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The alchemist studies the magic inherent in the natural world, es-
pecially the elements of air, earth, fire and water. These elements
are the building blocks of everything in nature and by learning
everything about them the alchemist slowly unlocks the greatest
secret of all: the knowledge that the universe is present in the
smallest particle of every object, that all things are one.

The Alchemist Character

Minimum Scores: Str 3, Dex 9, Int 9, Wis 3, Con 9, Cha 3
Hit Die Type: d6 (max 10)

Alignment: Any

Experience Bonus: None

Armor/Shield Permitted: Leather or Studded Leather
Weapons Permitted: Club, dagger, dart, oil, sling
Weapon Proficiencies: 2 +1 every 4 levels

Penalty to hit for non-proficiency: -3

Weapon Specialization: N/A

Alchemist Class Abilities

Identify Potions/Oils/Poisons: At 1% level the alchemist has a
75% chance +5% per level to identify potions, poisons or oils.
The alchemist can do this in complete safety, identifying the char-
acteristics of an unknown substance using smell and the way a
few drops affects various substances, changing color and so forth.

Mixology: The alchemist is a skilled transmuter and nowhere is
this talent better displayed than his ability to mix potions effec-
tively. By mixing two potions, the alchemist has a 50% chance
+5% per level to change them into a single new potion of his
choice. If this check fails, the alchemist rolls on the potion admix-
ture table.

Note however that the alchemist has not actually drunk the po-
tions, which renders some results on the admixture table moot.
Most of the results should be applied whenever possible however.
For example, if the roll on the potion admixture table results in
both potions working normally, then they might not mix at all, but
separate like oil and water in the beaker.

This ability is more art than science and because potions can be
brewed in a variety of ways for the same effects, the alchemist
must roll every time. Combining two potions of healing success-
fully into a potion heroism does not mean the alchemist will get
this result every time.

Formulae: At 1%t level the alchemist has gained a working famil-
iarity with basic chemistry and can create one of the following
types of substances: acids, poisons or medicines. Formulae can
only be prepared under proper conditions.

At low levels this means in a laboratory, typically only found in
cities, though the characters might come across a usable labora-
tory anywhere during their adventures.

At 7t level and above the alchemist is skilled enough to create
formulae anywhere as long as he has access to fire and a pot to
brew his creation in.

Brewing formulae takes 1 hour plus 10 minutes per dose the
character wishes to create. It requires special components that can
either be purchased (the costs are detailed below) or scrounged.
Scrounging components can be done anywhere, as alchemists are
notoriously resourceful and inventive but it requires a good deal
of time, typically one hour per sp cost of the formulae’s compo-
nents.

At 34 level and then at 6™ level the alchemist learns a new
branch of formulae meaning he will eventually be able to make
acids, poisons and medicines.

Acids: Acids cost 10 sp per vial to prepare and come in three vari-
eties: flesh-eating, metal-eating and stone-eating. Each of these
acids is described below.

Flesh-eating: A single dose of flesh-eating acid can damage
leather armor, worsening its armor class by 1 until the armor is
repaired (requiring 30 minutes and costing 20 sp). Alternately, it
can damage a living target, inflicting 1d6 damage +1 per level of
the alchemist. The alchemist can choose either of these effects on
a successful attack roll.

Outside of combat a dose of flesh-eating acid can dissolve 1
inch of organic matter per round for a number of rounds equal to
the acid’s maximum damage potential (so 7 rounds at 1% level and
S0 on).

Magical armor is immune to the effects of this acid.
Metal-eating: A single dose of metal-eating acid can damage
metal armor, worsening its armor class by 1 until the armor is re-

paired (requiring 30 minutes and costing 20 sp). Against a crea-
ture composed primarily of metal this acid can inflict 1d6 damage
+1 per level of the alchemist.

Outside of combat a dose of metal-eating acid can dissolve ¥4
inch of metallic matter per round for a number of rounds equal to
the acid’s maximum damage potential (so 7 rounds at 1% level and
S0 on).

