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Just like any sport, Blood Bowl evolves as time goes
cn. Not only do we find increasingly .sophisticated
tactics in use on the field, but p!ayers and Coachas’
have been developing new ways in which the game can__

collected togeh er and made official pans of the game1
of Blced Bowll

So, vhat can you expect to find in this expansmn ;
volume for the cdeadly sport of Blocd Bowl? Well, thara
are some naw rules for tackles, jumping over prong "~
players, pushing opponents, stripping the football, ~~- -

forcing dice rerolls and fouling opponents, a change or :
two in the throwing rules, and the full NAF rules. 1 e

Plus, we've got rules for new players and characters:

Kickers, Cheerleaders, Fans and even Refereesi"And--- -~ -
now your players can carry magic with them onto the

pitch in the form of beth spells and enchanted gear.

The seccnd part of this book features the {full campaign__

rules, showing how to set up an official campaign team, “—:-
how to use dirty tricks to hamstring a team before they -~ =
take the pitch, and a whole Dug-Out full of other ideas
for.setting up a Blood Bowl lzagus. So, Coach, sit ..

dirtier, even sneakier, even more disgustingly vicious'. h
and mean — yep, how to win the Blood Bowil |

DICE CODES :
Throughout The Blood Bowl Companion the humble 6 sided dice is =
relered to as a BS. Il he "D’ is prefixed by a number, roll that many dice ;
and add them together. For example, rof 206 means rcl two G-sadsd
dice and add the scores together.

There is one more cice code, the D66. Assuming you don't have a 66
sided dice (not many people do), you need 1o use two 6-sided dice. Rold

getascore frem 1 10 65 (eg 2 then 3 = 23; 4 then 5 = 45).
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_NEW GAME RULES =~

Ths game of Blood Bowl is constantly devaloping from .

day to day. The NAF managemant spands almost all of
its time trying to keep records of the altarmativa versicns
played throughout the globe. Battsrias of lawyers are
retained to codify each rule in print and, later, to

translate them back into something thai a playsr can

undarstand.

The rules presented below are optional. Bath Coaches
must agree to use them befare the game starts. The
rules presented here take prscedenca over earlier
varsions published in White Dwarf, Games Workshop's
monthly magazine, and Blood EBowl Star Play&'s. the
companion volume 1o this book.

s not a bad idea to try out each rule cne game at a
time to allow yourself to have chance to see how each
modification affects the gama.

Alternatively, you cguldleap,.nght in and use all of the
new rules at once:-FThis route will more than likaly
confuse you at first, untl you warm up and gst the hang
cf it. Of course, this means that you'll probably end up
feeling just like any other-player on the Blood Bowl
pitch: after a while, specific rules don't ssem to matier
all that much. Pounding your opponent into the dirt is
what you're there for! y

%le'i‘;@\\.(ifz @2 PR TRV dvf YU e

STANDING PLAYERS UP

‘; -W_a\ o9
- TACKLES

The arginal rules for tackies and tackle Zones make lite
dificult for the mere egila players who should be able to
codge past the opponsnt’'s #nes rather than having to
plough thair way through. The following rulss allow for a
mors faithful repfoducnon of these playets skills on the

. Blood Bowl pitch.

Tackle Zones

- 'if a player moves from a square in an opponent's tackle

zcne to another square in the same player’s tackle
zons, his opponant is allcwsd to claim g tackle. The
tackla is resclved using the normal Blood Bowl rules.
aoving from one opponent’s tackle zonse to a diffsrant
opponent’s tackle zone dees not permit a playar to take
achotata tadde

Injurles From Tackles

A player is less likely to recaive an injury during a tackle
than when he is being blocked. To represent this,
increass a player's AV by +1 when making an armour
roil after a tackle.

LEAPING OVER PRONE PLAYERS

Because players are bacoming more aware of how and
where to smash people so as to do the most damags to
them, the average tima an opponent is face downirthe
ground after having been knocked ovar has been nsarly
doubled! This is also due to the fact that technological
innovations in the armour industry just haven't been
able to keep up with the players’ seemingly boundless
savagery.

To reflect this phenomenon, prone playAers may only ba
turned face-up or stood up at the start of their own
Team Turn and not during their oppanent’s turn.

Many teams play Blood Bowl in exactly the same way
they would wage a small war, and the body count is
pratty much the samas.. lt's 7ot uncommon for nearly half
the players on the pitch at any one timse to be flat on
their facss.

Such carage makes it very difficult for players who are
trying to score a Tcuchdown to make their way down the
fisld. This rule allows players to leap over the bodies
littering the pitch, instaad of having to run around them.

Any player may attempt to leap over a prone player in
an adjacent square. Making a !sap costs a player 3
squares of his normal movement. A player with MA of 4
could move 1-sguare and then leap or he could leap

- and then move 1 square.
" Move the player to any square adjacent to the prone

player and roll 2D6. Acdd the player's AG 1o this rcll, and
sustrac! -1 for each opposing tackle zone on the square
the player is leaping from. Then ook up the result on
the Lezping Tabis.

~eaping Table
2086 Resui#t
6orless | Oocoops! The player falls over in the
square he's leaping from. He must make
an armceur roll to avoid injury.
7-¢ Crash! The player falls over in the

! sguare he's leaping to. He must make
i 2n armour rell to avoid injury. :
ors | Pertect! The player lands well and can
. carry on moving if he has not already
ccmpieled his move.
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SHOULDER CHARGES

Many of the more exparienced Blood Bowl! players,
especially the largest, simply charge through their
opponents rather than run around them. A player
making a ‘shoulder charge is allowed to block an
opponent and then, it he's knocked his opponant over
and remains standing himself, continue on with his
move ncrmally, rather than being forced to stop.

When making‘a' shoulder charge, the attacker's.ST. is -

reduced by -1. The player may still only make one tlcck
per turn, but he may make it at any point in his move.

The shoulder charge 'must be resolved immediately. The
attacking player can only continue his move if the bleck
knocks over his opponent. He has to stop if the result is
Nothing Happens or if he himseif is knocked over.

Example of a Shoulder Charge

An Oldheim Ogre player with the ball is steaming upfield
against the Middenheim Marauders. Normally, if he
wished to block the Human player two paces in front of
him, his move wou!d end there. However, since his ST
of 7 should be plenty to dea! with the defender anyway,
he elects to shoulder charge.

The dice are roiled and total vp 7. The Ogre's
formidable ST of (7-1=) 6 is added. anc the Human's ST
of 3 is subtracted for a net result of 13. The shcuicer
cnarge s succassfui, and ihe Ogie M1y now conlinue
on with the rest of his move

... MULTIPLE BLOCKS .
AND SHOULDER CHARGES

With their huge strength and tremendous bulk, --
. creatures like Ogres and Treemen are perfectly capable

of making overwhelming, sweeping attacks that bring
cdown a handful of opponents at once. This rule caters to
those players.

A player can make a mutltiple block or multiple shoulder

-charge, zs long bath of the fallowing conditions apply. -

1. All of the opponents are adjacent to at least one
other player in the group being blocked.

2. All of the opponents are adjacent to the player- -
making the block. : ; .

Players dodging the attack (ses below) are not included

Coly

in the group being blocked.

For a multiple ‘block, simply add-all of the intended

victims' STs together before comparing them with the

blecking piayer's ST, just like you would for a normal. .

bleck.

For a multiple shoulder charge, add up the opponents’
STs, iust as fer a multiple block, and subtract -1 from the

atacker's ST before comparing the two numbers. -

Orly one roll is made on the Multiple Block Table for
zither type of attack. Each player is subjeci to the same

resu't &3 his teammates. Any player that is knocked
cver must makga an armouvr roll to avoid injury.




NEW GAME RULES
Multiple Blocik T'=b'

208 Result 4
4 orless Anacker {s) kno\.ked over. :
' §-7  iStand o*f-—ncmng hapoens.
8 All the players are knoc?ed over.
‘gormara | Dafender{sjkieciadovan |

Example of a Multiple Block

The Ogre in our previous exémp!e finds two Marauders
in his way at the start of his naxt turn. He decides to
block them both. His ST of 7 comparas with thsir STs of
3 and 4.

The dice are rolled, for a result of 11. Adding 7 and
subtracting (3+4=) 7 gives a nst total oi 11. Both the
defenders are knocked overl

Since the Ogre is still holding the ball, it looks like he’s

. on his way for a Touchdown. However, ha won't maka it
this turn. Since he made a muitiple block and not a
multiple shoulder charge, his movemant fcr this turn has
ended.

GANGING UP

Example of Ganging Up -

The Cgre is almost at the Marauders' End Zonse, and
the Humans hava just one last chanca to stop him. Two
Human Biitzers (each with ST 4 ) and a Thrower (ST 3)
attempt to gang up and bring him down.

A fourth Human cannot take part, since he is unable to
reach a position frcm where ha can make a block. A
fifth Human player is also unable to take part, as heis in
anothar Ogra's tackle zone.

The combinqd ST of the Human gang is 11, against the
Ogre’s 7. Th3 dics are rollad for a total of 8. Modified for
ST, 1ha"s a nst 12, and the Cgre gees down, the ball
scattering from his square. Looks like the Marauders
are still in tha gams!

S L A

THE PUSH

This rule allows a playar to push an opponent instead of
making a block or a shoulder charge. A push is worked
out in the same way as a block, but the result is looked
up on the Push Table rather than the Block Table.

Bringing down a Large Monster generally requires
considerable effort beyond tha capabilities cf maost
" individual ptayers. To be sure of knocking a large
cpponent over, a Coach must citen direct a group of
players to make a co-ordinated attack against ihe
creature. This rule allows twc or mors players to gang
up on a single opponent to make a block (butl nct a
shoulder charge).

To gang up cn a member of the opposition, move one cf
your players into a position in which he could maka a
normal block, and declare that he is going to gang up
on the cpponent. Then move the cther players wne are
ganging up into position.

Each player must be eligible to make a normal tlc

he is to be included in the gang. A player cant gang up
on an opponent if he is in a difierent cpponent’s .ad{!e
zone, but he can still make a normal block.

Add tcgether the STs of the players who are ganging up
before comparing them with the opponent’s ST. One rcll

is then made on the Multiple Block Tabls. Each playsris

subject to the same result as his teammates. Ali players
knocked cver must make an armcur icli to avoid injuty.

Push Tabla
206 Hesult.  voviEian
2orless | Atiacker is stunnad.
2-4 Atrackar is knockad over.
5-7 Stand off — nothing happens. |
8 Baoth players are knocked ovar.
g9-13 Defender is pushed back. ,
12 or mors | Usfandsr ia pushad back and xnocked
over.

Apushed defendsr is moved cne square away frcm the
attacking playsr by the winning Coach. The defender
can be moved to any adjacent square that is
unoccupied. If there ars no unoccupied squares
available, the cdefender is knocked down in his criginal
square.

The attacker must then, if he can, move into the square
ongmal v o"‘upxod by the defender. Advancing in this
way is a free move: it does not use up any of the
player's MA, and cppcnents may not claim a tackle.
Large Monstaers who advance must move part of their
bzse into the defendar’s criginal square.

There i3 no such thing as a shoulder charge push so a
player cannot make a push and then continue
mcvemant.

, ic make a multiple push, using
sles f-.' a multiple biock but rciling on the Push

ch incteac cf the A_7icle Block Table. If the player
succeeds in pushing ris cpponents back, he can
advance Into any cne <t the squares the defenders
crigingh :

Sim:is ke o L,’J tc make a push, but only
5 zang may advance into the
& =, T2 c'*oed in pushing him back.

Srmal\quies for CzZnging up. but roll

1
2 tho My '."‘QEO(.-' able

i
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it Don't Get Any Easler...

Morg'th Nhithvog, the Chaos AlFStars Star Biccker and capiain,
made a rare fumble against the Scarcrag Sniveders wiule jumping
over a heap of fallen players near the Snivelsrs' End Zcne. By
the tme Nhthrog reached his take-olf poinl, the pe cf bodies had
-1 prown five desp, and even he coukinl l2ap over them &ll. Desgile
71 dropping the bad, he consaoled himsell by landing on the only
remaining Snivedse, and a Touchdown was duly scored!

