


File Name: Adventures in Space
 Notes: Watch the fees in free trade zones.

Adventure Hooks: Free Traders _
Special Order: A wealthy aristocrat hires the heroes 

to acquire a laundry list of diverse items found on several 
different worlds. They might be medicinal, technical, or 
artistic in nature. As they begin collecting the goods, the 
characters realize another group of traders, bounty hunt-
ers, or commandos also seeks to collect the same items. 
In some cases, the heroes must directly confront one or 
more of these factions for possession of the sole item on 
a world. They might also try deducing why their patron 
wishes to collect this odd assortment of materials — are 
his intentions purely innocent, or is he pursuing some 
sinister agenda that might affect the course of politics and 
trade in this sector?

Blockade Running: A merchant promises the heroes 
an extravagant commission (probably enough to pay for 
their ship or some other debt) to deliver a perfectly legal 
commodity to a world currently under blockade by invad-
ing forces or military vessels enforcing some punishment 
against the planet. They heroes must avoid heavily armed 
and aggressive blockade craft, plus ground units occupy-
ing the starport. What should they do when they find out 
occupational troops have imprisoned their buyer — who 
has their commission — and impounded his warehouse? 

The Red Box: A mysterious client pays the characters 
an advance, and promises them a vast sum later, to deliver 
a large red crate intact and unopened to a distant world. 
They forfeit the sum if they open the crate or allow it 
to sustain any damage. The challenge comes when they 
discover several groups desperately want the box: crime 
syndicates, pirates, bounty hunters, government agents, or 
religious fanatics. The heroes must deliver the crate to their 
client’s vaults before these factions take drastic measures 
to grab the box for themselves.

the practice. The premise is that entire systems can be designated 
a tax-free, tariff-free zone wherein any two parties can conduct 
private transactions without any interference from government 
personnel. This type of arrangement is attractive to all manner 
of individuals, both legitimate and illegitimate. Criminals can 
make exchanges without concern for customs officials interfer-
ing in their business, and corporations can make deals without 
allowing governments to cut into their profit margins. With the 
new cargo secured and possession clearly indicated through the 
proper documents (which free zone personnel are all too happy 
to provide for a small fee), the transaction is completed and 
everyone leaves content — at least most of the time.

Surprisingly, free trade zones are relatively crime-free environ-
ments. There are a vast number of criminals, to be sure, but few 
wish to risk losing the privileges they enjoy in such a place by 
turning their craft against their hosts. Considering the amount 
of money such systems tend to make on inflated prices for food, 
lodging, and starport fees, money that they turn and reinvest in 
security, the prospect simply is not worth the risk.

The concept of a free trade zone is one that has enormous 
potential for encounters. The most obvious use would be as an 
attractive and recurrent destination of a starship crew that plies 
a frequent trade as smugglers, couriers, or independent traders. 
For such a group, the zone can be used to capture any number 
of different atmospheres, from the hectic trading atmosphere 
of New York’s Wall Street to the frantic, free-wheeling chaos 
of an open air market in the innermost regions of Singapore. 
It can be a bewildering environment for characters, and one a 
gamemaster can use to introduce new contacts, employers, or 
crewmembers without great difficulty. Properly utilized, these 
zones can become an enjoyable fixture in a campaign, and one 
that players look forward to revisiting as the encounters staged 
there can be quite a departure from the normal emptiness of 
space and the harassment by custom officials, law enforcement, 
and government official of all types.

On the other hand, a free trade zone can serve an entirely 
different purpose for other types of characters. Law enforce-
ment personnel traveling the galaxy in search of their prey can 
find the zones extremely frustrating and challenging, given a 
free system’s tendency to avoid entanglements or dealings with 
outside law enforcement whenever possible. Free systems allow 
known criminals to walk openly in berths directly adjacent to 
those occupied by the sector rangers who so frequently hunt 
them. This is accomplished by an arrangement of system laws 
commonly known as “active morality laws.” These laws are the 
subject of an ongoing, seemingly endless galactic debate regarding 
their legality, but the essence of their content is that no one can 
be arrested for nonviolent crimes in a free trade zone unless they 
are in the act of committing them at the time of their arrest. 
So long as criminals are careful not to commit any larcenous 
acts during their visit to the zones, they cannot be arrested by 
off-world law enforcement agencies.