Magical armor is immune to the effects of this acid.

Stone-eating: A single dose of stone-eating acid can inflict 1d6
damage +1 per level of the alchemist to a creature primarily made
of stone.

Outside of combat a dose of stone-eating acid can dissolve %2
inch of stone per round for a number of rounds equal to the acid’s
maximum damage potential (so 7 rounds at 1% level and so on).

Poisons: Poisons cost 10 sp per vial to prepare. There are two
types of poisons: ingested and injected. Ingested poisons inflict
more damage but over time, whereas injected poisons tend to af-
fect the target immediately.

Whether or not poison has any alignment implications will be
determined by the dungeon master so discuss the views of poison
with him before practicing this branch of alchemy.

It might also be prudent to discuss implications with other party
members. Certainly rangers and druids would not have a problem
with use of poisons, but a Paladin or good Cleric might.

Ingested poisons: The victim of an ingested poison must suc-
ceed at a Poison saving throw or suffer severe cramps and muscle
pain for 1-6 hours. The victim can take no actions during this time
and suffers damage equal to the alchemist’s level each hour.



Level XP Required Hit Dice Notes
1st 0 1 Identify Potions
Mixology
Basic Formulae
2nd 1,300 2
3rd 2,600 3 Formulae
4th 5,400 4
5th 11,000 5 Potion Craft
6th 22,000 6 Formulae
7th 55,000 7 Advanced Formulae
8th 93,500 8
9th 250,000 9 Formulae
10th 500,000 10 Court Alchemist
11th 750,000 10+2
12th 1,000,000 10+4 Formulae
13th 1,250,000 10+6
14th 1,500,000 10+8 Master Formulae
15th 1,750,000 10+10 Formulae
16th 2,000,000 10+12
17th 2,250,000 10+14
18th 2,500,000 10+16 Formulae
19th 2,750,000 10+18
20th 3,000,000 10+20 Philosopher’s Stone

If this saving throw is successful, the victim suffers damage
once during a 10-minute bout of nausea but is otherwise not af-
fected.

Injected poisons: Must be applied to a bladed or piercing
weapon (including an arrow). On a successful attack roll the tar-
get must make a saving throw vs. poison or suffer an additional
1d6+1 damage per level of the alchemist who made the poison. A
poisoned weapon will remain poisoned until either 24 hours has
passed or until the wielder makes a successful attack roll, deliver-
ing the poison.

Medicines: Medicines cost 10 sp per dose to prepare and come in
three varieties: balm, ipecac, and poultice.

Balms: Are curative oils or butters specifically tailored to help
against specific ailments. For example an alchemist might make a
soothing balm to aid burns for victims of fire damage.

They require a full round to apply, usually by rubbing onto any
exposed skin surfaces.

If applied before a type of damage is suffered, a balm will

remain effective for 1 hour. If the victim suffers the appropriate
type of damage during that hour, she gains a +4 bonus to any sav-
ing throw to resist and has damage reduced by one-half. So con-
tinuing the previous example, a warrior entering the lair of a red
dragon might apply a balm against fire damage before going in-
side.

A character can only have one balm applied at a time, though
she can remove a previously applied one (which is ruined) in or-
der to apply a new balm. A balm will only protect from a single
attack

If applied after the appropriate type of damage is suffered, the
victim is healed 1d6 hit points + 1 per level of the alchemist. So if
the warrior had suffered damage from fire, she could apply a fire
balm and heal some damage.

Ipecac: Are a special concoction designed to aid against in-
gested poisons or to remove the effects of an unwanted potion. If
a character has ingested something harmful, he can down an ipe-
cac and trade 1-4 minutes of nausea for whatever effects the in-
gested substance would normally cause. Note that an ipecac does



nothing to heal past damage caused by an ingested substance, so
if a companion falls over dead as a result of a poison, it’s too late
for an ipecac to do any good.

