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HEALING POTION 

GENERATOR 
By Justin Handlin @ Crit Academy 

Magic permeates the fantasy world and is at the core of 
sword and sorcery games. Magic comes in a variety of 
shapes and sizes, from powerful artifacts that keep cities 
afloat in the sky, to a magical blade that bursts into flame 
with a simple command word. But of all the magical power 
that suffuses the world, the most common, and in many 
cases the most valuable to an adventurer, is the healing 
potion. 
 Adventuring is dangerous work, and it is almost a 
guarantee, no matter how powerful, agile or tactful an 
adventurer is, they will end up wounded. Whether it be by 
blade, spell, claw or tooth. It is certain to happen.  These 
magical alchemic mixtures are a life safer and the unsung 
hero of an adventuring party’s success. 

POTIONS IN PLAY 
One of the best parts of playing a roleplaying game is 
collecting loot. Unfortunately, as a GM it is very easy to 
hand out too many magical items, and quickly find that 
you’ve allowed your characters to become too powerful. 
This can make the game difficult to balance. So, the 
obvious decision is to include less magical items, but then 
that means one of the best parts of the game is often left to 
the wayside.  
 That’s where consumables such as potions come into 
play. The beauty of them is that you can easily toss them 
into a game as a reward, giving the characters and players 
a feel of success and progress. Since they are often one and 
done resources, you can continue to drop them in, and if 
you happen to toss one in that’s a bit too powerful, its ok, 
because you only have to deal with it once. The best part 
about these, is that the GM can give them to monsters and 
NPC’s as well. 

THE GENERATOR 

Below you will find that we have created affixes for 
potions. Each affix has a unique feature tide to its name. 
This allows for the GM to be able to roll on the table to 
generate magical healing potions on the fly as rewards or 
pick from the list and combine affixes to make a variety of 
different healing potions. 
 Below are the steps to using the generator. 

• Roll on the prefix healing potion table or choose an 
option. This name will be the first part of your new 
potion. For example, we’ve rolled a 1 “Seething”. 

• Next roll on the healing potion table or choose an 
option. This is the second part of your new potion. For 
example, we’ve rolled a 3 “Superior Healing”. 

• Lastly, roll on the suffix healing potion table or choose 
an option. This is the third and last part of your new 
potion. For example, we’ve rolled a 5 “of Iron Skin”. 

• Our new potion is called “Seething Superior Healing of 
Iron Skin”. 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
• Now we combine the different elements from our 

generator to get a completely new potion. 
• Since potions are drank, we can start of with our first 

part “A character who drinks this magical fluid 
regains…” 

• We add in our healing potion’s value, for “Superior” it’s 
8d4 + 8.  

• Next we add our prefix bonus with “Seething” that says 
“You don’t regain hit points as normal. Instead, at the 
start of each of your turns, you regain half of those hit 
points as temporary hit points for the next 1 minute. 
You cannon benefit from this effect again until you 
finish a short or long rest.”. 

• Lastly, we add our suffix bonus for “of Iron Skin” with 
Additionally, “your skin hardens granting you a +1 
bonus to your AC for 1 minute.  
 
Finally, our magical healing potion should look like this. 
For simplicity sake, we use the base potions rarity, you 
can add a bit of flavor by changing colors and effects. We 
plan to add these to the generator at some point. 

SEETHING SUPERIOR HEALING POTION OF IRON SKIN 

Potion, rare 

A character who drinks this magical fluid regains 8d4 + 8 
hit points. You don’t regain hit points as normal. Instead, 
at the start of each of your turns, you regain half of those 
hit points as temporary hit points for the next minute. You 
cannot benefit from this effect until you finish a short or 
long rest. Additionally, your skin hardens granting you a 
+1 bonus to AC for 1 minute. 

 

HEALING POTIONS 
D4 Name Rarity HP Regained 
1 Healing Common 2d4 + 2 
2 Greater Healing Uncommon 4d4 + 4 
3 Superior Healing Rare 8d4 + 8 
4 Supreme Healing Very rare 10d4 + 20 
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PREFIX BONUS 
d12 Name Effect 

1 Seething You don’t regain hit points as normal. 
Instead, at the start of each of your 
turns, you regain half of those hit points 
as temporary hit points for the next 1 
minute.  

