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This apocrypha further expands the amount of options avail-
able for poisoners and workers of blighted craft that interact 
with the world.

Alchemy Sphere Basic 
Talents

Academic Enhancer (toxin)
You may choose for your poison to not cause fatigue, but instead 
to enhance the mental aptitude of those subjected to it (this 
talent cannot be used with a contact or inhaled poison). Those 
who are under the effects of this poison gain a +2 alchemical bo-
nus to either their Intelligence, Wisdom, or Charisma (chosen 
upon creation) and a -2 penalty to one of the creature’s physical 
scores for 1 minute. If this enhances the creature’s Intelligence, 
it applies a penalty to their Strength. If it enhances the crea-
ture’s Wisdom, it applies a penalty to their Dexterity. If it en-
hances the creature’s Charisma, it applies a penalty to their 
Constitution. At the end of this talent’s duration, the creature 
must succeed at a Fortitude save or be sickened for 10 minutes. 
If you possess at least 10 ranks in Craft (alchemy), this bonus 
increases by +2. A creature cannot benefit from an Academic 
Enhancer more than once per hour.

Catalyzed Poison (toxin)
You must expend an existing non-Alchemy sphere poison in 
your possession as part of creating this poison, and the type of 
poison created must be of the same type (inhaled, injury, etc.) 
as the poison expended. Instead of causing fatigue, your poi-
son makes the target suffer the effects of the expended poison. 
Creatures who fail consecutive saving throws against this poison 
are subject to the secondary and tertiary effects of this poison 
(if any).

The poison is still treated as an Alchemy sphere poison; using 
your Alchemy sphere DCs, and benefiting from your Alchemy 
sphere talents, and its effects (excluding damage) lasting as 
long as an Alchemy sphere poison.

Concentration Aid (toxin)
You may choose for your poison to not cause fatigue instantly, 
but instead to enhance the concentration of those subjected 
to it (this talent cannot be used with a contact or inhaled poi-
son). Those who are under the effects of this poison gain a +3 
alchemical bonus to their concentration checks, but suffer an 
equivalent penalty to Perception checks for 1 minute. At the 
end of this talent’s duration, the creature must succeed at a 
Fortitude save or be fatigued for 10 minutes. If you possess at 
least 10 ranks in Craft (alchemy), this bonus increases by +2. A 
creature cannot benefit from a concentration aid more than 
once per hour.

Graceless Tincture (toxin)
Instead of becoming fatigued, the target suffers a -5 penalty on 
Sense Motive checks, and reduces the DC to influence its atti-
tude with Diplomacy or Intimidate checks by 5. When creat-
ing a graceless tincture, the duration is increased from 1 minute 
to 1 day. For every 4 ranks in Craft (alchemy) you possess, the 
penalty to Sense Motive checks increases by 3 and the DC to 
influence the creature is increased by 1.

Habit Forming
You can imbue poisons you create with the Alchemy sphere with 
highly addictive qualities. Whenever a creature fails a saving 
throw against your Alchemy sphere poison, it must attempt 
a Fortitude saving throw. On a failed saving throw, the crea-
ture develops an addiction to that poison. Creatures who fail 
their saving throw gain a minor addiction, which increases to 
moderate and severe with additional subsequent failed saving 
throws against this talent. Penalties from this addiction begin 
24 hours after first becoming addicted.

• A minor addiction causes the creature to suffer a -2 
penalty to Constitution.

• A moderate addiction increases this penalty to -4 to 
Strength and Constitution.

• A severe addiction increases this penalty to -6 to 
Strength, Dexterity, and Constitution.

These penalties are suppressed for 24 hours whenever the crea-
ture fails a saving throw against the poison.

Alchemical Poisons 2
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Each day the creature does not fail a saving throw against your 
Alchemy sphere poisons, it may attempt a Fortitude save against 
your Alchemy sphere DC. After succeeding at a save in this 
fashion, the DC is reduced by 2. If it succeeds at 2 consecutive 
saves, its addiction also reduces by one level (or disappears, if 
it only has a minor addiction).

