SACRED TURK

herever they are and however they are built,
w all Blood Bow! pitches are laid out following

the same, sacred parameters as decreed in
the holy book of Nuffle. Before every game, anywhere
in the known world, members of the Referees and
Allied Ruleskeepers Guild (RARG), will walk the length
and breadth of the pitch, ensuring the measurements

are exact: 60 paces wide by 100 paces long.

THE BLOOD BOWL PITCH

DUGOUTS

m pitch is split into several distinct sections and
all share the same features:

1. Two End Zones, one at each short end of the pitch.
> Two Wide Zones, one at each side of the pitch, running

from End Zone to End Zone.
3. Two Sidelines, running the length of the pitch, from

End Zone to End Zone.
4. The Centre Field, the area between each Wide Zone,
running the length of the pitch from End Zone to

End Zone.
5. There are two trapdoors on the pitch, one in each half,

Each team has its own dugout, a safe haven at pitch side
where reserves can warm up, where the injured can be
tended to and where important game information is tracked:

1. The Reserves box, where fit and healthy players stand
ready for the next drive.

2. The Knocked-out box, where players removed from play
due to minor injury recover.

3. The Casualty box, where seriously hurt players are tended
and where those who won't play again are stored until
the final whistle.

4. Turn trackers. These are vital, helping everyone know
which turn it is and how long remains of the current half
and the game. The Turn trackers are covered in greater

detail on pages 20 and 42.

5. Team re-roll trackers, used to keep track of how many
re-rolls a team still has to call upon in each half. Re-rolls
are covered in more detail on page 24.

&. The Score tracker, where the coach keeps a record of

each touchdown scored.

lood Bow! pitches can be

found the world over, from the

sweltering rainforests of Lustria,
where archaic stadia occupy ancient
temple cities, to the ice floes of Norsca,
where rugged gridirons are carved
from the glaciers and permafrost, and
everything in between and beyond.
They range from small and humble
affairs, temporarily marked-out pitches
surrounded by simple bleachers set
up for a low budget tournament, to
truly grand stadia such as the Emperor
Luitpold | Memorial stadium in the
heart of Altdorf, home of the Blood
Bowl itself, the grandest tournament

held in the finest arena in all the
known world.
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both positioned within a Wide Zone.

6. The pitch is then further split along its length into two
halves by the Line of Scrimmage, the point at which both
teams line up for the kick-off and at which much of the

most violent action unfolds!

Finally, the board itself is split into a grid of squares;
13 squares from Line of Scrimmage 1o End Zone, making
the pitch 26 squares long In total, and 15 squares wide; four
squares in each Wide Zone and seven squares across the

Centre Field.

Dugout
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TEMPLATES
——— od Bowl also makes use of threem

templates. These are the ‘Random D'Fectlon .
remplate’, the ‘Throw-in template’ any the | CORNER THROW-INS BLOOD BOWL DICE

| —
)
b

IS duplicated on two faces), each representing a different
outcome (see page 57).

A 'range ruler'. These are used as described bEIow_ AL bal; eave.tng PitCh from a corner square, he game of Blood Bowl uses four different type;_
,. APHEHN ~vel light. 3 | :re :gi;tlin g th?thrfwﬁm 'S determined by placing I of dice to determine the outcome of various
| | teams rarely If ¢ the players ﬁfm NDOM DIRECTION TEM PLATE —— | dTE 32 :n; ;lrléc tDangmpIate as shown in the actions and events, These are often referred to as
looc Bo kit and armour OS of the ‘ﬁ;‘s template 1S used whenever the ball SCatters’ = St ‘Nuffle's sacred cubes' in homage to the patron god of
Be it t:: poms and ”bbozages saws hounces' of ‘deviates’ (see page 25), or when thF_: Blood Bowl. Interestingly (perhaps), not all of these dice
the po he pan : ' on to be ; rulES are cubes!
| ,ding $quads (::';CEFIES. there 15 '?zm call for a random hd 'rf"?;: 2 ;ﬂerml‘ned 'Or any othe,
t ot ‘:pie hauled from Sft;?:md AR et :ofpthe temD:D:vn " e diagrapy BLOCK DICE
3 : 0 , he centr daleé ov : T e
| qulpmel:e +3bletop, games 0 i’ below, with t o I RA T tE'fr thg SqQuare Unique to the game of Blood Bowl, block dice are used to
Lk ewhat €55 in the waysori as ball is within 3 € the d”ef.‘:tion. | resolve Block and Blitz actions against opposition players.
¢ S‘tjm certain acces They are six-sided dice that feature five unique icons (one
.omen
. h :
3
i eot

D6

Blood Bowl also uses regular six-sided dice, marked 1
to 6. It is common for the ‘6’ to be replaced by a logo

LL the pitCh-’
E FOOTBA ¢ model ON
TH the most importar layer (1.6,

t in the possession ofap

L s AN player), the il : — either that of the game or a specific team — on many
when being held anC 55 ° - on the ground. THE RANGE RULER Blood Bow! dice.
e simply, the ball 7 aare When in 2 This is used when a Pass or Throw Team-mate action is
- one otherwise empty 5?“{:8 on or adjacent performed, both to determine range and, in the case of e D3: The rules might also call for a D3 to be rolled,
olayer's PosS scsion it will 0CCUPY a pia a Pass actif:ln, to detefmine If any opposition players can but an actual three-sided dice is not necessary. To roll :
to the base of that model attempt to interfere with the pass. | a D3, simply roll 2 D6 and halve the result, rounding -
in any game of fractions up. =

all 1s an essential component :

there are a great many ways .
| In

d. from a Simpl€ token 10 @ Pd

Pass actions are covered in greater detail on page
48 and Throw Team-mate actions on page 52. 1):3_
An eight-sided dice is often, though not exclusively, used
In conjunction with the Random Direction template.

The b
Blood Bowl, ana

~an be represente
based model the rva: of any player.

in which it

D16

A l16-sided dice. Less frequently used but no less vital, a
D16 is used for some of the tables in the rules that follow
or to select players at random from within a team.

MARKERS

he game of Blood Bow! USES several markers In
conjunction with the dugouts in order 10 keep

track of important game information:

THE THROW-IN TEMPLATE
If the ball ever leaves the pitch, the crowd will

TURN MARKER enthusiastically throw it back. Position the Throw-in

vou will need a turn marker, and it is your responsibility, template as shown in the diagram below, with the Blood

at the beginning of each and every one of your turns, Bowl logo over the last square the ball occupied before
to move the turn marker along the Turn tracker on leaving the pitch and roll a D6 to determine the direction
your dugout. the ball travels in.

TEAM RE-ROLL MARKER@ Throw-ins are covered in greater detail on page 51. RE
Similarly, you are responsible for keeping track of how b 3
many team re-rolls you have and how many have been -
used. You may use either a single marker or several
markers (one for each team re-roll) as you prefer

SCORE MARKER
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lood Bowl is a complex game of ancient traditions, governed by rules and

regulations older than imagining. That's the official line. In truth, the game of

Blood Bowl as it is known today was hurriedly translated from an ancient and
illegible tome by an elderly, near-sighted Dwarf. After completing this first, rushed
draft, the sacred commissioner Roze-E| spent many years trying to translate the Tome

m'u”: amongst scribes and historians and simply filled in the details by making
up!

ﬂiﬁmi:im time of Roze-El, numerous others have had their say in the developmen of

passin - Consequently, the game as it is known today is unlikely to bear more J :

seem tf:?mm“““tﬂ the original form of Nuffle's sacred game. Nuffle himselig
overly concerned by this, which is probably just as well! '

Thi - . :

_ 15 section covers in detail the rules and regulations of the game of Blood Bowis

oy

of Nuffle properly. Where this proved impossible, he relied on that most time-honoured

GENERAL
PRINCIPLES

B efore going further, it is worth establishing some

general principles regarding some commonly
used terms, dice and the game of Blood Bowl
in general.

THE COACH AND THE PLAYERS
B lood Bowl is a tabletop game and tabletop games are

traditionally played by ‘players’. But Blood Bowl is

also a game that represents a sporting fixture rather
than a battle between rival armies. Whilst in other tabletop
games the models might represent warriors, in Blood Bowl
the models represent sports players. To avoid confusion, and
to adhere to the theme of the game, the rules will always
refer to the models as ‘players’ and to you, the person
rolling the dice and making the decisions, as the "coach’. In
addition, players that belong to the same team are referred
to as ‘team-mates’, whilst players that do not belong to their
team are referred to as ‘opposition players.

TAKE-BACKS AND CHANGING ONE'S MIND

It is not uncommon for coaches to second guess themselves
occasionally, saying they are about to do something before
immediately changing their mind. As a general rule, you
should be tolerant of this in your opponents as you will likely
do it yourself! However, once dice have been rolled for any
reason, you must abide by your decision; you can no longer
go back and change anything that came before the dice roll!

RANDOMLY SELECTING A PLAYER B
The rules will often require a coach to select a player at
random. To do this, simply roll a D16 and check the Team
Draft list. The number rolled is the player selected. If the
number rolled doesn't correspond to a player or, as is often
the case, if the number rolled doesn't meet the criteria of the
player to be randomly selected (perhaps the number rolled
corresponds to a player not on the pitch, for example) simply
re-roll the dice.

THE TURNOVER

ne of the most important mechanics of the game
of Blood Bow! is the "Tumover’, Many unforlunate
events will cause the active team's turm to end

prematurely with a Turnover, regardiess of how many players
have been activated.

A Turmover is caused:

If a player on the active team Falis Over during thesr
own actmation.

If a player on the active team is Knocked Down during
their team turmn.

It a player on the active team that is in possession of the
ball is Placed Prone during their team tum

If a player on the active team that is in possession of the
ball is forced to move off the pitch for any reason.

If a player on the active team attempts to pick up the ball
from the ground and fails, even if the bouncing ball is
then caught by a player from the active team.

If a player on the active team fumbles a Pass action, even

if the bouncing ball is then caught by a player from the
active team.

If no player on the active team catches the ball after a
Pass action or a Hand-off action and the ball comes to

rest on the ground or in the possession of a player from
the opposing team.

If a Pass action is Deflected or Intercepted and the ball
comes to rest either on the ground or in the possession of
a player from the opposing team.
If a player on the active team that is in pOsSession
of the ball is thrown by a team-mate and either fails
to land safely, lands in the crowd or is eaten, even if
the bouncing ball is then caught by a player from the
active team.
If a player on the active team is Sent-off by the referee for
committing a Foul.

» |f a touchdown s scored.

This list is not exhaustive; there may be other events
that will cause a Turnover. Where this is the case, these will
be detailed by the rules.

Should a Tumover occur, any dice rolls that must
be made as a result of the event that caused it are made
immediately, after which the current player activation ends
The active team may not activate any more players and the
current team turn ends.

For example, should one of your players Fall Over
whilst moving, an Armour roll is made against them.
If that player was in possession of the ball, the ball will
then bounce. Once the ball has come o rest, the player’s
activation ends and you may activate no more players this
turn. Finally, your team turn ends and the opposing team
becomes the active feam.
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il % g artin dice ralls 10 be re-rolled.
) —iaad B averyline certain ' he footballs used in BI
game ..B}'u a dice *:“[E'm“neirr pall, of "€ shaped and ;:'::r'geh:m ST oddy This happens for many reasons, most often when the
qagl. The EEE 0t pack up ~~nd result must always be acce ; Ve quite erratically, tall {or the player in possession of it!) hils the ground or
ed! o altemp . The second i pted, even jf i Throughout the rules, reference will be made 1o when a player drops it:
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S bl . \ = \When the ball scatters, it moves from the square in
MODIFYING DICE ROLLS « Team re-rolls can only be used when a team is active, which it was placed three times before landing, each
HUD o call for a dice roll to be modified, during its own team tum. _ time moving one square in a direction determined
St bt ‘L a‘ 2 2 target number roll, To do « Team re-rolls cannot be used to re-roll: | by rolling a D8 and referring to the Random
r‘J .I..r *"m_! iru _’ 4 than add or subtract the - Deviation, scatter and bounce rolls. Direction template.
S rhaﬂg ng the outcome of Or: » A player cannot attempt to catch the ball should it
nadmens) SIHOWT, EeCilY b gl L= i !
'r': 4| .j S Lla: ot val o divkded - Armour, Injury and Casualty rolls. enter the square they occupy on the first or second
the dice roll. If the ruies ve uLl yo o : : YL . e
dica roll in 20y way, any fractions should be rounded up, = When a dice pool is rolled, a team re-roll can be used. "'. scatter roll, as it is still high in the air at this point.
_.._I u,[ 1l rr1 e E* -SE When 2 team re-roll is used, all of the dice in the dice | = |f after the third scatter roll the ball lands in a square
unless the rules state otherwise. | : . \
pool must be re-rolled (not just those dice that show . that is occupied by a Standing player that has not lost
; | their Tackle Zone, that player must attempt to catch
ROLLING OFF an undesirable result). . the ball, If they fail, it will bounce
The rules may call for both coaches to roll a dice (usually i » If after the third scatt' er roll the ball lands in an
ey & 0 01,8 Da - Orien 8 G e unoccupied square or a square that is occupled
will be added lo the result. This is called ‘rolling off” and | by either a Standing player that has lost their
the highes : : "
| [,: | ::ﬁ aect smr? always wins 2 roli-off. In the case of a ' Tackle Zone or by a Prone or Stunned player,
- 12, = 3 M 5 .
E gain uniess otherwise instructed. : it will bounce before it comes to rest on
' the ground.

NATURAL ROLLS

| A “natural roll is the actual number rolled on 2 dice

| regardless of modifiers. It is not uncomman for a leu;t (o
| be passed if 2 natural 6 is rolled or falled if a natural

1 1 is rolled, even if modifiers might seemingly make

i success a certainty or failure spem impossible,

| “What a foul! That was

| utterly brutal, Bob!”

' “well, life goes on, Jim."

| “I've got a feeling it might
| not in his case, actually.”
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% player that Is not being Marked, i.e .2 play
ot within the Tackle Zone of any opposition ),
described below), 1s said to be 'Open'. Open o

move freely and perform actions more g

YErs (g

asily, free from
the interference of Opposition piayers

MARKING AND BEING MARKED

Players use their Tackle Zone to interfere with Opposition
nlayers, ‘Marking® them and hrndenng their actions:

= |f a player occupies a square that is within an
opposition player’s Tackle Zone, they are being
'‘Marked' by that opposition player.

» |If a player has an opposition player within their Tackle
Zone, they are ‘Marking' that opposition player,

« A Standing player Marks all opposition players that
are within their Tackle Zone.

» A player can be Marked by multiple opposition players
at the same time.

» A player that has lost their Tackle Zone for any reason
cannot Mark an opposition player, though they can be
Marked themselves.

Players never Mark team-mates — they will only
Mark opposition players. Marking opposition players,
and being Marked by them in tum, has multiple in-
game effects.

e _\_\_\_‘-‘-\-‘-‘
yer "157;“"

LOSING TACKLE ZONES

that reguire a player to have a Tackle Zone.

Prone and Stunned players lose their Tackle Zone. It may
also happen that, due to an in-game effect, a special rule
or a Skill used by an opposition player, a Standing player
Ipses their Tackle Zone.

I & player has lost their Tackle Zone they:
* Cannot Mark other players.

= Cannot attempt to interfere with a Pass action.
* Cannot attempt to catch the ball.

They will also be unable to use certain other Skil

PRONE AND STUNNED PLAYERS

FALLING DVER

P layers that are not standing will ba either 'Prong’

or "Stunned’. All such players OCCUPY One square
on the pitch — the square they were e Ihe.
became Prone or Stunned y

— N0 matter how big the player

PRONE

When a player 1s Prone, the model is laid face-up on

the pitch. A Prone player can do nothing until they have
stood up. A Prone player may be activated during their
team turn to perform any action that includes Movement
Allowance. Doing so allows the player to sacrifice a
portion of their movement to stand up (see page 44),

STUNNED

When a player Is Stunned, the model is laid face-down on
the pitch. A Stunned player is not eligible to be activated
during their team turn. When a team’s turn ends, even

if it ends with a Turnover, any players that were Stunned
when the turn began will automatically roll over and
become Prone. If a player became Stunned during the
course of their own team turn, they must remain Stunned
until the end of their team's next tum, when they will
automatically roll over and become Prone.

BECOMING PRONE OR STUNNED

Usually, a player becomes Prone as the result of 'Falling
Over' or being 'Knocked Down’. When a player Fails Over
or is Knocked Down, they also *risk injury’, meaning they
may become Stunned or worse. Alternatively, a player
may be ‘Placed Prone’ without risk of injury.

PLACED PRONE

Being Placed Prone is often a deliberate choice a player
is able to make due to a Skill they possess. At other times
an in-game effect, a special rule or a Skill used by an
opposition player may cause one of your players to be
Placed Prone by your opponent:

= |f a player is Placed Prone during their activation, their
activation ends immediately.

= |f a player in possession of the ball is Placed Prone
during their team tum, a Turnover is caused.

* |f a player that is in possession of the ball is Placed
Prone, the ball will bounce from the sguare in which
the player was Placed Prone.

* ‘When a player is Placed Prone, there is no risk of
injury and no Armour roll is made against them.

Players may ‘Fall Over' when they attempt to Dodge, or
they may simply Fall Over their own feel as they sprint
across the pitch too quickly. When a player Falls Over it

5 self-inflicted, and it can only happen during a player's
own activation:

* ITa player Falls Over, a Turnover is caused.
* W a player Falls Over, they become Prone and risk
injury. The coach of the opposing team makes an
Armaur roll against them as described on page 29:
= I the player's armour is broken as described on
page 60, an Injury roll is made against them and
they will become Stunned or worse.
= I the player's armour s not broken, they
remain Prone.
I a player Falls Over whilst in possession of the biall,
the ball will bounce from the square in which the
player Falis Over, after making an Armour rell (and
possible Injury roll) against them

BEING KNOCKED DOWN

Flayers are often ‘Knocked Down' as the result of a
vicious Block action from an opposition player or when
they attempt to perform a Block action against an
opposition player who proves to be bigger, tougher or
luckier than they are. Players can also be Knocked Down
by projectiles thrown by the crowd (including spells), or
by some other in-game effect, by a special rule or by a
Skill used by an opposition player:

* |f a player is Knocked Down during their team turm,
a Turnover is caused.

* ‘\When a player is Knocked Down, they become Prone
and nisk injury. The coach of the opposing team
makes an Armour roll against them:

- |f the player's armour is broken, an Injury roll is
made against them and they will become Stunned
Of WOrse.

= I the player's armour is not broken, they
remain Prone.

» |f a player is Knocked Down whilst in possession of
the ball, the ball will bounce from the square in winch
the player was Knocked Down, after making an
Armour roll (and possibie Injury rofl)
against them.

| %...they were jolly nice chaps,

| weren't they?”
: - Lonce Goodfellow, Bri

ght Crusaders rookie

Ll




PLAYER PROFILE
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characteristics, collectively known as th
ACTERISTICS [ :
I e it

d . I EETI;P:T;:mHiﬂ and age number i$ better

they . ssing Ability (PA) and Armo
|| known races, « Agility (AG), Passing ur Value
individuals of a wealth and (AV) are all shown as target numbers; a number

glory -
p:;;h seeking followed by a '+' symbol, as described on page 24,
| most serious in the case of AG and PA a lower number is better,

be whereas in the case of AV a higher number is bette
' event, :
jsn't a career ending

No characteristic may ever be improved more thap,

twice or be improved beyond the maximum shown on the
table below. No characteristic may ever be reduced balgy,
the minimum shown on the table below:

CHARACTERISTIC TABLE
Characteristic MA

Minimum.
CHARACTERISTIC MODIFIERS

W B W hen making a test against any of a player's

w characteristics, there are a number of
madifiers that may apply, some making

. - . . success harder, some making it easier. Where maodifiers

|| . A . apply to a Characteristic test, the rules will list and

| B ' 3 1B detail them:

| \ . y if the characleristic is given a simple value, the

| : . modifier is applied as written — for example, if a

' player with a Strength characteristic of 3 i5 given a

i +1 Strength modifier, their Strength charactenstic

J becomes 4.
Where a characlenstic is presented as a target
number, the modifier is always applied to the dice roll,
as described on page 24 l

If the rules ever instruct you to divide a dice roll In
any way, any modifiers that also apply to the roll should
be applied atter the roll has been divided.

| HACKSPIT QUILLCHEWER’S FUN FACTS!
Back when Morg ‘n’ Thorg was a rookie, he started
putting a notch in his helmet for every player he
killed. Before too long there were more notches than
helmet! Sure enough, it didn't take long for it to fall
apart entirely, and he hasn't worn one since-since’

MOVEMENT
ALLOWANCE (MA)
This characteristic shows the number
of squares the player may move
when activated during their team
turn. There are several actions a
player can perform that allow them
to move, ranging from a simple Move
action to a dramatic Blitz (actions are
dealt with in detail on page 43).

STRENGTH (5T)

“WHAT caAN POSSIBLY GO WRONG?"
Players may have an AG or ;

PA of 14 It might
canng : - IENt seem that such players

unf
ortunately, not the case! Hemember that when testing against a

Player's AG or PA, an
» any roll of a natural 1 is a fail
often be modifiers to Spoly. ail. In addition, there will

b For example, a player with an AG of 1+ may find themselves
;if ject to a -2 modifier, in which case you would need to roll a 3 or
1gher Ip Pass an Agility test, because should you roll a 2 and apply a
-2 modifier the result would be 0, which fs lower than L.

A player's Strength characteristic
represents how physically strong they
are, Strength is used during Block
actions, both when performing them
and when defending against them.

AGILITY (AG)
A player's Agility charactenstic
represents their Skill and dexterity in
different situations, be it how easily
they can pick up the ball or their
ability to break away from a scrum,

AGILITY TESTS

You will often be required to test
against a player's Agility. An Agility
test is a target number roll made on a
single D6, as described on page 24,
In addition, if the roll is a natural 6,
the test is automatically passed.
However, if the roll is a natural 1,
the test is automatically falled.

PASSING ABILITY (PA)

This charactenstic represents the
player's ability to pass the ball (and
in some cases other players and
perhaps even bombs!).

PASSING ABILITY TESTS

ARMOUR VALUE (AV) SKILLS
A player's Armour Value is a hard-

Skills improve a player's performance

yurking characteristic. Most simply,  in key areas, be it granting them a EEEe———
it represents how the quality and free re-roll in specific situations, or

durability of a player's sports kit allowing them to modify a dice roll. o

protects them from harm. But AV Some players begin their career with

can also represant how tough a natural talents that are represented =

player is. Some players may appear  in this way - others develop new B
lightly armoured but have a high Skills as they improve during =

AV characteristic, indicating a high a league,
degree of physical durability. Others
may appear very heavily armoured  TRAITS ki

yel have a low AV characteristic, Whilst Skills can be learned by
showing that in spite of their kit, they  a player during a league, Traits
are delicate and prone to injury! represent a unique ability a player
brings to the game. Traits can be i
ARMOUR ROLLS both positive and negative. Whatever

Whenever a test is required against a  the case, it is most unusual for a
player's Armour Value, it is the coach  player to develop a new Trait dunng
of the opposing team that makes it. a league (though not impossible);

This is referred to as an ‘Armour roll'.  players possess Traits when
An Armour roll is a target number hired and retain them over their ! -
roll made on 2D6. If the roll is entire career.

successful, the player's armour is e
‘broken’. If the roll is unsuccessiul,
the player’s armour is not broken
and protects them from harm.

SKILLS & TRAITS

You will often be required to test
against a player's Passing Ability.
A Passing Ability test is a target
number roll made on a single D6.
In addition, if the roll is a natural
B, the test is automatically passed.

However, if the player has a PA of '’
or if the roll is a natural 1, the test is
'Fumbled’, as described on pages 49

and 53.

In addition to their
characteristics, a player
may possess one or
more Skills or Traits.

W
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B SPECIAL RULES -3 4
= | Most Blood Bow| teams are quite straight forward 1T their
5 hehaviour and approach to the game Others, hOWEVer,
o are not, All teams have one or More special rules in order

I' tn better portray their character (se€ Dage 105)

TEAM DRAFT LISTS P

— mw hen a team is drafted, a "Tm%ﬁﬂaﬂ_ﬁg—l,—-—-__‘
completed. This conlains spaces in whi 15
record each player permanently Nired ¢
teamn, their name, position, Hinng Fee and Player
along with spaces to record expenence gained in t,
+f 'Star Player Points’ (see page 70) and a{ivﬂncemE o
earned during league play. The ‘Current Valyg' of E;"ts
olayer is recorded, which is equal to their Hiring Feth
the ‘Value Increase’ of any advancements they ﬂﬂcrzﬂnm

Ch to
L] "1E

ﬁ'rﬂf”g_;r

(see page 72}

There is also space to list other important team
details, such as the Sideline Staff permanently hireg :
qumber of team re-rolis bought and how many DE‘ﬂ!tI?at -
Fans follow the team, as well as the team type, name ed
and the name of the coach.

Finally, the Team Draft list contains spaces g
record how many gold pieces the team has in its Treag
(see page 35) and the total value of the team when = ry
of the players, Sideline Staff, team re-rolls and player
advances are accounted for.

GAME RECORD SHEET
The reverse of the Team Draft list features the Game

Record sheet. This is used to keep track of 'league
fixtures’ and ‘cross division friendlies’ played over the
course of a league, including details of opposing teams
and the names of their coaches, and the number of
fans in attendance along with petty cash awarded,
Inducements hired (see page 38), Current Team Value
and any other notes coaches wish to keep.

Once the game is over, this is also where the
outcome is recorded along with winnings and vanous
other notable events as described on page 69.

MINDY PIEWHISTLE’S
RUMOUR ROUND-UP
If there's one thing I've learned over
the years, it's that balls aren’t the
only thing that get thrown around
by Blood Bowl players. You wouldn't
believe the things I've caught on
the sidelines...

HIRING FEE

MA ST AG PA AV SKILLS

POSITION




T7EAM DRAFT BUDGET

R e
The Team Draft Budget is the amount of gold pieces P)
you have to spend on your rookie team:

sideline Staff, team re-rolls and so forth,

When drafting a team for exhibition play, you, may
have a higher budget (see page 101).

CIRING PLAYERS

Players are the only compulsory element on any Bloog
Bowl team. Each team roster details all of the players
available to a team of that type and their Hiring Fee,
When drafting a team, you should select the players you
want to permanently hire for your team, pay their hiring
cost from your Team Draft Budget and make a record of

er on the Team Draft list. ' It 3
the play THRHW)?RS. It is often the Thrower that takes the role
of offensive captain - callin

A team may not include more players of a certain second decisions g the plays and making split
type than are allowed by the team roster. For example, :

an Elven Union team is allowed O-2 Blitzers, meaning an  CATCHERS: The safa Bl

: - ; . pair of hands
Elven Union team may include zero, one or two Blitzers, Thrower’s trusted receivers. It is th: r(‘:aat'::};w:?sn.]'t:‘le
hut may not include three. receive passes safely, job to

NUMBER OF PLAYERS RUNNERS: Several teams employ Runners in place of

The first and most important thing to be aware of Throwers and Catchers, relying on speed rather than risk
when drafting a Blood Bowl team is the minimum and passing interference.

maximum number of players permitted:

| 23 BLOCKERS: A popular position on the defensive line of
» Every Blood Bowl team must contain a minimum any team that relies on a more physical play-style.

of eleven (11) permanently hired players when it is
first drafted. OTHER POSITIONS: Many teams of different races
» No Blood Bowl team can ever contain more than employ players that do not fit into any specific role. This
sixteen (16) permanently hired players. may be a sneaky Assassin or a Goblin mounted on a pogo
stick (it's in the regulations!). There is almost no end to
It is important to note that, during the course of a league  the innovation Blood Bowl teams show.
\ season, the number of players a team can field may fall
below 11 due to injury and death. This is permitted BIG GUYS: The term Big Guy is a colloquial one used by
\_ (If not ideal!) and is covered in more detail in the Blood Bowl fans to identify the giants of the game; Ogre,
?_ Take on Journeymen section on page 38. Minotaur, Troll players and more fall under this heading.
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ng and as 3 reminder
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o mfkhu:l:}hwt. such models also make
el Iot to the visual impact of

a team's ability 10
SHES

B s i =f
4 i = enlit second to Mt
redCl i < ¢ S
i The Cis|

and tum them around
+ o time and effort different

refiects (N
teams must invest (o ach eve the
came broad eve of fraining
. Every team may purchase 0-8
team re-rolls when it Is first
drafted, for the cost SNOWN on
the team roster, paid for from e
Team Draft Budiget
« During 2 league, additional team
re-rolls may be purchased at a
later date, in the Hinng, Firng
and Temporanly Kelinng step
of the post-game sequence |5ee
page 72), but the team must pay
double. For example, if a team
I5 able to purchase leam re-rolls
for 60,000 gold pieces when it
is drafted, additional team re-
rolis purchased later on during a
league season will cost 120,000
gold pieces,
When calculating Team Value
(see page 35), team re-rolls add
only the cost shown on the team
roster, even if they are purchased
at double the cost later on in

3 league.

= CTAFF
HIRING SIDELINE STAFF
sigeline Staff car
tance to their team, helping 1o
in several seemingly

, be of vital

A5515
tip the pbatance

~inor but often vital ways

THE COACH
Every team IS owned and managed

by a coach. AS discussed previously,
this is you, the reader. As such, when
completing the Team Draft list, the
coach section should bé filled in with
your name or a sujtable nickname.

0-6 ASSISTANT COACHES

Any team can hire a number of
assistant coaches. These represent
the specialists brought in to help
with various aspects of the game.
The benefit of assistant coaches 15

covered on page 41:

» Every team may hire assistant
coaches when it is first drafted,
for the cost of 10,000 gold pieces
each, paid for from the Team
Draft budget,

* Additional assistant coaches may
be purchased during a league, in
the Hiring, Firing and Temporarily
Retiring step of the post-game
sequence (see page 72), for the
cost of 10,000 gold pieces each.

_0__1 2 EH_EEF{'[LE-.‘E]EHE_—___H%
All teams can hire a I‘m;ﬁ;;-_r_"“
of cheerleaders. Be it dancers
musicians or even ﬂerfﬂrrnmg
mascols, a good cheerleadin
squad can work the crowd |
encourage the players {1 try
The benefit of cheerleaders i
on page 41:

—

B ang
Nardey
¥ Eﬂ“'ErEﬁ

« Every team may hire Cheerlead.,
when It is first drafted, fq the o
cost of 10,000 gold Pleces .
each, paid for from the Team
Draft Budget.

= Additional cheerleaders may be
purchased during a leagye i the
Hiring, Firing and Temporarily
Retining step of the post-game
sequence (see page 72) for the
cost of 10,000 gold Pleces eapch

0-1 APOTHECARY T med
The apothecary fulfils a vital rola
in any team. It is their job to keen
the valuable players fit and healthy,
Apothecaries work hard on the
sidelines, patching up minor injuries
and giving urgent care to more
serious injuries before they can end a
player's career. An apothecary's role
is covered in detail on page 62:

= Not every team can hire an
apothecary. Whether a team can

or cannot include an apathecary
will be noted on the team roster.

« |f a team can hire an apothecary,
it may only ever have one on
the roster.

s Teams that can hire an
apothecary can do so when they
are first drafted, or during the
Hiring, Firing and Temporarily
Retiring step of the post-game
sequence of any game (see
page 72) for a cost of 50,000
gold pieces.

» Teams able to hire an
apothecary may Inducea
number of additional Wand!2nng

Apothecaries for a single £

in the Hir
during a league In e

Inducements step of thep &
sequence (see page 38)

OTHER INFORMATION TP ——
As mentioned previously, the Team Draft list contains spaces to record several (AT LRI R tLs
other important details. This includes the team Treasury, the size of their fan EXHIBITION PLAY
following, and the cash value of the team as a whole e : rpm
- armally, teams are draiied
T_HEAEUR"I rl.:]f. I-':'r!i‘,'.l'.-! I:'lll-J'r'. ﬂr'llj 14 I".:'-:'iﬁ'l'.l'-_"
play Inducements are deall
Blood Bowl lgam-s. can amass Tu'EIEt wealth, Most of this is reinvested with in the pre-game sequence,
immediately into wages, recruitment and running costs, but a careful coach a8 teaeribad U___I'm__pq 38 and 89
can bulld up quite the fortune. Hoac 3 U tﬁ; _.r;l'..,;h :
owever, when a team is drafted o
_ : axhibition play, this s not Ihe case
Any gnl.d pieces not spent when drafting the team are recorded in the Instead, you may spend as much or
T'?aww SRCU SR DL TE,am Draft list. Over the course of a league season, as little of your Team Draft Budget as
winnings are added to this. The TFIEIEE“T'J" 15 used to purchase Inducements you wish on Inducements available
{5E-E' ‘}EEE EE} a5 WE” as new adﬂlllﬂni t.l:l I.hE tE.a|'|"|F Suc,h 2% MW piayeﬁ or to -:lr[:'l” 'Eam, as ':IEE-‘:”D‘E:} an 'I:"aﬁ":.'

Sideline Staff. B9, provided your team contains
the minimum of 11 players, not
DEDICATED FANS including Induced players such as ~i

Every Blood Bow! team is supported by a strong following of Dedicated Fans, [RATEETIRRE g gkl
those loyal supporters that will follow their team in good times and bad, This
dedicated fan base is made both of those eager to show their support for a
lacal franchise and those from further afield who support the team for less
easily identified reasons. Many dedicated fans support a team because their
parents did. Others do so simply because they find the team colours fetching.

|1

When a team is drafted, it will have a Dedicated Fans characteristic
of 1 recorded on the Team Draft list {representing roughly 1,000 Dedicated
Fans). Over the course of a league season, this characteristic will increase and
decrease, though it will never fall below 1.

