Combat Basics

Rounds

Combat is broken up into rounds. Each round, each combatant gets to do something. A round represents 6 seconds in the game world.

Initiative

Before the first round, each player makes an initiative check for her character. The DM makes initiative checks for the monsters or foes. An initiative check is a Dexterity check (1d20+Dexterity modifier). Characters act in order from highest initiative result to lowest, with the check applying to all rounds of the combat (unless a combatant takes an action that changes her initiative).

Attacks

You can move and make a single attack. Making a ranged attack provokes attacks of opportunity from threatening enemies (see below).

Attack Roll

To score a hit that deals damage on your attack roll, you must roll the target’s Armor Class (AC) or better.


Melee Attack Roll: 1d20 + base attack bonus + Strength modifier + size modifier = AC hit


Ranged Attack Roll: 1d20 + base attack bonus + Dexterity modifier + size modifier + range penalty = AC hit
Damage

If you score a hit, roll damage and deduct it from the target’s current hit points. Add your Strength modifier to damage from melee and thrown weapons. If you have a Strength penalty (not a bonus), add it to damage from bows and slings (but not crossbows). If you’re using a weapon in your off hand, add half your Strength modifier (if it’s a bonus). If you’re wielding a weapon with both hands, add one and a half times your Strength modifier to the damage (if it’s a bonus).

Armor Class (AC)

A character’s Armor Class (AC) is the result you need to get on your attack roll to hit that character in combat.


Armor Class: 10 + armor bonus + shield bonus + Dexterity modifier + size modifier

Hit Points

Hit points represent how much damage a character can take before falling unconscious or dying.

Attack Options

When attacking, you have several basic options:


Attack: You can move and make a single attack, or attack and move.


Charge: When making a charge, you move in a straight line for up to double your speed and then make one attack with a +2 charge bonus on the attack roll. You suffer a –2 charge penalty to your AC until your next action.


Full Attack: Some characters can strike more than once each melee round, but only when making a full attack. Other than taking a 5-foot step, you can’t move when you make a full attack.

Spells

You can move and cast a single 1-action spell. Casting a spell provokes attacks of opportunity from threatening enemies (see below).

Saving Throws

When you are subject to an unusual or magical attack, you generally get a saving throw to negate or reduce its effect. To succeed at a saving throw, you roll a result equal to or higher than its Difficulty Class. Saving throws come in three kinds: Fortitude, Reflex, and Will.


Fortitude Saving Throw: 1d20 + base save bonus + Constitution modifier


Reflex Saving Throw: 1d20 + base save bonus + Dexterity modifier


Will Saving Throw: 1d20 + base save bonus + Wisdom modifier

Movement

Each character has a speed measured in feet. You can move that distance as well as attack or cast a 1-action spell, and you can move before or after attacking or casting.


You can also make a double move, which lets you move double your speed, or a run, which lets you move quadruple your speed.


When you move in or away from an area that an enemy threatens, you provoke an attack of opportunity (see below) from that enemy.


Exceptions to these conditions for attacks of opportunity due to moving in or away from a threatened area include the following:

•
If all that you do is move (but not run) during your turn, the space (generally about 5 feet across) that you start out in is not considered threatened, and therefore enemies do not get attacks of opportunity for you moving from that space. If you move into another threatened space, however, enemies get attacks of opportunity for you leaving it.

•
If your entire move for the round is 5 feet (a 5-foot step), enemies do not get attacks of opportunity for you moving.

Attacks of Opportunity

You threaten the area next to you, even when it’s not your action. An enemy that takes certain actions while in a threatened area provokes an attack of opportunity from you. An attack of opportunity is a single attack, and you can only make one per round. Actions that provoke attacks of opportunity include moving (except as noted above in the Movement section), casting a spell, and attacking with a ranged weapon.

Death, Dying, and Healing

Your hit points represent how much damage you can take before being disabled, knocked unconscious, or killed.


0 Hit Points: If your hit points drop to 0, you are disabled. You can only take partial actions, and you take 1 point of damage after completing an action.


–1 to –9 Hit Points: If your hit points drop to from –1 to –9 hit points, you’re unconscious and dying, and you lose 1 hit point per round. Each round, before losing that hit point, you have a 10% chance to stabilize. While stabilized, you’re still unconscious. Each hour you have a 10% chance to regain consciousness, and if you don’t, you lose 1 hit point instead.

–10 Hit Points: If your hit points fall to –10 or below, you’re dead.


Healing: You can stop a dying character’s loss of hit points with a successful Heal check (DC 15) or with even 1 point of magical healing. If healing raises a character’s hit points to 1 or more, he can resume acting as normal.

Miniatures

When you use miniatures to keep track of where the characters and monsters are, use a scale of 1 inch = 5 feet.

any adventurers earn their reputations and their wealth by defeating horrible monsters in combat. Opportunities for battle abound for those who are not held back by fear or good sense. Undead creatures lurk in ancient crypts, displacer beasts hole up in haunted ruins, and hordes of scaly troglodytes make their homes deep in dark caverns. While more mundane villains, such as goblin bandits, use spears and swords, the more exotic creatures wield an array of extraordinary weapons against adventurers, from the troglodytes’ stench to the dragon’s deadly breath.


This chapter details the combat rules, starting with an example, then covering the basics, and finally some of the more unusual combat strategies that characters can employ. Many special abilities and forms of damage that affect combat are also covered in the Dungeon Master’s Guide.
How Combat Works

This extended example of combat demonstrates the most commonly used combat rules.

Setup

Tordek, the dwarven fighter; Mialee, the elven wizard; Jozan, the human cleric of Pelor; and Lidda, the halfling rogue, are in a 10-foot-wide dungeon corridor at a door. Tordek is making Strength checks to try to break it down. The DM asks the players to tell him where their characters are. Tordek is in front of the door. Lidda and Jozan are to either side of it, and Mialee is behind Jozan. The players are playing with miniatures, so they arrange their miniatures in a line: Lidda, Tordek, Jozan, and Mialee.


The DM looks at his notes, rolls some dice, and determines that a gang of four orc marauders has arrived, having heard Tordek banging against the door. The orcs have come around the corner at a T-shaped intersection at the end of the corridor. They’re 50 feet away from the door, so they’re 40 feet away from Mialee, 45 feet away from Jozan, 50 feet away from Tordek, and 55 feet away from Lidda.


The orcs know that the adventurers are there. The DM needs to know who among the adventurers is aware of the orcs. Those who are caught unaware will be surprised. The DM asks each player to make a Listen check (DC 9). Jozan and Lidda succeed. Tordek and Mialee fail.

Surprise Round

During the surprise round, only the characters who are aware of their enemies can act, and each takes only a partial action. The orcs, Jozan, and Lidda all act during the surprise round.


The DM asks Jozan’s and Lidda’s players to make initiative checks. Jozan’s initiative modifier is –1 (the same as his Dexterity penalty). Lidda’s is +7 (+3 for her Dexterity bonus and +4 for her Improved Initiative). They get 7 and 19 as their initiative results. The DM rolls for all four orcs (+0) and gets a result of 11. The order of battle during the surprise round is Lidda first, followed by the orcs, followed by Jozan.


The DM calls on Lidda’s player. Lidda recognizes the bloody eye symbols painted on the orcs’ shields: The symbol identifies them as marauders. She steps to one side to get a clear line of sight past her friends and shoots a crossbow bolt at one of the orcs. Lidda’s attack bonus with a crossbow is +4 (+0 base attack bonus, +3 Dexterity bonus, +1 size bonus). The orc is 55 feet away, well under the light crossbow’s range increment of 80 feet. Lidda therefore suffers no range penalty. Even though the orc is flat-footed, Lidda can’t sneak attack it because it is more than 30 feet away.


Lidda’s player rolls a 17 for an attack result of 21, well over the orc’s AC of 16. She rolls 1d8 for damage and gets a 3. The orcs have 4 hit points each, so the wounded orc has 1 hit point left. “He staggers,” says the DM, “but he doesn’t fall.”


Then it is the orcs’ turn. Two orcs have javelins, and they throw them. The DM decides that the two javelins head toward Mialee, 40 feet away. Javelins have a range increment of 30 feet. The targets are located more than one range increment and less than two range increments away, for a range penalty of –2. So, the orcs have a –2 attack penalty with their javelins (+0 base attack bonus, +0 Dexterity bonus, +0 size bonus, –2 range penalty).


Mialee’s AC is usually 13 (due to a +3 Dexterity bonus), but she can’t use her Dexterity bonus while she’s flat-footed, so her AC right now is 10. Rolling for the orcs, the DM gets an 18 and a 13 for results of 16 and 11. That means both javelins aimed at her hit. The orcs deal 1d6+2 points of damage with their javelins (1d6 for the javelin, +2 Strength bonus), so the DM rolls 2d6+4 and gets a result of 12 points of damage. Mialee is knocked from 7 hit points to –5. She falls to the stone floor, unconscious and dying.


Then Jozan takes his action. He is next to Mialee already. He reaches down and casts cure minor wounds on her. Her hit points rise to –4, and she is no longer dying. (If he had not cured her, she would probably have lost another hit point at the end of the round.)


With that, the surprise round ends.

First Regular Round

The DM asks Tordek’s player to make an initiative check because he’s the only conscious character who hasn’t done so. He gets a 14, so he goes after Lidda and before the orcs. The order of battle is: Lidda, Tordek, orcs, Jozan. (Mialee is unconscious and can’t take an action.)


On her turn, Lidda fires another crossbow bolt, but she misses. She drops her crossbow and switches to her short sword (rather than reloading her crossbow).


Then Tordek moves 15 feet to get between the orcs and Mialee. (The orcs are 50 feet away from him, too far for him to reach them and attack, even with a charge.) The corridor is too wide (10 feet) for him to keep the orcs from getting past him, but he will at least get an attack of opportunity on any single orc that tries it.


On their action, the orcs are 35 feet away from Tordek. That’s within charging range. (They can charge 40 feet.) The two orcs with battleaxes in hand charge and attack. In a 10-foot-wide corridor, only two can fight side by side. The other two in the back ready their axes and wait to get in. One orc could try to move past Tordek so another orc could get at him, but then Tordek would get an attack of opportunity on the first orc.


The orcs have a +4 attack bonus on their attack rolls with their battleaxes (+0 base attack bonus, +2 Strength bonus, +2 charge bonus). Tordek’s AC is 17 (+4 armor bonus, +2 shield bonus, +1 Dexterity bonus), and neither charging orc hits him. “Their battleaxes clang against your shield and armor,” says the DM, “and you can feel the strength behind their blows, but you’re not hurt.”


Jozan casts cure light wounds (his 1st-level domain spell) on Mialee. That spell restores 1d8+2 hit points to Mialee, but Jozan’s player rolls a 1 for a result of only 3 hit points cured. Mialee’s hit points rise to –1, but that’s not enough to get her back on her feet.

Second Regular Round

Lidda steps in next to Tordek and thrusts with her short sword at the orc she wounded with the crossbow bolt. Her attack bonus is +0, and she misses even though the orc’s AC is penalized by –2 because he charged in the previous round.


Tordek swings his dwarven waraxe at the orc in front of him. His attack bonus is +4 (+1 base attack bonus, +2 Strength bonus, +1 Weapon Focus bonus). He hits the orc (whose AC is also penalized) and deals 2d4+2 points of damage. His total is 7, which is enough to take the orc out.


Another orc marauder steps over the body of his fallen comrade and swings his battleaxe at Tordek. He hits and deals 1d8+2 points of damage (1d8 for a battleaxe, +2 Strength bonus). Tordek sustains 7 points of damage, and his hit points drop to 6. He’s now hurt badly enough that one more hit could easily drop him.


The orc that Lidda tried to stab curses her for hitting him with a crossbow bolt, swings his battleaxe at her, misses, and curses again.


Jozan, worried that the team could lose its fighter, drops her prepared bless spell to spontaneously cast cure light wounds on Tordek. Jozan’s player rolls a 7, for a result of 8 hit points cured. Tordek is now healed back to his original 13 hit points (he only needed 7 of the 8 points of curing).

Third Regular Round

Lidda moves back away from the orc to let Jozan step in. Since Lidda is taking a double move (doing nothing but moving), and since she moves directly away from the orcs, the orcs don’t get to make attacks of opportunity against her.


Tordek’s player rolls a natural 20 on his attack roll. That’s a threat (a possible critical hit). He makes a critical roll (1d20 + his total attack bonus), and the result is 17. Since that would hit the orc, Tordek’s hit is a critical hit. Dwarven waraxes deal 1d10 points of damage on a normal hit and ¥3 damage on critical hits, so Tordek’s player rolls 3d10. He gets a result of 19 points of damage, which is more than enough to kill the orc instantly.


The last orc steps in to attack Tordek. He swings and misses. The orc that had been attacking Lidda also attacks Tordek and misses.


Jozan steps in next to Tordek with his heavy mace, hits the orc that Lidda had wounded, and downs it.


Now only one orc is left, and he’s 10 feet away from Tordek and Jozan.

Fourth Regular Round

Lidda darts between Tordek and Jozan and swings at the orc, but she misses.


Tordek moves up and swings but also misses.


The orc takes a double move and moves 25 feet back to the T-shaped intersection and 15 feet around the corner. Since this action involved only movement and the orc moved away from Tordek and Lidda without entering another area threatened by them, they do not get attacks of opportunity against him.


Jozan and Lidda each can run as fast as the orc. They might be able to catch him. But Tordek can’t keep up, and Mialee is still unconscious, so they let him go.

Combat Sequence

As seen in the example, combat is cyclical. (Everybody acts in turn in a regular cycle.) Generally, combat runs in the following way:

1.
Each combatant starts the battle flat-footed. Once a combatant acts, she or he is no longer flat-footed. 

2.
The DM determines which characters are aware of their opponents at the start of the battle. If some but not all of the combatants are aware of their opponents, a surprise round happens before regular rounds begin. The combatants who are aware of the opponents can act in the surprise round, so they roll for initiative. In initiative order (highest to lowest), combatants who started the battle aware of their opponents each take a partial action during the surprise round. Combatants who were unaware do not get to act in the surprise round. If no one or everyone starts the battle aware, there is no surprise round.

3.
Combatants who have not yet rolled initiative do so. All combatants are now ready to begin their first regular round.

4.
Combatants act in initiative order.

5.
When everyone has had a turn, the combatant with the highest initiative acts again, and steps 4 and 5 repeat until combat ends.

Combat Statistics

Several fundamental statistics determine how well you do in combat. This section summarizes these statistics, and the following sections detail how to use them.

Attack Roll

When you make an attack roll, you roll a d20 and add your attack bonus. If your result equals the target’s AC or better, you hit and deal damage. Lots of modifiers affect the attack roll, such as a +1 bonus if you have Weapon Focus with that weapon, a +1 bonus if you’re using a masterwork weapon, a +1 morale bonus if you’re the recipient of a bless spell, a +2 bonus if your opponent is stunned, and so forth.

Attack Bonus

Your attack bonus with a melee weapon is:

Base attack bonus + Strength modifier + size modifier

With a ranged weapon, your attack bonus is:

Base attack bonus + Dexterity modifier + size modifier + range penalty


Strength Modifier: Strength helps you swing a weapon harder and faster, so your Strength modifier applies to melee attack rolls.


Dexterity Modifier: Since Dexterity measures coordination and steadiness, your Dexterity modifier applies to attacks with ranged weapons.


Size Modifier: The smaller you are, the bigger other creatures are relative to you. A human is a big target to a halfling, just as an ogre is a big target to a human. Since this same size modifier applies to AC, two creatures of the same size strike each other normally, regardless of what size they actually are. Size modifiers are as follows: Colossal –8, Gargantuan –4, Huge –2, Large –1, Medium-size +0, Small +1, Tiny +2, Diminutive +4, Fine +8.


