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FLiCKPIG
Introduction
There’s no big story to this. It’s not some 
earth-shaking attempt to thrust upon 
you the evils of meat eating – I eat meat 
myself because it’s fucking delicious. 

It’s not some clever political commentary 
either. My Prime Minister allegedly 
fucked an alleged pig in the alleged 
mouth (allegedly) which got me thinking 
about pigs. Then I got into some arguments 
with vegans who tried to shock me with 
slaughterhouse pictures. then I made 
a horror dungeon game in which you 
play pigs trying to escape a horrible 
slaughterhouse. 

That’s about it.

Read what you want into it, you will 
anyway, but that’s on you. Not me. 

I’m used to it by this point.

This game may be triggering to 
vegetarians, vegans, animal lovers and all 
manner of other people. Honestly, I don’t 
care about your feelings.

If that upsets you, do one.

Disclaimer
You’re not a child and I refuse to take any 
responsibility for any stupidity you might 
try and blame on this or any other game I 
make. Nobody cares about your Tumblrist 
self-diagnoses or virtue signalling. 

Jog on.

Postmortem Studios
I make games. This has made a lot of people 
very angry and has been widely regarded 
as a bad move.

You can find me spewing vitriolic word 
missiles at postmortemstudios.wordpress.com 
or on Twitter @grimachu

Postmortem Studios is my personal imprint 
and company, check out the rest of our 
stuff where you found this. A lot of it is 
just as objectionable.

You can support me on Patreon too – a buck 
a month would be lovely – it’s Grimachu 
there too.

With a modicum of effort you can find 
my Youtube channel and Facebook 
pages, if you want to stalk and harass me 
further. I also have other Wordpress 
blogs at Athefist, TheDudesAbode and 
TalesOfGrim.



Rules
If you know the OSR (old school 
renaissence, which is derived from 
nostalgic red-box D&D) you pretty much 
know how to play this but here’s a few 
things that might be different. 

If you don’t know it, there’s plenty of 
OSR games out there, and I’d suggest 
Lamentations of the Flame Princess for 
something that’s nostalgic... but has an 
adult sensibility to it.

•	 When you roll Initiative roll a d10 
and add the bonus to see who goes 
first.There’s no saving throws, but if 
you need to do something like that, 
halve the appropriate statistic and 
roll under that on a d20. I use this 
as a last-ditch ‘hail Mary’ when 
someone fails a skill roll too. 

•	 The skills are ripped off from 
Lamentations of the Flame Princess, 
you roll a D6 under the number and 
if you get lower you succeed. 

•	 You’re dead when you hit -3 hit 
points. Knocked out at zero hit 
points. Plus you take a horrible 
injury. 

•	 Otherwise, just fucking make it up, 
you’re the Games Master.

Horrible Injuries
When you’re reduced to zero hit points, 
you take a horrible injury, on top of the 
fact you might also die. 
In that event, roll a D6 and see what 
happens to you.

1. Head Injury
1. Lose an Eye: One of your eyes is gouged 
out, blinding you on one side. Lose -1 
Wisdom permanently, and -1 to ranged 
attacks. Losing a second eye fully blinds 
you. Lose another -1 Wisdom, -5 to all 
attacks and to your Defence Classes.

2. Lose an Ear: One of your ears is torn 
off, deafening you on one side. Lose -1 
Wisdom permanently.

3. Brain Damage Intelligence: You’ve 
suffered a permanent reduction to your 
Intelligence, lose -1 from it permanently, 
and say ‘Duhhh’ a lot.

4. Brain Damage Wisdom: You’re in 
a permanently spaced out state of 
concussion, slow witted and unaware. Lose 
1 point of Wisdom permanently and spend a 
lot of time saying ‘Huh?’

5. Brain Damage Charisma: The bump to 
your noggin has made you less socially 
capable and you tend to blurt things 
out or act in strange or ‘creepy’ ways. 
Permanently reduce your Charisma by -1.

6. Wicked Scar: The scar on your face has 
a certain... je ne sais quoi. Increase your 
Charisma permanently by +1.



2. Arm Injury (1-2 Left, 3-6 Right)
1-2. Lose a Finger: The loss of a finger 
reduces your manual dexerity, but not too 
badly. -1 to your Dexterity, permanently. 
Losing a second or fourth finger also 
reduces your Attack scores by -1, losing 
all your fingers makes that hand useless.

3. Lose a Thumb: One of your thumbs has 
been removed or rendered useless. This 
is a huge blow. Lose -1 to your Dexterity 
permanently and reduce your Attack 
scores by -1.

4. Hand Injury: Your hand is numbed 
and impervious to shock and pain. You 
do +1 damage in close combat, but your 
Dexterity is permanently reduced by -1.

5. Forearm Injury: The muscles in your 
forearm are shredded, permanently 
reducing your Strength by -1 (you can only 
suffer this injury once per arm).

6. Upper Arm Injury: The muscles in your 
upper arm are shredded, permanently 
reducing your Strength by -1 (you can only 
suffer this injury once per arm).

3. Leg Injury (1-2 Left, 3-4 Right)
1. Lost a toe: Or in this case, a significant 
part of a trotter. You can only hobble 
along at 5/6 your normal rate. This 
reduces by a sixth for each additional 
wound like this you take, but you can’t be 
reduced further than 1/6.

2. Foot injury: Reduce your movement by 
2/6. This reduces by another 2/6 for each 
injury like this you take, but you can’t be 
reduced further than 1/6.

