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Before L Pqu My name 10 an\jJrhing in this quidf,,
T feel it’s worth manrioning that T have abso\que\\j
noJrhing to lose b\j u+i\izing the materials described
herein in any sort of unsavory way, You, the
reader, My have evcr\jJrhing to lose if You are
even cauthr rcading this Pub\icaJrion, be it from the
local conerabu\ar\j, friends and ¥amil\ﬂ, loved ones, or

overnment officials. SJrrich\\ﬂ sPeaKing, Yyou could
be thrown in the \ocKuP for simP\\ﬂ having this
book, Does that mean I'm going to dissuade \jou?
Abso\qud\ﬂ not.

It you have this book, it’s ¢ither because \jou’rc
interested in \carning the +ricks of +he trade for
hc\Pin(j dcpose, a C,OT‘T‘UP+ govcming bod\j, or because
ow’re curious, and ’'m not about +o discourage
either of these Jrhings. Not cvar\ijhinq in here is
ou+righ+ villainous or dead\\j, some hold a gr(;aJr many
uses, it’s all in how creative you are. Just for your
sake... KecP this +hing SOMEWNEre secure, \jcah?

Raldric. Weathers, Guerila Dissident of Outset




DISCOVERIES

BILEBALM LOTION

This noxious cocktail of animal biles and alchemical balms is colloquially and lovingly
referred to as Bilebalm Lotion, and was once marketed to people far and wide as Lw"\w, ‘/""'\*
4
{i

such a thing, the formula followed by many aspiring Snake Oil salesmen actually
resulted in a decently potent stimulant, when rubbed into one’s skin. This proved to
be highly useful for night watch guards, and destitute laborers who could ill-afford a
healthier living style, opting instead to smear themselves with this foul sludge.

a mild warding agent against the Rot. While it was not even remotely useful for *

Whatever you do, make sure you

wash 3oursd¥ thoroughly of this f
gunK after HOU r? dgnc 4

Outside of Outset, it can run under many names, too many to adequately catalog Tt smells worse the nex+ dauj
here. Odds are, however, if you find a glowing, sickly yellow substance that you are
encouraged to apply to yourself by the local witch doctor or apothecary, it is likely - \
to be some vgrlatlon on the formula. thgher quality |ngr§d|ents in this msta.nce do o

not necessarily correlate to a better lotion, and as such it is a very popular thing to

sell in the crowds of cheap businessmen, unscrupulous hucksters, and the like across Tyne.

" BOTTLE OF DISBELIEF

The advancements of alchemy within the world of Tyne have led to some strange, and

utterly unconventional concoctions, some stretching the very fabric of reality, others merely
teasing it like an unruly concubine. What many refer to as the bottle of disbelief, is one such
brew. The ingredients required for such a tincture are as strange as the concept of disbelief

is within this context, yet are quite easily found. Putting one together requires a great deal

of conviction on the part of the brewer, but one cannot simply believe they can cobble it
together. In fact, it takes rigorous training to not believe you can do it, a perplexing and highly
frustrating ritual for certain.

Despite this, the contents of the bottle of disbelief are regarded as bitter, filmy, and
unpleasant, and have highly tangible benefits. Many churches and other such religious
centers look down upon those who dare imbibe this drink. This is due in large part to the
fear that such perilous toeing of the line in regards to religion and belief may one day have
a tangible effect on the pantheons worshiped therein! Whether or not this is monastic
umming and erring is up for debate, but it is safe to say that some folk take this train of
thought very seriously.
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/ Mind what you elect to
4 disbelieve when imbibincj, Yyou
wouldnt want to experience
an existential crisis b\j
choosing +o not believe in
Life. Or Souls. Or \joursc\f.
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CORING CHARGE

