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Sacred Weapon (Su) Oleg increases the damage die 
of any weapon for which he has Weapon Focus feat to 
1d8.

EQUIPMENT

mwk heavy pick, mwk light crossbow with 20 bolts, 
half-plate, backpack, bullseye lantern, grappling hook, 
oil (5), silk rope, rations (two weeks), potion of enlarge 
person (2), 50 gp

THE ARMAN PROTECTORATE
Located in Southern Exodus, the lands of the Arman 
Protectorate were conquered by the Arman—seaborne 
raiders that migrated to Exodus over eight centuries ago. 
Over the past six centuries, the Arman Protectorate has 
developed firearms to combat its neighbor and traditional 
enemy, the Dominion. In the Protectorate, the worst crime 
one can do—punishable by death—is to betray the secrets 
of gun-making to those outside Protectorate citizenship. 
Thus, the Protectorate is the only nation in the Imperial 
Alliance to possess this technology. It also possesses the 
best and largest collection of golems and automatons, 
which they call “clockwork warriors.” The Arman value 
personal achievement above all, and those with great 
talents and abilities may rise to great heights within Arman 
society.

OLEG ILYANOVKA
Male Human Warpriest 3
LN Medium humanoid (human)
Homeland Arman Protectorate
Deity Sanguine Covenant (Koliav)
Language Common
Init +0; Senses Perception +3

DEFENSE

AC 18, touch 11, flat-footed 18 (+8 armor)
hp 26 (3d8+9)
Fort +4, Ref +1, Will +6

OFFENSE

Speed 20 ft. (30 ft. without armor)
Melee mwk heavy pick +7 (1d6+4, ×4)
Special Attacks sacred weapon (1d6)
Warpriest Spells Prepared (CL 3rd; concentration 
+6)
1st - divine favor (2), magic weapon, shield of faith
0 (at will) - guidance, light, mending, stabilize

STATISTICS

Str 16, Dex 10, Con 13, Int 10, Wis 16, Cha 12
Base Atk +2; CMB +5; CMD 15
Feats Furious Focus, Intimidating Presence, Power 
Attack, Toughness, Weapon Focus (heavy pick)
Skills Climb +7, Intimidate +10, Knowledge (religion) 
+6, Survival +7, Swim +7
SQ aura, blessing 4/day (Death and Knowledge 
domains, minor), fervor 4/day (1d6)

SPECIAL ABILITIES

Fervor (Su) Oleg may heal 1d6 damage to a touched 
living creature or deal equal damage to a touched 
undead. As a swift action, he may use this ability on 
himself. Alternatively, he can use a swift action and 
spend one daily use of fervor to cast any one prepared 
warpriest spell without using somatic components or 
provoking attacks of opportunity. Such a spell only 
affect Oleg, regardless of its normal range or number 
of targets.

From the Grave (Su) Oleg may spend one daily 
blessing to take on a corpse-like visage for 1 minute, 
making him more intimidating and giving him undead-
like protection from harm. He gains a +4 bonus on 
Intimidate checks and on Disguise checks to resemble 
an undead creature, as well as a +2 profane bonus on 
saving throws against disease, mind-affecting effects, 
paralysis, poison, and stunning.

Lore Keeper (Su) Oleg may spend one daily blessing 
to touch a creature and learn about its abilities 
and weaknesses. With a successful touch attack, he 
gains information as he performed the appropriate 
Knowledge skill check with a result of 21.
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OLEG ILYANOVKA
Male Human Warpriest 5
LN Medium humanoid (human)
Homeland Arman Protectorate
Deity Sanguine Covenant (Koliav)
Init +0; Senses Perception +3

DEFENSE

AC 18, touch 10, flat-footed 18 (+8 armor)
hp 46 (5d8+20)
Fort +6, Ref +1, Will +7

