or white, with a few pieces of various other 
colors.  

03. The trees around you are tall and straight, 
rising with the mountain. As you make your 
way along you come to a strange sight. One 
lone tree appears to have been struck by 
lightning, or some other fiery force. It is split 
down the middle, though its trunk still stands, 
and it has burn marks all along its surface. [If 
the tree is examined closely:] When you 
approach the tree you notice that there is a 
hole in the trunk, and you can see something 
sitting inside. [If someone reaches inside the 
trunk:] You reach in and pull out a jug of 
what appears to be some sort of liquid. One 
quick sniff tells your senses that the jug is full 
of something strongly alcoholic [a very strong 
whiskey].  

04. A slight movement catches your attention as 
you pass by. The leaves on a nearby tree are 
dagger-shaped, in a pleasingly deep green 

color, and they are motionless in the still air. 
Yet one leaf is twitching feverishly, for no 
obvious reason. 

05. The day is bright and clear, and a gentle 
breeze blows at lower elevations. Atop the 
mountain that rakes the sky above you, a 
glistening veil of crystalline ice and snow is 
driven over the ridge. As wind gusts over the 
crest, the spindrift billows upward in great 
curls to catch the sun. As quiet as it seems 
from where you stand, the snow blowing off 
the divide above suggests that the high 
country is far from calm. [Passes, cols, and 
other low points can accelerate mountain winds 
to double their normal speeds as they funnel 
through the gaps. Spindrift is a good indicator of 
substantial winds at the crest of a divide.] 

06. Walking around a large tree you stop dead in 
your tracks, looking straight into the eyes of a 
full-grown moose. The entire mountain range 
seems to become deathly still and quiet for 
what must be an eternity as the moose looks 
at you with dead black eyes. Then, suddenly it 
bolts and runs off at an angle to your path. 
Though it looks clumsy as it runs away, it is 
obviously a powerful creature.  

07. The rocky path winds through the trees. It is 
difficult to see through the heavy foliage and 
branches. As you round a bend, giant stone 
structures come into view straight ahead. 
Stones taller than a person are stacked one on 
top of another, formed into a structure 
several stories high. Clearly these stones are 
not naturally formed this way, but there is no 
indication of who might have built it or why.  

08. The pines recede as you enter a small field of 
grass, prickly weeds and yellow wildflowers. 
The tangy scent of the flowers tickles your 
nose. Beyond the field is a placid azure pond 
that mirrors the tall green trees on the far 
shore. Two triangular peaks push toward you 
on the surface as their counterparts push 
toward the blue sky above.  
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When you look up to see what the disturbance 
can be, you feel a few drops of water on your 
forehead. The noise is from a waterfall, still 
far away but obviously powerful; it seems to 
be directly ahead of you. The path continues 
and you follow it as you must. The noise of the 
splashing water waxes until it drowns out all 
normal conversation. [If animals are present:] 
Your animals become nervous and skittish, 
tossing their heads. They require careful 
handling before they can be persuaded to 
continue. [The waterfall can be a peril or simply 
be close to the path. If it is a peril, then it should 
not be too dangerous unless its course has been 
changed for malevolent purposes, for the path 
would not have been wrought from the mountain 
so close to a dangerous phenomenon.]  

44. Overgrown Terraces 
The massive networks of vines and creepers on 
the mountainside do little to hide the fact that 
it was terraformed at some point. They hang 
like leafy curtains over the edges of each 
terrace, giving the mountain an oddly hairy 
look. Underfoot the ground is soft and loamy. 
In places you can see food plants competing 
for sunlight against the rampantly growing 
vines, evidence that someone used this area for 
cultivation in the past. When you look around 
you can see similar titanic staircases cut into 
neighboring slopes, though they are mostly 
overgrown as well. Wide swathes of gray and 
brown stone devoid of green shrubbery show 
where rockslides or floods scoured the 

sh
p
teetering into nothing
forgotten or perhaps abandoned. [Plants 
trees encountered in the area can include fox
pine, devil’s club, houseleek, larch, and arni
(which is known as a pain-relieving herb).]  

