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torytelling is a muscle. It gets stronger the more you use it.

The Expanse has been through a lot of incarnations since the muse
first struck. It was a pitch for a Warcraft-like MMO, a book series, a
TV show. And, for a long run, it was a roleplaying game campaign.

Roleplaying games have been a part of both of our lives for decades,
long before The Expanse. We practiced storytelling in ancient Rome, on
an FBIl serial killer squad, in fantastic realms and post-apocalyptic waste-
lands. And, of course, in the vast darkness and unforgiving vacuum
between the planets. While the books weren’t a simple transcription of
the game sessions any more than the show has been a one-to-one reca-
pitulation of the books, they are related.

Every medium of storytelling has its strengths, but RPGs have a list of
them: the collaborative freedom of improvisational theater, the narrative
breadth of fiction, and a freedom from visual effects budgets of which
film can only dream. It was where we cut our teeth, and it’s still one of
our favorite ways to spend an evening. And if you're reading this, we're
guessing that it’s one of your favorites, too.

So when the opportunity came to build a system around The Expanse,
we jumped at it. The crew at Green Ronin let us be involved in every-
thing from the art approvals to the system design, and the result is here
in your hands. And, thanks to the overwhelming support of the Kick-
starter community, we were even able to put in a little original Expanse
fiction to help launch things.

The rest will be up to you and your crew, whoever and wherever they
may be. If you stay close to the action of the books and show, or if you
build your own stories on the foundation we’ve given you, the stories
you tell will—we hope—stay with you and bloom out in your lives the
way our games did for us, while your storytelling and imagination keep
getting stronger and weirder and more awesome.

James S. A. Corey
March 2019

:EXPANSE



THE LAST FLIGHT OF

THE CRSANDRA

y name is James Holden and my ship, the Canterbury, was

just destroyed by a warship with stealth technology and what
appear to be parts stamped with Martian Navy serial numbers.
Data stream to follow.

“Well,” Darius said. “We’re fucked.”

Amy’s voice came up to the flight deck from the galley below. “Are
we fucked again, honey?”

With the Cassandra on the float, “down” was a convention more than
a direction, but Darius had grown up on Earth, and perception is a habit.
He saw her as rising up to him. Her hair was in a bun. Her sweat-stained
sleeveless undershirt revealed the tree-shaped electrical scar that ran
down her left arm. She wasn’t his wife, and she wasn’t not his wife. Back
in Paris, that might have caused problems for their Basic registration
forms. Out here on the ship, she was just Amy, and he was just Darius,
and what they were to each other didn’t need a bureaucrat’s stamp.

Darius gestured to the screen with one angry thumb.

“You see this asshole?” he asked, scrolling the feed back to the start
of the message. My name is James Holden.

“Sure,” Amy said, grabbing onto a handhold and pulling herself to a
stop. “It’s all over. Everyone’s rebroadcasting. What’s he to us?”

“He’s why we’re fucked.”

A thin line appeared on Amy’s forehead the way it always did when
she was getting annoyed. The heat did that. They’d been leaving the
ship five degrees warmer and the oxygen mix thinner than usual. It
saved money, but it made them all more irritable. All except Lester,
who was unchanging in his irritability.

“The Canterbury,” Darius said. “It's a water hauler.”

“Saturn to Ceres,” Amy said. “We’re not on that run.”

“The market’s the market. Ceres won't let itself go dry, so it ups the
orders from other places. Ships that were heading for Pallas and Vesta
go to Ceres. Luna gets in on it. It’s straight supply and demand. Less
ice on the market means it costs more to fill the tanks.”

“We’ll be alright,” Amy said.

“We won’t. We're running at the edge now. There’s no more fat we
can cut off the budget.”

“We have savings,” she said, but they both knew they didn’t.

The Cassandra wasn’t a great ship. In truth, she was barely even
a good one. A bubble of steel, ceramic, and air with a fussy Epstein
Drive and third-rate recycling systems. They called her a rock-hopper,
and even that was a shade more dignified than she deserved. But
if she had a fatal flaw, it was that she was thirsty. Her heat radiators
didn’t have the surface area to shed as fast as Darius would have liked.
There were other fluids they could have carried to let out onto the
ship’s skin to evaporate away, but none that they could also use as
reaction mass and tea.

And where they worked made things worse.

The Aten asteroids spent most of their time sunward of Earth’s
orbit, crossing out for a third or a quarter of their time. Sometimes less.
They’d been accessible in the first days of humanity’s expansion into
the void, and so they were some of the first to be mined. The titanium
and platinum and nickel-iron had made fortunes that had grown to the
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size and power of nations. And some that had withered into shame and
history. The push out and out and out into the system—the main belt,
the moons of Jupiter and Saturn—had left them behind. But generation
by generation, the mining technologies had improved. Now ore that
had been exhausted generations before was rich enough for the new
techniques to wring out a little more. But only for ships willing to add
the sun’s punishing light to their drives’ waste heat. Sundivers, they
were called. It was a good way for a crap ship to grind out enough
capital to upgrade. It was also a good way to fail out. Or get killed.

Amy looked away. A sheen of tears covered her eyes, and she
grabbed a strap of undershirt to wick them away.

“Get the others, will you?” Darius said, more gently. “I think we need
to have a talk.”

“Yeah,” she said. “All right.”

She pushed herself back down in a spiral that put her back to him.
He was sorry now that he’d led with his despair. Usually he was better
at waiting for his own private darkness to pass before he brought Amy
into it. The news had caught him unawares.

The rest of the crew were just Lester and Abril. The four of them
living in a space smaller than the flat he and Amy had taken in Paris.
He stretched and yawned. The heat in the flight deck was sapping his
energy. The breeze from the air recyclers was slow and weak. The thin-
ness of the air put an ache behind his eyes that he knew from experi-
ence wouldn’t leave until they pumped more oxygen into the system.
Which they could get by splitting some water, if they’d had any to spare.

He heard Lester and Amy below him. The concern in the man’s
voice, the sharp humor in the woman’s. And Abril’'s accented murmur
like music. He didn’t want to do this.

The Cassandra had been a fluke for him. A dream. He’d been living
on Basic in a suburb of Paris, spending his days sleeping and his nights
playing drums—actually ancient plastic buckets turned mouth-down—
with a street band. He and Amy had used the tips to buy cheap mari-
juana cigarettes from the drugstore dispensers and smoke them with
her friends. For Darius, it had felt like having all the time in the world
and no time at all. Every day a day where nothing happened except
you had one fewer. He’d felt like he was drowning.

And then his parents had both died in the same wreck. They'd left
him a bank account with actual money, a two-bedroom house in Bangui,
and a choice—uproot his life in Paris and go back to live out his days in
the same house he’d been in as a child, or sell the house and live off the
money until it was gone and he could go back on the Basic rolls.

He had taken a third option. Two tickets to Luna, a down payment on a
used rock-hopper, and a call for crew who might keep the ship alive long
enough to turn a profit. He’d wanted to name his new ship the Icarus, but
it turned out that every sundiver with their eyes on the Aten and Apollo
asteroids had the same idea. There were over two hundred ships already
named some variation of Icarus. So they’d named it for Amy’s baby sister.
He learned later that Cassandra was also pulled from mythology, but
he’d never gotten around to reading the story.

And just like that, the nature of his life had changed. There were prob-
ably thousands of other things he could have done with his inheritance,



but this was the one he’d chosen. If he’d gone to Luna, then he’d be
eking out meals and a bed there. If he’d joined up with a ship he didn’t
own, he’d have been out in the black somewhere. Maybe dead with the
Canterbury. If he’d left Amy behind, he’d be waking up next to someone
else or no one. His life was defined by all the paths he didn’t take. And
yet somehow, he’d picked the one that had this meeting in it.

Lester was an older man—gray, close-cut hair and pale skin with
a scattering of freckles. Abril was Amy’s age, with a musical voice,
straight black hair, and a strong aversion to being touched. That
she was half a meter taller than any of the rest of them and that her
head was just a little out of proportion had stopped being strange to
Darius months ago. He looked at her and instead of thinking Belter, he
thought Abril. That, he thought, was what being a crew meant.

“Que kennst?” Abril asked Darius as he pulled himself into the tiny
galley they used as a meeting room. He silently translated it. What’s
on your mind? Lester, scowling, looked like he already knew, and Amy
wouldn’t meet his eyes. The heat of the ship was like being locked in
a sauna.

“You all know how thin the last runs were,” Darius said. “Well, we
caught another bad bounce. With water prices going up, | don’t see how
we make another run and stay safe. We're already late replacing the
microfilters. And every drink of sour water reminds me we ought to have
flushed the H20 reclamation feed lines last time we were in port. Even if
we make the docking fees. ..

He sighed. He was dancing around it. Better to say the words and
be done.

“This is our last run. When we get back to Luna, I'm putting the
Cassandra up for sale. I've looked at the going rates, and | can’t make
enough to break even. So this. . . is going to be it. I'm sorry.”

His crew didn’t say anything. Not even Amy. He pulled himself up to
the flight deck and watched newsfeeds for the rest of the shift without
really seeing anything. He’d dreamed of making a go of prospecting.
Enough money to upgrade the ship or trade it for a new one. Something
robust enough to head out for the Jovian moons, maybe. Try his luck
in the mainline belt. And now that wouldn’t happen. All those possible
futures, cut away. His life redefined again. Another path he didn’t take.

He left them there to grieve together while he grieved alone.

* K k %k

“What if we found clean ice?” Lester said. “Pure enough we could
process it on the ship? | mean, yes, it would mean buying new filters a
little sooner, but look at how much we’d save, yeah? Drop our overhead
that much, and we could afford at least two more runs. And safely.”

Lester’s machine shop was hardly more than a wide spot in the hall
down near the reactor, but he’d made it his own. The gray metal work
stool was painted with emerald-green flowers on silver vines. The
drawers and tool shelves were engraved with complex designs. What-
ever else Lester might be, he was an incorrigible artist.

Darius folded his arms across his chest like he could hold in the
ache. “You have something in mind?”

Lester grinned and pulled up the familiar map of the Aten asteroids.
The first time Darius had looked at it, it had felt like watching snow.
Now, he saw the patterns in it. Lester shifted the display, lighting up
and darkening whole arcs of stone and ore, until only one remained.

“Xi-Mallow 434, Lester said.

It was a small marble of a rock. Not technically an Aten, since it
never crossed Earth’s orbit. It didn’t even make it out as far as Venus.

“It's locked,” Lester said. “Always the same face to the sun. Which
means always the same face away from it too. Shadowed. If there were
ice on the back end of that, it would stay there forever. And looking

at visual—" The display jumped. A black dot caught against the sun’s
corona, pulled up and enhanced until the details hidden in the darkness
came clear. “That looks glacial to me.”

“How far?”

“It's not perfect,” Lester said, “It'll mean a two-day burn to match
orbit. But we can do it if we skip 19-Daedelus. Just swap them out on
the schedule and change our angle a little before we light the drive up.
It’s not that big a deal.”

Darius felt hope stealing into his chest like an assassin. He shook his
head. “No. Free water just sitting here, waiting for someone to come
along? People have been scraping at these stones for generations. No
way they leave that sitting there all this time.”

“That’s what | thought,” Lester said. “But look. Most of the work gets
done closer to Earth orbit. This one never gets that far. It's almost a
vulcanoid.”

“Still,” Darius said. “It has to be high-albedo silicates or something.
Not ice.”

“And ...” Lester looked away. Darius felt the hair on his arms stand up.

“And?”

“It's under UNN military quarantine,” Lester said. “It has been for a
hundred and sixty years. All the prospecting lists neglect it. It doesn’t
even show up as an option.”

“Military. Quarantine.”

“You never served, Dar,” Lester said. “You don’t understand. You
think military means well-regulated, controlled, everything buttoned
down. | did my twenty, and I'm telling you it’s not like that. You heard
the story about the guard and the bench?”

“The what?”

Lester waved a hand like he was erasing something. “Old story. It
goes like this. There’s a fort that gets a new commander. Guy comes
in, and he tours the place, and in the middle of the yard, there’s this old
bench with a guard stationed beside it. Every shift, the guard changes.
Twenty-four hours a day, seven days a week. Rain, snow, or storm.
Doesn’t matter. There’s always a guard there. So the new commander
gets curious. Looks into the records to see why. What is it about this
bench that it needs that much attention.

“It takes him weeks to find it, but he does. Fifteen years before,
someone painted the bench and the commander put a guard there
to make sure no one sat on the wet paint. No one ever rescinded
the order. Everyone just forgot.” Lester grinned. “That’s what it’s like.
Things fall through the cracks all the time. Always. And this is one like
that. | can feel it.”

Darius felt the objections rising up in him like bubbles in a beer.
Even if Lester was right, other ships might have broken the quarantine
and hauled off any good ice decades before. Or maybe there was no
good ice. Or maybe the whole place was lined with decaying nukes set
by someone’s paranoid great-grandfather and just waiting for anyone
to touch the tripwire. All the reasons not to. And the one argument in
favor: that Lester had thought of all the same things and still wanted to
try. That the Cassandra meant enough to his crew that they’d take a
risk for it. And if Lester would, how could Darius do less?

“Let’s figure a course,” he said. “Then we take it to Amy and Abril.
No pressure, no persuasion. Just lay out the option, and if anyone
balks, we don’t. Agreed?”

Lester grinned. “Unanimous or nothing.”

It wasn’t nothing.

The burn was designed not for speed or comfort, but to minimize
waste heat. Even then, they agreed to let the internal temperature rise
another half degree rather than spend the water to cool the ship, and
the recyclers were doing their best to keep the ambient humidity low.



Darius sat in his couch, sweating, and his dreams weren’t about wealth
or freedom. They were about winter mornings along the Seine and the
feeling of ice cubes against his lips. The sounds of the ship changed
with every degree of temperature rise as heat expansion changed
the tensions and altered how the ship fit together. As soon as they
had their orbit set in, Abril shut down the reactor. Even the radiative
heat from the sun kept the ship’s temperature ticking slowly upward. A
point would come, Darius knew, when they’d have gone too far, where
the balance of heat and water would mean that all the paths back to
Luna ended with them baked to death in their couches. There wouldn’t
be a warning, either. They could sail past the point of no return without
noticing it if they weren’t careful. Whenever there was nothing else to
do, Darius ran the numbers and planned his exit strategies.

Xi-Mallow 434 was a dot of black, but it grew larger as they got
close. At its farthest point from the sun, it was still well inside the orbit
of Venus. The solar disk felt oppressive and huge. The braking burn
meant taking the temperature up another degree. Even if there was no
ice, there would be shadow. Darius felt himself growing hungry for just
a little darkness to park the ship in. He had the irrational certainty that
the Cassandra’s heat sinks would melt, fuse, and lose their surface area.

The braking burn was short and harsh. The supply of reaction mass
dropped quickly, the heat rose fast, and Darius watched, unable to
affect anything. Then Abril shut the reactor down again, and they were
on the float and moving into the pencil-thin shadow of the asteroid.
Darius pulled up the external cameras in time to see the silhouette of
Xi-Mallow 434 against the vastness of the sun. A dead-black iris in a
vast and burning eye. In his baking-hot ship, he shuddered.

“I've got a few places for a decent dock,” Amy said. “I'm not seeing
any structures, but there are some flat spots we could anchor on.”

“Let’s take this slow,” Darius said. “Coming out all this way to heat
shock the hull would be a stupid way to die.”

“Dychanie lloga es,” Abril said cheerfully. It was a Belter idiom about
the transience of life. Darius thought it literally meant “breath is rented”.

“Lester?” Darius said. “Make me happy.”

“Be happy. That out there? It’s not silicates. It may be a little dusty,
but it’s ice.”

Darius closed his eyes, relief flooding into him. “Amy, pick a mooring
spot. We’'ll let the ship cool down before we snuggle up and spill a
little heat—"

“Conduction!” Amy sang out like a victory cry.

“—and let’s go do a little prospecting. Lester and Abril, meet me in
the airlock.”

He undid his straps, pulled himself up from his couch. Amy grinned at
him, and he pulled himself in to kiss her. Her lips were salty.

“Keep the comms up too,” he said softly. “If the UNN starts coming
for us, I'd like to be someplace else.”

She made a mock salute. Humming merrily to herself, she went
back to mapping possible landing sites on the asteroid, and he went
to the airlock. The others were already waiting. It took an hour to get
all their equipment together—suits, kits, core samplers—and by then
Amy had picked a place for them. It was flat, and the stone had been
melted at some point recent enough from a geological perspective
that the cooled surface was stable.

Once the Cassandra was in place, Darius cycled the lock and they
went out. It had been a while since he’d heard Abril and Lester through
the suit radios instead of the shipboard air, and the thinness of their
voices reassured him. When they sounded like this, it meant they were
working, and working meant things were going right.

The gravity of the asteroid was hardly more than a suggestion. A
strong jump would have been enough for them to part company with

it for longer than their air supplies would last, so they moved slowly.
The suits all had compressed gas thrusters, but they’d learned not to
rely on them.

Darius’ first priority was the ice. If the asteroid itself had ore worth
hauling, that would be good, rationally speaking. But there was some-
thing in the back of Darius’ mind that made scraping a little ice off
the surface of an asteroid under quarantine feel less dangerous than
collecting ore. As if one substance was somehow morally different
from another.

“It's not bad,” Lester said. “But it's not dense either.”

They were a few hundred meters from the Cassandra where Amy
had brought it to rest. With the sun hidden by the asteroid, it was as
dark here as in the depths of space beyond Neptune. Darius played
his worklight over the pale crust around them.

“It's castoff,” Darius said. “All of this around here. The formations
over the horizon might have been here naturally, but this is all either
steam from drives or native ice that was heated to steam, cooled, and
recollected here.

“It's clean, anyway,” Lester said. “We can use it. Fill the tanks and
more with all this to work from.”

“Coyos?” Abril said in Darius’ ear though she was nowhere in sight.
There was something in her voice that dropped adrenaline into his blood.

“We’re here,” Darius said. “Where are you?”

In response, Abril turned on her locator. The cheap heads-up display
in Darius’ suit pointed him to the far side of the ship and down into a
split in the stone body of the asteroid. Long streaks in the frost-like ice
showed where Abril had gone. Darius gave in to fear and used his suit’s
thrusters, driving himself deeper into the fissure. Lester flew at his side,
a little slower.

“Abril?” Darius said. “Tell me you’re alright?”

“Bist bien,” she said, but her voice had a strange tone. Like she was
looking at a puzzle she didn’t know how to solve.

The fissure bit deeper into the stone than he had expected. The
rough sides spoke to a natural formation. Mining would have been
smoother and more controlled. Ahead of him and below, Abril’'s work
light glimmered.

And something ahead of her glimmered back.

At the bottom of the fissure was an airlock. The outer doors were
half open. The steel frame set into the natural, unworked stone was
polished and smooth. Only a thin layer of dust served to dim its mirror
finish. Darius braked hard, the jet of nitrogen kicking up fines and dust
and tiny crystals of ice like fog rising from a river.

“Lester?” Darius said. “What am | looking at?”

“No idea,” Lester said.

Slowly, Abril moved forward, her work light shining into the lock.
The inner doors were open too. Darius scanned infrared, but nothing
rose above the ambient cold of the stone. Whatever this place had
been, someone had vented it intentionally, and a long time ago.

“We sure this is a good idea?” Darius said on the open channel.

“Are we sure what is?” Amy said from the ship, but Abril had already
moved inside the lock.

Darius and Lester exchanged a look. “One of us should stay
outside,” Lester said. “Just in case.”

Darius lifted a hand in agreement and moved forward. In the micro-
gravity, he had the uncanny sensation that he was falling down into the
airlock like it was a pit. Or a grave. Inside, Abril’s worklight was playing
over a wide chamber. The walls had been insulated once, but the foam
had broken down over time, leaving long strips that had drifted to the
floor. The bare stone was polished and worked. The fissure that led here
might have been natural, but the chamber had been created. Abril pulled



herself along the wall, and Darius followed, his thrusters off to keep from
stirring up more dust. His breath sounded unnaturally loud in his ears.

“Ah,” Abril said. “Vise la.”

“l am looking.”

“No,” Abril said, pointing forward. “La.”

Thirteen figures were sitting in a semicircle, legs folded beneath
them. Their vac suits were all a dusty red color, plasticized fabric that
had broken down over decades. The helmets were swept back and
weirdly aerodynamic, like something out of a history book on the
first days of terraforming. All of them had holstered side arms at their
hips and military insignia that Darius didn’t recognize. For a few long
breaths, he thought the suits were empty, but then his light passed
over a faceplate, and the corpse inside it stared out. Gray, desiccated
flesh. Sunken, empty eyes. Everything that made a human except for
water and life. Abril moved forward slowly, letting her feet drift down
to the chamber floor. There were nameplates on the suits. Hoffmann.
Gutierrez. Dahl. And ten more beyond them. The ancient dead.

“What the hell is this?” Darius said, as much to himself as to anyone.

Abril agreed with a hand gesture, then looking up, said, “Y que es la?”

Her work light angled up. There, suspended from the wall, was a
thick rectangle of dark ceramic. An ancient storage container. The circle
and arrow symbol for masculinity stood out in silver and blue, and what
looked like three ideograms in a form Darius didn’t know. A seam ran
around its edge, making it seem like a great, still sarcophagus.

The semicircle of the dead faced it, as if the end had caught them
all in a final and terrible act of worship.

* Kk %k

“Ah. Well. Could be a number of things,” Lester said.

They were back in the Cassandra. All four of them in the galley
again. The three of them who'd gone outside were still wearing their
vac suits, and it made the space feel smaller. Tighter. The dust of
Xi-Mallow they’d tracked inside smelled like gunpowder. Darius almost
never felt the claustrophobic sense of being buried alive that he’'d
suffered when they first started flying, but it was tickling at him now.

“A number of things,” Amy echoed. It came across as skepticism,
but Darius has known her long enough to tell it was only not knowing
what else could be said.

“Yes,” Lester said. “Could be a religious cult. There were several
of those on Mars in the early days. Or this could have been a secret
research facility. Mars was all about that back in the day.” Then a
moment later, “Still is, probably.”

“If it's Martian,” Amy said, “why’s this place under UNN quarantine?”

“When was the Epstein Drive invented?” Darius said. “Did those
people in there. . . Did they get here in a flying teakettle? Old chemical
rockets, maybe? And what killed them? | mean, they were there to die.
You saw how the lock was forced. They were all in suits, and they just
sat there and died.”

Abril waved a hand like she was shooing away all the questions.
“Ab que im eske, sa sa?” But what’s in it? She meant the black storage
container.

“It has a label on it,” Lester said. “The Mars sign, and the writing.”

“Mars sign?” Darius asked.

“The circle and arrow. It's an old symbol for Mars.”

“Thought it was the old symbol for the pisser you could use standing
up,” Amy said, but the joke had an overheated quality. Like there was
fear behind it.

Lester nodded, and Darius didn’t see fear in him, but a growing curi-
osity. “And the ideograms. . . there was a lot of Chinese influence on
Mars at the beginning.”

“And these are the traditional Chinese families of Dahl and Hoff-
mann?” Darius said.

Lester looked hurt. “I didn’t say | knew what it was. | said it could be
a number of things. But it doesn’t matter what it was then. Not really.
The point is what it is now. And we do know that.” He looked around
at them all solemnly. “That thing is our ticket out. We know that, right?
Whatever that thing is, it's immediately convertible to money. We put it
in the hold, haul it back to Luna. A few words in the right ears, and we’ll
have buyers lining up. We might even get a bidding war.”

Darius knew this was coming, and even so it shocked him a little to
hear it said out loud. That he already had arguments for and against the
plan—What if it's a nuke? It's been stable here for over a century. We
don’t have to open it.—told him how much he’d already been thinking
about it. About saving the Cassandra. His inheritance from his parents.
The path he’d chosen. After all, they’d come here trying to get enough
water for one more run. This was that hopeful impulse answered a thou-
sandfold. If they left it here. . .

With the ship laid down against the stone, microgravity pulled him
gently toward the wall. The others all looked at him like they were
expecting a pronouncement. He pulled up the ship’s stats. Since
they’d made contact, the Cassandra had dumped so much waste heat
into the asteroid that life support was adding heat to the living space
now. If he listened, he could hear the ship ticking to itself as it cooled
and contracted. He loved the ship, and he loved the people on it. He
felt the weight of his dreams and aspirations on his shoulders, stronger
than the actual pull of gravity.

He took Amy’s hand, running his thumb along her scars by long,
affectionate habit. “Get the drive up. And a path to Luna.”

“Yes!” Lester said. “I'll slap together a loading mech and have that
thing out in—”

“Anybody who leaves the ship stays here,” Darius said. “We’re
getting out now.”

Lester sputtered. “But. . . | mean, the water—”

“Fuck the water,” Darius said. “Get us a path to Luna. As soon as
we’re clear of this place, I'll put in for a berth and an indigence auction.
Whatever we get, we split four ways.”

Amy squeezed his fingers. “Babe, are you sure?”

“We can get work on Luna,” he said. “Maybe we can crew up on some
other ship. Find a captain who knows what they’re doing, maybe.”

He tried out a smile, and the power behind it wasn’t sorrow. Or at
least it wasn’t only sorrow.

“Dar,” Lester said, cajoling.

“You want to come back here, Lester,” Darius said, “I can’t stop you.
But the answer now is no. Everyone go make ready. | want to get out
of here in the next two hours.”

There was a moment of silence in the galley while the others caught
up to where Darius already was. Abril lifted an acknowledging hand
and Lester nodded. They pulled themselves out of the galley, and a
moment later, he heard the unmistakable sounds of them pulling off
and stowing their vac suits. He was still holding Amy’s hand. He looked
into her eyes. He’d been afraid to see tears in them, but they were dry.
After a moment, she squeezed his fingers again, and hauled herself
toward the flight deck. Darius took a silent moment alone in the galley.

He didn’t know what would come next. How he would make his
living once the Cassandra was gone. Lester and Abril with it. Probably
he’d still be with Amy, but that was her choice to make, and he was
never perfectly sure. But whatever it was, it wouldn’t be what it could
have been if he’d made the other decision. His life was defined by all
the paths he didn’t take.

And the mistakes he avoided.



elcome to the future, and the next stage of human history, spreading out into the solar system towards the distant

stars: welcome to The Expanse. In the 23rd Century, humanity has long since left the cradle of Earth to colonize

the solar system. Now an independent Mars vies with old Earth for political power and influence while the settled

asteroid belt and the moon systems of Jupiter and Saturn supply the inner planets with the resources they so
desperately need. The people of the Belt and the Outer Planets—the Belters—labor and chafe under the rule of the Inners,
and unbeknownst to humanity, history is taking a most unexpected turn.

The Expanse Roleplaying Game is a tabletop roleplaying game (or “RPG” for short). It is a game of the imagination, where
you and your friends take on the roles of characters in a solar system on the verge of an exciting—and dangerous—new era.
It is @a moment when people in the right place at the right time willing to do the right thing can potentially change the course
of history and the future of humanity, and you can be those people. You may have played other tabletop roleplaying games
before, or this may be your introduction to new worlds of storytelling and adventure. Either way, welcome to The Expanse.

WHAT IS ROLEPLAYING?

If The Expanse RPG is your introduction to the world of fantasy roleplaying games, then you might be wondering, “What is
all this ‘roleplaying’ stuff about?”

Essentially, in a roleplaying game, you and a group of friends (the players) take on the roles of fictional characters in a
world fueled by your imagination. One player in the group is the Game Master, or “GM” for short, who acts like the narrator of
a story or the director of a play or movie. The Game Master sets the scene and describes what happens in the world around
your characters. Then the other players decide what their characters do in response. The GM describes the outcome of
those actions, and on you go, creating your own story.

Roleplaying is much like cooperative fan fiction or simulation gaming, where a group of people work
together to build a fun and exciting story. Although it's the Game Master’s job to portray the various

antagonists in the story, as well as the heroes’ allies, the GM isn’t playing against everyone else. In “His-words were full of hope

fact, it's the Game Master’s job to help ensure everyone has fun and that the group tells an interesting,
enjoyable story.

and threat. Like the stars.”

Think of a roleplaying game like an extended version of various games of make-believe we all e ! — Abaddon’s Gate

played as children, only with rules to help guide the story and a central narrator and manager to set the
stage and help keep things moving along smoothly: “next stage make-believe” if you like.



INTRODUCTION

| WHAT IS THE EXPANSE?

The Expanse is a science fiction universe created by James S.A. Corey (the
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The following are the various published stories of The

£ i . f d f publication. ) . . .
xpanse Universe, in orcer of publication pen name of Daniel Abraham and Ty Franck) starting with the novel Leviathan

NOVELS Wakes in 2011 and progressing through seven other novels and various novellas

Leviathan Wakes (2011) Nemesis Games (2015) and short stories (see The Expanse Fiction sidebar). In the future, humanity has
Caliban’s War (2012) Babylon’s Ashes (2016) spread throughout the solar system using the energy-efficient Epstein Drive,
Abaddon’s Gate (2013) Persepolis Rising (2017) . colonizing Mars, the asteroid belt, and the moons of Jupiter and Saturn. An
Cibola Burn (2014) Tiamat’s Wrath (2019) unsteady peace exists between the United Nations of Earth and the Martian

Congressional Republic, a balance upset by the events of the first novel.

NOVELLAS The Expanse series focuses on the lives and adventures of the crew of
“Gods of Risk” (2012) “The Vital Abyss” (2015) the Rocinante, a repurposed military ship, as they become entangled with
“The Churn” (2014) “Strange Dogs” (2017) significant events in human history. It also takes in the sweep of events on a
larger scale from the points of view of other characters in the solar system.

SHORT STORIES st R ST .
Although The Expanse is “hard” science fiction in terms of extrapolating
“The Butcher of Anderson Station” (2011) technology and dealing with the realities of orbital mechanics, space travel,
“Drive” (2012) and living in non-terrestrial environments, it also features epic science

A fiction speculation in terms of ancient alien artifacts which change the
course of human history.

SPOILER WARNINGS

The Expanse Roleplaying Game focuses on the period between the first and second novels of the series (Leviathan
Wakes and Caliban’s War) and contains information about the events in the first novel, some of which may be considered
“spoilers” for its plot, and touches upon elements of the second novel. If this book is your introduction to The Expanse,
you may wish to read Leviathan Wakes, and possibly Caliban’s War, first to ensure nothing here spoils your enjoyment of

the story. While future Expanse RPG products will detail events and information related to the later books, there shouldn’t
be any significant spoilers for them in this book.

GETTING STARTED

The first thing you need for an Expanse game is a group of friends to play with, and one of you willing to take on the role of
Game Master. While you can play with as small a group as one player and a GM, the game works best with a GM and three
to six players. It is possible to play with more players, but that can slow down the pace of the game. The Game Master has

a key role, so try to make sure they really want the job! Running a game is fun, but it’s a different experience from playing.
CHAPTER 12 explains the Game Master’s role in detail.

Once you've settled on a GM, everyone else needs to create characters, also known as Player Characters (PCs) since they
are controlled by the players. Your character is your primary responsibility as a player in a roleplaying game. This is your
alter ego in the universe of The Expanse. Over the course of many adventures, your character will grow and change, but
every story needs a beginning. That is exactly what CHAPTER 2: CHARACTER CREATION provides, giving you not only game
stats—the abilities and corresponding numbers that tell you what your character is good at—but also a character concept,
starting goals, and relationships with other characters. Once play begins, the portrayal and development of your character is
all up to you. Playing your character, achieving goals, and navigating the challenges and perils of a fantastic universe—this
is the fun of taking part in a roleplaying game.

PLAYING YOUR CHARACTER

When playing a roleplaying game, ask yourself, “What would my character do?” The Game Master describes a situation,
setting the scene for the players. It is then up to you to decide what your character does and why. You tell the GM what you
want to do, as do the other players in turn, and then you all work out what happens. Sometimes, you use dice and the rules of
the game to resolve actions in a specific order. At other times, you simply interact with the other players and the characters
portrayed by the GM, who are known as non-player characters, or NPCs, to differentiate them from the Player Characters.

When you create your Expanse character, you choose things like their goals and strong and weak personality traits. You can
then flesh your character out further. There are two basic approaches to this. The first is to paint your character in a few broad
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strokes and then jump right in to playing. The intention here is to come up with details about your character during the game,
often using the springboard of the current story to create connections to their past. This is a common storytelling technique and
a perfectly valid approach if you don’t want to spend a lot of time working on your character’s backstory before starting play.
The second approach is to come up with a lot of details and roleplaying ideas before the first game session. If you can come
to the table with a good idea of who your character is before the first dice are even rolled, that can help get the game going.