Additionally, when a team is drafted it can improve its Dedicated Fans
characteristic by 1, up to a maximum of 6, at a cost of 10,000 gold pleces
per impravement. For example, a team may improve its Dedicated Fans
characteristic from 1 to 3 at a cost of 20,000 gold pieces from its Team

Draft budget.

TEAM VALUE
The final thing recorded on the Team Draft list is the value of the team:

TEAM VALUE (TV): This is worked out by adding up the Current Value
of all the players on the team, plus the cost of all Sideline Staff
and team re-rolls the team has. The number of Dedicated Fans

and the amount of gold pieces held in the Treasury do not add
anything to TV.

CURRENT TEAM VALUE (CTV): This is worked out exactly as
above, but minus the Current Value of any players that suffered a

Miss Next Game Casualty table result during the team's last game
and will be unavailable to play next game (see page 61). Thisis
the version of Team Value used to work out how much Petty
Cash is granted to the team with the lower value during the

pre-game sequence, as described on page 38,




1. THE FANS

A GAME OF
TWO HALVES

Bluudlﬂuwl game is split into two halves of FAN FACTOR (FF)

mdraﬁﬁmfg::; :ht:t":-eﬁzmadcﬂ':r!d :nlﬁ ' 8 combination of Dedicated Fans and tair-weather
winner be tied at the end of the second half. The third 3 P AONICR, o ek Far Fach
period is referred to as ‘extra time', In emulation of

lood Bowl games are always well attended. As well

a5 the Dedicated Fans. many “fair-weather fans’ come
along purely for the spectacie! Though they rarely

cheer for.

s Each coach mill
this tradition, a game of Blood Bowl played on the R ki O3. This represents how many fair- .
i w s W bletop is split into two halves, each consisti AL T RUSENG Ko thl e 3
- - : tabletop IS sp S, #ach consisting of * Each coach adds their Ded F ’ .
= The £ Talgee . ] eight team turns. Theref ach half - icated Fans charactenstic o e
1 / g gnt tea refore each hall consists of 16 the number of fair-weather fans ch thoir & !r"
N | turns and the game overall of 32 turns, BEring their taam ——
The total indicates how many thousands of §
G uUp A y thot ol fans are
SETT!!'. il TH_E_E__M E_ — S e B cheering for your team and should be recorded in the ‘FF'
etting up a ga rnF of Blood Bowl is simpla. All that (Fan Factor) section of your Game Record sheet
is neaded is a pitch and a pair of coaches ready for
action, each equipped with a team of models and the [P NI 1R IT N0 13 ;)
appropnate markers. With the pitch placed between them lood Bowl is a game played and followed by hardy
each coach places their dugout beside one of the End Zones, B individuals, so it takes more than a little inclement £
’ This indicates which half of the pitch belongs to their team. weather to halt a game! However, extreme weather
‘ ) conditions can have quite an impact upon the game
the » R Both coaches then place their teams on the pitch and
yos! . < L their markers onto their dugout before quickly explaining the Each coach rolls a D6. Add the results together and
mw o | NN ; . ' details of their team for their opponent’s benefit. refer to the Weather table below
. .
PRE-GAME SEQUENCE __ WEATHER TABLE 3 -
nce the game is set up, the pre-game sequence 2D6 RESULT
% begins and both coaches run through the following 2 Sweltering Heat: Some players laint in the
Ff& sequence of steps: unbearable heat! D3 randomly selected players
; from each team that are on the pitch when a drive
@nds aré placed in the Resarves box, They must
THE FANS: Both coaches roll a D3 and add their miss the next drive
Dedicated Fans characteristic. This determines 3

Very Sunny: A glonous day, but the clear skies and
each team's 'Fan Factor'. bright sunlight interfere with the passing game!
THE WEATHER: Both coaches roll a D6,

Apply a -1 modifier every time a player tests agains!
adding the results togelher and consulting the their Passing Ability,
Weather table.

4-10 Perfect Conditions: Neilhar too cold nor 100 hot.
TANE ON JOURNEYMEN: If a team cannot field 11

A warm, dry and slightly overcast day provides
players for a league game, the team temporarily | perfect conditions for Blood Bowl.
takes on a number of Jourmneyman players W Pouring Rain: A tomential downpour leaves the
INDUCEMENTS: Baoth coaches decide if they will players soaked and the ball very slippery! Apply a
purchase any Inducements for the game ahead, -1 modifier every time a player makes an Agility
paid for from a team's Treasury, from ‘Petty Cash’, test to catch or pick-up the ball, or to attempt to

or both.

interfere with a pass. _
THE PRAYERS TO NUFFLE TABLE: If one team 12 Blizrard: Freezing conditions and heavy falls of
now has a lower CTV than the other, it may be snow make the fooling treacherous. Apply a -1
able to roll on the Prayers to Nuffle table modifier every time 2 player attempts o Rush an
DETERMINE KICKING TEAM: A coin is flipped aira square,
or dice are rolled to determine which team will Additionally, the poor visibility means that only

kick-off (play defence) and which will receive Quick and Short passes can be attampied,
(play offence) on the opening drive




\

cOMMON INDUCEMENTS

DIIRNEVM EN s Thglnducements available ar:e Many and varieq List
3 TAKE ON J ance of 2 jeague fixtuf on page 89 are the ‘common’ Inducements always ed
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4. INDUCEMENTS

alculate your CTV

s step can De skipped

. drafted for exhiDItion play must

:[:}r s |l et \

- b.‘-li‘ i
|See Dellvy

availlable 1C

Game Record sheet

head of any league fixtu

re, play-off season game
~rosS division frienaly, each team Can SDE‘ﬂd
o0ld pieces from their Treasury, from Petty Casn

' or from both, to purchase any Inducements
» them. These are then recorded on the team’s

Note that. as described on page 102, Inducements
are handled differently in exhibition play.

PETTY CASH

if one team has a lower CTV (including the value of any
Journeymen players), it is given ‘petty cash’ to spend on
Inducements. The amount of petty cash given is exactly

equal to the difference in CTV be

Petty cash cannot be kept:
Inducements for the game ahead

spent are |ost

tween the two teams.

it must be spent on

. Any gold pieces not

TREASURY o2l

Both teams are free to spend go?d pieces from théir -
Treagur)e 10 purchase Inducements, If one of the teams
nas Deen given petty cash, gold pieces from its Treasury

Can De added to this,

Gold pieces spent in this wa
geducted from the Treasury.

R e

y are immediately

available at the prices shown there. Certain teams

have acCess to Inducements unique to them and f
ents will detail those and more,

wWi||

UtUre
supplem

THE UNDERDOG _ e
Once finished purchasing Inducements, you shoyg——

recalculate your CTV. If at this point one team W
CTV, that team IS referred to as the ‘Underdog’ ang itswer

coach may be eligible to appeal for ‘divine intervention
by rolling on thé Prayers to Nuffle table in Step 5 N

5. THE PRAYERS TO NUFFLE TAB| ¢

w n league play (but not in exhibition play), the P
to Nuffle table may often be used during this <fog Gfs

the pre-game sequence. In both league and exhibition
blay, it may sometimes be used at the start of 3 drive, as

described on page 41,

During this step of the pre-game sequence, the
coach of the Underdog team may roll once on the Prayers
to Nuffle table for every full 50,000 gold pieces of
difference in CTV.

Roll a D16 and consult the table on the page
opposite, re-rolling any duplicate results, and make a
ote of the result(s). All results rolled on this table come
into effect at the start of the next drive. Most results last
until the end of the next drive (i.e., the drive which starts
‘mmediately after this roll is made), then they cease to
apply. Others last until the end of the half and a few

results last until the end of the game.

6. DETERMINE KICKING TEAM

very game of Blood Bowl starts with a coin toss to
determine which team will be the ‘kicking team’
(the defence) and which team will be the ‘receiving
team’ (the offence). In a real Blood Bowl game, this
simple ceremony is much beloved of Blood Bowl fans as
it is invariably when violence first breaks out between the

teams, the fans and, quite often, the officials!

On the tabletop, this ritual can be recreated either
by tossing a Blood Bowl coin, or by a D6 roll-off. Once
it has been determined which is the kicking team and
which s the receiving team, the opening drive of the
game begins in earnest with the set-up and kick-off a:
described on page 40. 1

S g

iy e Ty —
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PRAYERS TO NUFFLE TABLE
D16 RESULT

-———"'——"—'_'——'_“‘“—"T"'—"————.u—-—————-—__.—____________
| Treacherous Trapdoor: Until the end of this half, every time any player enters a Trapdoor square, for any |

reason, roll a D6. On a roll of 1, the trapdoor falls open and the player is immediately removed from play. iy

Treat them exactly as if they had been pushed into the crowd. If the player was in possession of the ball, it
bounces from the trapdoor square. |

Friends with the Ref: Until the end of this drive, you may treat a roll of 5 or 6 on the Argue the Call table as
a “Well, When You Put It Like That...” result and a roll of 2-4 as an “| Don't Care!” result.

Stiletto: Randomly select one player on your team that is available to play during this drive and that does
not have the Loner (X+) trait. Until the end of this drive, that player gains the Stab trait.

[ron Man: Choose one player on your team that is available to play during this drive and that does not have
the Loner (X+) trait. Until the end of this game, that player improves their AV by 1, to a maximum of 11+.
Knuckle Dusters: Choose one player on your team that is available to play during this drive and that does
not have the Loner (X+) trait. Until the end of this drive, that player gains the Mighty Blow (+1) skill. ———
Bad Habits: Randomly select D3 opposition players that are available to play during this drive and that do

not have the Loner (X+) trait. Until the end of this drive, those players gain the Loner (2+) trait.

Greasy Cleats: Randomly select one opposition player that is available to play during this drive. That player
has had their boots tampered with! Until the end of this drive, their MA is reduced by 1.

Blessed Statue of Nuffle: Choose one player on your team that is available to play during this drive and

that does not have the Loner (X+) trait. Until the end of this game, that player gains the Pro skill.

Moles under the Pitch: Until the end of this half, apply a -1 modifier every time any player attempts to

Rush an extra square (-2 should it occur that both coaches have rolled this result).

Perfect Passing: Until the end of this game, any player on your team that makes a Completion earns 2 SPF,
rather than the usual 1 SPF.

Fan Interaction: Until the end of this drive, if a player on your feam causes a Casualty by pushing an
opponent into the crowd, that player will earn 2 SPP exactly as if they had caused a Casualty by performing a

Block action.
Necessary Violence: Until the end of this drive, any player on your team that Causes a Casualty earns 3 SPR

rather than the usual 2 SPR i
Fouling Frenzy: Until the end of this drive, any player on your team that causes a Casualty with a Foul i
action earns 2 SPP exactly as if they had caused a Casualty by performing a Block action. fom
Throw a Rock: Until the end of this drive, should an opposition player Stall, at the end of their team turn | B T s
you may roll a D6. On a roll of 5+, an angry fan throws a rock at that player. The player is immediately ,;:_

Knocked Down.
Under Scrutiny: Until the end of this half, any player on

i t rolled.
automatically seen by the referee, even if a natural double Is nO . . .
Intensive Training: Randomly select one player on your team that is available to play during this drive and

that does not have the Loner (X+) trait. Until the end of this game, that player gains a singie Primary skill of ,,_,,_.L%,,.,. :

your choice.

the opposing team that commits a Foul action 1S
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THE KICK-OFF: A playe:
THE KICK-0F
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TOO MANY PLAYERS

Sinmat TG "_.I-_ ."dr., ,'_.:3,'9"": Wi

axg thesr way onto the pitch

1 s 15 spotted before the first
turm of the drve, simply correct
the misiarg. i, however, the
mesizke 1s not spotted until after
the first tumn of the drive has
OEgun, any extra player(s) will be
Sent-off for committing a Foul,
| =xactly as destribed on page 63,
Witich player(s) are Sent.off
| B decided by the coach of the
| ODposing leam

I

1. SET o e ace o of thei available players on the pitch e
I:lt'I LIk "

more
ang 1

: 1 olayers available, those not chosen tg play the |
tnan 4.4 FEEE = Uriva

- Reserves box until the start of the next driye

. alaced 01 e
oy D9 than 11 players at the start of a drive, am
s cpt up more e
y Mg ot
e the number of available players is likely to be reduced
in later drive i o in the Knocked-out or the Casualty box. Thisis'

b mlavers languid o )

) players ot ideall If you are unable to set up 11 players at the stapy of 3

permitie . must set up all available players — no players can pe Placeq |

LR Dl 1

o F rmy L} . ..
ater drVE f fewer than 11 players are available.

. Oacaryes DOX |
the Heserv

- team <ot up first, followed by the receiving team, as follows:
The kicking Leattt == :

Both teams set UP fully within the area between their own End Zone and
-.I:P { ine of Scnmmage. Neither tean:' may set up any players Deyond the
'. Ii‘E'I of Scrimmage in the opposition s half.

th team can set up a maximum of two players in each Wide Zone,
Iurﬂr vords, each team can set up four players in ﬂicﬁe Zones,
Sroviding they are split equally with two players per Wldezc}ng.

A team must set up @ minimum of three players in squares within the

centre Field, directly adjacent to the Line of Scrimmage.

Note that should a team find itself reduced to only three players or fospar
+ may concede without penalty before setting-up, as described on page 67,
Should you wish to play on, the available players should be set up on the Line
of Scrimmage, as described above.

2. THE KICK-OFF
0 nce both teams have been set-up ready for the drive ahead, the coach

of the kicking team makes the kick-off.

NOMINATE KICKING PLAYER

Although not always essential, certain rules require a specific player to be
nominated as the kicking player. It is therefore useful to adopt the habit of
nominating a kicking player:

+ The kicking player cannot be on the Line of Scrimmage (unless there are
only three, or fewer, players belonging to their team on the pitch).
» The kicking player cannot be in either Wide Zone.

PLACE THE KICK

A good kick can help the defence and hinder the offence, and where to ‘Plaﬂﬂ
the ball is an important consideration when kicking. The coach of the kicking

team places the ball in any square they wish, occupied or unoccupied, in ¢
receiving team’s half of the pitch.

—

THE KICK DEVIATES =
Kicking the ball is not a precise art, and a bad kick can see the ball land
wildly off target. The coach of the kicking team rolls both a D8 and @ D6 U
determine deviation, as described on page 25. At this moment, the ball its

' stll high in the air. No attempts can be made to catch it until after the
Kick-off event' has been resolved.

=

3. THE KICK-OFF EVENT By 13{Tueys g —
E very kick-cff is a unigue event. mﬁﬁ____ﬁ_

Almost anything can ha —_—

ﬁ = |

and often does! On page 91. This Inducement must be used before the end of the
Eame or it is lost,

fime-out: If the Kicking team’s turn marker is on tum 6, 7 or 8

for the h.1alf, both coaches move their turn marker back ane space

Otherwise, both coaches maove their turn marker forward one spate

Solid Defence: D3+ 3 Open players on the Kicking team may be

removed and set up again in different locations, following ail of the
usual set-up rules,

Immediately after the kick has
deviated, whilst the ball is still high
in the air, the coach of the kicking
teamn rolls 206 and consults the
Kick-off Event table opposite.

WHAT GOES UP,

MUST COME DOWN

Once the Kick-off event has been
resolved, the ball will come back
down to be caught by a player or to
land on the ground, as described on

page 25.

Aigh Kick: One Open player on the receiving team may be moved
any number of squares, regardless of their MA, and placed in the
same square the ball will land in.
theering Fans: Both coaches roll a D6 and add the number of
cheerleaders on their Team Draft list. The coach with the highest
total may immediately roll once on the Prayers to Nuffle table. In the
case of a tie, neither coach rolls on the Prayers to Nuffle table. Note
that if you roll a result that is currently in effect, you must re-roll it.
However, if you roll a result that has been rolled previously but has
since expired, there is no need to re-roll it.
Brilliant Coaching: Both coaches roll a D6 and add the number
of assistant coaches on their Team Draft list, The coach with the
highest total gains one extra team re-roll for the drive ahead. If this
team re-roll is not used before the end of this drive, it is lost. In the
case of a tie, neither coach gains an extra team re-roll.
Lhanging Weather: Make a new roll on the Weather table and
apply that result. If the weather conditions are ‘Perfect Conditions'
as a result of this roll, the ball will scatter, as described on page 25,
before landing.
Quick Snap: D3+3 Open players on the receiving team may
immediately move one square in any direction.
Blitz: D3+ 3 Open players on the kicking team may immediately
activate to perform a Move action. One may perform a Blitz action
and one may perform a Throw Team-mate action. If a player Falls
Over or is Knocked Down, no turther players can be activated and
the Blitz ends immediately.
Officious Ref: Both coaches roll a D6 and add their Fan Factor to
the result. The coach that rolls the lowest randomly selects one of
their players from among those on the pitch. In the case of a tie,
both coaches randomly select a player. Roll a D6 for the selected

TOUCHBACKS

A kick-off must land safely in the
receiving team'’s half of the pitch.

If the ball deviates or bounces

off the pitch or across the Line of
Scrimmage into the kicking team's
half of the pitch for any reason at
all, a ‘touchback’ is caused. When

a touchback is caused, after the
Kick-off event has been resolved as
normal, the coach of the receiving
team gives possession of the ball to
one of their players. Mo Agility test is
required, the player is simply handed
the ball. Should it ever occur that
there is no Standing player on the
receiving team to take possession of
the ball, the ball is given to a Prone
or Stunned player and will bounce.

“Creepers! Creepers!

ThE'H' love a fight player(s). On a roll of 2+, the player and the referee argue and
with Elves! come lo blows. The player is Placed Prone and becomes Stunned.
Or Orcs, or Dwarfs, On a roll of 1 however, the player is immediately Sent-off, as
described on page 63
'?;Ea;'!ﬂu:\?ﬂn fight Pitch r.-n-m.r-nrr.n.-kﬂmth coaches roll a D6 and a.d.uj ?hmr Far! ’F;a_ctr._w.r
themselves!” to the result, The coach that rolis the lowest randomly ".s::'lr_-ci? D3
- Popular chant amang of their players from among thusf:*. on the pitch -!_n the La'if." nna:lr_:_ .
llnderworld Creepers fans hath coaches randomly ealect D3 of their players from among those

on the pitch. All of the randomly selected players are Placed Prone

and become Stunned.




et o, sl

et B A ' A iy - I

i i R L e R ] et T R T b o iy

T — e ] T T T g 0 R et T AT i W sy e e, e g vy gy S T
- g A, i i L T — i -y

= Tl e ] e b = . X
T M ST :

br T TRE

B e b

\
\

ING THE TURN MARKER
< mentioned previously, it is your resm
E

e S —

the beginning of each and every one of MOVE | ey R
AL team The most basic action. Any player on th *
P turns to move the turn marker along the Tumn | ; ﬂ € active team
f Blood B o of al of the action tracker on your dugout. If either coach forgets tq Move that Is ﬂ':::l'tt ?tunne [;El.ﬁ perforrg a simple Move action.
sens | bd Movement is covered in more detail on
::n the tabletop 15 b'mkf:hic | their turn marker, a polite reminder to do so js order page 44,
he gam turns, during ' e A e N
eries of t€al " - vers one at CTIVATIONS PASS ___ =8 -
1| activate thelr p|a¥:e game is _PLAYE'R A e — Once per team turn, a player on the active team may
way, the dramad of led way uring ._your : y aClivate €ach attempt to pass the ball to another square, as described
: nageablé and controli€ A Standing and/or Prone player to perform gne on page 48.
| recreated In @ ma T S action available to them, but you are not Obligeq
| — | , | - —_—
B T to activate every player. Players that Degin their team | HAND-OFF
TEAM TURNS the game "~ turn Stunned cannot b.e activated. In ldealir‘:lrr:umstan.:;e5 | Once per team turn, a player on the active team may
= nce the Kick-off s heen resolved, et you will be able 10 actwarte every player without Mishap | attempt to hand the ball off to another Standing player
continues In @ simple but strict seque but all too often a turn will end with a Turnover, Meaning | from their team that Is in an adjacent square, as
' team turns that some players will inevitably not have been aClivateg | described on page 51. T e A -
when the turn ends. | P e T | =
. At of any | e PEr team turn, a player on the active team ma
. RECEIVING TEAM’S TURN: A ;::;ta;kes i _T_P_IB___UWT_EM.“_'!:‘MF_ta_________________ commit a Foul action, stealthily sticking the boot nto
irive the receiving team. the ofience, DECLARING ACTIONS = | Once per team turn, instead of performing an ordinary a downed opponent when they hope no one is looking!

Pass action, a player on the active team with the ‘Throw

Team-mate’ trait may aiitep‘npt to throw a player from warned that such flagrant disregard for the rules may
their team that has the Rngl_n Stuff’ trait. A team may result in the active player being Sent-off and the team
not perform both a Pass action and a Throw Team-mate turn ending with a Turnover,

team turm ror the receiving team When you activate a player, yqu mugt declare the action
2. KICKING TEAM'S TURN: AEr that player will perform (and, if required, the target

| Fouling is covered in more detail on
that f page 63, but be
to the team tna | |
have taken their turm, play passes of that action). You may not move a player and then i
|

kicked, the defence. declare that player will perform a Pass, Throw Team-mate

- : . ‘ ring the same team turn. T ' -
: ated until the drive ends with a Hand-off, Slitz or'FouI .actlon. It a player is moved without ia:zoo:;:d ing more detail on page 52rfrowmg RS SPECIAL ACTI1 =
This sequence is repe s first declaring their action, the player can only perform a | al CTIONS .
touchdown, the end of a half o the end 0 & simple Move action. _  Inaddition to these seven main actions. there are
£r<t half. which team Kicks off BBII.O(:(K e cT x __l_ : 7 : o __ nhumerous Skills and Traits a player may possess that
« At the beginning of the first half, Wil g ; ‘Block’ Is the term used when a player targets an allow them to perform another, unique action. Examples
a:]d wh,ci tearr% receives will have been decided Dy | You are never OIDIIged to complete a dec:lared opposition player with an attack, hoping to push them Include Hypnotic Gaze, which allov?s a player to tranpsﬁx
the coin toss, as described on page 38. action. l-"or example, If you declal.'e a player vtnll perform a back, knock them to the ground and perhaps cause a an opponent, causing them to temporarily lose their
e At the beginning of the second half, play 1S reversed, Pass action, you may decide against performing the Pass lasting injury. A Standing player on the active team can Tackle Zone so that they cannot Mark other players.

action itself once movement is complete. If, after moving, target a Standing opposition player that is within their

with the team that received and played offence at the

start of the game now becoming the kicking team, you decide against performing the declared action, the Tackle Zone with a Block action (or a Special action Such actions are called ‘Special actions' and are

e and vice versa action still counts as having been performed this team granted by a Skill or Trait that can be performed instead detailed in the appropriate Skill or Trait description. A full
» Should any drive end with a touchdown before the turn and cannot be performed by another player. of a Block action), but cannot move before or after list of Skills, Traits and descriptions of how they work can
F4 end of the half. the team that scored the touchdown | performing the action. Blocking is covered in more detail  be found on page 74.

| will kick to the team that conceded the touchdown. , on page 56.

ACTIVATED PLAYERS

uring a game of Blood Bowl, it can become
difficult to keep track of which players have
already been activated during their team turn,

BLITZ
Once per team turn, a player on the active team may
perform a Blitz action, an action that combines together

A team turn ends either once all eligible players

have been activated, or as the result of a Turnover (see
page 23).

both a Move action and a Block action (or a Special and which players are yet to be activated.
ACTIVE AND INACTIVE TEAM ;r_ action granted by a Skill or Trait that can be performed |
During your team turn,-your team is referred_tgw instead of a Block action). When a player performs a Blitz To help with this, at the start of each team tun}.
active’ team. During your team turn, your opponent's X action, they may move as normal. However, performing you should make sure that all of your PIEYE!'S ?fﬁ facing
team is referred to as the ‘opposition’ or the the Block action costs a Blitzing player one square of towards the same End Zone. Once a player has been

activated, the model should be turned around, so that it
is facing towards the other End Zone. In this way, both

inactive’ team, their Movement Allowance. The player may move both

before and after performing the Block action if they : : &
wish, and may follow-up if the target of the Block action  coaches are able :l:D tell gasnly which players hﬁvg been L
is pushed back. Movement is covered in more detail activated and which players have yet to be activated, o
on page 44 and Blocking is covered in more detail on D o 4
page 56.

A Standing player that loses their Tar:khioﬁa '
<hould be turned to face one of the Sidelines. The
player should be left facing the Sideline until their next

activation begins.
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_ ' STAl | & — i
— —Srone player can do nothing without first stangi——

NE u
—— | A prone player can stand up when they are actjyaye, lz.

perform any action that includes movement

| . The only time a Prone player can stand up s durin
their team turn, at the start of their activation
. Standing up costs a Prone player three {
their Movement Allowance.
. |f a Prone Player with a Movement Allowance of 2 4
ess (before or after modification) wishes o stangd upr

0 .
: ily as a resuit v with
tin-ga
anothe ved

3) squares of

: oll a D6
| can hind‘erthmrPrugressl__________———' Tm.:.r:: a roll of 4+, the player is able to stang up
. using their full Movement Allowance to dg 5&'
A MUFIHE FI—AIEEE———__——mEﬁl_IN—H‘E - On a roll of 17-3_ the player is unable to right
J - ————.IETI_L;-__E- MOVES ‘-"‘:"flr-'_"a:"; -"-“'I'-.[ Allowance themselves. They remain Prone and their
| squares equal 10 their "'“p"L . forwards, activation ends
AR yyer may move in any m.r?,h.t:i:q:ac.f!ﬂ. - A Prone player with a Movement Allowance of 2 o
ackwards, left, right and ﬂjl1l1ar:rll:' |,:;1E'.*-"‘ 4 fo less (before or after modification) may Rush aftar
noceupiet 4 !'-1 Jﬂ: ;r::;r-m-r- e ZA standing up.
n - 8l RAGAERTIBNL AL ] R e move
\ - pares should you Wish Players cannol voluntarily mo If a Prone player is not activated during their team
## the pilch turn, they will remain Prone until they are activated in 3
e |atertum.
= {E _F'Il'_l —Sﬂ—ﬂ_'E_h__qge to be ‘unoccupied’
o .o unoccupied square that is RUSHING
Players may mave Ini '5'_" ":k : Pcm_ players can Whenever a player performs any action that includes
adiacent to the :.':....;:.': .r,- n n:h:ﬁl-rb _:if '“w hall or a movement, they may attempt to gain an extra one or twg
pCCupy @ square -'-a ;" ¢ contams ol : e 1 Movement AlloWahes HHic N .Huﬁhing,_
trapdoor, il Is unoccupied o of Movernant Allorar e
! OCCUPIED SQUARES used to move, to perform a Block action as part of a Blitz
{ I if there 1s @ Standing, Prone or Stunned player from either  action (see page 59), to Jump over a F’rf:ne or Stunned
| team in a square, that square is said to be ‘occupied. player (see page 45) and so on, just as if they were
Players may not move into or through an occupied normal movement:
square, The ball can never come to rest on the ground
in an pccupied square and will continue to bounce until « At the end of the player's movement, declare that they
it lands in an unoccupied square or is caught by a will Rush and move them one more square.

atanding plaver

» After the Rushing player has been moved, roll a D6:

- On a roll of 2+, the Rushing player moves
withoult mishap.

- On a roll of 1 (before or after modification), the
Rushing player trips and Falls Over as described on
page 27.

If the Rushing player is still Standing after Rushing

once, they may attempt to Rush a second time following
the same process.

When a player is Rushing, the D6 roll comes befo
any other rolls that may be required, be they to Dodge.
pick up the ball or anything else.

WARKED PLAYERS
AND DODGING

ﬁ;ﬁctwe player 15 being Marked
a5 described on page 26, by one or
more opposition players, they must
‘Dodge’ In order to vacate the square
they currently occupy and move
safely into another, otherwise they
will be tackled and will Fall Over in
the square they wish to move into.

To Dodge, a player must test against

their Agility as described on page 29,

Declare that the player will Dodge
from the square in which they are
being Marked, and move them into
any adjacent, unoccupied square:

= The Agility test is made after the
dodging player has been moved,
Rushing first if necessary.

« No matter how many players
were Marking them, the dodging
player is only required to make
one Agility test to Dodge.

= |f the dodging player is being
Marked in the square they have
moved into, apply a -1 modifier
per player Marking them.

Note that if the player is Open
in the square they have moved
into, there are no modifiers to apply
for being Marked. However, there
may be modifiers to apply for other
reasons, such as Skills and Traits

being used by an opposing player.

OPEN PLAYERS

A player that is Open does not need
to Dodge to move from square to
square. An Open player may move
into an unoccupied square that is
within the Tackle Zone of one or
more opposition players, so that they
are now Marking those players and
being Marked by them in turn. The
moving player may then stop moving
or may continue to move, but will
have to Dodge as described above.

E OR STUNNED PLAYERS
: _ a moving player can atternpt
OVEr 3 single adiar ' : et ER
E'e adjacent square tha IS occupied by a Prone or Stunned
sQuare beyond. The squares the active

"N:I“ ﬂE'|}EI1':| Up[;ln “]E ‘-l"”El:t":l" in '.I"JI"JIEI'! t.hf'f
Erams below:

Player, into an unaccupied
player can atte [
empt to Jump intg

4re moving, as shown in the dia

player had moved into and out of th
over a

es Movement Allowance exactly as if the

. € Square they are jumping over. To Jump
sguare th!at contains a Prone or Stunned player, a player must test
against their Agility as described on page 29

The Agility test is made after the jumping player has been maved, Rushing
first if necessary.

Apply a negative modifier equal to the number of players that were
Marking the jumping player in the square they jumped from or equal to
the number of players that are Marking the jumping player in the square
they have jumped into, whichever is the greatest. For example, if a player
jumps from a square in which they were being Marked by one player into
a square in which they are being Marked by two players, a -2 modifier

i5 applied.

If the jumping player was being Marked in the square they jumped from,
they are not required to Dodge.

Mote that if the jumping player was Open in the square they have
jumped from and is Open in the square they have jumped into, there are
no modifiers to apply for being Marked. However, there may be modifiers to
apply for other reasons.

If the Agility test is failed, the jumping player will Fall Over in the square
they have jumped into. If, however, the Agility test is failed on a natural 1, the
jumping player is placed back in the square they were trying to Jump from
and they will Fall Over in that square.

MINDY PIEWHISTLE’S RUMOUR ROUND-UP

Valen Swift must have annoyed a reporier somehow, J:.:ecause a numb:er
of publications (including Spike!) have been making _rt known that he's
put on a whole heap of weight. Now, I'm not nne. to jump to the defence
of an elf, but I can smell a smear campaign a mile off. | mean, have you
seen what Valen eats? | don't think it’s his diet that's the problem so
much as his love of Bloodweiser beer...
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PICKING UP THE BALL
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» |f the player is Open when attempting to pigy,

11, there are no modifiers to apply
the player is being Marked, apply a

ayer Marking them

o
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After successfully picking up the ball.
may continue moving if they wish and if they ara able

Mote that should a player ever be moved
involuntarily into a square in which the ball is placed,
they cannot attempt to pick it up. Instead the ball will
hounce, but no Turnover is caused.
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MINDY PIEWHISTLE’S
RUMOUR ROUND-UP

They say the weather can have a big impact on a game. <
Apparently this one time, during a freak magical blizzard, »

the ball vanished during the kick-off. This supposedly
didn't affect the game though, as none of the players
noticed until the second half!
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NEASURE RANGE AND DECLARE TARGET SQUARE:
The range ruler is used to measure the range to oy
passible target squares, before the target square IS
chosen and declared.

TEST FOR ACCURACY: The coach of the player
performing the action rolls a D6 to determine the
accuracy of the pass.

PASSING INTERFERENCE: Unless the pass was
fumbled, one opposition player may be able to
attempt to interfere with the pass, hoping to ‘Deflect’
or 'Intercept’ it.
* RESDLVE PASS ACTION: If the pass was neither
fumbled nor interfered with, the pass itself is resolved!
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-
URE RANGE AND _'—"“\\\
;’E&n: TARGET SQUARE
Once you have activated a player and decjareg that
will perform a Pass action, you are free to Measyrg Ilha_,.
range between the player and any possible taey: - ¢
whenever you wish, even interrupting the th':quarh
Wnt {o do so.

MEASURING RANGE B
Range is measured by placing the circle “_ﬁw
the range ruler over the centre of the square
by the player performing the action. The oth
the range ruler is positioned so that the ry|ey Covers g,
target square, with the line along the centre qf the fEnE
ruler passing through the centre of the target Square ge
The target square will fall into one of the four bands
marked on the range ruler:

ﬁﬂtumﬂd
€T end g

I: Quick pass
1 Short pass
11I: Long pass
1/11: Long bomb

Any squares that are beyond the reach of the range
ruler or that are intersected by the end of the range
ruler are out of range and cannot be the target square
If the line between two range bands intersects the target
square, it is considered to fall within the higher range
band. If it is not clear which range band the target sqQuare
falls into, refer to the Passing Range chart shown below.
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:f " Short pass
-I—-.' o ) T
ol S,
8 !
’ \ I -
6
5 : . - I_?f.
: s [ —
- IR il
1234567 38% "o n 12

DECLARE TARGET SQUARE

After you have measured for range and moved
you must indicate and declare which square wﬂ
target square. The target square may be ﬂi_:EUF'I_
Standing, Prone or Stunned player (from either
may be unoccupied.

