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What is an Alchemist?
The alchemist is a scholar and scientist. Alchemists are not 
combat experts; brewing potions and making drugs and 
poisons is where they excel.

Class Basics
Attribute Requirements INT 13, WIS 13

Prime Requisite Wisdom

Races Human

Hit Die d6 (max 9)

Alignment Neutral

Weapons No two-handed, no magic swords

Armour None heavier than chainmail

Attack Progression As cleric

Saving Throws As fighter

Attribute Requirements
Analytical thinking and intuition are what an alchemist 
needs. An alchemist requires minimum Intelligence and 
Wisdom scores of 13.

Prime Requisite
Wisdom is the alchemist's prime requisite.

Races
Only humans can become alchemists.

Table 1: Alchemist Experience Progression
Level XP Hit Dice Title

1 0 1d6 Student

2 1,500 2d6 Cleric

3 3,000 3d6 Scribe

4 6,000 4d6 Pedant

5 12,000 5d6 Savant

6 25,000 6d6 Scholar

7 50,000 7d6 Philosopher

8 100,000 8d6 Magnus

9 150,000 9d6 Alchemist

10 300,000 9d6+1 Master Alchemist

11 450,000 9d6+2 Master Alchemist

12 600,000 9d6+3 Master Alchemist

13 750,000 9d6+4 Master Alchemist

14 900,000 9d6+5 Master Alchemist

15 1,050,000 9d6+7 Master Alchemist

16 1,200,000 9d6+8 Master Alchemist

17 1,350,000 9d6+9 Master Alchemist

18 1,500,000 9d6+10 Master Alchemist

19 1,650,000 9d6+11 Master Alchemist

20 1,800,000 9d6+12 Master Alchemist

Hit Die
The alchemist uses the d6 to determine his hit points and 
can gain a maximum of nine hit dice at level nine. Every lev-
el thereafter, he gains an additional hit point (see Table 1).

Alignment
Alchemist are always Neutral. They live to brew potions 
and do research and do not concern themselves with the 
struggle between Law and Chaos.

Weapons and Armour
Alchemists can wear any armour that is no heavier than 
chainmail. Furthermore, they can use any weapon except 
for two-handed weapons and magic swords of any kind.

Attack Progression
Alchemists have the same attack progression as clerics (see 
Table 4).

Saving Throws
An alchemist's saving throws progress as those of a fighter 
do (see Table 3). Alchemists receive a +2 bonus to rolls 
against poison and non-magical paralysation.

Special Abilities & Traits
Alchemical Skills
The alchemist has a number of skills he can use at will. Each 
skill has a certain chance of success based on the alche-
mist’s level. Whether or not the alchemist uses a skill suc-
cessfully is determined by rolling 1d100. If the roll is equal 
to or lower than the target number, the attempt succeeds. Af-
ter an attempt to use a skill, it is assumed that the alchemist 
tried his best. Thus, he cannot try again right away. He may 
make another attempt later at the game master’s discretion. 

Detect Poison: This allows the alchemist tell whether an item 
is poisonous, a creature is venomous or a character has 
been poisoned.

Neutralise Poison: This skill will neutralise a poison of a 
strength up to twice the alchemist’s level. It can be used only 
once per poisoned character per poison type and will not 
resurrect a character killed by poison.

Neutralise Paralysis: With this skill, the alchemist can chan-
cel the effect of paralysis caused by a creature with up to 
twice the alchemist’s hit dice. It will not work on paralysis 
caused by devices (like wands or swords) or spells.

Neutralise Acid: The alchemist can attempt to half the dam-
age to a character that has be hit (but not killed) by acid 
during the last round of combat.

Identify Potion: This skill identifies potions. Should it be used 
unsuccessfully on a Potion of Delusion, a second roll is secret-
ly made by the game master to see whether the alchemist 
identifies it incorrectly. The alchemist can also use this skill 
to gain information on acids, alchemical compounds and 
similar materials.
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Poisons, Drugs, Acids and Potions
From level three on, the alchemist can create a number of 
alchemical materials. While he gains experience, he gets 
access to more and stronger potions. Blade venoms can be 
prepared from level five on.

