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

NAM
E

Dou, Bon, Abe, Boo, T, Kal, Bai, Char, Jav, 
Ruth, Wei, Jay, Nee, Kim, Lan, Di, or Dez.

Doc, Core, Wheels, Buzz, Key, Gabe, Biz, Bish, 
Line, Inch, Grip, or Setter.

LOOK
Man, woman, or concealed.

Utility wear, casual wear plus utility, 
scrounge wear plus utility.

Kind face, strong face, rugged face, haggard 
face, pretty face, or lively face.

Quick eyes, hard eyes, caring eyes, bright 
eyes, laughing eyes, or clear eyes.

Compact body, stout body, spare body, big 
body, rangy body, or sturdy body.
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BARTER
If you’re charging someone wealthy for your 
services, 1-barter is the going rate for: 
one successful resuscitation (plus material 
costs); one week’s full around-the-clock 
care (plus material costs); one month’s 
employment as angel on call (plus material 
costs, if any).

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: 
two refills for your angel kit; a night in 
high luxury & company; any weapon, gear or 
fashion not valuable or hi-tech; repair of 
a piece of hi-tech gear by a savvyhead; a 
week’s hire of the protective companionship 
of a battlebabe or gunlugger; a year’s 
tribute to a warlord; a month’s maintenance 
and repairs for 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 com

mons of some hardhold 
with oddments ajangle and expect to find 
hi-tech or luxe eternal.

Introducing

THE A
NGEL

When you’re lying in the dust of Apocalypse 
World guts aspilled, for whom do you pray? 
The gods? They’re long gone. Your beloved 
comrades? Fuckers all, or you wouldn’t 
be here to begin with. Your precious old 
mother? She’s a darling but she can’t put an 
intestine back inside so it’ll stay. No you 
pray for some grinning kid or veteran or just 
someone with a heartshocker and a hand with 
sutures and a 6-pack of morphine. And when 
that someone comes, that’s an angel.
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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 little harm
• 

you inflict terrible harm
• 

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:
• 

if they do it, they mark experience
• 

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:
• 

where’s my best escape route?
• 

which enemy is most vulnerable to me?
• 

which enemy is the biggest threat?
• 

what should I be on the lookout for?
• 

what’s my enemy’s true position?
• 

who’s in control here?

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, 
choose 1, 2, or all 3:
• 

One of them put a hand in when it 
mattered, and helped you save a life. Tell 
that player Hx+2.

• 
One of them has been beside you and has 
seen everything you’ve seen. Tell that 
player Hx+2.

• 
One of them, you figure doomed to self-
destruction. Tell that player Hx-1.

Tell everyone else Hx+1. You’re an open 
book.

On the others’ turns:
• 

You try not to get too attached. Whatever 
number they tell you, give it -1 and write 
it 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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Experience (P11) >

open your brain 
(p4)

NAME - 
LOOK 

ANGEL

STATS - MOVES - HARM

COOL

HARD

HOT

SHARP

WEIRD

do something 
under fire (p2)

seize by force,
go aggro (p2-3)

seduce or 
manipulate (p3)

read a sitch, 
read a person 
(p3-4)

ANGEL MOVES

GEAR & ANGEL KIT

if you have sex see p11.

help, interfere, 
session end (p4)HX
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highlight>> 12
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countdown

shattered
-1cool

crippled
-1hard

disfigured
-1hot

broken
-1sharp



CREA
TING A

 BA
TTLEBA

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

NAM
E

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.

Wh
en

 y
ou

 r
ea

d 
a 
pe

rs
on

 i
n 
a 
ch
ar

ge
d 

in
te
ra
ct
io

n,
 r

ol
l+

sh
ar

p.
 O

n 
a 
10

+,
 h

ol
d 

3.
 O

n 
a 

7-
9,
 h

ol
d 
1.
 W

hi
le
 y
ou
’r
e 
in
te
ra
ct
in
g 

wi
th
 

th
em
, 
sp

en
d 
yo

ur
 h

ol
d 
to
 a
sk
 t
he
ir
 p
la
ye
r 

qu
es
ti
on

s,
 1
 f

or
 1
:

• 
is
 y
ou

r 
ch
ar

ac
te
r 
te
ll
in

g 
th
e 

tr
ut
h?

• 
wh

at
’s
 y
ou

r 
ch
ar

ac
te
r 
re

al
ly
 f

ee
li
ng

?
• 

wh
at

 d
oe
s 
yo

ur
 c
ha

ra
ct
er
 i

nt
en

d 
to
 d

o?
• 
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at

 d
oe
s 
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ur
 c
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ra
ct
er
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is
h 

I’
d 

do
?

• 
ho

w 
co
ul
d 
I 

ge
t 
yo

ur
 c
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ct
er
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o 

_
_?

Wh
en

 y
ou

 o
pe

n 
yo

ur
 b

ra
in
 t
o 
th
e 

wo
rl
d’
s 

ps
yc
hi
c 
ma

el
st
ro

m,
 r

ol
l+

we
ir
d.
 O

n 
a 

hi
t,
 

th
e 

MC
 w

il
l 
te
ll
 y
ou

 s
om

et
hi
ng

 n
ew

 a
nd

 
in
te
re

st
in
g 
ab

ou
t 
th
e 
cu
rr

en
t 
si
tu
at
io

n,
 a

nd
 

mi
gh

t 
as
k 
yo

u 
a 
qu

es
ti
on

 o
r 
tw

o;
 a

ns
we

r 
th

em
. 

On
 a

 1
0
+,
 t
he

 M
C 
wi
ll
 g

iv
e 
yo

u 
go

od
 d

et
ai
l.
 

On
 a

 7
-9
, 
th
e 
MC
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il
l 
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 y
ou

 a
n 

im
pr

es
si
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. 
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 y
ou

 a
lr
ea

dy
 k

no
w 
al
l 
th
er

e 
is
 t
o 

kn
ow
, 

th
e 

MC
 w

il
l 
te
ll
 y
ou

 t
ha

t.

Wh
en

 y
ou

 h
el
p 
or

 i
nt
er

fe
re

 w
it
h 

so
me

on
e 

wh
o’
s 

ma
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ng
 a
 r

ol
l,
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ol
l+

Hx
. 
On

 a
 h
it
, 

th
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 t
ak
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+1
 (
he
lp
) 
or

 -
2 
(i
nt
er

fe
re
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no

w.
 O

n 
a 

7-
9,
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u 

al
so
 e

xp
os
e 
yo

ur
se
lf
 t
o 
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re
, 

da
ng

er
, 

re
tr
ib

ut
io

n 
or

 c
os
t.

At
 t
he

 e
nd

 o
f 
ev
er
y 
se
ss
io

n,
 c
ho

os
e 

a 
ch
ar
ac

te
r 
wh

o 
kn

ow
s 
yo

u 
be

tt
er

 t
ha

n 
th

ey
 

us
ed

 t
o.
 I
f 
th

er
e’
s 
mo

re
 t
ha

n 
on

e,
 c
ho

os
e 

on
e 

at
 y
ou

r 
wh

im
. 
Te
ll
 t
ha

t 
pl
ay
er

 t
o 

ad
d 

+1
 

to
 t
he
ir
 H

x 
wi
th
 y
ou

 o
n 
th
ei
r 
sh
ee

t.
 I
f 

th
is
 

br
in
gs

 t
he

m 
to
 H

x+
4,
 t
he

y 
re
se

t 
to
 H

x+
1 

(a
nd

 
th

er
ef

or
e 
ma

rk
 e

xp
er
ie
nc
e)
.

BA
TT
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BE
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OV
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Ch
oo

se
 2
:

Da
ng

er
ou

s 
& 
se
xy
: 
wh

en
 y
ou

 e
nt
er
 i
nt
o 
a 

ch
ar

ge
d 
si
tu
at
io

n,
 r

ol
l+

ho
t.
 O

n 
a 
10

+,
 h

ol
d 

2.
 O

n 
a 
7-
9,
 h

ol
d 
1.
 S
pe

nd
 y
ou

r 
ho
ld
 1
 f

or
 1
 

to
 m

ak
e 
ey
e 
co

nt
ac

t 
wi
th
 a

n 
NP
C 
pr

es
en

t,
 w

ho
 

fr
ee
ze
s 
or

 f
li
nc
he
s 
an

d 
ca
n’
t 
ta
ke
 a
ct
io

n 
un

ti
l 
yo

u 
br

ea
k 
it
 o

ff
. 
On

 a
 m

is
s,
 y
ou

r 
en

em
ie
s 
id
en

ti
fy

 y
ou

 i
m
me

di
at
el
y 
as
 t
he
ir
 

fo
re

mo
st
 t
hr

ea
t.

Ic
e 
co
ld
: 
wh

en
 y
ou

 g
o 
ag

gr
o 
on

 a
n 
NP
C,
 

ro
ll
+
co

ol
 i
ns
te
ad

 o
f 
ro

ll
+
ha
rd
. 
Wh

en
 y
ou

 g
o 

ag
gr

o 
on

 a
no

th
er
 p
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ye
r’
s 
ch
ar
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te
r,
 r

ol
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in
st
ea

d 
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 r
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l+

ha
rd
.

Me
rc
il
es
s:
 w

he
n 
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u 
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fl
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t 
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.

Vi
si
on

s 
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 d
ea
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: 
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en
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 g
o 
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ro
ll
+
we

ir
d.
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a 
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+,
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am

e 
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l 
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wh

o’
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e.
 O
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l 
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e 
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 p
er
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n’
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na

me
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 p
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s 
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Th
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MC
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l 
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 c
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ue
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On

 a
 m
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 d
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an
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co
rd
in
gl
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 t
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th
e 
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.
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rf
ec
t 
in
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at
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yo

u’
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 t
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.

Im
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 r
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ay
 y
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e 
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en
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 c
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s 
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 a
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ke
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ke
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. 
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u’
re

 w
ea
ri
ng

 a
rm

or
, 
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ns
te
ad
.
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 l
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 p
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1-
ar

mo
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r 
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 d
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m 
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e 
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lo
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 l
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d)
• 
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cl
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e 
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 m
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 l
ou
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:
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le
)

• 
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mi
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)
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• 
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m
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p)
• 
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ed
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+f

ar
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 +
1h
ar

m 
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 f
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)

• 
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g 
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1h
ar

m)

Cu
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om
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an

d 
we

ap
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s
Ba
se
 (
ch
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se
 1
):

• 
st
af

f 
(1
-h
ar

m 
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nd
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a)
• 
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ft
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1-
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rm
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an

d)
• 
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 (
1-
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rm
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an

d)
• 
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n 
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m 
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nd
 a
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Op
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e 
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:

• 
or
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 (
+v
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• 
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ha
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)
• 
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)
• 
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• 
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ng

 b
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* 
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• 
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e*
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)
• 
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* 

(+
2h
ar

m)
• 

hi
dd

en
 (
+i
nf

in
it
e)

*c
ou

nt
s 

as
 2

 o
pt

io
ns

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 com

mons of some hardhold 
with oddments ajangle and expect to find 
hi-tech or luxe eternal.

Introducing

THE BA
TTLEBA

BE
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.

NAME - LOOK - 1
12 - BARTER
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W
A
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This isn’t a whole roleplaying game, just a 
character playbook. To play, you’ll need

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

www.lumpley.com/apocalypse/
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=
0
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2 
Ho

t+
1 
Sh
ar

p
+1
 W

ei
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BA
SI
C 

M
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ES
Yo
u 

ge
t 
th
em

 a
ll
:

Wh
en

 y
ou

 d
o 
so

me
th
in

g 
un

de
r 
fi
re
, 

or
 d
ig
 i
n 

to
 e

nd
ur

e 
fi
re
, 
ro

ll
+
co

ol
. 
On

 a
 1
0
+,
 y
ou

 d
o 

it
. 

On
 a
 7
-9
, 
yo

u 
fl
in
ch
, 
he
si
ta

te
, 

or
 s
ta
ll
: 

th
e 

MC
 c
an

 o
ff

er
 y
ou

 a
 w

or
se
 o

ut
co

me
, 

a 
ha
rd

 
ba

rg
ai
n,
 o

r 
an

 u
gl
y 
ch
oi
ce
. 

Wh
en

 y
ou

 g
o 
ag

gr
o 
on

 s
om

eo
ne
, 
ro

ll
+
ha
rd
. 

On
 a

 
10

+,
 t
he

y 
ha
ve
 t
o 
ch
oo

se
: 
fo

rc
e 

yo
ur

 h
an

d 
an

d 
su
ck
 i
t 
up
, 
or

 c
av
e 
an

d 
do

 w
ha

t 
yo

u 
wa

nt
. 

On
 

a 
7-
9,
 t
he

y 
ca
n 
in
st
ea

d 
ch
oo

se
 1
:

• 
ge

t 
th
e 
he
ll
 o

ut
 o

f 
yo

ur
 w

ay
 

• 
ba

rr
ic
ad

e 
th
em

se
lv
es
 s
ec
ur

el
y 

in
• 

gi
ve
 y
ou

 s
om

et
hi
ng

 t
he
y 
th
in

k 
yo

u 
wa

nt
• 

ba
ck
 o

ff
 c
al
ml
y,
 h

an
ds
 w

he
re

 y
ou

 c
an

 s
ee

• 
te
ll
 y
ou

 w
ha

t 
yo

u 
wa

nt
 t
o 
kn

ow
 (
or

 w
ha

t 
yo

u 
wa

nt
 t
o 
he

ar
)

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 little harm
• 

you inflict terrible harm
• 

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:
• 

if they do it, they mark experience
• 

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:
• 

where’s my best escape route?
• 

which enemy is most vulnerable to me?
• 

which enemy is the biggest threat?
• 

what should I be on the lookout for?
• 

what’s my enemy’s true position?
• 

who’s in control here?

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:
• 

Tell everyone Hx+1. You put yourself out 
in the public view.

On the others’ turns:
• 

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.

• 
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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If
 y
ou

 a
nd

 a
no

th
er

 c
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x 

mo
ve
. 

Wh
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en

ev
er

 y
ou

 r
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me

on
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 c
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n 
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u 
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 t
im
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 c
ho
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fo
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ow

in
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ck
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 c
an
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 c
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(m
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_
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_
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 f
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BASIC MOVES - 3
10 - HX

SP
EC
IA
L 
- 
IM
PR
OV
EM
EN
T 
- 
11

2 
- 
ST

AT
S 

- 
BA

SI
C 

MO
VE

S
R

LA
N
G
U
A
G
E

S
E
X

V
IO
LE
N
C
E

TH
E

AP
O C

AL
Y P

SE
 

W
OR

LD

open your brain 
(p4)

NAME - 
LOOK 

BATTLE
BABE

STATS - MOVES - HARM

COOL

HARD

HOT

SHARP

WEIRD

do something 
under fire (p2)

seize by force,
go aggro (p2-3)

seduce or 
manipulate (p3)

read a sitch, 
read a person 
(p3-4)

BATTLEBABE MOVES

GEAR
if you have sex see p11.

help, interfere, 
session end (p4)HX

>>improve

highlight>>

Experience (P11) >

12

3

6

9

countdown

shattered
-1cool

crippled
-1hard

disfigured
-1hot

broken
-1sharp

BA
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E
I BA
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E

C LI JI

Ap
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yp
se
 W
or
ld
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th
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Ba
tt
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n 
2k
+1
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by
 D
. 
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en

t 
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ke
r

di
st
ri
bu
te
 l
ik
e 

cr
az

y



CREA
TING A

 BRA
INER

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

NAM
E

Smith, Jones, Jackson, Marsh, Lively, 
Burroughs, or Gritch.

Joyette, Iris, Marie, Amiette, Suselle, or 
Cybelle.

Pallor, Sin, Charmer, Pity, Brace, or Sundown.

LOOK
Man, woman, ambiguous, or transgressing.

High formal wear, clinical wear, fetish-
bondage wear, or environmental wear improper 
to the local environment.

Scarred face, smooth face, pale face, bony 
face, plump moist face, or sweet face.

Soft eyes, dead eyes, deep eyes, caring eyes, 
pale eyes, ruined eyes, or wet eyes.

Awkward angular body, soft body, slight body, 
crippled body, or fat body.

Wh
en

 y
ou

 r
ea

d 
a 
pe

rs
on

 i
n 
a 
ch
ar

ge
d 

in
te
ra
ct
io

n,
 r

ol
l+

sh
ar

p.
 O

n 
a 
10

+,
 h

ol
d 

3.
 O

n 
a 

7-
9,
 h

ol
d 
1.
 W

hi
le
 y
ou
’r
e 
in
te
ra
ct
in
g 

wi
th
 

th
em
, 
sp

en
d 
yo

ur
 h

ol
d 
to
 a
sk
 t
he
ir
 p
la
ye
r 

qu
es
ti
on

s,
 1
 f

or
 1
:

• 
is
 y
ou

r 
ch
ar

ac
te
r 
te
ll
in

g 
th
e 

tr
ut
h?

• 
wh

at
’s
 y
ou

r 
ch
ar

ac
te
r 
re

al
ly
 f

ee
li
ng

?
• 

wh
at

 d
oe
s 
yo

ur
 c
ha

ra
ct
er
 i

nt
en

d 
to
 d

o?
• 

wh
at

 d
oe
s 
yo

ur
 c
ha

ra
ct
er
 w

is
h 

I’
d 

do
?

• 
ho

w 
co
ul
d 
I 

ge
t 
yo

ur
 c
ha

ra
ct
er
 t
o 

_
_?

Wh
en

 y
ou

 o
pe

n 
yo

ur
 b

ra
in
 t
o 
th
e 

wo
rl
d’
s 

ps
yc
hi
c 
ma

el
st
ro

m,
 r

ol
l+

we
ir
d.
 O

n 
a 

hi
t,
 

th
e 

MC
 w

il
l 
te
ll
 y
ou

 s
om

et
hi
ng

 n
ew

 a
nd

 
in
te
re

st
in
g 
ab

ou
t 
th
e 
cu
rr

en
t 
si
tu
at
io

n,
 a

nd
 

mi
gh

t 
as
k 
yo

u 
a 
qu

es
ti
on

 o
r 
tw

o;
 a

ns
we

r 
th

em
. 

On
 a

 1
0
+,
 t
he

 M
C 
wi
ll
 g

iv
e 
yo

u 
go

od
 d

et
ai
l.
 

On
 a

 7
-9
, 
th
e 
MC

 w
il
l 
gi
ve
 y
ou

 a
n 

im
pr

es
si
on
. 

If
 y
ou

 a
lr
ea

dy
 k

no
w 
al
l 
th
er

e 
is
 t
o 

kn
ow
, 

th
e 

MC
 w

il
l 
te
ll
 y
ou

 t
ha

t.

