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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, 
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Errata for the D6 Space rulebook (WEG51012) 
Page 
13 Under armor repair, the sentence should read, "Fixing damaged armor, including personal armor, 
vehicular armor, or space ship armor." 
 
14 Under Determining Body Points, the first sentence in the Example should read, “Your character 
has 3D+1 in Strength." 
 
14 Under Determining Funds, the last entry should read "8D or more in business skill plus its 
highest specialization" 
 
14 Under Funds, the third sentence in the Example should read, “Your final total is 5, which gives 
you a Funds score of 5D.” 
 
16 Under Organization, the second sentence should read: "Advantages and Disadvantages are 
further organized into ranks, which represent severity, not a progression." 
 
30 Under Size, there should be a note that says, "See page 70 for a list of examples and their scale 
values." 
 
35 Under Luck, Great, the last sentence should begin: "In any case, the character's Great Luck is 
gone . . ." 
 
53 Under Advantages, the third sentence should begin: "(2) The player takes an equivalent number 
of ranks in Disadvantages . . ." 
 
53 Under Disadvantages, the second sentence should end: ". . . equal to 3 times the rank of the 
Disadvantage." 
 
73 Under the Optional Passive Defense Modifier example, the sentence should read: "A character 
with 4D in Agility gets no bonus, while a character with 7D in dodge has a +2 bonus." 
 
76 Under Unconsciousness and Death, the first sentence of the second paragraph should read: 
"Sufficient medical aid to bring the character to at least 10% of his maximum Body Points or the 
Incapacitated level can possibly rescue the imperiled character." 
 
77 Under Massive Damage Option, the first sentence should begin: "If a character incurs two 
Wound levels or 50% of their base Body Points within a single round . . ." 
 
80 Under Marksmanship Options, add the following sentence at the beginning: "At most, only one 
of these options may be used per round, except for Burst Fire as Single." 
 
80 Under Burst Fire as Single, add the following sentence at the end: "This option may be used 
more than once per round." 
 
82 Under Prone and Crouching, the first two sentences should begin: "Attacking a target that is 
crouched on the ground or moving slowly while crouched adds 1D (3) to the combat difficulty. If the 
target is moving quickly while crouching . . ." 
 
82 Under the Difficulty Modifier column, all the "(+5)" entries should read "(+3)" while both the 
"(+15)"s should read "(+12)" 
 
82 The Hit Locations table assumes that the target is Human-sized or larger. 
 
103 Under Purchasing Equipment, the last sentence of the Example should read: "If the character 
also had Wealth (R1), she would add her bonus of +2 to each of these levels, giving her automatic 
purchases at 5 or less, average purchases between 6 and 11, and luxury purchases at 12 or more." 
 
106 Under the Robotic Servitor, add "lifting 4D" 



D6 Space FAQ 
 
 
On p. 115 of the D6 Space Rulebook, it says you need to purchase hallways for ships that 
require them. However, they are not listed in the list of prices. Is there a cost for them? 
 
This is an omission. Hallways are one area unit, 0.25 tons, and 25 credits. 
 
 
For calculating the life support, what "people" value does a hallway have? 
 
Technically, the number of people should be one. However, since people generally don't spend great spans 
of time in hallways and so as not to "nickel and dime" players and characters to bankruptcy, use zero for 
determining the amount of atmosphere needed as long as the total area units of other modules is larger 
than the total area units of hallways. 
 
 
Looking through the firearms table in D6 Space and I can't help but question the semi-
automatics long range of 600! Is this right? 
 
The heavy semi-automatic is based on a heavy rifle from D6 Adventure. It's a made-up gun. If you prefer, 
make the ranges 30/45/60. 
 
 
In the D6 Space Rulebook, all the vehicles seem like generic ground vehicles. Where are sci-fi 
anti-grav vehicles, such as hoverbikes or floating skiffs? 
 
On page 112, in the first paragraph under the "Planetary Vehicles" heading, there's information on how to 
convert the land vehicles to hover versions. 
 
 
Page 71 of the D6 Space Rulebook says, "Shields that let pass through more than 3 times their 
current setting die code (not including pips) in damage are overloaded." As I understand it, 
then: If I have a shield with 2D+1 on the rear and the ship is hit in the rear for 14 points of 
damage. I roll 7 for shields and the remaining 7 points go through. This is more than 6 (3 × 2) 
so the shield overloads. Right? 
 
That is correct. 
 
 
How much does a "bulk cargo" square hold? 
 
Bulk cargo space holds 2.5 cubic meters of material (1 area unit's worth). Unless you decide to include an 
option for mass having an effect on how quickly the drives can move the ship, it doesn't matter how much 
the stuff in the cargo space weighs. 
 
 
What are energy units used for after the ship is created? 
 
In the basic system of the D6 Space Rulebook, energy units only serve as a limiting factor for adding 
components. They don't serve any purpose beyond that. The D6 Space Ships book includes uses for 
energy units. 

	