2 Bubbling You regain the potions maximum 
number of hit points. 

3 Cautious If you have more than ½ your hit point 
maximum, you can reroll any number 
of dice, but must use the new roll. 

4 Catalyzed You can roll one of the potion’s healing 
dice one additional time and add it to 
the healing. 

5 Saturated You don’t regain hit points as normal. 
Instead, at the start of each of your 
turns, you can roll a single die, adding 
the potion’s bonus to each die roll.  

6 Panicked If you have less than ¼ your hit pint 
maximum, you can increase the size of 
the potions dice to d6. 

7 Sapping If you have any spell slots you don’t 
regain hit points as normal. Instead, 
one random spell slot is expended, and 
you regain the potions maximum 
number of hit points as temporary hit 
points. 

8 Ample This potion contains enough content 
for 1d4 uses. 

9 Perpetual This potion magically refills its contents 
at the next dawn. 

10 Lasting Additional effects of this potion have its 
duration doubled. 

11 Caustic You don’t regain hit points as normal. 
Instead, you lose a hit die and regain an 
expended 1st level spell slot. If the 
creature doesn’t have any hit dice, they 
must succeed on a DC 15 Constitution 
saving throw or suffer one level of 
exhaustion. 

12 Alchemist’s You gain the effects of the mage armor 
spell. 

SUFFIX BONUS 
d12 Name Effect 

1 of Heating You gain immunity to cold damage 
for 1 minute. 

2 of Dousing You gain immunity to fire damage for 
1 minute. 

3 of Staunching You gain advantage on any death 
saving throws for 1 hour. 

4 of Grounding You gain immunity to lightning 
damage for 1 minute. 

5 of Iron Skin Your skin hardens granting you a +1 
bonus to AC for 1 minute. 

6 of Reflexes You gain the effects of the Dodge 
action for 1 round. 

7 of Adrenaline Your speed increases by 10 for 1 
hour. 

8 of Steadiness You gain advantage on Constitution 
saving throws for 1 minute. 

9 of Resistance You gain resistance to bludgeoning, 
piercing, and slashing damage for 1 
minute. 

10 of Gluttony When you make a melee weapon 
attack against a creature within the 
next minute and roll a 20 on the 
attack roll, that target takes an extra 
3d6 necrotic damage, provided that 
the target isn’t a construct or an 
undead. You gain temporary hit 
points equal to the extra damage 
dealt. 

11 of Preservation Randomly removes one disease, 
poison or condition. The condition 
can be blinded, deafened, 
paralyzed, or poisoned. 

12 of Warding Until the end of your next turn, any 
creature who targets you with an 
attack or harmful spell must first 
make a DC 15 Wisdom saving throw. 
On a failed save, the creature must 
choose a new target or lose the 
attack or spell. This doesn’t protect 
the warded creature from area 
effects, such as the explosion of a 
fireball. 

 
AMPLE SUPREME HEALING POTION OF DOUSING 

Potion, very rare 

A character who drinks this magical fluid regains 10d4 + 
20 hit points. This potion contains enough content for 1d4 
uses. Additionally, you gain immunity to fire damage for 1 
minute. 

LASTING HEALING POTION OF REFLEXES 

Potion, common 

A character who drinks this magical fluid regains 2d4 + 2 
hit points. Additionally, you gain the effects of the Dodge 
action for 2 rounds. 

SAPPING GREATER HEALING POTION OF WARDING 

Potion, uncommon 

A character who drinks this magical fluid regains 4d4 + 4 
hit points. If you have any spell slots you don’t regain hit 
points as normal. Instead, one random spell slot is 
expended, and you regain the potion’s maximum number 
of hit points as temporary hit points. Until the end of your 
next turn, any creature who targets you with an attack or 
harmful spell must first make a DC 15 Wisdom saving 
throw. On a failed save, the creature must choose a new 
target or lose the attack or spell. This doesn’t protect the 
warded creature from area effects, such as the explosion of 
a fireball. 

 