Range Penalty: The range penalty with a ranged weapon depends on what weapon you’re using and how far away the target is. All ranged weapons have a range increment, such as 10 feet for a thrown dagger or 120 feet for a heavy crossbow (see Table 7–4: Weapons, pages 98–99). Any attack from a distance of less than one range increment is not penalized for range, so an arrow from a shortbow (range increment 60 feet) can strike at enemies up to 59 feet away with no penalty. However, each full range increment causes a cumulative –2 penalty to the attack roll. A shortbow archer firing at a target 200 feet away suffers a –6 attack penalty (because 200 feet is at least three range increments but not four increments). Thrown weapons, such as throwing axes, have a maximum range of five range increments. Projectile weapons, such as bows, can shoot up to ten increments.

Damage

When you hit with a weapon, you deal damage according to the type of weapon (see Table 7–4: Weapons, pages 98–99). Unarmed strikes and the natural physical attack forms of creatures are considered to deal weapon damage for the purposes of effects that give you a bonus to weapon damage.


Minimum Weapon Damage: If penalties to damage bring the damage result below 1, a hit still deals 1 point of damage.


Strength Bonus: When you hit with a weapon, you also add your Strength modifier to damage with melee and thrown weapons. If you have a Strength penalty (not a bonus), apply it to damage you deal with bows and slings. Apply neither a Strength bonus nor a Strength penalty to damage from a crossbow. If you have a Strength bonus (not a penalty), you sometimes add more than or less than the bonus:


Off-Hand Weapon: When you deal damage with a weapon in your off hand, you add only one-half of your Strength bonus.


Wielding a Weapon Two-Handed: When you deal damage with a weapon that you are wielding two-handed, you add one and one half times your Strength bonus. Light weapons don’t get this higher Strength bonus when used two-handed (see Tiny, Small, Medium-size, and Large Weapons, page 96).


Multiplying Damage: Sometimes you multiply damage by some factor, such as when you score a critical hit. Roll the damage (with all modifiers) multiple times and total the results. Note: When you multiply damage more than once, each multiplier works off the original, unmultiplied damage (see Multiplying, page 275).


Exception: Bonus damage represented as extra dice, such as from a sneak attack or a flaming sword, is not multiplied when you score a critical hit.


For example, Krusk the half-orc barbarian gets a +3 bonus to damage when using a longsword, a +4 bonus to damage when using a greataxe (two-handed), and a +1 bonus to damage when using a weapon in his off hand. His critical multiplier with a greataxe is ¥3, so if he scored a critical hit, he would roll 1d12+4 points of damage three times (the same as rolling 3d12+12).


Ability Score Damage: Certain creatures and magical effects can cause temporary ability damage (a reduction to an ability score). The Dungeon Master’s Guide has details on ability damage.

Armor Class (AC)

Your Armor Class (AC) represents how hard it is for opponents to land a solid, damaging blow on you. It’s the attack roll result that an opponent needs to achieve to hit you. The average, unarmored peasant has an AC of 10. Your AC is is equal to the following:

10 + armor bonus + shield bonus + Dexterity modifier + size modifier


Armor and Shield Bonuses: Your armor and shield each provide a bonus to your AC. This bonus represents their ability to protect you from blows.


Dexterity Modifier: If your Dexterity is high, you are particularly adept at dodging blows. If your Dexterity is low, you are particularly inept at it. That’s why you apply your Dexterity modifier to your AC.


Note that armor limits your Dexterity bonus, so if you’re wearing armor you might not be able to apply your whole Dexterity bonus to your AC (see Table 7–5: Armor, page 104).


Sometimes you can’t use your Dexterity bonus (if you have one). The AC bonus you get for a high Dexterity represents your ability to dodge incoming attacks. If you can’t react to a blow, you can’t use your Dexterity bonus on AC. (If you don’t have a Dexterity bonus, nothing happens.) You lose your Dexterity bonus when, for example, an invisible opponent attacks you, you’re hanging on for dear life to the face of a crumbling cliff high above a river of lava, or you’re caught flat-footed at the beginning of a combat.


Size Modifier: The bigger a creature is, the easier it is to hit in combat. The smaller it is, the harder it is to hit. Since this same modifier applies to attack rolls, a halfling, for example, doesn’t have a hard time hitting another halfling. Size modifiers are as follows: Colossal –8, Gargantuan –4, Huge –2, Large –1, Medium-size +0, Small +1, Tiny +2, Diminutive +4, Fine +8.


Other Modifiers: Many other factors add to your AC:


Dodge Feat: The Dodge feat (page 81) improves your AC by +1 against a single opponent.


Enhancement Bonuses: Enhancement effects make your armor better (+1 chainmail, +2 large shield, etc.).


Deflection Bonus: Magical deflection effects ward off attacks and improve your AC.


Natural Armor: Natural armor improves your AC. (Members of the common races don’t have natural armor, which usually consists of scales, fur, or layers of huge muscles. You might get natural armor from a magic item or from the druid spell barkskin.)


Dodge Bonuses: Some other AC bonuses represent actively avoiding blows, such as the dwarf’s AC bonus against giants or the AC bonus for fighting defensively. These bonuses are called dodge bonuses. Any situation that denies you your Dexterity bonus also denies you dodge bonuses. (Wearing armor, however, does not limit these bonuses the way it limits a Dexterity bonus to AC.) Unlike most sorts of bonuses, dodge bonuses stack with each other. A dwarf’s +4 AC bonus against giants and his +2 AC bonus for fighting defensively combine to give him a +6 bonus.


Touch Attacks: Some attacks disregard armor, including shields and natural armor. For example, a wizard’s touch with a shocking grasp spell hurts you regardless of what armor you’re wearing or how thick your skin happens to be. In these cases, the attacker makes a touch attack roll (either a ranged touch attack roll or a melee touch attack roll). The attacker makes her attack roll as normal, but your AC does not include any armor bonus, shield bonus, or natural armor bonus. Your size modifier, Dexterity modifier, and deflection bonus (if any) all apply normally. For example, if a sorcerer tries to touch Tordek with a shocking grasp spell, Tordek gets his +1 Dexterity bonus, but not his +4 armor bonus for his scale mail or his +2 shield bonus for his large wooden shield. His AC is only 11 against a touch attack.

Hit Points

Your hit points tell you how much punishment you can take before dropping. Your hit points are based on your class and level and are modified by your Constitution modifier. Most monsters’ hit points are based on their type, though some monsters have class and level, too. (Watch out for the medusa sorcerers.)


When your hit point total reaches 0, you’re disabled. When it reaches –1, you’re dying. When it gets to –10, your problems are over—you’re dead (see Injury and Death, page 127).

Speed

Your speed tells you how far you can move in a round and still do something, such as attack or cast a spell. Your speed depends mostly on your race and what armor you’re wearing.


Dwarves, gnomes, and halflings move 20 feet, or 15 feet when wearing medium or heavy armor.


Humans, elves, half-elves, and half-orcs move 30 feet, or 20 feet when wearing medium or heavy armor.


If you take a double move action in a round, you can move up to double your normal speed. If you run all out, you can move up to quadruple your normal speed (or triple if you are in heavy armor).

Saving Throws

As an adventurer, you have more to worry about than taking damage. You also have to face the petrifying gaze of the medusa, the wyvern’s lethal venom, and the harpy’s compelling song. Luckily, a tough adventurer can survive these threats, too.


Generally, when you are subject to an unusual or magical attack, you get a saving throw to avoid or reduce the effect. Like an attack roll, a saving throw is a d20 roll plus a bonus based on your class, level, and an ability score. Your saving throw bonus is:

Base save bonus + ability modifier

Saving Throw Types: The three different kinds of saving throws are these:

Fortitude: These saves measure your ability to stand up to massive physical punishment or attacks against your vitality and health such as poison, paralysis, and magic that causes instant death. Apply your Constitution modifier to your Fortitude saving throws. Fortitude saves can be made against attacks or effects such as poison, disease, paralysis, petrification, energy drain, destruction, and disintegrate.

Reflex: These saves test your ability to dodge massive attacks such as a wizard’s fireball or the lethal breath of a dragon. Apply your Dexterity modifier to your Reflex saving throws. Reflex saves can be made against attacks or effects such as pit traps, catching on fire, fireball, lightning bolt, and red dragon breath.


Will: These saves reflect your resistance to mental influence and domination as well as many magical effects. Apply your Wisdom modifier to your Will saving throws. Will saves can be made against attacks or effects such as charm person, hold person, polymotph other, and most illusion spells.


Saving Throw Difficulty Class: The DC for a save is determined by the attack itself. Two examples: A Medium-size monstrous centipede’s poison allows a Fortitude save against DC 11. An ancient red dragon’s fiery breath allows a Reflex save against DC 35.

Initiative

Each round, each combatant gets to do something. The combatants’ initiative checks determine the order in which they act, from highest to lowest. As adventurers say, “Striking first is good, but striking last is better.”


Initiative Checks: At the start of a battle, each combatant makes a single initiative check. An initiative check is a Dexterity check. The DM finds out what order characters are acting in, counting down from highest result to lowest, and each character acts in turn, with the check applying to all rounds of the combat (unless a character takes an action that results in her initiative changing; see Special Initiative Actions, page 133). Usually, the DM writes the names of the characters down in initiative order so that on subsequent rounds he can move quickly from one character to the next. If two or more combatants have the same initiative check result, the combatants who are tied go in order of Dexterity (highest first). If there is still a tie, flip a coin.


Monster Initiative: Typically, the DM makes a single initiative check for the monsters. That way, each player gets a turn each round and the DM also gets one turn. At the DM’s option, however, he can make separate initiative checks for different groups of monsters or even for individual creatures. For instance, the DM may make one initiative check for an evil cleric of Nerull and another check for all seven of her zombie guards.


Flat-Footed: At the start of a battle, before you have had a chance to act (specifically, before your first regular turn in the initiative order), you are flat-footed. You can’t use your Dexterity bonus to AC (if any) while flat-footed. (This fact can be very bad for you if you’re attacked by rogues.) Barbarians’ and rogues’ uncanny dodge extraordinary ability allows them to avoid losing their Dexterity bonus to AC due to being flat-footed. A flat-footed character can’t make attacks of opportunity.

Surprise

When a combat starts, if you were not aware of your enemies and they were aware of you, you’re surprised.

How Surprise Works

Lidda is “footpaddin’ ” 40 feet in advance of her companions as they walk down a dungeon corridor. She hears something coming her group’s way from around a corner ahead of her, and her companions don’t hear it. Before she can raise a hand to signal her companions, a troll comes around the corner. The troll and Lidda’s friends are surprised, but Lidda is not. She gets a free partial action before anyone else can do anything, and she lets loose a bolt from her light crossbow. Since the troll is surprised, it does not get its +2 Dexterity bonus to AC. Lidda’s bolt strikes home. Because the monster was denied its Dexterity bonus to AC and the troll is within 30 feet of her, Lidda’s sneak attack ability kicks in. She rolls 1d8+1d6 for damage instead of just 1d8, and deals 11 points of damage on the troll. With that, the surprise round ends and the first regular round begins. If Lidda’s initiative result is better than the troll’s, she gets to act again before it does (and it will still be flat-footed).

Awareness and Surprise

Sometimes all the combatants on a side are aware of the enemies, sometimes none are, sometimes only some of them are. Sometimes a few combatants on each side are aware and the other combatants on each side are unaware.


Determining Awareness: The DM determines who is aware of whom at the start of a battle. She may call for Listen checks, Spot checks, or other checks to see how aware the PCs are of the enemy. Some example situations:

•  The party (including Tordek, a fighter, and Jozan, a cleric, clanging along in metal armor) comes to a door in a dungeon. The DM knows that the displacer beasts on the other side of the door hear the party. Lidda listens at the door, hears guttural snarling, and tells the rest of the party about it. Tordek breaks the door open. Both sides are aware; neither is surprised. The characters and displacer beasts make initiative checks, and the battle begins.

•  The party is exploring a ruined armory, looking through the rusted weapons for anything of value. Kobolds lurking in hiding places are waiting for the right time to strike. Jozan spots one of the kobolds, and the kobolds let out a shriek and charge. The kobolds and Jozan each get a partial action during the surprise round. Kobolds that are close enough can charge adventurers and attack them. Others can move to try to put themselves in advantageous positions or shoot arrows at the flat-footed party members. Jozan can cast a spell, attack, or take some other action. After the surprise round, the first regular round begins.

•  The party is advancing down a dark corridor, using light spells to light the way. At the end of the corridor is a kobold sorcerer who does not want to be disturbed, and she angrily casts a lightning bolt. That’s the surprise round. After the lightning bolt, the first regular round begins, and the party is in a tough spot, since they still can’t see who attacked them.

  The Surprise Round: If some but not all of the combatants are aware of their opponents, a surprise round happens before regular rounds begin. The combatants who are aware of the opponents can act in the surprise round, so they roll for initiative. In initiative order (highest to lowest), combatants who started the battle aware of their opponents each take a partial action during the surprise round (see Partial Actions, page 127). If no one or everyone is surprised, a surprise round does not occur.


Unaware Combatants: Combatants who are unaware at the start of battle do not get to act in the surprise round. Unaware combatants are still flat-footed because they have not acted yet. Because of this, they lose any Dexterity bonus to AC.

Actions in Combat

The fundamental actions of moving, attacking, and casting spells cover most of what you want to do in a battle. They’re all described here. Other, more specialized options are touched on in Table 8–4: Miscellaneous Actions, page 128, and covered later in Special Initiative Actions, page 133, and Special Attacks and Damage, page 134.

The Combat Round

Each round represents about 6 seconds in the game world. In the real world, a round is an opportunity for each character involved in a combat to take an action. Anything a person could reasonably do in 6 seconds, your character can do in 1 round. The most common combat actions that can be performed in 1 round—attacking, casting a spell, moving, charging, and others—are described in detail on the following pages.

 
Each round begins with the character with the highest initiative result and then proceeds, in order, from there. Each round uses the same initiative order. When a character’s turn comes up in the initiative sequence, that character performs his entire round’s worth of actions. (For exceptions, see Attacks of Opportunity, page 122, and Special Initiative Actions, page 133.)


For almost all purposes, there is no relevance to the end of a round or the beginning of a round. The term “round” works like the word “month.” A month can mean either a calendar month or a span of time from a day in one month to the same day the next month. In the same way, a round can be a segment of game time starting with the first character to act and ending with the last, but it usually means a span of time from one round to the same initiative number (initiative count) in the next round. Effects that last a certain number of rounds end just before the same initiative count that they began on. For instance, a monk acts at initiative count 15. The monk’s stunning attack stuns a creature for 1 round. The stun lasts through initiative count 16 in the next round, not until the end of the current round. On initiative count 15 in the next round, the stun effect ends.

Action Types

What type an action is essentially tells you how long the action takes to perform (within the framework of the 6-second combat round) and how movement is treated.

Table 8–1: Fundamental Actions in Combat



Attack of

Action
Move
Opportunity*

Attack Actions

  Attack (melee)
Yes
No

  Attack (ranged)
Yes
Yes

  Attack (unarmed)
Yes
Maybe

  Charge
¥2 (special)†
No

  Full attack
5-ft. step
No

Magic Actions

  Cast a spell

    1-action spell
Yes
Yes

    Full-round spell
5-ft. step
Yes

    Concentrate to maintain
Yes
No

  Activate magic item
Yes
Maybe

  Use special ability


    Use spell-like ability
Usually**
Yes

    Use supernatural ability
Usually**
No

    Use extraordinary ability††
Usually**
No

Movement-Only Actions

  Double move
¥2
Maybe

  Run
¥4
Yes

Miscellaneous Actions
Maybe
Maybe

 ¥2: You can move twice your normal speed.

 ¥4: You can move quadruple your normal speed.

 *Regardless of the action, if you move within or out of a threatened area, you usually provoke an attack of opportunity. This column indicates whether the action itself, not moving, provokes an attack of opportunity.

**You can move unless the action is defined as a full-round action, in which case you normally get a 5-foot step.

 †You can move up to twice your normal speed, but only before the attack, not after. You must move at least 10 feet, and the entire move must be in a straight line.

