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Critical hits are often the subject of homegrown rules. Driven by the perception that critical hits are often unsatisfactory, these homegrown rules juice up to damage critical hits to a more impressive level. They are often realized after a player waits for 20 rolls (average) to score a critical kick
that lands with a knock. But is this unsatisfactory work a reflection of perception or reality? Critical Hit Homebrews While Normal Critical Hit Deals Twice Bone Damage, These Homebrean Rules can improve it as follows: Roll one damage die. Add the maximum value of the face instead of
rolling again. Roll one damage to die. You can choose to double that to die or roll a second to die. Roll two injuries die. Take a higher result or the maximum value of the person. Since all these homegrown offers increase the damage of exiting critical hits, we can conclude that players
making these changes feel that critical hits are not enough. Do these perceptions jive with reality? In order to determine the origin of this perception, let's forget a few numbers and see how often it actually happens. How often can a critical strike fail to beat a normal punch? In order to
determine how often a critical hit cannot surpass a normal blow, we need to know how often it causes equal or lesser damage. Therefore, for each person's regular roll to die, we need to know how often a critical kick has an equal or lesser result. Then we'll add all of these together and get
a common chance. As it turns out, the chances of a normal roll dying to be equal or better than a critical hit lies somewhere between 6% and 17%. While not impossible, it seems too rare to encourage a rule change at the table. While we should not discount a person's notoriously poor ability
to judge by chance, there has to be another factor in the game. How often does a critical hit do less damage than a maximum roll? It seems this perception really arises from rolling critical hits that cost less than the facial cost of the damage die. Psychologically, we believe that a critical
strike should do more harm than a normal strike can do. In order to satisfy this perception, we need at least an average roll for critical damage. However, we can only roll more than the first half of the damage cases, with some variance depending on the size of the die we are rolling. Indeed,
the probability that a critical roll is equal to or below the maximum value of a normal roll is quite common: from 33% to 46% of the time. It seems much more likely that players will be forced to a homegrown rule that leaves them unhappy between 1/3 to 1/2 of the time. Perception vs. Reality
Unfortunately, perception can Reality. Often in TTRPGs, the sense of design is much more important than how the numbers really shake out. So telling my players to just get over it because their critical hits are only really non-performance about 1/6 of the time is probably not going to leave
them satisfied. Their expectations of expectation at the first cost of the dice, not the actual chances of a critical non-performance blow. If so, try one of the rules of homegrown above. Published May 11, 2019 May 11, 2019 Typical combat collision - collision of two sides, a barrage of swings
of weapons, feints, parryes, legs and spelling. The game organizes the chaos of the fight in a cycle of rounds and turns. The round is about 6 seconds in the game world. During the round, each participant in the battle takes a turn. The order of turns is determined at the beginning of a battle,
when everything rolls the initiative. Once everyone has taken a turn, the fight continues until the next round if neither side has defeated the other. Identify the surprise. The GM determines whether anyone is surprised by the encounter. Set positions: GM decides where all the characters and
monsters are located. Given the march-order of adventurers or their stated positions in a room or other place, GM will find out where the opponents are going far and in what direction. Roll Initiative: Everyone involved in the fighting rolls up the Initiative, determining the order of the
combatants' turns. One at a time. Each participant of the battle takes a turn in the order of initiative. Start the next round. When everyone who participated in the fight had a turn, the round ends. Repeat step 4 until the fighting stops. A group of adventurers sneaks up on the camp of bandits,
jumping out of the trees to attack them. Gelatin cube glides down the passage of the dungeon, unnoticed by adventurers, until the cube absorbs one of them. In such situations, one side of the battle gets a surprise over the other. GM determines who might be surprised. If neither side tries to
be hidden, they automatically notice each other. Otherwise, GM compares the Dexterity check to anyone who hides with passive Wisdom (Perception) to score each creature on the opposite side. Any character or monster who does not notice the threat is surprised at the beginning of the
meeting. If you're surprised, you can't move or take action on the first turn of the fight and you can't take a reaction until that turn ends. A member of the group may be surprised even if other members are not. The initiative determines the order of turns during the battle. When the fight
begins, each participant does a Dexterity check to determine their place in the Order of the Initiative. GM makes one roll for a whole group of identical creatures, so that each member of the group acts at the same time. GM ranks combatants in order from one with the highest Dexterity
check total to one with the lowest. This is the order (the so-called Initiative order) in which they operate during each round. The order of the initiative remains the same from round to round. If a draw occurs, GM decides the order between bound GM-controlled creatures, and players decide
