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•Spell Casting / Pact Magic

•Various & Sundry



OVERVIEW

•Why bother?  Do the Rules Matter?
• Certainly the DM can make rulings
• But the RULES are what make D&D a GAME, rather 

than just telling stories together.
• Rules are a Tool and the DM is expected to make 

rulings and interpretations of the rules all the 
time.
• A solid, foundational understanding of the rules 

will foster better rulings.
• DM is supposed to be Bridge between what the Rules 

do address and what they do not.



OVERVIEW

•Errata – “This printing includes 
corrections to the first printing,” or 
Download the Errata.
•Confirmation:
• Player’s Handbook
• Page 85, Paladin Spell Slot, or Any Spell Slot?

• Monster Manual & Dungeon Master’s Guide
• Page 87 / Appendix B, Ancient Black Dragon = 33,000 

XP (was 27,500)



OVERVIEW

•Players ought to understand their RACE
and CLASS rules, including applicable 
rules for their Spells and Feats.

•Dungeon Masters ought to really know the 
rules from PHB Part 2:
•Chapter 7: Using Ability Scores
•Chapter 8: Adventuring
•Chapter 9: Combat
• (This is a grand total of only 26 pages)



OVERVIEW

•RAW – Rules as Written
•RAI – Rules as Intended
•RAF – Rules as Fun
• “Regardless of what’s on the page or 

what the designers intended, D&D is meant 
to be fun, and the DM is the ringmaster at 
each table.”

•Sage Advice recommends a mix of all 3.



SAMPLE: ELVES’ TRANCE FEATURE 
(SAGE ADVICE ANSWER)

• Does the Trance trait allow an elf to finish a long rest in 
4 hours? The intent is no. The Trance trait does let an 
elf meditate for 4 hours and then feel the way a 
human does after sleeping for 8 hours, but that isn’t 
intended to shorten an elf’s long rest. A long rest is a 
period of relaxation that is at least 8 hours long. It can 
contain sleep, reading, talking, eating, and other 
restful activity. Standing watch is even possible during 
it, but for no more than 2 hours; maintaining 
heightened vigilance any longer than that isn’t restful. 
In short, a long rest and sleep aren’t the same thing; 
you can sleep when you’re not taking a long rest, and 
you can take a long rest and not sleep.
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SAMPLE: ELVES’ TRANCE FEATURE 
(SAGE ADVICE ANSWER)

• Here’s what this all means for an elf. An elf can spend 
4 hours in a trance during a long rest and then has 4 
additional hours of light activity. While an elf’s 
companions are snoozing, the elf can be awake and 
engaged in a variety of activities, including carving a 
lovely trinket, composing a sonnet, reading a tome of 
ancient lore, attempting to remember something 
experienced centuries before, and keeping an eye 
out for danger. The Trance trait is, ultimately, meant to 
highlight the otherworldly character of elves, not to 
give them an edge in the game.



SAMPLE: ELVES’ TRANCE FEATURE 
(SAGE ADVICE ANSWER)

• Here’s what this all means for an elf. An elf can spend 
4 hours in a trance during a long rest and then has 4 
additional hours of light activity. While an elf’s 
companions are snoozing, the elf can be awake and 
engaged in a variety of activities, including carving a 
lovely trinket, composing a sonnet, reading a tome of 
ancient lore, attempting to remember something 
experienced centuries before, and keeping an eye 
out for danger. The Trance trait is, ultimately, meant to 
highlight the otherworldly character of elves, not to 
give them an edge in the game.



SAMPLE: ELVES’ TRANCE FEATURE 
(SAGE ADVICE ANSWER)

• That all said, if you’re the DM and you decide to let 
Trance shorten an elf’s long rest, you’re not going to 
break the game. You are making a world-building 
choice if you do so. You’re deciding that elves, on a 
global scale, are ready to re-enter a fight before 
anyone else, that they heal faster than most 
humanoids, and that they regain their magical energy 
faster. Such a choice would make sense in a world 
where elves are the dominant race, where they not 
only live longer than others, but also recover faster.



