
D20 To Otherworlds Conversion 
Introduction
Hello and welcome to the D20 Conversion to Otherworlds 
Guide! When writing this guide, I was thrilled to find how 
easy the system is to convert! 

So why convert? Well, D20 is a popular type of RPG that 
many know how to play, and it’s resources are extremely 
vast! With d20 systems however, some people often do 
not like how bogged down combat can get, or limited 
character creation can be.  
 
Otherworlds is quick, fluid, and has an expansive character 
creation system. If this sounds up your alley, then this 
guide is for you! 

Note: Please, let me know if you have any question or 
details that should be altered or added.

Advantage and Disadvantage
Any instance of advantage should be exchanged with 
Otherworlds edge. The same is true for disadvantage and 
lost edge. 

Round Down Rule
Nope. You always round up in Otherworlds. Any instance of 
an effect rounding down, should be changed to rounding 
up. 

Races
D20 races are developed in such a way that you can almost 
do a 1:1 conversion for Otherworlds and they would 
be balanced and playible. If you want a more accurate 
conversion, look at races with similar traits and use those. 
For example, a boreinheir human skills would make a good 
replacement for a dwarves. 

Backgrounds 
You can do a 1:1 conversion and keep your D20 
background and have it balanced with Otherworlds. 
However, if you wish to use a background from 
Otherworlds, consider these translations. 

Acolyte (Preacher/Sage), Charlatan (Noble), Criminal 
(Vandal), Entertainer (Vagrant), Guild Artisan (Artist/
Blacksmith), Hermit (Vagrant), Outlander (Vagrant), Sailor 
(Deep Sea Explorer), Soldier (Military), Urchin (Criminal)

Currency 
Currency in Otherworlds is determined by your 
background, not your class. In Otherworlds, while gold is a 
currency, a digital version – gild is the new standard. 

Use the background you select to determine your currency. 
If you keep your D20 background, select the appropriate 
Otherworlds background to determine your gild. 
 
Levels
Both D20 and Otherworlds use a leveling system of 1 – 20. 

Attributes
Whatever your attributes stat is, you can easily convert it 
to Otherworlds by using the following formula. You will 
notice the scaling is reduced from 1 – 30 to 1 – 12 for 
Otherworlds.

Both systems use similar attributes, making converting 
them incredibly simple to convert:

Speed Conversion 
Remove the 0 at the end of the speed in D20 and double 
its value and subtract 1. 30 speed becomes 3. Then double 
it to become 6. Then subtract 1 for a total of 5. A speed of 
70 in D20 would be 13 in Otherworlds.

Otherworlds Attributes 
1
2
3
4
5
6
7
8
9

10
11
12

D20 Attributes 
1-5

6-10
11-12
13-14
15-16
17-18
19-20
21-22
23-24
25-26
27-28
29-30

Otherworlds Attributes 
Strength
Dexterity 

Toughness
Intelligence

Wisdom
Resolve 

D20 Attributes 
Strength
Dexterity

Constitution
Intelligence

Wisdom
Charisma

Otherworlds Proficiency 
+1
+2
+3
+4
+5
+6

D20 Proficiency  
1-3
4-6
7-9

10-12
13-15
16-20



Classes, Feats, and Abilities
Otherworlds allows you to create your own skill branches 
to form your character’s classes. This allows for converting 
D20 classes easily. However, since D20 is low-tech, some 
of the skill branches in Otherworlds don’t transfer as well, 
unless you wanted to make your D20 character have a gun 
or more advanced technology. 
 
• Barbarian (Berserker: Endurance, Rage, Martial)
• Bard (Battle Mage/Grfiter: Arcane, Avarice, Deception)
• Cleric (Seraph/Tank: Divinity, Endurance, Light)
• Druid (Druid: Elemental, Medical, Nature)
• Fighter (Warrior: Endurance, Strategy, War)
• Monk (Warrior: Brawl, Endurance, War)
• Paladin (Defender: Light, Protection, Swordsmanship)
• Ranger (Hunter/Druid: Archery, Hunt, Nature)
• Rogue (Assassin/Grifter: Assassination, Avarice, 

Deception)
• Sorcerer (Battle Mage: Battle Magic, Blood, Elemental)
• Warlock (Reaper: Affliction, Curse, Darkness)
• Wizard (Battle Mage: Arcane, Battle Magic, Elemental)

Damage Types
All damage types can be transferred 1:1 in Otherworlds. 
Find what is most appropriate and use it.  