Example of Pushing

The Darkside Cowboys have the ball, a merse arm’s
length from the Greenfield Grasshuggess’ End Zons,
whera a string of desperate Halfling Linemsn are trying
to halt their drive. Since Lineman Elijah Doom is up
there with Star Blitzer Hubris Rakarth, the Cowboys
alect to push their way into tha End Zons.

Doom tries a multiple push against two Hugger Linemen
standing between him and the End Zone. If successiul,
the Elf could move into one Hugger’'s sguare, leaving
the other square vacant for Rakarth to stroll into. The
Coach rolls 4. This works out to a nst 3 (4 plus Docm's
ST of 3, minus the two Halflings’ comkined ST of 4).
The shamefaced Doom is knocked over.

Rakarth will have to try and push his own way through.
He rushes forward, and pushes against 2 Grasshugger.
The Coach rolls 7, the net result is 9, and the Halfling is
pushed back. Rakarth takes over the square his target
vacated, and that's a Touchdown!

DODGING

With valuable players constantly risking injury every
time they step cnto the pitch, it was only a matter of
time before Coaches started advising them to dodge
overwhalming attacks. In other words, to get themselves
out cf the way whan they saw trouble coming. In socms
cases, discration truly is the better part of valour. After
all, weuld you want to take on a charging Minotaur? . - .

Any standing player can try to dodge an attack made ~ .~
during the opposition’s turn. The decision to dodgs must

be mads befcre the dice are rolled for the attack. Prone . -

players can't dodge anything: it's awfully hard to " ==

gracsiully avoid a juggernaut- like block while rollmg
around cn tha ground in a full suit of armour.

Ccdging a tackle is already taken into account in the

standard taciling rules and the Dodge skill (see Blood -
Bovl Star Players). it's always been assumed that a

playar trymg to run past potential tacklers is trymg ta 'ff

avoid taing tacklad.

Dodging a Block

When a player has a block made against him, he can try
tc dcdge it instead of bearing down and taking his
opponant head on.

Compare the attacker's AG to the defender's AG to find

the madifier for the Dodge Table. If the attacker has the

higher AG, ‘add the differance between the two AGs to

the dics roll. If the defender’s AG is higher, subtract the

differenca between the AGs from the roll. Then roll on

the Dodge Table instead of the Bilock Table and apply
the resuit.
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Dodge Table
7 or less _D_efander decges the attack. N
8-11 7 | Defandet I hiwe¥sd oy

12 or more | Defender is stunned.

Ccdging a Shoulder Charge

Dodging a shoulder charge is.just like dedging a tiock,
excspt that the dodger gets to subtract -1 from nis dics
rell on the Dodge Tabls in addition to any other
modifiers. No matter what the result of the dedgs, the
player making the shouldar charge can then continus
his move, just as if he had knocked the defendar over.

Dedging a Multiple Bleck
It's even possible to dodge a multiple bleck. Each

" dodger simply dodges the block normally, subtracting

and additional -1 from his cice roll on the Dodge Table
for every teammate involved in the multipla block. Apply
the results immediately.

Then take care of the muttiple block normally, sxcapt
that any player who tried to dodge the attaci is not
involved in it at all. if all of the defendars opt to dodge,
den't bother rolling for the attack. Just take cara cf each
of the dodgss, one by one.

Note that a dodger can be knocked ovar, even if the
attack misses the rest of his teammates. This is
bscause while he's trying to avoid the attacker the
dodger can still be accidentally knocked over by ona of
his teammates!

Dodging a Push

A defender can also try to dodge a push If he does,
don't roll on the Push Table or the Dodge Table.
Instead, the defender is automalica!ly pushad back.
Surs, he gets knocked around a bit, but at least he's not
eating turf.

e FACTS ETERET TR
Tha World's Worst Tackle

In a game two seasons past, § ol Khain's Killers tried o bring
down Elthesn Eagle Star Thrower Valen Swift onca and for ai. As
Khan's men piled in on the seemingly helpless caplan, a stunned
Eilheim crowd held its preath. Long moments passad as the
Relerees pulled apart the bodies, tut when the dust cleared, the
Ell was the only player to remain standing. Swilt prolasts o th's
cay that rumours thal it was only a projection of kim ara unirua.
This abysmal performance beals the previous record set m 2423
when a Treeman carried live Stuntad Stovtie!cws tha length ¢t
9 pitch to score a winning Touchdown.

The Most Dovastating Block Ever

Reputedly, in the eady days of Blood Bowl, when cpposing teams
were just hard 1o find, Mad Bull Chainsgleen toox on e Fhoenx
Snolings single-handed in an exhitivon maich. Tire pame lasted
an enutre hventy seconds. With a s:agie biow, Mad Bod swaned d!
11 0l the Snod:ings' first team off ¢t the p:ch and :no the Dug-Cut.
<'ing their resorves as well

"2 Phoenix Coach, who had tewn !.a:rg unde. n
5500 NIy vownd thal s team wou!d 58 agan Th2y cGhi

Dodging a ¥Muitipla Push h

Whan codging a multiple push, all dodgers arae
immadiately pushed back and are not taken into
account at all when tha attack is resolved. If all of the
defandars-try to dodge, don't bother rolling for the
attack. Just p.xsh each dedger into an adjacem square,
one at a tima

Dodging Cpponents Ganging Up

Dodging a gang up is pessible, although it's unlikely that
any tut the most agile of players will pull jt off. Add up
all of the aftackers’ AGs and compare that total to the
defander's AG. if the attackers have a higher total AG,
add the difference to the roll on the Dodge Table. I the
dsfender has a higher AG, subtract the difference from
the roll on the Dodge Tabke.

Dodgmg and the Dodge and Block Skilis

The Dodgs and Block skills (see Blood Bowl Star
Players) can have an effect on dodging a block.

If the blocking player has the Block skill at a higher leval
than his oppenent, the dodger adds +1 to his dice roll on
the Dodge Table. If the dodger has a higher Dodge skill
lavei than his opponent’s Block skill, he subtracts -1
from his dice roll on the Dodge Table.

In tha.case of multiple blocks or gang ups, add together
all of the skill levels on each side before ccmparing
them. Thess modifiers are in addition to any othars.

- STRIPPING THE FOOTBALL

—~¥here are.a few. Blood Bowl players who actually

remember that they're aftar the ball whan they scuffle
with an opponent that’s carrying it. Admittedly, though,
there aren’'t manyl Players can now try to strip the ball
(ie steal it) from an opponent in an adjacant square
instead of making a block against him.

Beth Coaches roll 2D6 and add their players’ STs. The
playar attempting to strip the ball adds his Strip Ball
lavel, if he has the skill, and the player holding the bzll
adds his Sure Hands lavel if he has the skill (see Blood
Bowi Star Players).

#theplayer trying to grab the ball beats his cpponent’s
score by 3 or more points, he gets the ball. If he beats
his opponent’s score by 1 or 2 points, he forces the ball
to be dropped, scattering 1 square. Any other result
allows the player with the ball to hang on to it.

THROWING THE BALL

Nermally, throwing the football ends a team’s turn. Now,
a team’s turn can continue after the ball is thrown,
uniess the pass is missad or intercepted. This allows a
player o throw the ball to another player who has not
yet moved and (as long as he catches the ball) for that
player o then take his move.

The bal! may be threwn at any time during the team’s

turn. If the oell is missed or intercepted, the team’s turn
enas immec! 5.31,' % iz caught, however, the team can
carry on with sty

Hola inzt t=e bail can 3! cnly be thrown onco per turn

i
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INTERCEPTIONS

When a player throws the football, various things can go
wrong: the throw may be slightly off target or the
intended recsiver might drop it (these are handled in the
normal rules by the Missed result); the throwar.may .
fumble the throw or completely misthrow the ball; or, of
course, the throw could be intercepted. To find out what
actually happens, use the following rules whenever an
Interception resutt is rolled on the Throwing Table.

First of all, find out if the ball was fumbled, intercepted
or misthrown. Roll 2 D6 on the Intsrcepton Table.

Interception Table i
D6 Result -
1 Fumble
2 Misthrow =
3-6 Interception

Fumble: The player throwing the bail has
scatters once from his square.

s dropped it. It

Misthrow: The ball hits the target square and scatiers.
However, it scatters much farther than normal. Move the
ball 3 squares in the direction indicated focr -a Quick or
Short Pass, 4 squares for a Long Pass, and 5 squares
for a Long Bomb.

Interception: An interception of a Quick or Short Pass
is determined normally.

On a Long Pass, any opponent adiacent 1o the player
throwing the ball or within 2 squares c! the target
sguare is eligible to catch the bail.

On a Long Bomb. any opponent adjzce-! 10 the playe
‘hrowing the bail or within 2 squares of the targe!
square 1s eiigible 1o catcn the call.

NEW GAME RULES
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Example of an Interception =

Soaren nghtower of the Elfheim Eagles is aﬂemptmg a-
Long Bomb to Highelm Lyrpadre, who is waiting in the'
Dwarf Giants' End Zone. Hightower’s TS is 43, .~
_ Lyrpadre’s -CL+2,.and there's a -2 modifier for two e n
- Dwarfs’ tackie zones affecting Hightower. 5

The Coach rolls 2D6 on the Throwing Table — disaster!
A roll of 2 gives a net result of (2+3+2-2=) 5. an
Interception. The Coach rolls a D& on the Interception
Table and gets a 2: a Mlsthrow Hightower is kicking
himself for this one!

The Coach rolls for scatter, and the ball disappéars out
of the back of the End Zone. Fortunately, the crowd will
toss this back in, and Lyrpadre might still get his

Touchdown, unless the Giants get him first!

“Had the-resutt -of the ‘second toll been an lnterceptlon
only the Dwarfs adjacent to Hightower or within 3
squares of Lyrpadre would have been eligible to
intercept the pass.

A Sticky Situation

Darx Renegade Star Catcher Pinespite Venges mutation made
him cne ol the most sought-atier receivers in the 24€5-86 season.
H.s arms excrete a sticky substance which makes certam that
once h2 kas the ball, k2 never lets go. By the end of the gamae,
ha's cfien carrying round a kot of pigskis. His record 1s ruineteen
pais m an atancened game against the Crusaders in 2485.

Unreriunalely, iaie in tho season Venge was he vichm of a Lustra
3a€r5 jang up. His arms stuck 1o his oppcnents’ skin and
z actler ;o Alibough he was eventually tramgied to death,
=2 vell mary & Crozaer croaked with bim
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KICKERS

One of the greatest innovations in Blcod Bowl has tceen
the development of a complstaly new speclalist piayer
— the Kickar.

At first, kicking was attempted on(y by justifiably
fightened players on the weaker teams in the lsague.
When under pressure, d cowardly playar would simply

" boct the ball as hard as he could down ths fisld, drop to

his knees and cowar pitifully as he was overwhalmed by
a rampaging horde of bloodthirsty opponents.

As this manoeuvre couldn't strictly be termsd thiowing
the ball aimlessly away, the MAF officlals decided to
allow it, even thcugh on the surfaca it appeared to
contravene the rules for Intentional Grounding (ie
throwing the ball aimiassly downfisld to avoid turning @t
over to the athar team deep in your own half of the
fiald). This turned things into a whole nsw ballgame.

Many Throwaers quickly grew dseply attached to tha
idea of kicking the ball away and hiding. Within a matter
of weeks the number of these incidents had escalated
and the ball was being kicked away at the slightest

sanse of danger. The life expsctancy of Blocd Bowi. .-

Throwers soared.

Then, Coach Helmut Zwimmer of the Rsikland Reavers
came up with the idea of kicking the ball oft to the other
team as a rather dramatic way of beginning the game,
and so the Kick-Off was born.

The idea of voluntarily surrendering the ball to an

oppanent galled many players until it was pointad cut o
them that what they were actually doing was gettingthe ™

ball almost all the way down the field whars they could
then trample tha ball holder, snatch the ball from his
mangled hands and waltz into the End Zons for a
Touchdown.