SAMPLE: ELVES’ TRANCE FEATURE 
(SAGE ADVICE ANSWER)

• That all said, if you’re the DM and you decide to let 
Trance shorten an elf’s long rest, you’re not going to 
break the game. You are making a world-building 
choice if you do so. You’re deciding that elves, on a 
global scale, are ready to re-enter a fight before 
anyone else, that they heal faster than most 
humanoids, and that they regain their magical energy 
faster. Such a choice would make sense in a world 
where elves are the dominant race, where they not 
only live longer than others, but also recover faster.



Ten Common 
Mistakes



TEN COMMON MISTAKES

1. Surprise! (PH 189)

• There is no such thing as a surprise round 
in 5E. 
• Contest Stealth check of anyone attempting 

to hide their presence vs the Passive 
Perception of each opposing creature.

• If you’re surprised, you can’t MOVE or take an 
ACTION on your first turn, and you can’t take 
any REACTIONS until that turn ends.



TEN COMMON MISTAKES

2. Initiative (PH 189)

• In previous editions, Ties were broken by 
use of DEX modifier or DEX score.
• In 5e, Players decide what order to go in 

and DM decides what order ties are 
broken involving monsters
• Optionally, DM can have ties  broken by a roll 

of a d20.



TEN COMMON MISTAKES

3. Movement (PH 190)

•You can now move throughout your turn.
•You can move, attack, move some more, 

attack some more, move again, attack 
again using your Bonus Action and move 
even more.
•You are not restricted to moving all of 

your available movement at the beginning 
or the end of your turn.



TEN COMMON MISTAKES

4. Bonus Actions (PH 189)

•Not the same as 4E “Minor Actions”.
• You get ONE (at most) Bonus Action per turn.  

You cannot “downgrade” either your Action 
or your Movement to gain an additional 
Bonus Action.
• “You can take a Bonus Action only when a 

special ability, spell, or other feature of the 
game states that you can do something as a 
Bonus Action.  You otherwise don’t have a 
Bonus Action to take.”



TEN COMMON MISTAKES

5. Opportunity Attacks (PH 195)

• Applies to opponents you can see if they 
willingly move out of your reach.
• Uses your Reaction (one per turn).
•Melee attacks only.
•Disengage Action prevents an Opportunity 

Attack.
• Also, typically no Opportunity Attack if you 

are moved by some external force.
• Standing up or Ranged Attack – No OA.



TEN COMMON MISTAKES

6. Concentration (PH 203)

•Many spells require the caster to maintain 
Concentration.  These spells remain 
active until one of four things happen.
• Caster casts another concentration spell.

• Caster fails a  concentration Saving Throw.

• Caster falls unconscious.

• Spell duration expires normally.



TEN COMMON MISTAKES

6. Concentration (PH 203)

•Caster can still cast other spells that 
don’t require concentration.
•Concentration Saving Throw:
• Caster makes a Constitution Saving Throw

• DC = 10 or half the damage taken, whichever higher.
• Thus, unless the damage is >22, the DC is 10.



TEN COMMON MISTAKES

7. Casting Multiple Spells (PH 202)

• Bonus Action Casting Time
• “A spell cast with a bonus action is especially swift.  You 

must use a bonus action on your turn to cast the spell 
provided that you haven’t already taken a bonus action this 
turn.  You can’t cast another spell during the same turn, 
except for a cantrip with a casting time of 1 action.”

• Reactions
• “Some spells can be cast as reactions.  These spells take a 

fraction of a second to bring about and are cast in 
response to some event.”



TEN COMMON MISTAKES

8. Delay / Ready an Action (PH 189)

• In 4E, you could  “hold your turn” and then 
jump back into the initiative.  No longer 
possible in 5E.
• You can Ready an Action to take on a 

subsequent trigger, which then uses your 
Reaction.
• Must declare a specific trigger.
• Loses your spell slot, even if not triggered.
• Competes with Opportunity Attack for your 

Reaction.



TEN COMMON MISTAKES

9. Short Rest (PH 186)

• In 5E, a Short Rest takes one hour, not 5 
minutes as it did in 4E.