TEST FOR ACCURACY
The player performing the action now tests against

their Passing Ability to see if the pass is 'accurate’,
‘inaccurate’, ‘wildly inaccurate’ or is ‘fumbled’. A Passing
Ability test is made as described on Page 29, applying
the following modifiers based on range:

» If the player is attempting a Quick pass, there is
no modifier.

= |f the player is attempting a Short pass, apply a
-1 modifier.

= [f the player is attempting a Long pass, apply a
-2 modifier.

= |f the player is attempting a Long bomb, apply a
-3 modifier.
In addition, the following modifiers may also apply:

* Ifthe player is being Marked, apply an additional -1
maodifier per player Marking them.

ACCURATE PASSES

If the Passing Ability test is passed, or if the roll is a
natural 6, the pass is accurate and the ball will land in
the target square.

-
i "R -

INACCURATE PASSES

I the Passing Ability test is failed, the pass is inaccurate

and the ball will scatter from the tamget square
before landing.

WILDLY INACCURATE PASSES o
If, when making the Passing Ability test, the dice roll is a
1 after modifiers have been applied, the ball will deviate

from the square occupied by the player performing the
Pass action before landing.

FUMBLED PASSES

There is always a chance something will go horribly
wrong and the pass will be fumbled:

* If, when making the Passing Ability test, a natural 1 is
rolled, the pass has been fumbled.

= If the player has a PA of "', the pass is
automatically fumbled.

When a Pass action is fumbled, the activation
of the player performing it ends immediately. The ball
s dropped, bouncing from the square occupied by the
player performing the action, and a Turnover is caused,
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If any opposition players are in a position o
attempt to inferfere with a pass, the coach of the &8
opposing team nominates one to make the attempt
and lests against their Agility, applying the following
modifiers to represent the difficulty of attempting to
snatch the ball from the air:

* |t the player is attempting to interfere with an accurate
pass, apply a -3 modifier,

* |f the player is attempting to interfere with an

inaccurate pass, apply a -2 modifier

* [ Ihe player is attempting to interfere with a wildly

inaccurate pass, apply 2 -1 modifier
i5 being Marked.

SjCCESSFUL PASSING INTERFERENCE — =
ir_r_r;?hgeie:y te

st is passed, the player's attempt jp ——
jerfere with the pass has been successful and the
nie L

has been Deflected’. The pass is interrupted ang i
,]51.|,-1|| mmediately ends

The player thal made the Deflection myst o
attempt 10 convert that Deflection 1n1.|:+ an 'lnt“":eﬂ-t:un- by
catching the ball as described opposite, If they do, thE:.,-
have made an Interception If the player fails to catep, tha
ball, it will scatter from the square they occupy.

Following any successful passing interferenca
the ball comes 10 rest on the ground in an empty Square
or in the possession of 2 player from the opposing team
2 Turnover is caused. If, however, the ball is caught by
a player on the active team after scattering, no Turnover

i5 caused

RESOLVE PASS ACTION S
ﬁmwas neither successfully interfered Withﬁ?’"
fumbled, the pass itself is now resolved. Where the bail
jands 15 determined based on the result of the F‘assing
Ability test as described previously. If the ball lands in a
square occupied Dy @ Standing player that has not lost
their Tackle Zone, that player must attempt to catch jt,
a5 described opposite. If no player on the active team
catches the ball after a Pass action and the ball comes to
rest on the ground or in the possession of a player from

the inactive team, a8 Turnover is caused. y

—_

g

1 = F..
E_______H b, |IIr )

5

|1

-_
e

& = 2
‘f/’ ot
i
F,
F
- "

i i

N - —
o,
LT

o !

r

-

-*'_r_,-l--l"--'; -\ !.

CATCHING THE BALL

. THROW-
here are many Instances when the rules wij) hould 'l.f-l:itzsll I ' :
call upon a player to attempt to catch the hall Cta t; eave the pitch at any time, the
A player that is able to catch the ball izt will throw it back into play. This is done

attempt to do so, even if their coach does not Bt
player to catch the balll

To catch the ball, a player must test against their
Agility as described on page 29, applying the
following modifiers:

« |f the player is attempting to catch an accurate pass
or a Hand-off (sea page 49 and below), there are
no modifiers.

« |f the player is attempting to convert a Deflection into
an Interception, apply a -1 modifier.

« |f the player is attempting to catch a bouncing ball,
apply a -1 modifier.

« [f the player is attempting to catch a ball that has
been thrown-in by the crowd (see opposite), apply a
-1 modifier.

= |f the player is attempting to catch a ball that has
scattered or deviated into the square they occupy,
apply a -1 modifier.

In addition to the above, the following modifiers may
also apply:

= |f the player is being Marked, apply an additional -1
modifier per player Marking them.

HAND-OFF

n addition to performing a Pass action, once per
team turn a player on the active team may perform

a Hand-off action and simply hand the ball to a
standing team-mate in an adjacent square. The player
may move before performing the Hand-off action
following all of the normal movement rules, but once the
action has been made and the ball handed to a team-
mate, their activation comes to an end and they cannot
move further. As with passing, the player performing the
Hand-off action does not need to be in possession of the
ball when activated, they may pick it up as they move
(see page 46).

A Hand-off action is not a Pass action, and there
15 no test required to perform the action itself and even
a player with a PA of -' may perform a Hand-off action,
The player performing the action simply needs to be
in possession of the ball. The player receiving the ball,
however, must test against their Agility to catch it,
as described above.

using the Throw-in template:

Fi_Jsttmn the Throw-in template (as shown in the
diagram below) with the Blood Bowl logo over the last
SQuare the ball occupled before leaving the pitch and
roll a D& o determine the direction the ball travels in.
When the ball is thrown-in by the crowd, it traveis
2D6 squares from the last square it occupied before
leaving the pitch, in the direction indicated by the
Throw-in template, before landing.
If the ball lands in a square that is occupied by a
standing player that has not lost their Tackle Lone,
that player must attempt to catch it. If they fail, or if
the ball lands in an unocey pied square or a square
that is occupied sither by a Standing player that has
tost their Tackle Zone or by a Prone or Stunned player,
It will bounce before it comes to rest on the ground.

should the ball leave the pitch again following an
over-enthusiastic throw-in, repeat the above process

CORNER THROW-INS

the Random Direction template, as shown in the
diagram on page 21, and rolling a D3.

Should the ball leave the pitch from a corner square,
the direction of the throw-in is determined by placing
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If the player to be thrown 15 Standing, they can
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iter being thrown (see page 54).

If they are Prone or Stunned, tney can still be thrown bUt
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cannot land safely

The player performing the action may maove first following
all of the normal movement rules, but must be In 3

square adjacent to the player they wish o throw when

the throw is made; they cannot pick up and carry a team-
mate before throwing them. Once the throw has been
resclved. they may not move further and their activation

comes to an end:

» MEASURE RANGE AND DECLARE TARGET 5QUARE:
The range ruler may be used to determine the range
between the throwing player and any possible
target squares, before the target square is chosen
and declared.

* TEST FOR QUALITY: The coach of the player

performing the action rolls a D6 to determine the
guality of the throw.

* RESOLVE THROW: Where the thrown player lands,

and how easily, depends upon the quality of the
throw. If the throw s fumbled, the thrown player is
dropped and will bounce.

—=acURE RANGE —
AND DECLARE TARGET SQUARE

As with

=

a F‘Eﬁ-ﬁ action, once the player r;.,:,r-fn;;;]é—m-?_‘q_
i Team-mate a;i:c:-n.ha*_- been activated and the
|ared, you are free (0o measure the range
player and any possible target SqUares

even Interrupting the nlayer's

action |_|l'!~':
petween the
whenever you wisi,
it to do 50.

movemer

MEASURING RANGE N
'.:..'Ff_;_l-'“":-'"'-""ﬂ a team-mate, range is W
nge ruler exactly as described on Page 48
However, when throwing a team-mate, only half of tfg
range ruler is used. Therefore the target square wil| fall

of the two banas marked on the first half of the

using the ra

into oNe
range ruler:

s [+ Quick throw
s [ Short throw

Any squares that are beyond the reach of the fange
ruler or that are intersected by the end of the range ryje;
are out of range and cannot be the target square, If the
ine between the two range bands intersects the target
square, the target square is considered to be within the
higher range band. If it is not clear which range band the
target square falls into, refer to the Throw Range chart

shown below:

Throwing player
Quick throw
Short throw &

DECLARE TARGET SQUARE e
Onice range has been measured and the player pe

the action has completed their movement, the fﬂfﬁfqe
square is declared. The target square must be in ral's
and may be occupied or unoccupled.

TEST FOR QUALITY
Once the range has been measured and the target square
declared, a Passing Ability test is made to determine

if the throw is ‘superb’, ‘successful’, ‘terrible’ or is
‘fumbled’. The player performing the action makes 3
Passing Ability test as described on page 29, applying the
following modifiers based on range;

TERRIBLE THROWS

If, when making the Passing Ability test, the dice roll is
a 1 after modifiers have been applied, the thrown player
will deviate from the square occupied by the player
performing the Throw action before landing,

FUMBLED THROWS

Often, smaller players object to being thrown and will
squirm a bit. When they do, there is a chance that the
throw will be fumbled:

= |f the player is attempling a quick throw, there is
no mt}ﬂlﬁEL
= |f the player is attempting a short throw, apply a

-1 modifier = If, when making the Passing Ability test, a natural 1.is

o~ : : rolled, the throw has been fumbiled.
In addition to the above, the following modifiers may = |t the player performing the Throw Team-mate action

also apply: has a PA of ', the throw is automatically fumbled

= |f the player is being Marked, apply an additional -1
modifier per player Marking them.

When a Throw Team-mate action is fumbled, the
action is unsuccessful and the activation of the player
perfarming it ends immediately. The player that was to i ——
be thrown is dropped and will bounce (as if they were a '
pall) from the square occupied by the player performing
the action, after which they must attempt to land, as
described on page 54.

SUPERB THROWS

If the Passing Ability test is passed, orif the roll is a
natural 6, the throw is superb. After scattering, the
thrown player will find it easier to land.

SUCCESSFUL THROWS
If the Passing Ability test is falled, the throw is still

successful. After scattering, the thrown player will find it (4 - |
harder to land. . ]\
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{an Armour roll and possible Injury roll is made
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chould the thrown playe

attempt to land safely:

Once the scatter has been resolved, the player will
hounce (as if they were a ball) from the square they
land In

The player will automatically Fall Over after bouncing
and an Armour roll and possible Injury roll is made
against them.

LANDING IN THE CROWD

LBLREINE L adds
Should the thrown player scatter off the pitch, they will

land in the crowd. The player is immediately removed
from play and placed in their team dugout. Landing in
the crowd is very dangerous as Blood Bowl fans are
notoriously violent, so the player risks ‘Injury by the
Crowd', as described on page 61. This will determing
if the player is placed in the Reserves, Knocked-out or
Casualty box.

If a player in possession of the ball lands in the
crowd after being thrown, a Turnover is caused and
the ball will be thrown-in by the crowd as described on
page 51.

MINDY PIEWHISTLE’S
RUMOUR ROUND-UP

They say, one of the biggest mistakes
McMurty's made was introducing the
Big Murt sandwich, a special edition
version of their famous Big Moot.

The marketing campaign was enormaous,
they even got the Galadrieth Gladiators
involved - but then the news broke
that it was something called a ‘veggie
burger’, made of wheat, mushrooms
and beans. What were they thinking?
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Rlock aclions are resolved using special block
diee uniaue to Blood Bowl. How many block dice are
r..II--'.' and which coach chooses the resuil to apply Is
istermined by the Strength of the player performing the
Black action compared with the Strength of the player
that s the target of the Block action.

STRENGTH

Once an aclive |]IF.=',-'-Er has declared they will perform a
Rinck action and nominated their farget, the next thing

to do is to compare the Strength characteristic of both
players, including any Strength modifiers granted by Skills
ar Traits or offered by ‘assists’ from team-mates (see
apposite). If one player is stronger than the other, they
are more likely to knock their opponent down:

« If both players have the same Strength characteristic,
after modification, one block dice is rolled.

» If one player has a higher Strength characteristic, after
modification, a pool of two block dice is rolled and
the coach of the stronger player selects which resull
o apply.

« |f one player has a Strength characteristic that 1s more
than double that of their opponent, after modificatio
a pool of three block dice is rolled and the coach o
the stronger player selects which resull to apply.

a—

A55ISTING A BLOCK Bl GBLOCK DicE

rhe Strength characteristic of the Once offensive and defsn

of block o

e asusls have been worked out and the number

s ice o be rofled determined, roll the block dice, Bloek dics lexture
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PLAYER DOWN?
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immediately Knocked Down by the player they were attempling
10 block!

BOTH DOWN ' -— - S
Neither player comes off particularly well, Both Ihe active
player and the target of the Block action are Knocked Down by

one another

playnr that is parorming the Block
action, or of the player that is the
I:_]FF['! af the Block aclion, can be

modifisd try assists offered by leam
males that are in a position to help
in this way, two Of more playarn can
gang up on another, There are two
types of assist that can be counted:
‘offensive’ and 'delensive’,

e

OFFENSIVE ASSISTS
An offensive assist is when another
player on the aclive leam, a team-
mate of the player that is performing
the Block action, Is able to assist.

To offer an offensive assist, a player
must be Marking the opposilion
player that Is the target of their team-
mate's Block action.

If onie of the players has the Block skill (as described on Page
/B), they may choose to ignore this resull and not be Knocked
Cown. If both players have the Block skill, they may both
ignore this result, in which case both players bash heads in a |
clatler of armour, but nothing else really happens!

A player cannot offer an
offensive assist if they are being
Marked by any opposition player
pther than the one that is the larget
of their team-mate's Block action.

PUSH BACK
The active player gives their opponent an almighty shove,
forcing them backwards, The target of the Block action is
pushed back one square by the active player. The active player
may follow-up into the square vacated, Pushing other players

is covered in more detail on page 58.

L R T e i e
The target of the Block action attempts 1o avoid their
aggressor. If the target of the Block action has the Dodge skill =

Each offensive assist counted
maodifies the Strength charactenistic
of the player perfarming the Block
action by +1.

DEFENSIVE ASSISTS

A defensive assist is when another
player on the inactive team, a team-
mate of the player that is the target
of a Block action, is able to assist. To
offer a defensive assist, a player must
be Marking the opposition player
that is performing the Block action
against their team-mate.

and chooses to use it (as described on page 75), they are
able to avoid being hit and this result becomes a Push Back,
as described above, Otherwise, this result becomes a POW!,
as described below. In either case, the active player may
follow-up into the square vacated. I

POW! heE
The t_]ifII‘i_llﬁ- !rernenﬁ:lc}uslf.l EﬂTE-l:huE and the target keeis over
to land flat on their back! The target of the Block action is
pushed back by the active player and 15 then Knocked Down in
A player cannot offer a the square they have been moved into The active player may r
defensive assist if they are being follow up into the square vacated.
Marked by any opposition player
other than the one that is performing
the Block action against their
team-mate.

Each defensive assist counted
modifies the Strength characteristic
of the player that is the target of the
Block action by +1.
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The square the pushed back player is moved into
must be an unoccupied square, If this is not passible, the
pushed back player will either be pushed into the crowd
(see opposite) or a chain-push will occur (see opposite),
Mote that only players can occupy a square, if a square
contains only the ball or a trapdoor, it is unoccupied and
8 pushed back player may be moved into it If 3 pushed

back player is moved into a square that contains the ball,

the bail will bounce. A player cannot attem to pick
the bail when pushed back. it
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CHAIN-PUSHES ——

f {here are no unoccupied squares 1o move d_‘l-;J;ﬁ‘;&__hq
hack player into, the player Is moved into a square
~cupied by another playef, CAUSINg a ‘chain-pysh'

W.l 5 player is chain-pushed, tney are pushed pae,
themselves exactly as described above. The nlmrﬂ-pllﬁhi_‘ﬂ
IF"c';-fr-r s moved Into a squalc chosen by the coach of
13'1L'.E=HEF.P[ performing the Block action. The squares 3
chain-pushed player can be moved into will depeng Upan
the directicn from which the push came, as shown N the
diagrams previously.

A player can be chain-pushed even if they ara

Prone or Stunned. A chain-push can cause a S ..
either team to be moved and may result in a player Being
pushed into the crowd.

PUSHED INTO THE CROWD

If a player occupies a square adjacent to a sideline or
within an End Zone when pushed back, and if the only
square they can be pushed into is occupied, or if there
are no squares they can be pushed into, the player will
be ‘pushed into the crowd’.

A player that is pushed into the crowd is
immediately removed from play and placed in their team
dugout. A player pushed into the crowd risks ‘Injury by
the Crowd', as described on page 61. This will determine
if the player is placed in the Reserves, Knocked-out or
Casualty box.

If a player in passession of the ball is pushed into
the crowd, the ball will be thrown-in by the crowd as
described on page 51. Additionally, if a player on the
active team that is in possession of the ball is pushed
into the crowd, a Turnover is caused.

KNOCKED DOWN

several block dice results cause one (or m
| be Knocked Down, as described on page 27, This ean

lead to a Turnover, as described on page 23
is Knocked Down when they are the pne performing the
Block action! If a player is pushed back and Knocked
Down, the push back happens first and the player is
Knocked Down in the square they have been moved

_-_-_-_-_'_‘—|

if a player

into.

PLACED PRONE

some Skills may allow a player that is Knockeg Down

during a Block action to instead be Placed Prone. Whera
| this is the case, the rules above are unchanged, it is

simply the outcome that is altered as no Armour roi i
made against a player that is Placed Prone and they do
not risk injury.

| hen an active player making a Block action

pushes the target back they may ‘follow-y p',

moving directly into the square vacated by the
pushed back player. You must decide if your player will
follow-up before any further dice rolls are made. When a
player follows-up, it is a free move; they do not need to
Rush, they do not need to Dodge, and they do not count
as having used any of their Movement Allowance.

Sometimes, a player must follow-up due to an
in-game effect, a special rule, or a Skill or Trait, whether
they want to or not. At other times, a player may be
prevented from following-up even if they want to, perhaps
due to a Skill the target of the Block action possesses for
example. In such cases, rules that prevent a player from
following-up always take precedence,

Note that when a player follows-up, they are
always considered to have moved voluntanly. This is
the case even when a player must follow-up due to an
in-game effect, a special rule, or a Skill or Trait, whether
they want to or not.

or Prone player

BLITZ ACTiONS

ually, when a player performs a Block action
'L is performed on its own. Bul once rer fasn
' as mentioned on Pege 43, a s
on the active team may be
litz action; an action that af

mbine a Move action and apB
player Blitzes, they may move d'i-r'.ﬁlrrr'.ﬂ' In agdition
they may perform a Block acti ¢ 3 Special action
Branted by a Skill o
of a Block ac
when the

perfforma B
to o WS Lhe plarye

lock action. When a

on {or a Special action
Trait that can be performed instead
tion), the target of which must be nominated
Player is activated, before they have moved. r
Movement during a Blitz action follows. all of
normal rules for moving as described on pa ge 44,
The Block action (or a Special action) can be made
before, after or even during the Blitz move, meaning that
e player can move part of their Movement Allowarice
perform a Block action (or a Special action), and then

continue to move should they wish and if they are able
10 do so

the

Performing the Block action (or a Special action
Eranted by a Skill or Trait that can be performed instead
of a Block action) costs one square of the player's
Movement Allowance. However, depending upon the
outcome of the Block action, the player may follow up as

described above, effectively regaining this lost square of
Movement Allowance.

During their movement, a player performing a Blitz
action may attempt to gain extra squares of Movement
Allowance by Rushing, as described on page 44. If after
moving the player does not have sufficient Movernent
Allowance remaining to perform the Block action (or
a Special action granted by a Skill or Trait that can be
periormed instead of a Block action), they may Rush to
gain the square of Movement Allowance required. If they
cannot Rush, they cannot perform the Block action (or a
Special action).

“Their problem is, they brought
| a football to a knife fight!”
| - Harkon Heartripper

— L B e

1] g " .
o PR o = -
eSS 1 ||



e ARMOUR E__Li::jj.: —fescribed on page 29, by the coach of the —— | NJURY BY THE CROWD -
| HMUUH An Armour roll -ﬁi’ |11Ic“| \aver's armour is ‘broken’, an Injury roll is made when a player is pushed back into the crowd or lands ::'il L?EELIHE URY)
o teamn. | ENE PIEYEL < = : - a
A opposing EAE. "} broken, it protects them from harm in the crowd there is no telling how the fans will trea) pic,ﬂf NoLe on the Team Draft Tist that this player has
AND INJUHIE f their AITEE = i July them, and they risk Injury by the Crowd. No Armour aDDTEdulF;a Nigsling Injury. There is 3 +1 modifier
(NWJ UL Py e — is made against the player. Instead the coach '8d 1o all future rolls made aoainet th
L34V = ways et TN TN T AR 5L T roll 15 M _ _ coach of the against this player on the
ere are maﬂr;:md y ]_H_JP—RE FQ"LI':S‘L.],'-;@JFIS broken, an Injury roll is made against therm=a opposing team immediately rolls on the Injury table tg Casualty table per Niggling Injury they have. 3
in which a t Whenever players LR e 206 and consults the table belo see what the crowd does to the player:
| Bow player can &€ “+e coach of the 0pposing tea K | ~HARACTERISTIC REDUCTION
—r ing gore AL T i e — : . The pla :
injured. Fm"'lnher:ﬂnilg'l ftaur. b e ——— S B « |f the player is Stunned, they are placed in the T ﬂst!ﬁrinhgﬂ:.. :.15 of their charactenistics reduced by 1
| bya _ramﬂﬂdEL lﬂeahing an ankle | TNJURY e e = : e — Reserves box. 'eh, roll 2 D6 on the table below.
| tr:qplng anhm Blood Bowl is 3 _D_E_:_EE_ _E'E'_T'I'_E Eﬁ?m—swﬁﬁ'ﬂ’ ately becomes Stunned, as ﬂESW « If the player is Knocked-out, they are placed in the In the case of M
: Wh”:rteﬂtuh; : pi:r S 2.7 Eruﬂar; :-” Jnd is laid face-down on the pitch. Knocked-put box. They may recover as usual at the the characteristic is Ei:;me:; Allowance or Strength,
aga on page 27, and Is 18k ive, : reduced
| E'tl ss opportunity to get i+ The player is Inmediately removed from play and placed end of the drive Agility, Passing Ability nr: Wkein Uie cave o
: et ly hurt! Even death is g-9 KOO knocked-out box of their team dugout. At the end of each « |f the player becomes a casualty, they are placed in I5 raised by 1. For exam |rm:| 1f Talle. the target number
| seriously hurt! I Most in the Knocked- s . the Casualty box. A roll is made against them on the : i 18 piayer with AG4+ suffers
an ever-present threat: h:!I drive. there is a chance any Knocked-out players will recover, as Bidlt) 012 as described blow 3 Neck Injury, the characteristic would become AGS s
| Blood Bowl players prou n:‘; - described on page 66. .
spuﬂ 'rrnpre_iﬁr'.re SEEFE;F: = 10+ Casualty!: The player pacomes EIILI_'.a‘.:u.'dﬂ}' and is |mmt}4:|.|ately WLE o .:::m&r l'tﬂ'HE'l.'Er. _1hat no characleristic can ever he
| s widely said that l'afld b I:rthe removed from play and placed in the Casualty box of their team Whenever a player becomes a casualty, a Casualty roll is {650 Below the minimum value shown on page 28
can be easily identied by dugout. The coach of the opposing team immediately makes a : - : : - —
: lug - m. The
5 | way they wince and Eﬂ”ﬂblﬂ Eeiua"-" roll against the player, as described opposite. made aga;nst theits;L ;:?ELEE opposing team rolls  LASTING INJURY TABLE
\ their aches and pains | 2 aiD16 and consi s i C
\ about = D6 LASTING 1hJ0 HARACTERISTIC
ing wet weather. - —_ RY L
) o i R e CASUALTY TABLE 2 Head Injury HE"};C:JDH ==
' =5 = STUNTY PLAYERS : - = ” D16 RESULT EFFECT 3 Smashed Knee 1 MA "
RI'S HIHG IH”-"“' Players with the Stunty trait \5e€ page are particuar 3.r sma aqd -6 Badly Hurt The D1E'_|I'Er misses the rest 3" Broken Arm z
: — | aile. meaning they are more prone to breaking when hit! If an Injury f thi e A ——
s described on page 2/, fragile, meaning tnc) : +h the Stunty trait. roll.on thi of this game, but suffers no 5 Nech Injury -1 AG j
S T roll s ever made against a piayer wi e Stunty trait, roll on this long term effect 6 Dislocoted Shoulder e o —
be it as the resull of 2 Block action LE EIJ‘*IZ Eﬂnﬂflsqfffl{f}' : NI and MHG DEAD
or some other, more devious trick, STUNTY INJ URY TAB i Al S q njury Characteristic This player is dead! Dead players are dismissed from
they become Prone and risk injury EDE REEULT : : L ""_-,_ajl.:r,_-;.l i E rﬂduﬂﬂm‘l and MNG the team l:iung STE'FI 1 of the WEt*EﬂITIE Sequence, as
; Likewise, whenever a player Falls 2-6 Stunned: The player immediately becomes Stunned, as i 15-16 DEA This player is far too dead described on page £9.
Over. most often caused by failing an described on page 27, and is'laid face-down on the pitch. to play Blood Bowl!
Agility test when dodging, or tripping 7-8 K0'd: The player is immediately IEIHWEH fl'ﬂfﬂ'l_. [ﬁ&)‘ := : -'_. . '
| as they Rush across the pitch, they in the Knocked-out box of their team dugout. £ = MNG (MISS NEXT GAME)
become Prone and risk injury. When drive, there is a chance any Knocked-out The player misses the rest of this game, but will need “It's not whether you get
) a player is Knocked Down or Falls described on page 66. R T more time to recuperate. In league play, the player is not knocked down, it’s how much of
Over, the coach of the opposing team 9  Badly Hurt: The player becomes a casualty and is immediately available to play in the team's next game. Make a note of you gets back up!”
will make an Armour roll against removed from play and placed in the Casualty box of their team this on the Team Draft list. The team's CTV is reduced by Head Necromancer Mordredd Earwhocker »
that player dugout. No Casualty roll is made. Instead, a Badly Hurt result is this player's current value until the end of the post-game i. -
sequence of the team's next game (see page 69). If this o 8
Note that when a player player's absence leaves the team with fewer than 11 -
15 Placed Prone, perhaps having players, they are replaced by a Journeyman player ahead
wrestled an oppanent to the ground, of the next game, as described on page 38.
there is no risk of injury and no
Armour roll is made against them,




SUBSTITUTIONS

ubstitute players may not be brought oy durin
from play through injury fﬂﬂtﬂlhmimﬁw
upfm‘l new drive, Wmm“mﬂiﬂﬁﬁime (sea
page 67).

APOTHECARIES
nece per game, uteamwithanap.uur.fm';‘,;,‘"-hh—-h_
use them to ‘patch-up’ any permanentiy hjpay
players belonging to it that hﬂeh&enmw
from play after being Knocked-out or after having a
Casualty roll made against them. An apothecary Cannoy
be used to patch-up any Joumeymen players or an
induced players, such as Mercenaries or Star Players.
Journeymen are rarely considered worth the effort, w
Mercenaries and Star Players travel with their gyn,
staff of healers and medics.

PATCHING-UP KNOCKED-OUT PLAYERS ~——

Once per game, an apothecary can be used immediately

when a player becomes Knocked-out:

» [f the player was on the pitch when they were
Knocked-out, they are not removed from play. Insteaq,
they remain on the pitch and become Stunned.

« [f the player was Knocked-out as a result of being
pushed back into the crowd or landing in the crowd,
place them directly into the Reserves box rather than
the Knocked-out box.

PATCHING-UP CASUALTIES |
Alternatively, once per game an apothecary can be used
when a Casualty roll is made against a player:

» Immediately after the Casualty roll is made against
your player, you may declare the use of an apothecary.
» The coach of the opposing team rolls again on
the Casualty table, giving two possible outcomes.
You may choose which result is applied to your player
» |f a Badly Hurt result is applied, the apothecary has
been able to patch the player up and pump them full
of painkillers. The player is removed from the Casualty
box and placed in the Reserves box.

Note that the use of an apothecary comes befole
any other attempts to heal the player. This includes
use of any Skills or Traits, or any other in-game eff
special rule that may modify the Casualty roll or IS

'KICKING THEM
WHILE THEY'RE DOWN

ouling is strictly against the rules of Blood
F Bowl, ane. Sny payst temptad to stick e

boot in risks the wrath of the referees, Mot
that this stops anyone of course! Many teams
are renowned for being dirty and devious, and
more than a few players have built a career
upon the art of the foul. Indeed, fouling is now
such an established part of the game that the
RARG has established guidelines allowing
members to turn a blind eye,

FOUL ACTIONS

g s mentioned previously, once per fearm T 3

single player on the active team may commit

a Foul action. When activated, the player
nominates a single Prone or Stunned player on the
opposing team to be the victim of the Foul. The player
may move before committing the Foul, following all of
the normal movement rules, but must be in a square
adjacent to the player they wish to Foul when the action
is made. Once the Foul has been committed, they may
not move further and their activation comes to an end,

FOULING

To commit a Foul, simply make an Armour roll (and
possible Injury roll) against the nominated victim.
Offensive and defensive assists are worked out before this
Armour roll is made, exactly as when performing a Block
action, as described on page 57. Rather than modifying
Strength, these assists will modify the Armour roll.

Apply a + 1 modifier to the Armour roll for each
offensive assist.

Apply a -1 modifier to the Armour roll for each
defensive assist,

gt b
gamu SENT-OFf ————
2gardless of the outcome

» i & natural double & ol —
8., i two 25 are rolled b ural double Is rolled

&

HOIMm ng at i

he play
Sl e Player commitling the Foul action
and must Miss the rest
Sent-off. a Tumnover is ¢

y are immediately removed from play

of the game, When a player is
aused,

ARGUING THE CALL

Whﬂ-n a n}a v =
- ‘ayer is Sant-off by the refer - —
a Foul, their coach may atte Feree for committing

¥ attempt to Argue the Call R
D& and refar 1 the table below: A

ARGUE THE AL ——

D6 RESULT — ——
1

T

“You're Outta Here!™ Tre referee is 50 enraged
that the coach is gjected along with the n?a'-.rr::
For the remainder of this game, you may |'|r.;|
ionger Argue the Call and must apply a .-1
modifier when rolling for Rrilliant Coaching
“I Don't Core!™ The referee is not IHIEFE'.E.t-Ed
in your argument. The player is Sent-off and a
Tumaver caused.

“Well, When You Put It Like That,.." The

referee is swayed by your argument. A Tumnaver

2-5

15 still caused, but the player that committed the
Foul is not Sent-of
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If at any point dunng your team turn a player belonging to
your team meets all of the following criteria, that playeris

Note. however, that if a player is Placed Frone,
said to be 'Stalling':

i ke Chigr ar i5 Kno .-”-_.;:- i—!.-ll |"-1 Mo rh int [-I:_

s End Zone, no touchdown IS SCored. A rf-la:.-f‘er
nust be standing for a touchgown to be scored l. If the player is Open.
2. If the player is in possession of the bail.
As soon as a touchdown is scored, play stops 3. If the player is able to activate and perform their
eftectively causing a Tumover, as described on page 23, declared action without the need to first roll a Db,
4. If the player is able to move into the opposition’s End

Zone without needing to Rush or Dodge.

Out @ Turnover you can be pleased with!).

Failing to activate a Stalling player before your M
ends (even if it ends unexpectedly with a Turnover/, of
activating that player but declining to sCore 4 touch Jow,

15 Stalling.
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)F DRIVE SEQUENCE

hén a 1OuC hdown is scored of at—tﬁlﬁ_e_aa?

—

the final turn of a hall, the current drive

Lom,

to an end and play will halt. |f there i Pm.&ﬁ
T

e of the current half or a full half still to come, pia 2
Ll Il% LY e ] y

nly halts temporarily. Both coaches run throygh the
inllowing sequence of steps:

DEAL WITH SECRET WEAPONS: fAny Secret
I Weapon players rsk being Sent-off.
f RECOVER KNOCKED-OUT PLAYERS:-
2 Knocked-out players may recover,

THE DRIVE ENDS: The drive ends
and enthuse their supporters.

i_— e =
. DEAL WITH SECRET WEAPONs

l f either team fielded any players with the Secrat .~ —

Weapon trait during the preceding drive, thosa layers
will be Sent-off for committing a Foul, even i they
were not on the pitch at the end of the drive,

When a player is Sent-off in this way, their coach
may attempt to Argue the Call as described on page 63
A single Bribe Inducement may also be used per player
Sent-off in this way, if any are available and should the
coach wish (see page 91). If either is successful, the
player is not Sent-off.

2. RECOVER KNOCKED-OUT
PLAYERS

box of their dugout, they may now see if they have
recovered enough to take part in the next drive. Roll a
D6 for each player that is currently Knocked-out:

l f either coach has any players in the Knocked-out

» (On aroll of 4+, the player has recovered and is raring
to go. Recovered players are immediately placed in
the Reserves box of their team dugout.

= On a roll of 1-3, the player is still far too insensible to
take to the pitch again.

3. THE DRIVE ENDS
he drive comes to an end. Any special rules

or effects, from any source, that lasted for the
duration of this drive will expire now.

