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From wealthy merchants and kings to lowly street
urchins, people from all walks of life have become
addicted to drugs both potent and mild. In some
cities, entire gangs and even guilds are devoted to the
creation and distribution of certain drugs, becoming
ever more powerful as the masses become addicted.
Other drugs are so rare or difficult to craft that those
with sufficient wealth hire adventuring parties to seek
out their ingredients. Some drugs give their users a
mild euphoria, while other more powerful drugs have
significant and even magical effects.

Whether you wish to play a drug-addicted character
or introduce drugs into your campaign to give it
some added grit, you will get much use out of the 24
new drugs presented in this product, as well as the
drug mechanics outlined below.

Each drug in this product is presented in the
following format:

Drug Name (other names)

Description: The drug’s description, including its
ingredients and how it is used.

Drug DC: The DC of the Fortitude save to resist the
drug’s effects, to resist becoming addicted, and also
the Craft DC to create the drug.

Primary Effect: The drug’s primary effect occurs
each time a dose of the drug is taken. There is no
saving throw against the drug’s primary effect. The
duration of the effect is also listed here.

Secondary Effect(s): Some drugs have secondary, or
side-effects, which may occur each time a dose of the
drug is taken. These effects can usually be resisted

DRUGS
Berserker’s Blood
Dark-Elf Dew
Darkwound Paste

Pages

\S]

Dragon’s Downfall
Dust of Silence
Dust of Visions
Elf-fire

Feydust

Feast Fumes
Ghost Water
Godsight

Gnome’s Delight

LN L B A B B W WWLWWN

DRUGS Pages
Liquid Courage 5
Mage Crystals
Painter’s Incense
Paranoia Powder
Princeweed
Spellsoak Powder
Stoneskin Salve
Street Snuff
Strongman Snuff
Sweetsmoke
Troll-blood Oil
Wraithsmoke

[celie cRie SIS B BN N e e e

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 this product.

pATHﬂnDGR@

3.5 SYSTEM COMPATIBLE




with a Fortitude save. The secondary effects may last for a
different length of time than the primary effects.

Addiction: At the end of each day that a creature has used
a drug, it must make a Fortitude save against the drug’s
DC. Each consecutive day that the creature uses the drug,
increase the DC by 1. If the creature takes more than one
dose in a day, increase the DC for that day by 1 per dose
beyond the first. Success on this saving throw means the
creature is not addicted. Failure indicates that the creature
is addicted- the effects of the addiction are described for
each drug. The primary and/or secondary effects of the
drug may be reduced for an addicted creature, and there
may be other (usually negative) effects. Additionally, the
creature no longer needs to make saving throws against
addiction, but if it does not take at least 1 dose of the drug
each day, it suffers from the effects of withdrawal until it is
cured or takes another dose of the drug.

Withdrawal: The effects of withdrawal from the drug are
described here. Withdrawal is usually quite unpleasant, but
it is often one of the only means of becoming cured from
addiction.

Cure: Listed here are the various methods of curing

an addiction to the drug. Usually a number of consecu-
tive days of withdrawal will cure an addiction, but some
potent drugs require very powerful or magical cures. To

be cured of an addiction by withdrawal, a creature must
succeed at a Will save against the drug’s DC at the end of
the withdrawal period. Failure indicates the creature is still
addicted and must repeat the withdrawal period. After each
consecutive period, the Will save DC decreases by 1.

Price: The price per dose of the drug is listed here.

Crafting drugs: Drugs can be made using Craft
(alchemy). The DC to make a drug is equal to its normal
Fortitude save DC. As with poisons, rolling a natural 1 on
a Craft skill check while making a drug exposes the crafter
to the drug. You may wish to introduce a new skill to your
campaign, such as Craft (drugs), if you want them to be
more distinct from other forms of alchemy in your setting.

Drugs and magic: For purposes of how drugs interact
with magic, you may wish to consider some or all drugs
as “poisons” and thus able to be affected by spells such

as neutralize poison. In this case I recommend that the
neutralize poison spell ends the effects of a single dose but
also immediately causes withdrawal in an addicted crea-
ture. I recommend that the “magical” drugs in this product
not be treated as poisons in this manner.

