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What is Alchemy Unlimited?

Alchemy Unlimited is a companion book to Drug Lablithited
which brings in the element of magic to an Intekl@mlimited
setting. The following rules are to be used injgnation with the
Drug Lab rules. For simplicity, many of the exasgpgiven below
are describing potions, however the actual fornhefmagical
drug may be in any form available in Drug Lab Untad. As

with Interlock Unlimited, the creator must possagshemistry
(Alchemy) skill of 4 and Med. Pharmaceuticals (Mé&gothecary)
skill. Magical drugs also require an Arcane Lofaleast 4.

A Note Regarding Magic Drugs:

When using Alchemy Unlimited as well as Arcane bhiled,

there becomes two distinct way of creating magicdions, salves,
pills, powders, etc..

Magically Created Drugs
The first method is done by a spell caster usiegstow Magic
spell. The key points to drugs made this way are:

1. ) The power imbued is restricted to spells, skdlsd Stats
the caster is capable of bestowing normally.

2. ) The onset time for a drug created this way is
instantaneous.

3. ) This potion may be made from any consumable diqui
the caster chooses (water, whisky, Kool-Aid, ednte
the power is an enchantment

4. ) A user choosing to drink only a portion of a patiwill
only receive the effect as if the power was cast at
whatever percentage consumed. For example: Dgnkin
half of a potion of Regeneration that was createitla
level of enchantment will act as potion createdtht
level, but for the full effect of a 4th level encitment.
The same potion can be consumed as four 2nd level
Regeneration paotions, etc.

5. ) The potion is identifiable by a caster using ScRewer
the same as any other enchanted item.

Alchemist Created Drugs
The second method is done by an Apothecary thagsmix
ingredients to create the desired effect. An Apodiny does not
need to be a spell caster, but does require amaArcare skill of 4.
The key points to Alchemist Potions are:

1. ) The power imbued is from the potion's creaticwotigh
alchemy. The creator only needs the ingredieats,dnd
recipe.

2. ) The onset time for a magical drug depends on ihéw
taken and the drug itself.

3. ) The way the potion appears is not entirely ugh&o
creator. While the Alchemist may try to alter the
appearance, DM has final ruling.

4. ) A user choosing to drink only a portion of a patiwill
only receive the effect of whatever percentagertakeee
Drug Cutting rules in Drug Lab Unlimited.

5. ) The potion is identifiable by a caster using ®cRewer
but also by an Apothecary, providing they haveba la

Let's Jump Right Into It, Shall We?

When creating a drug, you must ask some questioiibat do you
want this alchemical creation to do, how much do yant it to
cost, how difficult is it to make?

The contents of this supplement deal strictly witlions/drugs
made by an Alchemist.

DRUG EFFECTS -

Below are listed certain drug effects, what happeysu OD (see
OVERDOSE) while taking one. Note that a drug effem only
be bought ONCE.

Acid / Flame Tongue (Difficulty 25)
This drug allows the user to spit forth a streara@fl or fire
(determined by creator). The stream is 10 meterg per strength
of the drug. It causes 2D6 for the first round b and 1D6/2
for the following two rounds, for every drug strémdevel. Like a
flamethrower, the stream can be swept betweengaising the
Scatter Diagram for a miss. To-Hit is determingduber’'s REF +
Drug Strength + 1D10.

Acid Damage: Armor protects normally, but SP are eaten
away at 1SP/hit. Once armor is eaten through, irénta
damage goes to target.

Fire Damage:Hard armors protect normally. Soft
armors must be >15SP to protect the target, and are
damaged 2pts/hit. BTM does not reduce burn damage.

The power is fully expended when the stream is bpitthe user
has until the end of the drug’s duration to spitlftthe user does
not expend the power, the drug erupts in their atdnfor the
normal damage.

OD: Overdosing on Acid/Flame Tongue will causeuker to
make an immediate Resist Torture Drugs (DC 10 & &itength
of all doses ingested). Success means they becioteetly ill

and vomit the full amount taken. Use Scatter Diagto
determine where stream goes. Failure means tlyeedopts inside
them.

