
dungeons and dragons combat cheat
sheet
Dungeons and Dragons Combat Cheat Sheet is an essential resource for both new
and experienced players looking to streamline their gameplay experience. In
the rich tapestry of Dungeons and Dragons (D&D), combat can often become a
convoluted affair filled with rules, modifiers, and tactical decisions. This
cheat sheet will provide you with a consolidated guide to the fundamental
aspects of combat in D&D, ensuring that you can navigate encounters with
confidence and clarity.

Understanding Combat Basics

Combat in D&D is typically structured around rounds and turns. Each round
represents six seconds in the game world, during which each participant gets
a turn to act.

Combat Rounds

- Duration: Each round lasts six seconds.
- Turns: Each character or creature takes one turn during a round.
- Initiative: At the start of combat, players roll for initiative to
determine the order of turns.

Initiative Rolls

- Roll a d20.
- Add your Dexterity modifier.
- The higher the result, the earlier you act in the round.
- Ties are resolved by comparing Dexterity scores.

Actions in Combat

On your turn, you have several options for what action you can take.
Understanding these actions will help you make informed choices during
combat.



Types of Actions

1. Attack Action:
- Make a melee or ranged attack against a target.
- Roll a d20 and add your attack modifier to see if you hit.

2. Dash Action:
- Double your movement for the turn.
- Useful for closing the distance or escaping.

3. Disengage Action:
- Move without provoking opportunity attacks.
- Essential for tactical retreats.

4. Dodge Action:
- Focus on avoiding attacks.
- Attackers have disadvantage against you until your next turn.

5. Help Action:
- Aid another character in their next attack.
- Grants advantage on their attack roll.

6. Hide Action:
- Attempt to become unseen.
- Roll a Stealth check against a target's passive perception.

7. Ready Action:
- Prepare an action for a specific trigger.
- Specify what you will do when the condition is met.

8. Use an Object:
- Interact with an object in your environment.
- Can include drawing a weapon or activating a magic item.

Making an Attack

When making an attack, there are several important steps to follow to ensure
accuracy and effectiveness.

Attack Roll Basics

1. Roll a d20: This is your base attack roll.
2. Add your Attack Modifier:
- For melee attacks: Proficiency bonus (if proficient) + Strength modifier
(for Strength-based attacks) or Dexterity modifier (for Dexterity-based
attacks).



- For ranged attacks: Proficiency bonus (if proficient) + Dexterity modifier.
3. Compare Against the Target's AC:
- If your total equals or exceeds the target's Armor Class (AC), you hit.

Damage Rolls

- If you hit, roll the appropriate damage dice for your weapon.
- Add any modifiers (usually the same ability modifier used for the attack).
- Subtract the total damage from the target's hit points (HP).

Understanding Armor Class (AC)

Armor Class is a crucial component in determining how difficult it is to hit
a character.

Calculating AC

- Base AC:
- 10 + Dexterity modifier (if no armor is worn).

- Worn Armor:
- Armor types (light, medium, heavy) have specific AC values.

- Shield:
- Grants a +2 bonus to AC when used.

- Magical Effects:
- Spells or magical items may provide bonuses to AC.

Conditions in Combat

Conditions can significantly affect combat dynamics. Understanding these can
help you strategize effectively.

Common Conditions

1. Blinded: You can't see and automatically fail any ability check that
requires sight.
2. Charmed: You can't attack the charmer and have disadvantage on saving
throws against being charmed.
3. Deafened: You can't hear and automatically fail any ability check that



requires hearing.
4. Frightened: You have disadvantage on ability checks and attack rolls while
the source of your fear is within line of sight.
5. Grappled: Your speed becomes 0, and you can’t benefit from any bonus to
speed.
6. Incapacitated: You can't take actions or reactions.
7. Paralyzed: You are incapacitated and can't move or speak. Attack rolls
against you have advantage.
8. Poisoned: You have disadvantage on attack rolls and ability checks.
9. Restrained: Your speed is 0, and you have disadvantage on Dexterity saving
throws.
10. Stunned: You are incapacitated and can't move. You automatically fail
Strength and Dexterity saving throws.
11. Unconscious: You are incapacitated, can't move or speak, and drop
whatever you are holding.

Movement and Positioning

Movement is a critical part of combat strategy in D&D.

Movement Types

- Normal Movement: You can move up to your speed (usually 30 feet).
- Difficult Terrain: Costs double your movement to traverse.
- Climbing/Swimming: May require ability checks to move at your normal speed.

Opportunity Attacks

- When you leave a threatened area (within 5 feet of an enemy), you provoke
an opportunity attack.
- An opportunity attack is a single melee attack against you.

Spellcasting in Combat

Spellcasters must navigate combat differently than melee or ranged fighters.

Spellcasting Actions

- Casting a Spell: Most spells require an action to cast.
- Spell Components: Pay attention to components (verbal, somatic, material).
- Concentration: Some spells require concentration; you can only concentrate



on one spell at a time.

Spell Save DC

- Calculate your Spell Save DC using the formula: 8 + your proficiency bonus
+ your spellcasting ability modifier.
- This is the number a creature must roll to resist your spell's effects.

Healing and Resting

Maintaining health during combat is vital for survival.

Healing Options

1. Healing Spells: Spells like Cure Wounds or Healing Word.
2. Potions: Using potions of healing during combat.
3. Hit Die: After a short rest, you can spend hit die to regain hit points.

Short and Long Rests

- Short Rest: A period of downtime (at least one hour) where you can regain
hit points using hit dice.
- Long Rest: A full night’s rest (at least 8 hours) that restores all hit
points and spell slots.

Conclusion

The Dungeons and Dragons Combat Cheat Sheet serves as a valuable tool to
streamline your gameplay experience. By understanding the various components
and mechanics of combat, players can focus more on strategy and role-playing,
making each encounter engaging and enjoyable. Whether you’re a seasoned
veteran or just starting on your journey through the realms of D&D, having a
quick reference guide can significantly enhance your gameplay, ensuring that
you can navigate the intricacies of combat with ease. So gather your dice,
assemble your party, and prepare for epic battles ahead!

Frequently Asked Questions



What is a Dungeons and Dragons combat cheat sheet?
A Dungeons and Dragons combat cheat sheet is a quick reference guide that
summarizes the rules and mechanics of combat in the game, including attack
rolls, damage calculations, and conditions affecting characters.

How can a combat cheat sheet improve gameplay in
Dungeons and Dragons?
A combat cheat sheet can streamline gameplay by reducing the time spent
looking up rules, allowing players to focus more on strategy and storytelling
during combat encounters.

What key information should be included in a D&D
combat cheat sheet?
A D&D combat cheat sheet should include information such as initiative
tracking, attack and damage formulas, conditions and effects, available
actions, and any specific class or race abilities that may impact combat.

Are there any popular online resources for D&D
combat cheat sheets?
Yes, many websites and community forums provide downloadable or printable D&D
combat cheat sheets, such as D&D Beyond, Roll20, and various fan-created
resources on platforms like Reddit.

Can I create my own Dungeons and Dragons combat
cheat sheet?
Absolutely! You can customize your own combat cheat sheet by selecting the
most relevant rules and mechanics for your campaign, tailoring it to your
playstyle and the specific needs of your group.
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