RESTARTING THE GAME

l f there are still turns Ehﬂ@ﬁ?ﬁm

or it there is another full half still to play, both teams
will set up again, as described on page 40. If tha
previous drive ended with a ouchdown, the team that

scored the touchdown now becomes the defence and will

kick-off to the team that conceded the touchdown

ENDING THE GAME

t the end of the second half, the game will
A end. Unless the game is 3 league fixture,

there is nothing else to do byt determine the
winner. In a league, however, the post-game sequence

s when coaches work out winnings, players may gain
advancements, and so on (see page 69),

WINNING THE GAME

The team that has scored the maost touchdowns at the
end of the game is declared the winner. If there i5 no

clear winner, a period of extra time may be played, as
described opposite.

CONCEDING

It is very rare for a Blood Bowl team to concede a game,
most would sooner play to the death than quit the pitch
in shame. But sometimes a coach may put discretion
before valour and say they've had enough. You may

concede at the start of any of your team tumns. However,
doing so means that:

= The opposition is awarded one touchdown, and any
touchdowns your team has scored are voided and
awarded to the opposition.

= You are unable to award an MVP to any of
your players.

* ‘fou do not generate any winnings.

* Your Dedicated Fans characteristic is reduced by
D3 (to a minimum of 1).

Finally, roll a D6 for each of your players that has
gained three or more advancements:

* Ona roll of 1-3, the player quits the team in
disgust, Immediately delete the player from your
Team Draft list.

* Ona roll of 4+, the player remains with the team.

EXTRA TIME
s ometimes, an important fodure needs a clear

winﬂﬂr._ League semi-finals, finals and tournament
Erand finals are both prime examples, but during

exhibition play as well, having a clear winner can often
be vital!

| If, at the end of the second half, the score is

l1_ed between both teams, an eight tum period of extra
time can be played. Onge the End of Drive sequence is
resolved, extra time begins by determining which team
will kick and which will receive, as described on page 38.

'_Fearn re-rolls are not replenished at the start of
Extr_a\ time. However, any team re-rolls that were not used
during the second half are carried over into extra time.

In all other respects. extra ume is played exactly like a
normal half.

SUDDEN DEATH
If there is still no clear winner at the end of extra time,
the game is decided by a penalty roll-off, representing the
teams taking part in a field goal penalty shoot-out (the
only time field goals are used in modern Blood Baowl).

To resolve sudden death, both coaches roll-off five times,

each rolling a D& and re-rolling ties. The coach who wins
the most roll-offs wins the game.
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& THE GAME OF FANTASY FO 0TBAL

THE 1. RECORD OUTCOME AND WINNINGS

t the end of each and every league ficture, both -
A coaches are responsible for correctly recording on &
their Game Record sheet the details of how their
team performed and the outcome of the match, Each coach
e — e [ —

S <hould record the following information in the appropriate
sectio '
o nce the final whistle has Blown on s Eais tions of their Game Record sheet so that it can be passed

played during a league and the exuberant on 1o the league commissioner;
crowds have left the stadium, both coaches
will run their teams through the post-game T
This is when winnings are counted and spent on

new players and Sideline Staff, when casualties

are assessed and either treated or dismissed, and
when players and their various skills evaluated and,
invariably, team tactics are reviewed.

* The result of the game (win, lose or draw),

How many touchdowns wers scored (by each team).
How many Casualties were caused (counting only those
that generate SPP as described in Step 3),

How many League points were earned (see page 98)
Finally, any players that suffered a DEAD result on the
Casualty table during this game are deleted from your

T "
LEAGUE AND EKH IBITION PLAY eam Draft list (see page 60).
WINNINGS

fter a league fixture, both coaches should run
At the end of every game, each team receives a fee for

through the full post-game sequence step by step
In exhibition play, the post-game sequence need nol playing, usually paid by the stadium owner from ticket sales.
be completed. To work out how much each team wins:

——a

Divide the Fan Attendance for the game (see below)
RECORD QUTCOME AND WINNINGS: The

by two.
details of the game, its outcome and each team's * Add the number of touchdowns your team scored to
winnings are recorded on the Game Record sheet. this figure,

UPDATE DEDICATED FANS: Record any changes
to Dedicated Fans based on the outcome of

the game.

PLAYER ADVANCEMENT: Any players that

have eamned enough SPP may spend them

on advancements.

HIRING, FIRING AND TEMPORARILY RETIRING:
New players and staff are recruited. Injured players
may be dismissed or may temporarily retire. Any
unwanted staff may be dismissed.

EXPENSIVE MISTAKES: If the team has sufficient
wealth left unspent, there is a chance players and FAN ATTENDANCE
staff will spend it irresponsibly, This is worked out by simply adding together the Fan Factor -

*  Multiply the total by 10,000,

The result is how many gold pieces your team has
won for this game. This is recorded in the "Winnings' section

of the Game Record sheet and is added immediately to the
team’s Treasury y

Mote that, if one team conceded, Fan Attendance is not
divided by two. Instead, the full amount is awarded to the
winning team.

3

. FREFARE FOR NEXT FIXTURE: Team Value and | of both teams to determine the total number of fans present.
- Current Team Value are both updated ready for the
ver the course of a league, Blood next league fixture, B 2. UPDATE DEDICATED FANS | |
Bowl teams will grow I'jd' Iv : 3 = = good result can see a team's fan following increase, _
¢ with every a‘ !'rmnn : : g ( and a prolonged winning streak can bring the fans )
players s g flocking to buy tickets and merchandise. This sort of e
JOSh ) e SiRs an::l develop as Y ] HACKSPIT QUILLCHEWER'S popularity can really help a team financially: P
_ | Players, others will suffer injuries that may threaten A FUN FACTS! =
% Lﬂim, im:: some will even die! Whilst fatalities are P B Al e Ul PR Sy 7 o * I your team won the game, roll a D6. If the result is
annoying for Eﬂinh : sport, they can be 2 trifle > copy of Spike! Magazine, Valen Swift has equal to or higher than your current Dedicated Fans
hﬁﬁnl'linlg to :hn:w pro ,‘parlrculaﬂy I the deceased player was g bﬂﬁ fmunder.;' b:fuamgu;ﬁ that he's left the characteristic, increase your Dedicated Fans characteristic
mise or, even worse, if they were a valued b =y i by 1 I
and talented veteran of diron, Fuﬂunately* the sorrow of ] iﬁmﬂfm;ﬂﬁ for good ndw;::!ﬁ::s « |fyour team lost the game, roll a D&, If the result is lower
the winnings, alluwing new players T - dkf:a t::fm:.l'sﬂ:e;:fn: da:u;s . than than your current Dedicated Fans characteristic, reduce
under strength team - - your Dedicated Fans characteristic by 1. i
; : mﬁ .‘rundr:d mﬁ;? l:t m:;:rﬂm muchm » |f the game was a draw, neither team's Dedicated Fans
= the annoying gossip ju .

like the fat elf-elf himself-self! characteristic will increase or decrease.

& I?i: i ‘_I.
iy = g )




-_-_____-______—_——-_—______-_-_-_
PASSING INTERFERENCE —

ENT player successfully interferes with a Pass 5or
T‘EH ADFAHIEH - op When a . b 3 Hﬂmﬂr
3. Pl-u?ng - ague, players 0n YoUI team will d;:I the effect can be dramatic indeed! A Sim ple Defiectiop
by earning Star Player Points (SPP) during =t can have a huge impact upon a game, whilst an
gain an advancement.

Player Points, they :
enough Star Flaye progress o DECOME ., - -r10NS: A Deflection eams the player | SPp

| fjmﬁ:;:;s. with special characteristics and skills « INTERCEPTIONS: An Interception eams the player

ir Career
that they have picked up over the course of their 2 SPP.
: on the Blood Bow! pitch.

_—————___-__—_____-—-—.___
__________________._-—-—-——-—-‘"'_ CASUALTY (CAS) T

'_____-'_..|_-'___'—_____-—-_-_-—-_|_
RECORDING STAR FLA:EE: :ﬂ:ﬂ;im 20 i If an opposition player is Knocked Down as the resyit

The Team Draft list includes me. Each  of a Block action and removed from play as a Casualty,
= d";;f:; should regardless of which player performed the action, your
Casualty earns the player 2 SPE

it. At the end of {
:r: that player's total number of SPP
Note that Star Player Points for causing a Casualty
are eamed even if both players were Knocked Down and
removed from play. Note also that Casualty rolls caysed
by the crowd or by any other type of action do not earn,
Star Player Points.

at Star Players and/or Mercenaries
wmﬁ::: :: inducements at the start of the game do
not eam SPP Journeymen, however, dn.1am:l you should
) record any SPP a Jouneyman eams during a game as
you will have the opportunity to permanently hire that

' player in Step 4.

EARNING STAR PLAYER POINTS
Be it for scoring touchdowns or for earning Most Valuable
Player awards, the full list of achievements that generate

SPP is as follows:

____-—_—__-_'_'—-—._
TOUCHDOWN (TD)

e
When a player scores a touchdown, they earn 3 SPp

If your team was awarded any touchdowns as a
result of the opposition conceding the game, as described
on page 67, you may allocate each touchdown to a

COMPLETION (COMP) player of your choice and give them SFP accordingly.

Often when a player passes the ball or throws a team-
mate, something can go wrong. When it goes right,
however, it is called a Completion, and the fans love it!

MOST VALUABLE PLAYER (MVP) i

At the end of the game, each coach randomly selects one

player from their team (not including Star Players andfor

Mercenaries) that was eligible to play during this game

and that did not suffer a Casualty result of 15-16, DEAD.
That player receives the Most Valuable Player award,

eams the player 1 SPP

eaming 4 SPP
THROWING COMPLETIONS: When a player makes A / | /[
a superb Throw Team-mate action, and if the thrown s 4 : {
player lands safely, they are said to have made a <
‘Throwing Completion’. A Throwing Completion earns
the player 1 SPP

* PASSING COMPLETIONS: When a player makes an
accurate Pass action which is caught by a team-mate
occupying the target square, they are said to have
made a ‘Passing Completion’. A Passing Completion

SPENDING STAR PLAYER POINTS ————

If, once the MVP is determined andEﬁ

can spend them to gain an advancemant. Th
experienced a player is, the more SPP each
their SPP until they have enough to random
some or all of their SPP-

ADVANCEMENTS TABLE

Randomly select

— a Primary skill
m‘llﬂ:’&d [ﬁﬁt a'd'd'a]'lmnenﬂ 3 5pp
Veteran (second advancement) 4 SPP

Emerging Star (third advancement) 6 SPP
Star (fourth advancement) 8 SPp
Super Star (fifth advancement) 10 SPp
Legend (sixth advancement) 15 Spp

NEW SKILLS

‘player's tally of SPP as bee
2 SPP cost of each advan
New advancement they gain will
ly select a characteristie ImMprove

Choose a Primary skill
or randomly select a
Secondary skill

M counted up, a player has sufficient SPE, they
tement is shown on the table below, The more
cost, A player Is not obliged lo spend
ment, at which point they must spend

Randomly select
2 Choose a a characteristic
econdary skill improvement
6 SPP 12 SPP E’.ltE. SPP
8 SPP 14 SPP 20 SPP
12 SPP 18 SPP 24 SPP
16 SPP 22 SPP 28 SPP
20 SPP 26 SPP 32 SPP
30 SPP 40 SPP 20 SPP

CHARACTERISTIC IMPROVEMENTS

Each team roster shows the Skill categories available tg
each player, Players have ‘Primary’ access to some Skill
categories, and “Secondary’ access to others, Players can
gain Skills from their Primary skill categaries easily, whilst
gaining Skills from their Secondary skill categories is
more costly in terms of SPP

Choosing a Skill is simple: select a Skill category
available to the player and choose a Skill from that
category that the player does not already have, then
reduce the player's SPP by the amount shown on the
Advancements table. Finally, record the player's new Skill
on your Team Draft list.

When a player gains a random Skill, choose the
Skill category you wish to generate the Skill from and rol|
two D6, one after the other, on the Skill table on page 74
(re-rolling if the player already has that Skill or if they roll
a Skill they cannot have) and reduce the player's SPP by
the amount shown on the Advancements table, Finally,
record the player's new Skill on your Team Draft list.

Note that, without exception, no player may be
given as a new Skill a Skill that they already have. For
example, you may not give a player with the Mighty Blow
(++X) skill the same Skill again in an attempt to improve
the effect of the Skill.

Rather than spend SPP an a new Skill, a player may
spend SPP to improve a characteristic. To do 50, simply
reduce the player's SPP by the amount shown on the
Advancements table, roll D16 on the tahle below and

record the player's improved characteristic on your Team
Draft list:

CHARACTERISTIC IMPROVEMENT TABLE
DI6 RESULT
17 Improve either MA or AV by 1 (or choose a
secondary skill)
8-13 Improve either MA, PA or AV by 1 (o choose a
Secondary skill),
14 Improve either AG or PA by 1 (or choose a
Secondary skill).
15 Improve either ST or AG by 1 (or choose a
Secondary skill).
16 Improve a characteristic of your choice by 1.

Mote that no characteristic can ever be improved
more than twice, or above the maximum value shown on
page 28. Should you randomly select a characteristic that
cannot be improved or that you do not wish to improve,
the player may instead choose a Secondary skill.

In the case of Movement Allowance, Strength or
Armour Value, this means the characteristic 1s increased
by 1. In the case of Agility or Passing Ability, however, the
characteristic Is lowered by 1. For example, if a player
with AG4+ improves their Agility, the characleristic
would become AG3+.
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he 4. HIRING, FIRING AND

ALUEINCREASE ____————— TEMPORA e T
E'——'__-T:Ft“lb their value ncregst - layers are prone (o Injury, and even the hig_f!em
auars BN advanCeiiitriia, PP ta gain an E - = :
2 DI4MP| r: henever a player spends SPF 10 BT " superstars can find themselves looking for wory
" 1 I3, WIPCI P -rancEd ON , : .
i ¢ their Current Value must BE CIRLE elsewhere if their injuries outweigh theijr aDilitigs
advancement, their LUTTE by the i :

ad on page 3U : .re gre always fresh-faced r :
the Team Draft list, as described o page After all, there are always fresh-fa Ookies looking tq
ot chown on the table below make a name for themselves for a fraction of the coeti
mount shown on the 12D L by A :
-5 similarly, coaches will often hire and fire Sideline Staf

on a regular basis to manage their overheads, During this

CURRENT VALUE INCREASE TABLE

Value Increase

New Skills g step of the post-game sequence a team may:
lected Primary ski . ]
ﬁandugg_ = il " 20,000 gp « Spend any amount of gold from the Treasury to buy
Handmlfselededmﬂ"daw ﬂ“l_l e mwmﬁ new players from your team roster and/or Sideline
Chosen Secondary skill  +AUUU T Staff and increase Team Value accordingly.
"Ehar-m':ﬁﬂitic Improvement Value Increa « Fire any players and/or Sideline Staff who are no
_ -_|-_1_4H_N_ e jonger required, deleting them from the Team Draft list
+1MAor +1PA mﬂﬂl}gp ] and reducing Team Value accordingly.
S :ﬂ:ﬁnﬁ_* e Purchase additional team re-rolls, but must pay

double to do so, as described on page 34,

» Permanently hire any Journeymen that played for the
team during this game:;

\ - A team must have fewer than 16 players on jts
Team Draft list to permanently hire Journeymen.

- If permanently hired, a Journeyman loses the Loner
(X+) trait but retains any SPP earned during this
game or advancements gained during Step 3.

- If not permanently hired, Journeymen will leave
and not return. Any SPP earned or advancements
gained are lost.

=

TEMPORARILY RETIRING

During the post-game sequence of a game in which a

player suffers a Lasting Injury result on the Casualty
table, that player may be given time off to recover.

' . \ Taking some time off may allow them to return fit and

(4 healthy for next season should you wish to re-draft

A/ your team (see page 100).

) When a player Temporarily Retires (TR), make a note
W in the appropriate box on your Team Draft List, They
remain as part of your team and are not deleted from
your Team Draft List. They cannot take part in any further
Eames this season but they will still count towards both
the maximum number of players of their type allowed

by the team roster, and the 16 player maximum. Finally;
whiist their Current Value is counted when working out

Team Value, it is not counted when working out Current
Team Value,

players that suffered a Miss Next Game Casualty table

5. EXPENSIVE MISTAKES

s any Blood Bowl coach knows, there's neaes
- €5 nothing mare i
Whenever a team ha "isky than a large sum of gold |
A ing off 2> Money to burn, someone | come alon '.u'n.rlli':ﬂIE E?d SyUetaar Hhargl3d
PayIng off 1o avoid a scandal, a joea Innkeeper dem : o finclebox! Whether the tabloids need

Ellnds compensation for da Mages or an errant cheerleadar
t's not worth holding onto big sums of cash.

If you have 100,000 gold pieces or more stored in your Treasy

roll @ D& on the following table applying the r
: esult from
your Treasury. the column

"y during this step of the post-game sequence,
that corresponds to the number of gold pieces in

EXPENSIVE MISTAKES TABLE
200,000 to 300,000 to
Up to 195,000 295,000
D6 gold pieces gold pieces
Minor Incident  Minor Incident
Crisis Averted Minor Incident
Crisis Averted Crisis Averted

400,000 to 500,000 to

395,000 495,000 595,000 600,000+

Eold pieces gold pieces gold pieces gold pieces
Major Incident

Major Incident  Catastrophe Catastrophe

Minor Incident Major Incident

si Minor Incident Minor Incident
Crisis Averted Crisis Averted Crisis Averted

Crisis Averted Crisis Averted Crisis Averted
Crisis Averted Crisis Averted  Crisis Averted

Major Incident  Catastrophe

Major Incident  Major Incident
Minor Incident  Minor Incident  Major Incident
Crisis Averted Minor Incident  Minor Incident
Crisis Averted Cnsis Averted  Minor Incident

= CRISIS AVERTED: Thanks to some careful ma nagement, your team behaves itself for once!

= MINOR INCIDENT: The team gets up to some mischief and you lose D3 x 10,000 gold pieces from your Treasury,

= MAJOR INCIDENT: Half the gold in your Treasury (rounding down to the nearest 5 000 gold pieces) is lost to an
unfortunate mishap.

* CATASTROFPHE: Your Treasury is emptied, except for 206 x 10

00 gold pieces which you sensibly squirreled
away for just such an occurrence,

6. PREPARE FOR NEXT FIXTURE
l n preparation for the next fixture, make sure both

your Team Value and Current Team Value are up
to date,

TEAM VALUE (TV): As described on page 35, this is
worked out by adding up the current value of all of the
team’s players, plus the cost of all Sideline Staff and
team re-rolls the team has.

CURRENT TEAM VALUE (CTV): This is worked out
exactly as above, but minus the current value of any

result during this game and will be unavailable to play
next game. Remember to include the current value

of any players that missed this game; they have now
recovered from their injuries and are fit to play in the
next game.




feature the co mplete

foar @any reason cannol UsE
o STy 15==

:_— " _SELH-_Q S_-E__r_n:.;"_E ;H:I_-'Ee_rﬂt lost their Tackle EUEE‘TI.J_E.?

I SKILLS | |-3}'i‘"i;t 1‘[ jr -F;a!fs al ,;:1.... time, not just during their own activation

| d_ﬁfﬁmﬂmiﬁﬂﬁ__ P ::'J:.,._.m::;rn‘. are Prone or stunned, or thal have lost their Tackle e
a any Skills or Traits unless otherwise stated in the

' T list of Skills and Traits

| available to players. BE
Skills a player starts with,

| or Skills gained duri

| course of a league, all players
| will have a degree of access
| to General, Agility, Strength

and Passing skills, a

| will have access to Mutations.
| Traits are more unigue, the

| resultof a player's n

| rather than something they i

can learn.

SKILL CATEGORIES
Random Selection

2  Safe Pairof Hands  Shadowing

Sﬁueaky 'Git' Sure Hands

Savagery*
osity*

Always Hungry”

o B&Chnt oo

Bombardier

o . i e L s B e —
E‘ L <3 T

- == ‘Head*

po Sl - i L &

Chainsaw*

h | T |II ':I'-.‘“
e I:‘-I“||I :\.]' IFain ll-:I‘F'l-rIL

YO hooseE fouse 4 :.h"l or |ra|1 =I|-:|1 I"l‘lﬂ'[1l|'lE5 d 'd"EE' Fl'ﬁ-” .':'IflEI t||'E tjil::e
.\-:il clalll.-. -ll.. i & Bd h

the
h roll has been made

All bonuses and/or
| description 5la
g player per team turn

therwise, a Skill or Trait can be used

modifiers from Skills or Traits can be combined.

tha tes otherwise, a Skill or Trait can be used by
e Linless the

more than on
« Linless the description states O
multiple times Aurng gach team wrm *
Unless a Skill or Trait Is marked with an asterisk (*), its use is not
vou do not have to use that Skill or Trait if you do not

& use of a Skill or Trait marked with an asterisk (*)

nd many

ature .

compulsory {1.e.,
I wish to). However, th
s compulsory

 Strength
: Brawler
Break Tackle

ing  Cloud Burster

T = Gr&b
*  Fumblerooskie Guard
_____HailMaryPass Juggemaut
eap  Po lonHadSkin  Leader  Mighty Blow (+1)
RIS IDIEMORENGIRES O . Jple Block
Gestep  StipBall  PrehensieTail  OntheBall  Pie Driver
Tentacles i Fq.ff Stand Firm
nt  Tackle  TwoHeads  Running Pass Strong Arm
Wrestle Very Long Legs Safe Pass Thick Skull

Projectile Vomit Swarming
Kick Team-mate Regeneration Take Root*
~ Right Stuff* Titchy®
~ No Hands* Secret Weapon* Timmm-ber
~ PlagueRidden @~ Stab Throw Team-mate
Pogo Stick Stunty* Unchannelled Fury*

AGILITY SKILLS

CATCH

This player may re-roll a failed
Agility test when attempting to catch
the ball

DIVING CATCH

DEFENSIVE

D . SAFE PAIR OF HANDS i

[burtlng YOUr opponent's team tum If this player is K |
Ut not d'IJrll"IE YOur own team ayer is Knocked Down or . ar

Placed Prone (but not if they Fall
Over) whilst in possession of the
ball, the ball does not bounce.
Instead, you may place the ball in an

tum), any opposition
Marked by this playe
Guard skj||.

players being
F cannot use the

This player may attempt to catch the
hall if a pass, throw-in or kick-off
causes it to land in a square within
their Tackle Zone after scattering or
deviating. This Skill does not allow
this player to attempt to catch the
ball if it bounces into a square within
their Tackle Zone.

Additionally, this player may
apply a +1 modifier to any attempt
to catch an accurate pass if they
occupy the target square.

DIVING TACKLE

Should an active opposition player
that is attempting to Dodge, Jump
or Leap in order to vacate a square
in which they are being Marked by
this player pass their Agility test,
you may declare that this player will
use this Skill, Your opponent must
immediately subtract 2 from the
result of the Agility test. This player
i5 then Placed Prone in the square
vacated by the opposition player,

If the opposition player was
being Marked by more than one
player with this Skill, only one player
may use it

DODGE

Once per team turn, during their

-activation, this player may re-roll a

failed Agility test when attempting
to Dodge.

Additionally, this player may
choose to use this Skill when they
are the target of a Block action and
a Stumble result is applied against
them, as described on page 57.

JUMP UP unoccupled square adjacent to the
- - one this player i

If this plar'_.re[ s Prone they may stand v ;m:::z octupies when they

up for free (i.e., standing up does :

:;:tt ]:u_st this player three (3} squares SIDESTEP
mmﬂi:;l:ﬂme}nt Allowance, as it If this player is pushed back for any

! reason, they are not moved into
d Square chosen by the opposing
coach. Instead you may choose any
uncccupled square adjacent to this 2
player. This player is pushed back :
into that square instead. If there are
no unoccupied squares adjacent to
this player, this Skill cannot be used. r :

Additionally, if this player is
Prone when activated, they may
atternpt to Jump Up and perform a
Block action. This player makes an
Agility test, applying 2 +1 modifier.
If this test is passed, they stand up
and may perform a Block action,

If the test is failed, they remain Prone SNEAKY GIT
and their activation ends, When this player performs a Foul -
action, they are not Sent-off for B
committing a Foul should they roll a '
natural double on the Armour roll :

LEAP

During their movement, instead of
jumping over a single square that
5 occupied by a Prone or Stunned
player, as described on page 45,

a player with this Skill may choose
to Leap over any single adjacent
square, including unoccupied
squares and squares occupied by
standing players.

Additionally, the activation
of this player does not have to end
once the Foul has been committed.
If you wish and if this player has not
used their full Movement Allowance,
they may continue to move after
committing the Foul.

Additionally, this player may SPRINT
reduce any negative modifier applied  When this player performs any action
to the Agility test when they attempt  that includes movement, they may
to Jump over a Prone or Stunned attempt to Rush three times, rather
player, or to Leap over an empty than the usual two. A
sguare or a square occupied by a k
Standing player by 1, toa minimum  SURE FEET

of -1, Once per team tumn, during their
activation, this player may re-roll the
A player with this Skill cannot D6 when attempting to Rush. £
also have the Pogo Stick trait. X

ACKSPIT QUILLCHEWER'S FUN FACTS!
E.‘ut of teams have very strict policies regarding performance enhancing
{and reality altering!) drugs. Take the Lowdown Rats, for example,
Any player found not to be in possession of at least a bag of
Madcap Mushrooms can face a very hefty fine!




GENERAL SKILLS

._E'L_.-E'________,_._——I—-"__T__.-_-_-_
When a Both Down result is applied duﬂlnga B::!
action, this player may choose to ignore it and

be Knocked Down, as described on page 57.

5 "
mg:::w performs a Block action rqn its
own or as part of a Blitz action), if the nf:rrmnated
target has a higher Strength characteristic than
this player before counting offensive or !:—fefﬂﬂsh'ﬂ
assists but after applying any other modifiers, rol
a D6 and add this player's Strength characterﬁhl:
to the resull. If the total is higher than the target’s
Strength characteristic, this player increases their
Strength characteristic to be equal to that
of the target of the Block action, before  ~
counting offensive or defensive assmts
for the duration of this Block achion.

If this player has another Skill
that allows them to perform more than _

one Block action, such as Frenzy, \

they must make a Dauntless roll q
before each separate Block action g Y
is parformed. .

DIRTY PLAYER

When this player commits a Foul action,
either the Armour roll or Injury roll made
against the victim may be modified by the
amount shown in brackets. This modifier may
be applied after the roll has been made.

FEND

If this player is pushed back as the result of any
block dice result being applied against them, they
may choose to prevent the player that pushed them
back from following-up. However, the player that
pushed them back may continue to move as part
of a Blitz action if they have Movement Allowance
remaining or by Rushing.

This Skill cannot be used when this
player is chain-pushed, against a player
with the Ball & Chain trail or against
a player with the Juggemnaut skill
that performed the Block action as
part of a Blitz.

FRENZY' T FRO. ——————
Every time this player performs a E:'-Ef-l;-_I-!'n_-_'_'_'_"'—-—-—-—-____:
Block action {on Its own or as part of may fﬂﬂ:‘:r el
3 Blitz action), they must fl::llll;:-w-up i dieca may h::.;
the target is pushed back and if they single dice ruIEI .
are able. If the target is still Standing  dice roll or a< S
after being pushed back, and if this cannot be a duﬂm
player was able to follow-up, this part of an Armzeu:hlat
player must then perform a second roll. Roll a Dg. il
Block action against the same target, 1
again following-up if the target is * Onaroliof3 -
+., the d

pushed back, re-rofled. T pe

* Onarollof 1 or 2. the dice

If this player Is performing a Canniot bé re-roiled
Rlitz action, performing a second -

Block action will also cost them one Once this Dl
square of their Movement Allowance.  to use this S5 they may n;ernmad
If this player has no Movement re-roll from any olher source mu;f.e a

Allowance left to perform a second this one dice. e-roll

Block action, they must Rush to do

STRIP BALL

on, this player
{0 re-rol| une dice. This
roiled aithar asa

was rolled as
Casualty

SURE HANDS

When this player largets an

Opposition player that is in

Possession of the ball with a Biock
action (an s own or as part of 3
Blitz action), choosing to apply a
Push Back result will cause that
player ta drop the ball in the square
they are pushed back into The ball
will bounce fram the square the
Mayer is pushed back into, as f they
had been Knocked Down.

This player may re-roll any lailed
attempt to pick up the ball.

in addition, the Strip Ball skl
cannot be used against a player
with this Skill.

TACKLE

so, If they cannot Rush, they cannot  SHADOWING
perform a second Block action, This player can use this Skill when
_ an opposition player they are

Note that if an opposition Marking voluntarily maves out of a
player in possession of the ball is square within this player's Tackle
pushed back into your End Zone and  Zone. Roll a D8, adding the MA
is still Standing, a touchdown will of this player to the roll and then
be scored, ending the drive. In this subtracting the MA of the opposition
case, the second Block action is player. If the result is & or higher, or
not performed. if the roll is a natural 6, this player

_ : may immediately move inta the
A player with this Skill cannot  square vacated by the oppasition

also have the Grab skill. player (this player does not need

E to Dodge to make this move),
KICK If, however, the result is 5 or lower,
If this player is nominated to be or if the roll is a natural 1, this Skill

the kicking player during a kick-off, has no further effect.
you may choose to halve the result

of the D6 to determine the number A player may use this Skill any
of squares that the ball deviates, numbser of times per turn, during
rounding any fractions down. either team’s tum. If an opposition

player is being Marked by more than
one player with this Skill, only one

player may use it.

HACKSPIT QUILLCHEWER’S FU

The 2499 season's Most Blatant Foul award went fo
fan-favourite Morgrim Killchoppa, who spent the besi part of
45 minutes kicking an already unconscious Soaref Hightower
while grinning and waving at the officials. The officials didn't
simply ignore this blatant rule-breaking no-no; they were often
seen to grin and wave back!

When an active opposition player
attempts to Dodge from a square in
which they were being Marked by
One or more players on your team
with this Skill, that player cannot usa
the Dodge skill,

Additionally, when an
Opposition player is targeted by a
Block action performed by a player

with this Skill, that player cannot use
the Dodge skill if a Stumble result is

appied agamst them.,

WRESTLE

This player may use this Skill when

a Both Down result is applied, eithar

when they perform a Block action
or when they are the target of a

Block action. Instead of applying the

Both Down result as normal, and
regardless of any other Skills sither

player may possess, both players are

Placed Prone.
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adifiar(s) for being Marked E'n or any E-pex.ll.-':. ﬂkflﬂ e ol
Pouring Rain ¥ this PE=3 ayer has lost

when they attempt to PICK up

| the ball

nasition player that
he resull
[h:ﬁ

against an op
was Knocked Down as | .
of a Block action nerformed bg.. |
| ' player, a rovl of 8+ before apphing
any modifers will break their ’

scs of thelr actua
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AFTTIONE, I’Ei.;‘-ﬂrﬂi
Armour Value

Whien an opposition player perionms
tion, @ Throw

Team-mate action or 2 Throw Bomb
Special action, or attempts to either
h a pass or 1o catch the

i gither a Pass ac

fnterfere wil
ball, they must apply a -1 modifier to
the test for each player on your team
with this Skill that is within three
squares of them, even if the player

' with this Skill is Prone, Stunned or

has lost their Tackle Zone.

EXTRA ARMS

This player may apply a +1 modifier
when they attempt to pick up or
catch the ball, or when they attempl
to inteérfers with 3 pass.

=N
== DISTURBING PRESENCE”

wen if this pl
3 D6, even |
their Tackle Zone On a roll of 1, the

player rannot perform the declared
layer C .
action and the action is wasted

——

L
L
when this player pe forms a Bloc

action as part af a Blitz action {but
on its own), you may apply a

nat .
+ 1 modifier fo this player s Strength
characteristic, This modifier 15

applied before counting assists,
hefore applying any other Strength
modifiers and befare USINg any other
Skills or Traits.

TRON HARD SKIN

TENTACLES "7 To————u
This player can useﬂﬁw
1]

an opposition player they ara
Marking voluntarily moves oyt of
square within this player's Ta-:;miea
Zone. Roll a D6, adding the ST

of this player to the roll ang then
subtracting the ST of the Oppositi
player. If the result is 6 or hlghEan
or if the roll is a natural 6, the '
opposition player is held firmly in
place and their movemeng com

s tn

an end. If, however, the result is 5

lower, or if the roll is a natural 1 l|'l;-.Jr
 this

Skill has no further effect,

A player may use this Skij|
number of times per turn, dur:ng
either team’s turn, If an opposition
player Is being Marked by mora than
one player with this Skill, only one
player may use it.

EI'I-:,'

The Claws skill cannot be used
when making an Armour roll against

this player.

MONSTROUS MOUTH

TWO HEADS g =
This player may apply a +1 modifier
to the Agility test when they attempt
to Dodge.

This player may re-roll any failed
attempt to catch the ball. In addition,
the Strip Ball skill cannot be used
against this player.

PREHENSILE TAIL

When an active opposition player
attempts to Dodge, Jump or Leap

in order to vacate a square in which
they are being Marked by this player,

there is an additional -1 modifier
applied to the active player's
Agility test.

If the opposition player is being

Marked by more than one player with
this Mutation, only one player may

apply a +2 modifier to any attempts
ta interfere with a pass they make.

Cloud Burster skill.

