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d20  3.5  C o m b a t  S t r a t e g y  G u i d e  v. 3.5 
What you can do in a round: A) One standard action and one move action B) One full-round action or C) Two move actions 

If you’re flatfooted: A) One standard action B) One move action or C) Don’t act this round, instead, choose a full-round action. Next round, use up a standard action to finish the full-round action. This can be done any round.

(Note: NEVER use a special action just to break from the norm. Use one when it is strategically and numerically sensible.)

STANDARD ACTIONS

	Standard Action
	PHB


	AO1
	Abbreviated Description (AO: Attack of Opportunity)

	Attack (melee)
	139
	No
	Strike an opponent 5 ft away, longer if using a reach weapon

	Attack (ranged)
	139
	Yes
	Shoot or throw at a target that is within max range (5 increments for thrown, 10 for projectile)

	Attack (unarmed)
	139
	Yes
	Physical strike. No attack of opportunity if you have Improved Unarmed Strike.

	Activate magic item (not potion/oil)
	142
	No
	Utter the command word or trigger the mechanism to use a magic item

	Aid Another
	154
	Maybe2
	If you’re in melee with a target that is also in melee with another ally, make an attack vs. AC 10. If successful, that adjacent ally gains either +2 AC or +2 Atk.

	Bull Rush
	154
	No
	Move into target’s square, 25% chance of ao mix-up, Make opposed str checks with size modifier added. Push back 5 ft + 5 ft for every 5 pts you beat him by 

	Cast Spell (1 round cast time)
	169
	Yes
	Carry out a spell with a 1-round cast time.

	Concentrate to maintain spell
	140
	No
	Make a check each round against all possible distractions to keep spell going.

	Dismiss a spell
	142
	No
	Stop an active spell, such as alter self.

	Draw a hidden weapon
	81
	No
	Use Sleight of hand skill to draw a concealed weapon.

	Drink potion/apply oil
	-----
	Yes
	Activate a potion or an oil as a standard action.

	Escape a grapple
	156
	No
	Win an opposed grapple check (can use Escape Artist), must beat each grappler 

	Feint
	155
	No
	Your bluff vs. sense motive + base atk. If you win, target is flat-foot for you next round. 

	Light torch with a tinderwig
	129
	Yes
	Use the alchemical device to create fire.

	Lower spell resistance
	177
	No
	Voluntarily drop your spell resistance in order to accept a spell.

	Stabilize a dying friend
	75
	Yes
	Use Heal skill vs. DC 15 to stop an ally from bleeding to death.

	Overrun
	157
	No
	Step into target’s space, may be avoided, opposed str/str or dex checks, then you either knock target down or you get knocked back 5 ft. and fall

	Read a scroll
	142
	Yes
	Activate a spell from a scroll (doesn’t use up spell slots)

	Ready
	160
	No
	Choose standard/move/free action and conditions in which they occur.

	Sunder a weapon (attack)
	158
	Yes
	Attempt to bypass hardness and hp with a weapon attack

	Sunder an object (attack)
	158
	Maybe3
	Attempt to bypass hardness and hp with a weapon attack

	Total defense
	142
	No
	You gain +4 AC this round

	Turn or rebuke undead
	159
	No
	A turning check to force undead to flee, die, or come under your command

	Use extraordinary ability
	142
	No
	Use one of the few non-reaction type

	Use a skill that takes 1 action
	145
	Usually
	Use a skill. Check skills chapter to see if it is a 1 action skill.

	Use spell-like ability
	142
	Yes
	Utilize a spell-like ability.

	Use supernatural ability
	142
	No
	Utiliuze a supernatural ability.


MOVE ACTIONS

	Move Action
	PHB


	AO1
	Abbreviated Description (AO: Attack of Opportunity)

	Move
	138
	Yes
	Move your speed. Difficult terrain- each space x2, diagonal- x3.