††Most extraordinary abilities aren’t actions. This applies to those that are.


Standard Action: A standard action allows you to do something and move your speed during a combat round. You can move before or after performing the activity of the action. Doing this action takes the same time as casting a 1-action spell in terms of what else you can do in the round. For instance, you can move and dismiss a spell or move and use the Heal skill to help a dying friend. You can also perform as many free actions (see below) as your DM allows.

  Full-Round Action: A full-round action consumes all your effort during a round. The only movement you can take during a full-round action is a 5-foot step before, during, or after the action. You can also perform free actions (see below) as your DM allows.

  Some full-round actions do not allow you to take a 5-foot step.

  Move-Equivalent Action: Move-equivalent actions take the place of movement in a standard action or take the place of an entire partial action. Taking such an action counts as moving your speed. For instance, Tordek can use the attack action to move 15 feet and attack once, or to stand up from prone (a move-equivalent action) and attack once. He could also use the double move action to stand up from prone and move 15 feet. He could even use a double move action to stand up from prone and retrieve a stored item (both move-equivalent actions).

  If you move no actual distance in a round (commonly because you have swapped your move for one or more move-equivalent actions), you can take one 5-foot step either before, during, or after the action. For example, if Tordek is on the ground, he can stand up (a move-equivalent action), move 5 feet (his 5-foot step), and attack.

  Free Action: Free actions consume a very small amount of time and effort, and over the span of the round, their impact is so minor that they are considered free. You can perform one or more free actions while taking another action normally. However, the DM puts reasonable limits on what you can really do for free. For instance, calling out to your friends for help is free. Reciting your clan’s war history, however, takes several minutes.

  Not an Action: Some activities are not even considered free actions. They literally don’t take any time at all to do and are considered an inherent part of doing something else. For instance, using the Use Magic Device skill (page 75) to emulate different class features while trying to activate a device is not an action, it is part of the activate magic item action.

  Partial Action: Usually, you don’t elect to take a partial action; the condition you are in or a decision you have made (usually the ready action) mandates its use. (You can elect to take a partial action as an extra action in some situations, such as when you’re affected by a haste spell.) A partial action is like a standard action, except that you can’t do as much. As a general rule, you can do as much with a partial action as you could with a standard action minus a move. Thus, you can attack once as a partial action or move your speed, but you can’t both move and attack unless you are performing a partial charge action. Typically, you may take a 5-foot step as part of a partial action. You take a partial action instead of a standard action for a variety of reasons, including during a surprise round; when you have readied a partial action; and when you are disabled, staggered, slowed, or otherwise hampered. See Partial Actions, page 127.

Attacks of Opportunity

The melee rules assume that combatants are actively avoiding attacks. A player doesn’t have to declare anything special for her character to be on the defensive. Even if a character’s figure is just standing there on the tabletop like a piece of lead, you can be sure that if some orc with a battleaxe attacks the character, she is weaving, dodging, and even threatening the orc with a weapon to keep the orc a little worried for his own hide.


Sometimes, however, a combatant in a melee lets her guard down, and she is not on the defensive as usual. In this case, combatants near her can take advantage of her lapse in defense to attack her for free. These attacks are called attacks of opportunity.


Threatened Area: You threaten the area into which you can make a melee attack, even when it is not your action. Generally, that’s everything within 5 feet of you in any direction. An enemy that takes certain actions while in a threatened area provokes an attack of opportunity from you.


Provoking an Attack of Opportunity: If you move within or out of a threatened area, you usually provoke an attack of opportunity. If all you do is move (not run) during your turn, the space that you start out in is not considered threatened, and therefore enemies do not get attacks of opportunity against you when you move from that space. If you move into another threatened space, enemies do get attacks of opportunity for your leaving the first threatened space. In addition, if your entire move for the round is 5 feet (a 5-foot step), enemies do not get attacks of opportunity for your moving.


Some actions themselves provoke attacks of opportunity, including casting a spell and attacking with a ranged weapon. Table 8–1: Fundamental Actions in Combat; Table 8–4: Miscellaneous Actions; and Table 8–3: Partial Actions note many of the actions that provoke attacks of opportunity.


Making an Attack of Opportunity: An attack of opportunity is a single melee attack, and you can only make one per round. You do not have to make an attack of opportunity if you don’t want to.


An experienced character gets additional regular melee attacks (by using the full attack action), but at a lower attack bonus. You make your attack of opportunity, however, at your normal attack bonus—even if you’ve already attacked this round.


Combat Reflexes and Additional Attacks of Opportunity: If you have the Combat Reflexes feat (page 80), you can add your Dexterity modifier to the number of attacks of opportunity you can make between actions. (This feat does not, however, let you make more than one attack for a given opportunity.) All these attacks are at your normal attack bonus. You do not suffer reductions to your attack bonus for making multiple attacks of opportunity.

Attack Actions

These are the most common, straightforward actions that a character or creature might take to attack. More specialized attack actions are mentioned in Miscellaneous Actions, page 127, and covered in Special Attacks and Damage, page 134.

Attack

The attack action is a standard action. You can move and then make a single attack, or attack and then move.


Melee Attacks: With a normal melee weapon, you can strike any enemy within 5 feet. (Enemies within 5 feet are considered adjacent to you.) Some melee weapons have reach, as indicated in their descriptions in Chapter 7: Equipment. You can strike opponents 10 feet away with a reach weapon, but you cannot strike adjacent foes (those within 5 feet).


Ranged Attacks: With a ranged weapon, you can shoot or throw at any target that is within the ranged weapon’s maximum range and in line of sight. A target is in line of sight if no obstructions are between you and the target. The maximum range for a thrown weapon is five range increments. For projectile weapons, it is ten range increments. Some ranged weapons have shorter maximum ranges, as specified in their descriptions.


Unarmed Attacks: Unarmed attacks are covered in Unarmed Attacks, page 140, and Subdual Damage, page 134.


Attack Rolls: An attack roll represents your attempts to strike your opponent, including feints and wild swings. It does not represent a single swing of the sword, for example. Rather, it simply indicates whether, over perhaps several attempts, you managed to connect solidly.


Your attack roll is 1d20 + your attack bonus with the weapon you’re using. If the result is at least as high as the target’s AC, you hit and deal damage.


Automatic Misses and Hits: A natural 1 (the d20 comes up 1) on the attack roll is always a miss. A natural 20 (the d20 comes up 20) is always a hit. A natural 20 is also a threat—a possible critical hit (see Critical Hits, below).


Damage Rolls: If the attack roll result equals or exceeds the target’s AC, the attack is successful, and you deal damage. Roll the appropriate damage for your weapon (see Table 7–4: Weapons, pages 98–99). Damage is deducted from the target’s current hit points. If the opponent’s hit points drop to 0 or less, he’s in bad shape (see Injury and Death, page 127).


Critical Hits: When you make an attack roll and get a natural 20 (the d20 shows 20), you hit regardless of your target’s AC, and you have scored a threat. The hit might be a critical hit (or “crit”). To find out if it’s a critical hit, you immediately make a critical roll—another attack roll with all the same modifiers as the attack roll you just made. If the critical roll also results in a hit against the target’s AC, your original hit is a critical hit. (The critical roll just needs to hit to give you a crit. It doesn’t need to come up 20 again.) If the critical roll is a miss, then your hit is just a regular hit.


A critical hit means that you roll your damage more than once, with all your usual bonuses, and add the rolls together to get total damage. Unless otherwise specified, the threat range for a critical hit on an attack roll is 20, and the multiplier is ¥2. (See Increased Threat Range and Increased Critical Multiplier, below.)


Exception: Bonus damage represented as extra dice, such as from a sneak attack or a flaming sword, is not multiplied when you score a critical hit.


Increased Threat Range: Sometimes your threat range is greater than 20. That is, you can score a threat on a lower number. Longswords, for instance, give you a threat on a natural attack roll of 19 or 20. In such cases, a roll below 20 is not an automatic hit. Any attack roll that doesn’t result in a hit is not a threat.


Increased Critical Multiplier: Some weapons, such as battleaxes and arrows, deal better than double damage with a critical hit. See Table 7–4: Weapons and the “Critical” section of Weapon Qualities, page 97.


Spells and Critical Hits: A spell that requires an attack roll, such as shocking grasp or Melf’s acid arrow, can score a critical hit. A spell attack that requires no attack roll, such as lightning bolt, cannot score a critical hit.


Multiple Attacks: A character with more than one attack per round must use the full attack action in order to get more than one attack.


Shooting or Throwing into a Melee: If you shoot or throw a ranged weapon at a target that is engaged in melee with an ally, you suffer a –4 penalty on your attack roll because you have to aim carefully to avoid hitting your ally. Two characters are engaged in melee if they are enemies of each other and either threatens the other. (A held, unconscious, or otherwise immobilized character is not considered engaged unless he is actually being attacked.)


If your target (or the part of your target you're aiming at, if it’s a big target) is at least 10 feet away from the nearest ally, you can avoid the –4 penalty, even if the creature you’re aiming at is engaged in melee with an ally.


Precise Shot: If you have the Precise Shot feat (page 84), you don’t suffer this penalty.


Fighting Defensively: You can choose to fight defensively when taking the attack action. If you do so, you take a –4 penalty on all attacks in a round to gain a +2 dodge bonus to AC for the same round.

Charge

Charging is a special standard action that allows you to move more than your speed and attack during the action. However, it carries tight restrictions on how you can move.


Movement during a Charge: You must move before your attack, not after. You must move at least 10 feet and may move up to double your speed. All movement must be in a straight line, with no backing up allowed. You must stop as soon as you are within striking range of your target. You can’t run past him and attack from another direction.


Attacking: After moving, you may make a single melee attack. Since you can use the momentum of the charge in your favor, you get a +2 bonus on the attack roll. Since a charge is impossible without a bit of recklessness, you also suffer a –2 penalty to your AC for 1 round.


Even if you have extra attacks, such as from having a high enough base attack bonus or from using multiple weapons, you only get to make one attack during a charge.


Lances and Charge Attacks: A lance deals double damage if employed by a mounted character in a charge.


Weapons Readied against a Charge: Spears, tridents, and certain other piercing weapons deal double damage when readied (set) and used against a charging character (see Table 7–4: Weapons, pages 98–99, and Ready, page 134).

Full Attack

If you get more than one attack per action because your base attack bonus is high enough, because you fight with two weapons, because you’re using a double weapon, or for some special reason (such as a feat or a magic item), you must use the full attack action to get your additional attacks. You do not need to specify the targets of your attacks ahead of time. You can see how the earlier attacks turn out before assigning the later ones.


Full attack is a full-round action. Because of this, the only movement you can take during a full attack is a 5-foot step. You may take the step before, after, or between your attacks.


If you get multiple attacks based on your base attack bonus, you must make the attacks in order from highest bonus to lowest. If you are using two weapons, you can strike with either weapon first. If you are using a double weapon, you can strike with either part of the weapon first.

  Deciding between an Attack or a Full Attack Action: After your first attack, if you have not yet taken a 5-foot step, you can decide to move instead of making your remaining attacks. Essentially, you can decide whether to take the normal attack action or the full attack action depending on how the first attack turns out.

  Fighting Defensively: You can choose to fight defensively when taking the full attack action. If you do so, you take a –4 penalty on all attacks in a round to gain a +2 dodge bonus to AC for the same round.

  Attacking with Two Weapons: If you wield a second weapon in your off hand, you can get one extra attack per round with that weapon. Fighting in this way is very hard, however, and you suffer a –6 penalty with your regular attack or attacks with your primary hand and a –10 penalty to the attack with your off hand. You can reduce these stiff penalties in three ways:

•
If your off-hand weapon is light, the penalties are reduced by 2 each. A light weapon is one that’s smaller than a weapon you could use in one hand. Its size category is smaller than yours. (An unarmed strike is always considered light.) A short sword is light to a human and a dagger is light to a gnome.

•
The Ambidexterity feat reduces the off-hand penalty by 4.

•
The Two-Weapon Fighting feat reduces both penalties by 2.

Table 8–2: Two-Weapon Fighting Penalties summarizes the interaction of all these factors.


Double Weapons: You can use a double weapon to make an extra attack as if you were fighting with two weapons. The penalties apply as if the off-hand weapon were light.

Table 8–2: Two-Weapon Fighting Penalties

Circumstances
Primary Hand
Off Hand

Normal penalties
–6
–10

Off-hand weapon is light
–4
  –8

Ambidexterity feat
–6
  –6

Two-Weapon Fighting feat
–4
  –8

Off-hand weapon is light and
–4
  –4

  Ambidexterity feat

Off-hand weapon is light and
–2
  –6

  Two-Weapon Fighting feat

Ambidexterity feat and
–4
  –4

  Two-Weapon Fighting feat

Off-hand weapon is light and
–2
  –2

  Ambidexterity feat and

  Two-Weapon Fighting feat

Magic Actions

These are the most common, straightforward actions involving the use of magic. Less commonly used magic actions are touched on in Table 8–4: Miscellaneous Actions (page 128), Turn and Rebuke Undead (page 139), and the descriptions of the Concentration skill in Chapter 4: Skills (page 65) and in Chapter 10: Magic (page 151).

Cast a Spell

Casting a spell with a casting time of 1 action is a standard action. You can move and then cast the spell, or cast the spell and then move. Casting a spell with a casting time of 1 full round is a full-round action. You can take a 5-foot step before, during, or after casting such a spell, but cannot otherwise move. See Chapter 10: Magic for details on casting spells, their effects, saving throws, and so on.


Note: You retain your Dexterity bonus to AC while casting.


Spell Components: To cast a spell with a verbal (V) component, you must speak in a firm voice. If you’re gagged or in the area of a silence spell, you can’t cast such a spell. A spellcaster who has been deafened has a 20% chance to spoil any spell he tries to cast if that spell has a verbal component.


To cast a spell with a somatic (S) component, you must gesture freely with at least one hand. You can’t cast a spell of this type while bound, grappled, or with both your hands full or occupied (swimming, clinging to a cliff, etc.).


To cast a spell with a material (M), focus (F), or divine focus (DF) component, you have to have the proper materials, as described by the spell. Unless these materials are elaborate, such as the 2-foot-by-4-foot mirror that a wizard needs to cast scrying, preparing these materials is a free action. For material components and focuses whose costs are not listed, you can assume that you have them if you have your spell component pouch.


Some powerful spells have an experience point (XP) component and entail an experience point cost to you. No spell, not even restoration, can restore the lost XP. You cannot spend so much XP that you lose a level, so you cannot cast the spell unless you have enough XP to spare. However, you may, on gaining enough XP to achieve a new level, immediately spend the XP on casting the spell rather than keeping it to advance a level. The XP are expended when you cast the spell, whether or not the casting succeeds.


Concentration: You must concentrate to cast a spell. If you can’t concentrate, such as because hundreds of malignant insects are biting off little pieces of your skin all over your body (see the summon swarm spell, page 261), you can’t cast a spell. If you start casting a spell but something interferes with your concentration, such as an ogre taking the opportunity to hit you with its 40-pound club (successfully hitting you with his attack of opportunity), you must make a Concentration check or lose the spell. The check’s DC depends on what is threatening your concentration (see the Concentration skill, page 65, and Concentration, page 151). If you fail, the spell fizzles with no effect. If you prepare spells (as a wizard, cleric, druid, paladin, or ranger does), it is lost from preparation. If you cast at will (as a sorcerer or bard does), it counts against your daily limit of spells even though you did not cast it successfully.


Concentrating to Maintain a Spell: Some spells require continued concentration to keep them going. Concentrating to maintain a spell is a standard action that doesn’t provoke an attack of opportunity. Anything that could break your concentration when casting a spell can keep you from concentrating to maintain a spell. If your concentration breaks, the spell ends.


Casting Time: Most spells have a casting time of 1 action. These spells you can cast as a standard action. A spell cast in this manner immediately takes effect.

