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N OPERA
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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.
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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.
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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?

• 
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.
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