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The name of Varelina Fetema Sara was infamous among 
law enforcers and government officials throughout the 
Imperial Alliance. A human born to a gevet mother, she 
was a notorious spy. A gleaner of many secrets, she long 
evaded the pursuit of Protectorate Peacekeepers, Imperial 
men-at-arms, and even Janissaries. The many powerful 
figures preyed upon by Sara pointed fingers at the 
Dominion, the Phoenix Guard, and the Confederacy 
as the powers behind the spy’s activities. All have 
denied any connection to the woman. She may have 
worked for all or none of them. A few even claim 
she served the First Ones or Xon. Some wild 
rumors say that she still gathers information 
for the Isle of Silk and Iron in preparation 
for an invasion. Whatever the truth, part of 
the spy’s success was due to the properties 
of Raindrop, a powerful combined sword 
and shield disguised as a simple umbrella.

HISTORY
Raindrop’s history begins and ends with Varelina Fetema 
Sara, the item’s original owner. Both were unknown until 
83 AU, when imperial guards stumbled upon an intruder 
in private senatorial chambers. After the guards raised 
the alarm, they fought a running battle with the intruder, 
who used her unusual weapon to wound several of them 
and deflect crossbow attacks from guardsmen on the 
walls, before leaping headlong off a parapet and floating 
away from pursuers, avoiding capture. Over the next two 
years, Sara was implicated in several break-ins at key 
government locations throughout the Imperial Alliance, 
including the Archprelate’s private offices in Nyssa. 
On the rare occasions she was spotted, the spy always 
managed to elude capture through skill, cunning, and the 
powers of her unusual weapon.

Finally, in 88 AU, the Senate’s demands for action 
produced results. Sara was lured into a trap. Several 
janissaries—working in cooperation with a team of id 
hunters graciously loaned to the operation, courtesy of 
Director Taysnita—leaked word of secret senate meetings 
and rumors of coming conflict with the Confederacy, as 
well as documents of war drawn up for the occasion. The 
bait proved worthy and the spy once again infiltrated the 
Senate. This time the janissaries were ready. Sara was able 
to slip away before the trap closed completely, but the id 
hunters trailed her. This allowed the janissaries to ambush 

her later, taking her two days 
later when she thought she 
had made good her escape. 

TREASURES OF NEOEXODUS:
RAINDROP

 Returned to 
Aremyhk amid much 
pomp and circumstance, 
Sara was imprisoned. The 
Senate arranged for a trial. 
Interrogation of the clever 
spy provided nothing of 
use, as she resisted both 
conventional and 
magical means 
of information 
extraction. Her 
equipment, including 
Raindrop, were held as evidence. 
Three days before the trial began, 
Varelina Fetema Sara escaped and vanished without a 
trace. Two days later, it was discovered that Raindrop was 
missing from the lock-up where it had been held. Whether 
the spy reclaimed her weapon, or whether it was claimed 
by another thief, is unknown. Sara is still one of the 
criminals most wanted by the Imperial Senate, but neither 
she nor her weapon have been seen since her capture, nor 
has there been any evidence linking her to later crimes.
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DESCRIPTION AND CONSTRUCTION
At first glance, this appears to be nothing more than a 
finely crafted umbrella with a canopy of silk—painted 
in swirls of crimson, violet, and aquamarine—stretched 
over thin wooden ribs. Its handle is crafted of darkwood, 
wrapped in raw silk, with a silk ribbon tied to its base. 
With a twist and a pull, a two-foot blade of fine, razor 
sharp steel is revealed.

Aura strong abjuration and transmutation; CL 12th
Slot none; Price 96,000 gp; Weight 4 lbs.

DESCRIPTION
The handle of this silk parasol hides a +1 keen 
dueling wakizashi. When the weapon is drawn, the 
rest of the umbrella, while open, functions as a +1 
animated light steel shield. The shield, either in hand 
or animated, allows the wielder to function as if she 
has the Missile Shield feat. Once a day, the wielder 
may twirl the open umbrella to create a hypnotic 
pattern effect (CL 12), the effects of which remain 
in place until the end of that round. The wielder 
continues to spin the umbrella as a free action 
each round with the effect in place until the end of 
that round. When the parasol is open and in hand, 
whether the blade is sheathed or not, the wielder 
gains the benefit of a glide effect when falling.

CONSTRUCTION
Craft Magic Arms and Armor, animate object, cat’s 
grace, glide, hypnotic pattern, keen edge, shield; Cost 
48,000 gp
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RAINDROP

WEAPON CARDS

Aura strong abjuration and transmutation; 
CL 12th

Slot none; Price 96,000 gp; Weight 4 lbs.

DESCRIPTION

The handle of this silk parasol hides a +1 keen 
dueling wakizashi. When the weapon is drawn, 
the rest of the umbrella, while open, functions 
as a +1 animated light steel shield. The shield, 
either in hand or animated, allows the wielder 
to function as if she has the Missile Shield feat. 
Once a day, the wielder may twirl the open 
umbrella to create a hypnotic pattern effect (CL 
12), the effects of which remain in place until 
the end of that round. The wielder continues 
to spin the umbrella as a free action each 
round with the effect in place ntil the end of 
that round. When the parasol is open and in 
hand, whether the blade is sheathed or not, 
the wielder gains the benefit of a glide effect 
when falling.

CONSTRUCTION

Craft Magic Arms and Armor, animate object, 
cat’s grace, glide, hypnotic pattern, keen edge, 
shield; Cost 48,000 gp
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Reserved. 

1. Definitions: (a)”Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content; (b)”Derivative 
Material” means copyrighted 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 Identity. 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 Copyright 2000, Wizards of the Coast, Inc.

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

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

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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