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HyBErspace
MESSENgEr

The Hyperspace Messenger™ is a series of very short
supplements for the White Star™ role-playing game.
The goal is to create quality usable content which can
be completely explored within the scope of only six-to-
twelve pages. Although this is only the first supplement
in the series, we at DwD Studios hope to release
additional supplements in the years to come.

Although this supplement is designed to integrate to
your White Star™ game, its concepts are fairly universal
and you can, with very little effort, modify it for use in
other games as well.

COVERART | SADE
INTERIOR ART | WAYNE PETERS
AUTHOR | BILL LOGAN
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| %roughouf the go|oxy \sz peop|e make robots do stuff, espedo“y the

Adongerous stuff. Politicians find it easier to make robots kill peop|e and
break Jrhmgs, because robots won't have conscientious objections when the
po|ih’don wants it to do some%ing nasty. Corporations would rather buy a robot
for laborious work than deal with go\ocﬂc worker treatment laws or injury
compensation. Heck - o robot doesn't have to take cigarette breaks or even s|eep.
lt's honestly a wonder why there are any jobs left for us flesh & blood types in
the go|o><y at all,

The White Star core rulebook provw’des guide\ines for p|0\/mg a few types of
robots, and that works great for p\oyer characters, who are a cut above the more
common robots found in use in the galaxy. But Referees don't want to create o
full NPC every time there's a security robot to deal with. Especiq“y this author,
who tends to use robot enemies quite Frequenﬂy. Addiﬁono“y, there's no cost for
the purchose of robots on\/where (%ough there are WeeMy rafes in the Assistants

section for renting a robot).

This smalll supp\emerﬁ for the W hite Star ro|e—p|oy\'mg game provides a list of
robots for use at your gaming table. Rather than provide speciﬁc models, we
created representative somp|es such as security bot, profoco/ bot, and war bot.
For each robot, an XP value is given for the defeat of it and a cost is provw’ded if o

p\oyer wants to purchose one to round out his feam.

1



Standard Robol Immunities

All robots in this supp|emerﬁ have the {oHowmg immunities:

AGING - Robots won't last forever. Their longevity isn't based on time alone, but on

ovoi|obi|ﬁry of parts and the natural cyc|e of tech obsolescence.
DEHYDRATION - Robots do not drink

DISEASE - Robots have nothing to fear from diseases which offect living beings, but

+ec|'mo|og\'co\ viruses may exist and be speciﬂco”y +orge+eo| towards robots.

DROWNING - Robots can function underwater normally. Their movement is quite

s\ow, howe\/er, since Jrhey normoH\/ cannot swim unless speciﬁed otherwise.

HEALING - Robots are immune to conventional forms of |’1€o|mg. This isn't o good
%ing, reoHy. They do not heal natu roHy nor do fhey benefit from opphcoﬁon
of first aid. Robots can be repcﬂred like other pieces of *ec|ﬁr10|ogy, however. A
robot can per{orm an 8-hour repair cyc|e once per doy: 1dé+1 hit points are

restored.

MIND CONTROL - Robots are immune to Meditations and Gifts that control or cloud

the mind: charm person, confuse, defect fhoughfs, charm creature, and stupor.
This does not include the silver tongue obi\if\/ of an Aristocrat, which can

cerjrom\y affect o robot.

POISON - Robots cannot be poisoned, as they normally have no blood stream nor

organs to effect.

RADIATION - Robots can function in highly radiated areas without concerns, but

extreme radiation levels migH prematu re\y wear their circuits.

SLEEP - Robots don't have to sleep, but do have to shut down for one hour per
doy in order to chorge and run routine diogmosﬁcs. This can be rep|oceo| by

an & hour repair cyc\e if clesirecl, see Heo\ing, above.

STARVATION - Robots do not eat.
SUFFOCATION - Robots do not breathe.

TEMPERATURE - Robots can function in a very wide range of temperatures {ree|y.
They take half domoge from any femperatu re-related effects.

VACUUM - Robots can function in space freely, but normally don't possess thrusters

designed WCOI’ space Clﬂd H’WGI’Q{OI’Q Free—ﬂoof OWkWQI’d|y.
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Standard Robol Scanners
All robots in this supp|emem+ have the {oHowmg scanners:

VISION SCANNERS - Robots can see as well as humans, and are able to amplify
|ighf quite well, and provides the robot with 60 ft of dark vision.