A few spells have a casting time of 1 full round or even longer. A spell that takes 1 full round to cast is a full-round action, and it comes into effect just before the beginning of your turn in the round after you began casting the spell. You then act normally after the spell is completed. A spell that takes 1 minute to cast comes into effect just before your turn 1 minute later (and for each of those 10 rounds, you are casting a spell as a full-round action).


When you begin a spell that takes a full round or longer to cast, you must continue the invocations, gestures, and concentration from one round to just before your turn in the next round (at least). If you lose concentration after starting the spell and before it is complete, you lose the spell.


Attacks of Opportunity: Generally, if you cast a spell, you provoke attacks of opportunity from threatening enemies. If you take damage from an attack of opportunity, you must make a Concentration check (DC 10 + points of damage taken) or lose the spell.

  Casting on the Defensive: You may attempt to cast a spell while on the defensive. This option means casting the spell while paying attention to threats and avoiding blows. In this case, you are no more vulnerable to attack than you would be if you were just standing there, so casting a spell while on the defensive does not provoke an attack of opportunity. It does, however, require a Concentration check (DC 15 + spell level) to pull off. Failure means that you lose the spell.

  Touch Spells in Combat: Many spells have a range of “Touch.” To use these spells, you cast the spell and then touch the subject, either in the same round or any time later. In the same round that you cast the spell, you may also touch (or attempt to touch) the target. You may take your move before casting the spell, after touching the target, or between casting the spell and touching the target. You can automatically touch one friend or use the spell on yourself, but to touch an opponent, you must succeed at an attack.

  Touch Attacks: Since you need only touch your enemy, you make a touch attack instead of a regular attack. Touching an opponent with a touch spell is considered to be an armed attack and therefore does not provoke attacks of opportunity when it is discharged on an armed opponent. The touch spell provides you with a credible threat that the defender is obliged to take into account just as if it were a weapon. However, the act of casting a spell does provoke an attack of opportunity, so you may want to cast the spell and then move to the target instead of vice versa. Touch attacks come in two types: melee touch attacks (for touches made with, say, your hand) and ranged touch attacks (for touches made with magic rays, for example). You can score critical hits with either type of attack. Your opponent’s AC against a touch attack does not include any armor bonus, shield bonus, or natural armor bonus. His size modifier, Dexterity modifier, and deflection bonus (if any) all apply normally. 


Holding the Charge: If you don’t discharge the spell on the round you cast the spell, you can hold the discharge of the spell (hold the charge) indefinitely. You can continue to make touch attacks round after round. You can touch one friend as a standard action or up to six friends as a full-round action. If you touch anything or anyone while holding a charge, even unintentionally, the spell discharges. If you cast another spell, the touch spell dissipates.

Activate Magic Item

Many magic items don’t need to be activated—magic weapons, magic armor, gauntlets of dexterity, and so forth. However, certain magic items need to be activated, especially potions, scrolls, wands, rods, and staffs. Activating a magic item is a standard action (unless the item description indicates otherwise).


Spell Completion Items: Activating a spell completion item, such as a scroll, is the equivalent of casting a spell. It requires concentration and provokes attacks of opportunity. You lose the spell if your concentration is broken, and you can attempt to activate the item while on the defensive, as with a spell (see Casting on the Defensive, above).


Spell Trigger, Command Word, or Use-Activated Items: Activating a spell trigger, command word, or use-activated item does not require concentration and does not provoke attacks of opportunity. The Dungeon Master’s Guide has much more information on magic items.

Use Special Ability

Using a special ability is usually an action, but whether it is a standard action, a full-round action, or not an action at all is defined by the ability. See Special Abilities, page 158.


Spell-Like Abilities: Using a spell-like ability (such as a paladin’s laying on of hands) works like casting a spell in that it requires concentration and provokes attacks of opportunity. Spell-like abilities can be disrupted. If your concentration is broken, the attempt to use the ability fails, but the attempt counts as if you had used the ability (for example, it counts against your daily limit if you have one). The casting time of a spell-like ability is 1 action, making its use a standard action, unless the ability description notes otherwise.


Using a Spell-Like Ability on the Defensive: You may attempt to use a spell-like ability on the defensive, just as with a spell. If the Concentration check (DC 15) fails, you can’t use the ability, but the attempt counts as if you had used the ability (for example, it counts against your daily limit if you have one, or it uses up at least 1 point of increment of its daily complement, such as in laying on hands).


Supernatural Abilities: Using a supernatural ability (such as a cleric’s turn undead or rebuke undead ability) is usually a standard action (unless defined otherwise by the ability description). Its use cannot be disrupted, does not require concentration, and does not provoke attacks of opportunity.


Extraordinary Abilities: Using an extraordinary ability (such as a barbarian’s uncanny dodge ability) is usually not an action because most extraordinary abilities automatically happen in a reactive fashion. Those extraordinary abilities that are actions are usually standard actions that cannot be disrupted, do not require concentration, and do not provoke attacks of opportunity. The descriptions of these abilities note any exceptions to these general rules.

Movement-Only Actions

Sometimes you just want to cover ground as quickly as possible or put as much distance as you can between yourself and an opponent. The actions covered here are actions during which you devote your efforts only to moving during a round. Less commonly used movement actions, including many move-equivalent actions, are covered in Miscellaneous Actions (see the next page) and Table 8–4: Miscellaneous Actions.

Double Move

You can move up to double your speed as a special standard action. You do not get to move your speed in addition to this as in a normal standard action, however. Essentially, the double move action already counts the move of a standard action. It’s a “move and a move,” thus a double move.


As with any other move, if you move within or out of a threatened area, you provoke an attack of opportunity from the threatening enemy. However, since all you do when you take a double move action is to move, the space where you begin your move is not considered threatened, and therefore enemies do not get attacks of opportunity for your moving from that space. If you move into another threatened space, enemies get attacks of opportunity for your leaving the first threatened space.


For example, an orc marauder is fighting Tordek and Lidda in a hallway. Tordek and Lidda are side by side. Using the double move action, the orc flees directly away from them. Since all the orc does is move during his turn, the space where he starts (about 5 feet across) is not threatened, so Tordek and Lidda don’t get attacks of opportunity against him. If, on the other hand, the orc were between Tordek and Lidda, the space where the marauder started would not be threatened, but no matter which direction he moved, he would enter another threatened space, since both Tordek and Lidda threaten 5-foot areas around themselves. The marauder would have to move away from Tordek (and thus into a space still threatened by Lidda) or away from Lidda (and thus into a space still threatened by Tordek). Whichever character he did not move away from would get an attack of opportunity against the orc as he moved out of the threatened space that he entered. If he moved to either side, he would be moving into a space threatened by both opponents, so each would get an attack of opportunity against him.


A double move represents a hustle, which for an unencumbered human is about six miles per hour.

Run

You can run as a full-round action. (You do not get a 5-foot step.) When you run, you can move up to four times your normal speed in a straight line (or three times your speed if you’re in heavy armor). You lose any Dexterity bonus to AC since you can’t avoid attacks.


You can run for a number of rounds equal to your Constitution score, but after that, you must succeed at a Constitution check (DC 10) to continue running. You must check again each round in which you continue to run, and the DC of this check increases by 1 for each check you have made. When you fail this check, you must stop running. A character who has run to his limit must rest for 1 minute (10 rounds) before running again. During a rest period, the character can move no faster than a normal move.


A run represents a speed of about twelve miles per hour for an unencumbered human.

Partial Actions

Usually you don’t take a partial action because you elect to, but rather because you are required to. (You can elect to take a partial action as an extra action in some situations, such as when you’re affected by a haste spell.) Partial actions are like standard actions, except that you can’t do as much with a partial action as you can with a standard action.


As a general rule, you can do as much with a partial action as you could with a standard action minus a move. Thus, you can attack once as a partial action or move your speed, but you can’t both move and attack. If an action is normally a full-round action, sometimes you can still do it as a partial action, and sometimes to complete it you need to use the start full-round action action and complete the action in the following round with another partial action (see Start Full-Round Action, below). Typically, you may take a 5-foot step as part of a partial action.


Actions that take more than a round typically take twice as long to perform when you must take partial actions to accomplish them. Thus, a spell that normally takes 1 minute to cast would instead take 2 minutes.


When to Use Partial Actions: You take partial actions instead of standard actions for a variety of reasons, including:

Table 8–3: Partial Actions




Attack of

Partial Actions
Move
Opportunity*

Attack Partial Actions

  Attack (melee)
5-ft. step
No

  Attack (ranged)
5-ft. step
Yes

  Attack (unarmed)
5-ft. step
Maybe

  Partial charge
Yes (special)†
No

Magic Partial Actions

  Cast a spell‡
5-ft. step
Yes

  Activate magic item
5-ft. step
Maybe

  Use special ability‡
5-ft. step
Maybe

  Concentrate to maintain a spell
5-ft. step
No

  Dismiss a spell
5-ft. step
No

Movement-Only Partial Actions

  Single move
Yes
No

  Partial run
¥2
Yes

Miscellaneous Partial Actions**
5-ft. step
Maybe

Special Partial Action

  Start full-round action
No
Maybe

 *Regardless of the action, if you move within or out of a threatened area, you usually provoke an attack of opportunity. This column indicates whether the action itself (not the moving) provokes an attack of opportunity.

 †You must move in a straight line before attacking and must move at least 10 feet.

 ‡Unless doing so is a full-round action, in which case you could start a full-round action and then finish it the next round with a cast a spell action. Spells that take longer than 1 full round to cast take twice as long to cast.

**Those actions on Table 8–4: Miscellaneous Actions defined as standard or move-equivalent actions. Most allow a 5-foot step, though actions that are variant charge actions follow the move for partial charge.

•
It is a surprise round instead of a regular round.

•
You readied a partial action (see Ready, page 134).

•
You are disabled, slowed, staggered, or otherwise hampered.


Start Full-Round Action: The start full-round action partial action lets you start undertaking a miscellaneous full-round action (such as those listed on Table 8–4: Miscellaneous Actions), which you can complete on the following round (even with a partial action). For instance, if you are limited to partial actions, you can shoot a heavy crossbow every 3 rounds: 2 rounds to load it and 1 round to shoot it.

Miscellaneous Actions

Some actions don’t fit neatly into the above categories. Some of these options are actions that take the place of or are variations on the actions described in Attack Actions, Magic Actions, and Movement-Only Actions. For actions not covered below, the DM lets you know how long such an action takes to perform and whether doing so provokes attacks of opportunity from threatening enemies. The variant and special attacks mentioned here are covered in Special Attacks and Damage, page 134.

Table 8–4: Miscellaneous Actions


Attack of 

No Action
Opportunity*

Delay
No

Free Actions

Cast a quickened spell (page 84) or feather fall
No

  spell (page 203)

Cease concentration on a spell
No

Prepare spell components to cast a spell**
No

Direct Bigby’s clenched fist spell(page 178), rainbow 
No

  pattern spell (page 241), or shield spell (page 251)

Attack with eyebite spell (page 202)
No

Change form (shapechange)
No

Dismiss tree shape spell (page 267)
No

Drop an item
No

Drop to the floor
No

Speak
No

Make Spellcraft check on counterspell attempt
No

  (page 152)

Move-Equivalent Actions

Climb (one-quarter your speed)
No

Draw a weapon†
No

Sheathe a weapon
Yes

Ready a shield†
No

Loose a shield†
No

Open a door
No

Pick up an item
Yes

Retrieve a stored item
Yes

Move a heavy object
Yes

Stand up from prone
No

Load a hand crossbow
Yes

Load a light crossbow
Yes

Control a frightened mount
Yes

Mount a horse or dismount
No

Direct the movement of a flaming sphere spell (page 206) 
No

  or the recipient of a levitate spell (page 222)

Standard Actions

Ready (triggers a partial action)
No

Concentrate to maintain or redirect a spell
No

Dismiss a spell
No

Aid another
No

Bull rush (charge)
No

Bull rush (attack)
No

Change form (shapeshifter)
No

Use touch spell on self (page 151)
No

Escape a grapple (page 138)
No

Evoke sunbeam spell (page 261)
No

Feint (see Bluff, page 64)
No

Issue command to animated rope
No

Overrun (charge)
No


Attack of 

Standard Actions (cont.)
Opportunity*

Heal a dying friend (page 69)
Yes

Light a torch with a tindertwig (page 114)
Yes

Use a skill that takes 1 action
Usually

Rebuke undead (use special ability)
No

Turn undead (use special ability)
No

Strike a weapon (attack)
Yes

Strike an object (attack)
Maybe††

Total defense
No

Full-Round Actions

Climb (one-half your speed)
No


Use a skill that takes 1 round
Usually

Coup de grace (page 133)
Yes

Light a torch
Yes

Change form (polymorph self)
Yes

Extinguish flames
No

Load a heavy crossbow
Yes

Load a repeating crossbow
Yes

Lock or unlock weapon in locked gauntlet 
Yes

Prepare to throw oil (page 109)
Yes

Throw a two-handed weapon with one hand (page 97)
Yes

Transport (tree stride spell, page 267)
No

Use touch spell on up to six friends (page 151)
Yes

Refocus (no move)
No

Escape from a net (page 102), entangle spell (page 200),
Yes

  Otiluke’s freezing sphere (page 233), etc.

Action Type Varies

Disarm‡
Yes

Grapple‡
Yes

Trip an opponent‡
No

Use feat‡‡
Varies

 *Regardless of the action, if you move within or out of a threatened area, you usually provoke an attack of opportunity. This column indicates whether the action itself (not the moving) provokes an attack of opportunity.

**Unless the component is an extremely large or awkward item (DM’s call).

 †If you have a base attack bonus of +1 or higher, you can combine one of these actions with a regular move. If you have the Two-Weapon Fighting feat, you can draw two light or one-handed weapons in the time it would normally take you to draw one.

††If the object is being held, carried, or worn by a creature, yes. If not, no.

 ‡These attack forms substitute for a melee attack, not an action. As melee attacks, they can be used once in an attack or charge action, one or more times in a full attack action, or even as an attack of opportunity.

‡‡The description of a feat defines its effect.

Total Defense

You can simply defend yourself and move during a round as a standard action. You don’t attack or perform any other activity other than moving your speed, but you get a +4 dodge bonus on your AC for 1 round. Your AC improves at the start of this action, so it helps you against any attacks of opportunity you suffer while moving.

Use Feat

Certain feats, such as Whirlwind Attack, let you take special actions in combat. Others are not actions themselves, but they give you a bonus when attempting something you can already do, such as Improved Disarm. Some feats, such as item creation feats, are not meant to be used within the framework of combat. The individual feat descriptions tell you what you need to know about them.

Injury and Death

Your hit points measure how hard you are to kill. While exotic monsters have a number of special ways to hurt, harm, or kill you, usually you just take damage and lose hit points. The damage from each successful attack and each fight accumulates, dropping your hit point total to 0 or below. Then you’re in trouble. Luckily, you also have a number of ways to regain hit points. If you have a few days to rest, you can recover lost hit points on your own, and divine magic includes a number of spells for restoring lost hit points.
Loss of Hit Points

The most common way that your character gets hurt is to take damage and lose hit points, whether from an orc’s battleaxe, a wizard’s lightning bolt, or a fall into molten lava. You record your character’s hit point total on your character sheet. As your character takes damage, you subtract that damage from your hit points, leaving you with your current hit points. Current hit points go down when you take damage and go back up when you recover.

What Hit Points Represent: Hit points mean two things in the game world: the ability to take physical punishment and keep going, and the ability to turn a serious blow into a less serious one. A 10th-level fighter who has taken 50 points of damage is not as badly hurt as a 10th-level wizard who has taken that much damage. Indeed, unless the wizard has a high Constitution score, she’s probably dead or dying, while the fighter is battered but otherwise doing fine. Why the difference? Partly because the fighter is better at rolling with the punches, protecting vital areas, and dodging just enough that a blow that would be fatal only wounds him. Partly because he’s tough as nails. He can take damage that would drop a horse and still swing his sword with deadly effect. For some characters, hit points may represent divine favor or inner power. When a paladin survives a fireball, you will be hard pressed to convince bystanders that she doesn’t have the favor of some higher power.