However you approach your character, playing the game will help you refine your ideas. After you have played for a
while, you should have a strong sense of your character’s personality and an intuitive sense of what they would do in a
particular situation. Of course, not all situations present easy choices, and it is from those difficult decisions that tension
and drama emerge.

ADVENTURE AND SERIES

An adventure is a discrete story in a roleplaying game. Think of it as a single short story, a chapter of a novel, or an episode
of a TV show. There may be several plot threads, but in the end it tells one tale. The difference between a roleplaying
adventure and a book or show is that you have authorship. The decisions made by you and your fellow players help drive
the story to its conclusion.

A series is made up of interlinked adventures. If an adventure is a chapter or episode, a series is a novel or season of a
show, or a series of novels or seasons. Some adventures may have self-contained plots, while others tie together to tell a
larger story, what is sometimes referred to as an arc. During a series the characters advance, improve, and change. Over
time they gain more abilities, influence, and resources, face greater challenges, and perhaps gain renown for their deeds. A
full Expanse series can take characters from levels 1through 20, and provide hundreds of hours of entertainment.

THE GROUP DYNAMIC

Much of this book is focused on teaching you the rules of the game and how to create a character. It is important to remember,

however, that roleplaying is a social activity. There are two aspects to this: the character group and the player group.

Your character is one member of a group of characters, often referred to in this book as the crew, since Expanse charac-
ters are often part of the crew of the same ship or station. Each character in the crew has individual goals, but there should
also be larger shared goals. The characters may have their disagreements and even conflicts, but for the game to go on they
must remain together. The adventures themselves often ensure this by their plot and structure, but a good group dynamic
can help. This can start during character creation when everyone is settling on what they want to play. It's a smart idea, for
example, to make sure you have characters with diverse backgrounds, focuses, and talents. When working out things like
goals and relationships, you can build in reasons for the characters in the crew to work together. The Expanse is often about
human relationships and families, both those we choose and those chosen for us by circumstance.

The people gaming with you make up the player group, and that, too, has a

dynamic. You and your fellow players are going to be spending a lot of time - I : | 'ﬂ I]“ 1 l I l” H ‘”ﬂ I‘ | ' 1 l [” | l | -

together, so you want a group of people who fundamentally get along. Role-
The rules system for The

Expanse Roleplaying Game
is known as the Adven-
ture Game Engine (or AGE) R ] 2 .a
System. It was originally
designed by Chris Pramas for
the Dragon Age RPG, also by Green Ronin Publishing.
It was later published in stand-alone books, the
Fantasy AGE Basic Rulebook and Modern AGE Basic
Rulebook, as well as being used to create the Titans-
grave: Ashes of Valkana setting and adventures and

playing is meant to be fun for everyone, so be aware of any tensions around
the table. Some players try to make the game all about them, hogging the
spotlight and attempting to insert themselves into every scene. Don’t act
that way—it just makes the other players fed up. Everyone likewise deserves

adventure game engine

a chance to shine, so be ready to take a step back when someone has
a good idea or is pursuing something important for their character. Some
players may make others uncomfortable with inappropriate behavior. When
this happens, it is important for the group as a whole to make it clear such
behavior won’t be tolerated—the game is about everyone having fun, and

that can’t happen unless everyone also feels comfortable and at ease.

If a game session didn’t go well for some reason, talk it about it afterwards.
It won’t do any good if everyone just goes home to stew. Try to figure out
where things went wrong and see if you can come up with solutions so it
doesn’t happen again. If players have concerns, encourage them to bring
them up for discussion. CHAPTER 12 offers some advice about handling
problems that might crop up in the player group dynamic.

the Blue Rose Romantic Fantasy Roleplaying game. If
you learn to play The Expanse, you can easily pick up
other AGE System games. Although they are not iden-
tical, their basic structure and rules are, and you should
find the others easy to learn. If you enjoy playing in the
universe of The Expanse with the AGE System, you
may want to explore the family of other worlds and
games from Green Ronin Publishing based on it.




INTRODUCTION

BASIC GAME CONCEPTS

It was a real book—onionskin pages bound in what might have been
actual leather. Miller had seen pictures of them before; the ideaof that .

much weight for a single megabyte of data struck him as decadent.

Before you dive into the rest of the book, here’s a brief overview of the basic concepts of the game. You'll learn more about

all of these things in more detail as you read on.

DICE

The Expanse uses six-sided dice, abbreviated as “d6.” This is the most common type of die, and they can be found in many
classic boardgames if you need to scrounge for some. In general, dice are rolled four different ways in the game:

Sometimes you need to generate a number from
1-3. In this case you roll a d6 but halve the result,
rounding up, so a roll of 1-2 =1, a roll of 3-4 = 2, and a
roll of 5-6 = 3.

1D3

1D6 You roll a single die and simply read the result.

Sometimes there is a modifier attached, such as
1d6+3 or 1d6-1. In that case, just add or subtract the
modifier from the die roll. If you rolled a 2, for example,
you’d add the modifier of +3 to get a result of 5, or
subtract the modifier of —1to get a result of 1.

2D6 As 1d6, but you roll two dice and add them
together. If you rolled a 3 and a 6, for example,
your result would be 9.

306 As above, but you roll three dice and add them
together. If you are making an ability test, you
must ensure that two of the dice are one color and the
third a different color, or otherwise differentiated in some
way. That third die is known as the Drama Die, and it's
important. The result of the Drama Die can determine
your level of success and allow you to perform stunts.

CHARACTERS

To play The Expanse you create a character. You choose your character’s origin (Earth, Mars, or one of the many colonies of
the Belt or Outer Planets), as well as background, profession, and what drives your character. Your character begins at level 1
as a novice. By surviving encounters and overcoming challenges, characters gradually gain experience and increase in level
(commonly called “leveling up”). Your character may eventually make it to level 20 and become one of the most capable
and important people in known space.

TESTS

Your character has nine abilities, such as Intelligence and Strength, each with a numeric rating from -2 to 4, with 1 being

average. When your character wants to do something, the Game Master may call for an ability test. This is a dice roll to deter-

mine success or failure, and it's the most common roll in the game. To make an ability test, you roll three six-sided dice (3d6),

add the results together, and add the appropriate ability. This gener-
ates a test result, which you want to be as high as possible.

TEST RESULT = 306 -+ ABILITY

You may have to apply other bonuses or penalties, most
2 . commonly ability focuses that represent areas of expertise.

— Leviathan Wokes ,

Once you determine your test result, the Game Master lets you

know if it’'s a success or a failure and what happens as a result.

WHAT'S NEXT?

If you are a player, then the first two sections of this book, CHAPTERS 1-4 and CHAPTERS 5-10, are for you. They provide the
key information you need to know about how to play the game and about the setting of The Expanse. When you are ready
to make a character, go to CHAPTER 2: CHARACTER CREATION. It explains the process to get you going.

If you are the Game Master, you, too, should familiarize yourself with CHAPTERS 1-11, as they contain the core of the game
and the setting. Then move on to CHAPTERS 12-14. They explain your important role in a tabletop roleplaying game, as well
as giving you valuable advice and resources. Once you’re acquainted with the game and setting, there’s an introductory
adventure, “To Sleep, Perchance to Dream,” in the back of the book to help launch your new Expanse series and start your
characters off on their exciting adventures.







1. GAME BASICS

he Expanse Roleplaying Game is based on the Adventure Game Engine or AGE System, and uses a number of simple

rules to drive play. Those rules are what this chapter is all about. First, this chapter gives some practical advice about

being a player in an Expanse game. Then, it follows up with the basic rules of play, giving you the essentials you need

to know when you sit down at the game table. Here you will find rules for ability tests, narrative and action time, and
encounters and interludes.

You don’t need to memorize all this information in order to play, but it's good to familiarize yourself with it. You can refer-
ence this book during the game and the Game Master is there to help adjudicate the rules. You'll pick things up as you go
and, the more you play, the more familiar things will become. While reading the rules is important, nothing is a substitute for
actual play. It is during a live game that you’ll really see how things all fit and work together.

Once you’ve familiarized yourself with the game basics, take a look at CHAPTER 5 to see how they’re used in game play,
or go on to CHAPTER 2 to begin creating an Expanse character and to see how characters are defined in game terms.

PLAYER BASICS

As you may have noticed, this book contains a fair amount of rules material. The nuts and bolts of the game system are
explained in the next few chapters, along with plenty of examples to make everything clear. If you've never played a role-
playing game before, you may still be wondering what it means to be a player. Before getting into the nitty-gritty of ability
tests and such, it’'s worth taking a step back and reviewing a few basics.
Your character sheet is a good place to start. You'll find one at
the back of the book and you can photocopy this as needed

“It’s a simple complex system. That’s the technical name for it. Because (or download a PDF version from www.greenronin.com). The
it’s simple, it’s prone to casca(jes, and because it’s gomple'x, you can’t : character sheet is the cornerstone of the character. Make

predict what's going to fail. Or how. It's computationally impossible.”

4

sure you bring it to each game session, as playing your char-
acter without it is difficult. Some players leave their character
— Caliban’s War sheets with, or make copies for, the Game Master to make
sure this isn’t a problem.
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You should also ensure your character sheet is up to date. It's up to you to track your character’s Fortune, ability increases,
talents, specializations, and other details. When you show up for a game, your character should be ready to go. Fortune is
going to change the most, going up and down as your hero deals with challenges, has brushes with danger, gets into fights,
and then recovers. You may want to track this on scratch paper so you don’t have to constantly erase your sheet during
play. If your character’s Fortune is reduced at the end of a session, be sure to note the current value so you have it ready
for next time.

You’'ll also want to bring dice (at least three six-sided dice, with one of them a different color for the Drama Die), a pencil,
some scratch paper for notes, plus any drinks and snacks you might want during play.

PLAYING ADVENTURES

During an Expanse game session, it's the Game Master’s job to present the adventure and yours to play the role of your

chosen character. An adventure is played out in a series of scenes known as encounters and interludes. Each builds on the
last and ultimately leads to a climax and a conclusion of that part of the story. One of the great things about roleplaying game
adventures is they can continue almost indefinitely, with one story following another, just like the novels in The Expanse
series itself, as you play out the adventures of your characters.

AR R

During a game session, the Game Master sets the scene, then the players decide how their characters act and what they
do. As a player, you narrate the actions of your character. You might say, “l search the lab for evidence of protomolecule
experimentation,” for example. The Game Master tells you the results of your action, and may introduce new elements into

the scene. For example: “You search for ten minutes but, before you find what you are looking for, an angry-looking man in
white lab scrubs bursts into the room and confronts you.”

When your character is taking everyday actions that do not have a significant chance of failure, you don’t need to roll dice
or consult the game rules. It’s enough to say that your character docks a ship at a known docking port, or walks across a
station to stop at a noodle cart and get lunch. When you want your character to do something that requires risk or has a real
chance of failure, that’'s when the dice come out. To resolve such actions you roll an ability test, often simply called a test.
Tests are the heart of the Adventure Game Engine (or AGE) and you’ll make many in any given game session.

MAKING ABILITY TESTS

To make an ability test, pick up three six-sided dice (abbreviated 3d6). Two of the dice should be one color and the third a
different color. The off-color die is known as the Drama Die (see The Drama Die section, following). Roll all three dice and
add the numbers they show together; you want to roll high. Then add the score of the ability you’re testing and another +2 if

you have an applicable ability focus (see Ability Focuses in CHAPTER 2). The final number is your test result.

TEST RESULT = 306 + ABILITY SCORE + 2 FOR ABILITY FOCUS (IF ANY)

Even if you have several ability focuses that could apply, you can only use one on a given test. You never gain the benefits
of more than one focus on an ability test.

Your character is chasing a Belter dock-rat and needs to clear an area crowded with crates and cargo. The Game Master
decides this is a Dexterity test. You roll 3d6 and get a total of 10 (3 + 3 + 4). Your character’s Dexterity score is 3, So you
add that for 13, plus your character has an applicable focus (Acrobatics), for an additional +2. Your final test result is 15 (10 + 3 + 2).

FOCUS REQUIREMENTS

In most cases in The Expanse RPG, it does not matter if you have the listed focus or not—you can still attempt the test,
you just won’t get the bonus a focus provides if you don’t have it. However, some tests demand specialized skills or

knowledge, and those do require you to have the focus to even attempt the test. If you don’t have the required focus, you
automatically fail. These tests note this by adding the word “required” after the name of the focus, such as: Intelligence
(Cryptography required) test.

15
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“Heroism is a label most beople get for doing shit
-they’d never do if they were really thinking about it.”

Your character intercepts a transmission, but it is encrypted. You want to decrypt it so you can find out what the
message says. The Game Master tells you that the test to do so will be Intelligence (Cryptography required). Your
character doesn’t have the Cryptography focus, but one of the other players’ characters does. That character can attempt the
Intelligence test to decrypt the message but your character cannot, regardless of their Intelligence score. If the character who has
the Cryptography focus tries the decryption and fails the test, you’ll have to come up with some other way of decoding the
message to find out what it says.

DIVISION AND ROUNDING

In cases where the rules call for a value to be divided, such as “half the character’s Speed” or “one-quarter of the character’s
Fortune,” round any remaining fractions up to the nearest whole number. So half a character’s Speed of 13 is 7: 13 divided by

2 is 6.5, rounded up to 7. A specific exception to this general rule will be called out in the text.

THE DRAMA DIE

You roll three dice when making a test: two dice of one color and one die of another. The off-colored die is known as the
Drama Die and it has several uses in the game system. In particular, it is used to measure degrees of success or failure, to
break ties, and to generate stunt points (SP). When you see a reference to the Drama Die, just remember it’s the off-colored
die you roll with ability tests.

DEGREE OF SUCCESS

Most of the time, you only need to know if an ability test succeeds or fails: Did you accomplish the goal or not? Sometimes,
it's important to know to what degree you succeeded. This is one of the uses of the Drama Die. Check the dice on your ability
test and note the number on the Drama Die. The higher the value, the greater the degree of your success: A1on your Drama
Die means you barely pulled it off, while a 6 (or better, due to modifiers to the Drama Die) means you did it flawlessly. Note
that if you failed the test, the result of the Drama Die is generally irrelevant.

The Game Master tells you when the degree of your test is important and will ask for the Drama Die’s value as well as

your test total in those cases.

In the aftermath of a thankfully non-fatal encounter with some pirates in the Belt, your character is doing a quick
patch-job repair to the ship. The GM asks for an ability test to see if you can do it, but also asks for the degree from
the Drama Die to see how well you pull it off. With just a 1, the patch might not even last for the whole encounter, while with a 6, it’s
almost as good as new!

TIE-BREAKING

In cases of equal test results on opposed tests (see Opposed Tests, following) the character with the highest Drama Die

value wins the test.

STUNTS

There’s a difference between accomplishing something with a test and really accomplishing it with style. That difference
comes into play in The Expanse with stunts.

When you roll dice for a test and two or more of the dice show the same number, that test generates stunt points (abbre-
viated SP). If the test is successful, you can use these points to enhance the results of your action, pulling off some special

maneuver, trick, or flourish beyond just the benefits of success. You must spend any stunt points you generate on a test or
else they disappear at the end of your turn. The kinds of stunts you can achieve
depend on the type of action.

As a general rule, only active tests generate stunt points, such as when
your character is trying to accomplish or achieve something. Tests you
make in response to something else, such as a test to resist an effect, or a
follow-up test required by another action, do not generate stunt points. See
CHAPTER 5: GAME PLAY for lists of stunts for various situations and addi-
tional details on how and when to use them.

_ Abaddon’s Gate
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In your test chasing after that Belter dock-rat, you

rolled 3d6 and got 3, 3, and 4 for a total of 10. You
also have two matching numbers on the dice (two 3s), so your test
generates stunt points. With a result of 4 on the Drama Die (the
last die listed), you get 4 SP to spend immediately. Maybe you
clear the obstacles so effectively that you’re also able to put
something into the path of your quarry, helping you to catch up, for
example.

FORTUNE

Characters in The Expanse have a resource called Fortune,
which represents a measure of survival instinct, dumb luck,

good fortune, divine favor, whatever you want to call it. The
character you portray as a player starts off with a certain amount
of Fortune, which improves with experience, as your character Com
becomes more and more important in the series. Likewise,
certain characters controlled by the Game Master have their E \ -
own Fortune scores. Fortune is measured in Fortune points or
FP for short. i " 4
Fortune is used for a number of things, some described 3 2 \
later in this book. For the purpose of tests, Fortune is impor-
tant because you can spend Fortune points, decreasing your
current score, in order to improve the results of your tests. You &
can spend Fortune points to make one die show the value of |

the number of FP you spend, up to 6. For the Drama Die, this

costs twice the usual amount, so the die shows the value of

half the number of FP you spend, rounded down. You can only \\
modify one die out of a roll using FP.

You roll the dice for a test and get 1, 3, and 3 on

the Drama Die, which is a total of 7: not great,
especially since you know you need at least a total of 10 in order
to succeed. So you tell the Game Master you are spending 4
Fortune points to make the “1” die into a “4” (the die now showing
the value of the number of Fortune points you spent). Since you
also have double 3s already, your roll now generates stunt
points equal to the Drama Die, or 3 SP. If, on the other hand, your
initial roll was 3, 3, and 1 on the Drama Die, you would need to
spend twice the number of Fortune points to increase the Drama
Die to a 4 (8 FP total). But you would also get 4 stunt points out
of it rather than 3, since you still have double 3, but the Drama
Die now shows a 4.

TYPES OF TESTS

The essential mechanics of an ability test are applied in The
Expanse in four primary ways or types of tests, described here.
Those ways are: basic tests, opposed tests, advanced tests,
and challenge tests.

Generally, the rules and the Game Master decide what type

of test applies to a given situation in the game. See CHAPTER 5:
GAME PLAY for various examples of all of these types of tests.
The essential mechanics for how these tests all work are as

follows.
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BASIC TESTS

A basic test is, just as the name implies, the most basic and common type of ability test using the following steps:

You tell the Game Master what you want your character to try and accomplish, such as “l want to open the lock” or “I
look around for clues”.

The Game Master determines the appropriate ability and focus (if any), and assigns a target number for the test based
on its overall difficulty.

o You roll an ability test and determine your test result, including spending Fortune points on the roll, if you wish.

If your test result is equal to or greater than the target number, you successfully pass the test and accomplish the
desired action. If it is not, your attempt to perform that action fails.

A basic test is rolled against a target number (abbreviated TN) chosen by the Game Master based on an assessment of the
test’s overall difficulty. The Game Master should take all relevant factors into account in determining the difficulty of the test,
including the prevailing conditions. The Test Target Number table provides benchmarks for basic test difficulty, with more
information in CHAPTER 12: GAME MASTERING. The table lists standard target numbers, a description of the approximate test
difficulty as a guideline, and the minimum modifier—a combination of ability score and focus—needed for a character to have
a 50% chance of success, as well as the minimum bonus needed for an approximately 90% chance of success. Note that a
focus, with a standard bonus of +2, effectively makes tests involving that focus one level of difficulty easier.

When basic tests are referred to in The Expanse, they use

_TEI TARGET NOMBER I

BASIC TEST FORMAT = BASIC TN # ABILITY (FOCUS) TEST

TARGET NUMBER TEST DIFFICULTY 50% CHANCE 90% CHANCE

7 Routine -3 +1
9 Easy -1 +3 TN stands for target number, or the total you need to
1 Average +1 +5 succeed on the test. It's followed by the actual number,
13 Challenging 3 +7 ranging from 7 to 21. Then comes the ability you add to the

roll and the most appropriate focus for that ability. If multiple
15 Hard S 9 focuses apply, they are all listed. Examples include:
17 Formidable +7 +11
19 Imposing +9 3 Basic TN 9 Dexterity (Acrobatics) test

Basic TN 11 Strength (Might) test

21 Nigh Impossible +11 +15

Basic TN 13 Perception (Seeing or Hearing) test

OPPOSED TESTS

When your character competes directly against another character, you make an opposed test to see who wins. In this type
of test, both characters roll and the results are compared. Essentially, each character’s target number is determined by the
opposing character’s test result. An opposed test uses the following steps:

You tell the Game Master what you want your character to try and accomplish, such as “I want to beat this guy at arm
wrestling” or “I try to grab the gun before she can.”

The Game Master determines the appropriate ability and focus (if any), then assigns a target number to the task for
you and your opponent, based on the task’s overall difficulty.

the roll, if either of you wish.

Compare the test results. If you equal or exceed the TN and exceed your opponent’s test result, you win. If you both
exceed the TN and there’s a tie, whoever rolled higher on the Drama Die wins. If it’s still a tie, then whoever has the
higher ability wins. If that is still a tie, then it’s just a tie and nobody wins. The same is the case if both of you fail to

’ You and your opponent both make ability tests and determine the test results, including spending Fortune points on
| exceed the TN.
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This same process can be used when more than two characters
compete. In such cases, everyone makes an ability test and all of the
results are compared. The highest test result wins, with ties broken
as in step 4.

Also note that it isn’t necessarily the case that all characters use
the same ability for an opposed test. That makes sense in some-
thing like an arm-wrestling bout, for example, with both characters
making Strength (Might) tests. Other situations may pit one ability
against a completely different one. A bodyguard trying to penetrate
a spy’s disguise, for example, would take a Perception (Seeing) test
and their opponent a Communication (Disguise) test.

ADVANCED TESTS

An advanced test is used for tasks that take time or planning, when

the amount of time required matters, or to determine who accom-
plishes a task first. Navigating the wilderness to get to safety before
a planet-wide storm hits or hacking a computer network to wipe
data before an enemy hacker gets there are suitable occasions. If
marking time or who succeeds first don’t matter, you can use a basic
or opposed test.

Advanced tests require multiple rolls, each representing an
increment of time, until you either succeed or run out of time. An
advanced test uses the following steps:

Determine the target number or opposed roll (including
modifiers) the character tests against, just like a basic or
opposed test.

An advanced test has a success threshold. This is the total
number of Drama Die points required to complete the task.
Each success on a test adds its Drama Die total to the success

threshold until you either succeed or run out of time.

Each roll requires a time increment. Set it based on the type of activity the test represents. One way to do this is to
figure out the typical amount of time the task should take and divide it by half of the success threshold. For
instance, if you think the task should take about an hour and have a success threshold of 10, divide one hour by 5
(one half of 10) to get 12 minutes (60 minutes, divided by 5). You may decide to round that off to an even 10 minute
time increment per roll.

You make an ability test against the target number or opposed roll for each time increment. On a failure, you don’t
make any headway, and the time passes. On a success, note the number generated by the Drama Die. This repre-
sents progress during that increment. Add the Drama Die results from each successful roll together. When the total
meets or exceeds the success threshold, you complete the task.

The Advanced Test Thresholds table provides some basic benchmarks for

| | |
success thresholds, though there is no theoretical limit on how high they can get. '” Il‘[ﬂ \ [' : I. I ;1 . I | | H ‘1 | [l] l IL-
Additional guidance can be found in CHAPTER 5: GAME PLAY and CHAPTER 12:

GAME MASTERING.

Most advanced tests use the same ability and focus for all of the ability tests Easy °
towards the success threshold. Some advanced tests, however, may vary the Average 10
required ability and/or focus, either allowing multiple means to accomplish the Challenging 15
test, or even requiring different abilities to combine, in succession, to achieve Hard 20
success. The Game Master decides when this is called for: see CHAPTER 12: GAME Formidable 25

MASTERING for details.
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CHALLENGE TESTS

Some of the challenges in Expanse adventures don’t involve avoiding danger as much as confronting it. Whether dangerous
piloting through a debris field, hacking a computer system, or smuggling yourself across a hostile border, these challenge tests
can be thought of as advanced tests with consequences. As with an advanced test, the Game Master determines a difficulty
and success threshold and how much time each roll represents. The GM also decides on the ability and focus for the ability
test, and may vary them or require different abilities or focuses in succession. Unlike an advanced test, a challenge test has
consequences for each failed roll. These consequences come in three levels—minor, moderate, and major—and the Game
Master determines how many times characters can fail at a challenge test before increasing the level of the consequences.
Minor consequences can:

Make future tests more difficult, increasing the target number by +2 (one level of difficulty)
Increase the amount of time needed for each ability test
Cause some minor complication like giving away the effort, if the challenge is covert

Minor consequences can generally be eliminated with a successful ability test that does not contribute to the success
threshold. Examples include:

Triggering some counter-intrusion protocols that increase difficulty until you make a successful test to override them

Drawing the attention of a guard, who raises the alarm unless you succeed on an opposed Dexterity (Stealth) versus
Perception (Hearing) test

Moderate consequences can:

Make future tests more difficult, as with a minor consequence, but lasting for the remainder of the challenge test without
the ability to undo it

Eliminate half of your accumulated progress towards the success threshold

Close off a current avenue of progress, forcing you to adopt a new approach or acquire a new means of progressing
towards your goal. This may change the required ability or focus for future tests in the challenge.

Examples of Moderate consequences include:
Tripping a defensive program that sends you back to an earlier stage of a hack (eliminating accumulated progress)
Discovering the codes have been changed and needing to steal a new password before continuing

Major consequences potentially jeopardize the entire challenge test, essentially forcing characters to start the test over
from the beginning, having lost any expended time, or requiring them to complete another advanced or challenge test in
order to pick the previous challenge back up where they left off. Examples include:

Getting noticed and having a chase challenge or even a conflict before being able to resume

Getting locked out of a system and having to start an infiltration process over again

You need to break into a secure facility. The GM decides this makes sense as a challenge test and sets the success

threshold at 15, saying the required abilities are Dexterity (Stealth), Intelligence (Technology), and Perception
(Seeing). Any of the characters involved in the challenge can contribute ability checks towards its success. Each check takes about
4 minutes. The GM also sets forth three consequences. As a minor consequence, guards may be alerted to the break-in; a separate
Dexterity (Stealth) test against their Perception (Seeing) test is needed to eliminate it, and does not contribute towards success. As
a moderate consequence, the facility proves to have more sophisticated security than expected, increasing the TN for Intelligence
(Technology) tests by +2 for the rest of the challenge. As a major consequence, guards are immediately alerted to the break-in and
begin searching the facility for intruders. The characters must succeed in 30 minutes or the facility locks down and the major
consequence kicks in.

For additional examples of creating challenge tests, see CHAPTER 12: GAME MASTERING.

20
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_ (ONDIONS

During game play in The Expanse, a number of conditions can affect characters, representing effects imposed by damage,
hazards, and so forth. Some conditions are merely bothersome, others far more serious, perhaps even potentially lethal.
Recovering and removing one or more conditions usually takes place
during interludes. See CHAPTER 5: GAME PLAY and CHAPTER 12: GAME
MASTERING for more on acquiring, recovering from, and using conditions “She’d stopped looking tired a while ago and had moved
in the game. on to whatever tired turns into. when it became a lifestyle.”
The following is a listing and description of the conditions Expanse : :
characters may acquire. CHAPTER 12: GAME MASTERING covers how to
use these conditions to represent the effects of different hazards, conse-

— Caliban’s War

quences, and such.

CONDITION LIST

BINSSNISY The character cannot hear and automatically fails ability tests reliant on hearing, such as Perception (Hearing).

The character is in danger of perishing. A dying character loses 1 point of Constitution score each round on the
start of the character’s turn. When the character’s Constitution score reaches —3, the character dies. Successful first aid
applied to a dying character stabilizes their condition, making them helpless, unconscious, and wounded instead. They
must recover from these conditions normally (see Interludes in CHAPTER 5).

EXHAUSTED The character is severely fatigued. The character’s Speed is halved and they cannot take the Charge or
Run actions. An exhausted character who receives an additional fatigued or exhausted condition becomes helpless.

d
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The character is tired and cannot take the Charge or Run actions. A fatigued character who receives an
additional fatigued condition becomes exhausted.

The character is effectively weightless in a microgravity or free-fall environment. The character can
only move with access to hand-holds, a surface to push off from, or some type of thrust (like from a thruster pack) and,
once moving, continues to move with the same speed and trajectory unless acted upon to stop or change their move-
ment.

The character is incapable of doing anything. The character cannot take any actions.
The character’s Speed is halved (round down) and they cannot take the Charge or Run actions.

I\MIVJNSDB The character is hurt. The character has a —1 penalty to all tests and is fatigued, unable to take the Charge or
Run actions. An injured character who receives an additional injured condition becomes wounded.

HNON I The character is lying on the ground. The character cannot take the Charge or Run actions, as they can only
move by crawling, and standing up from prone requires a Move action using half the character’s Speed. Melee attacks
have a +1 bonus against prone characters, while ranged attacks have a —1 penalty.

INSSILVANISOR The character’'s Speed becomes 0 and they effectively cannot move. A restrained condition may prevent
a character from taking certain other actions as well, defined by the nature of the restraint.

Ple0)\El@[olSERY The character is unaware of their surroundings or the passage of time. The character falls prone and
is helpless, unable to take any actions.

The character is severely injured. The character has a —2 penalty to all tests and is exhausted, their
Speed halved and unable to take the Charge or Run actions. A wounded character who receives an additional injured

or wounded condition becomes dying.
 JIME-REEPING

Time in an Expanse game passes in two main ways: real time and game time. Real time is the actual passage of time while

you play the game. If you and your friends sit down and play for four hours, then four hours of real time has passed, regard-
less of how much time has passed in the story for your characters. Real time is rarely referred to in the context of the game
except in terms of a “session,” which is a real time period of playing The Expanse. A game session is expected to be between
a couple of hours to four or five hours long. Game time is how much time passes in the context of the game’s narrative. It is
also divided into two main types: narrative time and action time.

NARRATIVE TIME

Much of the story in an Expanse game passes in narrative time, which varies greatly depending on what the characters are

doing and what the Game Master describes. For example, you might say your character visits a local bar on a station with
friends for the evening. The GM picks things up by saying, “Several hours later...” so it is now several hours later in game
time, even though it only took less than a minute of real time for you and the GM to describe it. Narrative time goes with the
overall flow of the story; sometimes it is the same as real time, such as during an interaction encounter where everyone is
playing out an entire conversation. Other times it compresses or glosses over segments of time, covering them with just a
brief narrative, like “It takes a few minutes” or “About a week later.” The Game Master generally controls the flow of narrative
time in the game.

ACTION TIME

When things get tense and it starts to matter exactly who does what and in what order from moment to moment, narrative
time ends and action time begins. Action time is most commonly used to handle fights, but it has other uses as well. Anything
that would be considered an action scene in a movie can be handled with action time. Indeed, its primary use in The
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Expanse RPG is to handle action encounters (see Encounters, following). The Game Master usually signals the beginning
of action time by telling the players to make an initiative test to determine who goes first and in what order. See CHAPTER
5: GAME PLAY for details.

While narrative time is loose and flexible, action time is more tightly defined. Once it begins, the Game Master tracks time
in short increments called rounds. During each round, every character in the encounter gets an opportunity to act, called
their turn, in the order of initiative. Once everyone has taken a turn, that round ends and a new one begins. Things keep
going, round after round, until the encounter is over and the game returns to narrative time.

ENCOUNTERS

The narrative of an Expanse game is divided into encounters and interludes. These can be thought of like chapters in a
novel, with each focused on a particular situation or scene. Encounters engage the characters with various situations, while

interludes tend to be downtime for characters to use as they want. Encounters are more GM-driven, while interludes tend to
be more player-driven. Encounters are further divided into three types:

Action encounters are the action scenes pitting the characters against various dangers,
including fighting enemies, fleeing pursuit, or overcoming hazards.

ACTION ENCOUNTERS

Exploration encounters are about exploring and gathering information and generally
interacting with the environment. They include investigations and research.

EXPLORATION ENCOUNTERS

Social encounters are for conversation and personal interaction, whether tense negotia-
tions, clever intrigues, or honest sharing of information and goals.

SOCIAL ENCOUNTERS

Each type of encounter has different objectives and good adventure design tends to mix and vary the types of encoun-
ters characters have during the course of an Expanse adventure (see CHAPTER 12: GAME MASTERING, particularly
Creating Adventures). Some encounters even mix types, such as an exploration-social with potential for exploring the
environment and interacting with characters in it, or social-action, where a tense negotiation has the potential to turn into
a fight or a chase.

Action encounters naturally occur during action time and social

encounters usually occur during narrative time. Exploration encoun- “Show a human a closed door, and no matter how many open
ters can go either way, depending on what the characters are doing doors she finds, she’ll be haunted by what might be behind it.”
and the difficulties they face; narrative time for general exploration, ; . : :
action time for dealing with sudden hazards and the like. CHAPTER gk — Abaddon’s Gate
5: GAME PLAY covers the three types of encounters and how they : : s

work in detail.

