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9 AlchemicAl BomB 
Discoveries
Sometimes rules supplements read like the world-
setting bible of frustrated novelists. While solid 
world-building is a useful skill, you don’t 
always need four paragraphs of flavor text to tell 
you swords are cool, magic is power, shadows 
are scary, and orcs are savage. Sometimes a 
GM doesn’t have time to slog through a page of 
history for every magic weapon. Sometimes all 
that’s needed are a few cool ideas, with just enough 
information to use them in a game. Sometimes, all 
you need are bullet points.
#1 With A Bullet Point is a line of very 
short, cheap PDFs each of which 
gives the bare bones of a set of 
related options. It may be 
five spells, six feats, eight 
magic weapon special 
abilities, or any other 
short set of related rules 
we can cram into about a 
page. Short and simple, 
these PDFs are for GMs 
and players who know 
how to integrate new 
ideas into their campaigns 
without any hand-holding, 
and just need fresh ideas 
and the rules to support them. No in-
character fiction setting the game world. 
No charts and tables. No sidebars of 
explanations and optional rules. Just 

one sentence of 
explanation for 
the High Concept 
of the PDF, then 
bullet points.

#1 With A Bullet Point
one iDeA. one PAge. one DollAr.
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the high concePt: 
New alchemist discoveries for 
alchemists focusing on bomb-throwing.

BomBArD
Prerequisites: Alchemist 4, 
Explosive Missile, Infusion
Benefit: As a standard action, 
the alchemist can infuse a single 
arrow, crossbow bolt, or one-
handed firearm bullet held by an 
adjacent ally with the power of 
his bomb. The ammunition retains 
this power for 1 round/level, or 
until discharged. When the infused 
ammunition hits its target, it deals 
damage normally and detonates 
as if the alchemist had thrown the 
bomb at the target. If the explosive 
missile misses, it does not detonate 
but is still considered discharged.

Dye BomB
Benefit: All creatures that take 
damage from a dye bomb, or fail a 
saving throw against it, are marked 
with a brightly-colored dye (or 
a color selected by the alchemist 
when the bomb is thrown). Washing 
has no effect for the first 72 hours 
(though magic can erase the dye), 
but it fades completely after 2 
weeks. A creature marked by a dye 
bomb takes a -10 penalty to Stealth 
checks (and the DC to track it with 
Survival is reduced by 10) for a 
number of rounds after exposure 
equal to the alchemist’s level.

elementAl BomB
Prerequisites: Alchemist 4, one 
of the following discoveries: acid 
bomb, concussive bomb, frost 
bomb, or shock bomb
Benefit: The alchemist can cause 
any bomb that would normally deal 
fire damage to instead deal acid, 
cold, electricity, or shock damage. 
To use this ability to deal acid 
damage, the alchemist must have 
the acid bomb discovery. To use it 
to deal cold damage, the alchemist 
must have frost bomb discovery. To 
use it to deal electricity damage, the 
alchemist must have the shock bomb 

discovery. To use it to deal sonic 
damage, the alchemist must have 
the concussive bomb discovery.

The alchemist cannot use this 
discovery with the acid bomb, 
concussive bomb, frost bomb, force 
bomb, or shock bomb discoveries. 
The alchemist can, however, 
combine it with other bomb-
modifying discoveries, allowing 
him to create an elemental breath 
weapon bomb that deals cold 
damage, or a stink bomb that deals 
sonic damage, rather than all the 
alchemist’s bombs using a discovery 
marked with an *asterisk being 
restricted to dealing fire damage.

gAs BomB
Benefit: A gas bomb does not 
explode, instead it just covers an 
area in thin alchemical gas. A gas 
bomb may either deal nonlethal 
damage, or no hit point damage, 
selected by the alchemist when 
the bomb is thrown. A gas bomb 
retains any other effect (such as a 
smoke bomb’s fog cloud effect, or a 
stink bomb’s stinking cloud effect).

glitterBomB
Benefit: The bomb covers all 
creatures within its area (including 
targets of splash damage) in a 
cloud of golden particles, visibly 
outlining invisible things for 1 
round/level. Creatures in the area 
may make Reflex saves (DC = 10 
+ 1/2 the alchemist’s level + the 
alchemist’s Intelligent modifier) to 
reduce the duration of the glittering 
effect to 1 round. All within the 
area are covered by the dust, which 
cannot be removed, and continues 
to sparkle until it fades. Any 
creature covered by the dust takes 
a -40 penalty on Stealth checks.

lAughing gAs BomB*
Prerequisites: Alchemist 8, Smoke 
Bomb, Perform (comedy) 1 rank.
Benefit: A bomb of this type acts 
as a smoke bomb, but deals no hit 
point damage. Creatures exposed to 
the bomb’s smoke area must make a 
Fortitude save (DC 10 +1/2 alchemist 

level + alchemist Int bonus) or burst 
into laughter as if affected by a hideous 
laughter spell. Unlike hideous laughter, 
a creature affected by this bomb may 
attempt a new saving throw to end 
the effect every round as a full round 
action that does not provoke attacks 
of opportunity. Targets of a different 
creature type than the alchemist do 
not gain a +4 bonus to their saving 
throws against laughing gas bombs, 
unlike hideous laughter. This is a 
mind-affecting, poison effect.

PersonAl immunity
Benefit: The alchemist takes no 
damage or harmful effects from 
his own bombs. If a bomb creates 
a cloud or other effect that reduces 
visibility (such as with the smoke 
bomb), the alchemist’s vision is 
affected normally.

remote DetonAtor
Prerequisite: Alchemist 10, 
delayed bomb (APG)
Benefit: When the alchemist creates 
a delayed bomb, rather than choosing 
in advance how many rounds after 
the bomb is released it goes off, the 
alchemist may detonate the bomb 
as a move action. The alchemist 
must either be connected to the 
bomb (such as by a fuse, rope, cord, 
or wire), or have line of sight to the 
bomb to detonate it. Another creature 
moving the physical connection to 
a remote detonated bomb also sets 
off the bomb. A delayed bomb set 
with a remote detonator can last up 
to ten minutes per alchemist level 
without being detonated before 
becoming inert. It still counts against 
the alchemist’s limit of one active 
delayed bomb at a time. In all other 
regards it acts as a delayed bomb.

volAtile BomBs
Benefit: The save DC of any bomb 
the alchemist makes is increased by 
+1.
*Only one bomb discovery marked 
with an asterisk can be added to 
any specific bomb.
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