A 10th-level fighter who has taken 50 points of damage may be about as physically hurt as a 10th-level wizard who has taken 30 points of damage, the 1st-level fighter who has taken 5 points of damage, or the 1st-level wizard who has taken 3. Details at this level, however, don’t affect how the dice roll. When picturing a scene, just remember that 50 points of damage means different things to different people.


Damaging Helpless Defenders: Even if you have lots of hit points, however, a dagger through the eye is a dagger through the eye. When a character can’t avoid damage or deflect blows somehow, when he’s really helpless, he’s in trouble (see Helpless Defenders, page 133).


Effects of Hit Point Damage: Damage gives you scars, bangs up your armor, and gets blood on your surcoat, but it doesn’t slow you down until your current hit points reach 0 or lower.


At 0 hit points, you’re disabled (see below).


At from –1 to –9 hit points, you’re dying (see below).


At –10 or lower, you’re dead (see below).


Massive Damage: If you ever sustain damage so massive that a single attack deals 50 points of damage or more and it doesn’t kill you outright, you must make a Fortitude save (DC 15). If this saving throw fails, you die regardless of your current hit points. This amount of damage represents a single trauma so major that it has a chance to kill even the toughest creature. If, however, you take 50 points of damage from multiple attacks, none of which dealt 50 or more points itself, the massive damage rule does not apply.

Disabled (0 Hit Points)

When your current hit points drop to exactly 0, you’re disabled. You’re not unconscious, but you’re close to it. You can only take a partial action each round, and if you perform any strenuous activity, you take 1 point of damage after the completing the act. Strenuous activities include running, attacking, casting a spell, or using any ability that requires physical exertion or mental concentration. Unless your activity increased your hit points, you are now at –1 hit points, and you’re dying.


Healing that raises you above 0 makes you fully functional again, just as if you’d never been reduced to 0 or less. A spellcaster retains the spellcasting capability she had before dropping to 0 hit points.


You can also become disabled when recovering from dying. In this case, it’s a step up along the road to recovery, and you can have fewer than 0 hit points (see Stable Characters and Recovery, below).

Dying (–1 to –9 Hit Points)

When your character’s current hit points drop to between –1 and –9 inclusive, he’s dying.


He immediately falls unconscious and can take no actions.


At the end of each round (starting with the round in which the character dropped below 0), roll d% to see whether he stabilizes. He has a 10% chance to become stable. If he doesn’t, he loses 1 hit point.


If the character’s hit points drop to –10 (or lower), he’s dead.


You can keep a dying character from losing any more hit points and make him stable with a successful Heal check (DC 15).


If any sort of healing cures the dying character of even 1 point of damage, he stops losing hit points and becomes stable.


Healing that raises the dying character’s hit points to 0 makes him conscious and disabled. Healing that raises his hit points to 1 or more makes him fully functional again, just as if he’d never been reduced to 0 or less. A spellcaster retains the spellcasting capability she had before dropping below 0 hit points.

Dead (–10 hit points or lower)

When your character’s current hit points drop to –10 or lower, or if he takes massive damage (see above), he’s dead. A character can also die from taking ability damage or suffering an ability drain that reduces his Constitution to 0. When a character dies, his soul immediately departs. Getting it back into the body is a major hassle (see Bringing Back the Dead, page 153).

Stable Characters and Recovery

A stable character who has been tended by a healer or who has been magically healed eventually regains consciousness and recovers hit points naturally. If the character has no one to tend him, however, his life is still in danger, and he may yet slip away.


Recovering with Help: An hour after a tended, dying character becomes stable, roll d%. He has a 10% chance of becoming conscious, at which point he is disabled (as if he had 0 hit points). If he remains unconscious, he has the same chance to revive and become disabled every hour. Even if unconscious, he recovers hit points naturally. He is back to normal when his hit points rise to 1 or higher.


Recovering without Help: A severely wounded character left alone usually dies. He has a small chance, however, of recovering on his own. Even if he seems as though he’s pulling through, he can still finally succumb to his wounds hours or days after originally taking damage.


A character who stabilizes on his own (by making the 10% roll while dying) and who has no one to tend for him still loses hit points, just at a slower rate. He has a 10% chance each hour of becoming conscious. Each time he misses his hourly roll to become conscious, he loses 1 hit point. He also does not recover hit points through natural healing.


Even once he becomes conscious and is disabled, an unaided character still does not recover hit points naturally. Instead, each day he has a 10% chance to start recovering hit points naturally (starting with that day); otherwise, he loses 1 hit point.


Once an unaided character starts recovering hit points naturally, he is no longer in danger of losing hit points (even if his current hit point total is negative).

Healing

After taking damage, you can recover hit points through natural healing (over the course of days) or through magical healing (nearly instantly). In any case, you can’t regain hit points past your hit point total.


Natural Healing: You recover 1 hit point per character level per day of rest. For example, a 5th-level fighter recovers 5 hit points per day of rest. You may engage in light, nonstrenuous travel or activity, but any combat or spellcasting prevents you from healing that day.


If you undergo complete bed rest (doing nothing for an entire day), you recover one and one half times your character level in hit points. A 5th-level fighter recovers 7 hit points per day of bed rest.


Higher-level characters recover lost hit points faster than lower-level characters because they’re tougher, and also because a given number of lost hit points represents a lighter wound for a higher-level character. A 5th-level fighter who has lost 10 hit points isn’t seriously wounded, but a 1st-level fighter who has taken 10 points of damage is.


Magical Healing: Various abilities and spells, such as a cleric’s cure spells or a paladin’s lay on hands ability, can give you back hit points. Each use of the spell or ability restores a different amount of hit points.


Healing Limits: You can never get back more hit points than you lost. Magical healing won’t raise your current hit points higher than your hit point total.


Healing Ability Damage: Temporary ability damage returns at the rate of 1 point per day of rest (light activity, no combat or spellcasting). Complete bed rest restores 2 points per day.

Temporary Hit Points

Certain effects, such as the aid spell, give a character temporary hit points. When a character gains temporary hit points, note his current hit points. When the temporary hit points go away, such as at the end of the aid spell, the character’s hit points drop to that score. If the character’s hit points are already below that score at that time, all the temporary hit points have already been lost and the character’s hit point score does not drop.


When temporary hit points are lost, they cannot be restored as real hit points can be, even by magic.


For example, Jozan casts aid on Tordek. Tordek (now a 3rd-level fighter) normally has 30 hit points, but he’s wounded and only has 26. Jozan rolls 1d8 for aid’s temporary hit points and gets a 6. Tordek’s current hit points rise (temporarily) to 32. A little while later, Tordek takes 3 points of damage from an arrow shot, leaving him with 29 hit points. When the aid spell ends, his current hit points drop back down to 26.


Increases in Constitution Score and Current Hit Points: Note that an increase in a character’s Constitution score, even a temporary one, can give him more hit points (an effective hit point increase), but these are not temporary hit points. They can be restored, such as with cure light wounds, and they are not lost first as temporary hit points are. For example, Krusk (now a 3rd-level barbarian) gains +4 to his Constitution score and +6 hit points when he rages, raising his hit points from 31 to 37. If Krusk takes damage dropping him to 32 hit points, Jozan can cure those lost points and get him back to 37. If Krusk is so wounded at the end of his rage that he only has 5 hit points left, then when he loses his 6 extra hit points, he drops to –1 hit points and starts dying.

Movement and Position

Few characters in a fight are likely to stand still for long. Enemies appear and charge the party. The heroes reply, advancing to take on new foes after they down their first opponents. Wizards remain outside the fight, looking for the best place to use their magic. Rogues quietly skirt the fracas seeking a straggler or an unwary opponent to strike with a sneak attack. Finally, if the fight is lost, most characters find it to their advantage to remove themselves from the vicinity. Movement is just as important as attack skill and armor in gaining the upper hand on the battlefield.


Movement and position are most easily handled by using miniature figures to represent the characters and their opponents. The standard scale equates 1 inch on the tabletop to 5 feet in the game world. Whenever possible, use units of 5 feet for movement and position. Calculating distance more precisely than that is more trouble than it’s worth. The Dungeon Master’s Guide has guidelines for using a tabletop grid to regulate movement, position, and related issues.

Table 8–5: Standard Scale

One inch = 5 feet

“Next to” or “adjacent” = 1 inch (5 feet) away

30 mm figure = A human-size creature

A human-size creature occupies an area 1 inch (5 feet) across

One round = 6 seconds

Tactical Movement

Where you can move, how long it takes you to get there, and whether you’re vulnerable to attacks of opportunity while you’re moving are key questions in combat.

How Far Can Your Character Move?

Your speed is determined by your race and your armor (see Table 8–6: Tactical Speed). Your speed while unarmored is sometimes called your base speed.


Encumbrance: A character encumbered by carrying a large amount of gear, treasure (you wish), or fallen comrades (more likely) may move slower than normal (see Carrying Capacity, page 141).


Movement in Combat: Generally, you can move your speed in a round and still do something, such as swing an axe or cast a spell. If you do nothing but move, you can move double your rate. If you flat-out run, you can move quadruple your rate. If you do something that requires a full round, such as attacking more than once, you can only take a 5-foot step. Some specific actions don’t allow you to move at all. See Action Types, page 121; Table 8–1: Fundamental Actions in Combat; Table 8–3: Partial Actions; and Table 8–4: Miscellaneous Actions to see how far you can move with each action.


Class and Movement: A barbarian has a +10 foot bonus to his speed (unless he’s wearing heavy armor). Experienced monks also have higher speed (unless they’re wearing armor of any sort).

Table 8–6: Tactical Speed


No Armor or
Medium or

Race
Light Armor
Heavy Armor

Human, elf, half-elf, half-orc
30 ft.
20 ft.

Dwarf, halfling, gnome
20 ft.
15 ft.

Passing Through

Sometimes you can pass through an area occupied by another character or creature.


Friendly Creature: You can move through an area occupied by a friendly character.


Unfriendly Creature Not an Obstacle: You can also move through an area occupied by an unfriendly character who doesn’t present an obstacle, such as one who is dead, unconscious, bound, held, stunned, or just cowering.


Charging: As part of a charge, you can attempt to move through an area occupied by a resisting enemy (see Overrun, page 139).


Tumbling: A trained character can attempt to tumble through an area occupied by an enemy. (See the Tumble skill, page 75.)


Very Small Creature: A Fine, Diminutive, or Tiny creature can move into or through an occupied area. The creature provokes an attack of opportunity when doing so (as normal).


Area Occupied by Creature Three Sizes Larger or Smaller: Any creature can move through an area occupied by a creature three size categories larger than it is. A gnome (Small), for example, can run between the legs of a hill giant (Huge).


A big creature can move through an area occupied by a creature three size categories smaller than it is. A hill giant, for example, can step over a gnome.


Designated Exceptions: Some creatures break the above rules. For example, a gelatinous cube fills the area it occupies to a height of 10 feet. A creature can’t move through an area occupied by a cube, even with the Tumble skill or similar special abilities.

Flanking

If you are making a melee attack against a creature, and an ally directly opposite you is threatening the creature, you and your ally flank the creature. You gain a +2 flanking bonus on your attack roll. A rogue in this position can also sneak attack the target. The ally must be on the other side of the defender, so that the defender is directly between you.

Ganging Up

Typically, up to eight opponents can gang up on a single target, provided they have room to maneuver freely. If the defender can fight side by side with allies, back into a corner, fight through a doorway, or otherwise protect himself, attackers can’t gang up in this way.


Picture the eight attackers as evenly spaced out surrounding the defender. The defender can reduce the opportunity for attackers to gang up based on how much of the area around himself he can block off. Backed against a wall, a creature only allows five attackers to get at him. If he’s backed into a corner, only three attackers can get at him at a time. If the defender is standing in a doorway, the creature in front of him can attack normally, and one attacker on either side can attack as well, but the defender benefits from one-half cover (see Cover, page 132). If the defender is fighting in a 5-foot-wide corridor, only one attacker can get at him (unless attackers are coming at him from both directions).


The above rules are for Medium-size and Small creatures fighting with nonreach weapons. Larger creatures present room for more attackers to get at them (see below), and combatants with reach weapons can get at defenders more easily, though they cannot attack adjacent defenders.

Big and Little Creatures in Combat

Creatures smaller than Small or bigger than Medium-size have special rules relating to position. (The Dungeon Master’s Guide also has rules for using a grid to regulate combatants’ sizes and faces.) These rules concern the creatures’ “faces,” or sides, and their reach. 


Face: “Face” is how wide a face a creature presents in combat. This width determines how many creatures can fight side by side in a 10-foot-wide corridor, and how many opponents can attack a creature at the same time. A face is essentially the border between the square or rectangular space that a creature occupies and the space next to it. These faces are abstract, not “front, back, left, and right,” because combatants are constantly moving and turning in battle. Unless a creature is immobile, it practically doesn’t have a front or a left side—at least not one you can locate on the tabletop.


Natural Reach: Natural reach is how far the creature can reach when it fights. It threatens the area within that distance from itself.


Big Creatures: Big creatures (long, Large creatures plus Huge, Gargantuan, and Colossal creatures) take up more space on the battlefield than a Medium-size human does. More combatants can attack them because more combatants can crowd around them. As a rule of thumb, assume that one Small or Medium-size combatant can get to each 5-foot length of the creature and four more combatants can fit into the “corners” where one side meets another. (This rule is why you can get eight people around a Medium-size creature at once: One fits on each 5-foot face, and one fits on each corner.)


For example, a bulette has a 10-foot face instead of the 5-foot face typical of Medium-size creatures. If you had enough characters, they could surround the bulette with twelve combatants: two along each face and four more in the corners.


Unlike a reach weapon, a creature with greater than normal natural reach (more than 5 feet) can still strike at creatures next to it. A creature with greater natural reach usually gets an attack of opportunity against you if you approach it, because you enter and move within its threatened area before you can attack it. (This does not apply if you take a 5-foot step.)


Large or Bigger Creatures with Reach Weapons: Large or bigger creatures with reach weapons can strike out to double their natural reach but can’t strike at their natural reach or less. For example, an ogre with an ogre-sized longspear could strike at 15 or 20 feet but not at 5 or 10 feet.


Very Small Creatures: Very small creatures (Fine, Diminutive, and Tiny) have no effective natural reach. They have to enter or be in your area to attack you. Since they have to pass through your threatened area to get to you, you get attacks of opportunity against them. You can attack into your own area if you need to, so you can attack them normally. Since they have no natural reach, they do not threaten the area around them. You can move past them without provoking attacks of opportunity.


Bigger Creatures Attacking Smaller Creatures: Big and small creatures can attack a defender in different numbers. Hill giants occupy a space 10 feet wide. Only four of them could surround a Medium-size creature because each giant would take up a side or face as well as a corner.

Table 8-7: Creature Size and Scale

Creature             Example        Natural

Size                 Creature        Reach     Face*

Fine                 Fly              0       1/2 ft. x 1/2 ft.

Diminutive           Toad             0         1 ft. x 1 ft.

Tiny                 Cat              0     2-1/2 ft. x 2-1/2 ft.

Small                Halfling         5 ft.     5 ft. x 5 ft.

Medium-size          Human            5 ft.     5 ft. x 5 ft.

Large (tall)**       Hill giant      10 ft.     5 ft. x 5 ft.

Large (long)**       Horse            5 ft.     5 ft. x 10 ft.

Huge (tall)**        Cloud giant     15 ft.    10 ft. x 10 ft.

Huge (long)**        Bulette         10 ft.    10 ft. x 20 ft.

      Retriever                       10 ft.    15 ft. x 15 ft.

Gargantuan (tall)**  50-ft. animated 20 ft.    20 ft. x 20 ft.

      statue

Gargantuan (long)**  Kraken          10 ft.    20 ft. x 40 ft.

