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Stormtrooper 
Medium Humanoid (human), lawful  

Armor Class 16 (chainmail)  
Hit Points 65 (10d8+20) 
Speed 30 ft.  

  STR        DEX        CON         INT          WIS         CHA  
16 (+3)   14 (+2)     14 (+2)     12 (+1)     8 (-1)     10 (+0)  

Skills Athletics +5, Perception +1 

Senses passive perception 11 

Languages common 

Challenge 2 (450 XP)  

Martial Training (1/turn). On a hit with a weapon attack, 

the stormtrooper can add +1d6 damage and one of the 

following effects 

Fear. The target must make a DC 13 Wisdom saving throw. 
On a failure, the target is frightened of the stormtrooper 
until the stormtrooper's next turn. 

Take down. The target must make a DC 13 Strength saving 
throw. On a failure, the target is knocked prone. 

Shatter. The target must make a DC 13 Constitution saving 

throw. On a failure, the next attack roll against the target 
other then the stormtrooper has advantage. 

Actions  

Multi Attack. The stormtrooper can make two longsword or 

two javelin attacks 

Longsword. Melee weapon attack. +5 to hit, reach 5ft., 

one target. Hit: 7 (1d8+3) slashing damage or 8 (1d10+3) 

slashing damage if used with both hands. 

Javelin. Ranged Weapon attack. +5 to hit, ranged 30/120., 

one target. Hit: 6 (1d6+3) piercing damage. 

Scout Trooper 
Medium Humanoid (human), lawful  

Armor Class 15 (chain shirt)  
Hit Points 45 (7d8+14) 
Speed 30 ft.  

  STR        DEX        CON         INT          WIS         CHA  
10 (+0)   16 (+3)     14 (+2)     12 (+1)     14 (+2)     8 (-1)  

Skills Perception +4, Stealth +5 

Senses passive perception 14 

Languages common 

Challenge 2 (450 XP)  

Sure Shot. The scout trooper ignores one half and three 

quarters cover and attacking at long range does not impose 

disadvantage. 

Sneak attack (1/turn). The scout trooper does an 

additional 10 (3d6) damage when it hits with a weapon 

attack and has advantage on the attack roll or when the 

target is within 5 feet of a an ally of the scout trooper that 

isn't incapacitated and the scout trooper doesn't have 

disadvantage on the attack roll.  

Actions  

Multi Attack. The scout trooper can make two longbow or 

two shortsword attacks. 

Longbow. Ranged weapon attack.  +5 to hit, range 600., 

one target. Hit: 7 (1d8+3) piercing damage. 

Shortsword. Melee weapon attack. +5 to hit, reach 5ft., 

one target. Hit: 6 (1d6+3) piercing damage. 

 

Stormtroopers are among the elite of the Imperial forces that 

aggressively strike out at enemies of the Empire. 

Selected from the best of the common population, they 

receive exceptional training and equipment. Their loyalty is 

absolute and they often participate in high risk assignments. 

Their battlefield prowess and utter ruthlessness has rightly 

earned them the fear and respect of their adversaries and the 

civilians they "protect". 

Stormtroopers use combined-arms tactics and, if possible, are 

often paired with scout troopers. The stormtroopers use their 

shatter ability to open their enemies to the scout trooper's 

sneak attack. 

 