Armor Plated. (Difficulty 20)
This drug creates a tough chitinous exoskeletothemser. The
armor is 5SP for every level of the drug strengttl & considered
a layer for stacking purposes. At strength 4 tineoa is +1EV,
and at strength 5 it is +2 EV.

OD: Overdosing on Armor Plated will cause the gdab fuse,
inferring an additional +4EV for REF and MA.

Armor Skin (Difficulty 15)
This causes the user's skin to thicken into a ahtumor. The
armor is 4 SP for every level of drug strength.e Blhmor is
considered soft and does not affect encumbranessiitlis being
added to any existing SP the user's skin already Hao, it
counts as a layer.

OD: Overdosing on Armor Skin will cause the usekis to
become a thick callous, resulting in -1 ATR andEER The
callous will peel off in 1D6 days.

Darksight (Difficulty 10)
This drug enhances the user’s vision to see inlight-conditions,
even in total darkness. For every point of thegtirstrength,
reduce the penalty for blindness (-5) by 1 poifihe user sees in
black and white.

OD: an overdose of Darksight causes the targe¢torne
extremely susceptible to light for 1D10 hours. #uigg brighter
than an ember will require a Stun Save as if blaaH-Grenade.
Anything as bright as the sun can cause permaiiadinless.



Change Form (Difficulty 15)
This drug allows the user to change into a diffeparson,
humanoid, or animal. The form will be of a specieing and
requires a portion of that being (hair, skin, mdippings, etc) to be
added to the drug at its creation. Once takenuslee becomes a
physical duplicate of the original being impersaaatCreatures
that are not animal-organic (elementals, gaseatures,
constructs, etc) cannot be copied, and meta/magjoepties
cannot be mimicked. The new form must be capahpdgsical
speech if the user wishes to talk (most animalactspeak). The
effects only change the user and not the userthe$oor items.
The user can change size up to 1 size incremeat dpwn (see
Interlock Unlimited Core Rules chart). If the ugetrying to
impersonate a person or creature, they receiveta tir
Disguise for every level of the drug. Howeverhiéy are not
familiar with the subject being impersonated andhdbknow their
speech patterns, ticks, mannerisms, they receilyetdnper drug
strength. While the drug does change the useestsand voice, it
does not change their aura.

OD: overdosing on Change Form drug causes thésusaaly to
morph uncontrollably for 1D10 minutes. The rapidieging is
exhausting and requires a stun/shock save evemytenin

Eldritch Renewal (Difficulty 15)
Once this drug takes effect it will immediately e@n2 points of
Eldritch Reserve for every point of drug strengBven though the
magical effects are instantaneous, the drug’s durabust still be
taken into account for possible overdose.

OD: Overdosing on this drug means that the castdility to
renew has been taxed to the breaking point. Thest make a
Very difficult (25) Resist Torture/Drugs or losefint of Cool for
1D3 days.

Environmental Adaptation (Difficulty 10)
Environmental Drugs help the user acclimate toxdreeme hot or
cold environment. Cold Adaption drugs lower a issehances of
hypothermia by 15% per point of drug strength. tHedaption
drugs lower the user’s chance of heatstroke by p8fstrength
point. See Interlock Unlimited Core Rules for ennimental
rules.

Fly (Difficulty 15)
This drug allows the user to fly through the aid dnover. The
user will have a flying MA of 5 per drug level.

OD: Overdose of this drug causes extreme vertgmyiring the
user to make a stun/shock save every round thattiose or
become violently ill from dizziness. The effecstmfor 1D6
hours.

Grow/Shrink (Difficulty 20)

These drugs will cause the user to either growhdnk one size
increment (see Interlock Unlimited Core Rules chpetr strength
level. Growing and shrinking bestow the effecttelisin the chart.
It takes one round per increment to increase ore@dse in size.
Any non-living items worn will not change size wite user
unless the drug is taken as a sprinkled, dust,leaadincense. It
takes one round per increment to increase or deeiasize.

OD: The drug goes horribly awry and growth/shrimgkig not
uniform. User rolls 1D10. Under 4 means no appare

abnormality. Every point above 4 indicates one camdbody
location that is not grown/shrunk.