the order among their tied characters. GM can decide the order if the tie monster and the player's character. At will, GM can have related characters and monsters each roll d20 to determine the order, a high roll occurs first. At your turn, you can travel the distance up to your speed and take
one action. It is up to you to decide whether to move first or take action first. Your speed, sometimes referred to as your walking speed, is marked on your character sheet. The most common actions you can take are described in action in combat. Many class features and other abilities
provide additional options for your action. You can refuse to move, take action, or do anything at all on your turn. If you can't decide what to do on your turn, consider taking Dodge or Ready Action as described in Action in Combat. Various class features, spells and other abilities allow you
to take extra action on your turn called bonus action. The Cunning Action feature, for example, allows rogues to take bonus action. A bonus action can only be taken if a special ability, spell or other feature of the game states that you can do something as a bonus action. Otherwise you
don't have bonus action to take. You can only take one bonus action on your turn, so you have to choose which bonus actions to use when you have more than one available. You choose when to take bonus action during your turn, if the time of the bonus action is not specified, and
anything that deprives you of your ability to take action also prevents you from taking bonus actions. Your turn may include various flourishes that do not require either your actions or your step. You can communicate however you can, through brief sayings and gestures as you take your
Turn.You can also interact with a single object or feature environment for free, during your move or your action. For example, you can open the door while driving as you step towards the enemy, or you can draw your weapon as part of the same action you use for Attack.If you want to
interact with a second object, you have to use your actions. Some magical objects and other special objects always require action to use as stated in their descriptions. GM may require you to use the action for any of these activities when it needs special care or when it represents an
unusual obstacle. For example, GM may reasonably expect you to use the action to open a jammed door or turn the handle to lower the drawbridge. Some special abilities, spells, and situations allow you to take special measures called a reaction. The reaction is an instant reaction to the
trigger of some kind that can occur at your turn or Strange. Attack capability is the most common type of Reaction.When you take a reaction, you can't take another one before starting your next turn. If the reaction interrupts the turn of another creature, this creature can continue to turn right
after the battle Reaction.In, the characters and monsters are in constant motion, often using Movement and Position to take over. On Na Turn, you can move the distance to your speed. You can use as much or less of your speed as you like on your turn by following the rules here. Your
movement can include jumping, rock climbing and swimming. These different modes of movement can be combined with walking, or they can make up your entire move. No matter how you move, you will subtract the distance of each part of your stroke from the speed until it is used, or until
you are made moving. You can break your movement on your turn using some of your speed before and after your action. For example, if you have a speed of 30 feet, you can move 10 feet, take your action and then move 20 feet. If you take measures that include more than one attack
weapon, you can break your movement even further by moving between these attacks. For example, a fighter who can make two attacks with the Function of Extra Attack and which has a speed of 25 feet can move 10 feet, make an attack, move 15 feet and then attack again. If you have
more than one speed, such as walking speed and flight speed, you can switch between speeds during your move. Whenever you switch, subtract the distance you've already moved from the new speed. The result determines how far you can move. If the result is 0 or less, you can't use the



new speed during the current turn. For example, if you have a speed of 30 and a flight speed of 60 because a wizard has thrown a spell of flies at you, you could fly 20 feet and then walk 10 feet and then jump into the air to fly 30 feet more.Combat rarely happens in bare rooms or on
unnamed plains. Boulder - strewn caves, briar - choked forests, treacherous stairs - the installation of a typical struggle contains a complex terrain. Each leg of the Movement in difficult terrain costs 1 extra leg. This rule is true even if a few things in space are considered difficult terrain. Low
furniture, rubble, undergrowth, steep stairs, snow and shallow marshes are examples of difficult terrain. The space of another being, whether hostile or not, is also considered difficult terrain.Combatants often find themselves lying on the ground, either because they are knocked down or
because they are thrown down. In the game, they Are Prone.You can fall prone without using any of your speed. Standing takes more effort; it costs the amount of movement equal to half your speed. For example, if your speed is 30 feet, you should spend 15 feet of traffic to stand up. You
can't get up if you don't have enough movement on the left, or if your speed 0.To move while prone, you should crawl or use magic such as teleportation. Each leg of movement during the scan costs 1 extra leg. Crawling 1 foot in difficulty So, it costs 3 feet Movement.Here are a few