By the start of this latest season, most teams nave
signed up at least a couple of Kickers: playsrs whoss
sole role in the match is to kick the ball away. The
ramifications this exciting new development holds fcr
the game remain to be fully felt, but you can bs sure
that Blood Bowl will never be the same again!

Who nvented Kicking? At inns and tavems acrcss the Oid Weid,
the subject is endlessly debated. Almost every team has ils
damant, including some that are a litle, um, Lnikely.

For example, the Orcland Raiders claim that their players have
been kicking opponents for years and have cccasicnally hit e
bail by accxdent. The Chaos All-Stars have records that show they
had a Thrower who had four kegs and no arms. And 50 it go2s.

However, there is no doubt that the first recognisec speciairst
Kicker was the Dwarl Warhammerer Ivan Gemspiillar, whose
ammour was buill around a sieam engine mounted cn his back,
and several pistons on his legs. Reguiarly averaging 250 paces a
kck (the Warhammerers arenl that nicrested i wiicre th2 5aii
encs up). Gemsplitier was fired alter xicring his own cerch n
*ustraton dunng a homre game agairst the I .a/t Gianis and

dunadung live of his teammales inie the stanas

USING KICKERS
Each Coach should check the Kickers Table to ses if his

team [s allowed to fieid Kickers. lf so, a Coach may .

includs up to tao Kicksrs in his team simply by noting
down tha players’ pesitions on his team’s Campaign
Roster. Each Kicker replaces one of the team'’s

e e b
0

A player whose racs is not listed on this table cannot
taailicker.

B

THE KICK-OFF

In many Blood Bowi lsaguses (the NAF in particular), a
game is begun by having the Defensive Team kick the
ball to the Cffensive Team, rather than just having the
two teams line up tce-to-tos and fight it out. This

~elaborata and caremenial procadura is called a Kick- |
Off. The following rules replace the standard rules for
Setting Up found in the Biood Bowl! Rulabook.

Toss a coin to see who begins the game as the
Offensive Team. The winner of the coin toss gets to
chcecsse which side his team will be. The Defensive
Team has to kick-off, so their Coach will probably want
at least one of his Kickers on the fisid.

Each Ccach places up to 11 players on the field, putting
any remaining players in-the Reserves box of his Dug-
Out,.2s.usual. The Offensive Team sets up first and puts
their players anywhsre up to the second line on their
half of the pitch.

After the Otftansive Team has set up, the Defensive
Team is put on the field — but only up to the first line of
their half. The {ootball is given to one of the players on
the Defensive Team.

The player on the Defensive Team who is hclding the

all must naw Xick the ball toward the Offensive Team.
The range ruler is not used whan the ball is kicked. The
bal!l may be kicked up to 20 squares away, to any
squazre vrhich is:

1. Between tha opposing team's End Zone and their
seconrd line, and

2. At igast three squares away from the sidelines or
Erd Zora.

layer can add his Leng Kick skill level to the range of

c-CH if he likes, increasing the maximum up range

suares.
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To find out if the kick is accurate (ie lands in the square
the player was aiming for), roll 2D6 and rafer to the
Kicking Table:- :

Kicking Table

Player's Fosition | Roll 2D5. #Kick is Accuraig o

Kicker _Bormore

if the kick is accuratse, placse it in the square it was

" intended to go to. if the kick isn’'t accurats, roll for

scatter to see in which direction the kick is wide cf iis
mark and move the ball three squares in that direction.

At this polint, whether the kick was accurate or-oot, the
ball is still in the air and hasn't actually hit the ground
yet. Any player in the same square as the ball catchss
i. if the ball is in an empty square, one player on the
Offansive Team can move up to his SP to try to catch it.
i a player reaches the square, he catches the ball.

If the kick was inaccurate, roll for scatter again and
movse the ball one square. If there's a player in that
square, he catches the ball. if the ball lands out of
Bounds, the Kick-Off must ba retaken.

i no one has yet caught the ball, it lands in the sguare
it’s in and bounces. To see how many times it does so,
roll 2D6 on the Bounce Table.

Bounce Table

-~ Number of Bouncses

Each time the ball bounces, roll for scatter. For
example, if the ball bounces three times, you would roll
for scatter three times and move the ball one square
each time. If the ball ends up in a square in which thers
is an upright player, that player can pick the ball up
befare it bounces again.

All the players on the Defensive team can now move up

to four squares each. Play then returns to normal,
starting with the Offensive Team's turn.

A Kick-Off is also taken after every Touchdown, just like
at the beginning of the game, with the team that scored
now as the Defensive Team. !

KICKING THE SALL *
DURING NORMAL PLAY

Any player with the ball can kick it 4 to 20 .sguares zt
the end of his Team Turn instead ct throwing it or
handing it off. When counting ths rangs, include the
target square, but not the player's own square. The ball
can be kicked to any squars on the pitch within the
Kicking player's range. A player can add his Leng Kick
skill level to the range of a kick if he likes, making the
maximum range up to 24 squarss

Work out if the kick is accurata by rolling on the Kicking
Table. Suotract -1 from the dice roll if the range s
oelween 11 to 20 squares, and subiract -1 f1om ths cice
ol for sach opponent who
= ayer kicking the tall.

exrnds 3 lackio Zone on ine

A roll of 2 or lass means that tha kick has been fumbled = -
and the ball will scatter cnce from the kicking player's :
square.

1 the kick’s accurate, placa it in the target square. If the
kick isn’t accurate, roll for scatter and move the ball 3

squares in that direction. Any player in thls square .

catches the. ball.

For a kick dunng normal play, the opposing tearn is hot
allowred to mcve a player to catch the ball until its turn
and the players on the kicking team don't get to move

. again until their next turn.comaes around.

When the ball lands, if it’s not caught, roll .oh the'

Bounce Table to see how many times it bounces. Any
player in a square that the ball bounces into can pick it

up before it bounces again.

KICKING OTHER PLAYERS

instead of making a block, a Kicker is allowed to make a
teet attack. Roll 2D6, add the AG of the Kicker, and
subtract the ST or AG of the targst (whichever is the

~highest). Leok-up the 1esuit on the Booting Table.:

Bootlng Table

2086 Hesuft -

Quch! Tha K»cker does h|msetf a nasty
injury. Place him in the Injured box of his
Dug-Out.

3-5 Whoops! The Kicker ends up flat on his
back. .Make-an armour roll to avoid injury.
5-8 Ho Effect. The Kicker's foot glances off
his target's armour.

~2crless

G-10 Bam! The target is knocked over and
I myst. make an armour roll to avoid injury.
‘0%0006" The target is kicked in a rather

vital part of his anatomy. Place him in the
Stunned box of his Dug-Out.

l
|
I r more
|
I

\Wnsn making a boot attack, a roll of 2 belcre
mociication always resulls in the Kicker being injurec.
anc a ro!l o 12 before mocification always rescits 10 the
f‘.'_fwc[ jo =R e stunned.
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REFEREEDS

Stomped on by the players, maligned by the Ccaches
and constantly harangued (or even lynchedl) oy the
Fans, the life of a Blocd Bowl Referse is nsver easy.
But these doughty officials, oftan cne-time Blcod Bowi
players themsslvaes, can't kesp away {rom the mayhem
of the pitch. Evary game, tha faithful Refs show up ‘o
their local stadiums and stoically endure all the knsults
and injuries just to get out there and ba a part ¢f the
game. : :

What is it that keeps thesa focthardy souls returning to
the fisld week after waek? Is it money? it’s trua that
surviving Referees generaily make well cver 500 Gold
Crowns a game. But, than again, the average time
bstween incapacitating injuries of an NAF Raf is a litlle
over two games.

Is it the fame? Most likely, no. Many an infamcus Rel
has had to hastily leave the country after slagping a
cruciai penalty upon the homa tsam, whether it was a
goed call or not!

Almost certainly, it's the chanca to hear the roar of ths
crowd, the snapping of bones and the whimpers for
mercy once again. Aftar all, what else is a retirad Blood
Bowl player qualified for, besides touncing rowdies at
the local tavern or breaking limbs for a collection
agency?

Sure, those alternative occupations have their benefits,
like decent hours, good pay and an opportunity to feel
justified in mauling defenceless victims, but Blood Bowl

offers these old, not-quite-worn-out veterans the same -

things. And, as most Referees will tell you, thers's
nothing quite like making a living — or killing — cn the
pitch of your halcyon youth. i

‘}*ﬁqu"‘ (\: b .
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REFEREE CHARACTERISTICS.

A Referee \or Ref) has the foﬂowmg characteristics,
regardiess of his racs.

3

4

* Thesa charactaristics are naver used by Refs.

NUMBER OF REFEREES . - -
ONTHEPRITCH -

You can have as many Refs on the piich as you want,
provided tha Coaches agree on the number beforahand.
Two is a good number. Four is abgut the practical limit.

PLACING THE REFEREES

After the teams have been placed on the pitch, toth
Coaches roll 2 D6. Tha Coach who rolls the highest
gets to place a Ref on any empty squars. The Coaches
then ailternate placing Refs until they've all been placsd.

if the rolls ara tied, roll again. The winner places the first
Ref, as above, and the loser is given a penalty for Delay
Of Game (see Penalties below). The winner decides
which of the losar's players suffers the panalty.

-Note that ail-of the Hefereses are placed on the pitch at -

the start of the gams. If a Ref gets killed or injured,
there are no additional Refs that can substitute for him.

MOVING A REFEREE

Referees move about at random at the start of the
Offensiva Team Turn. Move each Raf on the fisld one at "~
a time in any ordsr you like, rolling for sach individually.

First, rci! for scatter to determine in which direction the
Ref movas. Than roll on tha Referee Movement Table 10

4ind out hows {ar he movss in that direction.

TG 1 #iia Dpadoe

Felzree Movement Tahle
Aef Moves

1 squars

S 2 squaras

-5 .3 sguares

3 - © i dmgusras

s
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If a Referae’s move would take him off of the pitch or
into a square with the ball, a trap, another Ret, a
downed player or anything slse besides an upright
player, tng Ref stcps in the square adjacent to the thing
tnat's bloeking kis move.

'i his mcve wou!3 take him into a square with an upright
player, the Ref sicps ‘n @ square adjacent 1o the player
i his intencec path and immediately penalises the
ior Ursportsinantke Conduct (see Penaltigs).

o:aver
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DD YOU KNOW_.

The official record for the Most
Players Dismembered by a
Relferee is held by ex-Reaver’s
Bltzer, Max Kneecap” Mitteimann?
Kneecap-refused 1o follow L'a NAF
Referess’ Guideknes ("Never read
‘em, ‘ave 1?%) and dispensed
summary justice on the pitch with
the aild of a pair of pliers, a
branding iron and & chainsaw. (The
latter was only used for Arguing
with he Rei callsj. Kneecap was -
sacked aller three games, but the
NAF was forced to reinstate him
due to ‘pressure from the [ans’.
Kneecap daims, I never frettaned
‘am, wil' mo chainser, honesu™

Jadien

FOULS

A Referee is supposad to spot and penalise players.

who've committed a foul. Unfortunately, when
something nasty happens on the pitch, the Refs are
often looking in the wrong direction and miss the foul
altogether. To make maftters worse, when they do sse a
foul, they sometimes gst the whcle thing backward and
penalise the wrong player!

How to Foul

Despite tha large number of ways in which players can
attack each othar legally, many players-resort to the
time honoured tradition of kicking a maan.when he'’s
down. This is, of course, against all the rules.

A player cannot block or push a prone player in an
adjacent squarse. Instead, he can try to foul him (ie hit

him while he can’t hit back). Declare if the player is’

making a sneaky foul or a blatant foul, and then roll a
D6 on the Foul Table.

Foul Table
D& Snsaky Foui - _ Blatant Foul
1orles Whoops! “Whoops!
2. -+ No Effect ~- No Effect
3 ~ No Effect ~ No Effect
4 . Cooooph! Qoocophl
5 Occooph! Krunch!
& or more Krunchi Krunch!