INTERLUDES

Interludes come between various encounters in an Expanse game, although there isn’t always an interlude between every

encounter. An interlude is a break in the narrative, a bit of downtime where the characters can do things they want or need
to do, ranging from resting and recovering to studying, working, or otherwise pursuing their own goals. The most common
times for interludes in The Expanse are transit times: the hours, days, or even weeks or longer it can take a ship to travel
the vast distances between destinations in the System. There’s not much point in playing out an hour-by-hour accounting of
such a trip, so it is usually summed up as an interlude until something interesting happens, including the ship arriving at its
destination. The other common sort of interlude occurs when the characters have time off, such as visiting a station or other
port of call, or having a duty rotation, shore leave, or such.

Interludes are when characters perform needed maintenance and upkeep for their equipment, ships, and incomes. Inter-
ludes can be opportunities for characters to bond and get to know one another better, which is common on long, confined
trips. Conversely, an interlude can also be an opportunity for a group of characters to split up, each going off to do their own
things, perhaps for a considerable amount of time before they come back together again. You can find details on interludes
and how they play out in the game in CHAPTER 5: GAME PLAY.

4]
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ike a role played by an actor, your character is how you take part in The Expanse Roleplaying Game, your alter ego in the
context of the game. The player characters are those created by the players for this purpose. Since the stories featured
in the game revolve around the Player Characters, it is important to define who they are, what they can do, and what
they want. So take some time to consider all of these questions about your character.

GETTING STARTED

This chapter provides all of the steps to create an Expanse character, presented in order so you can go through the chapter,
step by step, as you build your character. You may encounter unfamiliar rules or game terms here for the first time: Don’t
worry! They are explained in detail in the following chapters of this book and you can always find an unfamiliar game term in
the INDEX section at the back of this book, reference it, and then come back to where you left off.

When you begin creating a character, in addition to this book, you will likely want a copy of the character sheet presented
in the back of the book. This is a paper record of your character and you can use it as a kind of “worksheet” when building
a character as well as a reference during game play. You can photocopy the sheet in the back of the book or download and
print out an electronic version of the sheet from greenronin.com. You’ll also want some scratch paper for making notes and
considering your options, something to write with, and three six-sided dice.

CHARACTER CREATION IN TEN EASY STEPS

Making an Expanse character is a process of ten steps, outlined here and detailed in the rest of this chapter. Just follow the
steps and, at the end, you’ll have a complete new character!

(SON[e=4 Y Consider the type of character you want to play and that character’s overall role in the group of charac-
ters the other players will create.

ABILITIES Determine your character’s core physical and mental abilities. These are areas where your character is
strong or talented, average, or on the weak side.



'EXPANSE

ROLEPLAYING GAME CHAPTER 2: CHARACTER CREATION

m Choose a place of origin for your character, whether they are an Earther, Martian, or Belter.

FZ\CCINOlV\IDlY Choose a background that describes what your character’s earlier life was like, and capabilities the
character gained from it.

HNOJE=SNIO)\ I Choose a profession that defines what your character does now—or did just before the first adven-

ture—which gives you additional things the character can do.

m Decide what drives your character, and why they do the things that they do.

m Based on background and other factors, find out what your character’s Income looks like.

SISO\ DLV @RI RpI S IDN SN IVINISY Figure out your character’s Defense, Speed, and Toughness scores based on
their abilities, and their starting Fortune score.

CIOZVESP\IPRIISSY Based on everything you’ve worked out thus far, choose your character’s goals, both short- and

long-term, and the character’s ties with other characters.

NVISpANIDEISSGINI N CINI | astly, give your character a name and describe both the character’s appearance and

overall personality and reputation.

DItP L (ONGEP; ...

Come up with the type of character you're interested in playing. You may want to read through the options in this and the
following chapters for a sense of the range of characters you can create and play, especially if

you are not already familiar with The Expanse setting and characters. Talk with the GM and
the other players in your group about your character concept and how well it will fit into
the kind of game the GM is looking to run and the kinds of characters the other players
want to create. For example, a hard-bitten ex-mercenary might or might not fit in with a
game about Martian naval officers, but could easily have a place in one focusing on a
team of for-hire medical experts, even if just as a bodyguard for other characters. You
may also want to come up with a set of abilities, as detailed in Step 2, and then consider
potential concepts that work with those abilities as a jumping-off point.

We’re creating an Expanse character for a game set in the Belt and the outer planets, and want someone with some
experience aboard ships and stations. Let’s also focus on a character with some technical skills.

DIte o gpulygey ...

AGE System characters are defined by nine abilities. They’re scored on a numeric scale from —2 (quite poor) to 4 (truly
outstanding). A score of 1is considered average for Player Characters and other extraordinary people. O is average for
everyday individuals, the sort of folks who avoid having adventures. Your character’s ability scores provide a useful “snap-
shot” of the areas where your character is outstanding, above average, poor, or just average, and you use ability scores to
determine the outcome of most actions in the game via ability tests. The abilities in The Expanse are:

“Rebecca Byers, the comm officer on
duty, could have been bred from a shark -

and a hatchet.”

— Leviathan Wakes

Accuracy measures aim and preci-
sion, and measures your ability to
hit targets with ranged or thrown
weapons.

COMMUNICATION

Communication covers social
skills and generally making friends
and influencing people.

Constitution is your character’s
overall health, fortitude, and
resistance to harm, illness, and
fatigue.

Dexterity covers deftness, agility,
and reaction time, affecting how
quickly and gracefully you move.

Fighting is your character’s capa-
bility and prowess in close combat,
ranging from a brawl to wielding
weapons.

Intelligence measures a charac-
ter’s reasoning, memory, problem-
solving, and overall knowledge.

e



Many of the talents described
in CHAPTER 3 have specific
requirements—a certain focus
or minimum ability score, for
example. These requirements
apply only to acquiring the
talent through advancement,
and do not apply during char-
acter creation. If the talent
appears as part of your char-
acter’s background, profes-
sion, or drive, then you can

CHAPTER 2: CHARACTER CREATION
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PERCEPTION

Perception is the ability
to pick up on and notice

Strength is sheer muscle

Willpower measures self-

power and the ability to control, self-discipline,
apply it, from lifting heavy mental fortitude, and

confidence.

things using any of the
character’s senses.

DETERMINING ABILITIES

Roll dice to determine your character’s starting ability scores. You need three six-sided dice (3d6).
Roll all three and add the numbers together to get a result from 3 to 18. If you roll 3, 4, and 6, for
example, your resultis 13 (3+4 + 6 =13).

Make nine such rolls, one for each ability. Then consult the Determining Abilities table to see

things to feats of athletics.

what ability score each roll gives each ability. A roll of 11 on the table, for example, means the abil-

ignore the listed requirements.
ity’s starting score is 1. When you are done with all nine abilities, you can swap any two scores. This

gives you a chance to customize your character a bit.

—FTERMINING ARIITIES

Starting off our character’s creation process, we make nine 3d6 rolls referencing the
Determining Abilities table, giving the character the following scores: Accuracy 2,
Communication 1, Constitution O, Dexterity 2, Fighting 1, Intelligence 1, Perception 2, Strength 3, Will-

3 2 power 2. Since we want more of a technical character, let’s swap the rolled Strength and Intelligence

4 -1 scores, for Intelligence 3, Strength 1.

5 -1

° . ABILITY FOCUSES

8 0 An ability focus (or just focus for short) is an area of specialty or expertise within the broader

9 1 ability. For example, while Intelligence determines in general how smart and knowledgeable your

10 1 character is, the Research focus indicates your character is particularly capable when it comes to

1 1 digging up information using available resources. In game terms, if you have a focus, your ability

12 9 is effectively 2 higher than normal when working within that focus or specialty. This is explained in

13 2 detail in CHAPTER 3.

14 2 Focuses add detail and definition to your character. While there may be another character in

15 3 the group who is just as accurate, for example, having the same Accuracy score, your character
might have the Pistols focus while the other character does not, but may have different focuses,

16 3 or none.

17 3 Your character gains focuses through background, profession, and drive, so you choose them

18 4

during those steps. You can find details on specific ability focuses in CHAPTER 3.

. HHiyGoeriony ...

Character creation in The Expanse is presented with beginning gamers in mind. Random rolls make the process easier because
they cut down on decision-making. If you have some experience or just prefer more control when determining your character’s
abilities, you can use one of the following two options, with your GM’s permission.

OPTION 1: ARRANGING ABILITIES

Roll your abilities randomly, as described under Determining Abilities. However, you can arrange the results in whatever order you
wish, deciding which result goes with which ability. Instead of rolling the abilities in order, just make nine rolls on the Determining
Abilities table and assign the results to the nine abilities as you see fit.

OPTION 2: BUYING ABILITIES

Your character’s abilities all start at O and you get 12 advancements to increase them. Each advancement increases an ability by
1, but no ability can be greater than 3. You must spend all 12 advancements. The later steps of character creation can increase
your abilities, as usual. Note that under this system you cannot have abilities lower than O, nor do you have a chance of getting an
ability score of 4.

2b
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In some instances, combinations of origin, background, profes-
sion, and drive may give a character the same ability focus or
the same talent more than once. In cases where focuses and
talents “stack” use the following general rules:

If a character already has an ability focus and would
acquire that focus again, choose one of the other
options available. If no other option is presented, take
another focus of your choice.

If a character already has a degree of a talent and
acquires that talent again, gain the next degree of the
talent.

The Expanse includes the following focuses. Other focuses
may appear in various AGE System setting and source books,
and your GM may introduce new ones to suit the game.

Bows, Gunnery, Pistols, Rifles, Throwing

COMMUNICATION

Bargaining, Deception, Disguise, Etiquette, Expression,
Gambling, Investigation, Leadership, Performing, Persua-
sion, Seduction

Running, Stamina, Swimming, Tolerance

Acrobatics, Crafting, Driving, Free-fall, Initiative, Piloting,
Sleight of Hand, Stealth

Brawling, Grappling, Heavy Weapons, Light Weapons

Art, Business, Cryptography, Current Affairs, Demoli-
tions, Engineering, Evaluation, Law, Medicine, Navigation,
Research, Science, Security, Tactics, Technology

PERCEPTION

Empathy, Hearing, Intuition, Searching, Seeing, Smelling,
Survival, Tasting, Touching, Tracking

Climbing, Intimidation, Jumping, Might

Courage, Faith, Self-Discipline
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As humanity has spread throughout the System, where you are from has increasingly had an effect on who you are. There
are people for whom Earth is just a distant story they’ve heard about and seen on screens, who have never experienced
being outside without a vac suit. Consider and choose your character’s origin. If you want to decide

randomly, just roll a die: 1-2 = Belter, 3—4 = Earther, 5-6 = Martian.

LTRSS  OIGIN AND NATIVE GRAVITY

and Belters can have kids jast fine. .

We’re not a"di_fferent species.” Each origin has a “native gravity” it is acclimated to: microgravity (less than 0.1 g), low gravity (between

0.1and 0.8 g or so), or normal gravity (1g, or slightly more or less). There are also heavy gravity (2 g or
i CO//'bU}]’S War more) and very heavy gravity (4 g or more), which are generally only encountered as a result of accel-
eration. As a general rule, if current gravity conditions are two heavier than your native gravity, you're
hindered (see Conditions in CHAPTER 1) and you are restrained at three or more categories heavier.

BELTER

You were born and raised in the Black, on a station or ship, and have lived most, if not
all, of your life out in the Belt or beyond. Separated from death by nothing more than
basic support systems your whole life, you have learned to be cautious and aware of
your environment. As a Belter, your character has the following traits:

« Your native gravity is microgravity. Belters are most comfortable “on the float” and
handle moving in free-fall easily. You automatically have the Dexterity (Free-fall)
focus. Conversely, Earth-normal gravity is crushingly heavy for a Belter.

« You speak Belter Creole, a combination of loan-words and phrases from various languages, combined with gestures

useful for communicating while wearing a vac suit and unable to speak.
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« Belters tend to be tall and willowy as a result of being raised in low- or microgravity
environments. Regimens of bone-density drugs and genetic treatments are needed “Same here Cap’n ” Amos said. “I got alot
to keep Belters healthy, and some Belters have minor physical abnormalities : :

because of this. of past in my past.

— Abaddon’s Gate
- Belters often have a diverse ethnic heritage, given the “melting pot” of the Belt,
with ancestors from many different Earth cultures.

EARTHER

With a population of some 30 billion, many Earthers are unemployed and live on
government-provided Basic Assistance (generally known as just “Basic”) which
provides for their essential food, housing, and medical needs, but little else. You are
likely one of the few to leave Earth to find a new life elsewhere. As an Earther, your
character has the following traits:

« Your native gravity is normal gravity—“Earth-normal” or 1 g. Earthers can and do
learn to operate in lower gravity, but lack the instincts of people raised in it.

« Earthers have greater muscle and bone density from being raised in a gravity well, making them shorter and more
broadly built than Belters or even native-born Martians, but Earthers in space need regular exercise and medical
treatments to avoid muscle atrophy and bone density loss.

MARTIAN

Born in the Martian Congressional Republic, your life has been influenced by the
Martian dream: to terraform the Red Planet into a lush and life-sustaining garden. Like
the generations before you, you know that you will likely never see the completion of
this work in your lifetime. As a Martian, your character has the following traits:

» Your native gravity is low, the gravity of Mars rather than Earth. Martians are more
comfortable with microgravity than Earthers, and better able to tolerate a full 1 g
than Belters, operating in-between.

Since our game takes place out in the Belt, we decide to go with a Belter origin, although some of the characters may
have different ones. We take note of the Belter traits; hopefully, the characters won'’t be spending much time in normal
gravity environments like Earth.

? 4: BALRGROUN
DIEP 4: BACKGRUUNL
Characters do not spring from nowhere, fully formed. Their stories

start somewhere, and they had a life and experiences prior to the _1”' “1 l' h‘*_

start of the story being told around the game table. This is the 2D6 ROLL

; SOCIAL CLASS
epatgeter's background. BELTER EARTHER MARTIAN

Backgrounds are broad by design. They offer room for deciding

exactly what a given background means in the context of your 25 23 2 OUELET

character’s story. Backgrounds are intended to offer inspiration as 6-8 4-6 3-6 Lower Class

to your character’s history, early life, and personality. 9-1 7-10 7-1 Middle Class
Determining your character’s background involves two rolls: 12 112 12 Upper Class

First, roll on the Social Class table for your character’s origin.
Once you have that result, roll on the appropriate backgrounds table for that social class. So if your character is Middle
Class, roll 1d6 on the Backgrounds: Middle Class table and record the result. At the Game Master’s discretion, you can
just choose your character’s social class, background, or both, rather than rolling on the tables.

Your character’s background provides the following benefits:

+1 to an ability score - A choice of one of two ability focuses . A choice of one of two talents
A roll on a benefits table for the background, giving the character one additional benefit

&
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SOCIAL CLASS DESCRIPTIONS

10

The exact nature of social class varies in different places in the System but everywhere there are people, they tend to be
divided up based on who has what.

OUTSIDER

More of a non-social class, outsiders tend to be outcasts, criminals, or non-conformists who can’t or won't live according to
society’s customs. They often lack access to things other people take for granted and learn to get by on their own, some-
times forming their own support networks and structures outside of those of mainstream society. Some outsiders reject the
mainstream by choice, but in many cases, outsiders are pushed out by society’s biases.

LOWER CLASS

Hard, usually physical, labor and precarious employment tend to rule the lives of lower class characters. Still, that work is often
all that separates them from becoming outsiders, so they cling to it. Lower class characters often depend on family and friends
to help keep them out of utter poverty. They might live in failing industrial areas, inner city slums, or hardscrabble farms. In all
cases, they make do with what is available and find ways to stretch out resources until the next payday or job comes along.

MIDDLE CLASS

A measure of comfort and security comes with the middle class. A steady job, often skilled labor or “white collar,” supplies
the means to afford a few luxuries or non-essentials. Middle class characters might start off as a bit insular. They often sepa-
rate themselves from the struggles of the lower social classes, focusing on the climb towards upper class status. Sometimes
that climb leads to a slip. They tumble down to the lower class or even become outsiders. Some settle for stability instead,
and prefer not to rock the boat.

UPPER CLASS

Upper class characters sit at a society’s summit where they rarely need to worry about resources, except, of course, when
they want more. Their concerns are often focused on the responsibilities and privileges associated with their status. Some
are born into upper class privilege, inheriting wealth and opportunity, while others worked their way up to join the elite. In
some societies, it's almost impossible to work your way to upper class status, and even if you do, you might get less respect
compared to hereditary “old money” peers.

We roll 2d6 for our character’s social class, getting a 6. Consulting the Belter column of the Backgrounds table, that
indicates Lower Class.

S— ]

1D6 BACKGROUND 1D6 BACKGROUND 1D6 BACKGROUND 1D6 BACKGROUND
1-2 Bohemian 1-2 Military 1-2 Academic 1-2 Aristocratic
3-4 Exile 3-4 Laborer 3-4 Suburban 3-4 Corporate
5-6 Outcast 5-6 Urban 5-6 Trade 5-6 Cosmopolitan

BACKGROUND DESCRIPTIONS

Feel free to fill out the framework of your character’s background with details about how it affected the character’s early life,
and how that relates to the traits the background provides. For example, a character with a corporate background might be
the scion of an upper class family with an important position in the business world, groomed to inherit the family business,
but what business is it, and did the character accept this future or seek to forge a different path? How did those choices bring
the character to where they are now?

Rolling a die on the Backgrounds: Lower Class table, we get a 5 for Urban. Looking at the background, we give our
character +1 Dexterity and choose the Misdirection talent and the Communication (Persuasion) focus, feeling like our
techie character is more cunning than athletic. Then we roll once on the Urban Benefits table, getting an 8 for +1 Perception.




ACADEMIC MIDDLE

You spent a lot more time in schools and academic envi-
ronments than your peers. Perhaps you lived at a boarding
school, or someone in your family worked at a college or
university. You’re inclined to be a bit more bookish and to
know your way around academic institutions.

ABILITY: +1 Intelligence
FOCUS: Intelligence (choose one)
TALENT: Knowledge or Linguistics

L DCAUEMIL BENERTS

2D6 ROLL

BENEFIT
2 +1 Communication
3-4

Focus: Intelligence (Research)
+2 Income
Focus: Intelligence (History)
+1 Perception
9 Focus: Willpower (Self-Discipline)
10-1 Focus: Intelligence (choose one)

12 +1 Willpower

ARISTOCRATIC UPPER

You come from a family with a history of privilege and
responsibility, although it might have less of both these
days. You might be actual nobility from an Earth culture
that still has it, or “just” belong to an important family with
equivalent wealth and influence.

CHAPTER 2: CHARACTER CREATION

ABILITY: +1 Communication

FOCUS: Communication (Etiquette) or Intelligence (History)
TALENT: Affluent or Contacts

L ARDIOCRANC BENEAT |

2 +1 Accuracy
3-4 +2 Income
5 Focus: Communication (Persuasion)
6 Focus: Dexterity (Piloting)
7-8 +1 Perception
9 Focus: Communication (Gambling)
10-1

Focus: Communication (Leadership)
12 +1 Willpower

BOHEMIAN OUTSIDER

You grew up in an experimental, eccentric, or creative commu-
nity. Perhaps you belonged to a commune, an artist colony,
or some “off the grid” intentional community. You may be
the child of a group or polyamorous marriage, particularly on
Earth. You’re unfamiliar with some of the things people take for
granted, but had plenty of opportunities to expand your hori-
zons. You might be trying to fit into mainstream society after
some time away, or you might revel in your offbeat lifestyle.

ABILITY: +1 Communication

FOCUS: Communication (Performing) or Intelligence
(choose one)

TALENT: Carousing or Performance
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“One of your three mothers did the cooking? How traditional,” Naomi
said with a smirk. e s :

R

- — Leviathan Wakes

L BOUEMIAN BENEEITY

2 +1 Dexterity
3-4 Focus: Perception (Empathy)

5 Focus: Willpower (Courage or Faith)

6 Focus: Communication (choose one)
7-8 +1 Constitution

9 Focus: Dexterity (Acrobatics or Free-fall)
10-1 Focus: Communication (Persuasion)

12 +1 Perception

(ORPORATE UPPER

Your early life was tied up in corporate culture, most likely
due to family members who built their lives around a
company in some fashion. Your family might be influential
stockholders or include powerful executives, and they may
well have expected you to follow their example—whether
you did or not.

ABILITY: +1 Communication

FOCUS: Communication (Bargaining) or Intelligence
(Business)

TALENT: Contacts or Intrigue

| (OBPORAIE GENERIEY

2 +1 Perception
3-4 Focus: Communication (Persuasion)
5 Focus: Intelligence (Evaluation)
6 Focus: Perception (Empathy)
7-8 +1 Intelligence
9 Focus: Communication (Expression)
10-11 Focus: Communication (Leadership)
12 +1 Accuracy

(OSMOPOLITAN UPPER

You were raised in a cosmopolitan environment: a big city,
or even a series of great cities, where people from all over
the world came and mixed. You were exposed to some
of the best—and, potentially, the worst—of humanity and
human achievement.

ABILITY: +1 Intelligence

FOCUS: Communication (Etiquette) or Intelligence
(Current Affairs)

TALENT: Knowledge or Observation

| [USMOPOLUIAN BENEHIS |

2 +1 Perception
3-4 Focus: Intelligence (choose one)
5 Focus: Communication (Persuasion)
6 Focus: Intelligence (Art)
7-8 +1 Communication
) Focus: Communication (Bargaining)
10-11 Focus: Perception (Seeing)
12 +1 Willpower

EXILE OUTSIDER

You might have lived a very different life were it not for some
event that drove you from society. Feel free to roll again on the
Social Class and Background tables to get a glimpse of what
your former life was. Whatever the case, you (and possibly
your family) were exiled by war, disaster, disgrace, or some
other misfortune, forced to start over with virtually nothing.

ABILITY: +1 Constitution
FOCUS: Fighting (Brawling) or Willpower (Self-Discipline)
TALENT: Affluent or Fringer

L EXIIE BENEHTS |

2 +1 Fighting
3-4 Focus: Communication (Bargaining)

5 Focus: Dexterity (Stealth)

6 Focus: Perception (Searching)
7-8 +1 Perception

9 Focus: Accuracy (Pistols)
10-1 Focus: Dexterity (Driving)

12 +1 Willpower

MILITARY LOWER

You grew up as a military brat. You were either a dependent
with family members in military service, or you lived close
by or on a military installation. You’re familiar with military
culture and picked up a thing or two from it along the way.

ABILITY: +1 Fighting
FOCUS: Accuracy (Pistols) or Intelligence (Tactics)
TALENT: One Combat Style or Observation
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2 +1 Willpower
3-4 Focus: Accuracy (Rifles)
5 Focus: Communication (Leadership)

Focus: Intelligence (Security)

7-8 +1 Strength
9 Focus: Perception (Searching)
10-1 Focus: Fighting (Brawling)
12 +1 Constitution

OUTCAST OUTSIDER

Fate singled you out for the life of an outcast on the fringes
of society. You might have a criminal background that makes
it impossible to find decent work and true respect, or you
might belong to a minority group your society rejects. On
Earth, you might have been an unlicensed and unregistered
birth, a literal non-person. Whatever the case, you had to
learn how to survive outside of the safety and structures
most people rely upon.

ABILITY: +1 Willpower

FOCUS: Communication (Deception) or Dexterity
(Stealth)

TALENT: Fringer or Misdirection

 UUTCAST BENERTS

2 +1 Perception
3-4 Focus: Perception (Seeing)

Focus: Fighting (Light Weapons)

Focus: Intelligence (Technology)

7-8 +1 Constitution

9 Focus: Dexterity (Sleight of Hand)
10-11 Focus: Willpower (Courage)

12 +1 Communication

LABORER LOWER

Your family is used to hard, physical work—and so are you.
Generations have worked the factory line, the mines, the
assembly line, or the dockyards. You might be looking to
move on and move up from there, or stick with it, or some-
thing might have upended the life you once knew, forcing
you to move on.

ABILITY: +1 Constitution
FOCUS: Dexterity (Crafting) or Strength (Might)
TALENT: One Unarmed Combat Style or Carousing

CHAPTER 2: CHARACTER CREATION

L |ABURER BENEET

2D6 ROLL BENEFIT
2 +1 Fighting
3-4 Focus: Fighting (Brawling)
5 Focus: Intelligence (Engineering)
6 Focus: Willpower (Self-Discipline)
7-8 +1 Strength
9 Focus: Communication (Gambling)
10-1 Focus: Constitution (Stamina)
12 +1 Dexterity

SUBURBAN MIDDLE

Life for you once existed in the picturesque neighborhoods
outside of the city but still just a short ride on public trans-
portation to the shopping center. It might have been just
as idyllic for you as the housing development brochures
portrayed, or perhaps it was a cookie-cutter, conformist
nightmare you couldn’t wait to escape.

ABILITY: +1 Communication

FOCUS: Communication (Etiquette) or Intelligence
(Current Affairs)

TALENT: Affluent or Contacts

| SUBURGAN BENEFITS

2D6 ROLL BENEFIT
2 +1 Dexterity
3-4 Focus: Intelligence (choose one)
5 +2 Income
6 Focus: Communication (Persuasion)
7-8 +1 Perception
9 Focus: Perception (choose one)
10-11 Focus: Dexterity (Driving)
12 +1 Intelligence

TRADE MIDDLE

Your family lived off a skilled trade of some sort. It might not
have been glamorous (far from it, quite possibly) but it defi-
nitely paid the bills. You may have picked up some practical
lessons and skills along the way. Perhaps you were ready
to enter the family trade yourself, but you yearned for some-
thing new—and even dangerous.

ABILITY: +1 Dexterity
FOCUS: Dexterity (Crafting) or Intelligence (Engineering)
TALENT: Improvisation or Maker

i
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lived, even if it’s a large station in the depths of an asteroid

L IRADE GENERITS | .
or moon, in fact. You know local eccentrics, dangerous
people, and the secrets from the heart of the city.

2 +1 Strength
- - — — ABILITY: +1 Dexterity
B = = U EGEES (e Ry FOCUS: Communication (Persuasion) or Constitution
5 Focus: Intelligence (Art) (Stamina)
6 Focus: Constitution (Tolerance) TALENT: Agility or Misdirection

7-8 +1 Perception | URGANCENERTS
° Focus: Fighting (Grappling

10-1 Focus: Constitution (Stamina) 2 +1 Accuracy

[ A CETEIEN 3-4 Focus: Dexterity (Acrobatics)

6 Focus: Dexterity (Sleight of Hand)

You lived in the city, not in a high-rise or someplace with 7-8 +1 Perception

ivat ity, but in th ity. Its street d t lot . .
private security, but in the city. Its streets ar.l Yacan o.s 9 Focus: Perception (Hearing)
were your playgrounds, and you were navigating public
transportation long before you could drive (as if you ever 10-11 Focus: Strength (Climbing or Jumping)
needed to drive). You know the ins and outs of an urban 12 +1 Fighting
environment, even if it's not the particular city where you

DIEP o pOREMION

Your character’s profession describes what they do, their vocation, training, and often how they earn a living. Roll a profes-
sion on the table corresponding to your character’s social class, or else choose one. Your character’s profession provides
the following benefits:

A choice of one of two or more ability focuses « A choice of one of two or more talents.

PROFESSIONS BELOW YOUR CLASS

You can choose a profession from a social class below yours, or to roll on a table below your social class, if you prefer. If you

choose or roll for a profession of a lower social class, your character starts with the Income of the profession’s social class
and gains +1Income per class that their social class is above that of the chosen profession. So an upper class character who
chooses the artist profession, which is outsider class, has +3 Income to that of the usual “starving” artist (Income 3 rather than
the base O for an outsider profession).

Looking at the Lower Class professions, we immediately know that we want Technician and choose that with the GM'’s
permission. Looking at the description, we give our character the Intelligence (Technology) focus and the Novice
degree in the Hacker talent.

. PhORIONy
T mwmas N words W wwas

1D6 ROLL PROFESSION 1D6 ROLL PROFESSION 1D6 ROLL PROFESSION 1D6 ROLL PROFESSION

Brawler Athlete Pilot Commander
2 Survivalist 2 Soldier 2 Security 2 Explorer
3 Criminal 3 Investigator 3 Professional 3 Dilettante
4 Scavenger 4 Technician 4 Scholar 4 Expert
5 Fixer 5 Clergy 5 Merchant 5 Executive
6 Artist 6 Negotiator 6 Politician 6 Socialite
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As with backgrounds, professions are fairly broad and open to interpretation. Players should feel free to adjust the name,
details, and descriptions of professions to fit their character concepts and the overall setting for the game.

ARTIST SOCIAL, OUTSIDER

You are about expression, whether it is sharing your sense
of what is beautiful or expressing your pain or outrage in a
form others can understand. You may or may not be making
a living at it, but you need to express yourself regardless.

FOCUS: Communication (Expression) or Intelligence (Art)
TALENT: Artistry or Performance

ATHLETE PHYSICAL, LOWER

You pit yourself against physical challenges, from other
teams and rival athletes to your own limits and personal
best. Your work involves a lot of training and practice to stay
at the top of your game.

FOCUS: Constitution (Running or Swimming),
Dexterity (Acrobatics or Free-fall), or Strength
(Climbing or Jumping)

TALENT: Agility or Quick Reflexes

BRAWLER PHYSICAL, OUTSIDER

There are always opportunities for people willing and able
to knock some heads together. It's not fancy fighting, and
it's certainly not fair, but you’d much rather have a reputa-
tion for winning and surviving than anything else.

FOCUS: Fighting (Brawling) or Fighting (Grappling)
TALENT: Grappling Style or Striking Style

CLERGY SOCIAL, LOWER

People need faith. They need someone to look after their
hearts and souls just as much as bodies or minds, perhaps
even more so in some ways. You have a calling to do this
work, along with tending to your own faith—whatever form
that might take.

FOCUS: Intelligence (Theology) or Willpower (Faith)
TALENT: Inspire or Oratory

COMMANDER PHYSICAL, UPPER

You're trained to lead military personnel in the field, as a
noble calling or part of a professional elite. Your responsi-
bility is to get the job done and to ensure as many of those
under your command make it back as possible. Does a
good commander put the first goal ahead of the second,
or vice versa?

FOCUS: Communication (Leadership) or Intelligence
(Tactics)

TALENT: Command or Tactical Awareness

CRIMINAL SKILLED, OUTSIDER

When you’re on the outside, you often bend and break
the law to survive. You might feel you have no choice in
the matter because of circumstances, or maybe you chose
those circumstances, loving crime with professional pride,
or as a means to some political or personal end. Either way,
you know how to work around the law.

FOCUS: Communication (Deception) or Dexterity
(Forgery, Sleight of Hand, or Stealth)

TALENT: Burglary or Scouting

DILETTANTE SKILLED, UPPER

With so many possible things to learn and do, how can
you choose? You’re happy to sample from the banquet of
possibilities laid out before you, learning as much as you
can about something before moving on to the next interest
or option.

FOCUS: Intelligence (Research) or Perception (choose
one)

TALENT: Improvisation or Know-It-All

EXECUTIVE SOCIAL, UPPER

You are the take-charge type, able to see the big picture
and organize people to get things done to move towards
those goals. You need vision and the ability to lead people
toward it. You decide whether it’s all about profit, about the
thrill of your ventures, or some other agenda.

FOCUS: Communication (Leadership) or Intelligence
(Business)

TALENT: Command or Intrigue

EXPERT SKILLED, UPPER

There used to be a time when you could know everything,
or nearly so, but that’s long gone. Still, you’re an expert in
your chosen field. Experts tend to belong to highly paid and
complex fields including finance, law, medicine, and the
sciences.

FOCUS: Intelligence (choose one)
TALENT: Expertise or Know-It-All

)
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INVESTIGATOR SKILLED, LOWER

People lie and keep secrets. They’'ve been doing it since the
dawn of time. Likewise, people like you, who know how to
dig up the truth, have always dogged deceivers. You might

“I'm an engineer, not a damned hairstylist,” Naomi said.
e . —Calibon’s War

bring criminals to justice, get information to the public, or

Expmn[“ PHYSI[AL “PP[R find out what a client wants or needs to know.