Skills 
D20 skills transfer easy to Otherworlds. In most cases, 
Otherworlds simplifies them, reducing the total number 
from 18 to 16. 

Attacks & Equipment
In D20 you roll 1d20 and add it to your weapon bonus to 
determine if your attack hits and then a set amount of 
damage is dealt. 

For example, if you have a Greataxe that grants a +5 to hit, 
then for Otherworlds, consider it to have 5 for its attack 
stat. The damage the Greataxe deals can still be the same, 
but you will need to convert it to only d6. 

Armor Class and Defense 
Take a creature’s Armor Class and use 2/3 of it for their 
Defense. The remaining 1/3 should be their armor value. 
This is a rough estimate. 
For example, a skeleton with 13 would be translated to 
have a defense of 9 and an armor of 3.

Many abilities translate directily. Vulnerabilities convert to 
weakness. Immunities remain the same.  
 
Dice Conversion
Any effects that use dice will need to be converted to just 
using d6, since Otherworlds strictly uses d6. Use the table 
below to determine how many dice to use for a weapon’s 
damage, spells, and other effects.

Note: For effects that require you to roll multiple dice, 
such a 4d4, feel free to convert the group of dice into d6. 
So, instead of saying it deals 12 damage. You could say 1d6 
+ 9 damage.  

Challenge Rating 
To get an accurate CR, multiply the D20 CR by 4. In 
Otherworlds, the CR is used as a 1:1 point system with 
PC levels. For example, if the entire party has three level 
sevens, then that would generate 21 CR for you to use for 
a moderate encounter. Additional points may be spent to 
increase the difficulty of each encounter. 

Otherworlds Dice
3

1d6
1d6 + 2
1d6 + 4

2d6
3d6

D20 Dice
1d4
1d6
1d8

1d10
1d12
1d20

Otherworlds Challenge
1/4
1
2
4
8

32

D20 Challenge
0

1/2
1/4
1
2
8

Otherworlds Skills
Acrobatics

Ride
Astana

Athletics
Silver Tongue

Lore
Perception
Influence

Investigation
Medical
Survival

Perception
Entertain

Silver Tongue
Lore

Stealth
Stealth
Survival

Craft
Engineering
Technology 

D20 Skills
Acrobatics

Animal Handling
Acrana

Athletics
Deception

History
Insight

Intimidation
Investigation

Medicine
Nature

Perception
Performance
Persuasion

Religion
Slight of Hand

Stealth
Survival

- - -
- - -
- - -



Open Gaming Licensing Information
D20 to Otherworlds conversion is done under version 1.0a of the Open Gaming
License and the D20 System Trademark License, D20 system System Trademark
Logo Guide and System Reference Document by permission from Wizards of the
Coast.® D20 products require the use of the Dungeons & Dragons® Player’s
Handbook, Third Edition, published by Wizards of the Coast® Dungeons & 
Dragons® and Wizards of the Coast® are Registered Trademarks of Wizards of the 
Coast, and are used with Permission. Otherworlds does not require the use of 
the Player’s Handbook. “d20 System “ and the “d20 System” logo are trademarks 
owned by Wizards of the Coast® and are used according to the terms of the d20 
System License, version 1.0a. A copy of this license can be found at www.wizards.
com. Designation of Product Identity: All references to Otherworlds and its
game system are Product Identity, and are not Open Game Content. No part of 
this document, other than that derived from the System Reference Document
(www.wizards.com/d20), is considered Open Game Content. If you have 
questions about the Open Game Content status of any material herein, please 
contact Vindicated Entertainment for clarification.
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 be recast, transformed or adapted; (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 
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 “Your” 
means the licensee in terms of this agreement.

Product Identity. (e) “Product Identity” means product and product line 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, photographic and other visual or audio representations; 
2. The License: This License applies to any Open Game Content that contains a
notice indicating that the Open Game Content may only be Used under and in 
terms of this License. You 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.Offer 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 Content.
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 not to Use any Product Identity, including 
as anindication 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 Content except as expressly licensed in another, independent Agreement 
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. Updating the License: Wizards or its 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 Content 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: Open Game License v 1.0 Copyright 2000, Wizards of the
Coast, Inc

Written and designed by Vincent Baker. 
For inquiries contact at vincentsbaker@otherworldsrpg.com

Legal
Otherworlds®, Vindicated Entertainment LLC., and all 
of our content, related logos, characters, names, and 

distinctive likenesses thereof are trademarks of Vindicated 
Entertainment LLC.
All rights reserved.