Healing (Difficulty 15)
Once this drug takes effect it will immediately h#goint of
damage for every point of drug strength. Even gffiotlhe magical
effects are instantaneous, the drug’s duration stilkbe taken
into account for possible overdose.

OD: Too much healing drugs in the system will @atee body to
go into overdrive, trying to heal wounds that mayr@y not exist.
User must make a Mortal O save or die.

Imbue Skill (Difficulty 20)
These drugs can bestow a specific skill (but pet&l ability) to
the user. The level of the skill is the same asditug’s strength
level. Users operate at the skill level of thegdon their own skill
(if they possess it) whichever is higher. The @8ealo not stack
onto existing skills and any use of the bestoweltiwkl not give
the user any IP in that skill. The alchemist drepthe drug must
know the skill and at the appropriate level in oridemake the
drug.

OD: overdosing on these drugs causes the useritahpathways
to short. They must roll a Stun Save (-1 for evdnyg level). If
the user fails, they will lose 1 level in that $Kithey already had
it. If they do not have the skill, they will neviee able to learn it
and must use more drugs or other magic if they waose it
again.

Increased Eldritch Reserve Recovery (Difficulty 20)
This drug increases the speed at which a spekrcestovers
Eldritch Reserve points per hour. For every stifeteyel of the
drug, the user will recover an additional numbeeldfitch points
per hour equal to the Wielding level.

OD: On overdose on this drug requires the usewolt@a Difficult
(20) Resist Torture Drugs check. Failure resultsalving their
normal Eldritch Reserve recovery rate for 1D6 days.

Invisibility (Difficulty 20)
This drug makes the user invisible to the normatspum, save a
slight distortion (+2 per drug strength to useirteeith). They are
more visible to thermograph, infrared, and ultréatiwision (+1
per drug strength to user’s Stealth). They atkfsliy visible to
creatures on the Astral Plane because the invtgiislachieved by
partially shifting the user to that plane. If theug in physically
taken (ingested, smoked, injected, etc.) only thedy is invisible
and not their clothing or items. If the drug foisrapplied
(incense, candle, dust) the user and the items helding or
wearing at the moment of drug onset will becomésible. Any
items picked up afterwards will be visible and sasiif floating in
the air. Any invisible items that leave the usgrssession will
immediately become visible again, though the uskémat unless
they physically contact a living being. If the ugein in water or
precipitation, the Stealth modifier drops by half.

OD: An overdose causes the rift between the aatrdimaterial
planes to disrupt. They must roll 1D10. 1-5 methey are
dropped back into the material world. 6-10 drdpsn fully into
the astral plane. In either case the user is stlifor 1D6 rounds.



Jump (Difficulty 10)
This drug allows the user to increase the distamcelength they
can leap or jump. For every point of drug strertgthuser can
leap an additional distance of 5 meters and a heigh meters.

OD: an overdosing character develops painful legnps and must
roll a Resist Torture drugs roll every round tharetcter moves
(DC = 2 x meters moved) or their leg muscles witd for 1D6/2
hours.

Love (Difficulty 15)
Love drugs cause the user to feel a deep emotaomhsexual
obsession with another being. Normally the tacjénfatuation is
the first person the user sees once the drug sffegin, but an
apothecary can also mix the drug to attract the tase specific
target (+5 Difficulty). The alchemist will needpéece of the target
of infatuation (hair, skin, nail clipping, etc...)rfthis version. For
each point of Strength the user has a -1 agaiysE&MP based
skills used by the Target. The user will also hvenake an
Average (15) Resist Torture/Drugs (+1 for everynpoif drug
strength) to not become hostile toward othersttieatiser might
see as a competitive ‘threat’ to the target’s difes.

OD: An overdose of Love drugs is like causes aetip feeling
where the user will become attracted and obsesihdweryone
they come in contact with for 1D6 hours.

Luck (Difficulty 15)
This drug is the same as Attribute Increase, tureises the user’s
LUCK stat by +1 for every point of the drug’s stgem.

