


AN ALPHABETICAL COMPENDIUM OF ALL EDIBLE AND NON-EDIBLE CREATURES FOUND IN
THE ADVANCED DUNGEONS & DRAGONS MONSTER MANUAL, INCLUDING FLAVOUR,

APPEARANCE, AND EFFECTS OF CONSUMPTION.

What is This?

My players keep eating things they find in dun-
geons. I hope I’m not alone in this.

Here are all the monsters from the 1977 AD&D
Monster Manual tabulated, sorted, and presented
for your and your players gustatory enjoyment. Flip
through ahead of time at your leisure, or search
directly for the latest creature your PCs have de-
cided to eat.

Flavours are based on personal experience or best
guesses. All creatures are the property of their re-
spective trademark holders, etc, etc.

In Arnold K’s GLOG system, lunch heals you
1d6+your level HP, and a good night’s sleep af-
ter dinner heals you fully. If you prefer a more
interesting and diverse system, check out the very
good rules by Occultesque. You could even use
them, in conjunction with the tables herein, to run
an entire campaign based around cooking and
eating rare dungeon creatures.

Saves are listed in a general format, either as a
basic Save, against a Stat (vs. Constitution, for ex-
ample), or against an effect (vs. Fear). Adapt to
your system as necessary.

Normal Meat

Any minor magical creature. Even your run-of-the-
mill dairy cows are a little bit magical, but you can
eat them without worry. Add +1 to the roll if the
meat was properly cooked and prepared, and -4
if the meat is rotten. Spices, side dishes, and skill
might add further bonuses.

NORMAL MEAT EFFECTS

Roll (d6) Result
1 Save vs Constitution or lose any ben-

efit from the meal, and spend the rest
of the day queasy and gassy.

2-5 No extra effect.
6 Delicious! Heal 1 HP, or 1 additional

HP.
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MONSTER MENU-ALL NORMAL MEATS

NORMAL MEATS TABLE

Roll (d30) Creature Flavour or Effect
1 Barracuda / Gar (giant / Masher) Fish.
2 Beaver (giant) Oily, fatty pork.
3 Boar Dense, faintly spiced pork.
4 Buffalo Faintly spiced beef.
5 Bull / Cattle (wild) Beef.
6 Camel (wild) Stringy beef.
7 Crocodile Cross between chicken and fish.
8 Dolphin Fishy. Next sailing voyage is cursed, along with a

1-in-100 chance of being haunted by a venge-
ful dolphin ghost.

9 Eel Fishy.
10 Frog (giant) Buttery, faintly algal.
11 Goat, (giant) Mutton.
12 Herd animal Varies, but probably beef or mutton.
13 Horse / Mule Stringy mutton, lots of crunchy bits.
14 Irishdeer / Stag Venison.
15 Lamprey Fish.
16 Lizard Cross between chicken and fish, many bones.
17 Otter (giant) Oily, extremely fatty pork.
18 Owl (giant) Depressing, horrible chicken.
19 Pike (giant) Fish.
20 Ram (giant) Mutton.
21 Rat (giant) Very stringy pork, many bones.
22 Ray Fish, but crunchy and bitter.
23 Sealion Oily, fatty pork.
24 Shark Fish, but crunchy. Either bland or slightly bitter.
25 Snake (giant) Cross between chicken and fish, many bones.
26 Squid / Octopus (giant) Fish, but rubbery and chewy.
27 Turtle (giant) Absolutely delicious and unique.
28 Toad (giant) Buttery, faintly algal. More bitter than frog. 1-in-

20 chance of mild hallucinations.
29 Weasel (giant) Oily, extremely fatty, but also stringy pork.
30 Whale Fatty, bland, and faintly acidic.

You could use this as a (very) random encounter table or to figure out what’s on the menu at the local inn.
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MONSTER MENU-ALL RARE MEATS

RARE NORMAL MEATS TABLE

Roll (d20) Creature Flavour or Effect
1 Ape / Baboon Bitter pork.
2 Axe Beak Chicken.
3 Baluchitherium Very dense, bitter beef, requires 12+ hours of

boiling.
4 Badger / Wolverine Stringy pork.
5 Bear Oily, extremely fatty, but also faintly bitter pork.
6 Dog Stringy mutton.
7 Dinosaur Cross between chicken and fish, very dense.
8 Eagle (giant) Acidic chicken.
9 Elephant Very dense, bitter beef, requires 12+ hours of

boiling.
10 Flightless Bird Chicken.
11 Hippopotamus Fatty, dense, bitter beef.
12 Hyena/Jackal/Wolf Stringy pork.
13 Jaguar / Leopard / Lion / Lynx

(giant) / Tiger
Very stringy, very bitter pork.

14 Mammoth / Mastodon Very dense, bitter beef, requires 12+ hours of
boiling.

15 Porcupine (giant) Oily, extremely fatty, but also stringy pork that
tastes like birch.

16 Rhinoceros Very dense, bitter beef, requires 12+ hours of
boiling.

17 Roc Chicken.
18 Sea horse (giant) Like a deep fried shoelace.
19 Skunk (giant) Oily, fatty pork.
20 Titanothere Very dense, bitter beef, requires 12+ hours of

boiling.
These meats aren’t likely to be served often (except in Foreign Parts), bu they could be the centerpiece of
a magnificent feast.

.

NORMAL INSECTS AND OTHER MEATS TABLE

Roll (d10) Creature Flavour or Effect
1 Anhkheg / Ant (giant) / Beetle

(giant)
Bitter and crunchy, sharp aftertaste of vinegar.

2 Centipede (giant) Faintly fishy, crunchy.
3 Crab (giant) / Crayfish (giant) Faintly fishy, rubbery.
4 Larva (mundane) Buttery.
5 Leech (giant) Very bitter, extremely rubbery, copper after-

taste.
6 Man-o-war (giant) Squishy. Instant horrible death unless very care-

fully prepared.
7 Scorpion (giant) Bitter and crunchy.
8 Slug (giant) Bitter, extremely rubbery.
9 Spider / Tick (giant) Bitter, crunchy, usually a chemical aftertaste.

10 Wasp (giant) Bitter, crunchy, possibly salty.
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MONSTER MENU-ALL HUMANOID MEATS

THE MEAT IS MADE OF PEOPLE! TABLE

Roll (d30) Creature Flavour or Effect
1 Brownie / Halfling Fatty pork.
2 Bugbear Really bad mutton.
3 Centaur / Minotaur Fatty pork, blending into stringy mutton or beef.
4 Dwarf / Gnome Fatty pork.
5 Elf Pork, cures acne, dandruff, and bad breath.
6 Giant Fatty, very dense pork, requires 12+ hours of boiling.
7 Gnoll Fatty, very acidic pork.
8 Goblin / Hobgoblin Fatty pork, acidic aftertaste.
9 Halfling Fatty pork, slightly tastier than usual.

10 Harpy Mix of pork and chicken, tastes absolutely foul, pro-
vides no healing. Save vs. Nausea.

11 Ixitxachitl / Sea Hag Fish, but crunchy and bitter.
12 Jackalwere / Lycanthrope Fatty pork or creature’s flavour. Save vs. Intermittent

Partial Lycanthropy.
13 Kobold Fatty pork, acidic aftertaste.
14 Lamia / Naga Mix of pork, chicken, and fish. Extremely delicious.
15 Leprechaun Stale marshmallows.
16 Lizard man Cross between chicken and fish.
17 Locathah Fish.
18 Men Fatty pork.
19 Merman Mix of fatty pork and fish.
20 Nixie Fish.
21 Nymph The finest pork, and shame.
22 Ogre Fatty, dense pork, tastes faintly of beer.
23 Orc Fatty pork, acidic aftertaste.
24 Pixie Like a very dry piece of candied beef jerky. Explodes

in a puff, Save or hallucinate.
25 Sahuagin Fish.
26 Satyr Pork and mutton. Delicious and slightly intoxicating.
27 Sprite Candy, Save or hallucinate.
28 Sylph Sugar-free candy, guilty aftertaste.
29 Triton Fish.
30 Troglodyte Cross between chicken and fish.

