THE ALCHEMIST'S LABORATORY

Here is a complete starter package for the profession:

Occupation: Alchemist
He who produces solutions in a bottle masters the essences of nature and changes fiction with chemistry.
Core skills (Spets profile)
· Alchemy Knowledge +2 (Your primary skill for brewing and harvesting)
· Survival +1 (Necessary for finding ingredients in the wilderness)
· Magical Knowledge +1 (Good for understanding how your Focus Points, FP, interact with magical ingredients and effects)
Special Ability: Acute Catalyst According to the rules, the special ability should provide a unique advantage once per scene.
· Effect: Once per scene, you gain +2 on a dice roll to either identify an unknown substance, harvest in a dangerous environment, or to improvise a brew (for example, throwing it as a weapon or distraction) in the heat of battle.
Starting equipment The equipment is chosen so that you have exactly the tools you need to function in your profession from day one:
· Alchemy Bag (Takes 1 Board slot. Vital for storage as unprotected potions can break. Holds up to 5 doses of ingredients, 3 ready-made brews or a mixture).
· Ritual Kit (Alchemy) (Takes 1 Board slot. Required to brew the potions without penalty or danger during a rest).
· Dagger or knife (1D4 damage) (Takes 0 Weapon slots. A good light weapon that is also perfect for harvesting bark, roots, and herbs).
· Thick leather work apron (Counts as Light Armor, deals −1 damage and takes 1 Armor slot).
Role hook (choose one) The reason why you left your laboratory to endanger:
· The Seeker: You are desperately searching for an extremely rare ingredient from a mythical creature to cure a deadly disease.
· Indebted: You owe the wrong people a lot of silver (or FP-binding services) to finance your expensive equipment and ingredients.
· Exile: You were expelled from your guild after a serious mishap with a brew destroyed parts of the city.
Signature Ability (Recommended Future Advancement)
· Master Brewer (10 KPG): Eventually, you can purchase this ability that allows you to create "stabilized brews" with double ingredients. These brews do not tie up your Focus Points (FP) when they are made, which is the standard rule for alchemists.
Balance rule:
The Price of Strength Since this profession uses the Expert profile (with a skill of +2), the core rules stipulate that the Gamemaster may require you to take 1 Limitation from the start. You don't get any extra skill points for this limitation, but it is the price of being so extremely specialized in your alchemy. A thematic suggestion is Forbidden Taboo (perhaps related to a certain type of ingredient) or Wanted (if an experiment has gone horribly wrong).

This module introduces an in-depth game mechanics framework for alchemy.

Directly integrated with the game's core mechanics for Focus Points (FP), Effect Margin (EM), and Board.
1. Basic Rules & Mechanics
Harvesting Ingredients To gather ingredients in nature, a battle is fought for Alchemy or Survival .
· Successful hit: Gives 1 dose of ingredients.
· EM +5: The player either gets +1 extra dose or finds a rare ingredient (giving +2 on the next brew). However, rare ingredients lose their bonus after 7 days.
· Failure: No dose is found, but time is running out.
· Fumble (Nat 1): Roll 1D6 on the Harvest Complications table:
1. Toxic Confusion: −2 on next brew.
2. Predators/guardians appear.
3. Location is damaged: −1 Reputation of local faction.
4. The ingredient is destroyed during handling.
5. Accident: The character gains 1 CP or the Nausea condition.
6. Curse: The ingredient is magically unstable or diseased.
Brewing and Focus Points (FP) Making a brew requires a shift (4–8 hours), a quiet place, and a Ritual Kit (Alchemy).
· Difficulty values: Easy (SV 12–15, binds 1 FP), Medium (SV 16–18, binds 2 FP), Heavy (SV 19–21, binds 3 FP).
· FP Binding: Each brew created binds the alchemist's FP. This FP is only restored when the potion is drunk, destroyed, or expires after 7 days. It is not restored by giving away or selling the potion.
Shelf Life, Storage and Handling Alchemical substances are delicate and require careful handling.
· Shelf Life: A finished brew will last for 7 days if stored safely. After that, it will decay and become weakened, unstable, or completely destroyed. Common ingredients will last for 1 season.
· Table: An Alchemy Bag takes up 1 Table slot and holds either 5 doses of ingredients, 3 ready-made brews, or a mixture (where 1 brew counts as 2 doses).
· Unprotected Storage: Brews carried outside of a secure container can break if the character falls hard, takes elemental damage, wades through water, or is exposed to powerful magic.
