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E
very foot of m

ovem
ent in difficult terrain 

costs 1  extra foot. T
his rule is true even if m

ultiple things in a 
space count as difficult terrain. T

he space of another 
creature, w

hether hostile or not, also counts as difficult 
terrain. 

 Y
ou can drop prone w

ithout using any of your 
speed. S

tanding up takes m
ore effort; doing so costs an 

am
ount of m

ovem
ent equal to half your speed. T

o m
ove w

hile 
prone, you m

ust craw
l or use  m

agic such as teleportation. 
E

very foot of m
ovem

ent w
hile craw

ling costs 1 extra foot. 
C

raw
ling 1 foot in difficult terrain, therefore, costs 3 feet of 

m
ovem

ent.
Y

ou can m
ove through a 

nonhostile creature’s space. In contrast, you can m
ove 

through a hostile creature’s space only if the creature is at 
least tw

o sizes larger or sm
aller than you. R

em
em

ber that 
another creature’s space is difficult terrain for you. W

hether a 
creature is a friend or an enem

y, you  can’t w
illingly end your 

m
ove in its space. If you leave a hostile creature’s reach 

during your  m
ove, you provoke an opportunity attack.

If a flying creature is knocked prone, has its 
speed reduced to 0, or is otherw

ise deprived of the ability to 
m

ove, the creature falls, unless it has the ability to hover or it 
is being held aloft by m

agic. 
E

ach creature takes up a different am
ount of 

space. T
he S

ize C
ategories table show

s how
 m

uch space a 
creature of a particular size controls in com

bat. O
bjects 

som
etim

es use the sam
e size categories.

A
 creature’s space is the area in feet that it effectively 

controls in com
bat, not an expression of its physical 

dim
ensions. A

 typical M
edium

 creature isn’t 5ft w
ide, for 

exam
ple, but it does control a space that w

ide.
A

 creature can squeeze 
through a space that is large enough for a creature one size 
sm

aller than it. W
hile squeezing through a space, a creature 

m
ust spend 1 extra foot for every foot it m

oves there, and it 
has disadvantage on attack rolls and D

exterity saving throw
s. 

A
ttack rolls against the creature have advantage w

hile it’s in 
the sm

aller space. 

C
ertain special abilities, spells, and situations 

allow
 you to take a special action called a reaction. A

 
reaction is an instant response to a trigger of som

e kind, 
w

hich can occur on your turn or on som
eone else’s. T

he 
opportunity attack is the m

ost com
m

on type of reaction. 
W

hen you take a reaction, you can’t take another one until 
the start of your next turn. If the reaction interrupts another 
creature’s turn, that creature can continue its turn right after 
the reaction.

Y
ou can m

ake an opportunity attack w
hen a  hostile 

creature that you can see m
oves out of your reach. T

o m
ake 

the opportunity attack, you use your reaction to m
ake one 

m
elee attack against the provoking creature. T

he attack 
occurs right before the creature leaves your reach.

 E
ach spell has a casting tim

e, w
hich specifies 

w
hether the caster m

ust use an action, a bonus action, a 
reaction, m

inutes, or even hours to cast the spell. C
asting a 

spell is, therefore, not necessarily an action. M
ost spells do 

have a casting tim
e of 1 action.

V
arious C

lass F
eatures let you perform

 a 
reaction. T

he C
utting W

ords feature, for exam
ple, allow

s a 
bard to take a R

eaction.

V
arious class features, spells, and other 

abilities let you take an additional action on your turn called a 
bonus action. Y

ou can take a bonus action only w
hen a 

special ability, spell, or other feature of the gam
e states that 

you can do som
ething as a bonus action. Y

ou otherw
ise 

don’t have a bonus action to take. Y
ou can take only one 

bonus action on your turn,  so you m
ust choose w

hich bonus 
action to use w

hen you have m
ore than one available. Y

ou 
choose w

hen to take a bonus action during  your turn, unless 
the bonus action’s tim

ing is specified, and anything that 
deprives you of your ability to take actions also prevents you 
from

 taking a bonus action.
U

sing T
w

o-W
eapon F

ighting, w
hen you take 

the A
ttack action and attack w

ith a light m
elee w

eapon that 
you’re holding in one hand, you can use a bonus action to 
attack w

ith a different light m
elee w

eapon that you’re holding 
in the other hand. Y

ou don’t add your ability m
odifier to the 

dam
age of the bonus attack, unless that m

odifier is negative.  
If either w

eapon has the throw
n property, you can  throw

 the 
w

eapon, instead of m
aking a m

elee attack w
ith it. 

 E
ach spell has a casting tim

e, w
hich specifies 

w
hether the caster m

ust use an action, a bonus action, a 
reaction, m

inutes, or even hours to cast the spell. C
asting a 

spell is, therefore, not necessarily an action. M
ost spells do 

have a casting tim
e of 1 action.

V
arious C

lass F
eatures let you take a bonus 

action on Y
our T

urn. T
he C

unning A
ction feature, for 

exam
ple, allow

s a rogue to take a B
onus A

ction.

 W
ith this action, you m

ake one m
elee or ranged attack. S

ee 
the “M

aking an A
ttack” section for the rules that govern attacks.

