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The Stormblades


Annah Aslaxin, Female Elf Ari1/Brd3: CR 3; Medium Humanoid (elf); HD 1d8+1 plus 3d6+3; hp 17; Init +1; Spd 30 ft.; AC 16*, touch 11, flat-footed 15*; BAB +2; Grap +1; Atk +5 melee (1d6–1/18–20, masterwork rapier) or +4 ranged (1d2 subdual, masterwork whip) or +4 ranged (1d8, masterwork light crossbow); SA bardic music, countersong, fascinate, spells; SQ bardic knowledge, inspire competence, inspire courage +1; AL CN; SV Fort +2, Ref +4, Will +5; Str 8, Dex 15, Con 12, Int 14, Wis 10, Cha 16.

*Includes +4 bonus from mage armor.

Skills: Bluff +10, Diplomacy +16, Forgery +9, Gather Information +11, Knowledge (local) +9, Knowledge (nobility and royalty) +9, Perform (sing) +10, Sense Motive +7.

Feats: Exotic Weapon Proficiency (whip), Weapon Finesse (rapier), Weapon Focus (rapier).

Spells Known (3/2; base save DC = 13 + spell level): 0—dancing lights, detect magic, light, mage hand, mending, read magic; 1—charm person, cure light wounds, expeditious retreat.

Languages: Sanguine Standard, Veil’tana (North Coast Elven), Yewlian.

Possessions: Masterwork rapier, masterwork whip, masterwork light crossbow with 20 bolts, light steel shield, wand of cat’s grace (15 charges), wand of mage armor (30 charges), 2 potions of cure light wounds, noble’s outfit, masterwork lute, gold ring (80 gp), leather pouch containing 40 gp.

Annah is the leader of the Stormblades, if only due to her remarkable gift with words. She has a knack for knowing how to say exactly the right thing at the right time, and it’s a rare event indeed that she is forced to pay for her own meal or room while out on the road. The other members of the Stormblades all look up to her, and without her leadership it is likely that the group would quickly fall apart. Annah is tall and strikingly beautiful, with smooth dusky skin, long black hair braided into numerous cornrows, sharp features, and a great sense of fashion. She prefers to hang back in combat and encourage her three friends to fight for her with her bardic music, supporting them with her crossbow or whip as she gets the chance. Her actual feelings for the other members of the Stormblades is coldly mercenary; she sees them as little more than minions, but maintains the charade of friendship to further encourage their support of her. Her parents are some of Cauldron’s most important nobles, and her father is reportedly a close personal friend of the Lord Mayor.

Dolon Lathenmire, Male Dwarf Ari1/Ftr3: CR 3; Medium Humanoid (dwarf); HD 1d8+4 plus 3d10+12; hp 37; Init +5; Spd 20 ft.; AC 18, touch 11, flat-footed 17; BAB +3; Grap +5; Atk +7 melee (1d8+2/20x3, masterwork battleaxe) or +4 ranged (1d8/3, composite longbow); AL CN; SV Fort +6, Ref +4, Will +2; Str 14, Dex 13, Con 18, Int 10, Wis 8, Cha 10.

Skills: Appraise +4, Bluff +5, Handle Animal +7, Knowledge (nobility and royalty) +4, Ride +10, Sense Motive +3.

Feats: Blind-Fight, Lightning Reflexes, Power Attack, Improved Intiative, Weapon Focus (rapier).

Languages: Sanguine Standard.

Possessions: Masterwork breastplate, +1 light steel shield, masterwork rapier, potion of bull’s strength, composite longbow with 20 arrows, noble’s outfit, leather pouch containing 12 gp and 10 sp.

Dolon is the most bloodthirsty of the group. Quick to anger, most of the Stormblades’ fights start when Dolon imagines an insult directed at her. Although he’s taken pains to practice the graceful fighting style used by his allies, after a few rounds of combat he always loses his patience and starts using Power Attack to lash out with wild abandon. He has short red hair, numerous scars (mostly on his hands and forearms), and a swaggering gait. He dotes on Raquel, but thinks Todd is a coward and would like to teach him a thing or two about combat the hard way if given the opportunity. His parents are well-known weapon traders, and they employ a number of smiths in town; characters who anger his parents may find that many of Caldera’s weapons and armor dealers start charging them inflated prices.