VERY LONG LEGS
This player may reduce any negative
modifier applied to the Agility test
when they attempt to Jump over a
Prone or Stunned player (or to Leap
over an emply square or a square
occupied by a Standing player,

if this player has the Leap skill)
by 1, to a minimum of -1,

Additionally, this player may

Finally, this player ignores the

L

PASSING SKILLS
ACCURATE

when this player performs a Quick
pass action or a Short Pass action,
you may apply an additional +1
modifier to the Passing Ability test,

CANNONEER

when this player performs a Long
Pass action or a Long Bomb Pass
action, you may apply an additional
+1 maodifier to the Passing

Ability test.

CLOUD BURSTER
when this player performs a Long
Pass action or a Long Bomb Pass
action, you may choose to make the
opposing coach re-roll a successful
attempt to interfere with the pass.

DUMP-OFF
If this player is nominated as the
target of a Block action (or a Special
action granted by a Skill or Trait
that can be performed instead of

a Block action) and if they are in
possession of the ball, they may
immediately perform a Quick Pass
action, interrupting the activation of
the opposition player performing the
Block action (or Special action) to
do so. This Quick Pass action cannot

the normal rules for passing the ball
‘apply. Once the Quick Pass action is
resolved, the active player performs
the Block action and their team
turn continues.

HAIL MARY PAS e
S
WhEn this pla?er peﬂnrmi » Flass DH THE Bﬁlﬁlﬁ

action {or a Throw Bomb action), the This player may move up 1o three

target square can be SQuares (regardless of thair M
: anywh Al,
the piteh and the rangenrr:lra?:uz tollowing ai of the nor mal movement
not m_‘:E':I 1o be used, 4 Hail Mary :}I'H; when the appasing coach
Pass is never accurate, togitiloi ot 'EE ares that one of their players is
'Fhe result of the Passing Ability test BOING 0 perform a Pass action. This
it will .a.!wa-fg b inaccurate Ty e move is made after the range has
A Passing Ability test is made ang mm‘:‘““"ﬂd and the target square
can be re-rolled as normal i Yo » but belum‘lhe active player
:: :"I_!::':'r:lne it the Hail Mary pass this m;r:?::amn?l:t? Lﬂ;titmuakm
Hail Mary ot o mbled. A ofthe opposition playe neﬂunnt:a
Y Pass cannot be interfered  the Pass aeti
with. This Skifl may not be used | action. A player may use
2Bl ‘ i this SKill when an oppasition player
uses the Dump-off skill, but should
L_Eﬁﬁ this player !:all Over whilst moving,
A'team which has one or more R s cated.
;TZ::“J‘;HE":;: Bains a single Additionally, during each Start
Tl ;he led a L?:erI z:f Drive sequence, after Step 2 but
i L iowener, ; L“dﬂl_ ore Step 3, one Open player with
:ﬁ:';ﬂ;’;i:::d tl;: H;:: ISatleast  this Skill on the receiving team may
s on the pitch move up to three square
(even if the player with this Skill S el

of their MA). This Skill may not

be used if a touchback is caused
when the kick deviates and does not
allow the player to cross into their
opponent's half of the pitch.

Is Prane, Stunned or has lost their
Tackle Zone). If all players with this
Skill are removed from play before
the Leader re-roll is used, it is lost.
The Leader re-roll can be carried
over into extra time if it is not used, PASS
but the team does not receive a
new one at the start of extra time.

This player may re-roll a failed
Passing Ability test when performing

Unlike standard Team Re-rolls, the a Pass action.
Leader Re-roll cannot be lost due to
a Halfling Master Chef, Otherwise, RUNNING PASS

the Leader re-roll is treated just like a  If this player performs a Quick Pass
normal team re-roil. action, their activation does not have
to end once the pass is resolved.

it you wish and i1 this player has not

NERVES OF STEEL

'FUMBLEROOSKIE

-When this player performs a Move
or Blitz action whilst in possession of
the ball, they may choose to ‘drop’
ﬂ;a.-balli:.Th'&.-qail may be placed
in any square the player vacates

- during their movement and does not

b -

used their full Movement Allowance,
they may continue to move after
resolving the pass.

This player may ignore any
maodifier(s) for being Marked when
they attempt to perform a Pass
action, attempt to catch the ball or

attempt to interfere with a pass. SAFE PASS

Should this player fumble a Pass
action, the ball is not dropped, does
not bounce from the square this
player occupies, and no Tumover is
caused. nstead, this player retains
possession of the ball and their
activation ends.
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‘_l!f‘ﬂr—-*""_wh offensive This player maﬁhm‘z —
NGTH 5|{[L|.5 This player can g rdless of pushed back, g MOt 1 pe — TRAITS
STRE . assists rega + Bither as 4,  — T ———
SMBAR o anddefensie B ers are a Block action m S fes ANIMAL SAVAGERY" -
-"_E.__——-—'ﬁ Fﬂ_a;e{ Falls Over & how many ition pl h ade 9Bainst the When this player is Ell;'ZII".'E'I!.Eﬂ:I;r-,T[ﬂ-
If an oppos' their Agility test ing them. or by a chain-push UEi“E thi o st their Tackle Zone i 'Y are Prone or
i resil of failing Jump Of Marking does not prevent ano s't-m Skil have 105 s -::I..”. E.L:IF'I._., immediately after ﬂE‘-ﬂIafinE
mﬂiﬂﬂm ' e with t . ton pla the action they will perform but before perform
Leap :.: ol a square in which they !_QE_LEH.H-H—“T a Block a semhl::lFI;,?::: Sk“.l fn'-f"m Dﬁﬂnrmq:m action, roll a D&, applying a +2 modifier to lhm;lﬁ:: :
o Marked by thiS P \when this player performs action if ths pl : if you declared the player would perform a g ol Underworg Denizene ven Thrower on an
were Deing jon (but still Standin ayer ) i 3 Block or gy 12ens team has Ani
may apply @ +1 modifie 1 | action as part of a Blitz act  after the firgy, action (or a Special action granted by a Skill gy Trs 2 Goblin Linemen) Meaning th o i
'_|'FI-' ¢ roll or Injury rol its own), they may choose to <an be performed instead of a Block action. ait that any Underworl Aning they suffer Animosity towards
Armou on CTONNE A ——— . act dG
either the : not STRO = 10n): oblin Lineman
odifier may be applied AT reat a Both Down result as a et NG ARM — Whereas a Skaven Renegag o el
e has been made and ™Y « result, In addition, when this  This player may apply 3 ;77— . On a roll of 1-3, this player lashes out at the; has Animosity (ail team, o\ .- 2> RENegade team
the o f this playef IS = lock action as to any Passing Abilj MOdifigy ul at their Anim M-mates), meaning they suffer
be applied even if this player performs a B NE Ability test rolls the team-mates: 0sity towards all of their team-mates equall
now Prote. oart of a Biitz action, the target of the make when performing 3 Throw 4 - One Standing team-mate of your choice that s : 1'
s Block action may not use the Fend, Team-mate action, currently adjacent to this player is immediately ot When this Player wishes to perform 3 Hand.off
if the opposition player stand Firm of Wrestle skills. Knocked Down by this player. This does s 10N to a team-mate of the 'l'"i:IP'1_..~|H:| - :
se yHe Iied, or attempts to
being Marked by more ﬂm:,,mmpiawr A player that does not have a Turnover uniless the Knocked Down player was in rT:m 2 Pass action and the target square i occupied
player with this Sit, only MIGHTY BLOW (+1) Throw Team-mate trait Cannot ha ¢ possession of the ball. After making an Armour roll t:ﬂn E-’am'matE of the type listed, this player may refuse
may use il When an opposition player is this Skill. e (and possible Injury roll) against the Knocked Down  perfy *0- Roll 2 D6. On a roll of 1, this player refuses to
—_— ked Down as the result of a player, this player may continue their activati ””' the action and their activation comes to an end
B Knoc : _— : s 'on and  Animosity does not extend . o
LLLLES aBlock  Block action performed by this THICK SKULL — complete their declared action if able. Note that, *nc to Mercenaries or Star Players
When 1:; m mﬁ partol  player (on its own or as parlt of a W‘hEn an Injury roll is "“Mn_m_' ert[r::z player.hast any applicable Skills, the »:uac_h ALWAYS HUNGRY"
action o on), this player may reroll  Blitz action), you may modify either this player (even if this player is a . DFID{JEI:‘IIE{ eam ma?r use them when making  If this Player wishes to perform a Throw Team :
::ﬁﬂ Both Ilhwn result. the Amour roll or Injury rofl by the Frone, Stunned or has lost their fl::ﬂc:ri-i:le‘l:uf;c:in ﬂ:'lad :;::-{El ssible Injury roll) against the action, roll 2 D6 after they have fmush:r:r.; m;nn:n;'irt
amount shown in brackets. This Tackle Zone), they can only be KO'g : thish el :m:.:: - R before they throw their team-mate. On a roll of J -
BREAK TACKLE modifier may be applied after the roll  on a roll of 9, and wil treat a rol of < d_p :’ urrently adjacent to any continue with the throw as normal On a roll of 1.
i aclivation, after has been made. 8 as a Stunned result. If this o| standing team-mates, this player's activation ends this player will altempt to eat their tearm-mate. B
Once during their acivation, e s ! player immediately. Additionally, this player loses their another D ) 8 eam-mate. Roll
making an Agility test in n::; tl?u iy L i KO on ';Wmlflﬂ“f- ;hf!f Eﬂﬂ Tackle Zone until they are next activated.
this hay or &, and will = 0On a roll of 4+, this player continues their activation 0
Dodge Fh]"ﬁ : - J * Onaroll of 1, the team-mate has : :
dice roll by +1 f their Strength : the Stab arChainsaneirai=: :ﬁatt: i E:: 252 5‘”;”9‘1 result as normal and completes their declared action, E e et o Toar Do
characteristic is 4 or less, or by + other results are unaffected. s - ai list.
ekl el i No apothecary can save them and no Regeneration
if their Strength characteristic is 5 S TPEBIOTK . : If you declared that this player would perform an attempts can be made. If the team-mate was in
O v, - - - action which can only be performed once per team turn possession of the ball, it will bounce from the square
Wflen I:I‘EIS player performs a Block action on its own l[hqt not as part of a and this player's activation ended before the action could this player occupies i
:f:lﬂ . Bllllz action), they may t:hms? to perform two IBicH:H ac.iluns. each Itargetlngla be completed, the action is considered to have been On a roll of 2+, the team-mate squirms free and the
| this player performs a Block different player they are Marking. However, doing so will reduce this player’s performed and no other player on your team may perform Throw Team-mate action is automatically fumbled, as
actlon (on its own or as part of a Strength characteristic by 2 for the duration of this activation. Both Block the same action this team turn. described on page 53.
Blitz action), using this Skill prevents  actions are performed simultaneously, meaning both are resolved in full even
the target ﬂf the Bll:lﬂ:_a:hnn from if one or both result in a Turnover. The dice rolls for each Block action should
using the Side Step skil, be kept separate to avoid confusion. This player cannot follow-up when using
this Skill.
Additionally, when this player -

performs a Block Action on its own
\but not as part of a Blitz action)

If the target is pushed back, this |
player may choose any unocey pied
Square adjacent to the target to
push that player into. I there are ng

unoccupied squares, thi
g s Skill cannot

Note that choosing to use this Skill means this player will be U
use the Frenzy skill during the same activation.

PILE DRIVER

When an opposition player is Knocked Down by this player as the f
Pfa Eltl:w:k action (on its own or as part of a Blitz action), this playe
'Mmediately commit a free Foul action against the Knocked Down

:::;:‘"5 Skill, this player must be Standing after the block _LT"—"E' f
H”m:km” ;E|E‘L'Iﬁd and applied, and must occupy a square adjacer!
thelr acTwaTW” ﬂ’ah’Ef- After using this Skill, this player is Placed P _

'0n ends immediately,

A player with thi
s Skill cann
also have the Frenzy skil| &




When this player 2
pen‘grm IS a ‘Ball
1o limit to how m

this Sp

ecial action each

e over the player, facing

in templat
Place the Thow oither sideline as

towards either End Zone Of
the

direction indicated.

A player with 2 Ball &
Agility tests they may
Dodge, regard|ess of
if this movement takes

risk Injury by the Crow
if this movement takes the player Into a square In

which the ball IS placed, the player IS considered to
have moved involuntanty. Therefore, they may not

attempt to pick the ball up and the ball will bounce.

Chain sutomatically passes any

he required 10 make in order to

ny modifiers.
the player off the pitch, they

Repeat this process for each square the

player moves

I.‘
i i

If this player would move into a square that

by a Standing player from either team, they myqy B::d
3 Block action against that player, following the i D;rm
3

les, but with the following exceptions:

. A Ball & Chain player ignores the Foul Appearance
» A Ball & Chain player must follow-up if they push.
another player.

SKil|
Dack

f this player moves Into a square that js OCCUpieg
by a Prone or Stunned player from either team, for any

reason, that player is immediately pushed back ang an
Armour roll is made against them.

This player may Rush. Declare that the player wiil Rush

before placing the Throw-in template and rolling the D6
to determine direction:

 |f this player Rushes into an unoccupied square, move
them as normal and roll a D6:

- On a roll of 2+, this player moves without mishap.

- On aroll of 1 (before or after modification), the
player Falls Over.

o |[f this player Rushes into a square that is occupied by

a standing player from either team, roll a D6:

- On a roll of 2+, this player moves without mishap
and will perform a Block action against the player
occupying the square as described previously.

- On a roll of 1 (before or after modification), the
player occupying the square is pushed back and
this player will Fall Over after moving into the
vacated square.

If this player ever Falls Over, is Knocked Down or IS

Placed Prone, an Injury roll is immediately made against
them (no Armour roll is required), treating a Stunned
result as a KO'd result.

A player with this Trait cannot also have
the Diving Tackle, Frenzy, Grab,
" Leap, Multiple Block, On the Bal

\,‘\-‘\ or Shadowing skKills.

al

BOMBARDIER

When activated and if

this Trait may perform this Special action each team t

A Bomb can be thrown and caught, and the throw Interfered w
a ball, using the rules for Pass actions as described on page 4

following exceptions:

ith, just like

8, with the

A player may not stand up or move before performing a Throw

Bomb action.

« Bombs do not bounce and can come to rest on the ground

in an occupied

square. Should a player fail to catch a Bomb, it will come to rest on the

ground in the square that player occupies.

» |f a Bomb is fumbled, it will explode immediately in the Square occupied

by the player attempting to throw it.

 |f a Bomb comes to rest on the ground in an empty square or is caught by

an opposition player, no Turnover is caused.

» A player that is in possession of the ball can still catch a Bomb.
» Any Skills that can be used when performing a Pass action can also be

used when performing a Throw Bomb Special action, with the exception of

On the Ball.

If a Bomb is caught by a player on either team, roll a D6:

e On aroll of 4+, the Bomb explodes immediately, as described below.
* On a roll of 1-3, that player must throw the Bomb again immediately.

This throw takes place out of the normal sequence of play.

Should a Bomb ever leave the pitch, it explodes in the crowd with no

effect (on the game) before the crowd can throw it back.

When a Bomb comes to rest on the ground, in either an unoccupied square,

in a square occupied by a player that failed to catch the Bomb or in a square

occupied by a Prone or Stunned player, it will explode immediately:

hit by the explosion.

* Roll a D6 for each player (from either team) that occupies a square
adjacent to the one in which the Bomb exploded:
= On a roll of 4+, the player has been hit by the explosion.

If the Bomb explodes in an occupied square, that player is automatically

- On a roll of 1-3, the player manages to avoid the explosion.
* Any Standing players hit by the explosion are Knocked Down.
* An Armour roll (and possibly an Injury roll as well) is made against any
player hit by the explosion, even if they were already Prone or Stunned.
* You may apply a +1 modifier to either the Armour roll or Injury roll.

l...l iiii

This modifier may be applied after the roll has been made.
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CHAINSAW™ ____ g
~ctead of performing a Block action {on its own or ——
a5 part of a Blitz action), this player may perform 3

Chainsaw Attack’ Special action. E_:';af-'-“'!‘ 45 describag fa
4 Block action, nominate a single Standing player tg p, :
the target of the Chainsaw Attack Special action. There ;

o fimit to how many players with this Trait may Perform
special action each team turn.

this

To perform a Chainsaw Attack Special action, rgi| a D&,

On a roll of 2+, the nominated target is hit by

3 Chainsaw’

On a roll of 1, the Chainsaw will violently *kick-bapg
and hit the player wielaing it.

in either case, an Armour roll is made against the
nlayer hit by the Chainsaw, adding +3 to the resylt
If the armour of the player hit is broken, they become
Prone and an Injury roll is made against them, This
Injury roll cannot be modified in any way.

if the armour of the player hit is not broken, this Trait
has no effect.

This player can only use the Chainsaw once per
turn (i.e., a Chainsaw cannot be used with Frenzy or
Multiple Block) and if used as part of a Blitz action, this
player cannot continue moving after using it.

If this player Falls Over or is Knocked Down, the
opposing coach may add +3 to the Armour roll made
against the player.

If an opposition player performs a Block action targeting
this player and a Player Down! or a POW! resultis
applied, +3 is added to the Armour roll, If a Both
Down result is applied, +3 is added to bath
| Armour rolls.
Finally, this player may use their Chainsaw
when they perform a Foul action. Roll a‘Dﬁ for
kick-back as described above, Once again, an
Armour roll is made against the player hit by the
Chainsaw, adding +3 to the score.

e e —

"DECAY*_ .
If this player suffers a Casualty

result on the Injury table, there |

a +1 modifier applied to all rolt

made against this player on the
Casualty table.

HYPNOTIC GAZE

ND HANDS®

{':uunn-g their activation, this player may perform a
‘Hypnotic Gaze' Special action. There is no limit to how
many players with this Trait may perform this Special
action each team turn.

To perform a Hypnotic Gaze Special action,
nominate a single Standing opposition player that has
not lost their Tackle Zone and that this player is Marking.
Then make an Agility test for this player, applying a
-1 modifier for every player (other than the nominated
player) that is Marking this player. If the test is passed,
the nominated player loses their Tackle Zone until they
are next activated.

This player may move before performing this
Special action, following all of the normal mavement
rules. However, once this Special action has been
performed, this player may not move further and their
activation comes to an end.

KICK TEAM-MATE
Once per team turn, In addition to another player
performing either a Pass or a Throw Team-mate action,

a single player with this Trait on the active team can
perform a ‘Kick Team-mate’ Special action and attempt to
kick a Standing team-mate with the Right Stuff trait that
is in a square adjacent to them.

To perform a Kick Team-mate Special action, follow
the rules for Throw Team-mate actions as described on
page 52.

However, if the Kick Team-mate Special action is
fumbled, the kicked player is automatically removed from
play and an Injury roll is made against them, treating a
Stunned result as a KO'd result (note that, if the player
that performed this action also has the Mighty Blow (+X)
skill, the coach of the opposing team may use that Skill
on this Injury roll). If the kicked player was in possession
of the ball when removed from play, the ball will bounce
from the square they occupied.

LONER (X+)*

If this player wishes to use a team re-roll, roll 2 D6.

If you roll equal to or higher than the target number
shown in brackets, this player may use the team re-roll
as normal. Otherwise, the original result stands without
being re-rolled but the team re-roll is lost just as if it had
been used.

This player is unable to take possession of the ball. They
may not attempt to pick it up, to catch it, or attempt

to interfere with a pass. Any attempt to da so will
automatically fail, causing the ball to bounce. Should this
Player voluntarily move into a square in which the ball is
placed, they cannot attempt to pick it up. The ball will
bounce and a Turnover is caused as If this player had
failed an attempt to pick up the ball,

PLAGUE RIDDEN

Once per game, if an opposition player with a Strength
characteristic of 4 or less that does not have the Decay,
Regeneration or Stunty traits suffers a Casualty result of
15-16, DEAD as the result of a Block action performed

or a Foul action committed by a player with this Trait that
belongs to your team, and if that player cannot be saved
by an apothecary, you may choose to use this Trait. If
you do, that player does not die; they have instead been
infected with a virulent plague!

If your team has the ‘Favoured of Nurgle’ special
rule, a new 'Rotter Lineman' player, drawn from the
Nurgle roster, can be placed immediately in the Reserves
box of your team's dugout (this may cause a team to
have more than 16 players for the remainder of this
game). During step 4 of the post-game sequence, this
player may be permanently hired, exactly as you would
a Journmeyman player that had played for your team (see
page 72).

POGO STICK

During their movement, instead of jumping over a
single square that is cccupied by a Prone or Stunned
player, as described on page 45, a player with this Trail
may choose to Leap over any single adjacent square,
including unoccupied squares and squares occupied by
Standing players.

Additionally, when this player makes an Agility test
to Jump over a Prone or Stunned player, or to Leap over
an emptly square or a square occupled by a Standing
player, they may ignore any negative modifiers that would
normally be applied for being Marked in the square they
jumped or leaped from and/or for being Marked in the
square they have jumped or leaped into.

A player with this Trait cannot also have the
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REALLY STUPID®
'..ﬁ.;"-];,-T'_::us player is activated, Even if they are Prone Of
have lost their Tackle Zone, immediately after declanng
the action they will perform bul before performing the _
action, roll a D6, applying a +2 modifier to the dice roll if
this player is currently adjacent to one or more Standing
team-mates that do not have this Trait:

« (On a roll of 1-3, this player forgets what they
are doing and their activation ends immediately,
Additionally, this player loses their Tackle Zone until
they are nexl activated.

* (On aroll of 4+, this player continues their activation
as normal and completes their declared action.

Note that if you declared that this player would
perform an action which can only be performed once per
team tum and this player's activation ended before the
action could be completed, the action is considered to
nave been performed and no other player on your team
may perform the same action this team tum.

.-_'Her Et‘az-ualt'?' roll has been made against this DE‘:E_:‘H
1 a D6. On a roll of 4+, the Casualty roll is discardeq
K -

thout effect and the player is placed in the Reseryag
W I LITLALRL & a

nox rather than the Casualty box of their team dugout.
J L A

o oll of 1-3, however the result of the Casualty r| fe

applied as narmal.

RIGHT STUFF"

less, they can be thrown by a team-mate with the Throy,
{ g B
Team-mate skill, as described on page D2,

SECRET WEAPON” ===

When a drive in which this player took part ends, m

this player was not on the pitch at the end of the drive,
this player will be Sent-off for committing a Foul, as

described on page B3

STAB

Instead of performing a Block action {(on its own or as
part of a Blitz action), this player may perform a ‘Stab’
Special action. Exactly as described for a Block action,
nominate a single Standing player to be the target of
the Stab Special action. There is no limit to how many
players with this Trait may perform this Special action
each team tum.

To perform a Stab Special action, make an unmodified
Armour roll against the target:

If the Armour of the player hit is broken, they become
Prone and an Injury roll is made against them. This
Injury roll cannot be modified in any way.

if the Armour of the player hit is not broken, this Trait
has no effect.

If Stab is used as part of a Blitz action, the player
cannot continue moving after using it

—
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If this player als has a Strength characteristic of 3 or

STUNTY"

When this player makes an Agility test in order to Dodge,
they ignore any -1 modifiers for being Marked in the
square they have moved into, unless they also have
either the Bombardier trait, the Chainsaw trait or the
Swoap trait.

However, when an opposition player attempts {0
interfere with a Pass action performed by this playen
player may apply a +1 modifier to their Agility test

Finally, players with this Trait are more prone t©
injury. Therefore, when an Injury roll is made against !
player, roll 2D6 and consult the Stunty Injury table, of
page 60, - |

SWARMING
During each Start of Drive sequence, after Step 2 but
before Step 3, you may remove D3 players with this Trait
from the Reserves box of your dugout and set tham up
on the pitch, allowing you to set up more than the usual

11 players. These extra players may not be placed on the
Line of Scrimmage or in a Wide Zone.

SWOOP

If this player is thrown by a team-mate, as described
on page 52, they do not scatter before landing as they
normally would. Instead, you may place the Throw-

in template aver the player, facing towards either End
Zone or gither sideline as you wish. The player then
maoves from the target square D3 squares in a direction
determined by rolling a D6 and referring to the
Throw-in template,

TAKE ROOT®
wWhen this player is activated, even if they are Prone or
have lost their Tackle Zone, immediately after declaring
the action they will perform but before performing the
action, roll a D6:

= On a roll of 1, this player becomes 'Rooted':

- A Rooted player cannot move from the square
they currently occupy for any reason, voluntarily or
otherwise, until the end of this drive, or until they
are Knocked Down or Placed Prone.

A Rooted player may perform any action available
to them provided they can do so without moving.
For example, a Rooted player may perform a Pass
action but may not move before making the pass,
and so on.
= On aroll of 2+, this player continues their activation
as normal.

If you declared that this player would perform

~ any action that includes movement (Pass, Hand-off,

Blitz or Foul) prior to them becoming Rooted, they may
complete the action if possible. If they cannot, the action
is considered to have been performed and no other
‘player on your team may perform the same action this
team turn,

THROW TEAM-MATE

If this player also has a Strength characteristic of 5 or
more, they may perform a Throw Team-mate action, as
described on page 52, allowing them to throw a team-
mate with the Right Stuff trait,

TIMMM-BER!

If this player has a Movement Allowance of 2 or less,
apply-a +1 modifier to the dice roll when they attempt
to stand up (as described on page 44) for each Open,
Standing team-mate they are currently adjacent to.

A natural 1 is always a failure, no matter how many
team-mates are helping.

UNCHANNELLED FURY"

When this player is activated, even if they are Prone or
have lost their Tackle Zone, immediately after declaring
the action they will perform but before performing the
action, roll a D6, applying a +2 modifier to the dice roll
if you declared the player would perform a Block or Blitz
action (or a Special action granted by a Skill or Trait that
can be performed instead of a Block action):

= On a roll of 1-3, this player rages incoherently
at others but achieves little else, Their activation
ends immediately.

* Onaroll of 4+, this player continues their activation
as normal and compietes their declared action.

If you declared that this player would perform an
action which can only be performed once per team tum
and this player's activation ended before the action could
be completed, the action is considered to have been
performed and no other player on your team may perform
the same action this team turn.

TITCHY®

This player may apply a +1 modifier to any Agility tests
they make in order to Dodge. However, if an opposition

b -

* player dodges into a square within the Tackle Zone of

this player, this player does not caunt as Marking the

 moving player for the purposes of calculating AgIY
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« THE GAME OF FANTASY

heulrlllﬂ'ﬂlmm

-on

e

stadium. Be it

agents willing to play for anyone

'mmhmﬂm

happy to take extra payment

in return for being somewhat

biased in their rulings, to
coaching staff

hntuhuhﬂhndl:n';‘

few apothecaries willing

up their sieeves. All these and

more are willing to sign on with

a team temporarily, for a price

of course! Often, the stadium

owners or promoters will foot

the bill, willing to help out a

disadvantaged team rather than
risk a team refusing to play!

advantage, be it fair or otherwise! Coaches
will pay all manner of shady characters to
assist their team from the sidelines or on the pitch,
During the pre-game sequence of a league fixture,
coaches may purchase Inducements for the game
ahead by spending gold awarded as Petty Cash,
taken from their Treasury or both. When creating
a team for exhibition play, a coach may purchase
Inducements from their Team Draft Budget,

INDUCEMENTS IN LEAGUE PLAY

s described on page 35, during the pre-game
A sequence of a league fixture, each team can

spend gold pleces either from their Treasury, from
Petty Cash (see page 3B) or both, to purchase any of the

Inducements available to them which are then recorded on
the team's Game Record sheel.

INDUCEMENTS IN EXHIBITION PLAY

hen a team is drafted for exhibition play,
you may spend as much or as little of your
Team Draft Budget as you wish on Inducements,

provided your team contains the minimum of 11 players,
not including Induced Star Players

If you are drafting a team for exhibition play o be used
at an avent or tournament, you should pay close attention
to Lhe rulespack crealed by the organisers, as it is quile
common that not all Inducements will be allowed, Also, it

is commaon for tournament organisers to create their own,
special Inducemants.

If two coaches are drafting teams for exhibition play
belween themselves, they should take a few minutes (o
discuss Inducements first. It Is important o decide if there
are any Inducements they feel should be Included or any
they wauld prefer o leave oul,

INDUCEMENTS |

B lood Bowl teams are always looking for an ‘

COMMON INDUCEMENTS

elow is a list of the commeon Inducements. There
are many more Inducements and most teams have

[ =

More Inducements can be found in the vanous Blood Bowl
supplements avallabla-

Access o their own, unique Inducements as well

0-4 Temp Agency Cheerleaders - 20,000 gold
PieCes pach

0-3 Part-time Assistant Coaches - 20,000 gold
pieces sach

0-1 Weather Mage - 30,000 gold pieces

0-2 Bloodweiser Kegs - 50,000 gold pieces each

0-5 Special Plays - 100,000 gold pieces sach

0-8 Extra Team Training - 100,000 gold pieces sach
0-3 Bribes - 100,000 gold pieces each (50,000 gold
pieces for leams with the "Bribery and Corruption
special nile)

0-2 Wandering Apothecaries - 100,000 gold pieces
each (nol available to teams that cannot hire an
apathecary)

0-1 Mortuary Assistant - 100,000 gold pieces (only
available to teams with the "Sylvanian Spotiight
special mila)

0-1 Plague Doctor - 100,000 gold pieces (only available
lo leams with the "Favoured of Nurgle® special rule)
0-1 Riotous Rookies — 100,000 gold pieces (only
available 1o teams wilh the ‘Low Cost Linemen
special rule)

0-1 Halfling Master Chel - 300,000 gold pleces
(100,000 gold pleces for teams with the ‘Halfling
Thimble Cup' special rule)

Unlimited Mercenary Players - price varies

0-2 Star Players - price vanes

0-2 (In)Famous Coaching Staff - price varies

0-1 Wizard - price vanes

0-1 Biased Referes

[RICE VAreEs
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0-1 WEATHER MAGE
30,000 GOLD PIECES, AVAILABLE TO ANY TEAM

Many stadium owners employ Weather Mages, paying
good money for highly localised spells to control the
elements to keep the fans dry and happy. Rarely does
this magical climate control extend to the pitch though,
unless a coach is willing to pay for the service that is

A Weather Mage is not a Wizard Inducement and a
coach may Induce both a Weather Mage and a Wizard of

some sort.

You may use a2 Weather Mage once per game, at
the start of any one of your team tumns, before activating
any of your players. Roll on the Weather table, applying a
modifier of +1 or +2, or -1 or -2 if desired. The resulting
weather conditions are applied immediately and will last
until the end of the opposition's next team turn, replacing
the existing weather conditions. At the end of opposition's
nexi team tum or the end of the drive (whichever comes
first), the replaced weather conditions will retum.

—

0-2 BLGUDWEISER KEGS
50,000 GOLD PIECES EACH. AVAILABLE ABLE TO ANY TEADT
Nothing says “get hack in the game’ hke a frosty
Bloodweiser Ale served straight from the keg. There's
nrobably an official rule regarding drinking during a game.
hut whether it's compulsory or banned, who cares! Fqr
pach Bloodweiser Keg Induced, you may apply a +1
maodifier to the result of any dice rolls made during this
game when rolling to see if any of your players recovers
from being KO'd. Bloodweiser Kegs benefit all players
currently on the team, including Journeymen, Star Players

and Mercenaries.

0-5 SPECIAL PLAYS
100.000 GOLD PIECES EACH,
AVAILABLE TD ANY TEAM
Each Special Plays Inducement purchased gives T
one Special Plays card to use during the game ahead.
Cards are drawn from one or more of the Special Plays
card decks during the Inducements step of the pre-

game Sequence:

Each Special Plays Inducement purchased allows you
to draw cards from a single deck.

The deck from which cards are drawn 15 determined
by rolling a D& and consulting the table below,

For each separate Special Plays Inducement
purchased, roll again on the table below.

There is no limit to how many cards may be drawn
from each deck, but if the second roll or any
subsequent rolls give a duplicated result, you may re-
roll the D&. If the D6 is re-rolled, you must accept the
result of the re-roll.

SPECIAL PLAYS CARDS

D6 DECK
1 Random Events

Dirty Tricks

Maogical Memorabilia
Heraic Feats.

Benefits aof Tmfnfng
Miscellaneous M

CARD SELECTION: Once the D6 has been m?bad. the
appropriate Special Plays card u:gck is shuiﬁed am:l two
cards are drawn from the top. You' rr;a;y ﬂun read both
cards before choosing one to keep and one to discard.

0-8 EXTRA TEAM TRAINING

100,000 GOLD PIECES EACH,

AVAILABLE TO ANY TEAM

Getting all of the players together in the same place

is hard enough on game day, let alone for a regular

training session. If a coach wants to hold extra training
sessions ahead of an important fixture, they had better be

prepared o flash some cash to Induce the coaperation of

their players! Each Extra Team Training session grants the

team an extra team re-roll for each half of this game.

0-3 BRIBES

100,000 GOLD PIECES EACH

(50,000 GOLD PIECES FOR TEAMS WITH THE
‘BRIBERY AND CORRUPTION' SPECIAL RULE),
AVAILABLE TO ANY TEAM

When a player is caught misbehaving, a bag of gold
pieces can have a surprisingly calming effect upon an
angered referee! A single Bribe may be used when a
player is Sent-off for mmmll‘hrtg a Foul or using a Secret
Weapan. To use a Bribe, roll a D-E ﬂnam]iufz 6, the
Bribe is effective and the player is not Sent-off (and no
Turnover is caused), but on a roll of 1 the Bribe is wasted
and the rﬂIErEE'S decision still stands! Each Bribe may be
used once p-er game.