examples of the kind of things you can do in tandem with your movement and action: draw or sheathe sword open or close the door to remove the potion from the backpack pick up the dropped axe to take the trinket off the table to remove the ring from the Finger stuff some food in the
mouth factory banner in the ground of the fish a few coins from the belt bag drink all the ale in the flagon throw lever or switch pull the torch from the sconce to take the book off the shelf you can reach put out a small flame Don mask pull the hood of your cloak up and above your head put
the ear in the door kick a small stone turn turn key in the lock click on the floor with a 10-foot arm pole item to another character you can move through the space of the unsophished Creatures. In contrast, you can only move around the hostile creature's space if the creature is at least two
sizes larger or smaller than you. Remember that the space of another creature is a difficult terrain for you. Regardless of whether a creature is a friend or an enemy, you cannot voluntarily finish your move in its space. If you leave the reach of a hostile creature during your move, you
provoke the possibility of Attack.Flying creatures enjoy many mobility benefits, but they also have to deal with the danger of falling. If a flying creature is shot down, has its speed reduced to 0, or is otherwise deprived of the ability to move, the creature falls if it is unable to soar or it is in the
air by magic, such as a spell of a fly. Each creature takes up a different amount of space. Table: Size categories show how much space a creature of a certain size controls in combat. Objects sometimes use the same size categories. Space Space is an area in the legs that it effectively
controls in combat, not an expression of its physical dimension. A typical average creature is not 5 feet wide, for example, but it controls a space that is wide. If the average Hobgoblin stands in a 5-foot-wide doorway, other creatures can't pass if Hobgoblin allows them. For this reason, there
is a limit to the number of creatures that can surround another creature in battle. Assuming average combatants, the eight creatures can fit within a 5-foot radius around the other. As larger creatures take up more space, fewer of them can surround the creature. If five big creatures crowd
around the Middle or smaller, there is little room for anyone else. In contrast, up to twenty medium-sized creatures can surround Gargantuan. The creature can squeeze through a space large enough for a creature one size smaller than it. Thus, the Large Creature can squeeze through a
passage just 5 feet wide. While squeezing through space, the creature has to spend 1 extra leg for each leg he moves there and he has a flaw on attacking rolls and Dexterity Saving throws. Attack rolls against the creature have the advantage as long as it is in a smaller space. When you
your actions on your turn, you can take one of the actions presented here, the action you received from your class or a special function, or the action that you improvise. Many monsters have options of their own in their stat blocks. When you describe an action that doesn't In other rules,
GM tells you whether this action is possible and what kind of roll you need to do, if any, to determine success or failure. The most common action to take in combat is attack action, whether it's swinging a sword, shooting a bow arrow, or fighting with your fists. With this action, you make one
melee or range attack. For more information on the rules governing attacks, see create an attack. Some features, such as the optional fighter attack function, allow you to make more than one attack with this action. Spellcasters, such as wizards and clergymen, as well as many monsters,
have access to spells and can use them for great effect in combat. Each spell has casting time, which determines whether the charmer should use action, reaction, minutes, or even hours to cast a spell. Thus, the spell is not necessarily an action. Most spells have casting Time 1 action, so
the charmer often uses his or her actions in combat to cast such a spell. When you take The Dash action, you get extra movement for the current turn. The increase equals your speed, after the application of any modifiers. At a speed of 30 feet, for example, you can move up to 60 feet on
your turn if you dash. Any increase or decrease in speed changes this additional movement by the same amount. If your speed of 30 feet decreases to 15 feet, for example, you can move up to 30 feet this turn if you dash. If you take Disengage measures, your Movement does not provoke
opportunities until the end of the turn. When you take Dodge action, you fully focus on avoiding attacks. Before you start your next turn, any roll of attack made against you has a disadvantage if you see an attacker and you do Dexterity Saving Throws with an advantage. You lose this
advantage if you are incapacitated (as explained in the conditions) or if your speed drops to 0.You can assist another creature in completing the task. When you take Help action, the creature you're helping gets an edge on the next ability test, it does to perform the task you're helping with,
provided it does the check before starting your next turn. Alternatively, you can help a friendly creature in attacking a creature within 5 feet of you. You feint, divert the target, or some other way to unite to make your ally's attack more effective. If your ally attacks the target before the next
turn, the first roll of the attack is done with an advantage. When you take the Hide action, you do Dexterity (Stealth) check in an attempt to hide by following the rules for concealment. If you succeed, you will get certain benefits, as described in the Invisible Attackers and Targets section.