Optional Overdose Rule: When a creature fails three
Fortitude saves against any drugs within a 1-day period, it

must succeed at an additional Fortitude save (DC equal to
the highest of the drugs’ DC’s) or die.

) DOZEN DRUGS

Description: This drug is a dark-red, ichorous liquid that
comes in small vials. It is usually taken by smearing it on
the hands or face of the user.

Drug DC: 15

Primary Effect: The user enters into a rage similar to that
of a barbarian: it gains a +4 bonus to Strength and a +2
bonus to Will saving throws for 1 minute.

Secondary Effect: Unless it succeeds at a Fortitude save
against the drug’s DC after the rage ends, the user becomes
exhausted for 1 minute, then fatigued for 5 minutes.

Addiction: An addicted creature can enter into a minor
rage at will once per day. This rage provides a +2 bonus to
Strength and +1 to Will saves and lasts for 5 rounds, and is
not followed by a period of exhaustion. However, the crea-
ture also suffers a -1 penalty to its Dexterity as its move-
ments become less refined.

Withdrawal: A creature suffering from withdrawal from
berserker’s blood is constantly fatigued.

Cure: Withdrawal for 5 days or abstinence from making
any attack rolls for 3 days. (A Fortitude save is still
required after this 3-day period.)

Price: 10 gp

DARK:ELF DEW (BLACK WATER)

Description: This dark, opaque liquid smells and tests like
plain water, but has strong skin-changing effects on its
users.

Drug DC: 16

Primary Effect: The user’s skin becomes purely black,
like the skin of a dark-elf, for 1 hour. This grants the user
a +4 bonus to Stealth checks in dimly-lit and darker areas.
However, if this is not the normal skin color of the user’s
race, it suffers a -3 penalty to Charisma-based skill checks.

Secondary Effect: None.

Addiction: An addicted creature’s skin is constantly
slightly gray, giving it a +2 bonus to Stealth checks in
dimly-lit and darker areas and a -1 penalty to Charisma-
based skill checks. These bonuses stack with the drug’s
primary effect, as an addicted creature’s skin blackens even
more when it takes the drug.
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Withdrawal: A creature suffering from withdrawal

from dark-elf dew has extremely pale skin, giving it a -2
penalty to Stealth checks in dark areas and a -1 penalty to
Charisma-based skill checks.

Cure: 4 days of withdrawal or 2 hours spent within the
range of a daylight spell. (A Fortitude save is still required
after this period.)

Price: 10 gp

DARKWOUND PASTE (BLACKWOUND PASTE'DARK HEALER)

Description: This dangerous drug is a powerful healing
salve, but it comes with a risk: death.

Drug DC: 18

Primary Effect: Applying this salve to a wound (a stan-
dard action) instantly cures the user of 5d8+5 Hit Points of
damage and 2 points of damage to a single ability score.

Secondary Effect: A creature that fails its Fortitude save
against darkwound paste instantly perishes.

Addiction: A creature addicted to darkwound paste suffers
1 additional point of damage each time it takes damage,
but gains a +2 bonus to Fortitude saving throws.

Withdrawal: A creature suffering from withdrawal from
darkwound paste suffers a -2 penalty to Fortitude saving
throws.

Cure: 5 days of withdrawal. If the saving throw to cure the
addiction fails, the creature dies.

Price: 30 gp

DRAGON'S DOWNFALL (GEM DUST: GOLD POWDER)

Description: This strange drug was invented- or rather
discovered- by a bored red wyrm that discovered the
advantages of inhaling the powder of ground up gems
mixed with gold and its own dragon breath.

Drug DC: 20

Primary Effect: After inhaling a dose of this powder,
the user gains blindsense 30 ft. or its current blindsense
increases by 30 ft. Additionally, it can sense the presence
of gold and gems within 120 ft. These effects last for 10
minutes.

Secondary Effect: Unless the user is a true dragon, it must
succeed at a Fortitude save against the drug’s DC or take
2d10 fire damage due to the dragon’s breath within the
drug.

Addiction: An addicted creature finds that it cannot resist
the temptation to constantly seek out treasure. Whenever
it sees or hears of gold, gems, or magical items, it must

succeed at a Will save against the drug’s DC or be
compelled to seek out and take the treasure using whatever
means it possesses.