Recreation
Sporting events in one form or another are wildly popular 

on almost every planet in the galaxy. Competition is a favored 
pastime of many alien races as well as Humankind, and the 

gradual merging of cultures can create dozens of new sports as 
existing sports are combined or adapted to new environmental 
conditions and alien physiques. One type of sporting event that 
remains consistently popular throughout countless systems is 
that of recreational starship piloting.

The first and most popular starship sport is that of racing. 
There are dozens of circuits that have races in every condition 
imaginable scattered throughout the galaxy. Asteroid belts are 
a popular location for such races, as are the tumultuous atmo-
spheric condition of large, storm-covered planets. Obviously, 
races of this nature can be exceptionally dangerous, but most 
reputable circuits maintain a large number of small, fast ships 
that serve as rescue craft for the inevitable accidents. Even so, 
there are a substantial number of deaths, and there is always 
a movement by activists to have the races outlawed. Ironically, 
the illegal racing circuits that might go unnoticed by the same 
activists have a dramatically higher mortality rate, but they have 
far fewer protesters and generally seem to be less objectionable 
to most fans and observers. This is most likely because the indi-
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viduals who sponsor such races have a markedly lower tolerance 
for disturbances — those who disrupt them tend to disappear. 
Regardless of whether a race is legal or illegal, there is rarely a 
shortage of potential participants. The prizes for such races are 
simply too great for daring pilots to ignore.

More dangerous starship sporting events range from live-fire 
targeting exercises (wherein daring crews defend themselves 
against drones firing powerful but non-lethal energy blasts in 
an attempt to disable the crew) and literal death matches (where 
crews are pitted against one another). 

The targeting exercises take two forms: (1) multiple ships 
are attacked simultaneously, and (2) single ships are assaulted 
separately and timed. In each event, small drones are sent in 
ever increasing waves against the participating starships until 
they are finally successful in disabling them. The vessel 
that endures the assault the longest is considered 
the victor. Although there have been instances of 
disastrous system failures resulting in contestants’ 
or even spectators’ deaths, this is a relatively benign 
sport with little risk. This is far from the case with the 
(generally) illegal death matches.

There is a subset of any society that craves enter-
tainment at any cost, with more and more exciting 
events required to stimulate their jaded sensibilities. 
For individuals such as these, there are many crimi-
nal entrepreneurs eager to capitalize on this desire. 
Whether in the deepest regions of space or the most 
turbulent atmospheres of uninhabited planets, various 
underground producers hold a number of exceptionally 
destructive competitions each year. Each crew pays a 
small fee to enter and has their ship carefully examined 
by circuit personnel. The results of these examinations 
are kept private, but the gambling odds are often quite 
telling in that regard. The crews are then given coordinates 
somewhere in the area, usually referred to as the arena, 
and told to wait for the signal to begin. Once the signal 
is broadcast, the crews’ intent is to destroy as many 
other competitors as possible. Each kill earns a fixed 
reward, and these rewards are passed on to any ship 
that kills another. Any ship that flees the arena is 
disqualified, and a kill is credited to the last ship to 
attack that ship. The surviving ship, or the last ship to 
remain within the arena, is also awarded a percentage 
of the house’s take on all gambling. Obviously, this can 

lead to tremendous profit for skilled ships. There are more repeat 
competitors than might be expected, as canny competitors will 
flee the arena when their survival becomes untenable, allowing 
them to enact repairs after the event and enter again once they 
have corrected whatever weaknesses brought about defeat in the 
first place. Other ships may only be disabled during the conflict, 
and circuit organizers frequently conduct debris examinations 
following the event’s conclusion. Granted, the primary purpose 
for these examinations is for salvage, but there have been many 
occasions during which the salvage crew has pulled survivors 
from such ships, some of whom have gone on to repair their 
disabled vessels and compete again.

Starship recreation can be used as single encounters or 
entire campaigns. These events can provide additional income 
for starship crews who have the skill, opportunity, and need 
for such things. Such encounters can be an opportunity for a 
crew to exercise skills that may only normally be called upon 
in times of duress, and they can allow players to showcase their 
characters’ favorite skills and specialties. Campaigns can be 
constructed around similar premises, should the players desire 
an opportunity to create characters a bit outside the normal 
templates. Professional athletes as space-based characters is 
not a niche that has been explored a great deal in fiction or film, 
and can be a chance for a role-playing group to explore a wildly 
different element of their favorite campaign setting.

