Alchemy

Alchemy is a separate art from magic. Alchemical products are magical, but they are not spells, and they are always made from magical materials. It is possible to distill a large quantity of magical essence into a small potion, but it is very difficult and time consuming. Alchemical effects tend not to be complicated, because they are not programmed; rather you are infusing magical essence into yourself for a limited time. Most take the form of a simple blanket effect, such as healing or a specific ability or quality.
Alchemical products are not purchased as normal magic items. Instead, the alchemist must have Alchemy skill to brew a potion, and knowledge of a formula. This allows an alchemist to identify or brew the formula, but not to create new formula. Alchemy is a profitable business and many alchemists are content to buy a few popular formulas and sell them.

Known formulae are purchased as spells – by paying character points for them. An alchemist may use a VPP for his potions if he wishes. All formulae must be either written in a work book or memorized. A formula is memorized by buying a KS for it.
But formulae are closely guarded secrets, and very expensive, so many alchemists invent their own. Inventing a new formula requires the Alchemical Research skill, along with at least two KS related to the formula being developed. The KS must be akin to magical colleges (or equivalent lore). All KS can be rolled as complementary skills, but at least three successful skill rolls are required. The player should describe the desired product, how much time and money he is spending on research, what materials are being used, and what skills are being used. All knowledge skilled should be rolled by the player. The GM will then design a potion based on the parameters and skill rolls; finally, the player makes an Alchemical Research roll, at a penalty equal to 1/10 the AP in the potion. If successful, he has developed a new formula. If he is not satisfied with the GM’s version, he may attempt to modify the formula using the same process; usually several attempts are required to get a new formula “just right” and the alchemist discovers several interesting variants in the process, as well as some not-so-interesting failures.
Research takes a base time of one week, and requires an alchemical laboratory. A research library and/or money is worth a tool bonus (+1 to +3), and extra time is worth a time bonus. Alchemists name new formulae themselves. Formulae are usually written in books, but they can be memorized as individual Knowledge skills. If memorized, the KS roll must be made successfully in order to brew it. Written formulae are usually encrypted, as alchemical espionage is common and lucrative.
To actually brew a formula, the alchemist must make an Alchemy roll at -1/10 AP. Brewing requires a laboratory, materials, and time; specifics vary by formula, but most potions cost $100-$1000 in materials, and require a base time of one week. Unlike research, the time needed to brew a potion is fixed and unalterable; any deviation from the schedule will ruin the product. Alchemists can make potions in batches if they have sufficient materials and help. Each assistant doubles the number of potions that can be created in a single “batch” but adds a -1 modifier to the Alchemy roll. In order to use assistants, you must have the formula written in a book so it can be shared.
Alchemists can also identify potions with Alchemy or Analyze. Identification does not tell you what powers are in a potion; it only lets you match it against known potion types. Most alchemists have a huge tome of known formulas for use in identification. You can also buy KS: Potions to allow vague identification from memory, or KS: Specific Alchemist to know all the formulae of a specific alchemist in great detail. Identification requires basic materials, although an alchemist can improvise with taste, smell, etc, at -3 to his identification roll. A laboratory and library is a big help. An alchemist can always identify his own formulas without a skill roll.

If a potion cannot be identified, it can be Analyzed. Analysis requires knowledge and a laboratory, and is not 100% reliable, but will give clues as to the general properties of a potion.

Finally, potions can be reverse engineered. This follows the same trial-and-error procedure as Alchemical Research, adds an Analysis roll, but grants +3 to the final Alchemical Research roll since you have a sample to work with. Reverse engineering destroys the potion, but may allow you to discover the original formula.

Identification takes a base time of one hour. Analysis takes a base time of one day. Reverse engineering a formula requires a base time of one week.
Potions are very fragile and can only be stored in specially prepared containers – usually glass or iron. Breakage for a glass container is 14-, or 11- inside a backpack; iron flasks are popular with adventurers as they do not break, but they weigh 1 kg per potion. Some potions are subject to spoilage upon contact with the air, or are sensitive to heat, cold, or light. Potions are not spells are not normally affected by meta-magic.