2. Regional Recipes with complete game data
Each drink now has a complete rules block to make it easier for the game master (GM).
Törres bark powder
· Region/Faction: Rivles / Light Line.
· Level / EN: Easy / EN 14.
· FP binding: 1 FP.
· Ingredients: 1 dose of Törresbark (Brewing time: 1 shift).
· Effect: Stops Light Bleeding. User gains +1 Resistance for 1 scene.
· EM +5: Also heals +2 VP.
· Side Effect/Risk: If used on Heavy Bleeding, it will not stop it completely, but will give +2 on the next treatment attempt.
Elixir of Captivity
· Region/Faction: Eldergate.
· Level / SV: Easy / SV 15.
· FP binding: 1 FP.
· Ingredients: 1 dose of Fångmist (Brewing time: 1 shift).
· Effect: The user gains +2 Initiative in 1 scene.
· EM +5: The user also gains +1 Reflex during the same scene.
· Side Effect/Risk: May cause the user to tremble (−1 to accuracy) after the scene if the elixir was squeezed hard.
Extinguishing serum
· Region/Faction: Nightcloak.
· Level / SV: Medium / SV 17.
· FP binding: 2 FP.
· Ingredients: 1 dose of Black Poppy or Nightshade (Brewing time: 1 shift in dim light).
· Effect: The target beats VIL defense. On failure, the target falls asleep for 1 scene.
· EM +5: The goal's defense SV increases by +2.
· Side effect/Risk: Leaves a recognizable gray tone on lips and fingertips.
Linden honey syrup
· Region/Faction: Åkerlind.
· Level / EN: Easy / EN 14.
· FP binding: 1 FP.
· Ingredients: 1 dose of Linden honey (Brewing time: 1 shift).
· Effect: Restores 1D6 VP and relieves nervousness/worry.
· EM +5: +1 on the next Social Strike during the same scene.
· Side effect/Risk: Excessive use may make one sleepy or gullible.
Leg scrub
· Region/Faction: Tallow.
· Level / SV: Medium / SV 16.
· FP binding: 2 FP.
· Ingredients: 1 dose of Lime Marrow/Bone Ash (Brewing time: 1 shift).
· Effect: +1 Armor against physical damage for 1 scene.
· EM +5: Skin becomes bone-like, gives +1 to resist pain during the scene.
· Side Effect/Risk: Pale and bony skin that can give −1 on social first impressions.

Other recipes:

1) Shadow Step Potion
· Ingredients: 2 doses of common + 1 dose of Shadow Moss (rare)
· Effect: You become difficult to detect and gain a bonus to Sneak and Hide until the next scene. Additionally, you can ignore the first “detection” consequence if the SL sees fit.
· Duration: 1 scene
· Brewing & FP: Requires 1 shift (4–8 hours), quiet space, and Ritual Set (Alchemy) . Difficulty: Medium (LV 17) – binds 2 FP .
· Shelf Life, Storage & Bord: Lasts 7 days when stored safely. Alchemy pouch takes 1 Bord slot (3 brews / 5 doses / mixed). Unprotected brew can be destroyed by falling, elemental damage, water or heavy magic.
2) Ironskin tincture
· Ingredients: 3 doses of common + 1 dose of Powdered Meteorite Iron (rare)
· Effect: Your skin hardens and you take −1 damage from Crush and Cut until the next scene. On the other hand, you let out more and get −1 to Sneak for the same amount of time.
· Duration: 1 scene
· Brewing & FP: 1 shift, quiet place, Ritual Set (Alchemy). Medium (SV 18) – binds 2 FP .
· Durability, Storage & Bord: Lasts 7 days when stored safely. Alchemy Bag: 1 Bord slot. Unprotected storage risks destruction from falls/damage/water/magic.
3) Distillate of the fireweed
· Ingredients: 2 doses of common + 1 dose of Lantern Mushroom (rare)
· Effect: You can see in the dark as in twilight and can also read simple markings and tracks without light. However, bright light becomes unpleasant and gives −1 to sharp vision in broad daylight.
· Duration: 1 scene
· Brewing & FP: 1 shift, quiet place, Ritual Set (Alchemy). Simple (SV 14) – binds 1 FP .
· Shelf Life, Storage & Bord: Lasts 7 days when stored safely. Alchemy Bag: 1 Bord slot. Unprotected brew is at risk of breaking if dropped/damaged/water/magic.
