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ALCHEMICAL COCKTAIL

You can chemically combine an alchemical reagent with a magical potion.
PREREQUISITES: Brew Potion, Craft (alchemy) 6 ranks

BENEFIT: You can apply one dose of an ingested alchemical item (such as a vial of
antitoxin) with a potion in order to gain the effects of both, when imbibed. Creating
the cocktail requires a move action, and you may draw both items as part of the same
action (provided that you have two free hands with which to do so). Once created, the
cocktail must be imbibed within 1 round, or the entire brew becomes inert and loses
all alchemical and magical properties.

CEREBRAL SURGE

Your cognatogen bestows incredible psychic powers upon you.

PREREQUISITES: alchemist level 1st, cognatogen discovery, Craft (alchemy) 12 ranks
BENEFIT: You gain the ability to reduce the alchemical Intelligence, Wisdom, or Charisma
bonus granted by your cognatogen by some number as a free action in order to use
psychokinetic or telepathic spell-like abilities. By reducing the bonus by 1 point, you
can use mage hand as a spell-like ability. By reducing the bonus by 2 points, you can use
detect thoughts. By reducing the bonus by 4 points, you can use telekinesis. The caster
level for these spell-like abilities is equal to your alchemist class level.

DEVIOUS TRAPSMITH

Your knowledge of alchemy and your love of traps are dangerously inseparable things.
PREREQUISITES: Craft (traps) 1 rank or the ability to craft a ranger trap

BENEFIT: When you incorporate an alchemical item (such as alchemist’s fire) into a trap
that you create, the DC of the saving throw (if any) associated with the alchemical item
that you include is equal to the DC of the trap, if higher.

SPECIAL: When you create a burning, exploding, or fire ranger trap, you may choose to
incorporate a vial of alchemist’s fire into the creation of the trap. If you do, the DC of
your trap is increased by +2. Similarly, when you create an alarm or marking ranger
trap, you may choose to incorporate a single thunderstone into the creation of the
trap. Creatures triggering the trap are exposed to the thunderstone normally.

GRUESOME TRANSFORMATION

Your alchemical transformation is a grim and terrible sight to behold.

PREREQUISITES: cognatogen or mutagen discovery

BENEFIT: Your cognatogen causes your brow to bulge and swell grotesquely, and your
forehead to pulse with dark veins. Your mutagen causes your flesh and bone to snap,
stretch, and warp horrifically. Creatures with an Intelligence score of 3 or higher that
witness your cognatogenic or mutagenic transformation must succeed on a Fortitude
saving throw (DC 10 + half your alchemist level + your Intelligence modifier) or become
sickened for 1 round.

MAD BOMBER

You have learned how to create multiple delayed bombs.

PREREQUISITES: delayed bomb discovery, Skill Focus (Craft [alchemy])

BENEFIT: You can create and maintain up to three delayed bombs at one time. If you

create a fourth delayed bomb, the oldest bomb becomes inert. The splash radiuses of

delayed bombs that you create may never overlap. If the splash radius of any delayed

bomb that you create overlaps the radius of any other, both bombs become inert.
Finally, the Disable Device skill check DC to disable or neutralize your delayed bombs

is increased by +2, and a check that fails by 5 or more causes the bomb to explode

prematurely. Similarly, a failed attempt to neutralize your delayed bomb with dispel

magic causes the bomb to explode immediately.

NORMAL: You can create only one delayed bomb at a time.

MUTAGENIC ALCHEMY
You can use conventional alchemy to augment the effects of your mutagen.
PREREQUISITES: mutagen discovery, Craft (alchemy) 10 ranks
BENEFIT: You can mix alchemical reagents into a mutagen that you create, augmenting
the effects of the mutagen. The effects last for as long as the effects of your mutagen
do. The reagents that you may mix into your mutagen and their effects are as follows:
Acid: A fine and mildly-hallucinogenic chemical haze surrounds you to a radius of 5
feet. This sour-smelling haze does not provide concealment, but creatures other than
you within the area take a -5 penalty on Perception skill checks. This is a poison effect.
Alchemist’s Fire: Your mutagenic transformation is accompanied by a fiery torrent.
Creatures within 5 feet of you when you imbibe your mutagen must succeed on a
Reflex saving throw or catch fire as though exposed to alchemist’s fire.
Antitoxin: You gain a +5 alchemical bonus on saving throws against poison.
Thunderstone: Your voice gains an echoing quality. You can be heard at 10 times the
usual distance, and you gain a +2 bonus on Intimidate skill checks when speaking.
Tindertwig: Your saliva gains flammable properties. You can ignite flammable matter
by biting, licking, or spitting on it (20 ft. maximum range) as a standard action.

SCIENTIFIC CURIOSITY

You have a natural aptitude for all things scientific, alchemical, and mechanical.
BENEFIT: You gain a +1 bonus on all Craft (alchemy), Craft (traps), Disable Device, Heal,
Profession (engineer), Profession (herbalist), Knowledge (engineering), and Knowledge
(nature) skill checks.

WEIRD SCIENCE

Your extracts produce astonishing effects which make them impossible to identify.
PREREQUISITES: alchemist level 1st

BENEFIT: Effects produced by your extracts may not be identified with the Spellcraft skill.
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