Eating most of the things on this list would be considered impolite or insufficiently rewarding (adventurers
will still try though). You could also roll to see what the trolls are roasting over the fire tonight. Intelligent
creatures with significant magical effects are listed in the Special Creatures section. Eating fresh People
might turn you into a wendigo. Eating rotten People might turn you into a ghoul.

You Can’t Eat That!

The creature evaporates, sublimates, reverts to its
home dimension, or vanishes completely. PCs in-
tent on consuming incorporeal creatures will need
to refer to an upcoming Menu-All.

Creatures in this category include aerial servants,
demons (all varieties), devils (all varieties), djinni,
efreet, elementals, ettin, ghasts, ghosts, groan-
ing spirit (banshee), hell hounds, imps, invisible
stalkers, night hags, nightmares, quasits, shadows,
spectres, thought eaters, titans, water weirds, will-
o-(the)-wisps, wind walkers, and wraiths.

Special Creatures

Now we’re getting to the really interesting stuff. This
is what you tuned in to see. Many of these crea-
tures are high-risk, high-reward meals. Apply the
effects once per person per meal. The magic sys-
tem listed (it’s very rarely important) is the GLOG
magic system. You can replace ”magic dice”
with ”caster level.”

Do not tell the players the exact or complete result
of a roll on one of these tables. If an entry doesn’t
require you to roll on a table, consider rolling any-
way and looking puzzled, just for effect.
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BASILISK BLINK DOG

BASILISK
FLAVOUR: Cross between chicken and fish.
NOTES: Throat glands contain 1-4 (depending on
size) potions of stone to flesh.

Roll (d10) Result
1 Chip a tooth. Save or lose 1 HP.

2-9 No extra effect.
10 Delicious Lizard-Flesh. Heal 1 HP

and restore sensation to numbed
limbs.

BEHOLDER
FLAVOUR: Flesh crackles like dry french fries. Invis-
ible ichor drips upwards from your chin. In the dis-
tance you hear howling, or possibly music.
NOTES: Must be eaten raw, and quickly.

Roll (d10) Result
1-2 Screaming Madness. Save or be-

come permanently insane.
3-4 Outsider Flesh. Save vs. CON. On

a pass, gain 1 random mutation.
On a fail, gain 1d6+1 random mu-
tations.

5-7 Twisting Cells. Permanently gain +2
to a random stat and -2 to a differ-
ent random stat.

8-9 Eye Rays. Gain a random spell
(d6): 1. Charm Person, 2-3. Eye
Laser, 4. Fear, 5. Sleep, 6.
Telekinetic Shove. If you are not
a spellcaster, Save or immediately
cast the spell on a random target
using d4 magic dice. If you pass
your Save, you can cast the spell
once per day using 1 MD, firing it
from a random eye.

10 Natural Magic. You gain 1 Magic
Dice and 1 spell slot. If you were
not one already, you become a
spellcaster.

BLACK PUDDING
FLAVOUR: Highly acidic. Jelly-like, but dense.
NOTES: Individual cells of the black pudding are
perfectly capable of growing into new black pud-
dings. If cooked in lye, they become a delicious
stew with no unusual properties (as per cooked
Normal Meat). If frozen solid (extreme cold re-
quired), they can be made into pudding popsi-
cles (as per Normal Meat).

Roll (d10) Result
1 Instant Death. A few cells got into

your lungs. You die spewing blood.
2-8 Slightly Slower Death. You live for

1d6 days as the black pudding
eats you from the inside out. You
know something is wrong after the
first day.

9 Too Weak. Your stomach acid dis-
solves the ooze. No extra effect.

10 Pudding Symbiote. The black pud-
ding finds a niche in your biol-
ogy, making your immune to non-
magical diseases and doubling
your natural lifespan. Your bodily
fluids are acidic. Upon death, your
corpse dissolves into a new black
pudding.

BLINK DOG
FLAVOUR: Stringy mutton, yellow and marbled
with fat, and with a strange flickering taste.
NOTES: If you eat only fresh blink dog for a full
month, you gain the teleport ability listed below
for the next month. If you eat only fresh blink dog
for a full year, you gain the ability permanently.
Very few people know this, and blink dogs are ex-
ceedingly rare.

Roll (d10) Result
1 Pop! You vanish and reappear

1d6’ away, in a random direction.
If this intersects you with a solid ob-
ject, you will probably die.

2-9 No extra effect, save that your
weight fluctuates slightly for a
week.

10 Aha! For the next 1d6 minutes,
once per round, you can instantly
teleport to any location within 30’
that you can see.
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BRAIN MOLE CEREBRAL PARASITE

BRAIN MOLE
FLAVOUR: Thin meat that hums like a spinning top,
tastes like fat and grit. Shakes constantly.
NOTES: One brain mole allows one person to roll
on the table below (there’s not enough meat to
share). If pickled in brandy for a month or more,
add +1 to the roll. You can buy pickled brain moles
in strange shops for 5gp.

Roll (d10) Result
1 Aneurysm. Some dying twitch

pops a vital part of your brain. You
fall over mid-swallow, dead.

2-6 Migraine. No extra effect.
7-9 The Scent. For 1d6 hours, you can

smell any magic items or creatures
in a 100’ area, even through walls.

10 The Wailing. As per The Scent, but
for the next 1d6 hours any spell-
caster targeting you must Save or
take 1d10 damage. The spell they
were trying to cast also fails.

BULETTE
FLAVOUR: Beef that burns like a pepper. Uncul-
tured people might think they are dying. Beneath
the heat, there is a mild, smoky flavour that pairs
nicely with yogurt or cheese.
NOTES: As Normal Meat, but the spicy flavour
might cause PCs to panic. Pretend to be quite
concerned and roll some dice. This effect typi-
cally lasts no more than ten minutes.

CARRION CRAWLER
FLAVOUR: Old socks, mouldy bread, and rotten
meat. Despite the flavour, it’s surprisingly filling.
NOTES: If dried or salted, rations of carrion crawler
flesh count as 2 rations. They still smell awful.

Roll (d10) Result
1-5 Carrion. Save vs. CON or lose any

benefit from the meal, and spend
the day queasy and gassy.

6-9 No extra effect.
10 Look, a penny! You discover

1d10cp or jewelry of the equiva-
lent value in a cyst-like sack. If
you roll a 10 the value is 1d10gp in-
stead.

CATOBLEPAS
FLAVOUR: Off-cuts of beef dipped in motor oil and
then rolled in chaff. The entire creature is made of
off-cuts and trimmings.
NOTES: Cooking, salting, or even seasoning the
meat gives you -1 to the roll. Your best bet is just to
throw it away.

Roll (d10) Result
1-2 Heavy Head. Your skull turns to

stone for 1d6 days. Save or per-
manent. You can still function,
but your neck becomes very, very
sore. You can’t swim and you
spend most of your time staring at
your boots.

3-5 Squishy. You bite into a pocket of
unpleasant texture or flavour. Save
or lose any benefit from the meal.

6-10 It’s Just Awful. No extra effect.

CEREBRAL PARASITE
FLAVOUR: Very faint, like eating a lightly salted ball
of cotton wool.
NOTES: These creatures are merely invisible, not
immaterial. In my system, they apply a penalty
to your Magic Dice rolls (-1 per parasite), but are
otherwise harmless.

Roll (d10) Result
1-2 Parasite Eggs. Hatch in 1d6 days,

producing 1d6 more parasites that
you sneeze out in a shower of
magic sparks. They flee your pres-
ence.

3-4 Strong Negative Emotion. Roll 1d6:
1. Rage, 2. Sorrow, 3. Fear, 4. Un-
natural Lust, 5. Jealousy, 6. Greed.
Lasts 1 minute.

5-7 Spellburst. Save. On a success, roll
on the Spell Mutation table, if you
have a spell in your head. On a
fail, take 1 damage.

