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Introducing

THE DRIVER

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

WARNING!

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

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

THE
PLAVERS REFBOOK
MASTER OF CEREMONIES
SLAYBOOK

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

6 - dVD

*ssauyeam S3T se Auew se
9sooy) ‘A3Tqqed ‘pnoT ‘dTgeTTaJun ‘U3Tzznd
‘fo1d ‘padwedd ‘Azer ‘Addors ‘ar18eu} ‘MOTS

1S9SSIUYEIM JO SSIUMEIM SIT 9S00YD

*S300T S3T se Auew se 3asooy)

*ystded ‘sojerd B say1ds ‘paijeddpuey

‘A339ud “Ayutnb ‘uernosnuw ‘Aysers ‘oxnt
‘Ingdamod ‘BuTySTJUd ‘D3BJUTA NOITS
1S00T JO >OOT S3IT dS00YyD

‘uamod sS3T se Auew se asooy)d

‘paJdtedad ATTSes ‘osJdoydJdom ‘snordeded

‘Bututerdwooun ‘aATsuodsad ‘peod-440
@8ny ‘Y813 ‘onrssau88e ‘pa88nu ‘3seq
:sy38usuls Jo yiBuaJls s3T Isooyd

*A3TTTIN/UOTIONUISUOD

‘doloedl ‘pxp ‘eduernque ‘owty ‘snq ‘Twas
‘uen ‘dnyotd ‘desl ‘uepss ‘3oedwod ‘adno)
1dWed4 ST dsooyd

Z+SSOUXEOM JOWJR-Z T+SMOOT T+JSMOd o
T+SS9UXEOM JOWJe-T Z+SHOOT T+JOMOd e
T+SSOUMESM JOWJR-Q T+SH)OOT Z+JdMOd o
T+SS9UXEOM JOoWJe-T T+SHOOT Z+JOMOd e

:saTT40ud 9S3Yl 40 duUO Isooyd

HvJ

BARTER

If you’re charging someone wealthy for
your services, 1l-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 commons of some hardhold
with oddments ajangle and expect to find
hi-tech or luxe eternal.

12 - BARTER
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CREATING A DRIVER

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

NAME

Lauren, Audrey, Farley, Sammy, 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.

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

List the other characters’ names.

Go around again for Hx. On your turn,

choose 1 or both:

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

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

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

On the others’ turns:

e 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.

SINOW DISVE - SIVIS - ¢
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SIVIS

When you go toe to toe with someone to seize
something by force, or to secure your hold on
something, roll+hard. On a 10+, choose 3. On
a 7-9, choose 2:

you take definite hold of it

you suffer Llittle harm

you 1inflict terrible harm

e you impress, dismay or frighten your enemy

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

e if they do it, they mark experience

e if they refuse, it’s acting under fire

What they do then is up to them.

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

e where’s my best escape route?

e which enemy is most vulnerable to me?

e which enemy is the biggest threat?

e what should I be on the lookout for?

e what’s my enemy’s true position?

e who’s 1in control here?

BASIC MOVES - 3



