
Oils and Potions 
 

Subtable A (1-3) 

 

1 Anti-Potion 

2 Berserk Drink 

3 Brain Teaser 

4 Frog Elixir 

5 Elixir of Iron Health 

6 Elixir of Wisdom 

7 Explosive Potion 

8 Funny Potion 

9 Midnight Oil 

10 Oil of Sleepiness  

11 Oil of Watery Invisibility 

12 Polydrink 

13 Potion of Effect 

14 Potion of Mushrooms 

15 Potion of Muting 

16 Potion of Racial Tongue 

17 Potion of Stone Form 

18 Potion of Strength Restoring 

19 Stone Elixir 

20 Dm's Choice 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Subtable B (4-6) 
 

   1 – 2 Oil of No Smell 

   3 – 4 Potion of Ext. Dragon Control 

   5 – 6 Potion of Gorgon Breath 

      7  Potion of Immortality 

   8 – 10 Potion of Mighty Healing 

  11 – 12 Potion of Restoration 

  13 – 14 Potion of Trollkin 

  15 – 16 Taunt Potion 

  17 – 19 Winged Potion 

 20 Dm's own choice  



Anti-Potion Invented by Hogan 

(XP 450, GP 1650) 
 

Once drunk, this potion will coat the inner system of the drinker with anti-magic properties. Every magical potion drunk 

hereafter, and for as long as the Anti-Potion is in effect is instantly and completely nullified. That goes for potions both 

harmful and beneficial. 

The Anti-Potion has the duration of 1d4 hours and will have an effect upon all magical potions and elixirs that must be 

swallowed (ingested) in order to work. Oils, which mostly coat the outer part of the body, is unaffected, as well is 

poisons with no magical properties. 

 

Berserk Drink Invented by Hogan 

 

When the Barbarian tribes of the North prepares for war, they first have their Shamans gather their secret roots in order 

to brew their golden mead, know as Berserk Drink among the chosen warriors and their enemies. The Drink is stored in 

clay-bottles, which the warriors keep tied to their belt for fast retrieval, and they defend it with their lives. 

When a barbarian empties such a bottle to the last drop, he is immediately taken by a berserker fury, compelling him to 

rush headlong into battle, going for the melee. The Berserker fury will last for 3d6 rounds, during which the warrior can 

add +2 to all his attack and damage rolls. He will also gain 10 temporary hit points which will be lost when the fury 

liftens, something which might kill the berserker at that time. During the battle, the berserker will be immune to any 

spell which normally would cause him to stop fighting (Hold-spell, Emotion etc.), but not to damage-giving ones. 

Unfortunately his berserker state also makes his body unable to receive any magical healing given during the fight. 

The red haze which covers the warrior's eyes during fighting makes him unable to make out the enemies, they are all 

just fodder for his battle-fury. Therefore he might choose to attack the fleeing Kobolds, instead of the advancing Ogres. 

Fortunately the haze allows his to differ friend from foe, but it's not a good idea to approach him during the fight 

anyway. 

Since the mead of Berserk Drink is made by a warrior-culture for warriors, the mead is treated as a weak poison to 

anyone with less than 15 in constitution. A saving throw versus poison is necessary to avoid going down with cramps 

for 5 rounds. 

 

Brain Teaser Invented by Hogan 

(XP 800, GP 3100) 
 

This apart-named potion is of a sickly greyish hue that, fortunately not to the knowledge of many, is actually made from 

distilled Illithid brain with just a taste of spirits. 

Drinking the potion will give the user a temporary 4 points boost to his or hers intelligence, with all the benefits or 

enhancements that brings with it, including the possible knowledge to see through illusions and more PCP’s for 

Psionics. The boost will work for 2d4 turns, after which the drinker will feel mentally drained and be unable to 

participate in spellcasting or other mentally taxing activities for at least 1 hour. 

The potion is not to be confused with a popular drink of the same name! 

 

Elixir of Iron Health Invented by Hogan 

(XP 4000, GP 14000) 
 

This extremely rare elixir, whose recipe is only shared by a handful of wizards of whom no one is in any living form 

today. It is known both for its great bestowing powers, but also for its deadly consequences. 