There are still plenty of places in the System where few if FOCUS: Communication (Investigation) or Perception
any people have been, and you want to explore them. Your (choose one)

work might be for the expansion of human knowledge and TALENT: Intrigue or Observation
achievement or simply to satisfy your own need to discover

someplace new. MER[HANT

FOCUS: Intelligence (Navigation) or Perception (choose
one)

TALENT: Pilot or Scouting

FIXER

You are good at getting things done, often in a less-than-

strictly-legal fashion or outside of the normal channels. FOCUS: Communication (Bargaining) or Intelligence
While some Fixers are motivated by profit, others do what (Business)

they can to help people within the context of a restrictive TALENT: Affluent or Contacts

and often corrupt system.
NEGOTIATOR SOCIAL, LOWER

The harder things are, the more people need each other
to get by and the more likely it seems they are to disagree.

SOCIAL, MIDDLE

Money makes the world go around, and you are a part of that

time-honored tradition. You know how to buy at a discount,

sell at a profit, and make trades that ensure you come out

ahead of the game. You might be involved in trade, work
Sﬂ[lﬂl, UUISIIJER in retail or wholesale, or deal in rarities that require knowl-
edge to identify and eloquence to sell.

FOCUS: Communication (Bargaining) or Intelligence
(Evaluation)

TALENT: Fringer or Improvisation
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You know how to get people together, to settle disputes,
to find compromises, and to generally grease the rusty
wheels of conflicting agendas so they turn in unison once
more.

FOCUS: Communication (Bargaining or Persuasion) or
Perception (Empathy)

TALENT: Intrigue or Oratory

PILOT PHYSICAL, MIDDLE

You are at your best when you’re at the controls. You have
the nerve and the skill needed to make your ship do what
you need it to do. It becomes an extension of your body, its
humming as essential as the beat of your heart.

FOCUS: Dexterity (Piloting)
TALENT: Pilot

POLITICIAN SOCIAL, MIDDLE

From neighborhoods to nations, people need to be orga-
nized for society to function. You know the tricks it takes
to get people to cooperate in that process, sometimes
whether they want to or not. Your speeches help people
devise collective political dreams, but behind closed doors
you deal in the art of the possible. You might be virtuous or
corrupt, but isn’t that a matter of perspective?

FOCUS: Communication (Deception or Persuasion) or
Intelligence (Current Affairs or Law)

TALENT: Contacts or Oratory

PROFESSIONAL SKILLED, MIDDLE

Whether from time toiling in a cubicle farm or your own
private office, you know the “white collar” professional
world. You might see it as a career path or a stepping
stone towards something else, but you know your job and
the skills and challenges that come with it.

FOCUS: Communication (Bargaining or Expression) or
Intelligence (Business, Technology, or Research)

TALENT: Affluent or Expertise

SCAVENGER SKILLED, OUTSIDER

Most people would be amazed at the things that get thrown
away and forgotten, but not you. You are all too familiar with
that bounty: how to find it, salvage it, and make the best
use of it.

FOCUS: Intelligence (Technology) or Perception
(Searching)

TALENT: Improvisation or Maker

CHAPTER 2: CHARACTER CREATION

He’d never been to military pilot school, but he knew that years of
training had compartmentalized Alex’s brain into two halves: piloting

problems and, secondarily, everything else.

SCHOLAR

Knowledge and understanding are your fields, focused on
a specific area of interest. Whereas the expert profession

SKILLED, MIDDLE

tends to be about applied knowledge, you focus on knowl-
edge for knowledge’s sake. You might work in a university,
or have an amateur obsession. You look to expand your
own understanding of your field and, in so doing, perhaps
expand the world’s understanding as well.

FOCUS: Intelligence (choose one)
TALENT: Expertise or Knowledge

SECURITY PHYSICAL, MIDDLE

You work to protect things—and people—providing the
peace of mind others need to get their jobs done, or even
just to live their lives. You might be a law-enforcement
officer or a private security guard or consultant, but either
way you focus on keeping the bad guys from getting what
they want and keeping your charges safe.

FOCUS: Intelligence (Security) or Perception (Empathy,
Intuition, or Seeing)

TALENT: One Fighting Style or Protect

SOCIALITE SOCIAL, UPPER

Life is a never-ending series of social engagements, from
parties and receptions to fundraisers, weddings, and even
funerals, and you navigate all of them with style. Your
social obligations might be a burden or a source of enjoy-
ment for you but, whatever the case, they’re yours, and
you handle them well. You might lead a life of pure recre-
ation, but your engagements could have political or chari-
table dimensions as well.

FOCUS: Communication (Etiquette or Seduction) or
Constitution (Tolerance)

TALENT: Attractive or Contacts

SOLDIER PHYSICAL, LOWER

Your nation and people need someone to defend them, to
stand on the front lines and, sometimes, to go to war against
their enemies. You're trained to follow orders, to fight, and
to do what needs doing. Rather than duty to home and

— Leviathan Wakes
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ROLL 1D6: 1-3 = ROLL ON COLUMN 1,

country, you might be a soldier-for-hire, working for what-
ever client can meet your fee.

FOCUS: Accuracy (Pistols or Rifles) or Fighting
(Brawling)

TALENT: One Fighting Style or Tactical Awareness

SURVIVALIST PHYSICAL, OUTSIDER

Survival is the most basic challenge of life, and you have
learned how to do it, whether because you had to or
because you prefer it that way. You know how to make do
without many of the products and social networks most
people depend upon for their everyday lives.

FOCUS: Accuracy (Bows or Pistols) or Perception
(Survival)

TALENT: Fringer or Tactical Awareness

TECHNICIAN SKILLED, LOWER

You fix things. Whether you’re a mechanic, maintenance
technician, or even work in information technologies,
people depend on you to keep it working. You might work
in vast server farms, in lightless tunnels, in a massive factory,
or in a nondescript office. These are all points where you
maintain part of the System’s vast infrastructure.

FOCUS: Intelligence (Engineering or Technology)
TALENT: Expertise, Hacking, or Maker

oieee-pite ...

4—-6 = ROLL ON COLUMN 2

1D6 ROLL
1

o o b~ W N

Your character’s drive describes what motivates them to act, to say “yes” to an oppor-
tunity. Just like an Epstein on a ship, drive is what moves your character forward. Drive
gives you cues for action as a player and provides the GM with “hooks” to encourage
your character to take action. Choose a drive for your character or roll on the Drive
table for one. Your character’s drive provides the following benefits:

One of the following improvements: Fortune (+5 increase), Membership (rank 1),

Income (+2 increase), Relationship (rank 1), or Reputation (one honorific).

COLUMN 1 COLUMN 2
Achiever Networker
Builder Penitent
Caregiver Protector
Ecstatic Rebel choices.
Judge Survivor
Leader Visionary

DRIVE DESCRIPTIONS

A quality and a downfall. These help to guide roleplaying and your character’s

A choice of one of two specific talents. These are given in the drive’s description.

For details on Memberships, Relationships, and Reputation, see CHAPTER 14.

The following are a dozen drives. Players wanting to create their own can do so with the permission of the GM, using the
guidelines provided previously and with these drives as examples. The key thing to remember with drive is it encourages
characters to act. Avoid “drives” that encourage characters to do nothing or just sit on the sidelines.

Looking over the drives, there are several appealing ones. Unsure which to choose, let’s roll randomly: We get a 5, indi-
cating Column 2, and a 4, giving us Rebel, suggesting this character is a nonconformist who has gotten in trouble in the
past. That fits. From this drive, we choose Improvisation to add to the character’s talents and Reputation for our improvement.

You want to accomplish things, ideally lasting things
for which you will be recognized. Some achievers want

“There’s a right thing to do,” Holden said. | :
“You don’t have a right thing, friend,” Miller said. “You've got a whole
plateful of maybe a little less wrong.”

38

— Leviathan Wakes

success, fame, and accolades, while others are looking to
leave a legacy, something for which they will be remem-
bered. But all achievers are keenly aware that life is short
and everyone has the same number of hours in a day; it's
how you spend them that matters.

QUALITY: Ambition, knowing what you want and going
after it.

DOWNFALL: Obsession, becoming too focused on
your goals and unable to see anything (or anyone)
else.

TALENT: Expertise or Inspire



You want to create something lasting. It might be an institu-
tion, an organization, a movement, a community, or some-
thing else. Unlike the Achiever, who is all about the accom-
plishment, you’re all about the end product, and willing to
do what it takes, for as long as it takes, to get there.

QUALITY: Organization, being able to figure out how
to structure things so they work.

DOWNFALL: Stubbornness, becoming so caught up in
structure that you lose flexibility.

TALENT: Maker or Oratory

You’re here to help as many people as you can, however
you can. You might not be able to help everyone, but you
are certainly going to try, and you have a difficult time
turning away from anyone in need.

QUALITY: Compassion, naturally feeling and
responding to others needs.

DOWNFALL: Self-sacrifice, a tendency to place the
needs and even physical safety of others above
your own.

TALENT: Inspire or Medic

ECSTATIC

Life is a banquet and most poor suckers are starving to
death! Not you, though You aim to squeeze every drop of
juice out of your limited time in this world, and you generally
encourage your friends to join you, although you’re willing
to go off on your own if none of them do.

QUALITY: Zest for life and a general willingness to find
enjoyment in things and try new experiences.

DOWNFALL: Irresponsibility, a tendency to overdo
enjoyment at the expense of more practical matters.

TALENT: Attractive or Carousing

Life is all about making decisions and exercising good judg-
ment. You believe in finding out as much as you can about
things so you can make informed and carefully considered
judgements about them.

QUALITY: Discernment, paying close attention to
details and information.

DOWNFALL: Aloofness, a tendency to distance yourself
from the world around you to remain objective.

TALENT: Knowledge or Observation

CHAPTER 2: CHARACTER CREATION
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Somebody needs to stand up, take responsibility, and get
things done. You might relish the opportunity to lead or take
it up reluctantly, but either way, you’re a natural at it and it’s
hard to resist an opportunity to take charge.

QUALITY: Responsibility, the ability to take on and
make decisions and live with the outcome.
DOWNFALL: Isolation, the distance imposed by your
role as leader, which can affect relationships and
how close you can be with people you lead.
TALENT: Command or Inspire

You’re here to make friends, because it is all about who you
know. You may be a genuine “people person” with a knack
for making a good first impression or a first-class manipulator
who understands how to get what you want from people.

QUALITY: Gregariousness. You're good with people
and at home in social situations, and tend to seek
them out.

DOWNFALL: Overwrought. You tend to get caught
up in social conflicts, and think finding just the right
person is the solution to every problem, making you
prone to overly complex schemes.

TALENTS: Contract or Intrigue

PENITENT

You screwed up. Maybe you didn’t mean to, or maybe you

did and should have known better. Whatever the case,
you’re trying to make it right now by doing better. You may
or may not want anyone else to know about your past
mistakes, but what happens next is what really matters.

QUALITY: Humility. You have fallen low and learned
from it, so you’re not quick to judge or to accept
accolades.

DOWNFALL: Guilt, as you're sometimes haunted by
your past mistakes and feel any new missteps heavily.

TALENT: Fringer or Know-It-All

There are a lot of threats out in the world, and you are going
to guard against them. Exactly what you consider a threat,
and who or what you are protecting from it, might vary but
the most important thing is you are not going to stand idly
by when you could act.

QUALITY: Devotion to those under your protection
and to your ideals, no matter what challenges lie in
your path.

DOWNFALL: Recklessness when it comes to putting
yourself (and even others) in harm’s way to protect
your charges.

TALENT: Misdirection or Protect

Authority needs to be questioned. You may think all forms
of authority are inherently oppressive and need to be
brought down, or just that healthy institutions require peri-
odic house-cleanings—or purging fires. Whatever the case,
you threw out doing things “by the book” some time ago.

QUALITY: Innovation, the ability to look at things from
angles no one else has considered.

DOWNFALL: Defiance, a dislike of conformity,
conventionality, and doing what you’re told.

TALENT: Expertise or Improvisation

Life is hard, but you are going to make it, no matter what.
You may have already had to struggle to survive in your
early life, or you are simply preparing for the struggle you
know is coming—whether anyone else believes it or not.

QUALITY: Preparedness. You survive by being ready
for anything and knowing what to do in any situation.
DOWNFALL: Cynicism. You are always anticipating and

preparing for the worst, such that it’s difficult for you to
see the good in anything.
TALENT: Fringer or Tactical Awareness

You have a vision to share with the world, sometimes
whether the world wants it or not. This vision might be
your unique artistic expression, a personal philosophy, or
religious or spiritual gnosis, but you’re driven to share it,
regardless of the risks.

QUALITY: Faith in your vision and its ability to reach
the right people, given the opportunity.

DOWNFALL: Zealotry. Your vision becomes confused
with absolute truth, which might lead you to offer it
where it is unwelcome or to try and eliminate other
visions you see as false or competition. Alternatively,
your downfall is Doubt, where you experience a
crisis of faith and are uncertain how to follow your
vision—or if you should continue to follow it at all.

TALENT: Artistry, Oratory, or Performance
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To prepare your character for adventure, determine the character’'s Income based on
profession with modifiers from background, talents, and drive, and then use that Income to

determine your character’s access to equipment.

INCOME

Outsider
Lower
Middle
Upper

The Expanse characters have an Income score, a composite of material resources and
available cash, credit, income, and access that works much like other ability scores. The
Income score serves as the basis for Income tests, used to acquire goods and services.

STARTING INCOME

A character’s starting Income score is based on social class, adjusted by talent or improve-

INCOME SCORE

ments from drive. Over the course of play, a character’s Income score may decrease from

major expenditures and increase as the character gains wealth and access to resources.
A character’s Income score can never fall below -2, but there is no effective limit to how

high Income can increase.

Since Income score is an abstract concept, it's sometimes difficult to determine exactly

_ INCOME SCOF

FINANCIAL CONDITION

SOCIAL CLASS INCOME SCORE

0
2
4

| S

—-2to+0 Impoverished or in debt
+1to +2 Struggling
+3to+5 Middle class
+6 to +8 Affluent
+9 to +10 Wealthy
+11to +13 Rich

+14 or higher Very rich

how materially well-off a character is. To get a general sense, check the Income Score table.

THE INCOME TEST

Income tests are used to determine what you can afford and what goods and services you can reasonably access. Income

score reflects a character’s buying power. Every item has a target number to purchase, also called its cost. To purchase an

item, make an Income test against the item’s cost.

An Income test is just like a regular ability test: a 3d6 roll plus your current Income score. If your test result equals or

exceeds the cost of an item, you successfully purchase it. If you fail, you can’t afford it at this time.

INCOME TEST = 306 -+ INCOME SCORE VS. COST (PURCHASE TARGET NUMBER)

AUTOMATIC SUCCESS

If your current Income score plus 4 is equal to or greater
than an item’s cost, you don’t need to make an Income test,
you automatically succeed. The cost of the item is negli-
gible for someone of your Income. So if you have Income
+5, for example, you can purchase items with a routine or
easy cost (TN 7-9) without a test. The GM may set reason-
able limits on this, as it’s not meant to represent the ability
to buy an infinite number of low-cost items.

RESOURCE DEPLETION

If you successfully purchase something with a cost greater
than your current Income score plus 10, your Income score
decreases (see Depleting Income for details).

TRY AGAIN?

You may be able to try again if you fail an Income test, but
not until you have spent an additional number of hours
equal to the cost of the item “shopping around” and looking
for other options and venues.

PURCHASING AND TIME

Purchasing items may take additional time, reflecting the
time needed for you to locate the item(s) and arrange their
purchase. This is at the GM’s discretion.

MATERIAL SUPPORT

One character can help another to buy something, so long
as the assisting character’s Income is equal to or greater
than that of the purchasing character. In this case, you
provide the other person with a +2 bonus on the Income
test to buy that item. If the item’s cost is above your current
Income score +10, you also deplete your Income to reflect
the financial assistance you’ve given.

Owning your own racing ship wasn’t even wealth. It was like
speciation. It was conspicuous.consumption befitting ancient Earth

royalty; a pharaoh’s pyramid with a reaction drive.

— Caliban’s War
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In some cases, characters may want to sell a
particular valuable item. To do so, first deter-
mine the item’s cost, as if purchasing it. The
item’s value is equal to its cost minus 1. If the
item’s value is greater than the seller’s Income,
selling the item grants a +1 increase in Income.
If its value is 6 or more greater than the seller’s
Income, selling the item grants a +2 increase.

This assumes the item is sold legally: Selling
something illegally—either due to how it was
obtained, or because it is illegal by nature—
reduces its value by an additional 1 (so cost
—2) and the GM may require a Communica-
tion (Bargaining) test to avoid the notice of the
authorities. Failure means the sale does not go
through, and the character may have to evade
arrest!

Generally speaking, the GM should handle
the acquisition and sale of valuables acquired
from the characters’ adventures with an Income
award (previously) rather than managing the
value and sale of individual items to minimize
book-keeping and smooth game play.

Lh

DEPLETING INCOME

Any time you purchase something with a cost greater than your
current Income score +10, your Income score decreases by 1,
representing a significant depletion of your available Income.
Your Income score only decreases if you successfully purchase
something. If you attempt an Income test and fail, your score
is unaffected.

GAINING INCOME

The GM may grant an Income award at the end of an adven-
ture where the characters acquired wealth or received partic-
ular financial rewards. This is generally a +1 increase in Income,
although the GM may award a +2 increase in cases where the
characters acquired a significant windfall. Characters can also
restore 1 point of depleted Income upon gaining a new level.
Otherwise, Income score only increases from GM granted
rewards. See the REWARDS chapter for details.

POOLING INCOME

The crew may wish to pool their Income, especially in cases
where characters go into business together or have joint
ownership of a ship or the like. This is a more permanent
arrangement than offering material support (previously). Take
the highest Income score among the combined characters
and reduce it by 1to determine the crew’s combined Income.
This becomes the new Income score for all of the characters.
If their Income scores are all equal when they pool them, the
new combined Income score remains the same.

If the crew ever splits up and wishes to divide their Income
again, everyone involved has a new, personal Income score
equal to the pooled score minus 1, reflecting the costs of splitting things up.
The characters’ resources then increase or decrease separately, as before
they were combined.

EQUIPMENT

In The Expanse RPG, characters start out with certain basic equipment and
possessions, as follows:

Ordinary clothing
Essential tools or items of the character’s profession (if any)
Any weapon the character has an associated focus or talent for using

Beyond these basics, available equipment and the character’'s overall life-
style—things like a home, vehicle, and other day-to-day necessities—are deter-
mined by Income. Some items, particularly military-grade equipment, may be
limited in terms of availability.

Our lower class Belter technician has Income 2, not an extravagant
lifestyle! It’s pretty clear the character just makes ends meet, and can
be described as struggling. The character lives a lifestyle of cramped quarters and
eating mostly kibble and cheap noodles, but does at least have essential technical
tools and equipment.




'EXPANSE

ROLEPLAYING GARAME

DIEP 8- SELUNIARY ABITIES AND FORIONE |

CHAPTER 2: CHARACTER CREATION

Calculate your character’'s Defense, Speed, and Toughness, based on ability scores and modifiers from profession and
talents, and Fortune, based on any improvements added by drive.

DEFENSE

Defense measures how difficult it is to hit your character
with attacks in combat. The higher the Defense score, the
better. Your character’s Defense is equal to:

DEFENSE = 10 + DEXTERITY SCORE

Some characters have particular bonuses to Defense
from talents, most of which temporarily modify Defense
under specific circumstances given in the talent description.

SPEED

Speed is how quickly a character can move, usually
measured in meters per Move action during action time
(see CHAPTER 5 for details). Like Defense, your character’s
Speed is equal to:

SPEED = 10 + DEXTERITY SCORE

Some conditions limit your Speed: If you are hindered,
your Speed is halved (round down). If restrained, your
Speed becomes 0, you cannot move from where you are,
and your other movements may be limited as well.

TOUGHNESS

Expanse characters have a Toughness score equal to
their Constitution score, which reduces the damage from
attacks.

TOUGHNESS = CONSTITUTION SCORE

If your character also wears armor, it adds a bonus to
your Toughness for reducing damage. See CHAPTER 4 and
CHAPTER 5 for details.

FORTUNE

Characters start out with a Fortune score of 15, modified by
any improvement from drive, which can give the character
a starting Fortune score of 20. Fortune improves as charac-
ters gain in levels and overall importance.

So our character’s starting Fortune is 15,
unmodified because we applied the improve-
ment from drive to Reputation. The character’s Dexterity is 2,
giving us Defense 12 (10 + 2) and Speed 12, and their Constitu-
tion is O, so the character has Toughness 0. Sounds like our
Belter techie is going to want to stay off the front lines in a fight!

DIEP 9- pipb AN fley .|

A character’s drive is what moves them forward. The character’s goals are what they are moving towards. Characters
also have ties to other people. Consider your character’s goals and what ties they might have with other characters in
the group.

GOALS

Expanse characters can have any number of goals, but think of up to three for your character to start. Goals are often
connected with a character’s drive, or at least their drive is how they tend to pursue their goals. Ideally, goals should help
to define what is important to your character, and offer the GM inspiration for stories and ways to involve your character

in adventures.
When considering goals, try for a mix of short-term and long-term ones. Short-term goals are fairly immediate and provide
the GM with ways to involve your character in adventures right away, such as looking for a particular person, thing, or piece
of information. Long-term goals may take years to achieve and can be played out over
much of the campaign, depending on how they’re set up, including things like bringing

down a powerful nemesis, making a scientific breakthrough, or achieving tremendous Anidealist. The most dangerous kind of

success in a particular field.
man there was.

If you can’t come up with any goals for your character right away, that’s alright. Think
about the character’s goals in the first few game sessions. As you play your character,
ideas for goals may suggest themselves. If you can, come up with just one short-term
goal for your character to follow initially until you think of some others. The GM may
also set up or define goals for your character as part of the start of the game, ranging from

—_C aliban’s War

finding a missing person to surviving the destruction of your ship.
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Consider who our Belter techie is. Let’s say that she came up from a lower class background but her smarts and tech-
nical savvy helped her to make it. Unfortunately, she occasionally needed help from less than legal elements to get
what she needed for her education and repaid them with the occasional favor. Now she wants to get out from under the thumb of said
criminal elements and go legit, but opportunities are thin. Longer-term, she wants to change the system that kept a smart Belter kid
from realizing her potential without having to work the black market, although she’s not sure that she agrees with all of the OPA’s
politics, particularly the more radical factions.

TIES

While some roleplaying games start the characters off not knowing each other, thrown together by circumstances, the
group’s cohesion is stronger if they have some existing ties. This doesn’t necessarily mean the characters all know each
other, much less like each other, before the game begins, just that there is something tying them together. For example, two

characters might have served together in the same theater of war, or worked for the same

employer, even if they didn’t meet then. Characters might be distant family members,
have a shared enemy, or have a mutual encounter with a strange phenomenon. Of
course, it’s equally possible for two or more characters to be long-time acquaintances
with a lot of history behind them.
Try and come up with at least one tie for each of the other Player Characters. The

group’s relationships will evolve and grow during play, but these ties set some useful
starting points.

As a low-class Belter and hacker, our character has plenty of opportunities
to make both friends and enemies. She may know fellow Belters and have
run into characters with Lower Class or Criminal backgrounds, or who worked security or
some other job that brought them to her part of the station. As a hacker, she may know
some characters from online interactions, maybe some who think she is someone else
entirely, such as corresponding with another character with mutual interests who doesn’t
yet know their friend is a Belter with no formal education.

OIED 1U- NAME AND DESCHRIPTION

Lastly, what is your character’'s name and what are they like? Although this step
is the end of character creation, don’t make it an afterthought. You're likely to be
hearing your character’'s name a lot, and the right name can really help

bring your character to life. Likewise, paint a picture with your charac-

ter’s appearance and personality that tells the other players something
about who that character is as a person. You might want to focus on
including at least one or two memorable details.

Keep in mind that the future of The Expanse is a diverse one: Humans
from everywhere on Earth went out into space to colonize Mars, the
Belt, and the Outer Planets, and some of their descendants have been
living out in the Black for generations. So your character can belong to
any ethnic or racial heritage, or many, melded together over the centu-
ries. You can likewise play a character of any gender, or gender-fluid,
gender-neutral, or trans-gender, and of any romantic or sexual orienta-
tion. Consider using the opportunity to step into someone else’s life for
your game by playing a character different from your own experience.

We work out some more details of our character: We decided
somewhere along the line that it's a woman and the notion
that she’s of Asian heritage comes to mind. Since she’s a Belter, we decide
her heritage is mixed, a combination of Korean, Indian, and Brazilian in her
more recent ancestry. Searching some online resources for suitable names,
we come up with Isabella Anika Moon, who is ready for her first adventure!
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As Expanse characters adventure and overcome challenges, they advance in level, representing the sum total of their expe-

_ AUVANLEN

riences. Advancement in level gives characters opportunities to improve their abilities and talents, and possibly some other
things as well.

The GM decides when the characters have achieved enough to gain a level. This usually happens after a major achieve-
ment in the game, such as the end of an adventure or plot arc, but an achievement can happen during a game session,
especially if there is a lot of in-game downtime.

LEVELING IMPROVEMENTS

When characters gain a level, they gain various improvements:

FORTUNE Your character gains 3 Fortune points per level for levels 2—10. After level 10, the character gains 2 Fortune
points per level up to level 20, for a total gain of 47 Fortune by level 20.

DISSS NIV ANIDREOVICISINISSER At level 4, add 1 to either your character’s Defense or Toughness, doing so again every 4
levels for a total of five increases. You cannot increase the same trait (Defense or Toughness) twice in a row, but must

alternate between them.

Each level, you get one advancement to spend on one ability of your choice. You cannot
advance the same ability two levels in a row. The number of advancements needed to improve your ability’s score by 1

depends on the new score you wish to obtain: For scores up to 5, it requires one advancement. For abilities from 6 to
8, it requires two. For abilities from 9 to 12, it requires three. You get no benefit from advancements until you’ve gained
enough for the new score, so keep track of advancements spent that have not yet increased the ability score. Improve-
ment of an ability score improves everything based on that score as well, such as secondary abilities. So when your
character’s Dexterity increases, for example, their Defense and Speed improve as well. These are in addition to improve-
ments in Defense and Toughness gained separately as part of advancement (previously).

ABILITY FOCUS Each level, you can choose one new ability focus for your character. You cannot choose a new focus
for the same ability two levels in a row. Starting at level 11, you can choose a focus you already have and increase its
bonus from +2 to +3.

LVESNIRIIENOVSISNIEY Fach level, you can choose a new novice talent for your character, or gain a degree in a
talent your character already has. At level 4, you can take a specialization as your character’s talent choice for that

level, and another at level 12, provided your character meets all of the requirements. See Specializations in CHAPTER
3 for details.

When your character gains a level, they can regain 1 point of depleted Income, as described in Income, previ-
ously. You can find more about Income and the lifestyle it can provide in CHAPTER 4: TECHNOLOGY & EQUIPMENT

GOALS In addition, when your character gains a level, take stock of your character’s goals. Have any been achieved?
Have any changed from the last level? Based on events since the last level, does your character have any new goals?
A new level is a good time to take stock.

After an initial adventure with her new crew, Isabella has earned a new level! Looking over the checklist, we improve
her Fortune by 3, from 15 to 18. She gets one ability advancement, which we decide to put into Constitution to improve
her long-term chances, also giving Isabella a point of Toughness. We can choose a new ability focus and either improve an existing
talent by one degree or choose a novice degree in a new talent. We decide to add Intelligence (Research) and to improve her Hacking
talent to Expert. Recent events have helped to solidify Isabella’s reputation as a hacker, and have already offered some opportunities
for her to shake off the influence of her past, if she chooses to pursue them.
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2. CHRRFRCT=R TRAEITS

haracter traits like focuses, talents, and specializations are the building blocks of your Expanse character. All provide
ways to define and make your character unique.
Your character starts with focuses and talents through the process of character creation, and earns more of each
by gaining levels in play (see Advancement in CHAPTER 2). Focuses and talents provide game system benefits, but
also give you background and story hooks. Let’s say your character has the Hacking talent. Well, where did you learn
such cutting-edge skills? Perhaps you have an advanced degree in computer science from a prestigious university in the
System, or maybe you learned to code on your own—and possibly did something with those skills that will come back to
haunt you later in the campaign. You can come up with anything you like, but answering such questions tells you more
about your character.
You further customize your character with specializations. They represent advanced training and experience, so you do
not start with any at level 1. You earn them at higher levels, and each one adds special talent ranks unavailable to characters

o ABLTY FOCSES

As noted in CHAPTER 2: CHARACTER CREATION, a focus is an area of expertise within a larger ability. A character with
Communication 3 and the Deception focus is a good communicator in general, but excels at fooling others. Some focuses
represent special knowledge and at times the GM may decide to give extra information to characters with specific focuses.
Lastly, some focuses allow characters to attempt tests those lacking the focus cannot, as detailed in CHAPTER 1: BASIC
RULES.

If you have a focus, you get a +2 bonus when making an ability test related to it. The GM will usually let you know what
focus applies to a test, but if it isn’t clear don’t be afraid to ask if a focus applies. If you are level 6 or higher, the focus also
adds to the Drama Die for the test’s degree of success.

LEVEL 6+ = YOUR ABILITY FOCUS ADDS TO THE DRAMA DIE FOR DEGREE OF SUCCESS

The ability focuses available to Expanse characters are as follows:
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ACCURACY FOCUSES

BOWS: Proficiency with string-fired weapons, from a hand-
drawn compound bow to a mechanical crossbow.

GUNNERY: Proficiency with precision heavy ranged
weapons, including ship-mounted weapons.

PISTOLS: Proficiency with single-grip, short-barrel ballistic
weapons.

RIFLES: Proficiency with double-grip, long-barrel ballistic
weapons.

THROWING: Proficiency with thrown weapons, including
grenades.

COMMUNICATION FOCUSES

BARGAINING: Negotiating with others and making deals.

DECEPTION: Tricking and lying to other people.

DISGUISE: Changing your appearance to look like someone
else.

ETIQUETTE: Knowing the social niceties of various cultures.

EXPRESSION: Conveying thoughts and ideas effectively
through words.

GAMBLING: Playing games of chance and profiting from
them.

INVESTIGATION: Interviewing people for information and
finding and deciphering clues.

LEADERSHIP: Guiding, directing, and inspiring others.

PERFORMING: Entertaining an audience with a type of
performance art.

PERSUASION: Convincing others to agree with you.

SEDUCTION: Getting attention through romantic and
sexual allure.

CONSTITUTION FOCUSES

RUNNING: Moving quickly in both short sprints and long-

distance hauls.
STAMINA: Enduring fatigue, disease, and privation.
SWIMMING: Moving across water and staying afloat.

TOLERANCE: Withstanding the effects of potentially toxic
substances, imbibed for recreation or unwitting exposure.

DEXTERITY FOCUSES

ACROBATICS: Executing gymnastic, balancing, and
tumbling maneuvers.

CRAFTING: Making things with manual skills, including
the various fine and plastic arts. Examples of specific
Crafting focuses include Carpentry, Carving, Drawing,

CHAPTER 3: CHARACTER TRAITS

Glass-blowing, Leather-working, Painting, Origami,
Sculpting, and so forth, but feel free to come up with
your own. See the Unusual Focuses sidebar for more.

DRIVING: Handling surface vehicles like cars, trucks, or
motorized carts, to name a few.

FREE-FALL: Maneuvering and moving while in free-fall,
usually in microgravity.

INITIATIVE: Reacting quickly under pressure.

PILOTING: Operating vehicles that move in three dimen-
sions like aircraft, drones, and spaceships.

SLEIGHT OF HAND: Using sleight of hand and deft move-
ments to trick others, hide things, or pick pockets.

STEALTH: Moving around without being noticed.

HIGHTING FOCUSES

BRAWLING: Proficiency in fighting unarmed, from bare-

knuckle boxing to various styles of martial arts.

GRAPPLING: Proficiency in unarmed techniques intended
to immobilize and restrain.

HEAVY WEAPONS: Proficiency with large or heavy close
combat weapons like axes, clubs, hammers, and large
swords, to name a few.

LIGHT WEAPONS: Proficiency with light close combat
weapons like batons, knives, light staffs, and swords,
among others.

INTELLIGENCE FOCUSES

ART: Knowledge of artistic movements, styles, artists, and
works in any of the fine arts. Making art uses the Crafting
focus.

BUSINESS: Knowledge of running a business as well as of
the business and corporate world.

CRYPTOGRAPHY: Creating and deciphering codes and
ciphers.