	Control a frightened mount
	80
	Yes
	Stop a non-war mounts from fleeing combat

	Direct or redirect an active spell
	143
	No
	Some spells can be change in target and area. This does that w/o concentration

	Draw a weapon4
	142
	No
	Unsheathe the blade of your choosing

	Load hand or light crossbow
	-----
	Yes
	Loads one bolt in a hand or light crossbow

	Open or close a door
	-----
	No
	Opens or closes a door, window, or portal of some type

	Mount a horse or dismount
	143
	No
	Use the Ride skill to get on or off of a mount

	Move a heavy object
	-----
	Yes
	Move a boulder or some heavy obstruction out of the way

	Pick up an item
	-----
	Yes
	Grab an object on the ground

	Sheathe a weapon
	142
	Yes
	Put your weapon into a scabbard

	Stand up from prone
	143
	Yes
	Get up after being knocked off your feet

	Ready or lose a shield
	142
	No
	Prepare or drop a shield

	Retrieve a stored item
	-----
	Yes
	Get an item out of a nearby pack or container


FULL-ROUND ACTIONS

	Full-Round Action
	PHB


	AO1
	Abbreviated Description (AO: Attack of Opportunity)

	Full Attack
	143
	No
	Attack with multiple strikes. You can choose which one hits first.

	Charge5
	154
	No
	Move at least 10 ft. and upt to x2 speed. +2 attack, -2 AC till next turn.

	Deliver coup de grace
	153
	Yes
	Critical hit, fortitute DC vs 10+damage dealt or dies.

	Escape from net 
	119
	Yes
	Get out of a net or net-like weapon.

	Extinguish flames
	-----
	No
	Put out a fire

	Light a torch
	-----
	Yes
	Start a fire with a torch

	Load a heavy or repeating crossbow
	-----
	Yes
	Load a bolt or a clip of bolts

	Lock or unlock weapon in a locked gauntlet
	-----
	Yes
	Weapons secured in a gauntlet can be unlocked and dropped

	Prepare to throw splash weapon
	158
	Yes
	Attack a space with a weapon that affects an area on the battlefield

	Run
	144
	Yes
	Quadruples your base move

	Use skill that takes one round
	142
	Usually
	Use a skill. Check skills chapter to see if it is a 1 round skill.

	Use touch spell on up to 6 allies
	141
	Yes
	Touch nearby allies to give them special abilities through spell use

	Withdraw5
	143
	No
	Move double your speed, the square you move out of is not threatened


FREE ACTIONS

	Free Action
	PHB


	AO1
	Abbreviated Description (AO: Attack of Opportunity)

	Cast a quickened spell
	98
	No
	Cast a spell you’ve taken the quickened spell feat with

	Cease concentration on a spell
	144
	No
	Stop concentrating on an active spell

	Drop an item
	144
	No
	Drop something on your person

	Drop to the floor
	144
	No
	Fall prone 

	Prepare spell components6
	-----
	No
	Use the necessary materials to cast a spell

	Speak
	-----
	No
	Have your PC say something


NO ACTION

	Non-Action
	PHB


	AO1
	Abbreviated Description (AO: Attack of Opportunity)

	Delay
	160
	No
	Change your initiative to anything lower than your current score

	5-foot step
	144
	No
	Move 5-ft in any direction


ACTION TYPE VARIES

	Varied Action
	PHB


	AO1
	Abbreviated Description (AO: Attack of Opportunity)

	Disarm7
	155
	Yes
	If ao doesn’t hit and you win opposed attack, the weapon is dropped 

	Grapple7
	155
	Yes
	If ao doesn’t hit, melee touch hits, and opposed grapple hits, see 155. 

	Trip an opponent7
	158
	No
	Unarmed melee touch attack. If hit, make Str vs.opponent’s Str or Dex. If you win, you trip the defender. Mounted targets can make a ride instead of a check.

	Use feat8
	145
	Varies
	Use a feat your character has acquired








1 Regardless of the action, if you move out of a threatened square, you usually provoke ao. This indicates whether the action itself, not moving, provokes ao. 


2 If aiding someone performing an action that would normally provoke ao, then the act of aiding another provokes ao as well.


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


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


5May be taken as a standard action if you’re limited to only making a single action in a round.  


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


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


8The description of a feat defines its effect 
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