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Tereme o Kyow:

A’QluT‘( CHECK: SPeciPic roll you make
when you try to do something that
involves a skill

ADVANrAc—xs: Roll 2d20 and take the
hiaher' roll

M\rrAck oF opPoTUNITY: A
reaction attack made when an opponent
moves out of reach

CONCENTTZATlONI Some spells require
you to concentrate. i you lose
concentration For any reason, the spell
will drop.

COM‘I‘EQ‘I‘E'DI When two people roll
alaiIier checks or compare stats to see
who succeeds against the other

DCADVANTAGE: Roll 2d20 and take the

lower roll

WAUGNC'V SPEED: How fFar your
character caon walk in one round of
combat



Aol

Use your action to attack
someohne with your stabbies
(weaPons) or your meaty paws

(haonds/feet). Pretty
9+r'aiahﬂlor'ward!

“|’M GONNA STAB
THAT 2OMEBIE () THE
FACE <O HARD.”

CAsT A speuld

Use one of them there spells Zou
might have to do all sorts o
+hinac3!

Make sure you check the
casting time, range, target, and
duration.

“TON'T SusT SUNG
TRANDOM SPELLS ALL OVETZ-
THE PLACE!”



DAl

Toke your action to move double
the amount of your current
speed
Is your speed is being of-fFected

your dash is as well.

GOTTA @O FASTI

Dceneacel!

Spend your action Iolockina any
attacks of opportunity while you
move.

Miss Mg Wit
THAT SHi—




Doveell

Fend off any attacks coming
your way as your action.
You have advarﬁage on
Dex+eri+Z saving throws, and
attacks +rom people you can
see are disadvanJraﬂed.

oAt uke A
BUTTERFAWM...

Hwoell

Moke a Stealth check as your action
to tuck yoursel? somewhere safe. On
a success, you get aolvanJra@e on
ottacks, whie others are disadvarﬁaﬂed
when a++acl<ina you.

In order to Find you, they have to make
a contested Perception check against
whatever your stealth was

Once you ottack or your presence is
somehow made known, you lose those
advan+aaec;.

HeHetetete




Heell

Be a Friend Describe how you're
aoing to aive someone assistance.
They'l get advan’mae on their next
ability check or attack, dependinﬁ
oh what you’r'e helping with.
is they don't do the thing you're
helping with before your next
turn, then the help dissolves and
they don+ get the advanJraﬂe.

JusT HOLD HiM

This can dlso be used outside of combat!

SeArCHI

Put your whole attention and action
into looking For something, Usually
youll be makir\a a Perception or an
Investigation check, but it's all up to
the circumstances!

“THETRE'S éALu)A%Q A SECTRET
PASSAGE BEHIND A BOOKCASE.”




Use AN Orsecil

You can use most objects without
usinﬁ your action, however! Some
objects wil require you take your
whole action to interact with
them, as well as iF you want to
mess with a second object.

“I'’M GONNA HEET THIS AT THAT
THING'S FACE, WATCH-"

JustT LEMME KNoW
WHEN T0 STAB 1T

(4

» Reau!

You con spend your action preparing
to do something as a reaction to a
trigger of your choice. You need to
say exactly what your trigger and

readied action wil be. I+ you dont use

your readied action before your next
turn, it'll go away.

WITH SPELLS, you're required to be
concen+ra+inﬂ oh Inavina your spell
r‘eady, so any concentration spell you
had going will stop. is you break
concentration before you can cost,
or you don't cost before your next
turn, your spell is lost and you lose a
Gpell slot.



THINGS TO DO ON HOURZ-TURA):

MO\/E{ - Check your walking speed, ond

moke sure you know how moany Feet are

in a square. You can 9P|i+ your movement
+hr‘ou6h your turnl

ACTION{ - Toke your main action! The
ohes in this book are the basics, but you
may have octions specitic to your
character's buid

RonNug ACTION{ - IF available, toke your
second, speciol actionl Not everyone hos
this, so be sure to check iF you do

CommuNicATE IN-CRARACTER] -
Not required, but free to do and very
much encour'aaed!

UsE A cGate TEMI - Most of the time
you will be able to interact with one
object, i you’d ke to

Hou Do NoT HAVE 1O Do THESE N
ANY sPECHFIC 0RDETRI

DISCLAMER!

The infFo here is an accurate simPIiPicaﬁon
of what the book states, 'Q(Aﬁ[

Al Dungeon Masters are dif-fFerent. £
you're a DM, don't be ofraid to mess
around with these! Your table might work.
with something dif-Ferent than what the
book says. Be sure to go over any
homebrew or house rules in your Session
Zero. That includes you as wel, Players!

/EEMEMQETZT we play DD to have fun

and play some make believel i+'s okay to do

so however you anhd your party Feel 3ood
with. Now that that's done..

HAVE FuN AND GET SOME
ACTION, ADVENTURERS!