CURRENT AFFAIRS: Knowledge of politics, newsworthy
events, and popular culture.

DEMOLITIONS: Identifying, using, and safely handling
explosives, as well as understanding their effects and
detonation methods.

ENGINEERING: Making, repairing, and maintaining techno-
logical items as well as knowledge of the principles and
practicalities of their design and development.

EVALUATION: Knowledge of the value of goods, works of
art, and other valuables.

LAW: Knowledge of codes, regulations, and different

legal proceedings of all levels of the judiciary and law
enforcement.

]
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_(IPllONAL: UNCSURE ROCUSE

The ability focuses in The Expanse are fairly broad, but still do not cover every aspect of human endeavor, just the major sorts of
things characters might be good at. If you come up with a particular area where you’d like to focus your character’s abilities that’s
not given on the list in this chapter, feel free to ask the Game Master if you can make it a suitable focus for your character anyway.

For example, Horticulture is a Science focus for Intelligence, and building small scale models is a specific kind of Crafting focus for
Dexterity, but what about playing video games or sailing? The latter might be a sort of Piloting focus, but seems more like its own thing,
even if sailing on water isn’t likely to come up much in The Expanse. Likewise, video games don’t really fall under Gambling, so you
ask the GM and get permission to make it a new Dexterity focus. Who knows? It might even come in handy when dealing with some
video game-like interfaces or test situations.

Other AGE System games, particularly Modern AGE, offer more detailed lists of ability focuses applicable to settings and situations
outside of those usually encountered in an Expanse series. Feel free to use them as resources for unusual focuses in your game.
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MEDICINE: Tending to the sick and injured, and under-
standing medical and anatomical knowledge.

INTUITION: Having a “gut feeling” about certain things you
can’t otherwise sense.

NAVIGATION: Planning and following a route from one
place to another, interpreting maps and cartographic
data, and figuring out where you are.

SEARCHING: Finding things that are hidden or obscured,
such as hidden compartments.

SEEING: Perceiving using your visual sense.
RESEARCH: Conducting a systematic search for informa-
tion, usually using records, archives, and books.

SMELLING: Perceiving using your olfactory sense.

SURVIVAL: Practical skills of wilderness survival.
SCIENCE: Knowledge of an organized field of study and

the ability to understand things related to it. Examples TASTING: Perceiving using your gustatory sense.
of Science focuses include Anthropology, Astronomy,
Botany, Biology, Chemistry, Economics, Genetics,
History, Planetary or “Earth” Sciences, Physics,
Psychology, and Theology, but you can choose another
scientific field, if you wish (see the Unusual Focuses

sidebar).

TOUCHING: Perceiving using your tactile sense.
TRACKING: Following tracks and other signs of passage.

STRENGTH FOCUSES

CLIMBING: Scaling walls and other vertical obstacles.

INTIMIDATION: Overawing others with your physical pres-
ence and threats.

SECURITY: Knowledge of different security devices,
systems, protocols, and personnel.

TACTICS: Knowledge of strategy, tactics, and famous appli-
cations thereof.

TECHNOLOGY: Knowledge of the design and operation of
technology, particularly computers, which are incorpo-
rated into nearly all technological items in The Expanse.

PERCEPTION FOCUSES

EMPATHY: Picking up on and interpreting the feelings and

emotions of others.

HEARING: Perceiving using your auditory sense.

INPROVING FOCUSES

JUMPING: Making standing or running jumps.

MIGHT: Feats of raw power, such as lifting or holding up
heavy objects.

WILLPOWER FOCUSES

COURAGE: Overcoming fear in the face of adversity.

FAITH: Deriving inner strength through spiritual or moral
belief.

SELF-DISCIPLINE: Focusing your mental energy or control-
ling your impulses and emotions.

Focuses grant a flat +2 bonus to ability tests. At higher levels, characters can take a focus a second time to improve their

bonus. Starting at level 11, when you would gain a new focus you may instead select a focus you already have and increase

your bonus with that focus to +3 instead of +2. Underline the focus on your sheet to indicate you’ve chosen it a second time

and have an increased bonus with it. Remember that you cannot select a focus from the same ability two levels in a row.

LEVEL II = MAY IMPROVE A FOCUS FROM +2 T0 +3 IN PLACE OF TAKING A NEW FOCUS.
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Your character has areas of natural aptitude and special training called talents. They provide a way to customize your char-
acter that goes beyond their background. Choosing talents is thus an important part of developing your character.

Each talent is divided into three degrees: Novice, Expert, and Master. (Note that “Expert” replaces the “Journeyman”
degree found in other Adventure Game Engine System games, and they should be considered equivalent.) Each degree
provides a game system benefit. You have to be a Novice in a talent before
TALENT NAME
REQUIREMENTS: You cannot take this talent
through advancement unless you have the specified
requirement(s).

you can become an Expert, and an Expert before you can become a Master.

You acquire your initial talents at character creation, from your back-
ground, profession, and drive (see CHAPTER 2). You gain new talents and
new degrees by gaining levels (see Advancement in CHAPTER 2). Most
talents also have requirements, like a score in an ability or having a specific
ability focus. Unless you acquire the talent at character creation, you cannot A short description of the talent.

take the talent through advancement unless you meet these requirements.
o Y q The benefit gained when you acquire the

When talents are listed for a character, the standard format is talent name, .
talent and become a Novice.

followed by the degree achieved in parentheses, such as Command (Expert)
or Hacking (Novice). For shorthand, the degree can be abbreviated by its The benefit gained when you become an
first letter: Novice (N), Expert (E), and Master (M), such as Command (E) and
Hacking (N).

A listing of available talents follows. A number of talents refer to particular The benefit gained when you become a
stunts. See CHAPTER 5: GAME PLAY. Talents use the format shown at right. Master of the talent.

AFFLUENT

REQUIREMENTS: None

Expert in the talent.

When you move, terrain-based hazards do not
reduce your Speed. When you fall, if you succeed at a
Dexterity (Acrobatics) test with a TN determined by the GM
based on height and nearby surfaces, you suffer only half
damage.

MASTER Impressive acrobatics are just the way you
naturally move. You can re-roll any die result of 1 on each

die for Dexterity (Acrobatics), Stamina (Running), and
Strength (Climbing, Jumping) tests, but must keep the
results of the second roll.

You have access to greater resources than most.

\O)l&= \When you select this talent, increase your
Income by +2.

D GSNY \When you gain this degree, increase your
Income by +1. You may add 2 to your Income score when

comparing your score with an item’s cost to purchase it
automatically, without a test, or to determine whether the

purchase will deplete your Income. You enjoy this benefit ARTISTRY

REQUIREMENTS: Communication 1 or higher and the
Dexterity (Crafting) focus or Communication (Expression)

only once per game session, and you must choose
whether it applies to an automatic purchase or to avoid
depleting your Income.

When you gain this degree, increase your
Income by +1. You can re-roll a failed Income test, but must

keep the result of the second roll.

AGILITY

REQUIREMENTS: Dexterity 2 and the Dexterity
(Acrobatics) focus

focus

You can create fine works of art. For the performing arts,
see the Performance talent.

You can use the Dexterity (Crafting) or Commu-
nication (Expression) focuses to create works of art.
Choose a field of visual (painting, sculpture, illustration,
animation, photography, etc.) or literary (poetry, fiction,
scriptwriting, journalism, etc.) arts. The GM determines the

You move with grace, speed, and ease. . . . .
time and TN of the test, depending on your intentions, and

Every move you make is part of one fluid the Drama Die determines your work’s quality if you

motion. Using the Move action to stand up, climb, dismount,
etc. does not reduce your Speed. See CHAPTER 5 for
details.

succeed. You can sell your work if you know a buyer,
giving you a temporary bonus to Income tests equal to half
the result of the Drama Die (minimum 1); this bonus disap-

8
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pears upon your first successful Income test to purchase
something, or at the end of the current story if you have
not used it. As an option you can waive the bonus to
Income and gain a temporary reputation instead. This
reputation fades over time if you don’t produce other
works of similar quality. Any reputation derived from your
art disappears after a number of months equal to the result
of the Drama Die.

DGSNEY You grow as an artist, deepening your mastery
of your craft or diversifying your talents. You learn the tools

and tricks of a new artistic field or gain a +1 bonus to ability
tests to create works of art in a field you are trained in. This
bonus also applies to the Drama Die result to determine
the quality of your work.

You become an undisputed master of your
craft. You learn the tools and tricks of a number of artistic

fields equal to your Communication, or select one of the
fields you are trained in and add your Willpower to the
Drama Die to determine the quality of your work. Upon
successfully creating a work of art, you can re-roll the
Drama Die to determine its quality, but must keep the
result of the second roll.

ATTRACTIVE
REQUIREMENTS: None

You have that special something that catches and holds
people’s attention and interest.

Your presence is as stunning upon the second
impression as it is on the first. You can use the Making an
Entrance social stunt a second time at any point of an
encounter. Also, if an NPC could be attracted to you, their
initial attitude is one step more favorable towards you. See
Social Encounters in CHAPTER 5 for details.

You know how to best exploit your appear-
ance. You can perform the Flirt social stunt for 3 SP instead

of its normal cost, and the target of your efforts can have a
Neutral attitude instead of Open.

Every move you make captures the atten-
tion and interest of others. When interacting with char-

acters who would be attracted to you, you can re-roll a
failed Communication (Deception, Performing, Persua-
sion, or Seduction) test, but must keep the result of the
second roll.

BURGLARY

REQUIREMENTS: Dexterity 2 or higher

You know how to bypass security to enter a place and take
anything that strikes your fancy.

You know your way around security systems.
When you succeed at an Intelligence (Security) test to

study a lock, alarm, guards, or any part of a security system
or protocol, the GM provides you with one more piece of
information.

Security measures cannot stop you. If you fail
an Intelligence (Technology) test involving a security

measure, you can re-roll it, but must keep the results of the
second roll.

No valuable escapes your notice. If you fail a
Perception (Searching) test, you can re-roll it, but must

keep the results of the second roll.

CARQOUSING

REQUIREMENTS: Communication and Constitution 1 or
higher

You take your fun seriously, and use it to good effect.

NOVICE

You can drink other people under the table.
When making Constitution (Tolerance) tests as part of an
advanced test, you gain a +1 bonus to the result of each
Drama Die.

Choose one of the following focuses: Commu-
nication (Seduction) or Perception (Empathy). If you fail a
test with your chosen focus, you can re-roll it but must
keep the result of the second roll.

When you’re having a good time, you're
invincible! Or so you think. Choose the Benefit of the

Doubt or Flirt stunt. You can perform that stunt for 1 SP less
than its normal cost.

(6(0)\1\%Vi\\\[D)

REQUIREMENTS: Communication 2 or higher

You are a skilled and capable leader.

Your presence inspires allies. If you take a
major action to offer guidance, your allies gain a +1 bonus
to Willpower (Self-Discipline) and Willpower (Morale) tests
for the rest of the encounter. You can do this once per
encounter.

Your allies follow your lead. Any NPCs you
lead gain a +1 bonus when rolling for initiative.

MASTER When you stand firm, your allies stand with
you. When you lead NPCs in an encounter, they do not

have to make a Willpower (Morale) test until more than
two-thirds of your side’s combatants are out of the fight
(dead or incapacitated). If you leave the fight or are taken
out, this benefit is lost.
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MASTER Your social skills can turn a contact into an

REQUIREMENTS: Communication 1 or higher trusted ally. If you do a significant favor for an established
contact, they become Very Friendly towards you, and any

You have a large web of social connections, and know potential risk in the favors you ask of them does not affect
people even in the unlikeliest places. the target number of the Communication (Persuasion) test

from the Expert degree. If they’re already Very Friendly,
they become zealously loyal; you do not need to make an
ability test to ask favors of them, regardless of the danger
involved, and the GM can use your ally to provide prompts
if you become stuck in the course of a story in the form of
unsolicited advice or favors. Allies’ attitudes can degrade
if they’re not treated well, but do not do so simply with the
passage of time. You can drift apart for a decade and
they’ll still be as loyal as when you last met.

You can attempt to make a contact out of an
NPC with a Neutral or better attitude toward you with a
successful Communication (Persuasion) test. The GM
sets the target number based on the likelihood of you
knowing the character or having mutual friends. The
more distant the character’s origin or social class from
yours, the more difficult the test. If you succeed, the new
contact’s attitude shifts one step in your favor and they
readily provide information without a test, as long as it
wouldn’t harm them. They will not perform other favors DOCTOR

without further persuasion.

D= Once you've established a contact, you can
try to get a favor from them with a single successful

Communication (Persuasion) test, regardless of their
attitude toward you and without engaging in a complex

social interaction. The target number is based on the NoVIeM \o.'re skiled in treating patients. You can
nature of the favor and whether it puts the contact in re-roll any dice with a result of 1 or 2 when making an Intel-

any danger. ligence (Medicine) test.

REQUIREMENTS: Intelligence (Medicine) focus

You have the skills to heal wounds and treat illness and
other conditions. See Interludes in CHAPTER 5 for addi-
tional details.
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DS \With access to medical supplies and tools,
you can treat some conditions. With an hour and a basic

TN 11 Intelligence (Medicine) test you can remove a
wounded condition, leaving the patient only injured (see
Conditions in CHAPTER 1). You can also remove other
medical-related conditions with proper time and treat-
ment, at the GM’s discretion, using the Interlude guide-
lines in CHAPTER 5.

MASTER You can perform complex medical proce-
dures to restore a patient to a normal, healthy condition,

and you can re-roll any failed Intelligence (Medicine)
test, but must keep the result of the second roll. When
using Intelligence (Medicine) as a primary investigation
focus, you generate +1 SP on any roll that generates
stunt points.

a different focus You can only choose Expertise once
for a particular focus.

SGISNNY If you fail an ability test covered by your
chosen expertise, you can re-roll it, but must keep the

results of the second roll.

MASTER Select one type of stunt (action, explora-
tion, social, or command) relevant to your chosen exper-

tise. When generating stunt points with ability tests
involving your chosen expertise, you gain +1 SP for the
chosen type of stunt.

FRINGER
REQUIREMENTS: Communication 1 or higher

You know how to navigate and survive on the fringes of civi-
lization.

DUAL WEAPON STYLE
REQUIREMENTS: Dexterity 2 or higher

NOVICE
acters suffer a —2 penalty to any tests to find information
about you or your activities. This stacks with the Cover
Your Tracks stunt (see CHAPTER 5).

You cover your own tracks well. Other char-

You can fight in hand-to-hand combat with a weapon in your
primary hand and another in your off-hand (a secondary
weapon). Unless otherwise stated, attacks come from the
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primary weapon.

While wielding two close combat weapons, if
you take the Activate action, you gain either a +1 bonus
on your melee attack rolls or a +1 Defense bonus vs.
melee attacks until the end of the encounter. You can
switch the bonus with another Activate action.

GSNY You can perform the Lightning Attack stunt
for 2 SP instead of the usual 3, but the extra attack must

come from your secondary weapon.

You can overwhelm opponents with attacks
from both weapons. If you make a Melee Attack with

your primary weapon and you are not charging, you can
make another attack with your secondary weapon as a
minor action. The second attack cannot generate stunt
points, and you only add half of your Strength (rounded
down) to damage.

EXPERTISE (FOCUS)
REQUIREMENTS: None

You are a specialist in your field.

N\O)[G= Sclect an ability focus you have and choose
a narrower task or field within it. For example, You can

choose “hacking” for Intelligence (Technology) or
“drones” for Dexterity (Piloting). You gain a +1 bonus for
ability tests covered by the narrower task. You can
select this talent multiple times, each time applicable to

SGISNEY You know how to find and navigate the local
black market. Once per session, you can gain a +2 bonus
on an Income test by using black market channels, but
your Income is depleted by 1 regardless of the test result

and the cost of the item.

MASTER You are experienced at living life hidden
from the system. The penalty for tests to find information
about you increases to —3, and when you buy on the
black market, your Income score is depleted following
the normal rules given in CHAPTER 2.

GRAPPLING STYLE
REQUIREMENTS: Fighting (Grappling) focus

You'’re skilled in restraining and subduing opponents in
unarmed combat.

If you fail an opposed Fighting (Grappling)
test to avoid being grappled, as per the Grapple stunt’s
description in CHAPTER 5, you can re-roll it, but must
keep the results of the second roll.

If you successfully hit an opponent with an
unarmed attack and choose a stunt from the Grappling

category, you gain 1 additional SP to apply.

You can perform the Pin stunt for 3 SP
instead of the usual 4. In addition, your penalty to Defense
when using the Grapple and Pin stunts is halved.



HACKING

REQUIREMENTS: Intelligence (Security) and Intelligence
(Technology) focuses

Computer security systems and safeguards are more

suggestions to you than anything else.

When you succeed at an Intelligence (Cryp-
tography) or Intelligence (Security) test, the GM can
provide you with an extra item of information about the
subject. Also, you can use the Intelligence (Technology)
focus instead of Communication (Investigation) and Intel-
ligence (Research) if the information you seek can be
found in an accessible computer system.

If you fail an Intelligence (Technology) test,
you can re-roll it, but must keep the results of the second

roll.

When you make an advanced test using
Intelligence (Cryptography) or Intelligence (Technology),

add +2 to the result of the Drama Die for the purpose of
reaching the test’s threshold. You can perform the Cover
Your Tracks stunt on tests involving the Cryptography
and Technology focuses for 2 SP.

IMPROVISATION

REQUIREMENTS: Intelligence 1 or Willpower 1 or higher
Whatever the situation is, you’re sure you can handle it.

You adapt to the situation. You can make an
ability test that requires a specific focus, even if you don’t
have that focus. You don’t gain the focus bonus to your
roll and don’t generate SP on such rolls, but in investiga-
tions you are always considered to have a tangential
focus (see Investigation Focuses in CHAPTER 5).

Anything is a potential weapon or a tool in
your hands. When you perform the Whatever’s Handy

combat stunt, the penalty of your makeshift weapon is
reduced by 1 and it lasts 2d6 rounds before breaking. If
improvising a tool instead of a weapon, you can perform
tests that require the tool, but you don’t generate SP
while doing so.

MASTER You can turn failure into some measure of

success. If you roll doubles on a failed test, you generate
SP equal to the result of the Drama Die —2 (minimum 1).
The test still fails, but you can try to salvage the situation
with a stunt you perform with the SP you gain. Unfortu-
nately, your stunt cannot achieve your original intended
action. The GM determines if the desired stunt is
permitted, based on the situation.
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INSPIRE

REQUIREMENTS: Communication 2 or higher

Your words and presence motivate others to action. The
benefits of Inspire do not stack, if you happen to have
multiple characters on the same side who have it, other
than their ability to continue inspiring their side after one or
more of them has been taken out.

You inspire your friends and allies. If you are
conscious and they are within sight of you, your allies

gain a +1 bonus to all Willpower-related tests.

You inspire greatness in your friends and
allies. If you are conscious and they are within sight of

you, any ally generating stunt points gains +1 SP.

With you around, things don’t seem quite as
bad. Once per encounter, you can spend two minor
actions to offer words of inspiration to your allies. All who
hear these words regain 1d6 + your Communication in
Fortune, and receive a +2 bonus on their next test.

INTRIGUE
REQUIREMENTS: Communication 2 or higher

You are a master of secrets.

You understand how to navigate complex
social situations. Choose one of the following Communi-
cation focuses: Deception, Etiquette, or Seduction. If you
fail a Communication test with your chosen focus, you
can re-roll it but must keep the result of the second roll.

You can squeeze information from the most
reluctant sources. If the focus you chose in the Novice
degree is considered a tangential focus during an inves-
tigation (see CHAPTER 5), you ignore the +2 increase to
the TN of the test. In addition, if you use the focus you
chose in the Novice degree to successfully complete a
task in a complex social interaction, you clear two shifts
instead of only one.

MASTER The secrets you know can raise or ruin

anyone’s good standing. You can perform the Cast Out
and Oozing Confidence social stunts for 1 SP lower than
their normal cost. In addition, you can use Oozing Confi-
dence to benefit another character.

KNOW-IT-ALL

REQUIREMENTS: Intelligence 2 or higher

You can bring your considerable knowledge to bear on any
situation.
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NOV[EY You can attempt a test using an Intelligence
focus somehow related to the test at hand rather than the

called for ability, but with a —1 penalty. For example, using
Intelligence (Business) instead of Communication
(Persuasion) to convince a corporate middle-manager to
agree with you. If this would be a tangential investigation
focus, you do not suffer the +2 increase in TN.

You leverage every bit of information. You can
perform the Breakthrough exploration stunt for 2 SP.

When you succeed at an ability test with a
knowledge focus, you gain a +1 bonus to the result of

each Drama Die on tests using related focuses for the
duration of the encounter. For example, an Intelligence
(Law) test can benefit Communication (Oratory) tests in a
courtroom, or an Intelligence (Medicine) test can benefit
a Perception (Intuition) test in a diagnosis.

KNOWLEDGE
REQUIREMENTS: Intelligence 2 or higher

You have an inquisitive mind and you’re a fast learner.

When you make a successful Intelligence
test with a knowledge focus, the GM should give you an

extra piece of information on the topic. A knowledge
focus is any Intelligence focus with a description that
starts with “Knowledge”, such as Business or Science.
The GM determines the nature of the additional infor-
mation and it may or may not be pertinent to the main
question at hand.

When making Intelligence (Research) tests
as part of an advanced test, you gain a +1 bonus to the
result of each Drama Die. See Advanced Tests in
CHAPTER 1 for details.

Pick any two of your knowledge focuses.
When making tests using those focuses, you can re-roll a

failed test but must keep the result of the second roll.

LINGUISTICS

REQUIREMENTS: Intelligence 1 or higher

You pick up new languages easily. When you learn a new

language, you learn to both speak and read it.

NOV/[G You learn an additional language.

You learn two additional languages for a total
of three plus your native language(s). You can also imitate

a specific dialect with a successful Communication (Perfor-
mance) test.
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You learn three additional languages for a
total of six plus your native language(s). You can also pick

any one additional language you know and speak it like a
native—that is, without any trace of an accent.
MAKER

REQUIREMENTS: Any manufacturing focus (see below)

Make-it-yourself is your motto and you use manufacturing
focuses to do just that. Use Dexterity (Craft) for most hand-
crafted and artistic items and Intelligence (Engineering)
for most technological items. The GM may approve other
manufacturing focuses as appropriate for certain items.

You can use a manufacturing focus to make
any item with the appropriate tools and access to a work-
shop. See Make or Repair under Interludes in CHAPTER 5
for details.

2GS Your workmanship is reliable and steady. If
you fail a test with a manufacturing focus, you can re-roll it,

but must keep the results of the second roll.

When you perform an advanced test with a
manufacturing focus, you gain a +1 bonus to the result of

each Drama Die for the purpose of reaching the success
threshold.

MEDIC

REQUIREMENTS: Intelligence 1 or higher

You can treat certain conditions in the field. See Conditions
in CHAPTER 1 for details.

Your treatment allows a patient to add your
Intelligence (and Medicine focus, if any) to a test to avoid

or overcome a medical hazard, or grants the patient a new
test to overcome that hazard, if there is one. This includes
saving a patient from dying and reviving an unconscious
character.

DGIESNNY If you treat a patient, you can alleviate the
effects of the exhausted, fatigued, injured, or wounded

conditions. This takes an advanced TN 11 Intelligence
(Medicine) test (threshold 5) with each roll taking one
minute. If you succeed, the patient ignores the effects of
those conditions for 1d6 hours. The conditions are still
present, however, and the effects return when the dura-
tion ends or if any of the conditions worsen, such as an
injured character becoming wounded, for example.

MASTER You can quickly treat wounds to prevent
them from becoming serious. If you treat a wounded

condition within an hour of it occurring, you can make a
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basic TN 13 Intelligence (Medicine) test. Success down-
grades the wounded condition to injured.

MISDIRECTION
REQUIREMENTS: Communication (Deception) focus

You can sow confusion among friends and foes alike.

NO)IGP As a major action, you can make a Communi-
cation (Deception) test opposed by an opponent’s Will-

power (Self-Discipline); if you succeed, your opponent
cannot perform stunts until the end of your next turn.

Your targets become too focused on you to
do anything else. When you use the Over Here! explora-

tion stunt, the bonus your allies gain is +2 instead of +1, and
you gain a +1 bonus yourself.

MASTER When you use a Communication focus in
combat and roll doubles, you gain +1 SP.

OBSERVATION
REQUIREMENTS: Perception 2 or higher

You have an eye for detail.

You notice things others do not. Choose a
Perception focus. If you fail a Perception test with your
chosen focus, you can re-roll it but must keep the result
of the second roll.

Analysis of your observation often leads to
insight. On a successful Perception test, you can spend 2
SP to make a second, immediate Perception test with the
same TN but with a different focus than the first, and gain
additional information (if any) from a successful test with
the second focus. This includes additional information
when you uncover the clue within a lead.

Nothing escapes your scrutiny. On a

successful Perception test, you can spend 2 SP and gain
a +2 bonus to all Perception tests involving the same
object or subject as the first test for the duration of the
encounter.

ORATORY

REQUIREMENTS: Communication (Persuasion) focus

You are a skilled public speaker who can sway others with
your words.

You know how to work a crowd. If you fail a
Communication (Persuasion) test when trying to convince
a group (not an individual), you can re-roll it, but must
keep the results of the second roll.
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Each time you perform the Sway the Crowd You break opponent’s defenses with brutal or

social stunt, you affect three additional people instead relentless attacks. If you spend 3 SP after a successful
of one. attack, your target must make an opposed Strength (Might)
test against your attack roll; if they fail, they suffer a —2

You can agitate a crowd. If you make a

penalty to Defense until the end of your next turn.
successful Communication (Persuasion) test when

addressing a group and the result of your Drama Die is 5 PERFORMANCE
or 6, you rouse them to immediate action. You can’t
necessarily control what they do, though you can try to
do so with Communication (Leadership) tests, but they
take your words to heart and act on them regardless.

REQUIREMENTS: Communication (Performing) focus
You have a talent for the performing arts.

NOV/[G Choose a form of performance art, such as

playing a musical instrument, singing, acting, dancing,
REQUIREMENTS: Fighting 2 or higher miming, stand-up comedy, juggling, or any other art
performed in front of an audience. You are an accom-
In hand-to-hand combat, you are relentless and over- plished performer in your chosen art. In addition, you may
whelming. perform the From the Heart and Sway the Crowd stunts for
1SP less than their normal cost.
When you make a close combat attack, you
can take up to a —3 penalty on your attack roll to receive a You can add an additional form of perfor-
corresponding bonus to your damage roll. mance. You get a feel for a room and adapt accordingly. If

you have at least 15 minutes to observe a crowd before
DGISNEY Your expertise makes you dangerous. When

you succeed with a close combat attack, you can add your
focus bonus for that attack to your damage total.

performing or speaking in front of them, you gain a +1
bonus to any Communication-based tests to persuade or
entertain them. You can also choose a number of individ-
uals in the crowd equal to your Perception (minimum 1); at
the end of the 15 minutes of observation you know their
initial attitudes toward you, and you know if they changed
by the end of your performance and, if so, by how much.

MASTER You can add an additional form of perfor-
mance to your repertoire. When performing, you exude

confidence and style. You may perform the With a Flourish
stunt while performing in front of an audience for 3 SP, and
its effects last until the end of the day.

PILOT

REQUIREMENTS: Dexterity (Driving or Piloting) focus

Any vehicle under your control becomes like an extension
of yourself.

NO)V[G= You are quick to get things going. Starting up
a vehicle is a free action for you, and you can perform

Dexterity (Driving or Piloting) tests as a minor action.

SGISNEY You push the performance of your means of
transportation. When you control a vehicle, it gains a +2

bonus to tests involving its speed.

VRIS If you fail an ability test to control a vehicle,
you can re-roll it, but must keep the results of the second

roll. In addition, while you are at the controls, your vehicle
gains a +2 bonus to Defense as long as it is moving.
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QUICK REFLEXES

REQUIREMENTS: Accuracy or Fighting 1 or higher, and
Dexterity 1 or higher

If you can see it, you can hit it. Hard.

\O)I&=SY You strike where it hurts the most. Once per
round, you can add 1d6 to the damage of a successful
attack if your Dexterity is greater than your target’s.

D GSNEY Your instinct is as sharp as your eyes. When
you take the Aim action, the attack bonus you gain is +2

instead of +1.

You can perform the Called Shot action stunt
for 3 SP. You can also use it with any weapon, not just guns.

PISTOL STYLE
REQUIREMENTS: Accuracy (Pistols) focus

Between the quick and the dead, you prefer the former.

INO)I®= You are deadlier close-up. You gain a +1 bonus

to damage with pistols against targets within 6 meters.

D GSNEY If you have a pistol in your hand, or draw or
grab one as your first available action, you can roll initiative
with an Accuracy (Pistols) test instead of a Dexterity (Initia-
tive) test. You can also generate stunt points with this test,

unlike a normal initiative roll, and spend them on general

combat or gun stunts.

MASTER When hitting a target with a shot from a pistol,

you can add your Dexterity to the damage total.

PROTECTOR
REQUIREMENTS: Perception and Willpower 1 or higher

You are the shield that protects your friends.

Your desire to protect others lends you speed.
When you perform the Blockade action stunt, you can
move up to 6 meters instead of 3.

You react quickly to put yourselfin harm’s way.
When you perform the Guardian Angel action stunt, the

amount of damage you take instead of your ally is equal to
the number of SP spent +2.

You become the shadow of those who
would hurt others. If you are standing next to an oppo-
nent and that opponent moves within 2 meters of one of
your allies, you can move adjacent to the opponent
before they finish their turn, even if it would surpass
your Speed. Your Speed is O on your next turn.

REQUIREMENTS: Dexterity 2 or higher

You react to threats instantly and instinctually.

NOV[GY You can prepare for action in an instant. Once
per round on your turn you can use Ready as a free action.

DGSNEP You can go prone or stand up as a free action
rather than as part of a Move action.

It is hard to get the drop on you. You may
re-roll your initiative roll at the start of a combat encounter,

but must keep the results of the second roll.

RIFLE STYLE
REQUIREMENTS: Accuracy (Rifles) focus

A rifle is far more dangerous in your hands.

NOV[GY You can assume a highly ready stance; as
long as you are not moving more than half your normal

speed, you can make an attack with a loaded rifle you
are holding as a reaction before rolling initiative, even if
surprised. This attack uses up your major action for the
round, which means that you only have a minor action
available during your next turn.

EXPERT

You ignore 2 points of any armor bonus
provided by cover when using a longarm or assault rifle.
When using those weapons, you also ignore the attack roll
penalty imposed by the Human Shield action stunt.

MASTER

Penalties to the attack roll due to range do
not apply to your attacks with a rifle.

SCOUTING
REQUIREMENTS: Dexterity 2 or higher

You are skilled in reconnaissance and infiltration.

If you fail a Dexterity (Stealth) test, you can
re-roll it, but must keep the results of the second roll.

You know how to get the drop on opponents.
You can perform the Seize the Initiative stunt for 2 SP.

You are a skilled observer. If you fail a Percep-
tion (Seeing) test, you can re-roll it, but must keep the
results of the second roll.

SELF-DEFENSE STYLE
REQUIREMENTS: Fighting (Brawling) focus

You are trained in martial arts focused on defense and
deflection.

51



CHAPTER 3: CHARACTER TRAITS

58

INO)IG= You use your opponent’s momentum against
them. When a melee attack misses you, you can use the

Grapple action stunt as a reaction without spending any
SP. In addition, you can perform the Knock Prone action
stunt for 1 SP instead of the usual 2 against an opponent
you have grappled.

EXPERT

Your grip is difficult to break. If you fail a
Fighting (Grappling) test, you can re-roll it, but must keep
the results of the second roll.

You counter an opponent with grace and
skill. When you perform the Disarm stunt, you can retain

hold of the weapon. In addition, when you spend SP on
Knock Prone after making a Fighting (Grappling) attack,
you may automatically move your opponent 2 yards for
no additional SP cost. You may increase this distance
with the Skirmish stunt. The enemy falls prone after being
moved.

SINGLE WEAPON STYLE
REQUIREMENTS: Perception 2 or higher

You can fight more effectively wielding a single-handed
melee weapon.

N\O\VG Fighting with a single-handed weapon
demands increased awareness. If you take the Activate
action, you gain a +1 Defense bonus until the end of the

encounter while fighting in this style.

DGIESNNY You can wield your weapon to block and
parry attacks. Your bonus to Defense increases to +2

while fighting in this style.