TEN COMMON MISTAKES

10. Death Saves (PH 197)

•Death Saves now occur at the beginning of 
your turn.  So if you get the coveted 
Natural 20, you are awake and can take 
your turn as normal.



Interesting 
Class Features



INTERESTING CLASS 
FEATURES

Barbarian
•Aspect of the Beast – “At 6th level, you 

gain a magical benefit based on the totem 
animal of your choice.  You can choose the 
same animal you selected at 3rd level or a 
different one.”
•Spirit of the Bear, Aspect of the Eagle, 

and Attunement of the Wolf if desired.



INTERESTING CLASS 
FEATURES

Bard
• Jack of All Trades – “Starting at 2nd

level, you can add half your proficiency 
bonus, rounded down, to any ability check 
you make that doesn’t already include 
your proficiency bonus.”
• Initiative is Dexterity Check.



INTERESTING CLASS 
FEATURES

Cleric
•Four domains grant proficiency in Heavy 

Armor, and two in Martial Weapons.
•Channel Divinity
• Each domain gets a specific Channel Divinity 

Ability as outlined in the Domain Sections.
• Knowledge of the Ages, Preserve Life, etc.

• Turn Undead – page 59 before the Domain 
Sections – all clerics get this.



INTERESTING CLASS 
FEATURES

Cleric
•Knowledge Domain – Gains two skills from 

Arcana, History, Nature, Religion.
• “Your proficiency bonus is doubled for any 

ability check you make that uses either of 
those skills.”
• This is essentially Clerical Expertise.



INTERESTING CLASS 
FEATURES

Cleric
• Life Domain – “starting at 1st level, your 

healing spells are more effective.  Whenever 
you use a spell of 1st level or higher to 
restore hit points to a creature, the 
creature regains additional hit points equal 
to 2 + the spell’s level.
•Cure Wounds cast a 1st level = 

1d8+3+Wisdom modifier
• “Preserve Life” is not a spell, however.



INTERESTING CLASS 
FEATURES

Cleric
•War Domain – War Priest - “When you use the 

Attack action, you can make one weapon attack 
as a bonus action.”

•UNLIKE Two Weapon Fighting (PH 195), this 
does NOT require a “light” weapon and it 
DOES still add your ability modifier to the 
damage rolled.



INTERESTING CLASS 
FEATURES

Druid
•From Sage Advice – “What happens if a 

druid wears metal armor?”
• “The Druid Explodes.”
• Though this taboo has been a part of the 

Druid class since its 1976 debut, it is only 
storytelling flavor.  



INTERESTING CLASS 
FEATURES

Druid
•Circle of the Moon, Circle Forms – “Starting 

at 2nd level, you can use your Wild Shape to 
transform into a beast with a challenge 
rating as high as 1…”
• “…(you ignore the Max. CR column of the 

Beast Shapes table, but must abide by the 
other limitations there).”
• So no walking hawks or what-have-you.



INTERESTING CLASS 
FEATURES

Druid
•Wild Shape – “You can’t cast spells, and 

your ability to speak or take any action 
that requires hands is limited to the 
capabilities of your beast form.”
• “Transforming doesn’t break your 

concentration on a spell you’ve already 
cast, however….”



INTERESTING CLASS 
FEATURES

Fighter
•Action Surge – grants an extra action, but 

not an extra Bonus Action.
• Through multi-classing or as a Champion 

Archetype, you can have multiple Fighting 
Styles.



INTERESTING CLASS 
FEATURES

Monk
•Martial Arts – Monk weapons “are 

shortshords and any simple melee 
weapons that don’t have the two-handed 
or heavy property.”
• “Versatile” is not listed, so a spear or 

quarterstaff used two handed is a Monk 
Weapon still.



INTERESTING CLASS 
FEATURES

Monk
•Martial Arts allows an Unarmed Strike as 

a bonus action.
•For 1 KI point, Flurry of Blows turns this 

bonus action into TWO unarmed strikes.
•Still one Bonus Action, though – these 

two effects do not stack.



