Rangers of Taradoin conversion to Dungeons and Dragons 3e.





Introduction





This is a brief conversion for characters from the Rangers of Taradoin to the Dungeons and Dragons Third Edition and Vice Versa.  The Rangers of Taradoin uses an alternate combat system that is adaptable to D&D and in some ways is even more fast paced.  The characters of Taradoin use portals to travel to other worlds, and thus could easily find themselves in a world of Dungeons and Dragons.  By following the steps below you can begin a conversion of the Ranger of Taradoin Characters to Dungeons and Dragons 3e.  It takes into the thought that you have a good knowledge of Dungeons and Dragons, even if you are not to knowledgeable about the Rangers of Taradoin yet.





1.  First, you must determine the level of your character.  The amount of skill points your character possesses equals the level of the character.  Thus if you possessed a Barbarian with 6 skill points, you would then have a 6th level Barbarian.





2.  Determine what class you have.  All Classes change to their corresponding names, thus fighters become fighters, barbarians become barbarians, and so forth.  However, there are many classes which are not in 3e.  These classes are transformed into prestige classes.  Thus if your class was a Knight of the Vow, then you would have the prestige class of a Knight of a Vow.  These prestige classes retain their special abilities if applicable, if not, then they merely have the name only prestige class.  The original class will be from whatever category they were from, thus Warriors will have a Fighter class.  Wizards will have a Mage class.  Thieves will have a Thief class.  Adventurers will have a Thief class.  Faith will have a Cleric class.  Adventurers will roll a d8 for hitpoints in thier prestige class instead of d6 as many thief classes do.  The level in prestige will be all but 1 level up to a maximum of 10, at which point they will start gaining levels in their original class (Fighter, Wizard, Thief, or Mage).





3.Next you must determine the Stats of each of the characters.  To determine this, take the original d12 roll of the statistic.  Add bonuses for race.  Then refer to the table below.





0-2=3


3=4


4=6


5=7


6=9


7=10


8=12


9=13


10=15


11=17


12=18


13=19


14=21


15=22





You do not add bonuses you have gained due to rank or skills or any other factor but that of race.  You take the original roll, this can be determined by taking your score in an ability and taking away all bonuses, then reducing the amount that was added on in creation.  (Warrior's Sense-20, Faith-8, Health-30, and Intelligence-3)





The following scores are equivalent to their counterparts. (ROT stat=D&D stat)





Strength=Strength.





Thus for example, if my strength was a 9 in the Rangers of Taradoin Campaign, I would refer to the table above and convert that to a 13.





Agility=Dexterity





Thus if my Agility was 11, it would be a Dexterity of 17.





Faith=Wisdom (May have to be rolled up for Wizards)





Thus if my Faith was 17, I would first take 8 from the score, to get a 9.  Then I would refer to the table above and get a 13 for my Wisdom.





Health=Constitution





Thus if my Health was a 40, I would take 30 away to get a 10.  Then I would refer to the table above and get a 15 for my Constitution.





If the optional rule of Intelligence is in play then





Intelligence=Intelligence.





Thus if my Intelligence was 8, I would take away 3 to get a 5.  Then I would refer to the table above and get a 7 for my Intelligence.





If Intelligence is not used, then one must roll up a new score for their D&D 3e character, or have the DM determine the character's Intelligence.  The same goes for the statistic of Charisma.





4.  The fourth step determines the Hitpoints of a D&D 3e character.  Take the Original roll of the Health score, much like you did for Constitution.  Reduce your Original Health by 30 after taking away the bonuses to get the Health Roll.  Next, follow the following guide below to determine how many hitpoints your character has.





Warrior=Multiply the roll by the Class level to find the number of Hitpoints (Thus if I take the example above of Health, and my level was determined to be 6, then I would multiply 10 by 6 to get 60 Hitpoints for my character, quite a number.  No constitution bonus is added to this, it is already counted as being included).





Faith Character=Multiply the roll by the class level and then multiply the result by 2/3.  (Following the example above with 10 and 6, the result would be 40 so I would have 40 Hitpoints total including Constitution bonus).