MASTER

You know how to fight several enemies at
once. Opponents making melee attacks against you
never gain a bonus on their attack rolls for outnum-
bering you.

STRIKING STYLE
REQUIREMENTS: Fighting (Brawling) focus

By training or raw talent, your unarmed strikes leave a
lasting impression.

When you attack unarmed, you inflict 1d6
damage instead of 1d3.

Your punch can drop the toughest oppo-
nents. You can perform the Knock Prone stunt for 1 SP

when attacking unarmed.

You can perform the Injure or Vicious Blow
action stunts for 1 SP when attacking unarmed.

TACTICAL AWARENESS

REQUIREMENTS: Dexterity and Perception 1 or higher

You move calmly and expertly while in combat.

NOV[EY You can take the Melee Attack or Ranged

Attack action at any point during your movement.
Normally you have to finish your movement before
attacking.

SGSNEY You seem to have eyes in the back of your

head. When you perform the Take One for the Team
exploration stunt, you only take half the damage from a
trap or hazard and your ally remains unscathed.

MASTER You are hard to pin down in combat. Oppo-
nents do not gain an attack bonus for outnumbering you
in melee. If you also have the Expert degree in the Single
Weapon Style, your Defense bonus increases to +3 when
fighting in that style.

THROWN WEAPON STYLE

REQUIREMENTS: None

You are adept with weapons thrown by hand.

NOVICE

You gain a +1 bonus on attack rolls with
thrown weapons.

2GS You can Ready a throwing weapon or

grenade as a free action instead of a minor action.

MASTER Add your Accuracy score in meters to the

range of throwing weapons and grenades when you
throw them.

TWO-HANDED STYLE

REQUIREMENTS: Strength 3 or higher and Fighting 1 or
higher

You are deadly with heavy melee weapons.

NOV[EY Your weapon and the power of your attacks
force foes to yield ground. When you hit with a melee
attack with a heavy weapon, you can move the target 2
meters in any direction like the Skirmish stunt.

SGISNEY You strike fearsome blows with your weapon.
You can perform the Vicious Blow stunt for 1 SP when
wielding a heavy weapon.

MASTER You and your weapon are as one. When you
are wielding a heavy weapon and gain SP, you gain +2 SP
to use exclusively for the following stunts: Expose, Knock
Prone, Shock and Awe, Skirmish, and Wound.
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Specializations help you to realize your character’s full potential. Each specialization has a theme on which you can build
your character concept. Your character might work for a government agency or corporation, for example, but that could
mean being a computer expert, or a researcher, or a master of unarmed combat, among other things. Every specialization
has its own unique talent.

You can take your first specialization at level 4, gaining the Novice degree in the specialization’s talent. At levels 6, 8, 12,
14, and 16, you may either improve the specialization you acquired or improve a second specialization, also starting at the
Novice degree. You can never acquire more than two specializations. For instance, you might start with Academic at level
4, improve it to Expert at level 6, but then switch to Socialite at level 8. Specialization talents are acquired like other talents,
and take up your talent choice for that level. Since specializations are not acquired during character creation, characters
must meet their requirements in order to take them. This is something to keep in mind for your character’s advancement
(see Advancement in CHAPTER 2).

When you take a second specialization, think about how the two might work together, and what the combination
says about your character. You might, for instance, imagine your character as a Martial Artist-Gunfighter action hero or
as an Agent-Executive spymaster. Combinations that might not seem to make immediate sense can create some inter-
esting concepts—consider an heiress who moonlights as an assassin (Socialite-Sniper), a musician who solves crimes
(Performer-Investigator) or a peerless miner of data (Academic-Hacker). The Synergies section of each specialization
suggests some possible ideas.

The specializations in this book are: Academic, Ace, Agent, Commando, Executive, Gunfighter, Hacker, Investigator, Martial
Artist, Sniper, Socialite, Star, and Thief. Supplements for The Expanse may include additional specializations. Check with your
Game Master whether a particular specialization might be allowed in your game.

ACADEMIC

While the notion of “academic” often equates to irrelevant,
you know that knowledge is power. You know how to find

Your fact-finding abilities are unparalleled.
When you make an Intelligence (Research) test as part of

an advanced test, you gain a +1 bonus to the result of
each Drama Die. This increases your total roll, and allows
you to reach the success threshold faster.

information and put it to work in order to achieve your
goals, and you understand the value of information in the

right hands.

An Academic-Hacker has the skills to A[E
find data anywhere, even in places where others might You’'re in the cockpit, in the command chair, at the stick.
be unable to go. An Academic-Star might be a celebrity You make your ship like an extension of yourself, maneu-
scientist, or a pop star with a secret PhD. An Academic- vering through tight spaces, coaxing out those extra few
Executive might be the head of a government agency Gs, and praying to whoever you pray to that it all holds
with access to all the information in the world. together through just one more burn to get you where

you’re going. Plenty of people can fly from point A to point

ACADEMIC TALENT B, but only a handful of them are true pilots, and you're

REQUIREMENT: Intelligence 2 or higher and the one of them.
Intelligence (Research) focus.
9 ( ) An Ace-Agent could be an undercover
You are trained in finding information and putting it to use. spy or an agent skilled in transportation of valuable
cargo (or passengers). An Ace-Performer might be a
You have a real skill in not only finding facts, showboat stunt performer, while an Ace-Executive
but knowing where to look. If you fail an Intelligence might be a naval officer or ship captain, especially one
(Research) test, you can re-roll it, but must keep the result promoted from the pilot’s seat.

of the second roll.

ACE TALENT
You have become adept at recalling relevant

REQUIREMENT: Dexterity 3 or higher and the Dexterity
(Piloting) focus.

information. When you perform the A-Ha! stunt, you gain
one free extra use of it; that is, if you spend 1 SP, you can
perform the stunt twice, if you spend 2 SP, you can use it

Few can fly like you do.
three times, and so on.
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NSVISS oL can coax more out of your ship than most. not just any soldier, however. You are one of the best there
is: the elite special forces, like a UN commando or Martian

When you perform the Punch It chase stunt, you gain an
Marine, or perhaps an OPA veteran of countless conflicts

extra +1 bonus on your next chase test, above the bonus
gained for the stunt (so the bonus is +2 when you spend 1
SP, +3 when you spend 2 SP and so on).

Add +2 to the Drama Die when making tests SYNERGIES: A Commando-Executive might be a
commanding officer while a Commando-Gunfighter or

Commando-Sniper is probably a weapon specialist. A

who knows all of the tricks. You might also be a mercenary,
either working for corporate security or your latest client.

using the Dexterity (Piloting) focus.

WSHENY You are a peerless pilot. Add +1 to tests Commando-Thief might be a trained infiltration expert;
made using Dexterity (Piloting) and you may re-roll a the same for a Commando-Agent.

failed test, although you don’t get the bonus on the re-roll

and must take the result of the second roll. COMMANDO TALENT

REQUIREMENTS: Constitution 2 or higher and the
AEENT Willpower (Self-Discipline) focus.

You hide in plain sight and deal in secrets. You work under- You are trained to fight, and to win, no matter the odds.

cover and make few friends, and lying is second nature -
to you. You might have been in place for years, gaining MM I you fail a Constitution or Willpower (Self-
Discipline) test, you can re-roll, but must keep the result

of the second roll.

authority in a group you are supposed to subvert, or even
starting a family.

EXPERT i
DASHCISSHYP An Agent-Sniper is a peerless assassin. - You know how to work with a team to get

things done. At this degree, you gain an intensity 1 Rela-
tionship with your team, whoever that may be, and you
keep the relationship even if the membership of your
team changes. You can increase the intensity of this Rela-
tionship normally. See the REWARDS chapter for details
on Relationships.

An Agent-Socialite is the suave sophisticate, as much
at home in a casino or ballroom as in the field. An
Agent-Ace is a great getaway artist, while an Agent-
Investigator is the classic spy-catcher, or a delver into
mysteries the police cannot touch. An Agent-Thief is a
shadowy chameleon who avoids detection.

AN You can overcome the effects of some

AGENT TALENT conditions through sheer grit. When you acquire the
REQUIREMENT: Perception 2 or higher and the Perception exhausted, fatigued, injured, or wounded conditions,
(Empathy) and Communication (Deception) focuses. make a TN 13 Constitution (Stamina) or Willpower (Self-

Discipline) test; if you succeed, you ignore the effects of
the condition for the remainder of the encounter, although

QG You built your life on lies. If you fail a Commu- 502 e e e,
nication (Deception) test, you can re-roll it, but must keep

the result of the second roll. [X[[“""E

You’re a skilled spy and infiltrator.

You are also adept at seeing through decep- You're the boss—the responsibility is yours, but so is the
tion. When you use the Read the Room stunt, add +3 to guiding vision for your organization. A good Executive is
your Perception (Empathy) roll when the stunt is opposed. a leader, someone who inspires others and makes things

happen. You know what you're doing. You're the leader
who gets their hands dirty to get the job done. You don’t
have to be a business executive. You might just as easily be

You are a masterful spy. You gain two of the
following focuses if you don’t have them already: Commu-

nication (Disguise), Communication (Investigation),
Dexterity (Stealth), Intelligence (Cryptography), and Intel-
ligence (Security). If you already have all of these, pick

a criminal ringleader, a high-ranking military officer, a politi-
cian, or a handler in an espionage agency.

two and add +1 to all rolls made using them. An Executive-Academic might be the

head of a faculty, while an Executive-Sniper or Execu-

(OMMANDO tive-Gunfighter could be the leader of a crack

commando unit. An Executive-Performer or Executive-

For as long as there have been people, there have been Socialite might be a polished politician who knows how
wars, and there have been soldiers to fight them. You're to work a crowd.



'EXPANSE

ROLEPLAYING GRAME CHAPTER 3: CHARACTER TRAITS
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Typically, if more than one talent or specialization provides a bonus to the same test, these benefits stack.

One exception is when such advancements provide multiple opportunities to re-roll a test and keep the second result. If you have more
than one opportunity to re-roll, each opportunity beyond the first adds +1 to the result on the Drama Die to your second roll. This both
increases your roll (you count this as part of your total) and provides additional stunt points in the event that you roll doubles.

Another exception is when stacked talents and specializations would reduce the cost of a stunt to O stunt points. If that happens,

the stunt’s cost is still 1 SP, but you gain +1 SP to use as you see fit, provided you can perform a stunt in the first place.

EXECUTIVE TALENT

REQUIREMENT: Communication 2 or higher and the
Communication (Persuasion) focus.

You claim authority and leadership in an organization.

You have experience in negotiating the
byways of your organization. You acquire a Membership

in a new organization or advance to the next rank with an
existing Membership (see the REWARDS chapter for
details on Memberships). You can re-roll any test to
access privileges from, or influence members of, the
organization behind this acquired or improved Member-
ship, but must keep the results of the second roll.

Your authority extends to calling in a subor-
dinate to support you. Once per day you may make a
Communication (Persuasion) test. If you succeed, you
can call in a subordinate from the organization you
chose at the Novice rank to aid you. Use one of the
profiles found in the THREATS chapter. If your character
is level 5-8, this subordinate can be no more than a
Minor threat, called at a test TN of 11. If your character is
level 9-12, you may choose a Moderate-threat subordi-
nate instead, at a test TN of 13. If your character is level
13 or above, you have the option of a subordinate who’s
a Major threat in their own right, if you succeed at a TN
15 test. You do not gain the novice re-roll benefit on this
test.

WESIISSY Because you have influence in your organi-
zation, you have constant access to resources. Add your

Membership rank in the organization to your Income
whenever you can call upon your organization. Further-
more, if your Income score decreases, you regain the lost
point during the next interlude when you interact with the
organization.

GUNFIGHTER

Few can match your skill with a gun. You might be a swash-

buckling revolutionary, a talented private soldier, a body-
guard, or a cop. Perhaps you trained your whole life, but
maybe it’s a knack. Do you regret the lives you’ve taken, or
have you only ever hit the bullseye in virtual simulations?

Maybe you’ve killed, and don’t sleep easy—or maybe you
sleep just fine, which could be a problem of its own.

A Gunfighter-Sniper is deadly, taking

quiet, patient aim from afar. A Gunfighter-Socialite
could be a level-headed duelist or a real show-off. A
Gunfighter-Investigator matches keen insight with
perfect aim.

GUNFIGHTER TALENT
REQUIREMENTS: Dexterity 2 and Accuracy 2 or higher.

No one shoots as quickly or as accurately as you.

INO\VGY Your accuracy is instinctive. Pick Accuracy
(Pistols) or Accuracy (Rifles). You gain a +1 to attack and

damage rolls for attacks made using your chosen focus.

You're fast and precise. You may pick the
other focus from the Novice degree and apply the Novice

benefit to it, or improve the bonus for the focus you picked
at Novice rank to +2 to your attack and damage rolls.

You’re one with the gun. Choose one of the
following stunts: Lightning Attack, Overwatch, Lethal
Blow, or Wound. You can perform the chosen stunt for 1
SP less than usual when wielding a firearm. In the case of
Overwatch, spending 1 SP gives you the effects of
spending 2 SP, and spending 2 SP gives you the 3 SP
effect. See CHAPTER 5 for details on these stunts.

HACKER

For some, computers are opaque, just appliances, but to
you they speak a language you understand intimately. For

you, code is intuitive, almost lyrical, and you know how to
make it sing your own compositions. You might be a digital
Robin Hood, breaking into systems to share the secrets
of the powerful with desperate people. You could be a
security professional instead, keeping other hackers out
whether you work for the police or organized crime, or a
government “cyber-soldier” specializing in a unique kind
of warfare.

DNENCEIl A Hacker-Academic is a true master of

information in all its forms. A Hacker-Sniper supple-
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ments a keen eye and a steady hand with the technical
knowledge necessary to know exactly when and where
a target will be. A Hacker-Performer might be able to
make some amazing electronic music.

HACKER TALENT

REQUIREMENTS: Intelligence 2 or higher and the
Intelligence (Technology) focus.

You excel at the use and abuse of computer systems.

You are skilled in navigating computer

systems. Add +1 to Intelligence (Technology) tests.

When things go wrong or don’t work quite
how you want them to, you’re skilled in finding backdoors
and loopholes. You can perform the High Tech Hustle
stunt for 2 SP. In advanced tests involving computer
systems, add +1 to your Drama Die roll. This increases
your total test result and allows you to complete advanced

You can always make a test to unlock a lead,
even if you don’t have a primary or tangential focus
relevant to the investigation, although you take a +2
increase in TN when you don’t have either (see Investi-
gation in CHAPTER 5 for details). If you do have a
primary or tangential focus for the lead, you get a +1
bonus to the test with a primary focus (in addition to the
focus bonus) and no increase in TN for using a tangen-
tial focus.

GISNEY The real trick to being a great investigator
isn’t finding clues, it’s knowing how to use them. You may

use the Intuition stunt for 1 SP. Furthermore, if you have
the primary focus required to unlock a lead, add another
+1to your roll to do so for a total of +2.

When all the evidence is gathered, you only
need a flash of inspiration to put it together and find the
solution. You can use the Breakthrough stunt on an
investigation for only 3 SP.

tests faster.

Breaking into a system is one thing, but MA“"AI. AR"SI

getting in and then out without getting caught is another.
While using a computer system, you may perform the
Cover Your Tracks stunt for 1 SP. Add another +1 to your
Drama Die result while performing advanced tests for a
total of +2, otherwise the same as the Expert degree
benefit.

INVESTIGATOR

To you, close combat is an art, a dance, with a savage
beauty you can express through many weapons, from your
own body to a flashing sword. Your study of the martial arts
could be just a hobby, or it could be an integral part of your
training, perhaps as a special forces operative or a secret
agent. It might be something you’ve trained in since you
were a child, as part of your heritage.

A Martial Artist-Thief is a graceful and

Just as the suspect is leaving, you have “just one more skilled warrior of the night, while a Martial Artist-Agent
thing” to ask. You see the bead of sweat, the flicker of an could be a spy trained as a living weapon or the dead-
eye, and it speaks volumes about their guilt. A room is liest of assassins. A Martial Artist-Gunfighter is dangerous
just as telling as a suspect. A misplaced hair, an unidenti- both close up and from afar.

fied smudge, the angle of a piece of furniture: these things

speak to you. You might not be a police investigator; you MARTIAL ARTIST TALENT

might just as easily work for a corporation or as a freelancer REQUIREMENTS: Fighting 2 or better and at least

for whoever can meet yourgoing-rate. Novice rank in one hand-to-hand combat style, including

A Ineesisaier Beae mai b & Dual Weapon Style, Grappling Style, Overwhelm Style,
Self-Defense Style, Single Weapon Style, Striking Style,

police captain, the head of an Internal Affairs Bureau,
or Two-Handed Style. Other combat style talents like

or an executive of an investigation agency. An Investi-

gator-Socialite could be a high-class amateur detec- iz sy elae eilley i e Ement o e Eli's

tive. Similarly, an Investigator-Performer might be a ClBerEe:

well known artist or performer who moonlights solving
mysteries.

You are a master of hand-to-hand combat.

When you make a Fighting-based attack roll,

INVESTIGATOR TALENT add +1 to damage on a successful hit.

REQUIREMENTS: Perception and Intelligence 2 or T e G TR st s T T R

allgvsr asl lzestone FerEplion eeLE; you perform the Momentum stunt with SP gained from a

You're a skilled detective. Fighting attack roll, you gain a bonus to your initiative as

b



if you spent one more SP than you have. So, if you spend
1 SP, you gain a +6 bonus to initiative; if you spend 2 SP,
you gain a bonus of +9.

You are a master of many close combat tech-
niques. When you perform the Stunt Attack action with a
Fighting attack roll, you automatically generate 2 SP.

SNIPER

While the Gunfighter dazzles with speed and accuracy at

short range, it's the Sniper who makes the most difficult
shots. A Sniper could be an assassin or someone trained
in supplying covering fire. Snipers often work for the police,
military, security, or some informal militia (often after being
drummed out of one of the previous jobs).

A Sniper-Martial Artist probably has

strong opinions about who, what, and how to shoot,
while a Sniper-Investigator relentlessly tracks quarry;
no more peerless hunter exists.

SNIPER TALENT

REQUIREMENTS: Accuracy 3 or better and the Accuracy
(Rifles) focus.

You are a crack shot.

CHAPTER 3: CHARACTER TRAITS

You know how to quietly set up a decisive
shot. If you’re hidden from your target, you can re-roll

your first Accuracy (Rifles) attack during an encounter,
but must keep the results of the second roll.

You know how to wait for a perfect shot to
present itself. If you use the Aim action for an Accuracy
(Rifles) attack, add a bonus to damage equal to the attack
roll bonus your Aim provides. This includes any bonus
from the Precision Marksmanship stunt.

You are a deadly shot. When you are using
the Accuracy (Rifles) focus, you can perform the Called

Shot stunt for 2 SP.

SOCIALITE

If there’s a party, you are there, and likely the life of it. You
know how to talk to people and get your way with them. It’s
not about your social class, although that might play a part,
or about how much money you’ve got (although you know

how to look like you’ve got plenty). You’'ve got a magnetic
personality and people know you, and want to know you.
You might be a corporate mover-and-shaker, a political
negotiator, the face of a black market syndicate, or a soul-
less manipulator but, regardless, you know how to work a
room and get people talking.

bl
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SMNISNCII=Sl A Socialite-Performer could be a well-

known artist or simply an arbiter of fashion. On the
other hand, the Socialite-Sniper might be a debonair
assassin. The Socialite-Hacker can relate to people
online as easily as face to face, and can probably mobi-
lize plenty of aid on short notice.

SOCIALITE TALENT

REQUIREMENTS: Communication and Perception 2 or
higher.

You know people, and how to get what you want from them.

NOVICE Your natural charm causes people to like
you. You may perform the On the Fence stunt for 1 SP.

Whenyou attempt a detailed social maneuver
(see CHAPTER 5: GAME PLAY), you require one fewer shift
(to @ minimum of 1) to succeed. If the situation only
requires a simple social maneuver, add +1to your roll.

Wherever you go, you fit in with ease. When
you interact with people who would have an attitude of

Neutral or worse toward you, they automatically shift it
one step in your favor. This benefit disappears if subjects
feel physically threatened by you or your allies, however.

STAR

You love an audience, and they love you. A bad day might
see you booed or savaged in reviews, but you're already
a star, one of the best, and your good days bring you the
adulations of millions, perhaps even billions. However

you captivate your audience, be it music, acting, dance,
or rhetoric, you have the talent and skill to be famous and
beloved—at least for now.

A Star-Executive could be a politician

with a knack for working a crowd. A Star-Martial Artist
performs graceful, acrobatic movements—maybe
you’re a street dancer or an actor in martial arts movies.
A Star-Gunfighter might be a trick shot, while a Star-
Thief could be an expert escapologist or stage magi-
cian.

STAR TALENT

REQUIREMENTS: Communication 2 or higher and the
Communication (Performing) focus.

You can sway people with your performance, personal
charisma, and fame.

When using the Communication (Performing)
focus, you may perform the Sway the Crowd stunt for 1 SP.

EXPERT A good performance opens doors, and
makes people want to know you. You can perform the

Oozing Confidence stunt for 2 SP.

When you need to, you can pull out all of the
stops with a performance. When you attempt a social

grand gesture (see CHAPTER 5: GAME PLAY), your
success threshold for each shift is one less than it would
normally be.

THIEF

You've got a knack—some might say a calling—for taking
things that don’t belong to you. You might work for a govern-
ment agency, a corporation, or a criminal syndicate, or you
may be a solo act motivated by greed, the thrill of the take,
sticking it to the rich, or some other goal. Maybe you’re a

thief because you always have been, or because someone
has dirt on you and you don’t have a choice.

A Thief-Performer might be a street

entertainer with a knack for picking pockets, or a
master of sleight of hand and stage illusion. Meanwhile,
a Thief-Academic, whether a relic hunter or a burglar
with exquisite taste, knows exactly what to steal. A
Thief-Executive might run a criminal network or steal
from peers. A Thief-Socialite is the most charming of
rogues, a criminal whose tracks vanish under a veneer
of genteel charm. A Thief-Gunfighter could be an
armed robber or a freedom fighter.

THIEF TALENT

REQUIREMENTS: Dexterity 2 or higher and the Dexterity
(Sleight of Hand) and Dexterity (Stealth) focuses.

You are adept at stealing things and avoiding getting
caught.

The first thing a skilled thief perfects is the
ability to work unnoticed. You add +1 to all tests made

with the Dexterity (Stealth) or the Dexterity (Sleight of
Hand) focuses. Choose which focus receives this benefit
when you attain this degree.

When you make a Dexterity test to hide or
steal an object, you can re-roll the test if you choose, but

must keep the result of the second roll. You become an
expert in avoiding suspicion. You may perform the It
Wasn’t Me stunt for 2 SP.

Add another +1to tests using either Dexterity
(Sleight of Hand) or Dexterity (Stealth), selecting the
focus when you attain this degree.



ife beyond Earth would be impossible without technology. It first allowed humans to leave Earth and then establish a
foothold in the expanse and survive there. Technology is so omnipresent it sometimes fades into the background—until
a simple failure leads to catastrophe, reminding everyone how critical it is.

Technology in the system is full of wonders—expert systems running on ever-more-powerful computers; missing limbs
replaced with cybernetic units hardwired to the wearer’s nervous system; and vast new ships intended to make the multi-
generational trip between the stars. Technology in the system is also old and ubiquitous. The majority of ships are decades
old, built using technology that hasn’t changed in generations; the majority of stations and colonies, even older. Technology
is familiar, reliable, and useful.

The equipment listed in this chapter runs the gamut from weapons and armor to tools and items essential to survival in
the expanse. Whether the crew is relying on their vac suits in the event of a hull breach or their weapons to fend off harm,
having the right equipment can make the difference between life and death.

GEAR AND EQUIPMENT

Humans are tool-using creatures, and a lot of what constitutes gear or equipment are the
various tools and devices we use to make life easier. Although the gear in The Expanse
has gotten more sophisticated in a number of ways, it still largely serves the same function.

ACCESS AND AVAILABILITY

In order to purchase or acquire an item at all, it must first be available, and the character

“Everyone too busy trying to survive to
spend any time creating something new.” -

—[ew’atﬁan Wakes

must have access to it. Some items are restricted by legality, either requiring special permits

or licensing or being restricted to only active-duty security or military personnel. Other items are restricted by rarity; while
you can buy a new hand terminal at almost any station in the system, finding a custom-made item with all of the qualities you
want may require you to shop in the right places.
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An Expanse GM can use access and availability in two ways.
First, a GM can prevent the Player Characters from buying
something just because they happen to have sufficient Income
and are feeling lucky with their next Income test. Feel free to tell
them that the item is not available, either at all or in the place
where they are looking. The second use of availability is as a
story hook. If a PC really wants something, dangling an oppor-
tunity to get it in front of them is a great way to get the crew
involved in a story, and a good way to reward the players if they
do well. Even if it's nigh-impossible to buy a suit of military-grade
power armor (even on the black market), you can still arrange
things in an adventure to give a character a shot at acquiring
some, provided they’re willing to put up with looking after it.

MAINTENANCE AND UPKEEP

Speaking of looking after things, many of a character’s posses-

sions require maintenance and upkeep of one sort or another.
Guns need ammo and regular cleaning; armor needs patching
and mending; software needs updating and debugging;
supplies of medicines and pharmaceuticals need replenishing;
and more sophisticated technology needs regular mainte-
nance work, such as the aforementioned power armor. All of
this contributes to the character’s maintenance workload and
the cost of maintaining the character’s lifestyle. The more there
is, the more involved it gets. GMs should modify the mainte-
nance demands on the crew during interludes based on how
much stuff they’re hauling around with them, and modify the
Cost of their lifestyle as well. See Interludes in CHAPTER 5:
GAME PLAY for details.

ITEM QUALITIES AND FLAWS

Not all things are made equally and, much like characters have their focuses and talents, items may have qualities that reflect
certain improvements over common items of that type, or they may have flaws, which are drawbacks or problems compared
to common items. Being able to afford flawless equipment, much less items of high quality, is a common goal for Expanse
characters when they are starting out and have to make do with what they have.

As a general guideline, each quality an item has increases its Cost for Income tests to acquire it by +1, while each flaw
decreases Cost by —1. The GM decides if a particular quality or flaw can apply to a particular item, as not all of them may
be appropriate. If a quality or flaw is limited to a particular type of item, it generally says so in the description. Some special
qualities and flaws are listed alongside specific types of items in this chapter as well.

ITEM QUALITIES

The item is built to last. Under normal conditions, it lasts twice as long and for tests involving damaging it,
it has +2 Toughness.

The item works better than a regular item of its type, gaining a +1 bonus to one of its abilities. This could
be damage, armor bonus, or some other ability used for outcome or effectiveness but not for tests (see Fine, following,
for that quality) or a 50% improvement in overall output. A Very Effective item has two qualities and provides a +2 bonus
or a 100% improvement.

The item works fast. It takes half the usual time to use a regular item of its type. For something used during
action time, the character gains a +2 bonus to initiative when using the item (see Initiative in CHAPTER 5).
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The item is either especially well-suited for performing a particular stunt, granting a —1 SP modifier
to its cost, or else the item grants access to a unique stunt the character can perform while wielding or using it. Each
favored stunt is a separate quality and an item can have more than one.

The item’s quality is such that the character gains a +1 bonus to tests for using or wielding it. Very Fine items
have two qualities and provide a +2 bonus.

The item’s quality is clearly apparent, providing a +1 bonus to social and roleplaying tests where such
things are noteworthy, such as trying to make a good impression while wearing an Impressive outfit or intimidating
someone with an Impressive weapon. Very Impressive items have two qualities and provide a +2 bonus.

The item is lighter and more compact than normal, reducing any penalty to Dexterity and Speed it normally
imposes by 1. Very Light items have two qualities and reduce penalties by 2.

ITEM FLAWS

The item wasn’t made to take much punishment. A deliberate attempt to break it always succeeds. Further-
more, when a test to use the item fails and the Drama Die is 3 or less, the item breaks.

The item is heavier or bulkier than normal, imposing a —1 penalty to the Dexterity and Speed of a character
carrying or wearing it. Very Heavy items have two flaws and impose a —2 penalty to Dexterity and Speed.

The item can’t inflict damage as easily as a proper weapon, imposing a —1 or —2 penalty to damage rolls,
with a minimum damage roll of 1.

4Ol The overall poor quality of the item imposes a —1 penalty to tests using or wielding it. Very Poor items have two
flaws and impose a —2 penalty.

The item’s flaws are glaringly apparent, imposing a —1 penalty to social and roleplaying tests where such
things are noteworthy, such as trying to intimidate someone with a Shoddy weapon, or make a good first impression in a
Shoddy outfit. The GM may adjust the penalty, depending on the circumstances, but it is always negative.

SEOV'Y The item works, but not fast. It takes twice as much time to use as a regular item of its type. For something that
can be used with a major action during action time, a Slow item requires a Ready action after it is used each time to
prepare it to be used again.

The item works...most of the time. When a test involving the item fails and the Drama Die is a 3 or less,
the item stops working. If the item does not require a test to use, the GM should roll 3d6 when the item needs to work.
On a total roll of 10 or less where the Drama Die is a 3 or less, the item stops working. Getting an Unreliable item working
again takes either an interlude to fix it or, during action time, a TN 13 challenge test with a success threshold of 10 and
a time increment of 1 round.

_ GENEROL FOUIPMENT

Generally, any character with Income above O will have at least their own hand terminal and access to a local network unless

they are under some kind of restriction (imprisoned, for example). Stationary computer terminals are a part of every ship,
workplace, and home, and their quality varies based on where they are found. A new hand terminal is generally an Income
TN of 11, but can be higher based on quality and availability.

Most computer-related tests are Intelligence (Technology), although no test is required for routine operation of a terminal
to access unrestricted files, search networks, place calls, send messages, and so forth. The GM may apply a modifier to any
required test based on the quality of the terminal, the local network, and the character’s access.

HAND TERMINAL

Almost everyone has a hand terminal, a palm-sized portable computer used to display information or run programs. Hand
terminals have onboard processing and memory, allowing them to run “simple experts” to help organize the user’s daily life,
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When data is moved around on nearby parts of a network, individual files are manipulated as easily as if they were on the user’s local
terminal. But when data is moved across a connection where broadcast times are measured in significant fractions of a light-second,
users sometimes take the time to assemble data into broadcast packets of related data. Distant or isolated partitions are called
drop-sites, often used for long-term storage of data or the passing of data between anonymous users; a “black drop-site” was found
running on a terminal and partition attached to an independent power source and mounted with a broadcast array on the exterior of
an isolated asteroid. The truly paranoid or security conscious don’t trust their data to any communications network, maintaining an “air
gap” and physically moving it from one place to another on physical media like a hand terminal or memory wafer.

play games and other entertainment software, or let the user read books, listen to music, or watch videos from the network
or its internal library. A hand terminal can be used via controls displayed on its touchscreen or through voice recognition,
letting the user give it commands in everyday language. Hand terminals are cheap and ubiquitously available, and when one
is lost or damaged it is easily replaced and the user’s profile reloaded from backup on a partition.

TERMINAL

Other terminals range from portable networked data pads to fixed location terminals set on a desk- or table-top, or mounted
on an articulated swing arm at a workstation, particularly on board a ship or station. Terminals can be paired with a stylus
used to draw or write on the screen, processed by software able to turn the handwriting into plain text or calligraphy. Users
can use gestures to “flick” or throw files across the network to nearby devices, as easily as tossing a physical object. Earbuds
or a headset allow a wearer to privately listen to audio feeds or communicate and control the terminal sub-vocally via built-
in microphones. Keyboards are available for those who prefer them as a form of input, and many professions have their
own unique keyboard layouts, like the programing keyboards preferred by software engineers and hackers. On terminals
with a fixed location, like home terminals, privacy baffles can be attached, preventing anyone other than the current user
from seeing or interacting with what’s on the display. In technical environments, terminals can be attached to smart tables
facilitating the collection of data, letting the user view and interact with three-dimensional visualizations of data in real time.

HEADS-UP DISPLAY (HUD)

Many spacesuit helmets include a heads-up display (HUD), projecting visual information onto the wearer’s field of vision. This
can include anything normally displayed on a terminal, but tends to focus on operational information from helmet camera
feeds to data about the suit-wearer’s vital signs, or the location of other members of a crew or squad. Tactical information
like overview maps or highlighting the positions of enemy combatants are also common HUD displays.

