
d&d actions cheat sheet
d&d actions cheat sheet provides an essential resource for both new and experienced players
navigating the complex mechanics of Dungeons & Dragons 5th Edition. Understanding the various
actions available during a character’s turn is crucial for effective gameplay, strategic combat
decisions, and smooth session flow. This comprehensive guide covers all standard actions, bonus
actions, reactions, and special maneuvers, delivering a clear and concise overview that players can
quickly reference. Whether you need reminders on how to perform an Attack, Cast a Spell, or use the
Dash action, this cheat sheet helps clarify the rules and options available. Additionally, it explores
optional and variant actions, making it easier to optimize your character’s potential. The following
sections break down each action type, their uses, and key details, ensuring you have a reliable tool
for mastering turn-based gameplay in D&D.

Standard Actions in D&D

Bonus Actions Explained

Understanding Reactions

Movement and Positioning Actions

Special and Optional Actions

Standard Actions in D&D
The core of any character’s turn in Dungeons & Dragons 5th Edition revolves around standard actions.
These are the primary activities a character can perform during their turn, typically involving attacks,
spellcasting, or other impactful maneuvers. The d&d actions cheat sheet categorizes these actions to
help players quickly identify what is available to them and how to execute them effectively.

Attack
The Attack action is one of the most common and fundamental actions in combat. It allows a
character to make one melee or ranged weapon attack. Characters with the Extra Attack feature can
make multiple attacks when they take the Attack action. This action is central to most martial classes
and is often the default choice in combat rounds.

Cast a Spell
Casting a spell is another standard action that involves using a character’s spellcasting ability to
invoke magical effects. Most spells require the Cast a Spell action, and the specifics depend on the
spell’s casting time and components. It is important to note that some spells have casting times other
than one action, but the majority fall under this category.



Dash
The Dash action allows a character to move up to twice their speed on their turn, effectively doubling
their movement distance. This action is useful for closing gaps, retreating, or repositioning
strategically during combat.

Disengage
When a character takes the Disengage action, their movement during the turn does not provoke
opportunity attacks from enemies. This action is essential for tactical retreats or maneuvering around
the battlefield safely.

Dodge
The Dodge action increases a character’s survivability by imposing disadvantage on attack rolls
against them until the start of their next turn. Additionally, the character gains advantage on
Dexterity saving throws, making it a valuable defensive option.

Help
Using the Help action grants an ally advantage on their next ability check or attack roll against a
creature within 5 feet. This cooperative action supports teamwork and can turn the tide in challenging
encounters.

Hide
The Hide action allows a character to attempt to become unseen by making a Dexterity (Stealth)
check. Successfully hiding can provide tactical advantages such as avoiding attacks or setting up
surprise attacks.

Ready
The Ready action lets a character prepare to take an action as a reaction in response to a specified
trigger. This requires specifying the exact action and trigger, providing tactical flexibility during
combat.

Search
The Search action involves actively looking for something, such as hidden creatures, traps, or secret
doors. This typically requires a Wisdom (Perception) or Intelligence (Investigation) check, depending
on the situation.



Use an Object
This action allows a character to interact with an object in a way that requires more effort than a
simple interaction, such as pulling a lever, opening a locked door, or drinking a potion.

Bonus Actions Explained
Bonus actions are additional activities a character can perform during their turn, but only if a feature,
spell, or ability grants them. Not every character has access to bonus actions, making them a
valuable resource to maximize each turn.

Common Bonus Actions
Some examples of common bonus actions include:

Two-Weapon Fighting: Allows a character wielding two light melee weapons to make an off-
hand attack.

Spells with Bonus Action Casting Time: Certain spells, such as Misty Step or Healing Word, can
be cast as bonus actions.

Class Features: Features like the Rogue’s Cunning Action enable bonus actions like Dash,
Disengage, or Hide.

Rules for Bonus Actions
Players can only take one bonus action per turn, and only if they have a specific ability or spell that
permits it. Bonus actions cannot be substituted for standard actions or reactions, emphasizing
strategic choices in turn planning.

Understanding Reactions
Reactions are special actions that occur outside of a character’s turn, triggered by specific events or
conditions. They provide opportunities to respond dynamically during combat or other encounters.

Opportunity Attack
The most common reaction is the Opportunity Attack, which allows a character to make a melee
attack against a creature that moves out of their reach. This reaction enforces positional awareness
and battlefield control.



Other Reactions
Additional reactions include spells like Counterspell or abilities such as the Shield spell, which can be
cast in response to attacks or other triggers. The d&d actions cheat sheet highlights these reactions
and their triggers for quick reference.

Limitations on Reactions
Each character can only take one reaction per round, and they must have the appropriate trigger to
use it. Managing reactions effectively is crucial for maximizing defensive and offensive opportunities.

Movement and Positioning Actions
Movement is a vital component of combat and exploration in Dungeons & Dragons. While moving
itself is not an action, certain actions and features influence how a character moves and positions
themselves.

Moving
During a turn, a character can move up to their speed in any combination before, after, or between
actions. Movement can include walking, climbing, swimming, or crawling, depending on terrain and
conditions.

Dash Action
Taking the Dash action doubles the distance a character can move on their turn. This is useful for
quickly closing distances, escaping threats, or repositioning for strategic advantage.

Disengage Action
Disengage prevents opportunity attacks during movement, allowing safe repositioning. This is critical
for avoiding damage when moving out of an enemy’s reach.

Special Movement Features
Some classes and races gain special movement abilities, such as teleportation, flying, or burrowing,
which expand tactical options beyond normal movement rules.

Special and Optional Actions
Beyond the basic and common actions, Dungeons & Dragons includes a variety of special and



optional actions that enrich gameplay and provide unique tactical possibilities. These are often tied to
specific character abilities, feats, or situational rules.

