
Alchemist

A
n alchemist's goal is to turn one substance into

another. Their methods are scientifically

rigorous, though many have designed processes

for more practical situations, such as battles.

Creating an Alchemist
Hit Points
Hit Dice: 1d8

Hit Points at 1st Level: 8 + your Constitution modifier

Hit Points at Higher Levels: 1d8 (or 5) + your Constitution

modifier per Artificer (UA) level after 1st

Proficiencies
You are proficient with the following items, in addition to any

proficiencies provided by your race or background.

Armor: light and medium armor

Weapons: simple weapons

Tools: Thieves' tools, two other tools of your choice

Saving Throws: Constitution, Intelligence

Skills: Choose three from Arcana, Deception, History,

Investigation, Medicine, Nature, Religion, Sleight of Hand

Starting Equipment
You start with the following items, plus anything provided by

your background.

• (a) a handaxe and a light hammer or (b) any two simple

weapons

• a light crossbow and 20 bolts

• (a) scale mail or (b) studded leather armor

• thieves' tools and a dungeoneer's pack

Alchemist: Alchemist's Satchel
At 1st level, you craft an Alchemist's Satchel, a bag of reagents

that you use to create a variety of concoctions. The bag and

its contents are both magical, and this magic allows you to

pull out exactly the right materials you need for your

Alchemical Formula options, described below. After you use

one of those options, the bag reclaims the materials.

If you lose this satchel, you can create a new one over the

course of three days of work (eight hours each day) by

expending 100 gp worth of leather, glass, and other raw

materials.

The Alchemist's Satchel counts as a Healer's Kit and a set

of Alchemist's Supplies or tools. You gain proficiency with

Healer's Kits and Alchemists's Supplies.

Potions
As a student of the scientific method, you can emulate spells

through potions. During a long rest, you can craft short lived

potions for use in your next endeavors. These potions behave

somewhat like spells, with the following additional rules:

Formula book

At 1st level, you have a Forumla book containing six 1st-level

Alchemist potions of your choice. Your spellbook is the

repository of the wizard spells you know, except your

cantrips, which are fixed in your mind.

Preparing and Using Potions
The Alchemist table shows how many potions you can make

during a long rest. To do so, choose a number of alcemist

forumla from your formula book equal to your Intelligence

modifier + your alchemist level (minimum of one spell). The

spells must be of a level for which you can make potions

At the end of the long rest, the chemical processes you set

in motion render a number of potions based on the Alchemist

table. Each potion must have an alchemist formula

associated with it.

For example, you may be able to create 3 potions. At the

end of the long rest, you could decide that 2 of those potions

are potions of Fireball, and one is a potion of Polymorph.

After a day, any unused potions spoil, and become

unusable. If you are using variant rules for long rest timing,

talk with your DM to change this spoiling time period as

appropriate.

To affect a creature with a potion, it must either drink the

potion, be exposed by contact to the potion, or be in the

potion's Area of Effect (which is to say, the Spell's area of

effect). A potion can be used like any object, or it can be

thrown at a creature. If the potion has an Area of Effect, then

you can throw it at that area, and any creature within that

area is affected. If the potion does not have an area of effect,

then to throw it, you must make a ranged spell attack against

the target. On a hit, your potion skein impacts the creature,

exposing it to whatever you had prepared before.

If a creature drinks a potion with an area of effect, then that

potion's area of effect is centered on the creature, it has

disadvantage on any saves against that potion's effect, and

that creature takes maximum damage from the potion, if any.

Potions Ability
Intelligence is your potion making ability for alchemist

potions, since you learn your Formula through dedicated

study and memorization. You use your Intelligence whenever

a spell refers to your spellcasting ability. In addition, you use

your Intelligence modifier when setting the saving throw DC

for a wizard spell you cast when making an attack roll with

one.

Spell save DC = 8 + your proficiency bonus + your

Intelligence modifier

Spell attack modifier = your proficiency bonus + your

Intelligence modifier

Ritual Casting

You can brew an alchemist potion that has the ritual tag by

spending 10 minutes uninterrupted.



Learning Formula of 1st Level and
Higher
Each time you gain an alchemist level, you can add two

Alchemical Formulae of your choice to your Formula book.

Each of these Formula must be of a level for which you have

potion slots, as shown on the Formula table. On your

adventures, you might find other Formula that you can add to

your Formula book.