Withdrawal: A creature suffering from withdrawal
from dragon’s downfall goes partially insane and, unless
it succeeds on a Will save against the drug’s DC each
morning, must attempt to devour any treasure it sees for
the remainder of the day.

Cure: 5 days of withdrawal, or fail a saving throw
against a dragon’s breath weapon, which scours away the
remainder of the drug in the user’s body.

Price: 80 gp

DUST{OF SILENCE (ROGUE'S DUST)

Description: This heavy, dark-colored dust comes in small
1-pound packages which must be ingested by the user.

Drug DC: 16

Primary Effect: The movements of the user become very
faint and difficult to hear, granting the user a +2 bonus to
Stealth checks for 30 minutes. The DC of Notice checks
to overhear what is said by a user of dust of silence also
increases by 2.

Secondary Effect: None.

Addiction: An addicted creature gains a constant +2 bonus
to Stealth checks which stacks with the primary effect of
the drug.

Withdrawal: A creature suffering from withdrawal from
dust of silence finds that the sounds it makes are amplified,
giving it a -4 penalty to Stealth checks (but making it quite
easier to shout great distances).

Cure: 4 days of withdrawal or 2 days spent without
speaking a single word. (A Fortitude save is still required
after this 2-day period.)

Price: 25 gp

DUST{OFVISIONS (NIGHT,TERROR'DREAM DUST]

Description: This powerful powder-based drug, when
inhaled or sprinkled into the eyes, allows its user to see
through magical illusions, but has a dangerous side-effect.

Drug DC: 18

Primary Effect: The user comes under the effects of the
arcane sight spell for 10 minutes.

Secondary Effect: Unless the user succeeds at a Fortitude
save against the drug’s DC, it comes under the effect of a
nightmare spell the next time it attempts to rest, as the drug
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opens its mind to the strange things that stalk the borders
of reality.

Addiction: A creature addicted to dust of shadows can use
detect magic at will.

Withdrawal: A creature suffering from withdrawal
from dust of shadows suffers from the effects of a night-
mare spell each time it attempts to rest (no saving throw
allowed).

Cure: 4 days of withdrawal or 2 days without sleep. (A
Fortitude save is still required after this 2-day period.)

Price: 40 gp

ELE:FIRE (FEY:FIRE’MOON:FIRE)

Description: A dose of this drug is merely a specially-
prepared torch which, when lit, emits a light of ever-
changing colors for 30 minutes. Creatures within a 30-foot
radius of the light, which must remain stationery, fall under
the effects of the drug.

Drug DC: 16

Primary Effect: All creatures within the radius of the

drug are filled with euphoria. They suffer a -4 penalty to
Wisdom-based skill checks while within the radius of light
and must succeed at a Will save against the drug’s DC in
order to leave the radius. However, any hostile action (even
drawing a weapon) within 50 feet of the torch ends these
effects.

Secondary Effect: Unless it succeeds at a Fortitude save
against the drug’s DC, a creature under the effects of elf-
fire falls into a deep sleep for 1 hour after the primary
effects wear off and has no memory of any events that took
place while it was within the light’s radius.

Addiction: A creature addicted to elf-fire suffers from a
constant -2 penalty to its Wisdom score.

Withdrawal: A creature suffering from withdrawal
from elf-fire suffers from a -4 penalty to its Wisdom and
Charisma scores.

Cure: 3 days of withdrawal
Price: 20 gp

FEYDUST{(PIKIE DUST: FAERIE DUST)

Description: This fine powder, made from various flowers
and fungi found in the deep wilderness, is a strong drug
taken by sprinkling a dose into one’s eyes.

Drug DC: 17

Primary Effect: The user gains low-light vision and dark-
vision with a range of 60 feet. If the user already possesses

darkvision, the range of its darkvision extends by 60 feet.
These effects last for 1 hour.

Secondary Effect: The user’s skin begins to glow unless
it succeeds at a Fortitude save against the drug’s DC. This
effect duplicates the effects of a faerie fire spell and lasts
as long as the drug’s primary effect (1 hour).

Addiction: A creature addicted to feydust finds that its skin
constantly glows, giving it a -2 penalty to Stealth checks.

Withdrawal: A creature suffering from withdrawal from
feydust gains light sensitivity, causing it to become dazzled
in areas of bright sunlight or within the radius of the
daylight spell.