3. Hamstrung: Reduce your movement 
by 3/6, further injuries of this type have 
no further effect. You can’t be reduced 
further than 1/6.

4. Calf Muscle: Reduce your movement by 
1/6 for each injury of this type, up to twice 
and no lower than 1/6. The resulting lack 
of muscle strength from losing the push 
of your calves also reduces your Strength 
by -1 permanently.

5. Knee: Your knee is crippled, reducing 
your movement by 2/6 (you can take this 
injury twice). It also makes you slower on 
your feet, reducing your Defence Class by 
-1.

6. Thigh Muscle: Your thigh muscle is 
torn, reducing your movement by 1/6 for 
each injury of this type you take, down 
to a minimum of 1/6. This wound also 
permanently reduces your Constitution by 
-1 from the loss of muscle mass.



4-6 Body Injury
1-2: Lungs: You are now short of breath 
constantly. Reduce your Constitution by 
-1 permanently.

3. Heart: Your heart muscle is torn 
causing constant pain and reduced 
vitality. Reduce your Constitution and 
Strength both by -1.

4-5: Gut: You have reptured organs 
and an ongoing infection you’re 
constantly battling. Reduce Wisdom and 
Constitution both by -1 Permamently.

6: Whatever Does Not Kill Me: You’ve 
survived and have acquired a sense of 
invulnerability. Increase your Total and 
current Hit Points by +1 and suffer no 
other ill effects.

Here are the Pigs
You get some pregenerated characters. 
You lucky dog. 

The game is suggested for 4-6 players, the 
more the merrier - otherwise you’ll just 
get fucking slaughtered.

That is fine too.

It is completely intended that you die 
a lot, it’s also equally intended that 
your Dungeonmaster make all sorts of 
allowances and allows you to do clever 
and unexpected things.

Try clever plans.

Try insane plans.



Missy
Every boar wants me but they all bore me. 
I’m a strong, independent sow who don’t 
need no boar. Boars are bores and true 
love is my goal, it may be found elsewhere 
– it certainly won’t be found in the one 
place where all men truly are pigs. I take 
care of myself, I don’t need anyone and I 
am the best at everything, because I’ve had 
to be.

Meat & Bone
Charisma 14 (+1)
Constitution 14 (+1)
Dexterity 12 (+0)
Intelligence 8 (-1)
Strength 14 (+1)
Wisdom 8 (-1)
Move: 6 Squares

Guts
Hit Points: 16
Attack: +3
Close Attack: +4
Ranged Attack: +3
Defence Class: 14
Armour: 1
Initiative: +2

Brain Meats
Climb: 2/6
Open Doors: 2/6
Search: 1/6
Stealth: 1/6
Tinker: 1/6

Accessories
Boarskull Helmet & Spare-Rib Cuirass: 
Armour 1.
Ribcage shield: +2 Defence Class.
Thighbone battle hammer: 1d4 damage.



Express
I’ve been all around the world, shipped 
from one farm to another. I’ve spent more 
time on the road than with my snout 
in the trough. The things I’ve seen out 
there... well, mostly trucks and road but 
still. There’s other farms out there. 
There’s other fields. There’s more pigs 
than you could ever imagine and I’m 
getting back to a farm even if I have to 
shake the pillars of heaven to do so.

Meat & Bone
Charisma 10 (+0)
Constitution 16 (+2)
Dexterity 8 (-1)
Intelligence 8 (-1)
Strength 16 (+2)
Wisdom 8 (-1)
Move: 6 Squares.

Guts
Hit Points: 20
Attack: +3
Close Attack: +5
Ranged Attack: +2
Defence Class: 12
Initiative: +1

Brain Meats
Climb: 1/6
Open Doors: 3/6
Search: 1/6
Stealth: 1/6
Tinker: 1/6

Accessories
Lucky, half-eaten, baseball cap: Defence 
Class +1
Pig-knuckles: 1d3 damage, +1 Close Attack.



Francis
To know anything we must test it, observe 
it and test it again. That is why I got 
zapped by the electric fence so often. I was 
testing the limits, trying to understand 
and judge it. What most concerns me, 
however, is the porcine condition. I often 
suspected that there was a price to be paid 
for our shelter, our feed and I fear that 
suspicion has been confirmed in the most 
horrible way. We are as truffles to the 
gods, they devour us for pleasure.

Meat & Bone
Charisma 12 (+0)
Constitution 8 (-1)
Dexterity 10 (+0)
Intelligence 16 (+2)
Strength 8 (-1)
Wisdom 12 (+0)
Move: 7 Squares.

Guts
Hit Points: 6
Attack: +1
Close Attack: +0
Ranged Attack: +1
Defence Class: 12
Armour: 0
Initiative: +1

Brain Meats
Climb: 1/6
Open Doors: 2/6
Search: 2/6
Stealth: 2/6
Tinker: 3/6

Accessories
Pigface jacket: 0 Armour.
Stolen Spanner: 1d4 damage.

Trick: Electrical Bolt (one shot) – 
Requires a trotterful of electronics and 
creates an electric bolt doing 3d4 damage 
to a single target within ninety feet.

Trick: Mend or Break (one shot) – 
Requires a trotterful of electronic or 
mechanical bits and breaks – or mends – 
any broken machine.