In a post-Rot society, the destruction of condemned or otherwise infected _ Is my fnPU+ r‘caﬂlj Neces
infrastructure became a necessary consideration. In older times, the task would be for this one? THs o Sar
conducted by teams of burly laborers and the heaviest hammers they could find, or T'm ret4 CXP,OS’VC;
: e ‘ 3 : i Y sure anyone wit
sometimes by spellcasters skilled in destructive magic. Nowadays, sending teams of 'j ith

enough free 4 .
people into ruined buildings or Rot-touched structures is a death sentence none dare gh ree fime and il il
expose themselves to, and magic users of the necessary skill and proficiency are harder could do this.
still to come by. Enter the Greater Tyne Alchemical Guild, who in no short amount of

time put together an exceptionally powerful explosive which could level nearly any F
structure with well placed coring charges. M'\

S

It takes a skilled and steady hand to assemble these alchemical
demolition charges, as the catalyst necessary for priming them
must be injected only after being placed in position. After it has
been injected, there is no turning back, and no second thoughts,
one can only flee or hope to somehow put distance between
the coring charge, and their own bodies. Mining collectives
have expressed interest in the device as being possibly useful
in controlled mining ventures, but it requires a great deal more
refinement before it would be considered safe for use in such places.

@ToTellStories

FLUID CONSOLIDANT

What originally started as a way to cut down on potential product breakages for alcohol
merchants, fluid consolidant was found to be highly useful in a variety of ways across Tyne.
This came only after a batch of Pridoman Cask-Strength Gin was found to be extremely bitter
and repugnant after solidifying and liquefying at the market, making the concoction useless
for commercial purposes. When a barrier is necessary, and solids are not readily available,
fluid consolidant helps fill the gap by converting any liquids it comes into contact with, into
solids. Based on the strength of the particular bottle, these can be used to great effect for a
variety of situations, including treading a waterway, creating a temporary barrier, or even
fending off a sudden water-element aligned incursion.

The reputation of the concoction has been and continues to be marred, however, by
exceptionally unintelligent people who drink it on dares, bets, or out of curiosity. Suffice to
say, there is a great deal of fluid within a living organic being’s anatomy, and to solidify them
is a fatal decision. Blood slows and stops in the veins, stomach acids harden to stone, the
brains of those foolish enough to drink have been found encased in a hard, solid mass that
used to be cranial fluid. It is not a pretty, nor pleasant death.

f‘ "_\-- \/(m'\
Don’t drink +his, \



https://totellstories.com
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T hate +hat Hhis stuff is better used aerosolized, because o be honest
with Yyou if You could gch the same effect bﬂ drinKing it 3ou’d be
hard pressed o 90 back 4o the bog-s’mndard elixir of life. Tfs sweet
| and herbal in 4aste, while dlso bcing delicate, and crisp. Worst of 4l |'+"s
lmmmsclg rcfrﬂshing to drink, and i+ onlﬂ further dcllgths when I; hl
chilled. Tf it wasn'+ obsccncllj expensive 4o Producc, Td haP il Ke?, a

canteen of the stuff, Pok
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~ VINDICATOR’S MIST

There are many situations which would result in the healer being unable to approach the wounded, and not

all can maintain good enough terms with the gods to bestow healing upon the afflicted. For these situations,
inspiring minds developed the Vindicator’s Long-Distance Restorative Assembly, or often shorter, the vindicator’s
mist. Gnomish alchemists, inventive and creative as any of their taller counterparts, put this together as a means
of ensuring wounded allies out of their stubby reach could still be saved, provided one’s throwing arm was good
enough.

Many test runs using thin glasses, plastic-adjacent elements, and other such thin substances met with little, to
no success. That was, until, a local candy shop owner suggested they use sugar glass instead. Despite being the
container of a fluid, the tonic within did not erode the glass as it was not exclusively water based. This meant the glass
shattering upon the target would not harm them more than the tonic within would heal them. This resulted in the
candy shop owner making a great deal of money.

