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Success

Ivan shouted triumphandy as he held the flask up to the light, watching as the unusually bright and
pall', alchemically-created lights shone through its contents, illuminating them a vibrant green. His
gleeful cry awoke the various creatutl'S kept in small cages and pens at one end ofhis laboratory, and so it
was I'(:hoed by a dozen or so indignant animal noi5l's ranging from squawks to clicks to hissing.

Ivan's 5I'rvant, Boris, shuffled down the stairs, concern filling his flat, drollingvoice as much as he
was capable of it. "Master? Is !'Verything all right down there, master?"

"Is !'Verythingall right?" Ivan cried back, a slight edge of mania in his voice. "Oh, it's more than all
right. It's fantastic. Wonderful. Everything a man could!'Ver dream of. I've done it, Boris! All tho51' weeks
of painstaking research, poring over toml'S to find ingredients with the right kind of mystical properties!
All tho51' months of trying to perfl'(:t the mixing method!"

Here Boris gavea brief shudder, remember some of the "kinks" that had had to be worked out of the
mixing method, including a nasty habit ofventing psychedelic fumes through the entire manor, or
conge.aling the mixture into .Inanimate-and very hungry-slime, or theweek where explosions had
issued forth from the ba5l'ment !'Very five minutl'S. So many dropped plates and dishware had been
sacrificed for the master's experiments.

"And, let us not forget, I'Ven once the mix was perfl'(:ted, there were still all tho51' sleepless nights
working and toiling to find ways around the side-effects! But no amount of giant, mutated, murderous
lab-rats could stop me! Oh, no! My genius knows no bounds!"

Boris reflected with some surpri5l' that he had nl'Ver really worried about the mutated lab rats. HI'
supposed it was becau5l' of the steady stream ofadventurers that had been coming to the manor to
provide the various rare and I'XOtic reagents and ingredients the master had needed--wyvem eggs,
aboleth mucus, strange plants that onlygrowon other planl'S of existence-that there had always been
soml'Onearound for him to call on to exterminate the pests. After a while, he'd begun to just insist that
the adventurers deliver the goods directly into the lab, usually forcing them to kill anything that had
gotten lOOSl' and giving Borisa two-for-one.

"But now, now Boris, the 5I'rum is finally perfected! The fonnula is sound, the kinks are all worked
out, the side-effects taken carl' of. Theysaid that it couldn't be done! They told me I was mad for trying!
But 111 show them. Oh, yes, 111 show them all! lbis latest invention, Boris: it's going to change the world!

Ofcourse, there are other things to consider, of COut5l'. We'll need to find a means of
mass-production. That will require a lot more raw ingredients. We'll probably need to makea wyvem
fann ofsome kind...and a delivery system, of COut5l'. It won't do to have stockpiles of my glorious
invention with no means to distribute it. And, of course, I have yet to do any human trials...\ol'ell, there's
always more '...ork to be done, I suppose:

Boris smiled "Another long night, master? 111 go make your tea."

"...and ifwewere to keep the aboleths in some sort of containment field...hmm? What?Yes, yes, of
COut5l'. Tea. Wonderful, Boris, wonderful. Now, where was I?"



JUtrodllctjOU

11Us book is for alchemists, and players
who love alchemy, but it has nothing to do with
the alchemist chdraeterdass. Instead. il focuses
on making alchemy a more inleresting and
rewarding part ofyour game by giving you a
variety of new uses for your Craft (alchemy) skiU,
allawingyou 10 creale the sorts of fun and
exciting poIions, elixirs, oils, and other items of
mad science or great arcana. Ralher than being
limited 10 the mass production ofrindertwigs
and vials ofacid, alchemisls using lhis book gain
iK'CeSS loa wide range of lhings tocrah. Chief
among thew are two new groups ofalchemical
items: infusions (which "re poIO-'lerful substances
that permanendyand substantiallyailerthe
infusM CJ'N.ture) and serums (porion-like
subsurx-es thdl must be in}ected direclly into
the subject's blood, and which have a more
pronounced effect the more seNm is used).

The other main feature ofthe book is that it
challenges the concept that alchemical efforts
are unable to produce magical results. The book
contains 50 new wondrous items (primarily
elixirs, tonics, and oils) which can be crafted
through the conventional means (use ofthe
Craft Wondrous Item feat), or Ihrough the Craft
(alchemy) skill. Further, the rules "Uowing for
these items to be made alchemically can easily
beapplied to other items (such as poIions, or
'Mlndrous items from the core rules such as the
dust ofdisiJppedr.mceor unj~'ef'So)1 so/''t'nt),
should you decide to do so.

So, ifyou'~alwaysfell thai alchemy was a
second-class citizen, magically speaking. and
wished thai you could do something useful ",ith
those ranks in Craft (alchemy), or ifyou'~
.IDo."iI)'S wanted to play the alchemical im'lentor,
.IDo."iI)'S poring O'o'el" his various ingredients and
pulling out~and wacky tonics and ointments
foreo.'el"Yoccasion, or~n ifyou JUS! playa



barb.uian who's inten'St~ in something cheap
that1l gM him a bit ofan~, keep reading.
We made rhis book just for you.

InfusioDS

The following items, known to most
alchemists as infusions, are potent chemicals (or
more often, mixtures ofchemicals) thar can be '
add~ directly to an individual's blood (or other
vital fluids), and causesa pennanenr and
pro~ changt- in die subject. Some make
die subject immune to ~nainenergies, while
others run rampant ~ith his body, making him
stronger, or faster, or more alert.

DIKe an infusion has been introduced
suce~fully to the subjeds body (see below), its
effect IS permanent unless it is removed. A
character can only have one infusion at a time
and any attempts to apply an infusion to a '
character that already has one automati~·n..
fails.. .......1

Crafting Infusions

For rhe most part, crafting an infusion is a
lot like crafting any other item using the Craft
skill, but there are some slight differences.
lnfonnation on crafting an infusion is given in
the infusion's item block, underthe Cre.lrion
..man.

UnJih. most items made ....ith the Craft
skill, a.II infuskms!l..lw requirements that the
crafter must meet in order to suC'Ct'SSfully craft
them. These typicaJIy include a number of ranks
in Craft (alchemy), and may indudeadditional
(or alternative) requirements, such as ranks in
other skills related to the infusion's effect. A
character who does not meet these requirements
cannot grasp the necessary con<'qltS to create an
infusion from its base components. These
requirements~gnftl in the infu5ion's item
block as Requirements.

. ~other difference between crafting
mfuslons and crafting other items with the Craft
skill is that the amount ofgold expended on raw

materials tocraft a~ infusion is listed in the
infusion's item block as Cost.

l1te amount of time it t<lkes to craft an
infusion is also calculated somewhat differently
than theamount of time it takes to craft other
items. Instead offinding rhe infusion's market
price in silver pieces, instead use lIs the item's
cost in gold pieces (that is, lIS the cost of the raw
materials used to create the item).

All other~sofcra.fting an infusion
with the Craft skill~ Klenricalto the process
outlined in die Pathfinder RoJepl.Jying wme
~o~ Rulebook. The Craft IX fOI" a given infusion
IS lISted in that infusion's irem block.

Applying Infusions

Because infusions~ chemicals alien to the
body that change it in fundamental wa)'5, it is
IlOt surprising that, in unilill~hands, they can
cause a wide \"ari«y of hea.lth problems to the
individual they are being used on, and may fail
to function at all. Infusing such substances intoa
living crearure "ithout undue side effects is a
vt'rydifficult process that requires skill and
finesse. Information on applying an infusion toa
subject is given in the infusion's item block in
the se-crion labeled Application, and, in some
cases, funher infonnarion is provided in the
individual infusion's description.

Many infusions M'" a prerequisice
(conm.x'rUy a minimum Constitution score, but
sornetmJes other prerequisites). 1lUs
prerequisite must be met by the creature that is
receiving the infusion, or else the infusion will
automatically fail. Temporary bonuses that cause
a creature to meet the prerequisite are not
enough, and even if the bonus lasts indefinitely
~s~ch as that from a belt ofmi8hrycrmsriWtion),
It ts not enough toO\-=rome thisdifficuJ.ty. lhat
saki, bonuses that cannot~ reJnCM'd from the
subject (such as those grant~ bya IJldnw/of
bodily health) docount for this purpose.

If the subject later fails ro meet the
prerequisite, it does not havean immediate
effect on his use of the infusion. Instead, the



infusion continues to function for one\o\o-eek after
the subject stops meeting the prerequisite. Mter
this time, it stops functioning entirely and is
effectively destroyed. Even if the subject later
meets the prerequisite again, he does not regain
the use of the infusion unless he undergoes the
infusion process again. Because of the grace
period ofone week, ability damage will rarely
cause problems for those who have an infusion,
but ability drain call.

The actual process ofapplying an infusion
toa subject involves one or more skill checks.
The nature of these skill checks, and their DC,
are Listed in the infusion's item block as Infusion.
All infusions require a Heal check to apply, and
some require use ofadditional skills. Ifan
individual infusion has special information
about the proa'ssof applying it, that will be
Listed in the individual infusion's description, in
a section labeled Application. Otherwise, use the
following information.

The skill checks are perfonned in the order
listed in the infusion's item block. If the check
fails by 5 or more, the infusion is destroyed, and
the subject gains no benefit. Further, the subject
must still makea Fortitude save (see below), and
takes a -4 penalty on the save. If the check fails
by less than 5, the infusion is applied normally,
but the subject suffers a -2 penaltyon his
Fortitude save. If the check exceeds the DC by 5
or more, the target does not need to make a
Fortitude save. These bonuses and penalties do
not stack, and if more than one skill check is
called for, only the effects of the worst skill check
apply (forexampJe, Timdrthealchemist is
applying dn infusion to Cord, a p.uient. The
infusion caJls fora Heil/ check ill DC 20, a
Know/edge (ilrcdlld) che<:k dl DC 20, and a
SpeJkrafr check at DC 25, S<I Timar first makes a
Heal check, dlld receives il 20. This has no effecl
on Cords upcoming Fortitude SolVe. He then
performs the Knowledge (arcdna) check, and
receivesa 26. Normally thisgreilt success would
medn thill Cord does Ilot need to milkeil
FortiWde Solve, bw beColuse Timilr's previous
check only met fhe DC ralher than exceeding it
by 5, this doesn't happen. Finil/ly, Timar nldkes
his SpeJkraft check, illld receives il 22. Since the

worst result from any ofhis three checks was a
fdilure by less thilll 5, Cord does need to makeil
FortjwdeSolve, dnd will suffer d -2 pena/ryoll it,
ilS I<'ell).

Again, note that some infusions have
specific effects associated with individual skill
checks involved in their application, and those
take precedence over the general rules for
application outlined above. For example, an
infusion might specify that ifa certain skill
check is failed by 5 or more, the infusion is not
destroyed, but simply fails to activate, and that
the applicator can try again later, for eXdlJlple.

Finally, the subject will likely need to make
a Fortitude save to see if his body is able to take
the strain of the transformations being applied
by the infusion. The DC for this Fortitude save
varies from infusion to infusion, and is listed in
the infusion's item block. If the subject sucreeds
on the Fortitude save, the infusion goes to work
on his body, and begins functioning as described
in the infusion's individual description after 2d6
hours. If the subject fails the Fortitude save, he
takes I point of Constitution damage as his body
struggles against the infusion's effects. Every 24
hours, he may make another Fortitude save (at
the same DC as the original, including any
bonuses or penalties from the results ofany skill
checks made to apply the infusion). Ifhe fails, he
takes another point of Constitution ddIIlilge,
plus one additional point of Constitution
damage for every 3 previous failed saves. Once
the subject finally sucreeds on the saving throw,
the infusion begins functioning nonnally, as
described above.

A character can apply infusions to himself,
but doing so imposes a -2 penalty on any skill
checks made to apply the infusion.

Purchasing Infusions

Instead of making and applying an infusion
himself, a character can PUffhase an infusion
and have it applied by a highly-skilled alchemist.
The market price for an infusion pUffhased in
this way (listed in the infusion's item block as its
market price) includes the cost of applying the



knowledgeable ofalchemists.

Requirements Cralt (alchemy) 8 ranks or
$pellcraft 8 ranks; Craft DC 25; Cost 15,000 BP
APPLICATION

Prerequisites Constitution 10
Infusion Heal DC 20; Fort DC 16
EFFECTS

Table I-I: Infusions By Cost

Market Price 45,000 gp
CREATION

Market
Price

10,000 gp

12,000 gp
16,000 BP
10,000 gp
18,000 gP
18,000 gp

20,000 gp

14,000 gp
21,000 gp
30 ,000 gp
25.000 BP
40,000 BP
4 0 ,000 gp
10 ,000 BP
45,000 gp
48 ,000 gp
38,000 BP
50,000 BP
60,000 BP
72,000 gp

Cost
},OOO gp

5.000 gp
5.000 gp
6,000 gp
6,000 gp
6,000 gp
6,000 Sp
7,000 gp
7.000 gp
10,000 gp
12,000 BP
1}000 gp
1},OOO gp
15,000 gp
15,000 gp
15,000 gp
16,000 BP
20,000 Br
20,000 gp
24,000 lip

,\(IDIlHl

Infusion
Alchemist's Courage
Borius
Nourius
Lilium
Ruoyar
Vilius
Sorcerer's Blood
Tormium
Lich's Blood
Gherium
Purile
Frigium
lnfernite
Cllcius
Acidium
Eleclrus
Fle~ium

Moltorium
Reprin
Goliminium

Once an infusion has been applied to a
creature, it can bevery difficult to remove. A
successful Heal check, with a DC equal to 10..­

the DC of the Heal check to apply the infusion in
the first place, and 12 hours ofwork can remove
an infusion from a subject, but doing so inflicts
Id6 points of Constitution damage, regardlessof
whether the attempt is successful or not.
Alternatively, a greater restoration spell can
remove an infusion without any harmful
side-effects. Such spells do not always remove
infusions in their targets, however, and will only
do so if the target of the spell is actively
attempting to have the infusion removed. This is
part of the magic of the spell, and there is no way
to use greater restoration to strip a target ofan
infusion he does not want to be rid of.