Incurable
Your poisons are resistant to any kind of cure. When subject to 
an alchemical or magical cure, the applicator of the effect (or 
the victim if there is no other relevant applicator) must suc-
ceed at a magic skill check against a DC of your ranks in Craft 
(alchemy) + 11 as part of the action to apply the cure. If the 
applicator lacks a MSB they can substitute a check of 1d20 + 
their ranks in Heal. A failed check means that the poison is not 
cured and another application of any kind of cure will not work 
until the victim of the poison attempts another save to resist 
the poison.

Pill Popper
Whenever you would only be able to benefit from an Alchemy 
sphere poison once an hour, you can instead benefit once every 
10 minutes.

Alchemy Sphere Legendary 
Talents

Contagion
Prerequisites: Alchemy sphere.
When you create a poison you may create a disease instead. The 
disease functions like the poison (and benefits from Alchemy 
sphere talents like a poison) with the following changes:

• It gains an onset period of 1 hour, but its duration is 
increased to 1 week (this duration is still doubled by 
the Potent Poison talent). If you possess the Delayed 
Poison talent the onset period can be increased by a 
number of days equal to 1/2 your ranks in Craft (al-
chemy). The increase in duration applies only to any 
penalties of the poisons not the benefits.

• Instead of attempting a save to resist the poison every 
round, the save is made every 24 hours. If you pos-
sess the Lingering Poison talent and expend martial 
focus as part of creating a contact, ingested or inju-
ry disease, a creature that attempts a save against it 
must attempt a new save against the disease every 24 
hours for a number of days equal to your practitioner 
modifier.

• If you possess the Food Poisoning talent and create 
an ingested disease, for every 4 ranks in Craft (alche-
my) you possess, your ingested poisons last for anoth-
er week (also doubled by the Potent Poison talent). A 
successful save does not end the disease’s effect, but a 
failed save causes a new effect as normal for that poison 
which lasts for the remaining duration of this disease.

• If you possess the Catalyzed Poison talent, you ex-
pend an existing disease in your possession in place 
of a poison.

• Your diseases can affect that which you selected with 
Swift Toxilogy.

You cannot be infected by diseases you created.

If you possess at least 10 ranks in Craft (alchemy) to select this 
talent a second time and make your diseases contagious.

Creatures that remain within 30 feet of the infected for more 
than 30 minutes without protective clothing (any clothing item 
that grants any sort of bonuses against disease counts), become 
carriers and must attempt a saving throw as normal after the 
onset period. The disease will only spread to creatures of the 
same type (or subtype if the creature is humanoid or is an out-
sider), but for every 4 ranks in Craft (alchemy) you possess, you 
may select another creature type (or subtype) from the rangers 
list of favored enemies to also be susceptible to infection.

Mindrot
Prerequisites: Alchemy sphere.
When you create a poison you may have it be resisted by Will 
saving throws instead of Fortitude saving throws (the effect is 
still treated as a Fortitude saving throw for the purposes of 
racial immunities and resistances). This is chosen at the time 
of its creation.

Sorcerers Scourge (toxin)
Prerequisites: Craft (alchemy) 5 ranks, Alchemy sphere 
(Witchbane).

You may choose for your poison to induce a -1 caster level penal-
ty to the creature instead of causing fatigue. Creatures who fail 
two consecutive saving throws against this increase this penal-
ty by 1, and creatures who fail three consecutive saving throws, 
and every failed consecutive saving throw thereafter increase 
this penalty by 2. Casters with a penalty to their caster level 
that exceeds their base caster level cannot cast spells.
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Feats
Arcane Venin
You can create magical poisons that vex their target with your 
hexes when the poison hits their biological complexes.

Prerequisites: Alchemy sphere, casting class feature.

Benefit: You may choose for your poison to afflict creatures 
with a magical effect of your creation instead of making them 
fatigued. Creating the poison takes the longer of your poison 
creation time and the effect’s casting time and requires an ex-
penditure of a spell point (in addition to any other spell points 
spent as part of casting the spell). This poison may be contact, 
ingested, or injury (chosen when created). The spell effect may 
not be modified by an instill talent.