VULGAR MUTAGEN

If one mistook the vulgar mutagen for a foul looking offal tea, one would not be far off. Many
creatures of the world have strange and unusual alchemical effects lurking in their various
organs, and some commonly used reagents have peculiar side-effects when intentionally
spoiled in a controlled manner. What possessed the mad inventor of the vulgar mutagen
is lost to antiquity, but what remains of them is the formula for possibly one of the most
unpleasant to imbibe alchemical brews known to mankind.

This drink is uncommonly found outside of bandit strongholds, fighting pits, or other
such rough-and-tumble locales, and that is because it takes exceptional fortitude to be
seen drinking a thing this repulsive, and it takes an even stronger gut to not vomit it up
afterwards. Nutritionally it has been determined that the drink is actually quite bad for
you, as it erodes stomach linings if imbibed twice in one day, and has been known to kill
colonic bacterial cultures. Effectively, this vile potion is best quaffed only when needed,
and few other times besides.

chreHab\\j, you do need
o drink the chunks.
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PLAYER TOOLS

T he following are new alchemical items crafted by various alchemists, including Baldric Weathers, and that can be found
throughout the Rotgrind setting.

BILEBALM LOTION ITEM 6 CORING CHARGE ITEM 2

. Alchemical M Consumable | | Alchemical | Consumable |
_ Elixir |
Price12 gp
Price 55 gp Usage held in1hand; Bulk L
Usage held in 1 hand; Bulk L Activate *PP Interact

Activate *” Interact

This satchel of alchemical products is inert and requires the wielder

For the next minute, you gain the quickened condition and can use to inject a necessary catalyst into it, representing the activation
the extra action each round only for Strike or Stride actions, or for time. It can be attached to an object while activated. Once
any skill actions using Acrobatics or Athletics. However, the lotion activated, it detonates at the end of your next turn. Any object or
is s repulsive that you take a—2 item penalty on all social skill environmental feature the charge is attached to takes 4d8 fire
tests (Deception, Diplomacy Intimidation, and Performance) as damage, ignoring the object’s Hardness if it is 10 or lower. All
well asa—1 item penalty on Fortitude and Will saves for 1 hour creatures within 10-feet of the detonation take 4 fire damage.
afterapplyingit. Special: An Alchemist of 4th level or lower must spend three uses

of their infused reagents for the day when crafting this item.

BOTTLE OF DISBELIEE ITEM 6+ Higher level alchemists can prepare this as normal.
" Rare W Alchemical § _Consumable | FLUID CONSOLIDANT ITEM 1+

Usage held in1 hand; Bulk L  Uncommon |  Alchemical B Bomb |
Activate *® Interact | Consumable |

Usage held in1 hand; Bulk L

Drinking the fluid in this bottle grants resistance against a single 3 N
Activate ” Strike

damage type of 1 hour. When you drink the contents of the bottle
select acid, chaos, cold, electricity, evil, fire, good, or lawful. Upon
drinking the potion, attempt a DC19 Will save.

Success You gain resistance to the selected damage type equal
to the value listed in the specific type of bottle.

Failure You gain resistance to the selected damage type equal
to the value listed in the specific type of bottle. You also gain
an equal number of weakness to mental for the duration.

Critical Failure You gain weakness equal to the value listed in
the specific type of bottle to the selected damage type for
the duration.

Type lesser; Level 6: Price 45 gp

You gain resistance 5 to the appropriate damage type.

Type moderate; Level 10: Price 180 gp

You gain resistance 10 to the appropriate damage type. Increase
the Will DC to 26.

Type greater; Level 14: Price 850 gp

You gain resistance 15 to the appropriate damage type. Increase the

.Will DCto30.

When striking onto a liquid surface, the bomb temporarily adjusts
the composition of the liquid to become a block of solid crystal-
like matter. The temporary surface matter has an AC of 10 and is
immune to critical hits and precision damage.

Type lesser; Level 1: Price 2 gp

Creates a 5-foot square surface at the point of impact. The surface
created by the bomb has a Hardness of 1 and 5 Hit Points. It
can support up to one Small creature walking across it before it
breaks. It lasts for1 round or until broken.