Removing Infusions

infusion to the subject from a professional. Such
individuals are always treated as having
succeeded on any required skill checks in such a
way that the subject does not need to succeed on
a Fortitude save. As such, characters purchasing
infusions in this way rarely have to worry about
whether or not the application process will "go
wrong.~

That said, some less-reputable alchemists
sell and apply infusions at rates much lower than
the market price listed for the item. These
alchemists are unreliable, however, and it is not
uncommon for their patients to die as a result of
the infusion process, or for the infusions they
apply to do wildly different things than what
they are supposed to (possibly with no benefit to
them whatsoever).

Infusions

The following infusions are listed in
alphabetical order. Each of the infusions listed
here has both a benefit and a drawback, as
drastic changes to a creature's physiology I"drely
come without some kind of cost. While many
alchemists talk of infusions with no side-effects
whatsoever, there are no reliable reports ofsuch
infusions, and any that do exist are no doubt the
closely-guarded secrets of the most powerful and

This concoction causes the blood of the
subject to become acidic, while simultaneously
rendering the subject's flesh resistant to such
substances. TIlls pUIS a great strain on the
subject's health, heJ\\iever.

Benefit: The subject is immune to acid.
Additionally, whenever the subject is dealt bleed
damage or precision-based damage, or whenever a
critical threat is confinned on the subject, a spray
ofacidic blood spurts forth, dealing 2d6 points of
acid damage to the attacker.



Drawback: The subjeclloses I hit point per
Hit Dice he possesses.

Application: If the subject fails his
Fortirude save, he also suffers 4'16 points of acid
damage, in addition to the normal effects.

AI {'HFM ISTS COURA(;1
Market Price 10.000 gp
CREATION

RequiremenlS Cran (alchemy) 5 ranks or
Spellcrafl 5 ranks: Craft DC 10; COSI 3.000 gp
AJ>PLlCATION

Prerequisiles Wisdom 11
Infusion Heal IX 18; Fon DC 14
EFFECfS

This alchemical concocrion supplies 1M
SU~'5brain with a ste.ldy supply ofchemicals
that rftKIer him virtually inunune to fear. This
ptOfrSS is somewhat disorienting. hoIo_, and
IN'."5lM subtect feeling giddy, and mildly
suggestible.

Benefit: The sub;ecl is immune to fear...~
Drawback: The sub;ecl suflma -1 penalty

on savingr~made-IO resist chinn and
compulsion dfeeu.

RORIUS
Market Price 11,000 gp
CREATION

Requirements Cran (alchemy) 7 ranks: Cr"ft
DC 1}; Cost 5.000 8P
APM.lCATION

Infusion Heal IX 18; Forr DC 14
EFFECfS

This porent alchemical substance boils and
pulses through the subject's body at high speed,
allowing him to deliver more power behind his
bl0W5. lbis power comes at a price, however, and
his roiling alchemical blood can cause severe
bleeding issues.

Benefit: The subject gains a +1 alchemical
bonus on damage rolls made with melee and
thrown weapons, as well as a +1. bonus to his
CMB.

Drawback: Whenever the subject suffers at
least 10 points of damage from a single attack,

~ also suffers an addirionall poinl of bleed
damage. This bleed damage 5lacks, so if lhe
subjm- is dealt 15 points ofdamage, he would
suffer 2 points ofadditional bleed damage.

Market Price 18.000 gp
CREATION

Requirements Cran (alchemy) 7 ranks or
Spellcrafr 7 ranks; Craft DC 15; COSI 6,000 BP
APPLICATION

Prerequisites Dexlerity 12

Infusion Heal DC 1.0: Fort DC 15
£FFEers

This substance can be imroduced imo the
subject's blood, causing his entire body ro
become lighter and more buoyam. lbis has the
unfortunate side-elfect of weakening Ihe
subjed.

Benefit: The subject gains a fly speed equal
to his base land speed (clumsy). Additionally, he
gains a +4 bonus on Swim checks made to stay
afloat.



Drawback: The subject suffers a -4 penalty
to his CMB and CMD. Additionally, the subject
suffers a -4 penalty on any saving throws or
ability checks made to resist the effects ofwinds
or currents.

~AIUUS

Market Price 40,000 gp
CREATION

Requirements Craft (alchemy) 8 ranks and
Heal 4 ranks; Craft DC 27; Cost 15,000 gp
APPLICATION

Prerequisites Constitution '4
Infusion Knowledge (nature) DC 18, He<11 DC
21; Fort DC 18
EFFECT'S

This potent alchemical substance causes
the entire internal body structure of the subject
to harden and grow protectiw plates, protecting
him from harm. The stiffening of his muscles
and other organs impedes the subject's ability to
fight and move freely, however.

Benefit: The subject's natural annor bonus
increased by an amount equal to 1/4 his Hit Dice
(rounded down, minimum I).

Drawback: The subject suffers a permanent
armor check penalty equal to 1/4 his Hit Dice.
This armor check penalty stacks with any annor
check penalty the subject may have from his
armor, and anything that would reduce or negate
the subject's annor check penalty does not apply
to the annor check penalty imposed by this
infusion. Further, the subject is always treilted as
wearing at least medium annor for the purposes
of his movement speed, and for class features
that reference what kind ofarmor he is wearing
(such as a monk's fast movement).

EIECTRUS
Market Price 48,000 gp
CREATION

Requirements Cr<1ft (alchemy) 8 ranks, and
either Knowledge (arcana) 8 ranks or Knowledg'
(nature) 8 ranks; Craft DC 25: Cost 15,000 gp
APPLICATION

Prerequisites Constitution 12

Infusion Heal DC 22; Fort DC 16
EFFECT'S

This potent alchemical liquid charges the
subject's blood with electrical energy, altering
his physiology to be resistant such energy. This
change in the subject's electrical state has the
unfortunate side-effect of making the subject
slightly magnetic, enough to attract metal
weapons and guide them in with lethal force.

Benefit: The subject is inunune to
electricity damage. Further, whenever he would
take electricity damage, his body "stores" the
energy, allowing him to relCdsc it in an attack.
This isa touch attack that deals Id6 points of
electricity damage for every 5 points of damage
stored. The subject cannot store more than 5
points of damage per two Hit Dice he possesses
at anyone time, and any stored points are lost
after one hour if they are not used.

Drawback: Any creature attaclcing the
subject with a metal weapon gains a +2

circumstance bonus on attack and damage rolls.
Application: If the subject fails his

Fortitude save, healso suffers Jd6 points of elec­
tricitydamage, in addition to the normal effects.

FLF.XIUM
Market Price 38,000 gp
CREATION

Requirements Craft (alchemy) 9 ranks, Heal 9
ranks; Craft DC 28; COSI 16,000 gp
APPLICATION

Prerequisites Strength 10. Dexterity 10,

Constitution 12

Infusion Knowledge (dungeoneering) DC 18.
Heal DC 26; Fort DC 18
EFFECT'S

This potent alchemical concoction
transfonns the subject's flesh, making it more
rubbery and resistant to damage. The
transformation softens the subject's muscles,
however, making him slower and less powerful.

Benefit: The subject gains an amount of
damage reduction equal to 1/4 his Hit Dice
(rounded down, minimum I). This damage
reduction cannot be overcome by any means.

Drawback: The target suffers a -2 penalty
to his Strength and Dexterityscores.

Application: If the Knowledge



(dungeoneering) check is failed by 5 or more,
instead of the flexium being destroyed, it simply
has a more severe drawback, as the subject's
rubbery flesh is more taxing on his muscles. In
this case, the drawback is -3 to Strength and
Dexterity, instead of -2. If the check exceeds the
DC by 5 or more, the drawback is lessened,
instead, to a -I penalty to those ability scores. If
the flexium is purchased at market price, it is
assumed that the check is succeeded, but not
enough to alter the drawback. The Knowledge
(dungeoneering) check does not have an effect
on the subject's Fortitude save.

nm,ll)M

Market Price 4°,000 gp
CREATION

Requirements Craft (alchemy) 8 ranks or
Spellcraft 8 ranks; Craft DC 25; Cost 1),000 gp
APPLICATION

Prerequisites Constitution 10

Infusion Heal DC 19: Fort DC 14
EFFECTS

This potent alchemical substance
transmutes the subject's blood, altering his
physiology to undergo a chemical I'edction when
exposed to heat, keeping the subject's body cool.
This alteration has the unfortunate side effect of
making him more vulnerable to cold weather.

Benefit: The subject is inunune to fire
damage. Additionally, the subject is immune to
the effects ofvery hot conditions, severe heat,
and extreme heat. For more infofllliltion on heat
dangers, see the Pathfinder Roleplaying Game
Core Rulebook.

Drawback: The subject is vulnerable to fire
damage, and takes 1.5" as much damage as he
normally would from sources dealing fire
damage. Additionally, the subject takes a-8
penalty on any Fortitude saves made to resist the
effects of cold, extremely cold, and severely cold
weather. For more information on cold dangers,
see the Pathfinder Roleplaying Game Core
Ru/ebook.

Application: If the subject fails his
Fortitude save, healso suffers 2<16 points of fire
damage, in addition to the nOflllill effects.

GHFRIlJM
Market Price }o.ooo gp
CREATION

Requirements Craft (alchemy) 9 ranks. Heal 9
ranks; Craft DC 28; Cost 10,000 gp
APPUCATION

Prerequisites Constitution 15
Infusion Heal DC 23; Fort DC 19
EFFECI'S

This potent charcoal-colored substance
increases the bulk and general physical prowess
of the subject, turning him into a virtual
behemoth. With his body so transfonned, the
subject can stay in the fight longer and oudast
his opponents. Such strength is not without its
disadViintages, however, and the subject is
slowed somewhat by his transformation.

Benefit: The subject gains +2 hit points per
Hit Dice he possesses. Further, he gains a +4
alchemical bonus on all Fortitude saves. Finally,
his increased mass grants him a +2 bonus to
combat maneuver checks as well as to his CMD.

Drawback: The subject's body mass slO\\lS
him notably, and he moves at only half his
movement speed. He also suffers a -2 penalty to
AC, attack rolls, initiative, and Reflex saves.

(,()II~lII\'IU~l

Market Price 72,000 gp
CREATION

Requirements Craft (alchemy) 12 ranks,
Spellcraft 12 ranks; Craft DC 30; Cost 24,000 SP
APPUCATION

Infusion Craft (dlchemy) DC 24, Hed! DC 26,
Spellcrafl DC 22; Fort DC 18
EFFEC1'S

This potent alchemical liquid suffuses the
subject's bodywith magical radiation that grants
the subject complete irrununityto the most
powerful of magical spells. TIlls radiation reacts
differently to different intensities of magic,
hO'\\o~r, and actually increases the effect ofless
powerful spells on the subject. This infusion has
a telltale effect, causing the subject's eyes to
appear as solid silver, with no irises or pupils.
Anycharacterwho sees the subject's eyes, and is
familiar with goliminium (a IX 15 Craft
[alchemy] or Knowledge [arcana) check)



immediately recognizes this symptom.
Benefit: The subject is immune to all spells

of 7th lewl or higher that are subject to spell
resistance.

Drawback: The subject suffers a -4 penalty
on saving throws made to resist the effects of
spells ofJfd lewl or lower. Further, if the subject
possesses spell resistance, that spell resistance
does not apply to spells ofJfd lewl or lower.

Application: The Spellcraft check merely
activates the infusion once it is already in the
subject's body. If this check fails (regardless of
how much it fails by), the infusion remains inert
in the subject, having no effect. Another attempt
can be made to activate it once ewry 24 hours.
The subject still makes his saving throw when
the infusion is first applied, but it does not begin
working until after he has succeeded on the
saving throw and the Spellcraft check has been
completed. The Spellcraft check does not affect
the subject's Fortitude saw.

INFERI\:ITF.
Market Price 40.000 Bp
CREATION
RequIrements Craft (alchemy) 8 ranks or
Spellcraft 8 ranks; Craft DC 25; COSI 1),000 gp
APPLICATION

Prerequisites Constitution 10

Infusion Heal DC 19; Fort DC 14
n·FECTS

This potent alchemical substance
transmutes the subject's blood, altering his
physiology to produce great amountsofheat
internally, and so be more resistant to cold. lbi.s
alteration has the unfortunate side effect of
making him more vulnerable to o,'erheating.

Benefit: The subject is immune to cold
damage. AdditionaIly, the subject is immune to
the effects ofcold, extremely cold. and severely
cold weather. For more infofllliltion oncold
dangers, see the Palhfinder Rolepl<lying

Imoto: • c.~ Stocl< Photo lD<.



Core Rulebook.
Drawback: The subject is vulnerable to fire

damage. and takes 1.5X as much dalll3ge 3S he
normally would from soUrcesde31illg fire
d3mage. AdditioIlillly, Ihe subject t3kes a-8
perWty on any Fortitude s.wes lIIilde to resist the
effects of~ry hot conditions, severe he3l, 3nd
extreme bedt. For more inforl'Ililtion on he3!
dilIlgt'IS, _ the Pdthlinder Rolepldying G<lme
Core RuJebook.

Appliation: If lhe subject: fuils his
Fortitude SiI\-'t!. be also suffers 2d6 points of cold
diUIlil8l", in addition 10 the notll'W1 effects.

