
[image: image1.png]Forgotten Realms

wakening




d 2 0  C o m b a t  S t r a t e g y  G u i d e 

Combat

What you can do in a round:  a) One standard action and one move action, plus free actions

or  b) One full-round action

 If you’re flatfooted: a) One standard action, and move 5 ft. or b) One move action or

 c) Start a full-round action (which is completed the next round as a FREE action) or d) Double move
	Action
	AO?
	Use

	Melee Atk
	No
	Make a single melee attack against an adjacent target

	Ranged Atk
	Yes
	Make a ranged attack; provokes an attack of opportunity

	Unarmed Atk
	Maybe
	Make a melee attack w/o a weapon, provokes an ao if target is armed 

	Double move
	Maybe
	Move double your speed. Targets cannot ao unless you move into their space.

	Charge
	No
	Move in a straight line, up to x2 spd, at least 10 ft. +2 atk, -2 ac for 1 round 

	Partial charge
	No
	(flat-foot version) Same as above, except you can’t move up to x2 your spd

	Ready
	No
	Choose a standard or move action to perform under a certain condition, or counterspell

	Cast a spell
	Yes
	Casts a 1-action spell. If a full-round spell, you may only move 5 ft afterward

	Aid another
	No
	If you are adjacent to an ally who is engaged in melee combat, make an atk roll vs. AC 10. If you, hit, give your ally +2 Attack, or +2 AC 

	Bull rush
	No
	You can either melee attack or charge to start a bull rush. Move into target’s space, provoke ao, all ao’s from people other than target have 25% chance of attacking target instead of you. Make Str check vs. target Str. +4 for each category above medium-sized, -4 for each category below medium-sized. If success, move target back 5 ft. and up to +1 ft. for each point you exceed his Str result.  

	Grapple
	Yes
	You provoke ao from target. If ao deals you damage, your grapple fails. Hit target with a melee touch attack or fail to start grapple. Then, make grapple check vs. target’s (base attack+Str+size mod). If you lose, you fail to start grapple. If your target is already grappling, they can’t ao against you. 

	Escape grapple
	No
	To break out of a pin or a grapple, make an Escape Artist check vs. target’s grapple

	Grapple attack
	No
	If grappling, you can do the following by beating your target’s grapple check: 

1) Deal unarmed damage or w/ light weapon  2) Pin target to ground for one round (+4 atk rolls against target while pinned), 3) Cast non-somatic/material spells (after Conc. Check vs. 20+spell lv) 4)  Break an ally out of a pin     

	Disarm
	Yes
	Target gets ao vs. you. Make an attack roll vs target’s attack roll. +4 for each size category of difference between weapons. Target gets +4 if holding weapon in 2 hands. If you win, defender is disarmed. If you disarmed defender w/ unarmed atk, you get weapon. If you fail, defender gets to try and disarm you.

	Trip
	No
	Melee touch attack vs target. If you hit, make a Str check vs target’s Str or Dex (they choose). +4 for each category larger than target. +4 if more than 2 legs. If you win, defender is tripped. If you lose, defender gets to try to disarm you. 

	Use a feat
	Varies
	Depending on feat, the action may provoke ao or not

	Overrun
	No
	If you’re charging and someone is in your way whose no more than 1 size category larger than you, move at least 10 ft. before hitting his space and defender may avoid or block you. If blocked, you must trip him. If fail and you’re not counter tripped, move 5 ft. back way you came. 

	Use a skill
	Usually
	Depending on skill, the action may provoke ao or not.

	Use magic item
	Maybe
	Depending on item, the action may provoke ao or not

	Use spell-like ability
	Yes
	You use a spell-like ability, such as the spells a gnome or aasimar get

	Use supernatural/ extraordinary ability
	No
	You use a supernatural/extraordinary ability, such as the abilities a mind flayer gets

	Turn/Rebuke/

Command Undead
	No
	You t/r/c the closest undead to you within 60 ft. d20+charisma. Check table on page 140 to see how powerful of a turning it will be. If you affect the undead, they take 2d6+clr lv+cha mod damage. This is the damage dealt to each, and how many are affected. They flee 10 rounds, any atks against +2.

	Attack an object
	Yes
	See page 135. Deal damage vs object, can completely rip item to shreds by Dmg or Str checks

	Total defense
	No
	+4 AC.  You can’t do anything else except move your speed. 


Standard Actions

	Cast defensively
	No
	Your spell does not provoke ao, however you must make Concentration vs. 15 or lose the spell

	Fight defensively
	No
	-4 and all attacks for round, +2 AC for round


Move Actions

	Move
	No
	Move up to your base speed, or ¼ speed if climbing

	Draw a weapon
	No
	If +1 base atk or more, combine w/normal move. If Two-weapon fighter, draw TWO light or 1-hand

	Sheathe a weapon
	Yes
	Put a weapon away

	Ready/lose shield
	No
	If +1 base atk or more, combine w/normal move.

	Load hand/light crossbow
	Yes
	Put a bolt in a crossbow. 

	Mount/dismount
	No
	Get on or off of a mount creature

	Control frightened mount
	Yes
	If the creature you are riding becomes frightened, you must expend a move action to calm it

	Misc. Actions
	Yes
	Pick up an item, retrieve stored item, move heavy object, etc.

	Misc. Actions
	No
	Open a door, stand up from prone, etc.


Full-Round Actions

	Refocus
	No
	Initiative acts as if you rolled a 20 on the check

	Run
	Yes
	Move x4 your speed

	Climb ½ spd
	No
	Climb at the speed of ½ of your base speed

	Coup de grace
	Yes
	Must be adjacent, target is helpless. Auto hit and crit. If still alive, fort vs 10+dmg. Sneak atk works.

	Light a torch
	Yes
	Set it aflame. Applies to burning other things down, as well.

	Load heavy/repeating crossbow
	Yes
	Put a bolt in a crossbow.

	Lock/unlock gauntlet
	Yes
	If you have a weapon locked in a gauntlet, you may unfasten it.

	Throw oil
	Yes
	Throw a pint of oil. Best combined with a successive fire attack.

	Use potion on KOed ally 
	Yes
	Stuff some curative solution down a knocked out ally’s throat

	Throw weapon
	Yes
	Only applies to a two-handed weapon. Otherwise, it will be a standard action.


Free-Action of Note

	Delay
	No
	Take a number off of your initiative that is at most of 10 less than your initiative bonus
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