      Purple worm                     15 ft.    30 ft. x 30 ft.

      (coiled)

Colossal (tall)*     The tarrasque   25 ft.    40 ft. x 40 ft.

Colossal (long)*     Great red wyrm  15 ft.    40 ft. x 80 ft.

*   Listed width by length.

**  Tall creatures are upright. Long creatures are primarily  horizontal.

     Big, long creatures may be in any of several shapes.

     See the Monster Manual for details.

     Bite attack.

Combat Modifiers

Sometimes you just have to go toe-to-toe in a fight, but you can usually gain some advantage by seeking a better position, either offensively or defensively. This section covers the rules for when you can line up a particularly good attack or are forced to make a disadvantageous one.

Favorable and 
Unfavorable Conditions

Depending on the situation, you may gain bonuses or suffer penalties on your attack roll. Your DM judges what bonuses and penalties apply, using Table 8–8: Attack Roll Modifiers as a guide.

Table 8–8: Attack Roll Modifiers

Circumstance
Melee
Ranged

Attacker flanking defender*
+2
—

Attacker on higher ground
+1
+0

Attacker prone
–4
**

Attacker invisible
+2†
+2†

Defender sitting or kneeling
+2
–2

Defender prone
+4
–4

Defender stunned, cowering, or off balance
+2†
+2†

Defender climbing (cannot use shield)
+2†
+2†

Defender surprised or flat-footed
+0†
+0†

Defender running
+0†
–2†

Defender grappling (attacker not)
+0†
+0††

Defender pinned
+4†
–4†

Defender has cover
—–— See Cover —–—

Defender concealed or invisible
— See Concealment —

Defender helpless
 See Helpless Defenders 

  (such as paralyzed, sleeping, or bound)

 *You flank a defender when you have an ally on the opposite side of the defender threatening him. Rogues can sneak attack defenders that they flank.

**Most ranged weapons can’t be used while the attacker is prone, but you can use a crossbow while prone.

 †The defender loses any Dexterity bonus to AC.

††Roll randomly to see which grappling combatant you strike. That defender loses any Dexterity bonus to AC.

Cover

One of the best defenses available is cover. By taking cover behind a tree, a ruined wall, the side of a wagon, or the battlements of a castle, you can protect yourself from attacks, especially ranged attacks.


Cover provides a bonus to your AC. The more cover you have, the bigger the bonus. In a melee, if you have cover against an opponent, that opponent probably has cover against you, too. With ranged weapons, however, it’s easy to have better cover than your opponent. Indeed, that’s what arrow slits in castle walls are all about.


The DM may impose other penalties or restrictions to attacks depending on the details of the cover. For example, to strike effectively through a narrow opening, you need to use a long piercing weapon, such as an arrow or a spear. A battleaxe or a pick isn’t going to get through an arrow slit to the person standing behind it.


Cover and Attacks of Opportunity: An attacker can’t execute an attack of opportunity against a character with one-half or better cover.


Cover and Reach Weapons: If you’re using a reach weapon, a character standing between you and your target provides cover to your target. Generally, if both of the other creatures are the same size, the one in the back has one-half cover (+4 AC). If you hit the creature providing cover, it takes no damage because you strike it with the haft of your weapon.


Degree of Cover: Cover is assessed in subjective measurements of how much protection it offers you. Your DM determines the value of cover. This measure is not a strict mathematical calculation because you gain more value from covering the parts of your body that are more likely to be struck. If the bottom half of your body is covered (as when a human stands behind a 3-foot wall), that only gives you one-quarter cover. If one side or the other of your body is covered, as when you’re partly behind a corner, you get one-half cover.


Table 8–9: Cover gives examples of various situations that usually produce certain degrees of cover. These examples might not hold true in exceptional circumstances. For example, a 3-foot wall might provide a human one-half cover in melee against kobolds, who have a hard time striking a human’s upper body, but the same wall might grant a human no cover in melee against a giant.


Cover AC Bonus: Table 8–9: Cover lists the AC bonuses for different degrees of cover. Add the relevant number to your AC. This cover bonus overlaps (does not stack) with certain other bonuses. For example, kneeling gives you a +2 bonus to your AC against ranged weapons. Kneeling behind a low wall could change your cover from one-quarter (+2) to three-quarters (+7). You would not get the +2 kneeling bonus on top of the cover bonus.


Cover Reflex Save Bonus: Table 8–9: Cover lists the Reflex save bonuses for different degrees of cover. Add this bonus to Reflex saves against attacks that affect an area, such as a red dragon’s breath or a fireball. For nine-tenths cover, you also effectively have improved evasion. These bonuses, however, only apply to attacks that originate or spread out from a point on the other side of the cover.


Striking the Cover Instead of a Missed Target: If it ever becomes important to know whether the cover was actually struck by an incoming attack that misses the intended target, the DM should determine if the attack roll would have hit the protected target without the cover. If the attack roll falls within a range low enough to miss the target with cover but high enough to strike the target if there had been no cover, the object used for cover was struck. This can be particularly important to know in cases where a character uses another creature as cover. In such a case, if the cover is struck and the attack roll exceeds the AC of the covering creature, the covering creature takes the damage intended for the target.


If the covering creature has a Dexterity bonus to AC or a dodge bonus, and this bonus keeps the covering creature from being hit, then the original target is hit instead. The covering creature has dodged out of the way and didn’t provide cover after all. A covering creature can choose not to apply his Dexterity bonus to AC and/or his dodge bonus, if his intent is to try to take the damage in order to keep the covered character from being hit.

Table 8–9: Cover

Degree of

Cover AC
Cover Reflex

Cover
Example
Bonus
Save Bonus

One-quarter
A human standing behind
+2
+1


   a 3-ft. high wall

One-half
Fighting from around a 
+4
+2


 corner or a tree; standing 
at an open window; behind
a creature of same size

Three-quarters
Peering around a corner 
+7
+3


 or a tree

Nine-tenths
Standing at an arrow slit;
+10
+4*


 behind a door that’s 
slightly ajar

Total
On the other side of a 
—
—


 solid wall

*Half damage if save is failed; no damage if successful.

Concealment

Besides cover, another way to avoid attacks is to make it hard for opponents to know where you are. Concealment includes all circumstances where nothing physically blocks a blow or shot but where something interferes with an attacker’s accuracy.


Concealment: Concealment is subjectively measured as to how well concealed the defender is. Examples of what might qualify as concealment of various degrees are given on Table 8–10: Concealment. Concealment always depends on the point of view of the attacker. Total darkness, for example, is meaningless to a creature with darkvision. Moderate darkness doesn’t hamper a creature with low-light vision, and near total darkness is only one-half concealment for such a creature.


Concealment Miss Chance: Concealment gives the subject of a successful attack a chance that the attacker missed because of the concealment. If the attacker hits, the defender must make a miss chance percentile roll to avoid being struck. (Actually, it doesn’t matter who makes the roll or whether it’s rolled before or after the attack roll. To save time, you can first make the roll that’s most likely to result in a miss, so that you’re less likely to have to make two rolls, or you can just make both rolls at the same time.) When multiple concealment conditions apply to a defender (behind dense foliage, near total darkness, and a blur spell, for example), use the one that would produce the highest miss chance. Do not add the miss chances together.

Table 8–10: Concealment

Concealment
Example
Miss Chance

One-quarter
Light fog; moderate darkness;
10%


  light foliage

One-half
Blur spell; dense fog at 5 ft.
20%


  (such as obscuring mist)

Three-quarters
Dense foliage
30%

Nine-tenths
Near total darkness
40%

Total
Invisibility; attacker blind;
50%


  total darkness;
and must guess 


  dense fog at 10 ft.
target’s location
Helpless Defenders

A helpless foe—one who is bound, held, sleeping, paralyzed, unconscious, or otherwise at your mercy—is an easy target.


Regular Attack: A melee attack against a helpless character gets a +4 circumstance bonus on the attack roll. A ranged attack gets no special bonus. A helpless defender (naturally) can’t use any Dexterity bonus to AC. In fact, his Dexterity score is treated as if it were 0 and his Dexterity modifier to AC as if it were –5 (and a rogue can sneak attack him).

  Coup de Grace: As a full-round action, you can use a melee weapon to deliver a coup de grace to a helpless foe. You can also use a bow or crossbow, provided you are adjacent to the target. You automatically hit and score a critical hit. If the defender survives the damage, he still must make a Fortitude save (DC 10 + damage dealt) or die.

  It’s overkill, but a rogue also gets her extra sneak attack damage against a helpless foe when delivering a coup de grace.

  Delivering a coup de grace provokes attacks of opportunity from threatening foes because it involves focused concentration and methodical action.

  You can’t deliver a coup de grace against a creature that is immune to critical hits, such as a golem.

Special Initiative Actions

Usually you act as soon as you can in combat, but sometimes you want to act later, at a better time, or in response to the actions of someone else.

Delay

By choosing to delay, you take no action and then act normally at whatever initiative point you decide to act. When you delay, you voluntarily reduce your own initiative result for the rest of the combat. When your new, lower initiative count comes up later in the same round, you can act normally. You can specify this new initiative result or just wait until some time later in the round and act then, thus fixing your new initiative count at that point.


Delaying is useful if you need to see what your friends or enemies are going to do before deciding what to do yourself. You cannot, however, interrupt anyone's action with a delayed action (as you can with a readied action). The price you pay is lost initiative. You never get back the time you spend waiting to see what’s going to happen.


For example, Lidda and Tordek both want to get past an ogre who is guarding a troglodyte cleric. Lidda’s initiative count is 22, but she delays. She knows that if she passed the ogre, she would provoke an attack of opportunity. On count 14, the cleric creates a spiritual weapon (a toothy maw) to attack Tordek. On count 8, the ogre readies to attack anyone who comes in range. On count 6, Tordek charges past the ogre. The ogre gets one strike (for being ready) and a second one (an attack of opportunity because Tordek moved in his threatened area). Tordek shrugs it off, reaches the cleric, and makes a single attack. Now, on count 5, Lidda acts. She too charges past the ogre, which can’t get an attack of opportunity against her because it has already taken an attack of opportunity this round. For the rest of the battle, Lidda acts on initiative count 5.

 
Delaying Limits: A character can only voluntarily lower her initiative to –10 minus her initiative bonus. When the initiative count reaches –10 minus a delaying character’s initiative bonus, that character must act or forfeit any action that round.


Multiple Characters Delaying: If multiple characters are delaying, the one with the highest initiative bonus (or highest Dexterity, in case of a tie) has the advantage. If two or more delaying characters both want to act on the same initiative count, the one with the highest bonus gets to go first. If two or more delaying characters are trying to go after the other, the one with the highest initiative bonus gets to go last.


For instance, Lidda and an elf stranger run across each other in a back alley in a big city. Lidda’s initiative count is 17, higher than the elf’s. She doesn’t want to commit to attacking, fleeing, or parleying, so she delays, intending to act after the elf acts. The elf’s initiative count is 12. He delays, too. The initiative count drops down, and neither character acts. (If there were other characters in the encounter, they would act on their initiative counts.) Finally, the count reaches –17, Lidda’s limit (thanks to her +7 initiative bonus), and the elf still hasn’t acted. Lidda has to choose, and the elf (who apparently has a higher initiative bonus) will get to respond. “Well met,” says Lidda, crossing her fingers.

Ready

The ready action lets you prepare to take an action later, after your turn is over but before your next one has begun. Readying is a standard action, so you can move as well. It does not provoke an attack of opportunity (though the action that you ready might do so).


How Readying Works: Mialee, the wizard, and her friends are fighting hobgoblin bandits. On initiative count 14, Mialee specifies that she is going to cast charm person on the first hobgoblin to come within 25 feet. On count 10, Tordek, the fighter, moves next to Mialee and readies an attack so that he can strike any foe that comes into the area he threatens. On 7, the hobgoblins charge. As soon as the lead hobgoblin is within 25 feet of Mialee, she casts charm person on him, but he succeeds at his Will save and is not affected. Tordek swings at and drops the first hobgoblin to reach him. Other hobgoblins, however, reach him and attack him. From this point on, Mialee and Tordek act on initiative count 7 (and before the hobgoblins).


Readying an Action: Only partial actions can be readied. To do so, specify the partial action you will take and the conditions under which you will take it. Then, any time before your next action, you may take the readied partial action in response to those conditions. The partial action comes before the action that triggers it. For the rest of the fight, your initiative result is the count on which you took the readied action, and you act immediately ahead of the character whose action triggered your readied action.


Initiative Consequences of Readying: Your initiative result becomes the count on which you took the readied action. If you come to your next action and have not yet performed your readied action, you don’t get to take the readied action (though you can ready the same action again). If you take your readied action in the next round, before your regular turn comes up, your initiative rises to that new point in the order of battle, and you do not get your regular action that round.


Distracting Spellcasters: You can ready an attack against a spellcaster with the trigger “if she starts casting a spell.” If you succeed in damaging the spellcaster or otherwise distracting her, she may lose the spell she was trying to cast (as determined by her Concentration check result).


Readying to Counterspell: You may ready a counterspell against a spellcaster (often with the trigger “if she starts casting a spell”). In this case, when the spellcaster starts a spell, you get a chance to identify it with a Spellcraft check (DC 15 + spell level). If you do, and if you can cast that same spell (are able to cast it and have it prepared, if you prepare spells), you can cast the spell as a counterspell and automatically ruin the other spellcaster’s spell. Counterspelling works even if one spell is divine and the other arcane.


A spellcaster can use dispel magic (page 196) to counterspell another spellcaster, but it doesn’t always work.


Readying a Weapon against a Charge: You can ready certain piercing weapons, setting them to receive charges (see Table 7–4: Weapons, pages 98–99). A readied weapon of this type deals double damage if you score a hit with it against a charging character.

Refocus

Refocus is a full-round action during which you cannot move. A character can choose to do nothing for an entire round and refocus his thoughts as he gets his bearings and appraises the situation. The effect is that on the following rounds of the combat, the character moves up in the initiative count and is positioned as though he had rolled a 20 on his initiative check. Other modifiers (such as for Dexterity and for the Improved Initiative feat) also apply to this roll of 20 when determining the initiative check result.

Special Attacks 

and Damage

This section covers subdual damage, unarmed attacks, grappling, throwing grenadelike weapons that “splash” (such as acid), attacking objects (such as trying to destroy an opponent’s shield or hacking apart a locked treasure chest), turning or rebuking undead (for clerics and paladins), and an assortment of other special attacks.

Subdual Damage

Sometimes you get roughed up or weakened, such as by getting clocked in a fistfight or tired out by a forced march. This sort of stress won’t kill you, but it can knock you out or make you faint.


Nonlethal damage is subdual damage. If you take sufficient subdual damage, you fall unconscious, but you don’t die. Subdual damage goes away much faster than standard damage does.


How Subdual Damage Works: Tordek, the dwarven fighter, gets into a fistfight in a tavern with two rowdy half-orcs who taunted him by tugging on his beard. They exchange blows, and Tordek takes 4 points of subdual damage. He has 13 hit points, so 4 points of subdual damage doesn’t bother him. He lands a lucky blow for 4 points of damage, enough to stagger one of the half-orcs (who each have 4 hit points). His next blow knocks the half-orc unconscious (its subdual damage exceeds its current hit points), but Tordek takes another 5 points of subdual damage, putting his total at 9. When Tordek turns on the second half-orc, the scoundrel snatches up a dagger and stabs Tordek for 5 points of damage (normal damage, not subdual damage). That drops Tordek’s hit points to 8. Now that Tordek’s subdual damage (9) is higher than his current hit points (8), he is knocked out. He still has 8 hit points, and he’s not dying, but he’s unconscious. The half-orc with the dagger beats feet before the city watch comes by.


Jozan, the human cleric, hears the commotion and comes to see what’s happening. He casts cure light wounds on his unconscious friend, curing 4 points of damage. That raises Tordek’s hit points back to 12 and simultaneously reduces his subdual damage from 9 to 5. Now that his hit points are higher than his subdual damage, he comes to, with vengeance in his eyes.