Poisons: Alchemists can prepare poisons of a strength level 
equal to their own experience level. Per strength level, a 
poison costs 50 GP and one day of work. 

Drugs: Drugs work like poisons, but have twice the cost. A 
saving throw against a drug is a saving throw against poi-
son at a -2 penalty. If unsuccessful, the victim is unconscious 
for at least four hours. An hourly resurrection survival check 
is permitted to try to wake up.

Potions: A potions requires 200 GP and one week per level 
to produce. From ninth level on, an alchemist who has a 
sample of a potion can reproduce it even if he has not reach 
the experience level needed to produce a potion of that 
strength. All potions an alchemist has access to are listed in 
a separate section below. New potions are developed like 

new spells are, with a sample adding 40% to the chance 
of success.

Acids: Acids are produced in quantities of one gallon and 
cost 100 GP and a day of work per level of strength. An 
acid deals 1d6 points of damage per level of strength, with 
the maximum level being the alchemist’s level.

Read Languages
The alchemist can read any language with a 80% chance 
of success. One attempt per week per item can be made.

Read Magic
From level seven on, an alchemist can read magic and thus 
use magical scrolls. If he uses a scroll with a spell of the 
seventh level or a higher level, there is a 10% chance that 
the opposite of what is intended happens.

Saving Throw Bonus
The alchemist uses the fighter’s saving throw table but re-
ceives a +2 bonus to rolls against poison and non-magical 
paralysation.

Table 2: Alchemist Skill Progression

Level Detect Poison Neutralise 
Poison

Neutralise
Paralysis Neutralise Acid Identify Potion Known Potion 

Formulae

1 20% 10% 15% - 5% -

2 25% 15% 20% - 10% -

3 30% 20% 25% 15% 20% 1

4 35% 25% 35% 20% 25% 2

5 45% 35% 40% 25% 35% 2/1

6 55% 45% 45% 30% 45% 2/2

7 60% 50% 55% 35% 50% 3/2/1

8 65% 55% 65% 40% 60% 4/2/2

9 75% 65% 75% 45% 70% 4/3/2/1

10 85% 75% 85% 50% 80% 5/3/3/2

11 95% 85% 95% 55% 85% 5/4/3/2/1

12 100% 90% 100% 60% 95% 6/4/4/2/2

13 100% 95% 100% 65% 100% 6/5/4/3/2/1

14 100% 100% 100% 70% 100% 7/5/5/3/3/1

15 100% 100% 100% 75% 100% 7/6/5/4/3/2

16 100% 100% 100% 80% 100% 8/6/6/4/4/2

17 100% 100% 100% 85% 100% 8/7/6/5/4/3

18 100% 100% 100% 90% 100% 9/7/7/5/5/3

19 100% 100% 100% 95% 100% 9/8/7/6/5/4

20 100% 100% 100% 100% 100% 10/8/8/6/6/4

Table 3: Alchemist Saving Throw Progression
Level Wand Dragon Breath Death, Poison Petrification Spell

1 – 3 13 15 12 14 16

4 – 6 11 13 10 12 14

7 – 9 9 10 8 10 12

10 – 12 7 8 6 8 10

13+ 5 5 4 5 8
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Table 4: Alchemist Attack Matrix
Level 9 8 7 6 5 4 3 2 1 0 -1 -2 -3