Wizard=Multiply the roll by the class level and then multiply the result by 1/3. (Following the example above with 10 and 6, the result would be 20, so I would have 20 Hitpoints total including Constitution bonus).





Thief=Multiply the roll by the class level and then multiply the result by 1/2.  (Following the example above with 10 and 6, the result would be 30, so I would have 30 Hitpoints total including Constitution bonus).





Adventurer=Multiply the roll by the class level and then multiply the result by 2/3. (Following the examle above with 10 and 6, the result would be 40, so I would have 40 Hitpoints total including Constitution bonus.)





5.  After determining Hitpoints, you must choose feats and skills as needed.  You will have to choose all these from scratch.  For Wizards, you may select 5 spells for every 1 spell that you possess.  If you have chosen to select a skill instead, you must choose a feat instead of spells.





6.  Equipment is easy to convert, simply put, all armor is now equal to the D&D stats, and weapons do the damage of D&D.  In addition, to determine magical bonuses, take the average of the bonuses (If it adds bonuses to three statistics, divide the grand total of all the bonuses by three to get the bonus for the weapon in D&D).  Your DM must consider how effective powers will be in his campaign.





7.  For combat, Use the class of whichever you are a part of.  Adventurers of course would use the Thief to Hit bonuses.  (Optional:  Warrior's Sense is obviously not used, however, for aspiring DMs who just have to use it, take the total, bonuses and all, and divide by 20.  Round down.  For every point the character may gain 1 extra combat Feat, or 5 extra skills).











Conversion of Characters from 3e to ROT





1.  Basically do everything above, but in reverse.  There are a few exceptions.





2.  With statistics, several of the rolls a character may have are not covered in the chart above.  These are filled in below.





(Dungeons and Dragons Stat=RoT stat)





5=3


8=5


11=7


14=9


16=11


20=13


23=15


24=16


25=17


26=17


27=18


28=19


29=19


30=20








3. Hitpoints are determined by divinding all the Hitpoints by your level (up to 20 of course) and then dividing them by whatever level you are.   Round down.  Thus if I had 56 Hitpoints as a barbarian, and was 5th level, then I would divide 56 by 5.  (56/5=10.2)  I would round the result of 10.2 down to a score of 10.  Then I would add this to 30.  Thus my Health score would be equal to 40.





4.  Obviously, you will not have your primary Combat Statistic of Warrior's Sense.  Determine this by rolling 1d12 and adding 20.





5.  Pick skills as you would choose, and there you have it, a converted character.











RoT combat in D&D 3e





RoT is a d12 system, and as such, you will need 2d12.  This is given very briefly and hopefully can be understood.





1. Roll 2d12 and add your To Hit Bonus.


2. Do the same for your foe.


3. The one with the greatest end result (higher number) wins the combat round.


4. Add Str+1d8+wpn damage to determine how much damage you inflict.


5. Deduct the other's Armor Class from this, the end result is how much damage they take.  (Thus if I did a total of 22 damage with STR 14 + roll of 2 + longsword roll of 6, and my enemy had an Armor Class of 16, then I would do 6 damage).





6.  If a 12 is rolled in step 1 (on either die) and the PC wins the combat round, the PC does full damage (there is no step 5 in this case).





7. If a character has multiple attacks they can either





a. multiply the damage doen by their weapon damage by the amount of multiple attacks (so as in step 5's example, If I had 2 mulitple attacks the result would be STR 14+ roll of 2 +longsword roll of (6 * 2) = doing a total of 28 damage, and my enemy had an Armor Class of 16, then I would do 12 damage).





b. Choose different adjacent enemies to attack.





8.  Missile combat is done in the same manner with one character's to hit bonus against an enemies, though an optional method is instead to roll 2d12 + the to Hit bonus, and try to roll over the enemies Armor Class, much as it is done now with the D20.





All other combat questions are either up to the DM or handled in the current rules of D&D 3rd edition.