Dealing Subdual Damage: Certain attacks deal subdual damage, such as a normal human’s unarmed strike (a punch, kick, or head butt). Other stresses, such as heat or exhaustion, also deal subdual damage. When you take subdual damage, keep a running total of how much you’ve accumulated. Do not deduct the subdual damage number from your current hit points. It is not “real” damage. Instead, when your subdual damage equals your current hit points, you’re staggered, and when it exceeds your current hit points, you go unconscious. It doesn’t matter whether the subdual damage equals or exceeds your current hit points because the subdual damage has gone up or because your current hit points have gone down.


Subdual Damage with a Weapon that Deals Normal Damage: You can use a melee weapon that deals normal damage to deal subdual damage instead, but you suffer a –4 penalty on your attack roll because you have to use the flat of the blade, strike in nonvital areas, or check your swing.


Normal Damage with a Weapon that Deals Subdual Damage: You can use a weapon that deals subdual damage, including an unarmed strike, to deal normal damage instead, but you suffer a –4 penalty on your attack roll because you have to strike only in the most vulnerable areas to cause normal damage.


Staggered and Unconscious: When your subdual damage exactly equals your current hit points, you’re staggered. You’re so badly weakened or roughed up that you can only take a partial action each round. You cease being staggered when your hit points exceed your subdual damage again.


When your subdual damage exceeds your current hit points, you fall to the floor unconscious. While unconscious, you are helpless (see Helpless Defenders, page 133).


Each full minute that you’re unconscious, you have a 10% chance to wake up and be staggered until your hit points exceed your subdual damage again. Nothing bad happens to you if you miss this roll.


Spellcasters who are rendered unconscious retain any spellcasting ability they had before going unconscious.


Healing Subdual Damage: You heal subdual damage at the rate of 1 hit point per hour per character level. For example, a 7th-level wizard heals 7 points of subdual damage each hour until all the subdual damage is gone.


When a spell or a magical power cures hit point damage, it also removes an equal amount of subdual damage, if any.

Aid Another

In combat, you can help a friend attack or defend by distracting or interfering with an opponent. If you’re in position to attack an opponent with which a friend of yours is engaged in melee combat, you can attempt to aid your friend as a standard action. You make an attack roll against AC 10. If you succeed, your friend gains either a +2 circumstance bonus to attack that opponent or a +2 circumstance bonus to AC against that opponent (your choice).


You can also use this action to help a friend in other ways, such as when he is affected by a hypnotism spell (page 215) or a sleep spell (page 252).

Attack an Object

Sometimes you need to attack or break an object, such as when you want to smash a statue, strike a foe’s weapon, or break open a door.

Strike an Object

Objects are easier to hit than creatures because they usually don’t move, but many are tough enough to shrug off some damage from each blow.


How Striking an Object Works: Lidda, a rogue, can’t pick the lock on the big treasure chest that Mialee, the elf, just found behind a secret door, so Krusk, the barbarian, volunteers to open it “the half-orc way.” He chops at it with his greataxe, dealing 10 points of damage. The chest, made of wood, has a hardness of 5, so the chest only takes 5 points of damage. The wood is 1 inch thick, so it had 10 hit points. Now it has 5. Krusk has gouged the wood but not yet broken the chest open. On his second attack, he deals 4 points of damage. That’s lower than the chest’s hardness, so the chest takes no damage—a glancing blow. His third blow, however, deals 12 points of damage (which means the chest takes 7), and the chest breaks open. Unbeknownst to the adventurers, however, the racket that Krusk just made has alerted a nearby ogre to their presence, and he’s now shuffling down the corridor to investigate.


Object Armor Classes and Bonuses to Attack: Objects are harder or easier to hit depending on several factors:


Inanimate, Immobile Objects: Attacking an inanimate, immobile object not in use by a creature does not provoke an attack of opportunity. An inanimate, immobile object has an AC of 10 + its Dexterity modifier (–5 for no Dexterity) + its size modifier. Immobile objects, such as a lantern hanging from the ceiling, are easy to hit. With a melee weapon, you get a +4 bonus on your attack roll. If you take a full-round action to line up a shot (as with the coup de grace against a helpless foe), you get an automatic hit with a melee weapon and a +5 attack bonus with a ranged weapon. (Objects, however, are immune to critical hits.)


Animated Objects: Animated objects count as creatures for AC purposes (see the Monster Manual).


Opponents’ Weapons and Shields: Attacking these objects is covered in Strike a Weapon, below.


Held, Carried, or Worn Objects: Attacking a held, carried, or worn object provokes an attack of opportunity. Objects that are held, carried, or worn by a creature, such as an evil sorcerer’s wand, are harder to hit. The object uses the creature’s Dexterity modifier (not its own –5) and any magic deflection bonus to AC the creature may have. You don’t get any special bonus for attacking the object. If it’s in the creature’s hand (or tentacle, or whatever), it gets a +5 AC bonus because the creature can move it quickly out of harm’s way.


Damage to Objects: The amount of damage that an object can withstand depends on what it’s made out of and how big it is. Weapon damage is rolled normally against objects.


Immunities: Inanimate objects are immune to critical hits. Objects are immune to subdual damage. Animated objects are immune to critical hits because they are constructs.


Ranged Weapon Damage: Objects take half damage from ranged weapons (except for siege engines and the like). Divide the damage by 2 before applying the object’s hardness.


Energy Attacks: Objects take half damage from acid, fire, and lightning attacks. Divide the damage by 2 before applying the hardness. Cold attacks deal one-quarter damage to objects. Sonic attacks deal full damage to objects.


Ineffective Weapons: The DM may determine that certain weapons just can’t deal damage effectively to certain objects. For example, you will have a hard time chopping down a door by shooting arrows at it or cutting a rope with a club.


Vulnerability to Certain Attacks: The DM may rule that certain attacks are especially successful against some objects. For example, it’s easy to light a curtain on fire or rip up a scroll.


Hardness: Each object has hardness—a number that represents how well it resists damage. Whenever an object takes damage, subtract its hardness from the damage. Only damage in excess of its hardness is deducted from the object’s hit points (see Table 8–12: Substance Hardness and Hit Points; Table 8–14: Object Hardness and Hit Points; and Table 8–13: Common Weapon and Shield Hardness and Hit Points).


Hit Points: An object’s hit point total depends on what it is made of and how big it is (see Table 8–12, Table 8–13, and Table 8–14). When an object’s hit points reach 0, it’s ruined.


Very large objects have separate hit point totals for different sections. For example, you can attack and ruin a wagon wheel without destroying the whole wagon.


Saving Throws: Nonmagical, unattended items never make saving throws. They are considered to have failed their saving throws, so they always are affected by (for instance) a disintegrate spell. An item attended by a character (being grasped, touched, or worn) receives a saving throw just as if the character herself were making the saving throw.


Magic items always get saving throws. A magic item’s Fortitude, Reflex, and Will save bonuses are equal to 2 + one-half its caster level. Attended magic items either make saving throws as their owner or use their own saving throws, whichever are better. (Caster levels of magic items are covered in the Dungeon Master’s Guide.)

Strike a Weapon

You can use a melee attack with a slashing weapon to strike a weapon or shield that your opponent is holding. The attacking weapon must be no more than one size category smaller than the weapon attacked. (Treat a buckler as Small, a small shield as Medium-size, a large shield as Large, and a tower shield as Huge.) Doing so provokes an attack of opportunity from the opponent because you are diverting your attention from him to his armaments. Then you and the defender make opposed attack rolls. If you win, you have landed a good blow against the defender’s weapon or shield. Roll damage and deal it to the weapon or shield (see Strike an Object, above).


Magic Weapons and Shields: The attacker cannot damage a magic weapon or shield that has an enhancement bonus unless his own weapon has at least as high an enhancement bonus as the weapon or shield struck. Each +1 of enhancement bonus also adds 1 to the weapon’s or shield’s hardness and hit points. If your shield has a +2 enhancement bonus, you add 2 to its hardness and to its hit points.

Breaking Items

When you try to break something with sudden force rather than by dealing regular damage, use a Strength check to see whether you succeed. The DC depends more on the construction of the item than on the material. For instance, an iron door with a weak lock can be forced open much more easily than it can be hacked down.


If an item has lost half or more of its hit points, the DC to break it drops by 2.

Table 8–11: Size and AC of Objects

Size (Example)
AC Modifier
Size (Example)
AC Modifier

Colossal (broad 
–8
Medium-size (barrel)
+0

  side of a barn)

Small (chair)
+1

Gigantic (narrow 
–4
Tiny (tome)
+2

  side of a barn)

Diminutive (scroll)
+4

Huge (wagon)
–2
Fine (potion in 
+8

Large (big door)
–1
  a vial)

Table 8–12: Substance Hardness and Hit Points

Substance
Hardness
Hit Points

Paper
  0
  2/inch of thickness

Rope
  0
  2/inch of thickness

Glass
  1
  1/inch of thickness

Ice
  0
  3/inch of thickness

Wood
  5
10/inch of thickness

Stone
  8
15/inch of thickness

Iron
10
30/inch of thickness

Mithral
15
30/inch of thickness

Adamantite
20
40/inch of thickness

Table 8–13: Common Weapon and Shield


Hardness and Hit Points

Weapon
Example
Hardness
HP

Tiny blade
Dagger
10
1

Small blade
Short sword
10
2

Medium-size blade
Longsword
10
5

Large blade
Greatsword
10
10

Small metal-hafted weapon
Light mace
10
10

Medium-size metal-hafted weapon
Heavy mace
10
25

Small hafted weapon
Handaxe
  5
2

Medium-size hafted weapon
Battleaxe
  5
5

Large hafted weapon
Greataxe
  5
10

Huge club
Ogre’s club
  5
60

Buckler
—
10
5

Small wooden shield
—
  5
10

Large wooden shield
—
  5
15

Small steel shield
—
10
10

Large steel shield
—
10
20

Tower shield
—
  5
20

Table 8–14: DCs to Break or Burst Items

Strength Check to:
DC
Strength Check to:
DC

Break down simple door
13
Bend iron bars
24

Break down good door
18
Break down barred door
25

Break down strong door
23
Burst chain bonds
26

Burst rope bonds
23
Break down iron door
28

Table 8–15: Object Hardness and Hit Points

Object
Hardness
Hit Points
Break DC

Rope (1 inch diam.)
  0
  2
23

Simple wooden door
  5
10
13

Spear
  5
  2
14

Small chest
  5
  1
17

Good wooden door
  5
15
18

Treasure chest
  5
15
23

Strong wooden door
  5
20
23

Masonry wall (1 ft. thick)
  8
90
35

Hewn stone (3 ft. thick)
  8
540
50

Chain
10
  5
26

Manacles
10
10
26

Masterwork manacles
10
10
28

Iron door (2 in. thick)
10
60
28

Bull Rush

You can bull rush as an attack action or a charge action. When you bull rush, you attempt to push an opponent straight back instead of attacking him. You can only bull rush an opponent who is one size category larger than you, the same size, or smaller.


Initiating a Bull Rush: First, you move into the defender’s space. Moving in this way provokes an attack of opportunity from each foe that threatens you, probably including the defender. Any attack of opportunity made by anyone other than the defender against you during a bull rush has a 25% chance of accidentally targeting the defender instead, and any attack of opportunity by anyone other than you against the defender likewise has a 25% chance of accidentally targeting you. (When someone makes an attack of opportunity, she makes the attack roll and then rolls to see whether the attack went astray.)


Second, you and the defender make opposed Strength checks. You each add a +4 bonus for each size category you are above Medium-size or a –4 penalty for each size category you are below Medium-size. You get a +2 charge bonus if you were charging. The defender gets a +4 stability bonus if he has more than two legs or is otherwise exceptionally stable.


Bull Rush Results: If you beat the defender, you push him back 5 feet. If you wish to move with the defender, you can push him back up to a distance of an additional 1 foot for each point by which you exceed the defender’s check result. You can’t, however, exceed your normal movement limit. (Note: The defender provokes attacks of opportunity if he is moved. So do you, if you move with him. The two of you do not provoke attacks of opportunity from each other as a result of this movement.)


If you fail to beat the defender’s Strength check, you move 5 feet straight back to where you were before you moved into his space. If that space is occupied, you fall prone in that space (see Table 8–8: Attack Roll Modifiers).

Disarm

As a melee attack, you may make a disarm attempt. In doing so, you provoke an attack of opportunity from the defender. Then you and the defender make opposed attack rolls with your respective weapons. If the weapons are different sizes, the combatant with the larger weapon gets a bonus on the attack roll of +4 per difference in size category. If the defender is using a weapon in two hands, he gets an additional +4 bonus. If you beat the defender, the defender is disarmed. If you attempted the disarm action unarmed, you now have the weapon. Otherwise, it’s on the ground at the defender’s feet. If you fail, then the defender may immediately react and make an attempt to disarm you with the same sort of opposed melee attack roll.


Note: A defender wearing spiked gauntlets (page 100) can’t be relieved of the gauntlets by a disarm action. A defender using a weapon attached to a locked gauntlet (page 106) gets a +10 bonus to any disarm attempt made by an opponent.

Grapple

Grappling means wrestling and struggling hand-to-hand. It’s tricky to perform, but sometimes you want to pin foes instead of killing them, and sometimes you have no choice in the matter. For monsters, grappling can mean trapping you in a toothy maw (the purple worm’s favorite tactic) or holding you down so it can chew you up (the dire lion’s trick).

Grapple Checks

Repeatedly in a grapple, you need to make opposed grapple checks against an opponent. A grapple check is something like a melee attack roll. Your attack bonus on a grapple check is:

Base attack bonus + Strength modifier + special size modifier


Special Size Modifier: The special size modifier for a grapple check is as follows: Colossal +16, Gargantuan +12, Huge +8, Large +4, Medium-size +0, Small –4, Tiny –8, Diminutive –12, Fine –16. Use this number in place of the normal size modifier you use when making an attack roll.

Starting a Grapple

To start a grapple, you first need to grab and hold your target. Attempting to start a grapple is the equivalent of making a melee attack. If you get multiple attacks in a round, you can attempt to start a grapple multiple times (at successively lower base attack bonuses). A monk can use his unarmed attack rate of attacks per round while grappling.


Attack of Opportunity: You provoke an attack of opportunity from the target you are trying to grapple. If the attack of opportunity deals you damage, you fail to start the grapple. (Certain monsters that grapple do not provoke attacks of opportunity when they attempt to start a grapple.)


Grab: You make a melee touch attack to grab the target. If you fail to hit the target, you fail to start the grapple.


Hold: Make an opposed grapple check. If you succeed, you have started the grapple, and you deal damage to the target as if with an unarmed strike.

If you lose, you fail to start the grapple. You automatically lose an attempt to hold if the target is two or more size categories larger than you are (but you can still make an attempt to grab such a target, if that’s all you want to do).


Move In: To maintain the grapple, you must move into the target’s space. Moving, as normal, provokes attacks of opportunity from threatening enemies, but not from your target.


Grappling: You and your target are now grappling.

Joining a Grapple

If your target is already grappling someone else, then you can use an attack to start a grapple, as above, except that the target doesn’t get an attack of opportunity against you, and your grab automatically succeeds. You still have to make a successful opposed grapple check to deal damage and move in to be part of the grapple.

If You’re Grappling

When you are grappling (regardless of who started the grapple), you can make an opposed grapple check as an attack. If you win, you can do the following:


Damage Your Opponent: You deal damage as with an unarmed strike (1d3 points for Medium-size attackers or 1d2 points for Small attackers, plus Strength modifiers). If you want to deal normal damage, you suffer a –4 penalty on your grapple check.


Exception: Monks deal more damage on an unarmed strike than other characters, and the damage is normal. However, they can choose to deal their damage as subdual damage when grappling without paying the usual –4 penalty for changing normal damage to subdual damage (see Dealing Subdual Damage, page 135).


