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Sanna was a legendary Sirine who was so
beautiful and had a voice so lovely that her song
charmed the oceans and seas. She had a fondness
for all sentient races and often had liaisons with
seamen and occasionally other aquatic
humanoids. In the old days, sailors would prey
for her favor to bring good fortune, calm waters
and a good breeze at their back. Any ships that
preyed on the innocent earned her wrath.

One day an alliance of particularly vicious
pirates cut a swath of death through her waters.
She caused the sea to rise against them in
retaliation, shattering their fleet and leaving few
survivors. The people sang her praises and many
followers of Protius (The old man of the sea)
converted to her worship. This angered Protius,
who devised a plan to remove her. He created a
nine-piece trident that was designed to entrap all
of an immortal's power within it when thrust into
the victim.

He gifted the trident to those pirates who she
defeated. They headed back out with a plan to
confront their immortal enemy. Sanna took
notice of then as they entered her waters and
battered their ships with the waves. This time
they were prepared for her and brought along a
hostage, her latest lover. The captain challenged

her to single combat for the man's life. Sanna
agreed, assured that her immortal nature would
protect her from any attack they could devise. As
they fought, one of the on looking pirates
stabbed her in the back with the Trident of
Protius. The now filled trident shattered into its
nine parts, each part teleporting to a random
location within seconds. She fell to the floor
grievously wounded and very mortal. She looked
up with confused eyes as the captain plunged her
cutlass into her.

Unbeknownst to all, another immortal was
watching these events with keen interest — Hel.
With her now mortal spirit released. Hel decided
to invest into this little drama by intercepting
Sanna's spirit and reincarnating it into a body of
importance, knowing that the new mortal body
would act as a siphon for the energies stolen by
the trident if the nine parts were ever recovered
and assembled in her presence. This would allow
Sanna to take revenge on her enemy and also
make the immortal indebted to her.

She was born into the first Darkonnian royal
family and named Tara Turas. Despite her now
mortal body she still showed signs of her past
life. By the time she was nine years old, her
extraordinary beauty was becoming apparent.
Her hair was the stunningly bright red
hair of her original body and she,
manifested the ability of second
sight.

Tara demonstrated a fascinatiol
with the sea and ships. Secretly s
dreamed of a life on the sea and
idolized the freedom possessed b
the pirates. Upon reaching her tenth W\
birthday, she convinced her parents #
shear her early so that she could pro
herself worthy of being the heir to the
throne. In reality she wanted to live th
live she always dreamt of. By the age
of twelve, she had a pristine sky ship
named the Vermillion whose red sailg
matched their red hair that her moniké
exemplified — Captain Redmane.

One day at sea, she sighte
another corsair ship being attacke
by an Alphatian Man-O-War
carrying a pirate flag. By the time they
reached their comrade vessel, the Man-O-War
was well on its way. They boarded the ship only
to find the crew devastated. Only a few survived,
including their mortally wounded captain. Before
passing out he told her that the woman captain —
Helbreed — stole a piece of an artifact. It was one
of nine pieces that made up a trident that would




grant the wielder power over the seas. He then
handed her a backup copy of a map he made
based on his research of the subject.

The map leads them to the Thanegioth
Archipelago and the Isle of Dread where in the
course of chasing down the pieces of the trident
encountered Captain Helbreed and her crew. The
components changes hands often until the final
climatic battle between the crews on the deck of
the Ravager over the nine pieces. During the
battle on the rocking storm-battered deck the
final pieces assembled themselves. In a mad dive
for the trident the two captains grab it. Helbreed
gets thrown back by the sudden release of energy
as it transfers back to its original owner — Tara.

After the light clears, in place of Tara stands
a gorgeous unclad read-headed sirine. Her head
slowly looks up from the trident to regard the
crew with her eyes then an almost malicious grin
crosses her face as she announces in a taunting
tone “I'm back.”

#

Tara is an up close and personal type of
combatant. She enjoys using her cutlass as well
as her bare hands in combat. Her pension to
engage in combat makes her appears to be a
fighter or rake instead of a cleric.