IltH<;HIOOIl

Market Price 2l,000 sp
CREATION
Requirements Craft (.:lIchemy) 9 ranks,
Knowledge (religion) 5 r,lnks: Craft DC 25; Cost
7.000 gp
APPLICATION

Prerequisites ConStitution 11

Infusion He;/,l DC w. Spellcraft DC u; Fort D<

'7
EITECTS

This mixture is obYiously not the blood of3

lich, .:IS such creatures rarely h.we any such
ftukls. InstNd, it isa concoction that ttansforms
the su~'sblood and OIhervit.al fluids,
suffusing them ~ith negath't! energyand
affecting a profound change in the subject.

Bmefit: The subtect is now healed by
nega~energy, .:IS though he were 3n unde3d
crea~. Further, he now registers 35 3n unde3d
crea~ for the purposes of spells such as detect
undl"dd, and similar effects. This also causes
most unintelligent undead to ignore the subject,
.:IS they-do nOl view him as living. The subject
does nol gain any of the other benefits of being
unde3d nor can hebe turned or commanded 35
though he were unde3d..

Drawback: The subject is now h3rmed by
posiliwenergy as though he were unde3d.

Appliation: The Spellmft check merely
3ctiv3tes the infusion once it is already in the
subject's body. If this check fails (reg3rdless of
how much it fails by), the infusion remains inert
the infusion is first applied. but it does not
begillWOrking unlil after he has succeeded

on the SolVing throw 3nd the SpeUcraft check h.ls
been completed. The SpeUcraft check does not
Mfect the subject's Fortitude save.

IITIUM

Market Price 10.000 Sp

CREATION

Requirements Craft (alchemy) 5 ranks; CTolft
DC 20; COS! 6,000 gp
APPLICATION

Prerequisites Strt'ngth 11

Infusion Heal DC 1]; Fort DC I]

EfFECTS

This potent aichemicalliquid infuses the
muscles of the subject, making them lither and
nimbler, and~ his manual. dexterity. By
making the muscles more quick and flexible,
1xM~, it robs them ofsome of theirJ>O"'o'U

Bmefit: 1he subjed gains a +'f alcbemic.al
bonus to his Dexterity score.

DRwback: 1he subject suH"en a -'f pell3lty
to his~ SCOn'.

\101 TORlll\l

Market Price 50.000 gp
CR'ATION
Re-quirements Craft (alchemy) 13 rankS: Cr3(t
DC ]0; COS! :W.OOO gp
APPLICATION
Infusion He31 DC 25; Fort DC w
EFFECTS

This highly dangerous substance, one
transfused, al.lers the subjed's vital. organs,
binding with them.:md subswning them until
they resemblequic~versions of themselves.
With minimal. effort the subject can I1lO\'t' his
organs ilrotllld within his body
neilI'-instant3neously, 3nd without impeding
their function.

Bmefit: When~rthesubject would be hit
by precision damage (such asa rogue's sneak
3Ita.ck). or 3 criliC31 hit, he may, as an inunediate
3clion, negate the exl:r3 damage by rearranging
his vit31 org.:ms in 3 more beneficial way.
However, doing so imposes a -'f penalty on any
Fortitude saves he IIIilkes for the next hour,
during which time his org3ns are reorienting
themselves. The subject C31llot use this ability



again untillhe hour has passed and hisorgans
are fully reoriented.

Drawbaclc: The subject suffers a permanent
-.2; penalty to his Constitution score.

,\OLTRILTS
Muket Price 16,000 IW
eRUTION

Requirements Craft (alchemy) 5 ranks; Craft
DC .2;} Cost 5.000 gp
API'IJCAnON

Infusion Heal IX 13; Fort DC 11
£FrEOS

This alchcmicallllixtun- causes the
subjecr's body to produce its awn nutrients,
negating the need to eat ordrink. This
unfol"tUnately causes the subject's digestive tract
to fail, preventing him from consuming food,
drink, or other substances.

Benefit: The subject does nor need toeat or
drink, and is immune to the effects of starvation
and dehydration.

Drawback: The subject is incapilble of
eating any food or drink, and cannot gain the
benefits of magical food or drink, including
potions and elixin. The only exception to this is
an alchemist's extracts, \\-iUCh the alchemist can
instead create to be an ointment, or inject
directly into his bloodstream.. Only extracts can
be alternately applied in this way: anything else
that would nonnally requin- ingestion is
unUS<lble.

PURITr
Markrt Price 1s.ooo IW
CREATION

Requirements Craft (<ilcnemy) 8 ranks, Heal 8
ranks; Cr<ift DC .2;5; Cost U,OOO gp
APPUCATION

P~requisitcsConstitution 1.2;
Infusion Heal DC 18; Fort DC 10

U'FEOS

This potent alchemical substance flows
through the subject's veins, instantly purging
him of any impurities. This unfol"tUnately
extracts a toll on his body's natural ability to
ward off infections and resist other maladies of
the body.

Benefit: The subject gains immunity to all
diseases and poisons, as well asa +4 bonus to
Fortitude saves made to resist the harmful effects
drugs and alchemical items. Combined \\-ith the
penalty to Fortirude S<l\~ below, this results in a
total bonus of U OIl <my fortirude 5aW5 made to
resist the harmful effects ofdrugs and
alchemical items.

Drawbaclc: Thesu~ suffen a ~.2; penalty
on all Fortirude s.Ne5.

RfPIU,"';

Markel Price 60,000 gp
CREATION

Requirements Craft (alchemy) I) ranks. Heal 6

ranks; Craft DC 35; Cost .2;0,000 gp
APPLICATION

Prerequisites Constitution u
Infusion Heal DC .2;5; Fon DC.6
EFFEcrs

This potent a1chelnical substance gives off
trace amounts ofpositivt' energy, suffusing the
subject's bodywith it and allowing him to
recover from injuries at a rapid rate. This low
lem ofpositive energy leaves the subject more
vulnerable to damage from a variety of energy
'YP"'-

Benefit: Ewry hour, the subject heals a
number of hit points equal to twice hi!; Hit Dice.

Dnwback: The subject gains vulnerability
to electricityand vulnerability fO fire.

\ORtFRFR·S 81 oon
Millrket Price w,OOO gp
CREATION

Requireme.nts Craft (alchemy) 5 ranks,
SpeUcraft 8 ranks; Craft DC 17; Cost 6,000 IW
APPLICATION

Infusion Heal DC w, Spellcraft DC .2;5; Fon DC

'1
EfFECTS

This polent alchemical substa~ is only
partially made of the blood ofa sorcerer, and
contains a number of other alchemical
ingredients which help to harness its power. It
emp<m'l'fS the subject's blood with a
quasi-magical ability to enhance the power of



any spells he casts, although this potency comes
at a price, and reduces the subject's ability to
resist both physical and mental ailments.

Benefit: The saving throw OCsof all spells
the subject casts are increased by +1.

Drawback: The subject suffers a -}. penalty
on all saving throws.

Application: The Spellcraft check merely
activates the infusion once it is already in the
subject's body. If this check fails (regardless of
how much it fails by), the infusion remains inert
in the subject, having no effect. Another attempt
can be rnade to activate it once every 24 hours.
The subject stiIlrnakes his saving throw when
the infusion is first applied, but it does not begin
working until after he has succeeded on the
saving throw and the Spellcraft check has been
completed. The Spellcraft check does not affect
the subject's Fortitude saw.

TOHMIUI\1

Market Price 14.000 gp
CREATION

Requirements Craft (alchemy) 5 ranks; Craft
DC 20: Cost 7,000 gp
APPLICATION

Prerequisites Dexterity ll.

I.nfusion Heal DC 17; Fort DC 13
EFFECTS

This alchemical cocktail ofvarious reagents
and vitamins is designed to infuse the subject's
muscles with incredible po\,'er, greatly
increasing his strength. It does have a
side-effect, though, as the increased muscle
mass makes the subject slO\\"t'r and more clumsy.

Benefit: The subject gains a +4 alchemical
bonus to his Strength score.

Drawback: The subject suffers a -4 penalty
to his Dexterity score.

VITIUS
Market Price 18,000 gp
CREATION

Requirements Craft (alchemy) 9 ranks.
Spellcraft 4 ranks; Craft DC 28; Cost 6,000 gp
APPLICATION

Infusion Heal DC u; Fort DC 15
EFFECTS

This potent alchemical liquid infuses the
subject's body,lying dormant until it comes into
contact with death magic, to which it reacts
violently bydiffusing the energy in a painful, but
generally nonlethal fashion.

Benefit: The subject is inunune to death
effects.

Drawback: Whenever the subject would
normally suffer from a death effect, he instead
takes 'fd6 points of damage.

Serums

Serums are potion-like substances that can
have dramatic effects on creatures that use them.
Unlike potions, however, serums must be
injected directly into the user's bloodstream,
typically through a device such as a serum
injecror(see below).

Further, unlike potions, multiple doses of
serums can have cumulative effects, mt'dlling
that a character who uses large quantities of
muscle serum will have a greater increase to his
Strength score than a character who uses only
small quantities. Each serum will have a table
that lists its effect based on the number ofdoses
that are currently affecting the user.

Note that in order for serums to have this
kind ofcumulative effect, the doses must all be
taken in succession.



lfa characlergoes for a full round without
receiving further serum, any serum taken after
thai will not stack with Ihe previous serum. Also
note thai each successive dose of serum
increases medu~tionof the serum's effect by
one round (foreumple, Gorthan the Destroyer
l.,lkesol dose ofmuscle serum, which ,,"ould
norm<llly h.,l,"eol dur.,ltion ofone minute. He
spends the nelit liI'e rounds injecting fi\1!' more
doses ofserum. 'J"hesedoses incre.!se the
eKecti\-eness ofhis serum, and also a·tend the
dur.uion ofits effect by Ih-e rounds, giving him
the full minute after he isdone injecting the
serum. If, after nine rounds, he decides to injea
more serum, lhis newserum ..'OU!d not Sldek

wid! the previous serum. would not inc:red$e the
pt'eviousseromSelfe.cln'efles5, and ..'OUld not
CJltend the previousserumsdurollion).

A chacacter C<lIl only benefit from one~
of serumat a time. JC a character is injecled ~ith

hro diffenmt kinds of serum, the type ofserum
th.u he has more doses ofcurrently in him takes
precedent. JC both serums are tied for the
Dumbel- ofdoses, the serum thai was injected
more rect'Dtly rakes precedent. Unless a specific
serum's description indicates 10 theconlrary, all
serums~ a duration ofone minute. Crearure
thai arr immune to poison are also immune 10

the effects ofserums.

Most serums also contain a dra"'back or
other negam.l? side-effect, which may occur only
al higher doses. Unless a specific: serum's
description indkales 10 the contrary, these
drawbacks begin as soon as the serum'seffect
does, and end when lhe serum's effect ends.
Unless otherwise note, drawbacks do not Slack:
simply-use the highest relevant drawback.

Serum Injedor

While serums can be applied by use ofa
needle, they must be injecled directly into the
bloodstream in order to beeffectivt>, and so most
users of serums rely onlhe serum injector, a
wondrous item designed toautomatkally inject
serums and other alchemical substances directly
into its user's bloodstream.

SfRll\1I~lr(TOI{

Aura faint universal; CL 51h
Slot belt; Price 1,1.50 gp: Weigh! Sibs.

CON~TRUcrION

Requirements Craft Wondrous hem, unsun
seIVanl; Cost 61.5 gp
DESCRIPTION

lhis item isa sort ofbelt, which is lined
with small, metal vials, I'dCh ofwhich is
connected toa long, flexible rube. These rubes
all com=ge inlOa single, larger rube, which ends
ina large, gleaming needle. Though ill serum
in;ecror can be used to injecl porions, elixirs, or
other magical or alchemical liquids thai woukl
normally be imbibed, its primary role is to in}ect
its",~wirhserum (see Serums, below).

The belt contains a lotal of10 smalI met:al
vials, e.Kh ofwhich can hold a single porion,
dim, or dose ofserum. The 'belt" portion of the
serum injector is ....urn around !he .....aist, while
the neffiIe is inserted inro the base of the neck
(inflicting u4 points of piercing damage .....hen
fust inserted). The rubes which carry the serum
arr rel.am.l?}y smalI, and can be co~ledunder
clorhing or arrrtm, ifdesirrd. If the tube is
exposed, ir has AC U, hardness}. and 1. hit
points. A ~ced tube can easily be rep<tired or
Iq'laced, but until it is rhe serom inj«tor",ill
not be able to injecl its contents into the user,
instead spraying them useless from 5e\l?red end
ofthe rube.

As a standard action, the wurer can direct
the serom injector to begin pumping its
contents into him, at a rate ofone potion, elixir,
ordose ofserum per round; including the round
it is first activated. In subsequent rounds, the
porion or serum takes its effect at the beginning
of the wearer's tum. If the contents of the
injector's vials are different (for example, two
potions ofhe~/ing, three potions ofbull's
strength, and so on) then they are injected in
order. The wearer does nor directly choose which
vial is being injected at the time, though he can
set me order in advance by cdrefully loading the
contents of me vials in thedesired sequence.



The serum injectorcontillues to pump its
contents into the wearere.\ch round until either
the wearer stops it (a move action), or it runs out
of contents to inject.

Awareness Serum: TIlls serum heightens the
user's senses, allowing him to see and hear ill
much greater detail than normal. TIlls effect can
be somewhat disorienting. however, especially at
high doses.

Crafting Serums
Table 2-2: Awareness Serum

lbe follCM-ing serums~ presented in
alphabetical order.

Determining the amount of time it takes to
craft a serum is different than for most
alchemical. itfinS. Use the serum's value in gold
pieces, rather than silver pieces, to calculate how
long it takes to create a dose ofserum.