Cure: 5 days of withdrawal or 3 days spent under the
effects of a blindness spell. (A Fortitude save is still
required after this 3-day period.)

Price: 20 gp

FEAST,FUMES (FOOD FUMES)

Description: This drug is an incense which can effect
multiple creatures with a single dose. The creatures must
be within 5 feet of the emanating fumes for 10 minutes,
after which point the dose is consumed.

Drug DC: 15

Primary Effect: After breathing the smoke for 10 minutes,
the users of this drug gain all of the sustenance (food and
water) that they require for that day. Additionally, the
following night they require only 2 hours of rest in order to
become fully rested.

Secondary Effect: Creatures who fail a Fortitude save
against the drug’s DC become nauseated for 1 minute after
breathing the smoke.

Addiction: 2 doses are required to duplicate the effects of
a single dose for an addicted creature.

Withdrawal: A creature suffering from withdrawal from
feast fumes goes mad with hunger and, unless it succeeds
on a Will save against the drug’s DC each morning, must
attempt to devour any food it sees for the remainder of the
day.

Cure: 5 days of withdrawal or 3 days without food. (A
Fortitude save is still required after this period.)

Price: 5 gp

GHOST\WATER (SPIRIT,WATER;LIFE WATER)

Description: This drug appears as clean, clear water which
reflects light in a dazzling manner. It is a vile drug, each
dose being made from the life essence of an elf or other

TWO DOZEN DANGERS: TRAPS

PAGE 4



long-lived being, which wastes away during the process of
creating the dose, usually becoming an undead creature. A
user can extend their lifespan many years in a very short
period with this drug, but it is easy to become addicted and
withdrawal from the drug is a terrible thing.

Drug DC: 30

Primary Effect: A single dose of this drug extends the
limit of each age category of the user by 1 year, as well as
the user’s maximum age. Also, the user will not physically
age for 1 year after taking a dose.

Secondary Effect: None.

Addiction: 2 doses are required to duplicate the effects of
a single dose for an addicted creature.

Withdrawal: A creature suffering from withdrawal from
ghost water feels constantly haunted by the souls which
were sacrificed in order to extend its life. Strange but
minor (and usually disturbing) events constantly happen
around such a creature- blood appears on things it touches,
screams are heard as it smiles, and so on. The creature
must pass a Will save against the drug’s DC in order to
gain a restful night’s sleep. Finally, if a creature finally
breaks its addiction to ghost water, the work of the drug

is undone: overnight, the creature ages a number of years
equal to those granted by all of the doses of the drug they
have taken in their life, from this addiction and past addic-
tions. The creature’s lifespan remains extended, but this
aging process brings it much closer to its death and can
even kill a creature that has lived longer than its allotted
time.

Cure: 1 year (365 days) of withdrawal
Price: 1,000 gp

GODSIGHT,(VISION; PROPHECY)

Description: This drug is a powder usually burned in small
braziers. The smoke emitted from the drug is sufficient to
cause a single user to come under its effects.

Drug DC: 20

Primary Effect: After breathing the smoke of this drug for
10 minutes, the user is able to ask any one question and
receive an answer: this duplicates the effects of the divina-
tion spell. The base chance for a correct divination when
using godsight is 80%. Godsight users are often paid to
take the drug and answer a question for another person.

Secondary Effect: Users of godsight often become
outsiders in their communities due to the drug’s secondary
effects. Unless it succeeds at a Fortitude save against the
drug’s DC, a godsight user continues to have strange and

meaningless visions for 10 minutes after giving their divi-
nation. They are considered helpless during this time and
do not respond to outside stimuli.

Addiction: A creature addicted to godsight is able to dupli-
cate the effects of an augury spell once per day without
need for material components or a focus. However, it
suffers a -2 penalty to all Charisma-based skill checks.

Withdrawal: A creature suffering from withdrawal from
godsight suffers a -4 penalty to all Charisma-based skill
checks and must succeed at a Will save against the drug’s
DC every hour that it spends awake or lapse into meaning-
less visions for 1 minute.

Cure: 10 days of withdrawal or 5 days without contact
with other sentient beings. (A Fortitude save must still be
made after this 5-day period.)

Price: 50 gp

GNOME'S DELIGHT,(TRICKWEED?JOKEWEED; PRANKWEED)

Description: A joint of gnome’s delight appears to be a
normal, casual smoking-drug. However, when smoked, it
often has hilarious effects on its users.