Sometimes you want to get the jump on or wait for a specific circumstance before acting. To do this, you can take ready-made action on your turn, allowing you to act with your reaction before starting your next turn. First, you decide what the alleged circumstances will provoke You then
choose the action you will take in response to that trigger, or you decide to move up to speed in response to it. Examples include : If a cultist steps on a hatch, I'll pull the lever that opens it, and if Goblin steps next to me, I step back. When the trigger occurs, you can either take your reaction
right after the trigger ends or ignore the trigger. Remember that you can only take one reaction per round. When you prepare a spell, you cast it as usual, but keep its energy, which you release with your reaction when the trigger occurs. To be ready, the spell must have the time of casting
one action, and holding on to the magic of the spell requires concentration. If your concentration is disturbed, the spell dissipates, out of force. For example, if you concentrate on a web spell and are ready for Magic Missile, your web spell ends, and if you take the damage before releasing
Magic Missile with your reaction, your concentration may be disturbed. When you take search measures, you devote your attention to finding something. Depending on the nature of your search, GM may have you make a Wisdom (Perception) check or intelligence (investigation) check.
Usually you interact with an object by doing something different, such as when you draw a sword as part of an attack. When an object requires your action to use it, you take the Use object action. This action is also useful when you want to interact with more than one object on your
turn.Whether you strike with melee weapons, shooting weapons at range, or creating an attack roll as part of a spell, the attack has a simple structure. Choose a target. Select a target within the range of an attack: a creature, an object, or a location. Identify modifiers. GM determines
whether the target has coverage and whether you have an advantage or disadvantage in relation to the goal. In addition, spells, special abilities and other effects can apply fines or bonuses to your attack roll. Allow an attack. You make an attack roll. When you hit, you do damage unless
there are rules in a particular attack that indicate otherwise. Some attacks cause special effects in addition to or instead of damage. If ever the question arises whether something you do as an attack is considered simple: if you do a roll attack, you do an attack.When you make an attack,
your roll of attack determines whether the attack hits or misses. To make the roll attack, roll the d20 and add the appropriate modifiers. If the total number of roll plus modifiers is equal to or exceeds the target armor class (AC), the attack hits. The character's variable volume is determined
when a character is created, while the monster's variable volume is in the stats block. When a character makes a roll of attack, the two most common modifiers in Roll are the ability modifier and the character's skill bonus. The monster makes a roll of attack, he uses any modifier provided in
his stat block. Ability modifier: a ability ability modifier is used Melee Force Attack Weapon, and Modifier ability used for long-range attack weapon Dexterity. Weapons that have finesse or abandoned property violate this rule. Some spells also require a roll of attack. The ability modifier used
to attack spells depends on the spell-spell ability. Skill bonus: You add your bonus to your attack roll when you attack with weapons with which you have knowledge, as well as when you attack with a spell. Sometimes fate blesses or curses the combatant, causing the rookie to hit and the
veteran to miss. If the D20 roll to attack 20, the attack hits regardless of any modifiers or AC targets. This is called a critical blow. If the D20 roll to attack 1, the attack misses regardless of any modifiers or AC.Combatants targets often try to avoid notifying their enemies by hiding, throwing a
spell of invisibility, or lurking in Darkness.When you attack a target you can't see, you have a flaw in the attack roll. This is true whether you're guessing the location of the target or focusing on a creature you can hear but not see. If the target is in the wrong place you're aiming, you
automatically miss, but the grandmaster usually just says that the attack is missed, not whether you guessed the location of the target correctly. When a creature can't see you, you have the advantage of attacking the rolls against it. If you are hidden - both invisible and unheard - when you