OD: If an overdose occurs, roll 1d10. On a rollLe, you have
lost a point of LUCK, permanently.

Magic Resistance (Difficulty 15)
This drug gives the user a +1 per strength levelnuesisting
against the effects of Magical, Supernatural, Rsjar Mata-
Power abilities or items. If the power does nathmally allow a
resistance roll, the user is allowed one, but withdrug strength
modifier. If the power is resistible for half-effe the user is
allowed 2 resist checks (one for each half of tetfdct) and is
allowed the drug strength modifier for both rolls.

OD: an overdose of this drug causes the userdorbe hyper-
sensitive, even allergic, to magic. They must aollunmodified
Difficult (20) Resist Torture/Drugs roll or incurgermanent -1
when resisting magic permanently.

Mind-Reading (Difficulty 15)
Mind reading drugs allow the user to hear the serthoughts of a
target. The target has a Very Difficult (25) Awaess (+1
difficulty per drug strength) to detect the psychavesdropper.
They may choose to eject the user form hearing theuights on
an Average (15) Resist Torture Drugs (+1 difficyigr drug
level). The user can not mentally communicate Withtarget or
probe for more than surface thoughts. The uses demeive a +1
Interrogation and +2 Human Perception for everypof drug
strength.

OD: An overdose of this drug opens a tidal wavpsyfchic
thoughts that mentally deafens the user. Themsst make a
Stun save -2 or fall into a cataleptic state fo6Hours.

Psychic Bond (Difficulty 20)
This drug creates a psychic link between the uséroae other
intelligent target per drug level. The target casist the bond with
an Average (15) Resist Torture/Drugs (+1 per dewgl). The
bond allows the user and the targets to communiegpathically.
If one person in the link dies or suffers intena@pall other
members of the link must make a Stun save. Faiihdieated
unconsciousness for 1D6 rounds. The user mudblba@see the
target to form the bond, but once formed they mgéy must
maintain sight.

OD: An overdose on this drug causes the user mHaosself in the
psychic chain. They must make a Difficult (20) Res
Torture/Drugs roll or become a mindless puppet tanalom
member of the bond chain. The master can give camdnwhich
the user will obey without question.

Quicken (Difficulty 25)
This drug increases the users Reaction Total (B &nd their
Initiative roll by +1 for every strength level.

OD: An overdose will cause the user’s nervousesyso
overload, requiring a stun/shock save. Failurécatds one level
of Initiative lost permanently.

Regeneration (Difficulty 20)
This drug increases the users healing rate torit per drug
strength a minute for the duration of the drugfeetf The user
can also regrow lost limbs at the rate of one Hodstion
(forearm, wrist, hand, etc.) every 10 minutes.

OD: The user’s body begins trying to heal non-exisivound or
regrow limbs that are not missing. The user makikortal 4
Save. Failure indicates death due to internal grewSuccess
means that the user begins growing a new limb ad ieom a
random body location. Roll body location chartisiermine how
far down the new limb begins growing. A new arnghtionly be
a hand or it might start at the shoulder and gribtha way into a
hand. Unless a new head begins growing with a,rtbeknew
head will only be 1 portion (eye, ear, mouth). Tiesv growth is
permanent. GM will determine if the new limb iséitioning.

Speed (Difficulty 20)
This drug increases the user’s Movement Allowancedfor
every strength level for the drug’s duration.

OD: An overdose of Speed can cause an overlottteafser’s
cardiovascular system, requiring an immediate Mcdse.
Failure indicates the user’s heart and veins litetaurst.

Tongues (Difficulty 10)
This drug allows the user to speak and understéret tanguages
and to communicate with other intelligent beindd.strength 3 it
allows the user to speak with creatures that dwsetanguage
(such as animals) but only so at an intelligengelland
perspective of the creature being spoken to. r&ngth 5 the drug
allows the user to speak with plants, though thevesation will
be extremely limited and possibly very difficult.

OD: Overdosing on this drug causes the user takspely in
incoherent babble for 1D10 hours.