1 – 2 10 11 12 13 14 15 16 17 18 19 20 - -

3 – 4 9 10 11 12 13 14 15 16 17 18 19 20 -

5 – 6 8 9 10 11 12 13 14 15 16 17 18 19 20

7 7 8 9 10 11 12 13 14 15 16 17 18 19

8 6 7 8 9 10 11 12 13 14 15 16 17 18

9 – 10 5 6 7 8 9 10 11 12 13 14 15 16 17

11 – 12 4 5 6 7 8 9 10 11 12 13 14 15 16

13 – 14 3 4 5 6 7 8 9 10 11 12 13 14 15

15 – 16 2 3 4 5 6 7 8 9 10 11 12 13 14

17 1 2 3 4 5 6 7 8 9 10 11 12 13

18 1 1 2 3 4 5 6 7 8 9 10 11 12

19 – 20 1 1 1 2 3 4 5 6 7 8 9 10 11

Item Restrictions
Alchemists can use magic versions of weapons and armour 
they are permitted to use. They can use any potion or other 
magical brew, but are otherwise restricted to magic items 
that members of all classes can use. Exceptions are wands 
or staffs that summon elementals. Furthermore, alchemists 
can control liquids from the Jug of Alchemy and the Beaker 
of Plentiful Potions. Alchemists can also use the Manual of 
the Golem.

Strongholds, Henchmen & Followers
Alchemist usually have an alchemical laboratory, but do not 
build strongholds like members of other classes and do not 
attract followers. They can hire henchmen as their financial 
situation permits.

Potions
The tables below divide the potions (and other alchemical 
substances) into six different levels. Over time, the alchemist 
gains access to more and more recipes and higher potion 
levels. Random potions can be rolled using these tables. The 
number in parenthesis behind a potion indicates the number 
of doses produced. New potions are described hereafter.

Table 5: 1st-Level Potions
Level Potion

1 Potion of Heroism

2 Potion of Giant Control

3 Potion of Animal Control

4 Potion of Water Breathing

5 Potion of Healing

6 Purification Powder (10)

7 Flash Pellets (5)

8 Dust of Sneezing (10)

9 Oil of Slipperiness

10 Tanglefoot Pills (2)

Table 6: 2nd-Level Potions
Level Potion

1 Potion of Speed

2 Potion of Levitation

3 Potion of Growth

4 Potion of Diminution

5 Potion of Human Control

6 Potion of Plant Control

7 Dust of Appearance (10)

8 Dust of Paralysation (10)

Table 7: 3rd-Level Potions
Level Potion

1 Potion of Superheroism

2 Potion of Polymorph

3 Potion of Fire Resistance

4 Potion of Extra-Healing

5 Potion of Fly

6 Potion of Clairvoyance

7 Potion of Clairaudience

8 Potion of Dust of Sneezing 
and Choking (15)

Table 8: 4th-Level Potions
Level Potion

1 Potion of Invulnerability

2 Potion of Undead Control

3 Potion of Giant Control

4 Potion of Immunization
from Lycanthropes

5 Potion of Invisibility

6 Potion of Homunculi Creation
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Table 9: 5th-Level Potions
Level Potion

1 Potion of Dragon Control

2 Potion of Gaseous Form

3 Potion of Treasure Finding

4 Dust of Disappearance (20)

5 Oil of Etherealness

6 Potion of Cloning Culture

Table 10: 6th-Level Potions
Level Potion

1 Potion of Longevity

2 Potion of Cure Disease

3 Potion of Regeneration

4 Potion of Mind Damp

Dust of Paralysation
This dust paralyses the victim for one hour unless  a success-
ful saving throw vs. poison is made.

Dust of Sneezing
This is a non-fatal variant of the Dust of Sneezing and Chok-
ing. The target must make a saving throw vs. poison with a 
-2 penalty or will sneeze for 2d4 rounds and not be able to 
do anything else.

Flash Pellet
The Flash Pellet is a small pellet that explodes into bright 
light upon being throw on a hard surface. Unsuspecting vic-
tims have a 90% chance of being blinded for 2d4 rounds.

Potion of Cloning Culture
This potion works like the mage spell Clone.

Potion of Cure Disease
This potion works like the cleric spell of the same name.

Potion of Immunization from Lycanthropes
This potion protects the drinker from contracting lycanthro-
py for a month. As it is made from lycanthrope serum, the 
drinker has a 1% chance of becoming a lycantrope after 
drinking the potion.

Potion of Mind Damp
This potion renders the drinker immune to psionic attacks 
and other psionic effects for one week. This includes spells 
such as ESP and item like Crystal Balls. The user will not be 
able to use heir own psionics or psionic devices while under 
the influence of this potion.