4) Wolf Courage Brew
· Ingredients: 3 doses of common + 1 dose of Wolf's Tooth (rare)
· Effect: You gain +1 to Melee and Intimidation until the next scene. Therefore, you also gain −1 to Fine Motor Strikes while the effect lasts.
· Duration: 1 scene
· Brewing & FP: 1 shift, quiet place, Ritual Set (Alchemy). Simple (LV 15) – binds 1 FP .
· Shelf Life, Storage & Bord: Lasts 7 days if stored safely. Alchemy Bag: 1 Bord slot. Unprotected storage can destroy the brew if dropped/damaged/water/magic.
5) Drops of Silence
· Ingredients: 2 doses of common + 1 dose of Dampenstone (rare)
· Effect: In a short zone around you, sound is greatly attenuated. As a result, you gain a bonus to Stealth, but allies suffer reduced communication.
· Duration: 1 scene
· Brewing & FP: 1 shift, quiet place, Ritual Set (Alchemy). Medium (SV 17) – binds 2 FP .
· Shelf Life, Storage & Bord: Lasts 7 days when stored safely. Alchemy Bag: 1 Bord slot. Unprotected brew risks destruction if dropped/damaged/water/magic.
6) Wound closure
· Ingredients: 2 doses regular + 1 dose Honey Gall (rare)
· Effect: Restore 1 HP or stabilize a bleed/injury. Also gives a short advantage on the next stamina/pain hit in the scene.
· Duration: Immediate + rest of the scene
· Brewing & FP: 1 shift, quiet place, Ritual Set (Alchemy). Simple (SV 13) – binds 1 FP .
· Shelf Life, Storage & Bord: Lasts 7 days if stored safely. Alchemy Bag: 1 Bord slot. Unprotected storage can destroy the brew if dropped/damaged/water/magic.
7) Breathing salt
· Ingredients: 2 doses regular + 1 dose Sea salt from black spring (rare)
· Effect: You gain a bonus on attacks against suffocation, smoke, and pungent gases. However, you cough after the scene and take −1 on social attacks the next scene.
· Duration: 1 scene (plus mild after-effect)
· Brewing & FP: 1 shift, quiet place, Ritual Set (Alchemy). Simple (LV 12) – binds 1 FP .
· Shelf Life, Storage & Feeding: Lasts 7 days when stored safely. Alchemy Bag: 1 Feeding slot. Unprotected brew is at risk of being destroyed by falling/damage/water/magic.
8) Frost-kissed Weapon Oil
· Ingredients: 3 doses of regular + 1 dose of Ice Blue Resin (rare)
· Effect: Lubricate a weapon: the next hit deals +1 Frost damage or inflicts a short −1 to the target's mobility (SL determines). In addition, the oil can leave frost trails that make you easier to track.
· Duration: 1 hit (or 1 scene)
· Brewing & FP: 1 shift, quiet place, Ritual Set (Alchemy). Medium (SV 16) – binds 2 FP .
· Durability, Storage & Bord: Lasts 7 days when stored safely. Alchemy Bag: 1 Bord slot. Unprotected storage risks destruction from falls/damage/water/magic.
9) Asphyxiating smoke bottle
· Ingredients: 2 doses of regular + 1 dose of Nitrogen Herb (rare)
· Effect: Crushed/thrown and fills a small area with dense smoke. This causes poor visibility for anyone in the smoke, and anyone who breathes deeply may experience coughing (mild side effect).
· Duration: 1 scene
· Brewing & FP: 1 shift, quiet place, Ritual Set (Alchemy). Simple (SV 14) – binds 1 FP .
· Shelf Life, Storage & Bord: Lasts 7 days when stored safely. Alchemy Pouch: 1 Bord slot. Unprotected bottle can be destroyed by fall/damage/water/magic.
10) The Elixir of Truth
· Ingredients: 2 doses regular + 1 dose Silvermint (rare)
· Effect: You notice more clearly when someone is avoiding the truth. You also gain a bonus to Perception, but you lose −1 to Bluff.
· Duration: 1 scene
· Brewing & FP: 1 shift, quiet place, Ritual Set (Alchemy). Medium (SV 18) – binds 2 FP .
· Shelf Life, Storage & Bord: Lasts 7 days if stored safely. Alchemy Bag: 1 Bord slot. Unprotected storage risks destroying the brew in the event of a fall/damage/water/magic.