 E
ach spell has a casting tim

e, w
hich specifies w

hether 
the caster m

ust use an action, a bonus action, a reaction, m
inutes, or 

even hours to cast the spell. C
asting a spell is, therefore, not 

necessarily an action. M
ost spells do have a casting tim

e of 1 action.
 Y

ou gain extra m
ovem

ent for the current turn. T
he increase 

equals your speed, after applying any m
odifiers. A

ny increase or 
decrease to your speed changes this additional m

ovem
ent by the 

sam
e am

ount. 
If you take the D

isengage action, your m
ovem

ent doesn’t 
provoke opportunity attacks for the rest of the turn.

 U
ntil the start of your next turn, any attack roll m

ade against 
you has disadvantage if you can see the attacker, and you m

ake 
D

exterity saving throw
s w

ith advantage. Y
ou lose this benefit if you 

are incapacitated or if your speed drops to 0.
T

he creature you aid gains advantage on the next ability check 
it m

akes to perform
 the task you are helping w

ith, provided that it 
m

akes the check before the start of your next turn. A
lternatively, you 

can aid a friendly creature in attacking a creature w
ithin 5 feet of you. 

Y
ou feint, distract the target, or in som

e other w
ay team

 up to m
ake 

your ally’s attack m
ore effective. If your ally attacks the target before 

your next turn, the first attack roll is m
ade w

ith advantage.
W

hen you take the H
ide action, you m

ake a D
exterity (S

tealth) 
check in an attem

pt to hide, follow
ing the rules for hiding. If you 

succeed, you gain certain benefits, as described in the “U
nseen 

A
ttackers and T

argets” section.
 Y

ou act using your reaction before the start of your next turn. 
Y

ou decide w
hat circum

stance w
ill trigger your reaction. T

hen, you 
choose the action you w

ill take in response to that trigger, or you 
choose to m

ove up to your speed in response to it. W
hen the trigger 

occurs, you can either take your reaction right after the trigger 
finishes or ignore the trigger. W

hen you ready a spell, you cast it as 
norm

al but hold its energy, w
hich you release w

ith your reaction 
w

hen the trigger occurs. T
o be readied, a spell m

ust have a casting 
tim

e of 1 action, and holding onto the spell’s m
agic requires 

concentration. If your concentration is broken, the spell dissipates 
w

ithout taking effect.
 D

epending on the nature of your search, the G
M

 m
ight have 

you m
ake a W

isdom
 (P

erception) check or an Intelligence 
(Investigation) check.

 W
hen an object requires your action for its use, you 

take the U
se an O

bject action.
V

arious class features let you take an action on your turn.

E
very foot of m

ovem
ent in difficult terrain 

costs 1  extra foot. T
his rule is true even if m

ultiple things in a 
space count as difficult terrain. T

he space of another 
creature, w

hether hostile or not, also counts as difficult 
terrain. 

 Y
ou can drop prone w

ithout using any of your 
speed. S

tanding up takes m
ore effort; doing so costs an 

am
ount of m

ovem
ent equal to half your speed. T

o m
ove w

hile 
prone, you m

ust craw
l or use  m

agic such as teleportation. 
E

very foot of m
ovem

ent w
hile craw

ling costs 1 extra foot. 
C

raw
ling 1 foot in difficult terrain, therefore, costs 3 feet of 

m
ovem

ent.
Y

ou can m
ove through a 

nonhostile creature’s space. In contrast, you can m
ove 

through a hostile creature’s space only if the creature is at 
least tw

o sizes larger or sm
aller than you. R

em
em

ber that 
another creature’s space is difficult terrain for you. W

hether a 
creature is a friend or an enem

y, you  can’t w
illingly end your 

m
ove in its space. If you leave a hostile creature’s reach 

during your  m
ove, you provoke an opportunity attack.

If a flying creature is knocked prone, has its 
speed reduced to 0, or is otherw

ise deprived of the ability to 
m

ove, the creature falls, unless it has the ability to hover or it 
is being held aloft by m

agic. 
E

ach creature takes up a different am
ount of 

space. T
he S

ize C
ategories table show

s how
 m

uch space a 
creature of a particular size controls in com

bat. O
bjects 

som
etim

es use the sam
e size categories.

A
 creature’s space is the area in feet that it effectively 

controls in com
bat, not an expression of its physical 

dim
ensions. A

 typical M
edium

 creature isn’t 5ft w
ide, for 

exam
ple, but it does control a space that w

ide.
A

 creature can squeeze 
through a space that is large enough for a creature one size 
sm

aller than it. W
hile squeezing through a space, a creature 

m
ust spend 1 extra foot for every foot it m

oves there, and it 
has disadvantage on attack rolls and D

exterity saving throw
s. 

A
ttack rolls against the creature have advantage w

hile it’s in 
the sm

aller space. 

E
very foot of m

ovem
ent in difficult terrain 

costs 1  extra foot. T
his rule is true even if m

ultiple things in a 
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he space of another 
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illingly end your 

m
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m
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 creature isn’t 5ft w
ide, for 

exam
ple, but it does control a space that w

ide.
A

 creature can squeeze 
through a space that is large enough for a creature one size 
sm

aller than it. W
hile squeezing through a space, a creature 

m
ust spend 1 extra foot for every foot it m

oves there, and it 
has disadvantage on attack rolls and D

exterity saving throw
s. 

A
ttack rolls against the creature have advantage w

hile it’s in 
the sm

aller space. 