Drug DC: 12

Primary Effect: Each time a user take’s a dose of gnome’s
delight, they suffer from one of the following effects for

1 minute (roll 1d10 to determine the effect): unnaturally-
colored skin (1) or hair (2); glowing eyes (3-4); scaly (5)
or furry (6) skin; fits of giggles (7); a dramatically-changed
voice (8); extreme facial hair growth (9); or the urge to kiss
a gnome (10).

Addiction: Gnomes enjoy pranks, but they don’t often let
things go too far. A creature addicted to gnome’s delight
simply sees something funny in just about everything. It
suffers a -1 penalty to Charisma-based skill checks as it is
forced to stifle its giggles.

Withdrawal: A creature suffering from withdrawal from
gnome’s delight becomes dour and surly and often detests
gnomes, but suffers no other ill effects.

Cure: 1 day of withdrawal
Price: 2 gp

Description: This drug comes in small single-ounce flasks,
and when taken helps its users to overcome pain and fear.

Drug DC: 15
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Primary Effect: The user gains a +4 bonus to Will saves
against fear as well as 10 temporary hit points for 10
minutes.

Secondary Effect: Unless the user succeeds at a Fortitude
save against the drug’s DC, they gain an additional

10 temporary hit points but also become shaken for 30
minutes after the drug wears off.

Addiction: A creature addicted to liquid courage has a
constant +2 bonus to Will saves against fear which stacks
with the drug’s primary effect.

Withdrawal: A creature suffering from withdrawal from
liquid courage is continuously shaken.

Cure: 3 days of withdrawal

Price: 5 gp

MAGE CRYSTALS (SWEETSPELL)

Description: These fine crystals, made from the same
materials that wizards use to craft magical writing in their
spellbooks, are sought out by spellcasters of all kinds

who wish to increase their power. Addiction to the drug is
highly beneficial and often spellcasters will take multiple
doses in an attempt to reach addiction, but withdrawal from
the drug can be devastating. The crystals must be eaten by
the spellcaster at the time that it prepares spells, or after
resting and regaining spell slots.

Drug DC: 17

Primary Effect: When a spellcaster that prepares spells
takes this drug during spell-preparation, they may apply a
metamagic feat to any spell they can cast using a spell-slot
of a level 1 lower than the metamagic feat would otherwise
require. A spontaneous caster that takes this drug after
resting is able to spontaneouly apply this benefit to a spell
once that day.

Secondary Effect: Unless it succeeds at a Fortitude save
against the drug’s DC, the spellcaster becomes fatigued for
1 hour after taking the drug.

Addiction: A spellcaster addicted to mage crystals is

able to choose one metamagic feat each day during spell
preparation or after regaining spell slots: it may apply this
metamagic feat to any spell using a spell-slot of a level 1
lower than the feat would otherwise require.

Withdrawal: A spellcaster suffering from withdrawal from
mage crystals is utterly unable to apply metamagic feats to
its spells and becomes fatigued for 1 minute every time it
casts a spell, or exhausted if it casts two spells in consecu-
tive rounds.

Cure: 5 days of withdrawal.

Price: 20 gp

PAINTER’S INCENSE [PRISM STICKS)

Description: This normal-looking stick of incense, when
burned, emits a colorful smoke. It burns for only 1 minute,
but if a creature remains near the incense and inhales the
smoke for the entire minute, it comes under the effects of
the drug. Each dose is only enough to effect one creature.

Drug DC: 15

Primary Effect: Users of this drug find that their creative
abilities are dramatically increased while they are under its
effects: they receive a +3 bonus to Craft checks for 2 hours
per dose.

Secondary Effect: After the 2 hours have passed, unless
another dose is taken, the user must succeed at a Fortitude
save against the drug’s DC or become exhausted until they
receive a full rest.

Addiction: An addicted creature only benefits from the
drug’s effects for 1 hour per dose, but the bonus to Craft
checks increases to +4.

Withdrawal: A creature suffering from withdrawal from
painter’s incense finds that its creative abilities have been
extremely hampered: it suffers a continuous -3 penalty to
Craft checks.

Cure: 7 days of withdrawal.