make an attack, you give away your location when an attack hits or misses. When you make a range attack, you fire a bow or crossbow, throw a Handaxe, or otherwise send projectiles to hit the enemy from a distance. The monster can shoot spikes from the tail. Many spells also include
creating a range of Attacks.You can make ranged attacks only against targets within a certain range. If a range attack, such as a spell-based attack, has one range, you can't attack a target outside that range. Some ranged attacks, such as those made with Longbow or Shortbow, have two
ranges. A smaller number is a normal range, and a larger number is a large range. Your attack roll has a flaw when your target is outside the usual range and you can't attack the target beyond long range. Aiming in the attack range is harder when the enemy is near you. When you do a
range attack with a weapon, a spell, or some other means, you have a flaw in the attack roll if you are within 5 feet of a hostile creature who can see you and who is not incapacitated. Used in hand-to-hand combat, melee attack allows you to attack the enemy within your reach. In close
combat, portable weapons such as a sword, warhammer or axe are usually used. Typical makes a melee attack when it strikes with its claws, horns, teeth, tentacles or other part of the body. Several spells also include creating a melee attack.Most creatures have 5-foot coverage and thus
can attack targets within 5 feet of them while making melee attacks. Some creatures of the creature those larger than average) have melee attacks with more reach than 5 feet, as noted in their descriptions. Instead of using a weapon to make a melee attack, you can use an unarmed
punch: punch, kick, head - butt, or similar to a strong blow (none of which are considered weapons). On impact, The Unarmed Strike deals a baton damage equal to 1 - your strength modifier. You're good at your unarmed punches. In battle, everyone is constantly watching for the chance to
strike the enemy, who is running or passing by. Such a strike is called The Ability Attack.You can make an attack opportunity when a hostile creature that you can see is moving out of your reach. To make the attack possible, you use your reaction to make one melee attack against a
provoking creature. The attack takes place just before the creature leaves your reach. You can avoid provoking attack opportunities by taking the separation action. You also do not provoke the possibility of an attack when you are a Teleport or when someone or something moves you
without using your movement, action or reaction. For example, you do not provoke the possibility of an attack if an explosion throws you out of the reach of the enemy or if gravity makes you fall past the enemy. When you take action attacks and attacks with light melee weapons that you
hold in one hand, you can use bonus action to attack with another light melee weapon that you hold in the other hand. You don't add a modifier to the ability to damage a bonus attack unless it's a negative modifier. If any weapon has an abandoned property, you can drop your weapon
instead of melee attack with it. If you want to capture a creature or fight it, you can use the attack action to make a special melee attack, fight. If you are able to make multiple attacks with the action of the attack, this attack replaces one of them. The purpose of your capture should be no
more than one size larger than you, and should be within your reach. Using at least one free hand, you try to capture the target by doing a capture test instead of a roll of attack: a force test (athletics), a contested goal force (athletics) or a Dexterity test (Acrobatics) (the target chooses to
use). If you succeed, you target the State of Grappled (see Terms). The condition determines the things that finish it, and you can release the target whenever you like (no action is required). Escaping grapple: The Grappled creature can use its action to avoid. To do this, he must excel at
strength (athletics) or Dexterity (acrobatics) to test your challenged strength (athletics) check. Moving Grappled Creature: When you move, you can drag or carry a Grappled creature with you, but your speed if the creature is two or more sizes smaller than you. The battle often involves pits