Wh
en

 y
ou

 h
el
p 
or

 i
nt
er

fe
re

 w
it
h 

so
me

on
e 

wh
o’
s 

ma
ki

ng
 a
 r

ol
l,
 r

ol
l+

Hx
. 
On

 a
 h
it
, 

th
ey
 t
ak
e 

+1
 (
he
lp
) 
or

 -
2 
(i
nt
er

fe
re
) 
no

w.
 O

n 
a 

7-
9,
 

yo
u 

al
so
 e

xp
os
e 
yo

ur
se
lf
 t
o 
fi
re
, 

da
ng

er
, 

re
tr
ib

ut
io

n 
or

 c
os
t.

At
 t
he

 e
nd

 o
f 
ev
er
y 
se
ss
io

n,
 c
ho

os
e 

a 
ch
ar
ac

te
r 
wh

o 
kn

ow
s 
yo

u 
be

tt
er

 t
ha

n 
th

ey
 

us
ed

 t
o.
 I
f 
th

er
e’
s 
mo

re
 t
ha

n 
on

e,
 c
ho

os
e 

on
e 

at
 y
ou

r 
wh

im
. 
Te
ll
 t
ha

t 
pl
ay
er

 t
o 

ad
d 

+1
 

to
 t
he
ir
 H

x 
wi
th
 y
ou

 o
n 
th
ei
r 
sh
ee

t.
 I
f 

th
is
 

br
in
gs

 t
he

m 
to
 H

x+
4,
 t
he

y 
re
se

t 
to
 H

x+
1 

(a
nd

 
th

er
ef

or
e 
ma

rk
 e

xp
er
ie
nc
e)
.

BR
AI

NE
R 

M
OV

ES
Ch

oo
se
 2
:

Un
na

tu
ra
l 
lu
st
 t
ra

ns
fi

xi
on

: 
wh

en
 y
ou

 t
ry

 
to
 s
ed

uc
e 
so

me
on

e,
 r

ol
l+

we
ir
d 
in
st
ea

d 
of

 
ro

ll
+
ho

t.

Ca
su

al
 b

ra
in
 r

ec
ep

ti
vi
ty
: 
wh

en
 y
ou

 r
ea

d 
so

me
on

e,
 r

ol
l+

we
ir
d 
in
st
ea

d 
of

 r
ol
l+

sh
ar

p.
 

Yo
ur

 v
ic
ti
m 
ha
s 
to
 b

e 
ab
le
 t
o 
se

e 
yo

u,
 b

ut
 

yo
u 
do

n’
t 
ha
ve
 t
o 
in
te
ra
ct
.

Pr
et
er
na

tu
ra
l 
at
-w

il
l 
br

ai
n 
at
tu
ne

me
nt
: 
yo

u 
ge

t 
+1
we

ir
d 
(w
ei
rd

+3
).

De
ep

 b
ra

in
 s
ca

n:
 w

he
n 
yo

u 
ha
ve
 t
im

e 
an

d 
ph

ys
ic
al
 i
nt
im

ac
y 
wi
th
 s
om

eo
ne

 —
 m

ut
ua
l 

in
ti
ma

cy
 l
ik
e 
ho
ld
in
g 
th
em

 i
n 
yo

ur
 a
rm

s,
 o

r 
1-
si
de

d 
in
ti
ma

cy
 l
ik
e 
th
ey
’r
e 
re
st
ra
in

ed
 t
o 

a 
ta

bl
e 
— 
yo

u 
ca
n 
re

ad
 t
he

m 
mo

re
 d

ee
pl
y 
th
an

 
no

rm
al
. 
Ro
ll
+
we

ir
d.
 O

n 
a 
10

+,
 h

ol
d 
3.
 O

n 
a 

7-
9,
 h

ol
d 
1.
 W

hi
le
 y
ou
’r
e 
re

ad
in
g 
th
em
, 
sp

en
d 

yo
ur

 h
ol
d 
to
 a
sk
 t
he
ir
 p
la
ye
r 
qu

es
ti
on

s,
 1
 

fo
r 
1:

• 
wh

at
 w

as
 y
ou

r 
ch
ar

ac
te
r’
s 
lo

we
st
 m

om
en

t?
• 

fo
r 
wh

at
 d

oe
s 
yo

ur
 c
ha

ra
ct
er
 c
ra

ve
 

fo
rg

iv
en

es
s,
 a

nd
 o

f 
wh

om
?

• 
wh

at
 a

re
 y
ou

r 
ch
ar

ac
te
r’
s 
se
cr
et

 p
ai

ns
?

• 
it
 w

ha
t 
wa

ys
 a

re
 y
ou

r 
ch
ar

ac
te
r’
s 
mi

nd
 a

nd
 

so
ul
 v
ul
ne

ra
bl
e?

On
 a
 m

is
s,
 y
ou

 i
nf

li
ct

 1
-h
ar

m 
(a
p)
 u

po
n 
yo

ur
 

su
bj
ec

t,
 t
o 
no

 b
en

ef
it
.

In
-b
ra

in
 p

up
pe

t 
st
ri
ng

s:
 w

he
n 
yo

u 
ha
ve
 t
im

e 
an

d 
ph

ys
ic
al
 i
nt
im

ac
y 

wi
th
 s
om

eo
ne

 —
 a

ga
in
, 

mu
tu
al
 o

r 
1-
si
de

d 
— 

yo
u 

ca
n 
pl
an

t 
a 
co

m
ma

nd
 

in
si
de

 t
he
ir
 m

in
d.
 R
ol
l+

we
ir
d.
 O

n 
a 
10

+,
 

ho
ld
 3
. 

On
 a

 7
-9
, 

ho
ld
 1
. 

At
 y
ou

r 
wi
ll
, 
no

 
ma

tt
er

 t
he

 c
ir
cu

ms
ta

nc
es
, 

yo
u 
ca
n 
sp

en
d 

yo
ur

 h
ol
d 

1 
fo

r 
1:

• 
in

fl
ic
t 

1-
ha

rm
 (
ap
)

• 
th
ey
 t
ak

e 
-1
 r

ig
ht
 n

ow
If
 t
he

y 
fu
lf
il
l 

yo
ur

 c
om

ma
nd
, 
th
at

 c
ou

nt
s 

fo
r 

al
l 

yo
ur

 r
em

ai
ni
ng

 h
ol
d.
 O

n 
a 
mi
ss
, 
yo

u 
in

fl
ic
t 

1-
ha
rm

 (
ap
) 

up
on

 y
ou

r 
su
bj
ec

t,
 t
o 
no

 
be

ne
fi
t.

Di
re
ct
-b
ra

in
 w

hi
sp

er
 p

ro
je
ct
io

n:
 y
ou

 c
an

 
ro

ll
+
we

ir
d 

to
 g
et

 t
he

 e
ff

ec
ts
 o

f 
go
in
g 

ag
gr

o,
 w

it
ho

ut
 g

oi
ng

 a
gg

ro
. 
Yo
ur

 v
ic
ti
m 
ha
s 

to
 b

e 
ab
le
 t
o 

se
e 

yo
u,
 b

ut
 y
ou

 d
on
’t
 h
av
e 

to
 i
nt
er
ac

t.
 I
f 

yo
ur

 v
ic
ti
m 
fo

rc
es
 y
ou

r 
ha

nd
, 

yo
ur

 m
in

d 
co

un
ts
 a
s 
a 
we

ap
on

 (
1-
ha
rm

 
ap

 c
lo
se
 l
ou

d-
op

ti
on

al
).
 

GE
AR

Yo
u 

ge
t:

• 
1 

sm
al
l 

fa
nc

y 
we

ap
on

• 
2 

br
ai
ne

r 
ge
ar

• 
od

dm
en

ts
 w

or
th
 5
-b
ar

te
r

• 
fa
sh
io

n 
su
it
ab
le
 t
o 

yo
ur

 l
oo

k,
 i
nc
lu

di
ng

 
at

 y
ou

r 
op

ti
on

 a
 p
ie
ce
 w

or
th
 1
-a
rm

or
 (
yo

u 
de

ta
il
)

Sm
al
l 

fa
nc

y 
we

ap
on

s 
(c
ho

os
e 
1)
:

• 
si
le
nc
ed

 9
m
m 

(2
-h
ar

m 
cl
os
e 

hi
-t
ec
h)

• 
or

na
te
 d

ag
ge
r 

(2
-h
ar

m 
ha

nd
 v
al
ua

bl
e)

• 
hi
dd

en
 k

ni
ve
s 

(2
-h
ar

m 
ha

nd
 i
nf

in
it
e)

• 
sc
al
pe
ls
 (
3-
ha
rm

 i
nt
im

at
e 

hi
-t
ec
h)

• 
an

ti
qu

e 
ha

nd
gu

n 
(2
-h
ar

m 
cl
os
e 

re
lo

ad
 l
ou

d 
va
lu
ab
le
)

Br
ai
ne

r 
ge
ar
 (
ch
oo

se
 2
):

• 
im

pl
an

t 
sy
ri
ng

e 
(t
ag

 h
i-
te
ch
)

Af
te
r 

yo
u’
ve
 t
ag

ge
d 

so
me

on
e,
 i
f 

a 
br

ai
ne

r 
mo

ve
 a
ll
ow

s 
yo

u 
to
 i

nf
li
ct

 h
ar

m 
on

 t
he

m,
 

in
fl
ic
t 

+1
ha

rm
.

• 
br
ai
n 

re
la
y 

(a
re

a 
cl
os
e 

hi
-t
ec
h)

Fo
r 

pu
rp

os
es
 o

f 
br

ai
ne

r 
mo

ve
s,
 i
f 

so
me

on
e 

ca
n 

se
e 

yo
ur

 b
ra

in
 r

el
ay
, 

th
ey
 c
an

 s
ee

 
yo

u.
• 

re
ce
pt

iv
it
y 
dr

ug
s 

(t
ag

 h
i-
te
ch
)

Ta
gg

in
g 

so
me

on
e 

gi
ve
s 

yo
u 

+1
ho
ld
 i
f 

yo
u 

th
en

 u
se
 a

 b
ra

in
er
 m

ov
e 

on
 t
he

m.
 

• 
vi
ol
at
io

n 
gl
ov
e 

(h
an

d 
hi
-t
ec
h)

Fo
r 

pu
rp

os
es
 o

f 
br

ai
ne

r 
mo

ve
s,
 m

er
e 

sk
in

 
co

nt
ac

t 
co
un

ts
 a
s 

ti
me

 a
nd

 i
nt

im
ac

y.
 

• 
pa
in
-w
av
e 
pr

oj
ec

to
r 

(1
-h
ar

m 
ap

 a
re

a 
lo

ud
 

re
lo
ad

 h
i-
te
ch
)

Go
es
 o

ff
 l
ik

e 
a 

re
us
ab
le
 g

re
na

de
. 

Hi
ts
 

ev
er
yo

ne
 b

ut
 y
ou
.

• 
de

ep
 e
ar
 p
lu
gs

 (
wo

rn
 h
i-
te
ch
)

Pr
ot
ec
ts
 t
he

 w
ea

re
r 

fr
om

 a
ll
 b

ra
in

er
 

mo
ve
s 

an
d 

ge
ar
.

BARTER
If you’re charging someone wealthy for 
your services, 1-barter is the going rate 
for: one successful deep brain scan; 
one in-brain puppet com

mand, upon its 
execution; one week’s employment as kept 
brainer.

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 a crash resuscitation 
by an angel; repair of a piece of hi-tech 
gear by a savvyhead; a week’s hire of the 
protective companionship of a battlebabe or 
gunlugger; a year’s tribute to a warlord; 
a month’s maintenance and repairs for 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 com

mons of some hardhold 
with oddments ajangle and expect to find 
hi-tech or luxe eternal.

Introducing

THE BRA
INER

Brainers are the weird psycho psychic 
mindfucks of Apocalypse World. They have 
brain control, puppet strings, creepy hearts, 
dead souls, and eyes like broken things. They 
stand in your peripheral vision and whisper 
into your head, staring. They clamp lenses 
over your eyes and read your secrets. 

They’re just the sort of tasteful 
accountrement that no well-appointed hardhold 
can do without.

NAME - LOOK - 1
12 - BARTER

GE
AR
 -
 9

4 
- 
BA

SI
C 

MO
VE

S
BR

AI
NE

R 
MO

VE
S 

- 
5

8 
- 
BR
AI
NE
R 
MO
VE
S 
- 
GE
AR

W
A
RNING!

This isn’t a whole roleplaying game, just a 
character playbook. To play, you’ll need

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

A
POCA

LYPSE W
ORLD

M
A
STER OF CEREM

ONIES PLA
YBOOK

THE

A
POCA

LYPSE W
ORLD

PLA
YBOOKS

A
NGEL - BA

TTLEBA
BE

BRA
INER - CHOPPER

DRIVER - GUNLUGGER
HA

RDHOLDER - HOCUS
OPERA

TOR - SA
VVYHEA

D
SKINNER

THE 
PLA

YERS’  REFBOOK

THE 
M

A
STER OF CEREM

ONIES
PLA

YBOOK

available and more at

www.lumpley.com/apocalypse/



ST
AT

S
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oo
se
 o

ne
 s
et
:

• 
Co

ol
+1
 H

ar
d
+1
 H

ot
-2
 S
ha
rp

+1
 W

ei
rd

+2
• 

Co
ol
=
0 
Ha

rd
=
0 
Ho

t+
1 
Sh
ar

p
=
0 
We
ir
d
+2

• 
Co

ol
+1
 H

ar
d-
2 
Ho

t-
1 
Sh
ar

p
+2
 W

ei
rd

+2
• 

Co
ol
+2
 H

ar
d-
1 
Ho

t-
1 
Sh
ar

p
=
0 
We
ir
d
+2

BA
SI
C 

M
OV

ES
Yo
u 

ge
t 
th
em

 a
ll
:

Wh
en

 y
ou

 d
o 
so

me
th
in

g 
un

de
r 
fi
re
, 

or
 d
ig
 i
n 

to
 e

nd
ur

e 
fi
re
, 
ro

ll
+
co

ol
. 
On

 a
 1
0
+,
 y
ou

 d
o 

it
. 

On
 a
 7
-9
, 
yo

u 
fl
in
ch
, 
he
si
ta

te
, 

or
 s
ta
ll
: 

th
e 

MC
 c
an

 o
ff

er
 y
ou

 a
 w

or
se
 o

ut
co

me
, 

a 
ha
rd

 
ba

rg
ai
n,
 o

r 
an

 u
gl
y 
ch
oi
ce
. 

Wh
en

 y
ou

 g
o 
ag

gr
o 
on

 s
om

eo
ne
, 
ro

ll
+
ha
rd
. 

On
 a

 
10

+,
 t
he

y 
ha
ve
 t
o 
ch
oo

se
: 
fo

rc
e 

yo
ur

 h
an

d 
an

d 
su
ck
 i
t 
up
, 
or

 c
av
e 
an

d 
do

 w
ha

t 
yo

u 
wa

nt
. 

On
 

a 
7-
9,
 t
he

y 
ca
n 
in
st
ea

d 
ch
oo

se
 1
:

• 
ge

t 
th
e 
he
ll
 o

ut
 o

f 
yo

ur
 w

ay
 

• 
ba

rr
ic
ad

e 
th
em

se
lv
es
 s
ec
ur

el
y 

in
• 

gi
ve
 y
ou

 s
om

et
hi
ng

 t
he
y 
th
in

k 
yo

u 
wa

nt
• 

ba
ck
 o

ff
 c
al
ml
y,
 h

an
ds
 w

he
re

 y
ou

 c
an

 s
ee

• 
te
ll
 y
ou

 w
ha

t 
yo

u 
wa

nt
 t
o 
kn

ow
 (
or

 w
ha

t 
yo

u 
wa

nt
 t
o 
he

ar
)

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 little harm
• 

you inflict terrible harm
• 

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:
• 

if they do it, they mark experience
• 

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:
• 

where’s my best escape route?
• 

which enemy is most vulnerable to me?
• 

which enemy is the biggest threat?
• 

what should I be on the lookout for?
• 

what’s my enemy’s true position?
• 

who’s in control here?

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:
• 

Tell everyone Hx-1. You keep yourself 
secret.

On the others’ turns, choose 1, 2 or all 3:
• 

One of them has slept in your presence 
(knowingly or un-). Whatever number that 
player tells you, ignore it; write Hx+3 
next to the character’s name instead.

• 
One of them, you’ve been watching 
carefully for some time, in secret. 
Whatever number that player tells 
you, ignore it; write Hx+3 next to the 
character’s name instead.

• 
One of them quite evidently dislikes 
and distrusts you. Whatever number that 
player tells you, ignore it; write Hx+3 
next to the character’s name instead.

Everyone else, whatever number they tell 
you, add 1 to it and write it next to their 
character’s name. You know everyone better 
than normal.

At the end, find the character with the 
highest Hx on your sheet. Ask that player 
which of your stats is most interesting, 
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Experience (P11) >

open your brain 
(p4)

NAME - 
LOOK 

BRAINER

STATS - MOVES - HARM

COOL

HARD

HOT

SHARP

WEIRD

do something 
under fire (p2)

seize by force,
go aggro (p2-3)

seduce or 
manipulate (p3)

read a sitch, 
read a person 
(p3-4)

BRAINER MOVES

GEAR

if you have sex see p11.

help, interfere, 
session end (p4)HX
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CREA
TING A

 CHOPPER
To create your chopper, choose name, look, 
stats, moves, bike, gang, and Hx.

NAM
E

Dog, Domino, T-bone, Stinky, Satan, Lars, 
Bullet, Dice, Shit head, Half pint, Shooter, 
Diamond, Goldie, Tinker, Loose, Baby, Juck, 
Ham

mer, Hooch, Snake eyes, Pinkie, Wire, 
Blues.

LOOK
Man or woman.

Combat biker wear, showy biker wear, scrounge 
biker wear, or S

&
M biker wear.

Weathered face, strong face, rugged face, 
narrow face, or busted face.

Narrow eyes, scorched eyes, calculating eyes, 
weary eyes, or kind eyes.

Squat body, rangy body, wiry body, sturdy 
body, or fat body.
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 f
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BARTER
If you’re charging someone wealthy for 
your services, 1-barter is the going rate 
for: one raiding expedition, one convoy 
led through hostile territory, one threat 
delivered (loud and clear), one week’s 
employment of your gang as thugs and 
enforcers.

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 and company; any 
weapon, gear or fashion not valuable or 
hi-tech; the material costs of a crash 
resuscitation by an angel; a week’s hire 
of the protective companionship of a 
battlebabe or gunlugger; repair of a piece 
of hitech gear by a savvyhead; a year’s 
tribute to a warlord; a month’s maintenance 
and repairs for 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 com

mons of some hardhold 
with oddments ajangle and expect to find 
hi-tech or luxe eternal.

Introducing

THE CHOPPER
Apocalypse World is all scarcity, of course 
it is. There’s not enough wholesome food, not 
enough untainted water, not enough security, 
not enough light, not enough electricity, not 
enough children, not enough hope.

