OpenD6 & the Open Game License
Rules of Thumb
Disclaimer: This document doesn’t claim to be an exhaustive, authoritative treatise on the subject. There’s no warranty of the accuracy of the
information found here. This hasn’t been reviewed by a legal expert, and only reflects the opinions of an anonymous gamer.
What is OpenD6? OpenD6 is a trademark owned by Purgatory Publishing. It refers to the OpenD6 game system, which anyone is free to use as long as
they follow the terms of the Open Game License. Purgatory Press has released “D6 Adventure” (WEG51011, Copyright 2004, by Purgatory Publishing
Inc.) and several other books in the “51000 Series” under the terms of the Open Game License.
What is the Open Game License or OGL? The Open Game License (OGL) is a royalty free copyright license developed by Wizards of the Coast. It
allows publishers to share things with each other, such as a common game system (OpenD6 in this case).
To use the OpenD6 trademark, logo, or game system, one must comply with the terms of the Open Game License which Purgatory Press has released
allowing that use. (It’s all free to use and it’s not hard to use the OGL at all.)
As of this date, (June 2010) only the book “D6 Adventure” (WEG51011, Copyright 2004, by Purgatory Publishing Inc.) has been released allowing the
use of all three. Other books have been released which under the OGL which also contribute material. (See “How do I use material from more than one
source” below.) I recommend using the copy of the OGL found attached at the end of that document which can be downloaded free of charge at:
http://www.rpgnow.com/product_info.php?products_id=20446&it=1&filters=0_0_0_0&free=1

How to Be Legit
1: Place a copy of the OGL within your work.
It’s customary to include it at the end, but whatever works for you is
fine. Just cut and paste the existing one and modify it as you need.

2: Update the Copyright Notice.
Section 15 of the OGL needs to be amended with your information like
this: (Title), Copyright (year), (your name or name of your company). Be
sure to leave everyone else’s copyright information in there too. For
instance, if your book uses some Open Game Content material (even a
tiny bit) from “Buck’s Big OpenD6 Bonanza,” this is where you give him
credit, and yes, you have to give him credit. It’s only fair.

3: Decide what is “Product Identity.”
(Section 15 under Product Identity) Product Identity is material,
otherwise clearly identified as Open Game Content, that is excluded
from the License terms that apply to Open Game Content. Product
Identity usually includes trademarks and other Intellectual Property
(characters, settings, etc.) You can’t use anything anyone else has
declared as Product Identity in your product, so the only Product
Identity you should have listed here should belong to you.

Points to Consider
The proper trademark is “OpenD6”
● It’s not D6. (D6 is a separate trademark belonging to Purgatory Publishing.)
● It’s not Open D6. (OpenD6 is all one word with mid‐word capitalization.)

OpenD6 and D6 trademarks aren’t the same.
OpenD6 and D6 are both trademarks. The game mechanics are
compatible. Everything “OpenD6” is “D6” compatible and vice versa.
Many “D6” books have been released under the OGL, but that doesn’t
mean you may use the D6 trademark without permission. The point of
the OpenD6 trademark is to give gamers an idea of what is within a
product.
You can’t title your product “D6 Superheroes” or “Aliens D6” or
anything similar without a special license from Purgatory Press – but
that goes beyond the scope of this article. OpenD6 doesn’t grant you the
right to use the D6 trademark.

You may use the term “D6” in game terminology.
For instance in your product text you may refer to players rolling 3D6 or
even a D6. This wouldn’t be a challenge of trademark. It’s common
tabletop gaming lingo.

4: Determine what is “Open Game Content.”

Don’t use any material you aren’t certain you can use.

(Section 15 under Open Game Content) Open Game Content is any
material that is distributed using the Open Game License clearly
identified by the publisher as Open Game Content. Furthermore, any
material that is derived from Open Game Content automatically
becomes Open Game Content as well.

Don’t use things you don’t own and which you don’t have a license to
use. You might have a fun idea for a game based on your favorite movie,
novel, comic book, or tv show. Chances are really good that you don’t
have the proper rights to use it if you are referring to this guide. You
might not know who it belongs to, but know that there’s a good chance
that it could land you in legal hell if you do.

● It’s the stuff that you made that you will let others use.
● It must include all existing Open Game Content you are republishing.
● It must include everything that you created based on existing Open
Game Content.

“Okay, but what if I change things just enough? The revolutionaries are
out to end Dorth Fader and His Imperial Majesty’s Grand Empire…”
You’re on your own. Consult a lawyer.

