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Slime Crawler
A scavenger in the shadows, a slime crawler is an 

opportunity feeder with natural defenses so it can 
escape or take down an easy meal. It begins life as a 
slime-coated, slug-like larva the length of an orc’s arm—
eventually growing into something resembling a hideous 
giant caterpillar with four poison-coated pseudopods that 
resemble tentacles, and sharp mandibles extending from 
its maw. When it reaches full size, as much as twelve 
feet long and up to 800 pounds, a male undergoes a 
metamorphosis into its final form—a flying horror called 
a Carrion Moth.

A slimy beginning. A female slime crawler—
fertilized by a carrion moth—lays its eggs inside a large 
corpse or sufficiently-sized pile of refuse. The resulting 
larvae resemble huge slugs with stubby-legs like a 
caterpillar, and both tentacles and mandibles that are 
precursors to its mature form. While the mother isn’t 
especially nurturing to its offspring, it will instinctively 
remain in the area to repel predators and provide 
sufficient carrion for the larvae to feed upon and grow. A 
larval slime crawler is easy to track by its trail of slime.

Opportunity feeders. Slime crawlers prefer easy 
meals and operate as scavengers unless carrion is scarce 
or potential prey appears weak. If fighting for survival 
they act to disable opponents with their paralytic poison 
before literally eating their enemies alive, though once 
satiated they will let a corpse rot and guard it from other 
scavengers.

Gut-churning stench. Most adventurers smell a 
slime crawler long before they see one. Even if there isn’t 
a recent meal rotting nearby, its diet and biology cause it 
exude a powerful odor that is somehow worse than the 
offal it consumes. An upwind approach spares a party the 
horrific scent, but also denies them a potential warning.

Slime Crawler, Larval
Small monstrosity, unaligned

Armor Class 13 (natural armor)

Hit Points 9 (2d6+2)

Speed 20 ft., climb 10 ft.

Str Dex Con Int Wis Cha

11 (+0) 12 (+1) 12 (+1) 1 (–5) 10 (+0) 6 (–2)

Skills Perception +2

Senses darkvision 60 ft., passive Perception 12

Languages –

Challenge 1/4 (50 XP)

Keen Smell. The slime crawler has advantage on 
Wisdom (Perception) checks that rely on smell.

Slime Trail. The crawler leaves a trail of slime that 
covers the ground after it moves. The slime covers 
the ground in a 5 foot square where it has moved and 
turns it into difficult terrain. A creature that enters 
the area or of the slime or ends its turn there must 
succeed on a DC 11 Dexterity saving throw or fall 
prone. The slime trail lasts for 1 hour.

Slippery. The slime crawler can spend 5 feet of 
movement to automatically escape from nonmagical 
restraints or a creature that has it grappled.

Actions

Tentacles. Melee Weapon Attack: +3 to hit, reach 5 ft., 
one creature. Hit: 3 (1d4+1) poison damage.

Bite. Melee Weapon Attack: +2 to hit, reach 5 ft., one 
target. Hit: 2 (1d4) piercing damage.

Slime (Recharges after a Short or Long Rest). A 10-foot-
radius coating of slime extends on the ground all 
around the slime crawler and turns it into difficult 
terrain. When the slime appears, each creature 
standing in its area must succeed on must succeed on 
a DC 11 Dexterity saving throw or fall prone. A creature 
that enters the area or ends its turn there must also 
succeed on a Dexterity saving throw or fall prone.
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Slime Crawler, Mature
Large monstrosity, unaligned

Armor Class 14 (natural armor)

Hit Points 22 (3d10+6)

Speed 30 ft., climb 15 ft.

Str Dex Con Int Wis Cha

14 (+2) 15 (+2) 14 (+2) 1 (–5) 15 (+2) 6 (–2)

Skills Perception +4

Senses darkvision 60 ft., passive Perception 14

Languages –

Challenge 1 (200 XP)

Keen Smell. The slime crawler has advantage on Wisdom (Perception) checks that rely on smell.

Actions

Tentacles. Melee Weapon Attack: +4 to hit, reach 10 ft., one creature. Hit: 4 (1d4 + 2) poison damage, and the 
target must succeed on a DC 12 Constitution saving throw or be poisoned for 2d4 rounds. Until this poison ends, 
the target is paralyzed.

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 5 (1d6 + 2) piercing damage.
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