However, the Golden Age Past did leave us two 
things: enough gasoline, enough bullets. Come 
the end, I guess the fuckers didn’t need them 
like they thought they would.

So chopper, there you are. Enough for you.

NAME - LOOK - 1
12 - BARTER
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G

W
A
RNING!

This isn’t a whole roleplaying game, just a 
character playbook. To play, you’ll need

available and more at
www.lumpley.com/apocalypse/
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0
+,
 y
ou

 d
o 

it
. 

On
 a
 7
-9
, 
yo

u 
fl
in
ch
, 
he
si
ta

te
, 

or
 s
ta
ll
: 

th
e 

MC
 c
an

 o
ff

er
 y
ou

 a
 w

or
se
 o

ut
co

me
, 

a 
ha
rd

 
ba

rg
ai
n,
 o

r 
an

 u
gl
y 
ch
oi
ce
. 

Wh
en

 y
ou

 g
o 
ag

gr
o 
on

 s
om

eo
ne
, 
ro

ll
+
ha
rd
. 

On
 a

 
10

+,
 t
he

y 
ha
ve
 t
o 
ch
oo

se
: 
fo

rc
e 

yo
ur

 h
an

d 
an

d 
su
ck
 i
t 
up
, 
or

 c
av
e 
an

d 
do

 w
ha

t 
yo

u 
wa

nt
. 

On
 

a 
7-
9,
 t
he

y 
ca
n 
in
st
ea

d 
ch
oo

se
 1
:

• 
ge

t 
th
e 
he
ll
 o

ut
 o

f 
yo

ur
 w

ay
 

• 
ba

rr
ic
ad

e 
th
em

se
lv
es
 s
ec
ur

el
y 

in
• 

gi
ve
 y
ou

 s
om

et
hi
ng

 t
he
y 
th
in

k 
yo

u 
wa

nt
• 

ba
ck
 o

ff
 c
al
ml
y,
 h

an
ds
 w

he
re

 y
ou

 c
an

 s
ee

• 
te
ll
 y
ou

 w
ha

t 
yo

u 
wa

nt
 t
o 
kn

ow
 (
or

 w
ha

t 
yo

u 
wa

nt
 t
o 
he

ar
)

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 little harm
• 

you inflict terrible harm
• 

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:
• 

if they do it, they mark experience
• 

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:
• 

where’s my best escape route?
• 

which enemy is most vulnerable to me?
• 

which enemy is the biggest threat?
• 

what should I be on the lookout for?
• 

what’s my enemy’s true position?
• 

who’s in control here?

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:
• 

Tell everyone Hx+1. You’re not that 
complicated.

On the others’ turns:
• 

One of them has stood up to you, gang and 
all. Whatever number that player tells 
you, give it +1 and write it next to the 
character’s name.

• 
Everyone else, whatever number they tell 
you, give it -1 and write it next to their 
character’s name. By default, you don’t 
really care much about, y’know, people.

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.

CH
OP

PE
R 

SP
EC

IA
L

If
 y
ou

 a
nd

 a
no

th
er

 c
ha
ra
ct
er

 h
av
e 

se
x,
 t
he

y 
im

me
di
at
el
y 
ch
an

ge
 t
he
ir
 s
he

et
 t
o 

sa
y 

Hx
+3
 

wi
th
 y
ou
. 

Th
ey
 a
ls
o 

ch
oo

se
 w

he
th

er
 t
o 

gi
ve
 

yo
u 

-1
 o

r 
+1
 t
o 

yo
ur

 H
x 

to
 t
he

m,
 o

n 
yo

ur
 

sh
ee

t.

CH
OP

PE
R 

IM
PR

OV
EM

EN
T

Wh
en

ev
er

 y
ou

 r
ol
l 

a 
hi
gh
li
gh

te
d 

st
at
, 

an
d 

wh
en

ev
er

 y
ou

 r
es
et

 y
ou

r 
Hx

 w
it
h 

so
me

on
e,
 

ma
rk
 a

n 
ex

pe
ri
en

ce
 c
ir
cl
e.
 W

he
n 

yo
u 

ma
rk
 

th
e 

5t
h,
 i

mp
ro

ve
 a

nd
 e

ra
se
. 

Ea
ch
 t
im

e 
yo

u 
im

pr
ov
e,
 c
ho

os
e 

on
e 

of
 t
he

 
fo
ll
ow

in
g.
 C
he

ck
 i
t 

of
f;
 y
ou

 c
an
’t
 c
ho

os
e 

it
 a

ga
in
.

_
_ 

ge
t 
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rd
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f 
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rd

+2
_
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t 

+1
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_
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(m
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d 

(m
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_
_ 
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g
_
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t 
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 (
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) 
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d 
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li
gh
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ng

_
_ 

ge
t 

a 
ho
ld
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g 

(d
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 a
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 w
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h

_
_ 
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t 
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 f
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m 
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ay
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_
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 f
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SP
EC
IA
L 
- 
IM
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OV
EM
EN
T 
- 
11

2 
- 
ST

AT
S 

- 
BA

SI
C 

MO
VE

S
R

LA
N
G
U
A
G
E

S
E
X

V
IO
LE
N
C
E

AP
O C

AL
Y P

SE
 

W
OR

LD

TH
E

CH
OP

PE
R

J D

Experience (P11) >

open your brain 
(p4)

NAME - 
LOOK 

CHOP
PER

STATS - MOVES - HARM

COOL

HARD

HOT

SHARP

WEIRD

do something 
under fire (p2)

seize by force,
go aggro (p2-3)

seduce or 
manipulate (p3)

read a sitch, 
read a person 
(p3-4)

CHOPPER MOVES

BIKE, GANG & GEAR

if you have sex see p11.

help, interfere, 
session end (p4)HX

>>improve

highlight>> 12

3

6

9

countdown

shattered
-1cool

crippled
-1hard

disfigured
-1hot

broken
-1sharp

Ap
oc
al
yp
se
 W
or
ld
: 
th

e 
Ch

op
pe

r
ma
de
 i
n 
2k
+1
0 
by
 D
. 

Vi
nc

en
t 

Ba
ke

r
di
st
ri
bu
te
 l
ik
e 

cr
az

y

BASIC MOVES - 3
10 - HX



CREA
TING A

 DRIVER
To create your driver, choose name, look, 
stats, moves, gear, car, and Hx.

NAM
E

Lauren, Audrey, Farley, Sam
my, Katherine, 

Marilyn, James, Bridget, Paul, Annette, 
Marlene, Frankie, Marlon, Kim, Errol, or 
Humphrey.

Phoenix, Mustang, Impala, Suv, Cougar, Cobra, 
Dart, Gremlin, Grand Cherokee, Jag, or 
Beemer.

LOOK
Man or woman.

Vintage wear, casual wear, utility wear, 
leather wear, or showy scrounge wear.

Handsome face, gorgeous face, stern face, 
fine-boned face, worn face, or crooked face.

Cool eyes, hooded eyes, hard eyes, sad eyes, 
cold eyes, or pale eyes.

Slim body, pudgy body, stocky body, solid 
body, tall body, or strong body.

Wh
en

 y
ou

 r
ea

d 
a 
pe

rs
on

 i
n 
a 
ch
ar

ge
d 

in
te
ra
ct
io

n,
 r

ol
l+

sh
ar

p.
 O

n 
a 
10

+,
 h

ol
d 

3.
 O

n 
a 

7-
9,
 h

ol
d 
1.
 W

hi
le
 y
ou
’r
e 
in
te
ra
ct
in
g 

wi
th
 

th
em
, 
sp

en
d 
yo

ur
 h

ol
d 
to
 a
sk
 t
he
ir
 p
la
ye
r 

qu
es
ti
on

s,
 1
 f

or
 1
:

• 
is
 y
ou

r 
ch
ar

ac
te
r 
te
ll
in

g 
th
e 

tr
ut
h?

• 
wh

at
’s
 y
ou

r 
ch
ar

ac
te
r 
re

al
ly
 f

ee
li
ng

?
• 

wh
at

 d
oe
s 
yo

ur
 c
ha

ra
ct
er
 i

nt
en

d 
to
 d

o?
• 

wh
at

 d
oe
s 
yo

ur
 c
ha

ra
ct
er
 w

is
h 

I’
d 

do
?

• 
ho

w 
co
ul
d 
I 

ge
t 
yo

ur
 c
ha

ra
ct
er
 t
o 

_
_?

Wh
en

 y
ou

 o
pe

n 
yo

ur
 b

ra
in
 t
o 
th
e 

wo
rl
d’
s 

ps
yc
hi
c 
ma

el
st
ro

m,
 r

ol
l+

we
ir
d.
 O

n 
a 

hi
t,
 

th
e 

MC
 w

il
l 
te
ll
 y
ou

 s
om

et
hi
ng

 n
ew

 a
nd

 
in
te
re

st
in
g 
ab

ou
t 
th
e 
cu
rr

en
t 
si
tu
at
io

n,
 a

nd
 

mi
gh

t 
as
k 
yo

u 
a 
qu

es
ti
on

 o
r 
tw

o;
 a

ns
we

r 
th

em
. 

On
 a

 1
0
+,
 t
he

 M
C 
wi
ll
 g

iv
e 
yo

u 
go

od
 d

et
ai
l.
 

On
 a

 7
-9
, 
th
e 
MC

 w
il
l 
gi
ve
 y
ou

 a
n 

im
pr

es
si
on
. 

If
 y
ou

 a
lr
ea

dy
 k

no
w 
al
l 
th
er

e 
is
 t
o 

kn
ow
, 

th
e 

MC
 w

il
l 
te
ll
 y
ou

 t
ha

t.

Wh
en

 y
ou

 h
el
p 
or

 i
nt
er

fe
re

 w
it
h 

so
me

on
e 

wh
o’
s 

ma
ki

ng
 a
 r

ol
l,
 r

ol
l+

Hx
. 
On

 a
 h
it
, 

th
ey
 t
ak
e 

+1
 (
he
lp
) 
or

 -
2 
(i
nt
er

fe
re
) 
no

w.
 O

n 
a 

7-
9,
 

yo
u 

al
so
 e

xp
os
e 
yo

ur
se
lf
 t
o 
fi
re
, 

da
ng

er
, 

re
tr
ib

ut
io

n 
or

 c
os
t.

At
 t
he

 e
nd

 o
f 
ev
er
y 
se
ss
io

n,
 c
ho

os
e 

a 
ch
ar
ac

te
r 
wh

o 
kn

ow
s 
yo

u 
be

tt
er

 t
ha

n 
th

ey
 

us
ed

 t
o.
 I
f 
th

er
e’
s 
mo

re
 t
ha

n 
on

e,
 c
ho

os
e 

on
e 

at
 y
ou

r 
wh

im
. 
Te
ll
 t
ha

t 
pl
ay
er

 t
o 

ad
d 

+1
 

to
 t
he
ir
 H

x 
wi
th
 y
ou

 o
n 
th
ei
r 
sh
ee

t.
 I
f 

th
is
 

br
in
gs

 t
he

m 
to
 H

x+
4,
 t
he

y 
re
se

t 
to
 H

x+
1 

(a
nd

 
th

er
ef

or
e 
ma

rk
 e

xp
er
ie
nc
e)
.

DR
IV

ER
 M

OV
ES

Yo
u 
ge

t 
th
is
 1
:

A 
no

 s
hi
t 
dr

iv
er
: 
wh

en
 b

eh
in

d 
th
e 
wh

ee
l.
..

..
.i
f 
yo

u 
do

 s
om

et
hi
ng

 u
nd

er
 f
ir
e,
 a

dd
 y
ou

r 
ca
r’
s 
po

we
r 
to
 y
ou

r 
ro

ll
.

..
.i
f 
yo

u 
tr
y 
to
 s
ei
ze
 s
om

et
hi
ng

 b
y 
fo

rc
e,
 a

dd
 

yo
ur

 c
ar
’s
 p

ow
er
 t
o 
yo

ur
 r

ol
l.

..
.i
f 
yo

u 
go

 a
gg

ro
, 
ad

d 
yo

ur
 c
ar
’s
 p

ow
er
 t
o 

yo
ur

 r
ol
l.

..
.i
f 
yo

u 
tr
y 
to
 s
ed

uc
e 
or

 m
an
ip

ul
at
e 

so
me

on
e,
 a

dd
 y
ou

r 
ca
r’
s 
lo

ok
s 
to
 y
ou

r 
ro

ll
.

..
.i
f 
yo

u 
he
lp
 o

r 
in
te
rf

er
e 
wi
th
 s
om

eo
ne
, 
ad

d 
yo

ur
 c
ar
’s
 p

ow
er
 t
o 
yo

ur
 r

ol
l.

..
.i
f 
so

me
on

e 
in
te
rf

er
es
 w

it
h 
yo

u,
 a

dd
 y
ou

r 
ca
r’
s 
we

ak
ne
ss
 t
o 
th
ei
r 
ro

ll
.

Th
en

 c
ho

os
e 
1:

Go
od

 i
n 
th
e 
cl
in
ch
: 
wh

en
 y
ou

 d
o 
so

me
th
in
g 

un
de

r 
fi
re
, 
ro

ll
+s

ha
rp

 i
ns
te
ad

 o
f 
ro

ll
+
co

ol
.

We
at
he

r 
ey
e:
 w

he
n 
yo

u 
op

en
 y
ou

r 
br
ai
n 
to
 t
he

 
wo

rl
d’
s 
ps
yc
hi
c 
ma

el
st
ro

m,
 r

ol
l+

sh
ar

p 
in
st
ea

d 
of

 r
ol
l+

we
ir
d.

Da
re

de
vi
l:
 i
f 
yo

u 
go

 s
tr
ai
gh

t 
in
to
 d
an

ge
r 

wi
th

ou
t 
he

dg
in
g 
yo

ur
 b

et
s,
 y
ou

 g
et

 +
1a
rm

or
. 

If
 y
ou

 h
ap

pe
n 
to
 b

e 
le
ad
in
g 
a 
ga

ng
 o

r 
co

nv
oy
, 

it
 g
et
s 
+1
ar

mo
r 
to

o.

Co
ll
ec
to
r:
 y
ou

 g
et

 2
 a

dd
it
io

na
l 
ca
rs
.

My
 o
th
er
 c
ar

 i
s 

a 
ta
nk

: 
yo

u 
ge

t 
an

 
ad

di
ti
on

al
 c
ar
. 

Gi
ve
 i
t 

mo
un

te
d 
ma

ch
in

e 
gu

ns
 

(3
-h
ar

m 
me

ss
y)
 o

r 
gr

en
ad

e 
la

un
ch
er
s 
(3
-h
ar

m 
ar

ea
 l
ou

d)
 a

nd
 +
1a
rm

or
.

GE
AR

Yo
u 

ge
t:

• 
1 

ha
nd

y 
we

ap
on

• 
od

dm
en

ts
 w

or
th
 2
-b
ar

te
r

• 
fa
sh
io

n 
su
it
ab
le
 t
o 
yo

ur
 l
oo

k 
(y
ou

 d
et

ai
l)

Ha
nd

y 
we

ap
on

s 
(c
ho

os
e 

1)
:

• 
.3
8 

re
vo
lv
er

 (
2-
ha
rm

 c
lo
se
 r

el
oa

d 
lo

ud
)

• 
9m

m 
(2
-h
ar

m 
cl
os
e 

lo
ud
)

• 
bi
g 

kn
if
e 

(2
-h
ar

m 
ha

nd
)

• 
sa

we
d-
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f 
(3
-h
ar

m 
cl
os
e 
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lo
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 m
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)
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ch
et
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-h
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)
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 c
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oa
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CA
R

Ch
oo

se
 o

ne
 o

f 
th

es
e 

pr
of

il
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:

• 
Po

we
r+

2 
lo

ok
s+

1 
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ar

mo
r 

we
ak

ne
ss

+1
• 

Po
we

r+
2 
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ok

s+
2 

0-
ar

mo
r 

we
ak

ne
ss

+1
• 

Po
we

r+
1 

lo
ok

s+
2 

1-
ar

mo
r 

we
ak

ne
ss
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• 

Po
we

r+
2 
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ok

s+
1 

2-
ar

mo
r 

we
ak

ne
ss

+2

Ch
oo

se
 i
ts
 f
ra

me
: 

Co
up

e,
 c
om

pa
ct
, 

se
da

n,
 j
ee

p,
 p
ic
ku

p,
 v
an
, 

se
mi
, 

bu
s,
 l
im

o,
 a

mb
ul
an

ce
, 

4x
4,
 t
ra
ct
or
, 

co
ns
tr
uc

ti
on

/u
ti
li
ty
.

Ch
oo

se
 i
ts
 s
tr
en

gt
h 

or
 s
tr
en

gt
hs
:

Fa
st
, 

ru
gg

ed
, 

ag
gr

es
si
ve
, 

ti
gh

t,
 h

ug
e,
 

of
f-
ro

ad
, 
re

sp
on

si
ve
, 

un
co

mp
la
in
in
g,
 

ca
pa

ci
ou

s,
 w

or
kh

or
se
, 

ea
si
ly
 r

ep
ai
re

d.
 

Ch
oo

se
 a
s 

ma
ny
 a
s 

it
s 

po
we

r.

Ch
oo

se
 i
ts
 l
oo

k 
or

 l
oo

ks
: 

Sl
ee

k,
 v

in
ta
ge
, 

pr
is
ti
ne
, 

po
we

rf
ul
, 

lu
xe
, 

fl
as
hy
, 

mu
sc
ul
ar
, 

qu
ir
ky
, 

pr
et

ty
, 

ha
nd

cr
af

te
d,
 s
pi
ke
s 

& 
pl
at
es
, 

ga
ri
sh
. 

Ch
oo

se
 a
s 

ma
ny
 a
s 

it
s 

lo
ok

s.

Ch
oo

se
 i
ts
 w

ea
kn

es
s 

or
 w

ea
kn

es
se
s:

Sl
ow
, 

fr
ag

il
e,
 s
lo

pp
y,
 l
az
y,
 c
ra

mp
ed
, 

pi
ck

y,
 

gu
zz
le
r,
 u

nr
el
ia

bl
e,
 l
ou

d,
 r
ab

bi
ty
. 

Ch
oo

se
 

as
 m

an
y 

as
 i
ts
 w

ea
kn

es
s.

BARTER
If you’re charging someone wealthy for 
your services, 1-barter is the going rate 
for: one message or valuable delivered; one 
convoy led through hostile territory; one 
month’s employment as personal driver.

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: 
restoration of a damaged or neglected 
vehicle to working order, a month’s 
maintenance of a hi-performance vehicle 
well-used but not damaged; a night in high 
luxury & company; any weapon, gear or 
fashion not valuable or hi-tech; repair of 
a piece of hi-tech gear by a savvyhead; a 
week’s hire of the protective companionship 
of a battlebabe or gunlugger; a year’s 
tribute to a warlord; 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 com

mons of some hardhold 
with oddments ajangle and expect to find 
hi-tech or luxe eternal.