Pin: You hold your opponent immobile for 1 round. (If you get multiple attacks, you can use subsequent attacks to damage your opponent. You can’t use a weapon on a pinned character or attempt to damage or pin a second opponent while holding a pin on the first.) While you’re pinned, opponents other than the one pinning you get a +4 bonus on attack rolls against you (but you’re not helpless).


Break Another’s Pin: You can break the hold that an opponent has over an ally.


Escape: You can escape the grapple. You can take whatever movement you get. If more than one opponent is grappling you, your grapple check result has to beat all their check results to escape. (Opponents don’t have to try to hold you if they don’t want to.)

If You’re Pinned

When an opponent has pinned you, you are held immobile (but not helpless) for 1 round. You can make an opposed grapple check as a melee attack. If you win, you escape the pin, but you’re still grappling.

Other Grappling Options

In addition to making opposed grapple checks, you have a few other options while grappling.


Weapons: You can attack with a light weapon while grappling (but not while pinned or pinning). You can’t attack with two weapons while grappling.


Spells: You can attempt to cast a spell while grappling or even while pinned, provided its casting time is no more than 1 action, it has no somatic (S) components, and you have in hand any material components or focuses you might need. Any spell that requires precise and careful action, such as drawing a circle with powdered silver for protection from evil, is impossible to cast while grappling or being pinned. If the spell is one that you can cast while grappling, you still have to make a Concentration check (DC 20 + spell level) or lose the spell.


Wriggle Free: You can make an Escape Artist check (opposed by your opponent’s grapple check) to get out of a grapple or out of being pinned (so that you’re just being grappled). Doing so counts as a standard action; if you escape a grapple, you can also move in the same round.

Multiple Grapplers

Several combatants can be in a single grapple. Up to four combatants can grapple a single opponent in a given round. Creatures that are one size category smaller than you count for half, creatures that are one size category larger than you count double, and creatures two or more size categories larger count quadruple. For example, if you’re Medium-size, eight goblins (Small), four orcs (Medium-size), two ogres (Large), or a single hill giant (Huge) could grapple you. In the same way, four goblins (counting as two opponents) plus one ogre (counting as two opponents) could grapple you.


Additional enemies can aid their friends with the aid another action (page 135).

Grappling Consequences

While you’re grappling, your ability to attack others and defend yourself is limited.


No Threatened Area: You don’t threaten any area while grappling.


No Dexterity Bonus: You lose your Dexterity bonus to AC (if you have one) against opponents you aren’t grappling. (You can still use it against opponents you are grappling.)

Grenadelike Weapon Attacks

A grenadelike weapon is one that “splashes.” It has a broad enough effect that it can hurt characters just by landing close to them. Grenadelike weapons include flasks of acid and of alchemist’s fire. Attacks with grenadelike weapons are ranged touch attack rolls. Direct hits deal direct hit damage. (Grenadelike weapon damage is covered on Table 7–10: Grenadelike Weapons, page 114.)


If you miss your target, roll 1d6 to see how many feet away from the target the weapon lands. Add +1 foot for every range increment of distance that you threw the weapon. Then roll 1d8 to determine the direction in which the object deviated: 1 means long, 2 means long and to the right, 3 right, 4 short and right, 5 short, 6, short and left, 7 left, 8 long and left.


Once you know where the weapon landed, it deals splash damage (see Table 7–10: Grenadelike Weapons, page 114) to all creatures within 5 feet.

Mounted Combat

Riding a horse into battle gives you several advantages, provided you have the right horse and the right skills (see the Ride skill, page 72, and the Mounted Combat feat, page 83).


Horses in Combat: Warhorses and warponies serve readily as combat steeds. Light horses, ponies, and heavy horses, however, are frightened by combat. If you don’t dismount, you must make a Ride check (DC 20) each round as a move-equivalent action just to control such a horse. If you succeed, you can perform a partial action after the move-equivalent action. If you fail this Ride check, it is considered to have been a full-round action (which means you can’t do anything else until your next turn).


Your mount acts on your initiative as you direct it. You move at its speed, but the mount uses its action to move.


A horse (not a pony) is a long, Large creature (see Big and Little Creatures in Combat, page 131). It takes up more space on the battlefield than you do. A horse takes up a 5-foot-by-10-foot space, and you take up a space 5 feet across. For simplicity, assume that you occupy the back part of the horse.


Combat while Mounted: With a successful Ride check (DC 5), you can guide your mount with your knees so as to use both hands to attack or defend yourself while mounted.


If your mount moves more than 5 feet, you can only make a partial melee attack. Essentially, you have to wait until the mount gets to your enemy before attacking, so you can’t make a full attack.


When you attack a Medium-size or smaller creature that is on foot, you get the +1 bonus on melee attacks for being on higher ground.


When charging on horseback, you deal double damage with a lance.


You can use ranged weapons while your mount is taking a double move, but at a –4 penalty on the attack roll. You can use ranged weapons while your mount is running (quadruple speed), at a –8 penalty. In either case, you make the attack roll when your mount has completed half its movement. You can even exercise the full attack action while your mount is moving. Likewise, you can take move-equivalent actions normally (you are not using your personal move for much else), so that, for instance, you can load and fire a light crossbow in a round while your mount is moving.


Casting Spells while Mounted: You can cast a spell normally if your mount moves up to a normal move (its speed) either before or after you cast. If you have your mount move both before and after you cast a spell, then you’re casting the spell while the mount is moving, and you have to make a Concentration check due to the vigorous motion (DC 10 + spell level) or lose the spell. If the mount is running (quadruple speed), you can cast a spell when your mount has moved up to twice its speed, but your Concentration check is more difficult due to the violent motion (DC 15 + spell level).


If Your Mount Is Dropped in Battle: If your mount falls while you’re riding it, you have to succeed at a Ride check (DC 15) to make a soft fall. If the check fails, you take 1d6 points of damage.


If You Are Dropped: If you are knocked unconscious, you have a 50% chance to stay in the saddle (or 75% if you’re in a military saddle). Otherwise you fall and take 1d6 points of damage. Without you to guide it, the horse avoids combat.

Overrun

You can try to overrun as part of a charge action. You can only overrun an opponent who is one size category larger than you, the same size, or smaller. You can make only one overrun attempt per action.


An overrun takes place during the movement portion of a charge. With an overrun, you attempt to plow past or over your opponent (and move through his area).


First, you must move at least 10 feet in a straight line into the defender’s space (provoking attacks of opportunity normally).


Then the defender chooses either to avoid you or to block you. If he avoids you, you keep moving. (You can always move through the space occupied by someone who lets you by.) If he blocks you, make a trip attack against him (see Trip, below). If you succeed in tripping your opponent, you can continue your charge in a straight line as normal.


If you fail and are tripped in turn, you are prone in the defender’s space (see Table 8–8: Attack Roll Modifiers). If you fail but are not tripped, you have to move 5 feet back the way you came. If that space is occupied, you fall prone in that space.

Trip

You can try to trip an opponent as a melee attack. You can only trip an opponent who is one size category larger than you, the same size, or smaller.


Making a Trip Attack: Make a melee attack as a melee touch attack. If the attack succeeds, make a Strength check opposed by the defender’s Dexterity or Strength check (whichever ability score has the higher modifier). A combatant gets a +4 bonus for every size category he is larger than Medium-size or a –4 penalty for every size category he is smaller. The defender gets a +4 stability bonus on his check if he has more than two legs or is otherwise more stable than a normal humanoid. If you win, you trip the defender. If you lose, the defender may immediately react and make a Strength check opposed by your Dexterity or Strength check to try to trip you.


Being Tripped (Prone): A tripped character is prone (see Table 8–8: Attack Roll Modifiers). Standing up from prone is a move-equivalent action.


Tripping a Mounted Opponent: You may make a trip attack against a mounted opponent. The defender may use his Ride skill in place of his Dexterity or Strength check. If you succeed, you pull the rider from his mount.

Turn and Rebuke Undead

Good clerics and paladins and some neutral clerics can channel positive energy, which drives off (turns) or destroys undead. Evil clerics and some neutral clerics can channel negative energy, which awes (rebukes), controls (commands), or bolsters undead.

How Turning Works

Jozan, the cleric, and his friends confront a pack of seven ghouls led by a ghast. Calling on the goodness and power of Pelor, Jozan raises his sun disk and attempts to drive the undead away.


First, his player, Skip, makes a turning check (1d20 + Charisma modifier) to see what the most powerful undead creature is that Jozan can turn in this action. His result is 9, so he can only turn undead that have less Hit Dice than he has levels. Jozan is 3rd level, so he can turn creatures with 2 Hit Dice (such as ghouls) or 1 Hit Die (such as skeletons) but nothing with more Hit Dice (such as a ghast). He does not have twice as many levels as either the ghouls or ghasts, so he will not destroy any of them.


Next, Skip rolls his turning damage (2d6 + Jozan’s level + Charisma modifier) to see how many total Hit Dice of creatures he can turn. His result is 11. That’s enough to turn away the five closest ghouls (accounting for 10 HD out of the maximum of 11). That leaves two ghouls and the ghast. (The extra HD of turning is wasted, because there are no undead present with 1 Hit Die.)


On Jozan’s second round, he attempts to turn undead again. This time, his turning check result is 21—enough to turn undead creatures of up to 6 HD. His turning damage roll, however, is only 7, so he can only turn 7 HD worth of creatures. He turns the two nearest undead (2-HD ghouls), but the remaining 3 HD of turning isn’t enough to turn the 4-HD ghast.

Turning Checks

Turning undead is a supernatural ability that a cleric can perform as a standard action. It does not provoke attacks of opportunity. You must present your holy symbol to turn undead. Turning is considered an attack.


Times per Day: You may attempt to turn undead a number of times per day equal to 3 + your Charisma modifier. This number can be increased by the Extra Turning feat (page 32).


Range: You turn the closest turnable undead first, and you can’t turn undead that are more than 60 feet away or that have total cover relative to you.


Turning Check: The first thing you do is roll a turning check to see how powerful an undead creature you can turn. This is a Charisma check (1d20 + your Charisma modifier). Table 8–16: Turning Undead gives you the Hit Dice of the most powerful undead you can affect, relative to your level. With a given turning attempt, you can turn no undead creature whose Hit Dice exceed the result on this table.


Turning Damage: If your roll on Table 8–16: Turning Undead is high enough to let you turn at least some of the undead within 60 feet, roll 2d6 + your cleric level + your Charisma modifier for turning damage. That’s how many total Hit Dice of undead you can turn.


If your Charisma score is average or low, it’s possible (but unusual) to roll fewer Hit Dice turned than indicated on Table 8–16: Turning Undead. In this case, you may not have the power to turn even a single undead creature. For instance, a 1st-level cleric with an average Charisma score could get a turning check result of 19 (cleric’s level +3, or 4 HD), which is enough to turn a wight, but then roll only 3 on his turning damage roll—not enough to turn that wight after all.


You may skip over already turned undead that are still within range, so that you do not waste your turning capacity on them.


Effect and Duration of Turning: Turned undead flee you by the best and fastest means available to them. They flee for 10 rounds (1 minute). If they cannot flee, they cower (giving any attack rolls against them a +2 bonus). If you approach within 10 feet of them, however, they overcome being turned and act normally. (You can stand within 10 feet without breaking the turning effect. You just can’t approach them.) You can attack them with ranged attacks (from at least 10 feet away), and others can attack them in any fashion, without breaking the turning effect.


Destroying Undead: If you have twice as many levels (or more) as the undead have Hit Dice, you destroy any that you would normally turn.

Table 8–16: Turning Undead


Turning Check
Most Powerful Undead


Result
Affected (Maximum Hit Dice)


Up to 0
Cleric’s level – 4


1–3
Cleric’s level – 3


4–6
Cleric’s level – 2


7–9
Cleric’s level – 1


10–12
Cleric’s level


13–15
Cleric’s level + 1


16–18
Cleric’s level + 2


19–21
Cleric’s level + 3


22+
Cleric’s level + 4

Evil Clerics and Undead

Evil clerics channel negative energy to rebuke (awe) or command (control) undead rather than channeling positive energy to turn or destroy them. An evil cleric makes the equivalent of a turning check. Undead that would be turned are rebuked instead, and those that would be destroyed are commanded.


Rebuked: A rebuked undead creature cowers as if in awe. (Attack rolls against the creature get a +2 bonus.) The effect lasts 10 rounds.


Commanded: A commanded undead creature is under the mental control of the evil cleric. The cleric must take a standard action to give mental orders to a commanded undead. At any one time, the cleric may command any number of undead whose total Hit Dice do not exceed his level. He may voluntarily relinquish command on any commanded undead creature or creatures in order to command new ones.


Alternatively, an evil cleric may command a single undead creature with more Hit Dice than he has levels, but he must concentrate continuously to do so (as in concentrating to maintain a spell), and he can command no other undead at the same time.


Dispelling Turning: An evil cleric may channel negative energy to dispel a good cleric’s turning effect. The evil cleric makes a turning check as if attempting to rebuke the undead. If the turning check result is equal to or greater than the turning check result that the good cleric scored when turning the undead, then the undead are no longer turned. The evil cleric rolls turning damage of 2d6 + cleric level + Charisma modifier to see how many Hit Dice worth of undead he can affect in this way (as if he were rebuking them).


Bolstering Undead: An evil cleric may also bolster undead creatures against turning in advance. He makes a turning check as if attempting to rebuke the undead, but the Hit Dice result on Table 8–16: Turning Undead becomes the undead creatures’ effective Hit Dice as far as turning is concerned (provided the result is higher than the creatures’ actual Hit Dice). The bolstering lasts 10 rounds.

Neutral Clerics and Undead

A neutral cleric (one who is neither good nor evil) can either turn undead but not rebuke them, or rebuke undead but not turn them. When you create a neutral cleric, decide which effect he has on undead. That is the effect he has from then on. Essentially, the neutral cleric has the turning abilities either of a good cleric or of an evil one. Some deities specify what effect their neutral clerics must have on undead.


Even if a cleric is neutral, channeling positive energy is a good act and channeling negative energy is evil.

Paladins and Undead

Paladins can turn undead as if they were clerics of two levels lower than they actually are. That means a paladin can’t turn undead until 3rd level, at which point she turns undead as if she were a 1st-level cleric.

Other Uses for Energy

Positive or negative energy may have uses other than affecting undead. For example, a holy site might be guarded by a magic door that opens for any good cleric who can make a turning check high enough to affect a 3-HD undead and that shatters for an evil cleric who can make a similar check.

Unarmed Attacks

Striking for damage with punches, kicks, and head butts is like attacking with a weapon, except for the following:


Attacks of Opportunity: Attacking unarmed provokes an attack of opportunity from the character you attack, provided she is armed. The attack of opportunity comes before your attack. An unarmed attack does not provoke attacks of opportunity from other foes, as shooting a bow does, nor does it provoke an attack of opportunity from an unarmed foe. You provoke the attack of opportunity because you have to bring your body close to your opponent.


“Armed” Unarmed Attacks: Sometimes a character or creature attacks unarmed but still counts as armed. A monk, a character with the Improved Unarmed Strike feat (page 83), a spellcaster delivering a touch attack spell, and a creature with claws, fangs, and similar natural physical weapons all count as armed. Note that being armed counts for both offense and defense. Not only does a monk not provoke an attack of opportunity when attacking an armed foe, but you provoke an attack of opportunity from a monk if you make an unarmed attack against her.


Unarmed Strike Damage: An unarmed strike from a Medium-size character deals 1d3 points of damage (with your Strength modifier, as normal). A Small character’s unarmed strike deals 1d2 points of damage. All damage is subdual damage. Unarmed strikes count as light weapons (for purposes of two-weapon attack penalties and so on).


Dealing Normal Damage: You can specify that your unarmed strike will deal normal damage before you make your attack roll, but you suffer a –4 penalty on your attack roll because you have to strike a particularly vulnerable spot to deal normal damage.