File Name: Adventures in Space
 Notes: Never bet all your savings at once.

Space Sport Pilot _
Agility 3D, dodge 3D+2, firearms 3D+1, Strength 2D, 

Mechanical 3D+2, gunnery 4D, navigation 4D+2, pilot-
ing 5D+1, Knowledge 2D+2, scholar: racing circuits 3D, 
streetwise 3D+2, Perception 3D, Technical 3D+2, flight 
systems repair 4D+1. Move 10. Strength damage: 1D. Fate 
Points: 0. Character Points: 3. Body Points: 13/Wound levels: 
2. Equipment: heavy enviro-suit; small modified starship; 
laser pistol (damage 4D).
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Accessing D6 Space Ships File 6 ...

Planet Creation _
What’s in this Chapter

This chapter offers a fast planet creation system for those 
who intend to do plenty of planet hopping. The system provides 
just enough details to give a generalized overview of the current 
state of the planet. Gamemasters should add information on its 
history, cultures, customs, other planets in the system, and so 
on, if the players’ characters intend to stay there for any length 
of time. Chapter 1 of the Gamemaster’s Screen and Aid booklet 
contains ideas for adding depth to the world. Pages 41–42 of 
the D6 Space Rulebook offers suggestions on fleshing out alien 
characters; that chapter also has some sample races.

Creating a Planet
There are several key aspects of a planet and its people 

described here, each with an associated table. Use the tables 
to randomly determine what the planet is like, or simply pick 
what seems appealing. Record decisions on the “Planet Design 
Log” included at the end of this book. Also included on this log 
are places to put down times to other planets and various costs 
associated with visiting the planet.

When an aspect suggests rolling twice on the tables, either 
come up with a creative reason why the duplicated entries coex-
ist, or discard the duplicate and reroll.

Do not include the Wild Die when making rolls on these 
tables.

Number of Objects in the System
Although these guidelines deal with one system, it can provide 

flavor to know how many other bodies there are in the system. 
Roll 3D to figure out how many major objects there are in addi-
tion to the main planet and the sun. If the number is greater 
than seven, roll 1D to determine how many of those bodies are 
asteroids belts or comets (gamemaster’s choice).

Number of Moons
Roll 1D and subtract 1 from the result to figure out how 

many large chunks of rock orbit the main planet. The fewer the 
moons (aside from zero), the bigger they are.

On a result of five, either the moons are very small or the 
planet has a ring around it.

Moons create tides, and, by reflecting the sun’s rays, they 
serve as a source of light at night. They can also influence the 
behavior of creatures living on the planet. 

Atmosphere
Most planets of significant size have some kind of atmosphere, 

though a large passing body can rip it away. Native species can 
breathe their own atmosphere, but they will have trouble in 
other environments. Roll 1D on the table to determine the 
composition

 Result Atmosphere
 1–3 Nitrogen-oxygen mix, breathable by Humans 

and similar species
 4 Contains elements harmful to Humans and 

similar species if exposed to them over long 
periods of time

 5 Contains elements harmful to Humans and 
similar species if exposed to them over short 
periods of time

 6 Environmental suits required by Humans and 
similar species to survive on this planet

Hydrosphere
This aspect shows how much of the planet is covered in liquid. 

If the atmosphere is harmful to Humans and similar species, 
then the liquid is probably not pure water — the water might 
be contaminated with other substances or it might be even more 
deadly, such as lava or ammonia.

 Result Hydrosphere
 1 Arid: Little or no standing liquid
 2–3 Dry: Some standing liquid
 4–5 Moderate: Has many oceans, lakes, and rivers
 6 Saturated: Little or no dry land

Gravity
This aspect indicates how much pull the planet has on things 

near its surface. Roll 1D on the chart.

 Result Gravity
 1–2 Light: Roll 1D, add 1 to the result, and divide by 

10 to get the gravity value
 3–5 Standard: Roll 1D and add 0.7 to the result to 

get the gravity value
 6 Heavy: Roll 1D and add 1 to the result to get 

the gravity value

Accessing: D6 Space Ships File 6
 Notes: Bring fish for dolphinoid crewers.
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Length of Day
For most planets, this method works adequately to determine 

the time it takes for the planet to rotate on its axis. Gamemasters 
may increase or decrease it as appropriate for the planet and 
may even change the number of seconds or minutes in an hour. 
Roll 1D on the table.