Introducing

THE DRIVER
Came the apocalypse, and the infrastructure 
of the Golden Age tore apart. Roads heaved 
and split. Lines of life and com

munication 
shattered. Cities, cut off from one another, 
raged like smashed anthills, then burned, 
then fell.

A few living still remember it: every horizon 
scorching hot with civilization in flames, 
light to put out the stars and moon, smoke to 
put out the sun.

In Apocalypse World the horizons are dark, 
and no roads go to them.

NAME - LOOK - 1
12 - BARTER

CA
R 
- 
9

4 
- 
BA

SI
C 

MO
VE

S
DR

IV
ER

 M
OV

ES
 -

 5
8 
- 
DR
IV
ER
 M
OV
ES
 -
 G
EA
R

W
A
RNING!

This isn’t a whole roleplaying game, just a 
character playbook. To play, you’ll need

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

A
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LYPSE W
ORLD

M
A
STER OF CEREM

ONIES PLA
YBOOK
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A
POCA

LYPSE W
ORLD
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YBOOKS

A
NGEL - BA

TTLEBA
BE

BRA
INER - CHOPPER

DRIVER - GUNLUGGER
HA

RDHOLDER - HOCUS
OPERA

TOR - SA
VVYHEA

D
SKINNER

THE 
PLA

YERS’  REFBOOK

THE 
M

A
STER OF CEREM
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ge
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em

 a
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:

Wh
en

 y
ou

 d
o 
so

me
th
in

g 
un

de
r 
fi
re
, 

or
 d
ig
 i
n 

to
 e

nd
ur

e 
fi
re
, 
ro

ll
+
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ol
. 
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 a
 1
0
+,
 y
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 d
o 

it
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On
 a
 7
-9
, 
yo

u 
fl
in
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, 
he
si
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te
, 
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 s
ta
ll
: 
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e 

MC
 c
an

 o
ff

er
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 w
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ut
co

me
, 

a 
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Wh
en
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ro
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+
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rd
. 

On
 a

 
10

+,
 t
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y 
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 h
an

d 
an

d 
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 c
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an

d 
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ha
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u 
wa

nt
. 

On
 

a 
7-
9,
 t
he

y 
ca
n 
in
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ea

d 
ch
oo

se
 1
:

• 
ge

t 
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e 
he
ll
 o

ut
 o

f 
yo

ur
 w

ay
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ba
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ad

e 
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 y
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et
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 o
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 c
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 c
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ou

 w
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t 
yo

u 
wa

nt
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ow
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 w
ha

t 
yo

u 
wa

nt
 t
o 
he

ar
)

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 little harm
• 

you inflict terrible harm
• 

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:
• 

if they do it, they mark experience
• 

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:
• 

where’s my best escape route?
• 

which enemy is most vulnerable to me?
• 

which enemy is the biggest threat?
• 

what should I be on the lookout for?
• 

what’s my enemy’s true position?
• 

who’s in control here?

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, 
choose 1 or both:
• 

One of them has been with you for days on 
the road. Tell that player Hx+2.

• 
One of them once got you out of some 
serious shit. Tell that player Hx+2.

Tell everyone else Hx+1. Everybody knows 
a bit about who you are and where you’ve 
been.

On the others’ turns:
• 

You aren’t naturally inclined to get too 
close to too many people. Whatever number 
they tell you, give it -1 and write it 
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.

DR
IV

ER
 S

PE
CI
AL

If
 y
ou

 a
nd

 a
no

th
er

 c
ha
ra
ct
er

 h
av
e 

se
x,
 

ro
ll
+
co

ol
. 

On
 a

 1
0
+,
 i
t’
s 

co
ol
, 

no
 b
ig
 d

ea
l.
 

On
 a

 7
-9
, 

gi
ve
 t
he

m 
+1
 t
o 

th
ei
r 

Hx
 w

it
h 

yo
u 

on
 t
he
ir
 s
he

et
, 

bu
t 

gi
ve
 y
ou

rs
el
f 

-1
 t
o 

yo
ur

 
Hx

 w
it
h 

th
em

 o
n 

yo
ur
s.
 O

n 
a 

mi
ss
, 

yo
u 

go
tt

a 
go
: 

ta
ke
 -
1 

on
go
in
g,
 u

nt
il
 y
ou

 p
ro

ve
 t
ha

t 
it
’s
 n

ot
 l
ik
e 

th
ey
 o

wn
 y
ou

 o
r 

no
th
in
g.

DR
IV

ER
 IM

PR
OV

EM
EN

T
Wh

en
ev
er

 y
ou

 r
ol
l 

a 
hi
gh
li
gh

te
d 

st
at
, 

an
d 

wh
en

ev
er

 y
ou

 r
es
et

 y
ou

r 
Hx

 w
it
h 

so
me

on
e,
 

ma
rk
 a

n 
ex

pe
ri
en

ce
 c
ir
cl
e.
 W

he
n 

yo
u 

ma
rk
 

th
e 

5t
h,
 i

mp
ro

ve
 a

nd
 e

ra
se
. 

Ea
ch
 t
im

e 
yo

u 
im

pr
ov
e,
 c
ho

os
e 

on
e 

of
 t
he

 
fo
ll
ow

in
g.
 C
he

ck
 i
t 

of
f;
 y
ou

 c
an
’t
 c
ho

os
e 

it
 a

ga
in
.

_
_ 

ge
t 

+1
co

ol
 (
ma

x 
co

ol
+2
)

_
_ 

ge
t 

+1
ha
rd

 (
ma

x 
ha
rd

+2
)

_
_ 

ge
t 

+1
ho

t 
(m

ax
 h

ot
+2
)

_
_ 

ge
t 

+1
we

ir
d 

(m
ax

 w
ei
rd

+2
)

_
_ 

ge
t 

a 
ne

w 
dr
iv
er

 m
ov
e

_
_ 

ge
t 

a 
ne

w 
dr
iv
er

 m
ov
e

_
_ 

ge
t 

2 
gi

gs
 (
de

ta
il
) 

an
d 

mo
on
li
gh

ti
ng

_
_ 

ge
t 

a 
ga
ra
ge
 (
wo

rk
sp
ac
e,
 d

et
ai
l)
 a

nd
 

cr
ew

_
_ 

ge
t 

a 
mo

ve
 f
ro

m 
an

ot
he

r 
pl
ay

bo
ok

_
_ 

ge
t 

a 
mo

ve
 f
ro

m 
an

ot
he

r 
pl
ay

bo
ok

BASIC MOVES - 3
10 - HX

SP
EC
IA
L 
- 
IM
PR
OV
EM
EN
T 
- 
11

2 
- 
ST

AT
S 

- 
BA

SI
C 

MO
VE

S
R

LA
N
G
U
A
G
E

S
E
X

V
IO
LE
N
C
E

TH
E

DR
IV

ER

AP
O C

AL
Y P

SE
 

W
OR

LD

Experience (P11) >
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read a sitch, 
read a person 
(p3-4)

DRIVER MOVES

GEAR & CAR

if you have sex see p11.
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CREA
TING A

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

NAM
E

Vonk the Sculptor, Batty, Jonker, A.T.,  Rue 
Wakeman, Navarre, Man, Kartak, Barbarossa, 
Keeler, Grekkor, Crille, Doom, or Chaplain. 

Rex, Fido, Spot, Boxer, Doberman, Trey, 
Killer, Butch, Fifi, Fluffy, Duke, Wolf, Rover, 
Max, or Buddy.

LOOK
Man, woman, concealed.

Scrounged mismatched armor, battered old 
armor, or custom homemade armor.

Scarred face, blunt face, bony face, dull 
face, worn face, or blasted face.

Mad eyes, raging eyes, wise eyes, sad eyes, 
little piggy eyes, or cunning eyes.

Hard body, stocky body, stringy body, 
battered body, overbuilt body, compact body, 
or huge body.

Wh
en

 y
ou

 r
ea

d 
a 
pe

rs
on

 i
n 
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ch
ar

ge
d 

in
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ra
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 r

ol
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ra
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 p
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 c
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 c
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 c
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ra
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th
e 
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 d
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 t
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lp
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re
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u 
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 c
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 c
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ar
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 t
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f 
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 c
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e 
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e 
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pl
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o 

ad
d 
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 t
he
ir
 H

x 
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ou

 o
n 
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ei
r 
sh
ee

t.
 I
f 
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is
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in
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m 
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 H

x+
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 H

x+
1 

(a
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er
ie
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Ch
oo

se
 3
:

Ba
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-h
ar

de
ne

d:
 w

he
n 
yo

u 
ac

t 
un

de
r 
fi
re
, 

ro
ll
+
ha
rd

 i
ns
te
ad

 o
f 
ro

ll
+
co

ol
.

Fu
ck
 t
hi
s 
sh
it
: 
na

me
 y
ou

r 
es
ca
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 r
ou

te
 a

nd
 

ro
ll
+
ha
rd
. 
On

 a
 1
0
+,
 s

we
et
, 
yo

u’
re

 g
on

e.
 O

n 
a 
7-
9,
 y
ou

 c
an

 g
o 
or

 s
ta
y,
 b

ut
 i
f 
yo

u 
go

 i
t 

co
st
s 
yo

u:
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et
hi
ng

 b
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in
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r 
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me
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wi
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il
l 
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. 
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ra
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. 
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st
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u 
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’s
 p
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, 
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+
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rd

 i
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f 
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+
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 o
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.

In
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 l
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d
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se
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 c
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a 

fr
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e’
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re
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 w
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mo
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 s
ta
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it
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ra
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.
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 s

ma
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 c
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 b
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 d
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 b
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:
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 c
lo
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a 
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 c
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cl
ud
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sc
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na

de
 t
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ip
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n 
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oo
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: 
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, 
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mo
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ou
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• 
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e 
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 c
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ar
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a 
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se
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• 
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r 
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sa
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t 

ri
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cl
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os
e 
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• 
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-h
ar

m 
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e 
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 l
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d)
• 

ma
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um
 (
3-
ha
rm

 c
lo
se
 r

el
oa

d 
lo

ud
)

• 
gr

en
ad

e 
tu

be
 (
4-
ha
rm

 c
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se
 a
re

a 
re
lo
ad

 
me

ss
y)

• 
ap

 a
m
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 (
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) 

Ad
d 

ap
 t
o 

al
l 
yo

ur
 g

un
s.

Ba
ck

up
 w

ea
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 (
ch
oo

se
 1
):

• 
9m

m 
(2
-h
ar

m 
cl
os
e 

lo
ud
)

• 
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g-
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s 
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e 

(2
-h
ar

m 
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nd
)

• 
ma

ch
et
e 

(3
-h
ar

m 
ha

nd
 m

es
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)

• 
ma

ny
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s 

(2
-h
ar

m 
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nd
 i
nf

in
it
e)

• 
gr

en
ad

es
 (
4-
ha
rm

 h
an

d 
ar

ea
 r

el
oa

d 
me

ss
y)

BARTER
If you’re charging someone wealthy for your 
services, 1-barter is the going rate for one 
act of murder, extortion or other violence; 
one week’s employment as bodyguard or gang 
leader; one month’s employment as thug-on-
hand.

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 com

mons of some hardhold 
with oddments ajangle and expect to find 
hi-tech or luxe eternal.

Introducing

THE GUNLUGGER
Apocalypse World is a mean, ugly, violent 
place. Law and society have broken down 
completely. What’s yours is yours only while 
you can hold it in your hands. There’s no 
peace. There’s no stability but what you 
carve, inch by inch, out of the concrete and 
dirt, and then defend with murder and blood.

Sometimes the obvious move is the right one.
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W
A
RNING!

This isn’t a whole roleplaying game, just a 
character playbook. To play, you’ll need
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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 little harm
• 

you inflict terrible harm
• 

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:
• 

if they do it, they mark experience
• 

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:
• 

where’s my best escape route?
• 

which enemy is most vulnerable to me?
• 

which enemy is the biggest threat?
• 

what should I be on the lookout for?
• 

what’s my enemy’s true position?
• 

who’s in control here?

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, 
choose 1, 2 or all 3:
• 

One of them has fought shoulder to 
shoulder with you. Tell that player Hx+2.

• 
One of them once left you bleeding and 
did nothing for you. Tell that player 
Hx-2.

• 
Choose which one of them you think is 
prettiest. Tell that player Hx+2.

Tell everyone else Hx=
0.

On the others’ turns:
• 

Choose which character you think is 
smartest. Whatever number that player 
tells you, add 1 to it and write it next 
to the character’s name. 

• 
Everyone else, whatever number they tell 
you, write it 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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To create your hardholder, choose name, look, 
stats, moves, holding, and Hx.

NAM
E

Nbeke, Allison, Kobe, Kreider, Tranh, Marco, 
Sadiq, Vega, Lang, Lin, or Jackson.

Madame, Barbecue, Grandma, Uncle, Parson, 
Barnum, Colonel, or Mother Superior.

LOOK
Man or woman.

Luxe wear, display wear, fetish wear, casual 
wear, or junta wear.

Strong face, stern face, cruel face, soft 
face, aristocratic face, or gorgeous face.

Cool eyes, com
manding eyes, languid eyes, 

sharp eyes, forgiving eyes, or generous eyes.

Massive body, soft body, wiry body, fat body, 
tall spare body, or sensual body.

Wh
en

 y
ou

 r
ea

d 
a 
pe

rs
on

 i
n 
a 
ch
ar

ge
d 

in
te
ra
ct
io

n,
 r

ol
l+

sh
ar

p.
 O

n 
a 
10

+,
 h

ol
d 

3.
 O

n 
a 

7-
9,
 h

ol
d 
1.
 W

hi
le
 y
ou
’r
e 
in
te
ra
ct
in
g 

wi
th
 

th
em
, 
sp

en
d 
yo

ur
 h

ol
d 
to
 a
sk
 t
he
ir
 p
la
ye
r 

qu
es
ti
on

s,
 1
 f

or
 1
:

• 
is
 y
ou

r 
ch
ar

ac
te
r 
te
ll
in

g 
th
e 

tr
ut
h?

• 
wh

at
’s
 y
ou

r 
ch
ar

ac
te
r 
re

al
ly
 f

ee
li
ng

?
• 

wh
at

 d
oe
s 
yo

ur
 c
ha

ra
ct
er
 i

nt
en

d 
to
 d

o?
• 

wh
at

 d
oe
s 
yo

ur
 c
ha

ra
ct
er
 w

is
h 

I’
d 

do
?

• 
ho

w 
co
ul
d 
I 

ge
t 
yo

ur
 c
ha

ra
ct
er
 t
o 

_
_?

Wh
en

 y
ou

 o
pe

n 
yo

ur
 b

ra
in
 t
o 
th
e 

wo
rl
d’
s 

ps
yc
hi
c 
ma

el
st
ro

m,
 r

ol
l+

we
ir
d.
 O

n 
a 

hi
t,
 

th
e 

MC
 w

il
l 
te
ll
 y
ou

 s
om

et
hi
ng

 n
ew

 a
nd

 
in
te
re

st
in
g 
ab

ou
t 
th
e 
cu
rr

en
t 
si
tu
at
io

n,
 a

nd
 

mi
gh

t 
as
k 
yo

u 
a 
qu

es
ti
on

 o
r 
tw

o;
 a

ns
we

r 
th

em
. 

On
 a

 1
0
+,
 t
he

 M
C 
wi
ll
 g

iv
e 
yo

u 
go

od
 d

et
ai
l.
 

On
 a

 7
-9
, 
th
e 
MC

 w
il
l 
gi
ve
 y
ou

 a
n 

im
pr

es
si
on
. 

If
 y
ou

 a
lr
ea

dy
 k

no
w 
al
l 
th
er

e 
is
 t
o 

kn
ow
, 

th
e 

MC
 w

il
l 
te
ll
 y
ou

 t
ha

t.

Wh
en

 y
ou

 h
el
p 
or

 i
nt
er

fe
re

 w
it
h 

so
me

on
e 

wh
o’
s 

ma
ki

ng
 a
 r

ol
l,
 r

ol
l+

Hx
. 
On

 a
 h
it
, 

th
ey
 t
ak
e 

+1
 (
he
lp
) 
or

 -
2 
(i
nt
er

fe
re
) 
no

w.
 O

n 
a 

7-
9,
 

yo
u 

al
so
 e

xp
os
e 
yo

ur
se
lf
 t
o 
fi
re
, 

da
ng

er
, 

re
tr
ib

ut
io

n 
or

 c
os
t.

At
 t
he

 e
nd

 o
f 
ev
er
y 
se
ss
io

n,
 c
ho

os
e 

a 
ch
ar
ac

te
r 
wh

o 
kn

ow
s 
yo

u 
be

tt
er

 t
ha

n 
th

ey
 

us
ed

 t
o.
 I
f 
th

er
e’
s 
mo

re
 t
ha

n 
on

e,
 c
ho

os
e 

on
e 

at
 y
ou

r 
wh

im
. 
Te
ll
 t
ha

t 
pl
ay
er

 t
o 

ad
d 

+1
 

to
 t
he
ir
 H

x 
wi
th
 y
ou

 o
n 
th
ei
r 
sh
ee

t.
 I
f 

th
is
 

br
in
gs

 t
he

m 
to
 H

x+
4,
 t
he

y 
re
se

t 
to
 H

x+
1 

(a
nd

 
th

er
ef

or
e 
ma

rk
 e

xp
er
ie
nc
e)
.

HA
RD

HO
LD

ER
 M

OV
ES

Yo
u 
ge

t 
bo

th
:

Le
ad

er
sh
ip
: 
wh

en
 y
ou

r 
ga

ng
 f
ig

ht
s 
fo

r 
yo

u,
 

ro
ll
+
ha
rd
. 
On

 a
 1
0
+,
 h

ol
d 
3.
 O

n 
a 
7-
9,
 h

ol
d 

1.
 O

ve
r 
th
e 
co

ur
se
 o

f 
th
e 
fi
gh

t,
 s
pe

nd
 y
ou

r 
ho
ld
 1
 f

or
 1
 t
o 
ma

ke
 y
ou

r 
ga

ng
:

• 
ma

ke
 a
 h
ar

d 
ad

va
nc
e

• 
st
an

d 
st
ro

ng
 a

ga
in
st
 a
 h
ar

d 
ad

va
nc
e

• 
ma

ke
 a

n 
or

ga
ni
ze
d 
re

tr
ea

t
• 

sh
ow

 m
er

cy
 t
o 
th
ei
r 
de

fe
at
ed

 e
ne

mi
es

• 
fi
gh

t 
an

d 
di
e 
to
 t
he

 l
as
t

On
 a
 m

is
s,
 y
ou

r 
ga

ng
 t
ur

ns
 o

n 
yo

u 
or

 t
ri
es
 t
o 

ha
nd

 y
ou

 o
ve
r 
to
 y
ou

r 
en

em
y.