AUDIO SCANNERS - Robots can hear as well as a human, and unless otherwise

noted in the robot descripﬁon can speok go\ocﬁc common as well.

LIFE SCANNERS - The robot passively scans for life forms in a 60 ft radius. It
cannot be surprised b\/ \i\/mg enemies.
Additional Scanners
Some robots will also have one or more of the fo”owing additional scanners:

COMMS SCANNERS - The robot has an integrated communicator and can operate

it to speok to other robots pﬂvojre\\/ or with human or alien characters.

ECO SCANNERS - The robot can somp\e any gas, so|io|, or |iquid and scan it for

chemical content. It can idenﬁfy all known toxins and dongers.

ELECTROMAG SCANNERS - The robot can sense the direction and distance to the

nearest power source within 1 mile.

INFRA-RED SCANNERS - The robot can see in the infra-red spectrum, which can

reveal heat information that sigH alone will not reveal.

MAGNIFICATION SCANNERS - The robot can apply magnification to his vision

scanners to focus up to five times further or nearer than o human.

MEDICAL SCANNERS - The robot can identify symptoms and diagnose known

maladies in \i\/ing beings. This gives a +2 to checks to use medical kifs.

SCENT SCANNERS - Robots with scent sensors have a very capable sense of smell,

able fo idemﬂ{\/ speci{ic scents (even frace ones) like many wild animals.

TACTILE SCANNERS - This robot is able fo feel objects and understand very fine

variation in texture, in order to relate to humans or other aliens.

TECH SCANNERS - The robot can identify symptoms and diagnose symptoms in a

technological object. This gives a +2 to any check to use o tool kit.

WEAPON SCANNERS - The robot can scan for weapons or other threats within 30

ft. It identifies all known weapon types.
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Astrc-tech Bot

Asﬂogoﬁon is a comphcofed offair mvo\vmg
computations best left to scientists. To avoid
paying a heﬂy wage fo an astrogator,
many captains purchose astro-tech bots.
The\/ are experts at p'\\oﬁng and are hondy
at repairing domoged systems. The\/ have
ports from which up to four orms can
emerge in order fo control complex systems,
and have tfelescopic head units to adjust
vw’sibﬂﬁ\/ depend\’ng on the vehicle. When
not in a cockp'\t astro-tech bots roll around
on two wheels. They can hover short

distances using repulsor jets to navigote

comp\ex terrain or lift themselves into p\oce.

These jets also function in the vacuum of space to allow external starship repairs.

A lot of compufoﬁono\ power exists within these small robotic marvels, and so the designers

had to moke use of space normoHy reserved for vocal o|gor\'+hm5. Astro-tech bots therefore

cannot speak ’rhoug% %e\/ understand go\ocﬁc common and are able to communicate with

other robots and computers using a series of beeps and whirls.

ARMOR CLASS 6 [13]
HIT DICE 2 (7 hp)
TOTAL HIT BONUS +]
ATTACKS Robot Arm 1d6-],
Welding Laser (ROF 2, Range 50 ft, Damage 1d6+2, Ammo: 20)
SAVING THROW I
SPECIAL Std. Robot Immunities, Std. Robot Scanners, Electromag Scanners,
Tech Scanners, \n’regro*ed Tool Kit, Jury-Rig Protocol, Reroute Protocol
MOVEMENT 12 (2 wheels),
6 (hover)
HDE/XP 3/ 60
COSTTO BUY 2,000

JURY-RIG PROTOCOL: 3 times per day, attempt a quick fix on a starship. Takes 1 round, restores
2d6 Hit Points. After 2d6 rounds, the ship suffers damage equal fo amount restored.

These temporary repairs break down quick\y and in some cases can lead to a s%ip's

destruction.

REROUTE PROTOCOL: Start of each Sforsh\'p Combat round, if ﬂying the ship, may add +1 to one
of these statistics: Armor Class, Movement, Shield Sfremgﬂm or Torgeﬂng. Choose which

statistic to mod'\{y each round, se\edmg a different one each time.