Any character with at least 7 ranks in Craft
(alchemy) can attempltocreate serums from
their various component ingredients. This uses
the Craft (alchemy) skill, and the DC forcrafting
a serum is IS-

Drawback
None
None
None
Sickened
Sickened
Sickened

+8 Wis -2 Con. -2 Cha
+10 Wis -4 Con, -4 Cha
·H2 Wis -1 Con, -4 Cha

Perception -+8
Perception +10
Perception "'12

Benefit
PeTC!ption +1
Perception +1
Perception ...6

5 - 6

7 9

Doses

5 -6

7 9
,~

Enlightenment Serum: This serum opens the
user's mind to the realms of possibility, and is
made primarily from herbs believed in ancient
times to grant wisdom. At higher doses, it has
deleterious effects on both the user's health and
his force of persolldlity.

Table 2-4: Enlightenment Serum
Doses Benefit Drawback

+2 Wis None
+1 Wis None
+6 Wis -2 Con. -2 Cha

5-6 --SCan -2$1r,-2Dex
7 - 9 +10 Con -4 $Ir, -4 Dex
10+ .... ,2 Can -4 $Ir, -4 Dex

Body Serum: This serum increases the user's
BldUI'illK'e and durability, allowing him to take
more physical. punishment ~ithoutdropping. At
higherdoses, it has a tBldencyto sap its user's
strength and burt their coordination.

Table 2-3: Body Serum
Dose> Benefit Drawback
I ... 2 Can NOM

2 +4 Can None
1-4 +6 Can -2Str.-lDex

Price

'jOgp
'jOgP
75gp
lOOgp

lOOgp

loogP
100 BP
100 BP
100 gp
100 BP
ISO gp

ISO gp
150 BP
150 BP
JOOgp
JOOgp
JOOSP
150 BP
500 BP
500 gp

Table 1-1: Serums By Price
S<rum
Awareness Serum
Speed Serum
Healing Serum
Body Serum
Enlightenmenl Serum
Friendliness Serum
Genius Serum
Grace Serum
Muscle Serum
Toughness Serum
FonilUde Serum
Renex Serum
Will Serum
Invulnerability Serum
Mental Mastery Serum
Physical Mastery Serum
Spell Resistance Serum
InYulnerability Serum. Unstable
Mental Mastery Serum, Unstable
Physical Mastery Serum, Unstable



Friendliness Serum: This serum makes the user
more relaxed and friendly. At higher doses, it can
be dangerous to the user's health, and mayalso
cloud the user's mind.

Fortitude Serum: This serum allows the user to
better withstand attacks against his body. At
higher doses, it can have a deleterious effect on
the user's reflexes and willpower.

Table 2-5: Fortitude Serum

Healing Serum: This serum causes the user's
body to begin a rapid healing process, mending
wounds in a very short period of time. This
requires a lot ofenergy on the user's part, and
most users are drained by the experience.

Table 2-9: Healing Serum

strength may decrease, and they may suffer from
general poor health.

Table 2-8: Grace Serum
Doses Benefit Drawback

H Oex None
+4Dex None
+60ex -1; Su, -z Con
+80ex -1 Str, -z Con
+10 Dex 4 Str. -1 Con
+IZ Dex -4 Str, -4 Con

5 - 6

7 9

Drawback
None
None
None
-I Reflex, -, Will
-z Reflex. z Will
-z Reflex, -z Will

Benefit
Fortitude +1
Fortitude +1.

Fortilude +3
Fortitude +4
Fortitude +5
Fortitude +6

Doses

5 - 6

7 9

".

Table 2-6: Friendliness Serum
Doses

3-4
5 - 6

7 9
'M

Benefit
HCna
+4 Cha
+6Cha
+8Cha
+10 enol
+IZ Cha

Drawback
None
None
-z Con, -z lnt
-1 Con, -z lnt
4 Con. 41nt

-4 Con, -4 Int

Doses Benefit Drawback
Fast healing l None, Fast healing2 None

3-4 Fast he,llinS3 None
5 - 6 F,lst healinS4 Fatigued

7 9 Fast healing 5 Fatigued
'M Fast healing 6 Exhausted

Genius Serum: This serum heightens the user's
intellect, driving his brain into overdrive. It has
been known to cause some health problems, and
also to affect the user's memory, causing
forgetfulness and general lack ofawareness.

Table 2-7: Genius Serum
Doses Benefit Drawback

+z Int None
+4lnt None
+61nl -z Con, -z Wis DR 4/- 1 Con damage

DR 5/ 3 Con damage
DR 6/- 4 Con damage'M

3-4
5 - 6
7 - 9

Invulnerability Serum: This serum hardens the
user's skin and makes him more resilient to
attacks. It is highly toxic, however, and large
doses can cause serious and lasting health
problems.

Table 2-10: Invulnerability Serum
Doses Benefit Drawback

DR II None
DR 2/- None
DR 3/- l Con damage

+8lnt -1 Con, -z Wis
+Iolnt 4 Con. 4 Wis
+u Int -4 Con, -4 Wis

5 - 6

7 9

Grace Serum: This serum increases the user's
muscle elasticity, making them more flexible,
and also heightens their reflexes. This comes at a
cost, h~r, and and at higher doses the user's

Invulnerability Serum, Unstable: This version
of the invulnerability serum is highly unstable
and incredibly dangerous to use. It actually
causes bonygrowths to erupt out of the user's
skin, like a kind of annor, making them



incredibly difficult to hann. Additionally, the
serum makes the user's body resistant to magic.

The serum is very unpredictable, however,
and while the bony growths normally crumble
and fall offafter the serum's effed has ended, in
a number of cases they continue growing until
the user is completely encased, effectively
petrifying the user. At the end of the serum's
duration, the user must succeed on a Fortitude
save (DC varies) or become permanently
petrified. In such cases, only SlOne 10 flesh, or
another cure for petrification, can help the user.
Note that users petrified in this manner continue
to possess spell resistance, and any attempt to
free them must overcome their spell resistance
first. The spell resistance fades once the user is
r........

Fort save (DC 27) or pennanently petrified
Fort save (DC 30) or permanently petrified
Fort save (DC 33) or permanently petrified

Drawback
Fort save (DC ,8) or permanently petrified
FOr! save (DC 21) or permanently petrified
Fort save (DC 24) or permanently petrified

DR 8f . SR 26, Natural armor +8
DR IOf ,SR 3', Natural annor +10
DR 'sf-, SR 36, Natural armor +.2

5 - 6

7 9

Table z-u: Invulnerability Serum, Unstable
Doses Benefit

DR 2f-, $R 11, Natural armor u
DR 4/-' SR 16, Natural armor +4
DR 6f-, $R 11, Natural armor +6

,

Table z-13: Mental Mastery Serum
Muscle Serum: TIlls serum increases the user's
muscle mass, allowing him to lift heavier objects,
and hit harder. The sudden growth is a heavy
shock to his body, htM"I'VI'r, and may also affect
his speed and coordiIldtion.

Table Z-IZ: Muscle Serum
Doses Benefit Drawback

+2 Str None

Doses

5 - 6

7 9
'M

Benefit
+lInt. Wis, Cha
u Int, Wis. Cha
+3 tnt, Wis, Cha
+4Int, Wis, eha
+slnL Wis, Cha
+6Int, Wis, Cha

Drawback
None
I damage/round
:2 damage/round
:2 damage/round
3 damage/round
3 damage/round

Mental Mastery Serum: TIlls serum greatly
heightens the user's mental faculties, making
him more sensible, charming, and generally
intelligent. It is highly tOJlic, htM"I'VI'r, and
should be taken with care, lest it prove fatal.

3-4
5 - 6

7 9

+1Sn None
+6 Sir -2 Dex, -2 Con
+8Str -:2 Dex,'2 Con
+105tr 4 DeJl. 4 Con
+'25tr -4 Dex, -4 Con

Mental Mastery Serum, Unstable: This serum
improves on the mental mastery serum, allowing
the user to reach even greater heights of mental
acuity. It is less immediately tOJlic, but can cause
serious shock as its effects end. When the
serum's duration ends, the user must succeed on
a Fortitude save (IX varies) or fall unconscious
for Id4 hours. Characters that fail the save by 5
or more die, instead.



Table 2-4-: Mental Mastery Serum, Unstable
Doses

5 - 6

7 9
'M

Benefit
+2 InL Wis, Cha
+4 Int. Wis. Cha
+61nt, Wis. Ch,l
+8Int, Wis, Ch,l
+.0 Int. Wis, Cha
H~ [nl, Wis, CIla

Drawback
Fort save (DC 18) or fall unconscious
Fort save (DC 21) or fall unconscious
Fort save (DC 24) or f,lll unconscious
Fort save (DC 27) or fall unconscious
Fort save (DC 30) or fall unconscious
Fort save (DC 33) or fall unconscious

Table 2-18: Speed Serum

Speed Serum: This serum enhances the user's
ability to move and run, incrl'ilsing his land
speed. Higher doses have an unfortunate
side-effect of sickening the user.

Doses Benefit Drawback
Land speed +10 ft. None, Land speed +15 ft. None

3 - 4 wnd speed +20 fl. None
5 - 6 Land speed +25 ft, Sickened

7 9 Land speed +30 ft. Sickened
'M Land speed +40 ft. Sickened

Reflex Serum: TIlls serum gJl'iItly increases the
user's reflexes. 1bis comes at a cost, however,
and the user is left more vulnerable to diseases,
illnesses, and mental attacks.

Table 2-17: Reflex Serum
Doses Benefit Drawback

Reflex +1 None
Reflex +2 None
Reflex +3 None
Reflex +4 ., Fortitude, -1 Will
Reflex +5 2 Fortitude. 2 Will
Reflex +6 -2 Forlitude. -2 Will

3-4
5 - 6

7 9
'M

Doses Benefit Drawback
+I SIr, Dex, Can None, +2 Str, Dex, Con 2 damage/round

3-4 +3 Str, Dex, Can 4 damage/round
5 - 6 +4 Str, Dex, Can 4 damage/round

Z 9 +5 SIr, Dex, Con 6 damage/round
'M +6 SIr, Dex, Can 6 damage/round

Physical MilSl:ery Serum: TIlls serum enhances
<ill of the user's physical abilities, making him
stronger, faster, and tougher. It is incredibly
toxic, however, and should be t<!ken with care,
lest it prove fatal.

Physical Mastery Serum, Unstable: TIlls serum
improves on the physical maslery serum,
allowing the user to reach even gre<lter heights of
physical prowess. It is less immediil.telytoxic, but
can cause serious shock as its effects end. \Vhen
the serum's duration ends, the user must
succeed on a Fortitude save (DC varies) or fall
unconscious for 1<4 hours. Chal'ilcters tha.t fail
the save by 5 or more die, instl'ild.

Table 2-15: Physical Mastery Serum

Table 2-16: Physical Mastery Serum, Unstable
Doses Benefit

+2 Str, Dex, Can
+4 Str, Dex, COli
+6 Sir, Dex, Can

Drawback
ForI save (DC 20) or fall unconscious
Fort save (DC 24) or fall unconscious
Fort save (DC ;\8) or fall unconscious

5 - 6

7 9
'M

+8 SIT, Dex, Con
+.0 Str, Dex, Can
+12 Str, Dex. Con

Fort save (DC 32) or fall unconscious
Fort save (DC 36) or falluflconscious
Fort save (DC 40) or fall unconscious



wm +1 -, Fonilude. 1 Reflex
Will.., -2 Fonitude. 2 Reflex
WiII-+6 -2 Fonitude. -1 Rene.

•

attacks. It unfortunately leaves the user more
likely to be CdUght bysurprise or affected bya
more physical assault.

Table 1;-;1;1: Will Serum
Doses Benefit Drawb.J,ck

Will ... , None
Will +2 None
Will +J None

SR 21 Sickened
SR 26 Sickened
SR J' St.1ggered

5 - 6
7-9

•

Spc'll JU,sisunce Serum: This serum renders the
user's bodyresist<U1t to magic. At higherdoses, it
has a sickening side effect, and in extreme cases
may be nearly debilitating.

Table 2-19: Spell Resistance Serum
Doses Benefit Drawback

SR 6 None
SR 11 None
SR ,6 None

Will ~rum.:This serum focuses the user's mind
and leaves them better defended agdinst mental

Toughneu Serum: This serum makes the user's
skin tougher, turning aside blows. It is relatively
benign, but at high doses can cause a sickening
feeling.

Table 2-20: Toughness Serum

laap:.e-__m.:.,,......

Price

1,500 gp
1,750 gp
1,000 gp
2.000 gp
7,000 gp
7,500 gp

400 gP
750gp
7SOgp
1.000 gp
1,000 gp
1,100 gp

Essence orNightmares
Magebane
Churning Bowels
Methuselah Sl.'rum
Alchemist's Oeath
Anti-Panacea

Table 3-1: Poisons By Price
Poison
h'ory Slug Poison
Alchemist's Paralysis
Poisoner's Friend
Hero's Bane
Mage's Friend
Bleeding Vision

Although f~ alchemists and dpothecaries
will openly admit it, the faet remains that many
who make a living in the mixing and ronrocting
ofvarious ingredients also do a brisk trade in
illicit dnd h.-mnful substances, as ",-ell. In most
cities it is illegal to makeorsell poisons, and so
most alchemists who do so are either very
secretivedbout it, or else tnake a show that their
poison is only for rats and OlherV\'mrin (dnd, in
faet, such alchemists do sell poisons well-suited
for that purposl", but also well-suited for killing
much larger targets). As such, a book on
alchemical substances wouldn'r be romplele
without at least a f~ poisons. The follawing
poisoll5 an' among the more exotic, and their
prices reflect both their power and lhe unusual
effects they can achieo.'e. 1heyan' prrsented in
alphabetical oroer.

poisoDS

Dr<lwb<lck
None
None
None
None
Sickened
Sickened

Natural armor +4
Natural armor "'5
Ndtural armor +6

Benefit
NalUr<ll <lrmor +1

N<llur<ll armor +2

NJtUfJI armor +J

Doses

•
5 - 6
7-9
,~



Al CHFMISTS Ilf,HH

Type poison, injury; Save Fortitude DC 24
Frequency I/round for 6 rounds
Effect ld4 Con damage
Cure 4 saves
Price 7,()OO gp

,\1 (. HEMIST'S I'ARA! "Sl!\
Type poison, injury; Save Fortitude DC l.l.