We
al
th
: 
If
 y
ou

r 
ho
ld
 i
s 
se
cu
re

 a
nd

 y
ou

r 
ru
le
 u

nc
ha
ll
en

ge
d,
 a

t 
th
e 
be

gi
nn
in
g 
of

 
th
e 
se
ss
io

n,
 r

ol
l+

ha
rd
. 
On

 a
 1
0
+,
 y
ou

 h
av
e 

su
rp
lu
s 
at

 h
an

d 
an

d 
av
ai
la

bl
e 
fo

r 
th
e 
ne

ed
s 

of
 t
he

 s
es
si
on
. 
On

 a
 7
-9
, 
yo

u 
ha
ve
 s
ur

pl
us
, 

bu
t 
ch
oo

se
 1
 w

an
t.
 O

n 
a 
mi
ss
, 
or

 i
f 
yo

ur
 h

ol
d 

is
 c
om

pr
om

is
ed

 o
r 
yo

ur
 r

ul
e 
co

nt
es
te
d,
 y
ou

r 
ho
ld
 i
s 
in
 w

an
t.
 T
he

 p
re

ci
se
 v
al
ue
s 
of

 y
ou

r 
su
rp
lu
s 
an

d 
wa

nt
 d

ep
en

d 
on

 y
ou

r 
ho
ld
in
g,
 a
s 

fo
ll
ow

s.

HO
LD

IN
G

By
 d

ef
au
lt
, 

yo
ur

 h
ol
di
ng

 h
as
:

• 
75
-1
50
 s
ou

ls
.

• 
fo

r 
gi

gs
, 

a 
mi

x 
of

 h
un

ti
ng
, 
cr
ud

e 
fa
rm

in
g,
 a

nd
 s
ca
ve

ng
in
g 

(s
ur

pl
us
: 

1-
ba

rt
er
, 

wa
nt
: 

hu
ng

ry
).

• 
a 

ma
ke
sh
if
t 

co
mp

ou
nd

 o
f 

co
nc
re

te
, 
sh
ee

t 
me

ta
l 

an
d 

re
ba

r.
 Y
ou

r 
ga

ng
 g
et
s 
+1
ar

mo
r 

wh
en

 f
ig

ht
in
g 

in
 i
ts
 d

ef
en
se
.

• 
an

 a
rm

or
y 

of
 s
ca
ve

ng
ed

 a
nd

 m
ak
es
hi
ft

 
we

ap
on

s.
• 

a 
ga

ng
 o

f 
ab

ou
t 

40
 v

io
le
nt

 p
eo

pl
e 
(3
-h
ar

m 
ga

ng
 m

ed
iu

m 
un

ru
ly
 1
-a
rm

or
).

Ch
oo

se
 4
:

• 
yo

ur
 p

op
ul
at
io

n 
is
 l
ar

ge
, 
20
0-
30
0 
so

ul
s.
 

Su
rp
lu
s:
 +
1b
ar

te
r,
 w

an
t:
 +

di
se
as
e.

• 
yo

ur
 p

op
ul
at
io

n 
is
 s

ma
ll
, 
50
-6
0 
so

ul
s.
 

Wa
nt
: 

an
xi
et

y 
in
st
ea

d 
of

 w
an

t:
 h

un
gr

y.
• 

fo
r 

gi
gs
, 

ad
d 

lu
cr
at
iv
e 
ra
id
in
g.
 S
ur

pl
us
: 

+1
ba

rt
er
, 

wa
nt
: 

+
re

pr
is
al
s.

• 
fo

r 
gi

gs
, 

ad
d 

pr
ot
ec

ti
on

 t
ri
bu

te
. 

Su
rp
lu
s:
 +
1b
ar

te
r,
 w

an
t:
 +

ob
li
ga

ti
on
.

• 
fo

r 
gi

gs
, 

ad
d 

a 
ma

nu
fa
ct
or

y.
 S
ur

pl
us
: 

+1
ba

rt
er
, 

wa
nt
: 

+i
dl
e.

• 
fo

r 
gi

gs
, 

ad
d 

a 
bu

st
li
ng
, 
wi
de
ly
-k
no

wn
 

ma
rk
et

 c
om

mo
ns
. 

Su
rp
lu
s:
 +
1b
ar

te
r,
 w

an
t:
 

+i
dl
e.

• 
yo

ur
 g
an

g 
is
 l
ar

ge
 i
ns
te
ad

 o
f 
me

di
um
, 
60
 

vi
ol
en

t 
pe

op
le
 o

r 
so
.

• 
yo

ur
 g
an

g 
is
 w

el
l-
di
sc
ip
li
ne

d.
 D

ro
p 

un
ru
ly
.

• 
yo

ur
 a
rm

or
y 

is
 s
op

hi
st
ic
at
ed

 a
nd

 
ex

te
ns
iv
e.
 Y
ou

r 
ga

ng
 g
et
s 

+1
ha
rm
.

• 
yo

ur
 c
om

po
un

d 
is
 t
al
l,
 d

ee
p 

an
d 

mi
gh

ty
, 

of
 s
to

ne
 a

nd
 i
ro

n.
 Y
ou

r 
ga

ng
 g
et
s 

+2
ar

mo
r 

wh
en

 f
ig

ht
in
g 

in
 i
ts
 d

ef
en
se
.

An
d 

ch
oo

se
 2
:

• 
yo

ur
 p

op
ul
at
io

n 
is
 f
il
th
y 

an
d 

un
we

ll
. 

Wa
nt
: 

+
di
se
as
e.

• 
yo

ur
 p

op
ul
at
io

n 
is
 l
az
y 

an
d 

dr
ug
-

st
up

or
ed
. 

Wa
nt
: 

+f
am

in
e.

• 
yo

ur
 p

op
ul
at
io

n 
is
 d

ec
ad

en
t 

an
d 

pe
rv
er
se
. 

Su
rp
lu
s:
 -
1b
ar

te
r,
 w

an
t:
 s
av
ag

er
y.

• 
yo

ur
 h

ol
di
ng

 o
we

s 
pr

ot
ec

ti
on

 t
ri
bu

te
. 

Su
rp
lu
s:
 -
1b
ar

te
r,
 w

an
t:
 +

re
pr
is
al
s.

• 
yo

ur
 g
an

g 
is
 s

ma
ll
 i
ns
te
ad

 o
f 

me
di
um
, 

on
ly
 1
0-
20
 v

io
le
nt

 p
eo

pl
e.

• 
yo

ur
 g
an

g 
is
 a

 p
ac
k 

of
 f

uc
ki

ng
 h
ye
na
s.
 

Wa
nt
: 

sa
va
ge
ry
.

• 
yo

ur
 a
rm

or
y 

is
 f

or
 s
hi
t.
 Y
ou

r 
ga

ng
 g
et
s 

-1
ha
rm
.

• 
yo

ur
 c
om

po
un

d 
is
 m

os
tl
y 

te
nt
s,
 l
ea

n-
to
s 

an
d 

wo
od

en
 w

al
ls
. 

Yo
ur

 g
an

g 
ge

ts
 n

o 
ar

mo
r 

bo
nu

s 
wh

en
 f
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 d
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 c
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l 
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fe
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es
 o
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 c
ha
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er

 
pl
ay
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BARTER
Your holding provides for your day-to-day 
living, so while you’re there governing it 
there’s no need for you to concern yourself 
with that. 

When you give gifts, here’s what might 
count as a gift worth 1-barter: a month’s 
hospitality, including a place to live 
and meals in com

mon with others; a night 
in high luxury & company; any weapon, 
gear or fashion not valuable or hi-tech; 
repair of a piece of hi-tech gear by 
your fave savvyhead; a week’s bestowal 
of the protective companionship of one 
of your battlebabes or gunluggers; a 
month’s maintenance and repairs for a hi-
performance vehicle well-used; a half-hour’s 
worth of your undivided attention, in 
private audience; or, of course, oddments 
worth 1-barter.

In times of abundance, you holding’s surplus 
is yours to spend personally as you see fit. 
(Suppose that your citizen’s lives are the 
more abundant too, in proportion.) You can 
see what 1-barter is worth, from the above. 
For better stuff, be prepared to make 
unique arrangements, probably by treating 
with another hardholder nearby.

Introducing

THE HA
RDHOLDER

There is no government, no society, in 
Apocalypse World. When hardholders ruled 
whole continents, when they waged war on the 
other side of the world instead of with the 
hold across the burn-flat, when their armies 
numbered in the hundreds of thousands and 
they had fucking boats to hold their fucking 
airplanes on, that was the golden age of 
legend. Now, anyone with a concrete compound 
and a gang of gunluggers can claim the title. 
You, you got something to say about it?

NAME - LOOK - 1
12 - BARTER HO
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IN
G 
- 
9

4 
- 
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S
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LD
ER
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ES
 -

 5
8 
- 
HO
LD
IN
G

W
A
RNING!

This isn’t a whole roleplaying game, just a 
character playbook. To play, you’ll need

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

www.lumpley.com/apocalypse/
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u 

ge
t 
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em
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:

Wh
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 d
o 
so

me
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g 
un

de
r 
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, 
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 d
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n 

to
 e

nd
ur
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fi
re
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+
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 1
0
+,
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 d
o 

it
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 a
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u 
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, 
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: 
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e 
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 c
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 w
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an
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y 
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ne
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ll
+
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e 
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an
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an

d 
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 c
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e 
an

d 
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 w
ha

t 
yo

u 
wa

nt
. 

On
 

a 
7-
9,
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he

y 
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n 
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d 
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oo

se
 1
:

• 
ge

t 
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e 
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ll
 o

ut
 o

f 
yo

ur
 w

ay
 

• 
ba

rr
ic
ad

e 
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em

se
lv
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 s
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ur

el
y 
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• 

gi
ve
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ou

 s
om

et
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ng

 t
he
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in

k 
yo

u 
wa

nt
• 
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ck
 o

ff
 c
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ml
y,
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an
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ou

 c
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t 
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u 
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nt
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o 
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ow
 (
or

 w
ha

t 
yo

u 
wa

nt
 t
o 
he

ar
)

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 little harm
• 

you inflict terrible harm
• 

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:
• 

if they do it, they mark experience
• 

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:
• 

where’s my best escape route?
• 

which enemy is most vulnerable to me?
• 

which enemy is the biggest threat?
• 

what should I be on the lookout for?
• 

what’s my enemy’s true position?
• 

who’s in control here?

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:
• 

Choose whether you are by nature 
generous with your trust and resources, 
or reserved. If the former, then tell 
everyone Hx+1. If the latter, then tell 
everyone Hx=

0.

On the others’ turns, choose 1 or both:
• 

One of them has been with you since 
before. Whatever number that player tells 
you, give it +1 and write it next to the 
character’s name. 

• 
One of them once betrayed you or stole 
from you. Whatever number that player 
tells you, ignore it; write Hx+3 next to 
the character’s name instead. 

Everyone else, whatever number they tell 
you, write it 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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 c
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 c
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ol
l 

a 
hi
gh
li
gh

te
d 

st
at
, 

an
d 

wh
en

ev
er

 y
ou

 r
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 c
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 c
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BASIC MOVES - 3
10 - HX
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IM
PR
OV
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R
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Experience (P11) >

open your brain 
(p4)

NAME - 
LOOK 

HARDHO
LDER

STATS - MOVES - HARM

COOL

HARD

HOT

SHARP

WEIRD

do something 
under fire (p2)

seize by force,
go aggro (p2-3)

seduce or 
manipulate (p3)

read a sitch, 
read a person 
(p3-4)

help, interfere, 
session end (p4)HX

>>improve

highlight>>

HARDHOLDER MOVES

HOLDING

if you have sex see p11.

12

3

6

9

countdown

shattered
-1cool

crippled
-1hard

disfigured
-1hot

broken
-1sharp
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CREA
TING A

 HOCUS
To create your hocus, choose name, look, 
stats, moves, followers, and Hx.

NAM
E

Vision, Hope, Dust, Truth, Found, Always, 
Lost, Want, Must, Bright, or Sorrow. 

Horse, Rabbit, Trout, Cat, Spider, Snake, Bat, 
Lizard, Jackal, Weaver Bird, or Lark.

LOOK
Man, woman, concealed, or transgressing.

Tattered vestments, formal vestments, 
scrounge vestments, fetish vestments, or tech 
vestments.

Innocent face, dirty face, determined face, 
open face, severe face, or ascetic face.

Mesmerizing eyes, dazed eyes, forgiving eyes, 
suspicious eyes, clear eyes, or burning eyes.

Bony body, lanky body, soft body, fit body, 
graceful body, or heavy body.

Wh
en
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 r
ea

d 
a 
pe

rs
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 i
n 
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ch
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ge
d 
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ra
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ra
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 p
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ra
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at
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 f
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ti
tu

te
 a

 p
ow

er
fu
l 

ps
yc
hi
c 
an

te
nn

a.
 

Su
rp
lu
s:
 +

au
gu

ry
.

• 
Yo
ur

 f
ol
lo

we
rs
 a
re

 j
oy
ou

s 
an

d 
ce
le
br

et
or

y.
 S
ur

pl
us
: 

+
pa

rt
y.

• 
Yo
ur

 f
ol
lo

we
rs
 a
re

 r
ig

or
ou

s 
an

d 
ar

gu
me

nt
at
iv
e.
 S
ur

pl
us
: 
+i
ns
ig

ht
.

• 
Yo
ur

 f
ol
lo

we
rs
 a
re

 h
ar

d-
wo

rk
in
g,
 n

o-
no

ns
en
se
. 

Su
rp
lu
s:
 +
1b
ar

te
r.

• 
Yo
ur

 f
ol
lo

we
rs
 a
re

 e
ag

er
, 

en
th
us
ia
st
ic
, 

an
d 

su
cc
es
sf
ul
 r

ec
ru
it
er
s.
 S
ur

pl
us
: 

+
gr

ow
th
.

Ch
oo

se
 2
:

• 
Yo
u 

ha
ve
 f

ew
 f

ol
lo

we
rs
, 

10
 o

r 
fe

we
r.
 

Su
rp
lu
s:
 -
1b
ar

te
r.

• 
Yo
ur

 f
ol
lo

we
rs
 a
re

n’
t 

re
al
ly
 y
ou

rs
, 

mo
re

 
li
ke
 y
ou
’r
e 
th

ei
rs
. 
Wa

nt
: 
ju
dg

me
nt

 i
ns
te
ad

 
of

 w
an

t:
 d

es
er

ti
on
.

• 
Yo
ur

 f
ol
lo

we
rs
 d

ep
en

d 
en

ti
re
ly
 o

n 
yo

u 
fo

r 
th
ei
r 

li
ve
s 

an
d 

ne
ed

s.
 W

an
t:
 

+
de
sp

er
at
io

n.
• 

Yo
ur

 f
ol
lo

we
rs
 a
re

 d
ru

g-
fi

xa
te
d.
 S
ur

pl
us
: 

+s
tu

po
r.

• 
Yo
ur

 f
ol
lo

we
rs
 d
is
da
in
 f
as
hi
on
, 

lu
xu

ry
 

an
d 

co
nv
en

ti
on
. 

Wa
nt
: 

+
di
se
as
e.

• 
Yo
ur

 f
ol
lo

we
rs
 d
is
da
in
 l
aw
, 

pe
ac
e,
 r

ea
so

n 
an

d 
so

ci
et

y.
 S
ur

pl
us
: 

+v
io
le
nc
e.

• 
Yo
ur

 f
ol
lo

we
rs
 a
re

 d
ec
ad

en
t 

an
d 

pe
rv
er
se
. 

Wa
nt
: 

+s
av
ag

er
y.

Al
so
, 

de
ta
il
 y
ou

r 
fa
sh
io

n 
ac
co
rd
in
g 

to
 y
ou

r 
lo

ok
. 

Yo
u 

ha
ve
 o

dd
me

nt
s 

wo
rt

h 
2-
ba

rt
er
, 

bu
t 

no
 g
ea
r 

to
 s
pe

ak
 o

f.

BARTER
If you’re charging someone wealthy for 
your services, 1-barter is the going rate 
for: one circumstance foretold, revealed 
and come true; a month’s employment as 
auger and advisor; a month’s employment as 
ceremonist.

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: 
any weapon, gear or fashion not valuable 
or hi-tech; the material costs of a crash 
resuscitation by an angel; repair of a 
piece of hi-tech gear by a savvyhead; a 
week’s hire of the protective companionship 
of a battlebabe or gunlugger; a year’s 
tribute to a warlord; a month’s maintenance 
and repairs for 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 com

mons of some hardhold 
with oddments ajangle and expect to find 
hi-tech or luxe eternal.

Introducing

THE HOCUS
Now it should be crystal fucking obvious that 
the gods have abandoned Apocalypse World. 
Maybe in the golden age, with its one nation 
under god and its in god we trust, maybe then 
the gods were real. Fucked if I know. All I 
know is that now they’re gone daddy gone.

My theory is that these weird hocus fuckers, 
when they say “the gods,” what they really 
mean is the miasma left over from the 
explosion of psychic hate and desperation 
that gave Apocalypse World its birth. Friends, 
that’s our creator now.

NAME - LOOK - 1
12 - BARTER

FO
LL
OW
ER
S 
- 
9

4 
- 
BA

SI
C 

MO
VE

S
HO

CU
S 

MO
VE

S 
- 

5
8 
- 
HO
CU
S 
MO
VE
S 
- 
FO
LL
OW

ER
S

W
A
RNING!

This isn’t a whole roleplaying game, just a 
character playbook. To play, you’ll need

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

A
POCA

LYPSE W
ORLD

M
A
STER OF CEREM

ONIES PLA
YBOOK

THE

A
POCA

LYPSE W
ORLD

PLA
YBOOKS

A
NGEL - BA

TTLEBA
BE

BRA
INER - CHOPPER

DRIVER - GUNLUGGER
HA

RDHOLDER - HOCUS
OPERA

TOR - SA
VVYHEA

D
SKINNER

THE 
PLA

YERS’  REFBOOK

THE 
M

A
STER OF CEREM

ONIES
PLA

YBOOK

available and more at

www.lumpley.com/apocalypse/



ST
AT

S
Ch

oo
se
 o

ne
 s
et
:

• 
Co

ol
=
0 
Ha

rd
+1
 H

ot
-1
 S
ha
rp

+1
 W

ei
rd

+2
• 

Co
ol
+1
 H

ar
d-
1 
Ho

t+
1 
Sh
ar

p
=
0 
We
ir
d
+2

• 
Co

ol
-1
 H

ar
d
+1
 H

ot
=
0 
Sh
ar

p
+1
 W

ei
rd

+2
• 

Co
ol
+1
 H

ar
d
=
0 
Ho

t+
1 
Sh
ar

p-
1 

We
ir
d
+2

BA
SI
C 

M
OV

ES
Yo
u 

ge
t 
th
em

 a
ll
:

Wh
en

 y
ou

 d
o 
so

me
th
in

g 
un

de
r 
fi
re
, 

or
 d
ig
 i
n 

to
 e

nd
ur

e 
fi
re
, 
ro

ll
+
co

ol
. 
On

 a
 1
0
+,
 y
ou

 d
o 

it
. 