Type moderate; Level 3: Price 8 gp

Creates a 10-foot square surface at the point of impact. The surface
created by the bomb has a Hardness of 5 and 10 Hit Points. It can
support up to one Medium creature walking across it before it
breaks. It lasts for 1 minute or until broken.

Type greater; Level 11: Price 200 gp

Creates a 15-foot square surface at the point of impact. The surface
created by the bomb has a Hardness of 10 and 40 Hit Points. It
can support up to one Large creature or up to four Medium or




Small creatures walking across it before it breaks. It lasts for 1 The bonus is +2, you gain 20 temporary Hit Points, and the duration

hour or until broken. is1 minute.
Type major; Level 17: Price 2,000 gp Type moderate; Level 10: Price 200 gp
Creates a 20-foot square surface at the point of impact. The surface The bonus is +3, you gain 40 temporary Hit Points, and the duration
created by the bomb has a Hardness of 20 and 80 Hit Points. It is1 minutes. The Will DC increases to 29. Increase the poison
can support up to one Huge creature, up to 2 Large creatures, or damage you take to 4 per round.
up to eight Medium or Small creatures walking across it before it Type greater; Level 14: Price 700 gp
breaks. It lasts for 4 hours or until broken. The bonus is +4, you gain 60 temporary Hit Points, and the

duration is 1 minute. The Will DC increases to 33. Increase the

VINDICATOR'S MIST ITEM 1+ poison damage you take to 6 per round.

. Alchemical |
 Consumable @  Healing

Usage held in1 hand; Bulk L
Activate *’ Strike

Vindicator’s mist releases a healing mist upon breaking against a
target. The struck target heals damage instead of taking damage,
while the splash effect also heals targets in the area.

Type minor; Level 1: Price 4 gp

The bomb restores 1d4 Hit Points and 1 splash healing.

Type lesser; Level 5: Price 35 gp

The bomb restores 2d4+6 Hit Points and 2 splash healing.

Type moderate; Level 9: Price 175 gp

The bomb restores 4d4+10 Hit Points and 4 splash healing.

Type greater; Level 13: Price 700 gp

The bomb restores 6d4+15 Hit Points and 6 splash healing.

Type major; Level 15: Price 1,400 gp

The bomb restores 8d4+20 Hit Points and 8 splash healing.

Type true; Level 19: Price 3,200 gp

The bomb restores 10d4+25 Hit Points and 10 splash healing.

VULGAR MUTAGEN ITEM 4+

| Alchemical M Consumable |
. Elixir | Mutagen

Usage held in1 hand; Bulk L

Activate ” Interact

After you drink this mutagen, your body goes into a temporary
catatonic state as it processes the effects. Following that you gain
the benefits of the mutagen as listed. This mutagen counts as a
juggernaut mutagen for purposes of class feats that interact with
that mutagen.

Benefit You gain an item bonus to Fortitude and Reflex saves,
an item bonus to Initiative, as well as the listed number of
temporary Hit Points.

Drawback You become paralyzed for 3 rounds. At the end of each
of your turns, you can attempt a DC 20 Will save to reduce the
remaining duration by 1 round, or end it entirely on a critical
success. You take 2 poison damage at the end of each of your
turns until the mutagen expires.

Type lesser; Level 4: Price 15 gp
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QUPPORT US

(ur goalis to build out a fully realized world that you can invest

yourselfin, as well as run your own tabletop RPG games with.

Over the coming months, we'll be releasing a bevy of custom
rules content for Pathfinder 2nd Edition, though the rules can easily
be adapted for other game systems as necessary. We're looking at
releasing bespoke new rules and mechanics, as well as expansions
to existing rules like: new monsters, new spells, unique items,
backgrounds, ancestries, and so much more!

As the Rotgrind campaign starts up and we release more and
more preview content, the focus will be on the city of Outset and the
macro-level elements of the setting (continents, nations, pantheons,
cosmology, etc.). Our plan is to gauge the reaction and adjust the type
of content being released as time goes on, and based on feedback
from our audience. All of this bespoke content, as well as regular
releases for content used on the show, is going to be provided for you
to use in your own games!

