




D6 Space Ships > Planet Design Log _
Name of planet: _______________________________________________________________________

Name of system: ______________________________________________________________________

Number of planets in system: ___________________________________________________________

Number of moons around main planet: ___________________________________________________

Atmosphere: _________________________________________________________________________

Gravity: ______________________________________________________________________________

Common Terrain: ______________________________________________________________________

Hydrosphere: _________________________________________________________________________

Length of Day: ______________________________  Length of Year ____________________________

Planet Establishment: __________________________________________________________________

Government: _________________________________________________________________________

Common or Unusual Laws (see p. 10–12 of this book): ______________________________________

_____________________________________________________________________________________

Technology Level: _____________________________________________________________________

Imports: _____________________________________________________________________________

Exports: _____________________________________________________________________________

Approximate Population: _______________________________________________________________

Spaceport: ___________________________________________________________________________

Proximity to Trade Routes: ______________________________________________________________

Travel Times to Various Planets

1. _________________________________________  2. _______________________________________

3. _________________________________________  4. _______________________________________

Costs

Port Fees: __________________________________  Accommodations: _________________________

Good Meal: _________________________________  Night’s Entertainment: _____________________
Other: _______________________________________________________________________________

Notes: _______________________________________________________________________________

_____________________________________________________________________________________

_____________________________________________________________________________________

_____________________________________________________________________________________

_____________________________________________________________________________________

_____________________________________________________________________________________

_____________________________________________________________________________________

 Notes: Permission is hereby granted to photocopy or 
print this page for personal use. Copyright 2004  
Purgatory Publishing Inc., www.westendgames.com.
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Accessing: D6 Space Ships File 7
 Notes: Finish fixing time travel drive.

Accessing D6 Space Ships File 7 ...

D6 Adventure 
Conversion _

What’s in this Chapter
For those who wish to add space ships and travel to their D6 

Adventure campaigns, this chapter offers some guidelines.

Converting the System
Because the genre rulebooks are based on the same system, 

there’s no need to worry about changing difficulties, modifiers, 
or the like. Design a ship works the same as described in this 
book, though gamemasters may wish to further restrict what’s 
available to spaceship designers. Gamemasters may also wish 
to multiply the cost and the price difficulty by 2, 5, 10, or some 
other number, to reflect the lower availability of space-faring 
vehicles in most modern and near-future settings.

As the skills in both systems are generally not the same, 
this aspect of conversion requires the most work. Use the 
accompanying chart to determine the D6 Adventure skill most 
equivalent to the D6 Space skill. (The list contains only those 
skills referenced in this book.)

Note that some of the equivalent D6 Adventure skills indicate 
that a focus (listed after the slash) must be purchased. The focus 
costs the same as the full version of the skill, due to the highly 
technical nature of it. Gamemasters may choose to impose a less 
severe penalty on someone who has the basic skill but not the 

Skill Conversion _
D6 Space D6 Adventure

astrography scholar/stellar features and  
 civilizations

comm tech/communications 
 equipment

flying/0-G flying or acrobatics/0-G

gunnery marksmanship/spaceship 
 weapons

medicine medicine

navigation navigation

piloting piloting/spaceships

sensors tech/sensor equipment

shields tech/starship shield use

interface/repair skills tech or specific version of 
 tech skill

repair only skills repair or specific version of 
 repair skill
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focused version of it, or they may choose to ignore 
the focus recommendation altogether.

D6 Space divides the repair skill into several 
categories. D6 Adventure gamemasters may require 

equivalent foci on D6 Adventure skills, or simply 
drop them under tech and repair. In specific: Flight 
systems repair skill deals with the ability to fix onboard 
systems, including communications, sensors, shields, 
engines, and the like. It does not cover the ship’s 

weapons, armor, hull, or computers. Gunnery 
repair is needed for fixing ship weapons, while 
armor repair is needed for working on the hull 
and its armor. Computer interface/repair aids 

with the computers.
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D6 Space Ship > Detailed Ship Design Log.5 _



D6 Space Ship > Freeform Ship Design Log _
Name: ______________________________________  Type: ___________________________________

Length: ____________________ Crew:  ___________________  Passengers:  ___________________

Scale: ____________________ Total Cost (new): _____________  Price Difficulty:  ________________

Cargo: _______________________________________________________________________________

Life-Support Supplies (length of time): ____________________________________________________

In-System Drive

Move (in space units): _________________________  Maneuverability: _________________________

Atmosphere Capability: ________________________________________________________________

Interstellar Drive

Rating: ___________________ Rating of Backup: __________________________________________

Weapons

Type: ___________________  Damage: ________  Range: __________________  Ammo: __________

Type: ___________________  Damage: ________  Range: __________________  Ammo: __________

Type: ___________________  Damage: ________  Range: __________________  Ammo: __________

Type: ___________________  Damage: ________  Range: __________________  Ammo: __________

Type: ___________________  Damage: ________  Range: __________________  Ammo: __________

Type: ___________________  Damage: ________  Range: __________________  Ammo: __________

Type: ___________________  Damage: ________  Range: __________________  Ammo: __________

Type: ___________________  Damage: ________  Range: __________________  Ammo: __________

Type: ___________________  Damage: ________  Range: __________________  Ammo: __________

Type: ___________________  Damage: ________  Range: __________________  Ammo: __________

Type: ___________________  Damage: ________  Range: __________________  Ammo: __________

Hull

Toughness: _______________________  Armor: ___________________  Shields: ________________

Notes: _______________________________________________________________________________

_____________________________________________________________________________________

_____________________________________________________________________________________

_____________________________________________________________________________________

_____________________________________________________________________________________

_____________________________________________________________________________________

_____________________________________________________________________________________

_____________________________________________________________________________________  
_____________________________________________________________________________________
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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, 
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 Space Ships (WEG 51017), Copyright 2005, 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 trademark, the D6 and related logos; OpenD6 and any derivative trademarks; and all cover and interior art and trade 
dress are designated as Product Identity (PI) and are properties of Purgatory Publishing Inc. Use of this PI will be subject to the terms set forth in the D6 
System/OpenD6 System Trademark License (D6STL). 
Open Game Content: All game mechanics and materials not covered under Product Identity (PI) above. 
 