Price: 5 gp

Description: This red powder must be inhaled by its user
and is often taken by those who wish to raise their senses
at any cost.

Drug DC: 15

Primary Effect: The user gains a +5 bonus to Notice
and Sense Motive skill checks but suffers a -5 penalty to
Charisma-based skill checks for 1 hour. This drug grants
heightened perception but causes the user to become
extremely jittery.

Secondary Effect: None.

Addiction: 2 doses are required to duplicate the effects of
a single dose for an addicted creature.

Withdrawal: A creature suffering from withdrawal from
paranoia powder suffers from a constant -3 penalty to
Charisma-based skill checks.

Cure: 3 days of withdrawal.

Price: 5 gp
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Description: This drug, produced from different parts of
the same plant that produces street snuff, is commonly
smoked in pipes by merchants and other wealthy city-
dwellers.

Drug DC: 12

Primary Effect: +2 to Wisdom-based skill checks and -2
to Dexterity-based skill checks. Princeweed gives its users
a quick wit, but also slows their reflexes.

Secondary Effect: None.

Addiction: A creature addicted to princeweed gains a
+1 bonus to Will saves but suffers a -1 penalty to Reflex
saves.

Withdrawal: A creature suffering from withdrawal from
princeweed suffers a -1 penalty to all saving throws (and
does not have the benefits of addiction).

Cure: 5 days of withdrawal

Price: 1 gp

SPELLSOAK POWDER (DEADSPELL)

Description: This gray powder, when inhaled, grants its
user resistance to magic, but often causes overwhelming
feelings of nausea.

Drug DC: 14

Primary Effect: The user gains Spell Resistance 18 for 10
minutes.

Secondary Effect: When the drug’s primary effect wears
off, the user must make a Fortitude save against the DC
of the drug plus the number of spells resisted using spell
resistance over the last 10 minutes. If the saving throw
fails, the user becomes nauseated for 1 minute.

Addiction: An addicted creature has Spell Resistance 15.

Withdrawal: A creature suffering from withdrawal loses
any Spell Resistance it possesses and suffers a -2 penalty
to saving throws against spells and spell-like effects. In
addition, whenever it fails a saving throw against a spell, it
becomes nauseated for 1 round.

Cure: 3 days of withdrawal
Price: 15 gp

STONESKIN SALVE (ROCKSKIN'DRAGONSKIN)

Description: This salve comes in small flasks, and when
rubbed onto the skin of its user, causes its skin to harden.

Drug DC: 16

Primary Effect: The user gains a +2 bonus to its natural
armor for 1 hour.

Secondary Effect: Unless the user succeeds at a Fortitude
save against the drug’s DC, it suffers a -2 penalty to its
Dexterity score for 1 hour.

Addiction: An addicted creature gains a constant +1 bonus
to natural armor which stacks with the drug’s primary
effect.

Withdrawal: A creature suffering from withdrawal
from stoneskin salve is turned to stone (petrified) until
it becomescured or a dose of the drug is rubbed on it by
someone else.

Cure: 2 days of withdrawal

Price: 15 gp

STREET;SNUFF.(BEGGAR'S POWDER 'POOR:MAN'S SNUFF)

Description: This tobacco-based drug is a small powder
taken by inhaling a dose directly into the nostrils. It is quite
inexpensive and so commonly used in the poorer districts
of towns and cities.

Drug DC: 10

Primary Effect: -1 to Wisdom-based skill checks and +1
to Charisma-based skill checks for 10 minutes. Street snuff
makes its users relaxed and comfortable.

Secondary Effect: None.

Addiction: 2 doses are required to duplicate the effects of
a single dose for an addicted creature.

Withdrawal: -1 to Charisma-based skill checks due to
feeling slightly tense.

Cure: 5 days of withdrawal.

Price: 3 ¢cp

STRONGMAN SNUFE.(MUSCLE SNUFF/SINEW SNUFF)

Description: This rust-colored powder, when inhaled,
increases the strength of its user, but also raises its temper.

Drug DC: 15

Primary Effect: The user gains a +2 bonus to its Strength
score for 10 minutes.