OFFENSE

Speed 20 ft. (30 ft. without armor)
Melee mwk heavy pick +7 (1d6+4, ×4)
Special Attacks channel energy (2d6), DC sacred 
weapon (1d8)
Warpriest Spells Prepared (CL 5th; concentration 
+8)
2nd - bull’s strength, lesser restoration, resist energy
1st - divine favor (2), magic weapon, remove fear, shield 
of faith
0 (at will) - guidance, light, mending, stabilize

STATISTICS

Str 16, Dex 10, Con 14, Int 10, Wis 16, Cha 12
Base Atk +3; CMB +6; CMD 16
Feats Dazzling Display, Furious Focus, Intimidating 
Presence, Power Attack, Toughness, Weapon Focus 
(heavy pick)
Skills Climb +7, Heal +7, Intimidate +12, Knowledge 
(religion) +8, Sense Motive +7, Survival +7, Swim +7
Language Common
SQ aura, blessing 5/day (Death and Knowledge 
domains, minor), fervor 5/day (2d6)

SPECIAL ABILITIES

Channel Energy (Su) Oleg can spend two daily fervor 
uses to channel positive energy in a 30-foot radius 
burst, either healing 2d6 damage to living creatures 
or dealing 2d6 damage to undead. Affected undead 
that succeed on a Will saving throw (DC 15) receive half 
damage.

Fervor (Su) Oleg may heal 2d6 damage to a touched 
living creature or deal equal damage to a touched 
undead. As a swift action, he may use this ability on 
himself. Alternatively, he can use a swift action and 
spend one daily use of fervor to cast any one prepared 
warpriest spell without using somatic components or 
provoking attacks of opportunity. Such a spell only 
affect Oleg, regardless of its normal range or number 
of targets.

From the Grave (Su) Oleg may spend one daily 
blessing to take on a corpse-like visage for 1 minute, 
making him more intimidating and giving him undead-
like protection from harm. He gains a +4 bonus on 
Intimidate checks and on Disguise checks to resemble 

an undead creature, as well as a +2 profane bonus on 
saving throws against disease, mind-affecting effects, 
paralysis, poison, and stunning.

Lore Keeper (Su) Oleg may spend one daily blessing 
to touch a creature and learn about its abilities 
and weaknesses. With a successful touch attack, he 
gains information as he performed the appropriate 
Knowledge skill check with a result of 21.

Sacred Weapon (Su) Oleg increases the damage die 
of any weapon for which he has Weapon Focus feat to 
1d8. As a swift action, he may infuse such a weapon 
with divine power, granting it a +1 enhancement bonus 
to attack and damage, stacking with any enhancement 
bonus already affecting the weapon. If the weapon 
already has +1 enhancement bonus to attack and 
damage rolls, Oleg may bestow one of the following 
weapon properties: defending, flaming, frost, keen, 
merciful, or shock. This bonus can be used for a total 
number of rounds equal to his warpriest level, but they 
do not need to be consecutive.

EQUIPMENT

mwk heavy pick, mwk light crossbow with 20 bolts, 
half-plate, backpack, bullseye lantern, grappling hook, 
oil (5), silk rope, rations (two weeks), potion of enlarge 
person (2), 50 gp

THE ARMAN PROTECTORATE
Located in Southern Exodus, the lands of the Arman 
Protectorate were conquered by the Arman—seaborne 
raiders that migrated to Exodus over eight centuries ago. 
Over the past six centuries, the Arman Protectorate has 
developed firearms to combat its neighbor and traditional 
enemy, the Dominion. In the Protectorate, the worst crime 
one can do—punishable by death—is to betray the secrets 
of gun-making to those outside Protectorate citizenship. 
Thus, the Protectorate is the only nation in the Imperial 
Alliance to possess this technology. It also possesses the 
best and largest collection of golems and automatons, 
which they call “clockwork warriors.” The Arman value 
personal achievement above all, and those with great 
talents and abilities may rise to great heights within Arman 
society.


