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Shrine of the Risen is compliant with the Open Game License (OGL).

Product Identity: The following items are hereby identified as Product Identity, as

defined in the Open Game License version 1.0a, Section 1(e), and are not Open
Content: All trademarks, registered trademarks, proper names (characters, deities,
artifacts, places, etc.), dialogue, plots, story lines, language, incidents, locations,
characters, artwork, and trade dress.

\@ Open Content: Except for material designated as Product Identity (see
( above), the contents of this KromeDragon Games product are Open
’\_ 1\:‘ ~- Game Content, as defined in the Open Gaming License version
o 1.0a Section 1(d). No portion of this work other than the

P e y*"  material designated as Open Game Content might be

reproduced in any form without written permission. To learn
more about the Open Game License and the d20 System
/' License, please visit wizards.com/d20.

Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder
Roleplaying Game from Paizo Publishing, LLC. See http://paizo.com/
pathfinderRPG for more information on the Pathfinder Roleplaying Game.
Paizo Publishing, LLC does not guarantee compatibility, and does not
endorse this product.

Pathfinder is a registered trademark of Paizo Publishing, LLC, and the
Pathfinder Roleplaying Game and the Pathfinder Roleplaying Game
Compatibility Logo are trademarks of Paizo Publishing, LLC, and are used
under the Pathfinder Roleplaying Game Compatibility License. See http:/
paizo.com/pathfinderRPG/compatibility for more information on the
compatibility license.

Shrine of the Risen, Sidetrek Adventures™, Sidetrek Encounters™, Sidetrek
Encounters™, Adventure Delves™, and all other KromeDragon product names
and their respective logos are trademarks of KromeDragon Games in the U.S.A.
and other countries. All KromeDragon Games characters, character names, and
the distinctive likenesses thereof are property of KromeDragon Games. This
material is protected under the copyright laws of the United States of America.
| Any similarity to actual people, organizations, places, or events included herein is
| purely coincidental.

€ KromeDragon Games
~/ www.kromedragon.com

Shrine of the Risen is an adventure for 4-5 second level characters using the Pathfinder
Roleplaying Game rules published by Paizo Publishing.

By: Orville Clark
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Shrine of the Risen is a Sidetrek Encounter ™
designed to be inserted within a larger adventure.
It is ideal for red herrings, fleshing out characters
or locations, or just providing an experience
boost. A GM can add Shrine of the Risen into any
ongoing adventure with just a little forethought to
create a more rewarding experience for the
players.

GMs should familiarize themselves with the
adventure prior to running it. Permission is
granted to print the map for ease of use.

DM Background

In ages long lost to the sands of time a mortal
ascended to divinity. Known as the Ascendent, or
the Risen, he became a champion of the mortal
races. Mortals around the world erected
magnificent cathedrals, churches and shrines to
the Risen’s glory.

At the height of the Risen’s power he
disappeared.  His church lost communications
with him, his clergy could no longer cast spells.
The goddess of death proclaimed that he had died.
The mortal world was cast into doubt and turmoil.

Time has passed, yet ruined monuments to the
Risen can still be found. One such monument is a
simple roadside shrine. Made of simple brick, the
shrine features a carved statue of the Risen and a
Legend Wall, upon which is carved the long
forgotten story of the Risen’s ascension to
divinity.

It is at this shrine that a lowly Shabriri demon,
named Tenzekel, has come seeking inspiration for
its own divinity. Not content to wait the eons
required to grow in power, Tenzekel has come to
the shrine seeking answers.

He studies the shrine’s text hoping for some
glimmer of understanding, an answer to how the
Risen managed to evolve from a mere mortal into
a god. With this hoped for knowledge, Tenzekel
aspires to follow the same path and ascend to the
divine ranks as a god of destruction.

Adventure Summary

The PCs are journeying through the
wilderness upon a lonely stretch of road. In the
east they spot a ruined monument of some kind,
the Shrine of the Risen. Upon exploration they
accidentally interrupt Tenzekel in his studies.