Water Breathing (Difficulty 15)
This drug allows the user to breathe water likisla &nd handle
the pressure of deep water. At Strength 1 the esmemithstand
10 meters of depth pressure with no adverse efigcstr 2 is is
20 meters. At 3 it is 40 meters, at Str 4 it in@&ers, and at Str 5
160 meters. Users do not suffer risk of ‘the bertug are still
subject to penalties form cold, darkness, movena,
underwater combat.

OD: An overdose on this drug must make a Veryi@ift (25)
Resist Torture/Drugs roll. Failure results in effethe same a
nitrogen narcosis (see Interlock Unlimited Cored?uthart).

DRUG FEATURES

Drug Features are beneficial modifications thatlbanvorked into
drugs. They add a significant amount of difficulbyt the benefits
they grant are sometimes worth it. Difficulty Cd4bdifiers are
listed in parentheses. Note that a drug featureoo@nbe taken
once per drug.

Faster Onset (Cost Modifier +5)
When the drug is taken, roll the Time to Effect &ngin half the
result.

Instant Onset (Cost Modifier +10)
The drug effects begin within one second from wllese is taken.

TIMED SIDE EFFECTS

Eldritch Drain (Cost Modifier -5)
The user’s Eldritch Reserve is lowered to zerorapdenishes at
half the normal rate.

Lowered Eldritch Reserve (Cost Modifier -3)
The user’s Eldritch Reserve is drained 2 pointsdoeg strength
level. Points will replenish normally once effeatsar off.

Smoking (Cost Modifier -2)

A faint stream of smoke will rise from a part oéthser’s body
(nose, ears, mouth, etc.). The smoke is harmigssby make
hiding or social situations a bit awkward.

Temporary Possession (Cost Modifier -8)

The user must make a Difficult (20) Resist TortDrelgs save or
they are possessed by a foreign entity that tadegplete control
of their body. Once the entity leaves, the usestmil under their
INT (-1 for every point of drug strength) to remesnlanything
they might have done while possessed. The entity an may not
be evil, but taking control of a helpless victim’texactly
benevolent.

DRUG LEGALITY

Magical

Depending on the setting magical drugs may or nuypa legal.
However because magical drugs add an element tsfcal
abilities, there is a price markup. Whether thizr¢ase is
government taxes or gouging apothecaries is upet@iM. Any
price increase due to specific drug legality shdaddn addition to
the markup for being magical.

DRUG LEGALITY PRICE MULTIPLIER

Legal/Common x1 Dollars
By Prescription Only x5 Dollars
Type C lllegal x5 Dollars
Type B lllegal x7.5 Dollars
Type A lllegal x10 Dollars
Magical x10 Dollars
Experimental x25 Dollars

DRUG FORM DESCRIPTIONS

INCENSE

These drugs are infused into a nugget of inceraentiust be
ignited in then and burned within two meters oftiser. The
drug effects begin once the incense is fully burned

CANDLE

These drugs are infused into a candle that wheaditites a 2
meter aura. The candle will burn for the duratéthe drug effect
and if the user leaves the area or the candle lmumnshe effects
cease.

DUST
These drugs are sprinkled over the user, effettoty them and
their clothing and items. Think of Fairy Dust fofeter Pan.

NON-INGESTIBLE CHEMICALS
In magical settings there are several other misttinat an
alchemist can produce that are not drugs. Cred#tiege mixtures
requires a Chemistry (Alchemy) skill check and anake Lore
Skill of 4 but not Med-Pharmaceuticals (Med-Apothigg. Lab
rules and costs still apply for producing thesetaoris.
Alchemists use Chemistry (Alchemy) instead of Med-
Pharmaceuticals for creation rolls.

Arcane Ink

Difficulty 15

Arcane ink is a specially designed ink that spa#iters and sages
use to inscribe Books of Arcane Lore and otherimg#. The ink
may be of any color including metallic.

Dragon Breath

Difficulty 25

Dragon breath is an extremely unstable oil thaitégron fire when
in contact with oxygen. A 500ml vial can be throlike a
Molotov cocktail (1 meter area. 3D6 damage). it aiso be
coated onto weapons, allowing an additional 1DB&2damage for
every 1D6 of normal damage caused by the weapob00m| vial
of dragon breath holds enough oil to coat 5 ulgatiweapons or
arrowheads, 4 light weapons, 3 medium weaponsa2yhe
weapons, and 1 very heavy weapon. The oil bum3 founds. A
careful character using a special lamp can buraldor 6 hours.