11) Spider glue
· Ingredients: 3 doses of common + 1 dose of Spider Silk (rare)
· Effect: You can climb as if you had excellent grip and gain a bonus to climbing moves. On the other hand, you become clumsy and take −1 to Dexterity after the scene.
· Duration: 1 scene
· Brewing & FP: 1 shift, quiet place, Ritual Set (Alchemy). Simple (LV 15) – binds 1 FP .
· Shelf Life, Storage & Food: Lasts 7 days when stored safely. Alchemy Bag: 1 Food slot. Unprotected storage can destroy the brew if dropped/damaged/water/magic.
12) Candle bottle
· Ingredients: 2 doses of regular + 1 dose of Sunglass (rare)
· Effect: The bottle glows like a lantern and can be thrown to illuminate an area. It can also faintly reveal tracks (SL determines).
· Duration: 1 scene
· Brewing & FP: 1 shift, quiet place, Ritual Set (Alchemy). Simple (LV 12) – binds 1 FP .
· Shelf Life, Storage & Bord: Lasts 7 days if stored safely. Alchemy Bag: 1 Bord slot. Unprotected bottle is at risk of breaking if dropped/damaged/water/magic.
13) Disturbance-reducing tincture
· Ingredients: 2 doses common + 1 dose Rune Ash (rare)
· Effect: You gain a bonus on hits against magical interference and enchanted confusion. However, you feel slower and take −1 on quick reflex actions at the beginning of the scene.
· Duration: 1 scene
· Brewing & FP: 1 shift, quiet place, Ritual Set (Alchemy). Medium (SV 16) – binds 2 FP .
· Shelf Life, Storage & Feeding: Lasts 7 days when stored safely. Alchemy Bag: 1 Feeding slot. Unprotected storage risks destruction from falls/damage/water/magic.
14) Happiness Distillate
· Ingredients: 2 doses of regular + 1 dose of Three-leaf clover that grew on a grave (rare)
· Effect: Once during the scene, you may reroll a failed hit (or gain +1 after the hit – choose whichever suits your system). Consequently, the effect ends immediately upon use.
· Duration: 1 scene or until used
· Brewing & FP: 1 shift, quiet place, Ritual Set (Alchemy). Medium (SV 17) – binds 2 FP .
· Shelf Life, Storage & Bord: Lasts 7 days if stored safely. Alchemy Bag: 1 Bord slot. Unprotected storage can destroy the brew if dropped/damaged/water/magic.
15) Memory fog
· Ingredients: 2 doses of regular + 1 dose of Moonflower Dew (rare)
· Effect: The target loses its sharpness in the last few minutes. Therefore, a mistake can “slip away”, but important information can also be lost.
· Duration: Short, immediate effect
· Brewing & FP: 1 shift, quiet place, Ritual Set (Alchemy). Powerful (SV 20) – binds 3 FP .
· Shelf Life, Storage & Feeding: Lasts 7 days when stored safely. Alchemy Bag: 1 Feeding slot. Unprotected storage risks destruction from falls/damage/water/magic.
16) Bloodstain tincture
· Ingredients: 3 doses of regular + 1 dose of Fox Blood in glass (rare)
· Effect: You gain a bonus to tracking injured creatures in the scene. You can also sense if blood has been recently spilled (faint marking).
· Duration: 1 scene
· Brewing & FP: 1 shift, quiet place, Ritual Set (Alchemy). Simple (SV 13) – binds 1 FP .
· Shelf Life, Storage & Feeding: Lasts 7 days when stored safely. Alchemy Bag: 1 Feeding slot. Unprotected storage can destroy the brew if dropped/damaged/water/magic.
17) Earth-binding ointment
· Ingredients: 2 doses regular + 1 dose Root Knot (rare)
· Effect: The next time you are pushed/pulled you get a bonus for resisting. Alternatively, the salve can be used on a surface to make the first step there “harder” (SL determines reasonable effect).
· Duration: 1 scene or 1 release
· Brewing & FP: 1 shift, quiet place, Ritual Set (Alchemy). Simple (SV 14) – binds 1 FP .
· Shelf Life, Storage & Feeding: Lasts 7 days when stored safely. Alchemy Bag: 1 Feeding slot. Unprotected storage risks destruction from falls/damage/water/magic.