Secondary Effect: Unless it succeeds at a Fortitude save
against the drug’s DC, the user becomes filled with rage
after the drug’s primary effect wears off. It attacks the
nearest creature for 5 rounds, or, if no creatures are nearby,
attacks the nearest object that it is reasonably able to
damage with the weapons at hand.
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Addiction: A creature addicted to strongman snuff doubles
the bonus granted from a single dose of the drug but also
doubles the duration of time that it remains angry after
taking the drug.

Withdrawal: A creature suffering from withdrawal from
strongman snuff is in a constant state of anger, suffering

a -4 penalty to Charisma-based skill checks and savagely
attacking any creature that attacks it until either the user or
its victim is incapacitated.

Cure: 4 days of withdrawal or 2 days without contact with
other creatures. (A Fortitude save is still required after this
period.)

Price: 25 gp

(SWEETSMOKE (SWEET\SECRET)

Description: This drug is easily disguised as a normal
tobacco-based smoking drug, but it has the effect of
making it difficult to keep secrets while smoking it. It is
a favorite amongst scheming nobles who wish to learn
the latest gossip from their guests, and many others have
discovered other clever and devious uses for it.

Drug DC: 15

Primary Effect: Users of sweetsmoke find it very difficult
to tell lies: they suffer a -3 penalty to Bluff checks for 10
minutes after smoking the drug. Creatures within 5 feet

of a creature using sweetsmoke also suffer a -1 penalty to
Bluff checks.

Addiction: A creature addicted to sweetsmoke suffers a
constant -1 penalty to Bluff checks. This penalty stacks
with the drug’s primary effect.

Withdrawal: A creature suffering from withdrawal from
sweetsmoke becomes withdrawn and unsociable. It suffers
a -2 penalty to all Charisma-based skill checks.

Cure: 3 days of withdrawal
Price: 3 gp

TROLL:BLOOD OIL'(BLOODROT; BLEEDER)

Description: This drug is an oily, greenish liquid that
comes in small vials. It is taken by smearing it onto the
skin of the user.

Drug DC: 18

Primary Effect: The user gains regeneration 5, which can
be bypassed only by acid or fire, for 10 minutes.

Secondary Effect: Unless the user succeeds at a Fortitude
save against the drug’s DC, it gains the bleed condition

after the drug’s primary effect wears off, taking 3 damage
each round.

Addiction: A creature addicted to troll-blood oil gains
slightly distorted, troll-like features, and suffers a -2
penalty to Charisma and Dexterity-based skill checks, but
gains regeneration 7 when it takes a dose of troll-blood oil
rather than regeneration 5.

Withdrawal: A creature suffering from withdrawal from
troll-blood oil suffers from a -2 penalty to its Constitution
score.

Cure: 4 days of withdrawal, or eat the raw heart of a troll.
(A Fortitude save is still required after this type of cure.)

Price: 20 gp

WRAITHSMOKE (LICH-FOG'NECROMANCER'S MIST)

Description: A single dose of this drug comes in a small
jar; when opened, the jar emits a light fog which fills a
20-by-20-foot room. Any creature that breathes the fog
comes under its effects. This drug is commonly used by
cult leaders to keep control over their followers.

Drug DC: 16

Primary Effect: Those who inhale wraithsmoke become
more susceptible to the words and commands of others.
They suffer a -5 penalty to Sense Motive checks, and the
DC of Intimidate checks made against them is also reduced
by 5. These effects last for 1 hour.

Secondary Effect: Each creature that inhale’s wraithsmoke
must pass a Fortitude save or suffer a -2 penalty to Will
saves against enchantment spells and effects for 1 hour.

Addiction: An addicted creature constantly suffers a -1
penalty to Will saves. This penalty stacks with the drug’s
secondary effect.

Withdrawal: A creature suffering from withdrawal from
wraithsmoke finds its health slowly deteriorating. Each day
the creature suffers from withdrawal, it gains a cumulative
-1 penalty to Fortitude saves.

Cure: 6 days of withdrawal or a break enchantment spell,
which is only successful if the creature succeeds at a
Fortitude save against the drug’s DC.

Price: 80 gp
Written by Michael Kimmel
Artwork by Forge Studios
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Designation of Open Game Content: All Text

OPEN GANE LiC
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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 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, correc-
tion, 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 deriva-
tive 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, environ-
ments, 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 prod-
ucts 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.

3.0ffer 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 distrib-
uting, 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 unenforce-
able, 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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