Trick: Stinking Gas (one shot) – Requires 
a trotterful of dung or slurry and 
chemicals. Creates a cloud of smelly gas 
within thirty feet, in a ten foot radius 
sphere. Any enemy (pigs are used to bad 
smells) in that area is overcome with 
nausea and can only move at half speed. 
The cloud lasts three turns and its 
effects last 1d4+1 turns after an enemy 
leaves the cloud.



Salt
I lived a perfect, happy life on a nice 
green farm with a handful of other pigs. 
Mummy and daddy looked after me and 
the humans were kind to me and then, 
suddenly, they moved away and I was taken 
away to a different farm. All I wanted 
was the same thing for my piglets as I was 
given and by the power of the Holy Sow 
who birthed all things, perhaps, one day, I 
might.

Meat & Bone
Charisma 12 (+0)
Constitution 8 (-1)
Dexterity 14 (+1)
Intelligence 12 (+0)
Strength 8 (-1)
Wisdom 16 (+2)
Move: 6 squares.

Guts
Hit Points: 7
Attack: +1
Close Attack: +0
Ranged Attack: +2
Defence Class: 11
Initiative: +4

Brain Meats
Climb: 1/6
Open Doors: 1/6
Search: 3/6
Stealth: 2/6
Tinker: 1/6

Accessories
Sackcloth habit
Bone club: 1d4 damage.

Squealing Prayer of Alarm (one shot) – 
The group gains a pool of 1d6+3 points to 
spend to boost any rolls on a 1 for 1 basis 
for the rest of the game.

Milk of Porcine Kindness (two shots) – 
Salt’s teats are heavy with healing milk 
from the Sow’s blessings. A sup will heal 
1d6+3 hit points.



Maximus
A squeal, a bellow, a grunt! A call to arms 
to our fellows, a warning to our herd 
and to other animals! My voice is music 
and I will sing out and squeal my loudest 
to call for a new and better farm for 
my people and all beasts! Let us march 
together my animal brothers! 

Meat & Bone
Charisma 18 (+3)
Constitution 10 (+0)
Dexterity 12 (+0)
Intelligence 14 (+1)
Strength 8 (-1)
Wisdom 14 (+1)
Move: 7 squares.

Guts
Hit Points: 11
Attack: +1
Close Attack: +0
Ranged Attack: +1
Defence Class: 12
Armour: 0
Initiative: +2

Brain Meats
Climb: 2/6
Open Doors: 3/6
Search: 3/6
Stealth: 3/6
Tinker: 3/6

Accessories
Sharpened bone knife: 1d3 damage.
Ratskin doublet.

Beastly Hymn (one shot) – Any pigs within 
earshot lose any fear and gain a +1 bonus 
to all their rolls for three turns.

Call to the Rats (one shot) – A stirring 
verse brings the slaughterhouse rats to 
the aid of the pigs. The swarm appears 
within ten feet and will act on Minimus’ 
orders for three turns before losing 
courage. The ratswarm has Defence Class 
12, five attacks – each doing 1 damage – 
Move 8 squares (ground) and has 9 hit 
points. The swarm can only take one hit 
point from a single hit (2 on a critical).



Corpus
Injustice must be met with justice. Bite 
for bite, butt for butt. There are humans 
who take care of us and who we must care 
for in return and then there are these 
inhuman, demonic beasts who steal us away 
and bring us to this living hell. I believe 
we can do better than this, that we can 
teach the humans compassion and the 
right path of justice. Until then we must 
fight.

Meat & Bone
Charisma 14 (+1)
Constitution 10 (+0)
Dexterity 16 (+2)
Intelligence 12 (+0)
Strength 10 (+0)
Wisdom 14 (+1)
Move: 7 squares

Guts
Hit Points: 17
Attack: +3
Close Attack: +3
Ranged Attack: +5
Defence Class: 14
Armour: 1
Initiative: +6

Brain Meats
Climb: 1/6
Open Doors: 1/6
Search: 1/6
Stealth: 2/6
Sneak Attack: 2/6 +2d6 damage.
Tinker: 1/6

Accessories
Pigleather jacket: 1 Armour.
Bone-dagger: 1d3 damage.



The Dungeon
Its a slaughterhouse and it’s going to be 
different every time you play. 

Print off a bunch of the rooms if you’re 
a map person and use them to map out the 
dungeon. Each time you place a room roll 
1d6-2 to see how many other rooms come 
off it and figure out how best to make 
that work – if you can. 

If you get zero exits and every other 
room is a dead end, just make it one to 
link to the next room. The layout isn’t 
supposed to make sense, it’s meant to be a 
nightmarish maze of blood and gore.

Don’t let the exit turn up until after at 
least the fifth room has been explored. 
Once the exit has been placed, all the 
newly explored rooms have zero exits.

Every game starts with a ‘lairage’ room in 
which ‘Judas’ squats in a trough of hay and 
his own muck.

“I’ve been waiting for you. I’ve been waiting 
for you a long time. A group of fine young pigs 
who hold their snouts high in this place of death. 
The things I have gone through, suffering under 
the name of ‘goat’ leading my brothers and sisters 
into the jaws of knife and grinder and for what? 
A handful of feed, a truffle at Christmas. Not 
enough to justify the genocide here. Oh, but I had 
an awakening, I had a plan. Sometimes the devils 
here suffer an accident, lose a thumb. I and the 
nimble rats who are our friends have crafted hands 
from the devil’s offcuts so you can fight back, oh my 
brothers and sisters. So you can strike them down 
and escape. For all of us!”