Frequency ./round for 6 rounds
Effect the t.lrget's movement spoeed is reduced
by.o ft. for 10 minutes. If this would reduce the
target's movement speed to 0 ft. (without
factoring in encumbrance, .lny armor the t.lrget
is wearing, etc), the targel is paralyzed, instead.
Cure 2 saves
Price 750 gp

<\t\TI-PANt\l FA

Type poison, ingested; Save Fortitude DC 20
Onset I hour; Frequency ./hour for 24 hours
Effect the Luge! loses any immunities or
resistances it possesses for I hour. This includes
resistances and immunities to ability damage,
critical hits, curses, dise.lSt'S, energy drain,
energy types, poisons, cerrain spell descriptors
and subschools, conditions (such as confused
or sickened), and so on
Cure I save
Price 7,500 gp

III HOlM, VISION
Type poison. injury; Save Fortitude DC 18
Frequency I/round until cured
Effect the target is blinded for I round
Cure 2 consecutive saves
Price 1,200 gp

{HlIRr.;IM, BO\HI S
Type poison, injury; Save Fortitude DC 21
Frequency ./round for 6 rounds
Effect I Con damage. and the target is
nauseated for 1 round
Cure I save
Price 2,000 gp

ISS(NlFOI M(,HIMAIUS

Type poison, ingested; Save Fortitude DC l.l.

Onset 8 hours; Frequency I/day for 10 days
Effe<:t the target's sleep is plagued by
nightllLlres, and he cannot rest. He l'<'gains no
hit points from resting, nor does he reg.lin
spells from resting, for 24 hours.
Cure 2 saves
Price 1,500 gp

HFROSMANI
Type poison, injury; Save Fortitutde DC 20
Frequency I/round for I hour
Effect the target suffers a cumulative -I pen.llty
on attack rolls and a cumulative 10% arcane
spell f.lilue chance
Special the effect ends immediately as soon as
the target is cured of the poison.
Cure 2 saves
Price 1,000 gp

IVORY SIl!(, I'OIS01\

Type poison. contact; Save Fortitude DC 18
Onset 1 round; Frequency I/round for 6
rounds
Effed the target is slowed, as the spell slow,
for 1 round.
Cure I save
Price 400 gp

\l,,{,IBM\[

Type poison, injury; Save Fortitude DC 18
Frequency I/round for I hour
Effect the t.lrget loses one of his highest-level
prepared spells or unused spell slots, selected at
random, as though the spell had been used.
Special char.lCfers that do not prepare spells or
have spell slots are unaffected by this poison
Cure I save
Price 1,750 gp



\!AC,'·S I RIE N[)

Type poison, injury; Save Fortitude DC n
Frequency llround until cured
Effect the target's spell resistance, if any, is
reduced by 5 (10 a minimum ofo)
Special the effect lasts for Id" minutes after the
target is cured of the poison.
Cure 2 consecutiw saves
Price 1,000 gp

\lr::THIISFI \H SFRll\l

Type poison, ingested; Save Fortitude DC 20

Onset I minute; Frequency l/day until cured
Effect the target ages 10 years.
Cure 3 saves
Price z,ooo gp

"OIS0NFR S FRII Nil

Type poison, injury; Save Fortitude DC 20

Frequency l/round for 6 rounds
Effect the target suffers a cumul<ltive -2 penalty
on saves made to resist other poisons for the
next Z4 hours.
Cure 2 saves

Price 750 SP

Wondrous I~te~nn'~s,--- _

Most scholars and wizards view alchemy as
a limited field of study, one that is almost
completely dwarfed by arcane achievement.
They point to alchemist's fire and tindertwigs,
and compare them with the sorts ofenchanted
items that a powerful wizard can create. While
it's true that most alchemists can rarely craft
anything more potent than a tanglefoot hag or a
sunrod, it isa mistake to believe that these are
the limits of the craft.

Particularly skilled and curming alchemists
can use their craft to replicate far more magical
effed, and by correctly mixing the right
ingredients-those whose properties react not
only physically and scientifically, but also
magically and spiritually-an alchemist can
catalyze reactions that arewholly magical in
nature, creating the kinds of items that one
would nonnally consider the province of
sorcerers and wizards

The following items are treated as
wondrous items in all ways except one: in
addition to the normal methods of crafting a
wondrous item (those outlined in the Pollhfinder
Ro/eplolying Came Core Rulebook), these
wondrous items can also be made using the Craft
(alchemy) skill. The infonnation fordoing so is
listed in the item's item block, under the
construction section, as Alchemical
Requirements.

Each of these items requires a minimum
number of ranks in Craft (alchemy) in order to
be crafted alchemically. A character who does
not meet this requirement is unable to craft the
item alchemically (although he can still craft it
magically, as nonnal for making wondrous
items). Additionally, the Craft DC to craft the
specific item is given, as is the cost in raw
materials made to craft the item. Unlike the
nonnal method ofcreating wondrous items,
creating them alchemically requires only 1/3 the
item's market value in raw materials.

For the most part, crafting one of these
items alchemically uses the same rules as those
for crafting other items with Craft (alchemy),
except that the amount of time it takes to craft
them is calculated differently. Instead of using
the item's value in silver pieces, use its value in
gold pieces, instead. Otherwise, the process
remains the same. Note that a character crafting
a magic item alchemically does not need to meet
the requirements listed to craft the item
nonnally (that is, the crafter does not need the
Craft Wondrous Item feat, nor acress to any
spells).

These items can be crafted either
alchemically or magically, the crafter chooses
which method he intends to use. Progress on
crafting the item one way cannot later be put
towards making the item the other way, and vice
versa: the two processes are completely different,
and don't even necessarily use the same raw
materials. That said, once the item is complete,
it functions the same regardless ofwhich
method was used to craft it. In general, crafting
items by magic is faster and slightly more
reliable, while crafting them alchemically is
cheaper.



----------------~._:_4Ji f~( .~----------------

Sidebar: What About Potions?

If there's one type of item that it seems likea chMactershould be able to craft with the Craft
(alchemy) skill, itvamld probably be potions. That said, when making this book we made a conscious
decision to tJy not to make any adjustments to the Craft (alchemy) skill that would have an impdct on
existing rules from the Pathfinder Roleplaying Game Core Rulebook. While it's true that you can use
Craft (alchemy) to craft the wondrous items found in this book, there aren't any rules here for crafting
items from the core rules. Why?

Well, to let you in on a little secret, a lot of GMs don't really like the Craft skill. It's crazy, we know,
but think about it for a second. Sure, when you put ranks in Craft (alchemy), all that you're thinking
about is how mol it is that your wizard or alchemist is spending all his free time buried in his laboratory,
surrounded bycolorful fumes and doing interesting experiments, but your GM doesn't see that. He sees
that, during downtime betv.-een adventures, you make a couple of dice rolls and then declare that you got
some things at a big discount. In someadventure5, there may not even be that much downtime, and the
GM (and the rest of the party) might be getting frustrated at the time that's being spent on crafting. And,
of course, ifyou do roleplay out the crafting, then the table's spending a lot of time on what's basically a
solo activity for you, something that may not be fun for everyone. As such, a lot ofGMs feel that Craft is,
at best, a way to get more treasure than you should nave, and, since it's not a skill they spend that much
time looking at nonnally, may feel ambushed by it.

Now, personally, we feel that the time and risk i1wolved in crafting items alchemically is enough to
compensate for the further reduction in price (down from Ih market price to 1/3), but not all GMs see it
that way, and so we don't want them to feel forced to accept that you can create potions super cheap just
because they allowed you to use something else from this book.

Now, personally, we feel that the time and risk i1wolved in crafting items alchemically is enough to
compensate for the further reduction in price (down from Ih market price to 1/3), but not all GMs see it
that way, and so we don't want them to feel forced to accept that you can create potions super cheap just
because they allowed you to use something else from this book.

That said, ifyour GM likes the idea, we recommend you go for it. As an option rule, you could
determine that in order to craft a potion alchemically, you .,..ould need a minimum number of ranks in
Craft (alchemy) equal to the potion's caster level. The DC to craft a potion in this waywould be equal to
15 + 5 per spell level (soa )I'd-level potion would be DC 30). Finally, when calculating the time required
tocraft the potion, you would use the potion's price in gold, rather than silver (though it would always
take at least one full day).

In the same fashion, you can use the rules presented for crafting .,..ondrous items with Craft
(alchemy) for items from the core rules as well. A general rule of thumb is that the required ranks in Craft
(alchemy) is equal to the item's caster level, and the DC is equal to 10 + 1.5 times the item's caster level
(rounded down). Note that only items that could conceivably be alchemical in nature should be able to
be crafted this way: dust of disappearance and salve of slipperiness are great options, but boors ofspeed
or bracers ofarmor are not. The GM is the final arbiter ofwhat can and cannot be crafted alchemically.

-------~~.--------



Wondrous Items

The following items are presented in
alphabetical order.

I\MNFSI \ DR ...ue.Hl
Aura moderate enchantment [mind-affl'(;ting]
CLmh
Slot -; Price 2,500 gP; Weight ­
CONSTRUCTION

Requirements Craft Wondrous Item, modifY
memory; Cost 1,250 gp
Alchemical Requirements Cr<ln Alchemy lJ

ranks; Craft DC 26; Cost 8}) gp
DESCRIPTION

This sky-blue liquid smells faintly ofvanilla
and comes in a tinyvial, as only a very small
portion is needed to achievl" its effect. Once
consumed, whether on purpose or accidentally,
the imbiber must succeed on a Will saving throw
(IX 20) or instantly lose their memory. The
subject retains general knowledge such as how to
walk and talk and evl"n fight or cast spells
(though they lose any prepared spells they might
have had), but cannot recall details such as their
identity, nor can they recall information about

people, places, and things they once knew. In
most, but not all cases, the imbiber remembers
the identity of important figures not directly
associated with their life, such as the name of
the reigning king, or town mayor, or a famous
questing paladin, and they retain their general
impressions ofvarious towns and cities, simply
forgetting the people and places closely
associated with them, as 'o\o"ell as their
associations with those people. The symptoms
mirror alIlllesia in nearly every way, but are
always temporary, with the subject's memory
returning once the draught is out of their system
(a process which takes 24 hours).

ARll Fie IAI I'H FROMONFS
Aura faint transmutation; CLJrd
Slot -; Price 400 gp; Weight lIb.
CONSTRUCTION

Requirements Craft Wondrous Item, eogle's
splendor; Cost 200 gp
Alchemical Requirements Cr<lft Alchemy 3
ranks; Craft DC 14; Cost '33 gp
DESCRIPTION

This clear liquid comes in many different
varieties, and when sprayed upon the wearer via



2 sp
lOOgp
150 gp
1')0 gp
ISO gp
lOOgp
lOOgp
lOOgp
lOOSP
lOOSP
lOOgp
lOOgp
250SP

1 00 gp
sooSP
soogp
600ge
ZOOBP
700 gp
750 BP
75° gp
750 sp
Boogp
BooSP
Boogp
800gp
1,000 BP
1,000 BP
I,ooogp
l,lOOgp
1.lOOgp
1.200 gp
1,2')0 gp
U50gp
1,500 BP
1,600 gp
1,800 BP
1,800 gp
2,000 Be
2,000 BP
2,000 SP
2.200 gp
2,400 BP
2,500 gp
2,500 gp

\l R\I r!\;H\~UR"

Aura faint abjur<ltion: CL 51h
Slot nolll"; Price no gp: Weight ­
CONSTRlICnON

Requirements Craft \Vondrous Item, rf'movc
blindnnslcha~: Cost 375 gp
Alchemical Requirements Craft Alchemy 5
ranks; Craft DC 1]; Cost 250 gp
DESCRIPTION

},OOO gp
),500 Sp
}500SP
5.000 gp
12,000 gp

Elixir ofTitan's Might
Ickar oflhe unnorm

This pale, grefiI Hquid reeks orpeppermint
and must be poured into lheearof the Sll~
in oroerto have its elfecl, .....ruch is to enhance
the subject's he.Iring and ability to distinguish
and interpret noise. First, aural enhanC'el'Scurt'
the user ofdeafuess, as the spell remm.'t'
blindness/dNfness. Additionally, for one hour
after using them, the user gains a +4 bonus on
Perception che<:ks, as well as a +1 bonus on
saving throws made to resist sonic effe<:ts.

<I handyspray-pumpattaehed 10 tbe bottle,
a1Iawl; him O£ her to inleraet mo~ fa\'O£alXy
....ith crealure of <I specific cre<l~ type.
ArriliciJl pheromones~ noI in fact nue
adrenal. secretions, but rather an alchemic.al.
mmpound which is designed to appeal to a
specific type ofcreatu~on a very primallevd.
Each dose of pheromones has a type associated
with il and only functions ....hen dealing .....ith a
character of the denoted type (these~ the
same selections as Ihose for the bolnewNpon
special property, so a given vial of ,lrtilici,ll
pheromones might be associaloo with
monstrous humanoids, humanoid [human),
outsider [evil], etc.). The "'-earer gains a +5
bonus on all Charisma-based checks made to

inter.lct with a member of the associated
creatUI'e type. This effect lasts for 10 minutes. A
single vial of ,lrtifici.l/ pheromones contains
enough for 6 uses.