your prowess against your enemy. Such a task is presented by the competition. This section includes the most common contests that require a In combat: Grappling and pushing the creature. GM can use these contests as models to improvise others. Using The Attack action, you can make
a special melee attack to shove the creature, either knocking it prone or pushing it away from you. If you are able to make multiple attacks with the action of the attack, this attack replaces one of them. The goal should be no more than one size larger than you and should be within your
reach. Instead of an attack roll, you do a strength (athletics) test the contested strength of the goal (athletics) or Dexterity (acrobatics) check (the target chooses the opportunity to use). If you win the contest, you either knock the target prone or push it 5 feet away from you. Walls, trees,
creatures and other obstacles can provide cover during combat, making it difficult to harm the target. The target can benefit from the coverage only when an attack or other effect occurs on the opposite side of the cover. There are three degrees of coverage. If the target is behind multiple
sources of coverage, only the most protective degree of coverage is used; Degrees are not added together. For example, if the target is behind a creature that gives half the cover and the trunk of a tree that gives three-quarters of the coating, the target has three-quarters of the coating. The
goal-and-a-half cover has a bonus of 2 pounds to AC and Dexterity Saving throws. The target has a half cap if the obstacle blocks at least half of your body. The obstacle can be a low wall, a large piece of furniture, a narrow tree trunk, or a creature, whether this creature is an enemy or a
friend. The goal with three-quarters of coverage has a bonus of 5 pounds to AC and Dexterity Saving throws. The target has three-quarters of the coverage if about three-quarters of it is covered by an obstacle. The obstacle can be portcullis, arrow slits, or a thick tree trunk. A full-coverage
target cannot be directed directly by an attack or a spell, although some spells can achieve that goal by including it in the effect area. The target has full coverage if it is completely hidden by the obstacle. Injuries and the risk of death are constant companions of those who explore fantastic
game worlds. Pulling a sword, a well-located arrow, or exploding flames from a fireball spell all have the potential to damage, or even kill, the hardest creatures. Hit Points are a combination of physical and mental strength, will to live, and luck. Creatures with more hit points are harder to kill.
Those with fewer hit points are more fragile. The creature's current hit points (usually just called hit points) can be any number from the creature's maximum hit point to 0. This number often changes as a creature takes damage or heals. Loss of Hit Points Doesn't Affect Each weapon, spell,
and monster's harmful ability determines the damage it causes. you roll up the damage to die die dice, add any modifiers, and apply damage to your goal. Magic weapons, special abilities and other factors can provide a bonus to the damage. From the penalty spot you can cause 0
damage, but never negative damage. When attacking with a weapon, you add a capability modifier - the same modifier used for the attack roll - to damage. The spell tells you which bones roll for damage and whether to add any modifiers. If a spell or other effect damages more than one
target at a time, roll the damage once for all of them. For example, when a Wizard throws a fireball or a clergyman throws a Flame Strike, the damage spell is rolled once for all the creatures caught up in the explosion. When you score a critical kick, you get to roll extra dice to damage the
attack against the target. Roll all the damage to the attack bone in half and add them together. Then add all the relevant modifiers as normal. To speed up the game, you can throw all the damage to the dice at once. For example, if you score a critical dagger kick, roll 2d4 for damage rather
than 1d4, then add the appropriate modifier ability. If the attack involves other bone damage, such as from the rogue Sneak Attack feature, you roll those dice twice as well. Different attacks, damaging spells and other harmful effects cause different types of damage. Damage types do not
have their own rules, but other rules, such as damage resistance, rely on types. Types of damage follow, with examples to help GM assign a type of damage to the new Effect.Acid: corrosive black dragon breath spray and dissolving enzymes released by Black Pudding deal acid damage.