On
 a
 7
-9
, 
yo

u 
fl
in
ch
, 
he
si
ta

te
, 

or
 s
ta
ll
: 

th
e 

MC
 c
an

 o
ff

er
 y
ou

 a
 w

or
se
 o

ut
co

me
, 

a 
ha
rd

 
ba

rg
ai
n,
 o

r 
an

 u
gl
y 
ch
oi
ce
. 

Wh
en

 y
ou

 g
o 
ag

gr
o 
on

 s
om

eo
ne
, 
ro

ll
+
ha
rd
. 

On
 a

 
10

+,
 t
he

y 
ha
ve
 t
o 
ch
oo

se
: 
fo

rc
e 

yo
ur

 h
an

d 
an

d 
su
ck
 i
t 
up
, 
or

 c
av
e 
an

d 
do

 w
ha

t 
yo

u 
wa

nt
. 

On
 

a 
7-
9,
 t
he

y 
ca
n 
in
st
ea

d 
ch
oo

se
 1
:

• 
ge

t 
th
e 
he
ll
 o

ut
 o

f 
yo

ur
 w

ay
 

• 
ba

rr
ic
ad

e 
th
em

se
lv
es
 s
ec
ur

el
y 

in
• 

gi
ve
 y
ou

 s
om

et
hi
ng

 t
he
y 
th
in

k 
yo

u 
wa

nt
• 

ba
ck
 o

ff
 c
al
ml
y,
 h

an
ds
 w

he
re

 y
ou

 c
an

 s
ee

• 
te
ll
 y
ou

 w
ha

t 
yo

u 
wa

nt
 t
o 
kn

ow
 (
or

 w
ha

t 
yo

u 
wa

nt
 t
o 
he

ar
)

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 little harm
• 

you inflict terrible harm
• 

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:
• 

if they do it, they mark experience
• 

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:
• 

where’s my best escape route?
• 

which enemy is most vulnerable to me?
• 

which enemy is the biggest threat?
• 

what should I be on the lookout for?
• 

what’s my enemy’s true position?
• 

who’s in control here?

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:
• 

Any of them who are your followers, tell 
their players Hx+2.

• 
Tell everyone else Hx=

0.

On the others’ turns:
• 

Choose the character whose soul you’ve 
seen. Whatever number that player tells 
you, ignore it; write Hx+3 next to the 
character’s name instead. 

• 
Everyone else, whatever number they tell 
you, give it +1 and write it next to their 
character’s name. You’re a good and quick 
judge of others.

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.

HO
CU

S 
SP

EC
IA

L
If
 y
ou

 a
nd

 a
no

th
er

 c
ha
ra
ct
er

 h
av
e 

se
x,
 y
ou

 
ea
ch
 h

ol
d 

1.
 E
it
he

r 
of

 y
ou

 c
an

 s
pe

nd
 y
ou

r 
ho
ld
 a

ny
 t
im

e 
to
 h

el
p 

or
 i
nt
er

fe
re

 w
it
h 

th
e 

ot
he

r,
 a

t 
a 

di
st
an

ce
 o

r 
de
sp
it
e 

an
y 

ba
rr
ie
rs
 

th
at

 w
ou

ld
 n

or
ma

ll
y 

pr
ev
en

t 
it
.

HO
CU

S 
IM

PR
OV

EM
EN

T
Wh

en
ev
er

 y
ou

 r
ol
l 

a 
hi
gh
li
gh

te
d 

st
at
, 

an
d 

wh
en

ev
er

 y
ou

 r
es
et

 y
ou

r 
Hx

 w
it
h 

so
me

on
e,
 

ma
rk
 a

n 
ex

pe
ri
en

ce
 c
ir
cl
e.
 W

he
n 

yo
u 

ma
rk
 

th
e 

5t
h,
 i

mp
ro

ve
 a

nd
 e

ra
se
. 

Ea
ch
 t
im

e 
yo

u 
im

pr
ov
e,
 c
ho

os
e 

on
e 

of
 t
he

 
fo
ll
ow

in
g.
 C
he

ck
 i
t 

of
f;
 y
ou

 c
an
’t
 c
ho

os
e 

it
 a

ga
in
.

_
_ 

ge
t 

+1
co

ol
 (
ma

x 
co

ol
+2
)

_
_ 

ge
t 

+1
ha
rd

 (
ma

x 
ha
rd

+2
)

_
_ 

ge
t 

+1
sh
ar

p 
(m

ax
 s
ha
rp

+2
)

_
_ 

ge
t 

a 
ne

w 
ho

cu
s 

mo
ve

_
_ 

ge
t 

a 
ne

w 
ho

cu
s 

mo
ve

_
_ 

ch
oo

se
 a

 n
ew

 o
pt

io
n 

fo
r 

yo
ur

 f
ol
lo

we
rs

_
_ 

ch
oo

se
 a

 n
ew

 o
pt

io
n 

fo
r 

yo
ur

 f
ol
lo

we
rs

_
_ 

ge
t 

a 
ho
ld
in
g 

(d
et

ai
l)
 a

nd
 w

ea
lt
h

_
_ 

ge
t 

a 
mo

ve
 f
ro

m 
an

ot
he

r 
pl
ay

bo
ok

_
_ 

ge
t 

a 
mo

ve
 f
ro

m 
an

ot
he

r 
pl
ay

bo
ok

BASIC MOVES - 3
10 - HX

SP
EC
IA
L 
- 
IM
PR
OV
EM
EN
T 
- 
11

2 
- 
ST

AT
S 

- 
BA

SI
C 

MO
VE

S
R

LA
N
G
U
A
G
E

S
E
X

V
IO
LE
N
C
E

TH
E HO
CU

S

AP
O C

AL
Y P

SE
 

W
OR

LD

Experience (P11) >

open your brain 
(p4)

NAME - 
LOOK 

HOCU
S

STATS - MOVES - HARM

COOL

HARD

HOT

SHARP

WEIRD

do something 
under fire (p2)

seize by force,
go aggro (p2-3)

seduce or 
manipulate (p3)

read a sitch, 
read a person 
(p3-4)

HOCUS MOVES

FOLLOWERS

if you have sex see p11.

help, interfere, 
session end (p4)HX

>>improve

highlight>> 12

3

6

9

countdown

shattered
-1cool

crippled
-1hard

disfigured
-1hot

broken
-1sharp

Ap
oc
al
yp
se
 W
or
ld
: 

th
e 

Ho
cu

s
ma
de
 i
n 
2k
+1
0 
by
 D
. 
Vi

nc
en

t 
Ba

ke
r

di
st
ri
bu
te
 l
ik

e 
cr

az
y



CREA
TING A

N OPERA
TOR

To create your operator, choose name, look, 
stats, moves, gigs, crew/contacts, gear, and 
Hx.

NAM
E

Berg, Waters, Lafferty, Ebbs, Wilson, 
Marshall, Dolarhyde, Jesus, Bendrix, Proust, 
Steed, Nero.

Amalia, Katinka, Dagny, Fox, Christine, 
Clover, Olympias, Illeana, Franky, Sway, Acid 
Burn, Cash

LOOK
Man or woman.

Casual wear, utility wear, vintage wear, 
signature wear, or scrounge wear.

Worn face, pretty face, honest face, rough 
face, hard face, or open face.

Calculating eyes, warm eyes, sharp eyes, 
guarded eyes, cold eyes, or weary eyes.

muscular body, rangy body, full body, 
energetic body, or sturdy body.

Wh
en

 y
ou

 r
ea

d 
a 
pe

rs
on

 i
n 
a 
ch
ar

ge
d 

in
te
ra
ct
io

n,
 r

ol
l+

sh
ar

p.
 O

n 
a 
10

+,
 h

ol
d 

3.
 O

n 
a 

7-
9,
 h

ol
d 
1.
 W

hi
le
 y
ou
’r
e 
in
te
ra
ct
in
g 

wi
th
 

th
em
, 
sp

en
d 
yo

ur
 h

ol
d 
to
 a
sk
 t
he
ir
 p
la
ye
r 

qu
es
ti
on

s,
 1
 f

or
 1
:

• 
is
 y
ou

r 
ch
ar

ac
te
r 
te
ll
in

g 
th
e 

tr
ut
h?

• 
wh

at
’s
 y
ou

r 
ch
ar

ac
te
r 
re

al
ly
 f

ee
li
ng

?
• 

wh
at

 d
oe
s 
yo

ur
 c
ha

ra
ct
er
 i

nt
en

d 
to
 d

o?
• 

wh
at

 d
oe
s 
yo

ur
 c
ha

ra
ct
er
 w

is
h 

I’
d 

do
?

• 
ho

w 
co
ul
d 
I 

ge
t 
yo

ur
 c
ha

ra
ct
er
 t
o 

_
_?

Wh
en

 y
ou

 o
pe

n 
yo

ur
 b

ra
in
 t
o 
th
e 

wo
rl
d’
s 

ps
yc
hi
c 
ma

el
st
ro

m,
 r

ol
l+

we
ir
d.
 O

n 
a 

hi
t,
 

th
e 

MC
 w

il
l 
te
ll
 y
ou

 s
om

et
hi
ng

 n
ew

 a
nd

 
in
te
re

st
in
g 
ab

ou
t 
th
e 
cu
rr

en
t 
si
tu
at
io

n,
 a

nd
 

mi
gh

t 
as
k 
yo

u 
a 
qu

es
ti
on

 o
r 
tw

o;
 a

ns
we

r 
th

em
. 

On
 a

 1
0
+,
 t
he

 M
C 
wi
ll
 g

iv
e 
yo

u 
go

od
 d

et
ai
l.
 

On
 a

 7
-9
, 
th
e 
MC

 w
il
l 
gi
ve
 y
ou

 a
n 

im
pr

es
si
on
. 

If
 y
ou

 a
lr
ea

dy
 k

no
w 
al
l 
th
er

e 
is
 t
o 

kn
ow
, 

th
e 

MC
 w

il
l 
te
ll
 y
ou

 t
ha

t.

Wh
en

 y
ou

 h
el
p 
or

 i
nt
er

fe
re

 w
it
h 

so
me

on
e 

wh
o’
s 

ma
ki

ng
 a
 r

ol
l,
 r

ol
l+

Hx
. 
On

 a
 h
it
, 

th
ey
 t
ak
e 

+1
 (
he
lp
) 
or

 -
2 
(i
nt
er

fe
re
) 
no

w.
 O

n 
a 

7-
9,
 

yo
u 

al
so
 e

xp
os
e 
yo

ur
se
lf
 t
o 
fi
re
, 

da
ng

er
, 

re
tr
ib

ut
io

n 
or

 c
os
t.

At
 t
he

 e
nd

 o
f 
ev
er
y 
se
ss
io

n,
 c
ho

os
e 

a 
ch
ar
ac

te
r 
wh

o 
kn

ow
s 
yo

u 
be

tt
er

 t
ha

n 
th

ey
 

us
ed

 t
o.
 I
f 
th

er
e’
s 
mo

re
 t
ha

n 
on

e,
 c
ho

os
e 

on
e 

at
 y
ou

r 
wh

im
. 
Te
ll
 t
ha

t 
pl
ay
er

 t
o 

ad
d 

+1
 

to
 t
he
ir
 H

x 
wi
th
 y
ou

 o
n 
th
ei
r 
sh
ee

t.
 I
f 

th
is
 

br
in
gs

 t
he

m 
to
 H

x+
4,
 t
he

y 
re
se

t 
to
 H

x+
1 

(a
nd

 
th

er
ef

or
e 
ma

rk
 e

xp
er
ie
nc
e)
.

OP
ER

AT
OR

 M
OV

ES
Yo
u 
ge

t 
th
is
 1
:

Mo
on
li
gh

ti
ng

: 
yo

u 
ge

t 
2-
ju
gg

li
ng
. 
Wh

en
ev
er
 

th
er

e’
s 
a 
st
re

tc
h 
of

 d
ow

nt
im

e 
in
 p
la
y,
 o

r 
be

tw
ee

n 
se
ss
io

ns
, 
 c
ho

os
e 
a 
nu

mb
er

 o
f 
yo

ur
 

gi
gs
 t
o 
wo

rk
. 
Ch

oo
se
 n

o 
mo

re
 t
ha

n 
yo

ur
 

ju
gg

li
ng
. 
Ro
ll
+
co

ol
. 
On

 a
 1
0
+,
 y
ou

 g
et

 p
ro

fi
t 

fr
om

 a
ll
 t
he

 g
ig
s 
yo

u 
ch
os
e.
 O

n 
a 
7-
9,
 y
ou

 
ge

t 
pr

of
it
 f
ro

m 
at

 l
ea
st
 1
; 
if
 y
ou

 c
ho

se
 

mo
re
, 
yo

u 
ge

t 
ca
ta
st
ro

ph
e 
fr

om
 1
 a

nd
 p

ro
fi
t 

fr
om

 t
he

 r
es
t.
 O

n 
a 
mi
ss
, 
ca
ta
st
ro

ph
e 
al
l 

ar
ou

nd
. 
Th

e 
gi
gs
 y
ou

 a
re

n’
t 
wo

rk
in
g 
gi
ve
 y
ou

 
ne
it
he

r 
pr

of
it
 n

or
 c
at

as
tr
op

he
. 
Wh

en
ev
er
 y
ou

 
ge

t 
a 
ne

w 
gi
g,
 y
ou

 a
ls
o 
ge

t 
+1
ju
gg

li
ng
.

An
d 
ch
oo

se
 1
:

Ea
sy
 t
o 
tr
us
t:
 w

he
n 
yo

u 
tr
y 
to
 s
ed

uc
e 
or

 
ma

ni
pu
la

te
 a

no
th
er
 p
la
ye
r’
s 
ch
ar
ac

te
r,
 

ro
ll
+
Hx

 i
ns
te
ad

 o
f 
ro

ll
+
ho

t.
 A

n 
NP
C,
 

ro
ll
+
co

ol
 i
ns
te
ad

 o
f 
ro

ll
+
ho

t.

Ey
e 
on

 t
he

 d
oo

r:
 n
am

e 
yo

ur
 e
sc
ap

e 
ro

ut
e 

an
d 
ro

ll
+
co

ol
. 
On

 a
 1
0
+ 
yo

u’
re

 g
on

e.
 O

n 
a 

7-
9,
 y
ou

 c
an

 g
o 
or

 s
ta
y,
 b

ut
 i
f 
yo

u 
go

 i
t 

co
st
s 
yo

u:
 l
ea
ve
 s
om

et
hi
ng

 b
eh
in

d,
 o

r 
ta
ke
 

so
me

th
in
g 
wi
th
 y
ou
, 
th
e 
MC

 w
il
l 
te
ll
 y
ou

 
wh

at
. 
On

 a
 m

is
s,
 y
ou
’r
e 
ca
ug

ht
 v

ul
ne

ra
bl
e,
 

ha
lf
 i
n 
an

d 
ha
lf
 o

ut
. 

Op
po

rt
un
is
ti
c:
 w

he
n 
yo

u 
in
te
rf

er
e 
wi
th
 

so
me

on
e 
wh

o’
s 
ro

ll
in
g,
 r

ol
l+

co
ol
 i
ns
te
ad

 o
f 

ro
ll
+
Hx
. 
As
sh

ol
e.

Re
pu

ta
ti
on
: 

wh
en

 y
ou

 m
ee

t 
so

me
on

e 
im

po
rt

an
t 

(y
ou

r 
ca
ll
),
 r

ol
l+

co
ol
. 

On
 a
 h
it
, 
th
ey
’v
e 

he
ar

d 
of

 y
ou
, 

an
d 

yo
u 

sa
y 

wh
at

 t
he

y’
ve
 

he
ar

d;
 t
he

 M
C 

wi
ll
 h
av
e 

th
em

 r
es
po

nd
 

ac
co
rd
in
gl
y.
 O

n 
a 

10
+,
 y
ou

 t
ak
e 
+1
fo

rw
ar

d 
fo

r 
de

al
in
g 

wi
th
 t
he

m 
as
 w

el
l.
 O

n 
a 
mi
ss
, 

th
ey
’v
e 

he
ar

d 
of

 y
ou
, 

bu
t 
th
e 
MC

 w
il
l 

de
ci
de

 w
ha

t 
th

ey
’v
e 

he
ar

d.

GI
GS

(P
ro

fi
t 

/ 
ca
ta
st
ro

ph
e)

Ch
oo

se
 3

 p
ay
in
g 

gi
gs
:

• 
Bo

dy
gu

ar
di
ng

 (
1b
ar

te
r 

/ 
em

ba
tt

le
d)

• 
Su
rv
ei
ll
an

ce
 (
1b
ar

te
r 

/ 
de

ce
iv
ed
)

• 
Ra
id
in
g 

(1
ba

rt
er

 /
 e

mb
at

tl
ed
)

• 
En
fo

rc
em

en
t 

(1
ba

rt
er

 /
 o
ve
rt

hr
ow

n)
• 

Ho
ne
st
 w

or
k 

(1
ba

rt
er

 /
 i

mp
ov
er
is
he

d)
• 

Co
mp

an
io

ns
hi
p 

(1
ba

rt
er

 /
 e

nt
an

gl
ed
)

• 
De
li
ve
ri
es
 (
1b
ar

te
r 

/ 
bu

sh
wa

ck
ed
)

• 
In
fi
lt
ra
ti
on

 (
1b
ar

te
r 

/ 
di
sc
ov
er

ed
)

• 
Sc
av
en

gi
ng

 (
1b
ar

te
r 

/ 
im

po
ve
ri
sh
ed
)

• 
Br

ok
er
in
g 

de
al
s 

(1
ba

rt
er
 /
 s
hu

t 
ou

t)
• 

Te
ch
ni
ca
l 

wo
rk
 (
2b
ar

te
r 

/ 
sh
ut

 o
ut
)

• 
Fu
ck
in
g 

(2
ba

rt
er

 /
 e

nt
an

gl
ed
)

• 
Co

mp
ou

nd
 d

ef
en
se
 (
2b
ar

te
r 
/ 
in
fi
lt
ra
te
d)

• 
Do
in
g 

mu
rd

er
s 

(3
ba

rt
er

 /
 e

mb
at

tl
ed
)

An
d 

ch
oo

se
 1

 o
bl
ig
at
io

n 
gi
g:

• 
Av
oi
di
ng

 s
om

eo
ne

 (
yo

u 
ke
ep

 w
el
l 
cl
ea
r 
/ 

th
ey
 c
at
ch
 y
ou

 i
n 

a 
ba

d 
sp

ot
)

• 
Pa
yi
ng

 d
eb

ts
 (
yo

u 
ke
ep

 u
p 

wi
th
 t
he

m 
/ 

th
ey
 c
om

e 
du

e)
• 

Re
ve

ng
e 

(y
ou

 v
ic
ti
mi
ze
 s
om

eo
ne

 /
 t
he

y 
hu

mi
la

te
 y
ou
)

• 
Pr

ot
ec

ti
ng

 s
om

eo
ne

 (
no

th
in
g 

ba
d 

ha
pp

en
s 

to
 t
he

m 
/ 

th
ey
’r
e 

go
ne
)

• 
Pu
rs
ui
ng

 l
ux

ur
y 

(b
ea

ut
y 

in
 y
ou

r 
li
fe

 /
 

yo
u 

wi
nd

 u
p 

in
 a

 b
ad

 s
po

t)
• 

Ma
in
ta
in
in
g 

yo
ur

 h
on

or
 (
yo

u 
ke
ep

 y
ou

r 
wo

rd
 a

nd
 y
ou

r 
na

me
 /

 y
ou

 c
ro

ss
 a

 l
in

e)
• 

Se
ek

in
g 

an
sw

er
s 

(y
ou

 g
et

 a
 c
lu
e 

/ 
yo

u 
ch
as
e 

a 
re

d 
he

rr
in
g)

CR
EW

/
CO

NT
AC

TS
Yo
ur

 c
re

w 
or

 c
on

ta
ct
s 

ca
n 

co
ns
is
t 

en
ti
re
ly
 

of
 t
he

 o
th

er
 p
la
ye
rs
’ 

ch
ar
ac

te
rs
, 

or
 

en
ti
re
ly
 o

f 
th

e 
MC
’s
 c
ha
ra
ct
er
s,
 o

r 
an

y 
mi

x.
 

