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Adelaide's Damnable Distraction

Type: Powder

Trait: Picweyn DC 26

Cost: 5,600 gp

A fine, soft green powder made from faerie
grass leaves, this concotion is quite the bane of
spellcasters everywhere. When blown into a victim's
face, he must make a Fortitude (DC 25) save or sud-
denly develop an insatiable, unquenchable void in
his mind that can only be filled by numbers. The
victim must count everything in sight, regardless of
size. Each round he attempts to use a skill, attack or
peform any mental or physical action that requires a
d20 roll, he must first make a Will save (DC 23) ar
otherwise be too distracted with his numerations ito
follow through. Normal everyday functions such as
eating, talking or even going to the toilet are also
interferred with to such an extant that it literally
becomes impossible for the victim to live normally
while under the influence of the concoction.

This insidious powder's effect lasts for 3 hours.
Victims are characterized by an inability to pay
attention to anything, ever-roving eyes, twitchy fin-
gers and an immediate fascination with the next
thing that grabs their attention, especially if has
countable attributes.

Baird's Bug Breeze

Type: Inhalant DC 19

Trait: Birr DC 17

Primary Damage: 1d3 Str

Secondary Damage: 1d3 Con

Cost: 48 gp

The bug breeze is a toxic gas that works only
against the vermin creature type. It comes in a wood
cylinder that has been sealed with pitch ~ when lit
and thrown, it bursts open within 2 rounds, releasing
the gas out to a diameter of 10 ft. All vermin caught
within the cloud must make the appropriate
Fortitude saves or suffer from poison damage.
(While not vermin, per se, driders are also suscepti-
ble to this poison and those who fail their saving
throws take double damage.)

Byron B. Baird, the famous herbalist, invented
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many recipes and concoctions in his day.
Unfortunately, this one wasn't among his most
famous and for many centuries the knowledge on
how to make it had been thought lost. Recently,
though, the concoction has resurfaced in the West,
where massive bug infestations have been breakin
out, threatening to subsume the humanoid popula-
tions living there.

Brine of Submersion

Type: Potable

Trait: Lungwort DC 20

Cost: 400 gp

An anise- and seaweed-derived potion that
looks, smells and tastes like seawater. When
imbibed, a character grows a pair of gills under his
arms over the next 2 rounds. These gills let him
breathe underwater as per the spell water breathing
cast by a 6th-level Sorcerer but with twice the dura-
tion. Additionally, the character gains the Scent spe-
cial ability similar to sharks and other water-breath-
ing predators, usuable only when his newly grown
gills are submerged.

If a character's gills are fully visible, he
receives a -2 penalty to Charisma checks when de
ing with land-based creatures, and a +2 bonus to
Charisma checks against to sea-based creatures.

Dragon's Doom

Type: Infusion DC 40

Trait: Dreamstyre (Poison), Wormscourge DC
40

Primary Damage: 5d6 Dex, 3d6 Str

Secondary Damage5d6 Con, neutralizes
breath weapon

Cost: 26,200 gp

Dragon's Doom is a wickedly potent poison
that only affects dragons and their kin. It's black,
oily and rank. So rank, in fact, that a dragon can
smell it from a hundred yards away if it has been
exposed to air. The only way for it to affect a drag-
on is for it to be injected into its bloodstream. Once
this happens the damage inflicted on it is great,
indeed. First, the dragon becomes sluggish and



weak. Next, the poison attacks its nervous system,
forcing the dragon's lungs to expand to the point of
bursting and making it extremely difficult to
breathe. A side effect of the secondary damage is
that the dragon becomes incapable of using its
breath weapon for 10 rounds. While not a true
nervine, the poison is nonetheless extremely effec-
tive.

Dragon's Doom is made from dragonflower
heart resin and spriggan tree bark. As might be
expected, dragon's really don't appreciate herbalists
making it or adventurers using it. Those who do
eventually come to regret it terribly ~ slow torture
and an agonizing death are just the beginning ofthe
punishments in store for the guilty party.

Glimmershim

Type: Inhalant

Trait: Dreamstyre DC 17

Cost: 12 gp

This resembles any other blossom taken from
the dead men's bell plant. However, the key differ-
ence is that it has been awakened. The flower rapid-
ly disintegrates when crushed, becoming a fine
aerosol that hangs in the air for 2 rounds. After a
character inhales the mist his body begins to shim-
mer slightly, making it difficult for others to focus
clearly on him. Melee attacks against a character
affected by this concoction receive a -1 penalty,
while ranged attacks receive a -2 penalty. This lasts
for 1 round per Con modifier point possessed by the
character, with a minimum of 1.

A side of effect of glimmershim is that the
imbiber becomes colorblind for 14-hours following
its use. It may not be used again with any effect
until the blindness from the first dose dissipates
entirely.

Hoof & Claw

Type: Potable

Trait: Euphoric DC 27

Cost: 38 gp

Orc and centaur herbalists and brewmasters
have made this pomegranate wine for centuries. It's
a deep orange-red in color and smells heavily of the
fruit from which it is derived. When consumed by a
member of either race, it not only intoxicates
(imparting a -4 circumstance penalty to all physical
actions that require a d20 roll, such as skill checks,
attacks, etc.), it also gives the imbiber a limited
ability to fly with clumsy maneuverability. In all
other respects, the effect is similar to the fly spell
cast at 6th-level. If an imbibing character makes a

successful Fortitude save (DC 25), then the circum-
stance penalty is reduced to -2 and the duration of
the fly effect is halved.

Creatures from other races who drink Hoof &
Claw are affected normally by the wine's alcohol
but not its magical side-effect.

Slaim Y Augur

Type: Special

Trait: Heallac DC 24

Cost: 144 gp

This is an oak concoction brewed from the
tree's bark after it has been dried in the sun for
almost two weeks. It looks like nothing more than
handful of pale wood chips. However, when thrown
into a patch of green slime the concoction can actu
ally neutralize its corrosive properties. The chips
require 5 rounds to work as they convert the slime
into a harmless, but extremely pungent, gas that di
sipates gradually over a period of two days.

Stinson's Nightdrake Soap

Type: Salve

Trait: Achebane, Spinewrack DC 29

Cost: 1,040 gp

Made with mandrake leaves and nightshade
petals, nightdrake soap is a heady, potpourri-scented
soap can not only e used to keep a character clean
but also to protect her from level drain attacks typi-
cally inflicted by undead and infernal creatures. If
used once per day, a character may make her
Fortitude save to remove negative levels immediate-
ly rather than waiting the required 24-hours.
Additionally, she gains a +2 enchantment bonus to
her saving throw roll. Failing her Fortitude save still
has the normal consequences.
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