PARTITION

Partitions are portions of computer memory on a device or in a larger archive, and a user typically has access to multiple
partitions based on their needs to help keep their data secure. A hand terminal has a device partition on its own hardware,
but it can be connected to a family partition on a home terminal, a local partition maintained by a ship, city, or other organiza-
tion, or even a public partition shared by many users. These partitions can be open or locked with a password, and the files
placed into them can similarly be left open or given multiple layers of security.

SOFTWARE

The software on all these devices is simple to use, but more complex in the underlying code. By swapping back and forth
among command profiles on a single display, a lone crew member can direct operations for an entire spaceship up to and
sometimes including crisis situations or combat. This is greatly due to the rise of expert systems which can be called upon
to perform with inhuman skill in their specified task.

These systems began with simple pattern recognition, ancestors to the systems that can identify ships by merging tele-
scope, radar, and infrared heat data to verify radioed transponder codes. Encryption and decryption systems help keep
voice and data traffic secure from uninvited parties. Multiple expert systems make up the targeting packages on board
military vessels, gathering telemetry, filtering it to identify targets and their capabilities, helping the user select and prioritize
targets, and firing the best available weapons to meet the desired combat solution, letting humans focus on tactical deci-
sions rather than their implementation. Medical expert systems serve as auto-docs, allowing users to provide medical care
as easily as operating a terminal.
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Expert systems can generate identity masks for communications, injecting convincing artificial voices and dialects in place
of the originals. Larger processing arrays, like those onboard military vessels or in major outposts, run expert systems as gel
software on biologic networks that can grow back after combat damage or route around permanently damaged segments
(though errors or chance mutations can cause the system to grow incorrectly and require it to be completely replaced in
order to restore system capacity).

NETIWORKS

All these devices and systems communicate via a constantly shifting network of connections. Every element has its own
network address, identifying it so commands and data can be transmitted to and from it no matter where it connects. Some-
times these elements are part of a simple local network, such as a hand terminal paired with its earbuds or a family’s closed
network of home terminals, and keeping them isolated is a simple matter. As soon as an element of the network is connected

to a network bridge or an open comm array, it becomes part of a larger network. Passwords, magnetic security cards,
and biometric locks are common security measures, as are simple expert systems for networks with sufficient processing
power. But hackers and the powerful expert systems employed by governments and corporations are formidable enough to
penetrate nearly any connected network given access and time, so those who truly have data to hide do their best to keep
it disconnected from the larger information networks of the solar system.

Given the physical isolation experienced by ships in the depths of space and the small populations of most established
communities, most people are happy to keep a network connection open to communicate with others at a distance. The
public network is made up of a seemingly infinite number of information feeds, from Martian planetary news feeds to
entertainment feeds of live music and commentary. Some are open feeds intended for a broad audience, while others
are “narrowcasts” created for a specific audience and sometimes limited to only those who have the password or paid for
access. Some feeds allow users to participate, welcoming them into discussion groups or singles circles for those seeking
romantic relationships. When bandwidth becomes a concern, feeds can limit themselves to audio- or text-only content. It can
be an overwhelming amount of information, so many terminals come preinstalled with simple feed managers to help curate
feeds and offer only the content of the user’s choice. The user’s personal correspondence comes via feed connections as
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One of the aspects of The Expanse setting is access to a /ot of information: Anyone with a hand terminal can look up anything
publicly available on the local network, and communicate with anyone publicly connected to that network. The Game Master is
advised to keep these things in mind when it comes to creating challenges for the crew. Answering simple questions and finding
people who are not deliberately trying to hide is as easy as asking. That said, some information is restricted, or only available from
another network with a significant light-speed transmission delay, and there are plenty of times when you don’t want anyone else
to know you’re looking into something. Also, information isn’t everything: Just because you can look up the schematics of a fusion
reactor doesn’t mean you can use them to shut the reactor down in a crisis in time to prevent it from going super-critical. There are
lots of situations where access to information is no substitute for knowledge, training, and experience.

well, and feed managers help ensure they don’t miss important communications—and can block unwelcome messages and
flag high-priority or secure connections.

Like all forms of communication, networks are limited by the speed of light in transmitting and receiving data. On board
a ship, station, or on a planet or moon, this delay is too brief to be noticed, but it can extend to hours out in the system.
Therefore, network software tends to queue data-traffic for transmission whenever there is an opportunity, updating the
local network data as transmissions are received. See Communications, following, and System Communication and Travel
Times in CHAPTER 6 for additional information.

COMMUNICATIONS

The actual communications connections between devices are often simple radio, though feeds broadcast this way are open
to anyone with an antenna listening at the proper frequency. Private communications require laser arrays for tightbeam trans-
missions only receivable where the laser is aimed. The greater the distance between sender and receiver, the harder it is to
keep the broadcast laser focused. To keep the broadcast laser
as tight as possible across enormous distances, equally enor-
mous and powerful comm lasers like the one aboard Tycho
Station must be used. Tightbeam transmissions also require
knowledge of the target’s position, speed, and trajectory.

To help tightbeams maintain coherence, relays are set up

across the solar system to receive a transmission laser, then
rebroadcast it toward the intended recipient. Though these
relay services work hard to maintain the trust of those who use
them, corporations and intelligence agencies maintain private
relays with onboard drop-sites, moving in orbits unknown to
anyone but their owners and requiring not just the encryp-
tion keys necessary for communication but knowledge of the
relay’s exactly position in order to beam a message at it.

DRONES AND MECHS

Drones are semi-autonomous vehicles, most commonly small
aerostats with propellers that allow them to hover and fly like
helicopters in an atmosphere, or micro-thrusters that let them

“teakettle” maneuver in microgravity, with or without an atmo-
sphere. Some drones are ground-bound, using either tracked
or wheeled drives or multiple robotic legs to maneuver. Those
designed for microgravity have magnetic adhesion, much
like a vac suit’s boots. Drones are equipped with on-board
computers and expert systems, allowing them to handle some
simple tasks on their own, but most are remote controlled from
a terminal, with the operator making Dexterity (Piloting) or
Intelligence (Technology) tests to operate the drone.

Drones are useful for surveillance, relying on their small size
and maneuverability to record sensor data or send back live
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feeds. They can also easily go into areas too tight or hazardous for people, either to gather information or to perform minor
repairs or similar operations. Of course, these tasks can just as easily include sabotage. Drones may be equipped with
weapons dependent on their size. A small drone is capable of carrying a weapon about as lethal as a pistol, although drone
weapons are often designed to do stunning damage (see Stunning Weapons later in this chapter). See the THREATS chapter
for an example of a larger drone equipped for combat and security work.

Mechs are bulky exoskeletons, offering no actual life support but amplifying the wearer’s strength considerably. Mechs
range from a simple arrangement strapped over the user’s shoulders, with mechanical, articulated arms, to an egg-shaped
open cage with the wearer strapped into its center, equipped with four articulated limbs. These provide stability and utility,
as each limb ends in a foot that can be rotated back to deploy a variety of cutting and welding tools. Mechs also have tether
points where crew-mates can connect themselves to be carried to and from a labor site, and where loads of parts, salvage,
or ore can be stowed.

Construction and labor mechs provide a substantial Strength bonus (usually +10), which affects Strength (Might) tests.
Full-sized mechs are equivalent to vehicles, with their own Speed, and offer a measure of cover to someone strapped in,
generally enough for a +2 armor bonus. See Vehicles in Combat in CHAPTER 5 for additional useful guidelines for these
types of mechs.

LIFE SUPPORT

Surviving exposure to the void of space for more than a moment requires a spacesuit of some kind, making such life support
equipment essential and common everywhere outside of Earth’s gravity well.

ENVIRONMENT SUITS

The cheapest and most common spacesuit is the hooded environment suit, found by the dozen in emergency lockers on

every ship and station. The thin plastic suits are airtight and have integrated short-duration air bladders with rebreathers,
but provide little radiation shielding and are prone to tearing. Environment suits are designed to help wearers survive in an
area of failing life support long enough for rescue or repair, although in extreme emergencies they have been used for treks
across the surface of Mars and asteroids in the Belt in search of shelter.

VAC SUITS

Heavier vac suits have corrugated joints connecting hardened plastic segments, helmets with thick transparent faceplates,

and connections for separate air-supply units. Despite vac suits’ bulk, regular wearers complain they’re poorly insulated for
use in space. They do have integrated magnetic boots and communications rigs, along with water tanks and food supplies
running to dispensers inside the helmet. They’re also easy to repair, with some vac suits passed down from one generation
to another among Belter mining families.

FORM-FITTING SUITS

More expensive, modern spacesuits are as light as the riot gear worn by law enforcement and just as tough, with heating

and cooling systems sewn into a body sleeve worn beneath the impact-resistant segments of the outer shell. Also in the
inner sleeve is a sensor network that provides data for a medical data feed shown on a HUD inside the helmet, as well as to
other members of the wearer’s team. The suit gathers information from environmental sensors in the outer shell to monitor
temperature, radiation, and local atmospheric conditions, projected on the HUD alongside overlays of technical specs for a
ship’s maintenance crew, or geological survey data for a scientific scouting team. Display of this data along with other suit
systems is manipulated via chin controls, as well as blinks and other eye movement. The most expensive suits are custom-
sized and tailored for their wearers.

SUIT ACCESSORIES

Nearly any suit can be customized in lesser ways to meet the needs of the wearer or the task. Exterior spotlights or wrist-

mounted flashlights provide more illumination. For longer missions, additional water or food supplies can be attached in
belt packs, as can an emergency first aid kit packed with drugs like adrenaline or amphetamines to supplement simple
painkiller tabs dispensed in the helmet. Versatile tether ports on a suit’s belt or back can be used to simply secure the

1l
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wearer to a fixed point so they can’t accidentally drift away, or they can be the attachment point for cables providing a
constant feed of suit consumables or a shielded communications line immune to local jamming or radiation interference.
Vac suits have simple thruster-packs for spacewalks, and some Belters even use them to “hop” from one dig to another.
Thrusters are controlled by an on-board computer that calculates trajectories and use of reaction mass, making most
short trips relatively easy and safe.

1001$

Lots of jobs, particularly technical ones, require various tools and characters make use of portable toolkits and in-place
workshops to get their jobs done. Tools are necessary for tests involving the following focuses: Communication (Disguise),
Dexterity (Crafting), and Intelligence (Demolitions, Engineering, Research, or Technology). Without the necessary tools, char-
acters cannot easily perform tasks involving those focuses; it's hard to create a disguise out of nothing and harder still to
repair a reactor or hack a network without the right equipment!

T00L QUALITIES AND FLAWS

Normally, tools simply enable characters to perform their associated tasks but, like other equipment, good tools may have
certain qualities and poor or makeshift tools may have certain flaws, affecting how useful those tools are. So an engineer

with a Fine and Effective workshop has a better chance of success and creates more effective work, while a spy making do
with a Slow and Shoddy disguise kit takes longer to prepare and has a penalty in terms of carrying out the deception.

(UHAPONS

Although humans have continued to refine tools for killing each other, many of the essential qualities of weapons used in
the system have remained the same for centuries. Although weapons are often regulated in settled or populated areas, out
in the expanse, it is usually wise to have a weapon close at hand.

CLOSE WEAPON DESCRIPTIONS

While many view close combat weapons as archaic, the truth is that sometimes cracking heads up close and personal is

how things get done. Most modern close combat weapons tend to be batons and similar things wielded by security, or
simple knives or shivs used (and often made) by those with nothing else available. The most common close combat weapon
remains the empty hand or closed fist, and characters with the Self-Defense Style and Striking Style talents have some
advantages in unarmed combat (see CHAPTER 3).

LIGHT WEAPONS

Light weapons tend to be quick and easy to wield, lending themselves to a fast and agile fighting style. They include things
like batons or similar short clubs, knives and short or light blades, light staff weapons (like the bo staff), knuckle-dusters like

brass knuckles, and so forth. Light weapons can add either the wielder’s Dexterity or Strength score as a modifier to damage,
depending on how they’re wielded.

HEAVY WEAPONS

Heavy weapons rely much more on strength to wield, ranging from a sledgehammer or other heavy tool to literally “getting
medieval” on an opponent with a heavy sword, axe, or similar weapon. Heavy weapons do more damage, but are limited to

adding the wielder’s Strength score as a damage bonus, since finesse is not a part of their style.

MAKESHIFT WEAPONS

Characters sometimes use objects not intended or designed for combat as makeshift weapons, ranging from a piece of

construction rebar to a tool case or a heavy mug from a galley. When a character uses a makeshift weapon, the GM may
apply one or more of the following flaws: Fragile, Ineffective, or Poor. See Item Qualities and Flaws earlier in this chapter
for details.
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STUNNING WEAPONS

Some weapons are designed specifically to incapacitate without wounding their targets, particularly useful for security

personnel or even civilians, as stunning weapons tend to be permitted for personal defense more than lethal weaponry.
They include things like stun-guns and tasers, which use charges of electricity, or close range chemical weapons like mace
or pepper spray.

As a general guideline, a stunning weapon does penetrating damage (see Penetrating Damage in CHAPTER 5) but inflicts
one die less damage than a comparable lethal weapon, so tasers do 1d6 damage versus a pistol’s 2d6, for example. A target
taken out by the damage from a stunning weapon cannot have the dying condition applied to them, since such weapons
aren’t lethal. See Taken Out under Applying Damage in CHAPTER 5 for more.

RANGED WEAPON DESCRIPTIONS

Various forms of slug-throwers, using chemical propellants to fire projectiles, remain the standard ranged
weapons. Although guns in The Expanse can use caseless ammo with its own accelerant to be fired in a
vacuum, modern composite materials, and on-board chips for systems management, a gun is still a gun.

RANGED WEAPON QUALITIES

In addition to the regular qualities listed for equipment under Item Qualities and Flaws,
ranged weapons can

have the following:

RNCIISNeClY The weapon’s rounds reduce the Toughness bonus

of worn armor by —2 in terms of reducing their damage. Unfortunately,
armor-piercing rounds also have the ability to punch through vacuum-
sealed bulkheads, so a missed attack with one on a spaceship or station
near an outside wall may cause a hull breach. Roll 1d6; on a roll of 1 or 2,
a breach occurs and the air begins rushing out of the compartment. See
the THREATS chapter for details on suffocation hazards.

e EUlelyY The weapon reloads and fires auto-

matically so long as its trigger is depressed. This
makes the weapon capable of performing stunts
with the (Automatic) quality on the Gun Stunts table
in CHAPTER 5.

CICINGY The weapon carries a substantial

amount of ammunition. Ignore the first roll indicating
the weapon has run out of ammo (see Weapon
Capacity, following).

HONI N CISP The weapon’s effective ranges

are doubled. See Range under Making Attacks
in CHAPTER 5 for details.

SPREADING The weapon fires a

spreading cone of pellets, shot, or
similar small ammunition, like a
shotgun. It does one die less damage,
but can hit all targets within a roughly
30-degree angle in front of the
shooter.

4
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The weapon fires rounds that glow, leaving visible trails (tracers) behind. A tracer weapon allows the user to
take the Aim action as a free action so long as the weapon was fired on the previous round (see Aim under Minor
Actions in CHAPTER 5).

A tranquilizer or trang weapon fires a hypodermic dart preloaded with a dose of a drug, usually a
powerful tranquilizer to knock out its target. The dart won’t penetrate any armor, but if it hits an unarmored target, the
character must make a TN 13 Constitution (Tolerance) test or become unconscious. A successful test means the char-
acter is only fatigued.

PISTOLS

Pistols are single-grip ranged weapons, usually semi-automatic slug-throwers. Cheap, second-hand, or makeshift pistols of
the sort commonly traded on the black market usually have various flaws like Ineffective, Poor, Shoddy, or Unreliable, while
higher-quality—usually security or military-grade—pistols have qualities like Durable, Effective, Fine, or Impressive.

Most slug-throwers in The Expanse fire ammo designed to flatten against rigid targets to prevent possible hull breaches
on board ships and stations.

A taser is a stunning pistol (see Stunning Weapons, previously) that fires a pair of darts that carry a powerful
electrical charge that inflicts penetrating damage, but can only incapacitate the target.

RIFLES

Rifles are double-grip ranged weapons, usually semi-automatic slug-throwers like pistols, with similar qualities and flaws
for high- and low-end models. Shotguns have the Spreading quality. Military-grade rifles may also have the Automatic
quality, while sniper rifles have a Long Range quality that doubles their effective range.
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Characters can throw a variety of weapons, including many WEAPON DAMAGE COST
light close combat weapons such as knives, heavy close Light Close 1d6 + Str or Dex 6
combat weapons designed to be thrown like spears, and light Heavy Close 246 + Str 7
weapons designed strictly for throwing like Japanese shuriken.

Most thrown weapons in The Expanse tend to be makeshift Pistol 2d6 + Per 10
weapons, using whatever is at hand and not fastened down Rifle 3d6 + Per 12
(see Makeshift Weapons, previously) but some characters do Grenade 3d6 (2 meter radius) 15

still carry and use throwing weapons.

WEAPON CAPACITY

Guns have limited amounts of ammunition and are subject to mechanical problems like jamming. In game play, rather than

having to track every round fired, you can use the following guideline to handle things like misfires, jams, and running out
of ammo.

When an attack with a gun misses and the number on the Drama Die is a 6, then the weapon has jammed or run out of
ammo. Reloading the gun or clearing the problem takes a minor action. The Rapid Reload stunt can reduce this time, as can
some talents.

The GM can also have a gun jam or run out of ammo as a minor effect of the Churn and additionally say the weapon
cannot be cleared or reloaded (because the character has no more ammo) as a major effect. See The Churn in the GAME
MASTERING chapter for additional details.

GRENADES AND EXPLOSIVES

Unlike attacks with ranged weapons that must be aimed, you don’t need to
score a direct hit on a target with a grenade or other explosive device, just

get close enough to catch them in the blast. “The mechanic had laid out two suits of their Martian-
GRENADES made light combat armor, a number of rifles and .
shotguns, and stacks of ammunition and explosives.

Grenades are thrown weapons with a range of 10 + Strength meters. Use “Wha‘t,”'HoIden s_aid, “is all thlS?_"
the Ready action to have the grenade in your hand, and then you can “You said to gear up for the drop.”
take a Ranged Attack action to throw it. Grenade launchers load and fire “| meant, er, underwear and toothbrushes.”
grenades automatically with the range of a rifle and don’t require a Ready : :
action, but they’re subject to running out of grenades or jamming, as : —Cibola Burn
described under Weapon Capacity.

A grenade attack is a TN 11 Accuracy (Thrown) test, modified for difficult
throws at the GM’s discretion. Success means the grenade lands and deto-
nates where you intended, but failure means the grenade lands up to 1d6 meters away in a direction of the GM’s choosing,

and then explodes. Grenades affect everything and everyone within 5 meters of the explosion, dealing damage and any
additional effects.

You can use action stunts with grenade attacks. Each stunt can affect only one target, but you need not assign all stunts
to the same target. If you catch two foes in the blast of a grenade and generate 4 SP, for example, you could use Overcome
Toughness on one foe and Knock Prone on the other.

EXPLOSIVES

Handling other types of explosives like demolition or breaching charges is generally an Intelligence (Demolitions) test,

with the difficulty based on the task being performed and the Drama Die result determining the effectiveness of the
outcome. So setting a charge to blow through a bulkhead door might require a TN 11 test, for example, with a 6 on the
Drama Die meaning a perfect execution while a 1 means the door is just barely breached and might need an extra round
to push open.

£}
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ARMOR TYPE ARMOR ARMOR COST
PENALTY

When expecting combat, characters may make use of protective armor, although
wearing armor also sends a signal that you are expecting a fight. While padding
or light armor may escape notice, especially in the rough-and-tumble places of the
Belt, medium and heavy armor tend to be restricted to military, police, and security

BONUS

Padding # 0 8 personnel on-duty and, even then, to personnel who are prepared for a fight. Waltzing
Light armor +2 -1 12 onto the docks of a station in full armor is sure to get station security wondering what
Medium armor +4 =2 14 kind of trouble you are expecting—or looking for.
Heavy armor +6 -3 16
Power armor +12 0 * ARM"R nES[HIP‘"nNS
SLUEERNNGE CEAENCEIERILL SloEs Armor in The Expanse has two traits: its armor bonus, which is an increase in the wear-
Riot shield +2 13 er's Toughness, and an armor penalty, which represents the armor’s bulk and restric-
Ballistic shield +3 14 tion and applies as a penalty to a character’s Dexterity-based tests and Speed. The

Armor table lists all this, and also lists the usual Income target number to purchase that
type of armor. Note that most armor above ballistic cloth may be restricted to military
and licensed security personnel and thus only available on the black market to anyone lacking membership in those groups.
Medium and heavy armor (to say nothing of power armor) can draw unwanted attention, especially in heavily populated areas.

ARMOR QUALITIES & FLAWS

Qualities particular to armor in The Expanse include Effective (increased armor bonus), Impressive, and Light (reduced armor
penalty). Common armor flaws include Heavy, Poor, and Shoddy, reducing the armor’s overall effectiveness.

* Not available for purchase

sensor net capable of injecting the wearer with painkillers,

PADDING
amphetamines, or anti-nausea medications as needed. On

This is any kind of heavy or thick material a character wears top of that goes a pressure-rated environment suit infused

16

that can serve as armor, such as heavy leather or similar
artificial material. An ordinary vac suit provides padding
as well. Lacking the benefits of engineered anti-ballistic or
impact-absorbing materials, padding tends to be fairly bulky
and obvious, and of only limited benefit.

LIGHT ARMOR

Light body armor is made from modern anti-ballistic mate-
rials intended to stop bullets and other weapons from pene-
trating to minimize damage. It is similar in weight to a light
jacket or lined jumpsuit, and thus fairly easy to wear without
drawing a great deal of notice.

MEDIUM ARMOR

Bullet-resistant chest- and thigh-plates strapped over light
armor and a helmet with a reinforced face plate provide
medium armor, usually limited to security forces expecting
a riot or on a raid where they expect violent resistance, or
military personnel on security detail.

HEAVY ARMOR

Heavy armor used by soldiers and security forces for combat
duty is a layered affair of a body sheath of multiple layers of
anti-ballistic material, impact gel, and an integrated medical

with self-sealing gel to close any knife or bullet punctures
and maintain atmosphere. Finally, they add strap-on armor
plating. Helmets have a built-in communications network,
and officers can be equipped with a command terminal,
letting their HUD show medical readouts from members of
their squad as well as maps and other tactical overlays.

SHIELDS

Shields are essentially hand-held cover against attacks,
providing the user with a bonus to Defense, rather than an
armor rating. Any attack that misses the character due to
the Defense bonus can be assumed to have glanced off
the shield.

A small body shield, usually made of an

anti-ballistic and impact-resistant polymer. Riot shields
are commonly transparent, so as not to obstruct the
user’s field of vision.

SINREEIeE IRl A larger and heavier shield suffi-

cient to crouch behind for cover, typically with a trans-
parent viewing slit made of riot shield material. Ballistic
shields are intended for cover in heavier fire, particu-
larly for security needing to remain in place rather than
seek cover elsewhere.
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POWER ARMOR

One of the most fearsome sights on the battlefield is military power armor, like the Goliath suits worn by Martian Marines.
Two and a half meters tall and weighing 400 kilograms even before a soldier climbs inside, power armor provides both a
formidable offense and defense. Half armor and half spacesuit, the armor has radiation shielding sufficient to let soldiers
walk through a nuclear bomb crater minutes after the blast. The armor’s titanium and ceramic-composite exterior shielding
is typically painted with camouflage patterns appropriate to the assignment, and enemies are often surprised just how well
an enormous soldier in power armor can blend into the environment when they stand still.

The armor’s hydraulics system magnifies the wearer’s strength, much like a mech rig, and carries most of the weight of
the suit, allowing soldiers in power armor to undertake marathon hikes and move surprisingly fast. They also enable the
armor to carry heavy weaponry, typically a rotary machine gun and sometimes a grenade launcher or micro-missile pack.
Sensor packages feed data to the wearer on the helmet’s HUD, allowing them to identify and track infrared targeting lasers
used by opponents’ weapons, and even visually parse those weapons using the suit’s camera feeds to match them against
an internal database. Those same cameras monitor in all directions, sending feeds back to squad officers and their mili-
tary command center, which can monitor the life signs of both the
soldiers and opponents who have been detected and attacked.

Despite all these capabilities, power armor is still designed
for maneuverability in tight spaces, enabling infantry to move in
microgravity and storm their way through the narrow confines of
ships. Less so is a newer addition to the Martian arsenal: 4-meter
tall, 9-ton combat mechs, walking tanks carrying rail guns and
missiles adapted from ship weapon systems. They are strictly
ground-assault troops, and there are few installations or oppo-
nents able to stand against them for long.

In The Expanse game terms, power armor grants the wearer
the following:

LNV +12 armor bonus with no armor penalty, so long as
the armor is operational.

+10 effective bonus to Strength

and Strength (Might) tests.

(Jel=l RSN POESISNIY +2 bonus to Speed and +4 bonus

to Constitution (Endurance) tests.

WIZNHCININEY An integral rifle doing 3d6 + Perception
damage and capable of performing automatic weapon gun
stunts. May also have grenade or missile systems doing 3d6
damage in a 5 meter radius.

(2WVIOIVEWACIHNGVACISY +2 bonus to Dexterity (Stealth)

tests compatible with the unit’s camouflage.

EISNEIOLSRY +2 bonus to Perception tests where the armor’s
sensor package applies.

AIFSSIVILLCOINIY All of the benefits of a vac suit (see Vac Suits

under Life Support, previously).

If power armor loses power, it becomes massive deadweight,
effectively leaving the wearer restrained and unable to use any of
the armor’s systems.

Power armor requires regular maintenance activities during inter-
ludes to remain in full working order (see Interludes in CHAPTER 5).
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ITEM COST
ARMOR
Padding 8
Light Armor 12
Medium Armor 14
Heavy Armor 16
Hand Terminal 8
Heads-up Display 10
Virtual Display 12
Small Drone 14
Shoulder Mech 15
Construction Mech 16
Impoverished 8
Basic 1
Middle Class 13
Affluent 16
Wealthy 19
Rich 21
Very Rich 24
Environment Suit 9
Vac Suit 1
Form-fitting Suit 13
Medications 1
Medical Treatment 13*

Limb or organ replacement  15**

Tool Kit 8
Workshop 10
Close Light Weapon 6
Close Heavy Weapon 7
Throwing Weapon 6
(set of 4-6)
Pistol 10
Rifle 12
Grenade 15

*No income test needed if the character’s
income is in the lifestyle’s bracket.
**These costs may be up to 3—4 more for
advanced treatments.

_ [NCOME AN LFESIYRE

As detailed in CHAPTER 2, Expanse characters have an Income rating measuring their overall finan-
cial resources and buying power. In the System, most financial transactions are handled elec-
tronically, and most credits—the standard of currency—are recorded and stored online as well. Of
course, there are still instances where forms of “hard” currency are in use, such as bearer bonds,
bank notes, or corporate script. Some of a character’s assets may also be tied up in property

or trade goods of various sorts. Different governments, and even corporations, issue their own
currency as well and exchange rates are set by various market factors. Barter is also still in use on
the fringes of civilization. Among other things, barter, trade, and hard currency do not leave data
trails and transaction records, which is important to some individuals.

Generally, the ins and outs of various means of exchange in The Expanse are background color,
to be used by the players and the GM to liven up descriptions and perhaps explain things like
momentary “shortages” when an Income check fails, or prices unexpectedly climb. The GM can
also use these elements as key parts of a story, such as tracking down transactions made entirely
in hard currency, a sudden surge in counterfeit currency on a station or settlement, bargains struck
in currencies other than standard credits, or the crew’s reward turning out to be corporate script or
some other asset rather than a direct credit deposit to their accounts. How do they convert their
newfound resources into easily spendable credit without losing too much of its value? You can use
the Selling Things guidelines in CHAPTER 2 for these situations.

LIFESTYLE

A character’s Income ensures a certain lifestyle, the ability to live at a particular level of accom-
modation, diet, entertainment, and common “household” possessions and comforts. Lifestyle is
largely determined by Income score, as given in CHAPTER 2 and described here.

IMPOVERISHED (INCOME —2 TO 0)

The character’s circumstances are fairly difficult, involving cramped, often makeshift living arrange-
ments and scavenging for even necessities like food and clean water. Spending on anything else is
pretty much out of the question, although some people at this level find ways to acquire drugs or
alcohol to numb their situation. If a character spends more than a month in this lifestyle, the GM may
impose an ongoing fatigued condition—and the inability to recover from it—to reflect the rigors of it.

BASIC (INCOME 1TO 2)

This is the subsistence level of much of Earth’s population, consisting of a small apartment or the
equivalent for housing, essential nutrition provided by bulk foodstuffs that don’t vary much in quality
or flavor, and access to online entertainment and information channels and a steady, if not lavish,
supply of legal recreational drugs. Clothing is pre-fabricated and as utilitarian as everything else.
Getting around is limited to public transportation and personal possessions are few and far between.

MIDDLE CLASS (INCOME 3 TO 5)

A modest lift out of the doldrums of Basic to an Income level where some personalization of one’s
lifestyle is possible. This includes slightly better or larger living quarters, maybe in a better area
of the character’s choice, a greater variety of food with the possibility of occasionally patronizing
restaurants, and some personal possessions of significance. Owning a vehicle outside of one
required for work is still relatively rare.

AFFLUENT (INCOME 6 TO 8)

A noticeable amount of creature comforts, what people at the Impoverished or Basic levels think
of as luxury, including possibly owning a house or some land or the equivalent in a dome or station
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off-Earth, a varied diet including a number of fresh foods, and little, if any, concern over small day-to-day purchases. The
character can afford to enjoy regular entertainment, from nights-out to catered nights-in; albeit not every night, but easily a
few times a month, maybe with the occasional trip or vacation in there.

WEALTHY (INCOME 9 TO 10)

Most of the expenses that concern Middle Class and lower people don’t worry the Wealthy at all. They have sufficient
Income or expense accounts to largely live where they want, to eat what they want when they want it, and to enjoy most of
what the world has to offer. At this level, a personal vehicle of some kind is common, and Wealthy characters may even have
multiple homes, or one fairly lavish one.

RICH (INCOME 11 TO 13)

The truly Rich concern themselves with very little, except the opinions and goodwill of their peers (if that). This Income
ensures personal quarters that would accommodate multiple families on Basic, and luxuries they could not afford with more
than a year’s Income. The Rich have all of the benefits of the Wealthy and then some, including perhaps some significant
quasi-legal ones.

VERY RICH (INCOME 14 OR GREATER)

It’s difficult for lower-Income characters to entirely conceive of this lifestyle, which often throws away and recycles more than
the lower level lifestyles have. Characters living the Very Rich lifestyle live in mansions or even palaces (or their equivalent),
usually with a staff of personnel to attend to their needs. They move freely using personal vehicles, including their own
orbital lifters and spacecraft.

MAINTENANCE

Of course, for most characters, Income is not self-maintaining. It requires a regular amount of work in order to maintain an

Income, and often a great deal of work to improve it by any significant amount. Even the Wealthy must usually devote some
time to the management of their various assets, overseeing (if not directly running) their business interests, keeping up
important connections, and so forth.

LIVING ABOVE YOUR MEANS

Generally, characters who maintain their Income can live at its lifestyle level indefinitely without any need for a test so long as

they put in the work, barring some misfortune. Still, there are those occasions when a character wants or needs something
that’s routinely beyond their reach, either a specific purchase or just an opportunity to enjoy a taste of the good life (or, at
least, a better life). When characters look to live above their means, use the following guidelines.

The character makes an Income check with a difficulty of the minimum Income for the increase lifestyle +9. So, for
example, a character wanting to gain a benefit of the Affluent lifestyle would test Income against TN 15 (9 + the
minimum Income for Affluent).

This success depletes the character’s Income, as described under Depleting Income in CHAPTER 2. Thus, living
above their means for any length of time will rapidly decrease a character’s Income.

If the test succeeds, the character gains the benefit of that lifestyle, whether it is a lavish party, a personal item
(ranging from a piece of jewelry or clothing to personal electronics or a household item), or a temporary improvement
in living conditions.

Since living above your means depletes your Income, it may mean the character’s lifestyle for the following month drops.
For example, if Income is depleted from 6 to 5, the character drops from the Affluent to Middle Class lifestyle. This may mean
some belt-tightening until the character’s Income recovers. If the character wants to maintain the higher lifestyle, then that’s
another Income test, which further depletes Income, leading to a potentially rapid decline.

