COTLVERTIVES TO SINPLTA

ITTRODUCTION

This is not a hard and fast set of rules
but, rather, a set of guidelines for converting
game material from other products released
under the Open Game License into a form
that is compatible with the Simple 20 system.
You should feel free to both expand upon
these guidelines as you see fit and ignore the
parts that don’t work for you.

STZP 1 ATTRIBUTES

The attribute scores utilized in Simple
20 and the ability scores utilized in other
OGL game systems are identical, although
the names of some Simple 20 attributes
differ from the common ability names used
in many OGL game systems.

For the most part, the attributes of
Simple 20 are identical to the abilities used
in other OGL game systems, but Perception
and Ego are unique to the Simple 20 system.
This bears a brief mention. . . .

When converting from another OGL
game system to Simple 20, treat a given
character’'s current Wisdom score as their
new Perception score and their Charisma
score as their new Ego score.

Finally, when converting a character
from another system to Simple 20, use the
Simple 20 attribute modifier table (Simple
20, page 1) to determine the appropriate
modifier for that character’s aftributes.

STZP 2: aPTITUDES
Simple 20 is primarily a skill-based
game system, where many other OGL game
systems use skills only as a one aspect of a
multifaceted resolution system, rather than
the sole focus of such a system.

For the most part, skill ranks in other
OGL games can be converted to learned
aptitude ratings in Simple 20 on a one for
one basis (i.e., one skill rank in another
OGL system equals one point of learned
aptitude rating in Simple 20). Combat and
magic, however, pose a challenge.

In most other OGL game systems,
combat and magic are not skill-based, thus
a character has no skill ranks in weapon use
or areas of sorcerous study — instead they
have a Base Attack Bonus and can cast only
specified spells from a static list. As | said,
this poses a challenge.

When converting a character from a
game system that uses a Base Attack Bonus
to represent prowess in combat, a character
receives a number of points equal to their
Base Attack Bonus, multiplied by two. These
points must be assigned to specific combat-
oriented aptitudes in the Simple 20 system.
For example:

Barbarak the barbarian has a Base
Attack Bonus of +5, thus his player would
have ten points of aptitude rating in Simple
20 that must be earmarked for combat-
oriented aptitudes.

Where magic is concerned, if the
OGL system that you are converting from
uses a system of spell “schools”, the easiest
way to convert spell-casting characters is by
treating each school as a Sorcery apfitude
per the Simple 20 core rules.

If the system that you are converting
from does not utilize spell schools, you'll
have to fudge things a bit, grouping spells
under whichever default Simple 20 Sorcery
aptitudes seem to be the best fit or taking the



time to create your own customized Sorcery
aptitudes, based on the setting in which your
campaign takes place.

In order to determine the number of
points in Sorcery aptitude rating that a spell-
casting character will have in Simple 20,
multiply their character level by two and add
the modifier associated with the attribute that
governs theirmagic use ( INT, PER, or EGO)
to the result. For instance:

Guyman the sorcerer is a 3 Level
character with an Ego modifier of +3. Thus,
Guyman’s player would have nine points to
distribute amongst Sorcery aptitudes.

Finally, since there is a much greater
emphasis on skills in Simple 20, characters
created in that system tend to be more skilled
than their counterparts in other OGL games.
When converting a character from another
system to Simple 20, give their player an
additional ten points of aptitude rating that
they can place wherever they so wish.

Note that converted characters are
still bound by the restrictions imposed on
characters created using the Simple 20
rules where aptitudes are concerned (i.e.,
aptitude ratings greaterthan a character’s
Intelligence score are not allowed).

STEP 3 hieaLTh POIGTS

Most OGL game systems make use
of Hit Points, which function much as Health
points do in Simple 20. The main difference
between Hit Points and Health Points is that
Health Points don’t escalate as a campaign
progresses — Health Points are calculated
only once in the Simple 20 system.

Rather than converting a character’s
Hit Points to Health Points, instead calculate
their Health Points from scratch using the
default method presented in Simple 20.

STEP 4 COMIPOSURE POITATS

Most OGL games simply don’t bother
with tracking psychological trauma during
actual play. This being the case, there isn’t
much to convert — if you want to use the rules
for Composure in Simple 20, calculate your
character’'s Composure Point total using the
formula located therein.

