
The NoxraptorThe Noxraptor
AA fearsome beast hailing from a forgotten age, the noxraptor is

one of the most efficient predators of the night. It harbors
the Night Flame inside its skull, using this unknowable force of
dreams and lethargy to hunt thinking creatures.

The Night Flame hungers for thought, seeking to snuff it, as the
noxraptor hungers for flesh. Paired together, they stalk the
darkness with unmatched strength, unatural grace, and psychic
powers capable of rendering their prey completely harmless.

Wielding a sharper intellect than most common beasts, this hunter
goes unseen and can pursue its target with abandon, enhanced by
psychic forces that aid in tracking and killing. Nothing escapes the
noxraptor with ease.
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NoxraptorNoxraptor
Large beast, unaligned

Armor Class 15 (natural armor)
Hit Points 220 (22d10 + 99)
Speed 50 �.

STR DEX CON INT WIS CHA
22 (+6) 18 (+4) 16 (+3) 8 (-1) 14 (+2) 6 (-2)

Skills Stealth +8, Percep�on +6
Damage Resistances psychic
Condition Immunitites charmed, unconscious
Senses darkvision (120 �.), passive percep�on 16
Languages understands all languages but can’t speak
Challenge 11 (7,200 XP)

Dream Feeder. While there is at least one unconscious
creature within 20 �. of the noxraptor, the Night Flame
strengthens it: its AC is raised by 2, its Strength score is
raised by 2, and it recovers 20 hit points at the end of each
of its turns.

Night Stalker. The noxraptor is a nocturnal predator, its
scales shi�ing to be�er hide in the dark. While in darkness,
it has advantage on Dexterity (Stealth) checks.

ActionsActions
Multiattack. The noxraptor makes three a�acks: one with its
bite, one with its claws, and one with its tail.

Bite. Melee Weapon A�ack: +9 to hit, reach 5 �., one target.
Hit: 28 (4d10 + 6) piercing damage. If the target is a Medium
or smaller creature, it is grappled (escape DC 15). Un�l the
grapple ends, the creature is restrained, and the noxraptor
can’t bite other targets.

Claw. Melee Weapon A�ack: +9 to hit, reach 5 �., one
target. Hit: 22 (3d10 + 6) slashing damage.
Tail. Melee Weapon A�ack: +9 to hit, reach 10 �., one
target. Hit: 18 (2d12 + 6) bludgeoning damage and the
target must make a DC 15 Strength saving throw or be
knocked prone.
Night Flame Roar (Recharge 5-6). The noxraptor roars and
releases a blast of Night Flame, a psychic energy of lethargy.
Every creature with an Intelligence score higher than 3
within 20 feet of it must make a DC 15 Wisdom saving throw
or suffer 21 (6d6) psychic damage and become stunned,
suffering only half as much damage on a success.
A creature that fails the saving throw by 5 or more falls
unconscious for 10 minutes, un�l it suffers damage, or a
creature uses an ac�on to wake them up. A creature
stunned by this ability repeats the saving throw at the end
of each of their turns, ending the condi�on on a success or
falling unconscious on a failure.
Pyschic Scent. The noxraptor emits a psychic pulse powered
by the Night Flame. When it does so, it detects the presence
of any creatures with an Intelligence score higher than 3
within 30 feet of it, becoming able to see them even if they
are unseen for any reason while they remain within 30 feet
of it.
Addi�onally, the noxraptor can choose one of the creatures
it has detected in this way to mark as its prey. For 1 hour, it
has advantage on Wisdom (Survival) checks made to track
this creature and it deals an addi�onal 5 (1d10) psychic
damage whenever it hits them with a weapon a�ack. The
noxraptor can only have one marked creature as prey at a
given �me.
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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; (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 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, 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 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, 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. 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 1.0a Copyright
2000, Wizards of the Coast, Inc. System Reference Document
Copyright 2000-2003, 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.
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