Slimed!!!




INFORMATION

U dark shadows through the alleyways and underneath the sewer grates a dark ritual has
begun. Cultists, worshippers of a sludge demon, chant unknown words in their grating voices. In the
middle of the circle their leader, nailed to a pillar, continuously chants the words, “Gravi derelinquere
caen.” Suddenly, the chanting stops but only to be replaced by the leader’s screams of agony. Slime
begins to pour from the leader’s ears, eyes and mouth; spilling onto the ground beneath him. A crack
and then a burst as slime pours from the leader’s chest cavity. Beneath the dead leader emerges

a large green hand made of slime. It wraps its dripping fingers around the corpse and rips it from

the stake. The leader, now being submerged in the slime, has become one with the slime. Slime
tendrils shoot forth from the pool of slime striking the rest of the cultists. Growing with each cultist
consumed, the Slime Lord consumes the final worshipper before making his way above ground.

Always hungry. Always growing. The Slime Lord lurking in davk shadows.

SETTING

Slimed!!! takes place in a slum section of the city. Buildings with rooms dripping with slime and
alleyways turned into rivers of slime. Slime Minds and Slime Creeps travel throughout this section,
while Slime Minds often travel outside of the slimed section to further expand their ever-growing
territory. The sewers and some of the lower levels of buildings tend to be flooded in slime and Slime

Creeps. The Slime Lord central area is within a, now consumed, hotel.

SLIME

When a character comes in contact with slime, whether being damaged by a slime creature or
treading through slime, they must make a physique save or suffer the effects of the slime. For each
failed save add 1 to the die result.

Slime begins to take a toll on your
body. -1 to all physique and agility
saves. This effect can stack multiple
times.

A homeless person puking up slime
that slithers away.

A trash can filled with slime and about
one hundred human eyeballs.
m Turn into a Slime Mind in 1d6 hours.

6 | A fountain of slime spewing from a fire
hydrant.




Slime ¥Y)ind

HD: 2-4

Slime Minds are those victims of the slime that have had their
minds taken over by the Slime Lord.

Special Abilities: All slime minds are connected as a hive
mind through the Slime Lord.

When trying to remove or affect the slime and not the host,
treat the slime as if it has +2 HD than the host (Slime Mind).

Slime Creep

HD: 3-5

Slime Creeps were one humans before being completely
consumed by the Slime Lord.

Special Abilities: When a Slime Creep deals damage the
victim begins to feel the effects of the slime unless they pass a
physique save.

Slime _/ovd

HD: 7

The brain of the hive mind. The Slime Lord, a summoned
demon, consumed his summoner and continues to grow as he
consumes others.

Special Abilities: When Slime Lord deals damage the victim
begins to feel the effects of the slime unless they pass a
physique save.

The Slime Lord can summon a Slime Creep from his body.
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Open Game License (OGL 1.0a) INTRODUCTION Dark Streets & Darker
Secrets is based on the System Reference Document v3.5 (“SRD”), which is
Open Game Content. The text of the Open Game License itself is not Open
Game Content. Instructions on using the License are provided within the
License itself. Designation of Open Game Content: The entire text in this
book (except the Open Game License, as noted above, and the Product Identity
License, below) is Open Game Content, released under the Open Game License,
Version 1.0a (reproduced below) as described in Section 1(d) of the License.
Artwork incorporated in this document is not Open Game Content, and
remains the property of the copyright holder. Designation of Product Identity:
Product identity is not Open Game Content. The following is designated as
product identity pursuant to OGL v1.0a(1)(e) and (7): (A) product and product
line names, including Solar Blades & Cosmic Spells; (B) all artwork, logos,
symbols, graphic designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual representations; © logos
and trademarks, including any trademark or registered trademark clearly
identified as product identity by the owner of the product identity, and which
specifically excludes the open game content. More information on the Open
Game License can be found at: http://www.wizards.com/d20 OPEN GAME
LICENSE VERSION 1.0A The following text is the property of Wizards of
the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”).
All Rights Reserved.

1. Definitions: (a)“Contributors” means the copyright and/or trademark
owners who have contributed Open Game Content; (b)“Derivative Material”
means copyrighted material including derivative works and translations
(including into other computer languages), potation, modification, correction,
addition, extension, upgrade, improvement, compilation, abridgment or other
form in which an existing work may be recast, transformed or adapted; ©
“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 abilities;
places, locations, environments, creatures, equipment, magical or supernatural
abilities or effects, logos, symbols, or graphic designs; and any other trademark
or registered trademark clearly identified as Product identity by the owner of
the Product Identity, and which specifically excludes the Open Game Content;
(f) “Trademark” means the logos, names, mark, sign, motto, designs that

are used by a Contributor to identify itself or its products or the associated
products contributed to the Open Game License by the Contributor (g) “Use”,
“Used” or “Using” means to use, Distribute, copy, edit, format, modify, translate
and otherwise create Derivative Material of Open Game Content. (h) “You” or
“Your” means the licensee in terms of this agreement.

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

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

4. Grant and Consideration: In consideration for agreeing to use this License,
the Contributors grant You a perpetual, worldwide, royalty-free, nonexclusive
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 Identity. The owner of
any Product Identity used in Open Game Content shall retain all rights, title
and interest in and to that Product Identity.

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

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

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

11. Use of Contributor Credits: You may not market or advertise the Open
Game Content using the name of any Contributor unless You have written
permission from the Contributor to do so. 12. Inability to Comply: If 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 1.0 Copyright ©2000,
Wizards of the Coast, Inc. System Reference Document Copyright ©2000-
2008, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook,

Skip Williams, Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce
R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on original
material by E. Gary Gygax and Dave Arneson. The original roleplaying game
“The Black Hack” text, tables, all artwork, logos and layout are Copyright
2016, David Black. “Additional Things” text, tables, artwork and layout are
Copyright 2016, David Black. “Dark Streets & Darker Secrets” Copyright
©2018 Diogo Nogueira. Dark Streets & Darker Secrets™is a trademark of
Diogo Nogueira.
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