Rats hiding in his litter scurry out, 
bringing forth your weapons and these 
strange gloves that fit over your 
trotters, stitched painlessly into your 
skin by the twitch-nosed rats with 
needles of bone and thread of sinew.
“Take up arms my brothers and sisters. Take your 
revenge. Escape, and return to the green place, the 
farm. Make this worth... something.”

The old pig will answer three questions 
as best he can, but he has only ever seen 
the lairage and a slaughter floor. He 
can only tell a little about the monsters 
that dwell here. The moment the other 
pigs leave he will heave a deep sigh of 
satisfaction and his heart will give out. 
The old boar is done, and at peace.



Random Room Generator – 
Rooms 1-5 – Roll d20
1-5. Corridor
6-7. Lairage
8. Slaughter Floor
9. Hanging Meat
10. Animal Heads
11. Flaying
12. Gutting
13. Scalding Tanks
14. Scraping Room
15. Incinerator
16. Disposal Pit
17. Sewers
18. Blood Gutters
19. Salt Storage
20. Amenities

Random Room Generator – 
Rooms 6+ - Roll d20
1-5. Corridor
6. Slaughter Floor
7. Hanging Meat
8. Animal Heads
9. Blood Drums
10. Freezer
11. Sewers
12. Blood Gutters 
13. Salt Storage
14. Water Tanks
15. Gas Plant
16. Electrical Room
17. Meat Market
18. Amenities
19. Office
20. Exit

The Rooms
Amenities
A place of white light, clean tiles and 
lemon scent. Of polished troughs, each 
containing a tiny lemon treat. Of stalls 
– doors closed – devoid of pigs. Of a cage 
that contains nothing but bloody towels.

The Amenities are where the monsters go 
to deal with their biological needs or to 
clean up while they’re on a break or after 
being contaminated. There are several 
urinals and several stalls. The urinals 
have lemon-scented soap-cakes in them, 
there are liquid soap dispensers on the 
walls and hot-air hand driers.

•	 The clean water and paper towels can 
be applied to wounds to heal 1hp.

•	 You can eat the lemon cakes if you 
want. They do 1hp of damage but stop 
any ongoing poison effects and give 
you a lemon-scented-rabies look.

Monsters: Roll d6: 1. A Flayer, 2. A 
Gutter, 3. A Scraper, 4. Two Flayers, 5. 
Two Gutters, 6. Two Scrapers.

Feature: Roll d6:  1. A toilet stall is 
blocked, 2. The floor is awash with piss, 
3. One of the stalls is occupied (roll 
another monster who is having a poo), 4. A 
flickering light strip, 5. A Gutter having 
a cry in one of the stalls, 6. Roll twice.



Animal Heads
A small room filled with the heads and 
faces of scores of your dead brethren, 
one atop the other like lumpy stacks 
of pancakes. Raggedy scraps of skin and 
dripping fluids congeal upon the floor as 
you stand between the towers of faces.

•	 There is nothing really here of any 
use, unless the pigs want a grisly 
disguise... as another pig.

Monsters: Roll d6: 1. A Flayer, 2. A 
Gutter, 3. A Decapitator, 4-6. Nobody.

Feature: Roll D6: 1. One stack of heads 
is precarious. If it topples and hits a 
pig it does 1d3 damage, 2. A friendly rat 
hides, gnawing on the ears and may be of 
help, 3. The room is blacked out, 4. An 
extra Decapitator is engaged in a grizzly 
hand-puppet show, 5. A naked Devil with 
a face like glazed ham is having sex with 
a severed pig face, 6. One of the heads 
is, unaccountably, still alive and will 
converse with the pigs quite happily.

Blood Drums
Round metal containers, like the ones 
that sometimes had feed in them, but 
these are sealed and there’s no smell of 
food here, just the coppery tang of blood.

•	 The barrels can be rolled as weapons, 
doing 1d10 damage to anyone struck by 
them, but they’re slow resulting in 
-2 to attack.

•	 The barrels can be opened to flood 
blood in the area, a monster struck by 
this is stunned.

•	 The blood in a barrel is enough to 
heal a Black Pudding Monster by ten 
hit points.

Monsters: Roll D6: 1-3. A Gutter, 4. A 
Decapitator, 5-6. Nobody.

Feature: Roll D6: 1. One of the drums 
is tipped over, congealed, sticky pig 
blood all over the floor, 2. A banging 
and gurgling comes from inside a drum, 
but if it’s opened somehow there’s just a 
dead piglet in there. 3. A Black Pudding 
Monster lurks amongst the barrels, 
trying to break into a barrel, 4. The 
barrels are precariously balanced and if 
they fall over do 1d12 damage to anyone 
struck by a falling barrel, 5. There’s an 
extra Decapitator rolling a barrel in as 
they arrive, 6. Roll twice.

Blood Gutters
A tiny trench with mottled light 
speckling in from above. The gutter 
is thick with half-concealed blood, 
scabamites and scabatites and the sharp 
stink of iron.

•	 So long as blood remains in the 
gutter, a Black Pudding Monster 
regains d6 hit points every turn.

Monsters: Roll D6: 1-5. Black Pudding 
Monster, 6. Nothing.

Feature: Roll D6:  1. A second Black 
Pudding Monster under the blood, 
waiting, 2. The blood bubbles, as though 
something is breathing underneath, 3. 
Fresh blood is being poured in from above, 
4. Chemicals are sluiced in from above to 
loosen the congealed blood, they burn 
for 1d4 damage, 5. The blood is slowing 
being drained, 6. Roll twice.