Unless the drinker doesn’t want to have a chance of survival, a two days complete fast must be undertaken before 

swallowing the elixir. After drinking the elixir, the drinker will immediately crumple in pain due to his innards feeling 

to be on fire. At this point a constitution check shall be made. If successful, the drinker will regain his composure in 

1d10 rounds, and gained permanently 1 constitution point due to his body being magically strengthened. If not 

successful with his saving throw, the drinker is immediately killed as his innards is burned away, leaving only a 

Resurrection spell as a possible way of retrieval. The same ending is the result of not going through the period of fast 

before drinking. 

It is only possible to drink one Elixir of Iron Health in a lifetime. Should another be inhibited, the described fatal 

occurrences will take place without any saving throws allowed. 

 



Elixir of Wisdom Invented by Hogan 

(XP 4000, GP 12000) 
 

The crystal clear fluid is rumored to originally have been made from a recipe that was stolen from the Gods themselves 

by an early Human hero. Rumors or not, the recipe for the Elixir is a secret carefully guarded in a remote monastery, 

where the mysteriously monks very rarely let other share it. Very few elixirs are ever seen outside this forbidden place. 

Drinking this Elixir requires that the drinker must undergo a complete 24 hours mental and physical phase, where he 

must spend each and every minute in deep trance. Once he has reached the peek of his inner enlightenment, he awakens 

and is immediately to swallow the potion. As soon as this is done, he will collapse with a headache more appropriate for 

a giant. The roots of the pains lies in the fact, that the potion strives to expand his mind to make room for the higher 

Wisdom, and it is at this point, that the drinker must make a wisdom check. The chance of being successful is equal to 

5% for each point difference between the drinker’s current Wisdom score and the maximum score of 25. If he makes 

the roll, the pains will slowly subside within 1d10 rounds and the drinker will have acquired a permanent point of 

Wisdom. Should the roll fail, the recipients mind will suffer under a complete meltdown of his mind, which were not 

ready to receive the boost to his wisdom. He will immediately and permanent loose 1d10 points of wisdom, only 

recoverable by natural acquired wisdom or from other magical sources. 

Drinking an Elixir of Wisdom is a special treat, which only can be tasted once in a lifetime. Drinking another such 

Elixir will be the cause for a meltdown. Not following the required time of spiritual phase will also produce the above-

mentioned result. 

 

Explosive Potion Invented by Hogan 

(XP 600, GP 1200) 
 

An Explosive Potion is the result of an absentminded alchemist and a wild mage trying to create a healing potion that 

could compete against the cleric’s version. The result was something they never dreamed of. 

First of all, the original potion, much copied over the time, became a brownish sugary substance which, when drunk, 

acts as a Potion of Healing. Nothing new under the sun, but if the still-full bottle is shaken and thrown, the potion will 

explode in an acidic spray, causing 2d6 in damage to everyone within a range of 3´ from the point of impact, with a 

saving throw for half damage. 

Some speculate that the inventors were ahead of their time, but they refused to comment on their work, so it was up to 

others to copy their creation as best as possible. 

 

Frog Elixir Invented by Hogan 

(XP 1300, GP 6700) 
 

One of the most legendary elixirs, the Frog Elixir is considered by many to be the stuff of just another fairytale, but the 

recipe exist and over the centuries, many unlucky people have experienced its effects. 

A whole bottle of the elixir must be drunk in order for it to have any effect, but the drink can be mixed in other liquids. 

If the mixing is done, the drink will retain its potency for 2 hours before it becomes useless. Once poured, it cannot be 

bottled again.  

Drinking the Frog Elixir allows the drinker a saving throw vs. poison with a –6 penalty, before she will find her 

instantly being transformed into the form of a common bullfrog! Though the frog will be about twice as big as a normal 

frog of that type, if will be indistinguishable from other members of that specie. The unlucky being will be completely 

aware of the situations, but will be unable to use any abilities short of those associated with a frog. Beings with more 

than 14 in wisdom, will be able to talk while in frog from, but since the speech is littered with croacks and riddips, no 

spellcasting is possible. 