More Help for the Newbie OGL User
How can I ʺclearly identifyʺ my Open Game Content?
The publisher has a burden to use some system to identify Open Game
Content to any recipient of that content. Systems which have been used
by some publishers include placing Open Game Content in shaded
boxes, using a different font, italicizing or bolding the Open Game
Content, and segregating all the Open Game Content into specifically
designated chapters or appendixes. Some publishers have released
documents that are identified as being comprised completely of Open
Game Content.
ʺClearly identifiedʺ means that the system should pass the ʺreasonable
personʺ test; meaning that a reasonable person should be able to
determine what portions of a given work are Open Game Content, and
which portions are not. If you canʹt figure out what parts of a given work
are Open Game Content, provided you exert a reasonable effort to read
and apply the instructions for identification provided by the publisher,
then the material isnʹt Clearly Identified.
What is “Closed Content” or “Closed Game Content”?
The Open Game License doesn’t define any such terms, but it is an
informal term that some publishers use to mean everything in a product
which not Open Game Content. By default, all Product Identity is
“closed”, and everything not deemed Open Game Content is also closed.
If something is clearly identified as both Open Game Content and
Product Identity in the same work, what is it?
Product Identity.
Does Wizards of the Coastʹs copyright to the License mean that anything
I publish using the License is owned by Wizards of the Coast?
No. The copyright on the License pertains to the terms of the License
itself, not to materials distributed using the License.
How can I distribute the License if Wizards of the Coast owns the
copyright to the License?
Wizards of the Coast has granted a free and unrestricted right to
distribute exact copies of the License. You are permitted to update the
relevant parts of section 15 of the OGL to the specifics of your product.
Canʹt Wizards of the Coast change the License in a way that I wouldnʹt like?
Yes, it could. However, the License already defines what will happen to
content that has been previously distributed using an earlier version, in
Section 9. As a result, even if Wizards made a change you disagreed
with, you could continue to use an earlier, acceptable version at your
option. In other words, thereʹs no reason for Wizards to ever make a
change that the community of people using the Open Gaming License
would object to, because the community would just ignore the change
anyway.
The license is confusing and full of legal terms I donʹt understand. Is
there a ʺplain Englishʺ version?
A: No, there is not. The License has been drafted with specific legal
language to withstand any reasonable court challenge. An effort to
simplify the text might introduce errors or omissions that would distort
the License and could mislead potential users. You should consult your
legal counsel if you have any questions about how to use the OGL.

Why canʹt any terms be added or subtracted from the License?
This clause ensures that each person that you distribute Open Game
Content to will get exactly the same rights that you received when you
got the Open Game Content yourself. Note that this clause means you
canʹt restrict others from adapting your Open Game Content, or limit
who can distribute Open Game Content, or add any other restrictive
term. Likewise, you canʹt alter the terms of the license to remove sections
that you might find objectionable, like the Product Identity definition.
What if I clearly identify something as Open Game Content but I donʹt
own the copyright to that material or have the permission of the
copyright owner to do so?
You will have breached Section 5, since you donʹt have Authority to
Contribute. As a result, the material you clearly identified as Open Game
Content does not become Open Game Content. The legal consequences
of doing so could be quite dire. You should consult with your legal
counsel to be sure that you have the Authority to Contribute anything
you intend to distribute as Open Game Content.
What if I want to use material from more than one source?
As long as they each use the Open Game License (and you are only using
Open Game Content from within), add the copyright info of each source
and any source they list in their OGL copyright section to your OGL and
be sure to clearly identify their stuff as Open Game Content. Be sure to
avoid all use of their Product Identity.
Where Can I found a high resolution copy of the logo?
http://opend6.pbworks.com/f/OpenD6Logo.psd
What if I have more questions?
You could try reading the following FAQ:
http://www.wizards.com/default.asp?x=d20/oglfaq/20040123f
Or you could also ask for help at wegfansite.com

What you can do with the OGL
Attached, you will find a copy of the Open Game License published in
“D6 Adventure” (WEG51011, Copyright 2004, by Purgatory Publishing
Inc.) and a copy of the OpenD6 Logo. If you make use of this OGL and
update it properly, you will be able to:

Use the OpenD6 trademark. Call your game Bob’s
Bucket of OpenD6 Goodness. Or think of a better title. Use the term
OpenD6 freely within the text, on the front cover, on the back cover, or in
advertisements for your product. (You don’t have to use the term
OpenD6, but if not, why are you reading this document?)

Use the OpenD6 Logo on or in your product.
(You aren’t required to use the logo.)

Use the game system. Remix it, modify it, extend it, reprint
it, or use it as already written.

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 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; 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.
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 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 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.
D6 Adventure (WEG51011), Copyright 2004, Purgatory Publishing Inc.
West End Games, WEG, and D6 System are trademarks and properties of Purgatory Publishing Inc.
PRODUCT IDENTIFICATION:
Product Identity: The D6 System; the D6 trademarks, the D6 and related logos and any derivative trademarks not specified as Open Game Content;
and all cover and interior art and trade dress are designated as Product Identity (PI) and are properties of Purgatory Publishing Inc. All rights reserved.
Open Game Content: All game mechanics and material not covered under Product Identity (PI) above; OpenD6 trademark and OpenD6 logo (as
displayed on this document cover page).