Corridor
Disinfectant scented, bloodied with boot 
prints, lights and signs on the walls. The 
signs are scrawled in the demon runes, 
telling you the room beyond – if you could 
only read them. The floor tiles, that 
tippy-tap under your trotters.

•	 Corridors only have two possible 
exits but never end in a dead end, no 
matter what. If the door is stuck and 
the normal ways of opening it fail, 
have a Flayer open the door from the 
other side.

Monsters: Roll D6: 1-5. None, 6. Roll 
again (1-2. Gutter, 3-4. Flayer, 5-6. 
Scraper).

Feature: Roll D6:  1. A mop and bucket, 
2. Flickering lights, 3. No lights, but a 
stepladder and a box with a replacement 
bulb. 4. Graffiti on the wall – not that 
they can read it, 5. The door to the next 
room is jammed, 6. Roll twice.

Disposal Pit
A metal-lined pit, slaked with blood, 
filled with steaming guts, feet, bones and 
brains. A pool of blood and guts, in inside, 
outside. A womb of filth.

Monsters: Roll D6:  1-2. A Gutter 
emptying a bucket of waste into the pit, 
3-4. Two Gutters tossing a carcass into 
the pit. 5-6. Nothing.

Feature: Roll D6: 1. The pit is nearly 
empty, 2. The pit is nearly full, 3. Someone 
dropped their brand new knife into the 
pit (1d4+1) and its hidden in the guts, 4. A 
black pudding monster lurks beneath the 
muck, 5. The walkways isn’t safe and has a 
danger sign attached to it, 6. Roll twice.

Electrical Room
Cables line the walls, boxes with locked 
front hum and buzz as though filled with 
a million harmonious bees. The air tastes 
of metal and smells strange, the hairs on 
your skin raise up though whether it’s fear 
or something else you could not say.

Monsters: None.

Feature: Roll D6: 1. One of the boxes 
is open, but messing with it may be a bad 
idea, 2. There is a box of tools set on top 
of one of the boxes, 3. One of the boxes is 
crackling, and periodically setting out 
hot sparks, 4. One of the boxes – there 
are four – is live, a cable inside shorted 
to the box, 5. A hellpful rat, who knows 
electrics, is up on the cables, 6. Roll 
twice.

Exit
Two doors. One red. One blue. 
Underneath them a hint of natural 
light, a breath of fresh air, of dirt and 
grass rather than blood and metal. They 
are all that remains between you – and 
freedom.

•	 Whichever door they flee through, 
they must each make a roll under 
half their Dexterity to avoid 
shotgun fire from irate farmers 
standing watch. If they are hit they 
take 4d6 damage, if they are not hit 
– or survive – they escape by running 
into the woods – free at last!

Monsters: None.

Feature: None.



Flaying
Lifeless bodies, emptied of their guts, 
swung onto metal tables with a thump 
where razored knives split and peel the 
skin into little piggy jackets and leave 
the meat naked and uncovered.

Monsters: 1d6-2 flayers.

Feature: Roll D6: 1. An extra pair of 
Gutters, pushing a trolley into the room 
with more carcasses on it, 2. One of the 
flayers has made a pig-face mask from a 
skinned pig and is wearing it, 3. One of 
the skins is ‘alive’ and wants to be worn 
by one of the pigs, providing +1 Armour, 
4. A friendly rat who claims to be able 
to disguise them as processed carcasses 
by harmlessly peeling their skin off, he 
can’t, 5. A dropped knife rests in the blood 
gutter, 6. Roll twice.

Freezer
Blinding white. Slick footing. Breath 
makes little, puffing clouds. It’s winter in 
a room. Icicles hanging down and frozen 
corpses swinging from hooks or sitting in 
blocks of ice all around.

•	 Monsters here are wrapped up in 
cold-weather gear that gives them +1 
armour.

Monsters: 1d6-3 Gutters, armed with 
hooks. Hooks dig into and hold someone 
hit by them on a critical, meaning an 
automatic hit every turn until they pull 
free (roll under half Strength as their 
combat action). Hooks do 1d4 damage.

Feature: Roll D6: 1. The room is 
completely full of ice which must be 
moved or cut through to proceed, 2. There 
is an extra Gutter here with a motorised 
ice-saw cutter that does d12 damage but 
can only be run for 10 attacks before 
losing power or breaking, 3. A frozen pig-
head is in the stack, blinking, but if it’s 
broken out it just dies, 4. The room is 
empty, just hanging hooks and frost, 5. The 
freezer has broken down and everything is 
slowly melting, 6. Roll twice.

Gas Plant
Roaring flame contained in a great iron 
box. Pipes feed it strange air and scalding 
water is carried away by more. Blue-yellow 
flame through blackened glass, the only 
warm room in the house.

•	 Broken pipes will spew flame and gas 
for 1d10 damage, or boiling water 
for 1d8 scalding damage. Either will 
fill the room with smoke or steam, 
blocking line of sight.

Monsters: None.

Feature: Roll D6: 1. A friendly rat colony 
living amongst the pipes for warmth, 2. 
Water drips from poorly fitted pipes, 3. 
Leaking gas means any spark could explode 
the room (4d6 damage), 4. The furnace is 
open, exposing the flame (being pushed 
into it does 2d6 damage and sets you 
on fire for 1d4 per turn), 5. No special 
feature, 6. Roll twice.