If
 t
he

y 
in
cl
ud

e 
an

y 
of

 t
he

 M
C’
s 

ch
ar
ac

te
rs
, 

sk
et
ch
 t
he

m 
ou

t 
— 

na
me

s 
(e
g 
Ga

bb
le
, 

Ja
im
, 

Pe
, 

Wa
st
ed
) 

an
d 

1-
li
ne

 d
es
cr
ip

ti
on

s 
— 

wi
th
 

th
e 

MC
. 

Ma
ke
 s
ur

e 
th

ey
’r
e 

co
mp

et
en

t 
an

d 
su
it
ed

 t
o 

th
e 

gi
gs

 y
ou
’v
e 

ch
os
en
.

GE
AR

Yo
u 

ge
t:

• 
9m

m 
(2
-h
ar

m 
cl
os
e 

lo
ud
) 

or
 a

 s
ig

na
tu
re

 
we

ap
on

 (
de

ta
il
 w

it
h 

th
e 

MC
)

• 
od

dm
en

ts
 w

or
th
 1
-b
ar

te
r

BARTER
1-barter will cover a month’s living 
expenses, if your tastes aren’t too grand. 
1-barter will also cover your crew’s cut of 
a couple three four profitable gigs.

As a one-time expenditure, and very subject 
to availablilty, 1-barter might count for: 
a night in high luxury and company; any 
weapon, gear or fashion not valuable or 
hi-tech; the material costs of a crash 
resuscitation by an angel; a week’s hire 
of the protective companionship of a 
battlebabe or gunlugger; repair of a piece 
of hitech gear by a savvyhead; a year’s 
tribute to a warlord; a month’s maintenance 
and repairs for 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 com

mons of some hardhold 
with oddments ajangle and expect to find 
hi-tech or luxe eternal.

Introducing

THE OPERA
TOR

In Apocalypse World, here’s what you’ve 
got, right? You’ve got Drem

mer and Balls on 
one side, warlord slaver and his sadistic 
enforcer (do they make another kind?), 
raiding from their stronghold of concrete 
and iron spikes. On the other side you’ve 
got the barge people, living their short 
disease-crippled lives up and down the dead 
poisoned river. Further along and you’ve 
got Lighthouse, a men-and-women hunger cult 
gone wrong barricaded in on the edge of the 
breeding pit burn flats.

You, you just want to make your way and have 
some freedom – but this is what you’ve got to 
work with. Not fucking rosy.

NAME - LOOK - 1
12 - BARTER

GI
GS
 -
 C
RE
W 
- 
GE
AR
 -
 9

4 
- 
BA

SI
C 

MO
VE

S
OP

ER
AT

OR
 M

OV
ES

 -
 5

8 
- 
OP
ER
AT
OR
 M
OV
ES
 -
 G
IG

S

W
A
RNING!

This isn’t a whole roleplaying game, just a 
character playbook. To play, you’ll need

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

A
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available and more at

www.lumpley.com/apocalypse/



ST
AT

S
Ch

oo
se
 o

ne
 s
et
:

• 
Co

ol
+2
 H

ar
d
=
0 
Ho

t-
1 
Sh
ar

p
+2
 W

ei
rd
-1

• 
Co

ol
+2
 H

ar
d
+1
 H

ot
+1
 S
ha
rp

=
0 

We
ir
d-
1

• 
Co

ol
+2
 H

ar
d-
1 
Ho

t+
1 
Sh
ar

p
+1
 W

ei
rd

=
0

• 
Co

ol
+2
 H

ar
d
=
0 
Ho

t=
0 
Sh
ar

p
+1
 W

ei
rd
-1

BA
SI
C 

M
OV

ES
Yo
u 

ge
t 
th
em

 a
ll
:

Wh
en

 y
ou

 d
o 
so

me
th
in

g 
un

de
r 
fi
re
, 

or
 d
ig
 i
n 

to
 e

nd
ur

e 
fi
re
, 
ro

ll
+
co

ol
. 
On

 a
 1
0
+,
 y
ou

 d
o 

it
. 

On
 a
 7
-9
, 
yo

u 
fl
in
ch
, 
he
si
ta

te
, 

or
 s
ta
ll
: 

th
e 

MC
 c
an

 o
ff

er
 y
ou

 a
 w

or
se
 o

ut
co

me
, 

a 
ha
rd

 
ba

rg
ai
n,
 o

r 
an

 u
gl
y 
ch
oi
ce
. 

Wh
en

 y
ou

 g
o 
ag

gr
o 
on

 s
om

eo
ne
, 
ro

ll
+
ha
rd
. 

On
 a

 
10

+,
 t
he

y 
ha
ve
 t
o 
ch
oo

se
: 
fo

rc
e 

yo
ur

 h
an

d 
an

d 
su
ck
 i
t 
up
, 
or

 c
av
e 
an

d 
do

 w
ha

t 
yo

u 
wa

nt
. 

On
 

a 
7-
9,
 t
he

y 
ca
n 
in
st
ea

d 
ch
oo

se
 1
:

• 
ge

t 
th
e 
he
ll
 o

ut
 o

f 
yo

ur
 w

ay
 

• 
ba

rr
ic
ad

e 
th
em

se
lv
es
 s
ec
ur

el
y 

in
• 

gi
ve
 y
ou

 s
om

et
hi
ng

 t
he
y 
th
in

k 
yo

u 
wa

nt
• 

ba
ck
 o

ff
 c
al
ml
y,
 h

an
ds
 w

he
re

 y
ou

 c
an

 s
ee

• 
te
ll
 y
ou

 w
ha

t 
yo

u 
wa

nt
 t
o 
kn

ow
 (
or

 w
ha

t 
yo

u 
wa

nt
 t
o 
he

ar
)

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 little harm
• 

you inflict terrible harm
• 

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:
• 

if they do it, they mark experience
• 

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:
• 

where’s my best escape route?
• 

which enemy is most vulnerable to me?
• 

which enemy is the biggest threat?
• 

what should I be on the lookout for?
• 

what’s my enemy’s true position?
• 

who’s in control here?

• 
fashion suitable to your look, including 
at your option a piece worth 1-armor (you 
detail)

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, 
choose 1 or both:
• 

One of them once faced down dedicated 
violence to get you out of a fix. Tell 
that player Hx+2.

• 
One of them once let you down in a pinch 
and left you holding the bill. Tell that 
player Hx-1.

Tell everyone else Hx+1.

On the others’ turns:
• 

Whatever number everyone tells you, 
give it +1 and write it next to their 
character’s name. You depend upon clear 
relationships.

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.

OP
ER

AT
OR

 S
PE

CI
AL

If
 y
ou

 a
nd

 a
no

th
er

 c
ha
ra
ct
er

 h
av
e 

se
x,
 g
et

 
a 

ne
w 

ob
li
ga

ti
on

 g
ig
: 

ke
ep
in
g 

[t
he
ir
 n
am

e]
 

ha
pp

y 
(y
ou

 k
ee

p 
th

em
 h
ap

py
 /

 y
ou

 f
uc
ki

ng
 

bl
ow

 i
t)
.

If
 y
ou

 a
nd

 t
he

 s
am

e 
ch
ar
ac

te
r 

ha
ve
 s
ex

 
ag
ai
n,
 d

on
’t
 g
et

 d
up
li
ca
te
 g

ig
s.
 J
us
t 

th
e 

fi
rs
t 

ti
me
.

OP
ER

AT
OR

 IM
PR

OV
EM

EN
T

Wh
en

ev
er

 y
ou

 r
ol
l 

a 
hi
gh
li
gh

te
d 

st
at
, 

an
d 

wh
en

ev
er

 y
ou

 r
es
et

 y
ou

r 
Hx

 w
it
h 

so
me

on
e,
 

ma
rk
 a

n 
ex

pe
ri
en

ce
 c
ir
cl
e.
 W

he
n 

yo
u 

ma
rk
 

th
e 

5t
h,
 i

mp
ro

ve
 a

nd
 e

ra
se
. 

Ea
ch
 t
im

e 
yo

u 
im

pr
ov
e,
 c
ho

os
e 

on
e 

of
 t
he

 
fo
ll
ow

in
g.
 C
he

ck
 i
t 

of
f;
 y
ou

 c
an
’t
 c
ho

os
e 

it
 a

ga
in
.

_
_ 

ge
t 

co
ol
+3
 i
ns
te
ad

 o
f 

co
ol
+2

_
_ 

ge
t 

+1
ha
rd

 (
ma

x 
ha
rd

+2
)

_
_ 

ge
t 

+1
sh
ar

p 
(m

ax
 s
ha
rp

+2
)

_
_ 

ge
t 

a 
ne

w 
op

er
at
or

 m
ov
e

_
_ 

ge
t 

a 
ne

w 
op

er
at
or

 m
ov
e

_
_ 

ad
d 

a 
gi

g 
an

d 
yo

u 
ma

y 
ch
an

ge
 y
ou

r 
cr
ew

_
_ 

ad
d 

a 
gi

g 
an

d 
yo

u 
ma

y 
ch
an

ge
 y
ou

r 
cr
ew

_
_ 

ab
an

do
n 

or
 r

es
ol
ve
 a

n 
ob
li
ga

ti
on

 g
ig
 f

or
 

go
od

_
_ 

ge
t 

a 
mo

ve
 f
ro

m 
an

ot
he

r 
pl
ay

bo
ok

_
_ 

ge
t 

a 
mo

ve
 f
ro

m 
an

ot
he

r 
pl
ay

bo
ok

BASIC MOVES - 3
10 - GEAR - HX

SP
EC
IA
L 
- 
IM
PR
OV
EM
EN
T 
- 
11

2 
- 
ST

AT
S 

- 
BA

SI
C 

MO
VE

S
R

LA
N
G
U
A
G
E

S
E
X

V
IO
LE
N
C
E

THE OPE
RA

TOR
AP

O C
AL

Y P
SE

 
W

OR
LD K

L

C

Experience (P11) >

open your brain 
(p4)

NAME - 
LOOK 

OPER
ATOR

STATS - MOVES - HARM

COOL

HARD

HOT

SHARP

WEIRD

do something 
under fire (p2)

seize by force,
go aggro (p2-3)

seduce or 
manipulate (p3)

read a sitch, 
read a person 
(p3-4)

OPERATOR MOVES

GIGS, CREW & GEAR

if you have sex see p11.

help, interfere, 
session end (p4)HX

>>improve

highlight>>

JUGGLING

12

3

6

9

countdown

shattered
-1cool

crippled
-1hard

disfigured
-1hot

broken
-1sharp

Ap
oc

al
yp

se
 W

or
ld

: 
th

e 
Op

er
at

or
ma

de
 i

n 
2k

+1
0 
by

 D
. 

Vi
nc

en
t 

Ba
ke

r
di

st
ri

bu
te

 l
ik

e 
cr

az
y



CREA
TING A

 SA
VVYHEA

D
To create your savvyhead, choose name, look, 
stats, moves, workspace, projects, and Hx.

NAM
E

Leah, Joshua, Tai, Ethan, Bran, Jeremy, 
Amanuel, Justin, Jessica, Eliza, Dylan, Adnan, 
Alan, Nils, Ellen, Lee, Kim, Adele

Leone, Burdick, Oliver, Goldman, Whiting, 
Fauci, Hossfield, Lem

ma, Morrell, Ozair, 
Robinson, Lemieux, Whitmont, Cullen, Spector

LOOK
Man, woman, or ambiguous.

Utility wear plus tech, scrounge wear plus 
tech, vintage wear plus tech, tech wear.

Plain face, pretty face, open face, or 
expressive face.

Squinty eyes, calm eyes, dancing eyes, quick 
eyes, or appraising eyes.

Fat body, slight body, hunched body, wiry 
body, stumpy body, or strange body.

Wh
en

 y
ou

 r
ea

d 
a 
pe

rs
on

 i
n 
a 
ch
ar

ge
d 

in
te
ra
ct
io

n,
 r

ol
l+

sh
ar

p.
 O

n 
a 
10

+,
 h

ol
d 

3.
 O

n 
a 

7-
9,
 h

ol
d 
1.
 W

hi
le
 y
ou
’r
e 
in
te
ra
ct
in
g 

wi
th
 

th
em
, 
sp

en
d 
yo

ur
 h

ol
d 
to
 a
sk
 t
he
ir
 p
la
ye
r 

qu
es
ti
on

s,
 1
 f

or
 1
:

• 
is
 y
ou

r 
ch
ar

ac
te
r 
te
ll
in

g 
th
e 

tr
ut
h?

• 
wh

at
’s
 y
ou

r 
ch
ar

ac
te
r 
re

al
ly
 f

ee
li
ng

?
• 

wh
at

 d
oe
s 
yo

ur
 c
ha

ra
ct
er
 i

nt
en

d 
to
 d

o?
• 

wh
at

 d
oe
s 
yo

ur
 c
ha

ra
ct
er
 w

is
h 

I’
d 

do
?

• 
ho

w 
co
ul
d 
I 

ge
t 
yo

ur
 c
ha

ra
ct
er
 t
o 

_
_?

Wh
en

 y
ou

 o
pe

n 
yo

ur
 b

ra
in
 t
o 
th
e 

wo
rl
d’
s 

ps
yc
hi
c 
ma

el
st
ro

m,
 r

ol
l+

we
ir
d.
 O

n 
a 

hi
t,
 

th
e 

MC
 w

il
l 
te
ll
 y
ou

 s
om

et
hi
ng

 n
ew

 a
nd

 
in
te
re

st
in
g 
ab

ou
t 
th
e 
cu
rr

en
t 
si
tu
at
io

n,
 a

nd
 

mi
gh

t 
as
k 
yo

u 
a 
qu

es
ti
on

 o
r 
tw

o;
 a

ns
we

r 
th

em
. 

On
 a

 1
0
+,
 t
he

 M
C 
wi
ll
 g

iv
e 
yo

u 
go

od
 d

et
ai
l.
 

On
 a

 7
-9
, 
th
e 
MC

 w
il
l 
gi
ve
 y
ou

 a
n 

im
pr

es
si
on
. 

If
 y
ou

 a
lr
ea

dy
 k

no
w 
al
l 
th
er

e 
is
 t
o 

kn
ow
, 

th
e 

MC
 w

il
l 
te
ll
 y
ou

 t
ha

t.

Wh
en

 y
ou

 h
el
p 
or

 i
nt
er

fe
re

 w
it
h 

so
me

on
e 

wh
o’
s 

ma
ki

ng
 a
 r

ol
l,
 r

ol
l+

Hx
. 
On

 a
 h
it
, 

th
ey
 t
ak
e 

+1
 (
he
lp
) 
or

 -
2 
(i
nt
er

fe
re
) 
no

w.
 O

n 
a 

7-
9,
 

yo
u 

al
so
 e

xp
os
e 
yo

ur
se
lf
 t
o 
fi
re
, 

da
ng

er
, 

re
tr
ib

ut
io

n 
or

 c
os
t.

At
 t
he

 e
nd

 o
f 
ev
er
y 
se
ss
io

n,
 c
ho

os
e 

a 
ch
ar
ac

te
r 
wh

o 
kn

ow
s 
yo

u 
be

tt
er

 t
ha

n 
th

ey
 

us
ed

 t
o.
 I
f 
th

er
e’
s 
mo

re
 t
ha

n 
on

e,
 c
ho

os
e 

on
e 

at
 y
ou

r 
wh

im
. 
Te
ll
 t
ha

t 
pl
ay
er

 t
o 

ad
d 

+1
 

to
 t
he
ir
 H

x 
wi
th
 y
ou

 o
n 
th
ei
r 
sh
ee

t.
 I
f 

th
is
 

br
in
gs

 t
he

m 
to
 H

x+
4,
 t
he

y 
re
se

t 
to
 H

x+
1 

(a
nd

 
th

er
ef

or
e 
ma

rk
 e

xp
er
ie
nc
e)
.
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Ch
oo

se
 2
:

Th
in

gs
 s
pe

ak
: 
wh

en
ev
er
 y
ou

 h
an

dl
e 
or

 e
xa

mi
ne

 
so

me
th
in
g 
in
te
re

st
in
g,
 r

ol
l+

we
ir
d.
 O

n 
a 
hi
t,
 

yo
u 
ca
n 
as
k 
th
e 
MC

 q
ue
st
io

ns
. 
On

 a
 1
0
+,
 a
sk
 

3.
 O

n 
a 
7-
9,
 a
sk
 1
:

• 
wh

o 
ha

nd
le
d 
th
is
 l
as
t 
be

fo
re

 m
e?

• 
wh

o 
ma

de
 t
hi
s?

• 
wh

at
 s
tr
on

g 
em

ot
io

ns
 h
av
e 
be

en
 m

os
t 

re
ce
nt
ly
 n

ea
rb

y 
th
is
?

• 
wh

at
 w

or
ds
 h
av
e 
be

en
 s
ai
d 
mo

st
 r

ec
en

tl
y 

ne
ar

by
 t
hi
s?