The die roll is increased by +1, if the attacker nas a
higher ST than his victim, and decrsased by -1 if the
victim's ST is higher.

Whoops! The player attempting the fcul slips and ends
up face down in the dirt. He must make an armour roll
to avoid injury.

No Effect: No effect.

Oocoooph! If the player being fouied is ‘ace-up, piace
him face-cown. He mus! make an armour r2li 10 avsid
injury

Krunch! The olayer beirg touled has teen .1;ured. Rell
on the Injury Table.

Note that the dice roll is-only modified by +1 or -1 and
nct by the difference betwsen the players’ STs. Also, the

Mighty Blow skill (see Blood Bow! Star Players) modifies .

the armour and injury rolls as normal when a player
makes a foul.

Apply the results, then check to sse if a Referes spots

the foul.

Spotting the Foul

Any Referee standing upright on the pitch has a chancs
of spotting the foul. To be able to do so, the Ref has to
have a clear line of sight (LOS) to the fouling player.

Trace a straight line from tha centre of the Ref's square
to the centre of the fouling player's square. If the line
crosses a square containing an upright player, the LOS
is blocked and the Ref doesn't see the foul.

If the Ref has a clear LOS, roll a D6 on the Ref
Alertness Table to see if he was paying attention.

Ref Alertness Table

5 DS ottt AIQ;{{;@” o

o1 | Oops!
2300 0 | Missedthe Call
4 or more Tweeeseet!

| "AZd +1 to the roll ff the foul was blatant.

Oops! Bad calll The fouled player gsts penalised
instead of the player making the foul. Roil on the
Ponalty Table. If the player was injured by the foul, he
suffers the injury or the result from the penalty,
whichever is worsa.

MMissed the Call: Sorry, the Ref wasn't locking in that
direction. What do they pay these guys for, anyway?.

Tweeeeest! The player making the foul gets penalised.
Rzl on the Penalty Table.

DID YOU KNOW...
To put a bit more pep inlo the Chaos Cup. Irom this season
on, tha losing team capltain in each game must presenl

cphy Blecczch!

himseil jo ba eaten — by the Trog!



REFEREES

essescasssm A CT S sosssssess

Even more of the 40 teams in the NAF, as well as daozens of other
teams from around the world, ars swilching to the revolutionary
Astrogranite® suface. Owners, Cocaches and playsrs alke are
just in love with the stuff] (Especizlly the groundskespers, who
now have lttte or nathing to do except watch the players trainl)
Although its manufacturing process is siill a closely guarded
secrel, it's known that Astrogranite is now taing olfered widh
saveral manufacturer’s opons.

This durable, malleable ficoring wonder has changed the gave
isall. No more being buriad beneath a mound of fresh dirt. How
players can bounce each other’s heads colf of the siane-like
swiace instead!

& comes as a bowl capable of being floodsd o a depth of 10 feet,
a9 separate slabs for laying over marshiand, and even with raady-
dug pits. It oiso comes, $hey say, in a chorce of 258 colours and

31 favors, alithough we're not o sure whai they maan by that

PENALTIES

Roll on the Penalty Table whensver a player is
penalised. The iable shows which box ci his Dug-Out
the penalised player is placed in.

Penalty Table

o8 Dug-Out Destination
1-3 | Stunned Box -
4-5 KO'dBox - -
6 Injured Box

Add +1 if the penalty was blatant, and +1 if it was for
Arguing With The Referes.

The player is not, of course, really injured. The box he'’s
. placed in represents the amount of time the Referes
has decided he must spend off the piich. Any playsr
with unusual recovery rules, such as a Dwarf or a
Skeleton, must use the standard recovery rules for the
penalty, not his own special rules.

If you're the kind of Coach who ends up with a lot of his
players sitting on the sicelines due to penalties, it's best

to keep track which players are penalised and which are_

injured on a piace of paper.

ARGUING THE CALL

Any player can argue with the Ref over a call — or
argue with the Ref when there is no call, for that matter.
A player can even argue with a Ref whan the Ref is
face-down in the dirt as the resuit of an earlier
argument!

Actually, there's no chance of getting a Raf to change
ris mind about a bad call, but the glayers still often like
1o argue about it, just to let off steam and, of ccurse, to

oul the Ref out of action so they can perpeirate laier on-
p~ch atrocities without fear of inte’feren:e!
Tz argue with the Ref, a player makes z b'ock, tackle cr

iz against him as if he were a ncrma! player. Appiy the
r2: .45 10 both sides normaliy.

- :~e Ref remains standing, he nnmediitely oralces

e~ At . - - Rd s . T e
== zlayer lor Arquing Waen Tre rRgloree

If thara are any othar Refs on the fisld who have LOS to
the arguing player, check on the Ref Alertness Table for
each one to sese if hie spots the argument. if so, he
immediately penalisss the player. If the player has
already been ponaiised by another Ref, he suffers the
worst of the rasults from the Penalty Table.

e

Knccked Ou‘,r Rets

It a Ref is fa,a-dmm on the pitch, turn him face- up

svhen he woukd normally move. if he's face up when his
turn t0 mocve cgmes around, he stands up and
immedizisiy slaps a penalty on the nearest player, no-
matter which side he's on. Dtca off between players in-
case of a tie.

injured Refs

Refs who are taken out of the game due to arguments
coms back into play in exactly the same way as injured
players. The Coach whose player fouled the Ref places
the injured Ref in his Dug~0ut as a goodwill gesture on
behazf of the team. It’s just the Coach's way of saymg.
“No hard faelings,.eh, Raf?"

DID YOU KNOW...

- Not all ex-Blood Bowlers are
fortunate enough to be able to
continue their career on the pitch
as a Aeleres. Many players have
been permanently incapaditated by
injuries from their playing days and
just can't get by on their meager
pansion. If you see one of these

..-poor.unfortunates on the strae!,

=, -Pleasa give generously.

SPEARING PLAYERS

Spearing is a particularly nasty sort of foul which
involves the fouling playar diving headfirst into a prons
player. A player who has sprinted can spear a prone
player at the end cf his move. The target must be in an
adjacent square.

A.spsar is workad out in the-same way as a blatant foul,

~execept that the-attacker’'s ST is-considered to be cne

higher than normal. Plus, the fouling player is always
placed prons and must make an armour roll to avoid
injury, sven if he is subsequently sent off the pitch by
the Ref. If the spearing player is injured, any penalties
against him are igncrecd and the player is placed in the
box indicated on the Injury Table.

A
aFACTS

cntrary o poputar belief, Ergel 'The Exterminator’ von Evilstein
c:dn'l arvays 52t away w:th lhe gruesome atrocles thatl earned
him a 10la of E24 Flayer Fataimmes in his distinguished career. He
was aclua'ly sent clt ine p:ich in a 2485 game against the Raiders
! — the commander o! a reguiment ¢!
: ihecame!

20, il me chainse: ‘agn’l gol ail




CHEERLEADERS

While most Blood Bowl Fans scream their throats raw at
the first sign of a run for the End Zons and will trash a
stadium if their team loses possession of the ball, there
are a few who are slightly reluctant to cheer their taam
on in a suitably unrestrained manner. [t's the team's
“Cheerleadars’ job to whip thess Fans Into a state of
frenzy and lead the chanting and singing as the crowd'’s
shouts and howis build up into a deafening crescsnda.

These beautiful creatures (by the standards of their
‘race, at least) somersault onto the field every week,
pom poms in hand, to lead the Fans in cheering their
team on to . Why? Bacause they're well paidl A
good group of profassional Cheerleadsrs can actually
have a mare posttive eﬂectcnmegamethanthe rest of
the Fans put togathe:. e :

e A CT S e
Most surface-dwellers can't tell the difference between male and
female Dark Elves, as they're rarely seen walking around in broad
dayfight. Is that why the Darkside Cowboys Cheerleaders, The
Shadows, have been able o win al keast 12 Blood Bowl games in
| theér own right?
‘| A Favorite Shadows Chant

We hate Elves that wear purple. We hate Elves that wear blue.
Wa hate Eives that wear yellow, but Cowboys, we love youl

CHEERING ABILITY

The Cheerleaders' Cheering Ability is based on the
number of Citadel Cheerlaader miniatures each Coach
has, as shown on tha Cheanng Ability Table.

* Add's2 1 tha Chiseriaadars ors pamted

When making a Chant charactaristic check (sea Fans),
add the Cheerleadars' Cheering Ability tc dica roll. v

It’s likely that tha Coach with the fewest Cheerleadsrs is

“not going ‘to want to-use these rules. If there is any

disagreement, toss a coin.

Some Other Team Chants
Nurgle's Rotters:
“They're in pieces, bits and pieces. .. ."
+4Greenfleld Grasshuggars: _
*We're H-U-N-G-R-Y for V-|-C-T-O-R- Yl"

RERCLLS

Several of the naw rules entitle a Coach to a reroll, a
chance to roll the dice again. Rerolls come in two

flavours: player rerolls and team rerolls. Rerolls must.be -

taken immediately after the original roll is made. A roll
may only be rerolled once by each Coach.

PLAYER REROLLS

A Coach may force a rerall of any throw of the dice that
directly affects the player with the reroll. The result cf
the new roll must be accepted in place of the first

unless the other Coach also has a reroll-option; inwhich

casse it could be used to force a sscend and final rercil.

Star Players with the Luck skill (see Blood Bowl Star
Players) and all Veteran Players (see Training) ars
entitled to one player reroll per match per skill level.

Some examples of things that directly affect a plaver
are: blocks or tackles made on cr by the player, any
throws made by or aimed at the piaver. armcur rclis 2nc
any rolls the player has to make on the /njury Table.

Hint: If a Star Player has a rercli, .! is a 2009 icea 0
save il in case of a Dead result on the lyury Tazie

TEAM REROLLS

«:Tezm-rarolls are-used.to reroll.any dice roll made by

either Coach. The result of the new dice roll must be
accepted in place of the first, unless the opposing
Ccach also has a reroll option, in which case it could be
used to force a second and final reroll. Team rerolls can
be usad to force rerolls for bribes, Fan characteristic
chacks, assassination or drugging attempts, Touchdown
passes, eic.

KEEPING TRACK OF REROLLS

On ona of the pull-out sheets at the back of this book,
you'ii find a shest with rercll counters on it. At the start
ol a match, each Coach should take as many of the
?Gc.r“ rercil counters as his team is entitled to and, it he

2s any players on his team that have their cwn rerolis,
l,.— required number of player reroll counrters.

Th2 :‘3yer reroil counters are numbered so that you can

‘2 wrich player each counter appiies 0. The counters
,q)
sre a-scarded as the reroll cptions are used. Rerclis

oo~z Sy saved trom game to game



FANS

Blood Bowl is followed by many tens of thousands of
devoted fanatics in every concsivable region of the
Known World (and elsewhare as well). Thase
connoisseurs of destruction cften joumsy fer and wida
to see their favourite team grind the cppesiticn into the
dust. Stadiums across the glchs trembla as the Fans
jump up and down with wild abandon and scream
themsslves hoarse umging the taams to greater glory.

The activities of the Fans gsnerate a tremendous
atmosphers which can have a sericus eifect on the
match in progress. What playsr could ignore the brutal
majesty of the Chuck, when the largsst Fans prasant
grab hold of the smallest and toss them skyward?

Of course, crowds in general, and Biccd Bowl crowds in
particular, are prone to becoming restless and
frustrated. The Fans might decide to intervena in a
match by mvadlng the pitch and taking their grisvances
to the Ref in person; they might-begin throwing rocks, to
show the Throwers how it should be done; the
unpredictable miscreants have avan bsen known to
change sides, simply because the half-time
refreshments wera better for the other team's Fans.

One memorable occasion when the Fans did swap
sides was the first ever Chacs Cup final. The massed
ranks of the Mortal Remains’ Fans went over to
supparting the Daemonettes of Slaanesh when thay
saw what the Dasmonettes’ Cheerleaders got up to at
half-time. Unfortunately, during a pitch invasion in the
second half of the game, 106 of thesa recantly acquirod
Fans were consigned to everlasting exile in the Chao
Wastes for presuming to ask the Caemonette Captam
for her autograph.