The transformation is permanent, and no magic short of a Wish will be able to transform the unlucky damsel 

permanently back. Polymorphing magic will only transform her back for a timespan of 1d10 rounds. The only sure cure 

is to have the frog kissed by a member of the opposite sex (legends claim that this is not quite as easy as it sounds). 

Such a kiss will grant another saving throw with a –3 penalty. If is fails, no further kiss from that person will help, 

though kisses from persons of royalty (and of the opposite sex though!) always will cure the curse without saving 

throws necessary. 

 



Funny Potion Invented by Hogan 

(XP 350, GP 1350) 
 

The drinker of this potion will immediately come under an effect much similar to that a victim of the Tasha’s 

Uncontrollable Hideous Laughter spell would experience. 

For the potion’s duration (4d4 rounds), the drinker will find almost anything he looks at incredible funny. This will 

cause him to laugh so much, that he will be wrecked by cramps of laughter, cramps so strong that he will suffer a –2 

penalty to every action and all checks. Furthermore, his strength will be lowered by 2 points for the potion’s duration, 

and every attempt of spellcasting is doomed to drown in hideous laughter. 

The Potion was originally created and used by a Jester who didn’t think his skills were appreciated highly enough at 

court. At his next show he received the laughter he always though he was due, but the show also became his last, as his 

audience, once the potion had run its course, showed that they didn’t appreciate that kind of humour. 

 

Midnight Oil Invented by Hogan 

(XP 600, GP 1000) 
 

The Midnight Oil is a black watery liquid, always tingling as touched by moonlight. 

If poured upon a person, his body will seem to shimmer and turn semi-translucent taking on the outlook of the oil itself. 

This special effect will make the user 70 % undetectable in darkness, 80 % if there is moonlight, and 90 % if its under a 

full moon. 

The strange properties of the Midnight Oil also come into effect when a weapon happens to strike the user. The user 

will suddenly see to have taken on a semi-liquid structure, causing weapons to sink into the body, only causing half 

damage in the process. When the weapon is withdrawn, it will be coated with a substance much similar to that of the oil 

itself. This will have no effect whatsoever. 

The last power the oil can give, is the one allowing the user to "phase" through an object covered in moonlight. By 

concentrating very hard and pressing against the surface of the object, he will be able to seep through 3 inches of matter 

per. round of concentration. If caught in the middle of an object when the oil's effect wears off, the user is instantly 

slain. 

Note: Moonlight usually only covers one side of any surface. 

A bottle of Midnight Oil usually only contains enough for one dose that has a duration of 2+1d3 turns. 

 

Oil of No Smell Invented by Hogan 

 

When used on a subject, this oil will nullify each an every olfactory trace of the user, he or she will simply become 

“invisible” to those creatores who reley sorely on a sense of smell to locate their opponents, and those tracking by sense 

of smell will be thrown completely off track. 

Figures that this greenish liquid has no smell of its own. 

 

Oil of Sleepiness Invented by Hogan 

(400 XP 600 GP) 
 

This is a very sticky substance that, when uncorked, smells strongly of herbs mixed with an oily substance. 

The oil is designed to cause sleepiness in a person when the fumes from the burning of the oil are inhaled. If the content 

of one bottle is poured into a fire (brazier, campfire etc.), it will cause people within a range of 30 feet from the place of 

fire to become extremely drowsy due to the fact that they are inhaling the fumes from the burning oil. They must all as 

one make a saving throw vs. poison with a negative modifier of 2 to avoid the effect. Since it is not obvious that there is 

something extraordinary to that sleepiness they suddenly feel, they might stay in the area. At this point they have to 

make a new saving throw each round with a cumulative –1 to their roll. The fumes stay active for 10 rounds before they 

dissipate. In order to achieve this effect, the oil of one full bottle (see below) must be burned. 

Those who miss their saving throw falls into a deep slumber from what only a Dispel Magic or similar and stronger 

spells can wake them up. The slumber will last for 1d6 hours, even if the burning oil is removed or the fumes dissipate. 

The oil can also be used to cause a single creature to fall asleep. If a little of the oil is poured into a brazier or similar 

and a creature immediately and on purpose inhales the fumes, the effect will be bestowed without any saving throw 

necessary, but the fumes dissipate immediately in the following round. Used like this, the bottle can be said to contain 

10 uses, each use reduces the range of the full-bottle burning with 3 feet. 