Eldritch Oil

Difficulty 15

As found in Arcane Unlimited, Eldritch Oil is a aunt spell
casters use for creating magical items, consegratiiocus, or in
other arcane ceremonies. Eldritch Oil is hightynfmable and
burns with a greenish white fire. Drinking a viajuires a Resist
Torture/Drugs save of 15 or higher or will make tharacter sick
for 1D6 hours and -1 REF.

Iron Glue

Difficulty 20

Iron Glue is a powerful adhesive that when adhéetdieen two
objects requires a Difficult (20) Strength Checlséparate. At 1
minute the bond requires a Very Difficult (25) $igéh check and
at one hour requires and Nearly Impossible (309r&fth check. A
30ml (10z) dose covers 0.3 square meters (1ft).

Liquid Light

Difficulty 10

Liquid light is a chemical that once shaken willielight like a
candle, a hard shake will cause it to glow as lbrégha torch, but
for half the duration. The liquid remains coothe touch. The
light can be any color the Alchemist chooses, iditig ultraviolet.
A standard 500ml vial will glow for 2 hours. Faffitulty 15 to
create, the duration can be doubled to 4 hoursfardifficulty
20 it can be lengthened to 8 hours. If ingesteel character must
roll a Resist Torture Drugs roll higher than theation Difficulty
or suffer colorful and uncontrollable diarrhea foe next 1D6
hours.

Lunar Ink

Difficulty 15

Lunar in is a special kind of writing ink that, whevritten, will

only be visible under the light of the moon. Untler moon’s

light the ink will glow. At difficulty 25 there i@n ink that will

only glow under the light of the moon at a spedificar phase.

APOTHACARY LAB QUICK REFERENCE CHARTS

DRUG EFFECT Cost DRUG EFFECT
Acid/Flame Tongue * 25 Antibiotic
Anticoagulant 10 Antidote 15
Aphrodisiac 10 Armor Plated * 20
Armor Skin * 15 Attribute Increase 20
Change Form * 15 Coagulant 10
Contraceptive 10 Darksight * 10
Depressant 5 Eldritch Renewal * 15
Enhanced Perception 15 Environmental Adaptation * 10
Euphoric 5 Fly * 15
Grow/Shrink * 20 Hallucinogen 10
Healing * 15 Hypnotic 15
Imbue Skill * 20 '”Creassg C'i'\fe”rt;[] Reserve 5
Increased Endurance 10 Increased Healing Rgte 1%
Invisibility * 20 Jump * 10
Love * 15 Luck * 15
Magic Resistance * 15 Mind-Reading * 15
Pain Negation 10 Psychic Bond * 20
Quicken * 25 Regeneration * 20
Speed * 20 Soporific 5
Stun Reducer 10 Tongues * 10
Toxin: Bio 10 Toxin: Neuro 15
Water Breathing * 15
DRUG FEATURE Modifier DRUG FEATURE Modifier
Faster Onset * +5 Instant Onset * +10
Lessened Withdrawal +10 Longer Duration +10
Symptoms
Timed Duration +10
UNTIMED SIDE EFFECT | Modifier | UNTIMED SIDE EFFECT  Modifier
Addiction Tolerance -4 Carcinogenic -10
Cardiac Arrest -12 Coma -10
Death -15 Genetic Damage -6
Nerve Degeneration -15 Nightmares -6
Permanent Sense Loss -6 Physiologically Addictive 5/-10/-15
Possible Attribute Loss -8 Psychologically Addietiy -4/-8/-12
Severe Withdrawal 5 Sterility 8