If created as a contact or injury poison, the effect targets (for 
a targeted effect) or is centered on the nearest corner of the 
space of (for an area effect) the first creature struck by the poi-
son. If the poison is used as part of an attack imbued with a 
strike talent (or through similar methods such as spell traps or 
vial arrows imbued with other effects) it immediately loses its 
potency. Once the spell effect is activated the poison loses its 
potency, and as such is always consumed on the first successful 
strike.

If created as an ingested poison, the creature failing its Fortitude 
saving throw is the target of a targeted effect, and is the point 
of origin for an area effect. If multiple creatures ingest the poi-
son, the creature that ingests the poison first is the target of 
the effect, unless the effect targets multiple creatures at which 
point it affects a number of targets up to the maximum number 
of targets.

Regardless of method, cones, lines, and other shapes resolve 
themselves in a direction chosen when the poison is created. 
Any spell points required for the effect are spent when the 
poison is created and as lost when the poison loses its potency. 
Effects that target multiple creatures only target the struck 
(for a contact or injury poison) or whomever fails its Fortitude 
saving throw (for an ingested poison). All choices regarding the 
sphere effect must be made when the poison is created and can-
not be changed. You may not choose to concentrate on an ef-
fect created in a poison.

Designer Drugs
You can fine tune your alchemical poisons to your own biology 
to get the most bang for your buck.

Prerequisites: Craft (alchemy) 7 ranks, Alchemy sphere (Pill 
Popper).

Benefit: Whenever you are subject to one of your Alchemy 
sphere poisons that has a benefit and a drawback (such as 
Performance Enhancer or Academic Enhancer), you can in-
crease both the benefits and penalties by 2.

Credits
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Compatibility with the Pathfinder® Roleplaying Game requires 
the Pathfinder® Roleplaying Game from Paizo Publishing, LLC. 
See http://paizo.com/pathfinderRPG for more information on the 
Pathfinder® Roleplaying Game. Paizo, Publishing, LLC does not 
guarantee compatibility, and does not endorse the product.

Pathfinder is a registered trademark of Paizo Publishing, LLC, and 
the Pathfinder® Roleplaying Game and the Pathfinder® Roleplaying 
Game Compatibility Logo are trademarks of Paizo Publishing, LLC, 
and are used under the Pathfinder® Roleplaying Game Compatibility 
License. See http://paizo.com/pathfinderRPG/compatibility for more 
information on the compatibility license.

Spheres Apocrypha: Casting Traditions and all other Drop Dead 
Studios product names and their respective logos are trademarks of 
Drop Dead Studios in the U.S.A. and other countries.

All Drop Dead Studios characters, character names, and the dis-
tinctive likenesses thereof are property of Drop Dead Studios. This 
material is protected under the copyright laws of the United States 
of America. Any similarity to actual people, organizations, places, or 
events included herein is purely coincidental.

Open Game Content: All material — including but not limited to art, 
place and character names, character and setting descriptions, back-
ground, and new class descriptions— is Product Identity. All other 
content is considered Open Game Content

The following text is the property of Wizards of the Coast, Inc. and 
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 
Reserved. 

1. Definitions: (a)”Contributors” means the copyright and/or trade-
mark owners who have contributed Open Game Content; (b)”Deriva-
tive 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 repro-
duce, license, rent, lease, sell, broadcast, publicly display, transmit or 
otherwise distribute; (d)”Open Game Content” means the game me-
chanic 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 clear-
ly identified as Open Game Content by the Contributor, and means 
any work covered by this License, including translations and deriv-
ative 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, dia-
logue, incidents, language, artwork, symbols, designs, depictions, like-
nesses, formats, poses, concepts, themes and graphic, photographic 
and other visual or audio representations; names and descriptions of 
characters, spells, enchantments, personalities, teams, personas, like-
nesses 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 indi-
cate 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, royal-
ty-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 contribut-
ing 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 copy-
ing, modifying or distributing, and You must add the title, the copy-
right 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 li-
censed in another, independent Agreement with the owner of each 
element of that Product Identity. You agree not to indicate compati-
bility 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 pub-
lish updated versions of this license. You may use any authorized ver-
sion 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 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 unen-
forceable, such provision shall be reformed only to the extent neces-
sary to make it enforceable. 

15. COPYRIGHT NOTICE 

Open Game License v 1.0a © 2000, Wizards of the Coast, Inc.
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