Grapple
The Grapple action allows a character to restrain a target by making a Strength (Athletics) contest
opposed by the target’s Strength (Athletics) or Dexterity (Acrobatics). Successfully grappling an
opponent limits their movement and can control the battlefield.

Shove
Similar to grappling, the Shove action uses a Strength (Athletics) contest to push a creature either
prone or away from the character. This action can disrupt enemy positioning and create openings.

Improvised Actions
Players and Dungeon Masters can agree to improvised actions that are not explicitly covered in the
rules. These require adjudication but add creative depth to gameplay.

Using Mounted Combat Actions
Mounted characters can use special actions related to their mounts, such as controlling movement or
making attacks on behalf of the mount. These are detailed in the mounted combat rules and expand
tactical options for mounted classes.

Interaction with Objects
Some objects on the battlefield require special actions to interact with, such as pulling levers, opening
gates, or activating magical devices. These interactions often require the Use an Object action or DM
discretion.
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Frequently Asked Questions

What is a D&D actions cheat sheet?
A D&D actions cheat sheet is a quick reference guide that summarizes the common actions a player
can take during their turn in Dungeons & Dragons, such as Attack, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, and Use an Object.

Why should I use a D&D actions cheat sheet during gameplay?
Using a D&D actions cheat sheet helps speed up gameplay by providing players and Dungeon
Masters with easy access to common actions, reducing rule lookups and keeping the game flowing
smoothly.

Where can I find a printable D&D actions cheat sheet?
Printable D&D actions cheat sheets are available on many websites, including official Dungeons &
Dragons resources, community forums like Reddit, and fan sites like DnDBeyond or DriveThruRPG.

What are the most common actions listed on a D&D actions
cheat sheet?
The most common actions include Attack, Cast a Spell, Dash, Disengage, Dodge, Help, Hide, Ready,
Search, and Use an Object.

Can a D&D actions cheat sheet include bonus actions and
reactions?
Yes, many cheat sheets also include bonus actions and reactions to provide a complete overview of



what a character can do on their turn.

Is a D&D actions cheat sheet useful for new players?
Absolutely! New players benefit from cheat sheets as they provide a clear and concise summary of
actions, helping them understand their options without needing to consult the full rulebook.

How can I customize a D&D actions cheat sheet for my
campaign?
You can customize a cheat sheet by adding campaign-specific rules, unique class abilities, or house
rules to better suit your group's style of play.

Are there digital versions of D&D actions cheat sheets
available?
Yes, digital cheat sheets are available as downloadable PDFs, mobile apps, or integrated tools within
virtual tabletops like Roll20 and Foundry VTT.

What is the difference between an action and a bonus action
in D&D?
An action is the main activity a character takes on their turn, such as attacking or casting a spell,
while a bonus action is a secondary action granted by a class feature, spell, or ability that can be
taken in addition to the main action.

Can a D&D actions cheat sheet help with combat strategy?
Yes, by clearly outlining available actions and their effects, a cheat sheet can help players make
informed decisions and develop effective combat strategies during encounters.

Additional Resources
1. The Ultimate D&D Actions Cheat Sheet
This comprehensive guide breaks down every possible action a player can take during combat and
exploration in Dungeons & Dragons. It provides clear explanations, quick references, and examples to
streamline gameplay. Perfect for both new and experienced players looking to enhance their tactical
decisions.

2. Mastering Combat Moves: A D&D Action Reference
Focused on combat maneuvers, this book details offensive, defensive, and utility actions available in
D&D. It includes strategic tips for maximizing the effectiveness of each move and explains how
different classes can leverage actions uniquely. A must-have for players aiming to dominate in battle.

3. Dungeons & Dragons: The Action Economy Explained
Delve into the mechanics behind the D&D action economy, including standard actions, bonus actions,
reactions, and free actions. This book clarifies timing and limitations, helping players and Dungeon



Masters balance encounters more effectively. It also discusses how to optimize turns for better
gameplay flow.

4. Quick Reference: D&D Actions and Movement
Designed as a fast-access cheat sheet, this book summarizes all movement and action options within
a single page layout. Ideal for keeping at the gaming table, it reduces downtime and helps players
make swift decisions. It also covers special movement types like climbing, swimming, and flying.

5. D&D Tactical Actions Handbook
Explore advanced tactics and creative uses of actions in Dungeons & Dragons with this detailed
handbook. It encourages out-of-the-box thinking by showcasing unconventional action combinations
and situational strategies. Great for players and DMs who want to deepen their understanding of in-
game possibilities.

6. The Player’s Guide to Bonus Actions in D&D
Bonus actions can turn the tide of battle, and this guide focuses exclusively on their use. It explains
which classes gain access to bonus actions and how to chain them effectively with other moves. The
book includes examples and suggestions for making the most of this often-overlooked mechanic.

7. Reactions and Interruptions: A D&D Action Compendium
This book centers on reactions—actions taken in response to triggers during combat or exploration. It
details common reaction types and how to use them strategically to defend, counterattack, or assist
allies. The guide also examines timing nuances and potential pitfalls when using reactions.

8. Streamlined D&D Actions for Faster Play
Aimed at speeding up game sessions, this book offers simplified explanations and decision trees for
all standard D&D actions. It helps players quickly determine the best course of action without getting
bogged down in rules minutiae. Ideal for groups seeking a more fluid and dynamic gameplay
experience.

9. Creative Action Combos in Dungeons & Dragons
Unleash your creativity with this book that explores powerful and imaginative combinations of actions
in D&D. It highlights synergy between spells, abilities, and movements that can surprise both allies
and enemies. Perfect for players who enjoy experimenting and adding flair to their turns.
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