INTERESTING CLASS 
FEATURES

Monk
•Way of the Open Hand – Open Hand 

Technique.  Target must make a Dexterity 
Save or be knocked Prone, or it must make 
a Strength Save or be pushed up to 15 feet 
away.
•Neither option ever mentions the target 

creature’s SIZE.  



INTERESTING CLASS 
FEATURES

Paladin
•Divine Sense requires an Action to use.
•From the Errata, your Divine Smite can be 

powered by expending any spell slot – not 
just Paladin Slots.



INTERESTING CLASS 
FEATURES

Paladin
•Aura of Protection (6th level) –

“Whenever you or a friendly creature 
within 10 feet of you must make a saving 
throw, the creature gains a bonus to the 
saving throw equal to your Charisma 
modifier.
•Both Concentration and Death Saves are 

Saving Throws.



INTERESTING CLASS 
FEATURES

Ranger
•A Ranger may not move  between the 

attack rolls of the Whirlwind Attack.  All 
targets must be within 5’ of you when you 
make your Whirlwind Attack.



INTERESTING CLASS 
FEATURES

Ranger
•A Beast Master can use an Action to 

command the beast to take the Attack, 
Dash, Disengage, Dodge, or Help action.
•Once you have the Extra Attack feature 

(5th level), you can make one weapon 
attack yourself when you command the 
beast to take the Attack action.



INTERESTING CLASS 
FEATURES

Rogue
•Sneak Attack – “Once per turn, you can 

deal an extra 1d6 damage to once 
creature….”
•Reactions such as Opportunity Attacks 

and Commander’s Strikes often occur on 
another creature’s turn.
• Thus, a rogue can possibly Sneak Attack 

more than once per game round.



INTERESTING CLASS 
FEATURES

Rogue
•Rogue base speed is 30 feet.
•Move 30 feet.
•Use cunning action to Dash as a bonus 

action, and move 30 more feet.
•Use regular action to Dash again, moving 

another 30 feet, or 90 feet total.



INTERESTING CLASS 
FEATURES

Sorcerer
•Font of Magic / Flexible Casting – Can 

turn sorcery points into spell slots as a 
Bonus Action.
•Or you can use a Bonus Action to expend a 

spell slot and gain sorcery points.
•You do still only have one bonus action, 

however, so you can’t do both on one turn.



INTERESTING CLASS 
FEATURES

Sorcerer
•Quickened Spells – Must still follow the 

normal rule for casting a Bonus Action spell 
and a second spell (PH 202).  Still can’t cast 
another spell during the same turn “except 
for a cantrip with a casting time of one 
action.”
• Twinned Spells – from Errata, can only twin 

spells that are “incapable of targeting more 
than one creature.”



INTERESTING CLASS 
FEATURES

Warlock
•Unlike other spell casters, the Expanded 

Spell Lists under each Patron merely 
provides additional possible spells to 
learn / know.  
•You can choose them or not, on a case by 

case basis.
• These count against your spells known.



INTERESTING CLASS 
FEATURES

Warlock
•Pact of the Blade – can only create a 

melee weapon bond…
•Can also bond to a magic weapon.
• There is no melee weapon restriction on 

this magic weapon….



INTERESTING CLASS 
FEATURES

Wizard
• Abjurer’s Arcane Ward – can be “healed” 

before it goes to 0 hit points by casting 
Abjuration spells.  
• The Ward DOES stack with temporary hit 

points, resistances, immunities, etc.
•Damage targeting the Abjurer goes to (1) the 

Ward, (2) immunity, (3) resistance, (4) 
Temporary Hit Points, (5) Real Hit Points.



INTERESTING CLASS 
FEATURES

Wizard
•Evoker’s Potent Cantrip – only applies to 

spells with Saving Throws, not attack 
rolls.