8-10 Strong Positive Emotion. Roll 1d6:
1. Joy, 2. Hope, 3. Excitement, 4.
Friendship, 5. True Love, 6. Charity.
Lasts 1 minute.
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CHIMERA COUATL

CHIMERA
FLAVOUR: Varies depending on the part you are
eating, but always crackles with magic.
NOTES: You have to eat the heart, or a large piece
of all composited creatures, to roll on the table be-
low. You will instinctively know to eat the heart if
you eat any other part of a chimera.

Roll (d10) Result
1-3 Dragon Fire. Save or Die. On a suc-

cess, you can spit puffs of fire once
per hour (enough to light a can-
dle, but not enough to deal dam-
age). If you sneeze, you use up the
charge.

4-6 Goat Sense. Gain +1 Wisdom.
Your pupils become rectangular.

7-9 Lion Rage. Gain +1 Strength. You
must Save vs. WIS to retreat from
a fight. You can attempt this Save
once per round.

10 Chimerical Form. Gain 2 addi-
tional heads and a massive ego.
Each one is from (1d4): 1. Normal
Meats, 2. Rare Normal Meats, 3.
Insects or Other Meats, 4. People.
The heads like you as much as sib-
lings do, are intelligent, and have
the abilities of their base creature.
Your HP and mass increase by 50%.

COCKATRICE
FLAVOUR: Chicken.
NOTES: Throat glands contain 1 potion of stone to
flesh. The cockatrice’s contact petrification ability
lasts 1 hour after it is killed. You can tie it to a stick
and beat people with it, or shred it and create a
very deadly meat-mist. After 1 hour, the meat be-
comes Normal Meat. The only way to roll on the
table below is to immediately cook over a pure
coal fire and eat it within the hour.

Roll (d10) Result
1 Not Cooked All the Way Through.

You are automatically petrified for
1d20 hours.

2-9 Marvelous! It’s so juicy! Heal fully
and gain +1 permanent HP.

10 A Meal Fit For a King. As Mar-
velous, but also Save or pass out
for 10 minutes from sheer gustatory
delight.

COUATL
FLAVOUR: Cross between fish and chicken,
chased with octarine fat. The meat is so magi-
cal your eyes water and your hair stands on end.
Any spells you have in your brain flee and return at
sunrise the next day.
NOTES: Fleeing spells may damage your hat.

Roll (d10) Result
1-2 Horrible Roiling Change. Save vs.

CON. If you pass, gain 1 random
mutation. If you fail, gain 1d6+1
random mutations.

3-4 Brain Fireworks. Sparks of magi-
cal fire shoot from your ears and
nose. It’s not painful, but it is fun
to watch.

5-7 Egomania. Permanently gain +2
Charisma and an insufferable (to
others) swagger.

8-9 Polymorph. For the next 1d6 hours,
you can change your form as per
the Polymorph Self spell. When
the effect ends, you must Save to
revert to your natural form (if you
aren’t already in that form).

10 Natural Magic. You gain 1 Magic
Dice and 1 spell slot. If not one al-
ready, you become a spellcaster.
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DISPLACER BEAST DRAGON

DISPLACER BEAST
FLAVOUR: Rubbery, buzzing mutton. Displacer
beast meat appears 3’ away from its actual po-
sition, but slowly slides back to its actual position,
losing all unusual properties within 1 hour.
NOTES: The easiest way to eat a displacer beast
is to close your eyes. Until the meal dissolves or
an hour passes, the apparent position of your
chewed food might be outside your body.

Roll (d10) Result
1-9 It’s Just OK. No extra effect.
10 Displaced. You permanently ap-

pear 2 inches away from your cur-
rent position at all times. You know
where you are; observers do not.

DOPPELGANGER
FLAVOUR: Extremely unpleasant, like biting into a
bag of frozen peas, except warm. Tastes of am-
monia and straw.
NOTES: Dopplegangers are extremely magical
and, if killed, extremely hideous.

Roll (d10) Result
1-5 Doppleganger Takeover. The

doppleganger’s cells convert you
to a doppleganger. In 1d10 days,
your mind will be erased. You will
have terrible nightmares until then.

6-8 Shifting Features. For the next 10
minutes, you can alter your form
and body as if it were made out
of clay. Any changes after 10
minutes become permanent. If
you remove anything vital (your
head, your heart, etc.), you will
still die, but limbs can be adjusted,
blemishes can be removed, and
wounds healed. You are restored
to full HP.

9-10 Doppleganger Symbiosis. Once
per day, you can alter your
appearance to match that of
another humanoid creature you
have seen.

DRAGON
FLAVOUR: Raw magic. The meat feels heavy but
flakes like fish. You’ll never have cavities again.
Your breath smells better. Your bald spot vanishes
and your eyesight improves. You feel like the ”af-
ter” picture in a thousand internet ads looks.
NOTES: This might be a bad idea. If you don’t
meet the dragon’s unique death condition, you
will sicken and wither a year and a day from the
time of their death. And then its ghost will hunt
you and kill you (most people don’t know about
this). Dragon parts are so valuable to wizards and
alchemists that eating them, raw or cooked, is
almost sacrilegious. If you consume the heart (a
suitable meal for one), roll 3 times on the table.

Roll (d10) Result
1-2 Shattered Frame. Save or die. If

you die, you explode (10’ radius,
d6 damage). If you Save, you
gain 1 random mutation, edited to
make it dragon-themed.

3-5 Dragon Revitalization. You heal
fully, are cured any non-magical
diseases, and regrow any missing
limbs or features with a loud pop.

6-7 Raw Power. Save. If you fail, take
sufficient damage to reduce you
to 0HP. If you succeed, gain +1 to
two random abilities.

8 Hoard. Whatever the dragon
hoarded - coins, de-limbed
knights, paintings - now smells
unique and distinct to you. You
covet it.

9 Scaleskin. Your skin becomes
tough and segmented. You can-
not wear armour, but your AC or
Defense is now as good as chain-
mail.

10 Dragon Vision. Save. If you suc-
ceed, gain Wizard Vision, the abil-
ity to see in the dark, and the abil-
ity to hypnotize small mammals just
by staring at them.
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DRAGONNE EAR SEEKER

DRAGONNE
FLAVOUR: Tastes like mashed apples for some rea-
son. Looks like meat, cuts like meat, tastes like ap-
plesauce.
NOTES: The unique death condition for the drag-
onne will be met as long as nobody says the words
”apples”, ”dead”, or ”carry” (in any language)
within 100’ of the corpse. If they do, at noon the
next day, the dragonne will burst out of the left
ear of the person who said the word (dealing no
damage but probably scaring the hell out of ev-
eryone) and fly off. It doesn’t want to be near
people who killed it last time. If nobody says the
3 words listed, the dragonne will stay dead. These
three words might be unique to a particular drag-
onne.

Roll (d10) Result
1-5 Strong Taste. You just can’t get the

taste of apples out of your mouth.
No extra effect.

6-8 Strength of the Dragonne. Perma-
nently gain +1 Strength.

9-10 Hair. Your hair becomes luxurious,
by your culture and species stan-
dards of beauty. If you have no
hair you grow a red-orange mane.

DRAGON TURTLE
FLAVOUR: Utterly delicious. Beyond description.
Rapturous. Entire warbands have died trying to
capture, cook, and eat a dragon turtle.
NOTES: Dragon turtles are Normal Meat. A soup
made from a dragon turtle bonds everyone who
eats it together in friendship. For 1 week, no seri-
ous arguments can possibly occur between peo-
ple who shared the meal. Compromises abound.
Some near-mythical kings and emperors served
dragon turtle soup before truce negotiations and
conclaves. After the week has passed, all who en-
joyed the meal together remember it fondly.

DRYAD
FLAVOUR: Woody. What did you expect? Imag-
ine sitting down to a nice meal of steamed log.
Depending on the tree the dryad spawned from,
there may also be sap.
NOTES: Dryad wood can be used to make po-
tent magical items. Orthodox wizards love dryad-
wood staffs (+1 MD if properly tuned). Cooking
dryad requires very thin slices and very hot water.

Roll (d10) Result
1-2 Stomach Seed. Save. On a suc-

cess, you are bedridden for 1d4
days but survive. On a fail, a large
plant will sprout from your stomach
in 1d4 days. You feel nauseous.