STCP o CQUIPNMICTT

Given the special treatment reserved
for equipment in Simple 20, you don’t really
convert equipment so much as you make a
note of the fact that it exists. Simply make a
note of any and all equipment that your
character has in their possession.

STEP 6: FITUSNITG UP

By the time you reach this step, you've
all but wrapped up the mechanical aspects
of character conversion to Simple 20 (feats,
racial bonuses, and other rules minutiae
simply doesn’t play a part in the Simple 20
system). Now all you need to do is spend
some time on the aesthetics.

MOTUGSTER COTLVERSION:

The guidelines presented here can be
used to convert monsters for use with the
Simple 20 system. This having been said, the
way that Simple 20 treats monsters doesn’t
suit everybody, as some feel that it provides
too much mechanical balance.

To make encounters with monsters a
bit less balanced, port in a given monster’s
Hit Point total from the source system, rather
than calculating its Health Point total from
scratch (see conversion step three).

FiTially, B aWAaRE,

Simple 20 will suck some of the eye-
popping “fantastic” out of characters that are
converted from other OGL systems — this is
intentional. Be ready for it.



DESIGNATION OF OPEN GAME CONTENT:
The entirety of this document is hereby declared Open
Game Content.

DESIGNATION OF PRODUCT IDENTITY: This
document contains no designated product identity.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights
Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark
owners who have contributed Open Game Content; (b)"'Derivative
Material" means copyrighted material including derivative works and
translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may
berecast,transformed oradapted; (c) "Distribute" means to reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or
otherwise distribute; (d)"Open Game Content" means the game
mechanic and includes the methods, procedures, processes and
routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional
content clearly identified as Open Game Content by the Contributor,
and means any work covered by this License, including translations
and derivative works under copyright law, but specifically excludes
ProductIdentity. (e) "Product Identity" means product and productline
names, logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic elements,
dialogue, incidents, language, artwork, symbols, designs, depictions,
likenesses, formats, poses,concepts, themes and graphic, photograp hic
and other visual or audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other trademark or
registered trademark clearly identified as Product identity by the
owner of the Product Identity, and which specifically excludes the
Open Game Content; (f) "Trademark" means the logos, names, mark,
sign, motto, designs that are used by a Contributor to identify itself or
its products or the associated products contributed to the Open Game
License by the Contributor (g) "Use", "Used" or "Using" means to use,
Distribute, copy, edit, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) "You" or "Y our"
means the licensee in terms of this agreement.

2. The License: T his License applies to any Open Game Content that
contains a notice indicating thatthe Open Game Content may only be
Used under and in terms of this License. Y ou must affix such a notice
to any Open Game Content that you Use. No terms may be added to
or subtracted from this License except as described by the License
itself. No other terms or conditions may be applied to any Open Game
Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to Use,
the Open Game C ontent.

5.Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright
date, and the copyright holder's name to the COPYRIGHT NOTICE
of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree notto Use any Product Identity,
including as an indication as to compatibility, except as expressly
licensed in another, independent Agreement with the owner of each
element of that Product Identity. You agree not to indicate
compatibility or co-adaptability with any Trademark or Registered
Trademark in conjunction with a work containing Open Game C ontent
except as expressly licensed in another, independent A greement with
the owner of such Trademark or Registered Trademark. The use of
any Product Identity in Open Game Content does not constitute a
challenge to the ownership of that Product Identity. The owner of any
Product Identity used in Open Game Content shall retain all rights, title
and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distributing are
Open Game Content.

9. Updatingthe License: Wizards orits designated Agents may publish
updated versions of this License. You may use any authorized version
of'this License to copy, modify and distribute any Open Game C ontent
originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You
have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any
of the terms of this License with respect to some or all of the Open
Game Content due to statute, judicial order, or governmental
regulation then You may not Use any Open Game Material so
affected.

13 Termination: This License will terminate automatically if You fail
to comply with all terms herein and fail to cure such breach within 30
days of becoming aware of the breach. All sublicenses shall survive
the termination of this License.

14 Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15 COPYRIGHT NOTICE
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