Ointment of Stoning
Dust of Spell Turning
Vi<ll of Brul'ality

Table 4-1: Wondrous Items By Price
Item Price
Omnium
Healer's Ointment
Precision Aid
Reo,'e!er's Aid
Unguent of Indestructibility
Blinding Po....der
Oil ofAdlwr~
Sust<lining Shot
Tonic of Body
Tonic of Mind
Tonic ofNem!s
Unb~kableBonds
lnslant SU!<lm
ArtifJci<ll Pheromones
Drowsy Dr<lught
Oil of Feathers
Bolstering Vapor
Fast Frost
Warrior's Oil
Aural Enhilllcers
BOliled Spell Power
Morkhal's Reilgenl
Rre.lth of Winter
Oil of Milsking
P<lralylic Venom
Phoenix Fumes
Elixir of Energy Turning
Oil of Agelessness
W<llking Acid
Lenses ofUght Gathering
Summoning S<lhs
Unguenl ofUfe<lnd Death
M<lge's Rect)\'ery
Purifying Tonic
Elixir ofCI<lriry
Dust offot<ld~s
E"er-Burning Salts
Vemlinbane
Conslruct Essence
Elixir ofDr<lgon Health
[lixirofElven Resistance
Ghost Po....der
Oil ofAnimus
Amnesia Dr<lught
Disillusion Rod



m INDlN<, POWIHR

Aura faint necromancy; CL)rd
Slot -; Price 200 Sp; Weight lib.
CONSTRUCTION

Requirements Craft Wondrous Item,
blindness/deafness; Cost 100 8P
Alchemical Requirements Craft Alchemy)
ranks; Craft DC 14; Cost 67 Sp
DESCRIPTION

This curious purple powder is typically
contained within a small, iron cask, and can be
used as a grenade-like weapon, which can be
thrown at a range of up to 10 ft. as a ranged touch
attack which, ifsuccessful, blinds the target for I
minute.

HOI ~TERIN{, \AI'OR

Aura moderate enchantment; CL 7th
Slot -; Price 600 Sp; Weight­
CONSTRUCTION

Requirements Craft Wondrous Item, heroism
Cost)OO gp
Alchemical Requirements Craft Alchemy 7
ranks; Craft DC 20; Cost 267 Sp
DESCRIPTION

These salts, when exposed to water, give off
an invigorating Vilpor in a lO-ft.-radius cloud.
living creatures which breathe in the Vilpor are
physically enhanced so long as they continue to
breath in theVilpor. Any living creature within
the cloud gains a +2 bonus on damage rolls as
long as he remains within the cloud, and for I
round thereafter. The vapor also obscures vision,
granting a 10% miss chance when attacking an
adjacent creature, and a 20% miss chance fora
creature further away than that. A strong wind,
such as a gus/ ofwind spell, disperses and blows
away the vapor. The vapor loses its potency after
I minute.

HOlT I FI) <;!'FlI I'OWFR

Aura faint conjuration; CL 5th
Slot -; Price 750 gp; Weight ­
CONSTRUCTION

Requirements Craft Wondrous Item, Heighter
Spell or mnemonic enhancer; Cost 375 gp

Alchemical Requirements Craft Alchemy 5
ranks; Craft DC 17; Cost 250 Sp
DESCRIPTION

This deep-blue liquid hasa unique taste
and causes the imbiber's tongue to tingle as it
is consumed. \Vhen used, it can grant
additional IX'"'~r to the next spell the imbiber
casts, increasing that spell's saving throw DC
(ifany) by +1., and increasing its caster level by
2. The spell must becast within I minute of
drinking the bolt/eel spell power, or the effect
is lost.

HIH~A1 H OF \V I 1'\ fF R

Aura moderate transmutation; CL 5th
Slot -; Price 800 sp; Weight­
CONSTRUCTION

Requirements Craft Wondrous hem, slow;
Cost 400 8P
Alchemical Requirements Craft Alchemy 5
ranks; Craft DC 17; Cost 267 gp
DESCRlPTiON

This silvery liquid reacts with the digestive
systems of humanoid creatures and converts
within a single hour into a vapor which lasts
within the user's body for four hours or until
expended. After a period ofone hour and for a
period of four hours the imbiber may as a
standard action unleash a IS-ft. cone of frigid gas.
Any creature which is caught within the cone
must succeed on a DC 15 Fortitude save or be
slowed for I minute. Asingle dose provides
enough vapor for three such attacks. If the
imbiber consumes two doses of bre,Jlh ofwimer
at the same time, this increases the save DC to 18.

{ON<;TRU{ r~ F<;<;FN{ F.

Aura faint conjuration (healing); CL 5th
Slot -; Price 2,000 gp; Weight ­
CONSTRUCTION

Requirements Craft Wondrous Item,
neu/raliu poison, remove disease; Cost 1,000 81
Alchemical Requirements Cran Alchemy 5
ranks; Craft DC 17; Cost 667 gp
DESCRIPTION



TIlls gravelly, bean-like grey pellet grants its
imbiber immunity to maladies of the body. The
imbiber gaillS inununity to poisons and diseases
for 24 hours. Additionally, during that 24 hours,
the imbiber does not suffer the effects of any
poisons or diseases he is currently suffering
from. Any ability damage caused by those
poisollS or diseases remain, but heautomatically
succeeds any saving throws to resist further
effects of those poisollS or diseases during that
24 hours. If the poison or disease lasts less than
24 hours, this effectively cures the imbiber of
that poison or disease.

IlISIIII'SIOr\ ROI)

Aura moderate divination: CL llth
Slot -; Price 2,500 gp: Weight 2 lbs.
CONSTRUCTION

Requirements Craft Wondrous Item,
Irueseeing; C0511,250 gp
Alchemical Requirements Crafl Alchemy II

ranks; Craft DC 26; Cosl 833 gp
D1'.SCRIPTION

This long, specially-treated black iron rod is
fluted, and is created with ancient alchemical
traditions as a way ro combat more traditional
llliIgiC. As a standard action, a character may
makea touch attack with the disillusioll rod
against anyobject, creature, or any illusory
target. (f the attack hits, any illusion effects on
the target are ended, and if the target itself is an
illusion it is ended as v.~ll. In both cases, this
functiollS as a targeted version of the spell dispel
nJ,Jgic, except that no caster level check is
necessary. A di5i1/usion rod is consumed after 3
uses.

IlIHlWS\ IlH,\I'(,HT

Aura faint enchantmem [sll'f!p); CL 1St
Slot -; Price 500 gp; Weight­
CONSTRUCTION

Requirements Craft Wondrous Item, sleep:
COSI 2')0 gp
Alchemical Requirements Crafl Alchemy I
rank; Craft DC 11; Cost 167 gp
DESCRIPTION

TIlls emerald-green liquid becomes dear

when exposed toair. It is tasteless and scendess
by design, and can be easily slipped into food or
drink. Once consumed, the draught exerts a
powerful toll on the muscles of the subject,
causing him to tire easily. The subject must
immediately makea Fortitude save (DC 15) or
become fatigued. Additionally, targets which fail
this saving throw must succeed on a Will Sd\o~

(IX 15) whenever they perfonna strenuous
action (such as running, casting a spell, or
making an attack roll) or else fall asleep. Each
additional dose of drowsydrilUght that is
COllSumed at the same time increases the saving
throw Des by +3.

DUST OF ~.JADr\F:SS

Aura moderate enchantmem: CL 9th
Slot -; Price 1,600 gp: Weighl ­
CONSTRUCTION

Requirements Craft Wondrous Item,
confusion; COSI &10 gp
Alchemical Requirements Craft Alchemy 9
ranks; Craft DC 2): Cost 53) gp
DESCRIPTION

This shocking-pink powder causes those
who inhale it to be overcome with insane
delusiollS for a short period. TIlls mind-altering
dust is contained within a glass vial which can be
thrown at a range of 10 ft. anycreature hit by the
dust must succeed on a Will save (DC 15) or
become confused for 1d8 rounds. A second dose
llliIy be contained within the samevial, and if so,
this increases the Will Sd\o~ DC to 20.

D(JSTOF SI'F:I [ TlJRNIM.

Aura strong universal CL l)th
Slot -; Price ],500 gp; Weight ­
CONSTRucrlON

Requirements Craft Wondrous hem, spell
resistance; COSII.750 gp
Alchemical Requirements Crarl Alchemy I)
ranks; Craft DC 29; COSll,167 tip
D1,SCRIPTION

This silver-colored dust can be sprinkled
upon the user to provide him with a limited
protection against magic for a time.



Once the dust has been sprinkled on the
subject (a standard action), he gains SR 10 for
one minute. Additional doses of dust ofspell
turning may becombined to increase their
potency, and can evl"n be stored in a single bag
and applied simultaneously for ease of use. Each
additional dose beyond the first increases the SR
by ), to a maximum of SR 30 when five total
dosesareused.

FIIXIR or( IARln

Aura moderate abjuration; Cl9th
Slot -; Price 1,500 Sp; Weight­
CONSTRUCTION

Requirements Craft \Vondrous Item, break
enchantment; Cost 750 gp
Alchemical Crafting Craft Alchemy 9 ranks;
Craft DC 23; Cost 333 gp
DESCRIPTION

This doudy red liquid has peculiar healing
properties and can cure the imbiber of mental
conditions. The elixir purges the imbiber's mind
of unnatural phenomenon, restoring it to a more
natural state while providing protection against
further maladies in the inunediate future. When
the user drinks the elixir, be is immediately
cured of the confusion condition, and any
ongoing enchantment spell effects on the
imbiber are dispelled. Finally, the imbiber also
gains a +4 bonus on all saving throws made to
resist spells of the enchantment school for I

minute.

FI I XI R or URM,Or\ H [All H

Aura moderate transmutation; CL 11th
Slot -; Price ;/.,000 gp; Weight­
CONSTRUCTION

Requirements Craft Wondrous hem, form of
the dragon f; Cost 1,000 gp
Alchemical Requirements Craft Alchemy II

ranks; Craft DC ;/.6; Cost 66z Sp
DESCRIPTION

This deep crimson elixir actually contains
blood from a dragon (typically white) as well as a
number ofextracts which allow the brew to be of
benefit to humanoids. This strange as a number

of extracts which allow tbe brew to be of benefit
to humanoids. This strange compound provides
living creatures with some semblance of tbe
dragon's magical protection, replicated through
alchemy. The imbiber gains immunity to both
petrification and pdralysis for 1.4 hours. This
elixir can also be applied toa pdralyzed creature
asan oil, in which case the subject is
inunediately cured of his paralysis.

FI IXI R OF n \'FN RF SISl AN( F

Aura moderate transmutation; CL 9th
Slot -; Price ;/,.000 gp; Weight­
CONSTRUCTION

Requirements Craft Wondrous Item, alter self
Cost 1,000 SP
Alchemical Requirements Cr.lft Alchemy 9
ranks; Craft DC 23; Cost 66z gp
DESCRIPTION

This dear liquid contains the tears ofa
venerable elfas well as a number of other
reagents which provide it with its alchemical
function. The elixir itself provides the imbiber
with a semblance of the elfs natural resistances
to sleep and enchantment, replicated through
alchemy. The imbiber gains immunity to sleep
effects and to spells of the chann subschool for
1.4 bours. This elixir can also be fed to a living
creature who is asleep or under the effects of a
cb.ann spell, in which case it immediately
awakens the subject or dispels the spell effect,
but has no further benefit.

FIIXIR or FN[R(,lllJRNIM,

Aura moderate abjuration: CL 5th
Slot -; Price 1,000 Sp; Weight ­
CONSTRUCTION

Requirements Craft Wondrous Item,
protectionjrom energy: Cost 500 gp
Alchemical Requirements Craft Alchemy 5
ranks: Craft DC 17; Cost 33} Sp
DESCRIPTION

This multihued elixir offers powerful and
modular protection against common energy
attacks. Once imbibed, the wearer is protected
against acid, cold, electricity, and fire. The first



time (and only the first time) that the imbiber
would suffer acid, cold, electricity, or fire
damage, that damage is instead negated entirely.
This protedion is separate for each energy type,
so an imbiber who had expended his protedion
from fire would still be protected from acid, for
example. This protection lasts for one hour, if it
is not used before thelL

FIIXIR or TITAN S \m;HT
Aura moderate transmutation; CL 11th
Slot -; Price 5,000 gp: Weight ­
CON~TRUCTION

Requirements Craft Wondrous lIem, mass
bull's strength, or mass ca!"s grace, or mass
bear's erldurance, or mass fox's cunning, or
mass owl's wisdom, or mass eagle's splendor:
COSI 2,500 gp
Alchemical Requirements Craft Alchemy II

ranks; Craft DC 26; Cost 1.667 gp
DESCRIPTION

This liquid runs a range of hues from of
deep crimson to pale lavender, and can
dramatically increase one aspect of the imbiber
by \\o'l'akening him in others. \Vhen consumed,
the imbiber gains a +6 enhancement bonus to
the ability score ofhis choice. If this ability score
is physical (Strength, Dexterity, or Constitution)
he suffers a -2 penalty to each of his mental
ability scores (Intellegence, VVisdom, Charisma)
and if it is mental, he suffers a -2 penalty to his
physical ability scores, instead. Regardless of
which ability score is enhanced, an eJixirof
lit,m's might lasts for 24 hours.

FVFR HlIRr\IN(, SAl TS

Aura moderate evocation: CL 7th
Slot -; Price 1,800 gp: Weight­
CONSTRUCTION

Requirements Craft Wondrous Item,
pyrotechnics; Cost 900 8P
Alchemical Requirements Craft Alchemy 7
ranks; Craft DC 20; Cost 600 gp
DESCRIPTION

These bright orange salts do nothing until
exposed to an open flame, at which point they

begin to giw off incredible heat ina 2O-ft.-radius
area. Each creature that enters or begins its turn
in the area suffers:zd6 points of fire damage, and
any flammable objects which suffer at least one
point of fire damage catch fire. A successful
Fortitude save (IX: 12) halves the damage.
Everburning S<l/ts often come packaged in a glass
container which can be thrown as a weapon with
a range increment of 10 ft., and can then be
ignited by long-range fire magic or by thrown
torches. Despite their name, everburning Sd/ts
remain active for only I minute once activated.