3-5 Curse of the Dryad. Fruit rots in your
hands. Crops wither around you.
Trees drop branches on your head.
The curse lasts until you stay in a
church overnight.

6-9 Bloodsap. Your blood becomes
thick and heavy. You cannot suffer
from the Blood Loss condition. You
may reroll any Save against spells
or effects that target your blood.
Vampires find you intriguing and
will spare you, but you may be im-
prisoned to ensure proper supply is
maintained.

10 Plant Life. You count as a plant
for the purposes of all spells. You
can lie in the sun for 6 hours to gain
the benefit of a meal. Plants think
you are a weird goatberry bush or
some other quick-moving species.

EAR SEEKER
FLAVOUR: Crunchy and slightly acidic, with faint
hints of citrus.
NOTES: If you cook them well, ear seekers are
merely Normal Meat. If you don’t, you are infested
with ear seekers (hatch in d20+4 hours, burrow in-
wards, kill you horribly unless cured or removed).
Animist Wizards, who can target ear seekers with-
out damaging their hosts, sometimes serve ear
seeker stew to unsuspecting guests.
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EYE, FLOATING GAS SPORE

EYE, Floating
FLAVOUR: Fish, but cool and mild, like menthol.
NOTES: The body of a floating eye fish is typically
stewed in a sauce made from the fish’s eye-jelly.
There are no magical effects, but anyone eating
a properly prepared stew will enjoy a deep, restful
sleep with pleasant, hypnotic, fishy dreams.

EYE OF THE DEEP
FLAVOUR: Flesh bubbles like fried eggs. Invisible
ichor drips upwards from your chin. In the dis-
tance, screams, and the sound of drums.
NOTES: Must be eaten raw, and quickly.

Roll (d10) Result
1-2 Screaming Madness. Save or be-

come permanently insane.
3-4 Outsider Flesh. Save vs. CON. On

a success, you gain 1 random mu-
tation. On a fail, you gain 1d6+1
random mutations.

5-7 Twisting Cells. Permanently gain +2
to a random stat and -2 to a differ-
ent random stat.

8-9 Eye Rays. Gain a random spell. 1.
Light, 2. Illusion, 3.Hold Person, 4.
Hold Monster. If you are not a spell-
caster, Save or immediately cast
the spell on a random target us-
ing d4 magic dice. If you pass your
Save, you can cast the spell once
per day using 1 MD, firing it from a
random eye.

10 Natural Magic. You gain 1 Magic
Dice and 1 spell slot. If not one al-
ready, you become a spellcaster.

FUNGI, Violet
FLAVOUR: Rots your tongue on contact, so no one
knows.
NOTES: There may be a way to prepare violet fungi
to avoid the flesh-rotting effects of their excretions,
but to date, no one has found it. Soaking in water,
boiling in lye, cooking thoroughly, and even magi-
cal purification have no effect. If you eat any part
of a violet fungus, Save or die. Even if you Save,
your tongue, teeth, and nose rot off immediately.
Take 1d6 permanent Constitution damage and
permanently lose the same amount of HP. A mix-
ture of violet fungi squeezing and alcohol will cure
petrification but must immediately be washed off
with vinegar.

GARGOYLE
FLAVOUR: Gritty pork
NOTES: The AD&D gargoyle is strange. Based
on the art and the description, it’s some sort of
morlock-like creature, fully made of flesh, fully ra-
tional, and utterly evil. Despite being ”of a magi-
cal nature”, they have no magic abilities to speak
of. Eating them does nothing unusual. In my set-
ting, gargoyles are stone elementals, and you
can’t really eat them.

GAS SPORE
FLAVOUR: Texture of finely marbled beef, flavor of
spinach and sage.
NOTES: Gas spores are delicious dungeon treats for
savvy adventurers. The spores revert to a passive
form within 1 hour and can be carefully cleaned
using water. The gas spore’s meat is wonderfully
rich. Boiled, baked, fried, or even eaten raw, it is
a welcome treat. Gain +1 to the roll for each time
you have personally prepared this dish before.

Roll (d10) Result
1 Not Cleaned Properly. A single

spore embeds itself in your throat.
Your throat constricts and your
eyes bulge. You will die in 24 hours
unless the spore is removed.

2-10 Delicious! Heal 1 HP, or 1 additional
HP.
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GELATINOUS CUBE GOLEM, IRON OR STONE

GELATINOUS CUBE
FLAVOUR: Battery acid and slowly spreading
numbness. A handful of goop will remove the
sting of any wound, and a small bite will numb an
aching tooth.
NOTES: Only roll on the table below if you eat
the ooze raw. If used as a soup base, the ooze
pre-digests tough meats and vegetables, making
them more palatable.

Roll (d10) Result
1-3 Painful Death. The ooze, revital-

ized by your stomach acid, melts
you from the inside out. Save or die
in agony. If you Save, permanently
lose 1d6 Constitution and HP.

4-5 Ooze Parasite. The ooze decides
to stay in your stomach. It will even-
tually (1d6 weeks) grow so large
you will burst or starve. Until then,
it does you no harm. You may not
even know you still have it inside
you.

6-7 Too Weak. Your stomach dissolves
the ooze. No extra effect.

8 Ooze Symbiote. The ooze infiltrates
your digestive tract, becoming a
part of you. Gain +1 Constitution
and +4 to Save vs Poison. Your skin
becomes waxy and slightly tacky.

9 Ooze Integration. As Ooze Sym-
biote. Also, the ooze consumes
your organs and replaces their
functions. You are mostly hollow in-
side. Only your bones and nerves
remain. You Regenerate 1 HP
per round but permanently lose 2
Strength.

10 Ooze Apotheosis. As Ooze Inte-
gration. Also, once per day, you
can cast Command with 2 magic
dice on an ooze or slime you see.
The dice do not return to your
pool. You can give the ooze any
command you could give a dog.
Oozes will not harm you unless you
attack first.

GHOUL
FLAVOUR: Dry and faintly bitter. Smells a little like
cooking oil.
NOTES: If cooked, has a 10% chance of being
Normal Meat (with a -4 penalty). Most of the
time, cooking it simply makes it unpleasant and
inedible. If eaten raw, Save or begin to crave
the flesh of the dead. You become a ghoul in 24
hours. There is no cure, but some Animist Wizards,
Necromancers, and other outcasts know secret
methods for delaying the inevitable descent into
madness.

GOLEM, Clay
FLAVOUR: Heavy clay. Very squishy if soaked in
water, otherwise hard enough to crack your mo-
lars. tastes of dust and residual magic.
NOTES: For the ambitious and the deranged.
Golem clay can be used to make walking ovens
(for the traveling gourmand) or smeared on the
face to remove wrinkles. If 2lbs or more are in-
gested, you must Save vs Con or become bedrid-
den for 1 week. If you Save, you are fully healed
and gain +2 permanent HP. If you attempt a sec-
ond meal, Save or die. If you Save, permanently
gain +2 Strength and +2 Constitution. Your weight
triples and you can no longer swim or run.

GOLEM, Flesh
FLAVOUR: Pork, but oily and unpleasant. Sutures
get stuck in your teeth.
NOTES: Made of Normal Meat, but deeply un-
pleasant to eat. Take a -4 penalty to all Saves vs.
DEX for the next 8 hours as your flesh twitches un-
nervingly and uncontrollably.

GOLEM, Iron or Stone
FLAVOUR: Metal or stone. You can’t chew it, so you
must resort to carving off a piece and swallowing
it whole.
NOTES: Provides a new Save against poison or dis-
ease. The residual magic lasts for 1 month after
the golem has been killed. Stones the size of a
marble are worth 5sp in town, assuming you can
convince people that they work.
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GORGON HIPPOGRIFF

GORGON
FLAVOUR: High-quality beef with opalescent fat.
NOTES: Despite their noxious breath and bad tem-
per, gorgons can be farmed. A butchered gorgon
is worth as much as 30 ordinary cows on the open
market. Serving gorgon steaks (Normal Meat) is a
rare treat, but not an unprecedented one. Gor-
gon milk is very nutritious and provides total immu-
nity to poison for 1 hour after ingestion.

