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Potions and Liquids

Potions are magical elixirs that when drunk, or sometimes applied, will provide

fire for 10 minutes or 4 combat rounds (doesn’t effect
equipment.

supernatural benefits to the user for a (generally short) period of time. They are Deﬂecuon T The user is surrounded by a magic aura th%t N 37
usually sold at alchemist or magical shops (or a Mage’s Guild) but can sometimes %xve all'prOJectxles thatbcome nearthemiaigipenaltyltolhit
make their way into the hands of general stores and merchants, likely for a higher Of 2 mINueEs or 2 combat round§. .
price. Lu'ck — The user gains a +2 any time they roll the die for 5 No 50
Stacking Potions (Using more than one and Miscibility) minutes or 3 combat rounds.
The usual price and effect of potions (and other, potion-like liquids) is listed below. ..
If two potions are mixed either by drinking them too closely together, or pouring Other Liquids ..
them into each other from flasks, the player who did so will roll 1Dzo, on the roll of Name and Effect Tralu}ug L
a 1, roll percentile dice (2D10). On a 100: the effect of one potion becomes permanent - . . Required
(within reason, a potion of healing will only heal after a time, and will not prevent Poison — Takes. eﬂ'ect after 1 round. ansons 2 Yes 0
death), on a 2-9g: nothing happens, and on a 1: there is an explosion, dealing damage character for 1 injury per round or minute and -2 to
to all around, and killing the character if they drank it. endurance. .
If two different potions are consumed at the same time (assuming a nothing happens Holy Wat'er — Deals an Injury to any undead per Ve »
result above) then they both will take effect for their allotted duration. If two of the tgituel wiell i eah el e it e et
same potion are consumed at the same time, nothing additional happens (the curse forz hour: . .
bonuses and duration do not double. Acid — Deals 1 injury to whoever it was splashed on Yes 13
per round until removed or 4 rounds have passed.
Name and Effect Training Cost If one was hit directly r'oll a D6 and compare to
Required their armor rating. If higher deal a serious injury.
Healing — Revives a downed character, removes one No py Alch'emists Fire — Sets a character or area on 'ﬁr.e for  Yes 18
injury, or makes a severe injury an injury. 15 minutes or L‘,’rounds of com'bat Deals one injury
Strength — +2 bonus to strength attribute for a combat No 20 per roun'dA Conall bz Ui O Wlth, water.
session or 1 hour Lamp Oil — When thrown and lit will set a No 6
Night Vision — See in the dark for 2 hours No %0 character or area on f{rc? for 10 minutes or 3 combat
Speed — Movement speed increased, and can perform 3 Yes 25 r(?un'd& Will deal on yury per round.
actions or 2 attacks for 5 rounds of combat or 15 minutes. quux'd Stangles . Oy ErEpomiEs i expos'ed O 9
Antidote — Cures Poison (Does not heal) No 30 to air anfi wxll’ create a cloud of a smoke-like
Water Breathing — Allows the user to breathe underwater ~ No 20 substan'ce' injaizo’diameter aroundichefarea, .
for 1 hour T?anqulhze‘r‘ - If’l,lsed' on a needle (blowggn) point  Yes 1
Wake — Relieves 2 days of sleep deprivation or No 15 will put o “sleep” animals at a rate ‘,)f 1 munute per
automatically rouses a character from the sleep spell 100 Ibs, t0 2 max or 800 Ibs. over which I will bave
Levitation — Allows the user to levitate and move up to 6 Yes 25 no effect. Any an{mal less than 8o Ibs. will be l,ilHEd
e el i el e TS (generally) in less than a minute. Those put to sleep “{111 be
Fire Breath — On their next exhale the user will breathe =~ No 28 ro'use—able but drowsy'after' half an hour, minus a
out a 15ft cone of fire, catching anything flammable it minute for every solbs it weighs.
touches on fire (and dealing 1 inju er round) and . . . .
dealing one injury if it hits a c%eaturé v Po'tlou Ingredlguts/ Making Potlons N . .
s Milras — e ot e &0 |0 ezl e o, g % W1z'ards and druids who' have the “alchemy spﬁcml ab1l'1ty can attempt to make
o e e ey s, T & snes @ s ponons.. To do so they will need to hfwe a collection r?f vaFlous glass vess'els: beakers,
until doing so) tubes, vials, bottles, etc. and a s?lecno'n of the 'mate'rlals ll'sted below. Since potions
Mind Reading — Allows the user to “read the mind” of ~ No 36 are more magic t'han' they are mgredlents'vanous {ngredl'ents can be used for the
someone they touch for 1 minute. (What they find might same potion, bu't it will be more difficult w1:h fewer i,rlgred}ents.' '
not necessarily be understandable or what they're looking To create a potan 'a player m}lst ha\'re the “alchemy” special ability, g135§ vessels to
for.) prepare am'i seal it in, a set of ingredients, the' succeed on a know'ledge ?kl“ check to
Bioluminescence — ‘The users skin will glow in the dark  No - deFerm1ne if they can create 1t,'and a craft skill check to prepare it. If either of these
srm] i (aern i [5o seom, el 6ee £ o frdics §k1ll checks are fa}led a potion is not made: The following Fable shows how
o e i) (e s o ingredients and potion powerfulness affect the difficulty of these skill checks:
iiﬁel?pgo ticsze;)ea:lil?iﬁ?rZES:gfi be effective) The rarger  No o Factor Knowledge Difficulty  Craft Difficulty
Forgetfulness — The drinker forgets immediately what  No 25 NT dient (Base 1) (Base 1)
they were doing at that moment, and is competent but ;of{ngred{en s >
generally forgetful for 1D6 hours. 3" of ingrecients =
Shrinking — The user becomes 1/Droth of their size (r will ~ No 40 A o mgred;er'lts ; o
increase to 2, 00 is 10). Or 1/10" if the user drinks 2. Elsitennz e ienvllise 2
Animation — Cures a character affected by the petrify ~No 150 (cost on Char,t above)
sl For every 5 51l'ver above 15 +1
Reanimation — Will bring a dead character whose body is ~ No 4,000 For every 15 silver above 15 A
mostly intact back to life. (requires blessing by gods) .
Rage — The drinker will have gain +a strength, +2 No 1 Ingredients
8 e - & | 3 Wolf’s Bane Mandrake
endurance, and the ability to ignore 1 injury for 10 dstool Hawks Feath
minutes (or 4 combat rounds), during which time they T'oa st00 awis Feather
will be unable to discern friend or foe and not be able to nyerwort vl i
make a decision beyond whether or not to break Nightshade Ag'ave Pulp
something. iaffroz BDlr 1elc{1bFrog Leg
. . . . avender ackberries
I;:rvi‘,:irve gﬁf ilrl:rre:;llt}%:ilrn “;;;:lr‘i(?cie; LZE?Z thing they  No » Bpne Meal (Ground Butcher Leftovers) Hemlock Root
Grow — When poured will cause whatever plant matter it ~ No 24 P1gs Ear ('Mushroom) Cloudberries
touches to grow 10 cubic feet in 1 minute (for 1 minute). Ofl of prkenard 2258
Cure Disease — 1 disease the user has will be (randomly)  No 30 Oil of Peppermint Hops
cared. Rosewater Thyme
Sight — The user will be able to “see” 30’ in front of them  Yes 21 Sharks Tooth Eucaliiptus
regardless of any effects for 2 minutes or 2 combat rounds. Bear/Claw Socalleile
Fire Resistance — The user cannot be injured by heat or  No 22, Quartz Crystal Blood
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