FAST FROST

Aura moderate evocation [cold]; CL 9th
Slot -; Price 700 Sp: Weight ­
CONSTRUCTION

Requirements Craft Wondrous Item, cone of
cold; Cost 350 8P
Alchemical Requirements Craft Alchemy 9
ranks; Craft DC 23: Cost 233 gp
DESCRIPTION

This ice-blue liquid can freeze water
instantly, but is surprisingly warm when in
contact with human skin. One dose freezes 10

cubic feet ofwater in unnaturally strong ice
(hardness 5 and 2 hit points per inch of
thickness). A single inch of this ice can support
the weight of a man and horse. The ice remains
frozen for 6 hours under normal conditions, but
may last more or less time before melting
depending on the temperature.

(,HOST l'O\\o'l)FR
Aura moderate abjuration CL nth
Slot -; Price 1.,200gp: Weight­
CONSTRUCTION

Requirements Craft Wondrous Item,
Or)timogic field; Cost 1,100 gp
Alchemical Requirements Crafl Alchemy II

ranks; Craft DC 26; Cost 733 gp
DF.$CRlPTiON

This alchemical powder interacts with the
incorporeal bodies of ghosts and similar
creatures, temporarily disrupting them. This
powder may be thrown as a grenade-like weapon



with a range of 10 feet. Any incorporeal creature
hit by the powder becomes winks out, as though
it had entered an dnrimagic field, and remains
this way for Id4 rounds.

HF:AI FR"SOINTMFr\T

Aura faint conjuration (healing); CL 1st
Slot -; Price 100 gp; Weight ­
CONSTRUCTION

Requirements Craft Wondrous Item, cure lighr
wounds; Cost 50 gp
Alchemical Requirements Craft Alchemy 1
rank; Craft DC 11: Cost 33 gp
DESCRIPTION

This vomit-green oil reeks with the smells
ofvarious sterilizing agents. It has a variety of
uses, but is typically applied to wounds to ensure
that they do not become infected (and also to
promote faster healing), or else is swallowed by
the patient to combat poison and disease. A
single dose of hedler"s oinrment can be used as
part ofa Heal check to grant a +z alchemical
bonus on that check.

I( HOR OF THI IINNOIU1

Aura moderate evocation [acid. fire]; CL 15th
Slot -; Price 11.,000 gp; Weight­
CONSTRUCTION

Requirements Craft Wondrous Item, delayed
blasr fireball: Cost 6,000 gp
Alchemical Requirements Crafl Alchemy 15
ranks; Craft DC p: Cost 4,000 gp
DF.$CRIPTION

This pitch-black substance smells awful,
and was painstakingly transmuted from the
blood of a linnonn. Ichor orrhe Jinnorm is
prized by those about to fight battles they know
they cannot win, because, when consumed, the
liquid transmutes the imbiber's blood into a
deadly and volatile substance which combusts if
it stops receiving oxygen. This means that,
should the imbiber ever stop breathing (such as
by being killed), he explodes ina deadly shower
ofgore. For 1.4 hours after drinking ichor orrhe
linnorm, the imbiber gains a special death

throws attack. If he dies, then 1d4 rounds later
he explodes in a shov.-erofdeadly energy, dealing
'fd6 points each ofacid and fire damage to all
targets within 15 ft. Asuccessful Reflex save (DC
18) halves the damage. Ifdesired, the imbiber
can also trigger the explosion manually by
holding his breath for 6 rounds. This has the
same effect as above, but also deals 2od8 points
of damage to the imbiber. This damage is not
subject to damage reduction or energy resistance
ofany kind.

INSTANTSTF"-M

Aura moderate evocation; CL 9th
Slot -: Price 1.50 gp; Weight.
CONSTRUCTION

Requirements Craft Wondrous Item, wall of
fire: Cosl 125 gp
Alchemical Requirements Craft Alchemy 9
ranks; Craft DC 2r Cost 83 gp
DESCRIPTION

This }-ellow-green liquid reeks of sulfur and
reacts with ordinary water, superheating it in a
limited area in a short time. A single dose of
instant steam contains enough of the substance
to affect 5 cubic feet ofwater, causing it to chum
and froth and boil for Id4 rounds. Because of the
strange alchemical process involved, this heat
docs not spread throughout the water, but
remains contained within a single S-ft. sphere.
Anycreature that enters or begins its turn in the
affected area suffers Sd6 points of fire damage
(Reflex DC 15 for half). Each additional dose of
insrdlll sledm causes it to affect an additional 5
cubic feet ofwater, but has no other effect.

I FJ',;SFS OF I 1(,HT (,AHI FRI NC,

Aura faint evocation [light]; CL 1st
Slot eyes; Price 1,1.00 gp: Weight 1.1bs.
CONSTRUCTION

Requirements Craft Wondrous Item, lighr;
CoSI 600 gp
Alchemical Requirements Crafl Alchemy 1

rank; Craft DC 11: Cost 400 gp
DESCRIPTION



These specially-treated lenses gather in and
intensify light, allowing their wearer to see in
low-light settings with exceptional clarity. They
are typically set in goggles or spectacles, for easy
use, but sometimes are simply carried. Those
wearing the lenses can Sl'l' twice as far as they
nonnally could in settings of low light, such as
starlight or candle light. TIlls means that
creatures that already have low-light vision can
see roughly four times as farasa human in such
conditions.

M>\C,F S HF(OVFH\

Aura moderate transmutation Clllth
Slot -; Price I,Z5O gp; Weight lib.
CON~RUCTJON

Requirements Craft Wondrous Item, mage's

lucubration; Cost 6Z5 gp
Alchemical Requirements Crafl Alchemy II

ranks; Craft DC z6; Cost 413 gp
DESCRIPTION

TIlls crystallized orange syrup can be
devoured by a mage to recover a re<:ently
expended spell. Byconsuming a dose of mage's
recovery, the imbiber can instantly recover a
single expended spell or spell slot of 4th-level or
lower.

MORKHAI·S RFA(,FNT

Aura moderate transmutation; Cl9th
Slot -; Price 750 gp; Weight­
CONSTRUCTION

Requirements Craft Wondrous Item,
/ransmufe mud /0 rock; Cost 375 gp
Alchemical Requirements Craft Alchemy 9
ranks; Craft DC zr Cost .0150 gp
Df.SCRI P'TION

Invented by the dwarven alchemist Jorvic
Morkhal, this grey, metallic powder is commonly
used in alchemy to cause the transmutation of
more common earthly elements into purl' iron. A
single dose of the reagent is sufficient to tum I

pound ofearth or stone into an ounce of iron,
dissolving the rest of the transmuted stone in a

cloud of hissing stl'ilIIl as part of the process.
This reagent is only effe<:tive when used on
mundane and unworked earth, soil, or stone,
and does not function on exotic or supernatural
stone or earth, nor on worked stone (such as
brick walls or flagstone streets).

Oil Of ,\UHFIUM F

Aura faint transmutation CI. Jfd
Slot -; Price zoo gp; Weight­
CONSTRUCTION

Requirements Craft Wonderous Item, spider
climb: Cost 100 gp
Alchemical Requirements Crafl Alchemy 3
ranks; Craft DC 14; Cost 67 Sp
Df.SCRIPTION

TIlls translucent, brownish oil is mildly
adhesive, and isa favorite ofgrapplers. Those
COdting themselves with the oil gain a +4
alchemical bonus to combat maneuver checks
made to start or maintain a grapple, as weU asa
+4 alchemical bonus to CMD for the purposes of
creatures trying to escape from grapplingwith
the user. These effects last for 10 minutes after
being applied at the most, but after 5 rounds of
grappling the oil loses its effects, and becomes
worthless.

Oil OF A(,FI FSSNFSS

Aura moderate conjuration; Cl9th
Slot -; Price 1,000 gp; Weight­
CON~RUCTJON

Requirements Craft Wondrous Item,
reSforo/ion; Cost 500 gp
Alchemical Requirements Craft Alchemy 9
ranks; Craft DC zr Cost 333 gp
Df.SCRIPTION

TIlls rare and valuable oil reacts to living
matter, returning it to a marl.' youthful physical
state. Unfortunately, true eternal life remains a
mystery to alchemists, and squarely in the
province of the legendary philosopher's stone.
\Vhi.le the effe<:ts of this oil can restore
youthfulness to thesubje<:t, it cannot reverse



to vital organs or reverse the effects ofdisease or
decay. When applied to a living creature, this oil
negates the penalties to that creature's physical
abilityscoll'S that are the result of old age for 1.
hours. The alchemical r&lction caused by this oil
causes temporary weakness in the subject,
causing them to become fatigued for I minute
after application.

011 OF M\IMIJS

Aura moderate transmutation; CL 11th
Slot -; Price 1.,400 gp: Weight ­
CONSTRUCTION

Requirements Craft Wondrous Item, urlimote
objects; Cost 1,2.00 gp
Alchemical Requirements Craft Alchemy II

ranks; Craft DC 26; Cost 800 gp
Dl'.$CRIPTION

This alchemical substance is made from the
blood of a froghemoth, and can temporarily
animate any Large or smaller object it comes into
contact with. Anyobject this liquid is applied to
becomes an animated object of its size for ld4
hours. The user ofthe oil does not have any
special control over the animated object, which
has a 50% chance ofgoing berserk and attacking
everything in sight, a 1.5% chance of choosing
the first creature it sees (selected at random
from among the creatures present when the oil
ofanimus is used) as its master and loyally
obeying that creature as long as it remains
animated, and a 2.5",(, chance of remaining
motionless unless actively provoked.

011 Of HATH I ItS

Aura faint transmutation; CL 5th
Slot -; Price 500 gp; Weight­
CONSTRUCTION

Requirements Craft Wondrous Item, shrink
item; Cost 2.50 gp
Alchemical Requirements Craft Alchemy 5
ranks; Craft DC '7; Cost 167 gp
DESCRIPTION

This white-blue oil smells ofla~nderand
contains a number ofalchemical reagents which

when combined can fuse with virtually any
material and reduce its weight, temporarily.
When a character applies this oil to an object or
creature, that object or creature has its weight
reduced by1/2 for 24 hours.

011 OF MASKIN(,

Aura faint abjuration; CL. 5th
Slot -; Price 800 gp; Weight­
CONSTRUCTION

Requirements Craft Wondrous Item,
nondetection ; Cost 400 gp
Alchemical Requirements Craft Alchemy 5
ranks; Craft DC '7; Cost 1.67 Sp
DESCRIPTION

This milky-white oil serves as a soothing
balm for rashes, and also has the ability to block
certain kinds of magic spells. The subject of this
oil gains immunity to all fonus of divination
magic for I hour. Divination spells which do not
offer a saving throw, and which do not directly
target the oil's target, are unaffected.

OIr\TM F:NT (IF STON 1M.

Aura moderate transmutation; CL. 11th
Slot -; Price 3,000 gp; Weight­
CONSTRUCTION

Requirements Craft Wondrous Item,flesh to
stone; Cost 1,500 gp
Alchemical Requirements Craft Alchemy II

ranks: Craft DC 26; Cost 1,000 gp
DESCRIPTION

This thick black ointment allO\\lS even
thoroughly mundane characters access to the
medusa's dreaded gaze through the magic of
alchemy. The ointment contains a special
reagent which interacts with humanoid eyes,
altering them temporarily on a fundamental
level. A living crl'ilture can apply the ointment to
his eyes as a standard action. The subject ofthe
ointment may then, as a standard action, focus
his gaze upon a single living creature within 30
ft., who must succeed on a Fortitude sa~ (DC
18) or be petrified. A creature petrified in this



way may make a newsaving throw each round at
the SilIIle DC. On a success, they are no longer
petrified. A petrified creature remains petrified
until they succeed on their Silve, but the
ointment only grants the user the ability to
petrify creatures fond6 rounds after it is
applied.

Aura moderate conjuration; CL 9th
Slot -; Price l. gp; Weight 1 lb.
CONSTRUCTION

Requirl'ml'nts Craft Wondrous Item, major
creation; Cost 1 gp
Alchemical Requirements Craft Alchemy 9
ranks; Craft DC 2); Cost I gp
DESCRlPTION

This highly-prized substance isa small,
black stone with flecks ofgold, though its arcane
properties make it far more valuable than that
metal. Omnium possess a unique alchemical
property which, allow it to fufill the roll of any
costly or non-costly material component in a
spell, such as ruby dust ora diamond. In the
case of costly material components, theamount
of omnium used must beworth at least twice the
value of the material component it is replacing,
as omnium is a somewhat weak, ifwry general,
substitute. Omnium cannot be used to replicate
an arcane or divine focus.

PAR\I YTI( VENOM

Aura moderate necromancy; CL 7th
Slot -; Price 800 gp; Weight Ilbs.
CONSTRUCTION

Requirements Craft Wondrous hem, poiso'!;
Cost 400 gp
Alchemical Requirements Craft Alchemy 7
ranks; Craft DC 20; Cost 2&, Hp
m:'SCRIPTION

This dangerous alchemical substance is
extracted from the venom glands of centipedes,
and treated with special reagents to make the
venom more effective. This vial ofdear liquid
can be thrown asa grenade-like weapon with

a range increment of 10 feet. Anycreature hit by
the pdmlyric: venom is stunned for one round
unless they succeed on a Fortitude save (DC 2.4).
Creatures that are immune or resistant to poison
are equally immune or resistant to this effect.

puon,lx FL'MF:S

Aura faint evocation [fire]; CL ]rd
Slot -; Price 800 gp; Weight ­
CONSTRUCTION

Requirements Craft Wondrous Item, burnin9
hands; Cost 400 gp
Alchemical Requirements Crafl Alchemy]
ranks; Craft DC 14; Cost 2&, Bp
D1'.SCRIPTION

This small glass vial is filled with a dull
orange gas, when brought into contact with air,
ignites in a brilliant conflagration. A vial of
phoenix (umesmay be thrown as a ranged touch
attack with a range increment of 10 ft. On a
successful hit, it deals Sd8 points of fire damage
tool single target. A successful Reflex Silve (DC
IS) halves the damage.