Spell Casting & 
Assorted Items



SPELL CASTING / PACT 
MAGIC

Classes with Known Spells:
•Bard – starts with 4
•Eldritch Knight – 2
•Ranger – 2
•Arcane Trickster – 3
•Sorcerer – 2
•Warlock – 2



SPELL CASTING / PACT 
MAGIC

Classes with Prepared Spells:
•Cleric – Wisdom mod + Cleric level
•Druid – Wisdom mod + Druid level
• Paladin – Charisma mod + ½ Paladin level
• Prepared from Entire List of Spells
• have additional spell lists which do not count against 

the number of prepared spells
•Wizard – Intelligence mod + Wizard level
• Prepared from Spellbook, which starts with 6 spells 

of 1st level



VARIOUS & SUNDRY

• Small creatures use heavy weapons at 
disadvantage
• Some armors cause stealth checks to be at 

disadvantage, but not dexterity saves
•Ability Score Improvements are class-level 

dependent, not total level 
•A rogue/monk can sneak attack with a monk 

weapon if it has finesse or ranged 
properties and could martial arts also



VARIOUS & SUNDRY

•Crossbow Expert Feat also helps with spell 
attacks.
•Great Weapon Master can move between 

attack action and bonus action attack.
• Lucky with disadvantage: roll three dice 

then pick one.
•Polearm Master bonus attack DOES include 

your strength modifier.



VARIOUS & SUNDRY

•On ability checks and saving throws, a 
natural 1 is not an automatic failure, and a 
natural 20 is not an automatic success.
• Death Saves are a specific exception.

• You can take the Help action and then move 
away from a foe and the help remains in 
effect.
• If you Ready a spell and the trigger never 

occurs, you still lose the spell slot.



VARIOUS & SUNDRY

• It takes an Action to equip or doff a shield.
• It takes an action to draw a second weapon 

for Two Weapon Fighting (unless you have 
the Dual Wielder Feat).
• It takes an action to drink or administer a 

potion, or to read a scroll.



VARIOUS & SUNDRY

• Spell attacks can be critical hits.
• Spells with attack rolls are NOT “attack” 

actions – they remain “cast a spell” 
actions.
•Cantrips always scale with character 

level, not class level.
• Spell limit: 1 for a bonus action, 1 for an 

action (cantrip only), and1 for a reaction.
• Action Surge adds one more, cantrip not req’d.



VARIOUS & SUNDRY

• Temporary Hit Points are not cumulative.
• Familiars can Help and are also allies.
• You can use Mage  Armor while wearing a 

shield.
•Moonbeam does ZERO damage on the turn it 

is cast.  Same with: Blade Barrier, 
Cloudkill, Cloud of Daggers, Evard’s Black 
Tentacles, Forbiddance, Sleet Storm, and 
Spirit Guardians.



VARIOUS & SUNDRY

•Natural Armor is not considered a “worn” 
armor, neither light, medium, nor heavy.
•A dragon’s wing attack legendary action 

remains vulnerable to opportunity attacks 
as usual.
•AC bonuses from different sources stack, 

but two Rings of Protection do not stack.
•A magical bow shooting normal arrows is 

still considered a magic weapon.



VARIOUS & SUNDRY

• Monster AC’s in the MM sometimes assume the 
use of a shield.  E.G., goblins’ AC is listed as 15, 
but it is 13 unless the goblin has a shield 
equipped.
• Readying a spell requires concentration.  

Same with casting any spell whose casting time 
is greater than one action.
• Cover provides protection for melee attacks 

as well as ranged attacks and dexterity saving 
throws.



VARIOUS & SUNDRY

• Inspiration provides Advantage, not a 
complete re-roll.
•A nearby enemy causes disadvantage to all 

missile attacks, not just those targeting the 
nearby creature.
•Concentration effects persist through 

rests.
•And, elven trance does not reduce the time 

required for a long rest.



SOURCES

•D&D Player’s Handbook
•Wizards of the Coast’s “Sage Advice 

Compendium,” accessed May 17, 2017
• “10 Most Common Mistakes DMs and Players 

Make in 5e D&D”, by Derek Meyers, April 29, 
2016 (as updated since).
• The invaluable membership at 

ENWORLD.COM’s Forum.



Thank you very much.
Now everyone roll initiative.


