Levantine Armada

LEVANTINE GRUNT

Medium humanoid, lawful evil

Armor Class 17 (Scale Mail & Shield)
Hit Points 16 (3d8 + 3)
Speed 30 ft.

STR DEX CON INT WIS CHA
13 (+1) 11 (0) 12 (+1) 11 (0) 10 (0) 9 (-1)

Senses passive Perception 9
Languages Common
Challenge 1/2 (100 XP)

Trained Slash (1/turn). The first time in a turn when the
Levantine Grunt hits a creature with a melee weapon attack,
it deals an additional 3 (1d6) damage of the weapon’s type.

AcCTIONS

Longsword. Melee Weapon Attack: +3 to hit, reach 5 ft., one
target. Hit: 5 (1d8 + 1) slashing damage.

Sworn Duty. The Levantine Grunt targets an allied creature
within 5 ft. of themself to protect. Until the beginning of the
Levantine Grunt’s next turn any attack roll by a creature that
targets the target allied creature is made with disadvantage,
as long as the Levantine is within 5 ft. of the allied creature
and can see the attacking creature.

LEVANTINE SNIPER

Medium humanoid, lawful evil

Armor Class 15 (Chain Shirt)
Hit Points 16 (3d8 + 3)
Speed 30 ft.

STR DEX CON INT WIS CHA
12(+1)  14(+2) 13 (+1) 11 (0) 10 (0) 9 (-1)

Skills Perception +2

Senses passive Perception 12
Languages Common
Challenge 1/2 (100 XP)

Quiver. As an action, the Levantine Sniper can change their
ammunition of choice, choosing between the following
options: Piercing, Explosive, Hooked. The attack statistic of
the Levantine Sniper’s Shortbow changes according to the
ammunition used.

AcCTIONS

Dagger. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 4 (1d4 + 2) piercing damage.

Shortbow (Piercing). Ranged Weapon Attack: +4 to hit,
range 80/320 ft., one target. Hit: 9 (2d6 + 2) piercing damage.

Shortbow (Explosive). Ranged Weapon Attack: +4 to hit,
range 80/320 ft., one target. Hit: 3 (1d6) fire damage and each
creature within 10 ft. of the target or point of the arrow’s
impact must succeed a DC 12 Dexterity saving throw or take 3
(1d6) fire damage.

Shortbow (Hooked). Ranged Weapon Attack: +4 to hit,
range 80/320 ft., one target. Hit: 5 (1d6 + 2) piercing damage
and the target must succeed a DC 12 Strength saving throw or
be pulled up to 10 ft. towards the Levantine Sniper.

Cursory Retreat. The Levantine Sniper attacks with their
dagger and disengages as part of the same action.
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LEVANTINE FIREWALKER

Medium humanoid, lawful evil

Armor Class 16 (Fireproof Harness)
Hit Points 32 (5d8 + 10)
Speed 30 ft.

STR DEX CON INT WIS CHA
15 (+2) 9 (-1) 15(+2) 12 (+1) 9 (-1) 10 (0)

Resistances fire

Senses passive Perception 9
Languages Common
Challenge 1 (200 XP)

Fireproof Harness. As long as the Levantine Firewalker
wears their fireproof harnes, they are resistant to fire damage
(included in Resistances).

Pressure Malfunction. When the Levintine Firewalker
begins their turn with less than half of their maximum hit
points remaining, roll a 1d6. When you roll a 1 or 2, the
Firewalker explodes and dies, forcing each creature in a 10 ft.
radius centered on the Firewalker to make a DC 12 Dexterity
saving throw. On a failed save a creature takes 10 (3d6) fire
damage and half as much on a successful one.

AcCTIONS

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

Horrific Blaze (Recharges 4-6). The Levintine Firewalker
releases a terrifying blaze in a 15 ft. cone. Each creature in

the area must make a DC 12 Dexterity saving throw, taking

10 (3d6) fire damage on a failed save and half as much on a
successful one. Each creature that fails the saving throw must
succeed a DC 12 Wisdom saving throw at the beginning of its
next turn or be frightened until the beginning of its next turn.

Repressurize. The Levintine Firewalker adjust the pressure
of their equipment. The Levintine Firewalker recharges the
use of their Horrific Blaze and does not roll for its Pressure
Malfunction at the beginning of their next turn.
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LEVANTINE CHAMPION

Medium humanoid, lawful evil

Armor Class 14 (brawn)
Hit Points 37 (5d8 + 15)
Speed 30 ft.

STR DEX CON INT WIS CHA
17 (+3) 12 (+1) 16 (+3) 9 (-1) 9 (-1) 13 (+1)

Senses passive Perception 9
Languages Common
Challenge 1 (200 XP)

Brawn. When the Levantine Champion wears no armor, they
add their Constitution modifier to their AC.

ACTIONS

Unarmed Strike. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 10 (2d6 + 3) bludgeoning damage.

Savage Shout. With a powerful shout the Levantine
Champion challenges each hostile creature within 10 ft. of
themself. Each hostile creature in the area that can hear the
Levantine Champion must succeed a DC 12 Wisdom saving
throw. On a failed save the creature has disadvantage on
attack rolls that don't target the Levantine Champion. After
the Levantine Champion uses this action, the next attack
roll that targets the Levantine Champion made before the
beginning of their next turn is made with advantage.

REACTIONS

Savage Reversal. When a creature within range of the
Levantine Champion hits them with an attack roll made with
advantage, the Levantine Champion makes an Unarmed
Strike attack against the creature.
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