 



Oil of Watery Invisibility Invented by Hogan 

(500 XP, 800 GP) 
 

This totally waterproof oil is only effective when the user is submerged beneath the waves. Under water the user will 

turn completely translucent, only leaving a faint outline to be seen. This effect will grant an effective invisibility of 95 

%, even foiling infravision and similar visions. Against those creatures which doesn't completely rely on their sight but 

instead uses sonar and such, the invisibility granted by the oil, is only 50 % effective. Natural blind creatures are not 

foiled by the oil's effect at all. 

The Invisibility also extends to those above the waters, so a person using the surface as a mirror, only has a 5 % chance 

of spotting the outline of the invisible lurker below. 

Attacking other creatures doesn't cause the oil to wear off, and it doesn't wear off either if the use goes on land and the 

re-submerges. 

The Oil of Watery Invisibility only has duration of 6 turns, and one whole bottle has to be used. 

 

Polydrink Invented by Hogan 

(400 XP, 2000 GP) 
 

The Polydrink is a more specialized potion compared to the commonly known Potion of Polymorph Self. As with the 

latter potion, the Polydrink duplicates the effects of the 4
th

 level wizard spell of the same name, except for one small 

exception. By adding a few hairs from a specific individual, the drinker will for the duration of the potion be 

transformed into an exact copy of that individual! The person will seem to be the individual in all outer aspects, except 

for manners and attitude, which requires skill at performing. Mind probing spells might be able to penetrate the 

disguise. 

 

Potion of Effect Invented by Hogan 

 

This interesting potion was developed not long ago by a great alchemist in his laboratory north of the city of Arabel in 

the kingdom of Cormyr. The potion is by all means still on the experimental state, and are thus highly unstable, even ig 

most of the quirks has been worked out of it. 

The Potion of Effect was created to duplicate all other kinds of potions, hence the user who drank the potion just had to 

think on the effect he wanted to achieve, and the Potion of Effect would duplicate the potion nearest to the wanted 

effect. Hence, if the user wanted to be undetectable, the potion would perhaps duplicate a Potion of Invisibility, or 

maybe a Potion of Etherealness! If he wanted to reach a window high in a tower, and didn’t specify how to do so when 

drinking the potion, it could duplicate either a Potion of Flying, a Potion of Climbing, or a Potion of Levitation. Off 

course, if the inhibitor specifies the exact potion he wants to duplicate, he gets the wanted effect. A very handy potion 

indeed! 

The problem with the potion is that it is unstable. When drunk, there is a 10% chance that it instead of creating the 

wanted effect, bestows the effect of a random potion on the drinker, an effect which cannot be cancelled before the 

normal duration of the potion ends! This is actually the drawback to an improved version of the Potion of Effect. Older 

versions of the potions actually increased the chance for a random effect with 10% a week! Some of the old bottles are 

perhaps still in circulation, but testing and identifying of them will only reveal that they are Potions of Effect, not how 

old they are and what their exact chances are for failures! 

 



Potion of Extended Dragon Control Invented by Hogan 

 

This potion is an advanced brew of the, among adventurers, all-popular Potion of Dragon Control. It has however, been 

revised to also allow the control of the neutral Gem Dragons. As with the original potion, it enables the caster to cast a 

powerful Charm Monsters upon a particular dragon within 60 yards. The Dragon is allowed a saving throw (no magical 

resistance) to avoid the effect with a –2 penalty. The effect lasts for 5d4 rounds. 

The particular potion found can be determined below: 

 

 1 – 2 White Dragon 

    3 Black Dragon 

    4 Green Dragon 

    5 Blue Dragon 

    6 Red Dragon 

    7 Amethyst Dragon 

    8 Crystal Dragon 

    9 Emerald Dragon 

   10 Sapphire Dragon 

   11 Topaz Dragon 

   12 Brass Dragon 

   13 Copper Dragon 

   14 Bronze Dragon 

   15 Silver Dragon 

   16 Gold Dragon 

17 – 18 Evil Dragons * 

   19 Neutral Dragons ** 

   20 Good Dragons *** 

 

* Black, Blue, Green, Red and White 

** Amethyst, Crystal, Emerald, Sapphire and Topaz 

*** Brass, Bronze, Copper, Gold and Silver 

 

Potion of Gorgon Breath Invented by Hogan 

(XP 1100, GP 5400) 
 

This grayish potion is usually kept in an airtight steel-bottle. If the potion isn’t drunk within one round after opening it, 

it will evaporate in a nauseous cloud that will cause everybody within 3 feet to cough and spasm, giving them a –2 

penalty to all checks for the next 1d4 rounds due to nauseas. 