Raquel Vanderboren, Female Human Ari1/Rog3: CR 3; Medium Humanoid (human); HD 1d8+1 plus 3d6+3; hp 22; Init +7; Spd 30 ft.; AC 17, touch 13, flat-footed 14; BAB +2; Grap +3; Atk +7 melee (1d6+1/18–20, masterwork rapier) or +6 ranged (1d6/3, masterwork shortbow); SA sneak attack +2d6; SQ evasion, trap sense +1, trapfinding; AL CE; SV Fort +2, Ref +6, Will +3; Str 12, Dex 16, Con 13, Int 14, Wis 10, Cha 8.

Skills: Appraise +6, Bluff +4, Forgery +7, Disable Device +8, Hide +9, Knowledge (architecture and engineering) +5, Knowledge (local) +8, Knowledge (nobility and royalty) +6, Listen +7, Move Silently +9, Sense Motive +4, Tumble +9.

Feats: Improved Initiative, Weapon Finesse (rapier), Weapon Focus (rapier).

Languages: Sanguine Standard, Sandspeak, Yewlian.

Possessions: +1 studded leather armor, masterwork rapier, masterwork composite shortbow with 20 arrows, 3 sleep arrows, potion of hiding, potion of glibness, noble’s outfit, masterwork thieves’ tools, leather pouch containing 34 gp and 4 pp.

Raquel is the only truly evil member of the Stormblades, but she keeps the true extents of her depravity well concealed. Her goal is to someday take command of the Stormblades and found a criminal syndicate. Unfortunately, she has a horrible habit of insulting anyone and everyone, and then cackling loudly and mockingly at their discomfort. She’s a little too thin for her frame, and her weak chin and long face make her look a bit like a weasel. Her eyes are watery and her hair short and brown; her clothes are well made but she wears them without grace. She doesn’t really like any of the other members of the Stormblades except Zachary. She endures Annah and Dolon’s presence only because Zachary seems to prefer their company. Raquel’s real parents are dead; her adoptive parents have little time for her and if she gets in trouble, they only respond because society demands it. If she were to disappear, they wouldn’t be broken hearted.

Zachary von Taskerhill III, Male Human Ari1/Rgr2/Clr1: CR 3; Medium Humanoid (human); HD 4d8; hp 18; Init +3; Spd 30 ft.; AC 17, touch 13, flat-footed 14; BAB +2; Grap +3; Atk +3 melee (1d6+1/18–20, masterwork rapier) and +2 melee (1d4, masterwork kukri), or +6 ranged (1d8+1, masterwork mighty composite longbow [+1 Str]); SA combat style (two-weapon fighting), spells, favored enemy (humanoid—reptilian +2); SQ turn undead, wild empathy; AL CN; SV Fort +3, Ref +3, Will +7; Str 12, Dex 16, Con 10,

Int 8, Wis 14, Cha 13.

Skills: Concentration +6, Diplomacy +4, Heal +5, Intimidate +5, Knowledge (nobility and royalty) +3, Survival +8.

Feats: Dodge, Exotic Weapon Proficiency (kukri), Track, Weapon Focus (rapier)

Spells Prepared (3/2+1, base DC = 12 + spell level): 0—guidance, mending, purify food and drink. 1—cause fear, entropic shield*, shield of faith.

*Domain Spell. 

Domains: Luck (reroll 1/day), Strength (feat of strength 1/day).

Languages: Sanguine Standard.

Possessions: Masterwork chain shirt, masterwork rapier, masterwork kukri, masterwork mighty composite longbow [+1 Str] with 20 masterwork arrows, wand of cure light wounds (10 charges), wand of light (35 charges), pearl of power (1st level), noble’s outfit, silver holy symbol, leather pouch containing 7 gp.

Zachary is probably the most level-headed member of the Stormblades, perhaps because of his newfound faith in Ralendi. Although he has yet to fully embrace the teachings of the deity, in time he might repent his callous ways and turn to a less troublesome life. He has been with Raquel for several months now, since before the Stormblades were founded, but lately he’s been finding her rough nature tiresome and annoying. Annah has increasingly caught his eye of late, and before long he plans to dump Raquel and try to court the bard. Zachary is tall and ruggedly handsome, with a welltrimmed beard and curly dark brown hair. His parents run a high-class inn named “The Coy Nixie” near the eastern gate of Cauldron; if he comes to harm, they are the most likely to hire assassins to seek vengeance. 

Ad-hoc XP Award: Award full experience points to the party if they manage to roleplay through a confrontation with the Stormblades and avoid getting into a fight with them. Naturally, if they later attack and defeat the Stormblades after this, they should not receive XP points for the combat since the threat had already been neutralized.