The following rules give details for generating all sorts
Fans, from loud, crude and violent Orc hooligans to the
refined and polite applause of Elven bcosters, as well
as outline the various effects spectators can have on
the match itsalf.

FAN CHARACTERISTICS

Each team’s Fans are defined by three characteristics:
Chant, Hooliganisnt and Loyalty. .

Chant

This represents the Fans' ability to insgire their team to
greater heights of athletic achievamant through
cheering, singing and other exuberant anccuragemsnt.
Scme races are better at this than others, with Elf Fans
taking particular pride in working out new and inspiring
team chants, complete with intricate melodies and
harmonies. Orcs tend to grunt a lot and scream, “'Ere
we go, 'ere we go, 'ere we go. .

One popular way of improving a !eam s Chant is to hire
Cheerlgeaders. In a close match, these prctessional
spirit-raisers can sometimes mzke up the crucia!
cifference between a win and a loss. Besides, they're
iust fun to watch! For more iniormation, see the <ecticH
on Cheerleaders.

‘Loyaity

Hoollganism

Sadly, some Fans look upon a Blood Bowl match as an
opportunity {2 cause as much mayhem and destruction
in the stands as pcssible, rather than just watch it take
piace on the pitch. Luckily, there are usually only a small
numbar cf Fans that tehava in this disgraceful manner.

The most notabla exceptions to this are Orc Fans who
sssm to find it difficult to act in any other way! In fact,
many Orcs feel that socmething should be done about
the small minority of peaceful Fans who turn up for
games just to watch and spoil the fun for everyone else.

Halfings are particularly renowned for being well-
restrained Fans unigss it turns out that the refreshment
stands have run out Haliling focd riots have destroyed
more than cna iil-prepared stadium over the years.

This represents the Fans’ desire to suppert their team
‘through thick -and thin, game after game. Dwarfs, for
instance, are renowned for their loyalty, often travelling
hundreds of leagues to see their teams play.

Loyalty is only rarely affected by a team's performance,

.whether good or bad. How many fights break out and . -. -

the odds on becoming a post-match statistic are far
more important. Even the Lowdown Rats have their
loyal supporters!

GENERATING FAN
CHARACTERISTICS

Before the match starts, work out the characteristics for
your team’s Fans. Rcll a D6 for each characteristic and
refer to the Fz2n Characteristics Table.

Also, check the Fan Racial Modifiers Table to see if the
basic race of ycur team affects any of your Fan
characteristic dice rolls. Note down the resufts on your
Lampaign Roster. (A Campaign Roster is located in the
~ .backof this book. )

ran Cbamcxe: istics Table

D& - Lharactesistic Scora
2 oriass 1

3-4 2

5-6 3
7 ormore 4

Fan Rac!al Modiflers Table

Racs Chant Hooliganism Loyalty
Dark Elf +1 4 -
Dwart : -1 — 42
Eit +2 -1 _
Gobin § - +1 pa
Hailling _— | — i
e ! F | +2 -1
Mixea Rece | Acc +1 10 any one cice ro.l.

Acdd +1 10 any one dics rall.

! Othsr




Example of Generating Fan Characteristics

A Coach is checking the Fans of the Dark Rensgadss,
his Dark Elt team. He rolls a D5 three timss, once for
each of the Fans' characteristics, and gsts 2, 2 and 5.
Because the Dark Renegadas are a Dark Elf team, their
Fans get +1 on both their Chant and Hocliganism rolls,
and -1 on their Loyalty roll.

The Coach therefore adds +1 to toth of the rolls for
Chant and Hooliganism, for a net 3 in both. Referring to
the Fan Table this gives ths Fans a final scors cf 2 in
both charactsristics. Subtracting -1 frem the roll of 5 for
Loyatty, for a net 4, and referring to the Fan Table again,
gives the Fans a Loyalty of 2.

The Dark Rensgades’ Fans’ final characteristics are

Chant 2, Hocliganism 2 and Loyally 2.

The Blggest Gata For An NAF Game was between the Giants of
.| the Tjorwald Titans and the Bilrost Berserkesrs in the Norse
2 riir:;mer Division tide game. It was 38 lsel across and 90 fesl
The Largest Number Of Spectaiors Al A Gamis was 495,000 at
the Chacs AllStars/Champions of Death AFC Semi-Final of 24886.
Because the arena capaaly was just 140,000, this meant many
dead fans just sent their heads in and several mutant Chaos
supporters gralled themselves onto other Ad-Stars fans.

A strange soupy substance that bought a ticket just before Kick-
Off later turned out o be 1,200 Chaolics who had been blasted by
a mage the day before. They tended 1o be neutral. The 190
Halfling cocks at the game became rich OVBfanhI barring 13 who
were eaten and the 45 who died of exhauston!

FANS

CHARACTERISTIC CHECKS

In certain situations outlined bslow, a Coach will be
asked to check a particular characteristic of his team'’s
Fans. To do this, simply roll a D6 and compare it to the
characteristic in question.

f tha dice roll is less than or equal to the characteristic,
the check is passed. Otherwisae, it's failed.

—— e

iE GATE AND THE FAN FACTOR

After you have worked out thae Fans’ characteristics, the
naxt thing to work out before every match is the gate
how many of each team’s Fans acwany tum up at the -
stagium for the match. - -

Rofl a D6, add the Fans’ Loyahy charac:ansnc. and then
rafertothaG:mTabb _

Gate Table

Nots down the number of Fans that turn up at the match .

and tha Fan Factor for each side on a piece of scrap
paper. This is important as the Fans can have a large

_.effect upon the.game.




CHANTING

At the start of the game, each Coach rolls 2D6 and
adds his team’s Fans’ Chant and Fan Factor. The
Coach with the highest scors receives one team rercll
which must be used before the next Touchdown is
scored. A draw means neither team gsts a rercil.

After each Touchdown is scored, both Coaches roll
again for their Fans' chanting, as above. The team in
the lead adds +2 to its dice roll.

CROWD INTERYENTION

if a Coach rolls a 2 before modification whan making an
armour rell, the crowd goes wiid! The Coach must then
roll 2D6 and refar to the Crowd Intervention Taktle.

hbof'r ég«w,}
Crowd Intervention 7abi
2Ds Result
2-3 Switch Sides
45 Leavs Ezrly
6-8 Throw 2 Rock
9-10 The Chuck
i1 Pitch Invasion
i2 Riot

Switch Sides: Check the Fans' Lovalty, s
‘rem the dico roll if the scora 1s aven o -4
e siCe imaking the cnheck is in the l:ad. !
successlul, nothing napeans. if it's fanec
taam’'s ran Factor by -1 anag ada +i to tne ©
*2am’s Fan Factor.

4Leave Early: Check the Fans’ Loyalty. If the check is

successiul, nothing happens. If it's failed, some of the
Fans have become disgusted with the game and gone
home — reduce the team’s Fan Factor by -1.

Throw a Rock: The Coach must make a check against
the Fans' Hcoliganism. if the check is failed, nothing
happens. If it's succassful, a rock is thrown at a player
cn the cppesing team. Roll a D6 on the Thrown Aock
Table. "

The Coach may chccse any opposing player within 6
squares.of the sidefines on'the Coach’s half of thz pitch
@s the target of the assault. If no opposing players are
within rangs, the Fans toss rocks at the other team's
fans instead {is ncthing happens).

De { Result :

1-2 . pallssad Ma! The rock scatters once from
the target's square. If there’s another
player in the square where it ends up, it
hits him instead.

Wallop! The target is struck (but not
knocked over) and must make an armour
roil to 2vaid iniury.

3-6

L

Tho Chuck: The bigger Fans stant tossing the smaller

onas intc ‘n2 zir, whetner they like it or noi. Check the

Fans' Chani If the check is failed, nothing happens. If

e suocassiul. the tazm receives one team rercll dus to

iNeir F2as” migaly v.sible and increcdidly inspiring
BRen

Thrown Rock Table o i

N

o



Pitch Invaslon: Both Coaches must check their Fans’
Hooliganism. if both chiecks are failed, nothing happens.
If one side makes the check, that side’s Fans invade the
pitch. tf both tests are passed, all of the Fans spill onto

the pitch.

When a side’s Fans invade the pitch, the opposing
team's Coach must decide if his players head for ths
Dug-Cut or stay on the pitch and fight it out.

if the Coach decides his team heads for the Dug-Out he
. makses an amour roll for sach playsr on his team to ses
if he is injured, subtracting -3 from the dica roll.

it the Coach decidas his team stays and fights it out
against the other side’s Fans, he rolls cne dics for each
member of his team on the field, adding +1 to the dice
roll for every point of ST the player has above 4. The
final score is the numbser of opposing Fans that player
- has killed.

Once all of the brawls have been resolved, the
remaining Fans stream back into the stands. In the rush
to dear ths pitch, each player on the fisld has to maks
an armour roll to avoid injury, subtracting -1 frem the
dice roll.

Keep a running total of the number of Fans killed in a
match, and reduce the Fans’ Hcoliganism and-Fan
Factor by -1 for every 50 casualtiss.

If both sides have invaded the pitch, a Rict also breaks
cut (sas below).

After the Pitch Invasion has been resolved, play restarts
just as if a Touchdown had been scored. The team that
was last scored against is given possession of the ball

and becomas the Cffensive Team (it you are using the -
rules for Kick-Off, the ball is then given to the Defensive™

Team, of coursa). Also, injured players can recover now,
using the normal rules. i

Riot: A Riot breaks out in the stands. Each team rolls a
dics and adds its Fans’ Hooliganism to the rell. The side
with the higher Fan Factor may also add ths difference
between the two teams' Fan Factors to the roll. The
score is multiplied by 10 to find the number of opposing
Fans killed in the Riot. For every 50 Fans killed, reduce
their Hooliganism and Fan Factor by -1.

After the Riot has been resolved, each sice mustthack
their Fans’ Loyalty to see if any of them leave early. If
the check is failed, reduce the side’s Fan Facter by -1

=

A pitch invasion changed the shape of the 2485 NFC Quarier-
Final between the Dwarf Giants and the Gaiacrigth Glaciators.
Down 2-0 and lrapped deep in their own half, the Gian!s were
reduced lo 9 fit players. Then, a cesperate gloy invelving a
dummy Dwart filled with explosives killed cne of the Gilac:alors.
The crowd was incensed. The Gian!s crew breath and prepared
1o face a pitch invasion.

“When it came, however, it was the Glacialors ara ther Fans who
came off second best. They ran inio the Gian's' Cheerl2acers.
110 were kited, many more injured, ana the Giadialors' morale
iiapsed. Even though they lostin the semi 'na's. (e Giants Kad
3 rephca of the Blood Bewl made an? gresenied it 1o thar
L Cheerleaders, the universally acclaimed £:3 Gir's

" FANS

enmmmesmms -ACTS
Kickers have the longest lifs-expectancy of any playing position.
The averags Kicker poes 5.2 ganss without baing KO'd, knjured
or Kilied. However, they do sufler & H¥gher propartion of dsaths
from other iniuriss than other glayers. Analysts befeve thisis cue |
to the fustration feil by players wiho get through all kinds of |

nwymjus:b&ndm-noymbmbaaadmwow
heir head. 'mmmmmwamwmm .

m Pt ¥

Example of Fan Intervesttion

A match betwaen the Dwart Warhammerers and the

Galadrieth Gladiators is always a real bad-tempared.
affair. Tha Cladlaters {ake the lead 1-0, with a dubious:
play involving some fasx-grmvmg acoms. The Fans stan;
to get rastiesa.

The Warhammerers' Fans have Chant 2, Hooliganism 2 -
and Loyalty 2, while the Gladiators’ Fans have Chant 4,
Heoliganism 2 and Loyalty 1. In all, 25,000 Dwarfs have
turned up, giving them a Fan Factor of 5. A similar
number of Elves have turned up to support their team.

The Toaches rolifor their Fans’ chanting following tha .-

Touchdown. The Gladiaters’ Fans have a Chant score.
cf 4, a Fan Factor of 5 and add +2 for being in the lead,

giving them a total modifier of +11. lt's no surpnse that .

they claim the team reroll.