When the potion is drunk, the inhibitor will be able to breathe a petrifying breath much like that of a Gorgon. He can 

only breathe once and must do so within 3 rounds after drinking the potion or the effect is lost. 

The breath is a grayish cloud that comes in a cone that are 25 feet long and 15 feet at the end. Any living creature 

caught in the cloud must make a saving throw vs. petrification or instantly and permanently turn to stone. 

Unlike the breath of the Gorgons, this copied effect cannot touch those in an astral or ethereal state of being. 

 

Potion of Immortality Invented by Hogan 

 

An almost legendary potion that is rumored, by those few who have seen one, to each and all have a divine origin. Truth 

or not, Potions of Immortality have always been the stuff of legends. 

When drunk, the drinker will immediately feel himself refreshed and free of all fatigue, but the most remarkable effect 

is not apparent before the drinker dies! Should this happen within 2 hours after the potion has been drunk, the corpse 

will stay dead for 9 rounds. On the 10
th

 round however, the body is surrounded by a glittering mist that seems to come 

from every pore of the body. When the mist disappears in the beginning of the next round, the body will arise fully 

resurrected as per. the spell, fully healed and free of all poisons, diseases and similar. Only a complete disintegration of 

the whole body will prevent this potion from taking effect, and any detached bodily members will not regenerate during 

the resurrection. 

Should the potion end its determined duration without the character dying, the mist will seep out and surround the 

character, healing all wounds and removing all poisons, diseases and similar before dissipating. 

 



Potion of Mighty Healing Invented by Hogan 

(XP 600, GP 2200) 
 

This potion consists of a bluish liquid normally contained in a clear glass bottle. 

When a full bottle is drunk in a single round, the drinker will fell herself being healed for a full 5d8+5 hp. If she’s 

already at maximum, she will gain a temporary 2d8 hp bonus for the next 1d4 turns. If she takes damage, it is these 

extra points that are lost first. 

The potion can also be divided into two separate doses, each one curing 2d8+2 hp. Neither of these is capable of giving 

hit points beyond the normal maximum of the character. 

 

Potion of Mushrooms Invented by Lasivian T. Dark 

 

This potion is a risky item, and has one 1 dose. If sipped the imbiber breaks out in purple splotches for 1-3 days all over 

his body, this cannot be removed by any means short of a Wish (this occurs only if sipped, not when drank) The sipping 

character will have a sense of great power, along with great danger. 

If totally drank, 1 of 4 effects occur: 

 

1d8 

1-4 The Imbiber is immediately poisoned as if he had consumed large amounts of poisonous mushrooms, a Cure  

 Disease AND a Neutralize Poison must be used immediately on the PC or he will die in 1d4 rounds, his body  

 will immediately sprout purple mushrooms (which if consumed have the same poisonous effects) and will decay  

 to mulch in 3d4 turns.  

5-6 The Imbiber looses 2 points of charisma permanently from a large purple growth that sprouts from his head, but  

 gains 2 points on intelligence, the growth can be surgically removed without permanent damage, and these 

 effects negated. 

  7 No noticeable effects (Note the character has been rendered forever immune to the effects of lycanthropy, and is  

 totally unaffected by a werecreatures bite, though normal damage from the bite is still taken) 

  8 No noticeable effects (Note the character has been rendered forever immune to the effects of vampirism, he  

 cannot be charmed by a vampires gaze, and cannot be effected by a vampires bite, he is however not immune to  

 the vampires level draining abilities, spellcasting, hand-to-hand damage, or innate spell abilities) 

 

Potion of Muting Invented by Lasivian T. Dark 

 

Upon tasting any amount of this potion the imbiber is unable to make any noise that requires the use of the vocal 

chords. The player is also affected and cannot speak to his fellow players. Speaking, humming, or grunting are not 

allowed, whistling is permitted, as it does not involve the vocal chords. The effect lasts 1-4 days and cannot be 

dispelled. 