GRAY OOZE
SEE: BLACK PUDDING.

GREEN SLIME
FLAVOUR: Mashed celery soaked in bleach.
NOTES: If eaten raw, causes an instant, horribly
painful, and deeply shameful death. If properly
cooked (requires a cast iron pot, but is not difficult
to do, even for amateurs), it becomes a nutritious
green soup (as cooked Normal Meat). Chicken in
Green Slime Soup is a dungeon staple.

GRIFFON
FLAVOUR: Chicken rolled in flour or fine sand. It
also whitens your teeth.
NOTES: Griffons are not particularly magical, so
eating them has the same effects as Normal Meat.
The only major bonus is that their finely gritted flesh
can be used to polish armour, swords, and teeth.
It’s an acquired taste.

HIPPOCAMPUS
FLAVOUR: Fishy, but the grain of the meat is un-
usual, more like beef than fish.
NOTES: Hippocampi are creatures fused by magic,
and eating their flesh can be disastrous for any-
one who is exposed to sunlight or spellcasting.
Their flesh is Normal Meat, but exposure to oc-
tarine light, direct sunlight (not underwater), or
spellcasting within an hour of eating a hippocam-
pus requires you to roll on the table below.

Roll (d10) Result
1-5 Spliced. Your bottom half swaps

with the nearest adjacent living
creature larger than a mouse. If
you have incompatible biologies
(lizard + insect), Save or die in 5
minutes.

6-8 Squelched. Save or gain a ran-
dom mutation. It will either be
horse-based or fish-based.

9-10 Bolstered. Permanently gain +1
Strength.

HIPPOGRIFF
FLAVOUR: Chicken with little pockets of gelatin
and burnt-smelling sauce.
NOTES: A pale attempt to breed griffons with
horses, in order to remove their lion-like nature
and replace it with a more tractable horse nature.
Needless to say, the attempt failed. The delicate
flavour of the griffon was also spoiled in the pro-
cess, although the magical fusion is stable. Their
meat is Normal Meat.
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HOMUNCULUS HYDRA

HOMUNCULUS
FLAVOUR: Blood-soaked clay, with the crackle of
raw magic.
NOTES: Homunculi evaporate within half an hour
of death. There is only enough edible material for
two people to eat a single homunculus.

Roll (d10) Result
1-2 Switched. With a horrific rend-

ing sound, you shrink to the size
of a homonuclus, and a larger
homonculus emerges from your
shorn flesh. It is belligerent, intelli-
gent, and fierce. Your stats, includ-
ing HP, Attack, and Defense, are
now 2.

3-4 Two Heads. A tiny homonculus
head grows from your (d4): 1.
throat, 2. forehead, 3.belly, 4.
shoulder. It constantly jabbers use-
less advice, nonsense, and half-
formed spells.

5-6 Wonderful Sleep. Save or fall
asleep for 8 hours. You can choose
to intentionally fail this Save. You
dream deeply and peacefully.

7-8 Magically Delicious. Gain a ran-
dom spell. If you are not a spell-
caster, or if you have no spell slots
currently free, Save or immediately
cast the spell on a random target
using d4 magic dice. If you can-
not move the spell from your brain
to your spellbook, it will not return.

9-10 Stolen Power. If the creator of the
homonculus still lives, and you pos-
sess equal or higher MD, you can
roll opposed Charisma to perma-
nently steal one of their MD and
make it your own. They will know
about this, and a few details about
your life and appearance.

HYDRA
FLAVOUR: Acidic, fish-like, and greasy. The thick
black blood of the hydra coats everything.
NOTES: Unless the hydra regrows its heads, its meat
is Normal Meat (with a -4 penalty). If the hy-
dra regenerates, roll on the table below with a -2
penalty. If the hydra’s heart is soaked in saltwater
and then cooked almost to the point of dryness,
no penalty applies.

Roll (1d10) Result
1-2 Horribly Painful Death. The hydra’s

vigorous desire to live overwhelms
you. You burst in 1 round, spraying
blood everywhere, and releasing
1d6 hydra larvae.

3-4 Delayed Horribly Painful Death. As
above, except in 1d6 days.

5-6 Burst of Regeneration. You heal
fully, are cured any non-magical
diseases, and regrow any missing
limbs or features with a loud pop-
ping sound. Missing limbs have a 1-
in-10 chance of ending in mouths
instead of hands or feet.

7-8 Hydra’s Venom. You grow 2
deadly poisonous fangs (d6).

9 Hydra’s Power. As Hydra’s Venom,
except you also permanently gain
+1 Strength and Dexterity.

10 Hydra’s Blessing. As Hydra’s Power,
except you also regenerate 1d6 HP
per round. If you lose a limb, you
regrow it in 1d6 days. Regrown
limbs have a 1-in-10 chance of
ending in mouths instead of hands
or feet. If you are decapitated,
you can Save to grow two new
heads.
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INTELLECT DEVOURER LEUCROTTA

INTELLECT DEVOURER
FLAVOUR: Fat, greasy worms in chicken soup. Not
much flavour and no real texture.
NOTES: The brain of the intellect devourer must be
eaten warm and raw. The creature’s blood slowly
turns to deadly poison within an hour of its death.

Roll (1d10) Result
1-4 Madness. You go insane for 1d6

days.
5-6 Duel for Control. Save vs Intelli-

gence. If you fail, the intellect de-
vourer possesses you. If you suc-
ceed, no extra effect.

7-8 Mind’s Eye. For the next 24hrs, you
can read the surface thoughts of
anyone within 30’.

9-10 Mind Feeder. Permanently gain +2
Intelligence. You desire the souls
of powerful spellcasters and schol-
ars. You can inhale a dying per-
son’s soul to fully heal and gain +2
Intelligence for 24hrs. If the person
was particularly stupid, you gain
no benefits.

KI-RIN
FLAVOUR: An entirely unique meat, unlike any-
thing else. Tastes faintly of cloves and earwax.
NOTES: While the skin of a ki-rin is the most valu-
able component, the flesh beneath is prized by
alchemists, for it acts as a filter to remove impuri-
ties from any liquid.

Roll (1d10) Result
1-2 Pocket of Fire. Save or take d6 fire

damage.
3-8 Celestial Lightness. For the next

d6 hours, you float. You can walk
on grass without disturbing a single
blade. You cannot set off pressure-
based traps. You sink very, very
slowly in water.

9 Lightning’s Friend. You are im-
mune to lightning damage. If you
would take more than 12 dam-
age, you are instead stunned for
d6 rounds as lightning elementals
hop through your brain.

10 Stormcaller. Strong emotions
cause weather to manifest above
you. Your rage calls thunder-
storms, your fear calls wind, and
your joy calls gentle rain and the
sun. You may not know this. The
weather shifts on a 6 hour basis.

LAMMASU
FLAVOUR: Bitter mutton with streaks of grey fat.
NOTES: Lammasu meat cannot be eaten by evil
creatures, and since killing a lammasu is most likely
an evil act, those who murder it, or know of its mur-
der, cannot enjoy the spoils. The meat simply slides
away as if repelled by a magnet. It can only be
eaten by someone who has no idea of its origins.
Even speculation is enough. If eaten by an ani-
mal, it has no extra effects.

Roll (1d10) Result
1-5 Lammasu Transformation. In 1d6

hours, you transform into a lam-
masu and fly away. Your goals and
past life are utterly forgotten.

6-10 Fully Healed. You heal fully, are
cured any non-magical diseases,
and regrow any missing limbs or
features. Your Charisma also per-
manently increases by +2.

LEUCROTTA
FLAVOUR: Shockingly awful, like leather soaked in
sour wine.
NOTES: Leucrotta meat is Normal Meat, but
anyone eating it must Save or believe that
they have been cursed with the leucrotta’s
ugliness. This effect lasts for 1d10 days.
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LICH MIMIC

LICH
FLAVOUR: Dry, dead flesh with a hint of residual
magic.
Notes: A lich’s body is infused with dark magic.
Necromancers grind the bones to make tea and
gain visions of the lich’s ancient spells. Eating the
flesh directly is much more dangerous.