 Result Length of Day
 1–2 2D plus 10 hours
 3–4 1D plus 20 hours
 5 1D plus 25 hours
 6 1D plus 30 hours

Length of Year
This simplistic method works well for figuring out long it 

takes for the planet to travel around its primary. Roll 1D on 
the table.

 Result Length of Year
 1 1D x 15 plus 75 local days
 2 1D x 15 plus 150 local days
 3 1D x 15 plus 225 local days
 4–5 1D x 15 plus 300 local days
 6 1D x 15 plus 375 local days

Common Terrain
This aspect reveals the dominate terrain on the planet, though 

certainly not the only one. The exact nature of the terrain is 
affected by the hydrosphere, length of day, and gravity, among 
other factors. A dry world with a long day and high gravity is less 
likely to exhibit a jungle or wetlands terrain than a moist with 

an average day and low gravity. Gamemasters should adjust the 
result based on previously determined factors, if desired.

At minimum, roll 2D on this chart, though gamemasters 
may wish to roll twice on the table to get primary and secondary 
terrains. As this is only a sampling of possible surface conditions, 
gamemasters may feel free to substitute any conditions that they 
desire for the ones listed here or include a subtable under the 
“Other” option on which to roll.

 Result Terrain
 2 Desert/tundra
 3 Volcanic
 4 Mountainous
 5 Artificial, such as domed cities or sprawling cities 

containing many buildings
 6 Forest
 7 Plains
 8 Jungle
 9 Wetlands
 10 Ocean
 11 Glacier
 12 Other (specified by the gamemaster)

Planet Establishment
This aspect gives a broad overview of where the planet’s 

citizens came from, if there is any sentient species there. Roll 
2D once on this table.

 Result Level
 2–3 No sentient species, though there may be ruins 

of an ancient civilization or untapped natural 
resources; skip the rest of the aspects; not likely 

to have a spaceport
 
4 
Cataclysmic changes dramati-
cally altered the society; the 
society may still be in danger 

from a recent disaster or it may 
be recovering from a disaster in 
the past
 
5-6 
Dependent colony established by 
another, more developed planet 
or corporation; trade may be 
restricted to sponsor and may 

have to follow sponsor’s laws
 
7 
Settled by another world 
and then abandoned; some 

memories of more prosperous 
times, but may have devolved to 

barbarism
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 8-9 Independent colony that, though established by 
another planet or corporation, no longer has ties 
to the sponsor

 10 Important military installation
 11–12 Homeworld of a species

Government
This aspect suggests the dominating political authority on 

the planet. These are only a few possibilities. Roll 2D once on 
this table.

 Result Government
 2–3 Anarchy (individual rights above all else)
 4 Military
 5 Alliance or federation of several families, family 

groups (tribes), nations, corporations, etc.
 6 Bureaucracy
 7 Democracy: Roll 1D. If the result is odd, then 

it’s participatory (all citizens have a say in all 
issues); if the result is even, then it’s representa-
tive (citizens elect officials to manage policy).

 8 Run by a single corporation, guild, religion, or 
professional organization

 9–10 Single person: Roll 1D. If 1–2, ruler takes power 
by force (dictator); if 3–4, ruler determined by 
series of trials or tests; if 5–6, ruler determined 
by heredity (monarch)

 11–12 Criminal

Regulations
There are two parts to this section. In the first, the gamemaster 

determines whether the government is informal, intolerant, or 
moderate, which can affect how much they enforce their laws. 
Use the guidelines on pages 10–12 to decide on infractions 
and their consequences. In the second, the gamemaster selects 
unusual laws that the system has, if any.

Roll 1D on the first chart and 2D on the second.