Symptoms




TIMED SIDE EFFECT Modifier | TIMED SIDE EFFECT Modifier
. . TIME TO EFFECT COST MULTIPLIER
Acne -2 Aggressive Behavior -6
Bad Breath 2 Bloodshot Eyes 2 Pill, Tablet | 2D6x10 Minutes X05 No
Cold Sweats -2 Constipation -2
Gel Cap, .
Cowardice -6 Dandruff/Eczema -2 Caplet 9+1D6 Minutes x1 No
Dehydration -2 Delusions -5 Paper Tab 1D10 Minutes x1 No
Depression -4 Diarrhea -4 ﬁmgll;d, 1D5 Turns X1 Yes
Difficult Respiration -6 Diuretic -2
— - - Powdered, .
Dizziness -5 Easily Bruised -2 Snorted 1D2 Minutes x1 Yes
Eldritch Drain * -5 Excessive Salivation -2 Injected 1D5 Turns x15 Yes
Hlatulence 2 Hair Loss 2 Liquid 1D10 Minutes x1.5 Yes
Hallucinations -5 Headaches -4
— _ Derm, Slap |10.42p10 Seconds X 2 No
Heartburn/Acid Indigestion -2 Hives -4 Patch
Impotence/Frigidity -2 Internal Bleeding -4 Contact 1D5 Turns X2.5 No
Irrational Fear -10 ltchy -3 Incense * 10 + 1D10 Minutes X1 No
Kidney/Liver Failure -8 Lack of Concentration -5 Candle * 1D3 Turns X1 No
Light Sensitivity 2 Loss of Appetite -2 Dust * 1D5 Turns X1 Yes
Loss of Inhibition -4 Lowered Eldritch Reserve * -3 * Denotes Alchemy Unlimited
Memory Loss -4 Nausea -4 EQUATIS . . ‘
Numb o F—— 5 Total Difficulty = Effects + Side Effects + Drug & Duration
umbness -4/- aralysis - Multiplier
Paranoia -5 Psychotic Rage -10 Base Cost = Total Difficulty x Legality Multiplier
Reduced Attribute -5 Reduced Awareness -6 (see VARIABLE DRUG COSTS)
Ringing In Ears 2 Runny Nose 2 Final Price = Base Cost x Price Multiplier (see DRBORMS)
Sense Reduction -4 Sexual Arousal -4 MANUFACTURING:
Sleepy 4 Smoking * 2 Fixed Cost = Total Difficulty x 20
Batch Cost = Total Difficulty x 5 x Price Multiplie
Strange Skin Pallor -2 Suicidal Tendencies -5
9 (see DRUG FORMS)
i 1 * .
Technicolor Excreta 2 Temporary Possession -8 # of Doses Per Batch = Chemistry Level + Pharm Le\2D6
The Munchies -2 Tremors 2 Time to Produce = (Total Difficulty) hours
Water ll?etentlo-n 2 Weight Gain i 2 Lab Type Cost DIEﬁL::'LC: Esosuerrigl)e Batches at a Time
Note : All timed side-effects can be bought as 4#ue Side v
Effects” at half cost. Basic $100 15 1 1
DRUG STRENGTH | COST DURATION MULTIPLIER Moderate $1,000 15 5 2
Strength +1 1 Short - 1D10 Minutes x1 Advanced $5,000 20 20 5
Strength +2 2 Medium - 1D6x10 Minutes X2 Sophisticated]  $25,000 25 180 8
Strength +3 4 Long - 1D10 Hours x3 Drug Level Drug Level Drug Level Drug Level
Lab Type
1-10 11-20 21-30 31+
Strength +4 8
Strength +5 16 Basic +0 -5 n/a n/a
DRUG LEGALITY PRICE MULTIPLIER Moderate 1 +0 > na
Legal/Common x1 Dollars Advanced *3 *1 *0 S
By Prescription Only x5 Dollars Sophisticated *5 +3 *1 +0
Type C lllegal x5 Dollars " "
P 9 Non-Ingestible Chemicals
Type B lllegal x7.5 Dollars Arcane Ink * 15 Iron Glue * 2(
Type A lllegal x10 Dollars Dragon Breath * 25 Liquid Light * 1(
Magical x10 Dollars Eldritch Oil * 15 Lunar Ink * 15
Experimental x25 Dollars
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