Gutting
The stink of things that are better in 
than out. The red of blood mingled with 
the browns and greens of liver, lights, 
stomachs and intestines. Ripping and 
scooping, the messy business of life laid 
bare and thrown aside in disgust.

Monsters: 1d6-2 Gutters (minimum 1) and 
(Roll D6)... 1.  Decapitator, 2. Flayer, 3. 
Scraper, 4-6. None. 

Feature: Roll d6: 1. The floor is slippery 
and dangerous with spilled guts, 2. A 
Scraper is here with a gut trolley, ready 
to leave, 3. A friendly rat is hidden 
amongst the guts, feasting, 4. The gutters 
are resting while one of their number 
hoses down the room, 5. More carcasses are 
being wheeled in by a scraper, stacked high 
on a trolley, 6. Roll twice.

Hanging Meat
From glittering ropes of metal hang the 
dead, swinging to and fro, dripping their 
fat and blood upon the slatted floor. A 
grotesque forest of peculiar, dangling 
fruit.

•	 In this room attacks at range are 
penalised by -2 due to the hanging 
meat being in the way.

•	 You can shove a hanging carcass at 
someone, attacking at -4. It does 1d4 
damage and stuns them, causing them 
to miss their next action (if it hits).

Monsters: Roll D6: 1-2. Nobody. 3-4. 1 
Gutter, 5. One Flayer, 6. One Scraper.

Feature: Roll d6: 1. The hooks are empty, 
2. The room is completely full of hanging 
bodies, to the point where there’s hardly 
any room, 3. A friendly rat is hiding in 
the body cavity of one of the corpses, 4. 
One of the headless, gutted pig corpses 
is somehow squealing and writhing on its 
hook – the monsters ignore it – unhooked 
it simply dies, 5. The floor grating is 
missing, meaning everyone has to wade 
through blood, fat and muck, 6. Roll 
twice.

Incinerator
A roaring, all-devouring fire, a flame god 
of death that consumes bones, remains, 
souls and shoots them into the heavens.

•	 The incinerator is a minor fire god. 
It reaches out with its fire to any pig 
who gets too close, wanting to burn 
them and doing d6 damage (only one 
target.

•	 Pleasing the fire god earns the pigs 
d6 ‘blessing’ points, which can be 
spent to boost any rolls.

•	 While it will keep to those deals it 
makes, the fire is a lying, hungering 
bastard.

Monsters: Roll d6:  1-4. None. 5. 
Decapitator (bringing waste to burn), 6. 
Gutter (bringing waste to burn).

Feature:  Roll d6: 1. The fire is out, 2. The 
fire burns green instead of red/yellow, 
3. The fire burns low, and wants to be 
rekindled, 4. The fire rages, doubling its 
range and increasing its damage to 1d8, 
5. Pig’s screaming faces can be seen in the 
flame, 6. Roll twice.



Lairage
Cheek by jowl, flank by flank, snout to 
arse. A grunting, cowed horde, penned by 
metal with nothing to do but wait for 
death.

•	 This is the room the game starts in.
•	 The other pigs are cowed, quiet, 

terrified, barely responsive. They 
won’t flee or fight or do anything 
the players want.

Monsters: None.

Feature: None.

Meat Market
Bright light! Sunshine! Air! Are you free? 
No. There is a fence, there are tables, 
there are demons everywhere. They stop, 
look, point, drop meat from your fallen 
brethren upon their tables and they begin 
to point and scream.

•	 This meat market is set just outside 
the building.It’s stalls for the 
slaughterhouse to sell directly to 
the public.

•	 The market is outside – blue sky – 
but has a dirt floor and big fences 
around it, topped with razorwire.

Monsters: 1d3 Decapitators. 3D6 civilians 
(they will not fight, only flee, but will 
not let the pigs out).

Feature: Roll D6:  1. A Gutter is 
delivering a box of offal to the market, 
2. There are a few piglets caged on one 
of the market stalls, 3. There’s a blade 
sharpener wheel here, any metal weapons 
can be sharpened for +1 damage, 4. There 
is a kitchen stand here, serving cooked 
pork. There are vegetables and other food 
that can be eaten to regain one hit point, 
5. Chickens peck and scratch at the dirt 
between the people at the market. 6. Roll 
twice.

Office
Suddenly it’s clean. Tidy. Through one 
door and the slaughterhouse disappears as 
if it never was. Demon voices babble from 
a box on a desk. Papers are stabbed to the 
wall with tiny needles, humming boxes 
spill blue-white light into the room and 
the demons are strange, clean and bright 
and not in skins.

•	 These are the offices of the place 
where its business is conducted. 
They’re clean and far removed from 
the horrors of the slaughterhouse. 
One place where the pigs could rest.

•	 The Devils are the only ones who 
might talk to the pigs or not react 
with violence.

Monsters: 1d3 Devils.



Feature: Roll D6 1. An extra female devil 
at a desk, so engrossed in her phone she 
doesn’t notice them, 2. There are small, 
furry pretend pigs on all the desks, 3. 
There’s a thick, double-glass security 
window looking outside to green green 
grass, but it’s unbreakable by normal 
means and hard to climb out of, 4. The 
office was a water-cooler of pure, clean 
water which if drunk and shared can heal 
1hp, 5. Chocolate snacks are hidden in the 
bottom drawer of one of the desks and if 
eaten will restore 2 hit points to one pig. 
6. Roll twice.

Salt Storage
Sacks of white crystals that suck the 
moisture out of the air and give the air a 
chemical tang in return.

