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N In the vast expanse of space, your crew is only as good as
= theskills, gear, and edges they bring to the fight. From the
ke — gritty decks of a Belter merchant ship, to the stark corridors
AN A of a cutting-edge Martian warship, success depends on
having the right people with the right tools—ready for what-
ever the Churn throws at them.

The Crew Companion expands your options like never
before. It compiles and updates every trade from the Trades
of the Expanse series, plus introduces a new one. It delivers
specialized backgrounds, new rules, new contacts, new
Stunts, and even new Churn effects for pirates, smugglers,
bounty hunters, journalists, scouts, and more. Outfit your
characters with new equipment, black market enhancement
implants that push the limits of the human body. Choose from
a selection of new specialty ships and finance your ship with
advanced rules for handling serious wealth that allow high-
rollers and elite operators to thrive.

Whether you’re a Belter hacker tweaking your gear with
custom tech, or an Earther explorer seeking the best survival
gear, this book gives you the edge you need to survive—and
profit—in the blackness of space.
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he Crew Companion opens up exciting new avenues for playing The Expanse RPG: Transport Union Edition and is
packed full of new material for both players and Game Masters. The new ships, rules, and gear described in this book
presume a campaign set during the Transport Union Era, between the novels Nemesis Games and Persepolis Rising, but
they are compatible with any era. Everything herein should be considered optional for both GMs and players, and your

group should consider having an in-depth discussion before deciding which, if any, of these new rules you want to include in
your game. As we like to say, use what you want; leave the rest.

HOW T0 USE THIS BOOK

This book contains many new rules for The Expanse: Transport Union Edition, including talents and specializations, qualities
and flaws (for ships and gear), stunts, gear, enhancement implants, and much more. There are also a number of completely
new rules, such as Assets, that expand how you can play The Expanse RPG.

CZWVISIESIISSSlY |f you're a game master, we suggest carefully digesting the material here before adding anything to
your campaign. Some new rules, gear, ships etc. might be useful and fit with your existing campaign, while other aspects
might not. Make sure to talk to your players so they can manage expectations and avoid blindsiding them with a new rule.

HTNSSSNY As a player, make sure to discuss any new rules or gear described here with your game master before
assuming you can use it for your character. And remember, anything your character can use is available to NPCs too!

This book is compatible with both The Expanse RPG and The Expanse RPG: Transport Union Edition (also referred to as
The Expanse RPG: TUE). All references to the core rulebook book are for The Expanse RPG: TUE, although in most cases, the
chapter reference will be the same for both books.

WHAT'S IN THIS BOOK

The Crew Companion contains five chapters with new ships, gear, implants, specializations, talents, and optional new rules. It
also features the various trades.

1: TRADES OF THE EXPANSE

This chapter features eight trades common to The Expanse setting. Each provides new talents and skills and explores what
it means to be part of one of these trades. Covered trades include Bounty Hunter, Entertainer, Hacker, Journalist, Pirate,
Planetary Surveyor, and Trader/Smuggler.

2: NEW TOOLS OF THE TRADES

In this chapter, you'll find new gear, including weapons, drones, vehicles, computers, expert systems, and specialty tools for
different trades. There are also rules for tinkering with and modifying gear, as well as an extensive list of new qualities for gear.

3: ENHANCEMENT IMPLANTS

This chapter offers new enhancement implants, along with rules and costs for purchasing and undergoing implant surgery.
Costs for implants listed in The Expanse RPG: Transport Union Edition are included. You’'ll also find rules for purchasing
implants on the black market and new enhancement qualities and flaws.

4: ASSETS, INTERLUDES, & CREWS

Here you’ll find optional new rules for Assets, an addition to Income for organizations and very wealthy characters. Assets also
include rules for investing and playing the markets, as well as costs for purchasing ships. The section on Advanced Interludes
details a host of new activities a crew can undertake during interludes between encounters and adventures. Finally, NPC
Crews provides optional rules for NPCs on board the crew’s ship.

5: SHIPS OF THE TRADES

This chapter contains new ships, most of them suitable for player character crews. Most are civilian ships focused on specific
areas of expertise, from entertainment to scouting alien systems. You’ll also find a collection of new ship qualities and flaws.