A single Bribe may be used after an attempt to
Argue the Call has been made. However, if a 1 was rolled

when al,'lgmpl‘ing to Argue the Call and the head coach
'-apl:l:ed u*dm‘ﬂhﬁd on page 63, the ref is annnyed

.haynm:l the calming effects of ‘mere gold and no Bribe

3nfn3rhema&thistfﬁ1el

0-2 WAN DERING APOTHECARIES

100,000 GOLD PIECES EACH, AVAILABLE TO ANY

TllH AT CAN INCLUDE AN APOTHECARY

Enf'tepﬁl that can normally hire an apothecary may

Ind .Wandaa‘inymﬂmﬂmmm help during

ries are local barber
. -H'H!g:ama and willing to recoup the
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n@ﬁliﬁmﬂiﬂﬂﬁ* a5 descﬁhad on page

0-1 HHH‘I‘U&H"I’AS ISTA ST --
100,000 GoLp

PIECES, AV,
WIT AVAILABLE TO ANY TEAM

H THE 'SYLYANIAN SPOTLIGHT' SPECIAL RULE

Necromaricers are always loaki helping

fora
with their work, and the local rr'itmm mmj:rdh
EAger to eam some extra income. A Mortuary Assistant is
o master of neede, thread and twisted wire, connecting
ip bone to feg bone, repairing funeral bindings, and s

i ma:,rheu-mlmpﬂ
one fa wmmwa player
ﬂllrmnﬂrnnﬂmham including Journeymen, '.'l:tvl'd
including hlﬁw-.ariu or Star Players,

0-1 PLAGUE DOCTOR
100,000 GOLD PIECES, AVAILABLE TO ANY TEAM
WITH THE 'FAVOURED OF NU RGLE' SPECIAL RULE
The Plague Doctors that accompany Nurgle-aligned
teams are well-versed in the care of the many virulent
plagues and ailments that infect thair charges. Once
per game, a Plague Doctor may be used to re-roll ane
failed Regeneration roll for a player on their team.
Alternatively, once per game the Plague Doctor may be
used in exactly the same way as an apathecary when
any player on their team is Knocked-out (sea page 62).
Plague Doctors benefit all players currently on the team,
quuding Joumeymen, but not incleding Mercenaries or
Star Players.

0-1RIOTOUS ROOKIES
100,000 GOLD PIECES, AVAILABLE TO ANY TEAM
WITH THE 'LOW COST LINEMEN' SPECIAL RULE
Ahead of the game the head coach ventures outside the
stadium armed with handfuls of small change and dried
beans which they fling to the adoring crowd, telling them
they have been hired and this game is their big break
in Blood Bowl. Regardiess of how many players are.
available for this game and in addition to any Joumeymen
the team gains for free to make up for any lack of players,
your team gains an additional 2D3+1 Journeymen for
this game. These fresh-faced young hopefuls may take.
the number of players on your Team Draft list temporarily
above 16. They are normal Juumynm playersin
every other respect and unless hired In the post-game
sequence, they will be sent on Ihﬂh?ﬂﬂ{ﬁﬂ' wmm?
game has ended. f_._f -
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willing to offer out their services to other teams for the

right price, bringing their expertise to the dugout.

At the start of both the first and

staff (such as Josef Bugman):
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0-2 STAR PLAYERS
PRICE VARIES, AVAILABLE TO VARIOUS TEAMS
These are the heroes of the Blood Bowl arena, the most
resourceful and talented players in the sport. Star Players
act as free agents, playing occasional games for any team
that can afford their high fees {(and that ﬂIE)l'arEwillinE
to assist in the first place), and then moving on to play
for another team. A team may Induce up to two Star
Players that are allowed to play for the team. Unless the
league commissioner decides otherwise, any Casualty
table results applied against a Star Player are waived
after the game — they can afford all the resurrection spells
they need!

UNLIMITED MERCENARY PLAYERS

PRICE VARIES, AVAILABLE TO ANY TEAM
Funnrplnuulﬂrumimdhratﬂn.lrlmm
dazens more who will wear amyone’s colours in exchange
hh-dmﬁnmlmmm

to your team for a single game, chosan from your Team
Roster, at 30,000 gold pieces more than the player
would normally cost. For example, a Mercenary Human
Lineman would cost 80,000 gold pieces to hire for a
game rather than the usual 50,000 gold pieces.

hiring fees.

clearly hired a ringer!

The nommal fimits on the total number of players
allowed on a team and in each position apply to
Mercenaries. However, players that are missing the game
due to injury do not count towards the number of players
on the team, so they are not counted when working out
how many Mercenaries a team can have.

Star Players may not take the number of players
in the team to more than 16. However, players that are
missing the game due to injury do not count towards
the number of players on the team, so they are not
counted when working out how many Star Players a team
can have.

All Mercenaries have the Loner (4 +) trait as they
are not accustomed to playing with the rest of the team.
In addition, a Mercenary may be given one additional
Primary skill selected from those available to a player
of that position, at an additional cost of 50,000 gold
pieces. For exampie, 3 Mercenary Human Lineman could
be given Tackle for a total cost of 130,000 gold pieces
Io hire for a game. Mercenaries do not eam Star Player
pdnharﬂumﬂbumrdudﬂummrmeﬂme.
Unlike Journeymen, Mercenaries cannot be permanently
hired during the post-game sequence.

It is possible for both teams to hire the services of the | : . :
same Star Player: J

* |f this happens during a game that is part of a league, \
neither team can field the Star Player but the Star B b
Player will keep both hiring fees, [

* |fthis happens during exhibition play, both teams
can field the Star Player — one team has clearly hired
a ringer!

E
Star Players do not earn Star Player points and ' = AR
cannot be awarded the MVP for the game. Star Players : F \I
can never gain advancements, ' ¢ Ji s
: B B N
() k "" .f.. .
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{In}Famous Coaching Staff ame available 1o

vl YO
second hat, aftes siep 2 but belore step 3 of the Start o purchase during the pre-game sequence at the cost

Drive sequence, roll three D6. For each roll of 2 4+, your listed. You may purchase up to two (In)Famous Coaching
teamn i so mnspered they gan an extra um'l re-roll for Staff who are allowed to assist your team.

this hall. In addition, the oppasing leam so distracted

that for each roll of 2 4+, they will lose one of their team As with Star Players, it is possible for both teams 1o hire
re-roils fior ths hall. the services of the same named (In)Famouys Coaching

If this happens dunng a game that is part of a league,
neither team can use the (In)Famous Coaching Staff
but the (In)Famous Coaching Staff will keep both

If this happens during exhibition play, both teams can
use the (In}Famous Coaching Staff - one team h as

There are too many (In)Famaous Coaching Staff to
list here, and most are only available to certain teams.
Details of further (In)Famous Coaching Staff can be found
in the vanous Blood Bowl supplements available

E:*r::iéaum the crowd is suitably rowdy by kick-off
: mt:fm:n Wums up to a EAME In-person if is
= EIHI-: |E|-| @ behold! As he enter the stadium
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nis bluster, Bugman is a fair coach, having a good
eye for the ebb and fow of the game
anses when things don't g0 his team's way. or he gets
excessively drunk, or some combination of the two
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his own hands_ .
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take matters into |

BUGMAN'S X00000X

Eugman prowides players on his team with an .:||r|[:|+:-“
supply of Bugman's }
of Dwarf ales is renowr

hh. This most famous

OF IS recuperative
properties. When rolling to see if Knocked-out players
recover, rolls of a 1 can be re-rolled

KEEN PLAYER

| | start of a drive, Bugman may decide to join in
himself! You can choose to set him up as part of your
team. If you do 50, he counts as part of the team
for the duration of the drive, When the drive ends,
Bugman is Sent-off for commiitting a Foul and has no
further effect on the game - he cannot be used in a
later drive. The Bugman's X000, however, is not
kost; the players simply refuse to give it up!

Bugman has the following profile:

MA ST AG PA AV

5 3 3+ 6+ 9+
Loner (54 ), Tackle, Thick Skull,
Wreslle

Bugman
Skills & Traits




the
is possible for both teams to hire
services of the same named Wizard;

« If this happens during 8 game
that is part of  league, neither
team can use the named Wizard
but the named Wizard will keep
both hiring fees.

« If this happens during exhibition
play, both teams can use the
named Wizard- oné Leam has
chearly hired a ringer!

if 2 Wizard Inducement is nol
named, there is no restriction on both

teams fielding the same type.

There are too many types of
Wizard to list here, and most are
only available to certain teams,
Details of further Wizards can be
found in the various Blood Bow

supplements availabie,

0-1 WIZARD i’:lr_ﬂ AVAILABLE TO ANY TEAM

DUCEMENT: HIRELING SPORTS-Wizann
e —

___._--—""""_—-—_-._-—-U_—_.____"
150,000 WI::: "aling Sparts Wizard will use are carefully selacteq o

5o the fans in equal mm{ulri- Fv:ln‘:f Spectacular firghyg);,
itches Just as often as opposition players are turned |nyy
gxplode on P turned Into  frog can be turned back quite quickly vy, no

; uences than an Inexplicable desire to sit on 4 |
::.: :l[t:l'nl '-"‘“*""I ueky enough to be changed back at all, that ig)), %

Once per game, & Hireling Sports-Wizard may cast one of the
following spells:

ALL
FIREB s spell elther at the start of any of the opposition'’s (ear

. before any player Is activated, or immediately after any of 1hg
Twl team turns has ended, Choose a target square anywhere o
the pitch and roll a D6 for each Standing player {from either team) that

occuples either the target square or a square adjacent to |t;

« On a roll of 4+, the player has been hit by the Fireball,
« On a roll of 1-3, the player manages to avoid the Fireball,

Any Standing players hit by the Fireball are Knocked Down, When

a player is Knocked Down by a Fireball, you may apply a +1 modifier to
gither the Armour roll or Injury roll. This modifier may be applied after the

roll has been made.

ZAP!

You may cast this spell either at the start of any of the opposition's team
turns, before any player is activated, or immediately after any of the
opposition’s team turns has ended. Target any opposition player and rol|

a Dé:

« If the roll is equal to or higher than the player's Strength characteristic,
or is a natural 6, that player turns into a frog for the remainder of
the drive, after which their coach will secure emergency magical
assistance to turn the player back into their original form.

« I the roll is lower than the player's Strength characteristic, the player
develops a fresh crop of warts, but the spell has no further effect.

If the player was in possession of the ball when they were
turned into a frog, it is dropped and will bounce. When a roll on the
Casualty table Is required against the frog, no roll is made. Instead, [l
is automatically treated as if a Badly Hurt result had been rolled, The
frog must miss the rest of the game and cannot be patched-up by an
apothecary (because it's a frog!). At the end of the game, the playeris
returned to normal shape with no il effects,

The frog has the following profile:

ML ST AG PA AV
Frog 5 1 24 - B
Skills & Traits  Dodge, Leap, No Hands, Stunty, Titchy,
very Long Legs
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Biased Relerees are avallable o purchasa during
(he pre-game sequence at the cost listed, and becauss
plood Bowl gamas tend to ba officlated over by a Broup
cather than a single Individual, both teams may purchass
a Blased Relerse, You may purchase one Bissed Refores
1i treat your team favourably during the game ahead.

For the most part, & Biased Referée will ireat both
ieams squally, meaning that they follow all of the normal
referen rules as described on page 63, Where they differ
is that they will be either far more harsh In their scruting

of the opposition or far more lenient in their treatment of

the teamn that has pald them off. How this manifests is
described In each Biased Referee's description,

Many Blased Referees are named celebrities, although
most are not. As with Star Players, It is possible for
both teams to hire the services of the same namied

Blased Referse:

= |f this happens during a game that is part of a league,

neither team can use the named Biased Referee bul

the named Biased Releree will keep both hiring fees.
= |f this happens during exhibition play, both teams can

use the named Biased Referee - they can dish out
harsh rulings to both sides!

There are too many named Blased Referees to

list here, and most are only available to certain teams.

Details of further Biased Referees can be found in the
various Blood Bowl supplements available.
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laying a Blood Bowl
league is great fun.

to reach the play-offs, dreaming of
winning lasting fame and fortune. ‘

|~‘.

In truth, although we call them leagues,
what our teams are most likely doing is
participating in the type of tournaments that

happen around the Old World and beyond all the

time. There haven't been many formal leagues
since the NAF collapsed, and teams travel the
known world taking part in numerous privately

run tounaments, playing a series of linked games
hoping to qualify for the finals and :

on offer. The

ﬂ'lﬁl.l-ﬁl the course of such a competition and

becoming a more skilled and com '
plete unit. Over
several such league seasons a team will have played

iluﬂtraldiﬁmcnmpeﬁtinns LR
. ry different
locations, gained new players, lost old favourites,

and changed and evolved ove

r time.

to win the prizes
seen is a team improving

first thing needed is a league

commissioner. The league
commissioner is the member of
any group of regularly meeting
coaches who takes up the

l n order to set up a league, the

: responsibility for making sure that
. a league runs smoothly. Some

|eague commissioners like to keep
a central database of teams to

keep track of how well everyone is
doing, and some even write regular
newsletters featuring game reports,
league tables and anything else
they can think of! Most league
commissioners will take part in the
league with a team of their own.

© run a league, you will
each participating coae
and submit a copy of t

SEASONS

JI& Blood Bowl IBague plays out over a number
regular season' and the ‘Play-off season’, At i
comes the ‘off-season break’, a rest hurn.
eak, retuming and

- Should the league
can re-draft an existing team as descri

DIVISIONS

If the league contains enay

need at least four teams. A the start of
h needs tn draft a team asd

: escribed on
neir Team Drat [ist St

to the league commissioner

of 'seasons’, pach split into the

he end of each play-off season,

the action bafore the next season begins
NEW coaches alike can draft a new team
commissioner wish, retuming coaches
bed on page 100,

—

EN teams, the league com
e feams, missioner may wish to divide
m into two, three or four divisions. Each division should contain as equal 2

n = ¥ .
umber of teams as possible, but a division should have no fewer than

Ehe larger the divisions arF?. the longer a season will last. The teams can be split
owever the league commissioner decides. but drawing tearn names out of an

upturned Blood Bowl halmet (or similar rece
Fimes- 18 ﬂlﬂﬂ‘&:l 15 1_|ra,|;|_|‘t gnal h
divisions have been split, the season can beginf Mos ranal. Once the

THE REGULAR SEASON
D uring a season, each team plays two 'league fixtures’ against each other

four tearms

team in their division. These games should be played to a schedule of

rounds’, drawn up by the league commissioner and made available to
all coaches. "Cross division friendly' games can also be played on a challenge
basis against teams in other divisions that a team and their coach may not
otherwise face.

LEAGUE FIXTURES
It is recommended that you set a time limit for each round. This prevents the
league stalling because two players can't seem to get their schedules to line up. A
good rule for deciding a time limit is to assume that each team can play one game
per week. Any league fixtures that have not been played by the end of the time
limit count as a loss for both teams unless one coach voluntarily concedes due to
real life commitments. In this case, the other team wins 1-0, gains D6x10,000
gold pieces and may make two MVF awards.

After a league fixture has been played, both teams follow the full post-game
sequence as described on page 69. Note that both coaches are responsible for
correctly recording the outcome of the game and passing that information on to
the league commissioner.

NO-SHOWS: If a coach is thought to be gaming the system - i.e., avoiding certain
games just to prevent their opponent from getting a win or to protect their players
from harm ahead of another game, the league commissioner should dock that

coach 3 League points.

CROSS DIVISION FRIENDLIES _
During the regular season, any two coaches that are not in the same division may

arrange for their teams to play friendly game. Each team can play a':. m:n-,r o
a5 few friendly games as they wish, but two teams can only play each other in
this manner once. Coaches should note that during the post-game Sequence of a

friendly, no M
friendly is treated just like league fixture.

VP is awarded and no League points are Worn. in all other respects, a




THE PLAY-OFF SEASON
o nce all league fixtures have been played in gacp,

division, the regular season comes to a close_

Once all the scores are in, the league ComMmissioney
ranks the teams in order of League points, from highest
to lowest, Using total touchdowns as the first tiebreake,
and total casualties as the second tiebreaker, if required.
The top four teams in the league will go through to the

play-offs as follows:

If the league consists of two divisions, the top two

teams from each go through and the play-off season

progresses straight to the semi-finals.

If the league consists of four divisions:

- The top team from each goes through and the play-
off season progresses straight to the semi-finals.

- The top two teams from each go through and the
play-off season commences with the quarter finals_

If the league consists of three divisions, the top team

from each goes through. Additionally, the second

place team with the highest number of league points

will go through as a wild card. The play-off season

progresses straight to the semi-finals.

their League points on
theirGarneRemrdshwtduringstep 1 of the post-game
uence, before reporting both the outcome of tITe garne
::Timepoints to the league COMMISSIONET.

As with the regular season, these games
should be played to a schedule drawn up by the league
commissioner and made available to all coaches.
If quarter finals are being played, care should be taken
to ensure that two teams from the same division do not
meet in either the quarter finals or semi-finals.

Once the semi-finals have been played, the two
winning teams will progress to the final, and the two
losing teams will meet to decide 3 place.

\l '\ .

ey s e

GLITTERING PRIZES

rizes are awarded to the teams who finish in 1*
2™ and 3" place, in addition to any winnings |

generated during the post-game sequence:

e« The team in 3" place receives 30,000 gold pieces.

« The team in 2™ place receives 60,000 gold pieces.

e The team who finished in 1* place, the season's
champion, Is awarded 100,000 gold pieces and the
League Trophy.

These winnings should not be placed in the team’s
Treasury until after the Expensive Mistakes step of the

post-game sequence. Therefore, these winnings cannot
be lost as soon as they are won!

The League Trophy is held by the winners until the
end of the next season, when it will be awarded to the
new champions. For as long as a team holds a League
Trophy, it adds an additional team re-roll to its Team Draft
list, increasing its Team Value accordingly but without
having to spend any gold pieces from its Treasury.

THE OFF-SEASON BREAK
AND RE-DRAFTING TEAMS

hilst many coaches like to start each season
w with a brand new team, many more like to

develop a favourite team over several seasons,
building that team’s legend over time and telling the story
of fan favourites who dedicate their career to their team.

The following rules allow coaches who wish to re-draft a
team from one season into the next to do so.

l. R&R

RE-DRAFTING

Between seasons, there is a period of downtime called
the ‘off-season break’. Coaches and their players rest
and recuperate, spend their hard-earned gold, or go
on elaborate tours to promote the latest edition of their
Increasingly unbelievable autobiographies.

After the finals have been played, any coaches who wish
to re-draft their team for the next season should get
together with the league commissioner and run through
the following steps:

. R&R: Players that would miss the team’s next
game recover.
2. RAISE FUNDS: Coaches calculate the funds available

to them to re-draft their team.
3. RE-DRAFT: Coaches complete their new Team Draft

list for the season ahead.

During the off-season break, players have time to rest and
recuperate from their injuries. Therefore, any players that
suffered a Miss Next Game Casualty table result during

the team’s final game of the season will recover before
the next season begins.

2. RAISE FUNDS

When re-drafting, each team gets a Re-Draft Budget of
1,000,000 gold pieces. This represents money doled
out by the league, the team'’s sponsors, fan clubs and
generous patrons. A team that is re-drafting then adds
to this anything they have left in their Treasury from the
previous season, after which their Treasury is emptied
(presumably having been used to cover the cost of the
many unexpected expenses that arise during the off-

season break). Finally, a team that is re-drafting adds the

bonuses listed below:

e 20,000 gold pieces for each game the team played
last season (both friendlies and league fixtures).
- 420,000 gold pieces for each league fixture the
team won last season.
- +10,000 gold pieces for each league fixture the
team played last season that ended in a draw.

League commissioners may, at their own discretion,

place a cap of 1,300,000 gold pieces on the Re-Draft
Budget available to teams so that no team starts the

season with too obvious an advantage.
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Ac well as hifing new players from your team roster, you
can re-hire players from last season’s Team Draft list.
i = I Ry = =

Plavers can be re-hired Dy paying their Current Value as
shown on last season's Team Draft list, plus an agent's

e across from your old Team Draft list, including any
ling Injuries, any characteristic reductions and any
Star P ayer points:

« |f the player has any Niggling Injunes, roll a D6 for
each, applying a +1 modifier to the dice roll if the
team has an apothecary
- On a roll of 44 some rest and relaxation has

worked wonders. The Niggling Injury you are rolling
1or 15 removed

On 2 roll of 1-3, the player's injury has not yet fully

“SRAFTING TEMPORARILY RETIRED PLAYERS
E'.:_':h:;[:"-';ﬁm:'-lﬂff'?f'f* that temporarily retired ':_jljrlf'l.!E',_i"_':'_'i"___
: can be re hired as descnbed previously by
paying the cosl shown for '-'f‘-f'-’”"_ on that season's Team
f_]r;:i‘. il'_:-‘. Hopefully the time off has helped them o
recover from their INjuriés
after the player has been re-drafted, roll a D6 fo
each charactenstic reduction they have suffered.
applying a 1 modifier to the dice roll if the team =~
an apothecary
on a roll of 4+, some time off and soma intensive
therapy has done the job and the characteristic is
restored. However, such injuries often leaye their
mark and the player will gain a r"“:i_".EHIr'lg Irl,ll..lr‘],l,
- On a roll of 1-3, the player's injury has not yet fully
healed. The characteristic reduction being rolled
for remains.

Note that if the player has suffered more than
ane charactenstic reduction, you should roll for
each separately

STARTING A NEW SEASON
fter the excitement of the play-off season and
the thrill of the finals, the obvious question from
mast coaches is: when's the next season starting?
The answer, as ever, is up to the league commissioner.
Starting a new Season IS as easy as following these
three steps:

» The league commissioner establishes who will be
taking |:iart in the next season. This is a good chance
for coaches to step down from the league if they're
struggling to find the time to play, and it's an ideal
apportunity for new teams to join in the fun.

Each coach who is taking part in the new league
season submits a Team Draft hist.

Teams are divided into divisions (if necessary) and
dates are set. The season begins anew!

=™

EXHBITIONPLAY

nfortunately, not everyone is able to

commit the time required to take part

in a league. Coaches may not live
close to their gaming friends, work and family
commitments might contrive to keep us away
from our hobby, meaning that often we are only |
able to enjoy the occasional stand-alone pame
when time permits. Such stand-alone games |
are referred to as ‘exhibition games'. What's |
more, there is no reason to miss out on the fun
of many aspects of the game that appear to be ‘
designed for league play; it is possible to create
teams for exhibition games complete with extra
Skills, characteristic improvements and access
to weird and wonderful Inducements, including
Star Players. There is a lot of fun to be had in
creating a team for an exhibition game, deciding
what will be included and what will be left out,
choosing Skills, creating names and backstories
for the players, and so on.

e N 1

BLOOD BOWL
EXHIBITION PLAY RULES
m he following pages offer a set of guidelines for
creating exhibition play teams. Coaches who
wish to use these rules for a game should decide
between themselves on the details. Further, this section
aims to give guidance to anyone wanting to run a Blood
Bowl tournament, as these rules will help create more
interesting teams for participants to use, which in tum
will enhance the experience for everyone involved.

DRAFTING AN EXHIBITION TEAM

his section deals with how to create a team for an
exhibition game. For the most part this is exactly
the same as creating a team for a league, nght
down to using the usual team rosters and completing
a Team Draft list. However, there are some distinct
differences to be aware of:

TEAM DRAFT BUDGET
For exhibition games, coaches should have more gold in
their Team Draft Budget, allowing them to include more
of the options that normally only become available later

on in a league.

The Team Draft Budget for exhibition play should
be somewhere between 1,100,000 and 1,300,000
gold pieces. We have found that 1,150,000 gold pieces
is an ideal size, Larger is possible should coaches of
tournament organisers wish, but it is worth bearing in
mind that smaller Team Draft Budgets force hard choices

10 be made. Sometimes, having to choose whether to
|nc1ude Gne thing or the other is better than having both
as it adds to the challenge of the experience.

However, it is important Lo note that when a team
15 drafted for exhibition play, all of the gold pieces in
the Team Drafi EUHEE[ must be spent. Any gold pieces
not spent are lost, One consequence of this is that the
Prayers to Nuffle table is only used for Cheering Fans in
exhibition play, as described on page 41,

A Team Draft list will need to be completed for the
team, detailing all of the players, Sideline Staff and any
Inducements purchased. This is especially important
when attending a Blood Bowl tournament, so that your
Gpponents can see clearly what your team contains!

HIRING PLAYERS

As with league play, p'la;.rers’ are the only compulsory
element on a team drafted for exhibition play. Each team
roster details all of the players available to a team of that
type and their Hiring Fee. When drafting a team, you
should select the players you want to permanently hire
for your team, pay their hiring cost from the Team Draft

Budget and make a record of the player on the Team
Draft list.

As usual, a team may not include more players of a
certain type than are allowed by the team roster,

S —

PURCHASING TEAM RE-ROLLS

Any team drafted for exhibition play can purchase team
re-rolls, just like a team drafted for league play. Every
teamn may buy 0-8 team re-rolls when it is drafted, for the
cost shown on the team roster, paid for from the Team
Draft Budget.

HIRING SIDELINESTAFF ik
Sideline Staff can be of as much use to a team drafted
for exhibition play as they are during a league. A team
drafted for exhibition play can purchase Sideline Statt
from the Team Draft Budget.

DEDICATEDFANS
Unlike a team drafted for league play, a team drafted for
exhibition play will have a Dedicated Fans charactenstic

of 0.

However, teams drafted for exhibition play can
still improve this up o a maximum of &, at a cost of
10,000 gold pieces per improvement, as described on
page 35. For example, an exhibition team may purchase
a Dedicated Fans characteristic of 3 at a cost of 30,000

gold pieces.
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team contains the minimum of 11 players, not InCIUCINg

FREESPP —

~layers varies For example, you could grant each team
.;'” <pp to spend on advancements; this is a fair NUMber
.} 1| allows a good selection of advancements acropss 3
taam, However this s only a guideline, and the NUMber
can be nereased Of decreased as desired, More Spp
il enable more player advancements, fewer SPP wij||

~lviously allow tor fewer player advancemenis.
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If two coaches are drafting teams for exhibition
olay between themselves, they should take a few
::||'1l.'.|'_- ta determine how many SPP they will have
fret. Tournament organisers should decide how mary
SPP participants will have and ensure this information i
passed on to participants

SPENDING SPP
The first thing to bear in mind when drafting a team

far exhibition play is that randomly selected Skills or
characteristic improvements are perhaps best avoided.
;'hn_, is especially true in tournament play. Randomly
splecting Skills of charactenstic improvements ahead of
each round can slow proceadings down quite a lot,

This leaves coaches with the option to choose
Primary or Secondary skills for some of their players.
How coaches distnbute SPP between players is up (o

hacad in this way =m. It is just as acceptable to create one superstar
induced Star Players. Inducements purt .ased in this way  them, ILis | a

i be recorded on the Team Draft list

If two coaches are dratling [eams for exhibition

player with several new Skills as it s to distribute
SPP evenly between a number of players. How many
advancements a single player can be given should be

nlay between themselves, they should take a lew minules discussed between coaches or decided by tournament
.-'I"""'r”"""-' IE | Jid

e discuss Inducements hrst. LIS impartant o decide if
there are any Inducements they feel should be included

r any they would prefer to teave ol

Tournament organisers should decide which, il any,
Inducemants will be allowead and ensure nis information

is passed on to participants

organisers. Any SPP that are not spent are lost.

For example, if a coach has 36 SPF to spend they
may choose to distribute them evenly, giving six p{a yers
a Primary skill, or giving four players a Primary skill and
one player a Secondary SKill, Alternatively, all of the
SPP could be spent on one player.

PLAYER ADVANCEMENT IN EXHIBITION PLAY

VALUE INCREASE

Unlike games played in a league, exhibition games are
not linked, Therefore players will not have the opportunity
to eam and spend Star Player points in the same way.
However, (eams draftéd for extibition play should include
more than just rookies — having a few players with an
extra Skill or two makes for a more interesting game. To
allow for this, exhibition teams are granted a number of
SFP lo distnbute between players, meaning that some

players can be given advancements when the team
15 draited.

In league play, a player's value will increase as they
spend SPP and gain advancements, However, for
simplicity, this is not the case when drafting a team fior
exhibition play. No matter how many advancements 2
player is given, their value does not Increase.

In other words, coaches do not have to worry a]ﬂ‘-
covering the cost of any additional Skills or chara-:terfsl
increases players are given with gold pieces from their
Team Draft Budget, Such advancements do not Increas
a player's value in exhibition play.

ow many SPP coat hes have to distribute l|_'ll-:"1'.'-..I:-|_t|'| “'IF_:IT

CASUALTY ROLLS B THE PRAYERS To 3
In league play, as well as eaming In league play, the Praye

» and gaining advancements, i
SPPand g B: during the pre-game Sequence (o help balance the value of both tearms

players can pick up lasting injuries Ub'-rmusl:,n that isn't 2 5t |
i . 1 C ﬂ 'd . . o p
from the Casualty table that will drafted, However. the r"hﬁf_-r::::g l'-:;:'lE exhibition play due to the way leams are
L m &

dog their careers. In exhibition play Prayers to Nuffle table Sy il uq{;“;:-:;if:-ﬁﬂ 1atﬁf.-rre5.u|t means .1_h.=_il the
ihis does not happen. Every time 2 ICTERTIETNAAARSSTE A aa e
team drafted for exhibition play takes  RENGREESGENIIREIES ¥ those enerate extra SPP Therefore,

to the pitch, it does so with a full
complement of healthy, unimjured k.
A S AL LC EXHIBITION PLAY - PRAYERS T0 NUFFLE TABLE
against a player in one game are “D8_RESUE
forgotten about should the same 1
team be used again later. This is of
particular importance for Blood Bowl
tournaments, where coaches will use
the same team In several games over
ane or more days.

UFFLE TABLE iN EXHIBITION PLAY

rs 1o Nutfle table fulliis a vital Tole. used a% it Is

Hhe Pravers ¥, coaches should use the following, shortened version of
® Frayers to Nuffle table for Cheering Fans:

Treacherous Trapdoor: Until 1heﬁ-ﬁ1 this half, BVETY t!l'l'-IE_ ==
any player enters a Trapdoor square, roll a D6. On a roll of 1, the
trapdoar falls open. The player is immediately removed from play.
Treat them exactly as if they had been pushed into the crowd.
Friends with the Ref: Until the end of this drive, you may treal a
roll of 5 or & on the Argue the Call table as a “Well, When You Put It
Like That..." result and a roll of 2-4 as an “I Don't Care!” result.
Stiletto: Randomly select one player on your team that is available
to play during this drive and thal does not have the Loner (X+) trait.
Until the end of this drive, that player gains the Stab trait.

fron Man: Choose one player on your team Lhat is available to

play during this drive and that does nol have the Loner (X+) trait.

Until the end of this game, that player improves their AV by 1, to a
maximumof 11+,

This, of course, is not to say
that Casualty rolls do not matter in
sxhibition play. Casualty rolls should
he made as normal. This is because
not only do apothecaries work as
normal in exhibition play, but several
teams (notably teams with the
Masters of Undeath or Favoured of
Nurgle special rules) have the chance
ta gain an extra Lineman for the
remainder of the game.

Knuckie Dusters: Choose one player on your team that is available
to play during this drive and that does not have the Loner (A +)
trait. Until the end of this drive, that player gains the Mighty

Blow {+1) skill.

Bad Habits: Randomly select D3 opposition players that are
available to play during this drive and that da not have the Loner
(X4 trait, Until the end of this drive, those players gain the

Loner (2+) trail.

Greasy Cleats: Randomly selecl one opposition player that is
available to play during this dnve. That player has had their bools
tampered with. Until the end of this drive their MA is reduced by 1
Blessed Statue of Nuffle; Choose one player on your team that is

available to play during this drive and thal does nol have the Loner
(X+) trait. Until the end of this game, that player gains the Pro skill

** e

— i*

HACKSPIT QUILLCHEWER'S

FUN FACTS!

According to ancient lradition, the Chaos
All-Stars must cook and eat their coach
if they lose a game. If they win, theyre
allowed to eal him raw instead.

;H |}|'| .I' i
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and graceful Elves to lumbering and brutal Orcs - Blood Bowl

BER A e——

zlzmoum. SPECIAL RULES
descriptim. ;nme Indy

Ng Special rules.

€ams with one of

noted in their
one of the foliowi
reduced rate to t

All teams have one or mare of

the following special rules:

his section contains the ‘@
I rosters used to draft a A

rookie Blood Bowl team

of your own for use in league

play. It explains the special rules

of different types that all teams

have, detailing the advantages

and disadvantages these bring

to a team. Finally, it also briefly

explains ‘tiers’, a method used

to give an idea of the relative

strengths and weaknesses of rookie
Blood Bowl teams.

SPECIAL RULES

ost Blood Bowl teams are, g—
M despite appearances, quite a .
straightforward in their { i;i QW‘
43 é,

behaviour and approach to the great
game. Others are not. Be they the
reanimated dead, devotees of the Dark

{ Gods or corrupt Greenskins, many

| |
teams differ somewhat from the norm. @
iSpecaaI rules to help represent '_‘
the different nuances of races and
teams fall into two categories: the first,

‘Regional’ special rules, are named ) Oy
after famous leagues or competitions, .

and these are attached to teams that T
traditionally play in those leagues. \ )
Their purpose is to make it easy to

determine which Inducements a team

Can or cannot take, thus simplifying the

4 W
almost impenetrably complicated rules G eﬂ
and regulations of the NAF. ‘

ELVEN KINGDOMS LEAGUE

Or;re of the oldest leagues in the known world, the Elven
ngcfoms League prides itself on upholding the traditions of
classically-correct Blood Bowl. Many find it dull but, in .terrns
of elegance and expertise, it is second to none.