Medical Bt

From the battlefield to the sforship sick
be, medical robots are found dll
%roughoujr the go|o><y. AHhough they
lack the imagination fo solve the fru|\/
comp|e>< medical prob|ems, Hﬁey are
very efficient ot Jrock\mg the more
mundane medical tasks such as treating
common viruses, standardized surgico|
procedures, po+c|1ing up injuries, and
prescribing common medicines for

known maladies. Medical bots have

four arms so Jrhey do not need medicol

assistants fo hand them Hﬂngs or hold

things in place while they perform their trade. Medical bots are seldom sent as

primary medical responders, but are offen used as part of High risk missions o keep

elite individuals in gooo| shope. For this reason, medical bots are heovi\y armored

and possess dep\oyob|e energy she\ds, Jr|'1ough their primary function includes a

violence inferlock preventing them from mjrenﬁonoHy hurﬁng other |Mng Hﬁings even

in defense.

ARMOR CLASS 1018]

HIT DICE 3 (1 hp)

TOTAL HIT BONUS n/a

ATTACKS n/a

SAVING THROW I

SPECIAL Std. Robot Immunities, Std. Robot Scanners, Medical Scanner,
Integrated Medical Kit, Deployable Energy Shield (already
figured into armor class), Violence Interlock

MOVEMENT 12 (2 legs)

HDE/XP 4 /120

COST TO BUY 2,000

VIOLENCE INTERLOCK: The violence interlock of this robot prevents it from causing harm

to any |iving creature mjrenjrionQHy. This cannot be modified no matter how

much a programmer tries. P\oyers wanting fo repurpose a medical bot won't

be able to make it able to cause intentional harm tfo others.



Prolocal Bot

Protocol bots were originally engineered
as messengers, fo Ferry letters, data, or
small packages around a city. Over the
years they became very popular among
robot enthusiasts because of their easy-
to-program  nature, |orge intfegration
space, and vast memory capacity. Todoy,
you can find profocol bots programmed
for just about any profession. They are
seldom found without a vast database of
cultures and locations. Their long service
time has offen given them interesting
persono\iﬁes. They have small retractable
arms often equipped with profession-
specific tools. They have  violence

interlocks, but bypossmg it is {cﬂr|y routine.

ARMOR CLASS 6 [13]

HIT DICE 1+1 (4 hp)

TOTAL HIT BONUS +0

ATTACKS By weapon

SAVING THROW 12

SPECIAL Std. Robot Immunities, Std. Robot Scanners, Two other scanner
types of choice, Profession Protocol, Violence Interlock

MOVEMENT 12 (hover)

HDE/XP 1/15

COST TO BUY 300

PROFESSION PROTOCOL: T he proJrOCO\ bot has o slot for a profession chip, These chips are

COI’TWI’T]OI’]|\// O\/Oi'Ob'Q OI’]CJ can be engineered W[VOI’TW SCI’O'i'Ch by anyone W\H’] a

tool kit, time, and Fomihorﬁr\/ with the profession in question. This allows the

pro’roco\ bot to pem(orm the duties required of that pro{ession. It doesn't give it

the means or tools to do it, on|y the know\edge of how to do it.

VIOLENCE INTERLOCK: The violence interlock of this robot prevents it from causing harm

to any |ivimg creature ereerionoHy. This can be bypossed {oir\y eosi|\/, since

this is an older model robot with inferior interlock infegration. P|oyers wanting

to repurpose a pro+oco| bot can eliminate its violence interlock af the expense

of one of the two scanner slots available.
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Scoul Bat

Not all missions @ p\oyer is sent on take
p\oce in the urban sprow|s of the
go|oxy. Some take p|oce on the vast
wildernesses of remote worlds or un-
exp\ored fertile moons. P\o\/ers who find
themselves in the wilderness will find
new dangers lurking around every
bend in the trail. It is durmg these times

where hoving a scout bot becomes

ﬂemendous\y useful. Scout bots are

navigators, trail  blozers,  trackers,
trappers, and survivalists. They know

how to keep peop\e alive in the wilds.