Shortly after the restart, a Dwarf player gets a 2 on an -
armour roll. The Warhammerer's Coach rolls an the

.Crowd Intervention .7able, and gets an 11. Uh, oh — = . _. :
;n:ichmvasml PR A

Both Coaches check their Fans’ Hoohganlsm The ©* . -

Warhammaerers get 1, the Gladiators 2, and both sets of -
Fans charge onto the pitchl .

The Gladiators run for cover; an armour roll at -3 for -
each of them — Juckily no-one is hurt before they get to
the Dug-Out and the protection of several inches of
armour plating. The Warhammerers, however, decide to
even the score somewhat and fight it out. Well-
armoured and boasting several illegal weapons, they Kill

29 of the Giadiator’s:Fans for tha loss of 1 player.

Because both sides' Fans rushed the pitch, a Riot
breaks out. Zach side rolls a dice and adds its Fans’
Heoliganism (there is no additional modifier, since the
teams' Fan Factors are the same).

The Warhammerers get a 4, and the Gladiators get a 3,
both of which are muttiplied by 10. That's ancther 40 Elf
Fans.and 30 Dwarf Fans.out.of the game. Since the
Giadizters have lost mors than 50 Fans (69, actually),
their Fan Factor and Hooliganism scores are both
recuced by -1, to 4 and 1 respectively.

Finally, both sides check to see if their Fans leave early.
Bcth Coaches roll a 2. That's a failure for the Gladiators,
so their Fan Factor falls by another -1.

As the Gianis restart the game by taking the Kick-Off,
be'h GCoaches check for their Fans' chanting agam The
Giadialors stil win the team reroll, but there’s a general
facling tnat they'll behave themselves a bit more now,
as thay cast zn eye over the various broken bits cf therr
faiiows .a tre stands and on the pitch.
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" Of all the differant things that can have an seifect on the
game, the weather is parhaps the most imporiant of the
natural factors. Although when compared to such things
as magic and Secret Weapons, the weaathsr usually isn?
extreme enough to affect the cutcomae cf a gams, there
have besn cccasions whan things havs tumad sirange.

Maost teams find that there are certain typas of weather

which favour their game and others which makse lge .
impossible. An encounter betwesn the Elfhaim Eaglss

and the Dwarf Giants three seasons ago was uinsgd by

a freak gals. It wasn't just that the Elves couldn't play

their normal passing game. They coulda’t evaen ksep

their passes in the arenal

Blood Bowl piayers are a prefty hardy tunch, so it ccmes as no
sruprise that games have been played in all soris ! w2alher
concitons. From the ice floes of the lasthest north 10 ths slearty
wngies of Lusir:a, arenas open thew docrs on mach cays anz
e combatants go about their tusiness h2eciess ¢! tne Jimal2.
e, aimos!. The Asgard Ravens refused 12 Lidy 1 Lus'rs when
some ol ther gear meited, ana the Southstorm Sg /

oy of not play.ng excepl when ii's rairng. SOir.2e

THER

In fact, the cnly team that seems to have no problem
with tha weather is the Druidic touring team, the Oakleaf

Wandsrers. No matier what has been happening during '

the days and hours ieading up to ths game, if the

Wanderers have the ball the sky is blue, the sun is
warm and thers is a balmy, cooling breeze to freshen ="~ =

Of course, a forest-searing lightning strike often "arcs -
across thalr cpponent’s frent line and several inches aof -
rain occasionally drench thse pitch directly after the-
Druids losa posseassion of the ball, but that's just a=

ceincidancs, right?

~

DETERMINING THE WEATHER

At the start of the game, ona Coach should roll 2D6 and - - =+
refer to the Weathsr Table to find out what the weather.
_ is like for that day. The result applies for the entire

game.

Weather Table
Result b R

SPs, TSs ard CLs are reduced by -1. Plus,
roil a D6 for each player on the pitch for
heat exhaustion_after each Touchdown. On
-t.a.1,he.cob fram- the heat. Place him
in the Stunned box of his Dug-Out. On 2-6,
he's okay for the moment. Playars:
succumcing to heat exhaustion can return
to play after the next Touchdown. :

3 Hoatwave. Whew! All players’ SPs, TSs
and Cls are reducsed by -1.

SPs, TSs and Cls are reducsed by -1. Roll a
D5 zfter each Touchdown is scored. On 1-3,
the showers continus (or start up again, if
they stcgped). On 4-5, they stop.

Nics. Perfect Blood Bowl weather.
Blustery. The wind's blewing hard teday. All
threws or kicks are modified by -1. Also, the
bail scatters one extra square on a Missed
or Inaccurate result on the Throwing or
Kicking Tables.

11 ice Cold. Brrrrl When a ball holder tries to
move, roll a D6. On a 1, his numbed fingers
drep.the taili. Roll for scatter. On 2-6, he
marages o keep hold of the ball.

Blizzard! Now it's cold and snowing! All
piayars’ 7Ss and ClLs are reduced by -2.
Only Quick or Short Passes can be
artempted znd tha balil cannot be kicked
mcre than 8 squares.When a player tries to
spnnt, roil a D6.0n 1-2, the player slips in
the snow 2nd falls face down. He is

12

aharmed and does no! have to make an
-mour rcii. On 3-8, the player retains his

i
Sung angc C3M meve normaiiy.

o C

O

2 | A Raal Scorcher! it's o hot that all players’{--- ==t

4 Scattarsd Showers. lt's raining. All players' |-~

Trvafe ey



DARK ELVES AND THE WEATHER

Dark Eives usually play Blood Bowl in vast underground
stadiums. This is because, mcre than any other racs,
they find the direct rays of the sun to be uncomfortable.
. Indeed, given the choice, a Dark Elf wculd prefer to play
underground and in the dark. ’

However, while Dark Elves have the syasight to cope
with this, most of the rest of the teams in the leagua
either can’t or won'’t play in these condiions. Thers ars
.. some-excaptions to this, such as the Blood Bowl variart
known as Dungeonbowl! (see Elves, Dwarfs and
Dungeonbowi).
But the Dark Elves are still often forced to vanture out
into the harsh daylight where the besating rays of the sun
have a savere effect cn tha quality of their gamas.

¥ there is a quastion as to which team is the home team
for a particular match in which Dark Elves are playing,
the Coaches should dice off to determine the answer. If
the Dark Elves’ Coach wins, the game is played
undergrounx! and the effects of the weather are ignored.
if the other Coach wins and has an open air arena in
which to hold the game, the weather affects the gams
normally.

In addition to the effects rolled on the Weather Table, all
Darik Elves suifer the follcwing additional discomforts
when playing above ground:

K A Real Scorcher! or a Heatwava resutt is rolled, all
Dark Elves subtract -2 from all rolls on the Throwing
Table. The effect lasts for the whole gams.

. .-{t.a.Nica, Blustery or kce- Cold result was rolled, rofl on.
- *the:Sun Jable belors.the game-starts and after each -~
Touchdown is scored. .

If a'S&:auered Showers or Blizzard! result was rolled,
there are no additional effects on any Dark Elves. .

Sun Table

PV

D& - 1 Result TS Rl LR
1 orless | Very Sunny. Dark Elves subtract -2 from
all rolls on the Throwing Table. Subtract
-1-from the'next roll on the Sun Table.
2 "Sunny. Dark €lves-subtract -1 from all
rolls on the Throwing Table.

3-5 Overcast. No effect.
6 or mora | Storm Clouds Gathering. Add +1 to the
next roll on the Sun Table.

FACTS

Possibly the strangest cancellation of a Blood Bow! game
happenec in a Northern Amorical League play-off game beiween
the Dark Cif Askoane Venderias and the Acid Bay Shades. All
NAL Flay-OXs are held on the west coast where the open ar
siadiuis 2-e perlect lor Cabalvison ransmissxon

The cay cawmed bright. A light, balmy breeze sured the paims.
whcn gusione=<d with a tough of kght dew. Gossamer couds crilied
azo:s g pooshes sky, and the sun threw down ils wamin

Sz ine Darx Sives and the Undead refused to play’!




MAGIC

At the beginning cf a Blood Bowi match, tens of
thousands of bloodthirsty Fans stream into the stadium
to watch their favourite game of sKill, finesse and
mindless violance. The armival of cne particular Fan is
awaited with special interest by the players and the
Coach alike: the first Wizard wearing the team’s colours.

Ticket sellers are frequently threatansd with grievous
bodily harm and asked if such a person has been
sighted. (They’ve even been kncwn to avoid an
untimely demise by courtecusly answering
affirmatively.) The reason for this extremse anticipation
and overwhelming (particularly for the tickst sellers)
anxiety is that, by tradition, that Wizard alone may

“supply his chesen side with arcane assistance.

Upon being located, the lucky Wizard finds himself
good-naturedly hoisted into the air and carried upon the
shoulders of his exuberant fellow aficionados to his
team’s Dug-Out. The players then eagsrly crowd arcund
him, impatient to discover what magical might the
Wizard has brought to bestow upon them.

They are seldom disappointed. The late Fluagal the
Foolish once showed up to a match wearing the
Gouged Eye's colours by accidant. Unfortunataly, he
hadn't bothered to bring any spelis for the team with
him. Poor Fluegal was never heard from again.

During his pre-game preparations, the smart Wizard
has selected a number of useful spells and converted
them into easy-to-use parcels of magical eneargy,
activated by a single command word. He then calls'the -
first spell to the forefront of his mind and projects in into
. aplayer’s skull in a crimson flash of sorcsrous power.

Although most playsrs are sensible enough to take the
speil and then go and eat a pre-match-orangs, some of
the more foclhardy (brainless?) often bully the Wizard
into stuffing mven mora magic into their minds.
Generally, this -is not a good idea, as most Blood
Bowlars have a hard encugh time grasping a foothall _
much lgss scmathing so nebulous as a spell. =

in the days before the Colleges of Magic ruled that onry iy

the first Wizard to asrive for each team could hand out

spalls, games were awash with magic. Who could forget .

the infamous 2472 Quagmire Incident when rampant _

spalicasting caused the Bright Crusaders’ entire

stadium to sink into the earth?

Nowadays, the Wizards have taken a more enﬁghtaned :
attitude, preferring to give their teams a sudden .
advantage at a strategic moment, rather than allow _ .

sorcery to dominata the game entirely. The Wizards

gradually realized that, ke most of tha®iher fans, thay -

wanted to see a football game, not a spelicasting
contsst.

GETTING SPELLS

Wizards are fiercely fanatical in their support of Blood
Bowl, and at Ieast ons always turns up for each teanr at
any given match. Even the Greenfield Grasshuggers
have a Wizard that shows up to each of their matches,
although its said.that he does it more for laughs than
.anything-elss.
Although there’s a lot to be said for tradition, the
Necromancer’s Broadcasting Circle, the Crystal Ball
Service and the Association of Broadcasting Conjurers

all banded tegsther to make the other magical guilds tce

the line cn a limit to magical interference in the game.
Not cnly was the Cabalvision signal being disturbed, but
the game itself was in danger of being ruined, and
there's big money in Blood Bowl broadcasting!

Incidentally, the Crystal Ball Service has won back the

~~+tranchisefor the 2430 season, having paid a staggering

15 million Crowns. You can relax in the knowledge that
the financial future of the game is secure, Blood Bowl
lovers!

Spsllcasting off the pitch is prohibited. This is enforced

by the Bookmaker's Guild and backed up by the |

Colleges cf Magic. It's impossible to bet on a gams,
after all, when a spelicaster could turn the match around

-with the wave ©of a wand. Only players on the field are
allcwed to cast spells and their use is governed by strict
ragulations which are rigorously enforced.

Before the match stans, each Coach rolls a D6 on the
Spells Avai'able Table to see hcw many spells his team
receives for the game.

Soells Available Table
Ds I Number of Spelis

Py
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“Then roll 2D6 on the Spell Table for cach availabls spall

ind distribute them among ycur players, noting the
nformation down on a piece of scrap paper.