Roll (1d10) Result
1-4 Lich Visions. Save or lose 1d6 Wis-

dom permanently. If you pass, you
spend the next 1d6 minutes in a
swirling vision of the ancient past.
Treasure and secrets may be re-
vealed to you.

5-8 Necromantic Drain. Save or take
1d6 damage. If you take 6 dam-
age, you must Save or die. You ap-
pear to age 10 years.

9 Ancient Spells. Gain a random
spell. If you are not a spellcaster, or
if you have no spell slots currently
free, Save or immediately cast the
spell on a random target using d4
magic dice. If you cannot move
the spell from your brain to your
spellbook, it will not return.

10 Fossilized Brain. Gain +1 Wisdom
and +1 HP permanently. Your flesh
shrinks to your skin and becomes
as thin as parchment.

LURKER ABOVE
FLAVOUR: Dense, rubbery flesh with pockets of
glue.
NOTES: Meat from a lurker above is Normal Meat,
but anyone who eats it finds that they are more
flexible for the next 3 days. The glue dissolves
slowly and can cause toothaches.

MANTICORE
FLAVOUR: Greasy beef with hints of liquorice and
pepper.
NOTES: Manticores are surly, hateful creatures, full
of secrets and spite. Unless their meat is boiled in
a silver pot, roll on the table below. Otherwise, the
meat is Normal Meat.

Roll (1d10) Result
1-3 Rumours. Make up 1 rumour about

each other player. Players secretly
vote on 1 rumour. That rumour be-
comes believed, although it is not
necessarily true.

4-7 Spite. Save or hate a random
nearby person for the next 7
days. You won’t kill them, but you
wouldn’t mind seeing them die.

8-10 Lies. You cannot tell the truth, un-
less the truth would be more dev-
astating than any lie or omission.
This effect ends only if you spend
the night in a church.

MEDUSA
FLAVOUR: Pork with flecks of gristle or cartilage.
NOTES: The body of the medusa is Normal Meat,
but the head-snakes are slightly more magical
(and much tastier), and thus require a roll on the
table below. They are delicious fried or baked with
lemon slices (+2 bonus to the roll). Each medusa
has 10 snakes available.

Roll (1d10) Result
1-3 Snake Poison. Turns out the

snakes are both poisonous and
venomous. Save vs Poison (d6).

4-8 Delicious! Heal 1 HP, or 1 additional
HP.

9-10 Revitalized. You are immune to
petrification and most poisons for
the next 7 days. You gain a new
Save against any ongoing poisons.

MIMIC
FLAVOUR: Delicious, rubbery fish inside a hard
outer shell.
NOTES: Mimics are crustacean-like and revert to
their true forms if killed. The meat of a mimic is Nor-
mal Meat with a +4 bonus if cooked or steamed.
Most seasoned dungeon explorers know this and
are delighted to discover a mimic. A large mimic
served with butter is a true feast.
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MIND FLAYER MUMMY

MIND FLAYER
FLAVOUR: Extremely rubbery, with faint hints of
wine and sulphur.
NOTES: Mind flayer tentacles are an acquired
taste, but some people consider them a delicacy.
Roll on the table below if you eat the mind flayer’s
brain raw. All other parts of the creature are Nor-
mal Meat.

Roll (1d10) Result
1-3 Parasites. The back of your head

bursts open in 1d6 days, releasing
d20 mind flayer larvae.

4-6 Flayer. You remember 1d6 things
the Mind Flayer has seen or done.
Save or permanently lose 2 Wis-
dom.

7-8 Mind Boost. Gain +2 Intelligence
for the next 48 hours.

9-10 Mind over Matter. As Mind Boost,
but permanent. Also permanently
gain +2 Wisdom.

MOLD, Brown
FLAVOUR: Mushrooms cooked in menthol and
grease.
NOTES: Brown mold cannot be cooked over a fire
(for obvious reasons). Cold will only cause it to
go dormant, unless the cold is intense and sus-
tained. If frozen completely, it can be made into
a soup broth, but this so dangerous very few peo-
ple attempt it. If even a single spore remains, the
heat will cause it to rapidly colonize the cooking
pot, the campsite, or the lungs of anyone foolish
enough to eat the soup. Coming across the re-
mains of an adventuring party who mistook brown
mold for yellow mold is not uncommon.

MOLD, Yellow
FLAVOUR: Mushrooms cooked in butter and
turmeric.
NOTES: Yellow mold must be harvested and boiled
immediately. Traditionally, squares of mold are il-
luminated, carefully cut, and then immediately
plunged into boiling salted water. The resulting
broth is extremely nutritious (as Normal Meat with
a +2 bonus).

MORKOTH
FLAVOUR: Bitter fish.
NOTES: Morkoth meat is Normal Meat, but it has
a soporific effect. Creatures eating it must Save
or fall into a dream-like hypnotic trance for 1d10
hours. You can choose to intentionally fail this
Save. When you awake, you have a 50% chance
to gain the morkoth’s spell reflection ability for the
next 1d10 hours.

MUMMY
FLAVOUR: Tar-like, black, and sticky. Hints of em-
balming spices and decay.
NOTES: A surprisingly traditional practice. If you
consume alchemically prepared mummy (10gp
per dose), you have a 3-in-6 chance of curing
any disease currently afflicting you. On a 6, or if
you eat bits of mummy you found in a dungeon,
roll on the table below.

Roll (1d10) Result
1-2 Painful Lesions. Take 1d6 dam-

age and lose any benefit from the
meal.

3-4 Mummy Visions. Save or perma-
nently lose 1d6 Wisdom. If you
pass, spend the next 1d6 minutes
in a swirling vision of the ancient
past. Treasure and secrets may be
revealed to you.

5-8 Mummy Rot. You contract the dis-
ease.

9 Ancient Spells. Gain a random
spell. If you are not a spellcaster, or
if you have no spell slots currently
free, Save or immediately cast the
spell on a random target using d4
magic dice. If you cannot move
the spell from your brain to your
spellbook, it will not return.

10 Necrotic Vigour. Gain +1 Constitu-
tion and +1 HP permanently. Your
flesh becomes slightly grey and
smells of incense and dust.
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NEO-OTYUGH PSEUDO-DRAGON

NEO-OTYUGH
SEE: CARRION CRAWLER.

OCHRE JELLY
FLAVOUR: Butterscotch.

SEE: GELATINOUS CUBE.

OTYUGH
SEE: CARRION CRAWLER.

OWLBEAR
FLAVOUR: Sticky black flesh, like treacle with ten-
dons, tinged with octarine fat deposits.
NOTES: if cooked over a pure coal fire, gain +2 to
the roll on the table below.

Roll (1d10) Result
1-2 Eggs. Save vs. Poison (d6). You

can Save vs. CON to take 1d6
permanent CON damage and
vomit up a huge clot of black
tar and owlbear eggs. Otherwise,
you take d6 poison damage per
minute until you are cured or you
die in agony.

3-4 Sticky Meat. Save vs. CON or lose
any benefit from the meal, and
spend the rest of the day cough-
ing up black tar.

5-6 Black Teeth. Your teeth are perma-
nently stained.

7 Delicious! Heal 1 HP, or 1 additional
HP.

8 Owlbear’s Sight. You can see 50’
in near-total darkness for the next
1d6 hours. Save vs. Fear against
bright lights.

9 Owlbear’s Strength. Gain +2
Strength for the next 1d6 hours.

10 Fortified. Permanently gain +1
Strength and +1 HP. You grow a
few feathers or quills.

PEGASUS
FLAVOUR: Chicken
NOTES: Normal Meat, but it glows in the dark with
faint white light.

PERYTON
FLAVOUR: Venison, but very dry.
NOTES: If cooked over a pure coal fire, gain +2 to
the roll on the table below. The peryton’s heart
must be burned to meet the creature’s unique
death condition. If the heart is eaten, roll 3 times
on the table below, with no bonus for cooking over
a coal fire.