Bludgeoning: Blunt power attacks- hammers, fall, narrowing, and the like-deal baton damage. Cold: The hellish cold radiating from the spear of the ice devil and the cold explosion of the white dragon's breath, inflicts cold damage. Fire: Red Dragons breathe fire, and many spells conjure up
flames to cause fire damage. Strength: Power is pure magical energy focused on a harmful form. Most of the effects that cause force damage are spells, including Magic Rocket and Spiritual Weapon.Lightning Bolt Spell and Breath of the Blue Dragon Deal Lightning Damage. Necrotizing:
Necrotizing damage done to certain undead and spells such as Chill Touch, sluggish matter and even the soul. Piercing: Punctures and piercing attacks, including spears and monster bites, deal piercing damage. Poison: Poisonous bites and toxic breath gas of a green dragon deal with
poison damage. Mental: Mental abilities such as the mental explosion of the mind flayer deal mental damage. Radiant: The shining damage done by the priest's Flame Strike spell or the angel's mesmerizing weapon shines flesh like fire and overwhelms the spirit with force. Cutting: Swords,
axes monster claws do damage. Thunder: A concussion, such as the Thunder Wave spell effect, damages thunder. Some creatures and objects are extremely difficult or unusually easy to damage with certain types of a creature or object has resistance to the type of damage, the damage of
this type is half against it. If a creature or object is vulnerable to a type of damage, this type of damage doubles against it. Resistance and then vulnerability are applied after all other modifiers for damage. For example, the creature has resistance to the baton damage and suffered from an
attack that causes 25 baton damage. The creature is also within the magic aura, which reduces all damage by 5. 25 damages are first reduced by 5 and then halved, so that the creature takes 10 damages. Multiple instances of Resistance or vulnerabilities that affect the same type of
damage are considered in only one instance. For example, if a creature has resistance to fire damage, as well as resistance to all non-magical damage, the damage from a non-magical fire is reduced by half against the creature, rather than decreasing by three-quarters. If this does not
result in death, the damage is not permanent. Even death is reversible through powerful magic. Rest can restore hit-point creatures, and magical techniques such as spell cure wounds or potion healing can remove damage in an instant. When a creature gets a Cure of any kind, Hit Points
restored are added to its current hit point. Creature hit points cannot exceed the maximum point of impact, so any hit points recovered above that number are lost. For example, the Druid provides Ranger with 8 healing points. If Ranger has 14 current hit points and has a point hitting a
maximum of 20, Ranger recovers six hit points from the Druids rather than the 8.A creature who died can't restore Hit's points before magic, such as the Spell Revivify has restored him to life. When you drop to 0 hit points, you either die straight or fall unconscious as explained in the
following sections. Massive damage can kill you instantly. When the damage reduces you to 0 hit points and there is damage remaining, you die if the remaining damage is equal to or exceeds your hit point maximum. For example, a clergyman with a maximum of 12 hit points currently has
6 hit points. If it does 18 damages as a result of an attack, it is reduced to 0 impact points, but 12 damages remain. Because the remaining damage is equal to its maximum hit point, Cleric dies. If the damage reduces you to 0 punch points and does not kill you, you fall unconscious (see
Conditions). This unconscious ends, if you recover any Hit Points.Whenever you start the turn with 0 hit points, you have to make a special save throw, called Death Save Throw, to determine whether you creep closer to death or hang on to life. Unlike other Saving Throws, this one is not
tied to any assessment ability. You are in the hands of Destiny now, supported only by spells and features that improve your chances of success on a saving throw. Roll If the roll is 10 or higher, you will succeed. Otherwise, you will fail. Success or failure has no effect in itself. On your third
success, you become stable (see below). On the third failure, you're going to die. Successes and failures should not be track both until you collect three of a kind. The number of both is reset to zero when you restore any hit points or become stable. Rolling 1 or 20: When you make a deadly
throw and roll 1 on the D20, it is considered two failures. If you roll 20 on the D20, you recover 1 punch point. Injury to 0 hit points: If you take any damage until you have 0 hit points, you suffer death rescue to throw a failure. If the damage is from a critical impact, you suffer two failures
instead. If the damage is equal to or exceeds the maximum hit point, you suffer Instant Death.The best way to save a creature with 0 hit points is to heal it. If Healing is not available, the creature can at least be stabilized so that it is not killed by a failed death-rescue death. You can use your