ARMOR CLASS 4[15]

HIT DICE 2 (7 hp)

TOTAL HIT BONUS +3

ATTACKS Robot Arm (1d6-1), Mono Dagger (1d6), Integrated crossbow
in forearms (ROF 1, Range 60 f, Damage 1d6, Ammo 20)

SAVING THROW 11

SPECIAL Std. Robot Immunities, Std. Robot Scanners, Scent Scanner, Eco
Scanner, Electromag scanner, Infra-red Scanner, Magnification
Scanner, Survival Protocol, Stealth Protocol

MOVEMENT 16 (two very fast legs)

HDE/XP 4 /120

COST TO BUY 500

SURVIVAL PROTOCOL: A scout bot is programmed to take care of living things in its
chorge, It assesses threats and is progrommed to be able to attack |i\/mg Hﬂngs
if doimg so profects the peop|e in its care. It can produce shelter and idenjrh(y or
puri{y food and water as needed to support up to 4 peop|e (up to twice thot
if the terrain and climate permits, but on\y half that if in a very mhospifobb

environment).

STEALTH PROTOCOL: Unlike most robots, the scout bot is capable of hiding and moving
quieH\/ in natural environments and can do so on a 3 in 6 if alone (scouﬁng
ahead, etc.). While in unnatural surroundimgs (city, etc.) this is reduced to a 2
in 6.



Security Bat

Most security in corporate installations,
industrial comp\exes, and security bases
Hﬂroughouf the go\oxy is bolstered b\/
automated guords, These are very effective
security robofts, coordinoﬁng their scans and
movement via mfegrofed communicators.
They use stunner weapons fo apprehend
intruders rather than kill them and are very
efficient due to their obi\'\’ry to scan for

lifeforms. Politicians and  celebrities  will

OCCOSiOﬂOHy moke use OF Securﬁy bOfS W(Of

pe rsonal protection.

CIVILIAN-GRADE SECURITY-GRADE MILITARY-GRADE
ARMOR CLASS 5 [14] 4 115] 316]
HIT DICE 1+1 (4 hp) 2 (7 hp) 3 (1 hp)
TOTAL HIT BONUS +2 +3 +4
ATTACKS Robot Arm 1d6é-1 Robot Arm 1d6, Robot Arm 1d6+],
Electro-Stunner Sonic Stunner Tactical Stun Rifle,
92xStunnades
SAVING THROW 12 11 10
SPECIAL Std. Robot Immunities,  Std. Robot Immunities,  Std. Robot Immunities,
Std. Robot Scanners, Std. Robot Scanners, Std. Robot Scanners,
Comms Scanners Comms Scanners,
Weapon Scanners
MOVEMENT 12 (4 legs) 12 (4 legs) 12 (4 legs)
HDE/XP 3/ 60 4/120 5/ 240
GOST T0 BUY 500 1,000 2,500

FOV’ H’105€ WhO hOV@ not pUI’C"WCISQd Hyp@?’SpOC@ Messenger #], Hwe {OHO\)\/'\ﬂg isa summary

of stun weapons from that supp\emen’r necessary for undersfonding the above table:

Electro-stunner: Rate-of-fire: 2, Range: 20 ft, Damage: Save vs. electric stun with a +2 bonus,

failure means victim is stunned 1d6 turns. Uses Energy Cell, each shot drains 1 energy.

Sonic stunner: Rate-of-fire: 1, Romge: 30 f4, Domoge: save vs. sonic stun, failure means victim

is stunned 1d6 turns. Uses Energy Cell, each shot drains 2 energy.

Tactical stun rifle: Rate-of-fire: |, Ronge: 100 f4, Domoge: save vs. sonic stun with -2 penoHy,

failure means victim is stunned 1d6 turns. Uses Energy Cell, each shot drains 4 energy.

Stunnade: Rate-of fire: 1, Range: 30 ft, Damage: save vs. electric stun in 15 ft radius, failure

means victim is stunned 1d6 turns.



Seeker Bat

When p|0\/ers are seord’ﬂng for
someone %ey cannot find, Jrhey turn to
bounty hunters. When bounty hunters
are seorchmg for someone %e\/ cannot
find, Jrhey turn to seeker bots. These
amazing robots are small  and
inﬁmidoﬁng. The\/ move about b\/
%overing, can ﬂ\/ at incredible speeds,

Oﬂd hO\/G SUCl’] an - array Ol( scanners

available thot Jrhey can find anyone
who is able to be found. Seeker bots have an irﬁegrofed laser but will usuoH\/ on|y

use it in self-defense.