This method can be deadly to low level characters, and can make combat occur extremely rapidly and chaotically.  Have fun.  If enough people show interest in this campaign, I might even beg to be able to write a couple campaigns and expand more on how the characters use portals to jump around worlds.  (Sort of like Planescape in a sense, but no central realm, just world jumping.)





UberClasses





There are some additional NPC Classes available from RoT.  However, they are NPC as they are uber classes.  One of these is used in this adventure and those following.  It is the Grey Lord.





The GreyLord is basically an upgraded Ranger Class. With the following changes.  





The GreyLord does not gain the spells that a Ranger does.  IN addition, they do not gain the ability for two weapon fighting that a Ranger does, nor favored enemies.  A greyLord does gain the Tracking feat.  A GreyLord advances in saves and BaB as a Ranger.  The GreyLord also has the skillpoints and Skills available as a Ranger.  A GreyLord uses a D12 for hitpoints.  In addition, in levels 1-10 the GreyLord/Ranger of Taradoin gains Bonus Feats as a Fighter.  A Ranger can choose to specialize in a weapon, be it bow, or another weapon.  Their favored weapon is the Two Bladed Sword.  All Rangers of Taradoin/GreyLords are profficient in this weapon.  When they specialize in a weapon they gain a +1 to hit and a +1 to damage with that weapon per every 6 levels they possess.  After they gain level 8 they begin to gain Psionic abilities as a Psychic Warrior of 1/2 the level (Ignore if Psionics are not in your campaign, replace instead with the abilities that they gain to use telepathy, telekinesis, clairaudience, clairvoyance, and Pyrokinesis).  They are also immune to Psychic attacks.    At 10th level they attain the rank of Scion.  At 12th level they become immune to magical damage.  At 18th level they become immune to Magical Attacks, and they also attain the Rank of GreyLord.  If they can attain 21st level they gain the rank of Grey Master.  At the level of 15 they gain the abilities of a Druid of equal level but must stop all advancement at that level if they so choose this option.  At 21st level, they attain all the abilities of a Druid of equal level.





A Soul Sword is much like the Fighter in advancement but they do not gain the extra feats nor the specialization as a fighter.    They do gain the ability to cast spells as the bard, but unlike the Bard, they can cast spells from the Wizard and Sorcerer lists as well as the Bardic lists.  They do not gain the Song nor Lore abilities of a Bard.  In addition, they gain the weapon specialization as the Rangers of Taradoin/GreyLords.  The final ability they attain is that of Powerblast, which they gain at 2nd level.  With this they can throw a magical blast that will do 1d12 damage.  There is no save and no immunity from this blast.  They can cast it once per day equal to 1/2 their level.  They use a D8 for hitpoints instead of a D10.  A Soulsword may also heal their hitpoints as a Healer (shown below) for themselves or others, but at the rate of 1d4 per every 3 levels once per day.





A Wanderer could be seen much like a Rogue with skills and abilities.  However, they also attain the abilities to cast magic as a bard.  They use a d8 for hitpoints instead of a d6.





A Knight of the Silver Star advances as a Paladin, however they gain bonuses to their AC as a Monk in accordance to their Wisdom Bonus. They gain the Paladin spells of and abilities, however, they do not gain smite evil, lay on hands, or the Aura of Courage abilities.  They do gain the Divine Grace abilities.





A Healer progresses as a Wizard, however their spell abilities are as a Cleric with clerical spells.  They do not need faith in any immortal to cast their spells as they draw the power from themselves.  They also use a d12 for their hitpoints, and gain the ability to heal 1d6 hp/lvl/day.  So a 3rd level healer could heal 3d6 three times during the day.  








Rangers of Taradoin is copyrighted and owned by Harold and Sean-Robert Shaw.  All Ranger of Taradoin Material here is used with permission from the authors.  For more on it buy the Rangers of Taradoin RPG.  D&D is the property of TSR and Wizards of the Coast.  You have the right to use these rules in personal campaigns, all other public uses must be cleared by either TSR or the Authors of the Rangers of Taradoin.