HALFLING THIMBLE CUp < 0

Iraditionally, Halflings have been associated more closely
with the culinary arts than the world of professional sport.

In recent years this has Changed greatly, and the Thimble Cup
has become a mainstay on the Blood Bow! calendar.

LUSTRIAN SUPERLEAGUE =

The Lustrian Superleague is tmpetition-]:n the
world, and home to many of the sport’s most ancient teams.
For millennia it was closed to all except Lizardmen teams, but
in recent years has opened its ranks to welcome other races.

OLD WORLD CLASSIC

Since the collapse of the NAF, Blood Bow! in the Old World

has struggled. But in recent years the sport’s fortunes have
improved, largely thanks to the founding of the Old World
Classic, a competition that draws together many minor leagues.

e ————— i ar— g

SYLVANIAN SPOTLIGHT

For many decades the Sylvanian Spotlight was the only place
most Undead teams could hope to compete. In recent years, the
development of sun protection magic has changed this, allowing
the athletically inclined Undead to play at anytime, anywhere!

UNDERWORLD CHALLENGE

A secretive league that, until only recently,—m-;ny pmﬂs
refused to believe even existed! The Underworld Challenge hosts

many strange and diverse teams, the likes of which are rarely

F rom diminutive Halflings to huge hulking Ogres, from elegant

seen in daylight. For a horrifying spectacle, it is second to none!

players come in all shapes and sizes. These players represent a . 1 The second category, ‘Team'

b, ‘ : special rules, contains more complex e e ‘“ il
0 l;:‘:'eat many races and nations from all over the known world, which ; WORLDS EDGE SUPERLEAGUE
W rm up into an even greater number of team n high

- 8 Tfules. These deal with a unique 21 _ - P —
s of different types. From | - 4/ - . 1) ‘ der clear skies, the Superleague is the
: -~ k g ¥ - i - ; Played on high peaks unce
fresh-faced rookie squads, to famous franchises established decades o sl . ot the teap; somethin (’T ﬁ; \\ /

ga - last many hours as rules are
: that - ride of the Dwarfen realm. Games .. |
ago, the number of teams playing the game today is higher than at 4 Sets It apart from others. The.se 5 refully checked and checked again, ensuring that the purity of
any time in history. Teams travel far and wide searching for fameand | — B 4 e fj’e‘:'a‘ rules grant the team certain ;1: o-El's sacred work is maintained. Interestingly, in Dwarfish
glory. Som_e will make it. Most will be forgotten, a footnote on the | i e t 2 . 5 enefits not enjoyed by other teams. venerable’ and ‘dull’ are spelled the same.

sports trivia encyclopaedias of history. ' i
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BRIBERY AND CORRU Such teams

Many teams are legendarily
LT : . What's more, they're
amehnmmmﬂandnwrp“r oic. either by

encouraging them to turn 2 blind

'
L]

mhemﬂmﬂmlmqaraﬂrﬁﬂwﬂfﬂmt

FAVOURED OF...

The followers of the Ruinous Powers are drawn to Blood
Bowl, paying homage to their dark gods through violence
on the pitch. Whilst many teams worship Chaos as a
pantheon, many more dedicate their souls entirely to a

single patron deity.

Certain Inducements are only available to teams
that are “Favoured of’ a specific Chaos power, as noted in
their description. A team may be noted as being either:
Favoured of Chaos Undivided, Favoured of Khome,
Favoured of Nurgle, Favoured of Tzeentch or Favoured
of Slaanesh. In some cases, however, you may be able
to choose the team's alignment when the team is first
drafted, as in the case of Chaos Renegades

A team wilh this special rule cannot change
its alignment.

.

[OWCOSTLINEMEN _______________ ~
field Linemen of great skill and ability

Some teams
Other teams do not and will happily take on the

most useless of players to fill out their ranks. Readily
available, easily replaceable and usually willing to work
for pennies, such players fill gaps in the rosters, byt
rarely do much more!

Teams with this special rule are not very particular aboyt
the Linemen they hire. To make up for this, they don't

usually bother to pay them:

« In league piﬂ}! {but not in exhibition play), when
calculating the Current Value of any permanently hired
Lineman players on a team with this special rule, the
Hiring Fee of that player is not included.

MASTERS OF UNDEATH

Teams with this special rule all fall into the broader
category of ‘Undead’. Usually crea ted from the animated
corpses of freshly-deceased players brought back

to the game by athletically-inclined necromancers,

such teams don't always operate quite like their more
vital counterparts!

The Head Coach of this team is replaced by a
Necromancer. Once per game, they can ‘Raise the Dead":

« If a player on the opposing team with a Strength
characteristic of 4 or less and that does not have the
Regeneration or Stunty traits suffers a Casualty resull
of 15-16, DEAD, and if they cannot be saved by an
apothecary, a new rookie Zombie Lineman player can
be placed immediately in the Reserves box of this
team's dugout. Note that this may cause the team
to have more than 16 players for the remainder of
the game.

During Step 4 of the post-game sequence, this player
may be permanently hired for free if the team has
fewer than 16 players on its Team Dralt list, otherwise
it will be lost. The player's full value still counts :
towards the Team Value.

Additionally, just like the Head Coach of any other ¥
team, a Necromancer can Argue the Call when one of 1
their players is Sent-off for committing a Foul, as long 85
they haven't been sent off themselves

TEAM TIERS
ot all teams are created equal. Some rookie tenr o
: : e rookie teams P aper
because of the way in which “ams are more challen
N would struggle to win ( players and their ditferent skills int b
win (after all, what chance would a Halfi t+Eral:!.. or because background-wise they
ng team

i is entirely intentio
ilus 18 SIS nal, and over the years a great many experienced really have against a Dark EIf team?),

playing to win with the teams that might be considered quite uniikely to f;athi_-g have savoured the challenge of
victonous!

Ing to coach than others, either

All teams belong to one of three tiers, as detailed on their Team rost
roster:

Tier 1 is occupied by the strongest and most forgiving of

and mishaps.

Tier 2 consists of those teams that often r

i equire a bit more ex
They are all hi ghly competitive teams, but often a smali rn1slai:znr;2n:;:;: T pub LT Poac 0 el
; . 3 B costly!
Tier 3 otherwise known as the "Stunty teams', is home to the mast difficult of |: [
Goblins and more, such teams are often victim to a hard time from bigger !uugh::n;;;mi;ﬁ:_tvEthg.
, 15, but they can

still perform well in the hands of an experienced
: coach. To anyon
entertaining game, Stunty teams are it! yone who wants a real challenge but a truly

te
ams, those that can easily recover from mistakes

MINDY PIEWHISTLE’S RUMOUR ROUND-UP

Do you remember that skinny Skaven calling himself Glart Smashrip Junior?
He hasn't been seen on the circuit since a reunion was arranged with the |
real Glart. Glart Senior has been very tight-lipped on what might have
become of the illegitimate runt, which is unusual for him — we're talking
about the rat that once swallowed a Dwarf Blitzer in one bite...
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e LE EXAMPLES: THE THUNDER VALLEY GREE
NOTABLE EXA! : . Py

BLACK ORC TEAM

THE IRON-RUR BUHEEEEAHLHS ———— s Many believe the) draw their name [rom 1I’H.‘:=r :L\rl-..grm-n gh.,.:l_"

e are tha higpest and STONEESL | TR  Aaraaanatif and hleak sense of humour: Gnm and 5'”EC'~:!:IFI1_,-

o G x.'" :_ . Hiila 1% kiely Clermed fromy their d : -' s l»_,'_\_!‘-' Black Orcs treat other GIt"-,_‘HEMn-_:. e |51'lhj

1[._ 1. E V's no wonder 50 ma W flock to ::.I.ﬁl:;;.':x to squabble amongst themselves and focus tog
h s amateurs, largely because : “ it .n the game. Consequently, many Black Ores refuse to
qre - ting up the of posihif e g ad L-.a :'1'”” .MI":.I.I-I‘-!CI-I:“:“ vt Black Orcs aren't E{l!l?li:: '||'|E“"r' KNow the

nlay alongside other Orcs g inste -.l 2 amk O teams make great use of Goblins, many of whom they becomea

: a| Ac 3 rest ljack Orc t them to be tough with regular clumps about the noggin!

B P _'-\. -.:d'\-: ll qIN E

BLACK ORC TEAMS

PRIMARY SECONDARY

- 6000 6 2 3+ 4+ 8+ Doage, Right %luﬁ. A GPS
AL Dm0 s Stunty, Thick Skull
el 90000 4 4 4+ 54+ 10+ Brawler, Grab | GS AP
O o a4 5 B+ 5+ 10+ Always Hungry, Loner (3+), g AGP
0-1 Trained lrol 116000 & 2 = MGHE i
Projectile Vomit, Really
Stupid, Regeneration,
Throw Team-mate
Tier: 2

0.8 team re-rolls: 60,000 gold pieces each
Special Rules: Badlands Brawl, Bribery and Corruption

***

Apothecary: YES

THE THUNDER VALLEY GREENSKINS

CHAOS CHOSEN TEAMS
——— T | (0 ' T _-_‘_-_'-_-———-_
HDI&BLEE.?MHELES' THE DOOM LORDS, THE EVERCHOSEN THE 5 .
E.j-ll.-'.l'l.f"'-‘l Bowl is arguably even more popular ammmwr_-r;m = ;E:lrl;lLLS OF HATAM i

o5 "

Maybe it's the cult-like supporters' clubs, the constant vigla
strips... Whatever the case, wherever you find a Blood Bow
made up of an assortment of thoroughly debased, dadicat
geastmen, hideous mutants who have given up their for
by the presence of superhuman Chosen, and frenzied a
hardly subtle, often forgetting about the bal entirely as
Ruinous Powers they worship.

nce bath on ang off the pitch, or
I stadium, You're Buaranteed to 1
Hﬂﬂf::ﬁ::e; of Chaos, t_.insl of the
ot I':j E.Mp-!;ﬂl{‘l.g life, but their numbers are bolstered
il Inotaurs, Ogres and Trolls Such teams are
PRanents into the turf. all in veneration of the

1ust the brightly-coloured ik
nd at leas) one team -8

teams’ players fend 1o be

CHADS CHOSEN TEAMS

COST MA ST AG PA Ay 5
KILLS& T
60,000 6 3 3+ 4+ g TR RAITS

QTY POSITION

0-16 Beastman PRIMARY SECONDARY

Runner Linemen GMS AP

4 Chosen Blockers 100,000 5 4 3+ 5+ 104 None

A Chaaos Chosen team may include a single Big Guy, chosen from am
0-1 Chaos Troll

GMS A
Ong the iullnwm::
Always Hungry, Loner (4+),  MS AG
Mighty Blow (+ 1),
Projectile Vomit, Really
Stupid, Regeneration,
. g M Throw Team-mate
140,000 5 5 4+ 5+ 10+ BoneHead, Loner(44),  MS AG
: Mighty Blow (+1), Thick
150,000 5 5 4+ - 94+ Loner(4+), Frenzy, Homs, M3 AG
Mighty Blow (+1), Thick
_ Skull, Unchannelled Fury
Special Rules: Favoured of... (choose either): Chaos Undivided, Khome, Nurgle, Slaanesh  Apothecary: YES
or Tzeentch

__ﬁ*_**r-_—

llﬁ.ﬂDD 4 5 5+ 5+ 1n+

0-1 Minur‘a

THEDOOM LORDS



GADE TEAMS e GiA0s ALL
= T:-;F:'mﬂ'“

rostarn |

—cTARS, THE HOWLING-HILLS HELIONS =~ ——

i the Blood Bowl world, players so maladjﬁﬁaﬁm
They might be hitter rejects, inveterate cheats or blatan |

_. 15 Renegade .LI_ r.l, auld | [ay ON :_"":'I., taams, Inevitably, such players end up rejecting the ways of
coach worth thell ‘:--:-' ;;-h expelled from ,.u';.:._'..-ub.lzr.z.‘-: I-I"‘z-r'n arnering themselves all manner of dubious Mutations 3
faulers. Many I.1r I. :“hl.,{“n!f-‘-"' se5 1o othe dark ,. tl [.Hp; "'[;-g was the Chaos All-5tars, whose eccentrically Mixag
juffie and ::"r .1, .?5;.“ The mas successiul Iﬁ':,;lml:lﬂ";1.4-1.1;“5 Mongrel Horde, a motley assortment of scumbags in ’
.r{.-_r..-l.r.::'-'ll_q ;IL1|:_!J1;1:' oy glory Als0 |'|"-|'1_“-:-:- :: _I;.:I‘u_.'r,; |1:h,.1|.’=_ aach other often refusing to play ﬂ'll!'.“[*:l':,-‘ or turn 56

| line-up mancs IJ ataly MOST of the Horde's playst:

' or the gold. Unioriunate

| :..rllq;'...f._--: together!

None GM

0-12 Renegade
Human Linamen
0-1 Renegadée
Human Thrower
Renegade Goblin

34 Animosity (all team-mates), GMP

75000 6 3 Pass. Safe Pair of Hands

a+ Animosity (all team-mates), AM
Dodge, Right Stuff, Stunty

10+ Animosity (all team-mates) GM

Animosity (all team-mates) GM

3+ 9+ Animosity (all team-mates)  AGM

Guys, chosen from among the following:

5+ 10+ Always Hungry, Loner (4+), 5

Mighty Blow (+1),

Projectile Vomit, Really

Stupid, Regeneration,

Throw Team-mate

40,000

50000 5 3 3+ 5%
£0.000 723 34 A+ Bt

75,000 K 3 2+
v include up to three BIg
- 5 b+

0-1 Renegade Orc

0-]1 Renegade Skaven
0-1 Renegade Dark EIf

A Chaos Renegade team ma . D
0-1 Renegade Troll 115,000 4

5 4+ 5+ 10+ Bone Head, Loner (4+), i
0-1 Renegade Ogre 140,000 5 e el T
Skull, Throw Team-mate _
150000 5 5 4+ - 9+ Loner (4+), Frenzy, Horns, S

0-1 Renegade

Minotaur Mighty Blow (+1), Thick

Skull, Unchannelled Fury
0-1 Renegade RatOgre 150,000 6 5 4+ -

(+1), Prehensile Tail

0-8 team re-rolls: 70,000 gold pieces each £ e
Special Rules: Favoured of... (choose either): Chaos Undivided, Khorne, Hul‘slﬂ.'-'slﬂl‘lﬂﬁﬁ,, ;

or Tzeenich

THE MONGREL HORDE

9+ Animal Savagery, Frenzy, .5.'- =4 :
Loner (4+), Mighty Blow

AS
AS
GP
AS
PS.

AGM

AGM

PRIMARY SECONDARy

DARK ELF TEAMS

back on traditional Elven ways. They eschewed no
marked them out as the most powerful of al| the

distinctly more aggressive in their game, Byt Shase
when a team includes a remarkable player |ike Je
won't be tempted out of retirement — if not by

COST MA sT

aTy POSITION
(0-12 Dark Elf Linemen IC
70:2 Runners /80,000 7 3 24
0-4 Blitzers 100,000 7 3 24
0-2 Assassins. 85000 7 3 24
02 WitchElves 110,000 7 3 24
sam re-rolls: 50,000 gold pieces eath
Special Rules: Elven Kingdoms League

NOTABLE EXAMPLES: THE NAGGAROTH NIGHTWIN G THED

Thousands of years ago, the Dark Elves were little more (s - ASIDE COWBOYS, THE
_ a smaj| -

ollity and grace for

Orld's races. Thir

milar strengths

Spite makes the D
: ark Elves gnj
remiah Kool. In fact, - 19 the unning game, particyjarly

it ELF TEAMS

BLACK CORSAIRS

EBroup within High Exf society who turned 1
Bir

POWEr and glory, belj

thirst for conquest |ad
and weaknesses

1o their Elven Cousins, but are

Eve that the Flash
hen by some other team, Ing Blade

SKILLS & TRAITS

PRIMARY SECONDARY

: None v
*_Block TGF G i
D'ME’E. FI"ETLI]I'. Ju mp Up AG F’S.
Tier: |

THE NAGGAROTH NIGHTWINGS

pARK ELF LINEMAN

BLITZER
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S ___-———“___115;1’_.'19!’1 t"l_f'-"l_'E_ : —
F TEn_rL'_-—f—‘ GIANTS, THE ———=—"2"" . v Dwarf teams can trace tt :
DWARE - THE DWARE BB o Bowl and many 2 eI Nistory to g

Car|

H_pi..E '-“T_-__'_’_._“‘ < to play BX orinding their opponents into the ground as the

' e ﬁ the {‘.tﬂ__m There are so many Dwarf teams arzf:ﬂand
1o of play. It is, NOWEVER, the Dwarfs' reputation for flamhﬂyant
- g it was @ Dwarf, NOW immortalised by the name Roze-E|

'_".l. Elnl: : 5 II‘Ilh
aing. most Dwarf teams believe they have 3 0f

~ fird ONE & .- o
possible 10 NS = 1 pig it with the al

and brought

OWARF TEAMS

SKILLS & TRAITS
. Block, Tackle, Thick Skull

0-12 E.ﬁyarrE!'}f.:"-rr - &
—— 4+ 9+ Sure Hands, Thick Skull
il gs000 6 3 3+ 4 k, Thick Skull o AS
0-2 Runners 30,000 5 3 34 4+ 10+ Block, 1hiC u GS an
19 Blitzers 95IDE!'D £ 3 4+ - g+ Block, Dauntless, Frenzy, GS A
0.2 Troll Slayers ; Thick Skull
170000 4 7 5% 11+ Break Tackle, Dirty Player 5 AG

(+2), Juggernaut, Loner
(5+), Mighty Blow (+1),
No Hands, Secret Weapon,
Stand Firm
Tier: 1

0-8 team re-rolls: 50.000 gold pieces each |
Apothecary: YES

Special Rules: Old WoriC Classic, Worlds Edge Superieague

* I X

THE DWARF GIANTS

¥

hat i

“[E«Eﬂhb__.
w5 10 |'\' L ' Irst
e game 1o =S las .

B

VEN UN
< TABLE EXAMPLES: THE ELFHEIM EAGLES, THE ¢

AL ELES S
FﬁnuwT-Tg_tiTﬂ_tﬂ”ﬂﬁSE of the NAF, many Elven TIAL COMETS, THE coniiian CLARION —
5

found :
«ingdoms, who = thanks 1o a lot of small print - began ta m::::'?:?!vas Indebted to
Bir
t

0 Smnnesi Sugjf: natim:ndm amang players and fans alike, emuwi?!Ir il ed

was done about it ¥ at something finally happen » the formati Was only a matter of tima before pimm
one. A loose federation of Elven teams, made up primarij rmation of the Elyen Union ¢a il
if. the Union seeks to repair the damaged ’EDutati;r Me a5 3 surprise to no

ELVEN UNION TEAMS
teams

park E

seriously: what the teams lack in funding, they make up

0-12 Lineme 60,000 6 3 2+ 44 84

o2 Thwers 7500001673724 24 Bt pug .
0-4_Catchers _ 00000 8 3 2+ 4+ 8+ Catch, Nemes AR
- R : 115,000 7 3 }t‘k’.“_ﬂﬁ 9+ Block 3 Sida nfs“f' k AG -,
0-8 team re-rolls: EE?,Dgﬂgulq pieces each ELINRmIRNe Ny TR A TR

ispecial Rules: EWven Kingdoms League —~ SN i 2 =




I 5 £ e W
LIN TEP_‘E{-.————- - VELLERS, THE LOY =R o —
| E_gT.ﬁ;EBIE_EE.ﬁ_HTJLES T_HE S.'EFEERAP SH.LH.E anse Of !.‘;_:--m,:' and a wicked imagination dedicated to -'.1|':i|:-|,];_'-_'-r____"'-
F NOTABL . e outh, with @ JUVENIIE = e This tends to make them better Blood Bow fans o
Goblins are v are . atbing hurt TNEMSEINE | Vi fans than
. :., vays of hurting OIner without geTins 5 = shroughout the Old World for turning up hours befora the
new ways of NUrim nlid reputation throug : el
o and indeed Goolin fans have a >4~ ¢ ieenlting SONES, anad generally causing trouble wheray
players, and INGEEL =0 eonts, singing lewd ane o '“”."'_ b but by Nuffie are they e TICTRVer they o,
ame, getting Oruiie A 1o do amazingly well on the pitch, but by INUITIE are they entertaining! T,
':' e TSNy 00N teams= gon': I:I- h.-.. J:.I-H.H. ‘|r-::_-.:«._-|| of _:.-_'-."-:.' W l“ﬂ!:":-':"::' which the G'JI'-ILIE-DS sneak onto 1_|'|-|'_-|- p,“"::”
olay style revoly e around 2 h{-r---n:*.y._nJ |'| Tealls who alternate between flinging their smaller I;Eam'mates, Uat
Evenry i."f;":_"'*u:l'“‘l-"- and the 3-:.:-|‘.‘-t1".!--"' -‘_. ; .I |:.-\..-- ;:-w.;r.'-.]'i' p
the pitch and absen! mindedly chewing L1 5
GOBLIN TEAMS
AV SKILLS & TRAITS PRIMARY EEEDHDAH?
. %00 6 2 3+ 44 g+ Dodge, Right Stuff, Stunty A GPS
016 Goli e 45000 6 2 3+ 4+ 8+ Bombardier, Dodge, A GPS
0-1": Bomma Secret Weapon, stunty
1 Looney 40000 6 2 3% 8+ Chainsaw, Secret Weapon, A as
R Stunty
0.1 Fanatic 0000 3 7 3+ - 8+ Ball & Chain, No Hands, g AG
Secret Weapon, Stunty
A 0-1 Pogoer 75000 7 2 3+ 3+ 8+ Dodge, Pogo Stick, Stunty A GPS
: 0.1 ‘Ooligan 65000 6 2 3+ 6+ 8+ Dty Pi;yer{ihi}. A GPS
" Disturbing Presence,
' Dodge, Right Stuff, Stunty
0.1 Doom Diver 60000 6 2 3+ b+ &8+ Right Stuff, Stunty, Swoop A as
115000 4 5 5+ 5+ 10+ Always Hungry, Loner {3+), S AGP

0-2 Trained Trolls
Mighty Blow {+1),

Projectile Vomit, Really
Stupid, Regeneration,
Throw Team-mate

f 0-8 team re-rolls: 60,000 gold pieces each
Special Rules: Badlands Brawl, Bribery and Carruption, Underworld Challenge

| * 4 X

' f THE SCARCRAG SNIVELLERS

cOBLIN LINEMAN

DOWN RATS, THE GREENBOYZ

e

HALFLING TEAMS
NOTABLE EXAMPLES: THE GREENFIELD GRASSHUGE
The technical deficiency of Halfling maﬁﬁ—-—-ﬂiﬂ"iﬂmtum CRAMME

it goes without saying that their blocking game Jea
material that they have to work with s

quanti '
ty. After all, if you can get hall a dozen players in

€, Manage tg
You thm: the I:E!:: llu:;rw“h the ball, then there is a small cha
 "robably the anly real point in the Hallh:;:-

Who guard the far
€515 of their realm
» 8nd a teamn that can tem
pl

0esn't look so pathetic!

that one or two of them won't be jelly by the time
favour is their long-held alliance with the Treemen
ane (or two) of them along to a game suddenly ¢

HALFLING TEAMS

Q@TY POSITION COST MA ST AG
PA AV sK
0-16 Haifling Hopeful 30000 5 2 ILLS & TRAITS
Linemen 3+ 4+ 7+ Dodge, Right Stuff, Stunty FH'““"’ SEcumnv
02 HalfingHeftys 500000 5 2 3% 34 8% Doges Fene s
0-2 Halling Catchers 55,000 5 2 3+ D% f-'+ C-atcf .Dmn:f;unty hE GS
o + RENT Stuff, A Gs
'0-2 Altern Forest 120,000 2 &5+ & Sprint, Stunty
T Treem | 5+ 11+ Mighty Biow (
S5 n Vighty Blow (+1),
& : A SVae hmoide . hag
] Root, Thick Skull, Throw
0-8 team re-rolls: 60,000 gold pieces each Team-mate, Timmn-ber!
‘special Rules: Hatfling Thimble Cup, 0id World Classic Tier; 3

x S X

THE GREENFIELD GRASSHUGGERS

HER

11G HOPEFUL HALFLING CATC




A9

e ———

HUMAN TEAMS _______——orrnc THE SRIGHT CRUSADERS, THE ALTDORT ACOLYTES Y e
NOTABLE EXAMpLES: THE REIKUARD P00 o the pest ol A oo Bowl players in the Old World Wi
Professional Human players are W.m r.r'-u-.“flrrs. the agility of the High Elves, the toughness of the Dwarfs, the 'fEﬂ:-': -
they may lack in the sNEer FHIH-E“;DELJ L-\.-1. they make up for in sheer grit and determination: More importantly tﬁlfl
of the Dark Elves, of 1.1: r;:l;.n:-..atrﬁ with any of these players. For example, where Dwarfs are t::.,_,lgh ey
aknesses COM™ 7% -f L;r:h'.ﬂ:ld elatively quick, and whilst Skaven are very quick, they are F'”;l'l

do not eyffer the wes
by contrast I .
. at Humans sccount for OVer half of all Blood Bowl players -

Humans t
15 rdly SUrPrISINE then tn F
e Vi for Undead teams, and mutants playing for Chaos teams!

= Jou | eae Alaving
counting Skeletons, Ghouls and Vampiies piay

the speed of

they are ailso SO

as brave as Huma

HUMAN TEAMS

SKILLS & TRAITS

PRIMARY SECONDARY

POSITION :
Huyman Linemen 50000 6 S+ None Gand G AS
0.2 Throwers go000 6 3 3¢ 24 94 Pass, Sure Hands GP AS
0-4 Catchers 65000 8 2 3+ £+ 8+ Catch, Dodge AG Sp
0-4 Blitzers gso00 7 3 At Block | as ol
0-3 Halfling Hopefuls 30,000 2 5 3+ 44 I+ Dodge, Right Stuff, Stunty A Gs
0-1 Ogre 140,000 5 5 4t 5+ 10+ Bqne Head, Loner Mﬂ' e AG
Mighty Blow (+1), Thick
Skull, Throw Team-mate
0.8 team re-rolls: 50,000 gold pieces each Tier: 1
Apothecary: YES

Special Rules: Old world Classic |

THE REIKLAND REAVERS

T e T

{MPERIAL NOBILITY TEAMS
~OTABLE EXAMPLES: THE BOGENHAFEN BARONS, THE
|t is quite the nofm that Blood Bowl teams are prival.ﬂ o

' d coaches who run thei y Own
proprietors an un their teams as profess!

I 8
reasons. Rich nobles, eager entrepreneurs, crime Iutd:wj'l:al OUtfits, there are plenty of of
pothersome questions, all these and more are drawn m‘-’:Lh large sums of cash tq ¥ Of other teams that exist for othes
B

! : . hide
jong to liberate it from its current owners and keep it safe wi Port. Some are |yrad from treasury men who ask

TERMARK p
ed, UKES,

the idea of owning a ?amuus. Blood Bowl team is a fa U their existing fortunes, 0
5 step further and build teams to live out their m%m:tz:?bg:y Can afford to pursye 5;:11:;";:; I:aE.Er fans 1o whom
Ming famous players themselyes! oriunate fang taka i
=y POSITION COST IMPERIAL NOBILITY TeAws
Q MA ST AG Pa
|u.1z jmperial Retainer 45,000 sﬁ SRR AV SKILLS & TRAITS PRI
Linemen S P AFH moa
62 Imperial Thiowers 75,000 6 3 3% 34 i
0-2 Noble Blitzers 105000 7 3 3+ 4+ g:'_ ;ﬁﬂmﬁm Pass ap -
| 0-4 Bodyguards. 90,000 6 3 3+ 5+ 9+ mg:hm = PS
0-1 Ogre 140,000 5 5 4+ 5+ 10+ Bone Hesd, Loner (4+) Eﬂs 2
Mighty Blow (+1), Thick s

Skull, Throw Team-mate

15 =

n re-rolls: 70,000 gold pieces each
special Rules: Old World Classic . : Tier: 2
——-—-ﬂ-*'_*?'w

THE BOGENHAFEN BARONS
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£ SOTEK VIPERS, THE LUSTRIA CROAKERS
the sport for over 8,000 years. This does

LIZARDMEY TEAMS AMOLI CRATER GATORS, L

5 s lHt lp'i?.ﬂhl' # e o o 5[ _'I ~1.~|;!?:
NOTABLE EXAMFLES: |, Lizardmen have DEE by, peer over their spectacles and say

] Smilj

. n {0 be DEHEVER rans jusl
. - of _..- ml Iﬂl. o questioned Blood Bow I::r ];II.::.,II-, < hehind their invalvement in the sport,
A e . haw prescient Lizardme iy e miep teamwork, with up to four different species
% h . .1~- ct! On i field, 4 I : ...I;.r|II1:!;|;|:'..I-nlu.'m nlayers, highly agile and as quick as Nghtning,
i T - . hch Al | nks are 1S 1 fact bt capable 4] '.1|‘*-f””.‘: out sOme sernous
Skt .'Il | caurus, fewer in number an L | .:H “;.l-*u-h- of felling an Ogre with a single blow!
ba H anstrosities cap: .

R+ Dodge, Stunty

bl o0 7+ 2 3% 3% bodgs; Onthe Hat - o
0-2 Chameleon Skinks ¢ 0,000 Shadowing, Stunty
=1 'i-"l,"l t-} al|- ‘;\ . N E_‘l 0 .“..-" $ Nr‘“lﬂ GSS Ap;i
0-6 Saurus Blockers 1‘.._ .'.L;ﬂn EosTER i 10+ Bone Head. Loner (4+),
0-1 Kroodgor 140, Mighty Blow (+1)
Prehensile Tail, Thick Skull
Tier: 1
70,000 gold pieces each Apothecary: YES

0-8 team re-rolls:
Special Rules: Lustran Superteague

X g X

THE GWAKAMOLI CRATER GATORS

NECROMANTIC HORROR TEAMS

= LE EXAMPLES: THE WOLFENBURG CRYPT-STEAL

N PUMPKIN-PATCH PETRIFIERS __

TH _l;;].l-l—ah'rm[ rest easy, From haunted castles to sinister Tﬂlﬁﬁﬂﬂﬂ?
' cme

ERS, THE B

RUENDAR GRiMJACKs, b3,

L:i::w villagers from Ithmr 1o TRl m'_m of them do. For the rest, there's HI:;I:,IE:;ES PIOW! the night, snalching
. ficient at corpse-raising and flesh-crafting but lacking a real plan of ho | Sout Many Necromancers,
pro g lovely alternative to musty tombs and dank barro W 10 Use their kil realise that warm
{q{lﬂ:'-' t}terally!ﬁ. Irliterﬂﬁtiﬂgly. a schism of sorts seems to haye oeturred, |

it comes 10 manhlng an Undluad team. Some “Eﬂmmam:ers put their try
| fer a little more life in their team, buying the services of Werewoes

ogether nulking Flesh Golems from an assortment of cadavers.

Other Necroma
With promises of fresh meat and smv:hmmgm

HECROMANTIC HORRDR TEAMS

.—-E.F"'FE*SITI.UN COST MA ST AG PA AV SKILLS & TRAITS

16 Zombie Linemen 4ﬂtﬂﬂﬂ_ 4 3 A+ - 94+ Regeneralion
O Ghoul Runners 75000 7 373+ 4% & Dodge —r -
0-2 Wraiths 95000 6 3 3+ - 94+ Block, Fﬂ“l.hﬂﬁamnm, GS A
No Hands, Regeneration,
—- o Side Step
ewolves 125000 8 3 3+ 4+ 9+ Claws, Frenzy, A6 S
15 4 | 10+ ‘ﬁegeneﬁtiun., Stand Firm, GS A
~ Thick Skul
Tier: 2 _
Apothecary: NO

X I X

THE WOLFENBURG CRYPT-STEALERS

PRIMARY SECONDARY



n e e ——

&

— ___.__--_- — Rl —NrC T T e —— ___—_\—h-_\_
NU HELE__T_EE_""I_E.- ————— R OTTERS, THE E|L£-EI1_'?__E*L1_.E'1',T_HE'.-“'_-TT'_E DISEASED DESTROYERS
Hﬁﬁﬁﬁf EXAMPLES: THE P-EIJ_RE?!.__E__ — ﬂ_l-*_"ﬁ :-:,-1.:.,..-; co the earliest days of the sport. Although most [“arr?"
S lowers BECha by [jvaVEC AT =i 4< it didn't take long for teams to be more selective jp

The fallowers of L

= s
hane have Df b
S "5 @0

all of the Chat

etarted as 2 COnNg pmerate |,]".[I_'I'E!'".'L-'*:"""'qfl':'.' e tarrifying pruw‘?'f'-f to face. What they lack in -3,[",'1|I|“.,-' and

1'”_." haice of deity. On the field, N ”'-": . brute strength, 2 natural resilience to harm and a whole playbook of

ordination, they more than make -_|.;~. { r. -rx .r oam to ils knees Nurgle teams defy conventional definition, bein
tactics devised 10 DT 1g LhE : :;rw = of Nurgle’s many blessings; Bloaters, players swollan B

stomach-chuming &
+f Rotters, players

myare up o
2005 Beastmen

- _—— '\:-'|,
who have COonirdwt

attracted 10

ted beasls.

the smell; and Rotspawn, players sO blessed by the Plague God that

< i et = I‘:||

with disgast; = i
) "‘-I:‘!r_'.:‘!_:"-:'. muta d

they have devolved into

NURGLE TEAMS

PA AV SKILLS & TRAITS PRIMARY SECONDARY

25000 5 3 1+ 6+ O+ Decay, Plague R!dden GM AS
0-12 Rotter Linemen ;;E.IDDD 6 3 3+ 4+ 9+ Horms, Plague Ridden, GMS AP
0-4 Pestigors ; Regeneration

- o0 4 4 4+ 6+ 10+ Disturbing Presence, GMS A
O e BIEES 11580 Foul Appearance, Plague
Ridden, Regeneration
140000 4 5 54 = 10% Disturbing Presence, Foul S AGM.