• 
wh

at
 h
as
 b

ee
n 
do

ne
 m

os
t 
re

ce
nt
ly
 w

it
h 
th
is
, 

or
 t
o 
th
is
?

• 
wh

at
’s
 w

ro
ng

 w
it
h 
th
is
, 
an

d 
ho

w 
mi

gh
t 
I 
fi

x 
it
?

Tr
ea

t 
a 
mi
ss
 a
s 
th

ou
gh

 y
ou
’v
e 
op

en
ed

 y
ou

r 
br
ai
n 
to
 t
he

 w
or
ld
’s
 p
sy
ch
ic
 m

ae
ls
tr
om

 a
nd

 
mi
ss
ed

 t
he

 r
ol
l.

Bo
ne

fe
el
: 
at

 t
he

 b
eg

in
ni
ng

 o
f 
th
e 
se
ss
io

n,
 

ro
ll
+
we

ir
d.
 O

n 
a 
10

+,
 h

ol
d 
1+
1.
 O

n 
a 
7-
9,
 

ho
ld
 1
. 
At
 a

ny
 t
im

e,
 e
it
he

r 
yo

u 
or

 t
he

 M
C 
ca
n 

sp
en

d 
yo

ur
 h

ol
d 
to
 h
av
e 
yo

u 
al
re

ad
y 
be

 t
he

re
, 

wi
th
 t
he

 p
ro

pe
r 
to

ol
s 
an

d 
kn

ow
le
dg

e,
 w

it
h 
or

 
wi
th

ou
t 
an

y 
cl
ea
r 
ex

pl
an

at
io

n 
wh

y.
 I
f 
yo

ur
 

ho
ld
 w

as
 1
+1
, 
ta
ke
 +
1f
or

wa
rd

 n
ow
. 
On

 a
 m

is
s,
 

th
e 
MC

 h
ol
ds
 1
, 
an

d 
ca
n 
sp

en
d 
it
 t
o 
ha
ve
 y
ou

 
al
re

ad
y 
be

 t
he

re
, 
bu

t 
so

me
ho

w 
pi
nn

ed
, 
ca
ug

ht
 

or
 t
ra
pp

ed
.

Of
te
ne

r 
ri
gh

t:
 w

he
n 

a 
ch
ar
ac

te
r 
co

me
s 
to
 

yo
u 

fo
r 

ad
vi
ce
, 

te
ll
 t
he

m 
wh

at
 y
ou

 h
on

es
tl
y 

th
in
k 

th
e 

be
st
 c
ou

rs
e 

is
. 
If
 t
he

y 
do

 i
t,
 

th
ey
 t
ak
e 

+1
 t
o 

an
y 

ro
ll
s 

th
ey
 m

ak
e 
in
 t
he

 
do
in
g,
 a

nd
 y
ou

 m
ar
k 

an
 e

xp
er
ie
nc
e 
ci
rc
le
.

Re
al
it
y’
s 

fr
ay

in
g 

ed
ge
: 

so
me

 c
om

po
ne

nt
 o

f 
yo

ur
 w

or
ks
pa

ce
, 

or
 s
om

e 
ar
ra
ng

em
en

t 
of

 
co

mp
on

en
ts
, 

is
 u

ni
qu

el
y 

re
ce
pt

iv
e 
to
 t
he

 
wo

rl
d’
s 

ps
yc
hi
c 

ma
el
st
ro

m 
(+
au

gu
ry
).
 C
ho

os
e 

an
d 

na
me

 i
t,
 o

r 
el
se
 l
ea
ve
 i
t 
fo

r 
th
e 
MC

 t
o 

re
ve
al
 d

ur
in
g 

pl
ay
.

Sp
oo

ky
 i
nt
en
se
: 

wh
en

 y
ou

 d
o 
so

me
th
in
g 
un

de
r 

fi
re
, 

ro
ll
+
we

ir
d 

in
st
ea

d 
of

 r
ol
l+

co
ol
.

De
ep

 i
ns
ig

ht
s:
 y
ou

 g
et

 +
1w

ei
rd

 (
we

ir
d
+3
).

W
OR

KS
PA

CE
Ch

oo
se
 w

hi
ch
 o

f 
th

e 
fo
ll
ow

in
g 
yo

ur
 

wo
rk

sp
ac
e 

in
cl
ud

es
. 

Ch
oo

se
 3
: 
a 
ga
ra
ge
, 
a 

da
rk

ro
om
, 

a 
co

nt
ro

ll
ed

 g
ro

wi
ng

 e
nv
ir
on

me
nt
, 

sk
il
le
d 

la
bo

r 
(C
ar

na
, 

Th
uy
, 
Pa

m
mi
ng
),
 a
 

ju
nk

ya
rd

 o
f 

ra
w 

ma
te
ri
al
s,
 a
 t
ru

ck
 o

r 
va

n,
 

we
ir
d-
as
s 

el
ec

tr
on

ic
a,
 m

ac
hi
ni
ng

 t
oo

ls
, 

tr
an
sm

it
te
rs
 &

 r
ec
ei
ve
rs
, 

a 
pr

ov
in
g 
ra
ng

e,
 a
 

re
li
c 

of
 t
he

 g
ol
de

n 
ag

e 
pa
st
, 
bo

ob
y 
tr
ap
s.

Wh
en

 y
ou

 g
o 

in
to
 y
ou

r 
wo

rk
sp
ac
e 
an

d 
de

di
ca
te
 y
ou

rs
el
f 

to
 m

ak
in
g 
a 
th
in
g,
 o

r 
to
 

ge
tt

in
g 

to
 t
he

 b
ot

to
m 

of
 s
om

e 
sh
it
, 
de

ci
de

 
wh

at
 a

nd
 t
el
l 

th
e 

MC
. 

Th
e 
MC

 w
il
l 
te
ll
 y
ou

 

“s
ur

e,
 n

o 
pr

ob
le

m,
 b

ut
…”
 a

nd
 t
he

n 
1 

to
 4

 o
f 

th
e 

fo
ll
ow

in
g:

• 
it
’s
 g

oi
ng

 t
o 
ta

ke
 h

ou
rs
/d
ay
s/
we

ek
s/
mo

nt
hs
 

of
 w

or
k;

• 
fi
rs
t 

yo
u’
ll
 h
av
e 

to
 g
et
/b
ui
ld

/f
ix

/f
ig

ur
e 

ou
t 

_
_
_
;

• 
yo

u’
re

 g
oi
ng

 t
o 

ne
ed

 _
_
_ 

to
 h

el
p 

yo
u 

wi
th
 

it
;

• 
it
’s
 g

oi
ng

 t
o 

co
st
 y
ou

 a
 f

uc
kt

on
 o

f 
ji
ng

le
;

• 
th

e 
be

st
 y
ou
’l
l 

be
 a

bl
e 

to
 d

o 
is
 a

 c
ra
p 

ve
rs
io

n,
 w

ea
k 

an
d 

un
re
li
ab
le
;

• 
it
’s
 g

oi
ng

 t
o 

me
an

 e
xp

os
in
g 

yo
ur
se
lf
 (
pl
us
 

co
ll
ea

gu
es
) 

to
 s
er
io

us
 d

an
ge
r;

• 
yo

u’
re

 g
oi
ng

 t
o 

ha
ve
 t
o 

ad
d 

_
_
_ 

to
 y
ou

r 
wo

rk
pl
ac
e 

fi
rs
t;

• 
it
’s
 g

oi
ng

 t
o 

ta
ke
 s
ev
er
al
/d
oz
en
s/
hu

nd
re

ds
 

of
 t
ri
es
;

• 
yo

u’
re

 g
oi
ng

 t
o 

ha
ve
 t
o 

ta
ke
 _

_
_ 

ap
ar

t 
to
 

do
 i
t.

Th
e 

MC
 m

ig
ht

 c
on

ne
ct

 t
he

m 
al
l 

wi
th
 “
an

d,
” 

or
 m

ig
ht

 t
hr

ow
 i
n 

a 
me

rc
if
ul
 “
or
.”

On
ce
 y
ou
’v
e 

ac
co

mp
li
sh
ed

 t
he

 n
ec
es
sa
ri
es
, 

yo
u 

ca
n 

go
 a

he
ad

 a
nd

 a
cc
om

pl
is
h 

th
e 

th
in
g 

it
se
lf
. 

Th
e 

MC
 w

il
l 

st
at

 i
t 

up
, 

or
 s
pi
ll
, 

or
 

wh
at
ev
er

 i
t 

ca
ll
s 

fo
r.

Al
so

 d
et

ai
l 

yo
ur

 p
er
so

na
l 

fa
sh
io

n.
 Y
ou

 h
av
e 

od
dm

en
ts
 w

or
th
 3
-b
ar

te
r,
 a

nd
 a

ny
 p

er
so

na
l 

pi
ec
e 

or
 t
hr

ee
 o

f 
no

rm
al
 g
ea
r 

or
 w

ea
po

nr
y.

BARTER
If you’re charging someone wealthy for your 
services, 1-barter is the going rate for: 
one piece of hitech gear repaired, a week’s 
maintenance of finicky and delicate tech; 
a month’s employment as technician on call; 
one solid, reliable and true answer.

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 and company; any 
weapon, gear or fashion not valuable or 
hi-tech; the material costs of a crash 
resuscitation by an angel; a week’s hire 
of the protective companionship of a 
battlebabe or gunlugger; a year’s tribute 
to a warlord; 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 com

mons of some hardhold 
with oddments ajangle and expect to find 
hi-tech or luxe eternal.

Introducing

THE SA
VVYHEA

D
If there’s one fucking thing you can count on 
in Apocalypse World, it’s: things break.

NAME - LOOK - 1
12 - BARTER

WO
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WO
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E

W
A
RNING!

This isn’t a whole roleplaying game, just a 
character playbook. To play, you’ll need

available and more at
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ST
AT

S
Ch

oo
se
 o

ne
 s
et
:

• 
Co

ol
-1
 H

ar
d
=
0 
Ho

t+
1 
Sh
ar

p
+1
 W

ei
rd

+2
• 

Co
ol
=
0 
Ha

rd
-1
 H

ot
-1
 S
ha
rp

+2
 W

ei
rd

+2
• 

Co
ol
+1
 H

ar
d-
1 
Ho

t=
0 
Sh
ar

p
+1
 W

ei
rd

+2
• 

Co
ol
+1
 H

ar
d
+1
 H

ot
-1
 S
ha
rp
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0 
We
ir
d
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BA
SI
C 

M
OV

ES
Yo
u 

ge
t 
th
em

 a
ll
:

Wh
en

 y
ou

 d
o 
so

me
th
in

g 
un

de
r 
fi
re
, 

or
 d
ig
 i
n 

to
 e

nd
ur

e 
fi
re
, 
ro

ll
+
co

ol
. 
On

 a
 1
0
+,
 y
ou

 d
o 

it
. 

On
 a
 7
-9
, 
yo

u 
fl
in
ch
, 
he
si
ta

te
, 

or
 s
ta
ll
: 

th
e 

MC
 c
an

 o
ff

er
 y
ou

 a
 w

or
se
 o

ut
co

me
, 

a 
ha
rd

 
ba

rg
ai
n,
 o

r 
an

 u
gl
y 
ch
oi
ce
. 

Wh
en

 y
ou

 g
o 
ag

gr
o 
on

 s
om

eo
ne
, 
ro

ll
+
ha
rd
. 

On
 a

 
10

+,
 t
he

y 
ha
ve
 t
o 
ch
oo

se
: 
fo

rc
e 

yo
ur

 h
an

d 
an

d 
su
ck
 i
t 
up
, 
or

 c
av
e 
an

d 
do

 w
ha

t 
yo

u 
wa

nt
. 

On
 

a 
7-
9,
 t
he

y 
ca
n 
in
st
ea

d 
ch
oo

se
 1
:

• 
ge

t 
th
e 
he
ll
 o

ut
 o

f 
yo

ur
 w

ay
 

• 
ba

rr
ic
ad

e 
th
em

se
lv
es
 s
ec
ur

el
y 

in
• 

gi
ve
 y
ou

 s
om

et
hi
ng

 t
he
y 
th
in

k 
yo

u 
wa

nt
• 

ba
ck
 o

ff
 c
al
ml
y,
 h

an
ds
 w

he
re

 y
ou

 c
an

 s
ee

• 
te
ll
 y
ou

 w
ha

t 
yo

u 
wa

nt
 t
o 
kn

ow
 (
or

 w
ha

t 
yo

u 
wa

nt
 t
o 
he

ar
)

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 little harm
• 

you inflict terrible harm
• 

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:
• 

if they do it, they mark experience
• 

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:
• 

where’s my best escape route?
• 

which enemy is most vulnerable to me?
• 

which enemy is the biggest threat?
• 

what should I be on the lookout for?
• 

what’s my enemy’s true position?
• 

who’s in control here?

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:
• 

Choose the character you find most 
strange. Tell that player Hx+1.

• 
Tell everyone else Hx-1. You’re kind of 
strange yourself.

On the others’ turns:
• 

Choose the character you figure for 
the biggest potential problem. Whatever 
number that player tells you, give it +1 
and write it next to the character’s name. 

• 
Everyone else, whatever number they tell 
you, give it -1 and write it next to their 
character’s name. You’ve got other stuff 
to do and other stuff to learn.

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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th
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 c
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om
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ly
 s
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th
ou
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we
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ng

 a
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 y
ou
’d
 r
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d 
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 w

he
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ou

 h
av
e 

th
e 
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no
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ot
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r 
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er

 a
nd
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 M
C 
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 a
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yo

ur
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es
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th
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(O
th
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, 
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at
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ve
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ly
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Wh

en
ev
er
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ou
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ol
l 

a 
hi
gh
li
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te
d 
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, 

an
d 

wh
en

ev
er

 y
ou

 r
es
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 y
ou

r 
Hx

 w
it
h 

so
me

on
e,
 

ma
rk
 a

n 
ex

pe
ri
en

ce
 c
ir
cl
e.
 W

he
n 

yo
u 

ma
rk
 

th
e 

5t
h,
 i

mp
ro

ve
 a

nd
 e

ra
se
. 

Ea
ch
 t
im

e 
yo

u 
im
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ov
e,
 c
ho
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e 
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e 
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 t
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fo
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ow
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g.
 C
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 i
t 

of
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 y
ou

 c
an
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 c
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e 
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.
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il
) 

fo
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sh
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_
_ 

ad
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po
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 t
o 
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n 
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re
 t
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BASIC MOVES - 3
10 - HX

TH
E SA
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O C
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SE
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LD
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12

3

6

9

countdown

shattered
-1cool

crippled
-1hard

disfigured
-1hot

broken
-1sharp

Experience (P11) >

open your brain 
(p4)

NAME - 
LOOK 

SAVVYH
EAD

STATS - MOVES - HARM

COOL

HARD

HOT

SHARP

WEIRD

do something 
under fire (p2)

seize by force,
go aggro (p2-3)

seduce or 
manipulate (p3)

read a sitch, 
read a person 
(p3-4)

help, interfere, 
session end (p4)HX

>>improve

highlight>>

SAVVYHEAD MOVES

WORKSPACE & GEAR

if you have sex see p11.
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CREA
TING A

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

NAM
E

October, Venus, Mercury, Dune, Shade, Heron, 
Plum, Orchid, Storm, Dusk, Sword, Midnight, 
Hide, Frost, Lawn, June, Icicle, Tern, 
Lavender, Spice, Gazelle, Lion, Peacock, or 
Grace.

LOOK
Man, woman, androgyne, or transgressing.

Display wear, showy scrounge wear, luxe wear, 
fetish wear, or casual wear.

Striking face, sweet face, strange face, cute 
face, or beautiful face.

Laughing eyes, mocking eyes, dark eyes, 
shadowed eyes, troubled eyes, arresting eyes, 
bright eyes, or cool eyes.

Strong hands, expressive hands, quick hands, 
calloused hands, or steady hands.

Slim body, toned body, fat body, unnatural 
body, young body, or lush body.
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ra
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ra
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 p
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 c
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 c
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 c
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ra
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at
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 t
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 c
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 c
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ra
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 f
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 c
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 d

et
ai
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BARTER
If you’re charging someone wealthy for your 
services, 1-barter is the going rate for: 
one night’s intimate companionship, an 
evening’s or a weekend’s entertainment for 
a group (without touching), a month’s casual 
employment as an enlivining presence.

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: 
any weapon, gear or fashion not valuable 
or hi-tech; the material costs of a crash 
resuscitation by an angel; repair of a 
piece of hi-tech gear by a savvyhead; a 
week’s hire of the protective companionship 
of a battlebabe or gunlugger; a year’s 
tribute to a warlord; a month’s maintenance 
and repairs for 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 com

mons of some hardhold 
with oddments ajangle and expect to find 
hi-tech or luxe eternal.

Introducing

THE SKINNER
Even in the filth of Apocalypse World, 
there’s food that isn’t death on a spit, 
music that isn’t shrieking hyenas, thoughts 
that aren’t afraid, bodies that aren’t used 
meat, sex that isn’t rutting, dancing that’s 
real. There are moments that are more than 
stench, smoke, rage and blood.

Anything beautiful left in this ugly ass 
world, skinners hold it. Will they share it 
with you? What do you offer them

?

NAME - LOOK - 1
12 - BARTER

GE
AR
 -
 L
UX
E 
GE
AR
 -
 9

4 
- 
BA

SI
C 

MO
VE

S
SK

IN
NE

R 
MO

VE
S 

- 
5

8 
- 
SK
IN
NE
R 
MO
VE
S

W
A
RNING!

This isn’t a whole roleplaying game, just a 
character playbook. To play, you’ll need
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:
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 c
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 c
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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 little harm
• 

you inflict terrible harm
• 

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:
• 

if they do it, they mark experience
• 

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:
• 

where’s my best escape route?
• 

which enemy is most vulnerable to me?
• 

which enemy is the biggest threat?
• 

what should I be on the lookout for?
• 

what’s my enemy’s true position?
• 

who’s in control here?

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, 
choose 1, 2 or all 3:
• 

One of them is your friend. Tell that 
player Hx+2.

• 
One of them is your lover. Tell that 
player Hx+1.

• 
One of them is in love with you. Tell 
that player Hx-1.

• 
Tell everyone else Hx=

0.

On the others’ turns:
• 

For everyone, whatever number they tell 
you, give it -1 or +1 and write it next 
to the character’s name. Your choice for 
each.

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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Experience (P11) >

open your brain 
(p4)

NAME - 
LOOK 

SKIN
NER

STATS - MOVES - HARM

COOL

HARD

HOT

SHARP

WEIRD

do something 
under fire (p2)

seize by force,
go aggro (p2-3)

seduce or 
manipulate (p3)

read a sitch, 
read a person 
(p3-4)

SKINNER MOVES

GEAR
if you have sex see p11.

help, interfere, 
session end (p4)
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countdown
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-1cool

crippled
-1hard

disfigured
-1hot

broken
-1sharp
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