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Gorgon Slime
Don't let the smile fool you.
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What is a Gorgon Slime?
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A rare variant on more typical slimes, the Gorgon Slime is an
unassuming creature that devours metal. Using its keen sense
of smell, it's able to hone in on metals from miles away. It then
slowly dissolves and absorbs the ores it finds for sustenance.

While it's intelligent enough to avoid sentient races that might
threaten it, it loves gold above all other meals and often comes
iInto conflict with adventurers seeking the riches of secluded
dungeons and treasure troves.



Gorgon Slime (OBL 5e¢ Stats)

Gorgon Slime

Small ooze, unaligned
HP: 8 (2d6+2)  AC 10 (natural arm)
Speed: 20 ft CR 1/2 (100 XP)

STR10(0) DEX 8 (-1) CON 12 (+1) INT 10
(0) WIS 14 (+2) CHA 14 (+2)

Damage Vulnerabilities slashing
Damage Immunities piercing, poison,
acid

Damage Resistance bludgeoning

Condition Immunities charmed,
deafened, exhaustion, frightened, poison,
prone

Senses passive Perception 12
Languages -

Eyes Wide Open. Much like its namesake, the Gorgon Slime’s gaze can turn creatures (tiny to large) to
stone. Unfortunately for the slime itself, it cannot command this ability at will. All of its eyes must be open at
the same time, and the Gorgon Slime has no control over the eyes on its snake hair. It falls to chance
whether its next attack will be the pathetic flailing of a barely threatening monster, or a lethal strike that

leaves Its target a lifeless statue.

Whenever the Gorgon Slime moves, attacks, or takes another action, the GM should roll a D20. If it lands
on a 20, any creatures standing within 30 feet who can see it must roll a Constitution DC. If they roll below a

10, they're turned to stone.

Expert Splitter. Whenever the Gorgon Slime is killed with slashing damage, it immediately splits into two
new Gorgon Slimes, both with full HP. It may also split if it has devoured a large amount of ore.

Mildly Corrosive. The Gorgon Slime’s body is acidic, but not intensely so. Any non-magical weapon made
of metal or wood will corrode if it hits a Gorgon Slime three times.

The first time it corrodes, It suffers a -1 penalty on damage rolls. If it's used in three more attacks, it
corrodes further and suffers a -2 penalty on damage rolls.

If It's corroded a third time, the weapon breaks.
Amorphous. The Gorgon Slime can move through a space as narrow as one-inch wide without squeezing.

Multiattack. The Gorgon Slime may attack two times during its turn.

Actions
Pseudopod. Melee Weapon Attack. 5ft. 1d4 bludgeoning damage.



Gorgon Slime (Dungeon YPorld Stats)

Gorgon Slime
Small, group, amorphous, cautious

Pseudopod (d4 damage) 2 HP 1 Armor
Special Qualities: Look turns you to stone. Close

Instinct: To consume metal.

* Turn a body part to stone with a look

*\When taking 6 or more damage, create an
extra Gorgon Slime instead

*Dissolve non-magical wood or metal



Gorgon Slime Lair
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Main Treasure Room.

This room contains a treasure horde split between
eight chests. Two of these have already been
destroyed and emptied by six Gorgon Slimes that
are currently trying to bash their way into the
remaining six.

The GM can read the following when the PCs enter
the room:

A squishy thudding fills the air. Ahead of you rests a
cluster of chests. A clutch of small green globs
surrounds them, bashing at their moldering timbers
with slimy pseudopods that sprout from the top of
their forms. You can hear sounds like a faint
hissing. As you enter, they turn to meet you.

) Entrance/Exit.

&) Petrified Adventurer.

An adventurer turned to stone by a Gorgon
Slime. The GM can read the following:

You see the statue of anelvish man. His
fingers are wrapped around a short sword,
its blade inlaid with an ornate pattern. A
look of confusion and fear is spread across
the smooth stone of his face. It's
Impeccably lifelike. The sculptor was
clearly skKilled.

g Locked Door.

The door is locked. To open it, the PCs
need to retrieve the key in the Basement
Treasure Room (9).

The PCs can alternately attempt to pick
the lock. It's old and rusted, and requires
the equivalent of a Hard DC.

ﬂ Stairs to Basement Treasure
Room (5).

&> Basement Treasure Room.

A small basement room containing two
statues similar to the one at (2). There
are also three broken treasure chests
coated in what appears to be a congealing
green ooze. Iraces of dissolved metal
tinge the ooze.

If the PCs search the floor (Moderate
DC), they'll find a key that unlocks the
door at (3).

oe Rewards:
/7,500 SP, 1,500 GP, 8 PP, 2 Large
Gemstones (150 Each), Sun Sword

Dungeon World Rewards:

1d10x1000 Coins, 1d10x10 Gems worth
2d6x100 each, 1 Magic ltem
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DD 5¢ Open Game License

OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and i1s Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative Material" means copyrighted
material including derivative works and translations (including into other computer languages), potation, modification, correction, addition, extension, upgrade,
iImprovement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) "Distribute” means to reproduce, license,
rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content" means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does not embody the Product Identity and is an enhancement over the prior art and any additional
content clearly identified as Open Game Content by the Contributor, and means any work covered by this License, including translations and derivative works under
copyright law, but specifically excludes Product Identity. (e) "Product Identity” means product and product line names, logos and identifying marks including trade
dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and special abllities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product |Identity, and
which specifically excludes the Open Game Content; (f) "Trademark™ means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify
itself or its products or the associated products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy,
edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement.

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

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

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

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

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

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

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

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

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

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

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

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming aware of
the breach. All sublicenses shall survive the termination of this License.

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

15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, Wizards of the Coast, LLC.

System Reference Document 5.1 Copyright 2016, Wizards of the Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter Lee,
James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, based on original material by E. Gary Gygax and Dave Arneson.
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DY) Common Creative License 7

This work is licensed under the Creative Commons Attribution-NonCommercial-NoDerivs 3.0 Unported

License. To view a copy of this license, visit http://creativecommons.org/licenses/by-nc-nd/3.0/ or send
a letter to Creative Commons, PO Box 1866, Mountain View, CA 94042, USA.

Dungeon World was created by Sage LaTorra and Adam Koebel, and is published by Sage Kobold
Productions.