GeliRonpans Appearance, Loner (4+), ,
Mighty Blow (+1), Plague
Ridden, Really Stupid,
Regeneration, Tentacles
Tier: 2
0-8 team re-rolls: 70,000 gold pieces each
Apothecary: NO

Special Rules: Favoured of Nurgle ;

THE NURGLE'S ROTTERS

R TEAMS

G
W= :
H'DTFLELE EXAMPLES: THE FIRE MOUNTAIN CUT-BUSTERE———

W the thm!ghl.ﬂf an Ogre Blood Bowl team is > HEIM OGRES, THE G
Jite lives up to their worst fears. For starters. m Nough to fill mosy NOBLAR GOBLARS

at a time,
much you train them, the moment the whistle goes, most

into a bloody mMess. Coaches who know what they' f“'EE’tlewerything 20 try 1 poun ther
' opponents

an Ogre team performing consistently.

ary POSITION COST MA ST
0-16 Gnoblar Linemen 15000 5 1

G PA Ay EHILLEE.TRMTS
+ 54+ 6+ Dodge, H'vghtﬁluﬁ,

FRIMARY SECONDARY
A G

| Side Step, Stunty, Titchy
S T SR
+ 104 Bone Head, Migh SIS TR i
 Mighty Blow ®
(+1), Thick Skyll E AGP
o o~ _ Throw Team-mate
Special , Low Cost Linemen, Old Warld Classic S D ?E%Wq]
Apothecary:

—————————————— L P —
***

THE FIRE MOUNTAIN GUT-BUSTERS

=

L




OLD WORLD ALLIANCE TEAN. - o WpioNS OF LAW, THE BLUCHHEIN BERSERKERS
i 3 EIM MA  THE

NOTABLE EXAMPLES: THE MIDDENH e
- - — ". i are bustling metropoles, |1 e and to these finck Dwarls, Ha=1|||'|£'_5 and more
' Extafia in the sweitenng south, F s " . _ : Hish walls of these great Citles, whilst Halflings come to
B : : e .I__ 1 * I._..._,.| -: 1-1.,::,_,:- more enlightened times when warfare is
tare ey RADDET : ,. , M‘ :'wﬂt__ Jrban centres, so that today even Ogres are an
tha nast. ever m A _-.. 1 3 ﬂ . TS uncommeon, tend to form in the J-EIrE!;EE.'l aof
g sight. Old World } 5,_.;-__: Lj logether to enjoy Nuffle’s great game.
— EnO00 6 3 3+ 4+ 9+ None G AS
et ._.:':__'-I' 80000 6 3 3+ 3+ 9+ Animosity (all Dwartf and GP AS
0:1 50w Y= = : Halfling team-mates), Pass,
Human Throwes e
- TR 5000 B8 2 3+ 5+ B+ Ammosily {all Dwarf and AG g
| = : Cateher Halfling team-mates),
= : Catch, Dodge
0-1  Old World 90000 7 3 3+ 4+ 9+ Animesity (all Dwarf and GS A
st Halfling team-mates), Block
.2 Old World 75000 4 3 4+ 5+ 10+ Arm Bar, Brawler, GS A
8 Dwart Blockers Loner (3+), Thick Skull
&l 0-1 |j'|-:.' Warld 85000 6 3 3+ 4+ 9+ Loner(3+), Sure Hands, GP AS
| Dwarf Runner Thick Skull
: 3.1 Old World BOO00 5 3 3+ 4+ 10+ Block, Loner (3+), GS A
L | Dwarf Blitzer Thick Skull
l~ 0-1 Oid World g5000 5 3 4+ - 9+ Block, Dauntless, Frenzy, GS A
| Dwarf Troll Slayer Loner {3+ ), Thick Skull _
| -2 Oid Warld 30000 5 2 3+ 4+ 7+ Animosity (all Dwarf and A G3
I Halfling Hopeful Human team-mates),
1 Dodge, Right Stuff, Stunty

An Oid World Alliance team may include a single Big Guy, chosen from among the fDllﬂ‘III'IﬂE' e
0-1 Ogre 140,000 5 5 4+ 5+ 10+ Bone Head, Loner{4+), S AG
Mighty Blow {+1), Thick

. Skull, Throw Team-mate Bl o
: D-1 Altern Forest 120000 2 & 5+ 5+ 11+ Loner(4+), Mighty Blow S AGP

Treaman {+1), Stand Firm, Strong

Arm, Take Root,

l, Thick Skull, Throw Team-
' mate; Timmm-berl

7

0-8 team re-rolls: 70 000 gold pieces each
Special Rules: Old World Classic

*

* X

THE MIDDENHEIM MAULERS

OWARF BLOCKER

manner of different races. From Kislev in the cgjg

e =

ORC TEAMS

NOTABLE EXAMPLES: THE GOUGED EYE, DA DEFF SKWAD, THE GREEN DESTROYERS
Qres have been playing Blood Bowl since the game was discovered
the sacred Jome of Nuffle was hidden. Orc teams are very hard-hitting, concentrating on pounding the opposition into
the turf to creale gaps through which Ore Blitzers can run. Indeed, if any fault can be found with Orc teams, it is that
if they aren’t fighting amongst themselves, they're spending too much time beating up the other team! Ores Iha\rE
always respected brawn over intelligence, so their line of scrimmage is often overloaded with Eig Uas and o

players, adding even more weight to the front line. The Orc race also has close ties with ather Greenskin races such as
Goblins, and it 1s common to find such players in Orc teams.

in fact it was an Orc who found the shrine where

DRC TEAMS

QTY POSITION COST MA ST AG PA AV SKILLS & TRAITS PRIMARY SECONDARY
0-16 Orc Linemen E'D.IJD{]_I 5 3 34 4+ 10+ Animosity (Orc Linemen) G AS
0-2 Throwers 65000 5 3 3+ 3+ 9+ Animosity (all team-mates), GP AS
~ Pass, Sure Hands. - e
0-4 Blitzers BD,000 6 3 3+ 4+ 10+ Animostty (all team-mates).  GS AP
Block
0-4 BigUnBlockers 90,000 5 4 4+ - 104 Animosily GS. A
- (Big Un Blockers)
0-4 Goblins 40,000 & 2 3+ 4+ 8+ Dodge, Right Stuff, Stunty A GS
0-1 Untrained Troll ﬂﬁ;t}p{_l 4 5 5+ 5+ 10+ Always waﬂﬂi'ur S AGP
(4+), Mighty Blow {+1),
| Projectile Vomit, Really o
1 | Stupid, Regeneration =
| Throw T['_m," _“’. .a'ﬂ. “_._ h 23
0-8 team re-rolls: 60,000 gold pieces each Tier: 1

* o K

THE GOUGED EYE




SHAMBLING IE&M%EETE HE FORLORN PHANTOMS, THE HEL-FENN HELIONS

AL A oo F'!'i['] 7 ﬂrl: o mere hall century ago, and it has taken much of that time for

T!'I_' '.|:'_:I| ::'E',I.":"I'r"li"': Llf"!'..!tll-l.? [eams [l.-ll...”'. r'-'.. I‘I: ,i..:.l-.l-.;-r Tl':._l_]'._ |':|.'§,.' arp a ['I-:'"[:”‘I-ﬁr "\.'EITI. on 1-|-|_|-| [-Illl:!-nl |ar.=5‘ II:I'I‘TI- tﬂ S{]E

N all but the mast debilitating of injuries, even as they dish oyt
i":ﬁ."n:.‘::""\- I\.'.' -! ".: [ Il L=m i

+ Skeletons, their marionette movements mocking the living, or fresh
I K TR :

baurd |
the Lindead 1o DeCoime atl 2HE il

the reanimated dead shambling aboul

; iy SR it the oonasition B il dry as s G ] ;
punishment to the opposi| Be i l.l -.I around the pitch accompanied by the fans' laughter at their awkward and
Tambine The — [ :"..: o 1_::'!'-'-. l-«.-"r" - ATOU I RIIE 1 i g : :

fombies, Nedr modafl :I M e l.-l-'.1-,.,x.; theit unearthly roars of anger setting F,uIE.E5 racing, to sinister Ghll'll_:ll'_!.
stilted movements. Or from enraged izt :

: - the crowds hungrily, Undead teams are a feast of sensations for eager fans!
cialking the wide Fones, eyeing the LIthwils TG

‘ suampuing uNDEAD TEAMS [—
MA ST AG PA AV SKILLS & TRAITS PRIMARY SECONDARY

0sT :
.- __,,,,.n,,n J_DD-D 5 3 4+ 6+ 8+ Regeneration, Thick Skull G AS
Eﬁ 12 EEII’I!'ID!{! Linemen 400000 3 3 4+ - 9% Regenerahion G AS
0-4 Ghoul Runners 75000 7 3 3+ 4+ 8+ Dodge _ AG PS
0-2 Wight Biitzers 90000 6 3 3+ 5+ 9+ Block Regeneration GS AP
0-2 Mummies 125000 30 5 5% - 10+ Mighty Blow (+ 1), S AG
Regeneration
0-B team re-rolls: 70,000 gold pieces each Tier: 1
Special Rules: Masters of Undeath, Sylvanian Spotlight Apothecary: NO

I THE CHAMPIONS OF DEATH

WIGHT BLITZER

E LINEMAN R

e s o, SR

e

SKAVEN TEAMS

NOTABLE EXAMPLES: THE SKAVENBLIGHT SCRAME
THE WARPFIRE WANDERERS LERS, THE WARP-LIGHTNING BOLTS,

rT][:EEEf:;E $d51|;:ﬁ Br:wl_ half become very popular in all walks of Skaven Iife. True to their warped nature, the Skaven
R: E.;.-.; thmh mias |5:35 IEI tﬂmr :v;nt spevma_lrways. A new clan has been formed to govern and control the game — Clan
2 Ver eams. The most famous are the Skavenbiight Scrambl |
Blood Bowl trophy. Several other teams have achieved ' ey e v v
: | \ successes in other, lesser leagues and competitions too, and
there are mixed teams with a large proportion of Skaven Competing at various levels. Of course thi?r close ass:-:nciallﬂn

with warpstone and the resulting mutations have helped with thi ;
: : S success, but even the basic Skaven player has a |
going for them. It's only a matter of time before a Skaven team makes it to the top again! il

SHAVEN TEAMS
QTY POSITION COST MA ST AG PA AV SKILL F
0-16 Skaven Clanrat 50,000 7 3 3+ 4+ 8+ SETRMTS PHIAH? SEEAR?
Linemen
0-2 Throwers 85000 7 3 3+ 2+ B+ Pass SureHands CAMS
0-4 Eutt_erﬁqnnm E_E.ti_lf.':l:l sk 2 4+ B+ ﬁge S gg g ‘:ﬂg"
02 Blitzers 90,000 7 33+ 5+ 9% Bbck B Y 1 |
0-1 Rat Ogre 150,000 6 5 4+ - O+ AnimalSavagery,Frenzy, S  AGM
Loner (4+), Mighty Blow
. e i Py & o e [+1L PT'EI'I’E:“S“E TH“
10-8 team re-rolls: 50,000 gold pieces each e RO | T (e =
Special Rules: Underworld Challenge ~ Apothecary: YES

ﬁ?'-*_*'ﬁl

THE SKAVENBLIGHT SCRAMBLERS

-
AVEN CLANRA SHAVE
24 LINEMAN

=
- i

1—. | ol % =
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TEAMS — | DEALFRC
%:Eualu%ﬂgpui'iﬁm D -CREEK NOSEPICKERS, THE DEVASTATING DOOMSPIRE DEATH-DEALERS
pl ety RS S =i
S e est a7 TE!{GHEQF%EEELT —erous. type of Greenskin in the world. Tiny in stature and
Snotlings are the smallest, and pernaps [NE MUSL TS

.re enthusiastic followers and players of Blood Bowl. They
' coonings are often unwilling to take to the field alongside other races, believing
it o :'\. ol i ' 15 ; I

. VEE 3 |': - hearms. i " .
o sl badeltinzn the of their own superiority. Such Snotlings swarm together around a

RS e TR
coverely lacking any sense of self-preservation, the

as they so often do in self :3.-_-;-Jr"iljf"’?-l:-_'j“f“_ the oitch in a frenzy of enthusiasm. Officials hate to see Snotling teams,
:.-.l.-a::_.f::-;:-mll;;.;...-.J;‘It.nlrl- H:!i;”;:,“ il11|III---'-;=.1| ;.-.-:-.-.:.H,.:,nh.r:;:-EI!_I:.“IHEH can't (or. more carrectly, won't) count and their ridiculously
hrr.".ljlu .I-JI'HI Irnrlll: If:-;'2= u?‘ nossible 1o manage as they flood onto the pitch:

CHOTLING TEAMS
QrY_POSITION COST WA ST AG PA_ AV SKILLS & TRAITS PRIMARY SECONDARY
0-16 Snotling Linemen 15,000 5 1 3+ 5+ 6+ Dodge, Right Stuff, A G

Side Step, Stunty,
Swarming, Titchy
0-2 Fungus Flingas 30000 5 1 3+ 4+ 6+ Bombardier, Dodge, AP G
Right Stuff, Secret Weapon,
Side Step, Stunty

0-2 Fun-hoppas 20000 6 1 3+ 5+ 6+ Dodge, Pogo Stick, Right A G
Stuff, Side Step, Stunty

0-2 Stilty Runnas 20000 6 1 3+ 5+ 6+ Dodge, Right Stuff, A G
Side Step, Sprint, Stunty _

0-2 Pump Wagons 105000 4 5 5+ - 9+ Dirty Player (+1), S AG

Juggernaut, Mighty Blow
(+1), Really Stupid, Secret
Weapon, Stand Firm

0-2 Trained Trolls 115000 4 5 5+ 5+ 10+ Always Hungry, Loner S AGP
(3+), Mighty Blow (+1),
Projectile Vomit, Really
Stupid, Regeneration,
Throw Team-mate

0-8 team re-rolls: 60,000 gold pieces each

Special Rules: Bribery and Corruption, Low Cost Linemen, Underworld Challenge

X S X

THE MIGHTY CRUD-CREEK NOSEPICKERS

2

i

§NOTLING

MAN
LINE FUN-HOPPA
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E
SNOTLING LIN cNOTLING LINEWAN

UNDERWORLD DENIZENS TEAMS

NOTABLE EXAMPLES:
geiaryiaauiiible EEHSE' tTh}:f’:TEI:E;ThHa:PtFHEEPE“5'THE CRAGMERE CRITTERS, THE DRAGON-CRAG DIRTBAGS
IL's not easy being a low-down mET

k sneaky git! Similarly, if you managed to
‘;;:‘;:E; Tﬂik:vftr}sf:}f ::tﬂuglh t? Eet an answer out of them, they’d probably tell you that Iw'rn; in j::e sewerfeis less fun
i Underwc;rld o Irely ciear 1---.-'Iman these very different races first joined forces, but there's a good chance that

eepers were the first such team to take to the pitch. Fuelled by a heady elixir of warpstone-inf

mushrooms, Underworld Denizens teams combine y ps infused

the sneakiness of snotlings and Gobli ' peed
_ ns with the s of Skaven;
most are cespised, but some of them have gamered a cul following! The most popular tend 1o be those who fisld

Troll or Rat Ogre, hideous and pallid mountains of slab-lik
-like muscle that serve a -
team-maltes. s enforcers for their smaller

=
e
4

UNDERWORLD DENIZENS TEAMS

QTY POSITION COST MA ST AG PA AV SKILLS & TRAITS PRIMARY SECONDARY

OzneEond 40,000 & 2 3+ 4+ 8+ Dodge, Right Stuff, Stunty  AM GS
Goblin Linemen

0-6 Underworld 15000 5 1 3+ 5+ 6+ Dodge, Right Stuff, Side AM. G
Snotlings Step, Stunty, Swarming, <

| . Titchy ' : ,

0-3 Skaven Clanrat 50,000 7 3 3+ 4+ 8+ Animosity (Underworld GM AS

: = e Goblin Linemen)
0-1 ‘Skaven Thrower 85000 7 3 3+ 2+ 8+ Animosity (Underworld GMP AS
Goblin Linemen), Pass,
Rl e s Sure Hands :
0-1 Gutter Runner 85000 9 2 2+ 4+ B+ Animosity (Underworld AGM PS5

Goblin Linemen), Dodge
01 SkavenBlitzer 90,000 7 3 3+ 5+ 9+ Animosity(Underwarld ~ GMS AP

IR IR oy PR Goblin Linemen), Block
An Underworld Denizens team may include a single Big Guy, chosen from among the fallowing:
0-1 Underworld Troll 115000 4 5 5+ 5+ 10+ Always Hungry, Loner M5 AGP

(4 +), Mighty Blow (+1),
Projectile Vomit, Really
Stupid, Regeneration,

BRI . S

! .. Uiz i "r.1 g _" _lﬁnm E 5 4'." - '5‘*' 'mwmw M5~ "‘r.- '~.‘"-G= #
= Loner (4+), Mighty Blow (SNE | Loy
LSS (+1), Prehensie Tail 2

0-8 tea s: 70,000 gold pieces each i 1 Lo : 11'“?. ey T

THE UNDERWORLD CREEPERS

T aLp 6oBLN
iﬂn o GOBUN <NAVEN CLANRA UNDER Y AN :

UNDERT | EMAN




WooD ELF TEAMS _________ _S_'TT:E_EIB_ALTEEFE,EE PINE CRAG PIONEERS
NOTABLE EXAMPLES: THE ATHELORN nﬁﬂﬁflﬁr_r:s;r;ﬁﬁ —fUsal fo wear heavy armour does leave them vulnerable
W natural Blood Bowl players, aitiibligt 1 '

ad Elves’ natural athletic ability 1s enough to Keep them out

Wood Elves make

i B s FOSITic =87 ';'i||' : ”'”:1 Il'"ll:j
to some ~F the more nard HI"""I""E- teams [z Pl I’I-’i Wood L § ["'I.':'fl:\'r In a”!’. case, no I:JI!:'I.':EI'It I'l"ylllnl:lld E” |.|‘|an:5 1.(-.:' Wear .
= a fact or cunning foe to calcn a vyead B : Y :
; iy e l‘IJL o it! For Wood Elves the 10Ng pass is everything, even more so than for
bulky shapeless armour, lel alone De Seef W1 s 1A '

s into becoming experts at throwing or receiving. The one exception to
I il 3 of their efiort E0es N0 DELLU ;
5, il o L LI TL L

i, e2 Tl thiet ~rrinrs are trained in the deadly arts of hand-to-hand combat and are
this is the Wood EIf Wardancers. These athlelic Wttt . :
: ‘ WO0OD ELF TEAMS _
QTY POSITION COST MA ST AG PA AV SKILLS & TRAITS PRIMARY SECONDARY .
AG

0-12 Wood Elf Linemen 70,000 7 3 2+ 44+ B+ None o g

0-2 Throwers 95000 7 3 2+ 2+ 8+ Pass

-4 Catchers 90.000 8 2 2+ 4+ B8+ Catch, Dodge AG PS

;}-2 Wa;da;n;ers 125,000 8 3 2+ 4+ 8+ Block, Dodge, Leap AG PS5

0-1 Loren Forest 120000 2 6 5+ 5+ 11+ Loner(4+) Mighty Blow S AG

(+1), Stand Firm, Strong
Arm, Take Root, Thick
Skull, Throw Team-Mate

Treeman

Tier: 1

. -rolls: 50,000 gold pieces each
0-8 team re-rolls: 5 gold p e

Special Rules: Elven Kingdoms League

***

THE ATHELORN AVENGERS

STAR PLAYERS

teams to Induce, their profiles, Skills,
Bowl supplements will include new 5
superstars and celebrities popping up on the circuit!

T his section provides details of all of the S

tar Players currently available for your Blood Bowl
special rules and teams they will play for. Future Blood
tar Players for many rosters, so there will always be new

STAR PLAYERS

NAME MA ST AG PA AV SKILLS & TRAITS
The Black Gobbo 6

Side Step, Sneaky Git, Stab, Stunty

Plays for:

2 3+ 3+ 9+ Bombardier, Disturbing Presence, Dodge, Loner (34),

Any team with either the ‘Badlands Brawl’ or ‘Underworld Challenge’ special rules.

GOLD PIECES
TO INDUCE

225,000

Special rules: Sneakiest of the Lot: if your feam includes the Black Gobbo, you may commit two Foul aetions

MA ST AG PA AV SKILLS & TRAITS

Strongbranch
Timmme-ber!

Plays for: _An;.r team 1.|'l.!ri’£h gither _th&_ 'H_alﬁing_ Thimble ﬂup‘ or ‘0ld World Classic' special rules.
Special rules; Reliable: If Deeproot fumbles a Throw Team-mate action, the player that was to be t

thrown will

~ bounce as normal but will automatically land safely.
MA ST AG PA AV SKILLS & TRAITS

Eldril Sidewinder B 32 2+ 5+ 8+ Catch, Dodge, Hypnotic Gaze, Loner (4},

Nerves of Steel, On the Ball
Plays for: Any team with the ‘Elven Kingdoms League’ special rule.

¢ Gaze trait,

A yrrhr i = 4 ) i

team turn, provided one of your Foul actions is committed by the Black Gobbo himself.

el .-.j-;—‘-_:
GP TO INDUCE

Deeproot 2 7 b+ 4+ 11+ Block, Loner (4+), Mighty Blow (+2), Stand Firm,

strong Arm, Thick Skull, Throw Team-mate,

-

ecial rules: Mesmerizing Dance: Once per game, Eldril may re-roll a failed Agifity test when attempti

"GP TO INDUCE




$TAR PLAYERS GOLD PIECES
TO INDUCE
(4+), 195,000

. Loner

' C Bin ;  Juggemautl
Glart Smashrip 5 4 44 )+ Block, Claw, Grat

=tana Firm
taam with either the ‘Favoured Of..." or "'Und arworld Challenge’ special rules
n Glart performs a Blitz action, he may gain the Frenzy skill. You

is activated. Glart may not use the Grab skill

Plays for Ay
Special rules: Frenzied Rush: Once per game, whe
must declare this special rule is Deing used when Glari
during a turn in which he uses this special rule.

MA ST AG PA AV SKILLS & TRAITS

2+ 24+ R+ Accurate, Dodge, Loner (3+),

Pass, Side Step, 150,000

Gloriel Summerbloom / Z
Sure Hands

Plays for: Any team with the ‘Elven Kingdoms League’ special rule.
Special rules: Shot to Huthmg Once per game, when Glonel performs a Pass action, she may gain the Hail Mary
Pass skill. You must declare this special rule is being used when Glonel is activated.

NAM HA sT AE PA AV SKILLS & TRAITS GP TO INDUCE
Grak 5 4+ 10+ Bone Head, Kick Team-mate, Loner (4+), 250,000
-HIE_‘I._., Blow {+1). Thick Skull

Crumbleberry 5 2 3+ 6+ 7+ Dodge, Loner (4+), Right Stuff, Stunty, Sure Hands

Plays for: Any team |
Special rules: Two for One: Grak and Crumbleberry must be hired as a pair and count as two Star Players. However,

if either Grak or Crumbleberry is removed from play due to suffering a KO'd or Casualty! result on the
Injury table, the other replaces the Loner (4+) trait with the Loner (2+) trait.

H
[
P
.-
=
B

Gretchen Wachter 7 3 24 - 8+ Disturbing Presence, Dodge, Foul Appearance, 260,000
‘The Blood Bowl Jump Up, Loner {(4+), No Hands, Regeneration,

Widow' Shadowing, Side Step

Plays for: Any team with the 'Sylvanian Spotlight’ special rule.

Special rules: Incorporeal: Once per game, after making an Agility test to dodge, Gretchen may choose to modity
the dice roll by adding her Strength characteristic to it.

NAME MA ST AG PA AV SKILLS & TRAITS GP TO INDUCE
Griff Oberwald 7 4 2+ 3+ 9+ Block, Dodge, Fend, Loner (3+), Sprint, Sure Feet 280,000
Plays for: Any team with either the ‘Halfling Thimble Cup’ or 'Old World Classic® special rules.

Special rules: Consummate Professional: Once per game, Griff may re-roll one dice that was rolled either as a
single dice roll, as part of a multiple dice roll or as part of a dice pool (this cannot be a dice that was
rolled as part of an Armour, Injury or Casualty roll).

X S X

MA ST AG PA Ay GOLD PIECES

Grim lronjaw D 4735 q
+ Block, Dattras TO INDUCE
Plays for Any team with eith Thick Skull i S S AR
: WILN either the ‘Halfling T '

et € Thimble Cup', '0id World Classie’ or ‘Worlds Edge Superieague’

Special rules: Slayer: Once per game, when an opposition
Player with a Strength 13
H“ﬂtl‘:m asﬂti: o & :::?iﬁ:iinmmhﬂ
modifier to either the Armour roll of Injury roll, This modifier be 5
: may be applied after the roll has bean
NAME MA ST AG PA AV SKILLS & TRA ~
‘ ITS

Hakflem Skuttlespike 9 3 24+ 3+ g4+ Dodge, Extra Arms. Loner (4+), Prehensile Tail, - IEE

- e Two Heads
Plays for: ny team with either the ‘Favoured Of ' or ‘Underworld Challen
; _ ge ial rules.
Special rules: Tmzﬂﬁue per game, if a team-mate in an mmmﬁmshmﬂu
:F:Lwt‘m Hakflem is activated, that mmmmmunmmmmm -
possession of the ball. No Tumover is caused as 2 result of using this special rule.
NAME MA ST AG PA AV SKILLS & TRAITS
Helmut Wulf 6 3 3+ - 94 Chainsaw, Loner (4+). Pro, Secret Weapon, 140,000
Stand Firm

PR for Ayt
‘Special rules: Old Pro: Once per game, Helmut may use his Pro skill to re-roll a single dice rolled a5 pan of an

_Armour roll. {
NAME MA ST AG PA AV SKILLS & TRAITS GP TO INDUCE
Karla Von Kill 6 4 3+ 4+ 9+ Block, Dauntless, Dodge, Jump Up, Loner (4+) 210,000
Plays for: Any team with either the ‘Halfling Thimble Cup’, ‘Lustrian Superleague’ or ‘Old World Classic' special
rules.

:sl;uﬂdnﬁs. Imwwmmmm@mﬂsmmhﬂmﬂﬁw r3
s _increase her Strength characteristic to double that of the nominated target of her Block action.
MA ST AG PA AV SKILLS & TRAITS GP TO INDUCE

Lord Borak 5 5B 3+ 5+ 10+ Block, Dirty Player (+2), Loner (4+), Mighty Blow 260,000
the Despoiler (+1), Sneaky Git
Plays for: Any team with the ‘Favoured of..." special rule.
secial rules: M#ﬂmﬂmmmmmmmmMMHhﬁﬂdh
-mwmrummmmmmmﬂumumummmmmmt
~ However, if Lord Borak is removed from play before this re-roll is used, it is lost. ; o) _‘;




STAR PLAYERS GOLD PIECES

L
MA ST AG_PA_AV SKILLE & e -y 220,000"
. o - e L Black LOner (4 4 :I. '-'-'H-" | AT 3 :
Mighty Zug $REE A 10 + Hock, R YO0 ic’
Plays for: Any team with either the "Halfling Thimble Cup’ Lustrian Superleague’ or ‘Old World Classic
special rules position player is Knocked Down as the result of a Block

Special rules: Crushing Blow: Once per game, when an op
action performed by Zug, you may apply an a
may be applied after the roll has been made.
MA ST AG PA AV SKILLS & TRAITS - .
Morg ‘'n° Thorg 6 6 3+ 4+ 11+ Block, Loner (4+), Mighty Blow (+2), Thick Skull,

dditional + 1 modifier to the Armour roll. This modifier

340,000
Throw Team-mate

Anv team excepl those that have the Sﬁ'lh'ﬂf'li-ﬂﬂ S[J'::'[“Ehr 5[],3.:43_[ rule.

Plays for: | |
F ils the Passing Ability test when making a Pass action or a

Special rules: The Ballista: Once per game, if Morg fa
Throw Team-mate action, you may re-roll the D6.

Roxanna Darknail 8 3 1+ 4+ B+ Dodge, Frenzy, Jump Up, Juggernaut, Leap, 270,000
Loner (4 +)
Plays for: Any team with the ‘Elven Kingdoms League special rule.

Special rules: Burst of Speed: Once per game, Roxanna may attempt to Rush three times, rather than the usual
wo. You may declare you are using this special rule after Roxanna has Rushed twice.

NAME MA ST AG PA AV SKILLS & TRAITS GP TO INDUCE

Rumbelow Sheepskin & 3 3+ - B+ Block, Horns, Juggernaut, Loner (4+), No Hands, 170,000
Tackle, Thick Skull
Plays for: Any team with either the ‘Halfling Thimble Cup’, 'Old World Classic’ or "Worlds Edge Superleague®

SPecial rules.
Special rules: Ram: Once per game, when an opposition player is Knocked Down as the result of a Block action
performed by Rumbelow, you may apply an additional +1 modifier to either the Armour roll or
Injury roll. This modifier may be applied after the roll has been made,
NAME MA ST AG PA AV SKILLS & TRAITS GP TO INDUCE
Skrull Halfheight 6 3 4+ 4+ 9+ Accurate, Loner (4+), Nerves of Steel, Pass, 150,000
Regeneration, Sure Hands, Thick Skull
Plays for: Any teamn with either the ‘Sylvanian Spotlight’ or *Worlds Edge Superleague’ special rules.
Special rules: Strong Passing Game: Once per game, after making a Passing Ability test to perform a Pass agtic
Skrull may choose to modify the dice roll by adding his Strength characteristic to it. |
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ROXANNA DAR
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STAR PLAYERS

GOLD PIECES

AG PA AV SKILLs & TRAITS T0
INDUCE

AN - [ S T
pEaEC e T :+ e Loner (4+); Mighty Blow (+1), Tackle 340,00
" g“:{c“';:ﬂu Loner (4+), Nerves of E'teame sk
afe ' ;
Plays for: Any team with the ‘Elven Kingdoms Lea:[::' : 4 ,::ndﬁ
Special rules: T‘-'"-““’"q-‘-""mgﬂ‘!fm?&.wﬁ-mﬁ:ﬁ';!?z, ¥ i
either Lucien or Valen i removed from play due o st .25 040 St Play
table, the other replaces the Loner (4 ifg"ﬁ":‘ o Layalty

Lucien Swift
Valen Swift

.'E*-_',i_'. A X g
AV SKILLS & TRAITS
S 3+ 5+ 10+ Block, Jump Up, Loner

b

Varag Ghoul-Chewer

(4+), Mighty Blow (+1),

Thick Skull
Plays for: Any team with either the ‘Badlands Braw|' of ‘Underworl
4 I e R ———— o b _ d[: i
‘Special rules: Crushing Blow Once per gaine, whenan Gpposton paer & Ky o
:r i o tion. - . -I-. S M e e A B S

i

I..?-" -.-.'!I. ) Lt '-=.ﬁ"' a.'w_ .- i

wﬂ}m‘mﬁl __ -_..li.l -. e

AG P ILLS & TRAITS
Grombrindal, 5 3 3+ 4+ 10+ Block, Dauntless, Loner (4+), Mighty Blow (+1}, 210.000

the White Dwarf stand Firm, Thick Skull
Plays for: Any team with either the ‘Halfling Thimble Cup’, ‘Lustrian Sy 4
. perleague’, 'Old World :
‘Worlds Edge Superleague’ special rules. = e S
ST Ty Pe [ T r_ hite Bﬁ_ et e e | =g i = - £ AT | Pl s BN Bt Lo gty WL EECRL
E o g g’ > ! 1 .: =iz} ..;' I. I.:”.II-' "_"‘ i 4 e _. -..--.'. % s .- '-- 1 % ; ; - . _T% . : -r:
NAME MA ST AG PA AV SKILLS & TRAITS ~ GP TO INDUCE

Willow Rosebark 9 4 3+ B+ 9+ Dauntless, Loner (4+), Side Step, Thick Skull 150,000
Plays for: Any team with the ‘Elven Kingdoms League' special rule.
Special rules: Indomitab i

k‘.‘LF.- F:I e

- a _.r.-_.:-

xjes = s e, . - [ — i — g
ver game, when Willow siccessfull rols to use her Dauntless ski
i iz Tije™ 1 gt Bl r = e = "

r_ll-

i e her Strength characteristic to double that of the nominated target of

MA ST AG PA AV SKILLS & TRAITS e GP TO INDUC
5 5 4+ 5+ 10+ Disturbing Presence, Juggernaut, Loner (4+), Mighty 230,000
Blow (+1}, Prehensile Tail, Regeneration, Sure Feet

Zolcath the Zoat

Plays for:  Any team with either the

Special rules:




