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    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. 
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Skills 
 

  

 

layers are a skillful lot, able to do just about anything with the right die roll. 

But what dice to roll? The White Star RPG is a fantastic tool kit, but 

intentionally doesn’t tell individual Referees how to adjudicate simple skill 

checks. So what happens when a character needs to repair a communications 

array, reprogram a captured robot, or bypass a security system? Surely this isn’t 

beyond the capability of characters. Are skill checks supposed to be resolved with 

ability checks? Well… ability checks aren’t even a thing in White Star; not a 

single rule ever tells you how to test your character’s strength, dexterity, etc.  

Are skill checks supposed to be rolled with a simple d6 roll? In some old school 

games, some skill checks were resolved with a “2 in 6 chance of success” or a “4 in 

6 chance of success.” There is precedence for this concept even within the pages of 

White Star, for instance the alien mystic’s ability to sense secret and concealed 

doors. While this is a simplistic rule, it’s different and awkward… relying on rolling 

low and uses a die type unused for other types of checks. It also lacks resolution, 

and we all like to see our chances of success get better with level. 

Should skill checks be resolved with a Saving Throw? This certainly seems to be a 

popular concept online, and it’s great that Saving Throws scale with level. This 

isn’t a bad idea. However, Saving Throws have a specific use in the game – to 

save the character’s neck against a dangerous threat. Maybe we should leave 

Saving Throws alone. 

P 
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SKILLS 
This system presents one possible 

way to manage skills within your 

White Star game. This system 

includes 34 individual skills. All 

characters can attempt actions 

related to all of these skills. Yes, 

player characters are a creative 

and capable lot. Therefore, this skill 

system describes which areas a 

character has expertise, and how to 

make skill checks. 

SKILL EXPERTISE 
Starting characters normally have 

expertise in two skills at +1. One 

skill is determined by your 

character class and the other is 

rolled randomly. 

SKILL IMPROVEMENT 
Each time you raise your level, you may either choose to add another +1 expertise 

to one of your skills, or you may add another skill to your list and place a +1 

expertise in that new skill. You may not raise expertise in any skill beyond +5, 

regardless of level. 

SKILL CHECKS 
A skill is performed with a d20 roll. Your 

GM will tell you which skill and ability 

apply to the roll. For instance, “Give me 

an Intelligence + Perception check” if 

searching for complex clues. You roll d20, 

add your intelligence modifier and your 

Perception expertise (if any). You must 

total equal to or higher than the target 

number set by the Referee (normally 10 

for most actions, but can be higher for 

more challenging uses of the skill). 

Difficulty Target Number 

    5 Easy 

   10 Normal 

   15 Hard 

   20 Highly Improbable 

   25 Never Tell Me the Odds! 
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AUTOMATIC SUCCESS AND FAILURE 
Any skill check which has a reasonable chance of succeeding (no matter how 

slim) should automatically succeed on a natural roll of 20, regardless of the skill 

check total. Additionally, any skill check which has a reasonable chance of failing 

(no matter how slim) should automatically fail on a natural roll of 1, regardless of 

the skill check total. So yes, you have to roll even if your expertise is +5 and 

you’re attempting an Easy action with a target number of 5. 

SKILL CONTESTS 
If two players are acting in opposition to one another then each rolls d20 and 

adds his appropriate ability modifier and skill expertise. Whoever rolls higher wins 

the contest. For example, to pick someone’s pocket a Referee might request a 

Dexterity + Sleight of Hand check versus the target’s Wisdom + Perception. 

In other situations, a Referee can feel free to use an opponent’s ability score as the 

target number for an action. For instance, if the guards in your adventure have a 

Wisdom score of 12 and your Referee doesn’t feel like making everything a rolled 

skill contest, he might just say your attempt at Charisma + Disguise will have a 

target number of 12. 

SKILLS NOT LISTED 
The skill list is fairly comprehensive, but is not exhaustive by any means. Referees 

may fill in any gaps with ideas of his own in reaction to the ideas of his players. 

For instance, although it’s not specifically listed, if a player wants his character to 

be good at doing impressions of famous people, go ahead and allow him to list 

“impressions” as a skill even though he could have taken “entertainment” instead 

and had a broader application of his expertise. It’s his character and his concept. 

Another common type of new skill are those meant to represent specific 

professions. For instance, a player who worked for a mining company before 

starting a life of adventure might want to list “mining” as a skill rather than taking 

expertise in “science.” 

Some skills are rather broad and others are more narrowly focused. Individual 

Referees may wish to alter the skill list to give more resolution to certain types of 

skills. For instance, the “science” skill is very broad indeed, allowing skill checks for 

all types of science, whether environmental, geological, physical, astrophysical, 

biological, xenobiological, etc. in nature. Some Referees may want to make 

individual entries for these or require a character to choose a field of specialization 

when he takes expertise in one of these broad skills.  
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STARTING SKILLS 
After choosing your character class, roll the appropriate table below. Note your 

expertise on your character sheet with a +1 next to it. 

 

  

ARISTOCRAT 
 

  1d8 Skill 

 1 Bureaucracy 

 2 Business 

 3 Cultures 

 4 Haggling 

 5 History 

 6 Persuasion 

 7 Religion 

 8 Choose one 

MERCENARY 
 

  1d8 Skill 

 1 Athletics 

 2 Demolitions 

 3 Drive 

 4 Martial Arts 

 5 Medic 

 6 Perception 

 7 Survival 

 8 Choose one 

PILOT 
 

  1d8 Skill 

 1 Astrogation 

 2 Computers 

 3 Drive 

 4 Navigation 

 5 Starpilot 

 6 Technician 

 7 Zero-G 

 8 Choose one 

STAR KNIGHT 
 

  1d8 Skill 

 1 Athletics 

 2 History 

 3 Martial Arts 

 4 Medic 

 5 Perception 

 6 Persuasion 

 7 Religion 

 8 Choose one 

ALIEN BRUTE 
 

  1d8 Skill 

 1 Agronomy 

 2 Animals 

 3 Athletics 

 4 Perception 

 5 Stealth 

 6 Survival 

 7 Technician 

 8 Choose one 

ALIEN MYSTIC 
 

  1d8 Skill 

 1 Cultures 

 2 History 

 3 Language 

 4 Medic 

 5 Religion 

 6 Science 

 7 Zero-G 

 8 Choose one 

ROBOT 
 

  1d8 Skill 

 1 Computers 

 2 History 

 3 Language 

 4 Robotics 

 5 Perception 

 6 Science 

 7 Technician 

 8 Choose one 

ADDITIONAL SKILLS 
 

In addition to the skill gained by character class, 

players will also start play with expertise in one 

more skill chosen or determined randomly 

(Referee’s choice) from the table on the next 

page. If a character’s Intelligence modifier is +1, 

he may begin play with +1 expertise in a third 

skill. Reroll duplicates; no skill will begin with 

more than +1 expertise at the start of play. 
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D100 Skill Notes 
01-02 Agronomy farming in challenging environments of other worlds 

03-05 Animals breeding, training, riding, and handling animals 

06-07 Artist painting, sculpting, drawing, composing, etc. 

08-10 Astrogation plotting interstellar jumps, operating FTL drive 

11-13 Athletics running, jumping, climbing, swimming, acrobatics, etc. 

14-16 Bureaucracy run a political position, town, outpost, etc. 

17-19 Business run a business, manage finances, etc. 

20-22 Computers operation, programming, repairing, interfacing, etc. 

23-25 Cultures alien, criminal, spacer, or other specific culture 

26-28 Demolitions setting or defusing demolition charges 

29-31 Disguise change appearance to appear differently to onlookers 

32-34 Drive driving or piloting hover, ground, water, or air vehicles 

35-37 Entertainment singing, dancing, musical instruments, storytelling, etc. 

38-40 Forgery create convincing documents to fool authorities 

41-43 Gambling games of chance, estimating the odds, etc. 

44-46 Haggling negotiating a fair exchange or one in your favor 

47-49 History ancient or recent history 

50-52 Language adds to the number of languages the character knows 

53-55 Martial Arts* acquisition of martial maneuvers 

56-58 Medic diagnosing, treating with medicine, surgery, etc. 

59-61 Navigation direction sense, following a map, trail blazing, etc. 

62-64 Perception use of the five senses to notice details, or gut-instincts. 

65-67 Persuasion seduction, charm, wit, leadership, con, deception, etc. 

68-70 Psychology understanding and helping/manipulating minds 

71-73 Religion knowledge of theology and philosophy 

74-76 Robotics repairing, engineering, modifying robots 

77-79 Science research, classification and discovery, etc. 

80-82 Security bypass modern security systems or mechanical locks 

83-85 Sleight of Hand pickpocket, stage magic, misdirection, palming, etc. 

86-88 Starpilot piloting a starship, starfighter, transport, etc. 

89-91 Stealth sneaking or remaining unseen  

92-94 Survival foraging, tracking, shelter, fires, filtering toxins, etc. 

95-97 Technician repairing mechanical/electrical devices, vehicles, etc. 

98-00 Zero-G  maneuver around in no gravity 
 

 

* Martial Arts is handled specially in these rules.  
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MARTIAL MANEUVERS 
The Martial Arts skill is the only combat-related skill in this system. There is never 

a “martial arts” skill check rolled. Instead, players receive one of the following 

Martial Maneuvers for each level of expertise. The player must roll to see which 

maneuver he receives (reroll duplicate results). 

D20 Maneuver 

1 Accuracy – Receive +1 To Hit opponents while unarmed. This doesn’t apply if 

holding anything in your hands. 

2 Aggressive Fighting – Receive a +1 bonus to unarmed combat damage. 

3 Awareness – Character is surprised only on a 1 in 6. 

4 Blind Fighting – Receive no penalties when fighting against enemies you 

cannot see, as long as you can at least hear. 

5 Block – This allows a Saving Throw against the martial maneuvers of others 

to avoid disarms, find weakness, hold, nerve strike, or take down. 

6 Defensive Fighting – Receive a bonus to Armor Class equal to -1 [+1] as long 

as you’re wearing Light Armor or no armor. 

7 Disarm – This attack causes no damage but if successful the victim must drop 

whatever is in his hand. 

8 Find Weakness – This attack causes no damage but uncovers a weakness; 

next attack (only) will cause an additional +1d6 damage. Usable 1/day. 

9 Hold – This attack causes no damage but places victim in a restraining hold. 

He may break free in subsequent rounds on a 2 in 6. 

10 Improved Landing – Reduces by half any damage caused by falls. 

11 Leap Attack – Leap at foe up to 10 ft and make an attack against him 

(using any attack based maneuvers, if desired), end adjacent. 

12 Meditation – Enter trance for 1 hour and recover 1d6 hit points, 1/day. 

13 Nerve Strike – This attack causes no damage, but if successful paralyzes one 

limb for 1d6 rounds. 

14 Rapid Strike – One extra unarmed attack per round (no martial maneuvers). 

15 Runner – Add +2 to your movement rate while in combat. 

16 Swiftness – Receive +1 to initiative rolls while unarmed. 

17 Take Down – This attack causes no damage but if successful knocks 

opponent prone on ground next to you. 

18 Toughness – You receive +2 to your hit point total. 

19 Whirlwind – Make one attack roll to damage all foes in melee range 1/day. 

You may not add maneuvers to this, only a normal unarmed attack. 

20 Choose one 
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EXPERT 
Some characters make their way in life by 

piloting stunt fighters, shooting things, or 

talking. The expert accomplishes his 

successes through application of talent and 

training.  