Potion of Regeneration
This potion lets the user regenerate one hit point per turn for 
one day. It will even regenerate hit points for a dead crea-
ture unless it was killed by fire or acid. It can also be used to 
resurrect a creature that died no more than three days ago 
provided it makes a successful system shock survival check. 
If applied daily over the course of two weeks, it allows a 
creature to regrow a severed limb.

Purification Powder
This powder makes spoiled food and drink consumable. It 
will not neutralise poisons or drugs.

New Alchemical Items
Grimoire of Archaic Alchemy
The Grimoire of Archaic Alchemy is a mysterious tome con-
taining ancient secrets of alchemy. An alchemist who stud-
ies it gains a level; a mage who does so gains 10,000 XP. 
Clerics take 7,000 XP from the book but suffer 5d6 points 
of damage after reading it. Members of other classes suffer 
2d10 points of damage.

Philosopher's Stone
This stone looks exactly like a Luckstone or a Loadstone, 
but can only be used by an alchemist. The stone has 2d4 
charges. A charge can be used to increase a research roll 
by 20% or to transmute 10,000 coin-sized lead pieces into 
precious metal. There is an equal chance of the lead becom-
ing gold or silver. A Philosopher's Stone that has any charg-
es can be used to Cure Disease once per day. This does not 
expend a charge. An alchemist who carries such a stone 
becomes immune to diseases. A Philosopher's Stone cannot  
be destroyed by heat, not even heat as strong as a dragon's 
fire. The Philosopher's Stone can be distinguished from a 
Luckstone by dipping it into molten lead, which destroys the 
Luckstone but not the Philosopher's Stone. After the stone's 
last charge has be expended, it disintegrates.
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wiz-
ards of the Coast, Inc. and is Copyright 
2000 Wizards of the Coast, Inc (“Wiz-
ards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the 
copyright and/or trademark owners who 
have contributed Open Game Content; 
(b)”Derivative Material” means copyright-
ed material including derivative works 
and translations (including into other com-
puter 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) “Dis-
tribute” means to reproduce, license, rent, 
lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)”Open 
Game Content” means the game mechan-
ic and includes the methods, procedures, 
processes and routines to the extent such 
content does not embody the Product Iden-
tity and is an enhancement over the pri-
or 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 prod-
uct line names, logos and identifying marks 
including trade dress; artifacts; creatures 
characters; stories, storylines, plots, themat-
ic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, like-
nesses, formats, poses, concepts, themes 
and graphic, photographic and other 
visual or audio representations; names and 
descriptions of characters, spells, enchant-
ments, personalities, teams, personas, like-
nesses and special abilities; places, loca-
tions, environments, creatures, equipment, 
magical or supernatural abilities or effects, 
logos, symbols, or graphic designs; and 
any other trademark or registered trade-
mark 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 prod-
ucts contributed to the Open Game License 
by the Contributor (g) “Use”, “Used” or 
“Using” means to use, Distribute, copy, 
edit, format, modify, translate and other-
wise 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 condi-
tions 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 ac-
ceptance of the terms of this License.

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

5. Representation of Authority to Contrib-
ute: If You are contributing original materi-
al 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, modify-
ing 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 Trade-
mark in conjunction with a work containing 
Open Game Content except as expressly 
licensed in another, independent Agree-
ment with the owner of such Trademark or 
Registered Trademark. The use of any Prod-
uct 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 Con-
tent 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 dis-
tributing 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 ter-
mination of this License.

14. Reformation: If any provision of this 
License is held to be unenforceable, such 
provision shall be reformed only to the ex-
tent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0 © 2000, Wiz-
ards of the Coast, Inc.

System Reference Document © 2000, Wiz-
ards of the Coast, Inc.; Authors Jonathan 
Tweet, Monte Cook, Skip Williams, based 
on original material by E. Gary Gygax 
and Dave Arneson.

Zero Edition Alchemist © 2015, Leonaru

END OF LICENSE


