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Rapid D&D 3. x Monster Conversion 
 

You want to run an adventure statted for 3.x, or borrow some favorite monster for it. How do you get that 

over to Old School Hack? Here are some guidelines to be helpful—feel free to adjust the end product. 

This is to get you inspired, give you some tools, and get you started. 

 

 Armor Class. Ignore Dex bonuses and shields. Subtract 5 from the remaining total. 

 

 Wounds. Grant 1 wound per Hit Die up to 3, then +1/2 for 4 Hit Die and up.  

o 1-1, 2- 2, 3-3. 4-6, 5-8, 6-9, 7-11, 8-12, 9-14, 10-15, etc.) 

o For less formidable high hit die monsters, just keep the hit die. 

 

 Damage. Lousy fighters get no weapon type. Competent fighters get a type: light, heavy, reach, very 

heavy, ranged. 

o For every full 5 automatic hit points of damage, assign 1 additional wound. 

o Creatures with multiple limbs can get multiple weapon advantages at once; an otyugh with 

tentacles and a maw can get the +1 AC for a reach weapon while biting as a heavy weapon if 

desired, for example. 

 

 Competency Bonus. This replaces ability use, it is shorthand for remarkable aspects of the creature. 

You don’t need to use it at all, but it can help capture some basics that might come up in play. You 

can record this ahead of time or use it in play. Generally, -2 for things a creature is terrible at, most 

things neutral, +2 for ability, +4 for central identifying ability, +6 for defining ability, and +8 if that’s 

the thing’s big focus. 

o How do I write that down? Make something up. “Stealthy” or “Hunter” or “Tough Guy” or 

“Magical Beast” could all give a sense of what ability rolls might be affected, and some hints 

on how to best play the creature. Keep it flexible. It’s for your benefit, players won’t know. 

o What Don’t You Need? 
 Ability Scores and Saves. You do not need to convert these. If you need them on the 

fly, you can improvise with a competency bonus. If you feel you do need them, use 

the conversion from 2d10 to bonuses from character generation. 

 Movement. Unless you want to specify they can walk on walls, or they are faster, 

leave the move action shifting to another arena, just like the characters. Otherwise, 

it’s a talent. 

 Skills and Feats. Unless it’s a talent, toss it under the competency bonus and don’t 

go into detail. 

 

Talent. Everything else falls into talent territory. Generally, pick the top 1-3 things that make the monster 

distinctive and use those. Improvise as needed. 

 Make cool effects that could involve vulnerability or time into focus actions. 

 Unless it is an “always on” ambient effect, feed the bowl to use the talent. 

o 1 for arena talents, 2 for reactive talents, 3 for rested talents (as a rule of thumb.) 

 Saving Throw. If you need to build a saving throw into a talent, use Daring for Reflex, Commitment 

for Will, and Brawn for Fortitude, as an ability test. 

 

Talents are to remind you of cool stuff to do with the monster, and to keep it fair when you use it (so it is 

consistent over time instead of made up new each use.) 