Poultice: A poultice might best be described as a medicated
bandage. Applied to an injured comrade, it can help him recover
much faster than normal, though not as fast as by clerical magic.

A poultice is applied before a character plans to rest for 8 hours
or more. If the character rests undisturbed for a full 8 hours, she is
healed 1d6 points+ 1 per level of the alchemist. If the character is
only able to rest for an hour she is healed only 1-6 hit points. If a
character’s rest is interrupted less than an hour after applying a
poultice the character heals only 1 hit point of damage.

Advanced Abilities

Advanced Formulae: At 7t level the alchemist learns advanced
formulae of one of the basic varieties he mastered during his
lower levels.

Advanced acids: Inflict an additional 1d6 points of damage (so
2d6 damage +1 per alchemist level). They can also reduce the ar-
mor class of +1 magical armor.

Advanced poisons: Can inflict instant death on a target of a
lower level (or with fewer hit dice) than the alchemist on a failed
Poison saving throw.

Advanced medicines: Heal an additional 1d6 hit points of dam-
age (so 2d6 hit points +1 per alchemist level).

Master Formulae: At 14™ level the alchemist learns the most ad-
vanced formulae of one of the advanced varieties he mastered
during his mid-levels.

Master acids: Inflict an additional 1d6 points of damage over
advanced acids (so 3d6 damage +1 per alchemist level). They can
also reduce the armor class of +3 magical armor or less.

Advanced poisons: Can inflict instant death on a target that fails
a Poison saving throw.

Advanced medicines: Heal an additional 1d6 hit points of dam-
age over advanced medicines (so 3d6 damage +1 per alchemist
level).

Potion Craft: At 5t level the alchemist can brew potions as de-
scribed under the 7t level Magic-User ability Eldritch Craft.

Court Alchemist: At 10 level a wealthy noble will offer the al-
chemist a position in his castle, complete with a fully stocked lab-
oratory for the alchemist’s use. This position will usually come
with @ minimum amount of time the alchemist is expected to
make himself available to his patron, crafting potions according to
his specifications.

A court alchemist will also attract 1-6 1% level alchemists who
seek to learn from an accomplished master of their craft.

Philosopher’s Stone: At 20™ level the alchemist has mastered the
ability to transmute one item into another. This ability is left in-
tentionally vague because the alchemist is capable of amazing
things, provided he is willing to invest the time and money into
achieving them. Immortality, restoring youth to the old, turning a
beautiful girl into an ugly crone, transforming lead to gold and
even more amazing feats are possible, though not easy, for an al-
chemist with this ability. The greater the goal, the more time and
money it will take to achieve but all things are possible for the
supremely talented alchemist.

Alchemist Saving Throw Table
Alchemists use the Thief Saving Throw table.
Alchemist To-Hit Table

Alchemists use the Thief to-hit table.

Designation of Product Identity and Open Game Con-
tent

This work is declared open content.
OPEN GAME LICENSE Version 1.0a

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, exten-
sion, 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 enhance-
ment over the prior art and any additional content clearly identi-
fied as Open Game Content by the Contributor, and means any
work covered by this License, including translations and deriva-
tive works under copyright law, but specifically excludes Product
Identity. (e) "Product Identity" means product and product line
names, logos and identifying marks including trade dress; arti-
facts; creatures characters; stories, storylines, plots, thematic ele-
ments, 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, per-
sonalities, teams, personas, likenesses and special abilities; places,
locations, environments, creatures, equipment, magical or super-
natural 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 Contribu-
tor (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 de-
scribed by the License itself. No other terms or conditions may be
applied to any Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use
this License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this
License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contribut-
ing 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 COPY-
RIGHT 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 ti-
tle, the copyright date, and the copyright holder's hame 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, inde-
pendent Agreement with the owner of such Trademark or Regis-
tered 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. ldentification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distribut-
ing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any autho-
rized 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 Li-
cense 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 governmen-
tal 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 un-
enforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast,
Inc.
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