Roll (1d10) Result
1-4 Hideous Rebirth. Save or die of

a heart attack. In 1d6 rounds, a
newborn peryton bursts from your
chest and flies away.

5-7 Delicious! Heal 1 HP, or 1 additional
HP.

8-10 Parasitic Antlers. Two antlers
grow from the top of your head.
They can be used as improvised
weapons.

PIERCER
FLAVOUR: Rich and delicious fish, with a slight alkali
aftertaste.
NOTES: Piercers are a dungeon delicacy. These
”dungeon oysters” can be sealed and cooked in
their stony shells and cracked to reveal Normal
Meat with a +2 bonus. They need to be rinsed first
to remove any undigested bats, goblins, or cave
spiders.

PSEUDO-DRAGON
FLAVOUR: Cross between chicken and fish, with
many bones. The meat cycles through different
colours as you eat it.
NOTES: Pseudo-dragons are valuable compan-
ions, but if negotiations take a turn for the worse,
they are also excellent meals.

Roll (d10) Result
1-3 Chameleon Skin. For the next 1d10

hours, you can change your skin
colour and texture at will.

4-6 Magic Resistance. For the next
1d10 hours, gain a +4 bonus to
Save vs Magic.

7-9 Delicious! Heal 1 HP, or 1 additional
HP.

10 Ego Boost. As Delicious, but you
firmly believe you are invulnerable
to damage for the next 1d10 hours.
This is not true.
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PURPLE WORM ROT GRUB

PURPLE WORM
FLAVOUR: Rubbery beef, acidic aftertaste. Pale,
purple-white, pulses slowly until cooked.
NOTES: Normal meat, but way too much of it. A
typical purple worm could feed a village. A dead
worm will inevitably attract carrion-feeders of all
kinds. The segments can be rolled like barrels. In
some areas, a fire is built in the middle of a seg-
ment, like roasting a tire from the inside out. The
meat’s flavour is vastly improved by pairing it with
cheese or yogurt.

RAKSHASA
FLAVOUR: Stringy pork, tastes of evil and intrusive
thoughts, and soot.
NOTES: Rakshasa meat is difficult to cook. The
fire will go out. The pot will crack. It will rain on
your campsite. Your fork will snap in half and your
onions will turn out to be mouldy. It’s cursed meat.
A team of 3 people working diligently can still
cook a meal, but anything less and the disasters
become overwhelming. Roll on the Wandering
Monster table just before the meal is served.

Roll (d10) Result
1-3 Cackling Madness. Save or go

monomanically insane. You de-
sire temples, worshipers, and giant
statues. This effect is permanent.

4-6 Taste of Evil. Gain a +4 bonus to
resist any spells or persuasion at-
tempts for the next 12 hours.

7-8 Deeper Taste of Evil. As Taste of
Evil, except permanent. Your eyes
become cat-like. You become
cruel and callous.

9-10 Helleportation. You are briefly tele-
ported to Hell, where a horrific, dis-
gusting, and apathetic group of
clerks examine you and try to sort
out your paperwork. You are sent
back to the world in 1d6 hours
later, arriving with 0 HP and a very
interesting story.

REMORHAZ
FLAVOUR: Delicate, extremely warm fish.
NOTES: Remorhaz meat is heat-resistant Normal
Meat. You can’t cook it, but you can freeze it in
long slices to make a sort of jerky. A slain remor-
haz’s spine will glow red-hot for days. Some bar-
barian tribes use them as cooking surfaces or im-
promptu forges. They will track and feed a remor-
haz for years while stockpiling ore.

ROPER
FLAVOUR: Gritty beef with strange crunchy lumps.

NOTES: Dungeon explorers familiar with the deli-
cious meat of the piercer might assume the roper
has a similar flavour. They are sadly mistaken.

Roll (1d10) Result
1-3 Permanent Sleep. You instantly

collapse and fall asleep. Save.
If you pass, you wake up in 1d6
hours. If you fail, you cannot be
woken.

4-6 Numb Tongue. You sound ridicu-
lous for 1d6 hours.

7 Golden Centre. You discover coins
worth 1d10gp in a cyst.

8 Gemstone Centre. You discover a
gem worth 2d10gp in a cyst.

9 Wakefulness. You are immune to
paralyzing toxins or sleep-inducing
effects for the next 24 hours. You
do not sleep for the next 2 days.

10 Permanent Wakefulness. You
never need to sleep again, al-
though you can force yourself to
sleep for 1 hour by making a dif-
ficult Save. You are permanently
immune to paralyzing toxins or
sleep-inducing effects. Once per
month, Save vs Insanity.

ROT GRUB
FLAVOUR: Savory pockets of buttered pork.
NOTES: Rot grubs are Normal Meat. You must eat
at least 6 to gain the benefits of a meal. Gain a +4
bonus if they are fried with butter and vegetables.
In some very rich cities, you can buy paper bags
full of fried rot grubs from street vendors.
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RUST MONSTER SHAMBLING MOUND

RUST MONSTER
FLAVOUR: Awful, coppery, and bitter. Scrapes
your teeth.
NOTES: Cooking does not improve the flavour or
texture of rust monster meat. Add +2 to the roll if
you soak the meat in bonemeal or lime for a night
and a day. While this may leach some of the poi-
sons out, it does nothing to diminish the harsh and
acrid taste.

Roll (1d10) Result
1-2 Metal Blood. You are poisoned by

the metallic blood of the rust mon-
ster. Save or die immediately. If
you pass, lose 1d6 CON per day,
for 1d6 days, or until you are cured.
Most antidotes and treatments will
not cure heavy metal poisoning.

3-6 Broken Teeth. You crack a molar
on a particularly ferrous bit of flesh.
Save vs. CON or lose any benefit
from the meal.

7-8 Fortified. Permanently gain 1
HD (1d8 HP). Your flesh becomes
slightly coppery.

9 Metal Sense. You can sense
the presence of ferrous metals, as
well as their approximate amounts,
within 50’. Thick walls block this ef-
fect, but invisibility does not. The
effect lasts for 1d10+1 days.

10 Rust Touch. Any ferrous metals
that touch your bare skin or bod-
ily fluids have a 25% chance to
rust instantly. Metal tarnishes at
your touch. Your blood has a 90%
chance to rust ferrous metals in-
stantly. This effect is permanent.

SALAMANDER
FLAVOUR: Very bitter, greasy pork. Very warm.
Has to be cooled to room temperature quickly, by
plunging it into icewater or snow, or it will dissolve
into slime before it can be safety eaten.
NOTES: You can’t cook Salamander meat. You
must cool the meat quickly and devour it raw.

Roll (1d10) Result
1-3 Pocket of Fire. Save or take d6 fire

damage.
4-8 Warming Glow. For the next 1d6

days, your body temperature rises
30 degrees, without any negative
effects. You reduce all fire dam-
age by 2 and you gain a +4 bonus
to Save against fire, heat, and de-
hydration.

9-10 Hyperglow. As Warming Glow,
but permanent. Also, your body
temperature increases by 10 de-
grees per day. After 11 days, your
touch boils water. After 15 days,
your touch inflicts 1d6 fire damage,
and you cannot handle wood, pa-
per, or leather without scorching it.
Each day past the 15th, the you
must Save vs. CON or die. You do
not need to Save if you are in an
environment with an air tempera-
ture of 500 degrees. Your tempera-
ture stops rising after the 20th day.
This effect can be removed as a
curse.

SHAMBLING MOUND
FLAVOUR: Rotting lettuce, bad spinach, soggy
carrots, grass, vinegar, and slime.
NOTES: The core of a shambling mound contains
enough fermented or pickled vegetables to feed
1d6+5 people. This counts as Normal Meat with a
+2 bonus, but the flavour is an acquired taste.
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SHEDU SPHINX

SHEDU
FLAVOUR: Powerful, crunchy beef with a faint floral
aftertaste.
NOTES: Shedu meat cries out for justice. Pious peo-
ple within 1d10 miles hear the cry as an incoher-
ent call to action. Disputes break out in churches.
Seers have wild visions. Stormclouds race from
horizon to horizon.