Seeker bots, due to their vast array of sensors and processing power, cannot operate
for \ong periods of time without rechorgimg. Unlike normal robots which must
rechorge for one hour per o|o\/, seeker bots must rechorge for two hours each o|o\/

(repoir C\/C\es are still on\\/ 8 %ours, however).

ARMOR CLASS 6 [13]

HIT DICE 2 (7 hp)

TOTAL HIT BONUS +]

ATTACKS Laser (ROF 2, Range 100 ft, Damage 1d6+2, Ammo 20)
SAVING THROW 1

SPECIAL Std. Robot Immunities, Std. Robot Scanners, Comms Scanner,

Infra-red Scanner, Magnification Scanner, Scent Scanner,
Weapon Scanner, Seeker Protocol

MOVEMENT 16 (hover)
HDE/XP 3/ 60
COST TO BUY 1,500

SEEKER PROTOCOL: The seeker bot is programmed with a specific person’s identity. It
uses various fechmiques, mduding tapping into communications networks,
Mongubﬁom of signo\s, accessing various direc’roﬂes, and even Hying around
scanning individuals for various biometric measurements. It knows to land in
an obscure ouﬁo@rhe—woy location in order to shut down for two hours to
rechorge, and will often spend doys in the field seorchmg for someone. It will
check in with its owner doi|y via communicator, but otherwise continues until it

is confident it has either found his target or that the target cannot be found.
9



sService Bal

There are many types of service bots,
sold to businesses and homes dlike.
They provide domestic and professiono|
services, from food preparation to
house c|ecming and many Hwings in
between. Service bots are probably the
most commonly sold type of robot in

the go|oxy.

Service bots are unable fo cause harm
to anyone. They won't even try. If they
discover Jrhey did harm someone, Jr|'1ey
report themselves to the authorities.

They will ollow themselves great injury

or destruction to keep the peop|e Jrhe\/

serve safe and Heloy,

ARMOR CLASS 6 [13]

HIT DICE 1+1 (4 hp)

TOTAL HIT BONUS n/a

ATTACKS n/a

SAVING THROW 12

SPECIAL Std. Robot Immunities, Std. Robot Scanners, Scent Scanner,
Tactile Scanner, Violence Interlock

MOVEMENT 12 (wheels or \egs, depending on model)

HDE/XP 1/15

COST TO BUY 500

VIOLENCE INTERLOCK: The violence inferlock prevents this robot from causing harm to
any |iving creafure irﬁenﬁono”y, and forces it to submit itself fo authorities if it
causes even unintentional harm. This violence inferlock cannot be modified no
matter how much a programmer tries. Players wanting fo repurpose a service

bot won't be able to make it able to cause intentional harm to others.
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Spy Bct

These robots are completely illegal. They
are master sneaks, infiltrators, |our9|ors,
thieves, and assassins. They were built
during an older age and were all but de-
commissioned when the wars were
ended. Of course, like all secrets of
bygone days, some persist. Players should
fear when fhey cross po’rhs with a spy
bot. It is given a mission and will stop at
nofhing to make sure it comp\ef@s that
mission, even if it means ki”ing everyone
and anyone who gets in its way using its
star sword. It is fast, sjreloy, and an

efficient killer with no morals.

ARMOR CLASS
HIT DICE

TOTAL HIT BONUS
ATTACKS

SAVING THROW
SPECIAL

MOVEMENT
HDE/XP
COSTTO BUY

3 [16]

4 (14 hp)

+5

Robot Arm 1d6-1, Star Sword 1d6+2

9

Std. Robot Immunities, Std. Robot Scanners, Infra-red Scanner,
Mogniﬁcoﬁon Scanner, Weopon Scanner, C|imbing Protocol,
Security Protocol, Stealth Protocol

12 (2 legs)

6 / 400

5,000 (black market on|y)

CLIMBING PROTOCOL: Spy bots are not impeded by vertical surfaces. They have setae

pOdS on Jrheir L<I’1€€S, €|bO\/\/S, |TOI’]C|S, Oﬂd WC€€+ Clﬂd can SCCI‘Q SUH(OCQS as eosi\y

as a gecko or spider. If %e\/ pounce from such a posmon and gain surprise,

Hﬂey do maximum domoge for their method of attack.