At the GM’s discretion, a short-term windfall (see the REWARDS chapter) may temporarily grant the benefits of living at
a higher lifestyle until the windfall is depleted and the character returns to the regular lifestyle level determined by their
Income.

1
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FO0D

Food is a constant human need and complex biologicals originate only on Earth, although humanity has adapted. The
simplest foodstuffs are wheat pastes mixed with honey or spices for flavor and dried fruit for texture. These are familiar
to anyone who has tongued them out of a helmet-tube while working in an environment
; . suit, but also available to those looking for nothing more than the simplest of fuels for
Now that the OPA ran Ceres, there were their body. Equally infamous is the Martian Navy’s “slop,” a heated high-protein, high-
also other options. Dhej__et and‘egg curry, carb food mix. Textured proteins derived from soy and mushrooms take all kinds of
. ,. : forms from fake eggs to fake cheese and fake bacon to fake steak. Belters are used
COW_Stwe noodle bOWl-’ re-d kibble. The foods to different kinds of “kibble,” protein pellets or crumbles with seasonings and flavor
of her childhood. Belter foods. . sauces, or versions of noodle bowls or similar food.

—Nemesis Games

.

Better food is available, but its price scales with its quality. Vat-grown meat is said to
be as good as the real thing—though few truly believe it. Microgravity fish farms produce
shrimp, salmon, and other seafood well suited for microgravity. Hydroponic rigs are

common, from family-scale up to the industrial, but fresh strawberries still command a fair
price. Mushrooms and myco-proteins are a staple, easily grown and fertilized with organic waste. Among the rarest of foods
is real cheese, worth more per ounce than precious metals out in the Belt, leading to a thriving black market.

DRINKS

Beverages vary just as much as food, both in type and quality. A common late-night argument is whether or not it’s truly
safe to drink ice-melt straight from Saturn, but the debate doesn’t keep Belter miners from doing it when needed. Others
prefer the water after it’'s been run through their particular local set of filters. Those who claim a particularly refined sense

of taste seek out pricy water with clarity and taste improved through lengthy filtration and remineralization, using tweaked
versions of the same systems used to provide precise water-mineral balance to high-end
; : hydroponics.

“Right,” Holden said. “No coffee. This is a Even if they are indifferent about water, everybody has their preferences when it

comes to liquor. Nearly every ship and station where the rules allow (and most where
they can be bent) has stills and distilleries turning out a wide variety of beer and wine
—Cibola Burn from cheap and terrible to surprisingly good. Drinks like fungal-culture whiskey started

terrible,.terrible planet.”

as desperate experiments and exploded into full-grown industries, and tweaks to

recipes for pseudotequila and cheap Belter scotch are regularly traded while passing
bottles of the end product.

HOUSING

A “hole” on Mars. A “cabin” on an ice freighter headed toward Saturn. A “common” on a mining family’s ship out past
Anderson Station. There are an infinite variety of places space-going humanity calls home, but they have much in common.

SPACE

First and foremost, every cubic meter of space humans make into a home has to be claimed from a hostile environment
and then defended from it. On a planet like Mars or a planetoid like Ceres, these spaces are mined out from solid rock and
their walls sealed with a coating of plastic, tunnels off of tunnels in the warrens making up those habitats. On ships the walls
are metal, often with the ship’s water tanks just beyond providing the radiation shielding that rock does planetside. Both
rock and metal walls seal in a critical bubble of air. Of course, as the saying goes, “The only place air’s free is Earth.” Simple
greenery like snake plants and devil’s ivy are common in many homes, staples of first-generation air recycling schemes now
kept as good luck charms by those hoping for the most efficient use of expensive air consumed by the home.

AMENITIES

Once claimed, a space can be made into a home. Full-spectrum LEDs provide any level of illumination from candlelight to

sunlight, and can be programmed to a custom cycle of day, night, and mood lighting. Most standard designs have a tiny
shower, toilet, and half-sink crammed into a tight corner, not only for space efficiency but to make it easier for water vapor to
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be reclaimed from the air, and allowing the remaining volume to be divided up however the inhabitant desires. Sometimes
utility channels allow wiring and ductwork to be hidden beyond the walls, but just as often it is attached to and painted the
same color as the ceiling. For a touch of comfort or luxury, rock or metal surfaces can be given a veneer of wood-textured
laminate or even a thin layer of real wood; lodge-pole pine has proven the most robust variety for growth in low gravity.
Shipboard, when multiple travelers or crew share quarters, each still tends to have their own pressed-metal footlocker, with
its edges magnetized to keep it stuck to deck plating during maneuvers or wall plating so it can act as a hanging cabinet.
When space is particularly tight, even planetside, home furnishings take a cue from spaceships and are designed to fold
against the walls. A home terminal linked to the inhabitants’ hand terminals and local memory partitions is standard. Some
homes have screen walls, large high-resolution film displays covering entire walls that can mirror local data from terminals,
show programming from a variety of feeds, or act as “windows” linked to cameras across the solar system. Real windows
are follies on ships and stations, needless weak points and risks.

RECYCLING

Personal possessions tend to be useful or particularly valued by the inhabitants. Not every home has its own fabricator,
sending the inhabitants to nearby shops or stores for their needs, but every home has a recycler, to ensure as little raw
matter as possible goes to waste. A separate capture and disposal system takes care of organic waste, shunting it into its

own processing system. Despite sparse possessions and quick disposal of unwanted material, the end appearance is not a
spartan home but one that is simple and clean. Off Earth, it takes wealth, effort, or both to live in cluttered squalor.

MEDICINE

Most medical tech is covered under the Recovering interlude (see Interludes in CHAPTER 5) and the care of a physician or
auto-doc. At the GM’s discretion, a character who has ongoing
medical needs like blood screenings, anti-cancer meds, or

other regular treatments may have a +1 or +2 increase in the
Income requirement for their lifestyle to reflect the additional
expense. A one-time medical expense like the replacement
of a limb or organ is generally Income TN 15 to 18 or more
depending on the quality of the replacement, from a relatively
inexpensive prosthetic to a new cloned limb.

When it comes to modern medicine, the question largely
isn’t whether miracles are possible, but if they’re available and
affordable. The need to maintain the body during long periods
living in microgravity and surviving bursts of high accelera-
tion has led to revolutions in the understanding of biology
and physiology. Generations of biochemists working in micro-
gravity have produced pharmaceuticals undreamed of before
humanity left Earth, and the greatest accidental genetics
experiment of all time—the rise of Belters through the influ-
ence of their environment—has given geneticists more data
than even their expert systems can process. If necessity is
the mother of invention, humanity’s settlement of space has
placed a whole new set of demands on medical science, which
has invented the means to meet them.

PHARMACEUTICALS

Everyone who lives and travels in space is familiar with stan-

dard medical supplements issued to encourage bone growth
and density, descendants of the same drugs that once allowed
short duration visits to orbit, but now enable humans to travel
and live indefinitely in deep space. Similar improvements led
to topical coagulation boosters which quickly staunch the flow
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of blood from a wound, critical for fighting blood loss in microgravity, and a variety of autophagic drugs helping control every-
thing from fatigue to systemic cellular breakdown. Anti-cancer medications are necessary for those who have experienced
significant radiation exposure due to poor shielding.

DRUGS AND CONDITIONS

A primary use of pharmaceuticals is to mitigate and ease various conditions (see Conditions in CHAPTER 1). From amphet-
amine derivatives intended to ward off being fatigued and exhausted to pain-killers to shrug off the effects of being injured
or wounded, and even life-saving drugs to save people from dying, the right pharmaceutical cocktail can alleviate the
effects of a condition, at least temporarily. The problem is that while drugs can treat the symptoms (and the game modifiers),
generally only proper treatment can actually remove the underlying condition. See Recovering in the Interludes section of
CHAPTER 5 for details.

DRUGS AND MAINTENANCE

Some medical conditions require an ongoing regimen of pharmaceuticals (and other treatments), such as anti-cancer medi-
cations, antivirals, blood filtration, and similar treatments. So long as the patient has these treatments, chronic conditions
remain manageable and are often held at bay. This kind of medical maintenance can usually be reflected with a small (+1 or
+2) increase to the Income requirement of the character’s lifestyle, representing the additional cost. The only problem arises
when the character cannot afford the necessary treatment, or misses it for other reasons, such as lack of access. In those
cases, the patient’s condition might change, as the GM imposes conditions reflecting the character’s declining health until
they have the opportunity to partake of Recovering during an interlude.

DRUGS AND BONUSES

Certain drugs may grant a short-term bonus to certain abilities and ability tests. This is usually the equivalent of gaining an
associated ability focus, like Constitution (Stamina), Perception (Empathy or Intuition), or Willpower (Courage). If the character
already has the associated focus, then its bonus increases by +1. The benefits of an enhancement drug usually only last 2d6
minutes or so, and some cause conditions like fatigued as after-effects.

THE JUICE

Perhaps the greatest pharmacological development for space travel is “the juice,” a cocktail of drugs to help travelers
endure the rigors of high-g acceleration. Passengers get a mix of the juice which protects and sedates them during the
journey. The crew, however, gets a version that keeps them hyper-awake and -aware despite any pain or stress, mixing
in focusing pharmaceuticals that push emotions into the background and reduce the mind to pure executive function.

Even on the juice, there tends to be a practical max of 7 to 8 g for prolonged acceleration and short bursts of up to 12 g for
emergency maneuvers. Any more and the risk of medical problems rises precipitously as constant pressure on the body turns
minute physiological flaws into crises, with blood pooling, weak arteries rupturing in aneurysms, hearts going into cardiac arrest,
and lungs and digestive tracts collapsing. Strokes at high-g aren’t uncommon, and acceleration calculations often include what
percentage of the crew and passengers are expected to have cardiac problems given the planned level and duration of accel-
eration. Even with the juice, recent travelers can sometimes be identified from black eyes and other pressure bruising, and the
“acceleration swagger” from deep joint pain as cartilage slowly shifts back to its natural form and function.

As detailed in CHAPTER 6: SPACESHIPS, the juice allows characters to take fatigued and exhausted conditions to mitigate
acceleration damage before having to take injured and wounded conditions. The Cost of the supply of juice is included in
the maintenance and upkeep of a ship.

LIMB AND ORGAN REPLACEMENT

The high number of mining and construction accidents during the settlement of Mars and deep-space harvesting of ore
and ice quickly led to improvements in prosthetics to allow the injured to rejoin the workforce as quickly as possible. The

connections between artificial limbs and the wearer’s nervous system have been refined over the years until the best
modern limbs have force feedback, pressure and temperature sensors, and fine-motor software. While the prosthetics
appear to be the same limbs they replace, few can pass the most casual inspection by touch. Experimental procedures
on Earth, typically limited to the wealthy, use tailored biogel to grow connections between the patient and entirely new
cloned limbs.
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ame play in The Expanse unfolds in a series of encounters and interludes. Think of these like the chapters or scenes of

a novel. Encounters are further broken down into three types: action, exploration, and social, depending on the focus

of the encounter. This chapter looks at the three types of encounters and how they play out using the basic rules given

in CHAPTER 1, along with the interludes placed in between encounters, giving the characters some down time and the
opportunity to pursue their own goals, or to simply recover from their last few encounters!

ACTION ENCOUNTERS

When things get tense and it matters who does what, when, and in which order, action time begins. Action time is most
commonly used to handle combat, but has other uses as well. Anything that would be considered an action scene in a movie
can be handled as an action encounter.

INITIATIVE

While narrative time is loose, action time is more tightly defined. Once it begins, the GM tracks time in 15-second increments
called rounds (so there are 4 rounds in a minute). During each round, every individual in the encounter gets an opportunity
to do something (called their turn) during which they can take a certain number of actions (see Taking Actions, following).
Once everyone has taken their turn, the round ends, and a new round begins.

When action time begins, the following procedure takes effect.

The GM tells the players, “Roll for initiative.” Action time is now in effect.

Each player makes an initiative roll for their respective characters. This is a Dexterity (Initiative) test, essentially a “who

goes first?” opposed test. The GM rolls initiative for each major NPC and each group of minor NPCs (major NPCs act

individually, while minor NPCs generally act together in groups). Note that initiative rolls do not generate SP, even
when the dice score doubles.

8
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The GM compares the test results of all the characters and arranges them in a list from highest to lowest. This is the
order in which characters take their turns for each round of the combat. If there’s a tie, whoever rolled higher on the
Drama Die wins. If it’s still a tie, whoever has the higher Dexterity score wins. The GM also determines if anyone
involved in the conflict is surprised, as detailed in the GAME MASTERING chapter.

The character at the top of the initiative list takes a turn. On their turn, a character can take a major action and a minor
action, or two minor actions. Once these actions are resolved, the character’s turn is over. Surprised characters do
not act on the first round of combat.

The next character on the initiative list takes a turn.

Repeat step 5 until every character has taken a turn.

Once every character has taken a turn, the round ends and a new one begins. Continue steps 4—7 each round. Initia-
tive does not need to be rolled each round. The order remains set for the duration of the encounter. If new characters
join the encounter, they roll initiative at the start of the round in which they appear, and get added to the initiative list.
Some stunts can change characters’ placement in the initiative order as well.

a When the encounter is finished, the GM declares action time is over. Narrative time resumes.

Amos and Holden, accompanied by Dr. Praxidike Meng and some Pinkwater mercenaries, face off against a dozen
armed people in an isolated room on Ganymede. Amos hits one of them in the ribs with the butt of his rifle, knocking him
down. Desperate to find his daughter, Dr. Meng cocks his pistol, and then everyone in the room goes for their weapon. “Roll for initiative,”
the GM tells the players. They report initiative test results of 15 for Amos, 13 for Holden, and 9 for Prax. The GM also rolls for the Pinkwater
crew and the characters’ opponents, since they are both NPCs, getting test results of 12 for the Pinkwater mercs and 10 for the opposition.
So the initiative order for this encounter is: Amos (15), Holden (13), Pinkwater (12), the opposition (10), and Meng (9).

TAKING ACTIONS

When it’s your turn during a round, you tell the GM what you want your character to do. On your turn, you may take a major
action and a minor action. You can take your actions in any order, and can take fewer actions if you like. You may also replace
your major action with a second minor action, if you want.

MAIOR ACTIONS

A major action requires a focused effort, often affecting something or someone else, and requiring an ability test. Taking
a swing at an opponent, trying to override a lock in the midst of a firefight, and providing first aid to a wounded ally are all
examples of major actions.

MINOR ACTIONS

A minor action is not as involved as a major action, but still represents a deliberate effort on the character’s part and usually
works automatically with no test involved. Things like running toward a new position, fetching an item from a container, or
reloading a gun are all examples of minor actions.

FREE ACTIONS

A free action takes a negligible amount of time, and doesn’t count toward your usual limitation on actions. The rules note
when something is a free action. The GM can restrict the number of free actions you can take, if it wouldn’t be realistic for
you to perform them all on your turn. You can talk as a free action, for example, but since a round is only 15 seconds long,
what you can say in that time is limited.

ACTION LISTINGS

A list of the most common major and minor actions follows. If you want to do something else, just say so and the GM can
adjudicate it. The GM may require you to roll an ability test for your character depending on what you are trying to do.
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MAJOR ACTIONS

You attack one adjacent enemy in close combat, throwing the full force of your Strength behind the attack
at the cost of your ability to defend yourself. If your attack hits, you do +1 damage, but whether or not the attack hits, you have
a —1to your Defense until the start of your next turn.

[SP\NCEISY You move up to half your Speed (rounded down) in meters and finish with a close combat attack against an adjacent
enemy. If you moved at least 4 meters in a straight line before reaching your target, you gain a +1 bonus on your attack roll. You
cannot take this action if you are prone (you’d need to use the Move action to stand up first).

You focus on defending yourself. Until the start of your next turn, you gain a +2 bonus to your Defense.
You attack an enemy within 2 meters of you in hand-to-hand combat. See Making Attacks, following.
You fire or throw a ranged weapon at one visible enemy within range. See Making Attacks, following.

You move up to twice your Speed in meters, sacrificing the ability to perform another action so you can move farther.
You cannot take this action if you are prone (you’d need to use the Move action to stand up first).

SISO nstead of trying to damage an opponent, you focus on performing a specific action stunt, like subduing an
enemy with a hold instead of hurting them (a Grapple stunt). Roll an attack test as usual. A successful test awards you 1 SP of
a type appropriate for the attack, but the attack itself inflicts no damage. If you roll doubles, you earn additional SP as normal
and may choose a stunt that damages your opponent, but there is still no damage from the base attack. You can attempt stunt
attacks against objects as well as opponents, though the GM may rule that some stunts do not apply. See Attacking Objects
in this chapter for more information.

MINOR ACTIONS

SNZNISY This action allows you to start using certain abilities or items, such as certain talents or technology.

LW/ You take the measure of your opponent and plan your next strike. If your next action after Aim is a melee or ranged
attack, you gain a +1 bonus on your attack roll.

[CIVENDAVEEY You balance action and defense. Add +1 or +2 (your choice) to your Defense until the end of the round. However,
the same modifier becomes a penalty to all tests you make, even opposed tests, until the end of the round as well (unlike the
Defend action, which lasts until the beginning of your next turn). If you choose this minor action, you must do it before any
major action on your turn, and you cannot Defend on the same turn.

(@)= You move up to your Speed in meters and can combine this with actions like dropping prone, standing up, or climbing
into a vehicle, but each of these types of actions consumes half your Speed (rounded down).

NSNS \When you take this action, you postpone your major action. You declare one major action and your choice to
Prepare it. After you do so, the next person in the initiative order acts, and so on, but at any time until the beginning of your
next turn, you can interrupt another character and take your prepared action immediately. If you don’t use the prepared action
by your next turn, you lose it.

ENSSERILISVVRVE QY You stand ready to pursue an enemly if they fall back or flee. You can take this action after successfully
striking an enemy target with a melee attack (whether you inflict damage or not). After you declare this action, if that foe
moves away from you, you may immediately move up to your Speed in meters in direct pursuit at no additional cost in
actions. This occurs immediately after your foe’s movement, before they can do anything else.

IN\M @ You draw a weapon, pull out a device, or otherwise ready a stowed item. As part of this action, you can put away some-
thing already in hand. You could holster a pistol and pull out a grenade with the same Ready action, for example.

SIL\ DRSNS You stand firm and prepare to resist any effort to move you. Until the start of your next turn, any enemy using
the Skirmish or Knock Prone stunts to move you or knock you to the ground must succeed in an opposed test of their Strength
(Might) against your choice of your own Strength (Might) or Dexterity (Acrobatics). If you win the test, the attempt fails. If the
attacker wins, the attempt proceeds normally. The attacker still spends the stunt points, regardless of whether the attempt to
move you succeeds or fails.
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MAKING ATTACKS

There are two basic types of attack: melee and ranged. Both are handled the same way:

O (OlON SV NVNCIS Pick who or what you you want to attack. To make a melee attack, you must be no more than 2
meters away from your target. To make a ranged attack, you must have a line of sight to your target and be within
range of your target.

VAN PARVIC QHOJINY An attack roll is an ability test based on the type of attack you are making—Fighting for a
melee attack, Accuracy for a ranged attack. This is modified by a focus, if applicable, and any other relevant bonuses
(talents and actions such as aiming, charging, etc.). Your target number is your opponent’s Defense.

DISESNVIINISRISISINSSIVREY |f your test result is equal to or greater than your opponent’s Defense, your attack hits. If it
is less than your target’s Defense, the attack misses. If you miss with a gun attack, check the Drama Die for weapon
capacity; your gun might jam or be out of ammo (see Weapon Capacity, following).

ATTACK ROLL = 306 + FIGHTING (MELEE) OR ACCURACY (RANGED) + FOCUS VS. DEFENSE

It’s Bobbie’s turn. She sees an opponent 4 meters away and uses the charge action to close the distance and attack.
Bobbie’s player makes an attack roll. This is a Fighting (Brawling) test, right up Bobbie’s alley. The roll is a 9, and she
gets +3 for her Fighting ability, +2 because she has the Brawling focus, and another +1 for charging. Her test result for the attack roll
totals 15 (9 + 3 + 2 + 1). This handily beats the target’s 11 Defense, so Bobbie lands a solid hit.

It's all fun and games til someone shoots . Melee attacks occur only in close combat, a distance of about 2 meters, with the
back, Holden thought. : assumption that foes are moving slightly and shifting position; lunging forward to
] : [év/athan'Wakes attack, then ducking and weaving to dodge attacks. Opponents within range for melee

combat are also referred to as adjacent.

Ranged attacks take place over a distance, with each type of weapon having a range,
given on the Weapon Range table. Attacks out to the weapon’s listed

—’M ’I‘ ul] l I ”I“[” _ range are made without a modifier. Attacks beyond that range, out
1 1

to the weapon’s maximum range (150% of range), have a —2 modifier

WEAPON TYPE RANGE MAXIMUM RANGE to the attack roll. Unless you’re using a battle-map and miniatures or
Bow 100 meters 150 meters tokens to mark out distances, the GM determines and describes the
Pistol 50 meters 75 meters range between combatants and determines range modifiers, if any.
Rifle 200 meters 300 meters I]H[ﬂMINlNﬁ BAMAEE

Thrown 10 + Str meters —

_‘1 I "I' V' ”“ Y [‘IH _ Once an attack hits, you determine the attack’s damage, unless you're
! 1181 1l doing something like a stunt attack. You roll dice based on the type of
attack (as shown on the Attack Damage table), modified by your abili-

Unarmed 1d3* + Str ties and the effects of any actions or stunts:

Makeshift 1d6** + Str
, ATTACK DAMAGE = ATTACK TYPE DICE ROLL + ABILITY + MODIFIERS
Light Melee 1d6 + Str or Dex
Heavy Mel 2d6 + Str
cavy Vielee d6 + St Since Bobbie’s landed her blow effectively, it’s time to
Pistol 2d6 + Per calculate her damage. Bobbie has Striking Style, so her
Rifle 3d6 + Per unarmed hits do 1d6 damage, plus her Strength score of 3. Her player
rolls a 4, so that’s 7 points of damage to the target.
Grenade 3d6 (5 meter radius)
“1d6 if you have Striking Style (see CHAPTER 3) For any unusual weapons that may come up, the GM should deter-
“"Makeshift weapons have certain drawbacks (see Makeshift Weapons). mine their damage and the ability modifier (if any) that applies to it, and
Some may inflict greater damage, or use a different ability score X .
for damage, at the GM's discretion. whether or not the attack counts as using a makeshift weapon.
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MAKESHIFT WEAPONS

Characters sometimes use objects not intended or designed for combat as makeshift weapons, ranging from a piece of
construction rebar to a tool case or a heavy mug from a galley. When a character uses a makeshift weapon, the GM may
apply one or more of the following drawbacks:

(GMVI/SYal The weapon is awkward to wield, imposing a —1 or —2 penalty to attack tests.

CIIN= The weapon wasn’t made to take much punishment. When an attack with it misses and the Drama Die is 3
or less, the object breaks and becomes useless as a weapon.

WEAK The object can’t inflict damage as easily as a proper weapon, imposing a —1 or —2 penalty to damage rolls, with
a minimum damage roll of 1.

STUNNING WEAPONS

Some weapons are designed specifically to incapacitate without wounding their

“I'm not asking you to sleep with him.”
“Good, because | don’t use sex as a weapon,”

weapons tend to be permitted for personal defense more than lethal weaponry. Bobbie said. “l use Weapons as weapons.”
They include things like stun-guns and tasers, which use charges of electricity, or :
some short range chemical weapons like mace or pepper spray.

targets, particularly useful for security personnel or even civilians, as stunning

—Caliban’s War

As a general guideline, a stunning weapon does penetrating damage (see
Penetrating Damage, following) but inflicts one die less damage than a comparable
lethal weapon, so tasers do 1d6 damage versus a pistol’s 2d6, for example. A target taken out by the damage from a stun-
ning weapon cannot have the dying condition applied to them, since such weapons aren’t lethal. See Taken Out under
Applying Damage for more.
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APPLYING DAMAGE

Once you’ve determined the attack’s damage, figure out what effect it has on the target:
a Subtract the target’s Toughness—including armor, if any—from the damage.

a Spend Fortune to eliminate some or all of the remaining damage.

o Take an injured or wounded condition to account for the remaining damage.

a If any damage remains, the target is taken out.

TOUGHNESS

First, subtract the target’s Toughness from the damage. For most characters, their Toughness is equal to their Constitution
score, which can be 0, but not negative.
Some characters also wear armor, which enhances their Toughness, sometimes quite a lot, such as in the case of military

power armor. Armor has an armor rating, which increases the wearer’'s Toughness, and an armor penalty that decreases
Dexterity and Speed, as shown on the Armor table. See Armor in CHAPTER 4 for details on the kinds of armor commonly
used in The Expanse.

Bobbie’s opponent has Toughness 1from Constitution and is wearing 1 point of armor for a total Toughness of 2. That
reduces the damage from her hit from 7 to 5.

I N A

ARMOR TYPE ARMOR BONUS ARMOR PENALTY Some damage is defined as penetrating, meaning it ignores a char-
Padding + 0 acter’s Toughness. This includes some forms of energy and damage
that affects a target internally or is applied with such precision that it
. + B
Light body armor 2 ! bypasses the protection afforded by Toughness. If a target is hit with
Medium body armor +4 =2 penetrating damage, ignore Toughness and move on to the next step.
Heavy body armor +6 -3 H]I]IUN[
Power armor +12 0

SHIELD TYPE DEFENSE BONUS While Toughness measures how hard a target is to hurt, Fortune

Riot shield +2 measures how difficult they are to take out due to sheer luck, cunning,
and overall importance to the story. The Expanse is about fictional
heroes and, as we all know, some characters in a story are more
important than others.

Characters can spend points from their Fortune total to eliminate damage on a 1-to-1 basis: 1 FP removing 1 point of

Ballistic shield +3

damage. If the damage is reduced to O, the attack has no effect beyond the merely cosmetic; it might rip the character’s
jacket or muss their hair, perhaps even leave a slight bruise, but nothing more than that. Characters with no Fortune points

don’t have this option; any damage over their Toughness and they either need to take an
injury or wound or be taken out.

@\ [ .
Violence is what p€0p|e do when they run The tough Bobbie hit is a nobody with no Fortune, so he can’t reduce her damage
out Of gOOd ideas. |t’3 attracti\'/e because it’S that way. If he were a more important character with a Fortune of, say, 15 points, he
5 ; could just spend 5 of those points and take no damage from the hit, turning it into a glancing blow.

simple, it’s direct, it's almost always available

as an option. When you can’t think of a-good INJURIES & WOUNDS
rebuttal for your opponent’s argument, you
can always punch them in the face” If Fortune isn’t enough to completely spare a character from damage, then it is going to

.

hurt. The character is either going to be taken out (see the following) or needs to take
an injured or wounded condition to reflect the remaining damage. See Conditions in
CHAPTER 1 for details on injured and wounded.

—Abaddon’s Gate




'EXPANSE

ROLEPLAYING GRAME CHAPTER S: GAME PLAY

If the character accepts an injured condition, the damage is reduced by 1d6. If any damage remains, or the char-
acter is already injured, the character must accept a wounded condition or be taken out. If the character accepts a
wounded condition, the damage is further reduced by 1d6. If any damage remains, the character is taken out. Once
a character has the wounded condition, any damage that gets past Fortune takes them out.

Since the tough is still facing 5 points of damage and doesn’t want to be taken out, he takes the option of an injury
and rolls 1d6, getting a 2. That still leaves 3 points of damage. Ouch! So he decides to take a wound as well and rolls
1d6 again, getting another 2. Unfortunately for the poor tough, that still leaves a point of damage. If he’d rolled a 3 instead, he would
have just avoiding being taken out, albeit still with a wounded condition.

TAKEN 0UT

If damage remains after applying Toughness, Fortune, and taking an injury or a wound, then the target is taken out of the
encounter. The attacker may choose to impose any one condition from the list in CHAPTER 1 that is reasonable for the type
of attack which takes out the target. So, for example, an attacker may choose to take out a target

with a gunshot and leave them dying, wounded, or even just unconscious, if the GM agrees
that’s reasonable and that the shot may have just stunned the target due to armor or the like. “last man standing,” Amos replied
Similarly, a target taken out by a roundhouse punch or kick might be unconscious or even
dying, or merely exhausted. The key point is that the attacker decides on the target’s condition.

with another grin. “It's in my job

description.”
With a point of damage left, the tough is taken out. Bobbie’s player decides he’s uncon- A : S
scious, not dying, although he’s also still wounded. She definitely broke something ——C/bO/G Burn
though, hitting him that hard. If she really needed the tough conscious, Bobbie’s player might have
decided he was only helpless when taken out: defeated, but still able to answer questions.

ROLLING OVER

An Expanse character can also choose to roll over in an
encounter. In essence, the character’'s player chooses to

take that character out of the encounter, much like a taken
out result (previously) except the player chooses the charac-
ter’s condition, subject to the approval of the GM, rather than
leaving their fate up to their opponent. Rolling over is a “live
to fight another day” tactic for when it’s clear a character is
overmatched and doesn’t have much of a chance otherwise.
You can only roll over in an encounter before you are taken
out. Once you begin applying damage from an attack that has
the potential to take you out, it’s too late to roll over.

That tough could have spared himself a beating
and just rolled over to Bobbie, either getting out
of her way, or accepting just being unconscious if the Martian
Marine was in the mood for a beat-down and would accept no
less. At least then he wouldn’t have to recover from being
wounded afterward!

BREATHERS

After an encounter, characters get a breather, a moment to
recoup and catch a short break. When they do so, they regain
1d6 + Constitution + Level in Fortune. Regaining additional

Fortune points or recovering from conditions requires an inter-
lude and possibly the recovering activity. See Interludes later
in this chapter for details.
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DEFENSE AND COVER

You usually don’t have to take any action to avoid attacks. It’s a reflex, and covered by your Defense score. You might take
actions to modify your Defense, however, such as Defend, Guard Up, or a stunt attack that boosts Defense (see Taking
Actions, previously).

TAKING COVER

Taking cover is a special case. The presence of guns often makes it prudent to put something solid between you and an
opponent’s firing arc. You can take cover in two ways. First, you can jump behind cover using the Take Cover stunt as part

of your action. Second, you can move behind cover as part of your movement. You may need to drop prone in order to gain
the most benefit from available cover.

I (| {

RATING ARMOR BONUS RANGED ATTACK PENALTY Cover provides a bonus to your Armor Rating against all
1 2 1 ranged attacks except for those that inflict penetrating
damage, and imposes a penalty to your own ranged

2 3 -2 attacks. Total cover, where you are completely hidden,

3 +4 =3 means you can’t be targeted with ranged attacks but you
Total Can’t be attacked at range Can’t make ranged attacks likewise cannot target ranged attacks at anyone on the

other side of the cover. See the Cover table for details.

In a flophouse on Eros, Amos draws on the woman holding a gun on the crew and a dozen men and women with
automatic weapons burst into the room. Amos throws himself prone after shooting the woman with the taser, giving
ranged attacks against him a —1penalty, while Holden uses his action to drag Naomi behind the check-in desk, giving them total cover
for the moment, as a hail of bullets fills the air. On his next turn, Amos rolls sideways to the desk, improving his cover just in time as
more bullets tear up the floor and wall.

ATTACKING DBJECTS

There are times you might want to shoot out a lock or kick in a door, essentially attacking an object. Attacking an object
during combat is much like attacking a living opponent. You make an attack roll as usual, but instead of Defense, use a TN
based on the object’s size, using the Object Combat Target Numbers table as a guideline.

The GM may increase the TN if the object is moving, and

! Ul
-I] i]] 1' l‘l] \ | ”ﬂ . “1 HH : I \I” \l | H : iL- based on other factors. In addition, if you’re adjacent to the

to your attack roll—after all, it’s easy to hit a standing kiosk

Very large (a truck, a tool shed) / with a baseball bat if you’re standing right in front of it.
Large (a motorized cart, a dumpster) 9 In some cases, an attack roll isn’t appropriate. If the
Human-sized (a bicycle, a kiosk) 1 object would be easy to hit, or what you really want to do
Small (a vehicle tire, a specific window) 13 is to disable or modify it instead of just wrecking it, a basic
Vi I d | : e test might be called for instead. The GM decides which
ery small (@ small drone, a lamppost) approach to use. Finally, note that some stunts bypass the
Diminutive (a wielded handgun, a bicycle tire) 17 rules here; in those cases, use the rules listed for the stunt,

Minuscule (a switch, a door handle) 19 instead of those in this section.

Almost invisible