•	 The salt is curing salt, safe but not 
necessarily as pleasant as regular 
salt to be consumed – and it will do 
little for you.

Monsters: Roll d6: 1. A Flayer, 2. A 
Scraper, 3-6. None.

Feature: Roll D6: 1. Another Flayer 
fetching a sack of salt, 2. A dried out and 
preserved rat lays in one of the sacks, 
3. One of the sacks has a pig carcass in 
it, 4. One of the sacks isn’t curing salt, 
but caustic soda crystals (lye), a strong 
solution of this will do 1d8/1d6/1d4 
damage over three turns – but the pigs 
can’t read the sack, 5. There’s a stack of 
empty sacks, which might be able to be put 
to some use.

Scalding Tanks
Boiling tanks of seething water, steam 
rising, hot water dripping from every 
surface and the hiss of scalding flesh.

Monsters: 1d6-2 Flayers (minimum 1).

Feature: Roll D6: 1. A pig about to be 
tossed into the water has not been gutted 
and is still alive, squealing for mercy 
or help!, 2. A corpse is heaved into the 
boiling water, splashing scalding water 
over the edge of the tanks. Avoid it or 
take 1d4 damage, 3. The gangways are 
fragile (1/6 chance of giving away during a 
fight), 4. One of the tanks is empty, 5. One 
of the tanks is cold, 6. Roll twice.

Scraping Room
Splayed out like pig-gloves, scraped 
and scratched, salted and sluiced. The 
empty pig-sacks that were once your 
brothers and sisters are given their final 
indignities.

Monsters: 1d6-2 Flayers (minimum 1)

Feature: Roll D6:  1. One of the Flayers 
is wearing a big pig skin and has +1 Armour, 
2. The Flayers are waiting around for new 
skins to process, 3. A Gutter is present 
with a trolley-load of wet skins, 4. An 
extra Flayer is delivering a sack of salt, 5. 



Sewers
A metal pipe, steel guts funnelling 
sloppy slurry out – heaven knows where. 
Stinking, slopping, wading muck.

•	 The stinking muck is so thick that 
every roll the pigs make down here is 
made at -1.

•	 The gunk flows in through a metal 
grille and out through another.

Monsters: Roll D6: 1-5. None, 6. Black 
Pudding Monster.

Feature: Roll D6: 1. The sewer is empty 
at the moment – or nearly empty – and 
creates no penalty, 2. The sewer is neck 
deep, the penalty is increased to -2, 3. A 
nest of friendly rats lives down here, 4. 
An insane nest of rats lives down here, 
driven mad and rabid by the gases, 5. The 
sewer is full of dangerously explosive gas, 
if there’s any sparks, 6. Roll twice.

Slaughter Floor
A circle of hell, for pigs. Bound and 
stunned, slitted and bled. Demonic 
machines whirl the twitching corpses in 
intricate spirals while blood and piss and 
shit drip and soak through the grilled 
floor and the demon sentries attend to 
their dark work.

•	 Conveyors and machines move bodies 
around, it’s possible to get caught up 
in the machines and forcibly moved 
or mangled at the Games Master’s 
discretion.

Monsters: Roll D6:  1D6 monsters, roll 
for each: 1-2. Stunner, 3-4. Shocker, 5-6 
Decapitator.

Feature: Roll D6: 1. The characters are 
the only pigs in the room, 2. The room is 
filled with panicked, cowed pigs waiting 
for slaughter, 3. The machines are poorly 
maintained and dangerous, making an 
automatic attack at +0 for 1d4 damage to 
anyone standing next to them at the end 
of a turn, 4. 1d6 rounds into any fight a 
pig corpse flies off a machine in a random 
direction. It does d6 damage to anyone it 
hits, 5. The grilles are slippery, running 
requires a Dexterity Save or a slip up, 
taking 1 hp damage and ending their turn, 
6. Roll twice.

Water Tanks
Great metal tanks that slosh and drip, 
cool to the touch, clammy with moisture. 
Occasionally they gurgle, hidden bubbles 
rushing through the liquid. A metal 
stomach to the hungry beast?

Monsters: None.

Feature: Roll D6: 1. One of the tanks has 
a steady leak and a Scraper is here trying 
to fix it with a tool box, 2. A colony of 
friendly rats lives in one of the water 
tanks, 3. The slightest knock will burst 
one of the tanks, flooding the room, 4. 
A runaway piglet is trapped in one of the 
tanks somehow, 5. The water in one of 
the tanks is cool and fresh enough that 
bathing in it and drinking it will restore 
1hp, 6. Roll twice.



The Demons
The Slaughterhouse is filled with 
dangerous enemies who can make short 
work – indeed – of an unwary pig.

Saves: If a Demon has cause to make a save, 
they roll on this.
Hit Points: The number of hit dice (d8s) 
followed by the average hit points. Just 
use the average, it’s easier.
Attack: The bonus to the Demon’s d20 
roll to attack – for all kinds of attacks.
Defence Class: How difficult it is to hit 
the Demon.
Initiative: The bonus to the Demon’s 
Initiative roll.
Armour: How much any incoming damage 
to the Demon is reduced by.
Special: Any special abilities the Demon 
has.
Move: In squares, per turn.
Gear: What armour and weapons – and 
other things – the Demon might be 
carrying.

Black Pudding Monster
A writhing mass of congealed blood and 
detritus oozes into view, reaching for you 
with its reddish-black tentacles, hungry 
for more blood.