 Result Law Enforcement Level
 1–2 Informal (this government considers infractions 

to be “errors of judgment” requiring simple 
reminders rather than strict punishment; treat 
all misdeeds as one level less than their listed 
ones)

 3–4 Moderate (this government attempts to make the 
punishment fit the crime; it has no enforcement 
modifier)

 5–6 Intolerant (this government strictly controls those 
within its sphere of influence; treat all misdeeds 
as one level greater than their listed ones)

 Result Unusual Regulations
 2–5 Technology/weapons restriction (a special permit 

is required to have certain kinds of technology 
or weapons; the gamemaster decides what is 
restricted)

 6–7 Alien prejudice (misdeeds by anyone not a citi-
zen of the government’s sphere of influence are 
treated as one level greater than normal)

 8–9 Material prohibition (one or more common 
items — such as particular kinds of food, met-
als, plants, sculptures, technology, weapons, 
etc. — are considered illegal; transporting or 
selling them is considered a severe offense; the 
gamemaster selects the category)

 10–12 Unbelievers prohibition (anyone who does not 
proscribe to a particular set of religious, moral, 
political, or economic beliefs or philosophies is 
run out of the area)

Technology Level
These broad categories indicate the level of technology and 

can dictate the kinds of items visitors could find on the planet. 
Realize that this is the planet’s average current technology level. 
It may have been at a higher level in the past, or it may be just 
inventing technology that puts it at the bottom of the level. Roll 
1D once on the chart.

 Result Technology Level
 1 Low (simple tools, basic agricultural methods, 

slow transportation network at most, etc.; not 
likely to have a spaceport)

 2–3 Mid (harness wind, water, wood, etc. to provide 
energy for manufacturing, heating, running 
devices, etc.; basic rocket technology; well-
developed transportation and communications 
networks; etc.; not likely to have more than a 
basic spaceport)

 4–6 High (space travel, miniaturized machines, 
artificial intelligence, cybernetics, etc.)

Imports and Exports
This aspect reveals the most common industries and activities 

are on the planet. Roll 2D twice on this chart to find the major 
and secondary exports. Roll 2D twice again to determine the 
major and secondary imports. Additionally, gamemasters may 
substitute other options for ones listed here.

 Result Industry
 2 Administration (government or corporate head-

quarters)
 3 Entertainment
 4 Research and prototype development 
 5 Luxury goods (art, jewelry, finished gems, spices, 

liquor, food delicacies, etc.)
 6 Processing of raw materials into intermediary 

components (vehicle parts, weapon components, 
equipment parts, cloth, chemicals, etc.)

 7 Manufacturing of finished goods (furniture, 
household goods, medicine, weaponry, vehicles, 
equipment, etc.)
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 8 Service (banking, 
lega l , medica l , 
f inancial , ship 
repairs, black 
market, etc.)

 9–10 N a t u r a l 
r e s o u r c e s 
( m e t a l s ; 
minerals; log-
ging; animals 
for fur, wool, or 
food; water; argi-
culture/fibers/
foodstuffs; etc.)

 11–12 Education

Population 
Numbers

Use this method to determine 
the total sentient population of 
a planet. Roll 1D on the first 
chart to get the base range. 
Then multiply that number by 
the value indicated by a roll of 1D 
on the second chart.

 Result Population Range
 1 100
 2–3 1,000
 4–5 1,000,000
 6 1,000,000,000
 Result Population Multiplier
 1–2 1D
 3–4 1D x 10
 5–6 1D x 100

Spaceport
To determine what kind of services a planet can offer, use 

this aspect. Roll 1D once on the chart.

 Result Starport
 1 None, requiring ships, if they come here at all, 

make their own landing fields on any large, open 
spaces

 2 Basic, including a landing field, control tower, 
limited fuel supplies, and only the most common 
repair materials

 3–4 Minor, including better versions of the features 
of the basic version plus more refueling and 
restocking options and a shipyard for minor 
repairs and modifications

 5–6 Major, includes better versions of the features 
of the minor version; may possibly be a space 
station orbiting the planet or on a moon instead 
of a landing field on the planet

Proximity to Trade Routes
The proximity to the nearest hub world affects how easy it 

is to get to the planet. The closer the planet is to a major trade 
route, the more likely it is to have a higher technology. Roll 
once on the chart.

 Result Proximity
 1 Off the common routes; minimum of 2D months 

of travel time from the nearest hub world
 2–3 Backwater: routes have been plotted but aren’t 

traveled much; minimum of 1D months of travel 
time from the nearest hub world

 4 Minor: routes are well known, but the planet is 
distant from major trade routes; minimum of 
1D weeks of travel time from the nearest hub 
world

 5 Major: on a major trade route; minimum of 
1D days of travel time from the nearest hub 
world

 6 Hub: a planet where many trade routes con-
verge
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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
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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 > 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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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. 
 