18) Mirror water
· Ingredients: 2 doses of common + 1 dose of Silver Dust (rare)
· Effect: Protects against magical reading: scouting and scrying “slip” and give the wrong picture. Therefore, magical scouting against you/the area gets −1 or requires an extra hit (SL determines).
· Duration: 1 scene
· Brewing & FP: 1 shift, quiet place, Ritual Set (Alchemy). Powerful (SV 19) – binds 3 FP .
· Shelf Life, Storage & Bord: Lasts 7 days if stored safely. Alchemy Bag: 1 Bord slot. Unprotected storage can destroy the brew if dropped/damaged/water/magic.
19) The Dwarf Bear's Train
· Ingredients: 3 doses regular + 1 dose Underground Malt (rare)
· Effect: You gain a bonus on attacks against fatigue and sleep magic. However, you become more cocky and take −1 on diplomatic attempts that require humility.
· Duration: 1 scene
· Brewing & FP: 1 shift, quiet place, Ritual Set (Alchemy). Medium (SV 16) – binds 2 FP .
· Shelf Life, Storage & Feeding: Lasts 7 days when stored safely. Alchemy Bag: 1 Feeding slot. Unprotected storage risks destruction from falls/damage/water/magic.
20) The Sunflower Antidote
· Ingredients: 2 doses of regular + 1 dose of Gold Core (rare)
· Effect: Reduces or breaks a mild–moderate poison/disease effect (SL determines level). Additionally, it grants a bonus on the next hit to resist the same type of poison during the scene.
· Duration: Instant + 1 scene protection
· Brewing & FP: 1 shift, quiet place, Ritual Set (Alchemy). Medium (SV 18) – binds 2 FP .
· Shelf Life, Storage & Feeding: Lasts 7 days when stored safely. Alchemy Bag: 1 Feeding slot. Unprotected storage can destroy the brew if dropped/damaged/water/magic.
Common FP rule (applies to all brews above)
Each brew created binds up the alchemist's FP. FP is only restored when the potion is drunk/used, destroyed, or expires after 7 days . It is not restored by giving away or selling the potion.

3. Instability & Misfortunes (1T20)
In the event of a fumble (natural 1st) on a brewing team, the ingredients are normally consumed and the SL rolls 1T20 on the extended mishap table:
· 1–6 (Serious Misadventures): For example (1) Explosion! (The alchemist takes 1D6 KP Fire damage), (2) Misbinding (-1 FP in 1 scene), (4) Iron Taste (Half-cut effect), (6) Save the Brew? (Take 1 KP and become nauseous to successfully save the potion).
· 7–12 (Complications): For example (7) Corrosive vapor , (8) Wrong color (Obviously unnatural/magical), (10) Overconcentration (Provides normal effect but user takes 1 KP), (11) Attracts vermin .
· 13–17 (Unstable but useful): E.g. (13) Delayed Effect (Activates after 1D3 rounds), (15) Double Binding (Binds 1 extra FP), (17) Reverse Impulse (First feeling is the opposite of the purpose).
· 18–20 (Unexpected outcomes): For example (18) Residual product (Returns an ingredient), (19) Unexpected clarity (+1 on next Alchemy roll), (20) Strange perfection (Potion is created with EM+5 effect, but has a clear and noticeable side effect).
4. Advanced Alchemy (Advancement)
These abilities give the alchemist unique advantages, now carefully balanced against the core rules.
Master Brewer (10 KPG – Signature Ability)
· Requirements: Alchemy knowledge Rank 2+.
· Effect: The character can brew "stabilized brews" that do not bind their FP.
· Price & Limitation: Requires double the amount of ingredients (2 doses). You can have a maximum of a number of unbound potions active at the same time corresponding to your rank in Alchemy Knowledge. Must be made in a quiet place with a full Ritual Kit, and fumble gives +2 on the Misfortune table.
Quick Distillation (25 KPG – Heroic Ability)
· Requirements: Alchemy knowledge Rank 3+.
· Effect: The alchemist can, as a main action in combat, complete a prepared extract into a Simple Potion (instead of unreasonably brewing from scratch). The extract must have been prepared at rest and takes up 1 dose of ingredients. SV increases by +5. Requires simplified alchemist equipment (1 Board slot).
Master of Stability (20 KPG – Heroic Ability)
· Requirements: Alchemy knowledge Rank 3+.
· Effect: Brews no longer expire after 7 days, but maintain their stability and effect for an entire season. Can also use Mental Strength in magical mishaps (Nat 1) to save the brew.