Supporting the show and our Patreon is the best way to get this
contentand see itin action!

Thank you for your support. It really matters more than you could
ever realize. Keep checking back for more!

TWITCHTV/ZORANTHEBEAR

|® PATREON

PATREON.COM/NARRATIVEDECLARATION
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OPEN GAME LICENSE VERSION 1.0A

The following text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc. (‘Wizards”). All Rights Reserved.

1. Definitions: (a) “Contributors” means the copyright and/or trademark
owners who have contributed Open Game Content; (b) “Derivative
Material” means copyrighted material including derivative works and
translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may
be recast, transformed or adapted; (c) “Distribute” means to reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d) “Open Game Content” means the game mechanicand
includes the methods, procedures, processes and routines to the

extent such content does not embody the Product Identity and is an
enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any
work covered by this License, including translations and derivative

works under copyright law, but specifically excludes Product Identity.

(e) “Product Identity” means product and product line names, logos and
identifying marks including trade dress; artifacts, creatures, characters,
stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual
oraudio representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment, magical
or supernatural abilities or effects, logos, symbols, or graphic designs;
and any other trademark or registered trademark clearly identified

as Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) “Trademark” means the
logos, names, mark, sign, motto, designs that are used by a Contributor to
identify itself or its products or the associated products contributed to the
Open Game License by the Contributor (g) “Use”, “Used” or “Using” means
to use, Distribute, copy, edit, format, modify, translate and otherwise
create Derivative Material of Open Game Content. (h) “You” or “Your”
means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice to any
Open Game Content that you Use. No terms may be added to or subtracted
from this License except as described by the License itself. No other terms
or conditions may be applied to any Open Game Content distributed using
this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this License to Use, the Open
Game Content.

5. Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient rights
to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE
portion of this License to include the exact text of the COPYRIGHT NOTICE of
any Open Game Content You are copying, modifying or distributing, and You
must add the title, the copyright date, and the copyright holder’s name to
the COPYRICHT NOTICE of any original Open Game Content you distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,

P
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including as an indication as to compatibility, except as expressly licensed
in another, independent Agreement with the owner of each element of
that Product Identity. You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered Trademark in conjunction
with a work containing Open Game Content except as expressly licensed
in another, independent Agreement with the owner of such Trademark
or Registered Trademark. The use of any Product Identity in Open Game
Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content
shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open
Game Content.

9. Updating the License: Wizards or its designated Agents may publish
updated versions of this License. You may use any authorized version
of this License to copy, modify and distribute any Open Game Content
originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every
copy of the Open Game Content You distribute.

11. Use of Contributor Credits: You may not market or advertise the Open
Game Content using the name of any Contributor unless You have written
permission from the Contributor to do so.

12. Inability to Comply: If itis impossible for You to comply with any of the
terms of this License with respect to some or all of the Open Game Content
due to statute, judicial order, or governmental regulation then You may
not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail

to comply with all terms herein and fail to cure such breach within 30
days of becoming aware of the breach. All sublicenses shall survive the
termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable,
such provision shall be reformed only to the extent necessary to make it
enforceable.

15. COPYRIGHT NOTICE
Open Game License v1.0a © 2000, Wizards of the Coast, Inc.

System Reference Document © 2000, Wizards of the Coast, Inc.; Authors:
Jonathan Tweet, Monte Cook, and Skip Williams, based on material by E.
Gary Cygax and Dave Arneson.

Pathfinder Core Rulebook (Second Edition) © 2019, Paizo Inc.; Authors:
Logan Bonner, Jason Bulmahn, Stephen Radney-MacFarland, and Mark
Seifter.

Rotgrind:Baldric's Guide to Guerilla Alchemy © 2022, Payton Smith,
Author: @Earndilio.