PRF( ISI()r\ AID

Aura faint divination; CL]rd
Slot -; Price 150 gp; Weight­
CONSTRUCTION

Requirements Craft Wondrous Item, true
strike; Cost 75 gp
Alchemical Requirements Craft Alchemy 3
ranks; Craft DC 14; Cost 50 Bp
DESCRIPTION

---Imoto: • c... _ Photo Inc. IpoWIIoft



This pale, honey colored-cake tastes
vaguely chalky, but can be consumed to improve
the accuracy of the next attack the imbiber
makes, granting a +2 bonus on the next attack
roll he makes within the next minute.

l'liRIFl IN{, TONI<.

Aura faint conjuration (heal ing); CL 5th
Slot -; Price 1,250 gp; Weight­
CONSTRUCTION

Requirements Craft Wondrous Item, neutalize
poison; Cost 61.5 gp
Alchemical Requirements CrJft Alchemy 5
ranks; Craft DC 17; Cost 417 gp
DESCRIPTION

This alcltemical elixir is an improved
version of basic anti-toxin, and quickly purges
the imbiber's system ofanything unnatural.
This elixir immediately ends the effects ofany
diseases, poisons, potions, magical foodstuffs, or
other consumed substances. In the case of
poisons and diseases, any ability damage already
dealt by the poison or disease remains. A
purifying tonic has no effect on anyspells or
spell-like abilities that may be affecting the
imbiber, nor does it affect curses. Both hannful
and beneficial effects are ended in this way, and
the imbiber cannot select whiclt effects are
ended and which aren't.

RF:\ 1::1 FR'S Alf)

Aura faint transmutation; CL ]rd
Slot -; Price ISO gp; Weight­
CONSTRUCTION

Requirements Craft Wondrous Item, purify
food and drink; Cost 75 gp
Alchemical Requirements CrJft Alchemy]
ranks; Craft DC 14; Cost So Sp
DESCRIPTION

This ocean-blue substance counters the
effects of many substances which alter the mind
and body, most notably alcohol. Thosewho
consume this handy draught are unaffected by
alcohol for 8 hours. Additionally, during that
time, the imbiber gains a +2 alchemical bonus

on saving throws made to resist the effects of
poisons and other consumed substances (such as
drugs, hannful alchemical effects, etc.).

SlJMMOr\IM, S,\I TS

Aura moderJteconjurJtion (summoning); CL
9,h
Slot -; Price 1,200 gp; Weight ­
CON:>TRUCfION

Requirements Craft Wondrous Item, summon
monster V; Cost 600 gp
Alchemical Requirements CrJft Alchemy 9
ranks; Craft DC 1.); Cost 400 Sp
D1oSCRIPT10N

These grey salts shimmer with shades of
deep blue and black, and smell strongly of brine.
They react with a special reagent (included in
the price) to create a misty vapor, whiclt
interacts with certain kinds of magic, increasing
their potency. When exposed to the reagent, the
salts createa to-fl.-radius cloud ofVilpors which
enhance any spells of the summoning subschool
cast within the cloud. First, any spell of the
sununoning subschool cast within the fog is
automatically extended, as the metilIIlilgic feat
Extend Spell. Second, any creature sununoned
by a spell of the sununoning subschool within
the cloud gains 2 temporary hit points for each
Hit Dice it possess. The cloud persists for I

minute once the reaction is started.

SlJSTAIr\IN(, SHOT

Aura faint conjuration (creation); CL 5th
Slot -; Price 200 Sp: Weight­
CONSTRUCTION

Requirements Craft Wondrous Item. create
food and drink: Cost 100 gp
Alchemical Requirements CrJft Alchemy 5
ranks; Craft DC 17; Cost &7 gp
DESCRIPTION

This shot-glass-sized beaker contains a
silvery liquid whiclt is virtually indistinguishable
from mercury. Unlike true quicksil....er, however,
this draught is not poisonous, but rather
provides nourishment and comfort to sustain life
fonns in extreme situations.



The imbiber of this liquid gains a number
of related benefits after consuming it. First, the
imbiber need not edt or drink for the duration of
the sustaining shot's effect, as the draught
provides a day's worth of nutrition in a single
llimdy shot. Secondly the shot remains in the
blood stredm constantly, providing oxygen and
other essentidlelements, obviating the need for
the subjed to breathe so long as the draught
remains in his system. FlIldily, the draught
strengthens the resilience of muscles dfld bones
to withstdfld even extreme-pressure
environments such as the deep ocean or vacuum,
granting a +4 bonus on Fortitude Sdves made to
resist the effect of such environments. Each of
these effects lasts for 24 hours after the
sustaining shol is consumed.

SUSlaining shots are somewhat addictive,
dfld once the effects of the sustaining shot wear
off, the imbiber goes into a slight withdrawal. If
he does not consume another dose of sustdining
ShOl, he is fatigued for I hour per consecutive
day he had consumed a SUSldining shot.

TON I( OF limn
Aura faint transmutation; CL )rd
Slot -; Price 200 8P; Weight­
CONSTRUCTION

Requirements Craft Wondrous Item,
resistonce; Cost 100 gp
Alchemical Requirements Crafl Alchemy)
ranks; Craft DC 14; Cost 33 gp
Di,SCRIPTION

This flat, chalky liquid provides the imbiber
with increased resistdflce to physical maladies
dfld ailments. The imbiber gains a +2 bonus on
Fortitude Sdves for I hour. Multiple doses of this
tonic do not stack, and taking more than one
dose at a time results in the imbiber being
sickened for I minute.

lONI( OF MINI)

Aura faint transmutation; CL 3rd
Slot -; Price 200 gp: Weight­
CONSTRUCTION

Requirements Craft Wondrous hem,
resistance; Cost 100 gp
Alchemical Requirements Crafl Alchemy 3

ranks; Craft DC 14; Cost 33 gp
DESCRI PTiON

This bubbling effervesent liquid provides
the imbiber with incredsed mental fortitude and
a resistance to aSSdults against their mind. The
imbiber gains a +2 bonus to Will SdVl'S for I hour.
Multiple doses of tonic of mind do not stack, and
taking more than one dose at a time results in
the imbiber being sickened for I minute.

TONI( OF NFRVFS

Aura faint transmutation; CL )rd
Slot -; Price 200 gp: Weight­
CONSTRUCTION

Requirements Craft Wondrolls Item,
resistallce; Cost 100 gp
Alchemical Requirements Craft Alchemy 3
ranks; Craft DC 14; Cost 33 gp
DESCRIPTION

This sinunering, spicy liquid provides the
imbiber with the ability to respond to danger
with preternatural speed. The imbiber gains a +2

bonus on Reflex saves for I hour. Multiple doses
of this tonic do not stack, and taking more than
one dose at a time results in the imbiber being
sickened for I minute.

UNIIIUAK \111 F 1I01'\I)S

Aura faint enchantml'nt CL 5th
Slot -; Price 200 8p: Weight 2lbs.
CONSTRUCTION

Requirements Craft Wondrous ltl'm, hold
person; Cost 100 gp
Alchemical Requirements Craft Alchemy 5
ranks; Craft DC 17; Cost 67 gp
DESCRIPTION

These alchemically-created manacles
function like masterwork manacles, except that
they are more difficult to break or escape from.
They are more durable than !lonnal masterwork
manacles, increasing the DC for the Strength
check to burst them to )1.. They also have a
hardness of u, dfld 1.0 hit points. The alchemical
treatment also makes the inside of the manacles
grip the bound creature marl' tightly, incredsing



the IX for the Escape Artist check to slip out of
the manacles to 40. Water hasa disastrous effect
on the unbreakable bonds, however, and if they
are exposed to a sufficient amount of liquid, they
weaken considerably: the DC foran Escape
Artist check to escape is reduced to 25, the IX
for a Strength check to break them is reduced to
15, their hardness is reduced to 6, and they have
only 5 hit points.

ilN(, ENT OF II'\I)ESTlW( TlllII In

Aura moderate transmutation; CI. 1st
Slot -; Price 150 gp; Weight­
CONSTRUCTION

Requirements Crilft Wondrous Item. mending
Cost 75 gp
Alchemical Requirements Craft Alchemy I

rilnk; Craft DC u: Cost 50 gp
Dl'.SCRIPTlQN

This iron-grey oil smells strongly ofchrome
metal, and supematurallystrengthens objects it
is applied to. Unguent orindesrrucrabilicy
doubles the hardness ofanyobject it is applied
to for the next 24 hours. If the unguent is
applied to a living creature, or ilnything that
does not have hardness, it has no effect.

IIN(, lJ FN r or II FF ANI) DE "-TH

Aura moderate conjuration; CI. 9th
Slot -; Price I,ZOO Sp; Weight­
CONSTRUCTION

Requirl'ments Craft Wondrous Item,jUlse
liftor hide from undead; Cost 600 gp
Alchemical Requirements Craft Alchemy 9
ranks; Craft DC 2); Cost 400 gp
DESCRIPTION

This bright yellow liquid contains a healthy
amount of bonemeal, and seems to shift color
from sickly to vibrant depending on the light.
This oil is favored by creiltures both living and
dead and is often utilized by alchemists who
employ undead guardians to provide a nasty
surprise for those employing trilditional tactics
against the undead. Ifused on a living crl'dture,
that creature is hl'dled by negiltive energy for one
hour. If used on an undead creature, that

creature is healed by positive energy for I hour.
In both Cil5eS, the subject is still also healed by
whatever energy type would nonnally heill it.

VERMINIIANE

Aura moderate abjuriltion; CI.11th
Slot -; Price 1,800 gp; Weight­
CONSTRUCTION

Requirements Craft Wondrous Item,
antipathy; Cost 900 8P
Alchemical Requirements Craft Alchemy II

ranks; Craft DC 26; Cost 600 gp
DESCRIPTION

This bright green liquid is a powerful
chemicill pheromone which insects find
repulsive. While the substance is ineffective
against giant vermin (size Tiny or Luger), it is
quite useful ag<tinst ordinary-sized bugs. A vial
of verminbane is enough to coat a to-ft. square
area, which will CilUse mundilne insects to avoid
that area for one month beforea new dose of
verminbane is required. Additionally,
verminbane is usually stored in a glass vial that
can be thrown as iI Wl'ilpon with a range
increment of 10 ft. If it hits a vermin with the
swarm subtype, that creature must succeed on a
Fortitude save (IX 24) or instantly disperse.
Even if it succeeds on the Fortitude save, it still
takes Jd6 points of daIlldge as some of the
individual vermin flee, and the creature will not
enter a la-ft. -square area centered around where
the verminbane hit if it can possibly avoid doing
00.

VIAl OF IIRI 'TAIITY
Aura moderate transmutaion; CL 11th
Slot -; Price J,500 gp; Weight 1 lb.
CONSTRUCTION

Requirements Craft Wondrous Item, rage;
Cost 1,750 gp
Alchemical Requirements Craft Alchemy II

ranks; Craft DC 26; Cost 1,167 gp
DESCRIPTION

This bright-red liquid smells strongly of
citrus, and dramatically increases the imbiber's
strength, but also causes him to lose restraint
and attack wildly, possibly at the expense of his



allies. The imbiber gains a +8 bonus to his
Strength score for IdlO rounds. For the duration
of the vial's effects, the subject must attack the
nearest living creature each round ifable, or
move as quickly as he can towards the nearest
Living creature he can see if he cannot reach a
target to attack.

WAI KIN(, Allll
Aura moderate conjuration [acid]; Clgth
Slot -; Price 1,000 gp: Weight 1 lb.
CONSTRVCI"iON

Requirl'mcnts (r<lft Wondrous Item, cloudkill
Cost 500 gp
Alchemical Requirements Craft Alchemy 9
ranks; Craft DC 23: Cost 333 gp
DESCRIPTION

This jet-black, tarry substance is highly
caustic in nature and is attracted to living
matter. These grenade-like weapons are
contained in specially treated. glass bottles which
can be thrown asa ranged touch attack with a
range increment of 10 ft. Once exposed to air, the
acid quickly expands to take up a 5-ft. square,
and moves towards the nearest living creature of
Small size or larger at a rate of 10 ft. per round.
Wheneverthe acid first comes into contact with
a creature (whether by being hit by the acid as a
grenade-like weapon, or the acid moving into
the creature's square, or the creature moving
into the acid's square), and at the beginning of
any round in which a creature is in contact with
the acid, that creature takes 2d6 points of acid
damage. Once exposed to the air, the acid
persists for Id6 rounds before it loses its acidic
properties and hardens into a chalky black dust.

WARRIOIf~OII

Aura faint transmutation; CL 5th
Slot -; Price 700 gp: Weight ­
CONSTRUCI"iON

Rl'quirl'mcnts Craft Wondrous Item, greater
magic weapon; Cost 350 gp
Alchemical Requirements Craft Alchemy 5
ranks; Craft DC 17; Cost 233 gp
Df.SCRlPTiON

This dark-tan oil gives offa faint warm
sensation when applied., and must be rubbed
upon thearrnsand eyes of the subject in order to
be effective. Properly applied, it enhances
muscle strength and hand-eye coordination. The
subject gains a +1 bonus on attack rolls and a +z

damage bonus on damage rolls made with
ranged or meleev'ieapons (including natural
attacks) for the next 5 rounds. Multipledoses of
wdrrior"s oil stack, however, the duration of the
effect is not increased, and each of the doses
ends its effect 5 rounds after the first dose was
applied., lessening the effective duration ofeach
successive dose.
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