Alchemist Character Class

Must apprentice under another Alchemist for one year.  During this apprenticeship, the character cannot adventure but gains a permanent +1 bonus to Int, Wis, and Dex, and +10 to the Alchemy skill.  The cost to apprentice is 100 gold per week.  This includes room at a hotel or house, food, and other essentials.  Characters may create an Alchemist as if they had already apprenticed as long as they can meet the other requirements.  In this case, the character has only 100 gold to start with

	Level
	Base attack
	Fort Save
	Reflex Save
	Will Save

	1
	+0
	1
	1
	1

	2
	+1
	1
	1
	1

	3
	+1
	2
	2
	2

	4
	+2
	2
	2
	2

	5
	+2
	3
	3
	3

	6
	+3
	3
	3
	3

	7
	+3
	4
	4
	4

	8
	+4
	4
	4
	4

	9
	+4
	5
	5
	5

	10
	+5
	5
	5
	5

	11
	+5
	6
	6
	6

	12
	+5/+1
	6
	6
	7

	13
	+6/+1
	7
	7
	8

	14
	+6/+2
	7
	7
	9

	15
	+7/+2
	8
	8
	10

	16
	+7/+3
	8
	8
	11

	17
	+8/+3
	9
	9
	12

	18
	+8/+4
	9
	9
	13

	19
	+9/+4
	10
	10
	14

	20
	+10/+5
	10
	10
	15


	Level
	Special Item Creation*
	DC*

	1
	Alchemist's Fire, Healing Salve**
	15/10

	2
	Antitoxin
	12

	3
	Tanglefoot Bag
	12

	4
	Simple weapon +1
	15

	5
	Tinderwig
	15

	6
	Smokestick
	17

	7
	Sun Rod
	18

	8
	Any non-magical weapon +1
	20

	9
	Gunpowder, 1 unit***
	20

	10
	Flashbomb*****, Rifle**** 
	25/30

	11
	Cursed Salve******
	30

	12
	Any non-magical weapon+3
	35

	13
	Any potion
	35

	14
	Any magic or specific armor
	35

	15
	Create any familiar
	38

	16
	Any magical weapon equivalent to +5
	45

	17
	Novabomb*****
	45

	18
	Any ring
	48

	19
	Staff of Alchemy*******
	60

	20
	Any weapon with any bonus or properties
	65


There is no limit to the number of skill points Alchemists can gain in Alchemy.

Alchemists gain a feat every 4 levels.

Alchemists gain bonus feat at levels 1 and 2, 2 feats of Item Creation at level 17, and 3 at level 19.

At level 15, Alchemists can speak all languages.

At level 18, Alchemists gain +5 to all skill checks.

Proficient with simple weapons and light armor.

At level 15 or higher, Alchemists can embark on a quest to find the Philosopher's Stone, which is only usable by Alchemists.  Once obtained, the Stone lasts 2d4 months, during which the character gains double normal Exp.  Once per week, the Alchemist may attempt to create gold.  If you succeed at an Alchemy check (DC 35) you create 10000 gold.  If you fail, you take 1 point of permanent Wisdom damage.  While carrying the stone (not necessarily touching), you gain Regeneration 5.  After 2d4 months, the stone disappears and you must succeed at a Fort save (DC 25) for each level gained while in possession of the Stone or lose it.

Alchemists can learn the feats and skills of wizards, minus metamagic.

Alchemists can use Item Creation as if they had the required spells if their Alchemist level is greater than or equal to twice the spell level required.

Skill points per level. 

Lv. 1 (8+int. mod.)x4

Every other level 8+ int. mod.

*Items cost one-quarter market price to create and one day per 1000 gold, or if no market price present, 100 gold per level required for the item and one day per 200 gold.  To create items, the Alchemist must succeed at an Alchemy check or take 1d4 temporary Con damage.


**This salve improves every two levels, emulating Cure.


Level�
Effect when applied�
�
1�
Heal one point of damage�
�
4�
Heal 1d8+4�
�
6�
Heal 2d8+6�
�
8�
Heal 3d8+8�
�
10�
As the spell Heal�
�
***Gunpowder is made out of common ingredients which cost nothing.


****The rifle is a weapon which uses sling ammunition and gunpowder (50 shots per unit of gunpowder),


otherwise it acts as a light crossbow dealing 2d8 damage, and critical hits deal instant death with a Fort DC of 15


*****The Flashbomb, when activated, bursts, dealing 2d8 damage and blinding for 2d8 days all within 10 feet (Reflex half).  The Novabomb blinds, deafens for 3d8 days and deals 15d6 damage to all within 25ft.  The Novastone costs 2500 and 1000 exp to create. Stones are made of gunpowder.


******Cursed salve acts as Healing salve, but can be thrown to deal damage equal to Healing salve's healing power, with level requirements +10


*******Once per year, the Staff can be used to create any Alchemist item instantly, at twice normal cost.  Cost:1000000 Gold, 10000 Exp, can only be made once.