Tenzekel is not taken unawares, however.
Having spied the approaching heroes he stepped
into the statue using Meld Into Stone and prepares
to summon d3 fiendish vipers to kill the
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interlopers. He waits until the fiendish vipers
have weakened the intruders before stepping out
of the stone and attacking.

/An old ruin sits not far off the \
worn road. Lying in a small grassy
field before a stretch of woods, the ruin is
only slightly overgrown with underbrush.

It is constructed of brick, forming a
round pedestal upon which a strange
statue stands. A man, with great angelic
wings, clutches a mighty sword. A great,
curving brick wall is erected behind the
statue. Strange glyphs are chiseled into
the wall, perhaps an ancient language, as
well as strikingly beautiful images

depicting a man ascending into the
heavens.

Development

Tenzekel melds into the stone statue
immediately upon realizing intruders are nearby.
The interruption in his studies infuriates him.
When the intruders are upon the statue’s podium
he will summon 1d3 fiendish vipers to surround
and attack them. If there are any good aligned
clerics in the group, Tenzekel directs the vipers to
concentrate their attacks upon the cleric. The GM
should remember that the effects of poison stack.
Each dose of active poison increases the Fort DC
by +2 and increases the duration by +50%.

Once his fiendish vipers are dispatched
Tenzekel steps out of the statue. He uses his meld
into stone and teleport abilities to his advantage to
escape combat and return unexpectedly to attack
unprepared foes.  Any enemy near death is
quickly killed with death knell to heal himself.

Tenzekel has no desire to die at the hands of
mere mortals and will flee combat if reduced to
less than 10 hit points.
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Rugged horns spiral out from the side of of the

%\ creature’s head. It’s ashen white face is wrinkled
- ‘and marred with massive veins. Obscenely long

""—'.:f'\varms hang by its emaciated body, clutching a

gleaming, massive sword.

Shabriri
XP 600
CE Medium outsider (chaotic, demon, evil,
extraplanar)

Init +4; Senses darkvision 60 ft., detect good,
low-light vision; Perception +10

Aura magic circle against good

Defense

AC 19, touch 10, flat-footed 19 (+9 natural; +2
deflection vs. good)

hp 39 (6d10+6)

Fort +6, Ref +5, Will +5; +4 vs. poison, +2
resistance vs. good

DR 10/good; Immune electricity, poison; Resist
acid 10, cold 10; SR 15

Offense

Speed 40 ft.

Melee mwk greatsword +9/+4 (2d6+3), bite +3
(1d8+2 plus poison) or bite +8 (1d8+3 plus
poison), slam +8 (1d4+1)

Spell-Like Abilities (CL 6th)

Constant—detect good, magic circle against
good

At Will—death knell (DC 13), greater teleport
(self plus 50 Ibs. of objects only), meld into stone,
message, summon (level 2, 1 dretch 45%)
Statistics

Str 15, Dex 10, Con 13, Int 10, Wis 13, Cha 12
Base Atk +6; CMB +8; CMD 18

Feats Improved Initiative, Iron Will, Power
Attack

SKkills Acrobatics +9, Intimidate +10, Perception
+10, Sense Motive +10, Stealth +13, Survival
+14; Racial Modifiers +4 Stealth, +4 Survival
Languages Abyssal, Celestial, and Draconic;
telepathy 100 ft.

Equipment masterwork greatsword, journal
written in infernal recording his studies.

Special Abilities

Poison (Ex) Bite—injury; save Fort DC 11;
frequency 1/round for d6 rounds; effect 1d2 Con;
cure 2 save.

CR 4

N Tiny animal

Init +3; Senses low-light vision, darkvision 60 ft,
scent; Perception +9

Defense

AC 16, touch 15, flat-footed 13 (+3 Dex, +1
natural, +2 size)

hp 3 (1d8-1)

Fort +1, Ref +5, Will +1

Resist cold 5, fire 5

Offense

Speed 20 ft., climb 20 ft., swim 20 ft.

