
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
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 r
ea

d 
a 
pe
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n 
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ch
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ra
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hi
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ra
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 p
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 c
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Wh
en

 y
ou
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pe
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ra
in
 t
o 
th
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ma

el
st
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 r
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we
ir
d.
 O

n 
a 

hi
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 w

il
l 
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ll
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et
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in
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at
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On
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0
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 t
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 d
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On
 a

 7
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th
e 
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il
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w 
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l 
th
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il
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Wh
en
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ou
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p 
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 t
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he
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) 
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 c
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 c
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ha
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 c
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e 

on
e 

at
 y
ou

r 
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Te
ll
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ha

t 
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ad
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 t
he
ir
 H

x 
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th
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ou
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n 
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 I
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.
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 l
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 p
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ss
ed

 t
he
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Bo
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fe
el
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at

 t
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 b
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in
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ng
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f 
th
e 
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n,
 

ro
ll
+
we

ir
d.
 O

n 
a 
10

+,
 h

ol
d 
1+
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 O

n 
a 
7-
9,
 

ho
ld
 1
. 
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 a
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 t
im

e,
 e
it
he

r 
yo

u 
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 M
C 
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ur
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e 
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 p
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le
dg
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wi
th

ou
t 
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r 
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at
io

n 
wh
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f 
yo

ur
 

ho
ld
 w
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 1
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1f
or

wa
rd

 n
ow
. 
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 a
 m

is
s,
 

th
e 
MC
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ol
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 1
, 
an

d 
ca
n 
sp

en
d 
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 t
o 
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ve
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ou

 
al
re

ad
y 
be

 t
he

re
, 
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t 
so

me
ho

w 
pi
nn
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, 
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
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es
tl
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be
st
 c
ou
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If
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ak
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 t
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do
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 m
ar
k 

an
 e
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Re
al
it
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 c
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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’
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 C
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 d
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en
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 d
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me
th
in
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de
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re
, 

ro
ll
+
we

ir
d 

in
st
ea

d 
of

 r
ol
l+

co
ol
.

De
ep

 i
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ig
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 y
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 g
et
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ei
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ir
d
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e 
fo
ll
ow

in
g 
yo

ur
 

wo
rk

sp
ac
e 

in
cl
ud

es
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ra
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nt
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wi
ng
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nv
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me
nt
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il
le
d 
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bo

r 
(C
ar
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, 

Th
uy
, 
Pa

m
mi
ng
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ju
nk

ya
rd

 o
f 

ra
w 
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ri
al
s,
 a
 t
ru

ck
 o

r 
va
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we
ir
d-
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s 

el
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tr
on
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ng

 t
oo
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it
te
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pr
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in
g 
ra
ng

e,
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re
li
c 

of
 t
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 g
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n 
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pa
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Wh
en

 y
ou

 g
o 

in
to
 y
ou

r 
wo

rk
sp
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e 
an

d 
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el
f 
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ak
in
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a 
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 o
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ge
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 b
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m 
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e 
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de
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at
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nd
 t
el
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. 

Th
e 
MC

 w
il
l 
te
ll
 y
ou

 

“s
ur

e,
 n

o 
pr

ob
le

m,
 b

ut
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 a

nd
 t
he

n 
1 

to
 4

 o
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th
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fo
ll
ow

in
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• 
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’s
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oi
ng
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ta
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ou
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ek
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yo
u’
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ur
e 
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t 

_
_
_
;

• 
yo

u’
re

 g
oi
ng
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o 

ne
ed
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_
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 h

el
p 

yo
u 
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th
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;

• 
it
’s
 g

oi
ng
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o 
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kt
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f 
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ng
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;

• 
th

e 
be

st
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be
 a
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e 
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o 
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 c
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p 

ve
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k 
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d 

un
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• 
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’s
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oi
ng

 t
o 

me
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 e
xp

os
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g 

yo
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se
lf
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co
ll
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gu
es
) 
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 s
er
io

us
 d

an
ge
r;

• 
yo

u’
re

 g
oi
ng

 t
o 
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ve
 t
o 
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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
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s/
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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
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SP
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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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S
Ch
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d
=
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p
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Co
ol
=
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ei
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Co
ol
+1
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ar

p
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Co
ol
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-1
 S
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ir
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M
OV
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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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no
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 c
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yo
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ou
’d
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le
d 

a 
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he
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no
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 M
C 
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(O
th
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at
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ve
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op
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 t
hi
ng
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)
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Wh

en
ev
er
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