
Free Actions Other Actions
Drop a Held Item Delay
End a Grab (which you control) Opportunity Attack
Spend an Action Point Immediate Action (activate a readied action)
Talk (max 6 seconds per round)

1x MINOR ACTION, 1x MOVEMENT ACTION, 1x STANDARD ACTION, per rnd
Minor Actions Movement Actions Standard Actions
Draw/ Sheathe a Weapon  SPD½ Crawl (if prone) Aid Another (pass TN10 to give +2)
Drink a Held Potion Escape a grab or shift Basic Attack
Drop to Prone SPD +2 Run (give away Combat Advantage) 1 Bull Rush (force shift)
Load Crossbow Stand Up SPD Charge and Attack
Open/ Close Door 1 Shift (no AOO) SPD +1 Charge and Bull Rush
Pick up an Item Squeeze (give away Combat Advantage) Coup de Grace
Take Out/ Stow Away an Item SPD Walk/ Hustle Equip/ Unequip a Shield

Grab
Ready an Action for a Trigger
Second Wind (get your breath back)
Total Defense (+2 all defenses)
Administer Potion

Melee Basic Attack basic attack Ranged Basic Attack basic attack

Standard Action Melee Weapon Standard Action Ranged Weapon

Dungeons & Dragons 4th Edition: Actions Aid

You resort to the simple attack you learned when 
you first picked up a melee weapon.

You resort to the simple attack you learned when 
you first picked up a ranged weapon.

At-Will w Weapon At-Will w Weapon

Target: One creature Target: One creature

Attack: STR vs. AC Attack: DEX vs. AC

Hit: 1[w] + STR modifier damage Hit: 1[w] + DEX modifier damage
increase damage to 2[w] + STR modifer at 21st level. increase damage to 2[w] + DEX modifer at 21st level.

Special: You can use an unarmed attack as a 
weapon to make a melee basic attack.

Special: Weapons with the heavy thrown 
property (see p216) use STR instead of DEX for 
attack rolls and damage rolls.

Special: Warlocks can use eldritch blast as a 
ranged basic attack, and wizards can use magic 
missile as a ranged basic attack.
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