If the potion, or part of it, is poured into another liquid (i.e. spiking someone's wine), the effects are diminished 

considerably  

 

Potion of Racial Tongue Invented by Hogan 

(XP 300, GP 1250) 
 

This potion is much prized by merchants travelling among the humanoid population of the realms. It usually consists of 

a yellowish substance kept in a small glass bottle with a rune indicating what tongue the potion has been brewn to. The 

possible potions found are as follows, but the list is by no means complete, potions of other tongues have been known to 

pop up. 

 

01-10 Centaur Tongue 

11-20 Elven Tongue 

21-30 Draconic Tongue (Good 50% / Evil 50%) 

31-40 Dwarven Tongue 

41-50 Giantspeak (common tongue of the Giants) 

51-60 Gnomish Tongue 

61-70 Goblin Tongue 

71-80 Halfling Tongue 

81-90 Lamia Tongue 

91-00 Orcish Tongue 

 

The inhibitor of a particular potion will be able to speak and understand the tongue granted by that potion for the 

potions duration of 2d4 hours. He will however, be unable to speak any other languages while under the influence of the 

potion, although the languages of magic are unaffected, so spellcasting by wizards and priests is still possible. The 

potion does not interfere with the ability to understand languages previously understood. 

 



Potion of Restoration Invented by Hogan 

(XP 2900, GP 9800) 
 

A mighty potion of necromantic origin, whose midnight black content is able to immediately restore 2 lost levels of 

experience to the drinker, levels lost due to negative draining from such creatures as Vampires, Wight, Spectres etc., as 

per the spell of Restoration. Levels lost due to alignment violation and similar cannot be restored by this potion. 

Drinking the potion further ages the drinker by 2 years, years that cannot be regained by any magical means. 

The rarity of this potion is rooted in the fact that it takes a good deal of the creator’s own energy to create. Furthermore, 

it can only be brew by a High Priest during a complete, expensive and strenuous ritual that is therefore rarely 

undertaken. 

 

Potion of Stone Form Invented by Hogan 

(XP 800, GP 4200) 
 

When drinking this brown clay-like substance, the inhibiter’s body will to all appearance take on the consistency of 

stone. Her skin will become greyish and though it for her will be as flexible as normal skin, it will feel and look like 

stone to everybody else. As the body also radiates the temperature of stone, the affected being will be almost invisible 

to infravision in stony surroundings (depending on what rules being used). 

The stony shell bestowed by the potion grants the inhibiter a personal armor class bonus of 4. Furthermore the shell 

takes the first 40 points of physical damage take, before the power of the potion collapses and the user returns to 

normal. The stony shell also grants a +2 bonus to saving throws vs. fire and cold, but damage taken from such spell are 

taken normally, and not counted against the protective layer of the potion. 

The Potion of Stone Form has a duration of 3d10 rounds, but note that clothing and equipment doesn’t transform with 

the body. 

 

Potion of Strength Restoring Invented by Hogan 

(400 XP 600 GP) 
 

One sip of the purple hued liquid of the Potion of Strength Restoring will help restoring strength point lost due to spells 

like Ray of Enfeeblement, or the strength draining abilities of the Shadow and similar creatures. 

A creature cannot improve its natural strength by the help of this potion, only gain back strength lost to spells of 

draining attacks. Strength that has decreased due to natural causes like age or damage cannot be restored. 

Each potion contains 5 draughts, and each will restore 1 point of lost strength. 

 

Potion of Trollkin Invented by Hogan 

(XP 700, GP 3100) 
 

Drinking this potion allows a creature to benefit from the superior regeneration of Trolls, allowing it to regenerate 3 hp 

pr. round, starting the 3
rd

 round after the first wound was scored on the drinker, or 3 rounds after the potion was drunk, 

whatever comes first. As with real Trolls, damage done by fire and acid cannot be regenerated, but any lost limbs will 

regenerate in 5 rounds, provided there is still some left of the potion’s duration. Even a new head can be regenerated 

this way, although the body will be lifeless and immobile for the whole 5 rounds duration. If the regeneration of a limb 

isn’t finished when the duration of the potion runs out, any half-regenerated limbs wither away. 