Spell Table

12 | Special — roll once on the Spetias vy
- | Table or roll twice more on this tabls,
disregarding rolls of 12 and rolling again.

Speclal Speu Tab!e
‘SpeliNama.. Sl T e

Deathbringsr

7 | Elamantal Breeze ¢!
‘Gravel Storm " -
Lightning Strika

Meltdown

Players can usually only éarry one spell each, as thsir
abused brains can't cops with any morel However, i

you want to risk placing extra spells in cne players

head, try to roll a 4 or more on a D6.

Success means the player can handle the extra spsll
(and can try for more if he wants to). Failure means his

pcor brain was overloaded. All that player's spells are:

lost and the player is placed in the KO'd box of his Dug-
Out.

CASTING SPELLS

Each spell a player has may only be cast onca par
game. Creoss it out once jt has been used. -

The spell descriptions tell you when each spell can be
cast. A casting player can only perfcrm actions that are
enhanced by the spell's effect and can do nothing else
that turn. Unless stated otherwise in tha spell’'s
description, a spell takes effect as scon as it's cast.

Ranged Speils

Some spells are described as ranged. Ranged spells
can be thrown just like a fcotball. Work out the range to
the target and roll 2D8, subtracting -1 for each cppcsing
player who has a tackle zone on the caster’s square
and look up the result on the Throwing Tabls. Do not
2cd the caster’s TS score and ignore ths targat's CL.

Soells can never be intercepted; treat the result as
‘:ssed Instead. A missed spell scatlers once at at
Zuick or Short range, twice at Long range and three
"~e2s at Long Bomb range. A ro!l of 2 or less means
"~al tha caster has miscast the speil: tha
catter gL just goces ol in the caster’s square

speii deesn’t

Joeh;

. MAGIC

The spell affects anyone in the squars it ends 'u';.) in,
even a player on the caster’s team should he bs
unfortunate encugh to gst in the way. Nots that spalls
cannot be dodgsd.

Attack Sgells -

Somse speas are described 4s aftack spells and have an-
ST listed in their descripﬁon Any player in the square
that the spel ends up in has have been hit by the spell

The playsr is knocked over and must make an armour
roll to see i he i3 injured by the spell, subtracting the
spell's ST from his AV. If the armour roll is failed, ths
player must roll on the [njury Table as usual, addmg tha -
speﬂ's ST to the dica roll. ’

Limltations on Spen Uss

Bsiore the game starts, each Coach may demand to
know either how many spells each player on the
opposing team is carrying, or which spells the opposing
team has.

Any player who is KO'd during the game loses any

-gpeils he has.

Fxample of Obtalning Spelis

fh'; Coach of the Creeveland Crescants rolls to see
how many spalls his team has for the forthcoming

* Halfling Thimble (like a Bowl, only smaller). He rolls a 3

and gets 5 spells.

--;Naxt, he:1olls 1o-see which ones he has. The 2D6 rolls
" are: 11, 5, 5, 9 and 4: a Flying Fist, 2 Grabbits, a Cloud

Jump and a Quagmire..He decides not to risk placing
more than one of these in any one Halfling-sized brain.
He's seen plenty of players get KO'd in the course of a
game without starting off brain-burning one.The five
spells go to five diiferent players.

The Cloud Jump gives cne of his players the chance to
make an Herocic Leap into the End Zone; the Grabbits
overcome his team’s normal difficulties with
interceptions. The Coach.notes that’ Quagmue has an

-«attack rating ot ST 2.

SPELL DESCRIPTIONS

Bomb 8last

Ranged, Attack ST 1 and 0.

_Cast aitar the pizyer has moved, and instead of making
a biock.

A smail ball of anergy flies from the caster’s hand to
explcde on the target square. The appearance of the-
explosion depsnds on the caster. Elves produce
scintilating bursts of fabulous rainbow light, Humans
produce impressive blasts of fire, Orcs throw smelly
bails of what thev 2czsure us is mud, etc.

Any piayer in tha target square receives a biock as xf

from 21 ST 1 coponeni {obvicusly, only results affec.:
‘he target oi zlied), wnile players in adj acef“t
“\rge“c‘w = g t'ock at ST 0.




MAGIC

Cloud Jump
Cast during the playst’s turn.

This spell allows the caster to partially negate the law of
gravity. As he casts the spali, a writhing, goldan mist
encircles his legs and his stap becomes light and airy.
He behaves as if he has the skills of Leap (level 3) and
Heroic Leap this turn.

Some players have complained that this spall has the
side effect of leavmg them lzght headad.

Fearmonger LR
Cast at the start of the opponent’s tum.

The caster’s features twist and distort as his body takes
on hideous proportions. Evil fangs spring from his
gums. Bones creak, teeth rattle, and a huga pair of
horns grow swiftly from his forehead. Suddenly, hs
bursts into a blood-curdling scream, ssamingly of both
unspeakable pain and pleasurs. All around him, his
opponsants cower and cringe, too terrifisd to entsr his
tackle zone that turn.

Flying Fist
Ranged, Attack ST 2

Cast after the player has moved, and instaad of making
a block.

As the caster utters the word releasing the spell's
magical force, he lashes out with a mighty right hook. A
cisembodied fist pulsing with arcans energy flashes
through the air leaving a trail of multicoloured sparks 2f
rfaw magic in its path. With a final, vicicus turn, the
Fiying Fist cracks its target painfuily acress the jaw,
ce'vering a ST 2 hit,

swnrhng about th head.

;TTCasx;aﬂerm\s player has moved, and instead of making-

Grabbit ’ - 7
Cast just after the opponent has thrown the ball, but
bstore the dice are rolled on the Throwing Table. - =

" As the ball arcs over the pitch, the player reaches out as'

if to catch the ball and mutters the trigger word. i he's B}
eligibls to intercapt the ball, a pair of huge ghostly
hands reach down from the sky and guide it firmly into
his grasp (much to the consternation of the opposing
Throwar). Then, with a frightful clap of thunder tha
hands shrink away to nothing and dtsappear

o
[—

Mind Biow
Rarged.

Casxmermaplayerhasmoved. and mstaadofmakhg
a block. . :

Thlsspaﬂbtastsmabrahotthatargatplayamm &
formidable mind-power of the team’s supporting ;-
sorcgrsr. A stream of pure magical energy leaps from
tha caster’s hand and strikes his target squarely --
between ths eyes. The target’s eyes glaze over and he _ - -
collapses in a heap, his poor grey matter comp!ateiy
overicaded. s

Never mind that some Blood Bowl players would be
improved. by .a sevsre blow to the cortex, tha
unfortunate target is placed in the KO'd box of his
team’s Dug-Out, a consteliation of blue and gold stars

" Muscle Boost

Cast just before the ball is thrown or kicked.

- ..=Thaxaster's uniform bursts as the-muscles on his a;mé
-=—gnd -tegs instantaneously swell to heroic proportions,

bulging to twice their normal size. With a mighty shout
he beats his chest and flexes his biceps. :

Even the largest players on the pitch stare with envy at
his lmpressnve musculature. The caster’s improved
strength gives him the skills of Long K»ck at level 4 and
Long Throw for the turm. :

Quagmire

a block.

As the caster releasas the spall, a ray of green-brown
light slowly arcs across the arana to land between the
targst's feet. The ground below his boots sudcanly
softens, and he sinks into the mud beneath. The target
becomes unavoidably bogged down in cozing, brown
stuff and cannct move during his next turn. He doesn’t
-have atacklezone and may not block or tackle.

Speed Burst
Cast just belore the player moves.

The caster suddenly gains panther- like grace and
power. YWith a cpring and a bound, he accelerates off
down the pitch accompanied by a sound like the roar of
wi!ld teasts and the wind rushing through the trees as
he cisappears behind a cloud of dust. Roll a D6 and add
tnat number rolled tc the caster’'s MA for the turn.

=



Unseen Shleld

Ranged.
Cast just after the opponent has thrown the ball, but
befare the dice are rolled on the Throwing Table.

The caster nominates a square the ball travels through
on its way to the target and rolls to see if he hits the
right square, subtracting -1 from the dice roll. if the spsill
hits the right square or scatters tc ancthaer square the
ball would pass through, the spell takes eftact. The flight
path of a ball is quite naricw, never wider than two
adjacart squares.

A succassful Unseen Shield kmcks the baﬂ out of tha
air to land D6 squares away from the point where it was
hit. The ball must be placed in a such a square as far
mvayaspossb&ofrmntbeczsmgplayuwnmmgomg
out of bounds.

if there is a player in the square whare the ball ends up,
maks a normal roll on the Throwing Table to sse if the
ball is caught, even if the potential receiver is an
oppenant. This could even lead to an intercsption at a
point before the square in which the force shiekd was

placsd.

" Cast after the player has moved, and instsad of making = - :

SPECIAL SPELL DESCRIPTIONS

Deathbringer
May be cast at any time.

The spirit of Death appears in a darkened sky, wielding
his gleaming scythe. He points a bony finger at a

randomly chosen opposition player and then drains the .
life from his defencsless body. Everything goesquist as |

the players and crowd are reminded of their own
mortality.

Pretty quickly, however, they remember that killing's

what they're here for anyway, and the game starts up .

again even more violantly than before, in memery of the
departed player. Substitutions may be made as usual.

Elemental Breeza

Cast after the opponent has thrown the ball,.but before
the dice are rolled on the Throwing Tabis.

A powerful gust of wind sweeps the length cof the pitch
and stops the ball in mid-flight. Then a warm summer
breseze gently walfts it into the caster’s waiting hands.
The range of this spell is uniimited. Don't use the range
ruler, as the spell succeeds automatically.

Gravel Storm
Attack ST O
Cast at the start of the caster’s turn.

The ground begins to shake and shudder, and a terrible
rumbling emanates from deep beneath the earth. The
stones on the playing field rise up as if caught in a
momantary whirlwind, and then dart oft to pelit the
oppcsition, giving each of them a blccx as if froma ST O
player. Playars can't be knocked cver by this aitack.
They will either be injurec in soms way of come through
unaffected.

‘A-geyser erupts frcm the centre of the pitch, showering -

. -4 theNAF reversed the resull.

Lightning Strike : _ R
Attack ST3 .

a block.

Everyone's hair stands on end and stretches taut, and a
fesling of tension grips players and fans alike. Suddenly,
a bolt of lightning zig-zags down from the sky and zaps
the target with a near-iethal dose of voitage. The targst
automatically fails his armour roll (e, he must rou on the .
Injury Table, addmg+3tothedicemn) " z

Meitdown e
AR TR 5 ki b oo i X A 8

Cast after the player has movod and Instoad of making
ablock. sl © e

Smoke sseps from lr‘e cracks in ths cas’ar’s armour :
tongues of fire lick along his testh, and sparks fly from”
his fingertips. Suddenly, he expiodes in a raging ball of '
flame. Any player in an adjacent squars takes a hit as if
tacklad by a ST 4 player. The caster suiomatically fails -
his armour roll (ie, he just rolls on the Injury Table, - :
adding +4 to the dice roll). All others go through a - ":
standard tackle resolution. o

Because of the spell's suicidal nature, the caster must =
roll a 4 or more on a D6 to use it. Failure means he's
too scared and refuses, although he can try again later. . g

Old Falthful
Cast at the start of the opponent’s turn.

the field with galions of water.~The gushing column of = ..
water ceases only when the pitch is completsly flooded. -
The opposition's MA is cut in half (round fractions
down), they may not sprint, and the ball can't be thrown

or kicked. At the end of the turn, the water maglczlly
drains away. '

o eeseenmmmmn CACTS [ — -3

Some great spelis of the past have dIsappea}ad from use,
rormally after the wizard was strung up by the opposition. A few
of thesa are ksted tslovr.

Turn-Over: A spell that possibly never existed. Magic Coordinator
Jevel Arrendil of the Southstorm Squids claimed 1o have invented
a spell that altered the memory of those present at a game,
making them think the result was the reverse of what it aczual/
was. This came out just afler the 2465 Blood Bowl (B8 V), and

Thismsant that the Squids had beaten the Marauders. Jevel later
daimed o have invented a spell that only made everyone belleve
their memories had been raversed. Contused, the NAF tumed the
rasult back again, so that the Marauders were made Blood Bowl
V winners. To this day, the result has been changed six tmes.