Roll (1d10) Result
1-3 Accursed Mark. Unless you ate

the shedu to avoid starvation, or
against your will, a black curse-
mark appears on your forehead.
All those who see it know what you
did to the shedu, and why. You
can cover the mark, but it will glow
in holy places.

4-8 Ancient Spells. Gain a random
spell. If you are not a spellcaster, or
if you have no spell slots currently
free, Save or immediately cast the
spell on a random target using d4
magic dice. If you cannot move
the spell from your brain to your
spellbook, it will not return.

9-10 Ethereal Flicker. For 1d6 days, you
can become intangible and invisi-
ble at will, or change back to your
usual form, once per round.

SHRIEKER
FLAVOUR: Delicious mushrooms with delicate sa-
vory veins.
NOTES: Shriekers are Normal Meat with a +2 bonus.
A staple in most dungeon recipes.

SKELETON
FLAVOUR: Chalk and dust.
NOTES: Eating the bones of a skeleton provides no
benefit. Rumour has it that sucking on a finger-
bone cures toothache, so some adventurers will
keep a bone or two in their packs.

SLITHERING TRACKER
FLAVOUR: Salt and vinegar that dries you out as
you eat it.
SEE: GELATINOUS CUBE.

SPHINX
FLAVOUR: Sour pork.
NOTES: Sphinx meat is Normal Meat, but anyone
eating it has a 50% chance to understand any
language they hear for the next 1d6 days.
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STIRGE UMBER HULK

STIRGE
FLAVOUR: Coppery, with a crunchy exterior.
NOTES: Stirges are traditionally held by the pro-
boscis, dipped in batter and fried. The wings are
removed. A stirge cooked in this way is Normal
Meat with a +5 bonus. Some brave farmers de-
liberately feed the stirges strange blood to induce
potion-like effects.

STRANGLE WEED
FLAVOUR: Seaweed. Salty spinach. Rubbery if
wet, flaky if dried.
NOTES: Strangle weed can be used as a standard
ingredient, but it can also be used to tightly wrap
provisions, if fresh cuttings are taken. The air-tight
wrapper preserves food very well. It can also be
used to squeeze water out of boiled cabbage.

SU-MONSTER
FLAVOUR: Gritty grey pork.
NOTES: Su-monster meat is Normal Meat, but any-
one eating it must Save or roll on the table below.
Anyone eating the brain automatically rolls.

Roll (1d10) Result
1-4 Crush. Take 1d6 damage and de-

velop a splitting headache.
5-7 Blast. Flung 1d4x10’ in a random

direction, taking 1d6 damage per
10’ traveled.

8-10 Burst. Swap Intelligence charac-
teristics with the nearest adjacent
living creature larger than a dog.
The effect lasts 1d6 days. When
the effect is about to end, Save, or
it is permanent.

TRAPPER
SEE: LURKER ABOVE.

TREANT
SEE: DRYAD.

TROLL
FLAVOUR: Stringly, greasy pork with lumps. It
squirms as you eat it.
NOTES: Troll meat becomes Normal Meat with a -4
penalty if cooked. If a 1 is rolled, roll on the table
below anyway.

Roll (1d10) Result
1-3 Internal Conflict. Some part of the

troll refuses to die. You feel full but
queasy and lose any benefit from
the meal. In 1d6 hours, a hideous
fetal troll will crawl up your throat.
Save or die.

4-6 Regeneration. You heal fully,
are cured any non-magical dis-
eases, and regrow any missing
limbs or features with a loud pop-
ping sound.

7 Troll Cast. As Regeneration, but
any healed areas take on a dis-
tinctly troll-like appearance.

8 Fortified. Gain +1 Strength and +1
HP permanently. You grow green-
grey patches.

9 Troll Sprouts. As Fortified, but your
hair falls out and is replaced by re-
pulsive black bristles. If you lose a
limb, there is a 1-in-6 chance it will
crawl away and grow into a troll-
like version of you.

10 Troll Ascendance. As Fortified and
Regeneration, but you will slowly
become a ravenous troll over the
next 1d6 days. This effect can be
cured as a curse.

UMBER HULK
FLAVOUR: Smooth, mottled fish. Acidic aftertaste.

NOTES: Umber hulks are another dungeon deli-
cacy. Roasted in their shells, they are traditionally
served with cabbage and wine. Their meat is
considered Normal Meat with a +2 bonus. Any-
one eating the eyes must Save or permanently
lose 1d6 Intelligence.
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UNICORN WIGHT

UNICORN
FLAVOUR: Delicious, slightly crunchy beef with
sparkling octarine veins.
NOTES: Unicorn meat can be cooked, boiled,
fried, or dried. Always roll on the table below.

Roll (1d10) Result
1-4 Cursed. Permanently reduce your

maximum HP by 1d6. Any morally
good or innocent creature (slugs,
children, sweet but dumb dogs)
will fear and distrust you, although
they won’t know why.

5-8 Healed. You heal fully and are
cured of any magical or non-
magical diseases. Missing limbs or
features do not regrow.

9-10 Unlimited Power. As Cursed, but
also gain +1 to any 2 characteris-
tics of your choice. You also gain
1 Magic Dice and 1 spell slot. If
you were not one already, you be-
come a spellcaster.

VAMPIRE
FLAVOUR: Dry pork, faintly spiced.
NOTES: Vampire meat is often served by deca-
dent nobles or fearless killers. If cooked in holy
water or sacred oils it becomes Normal Meat with
a -4 penalty. Otherwise, roll on the table below.

Roll (1d10) Result
1-2 Life Drain. Permanently reduce

your maximum HP by 1d6. Age
2d10 years.

3-4 Dark Thoughts. Save or go mildly
insane for 1d6 days. You brood on
morbid things, prefer lonely walks,
isolated moors, and decrepit cas-
tles. You may stab someone half-
heartedly, just out of boredom.

5-8 Vampire Curse. Save or desire
blood. The thirst will never leave
you. Save again, with a -1 penalty
per blood-drinking incident, or be-
come a vampire upon death.

9 Ancient Spells. Gain a random
spell. If you are not a spellcaster, or
if you have no spell slots currently
free, Save or immediately cast the
spell on a random target using d4
magic dice. If you cannot move
the spell from your brain to your
spellbook, it will not return.

10 Necrotic Vigour. Gain +1 Con-
stitution and +1 HP permanently.
Your flesh becomes ghostly pale
and your eyes become dark and
malevolent.

WIGHT
FLAVOUR: Cold, grey pork. Always cold.
NOTES: While the dark spirit of the wight has fled,
their home retains echoes of their power

Roll (1d10) Result
1-2 Level Drain. Lose d10x10% of a

level in XP. Your skin becomes cold
and your heartbeat slows for 1d6
days.

3-4 Life Drain. Permanently reduce
your maximum HP by 1d6. Age
2d10 years.

5-10 Memory Cleanse. Forget 1d10
painful memories. Permanently
gain +1 Charisma, -1 Wisdom.
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WYVERN ZOMBIE

WYVERN
FLAVOUR: Fish, tinged with very faint magic. Im-
pressively opalescent.
NOTES: Wyvern meat is a poor substitute for the
awesome power of dragon meat, but might fool
the credulous. It is Normal Meat, with a 1% chance
of rolling on the Dragon table.

XORN
FLAVOUR: Stone.
NOTES: Xorn have no conventionally edible parts.
However, if killed, they are very useful as a double-
boiler or stove. Any magical meat cooked in
a Xorn furnace allows a player to reroll a Save
against the meat’s effects. If the effects do not
request the player to Save, there is no benefit.

YETI
FLAVOUR: Thin pork with a glistening, fatty sheen.
NOTES: Yeti meat is Normal Meat, but it also pro-
vides a +2 bonus to Save vs. cold, ice, blizzards,
etc. for 2 hours after the meal.

ZOMBIE
FLAVOUR: Disgusting, rotting pork.
NOTES: Zombie flesh is Normal Meat (with a -4
penalty). You may need to Save to avoid becom-
ing a ghoul if you eat several meals of it.

.
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