actions to provide first aid to the unconscious and try to stabilize it, which requires a successful DC 10 Wisdom (Medicine) check. A stable creature does not make Deadly Saving Throws, even if it has 0 punch points, but it remains unconscious. The creature ceases to be stable, and must
start making the salvation of death throws again if it takes any damage. A stable creature that is not healed restores 1 point of impact after 1d4 hours. Most monster grandmasters die the moment he drops to 0 hit points, not with his falling unconscious and making Death Saving
Throws.Mighty villains and special non-game characters are common exceptions; GM may have them falling unconscious and follow the same rules as player characters. Sometimes the attacker wants to disable the enemy, not strike. When the attacker reduces the creature to 0 point of
impact from a melee attack, the attacker can knock out the creature. An attacker can make this choice when the damage is done. The creature falls unconscious and stable. Some spells and special abilities give the creature time points of impact. Time points are not actual hit points; They
are a buffer against damage, pool hit points that protect you from injury. If you have temporary strike points and take damage, the time points of the hit are lost in the first place, and any remaining damage is carried over to your normal hit points. For example, if you have 5 time points of
impact and take 7 damages, you will lose the time points of impact and then take 2 damage. Because the time points of impact are separated from your actual impact points, they can exceed your maximum impact point. The character can thus be in full hit points and get temporary Hit
Points.Healing can't recover the time points of the hit and they can't be added together. If you have temporary hit points and you get more of them, you decide whether to save the ones you have, or get new ones. For example, if a spell you have 12 time points of impact when you already
have 10, you can have 12 or 10, not 22.If you have 0 hit points, getting time points does not restore you to consciousness or stabilize you. They can still absorb the damage directed at you while you are in this state, condition, only true Healing can save you. If the feature that grants you a
temporary Hit Points has duration, they last until they are depleted or you finish Long Rest.A Knight charging into battle at Warhorse, Wizard casting spells from the back of Griffon, or Cleric hovering in the sky at Pegasus all enjoy the benefits of speed and mobility that the mountain can
provide. A voluntary creature that is at least one size larger than you and has an anatomy can serve as a fixture using the following rules. Once during your movement, you can mount a creature that is within 5 feet of you or dismantle. It costs the amount of traffic equal to half your speed.
For example, if your speed is 30 feet, you have to spend 15 feet of movement to mount the horse. So you can't mount it if you don't have 15 feet of motion left, or if your speed is 0.If the effect moves to mount against your will while you're on it, you should excel at the DC 10 Dexterity Save
throw or fall off a mountain, landing prone in space within 5 feet of it. If you're tapped prone during installation, you should make the same saving throw. If your grief is knocked prone, you can use your reaction to dismantle it as it falls and lands on your feet. Otherwise, you are mounted and
fall prone in space within 5 feet of it. As long as you're installed, you have two options. You can either control the mount or let it act on its own. Intelligent beings such as Dragons act on their own. You can control the mountain only if it has been trained to take the rider. It is assumed that
domesticated horses, donkeys and similar creatures have such trainings. The initiative is a controlled fixing change to match yours when you mount it. It moves as you guide it, and it has only three options: Dash, Separation, and Dodge. A controlled mountain can move and act even on the
turn that you set. The Independent Mountain retains its place in the Initiative's order. The bearing rider does not put any restrictions on the actions the mountain can take and he moves and acts as he pleases. He can escape from battle, rush into attack and devour a badly wounded enemy,
or otherwise act against your desires. In any case, if the mountain provokes an attack capability while you are on it, the attacker can target you or the mountain. When adventurers chase Sahuagin back to their underwater homes, fight sharks in an ancient shipwreck, or find themselves in a
flooded dungeon room, they must fight in a challenging environment. The following rules apply under water. When creating a melee attack weapon, a creature that has no swimming speed (either natural or Magic) has a flaw on the attack roll if the weapon is a dagger, Javelin, Shortward,
Spear, or Trident.A hesitant attack weapon automatically misses the target outside the usual range of weapons. Even against a target within normal range, the attack roll has a disadvantage if the weapon is a crossbow, net, or weapon that is thrown as Javelin (including Trident, or dart).
Creatures and objects fully submerged in water are resistant to fire damage. Damage. 5e critical hit house rules
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