Saves: 3
Hit Points: 6d8 (27) 
Attack: +0
Defence Class: 9 
Initiative: +0
Armour: 2
Special: Black Puddings take half damage 
(round up) from blunt weapons. Every hit 
that the Black Pudding makes that does 
damage, they heal (or even gain!) a hit 
point. They can make two attacks per turn, 
but they have to be on separate targets.
Move: 4 squares.
Gear: None.

Stunner
The shambling demon holds a strange 
device in its hand. When it pulls a trigger 
air hisses from the bottles on its back 
and a piston thumps in the device, aimed 
towards your heads.

Saves: 5
Hit Points: 2d8 (9) 
Attack: +0
Defence Class: 10
Initiative: +1
Armour: 1
Special: The stunner does 1d6 damage and 
stuns the target (automatically), making 
them miss their turn if they’re hit. Two 
turns on a critical hit. Removed from the 
Stunner, their weapon has enough air for 
2d6 attacks.
Move: 5 squares.
Gear: Stunner (1d6 damage, stun), 
Leather apron.

Shocker
The weasel-faced demon-creature looks 
imperiously down upon you, swishing the 
air with a crackling wand, sparking blue.

Saves: 6
Hit Points: 1d8 (5) 
Attack: +2
Defence Class: 12 
Initiative: +1
Armour: 0
Special: The prod that the Shocker uses 
does 1d4 damage and forces a Constitution 
Save or the target is stunned for one 
turn, two turns on a critical hit. Removed 
from the Shocker, their weapon has 
enough charge for 2d6 attacks. 
Move: 6 squares.
Gear: Shocker (1d4 damage, stun), 
overalls.



Decapitator
The hulking demon drags a huge-bladed 
axe behind it, sparks scraping off the 
ground with a metallic screech as it 
stalks towards you. “Piiiiigggggg...”

Saves: 6
Hit Points: 3d8 (14)
Attack: +2
Defence Class: 12 
Initiative: +0
Armour: 2
Special: None.
Move: 4 squares.
Gear: The decapitator’s axe does d12 
damage on a strike. Heavy gloves and 
leather aprons give them good protection 
from harm.

Flayer
Hunched and darting in its movements, 
this leather-clad demon carries 
a glitteringly sharp blade in its 
hand, twitching it back and forth in 
anticipation.

Saves: 7
Hit Points: 1d8 (5) 
Attack: +1
Defence Class: 12
Initiative: +2
Armour: 1
Special: The Flayer is armed with a hugely 
sharp skinning knife. It does 1d4 damage 
and on a critical hit causes a bleeding 
wound that does 1 hit point of damage per 
turn for D6 turns.
Move: 5 squares.
Gear: The Flayer is armed with a razored 
knife and wears a leather apron and 
rubber gloves.

Gutter
Bulging, muscular arms end in a hooked 
knife, curved  into a wicked beak and slick 
with blood and juices from hacking out 
innards.

Saves: 5
Hit Points: 2d8 (9)
Attack: +0
Defence Class: 10 
Initiative: +0
Armour: 1
Special: The Gutter’s hook knife does 1d4 
damage, but if it does any damage at all it 
immediately does another 2 damage as it 
rips and cuts.
Move: 5 squares.
Gear: Gutting knife 1d4 (+2) damage, 
leather apron and gloves.

Scraper
Peppered with tiny gobbets of flesh, the 
demon holds a filthy metal scraper in 
both hands.

Saves: 5
Hit Points: 2d8 (9)
Attack: +0
Defence Class: 11
Initiative: +0
Armour: 1
Special: The metal flesh-scraper they 
wield as a weapon is small, but takes both 
hands. It does 1d4+1 damage and on a 
critical hit destroys one point of armour.
Move: 5 squares.
Gear: Scraper (1d4+1 – armour destroying), 
leather apron and gloves.



The Devil
This creature is clean, tidy, neat. It’s face 
is... smiling as it looks at you, though the 
smile never quite touches its eyes.

Saves: 6
Hit Points: 3d8 (14)
Attack: +0
Defence Class: 12 
Initiative: +2
Armour: 0
Special: The Devils are the office workers 
in the slaughterhouse, the ones who 
organise the sale of the meat and other 
products. For some reason they are the 
only ones capable of understanding or 
speaking to the pigs – not that they care 
and will only do this to lie to them or to 
convince them to be slaughtered.
Move: 6 squares.
Gear: None. Devils do 1d4-1 with their 
hands, teeth and nails should they get 
into a fight, but they don’t like to fight.

Rats (Swarm)
Saves: 7
Hit Points: 3d8 (14)
Attack: +2
Defence Class: 12 
Initiative: +3
Armour: 3 (it’s hard to land an effective 
hit on a swarm) 
Special: Swarming rat-bites that cause 
a hit do 1d4 x 1d4 damage (1-16) from the 
multitude of bites. Rats are intelligent 
and can talk with pigs and the office 
devils. They tend to be sympathetic but 
mercenary, doing favours for ‘quests’ or 
rewards.
Move: 8 squares.
Gear: String, coins and other odd little 
lost items.

Rat (Single)
Saves: 8
Hit Points: 2
Attack: +1
Defence Class: 14 
Initiative: +4
Armour: 0 
Special: Rats are sneaky and hard to see. 
Consider a singular rat to have Stealth 5. 
A rat bite does 1d2 damage.
Move: 8 squares.
Gear: String, coins and other odd little 
lost items.
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