Tara, while being the reincarnation of Sanna
still retains several for the immortal’'s personalit
traits. She is outgoing, gregarious, and

promiscuous just like she used to be as the @
legendary Sirine. She also views clothing as |

nothing more than a decoration. She

uses cloth to accentuate her features
not cover them.

some fashion %

Redmane has demonstrated an ability
to make tough decisions quickly and always
followed through without hesitation. She also
demonstrates a concern for her crew’s health and
morale, making sure they had enough shore
leave and celebrations to keep them happy.
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Caster Level Immortal

Price: 0Gp

Weight -

Armor Class: 3

Armor Value: 0

Hit Dice: 4-7* (M)

Move: 120’ (407)
Swim: 240’ (80"

Attacks: 1

Damage By weapon

No. Appearing: 1 (2d4)

Save As MU 4-7

Morale: 9

Treasure Type L, M,N, Q

Intelligence: 16

Alignment: Any

XP Value: 125 (4 HD), 300 (5 HD),

500 (6 HD), 850 (7 HD)

Sirines are beautiful, human-like females, at
home in any aquatic environment. They have
human skin tones ranging to a light yellow-
green, and their hair can be almost any color,
though silver and dark green are the most
common. Sirines have beautiful figures and wear
2 scanty clothing at best.

Most sirines are antisocial, so they
try to drive intruders away, with evil
sirines taking stronger measures.
Other sirines are hungry for social
interaction, and try to lure male
humans or demihumans to join
them for a time.

Sirines speak their own
language and the language of
the nearest intelligent races.
They can breathe water and air,
and they have infravision.

A lone sirine will always
have 6 or 7 HD; each member
of a group has an equal chance
for 4, 5, or 6 HD. All

members of a group have
\ the same basic alignment.
All sirines can defend their
solitude with some skill.
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Sirines have a Dexterity of 18; combined
with their innate magic, this grants them an
exceptional Armor Class. Most (90%) sirines
carry a short sword or a dagger, and 30% carry
missile weapons, javelins or slings, as well. Each
weapon has a 10% chance of being magical, and
javelins of lightning are common.

Sirines also have several spell-like abilities,
each usable once per day as an 11th-level magic-
user: charm person, obscure, polymorph self, and
invisibility. The charm ability is used through the
sirine's song, and all people within 30 feet are
subject to it, even if they are hostile or attagkin

If the sirine touches an opponent, the victim
must make a saving throw vs. poison; those
failing to save are reduced to an Intelligence of
2. The touch is automatic for charmed
individuals, but requires a normal attack roll for
others. A successful dispel magic (against 11th-
level casting) will restore the victim's
intelligence, as will a sirine's touch, if she so
wills it. Any sirine can restore intelligence taken
by another sirine.

Sirines make saving throws as 11th-level
wizards, with a +2 bonus vs. poison. They are
immune to all gas attacks.

Sirines are encountered only in lonely plan
that are otherwise uninhabited. Most live near
rocky outcroppings or small islands in the sea.
Some choose to live in fresh water, but tend to
avoid these areas because they are usually
populated and sometimes difficult to reach.

Young sirines often live with their sisters;
these sirines are the more social type. As a sirine
grows older, she becomes more reclusive and
contemplative, however, and eventually looks for
home of her own where she can think and sing in
solitude. Even then, they have a rare desire for
companionship.

Sirines usually mate with male humans.
Some sirines choose elves, tritons, or merfolk as
mates, producing children with some of their
parents' traits (pointed ears from elves, green
skin from aquatic elves, scales and webbed
fingers and toes from merfolk and tritons).
Sirines never form lasting relationships, for the
call of the sea is too great to bind them.

After a gestation period of nine months, they
give birth to Id4 baby sirines, which are cared for
by their mother until they are five years old.
After that, they fend for themselves, living on the
bounty of the sea. Reaching adulthood at 10
years, they live for about 50 years, and yet their
beauty never leaves them.

Sirines live to sing, and to think about the
sea. If deprived of their voices, or confined away
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from water, they will slowly wither away until
they die. Sirines often have great knowledge
regarding the history of their area and any
current events. They sometimes trade this
knowledge for companionship.

Sirines are not harmful to their environment
in any manner. They kill only enough to eat, and
never take too much from the sea. They have few
natural enemies, and they are more than able of
taking care of themselves. Though they make
beautiful garments from sea shells, fish skin, and
seaweed, they gain other belongings and treasure
by scavenging shipwrecks.