SECURITY PROTOCOL: Sp\/ bots have a 3 in 6 chance of bypossing a security system of
any type using various Hocking and lock picking devices infegrofed into ifs body.

STEALTH PROTOCOL: Unlike most robots, the spy bot is copob|e of hiding and moving

quieHy in all environments and can do so on a 3 in 6 if alone.
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War bots are powerful four-legged tanks with robot brains. They communicate and
coordinate factics and can deal out a fremendous amount of domoge fo armies, vehicles,
and structures. They are heavily armored and armed, and deployed to a battlefield in
small groups fo deal with vosHy overwhe\ming odds. Ownerslﬂp of war bots m\gh’r

require speci0| hcensing or registration.

ARMOR CLASS O 9]

HIT DICE 6 (21 hp)

TOTAL HIT BONUS +6

ATTACKS Laser Cannon (ROF 1, Range 400 f+, Damaoge 3d6, Ammo 20),

9xLaser Rifles (ROF 2, Range 200 f+, Damoge 2d6, Ammo 20),

Missile Racks (ROF 2, Range 300 f1, Damoge 3d6+2, Ammo 8)
SAVING THROW 7

SPECIAL Std. Robot Immunities, Std. Robot Scanners, Comms Scanners,
Infra-red Sconners, Mogmficoﬁon Scanners

MOVEMENT 12 (4 \egs)

HDE/XP 9 /1,00

COST T0 BUY 10,000
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DESIGNATION OF PRODUCT IDENTITY

"White Star™" and the “White Star™” logo are copyright and the
Product Identity of James Spahn, 2012-2015. The “Hyperspace
Messenger™” logo is copyright and the product identity of Bill
Logan, 2015.

DESIGNATION OF OPEN CONTENT
All other content not designated Product Identity is open content.

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,
royaltyfree, 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
s0.

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 1.0a Copyright
2000, Wizards of the Coast, Inc. System Reference Document
Copyright 2000-2003, Wizards of the Coast, Inc.; Authors
Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy
Collins, David Noonan, Rich Redman, Bruce R. Cordell, John D.
Rateliff, Thomas Reid, James Wyatt, based on original material by
E. Gary Gygax and Dave Arneson.

Swords & Wizardry Core Rules, Copyright 2008, Matthew J. Finch
Swords & Wizardry WhiteBox Rules by Marv Breig, copyright
2008- 2011 Matthew J. Finch.

White Star: White Box Science Fiction Rolelpaying, Copyright 2015
Barrel Rider Games; Author James M. Spahn.

Issues of the Hyperspace Messenger are copyright 2015
DwDStudios; Author Bill Logan.



WITHIN THESE PAGES ARE ELEVEN DETAILED ROBOT
“CREATURES.” EACH REPRESENTS A MODEL OF ROBOT
YOUR CHARACTERS MIGHT COME INTO CONTACT WITH
DURING THEIR ADVENTURES. FROM SECURITY ROBOTS TO
WAR BOTS AND JUST ABOUT EVERYTHING IN BETWEEN,
THESE STAT BLOCKS COME COMPLETE WITH XP AWARD
VALUES AND EVEN HOW MUCH IT COSTS TO BUY THE
ROBOT YOURSELF.

THESE ROBOT MODELS ARE NOT INTENDED TO REPLACE
THE ROBOT CHARACTER CLASS. INDEED, PLAYERS SHOULD
CERTAINLY USE THAT CLASS IF THEY WANT THE
CHALLENGE OF ROLE-PLAYING A ROBOT. BUT FOR THOSE
TIMES WHEN YOU JUST NEED A QUICK STAT BLOCK FOR AN
ASTRO-TECH BOT OR SERVICE BOT, THIS SUPPLEMENT IS
FOR YOU.

THE HYPERSPACE MESSENGER IS A SERIES OF SHORT
SUPPLEMENTS DESIGNED FOR USE WITH THE WHITE STAR
ROLE-PLAYING GAME, THOUGH IT USES SIMPLE CONCEPTS
WHICH CAN EASILY BE INTEGRATED INTO ANY OSR-STYLE
SCIENCE FICTION GAME. THE GOAL IS TO DELIVER QUALITY
SUPPLEMENTS EXPLORING A SINGLE NEW CONCEPT ALL
WITHIN THE SPAN OF ONLY SIX-TO-TWELVE PAGES.
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