 Waterfall 
The air is light here and difficult to catch
your lungs; headaches are common and the 
air is occasionally painful to breathe. Bl
rushes through your ears – well, it sounds li
that, but the sound continues for longer th
seems possible. Eventually you realize that 
noise is external rather than internal. It com

mountain clean. [Terracing mountains to 
provide fields was a practice common to pre-
modern mountain-dwellers in the Andes and parts 
of China, and probably other places as well.]  

 Wayhouse  
As the mountain
way around the endless rock, thoughts of 
mortality are never far away. Falling off an icy 
precipice, breaking a leg and starving, attack 
by some fierce mountain tribe sneaking up 
from below the ground or giant eagles 
swooping down from above all seem equally 
possible. Off the trail, into the woods a few 
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A Bit about Mountains 
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People of the Mountains  
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       Into the Mountains 01      Into the Mountains 02 
   

 
Fluffy white clouds dot the azure sky. The track, after 
crisscrossing bare rocky slopes, turns and heads into a tree-
filled valley. Intense sunshine is glaringly bright on the pale 
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e walls are gone. 
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rocks, and the air warms. The path is steep, rough and edge
with jagged rocks on all sides. Ahead, rich velvet-green gras
beckons below broad open stands of aspen and pine. The 
round bright green leaves of the aspens rattle in a light 
breeze. A small river leaps noisily down a series of bright 
rapids along the stony slope 

 
 
You come around the mountain and see the charred 
remains of a small wooden building. The pungent odor of 
burned wood still permeates the surroundings. The frame 
of the building can still be seen, but thre

  

the divide above suggests that the high country is far from 
calm. [Passes, cols, and other low points can accelerate 
mountain winds to double their normal speeds as they funnel 

The remains of the roof lie scattered in pieces on the dirt 
floor. Everything is blackened and scarred with damage. 
The far wall has a large hole through which the sun is 
shining. Shards of colored glass litter this area; though the 
pieces are dirtied by ashes, you can see that the majority of 
them are blue or white, with a few pieces of various other 
colors.  
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       Into the Mountains 03 
   

 
The trees around you are tall and straight, rising with the 
mountain. As you make your way along you come to a 
strange sight. One lone tree appears to have been struck by
lightning, or some other fiery force. It is split down the 
middle, though its trunk still stands, and it has burn marks
all along its surface. [If the tree is examined closely:] When 
you approach the tree you notice that there is a hole in th
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A slight movement catches y
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trunk, and you can see something sitting inside. [If someone 

 

  
our attention as you pass by. 
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The leaves on a nearby tree are dagger-shaped, in a 
pleasingly deep green color, and they are motionless in the 
still air. Yet one leaf is twitching feverishly, for no obvious 
reason. 
 

reaches inside the trunk:] You reach in and pull out a jug of 
what appears to be some sort of liquid. One quick sniff tells
your senses that the jug is full of something strongly 
alcoholic [a very strong whiskey].  
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     Into the Mountains 06 
 
 
Walking around a large tree you stop dead in your tracks, 
looking straight into the eyes of a full-grown moose. The 
entire mountain range seems to become deathly still and 
quiet for what must be an eternity as the moose looks at you 
with dead black eyes. Then, suddenly it bolts and runs off at 
an angle to your path. Though it looks clumsy as it runs 
away, it is obviously a powerful creature.  

  
 
The day is bright and clear, and a gentle breeze blows at 
lower elevations. Atop the mountain that rakes the sky 
above you, a glistening veil of crystalline ice and snow is 
driven over the ridge. As wind gusts over the crest, the 
spindrift billows upward in great curls to catch the sun. As
quiet as it seems from where you stand, the

 
 snow blowing off 

through the gaps. Spindrift is a good indicator of substantial 
winds at the crest of a divide.] 
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