WEAPON/ARMOR RESTRICTIONS – Experts may 

use clubs, daggers, firearms, grenades, 

laser pistols, mono-daggers, mono-

swords, staffs, and swords. They can 

wear Light Armor, but do not use 

shields. 

SAVING THROW – Experts receive a +1 bonus 

to Saving Throws against anything 

that occurs as a direct result of a 

failure of one of their own skill checks, 

as long as they have some level of 

expertise in that skill. 

XP BONUS FOR INTELLIGENCE – Experts with an 

Intelligence of 13 or 14 receive a 5% 

bonus to earned XP, while those with 

15 or higher receive a 10% bonus. 

Talent – When the Expert is made, roll 4 

skills in which he has natural talent. 

Begin play with +1 expertise in each of 

these skills. This takes place of the class skill all players get. The player may 

then receive his additional skill (or two if Intelligence is high enough) normally. 

Training – Experts are masters of skill. Each level, in addition to the +1 expertise in 

a skill all characters receive, the Expert repeats that and gains a second +1 

expertise in a different skill. Experts are still limited to the maximum +5 

expertise in any skill, but should acquire a broad array of skills. 

Apprentice – At 8th level the Expert gains a 1st level apprentice Expert eager to 

learn his trade. He will adventure with the Expert and will be loyal to him. 

  

 

Level XP HD BHB ST 

1 0 1 +0 15 
2 1,250 1+1 +0 14 
3 2,500 2 +1 13 
4 5,000 2+1 +1 12 
5 10,000 3 +2 11 
6 20,000 3+1 +2 10 
7 40,000 4 +3 9 
8 80,000 4+1 +3 8 
9 160,000 5 +4 7 

10 320,000 5+1 +4 6 
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SKILL SOFT IMPLANT 
Some characters eager to gain knowledge and expertise purchase Skill Soft 

Implants. They go under the scalp, protected by a flap of artificial synth-flesh 

grafted to the character’s skin, complete with its own length of naturally growing 

hair. The implant provides a slot into which the character may load purchased 

Skill Soft Chips. A character installs the chip and must spend 24 hours getting 

over a bad headache as the chip aligns to his neural patterns (exception: Robot 

characters immediately gain use of the chip). After this, the character gains access 

to the knowledge in the chip. A character might own several chips, but may only 

have one implant which can receive only one chip at a time.  

The expertise bonus provided by the chip varies based on whether the skill in 

question is purely knowledge-based or requires talent or muscle memory (which 

the chip cannot provide). The expertise bonus does not stack with any expertise 

the character himself possesses; players use whichever is greater. The implant 

itself costs 600 Credits, but the chip costs vary. See the table below. 

 

Skill Soft Chip Expertise Cost* 

Agronomy +1 to +4 25 

Animals +1 to +3 50 

Artist +1 to +2 50 

Astrogation +1 to +4 50 

Athletics +1 to +2 50 

Bureaucracy +1 to +3 25 

Business +1 to +3 25 

Computers +1 to +4 25 

Cultures +1 to +4 20 

Demolitions +1 to +3 50 

Disguise +1 to +3 50 

Drive +1 to +2 25 

Entertainment +1 to +2 50 

Forgery +1 to +2 50 

Gambling +1 to +2 25 

Haggling +1 to +2 50 

History +1 to +4 20 

Skill Soft Chip Expertise Cost* 

Language +1 to +4 25 

Martial Arts    n/a  -- 

Medic +1 to +2 50 

Navigation +1 to +3 25 

Perception +1 to +2 50 

Persuasion +1 to +2 50 

Psychology +1 to +3 50 

Religion +1 to +3 20 

Robotics +1 to +4 25 

Science +1 to +4 50 

Security +1 to +3 50 

Sleight of Hand +1 to +2 50 

Starpilot +1 to +3 50 

Stealth +1 to +3 25 

Survival +1 to +3 25 

Technician +1 to +4 25 

Zero-G +1 to +2 50 

 

* Cost is a multiple of the expertise bonus from the specific Skill Soft Chip.  
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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 
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 1.0a 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 
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