Melee bite +5 (1d2-2 plus poison)

Space 2-1/2 ft.; Reach 0 ft.

Special Attack smite good

Statistics

Str 4, Dex 17, Con 8, Int 1, Wis 13, Cha 2

Base Atk +0; CMB +1; CMD 8 (can't be tripped)
Feats Weapon Finesse

Skills Climb +11, Perception +9, Stealth +15,
Swim +11; Racial Modifiers +4 Perception, +4
Stealth

Special Abilities

Poison (Ex) Bite—injury; save Fort DC 9;
frequency 1/round for 6 rounds; effect 1d2 Con;
cure 1 save.
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OPEN GAME LICENSE Version 1.0a

| The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

% 1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b)”Derivative Material” means

+ = -eopyrighted

material including derivative works and translations (including into other computer languages), potation, modification, correction, addition, extension, upgrade,
\improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) “Distribute” means to reproduce, license,
.rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)’Open Game Content” means the game mechanic and includes the methods,
procedures,

processes and routines to the extent such content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any work covered by this License, including translations and derivative works under copyright law,
but specifically excludes Product Identity. (e) “Product Identity” means product and product line names, logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or
graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products
or the associated products contributed to the Open Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under and in terms
of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from this License except as described
by the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this License.

3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license
with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are Your original
creation and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE of any
Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder’s name to the COPYRIGHT
NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another,
independent Agreement with the owner of each element of that Product Identify. You agree not to indicate compatibility or co-adaptability with any Trademark or
Registered

Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of such
Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product Identity.
The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License to copy,
modify and distribute any Open Game Content originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written permission from
the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due to
statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming aware
of the breach. All sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0a © 2000, Wizards of the Coast, Inc.

System Reference Document. © 2000. Wizards of the Coast, Inc; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax and
Dave Arneson.

Pathfinder Roleplaying Game Core Rulebook, © 2009, Paizo Publishing, LLC; Author Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and
Skip Williams.

Pathfinder Roleplaying Game Bestiary, © 2009, Paizo Publishing, LLC; Author Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip
Williams.

Pathfinder Roleplaying Game Bestiary 2, © 2010, Paizo Publishing, LLC; Authors Wolfgang Baur, Jason Bulmahn, Adam Daigle, Graeme Davis, Crystal Frasier,
Joshua J. Frost, Tim Hitchcock, Brandon Hodge, James Jacobs, Steve Kenson, Hal MacLean, Martin Mason, Rob McCreary, Erik Mona, Jason Nelson, Patrick
Renie, Sean K Reynolds, F. Wesley Schneider, Owen K.C. Stephens, James L. Sutter, Russ Taylor, and Greg A. Vaughan, based on material by Jonathan Tweet,
Monte Cook, and Skip Williams.

Pathfinder RPG GameMastery Guide, © 2010, Paizo Publishing, LLC; Author: Cam Banks, Wolfgang Baur, Jason Bulmahn, Jim Butler, Eric Cagle, Graeme
Davis, Adam Daigle, Joshua J. Frost, James Jacobs, Kenneth Hite, Steven Kenson, Robin Laws, Tito Leati, Rob McCreary, Hal Maclean, Colin McComb, Jason
Nelson, David Noonan, Richard Pett, Rich Redman, Sean K Reynolds, F. Wesley Schneider, Amber Scott, Doug Seacat, Mike Selinker, Lisa Stevens, James L. Sutter,
Russ Taylor, Penny Williams, Skip Williams, Teeuwynn Woodruff.

Advanced Player’s Guide. Copyright 2010, Paizo Publishing, LLC; Author: Jason Bulmahn.

Pathfinder Roleplaying Game Ultimate Magic. © 2011, Paizo Publishing, LLC; Authors: Jason Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason
Nelson, Stephen Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.

The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights reserved.

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance
Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content from TSR.
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