Each time a Potion of Trollkin is drunk, there is a 7% none-cumulative chance that the drinker will take on one of the 

features associated with Trolls, a huge and pointy nose, green stiff hair, green skin or a warty face is just some of the 

possibilities, which will all result in a –2 charisma until negated in some way. 

 



Stone Elixir Invented by Hogan 

(XP 2000, GP 9400) 
 

The recipient for the Stone Elixir is almost as old as the world itself, but throughout time it has almost become 

completely removed from most knowledge, so in the world of today, few know how to mix it properly. Since the elixir 

throughout history mostly has been used as a traitorous method to get rid of unwanted relatives, lieges and occasionally 

lovers, this is most fortunately! 

The powers of the Stone Elixir is such that if drunk, the effect will take place, immediately spreading its numbing 

power to the whole body of the inhibitor, and within a round he will be turned to stone as if a Flesh to Stone spell has 

been cast. A saving throw though, is applicable (see below). The elixir itself is a greyish fluid with a rather flat taste. 

One full bottle contains enough for two stoning dozes. If a full doze is drunk, a saving throw vs. Petrification with a –6 

penalty is allowed. If only half a doze is drunk, a saving throw with a –2 penalty is given, but if less than that is 

swallowed, the elixir has no effect and only the flat taste will be the result. 

Due to the nature of the Elixir, it can only be stored in earthenware bottles. If poured into another container the drink 

will loose its potential within 1 turn. Hence the elixir can be added to other liquids in order to sneak it into somebody’s 

drink, but it must be drunk closely (within the single turn) after it was poured, or the effect is lost. 

The effect of the Stone Elixir can only be cancelled by a Stone to Flesh spell. But to further make it difficult to restore 

the person, the spell shall be cast using the crumbled shards of the bottle, which contained the Elixir, as a component. 

If it’s not possible to retrieve the bottle, only a full Wish can restore the victim. 

 

Taunt Potion Invented by Hogan 

(XP 650, GP 2250) 
 

When this purple liquid is drunk, strange things will happen to the inhibitor. Every time he wants to say something, be it 

only the arcane phrases of a spell, all what comes out will be jeers and words that immediately will be treated as a lethal 

curse towards those hearing it (those within 20 yards of the drinker). They will, unless they make a saving throw vs. 

paralyzation, react as under a Taunt spell and immediately go for the throat of the drinker who must fend them of until 

the 2d6 rounds has passed. He shall however, be carefully a little more, since the provocative effect of the potion has a 

duration of 3d4 turns so if he opens his mouth again, it’s possible to once more enrage those who had just cooled down! 

In all other aspects, the potion’s effect is as the 1
st
 level spell of Taunt. While under the effect of the potion, spell-

casting and normal speech is impossible. 

This potion is rumored to have been a chemical by-product of a Tinker Gnomes life-quest to find out why Dwarves are 

so sour and dull. While the Gnome himself couldn’t see a use for the strange stuff, his Kender apprentice had much fun 

with it. 

 

Winged Potion Invented by Hogan 

(XP 450, GP 1800) 
 

When this sky-blue potion is drunk, it causes wings to sprout from the back of the drinker, wings that will allow her to 

fly as an Avariel (Winged Elf) with a movement rate of 18 and a maneuverability class C. If the potion is drunk by a 

creature already gifted with wings, its’ movement rate will be raised with 3 for the potion’s duration. 

The Potion has a duration of 1d10+2 turns, and when the duration runs out, the wings immediately withers away, 

spelling a long drop to a quick death for the unlucky user who forgot to keep close to the ground. 

The Potion was originally created by Avariel mages to give surface rooted Elves a change to feel the wind in their face 

while soaring high above the ground and being warmed on the naked back by the sun. In short, to show them how gifted 

the Avariels are to be born with wings, to soar freely above most other creatures. 

 


