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Brimstone Bloodline 

 
You have sulfur in your blood and a fondness  for 
acids, black powder explosives, and firearms.  You 
may have been born near a munitions factory or 
fathered by a gunslinger and suckled by a witch, but 
nothing thrills you like massive explosions.   
Class Skill: Disable Device 
Bonus Spells: Flare Burst (3rd), Pyrotechnics (5th), 
Flash Fire (7th), Detonate (9th), Cloudkill (11th), Tar 
Pool (13th), Arcane Cannon (15th), Sunburst (17th), 
Meteor Swarm (19th) 
Bonus Feats: Amateur Gunslinger, Extra Grit, 
Point Blank Shot, Far Shot, Deadly Aim, Rapid 
Reload, Improved Initiative, Quick Draw 
Bloodline Arcana: Any spell you cast that inflicts 
acid damage gains a +1 DC.   
Bloodline Powers:  Your sulfuric soul grants you 
an affinity for the sulfur element in liquid, powder, 
or gas form.   
 
Sulfuric Shell (Sp): At 1st level, you conjured yellow 
crystal bullets directly into your firearm or sling as a 
swift action.  You can create up to 3 + CHA 
modifier sulfuric shells per day.  At third level, 
these conjured bullets have the “corrosive” 
property.  At ninth level, these conjured bullets 
have the “corrosive burst” property.   
 
Corrosive Element (Ex): At third level, you gain resist 

acid 5 and you can use your CHA modifier in place of DEX for Disable Device checks. At ninth level, raise 
resist acid 10 and reduce your chance of misfire with black powder weapons by one (1 minimum).   
 
Yellow Cloud (Sp): At ninth level, you can conjure a sulfuric cloud as a swift action around you. It fills your 
personal space, gives a 20% miss chance for ranged attacks against you, and may keep vermin off (Save vs. 
Fort DC: 10 + ½ Sorcerer Level + CHA modifier negates).  At 15th level the radius of the cloud increases by 
5ft and any creature with a sense of smell must make a Fortitude save (DC: 10 + ½ Sorcerer Level + CHA 
modifier negates) or become sickened for one round on entering the cloud.  At 20th level the radius expands 
by 10ft and becomes nauseating rather than sickening.  You can summon the yellow cloud for a number of 
rounds per day equal to your sorcerer class level.    
 
Agent Orange (Sp): At 15th level, vegetation withers around you.  All conventional plants will rot to nothing 
giving creating a 5ft wide trail of brown decay everywhere you walk.  Plant creatures suffer 1d6 damage each 
time they touch you (no save).  You can use this power once per day and it lasts for a number of rounds equal 
to your sorcerer level.   
 
Toxic Avenger (Su): At 20th level, you gain the ‘acid’ subtype and immunity to acid damage. Acid creatures have 
vulnerability to water. Unless otherwise noted in the creature’s description, a water based effect or spell deals 
1d4 points of damage per spell level to a creature with this subtype.    
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The following text is the property of Wizards of the Coast, Inc. and is 
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights 
Reserved. 
1. Definitions: (a) "Contributors" means the copyright and/or trademark 
owners who have contributed Open Game Content; (b) "Derivative 
Material" means copyrighted 
material including derivative works and translations (including into other 
computer languages), potation, modification, correction, addition, 
extension, upgrade, improvement, compilation, abridgment or other form 
in which an existing work may be recast, transformed or adapted; (c) 
"Distribute" means to reproduce, license, rent, lease, sell, broadcast, 
publicly display, transmit or otherwise distribute; (d) "Open Game Content" 
means the game mechanic and includes the methods, procedures, 
processes and routines to the extent such content does not embody the 
Product Identity and is an enhancement over the prior art and any 
additional content clearly identified as Open Game Content by the 
Contributor, and means any work covered by this License, including 
translations and derivative works under copyright law, but specifically 
excludes Product Identity. (e) 
"Product Identity" means product and product line names, logos and 
identifying marks including trade dress; artifacts, creatures, characters, 
stories, storylines, plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other visual or audio 
representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, magical 
or supernatural abilities or effects, logos, symbols, or graphic designs; and 
any other trademark or registered trademark clearly identified as Product 
identity by the owner of the Product Identity, and which specifically 
excludes the Open Game Content; (f) "Trademark" means the logos, 
names, mark, sign, motto, designs that are used by a Contributor to 
identify itself or its products or the associated products contributed to the 
Open Game License by the Contributor (g) "Use", "Used" or "Using" 
means to use, Distribute, copy, edit, format, modify, translate and 
otherwise create Derivative Material of Open Game Content. (h) "You" or 
"Your" means the licensee in terms of this agreement. 
2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice to 
any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. No 
other terms or conditions may be applied to any Open Game Content 
distributed using this License. 
3. Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License. 
4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this License to Use, the 
Open Game Content. 
5. Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 
Contributions are Your original creation 
and/or You have sufficient rights to grant the rights conveyed by this 
License. 
6. Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and You must add the 
title, the copyright date, and the copyright holder's name to the 
COPYRIGHT NOTICE of any 
original Open Game Content you Distribute. 
7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly licensed 
in another, independent 
Agreement with the owner of each element of that Product Identity. You 
agree not to indicate compatibility or co-adaptability with any Trademark 
or Registered Trademark in conjunction with a work containing Open 
Game Content except as expressly licensed in another, independent 

Agreement with the owner of such Trademark or Registered Trademark. 
The use of any Product Identity in Open Game Content does not 
constitute a challenge to the ownership of that Product Identity. The owner 
of any Product Identity used in Open Game Content shall retain all rights, 
title and interest in and to that Product Identity. 
8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open 
Game Content. 
9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version of 
this License to copy, modify and distribute any Open Game Content 
originally distributed under any version of this License. 
10. Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You distribute. 
11. Use of Contributor Credits: You may not market or advertise the Open 
Game Content using the name of any Contributor unless You have written 
permission from the Contributor to do so. 
12. Inability to Comply: If it is impossible for You to comply with any of the 
terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial 
order, or governmental regulation then You may not Use any Open Game 
Material so affected. 
13. Termination: This License will terminate automatically if You fail to 
comply with all terms herein and fail to cure such breach within 30 days of 
becoming aware of the 
breach. All sublicenses shall survive the termination of this License. 
14. Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the extent 
necessary to make it enforceable. 
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