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Failed Potions 
Not everything in alchemy goes according to plan! 
And when things go wrong in magic, they can go 
wrong in a very weird way. 
When you roll your alchemy supplies check to make 
your potion there's a chance you’ll miss the mark. 
When that happens, the ingredients are lost and the 
potion’s failure effect comes into play. Usually the 
more common a potion is, the less dramatic the effect 
will be. For example, a ​potion of healing​ has a failure 
effect that only makes the potion half as potent. It’s 
still a potion that heals, it’s simply less effective. On 
the other end of the spectrum, a ​potion of longevity 
could transform into a ​gibbering mouther​ and combat 
will ensue! 

Ruined Supplies 
Some failure effects can cause damage to your 
alchemy supplies, this is usually only a minor setback. 
A set of alchemy supplies is made up of all types of 
instruments and apparatus costing a total of 50 gold 
pieces. You can sort of consider this GP cost as your 
alchemy supplies’ hit points. When a failed potion 
damages your equipment, it will ask you to roll a few 
dice that indicate how many GP worth of equipment 
was lost. For every 5gp of supplies lost, you take a -1 
penalty to any roll made to brew a potion. It’s wise for 
beginner alchemists to buy spare supplies to “bolster 
your set’s HP” 

Saving the Brew 
When a brew starts to go wrong, you may still be able 
to save it! If the alchemy supplies check fails by 10 or 
less you can make an Intelligence saving throw with a 
DC equal to the difference between your original 
alchemist’s supplies check and the craft DC of the 
potion. If you successfully save the potion, you can 
attempt the brew again. If the second attempt fails, 
you can attempt to save it again but you take a -5 
penalty to the saving throw. This cycle continues with 
the penalty of each subsequent saving throw 
increasing by 5 until you fail the saving throw or 
succeed in brewing the potion.  
 
 
 
 
 
 
 
 

Using the Tables 
The remainder of this package is the list of potions 
followed by the list of potion ingredients.  

Potions Table 
The potion table lists every potion in the Dungeon 
Master’s Guide sorted alphabetically. Each potion is 
accompanied by additional information such as: 
 
Cost​: Suggested retail price; which is calculated as: 
 

Cost = (Cost of ingredients ✕ 2) + (Craft DC ✕ 4) 
 

Ingredients​: The items required to craft the potion. 
 
Ingredient Cost​: The cost of the ingredients. 
 
Craft DC:​ The difficulty class that must be reached by 
the character’s Intelligence (Alchemy Supplies) check 
to successfully brew the potion. 
The craft DC is also used to determine how long the 
potion takes to brew. It’s calculated as: 
 

Brew Time in Minutes = Craft DC ✕ 5 
 

Failure Effect​: The bad stuff that happens when a 
character doesn’t pass the Alchemy Supplies check. 

Ingredients Table 
The ingredients table is listed alphabetically and has 
the following columns:  
 
Ingredient​: The name of the item. 
 
Cost​: The price in gold pieces that a merchant would 
sell the item for. 
 
Rarity​: How difficult it is to come across this item. 
 
Description​: A definition of the item and its use. 
 
Procurement​: The method used to obtain the item. 
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Alchemy 
Alchemy is the art of turning one or more substances 
into another particularly useful substance. This 
specific guide on alchemy focuses specifically on 
brewing potions of all kinds. 
 
Potion crafting is a long, complicated process in the 
fiction of the game, but it shouldn’t be that way for 
the players! This guide provides a method of alchemy 
that players will find simple to understand, yet 
adequately challenging to accomplish in game. As a 
player or dungeon master, feel free to use as much or 
as little of these rules as you see fit! They’ve been 
designed for simplicity but they also include enough 
flavor to inspire a player who’s excited about bubbling 
some beakers as a part time alchemist! 

Using Alchemist’s Tools 
The 5th Edition D&D Player's Handbook is pretty 
sparse on the details of artisan’s tools, and has no real 
information at all concerning alchemist’s supplies. 
Thankfully, Xanathar’s Guide to Everything has a 
section with useful information on what these 
supplies are and what they’re useful for. 
The ​Tool Proficiencies​ section of Chapter 2 of XGtE tells 
us that Alchemist’s Supplies include glass beakers, a 
frame to suspend them over a flame, stirrers, mortar 
and pestle, and a pouch of basic alchemy ingredients. 
The section also lists a few basic items from the 
Adventuring Gear table in the PHB that can be crafted 
as part of a long rest. Difficulty classes are not labeled 
for these items, but we can assume they're simple to 
make because a character can craft these while 
resting. 

Basic Alchemy 
Alchemist’s supplies can be used to craft ​acid, 
alchemist’s fire, antitoxin, oil, perfume ​or ​soap​ with 
a DC10 Intelligence (Alchemist’s Supplies) check and 
an amount of gold’s worth of generic supplies equal to 
half the item’s cost as labeled in the adventuring gear 
table in the player’s handbook. 
 
That’s the most basic form of potion crafting that 
players and dungeon masters can utilize. If it suits 
you then this is all you need! Take a look at the list of 
potions, their prices, and craft DC’s at the end of this 
package to find out how much gold you need and how 
high to roll to make your potions! 

Special Ingredients 
If gathering flowers and herbs or hunting unusual 
beasts for use in potions sounds fun to you then don’t 
skip this section! All potions in D&D have fantastic 
effects, but where is this magic derived from? The 
special ingredients section toward the end of the 
document lists all kinds of potential sources for 
magical effects. Every ingredient has a rarity, cost in 
gold, and a description.  

Rarity 
Some ingredients are common, some are near 
impossible to find. Common ingredients can always 
be bought, some could even be gathered in a kitchen 
pantry. Uncommon ingredients can usually be found 
in specialized potion shops and apothecaries. Rare 
ingredients are hard to come by in potion shops. It’s 
fair to assume that a successful potion shop has about 
a 50% chance of having the rare item you want in 
stock any given week. Rare items very often need to 
be sought out in the wilds. Very Rare and Legendary 
ingredients will always need to be hunted down in the 
wilds. Each ingredient on the list has a section on how 
to procure it. Some are as simple as making a nature 
check to forage; while others may require a monster 
to be hunted with a survival check, defeated in 
combat, then meticulously dissected with a medicine 
check to gather the particular organ that’s used in the 
potion. Every ingredient is a little bit different. 

Cost 
This number is the cost in gold pieces that a character 
would pay in a shop. Some are labeled with a decimal, 
meaning that silver might get involved. An ingredient 
like ​spider silk​ costs 1.2, meaning you would pay 1 gold 
piece and 2 silver pieces for a spool of it. 
Not all ingredients can be bought, but all ingredients 
have a cost listed; this is so that a character selling the 
ingredient has an idea of how much coin they can 
expect from a buyer. When selling to an alchemist 
merchant, they’ll usually only buy the ingredient at a 
fraction of the price listed. 

Description 
Each ingredient has a short description to define 
what it is and why it’s used in potions. The effects 
that each ingredient has is intentionally somewhat 
vague, but is included to spark a bit of inspiration and 
lend an idea to players and DMs as to what other 
potions could possibly be “homebrewed”. 
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