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. Name - Name - Name
Darkling Darkling Elder Deep Scion
Size Type Alignment Size Type Alignment Size Type Alignment
Small Fey Chaotic Neutral Medium Fey Chaotic Neutral Medium Humanoid Neutral Evil
AC AC AC
14 (leather armor) 15 (studded leather armor) 11
HP Speed HP Speed HP Speed
13 (3d6+3) 30 ft. 27 (5d8+5) 30 ft. 67 (9d8+27) 30 ft. (20 ft. and swim 40 ft. in hybrid form)
STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA
9 16 12 10 12 10 18 13 16 10 12 14
-1 (+3| |+1| |+0]| [+1] [+O S| |-5[|-5||-5||-5|]|-5 +4| |+1| [+3| [+0] [+1] |+2
Senses Senses Senses
blindsight 30 ft., darkvision 120 ft. blindsight 30 ft., darkvision 120 ft. darkvision 120 ft.
Passive Challenge XP Passive Challenge XP Passive Challenge XP
15 Perception 1/2 100 16 Perception 2 450 11 Perception 3 700
Languages Languages Languages
Elvish, Sylvan Elvish, Sylvan Aquan, Common, thieve's cant
Traits Traits Traits
Skills Acrobatics +5, Deception +2, Perception +5, Stealth Skills Acrobatics +5, Deception +3, Perception +6, Stealth Saving Throws Wis +3, Cha +4
+7 +7 Skills Deception +6, Insivght +3, Sleight of Hand +3,
Stealth +3
Features Features Features

Death Flash. When the darkling dies, nonmagical light
flashes out from it in a 10-foot radius as its body and
possessions, other than metal or magic objects, burn to
ash. Any creature in that area and able to see the bright
light must succeed on a DC 10 Constitution saving throw
or be blinded until the end of the creature's next turn.

Light Sensitivity. While in bright light, the darkling has
disadvantage on attack rolls, as well as on Wisdom
(Perception) checks that rely on sight.

Actions

Dagger. Melee or Ranged Weapon Attack. +5 to hit,
reach 5 ft. or range 20/60 ft., one target. Hit: 5 (1d4+3)
piercing damage. If the darkling has advantage on the
attack roll, the attack deals an extra 7 (2d6) piercing
damage.

Death Burn. When the darkling elder dies, magical light
flashes out from it in a 10-foot radius as its body and
possessions, other than metal or magic objects, burn to
ash. Any creature in that area must succeed on a DC 11
Constitution saving throw. On a failure, the creature takes
7 (2d6) radiant damage, and if the creature can see the
light, is blinded until the end of its next turn. If the saving
throw is successful, the creature takes half the damage
and isn't blinded.

Actions
Multiattack. the darkling elder makes tow melee attacks.

Shortsword. Melee Weapon Attack. +5 to hit, reach 5 ft.,
one target. Hit: 6 (1d6+3) piercing damage. If the darkling
elder has advantage on the attack roll, the attack deals an
extra 10 (3d6) piercing damage.

Darkness (Recharges after a Short or Long Rest). The
darkling elder casts darkness without any components.
Wisdom is its spellcasting abiliti.

Shapechanger. The deep scion can use its action to
polymorph into a humanoid-piscene hybrid form, or back
into its true form. Its statistics, other than its speed, are
the same in each form. Any equipment it is wearing or
carrying isn't transformed. The deep scion reverts to its
true form if it dies.

Amphibious (Hybrid Form Only). The deep scion can
breathe air and water.

Actions

Multiattack. In humanoid form, the deep scion makes two
melee attacks. In hybrid form, the deep scion makes three
melee attacks: one with its bite and two with its claws.

Battleaxe (Humanoid Form Only). Melee Weapon
Attack. +6 to hit, reach 5 ft., one target. Hit: 8 (1d8+4)
slashing damage, or 9 (11d10+4) slashing damage if used
with two hands.

Bite (Hybrid Form Only). Melee Weapon Attack. +6 to
hit, reach 5 ft., one creature. Hit: 6 (1d4+4) piercing
damage.

Claw (Hybrid Form Only). Melee Weapon Attack. +6 to
hit, reach 5 ft., one creature. Hit: 7 (1d6+4) slashing
damage.

Psychic Screech (Recharges after a Short or Long
Rest). The deep scion emits a terrible scream audible
within 300 feet. Creatures with 30 feet of the deepm scion
must succeed on a DC 13 Wisdom saving throw or be
stunned until the end of the deep scion's next turn. In
water, the psychic screech also telepathically transmits
the deep scion's memories of the last 24 hours to its
master, regardless of distance, so long as it and its master
are in the same body of water.
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