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Introducing

THE BATTLEBABE

Even in a place as dangerous as Apocalypse
World, battlebabes are, well. They’re the
ones you should walk away from, eyes down,
but you can’t. They’re the ones like the
seductive blue crackling light, y’know? You
mistake looking at them for falling in love,
and you get too close and it’s a zillion
volts and your wings burn off like paper

Dangerous.

WARNING!

This isn’t a whole roleplaying game, just a
character playbook. To play, you’ll need
THE
APOCALYPSE WORLD
MASTER OF CEREMONIES PLAYBOOK
available and more at
www.lumpley.com/apocalypse/
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APOCALYPSE WORLD

PLAYBOOKS
ANGEL - BATTLEBABE
BRAINER - CHOPPER
DRIVER - GUNLUGGER
HARDHOLDER - HOCUS
OPERATOR - SAVVYHEAD
SKINNER

THE
PLAVERS REFBOOK
MASTER OF CEREMONIES
SLAYBOOK

available and more at
www.lumpley.com/apocalypse/
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BARTER

If you’re charging someone wealthy for your
services, 1-barter is the going rate for one
murder executed or one week’s employment as
bodyguard

1-barter will cover a month’s living
expenses, if your tastes aren’t too grand.

As a one-time expenditure, and very subject
to availablilty, 1-barter might count for: a
night in high luxury & company; any weapon,
gear or fashion not valuable or hi-tech;
the material costs of resuscitation by an
angel; repair of a piece of hitech gear by
a savvyhead; a year’s tribute to a warlord;
a month’s maintenance and repairs of a
hi-performance vehicle well-used; bribes,
fees and gifts sufficient to get you into
almost anyone’s presence

For better stuff, you should expect to make
particular arrangements. You can’t just
wander around the commons of some hardhold
with oddments ajangle and expect to find
hi-tech or luxe eternal.

12 - BARTER
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CREATING A BATTLEBABE

To create your battlebabe, choose name, look,
stats, moves, gear, and Hx.

NAME

Snow, Crimson, Shadow, Azure, Midnight,
Scarlet, Violetta, Amber, Rouge, Damson,
Sunset, Emerald, or Ruby.

Raksha, Kickskirt, Kite, Monsoon, Smith,
Beastie, Baaba, Melody, Mar, Tavi, Absinthe,
or Honeytree.

LOOK

Man, woman, ambiguous, or transgressing.

Formal wear, display wear, luxe wear, casual
wear, or showy armor.

Smooth face, sweet face, handsome face, sharp
face, girlish face, boyish face, striking
face.

Calculating eyes, merciless eyes, frosty
eyes, arresting eyes, or indifferent eyes.

Sweet body, slim body, gorgeous body,
muscular body, or angular body.

NAME - LOOK - 1
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HX
Everyone introduces their characters by
name, look and outlook. Take your turn.

List the other characters’ names.

Go around again for Hx. On your turn:
e Tell everyone Hx+1l. You put yourself out
in the public view.

On the others’ turns:

e Choose the character you trust the
least. Whatever number that player tells
you, ignore it; write Hx+3 next to the
character’s name instead.

e Everyone else, write whatever number they
tell you next to their character’s name.

At the end, find the character with the
highest Hx on your sheet. Ask that player
which of your stats is most interesting,
and highlight it. The MC will have you
highlight a second stat too.
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When you go toe to toe with someone to seize
something by force, or to secure your hold on
something, roll+hard. On a 10+, choose 3. On
a 7-9, choose 2:

you take definite hold of it

you suffer Llittle harm

you 1inflict terrible harm

e you impress, dismay or frighten your enemy

When you try to seduce or manipulate someone,
tell them what you want and roll+hot. For
NPCs: on a 10+, they do it. On a 7-9, they ask
you to promise something first, and do it if
you promise. (Whether you keep your promise
is up to you later.) For PCs: on a 10+, both.
On a 7-9, choose 1:

e if they do it, they mark experience

e if they refuse, it’s acting under fire

What they do then is up to them.

When you read a charged situation,
roll+sharp. On a hit, you can ask the MC
questions. Whenever you act on one of the
MC’s answers, take +1. On a 10+, ask 3. On a
7-9, ask 1:

e where’s my best escape route?

e which enemy is most vulnerable to me?

e which enemy is the biggest threat?

e what should I be on the lookout for?

e what’s my enemy’s true position?

e who’s 1in control here?

BASIC MOVES - 3