Mushroom: A beaui from the vaults of the Ordand Raiders. _Th's
caused hunzreds of small mushrooms 10 grow m e opposibon’s
hat, which exploded cn contacl, releasing a poisonous spore thar
KO'd immediately. Sadly, it is not known lo work on Astogranies.

Pais: invented by a mixed race team in ihe Barlleys Albion
Lcague. this spell overcame any racial lensions. It must have
ocen 1oo polent, lor there are recorded instances of 0-0 draws,
abunconad while the teams picked wild flowers [or each other.
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MAGIC ITEMS

Even the most {anatical Blood Bowl fan can tire of the
game's violence, especially whan he's at-the receiving
end of an unprovoked attack by professional, skillad
psychopaths. Wizards in particular find themseives
subject to inten 3 negotiations of a less-than-friendly
nature, espacic. / when they reiuse to stay around for
the whole maic!: =imply to stock up players with spalis.

As a resourceful group of people, the Wizards got
together and came up with a solution to the constant
demands being put on their time by taams eager to gain
an advantage ovar their fellows. When the Wizards had
other things to do (peopls to curse, potions to brew and
familiars to housstrain) thay decided they would simply
send a faw magic items along o appeass the Coachss
and provide arcane ammunition for the game’s less
restrainad momeris. Yeoid

Of course, the NAF decided that magic items, like maost
other things, were against the rules, and banned their
use in the gams.

Unperturbed by this turn of events, the Wizards spent
many hours refining, rewriting and tilindly experimenting
with all manner of things to see if they could disguise
their magical knick-knacks. By making the items lcok
like something else, they could be taken onto the field
without the Refs noticing. Eventually, and after a
reasonably large number of fatalities, they hit upon the
answer.

The Wizards managed to imbue an old running shoe
with enough magical ensrgy to have tha same effects
as an average wand, although only if they tock the shoe
off and

ancient magical coupiats at the top of their voices. .
Pretty =oon, though, they ironad out thess initial
problems and startes i produce vast numbers of magic

items tallored for usa on the Blood Bowl pitch.

Such has besen the increase |
items producad, that we now 1d that 7o zans of 3
Bow! players wear eniiraly Wi ard-mad: Kits which are
indistinguishable from the raal thing (uniess you're
particularly sensilive to magical auras or work in the
Blood Bowl kit manufacturing trade).

Disguising magic items as innccent looking pieces of
stancdard equipment to get them past the attention of the
Refs tends to work surprisingly well. NAF Referees are
so accustomed to locking out for more cbviously lsthal
weapons (like chainsaws, bazookas, grenades and so
on) that it seldom occurs to them to confiscate an
apparently innocuous headband or pair of running
shoes.

the nuribar of magic

More likely, the Referee shrugs his shouldsrs and
wonders why a professional Blood Bowl player would be
foolish enough to step onto the pitch without even trying
to sneak on a medium-sized piece of weaponry to use
in 'self-defence’.

‘igourcusly wavad it around while screaming |

'
|
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GETTING MAGIC ITEMS

At the stant of each maich, sach Coach can daclars
his team wants to usa magic items. The Coach ro Is
2D6 on the Magic tem Availability Table to find out how
many magic items his team obtains:

4t
LE="

Maglc ftem Avallability Tab!e
.y Numbes ot Magic Tem 7.
No Luck. The Coach can't manage to find
S TR o

R by s SR

L8 R San o
Two at Once! The Coach manages to {;Uu
not one, but two magic itams out of his
helmet.

It the Coach gets hold of one cr more magic itams, roll &
D66 for each on the Magnc ftem Type Table to {md out
what it is.

Magk: item Type Table
11-13 Armbands of B.ockmg
e S O
21-23 | Helmof Dlstractxon
24-28 . Bootsof Heroic Leaping =
31=33 Amulet of lnterceptzon
‘3s:3g ol G

| Lucky Rabbit's Foot

He_z;dband of ]hrmm
| Rlig ¢ Itioratiy.

The Coach must give each magic item to a pIayér on
his team, noting down whi~h player has which magic
item on his Campaign Roster.

USING MAGIC ITEMS ‘
The effect of each magic item is given in the Magic
Item Descriptions section. None cf the.effects given are
permanent. A magic item may be u~ed-enynumber of
times in each game, but only when the Coach
specitically states that a player is using it does the item
have any effect.

GETTING CAUGHT

Before the match staris, each Coach should.rall.a D&
fcr each magic item he has. On a 6, .tha Rats find the
item and confiscate it, stopping the team from using it.

Each time a player usss a magic item during a gams,
the opposing Coach rolls a D6 for each Referse with
LOS to the player (see Referses) to see if the item is
spotted. On a 5 or 6, the Ref sees the item being used.
confiscates it and sends the player off into the Stunned
box ot the Player’'s Dug-Out.

I the player is holding the ball when he is sent off, it is
given to the nearest piayer on the cpgosing team. If the
olayer scores a Touchdown immediately betars re's
sent off, the Touchdown is disallowed.

MAGIC ITEMS

Example of Using Magic ltems ‘

The Coach of the Everbold Unicomns is hoping that his
players will get some magic tems to use against the =
Bruendar Grimjacks. He rolls 2D6 on the Magic ftem
Availability Table and gets a 9. His team locates one
magic item.

Rolhng on the Magic Izem Type Table to see what the
tem is, he gets a 46. lt's a pair of Bracers of Smashing.

Fortunately, the officials’ check before the game does =
not find the Bracars (the Coach rolls a 3), so he gives -
them to his fast-running Blitzer, Femrestrial Goldhocova. ™

During the game, Goldhoove sees a chance to make i --
to the End Zone if he blocks a Grimjack player. As he
declares that he's using the Bracers, there is no nead t6 =
roll for the result. The Grimjack player is hammerad to =
megmundandautonmﬂyfaﬁshisarmmml'f :
Checking for injury, the Grimjacks’ Coach rolls a 6 '_!'ho Thar.
Grimjack playser is stunnsd. ’ =
Goldhoove now has an open run at the End Zone.: But
did the Ref spot that block? The Grimjacks’ Caach rolls.!
a 4 — not enough normally, but the special rules for the
Bracers mean Goldhoove has been called for lllegal

{--—Magic tmplementation contrary to Section 119.9267/8 of

the NAF rules.

“Me, Ref? Listen, if these waere really magical, do you
think he would have besen able to hmp away like that?,.
Look, feel for yourself.”

Goldhoove is sent off, and the Bracers are conﬂsated '
The ball is passed to the nearest Grimjack player and -
- play continues.

MAGIC ITEM DESCRIPTIONS

Armbands of Blocking

A player using these armbands gets an automatic
Dafendar Knocked Over result on the Block Table when
he blocks an opponent.




Gauntiets of Caiching

These gauntlets allow a player to convert a Missed
result on the Throwing Table into a2 Caught result when
he-attempts to catch a ball, Intercepiions, howaver, are
treated as normal, as the ball must maks it to the player
for the gauntlets to have any effect.

He!m of Distraction

lf a ptayer wear g this strangsly-painted, blue and gold
helm is standin = i the tackle zcnie of sameone trying to
.. throw or kick ' 2 ball, the player with the ball must
" subtract 4 from wny dica roll he nseds to mzke, instead
of the normal -1. .

Boots of Herolc Leaping

Thesse boots allow the wearer to make a Hsroic Leap,
just 28 if he has the skill of the same name (see Blcod
Bowl 5iar Playars). if the shod playsr already has the

skill, =1y Heroic Leap he attempts is automaiically
successiul . :
Amulei o7 Intercapilcn

A player wearing this amulet may convert a Missed
result on the Throwing Table into an Interception rasult
whan he tries to intercapt the ball. Of course, the player
must be eligible to intercept the ball normaily bsiors ha
can use the amulst.

Sandals of Leaping

These sandals allow the wearer to leap over a prone
player with no chance of failure. The leap costs 3
squares of movement, as usual.

-

Lucky Rabbit's Foot

A player with a Lucky Rabbit's Foot gets 1 playsr reroll
per gamse. Unlike any other magic item, a Lucky

. Rabbit’s Foat is not against the NAF rules, so the
player's Coach dces not have to roll to sse if the player
is caught with . '

Bracars of Smashing

Thesa are an improvad version of the Armbands of
Blocking (sse above). Not only is the target plaver
knocked down, but he also automatically fails his
armour roll. The eifect of the Bracsrs of Smashing is sg
spectacular that any player who uses them is sen! off
tha pitch on 3-6 on a 08 instea<! of the usual 5-6.-

Boots of Speed -

A playsr wearing these bcots can use them to double
his SP characteristic.

Gloves of Tackllng

A player using thesa gloves gets an automatic Defender
Knocked Over result on the Tackle Table when he
tackles an opponent.

Headband of Throwing

Avplayer wearing this headband when throwing the ball
may convert a Missed result on the Throwing Table into
a Caught result or an hterception into a Missed result.

Ring of Invulnerabllity

A player wearing a Ring of Invulnerability automatically
passes all armour rolls. .

i
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NEW BALLS

Blood Bowl may be played all ovar the Old World, but
not everyone plays the same gama. In soms lsaguss,
armour is not allowsd. In others, passing is fortidden.
One extremaly popular variant is a gamse set up by the
Collegss of Magic callsd Dungecnbow! (see Elves ,
Dwarfs and Dungeonbow)).

Still, most leagues like to keep things as closs 1o
onginal game as pcessibla. However, they often find that
in order to draw crowds, they need somse sort of
gimmick, a hook that makas them differant from the
dozans of cther leaguss and intrguing encugh to bring
fans into the arena that would normally be watching
Blood Bowl on Cabalvision.

True, many sficionados of the game do both: waich a
local gama from the stands while tuning in to see thair
NAF favorites play at the same time. The team owners
don't care, as long as thay gst their monsy!

One of the most popular ways to add a little spice to a
match is to play with some sort of variant on the focus
of the game: the football. Two of the more common
variants are listad below.

SPIKE BALLS

A spike ball is made of wood, instead of pigskin, and
has several crusl spikes driven through it. This makes it
heavier and rather more risky to catch, but also allows it
to be used as an offensive weapon.

normal footbail. A player cannot throw a Long Bomb
with a spike ball, and the range of any other throw is
increased by one category on the Throwing Tabls. A
Quick Pass counts as a Short Pass, etc.

Hf a player tries to catch or intercept a spike ball, there is
a good chancs he will be injured in the process. After
all, those spikes are sharp! Roll a D6. If the score is
equal to o1 greater than the player's AG, he must maks
an armour roll to avoid injury.

it has become common practice to thraw-aspike ball
just in front of the recsiver instead of directly at him,
allowing him to pick it up rather than suffer multiple
punctures trying to catch it.

=/

The Lowdown Rals and Dwrumn'’s Destroyers cnc2 played a five
ball game in 2480 for a pre-seasan extubitcn. Score afier score
tallied up on the board unsl a scant few rmunutes werg ieft in the
game. The Rals were up were up 23 Touchdowns (o 20 with what
appeared lo be an imminernt win.

In the end, however, the Destroyers prevaled when their mutant

tour-armed Thrower, Hammertour the Siack, launched four

Touchdown passes lo four separate rece:v2rs while biung the hith

ba'l with his teeth

Unlortunaiely, the fith bail was spiked, and Hammerlour's mouin

remained stapled shut usiti 2 starved 1o Jeain '
— |

tsam.

_..Becauss of this, the rule about having to throw the ball
~to aplayer was abandoned for games featuring spike

balls. Consequ‘erﬂy a spike ball can be thrown to an
empty square in which case a Caught resuh msans the
ball has landed in the target square. .

Another common tactic in spike ball games is to pass to
the opposition — painfully hard and fast. Most
interceptions in such cases end up with the player

.....involved being carted off the field looking like a
Throwing a spike ball is more difficult thanmthrowmga -+ . J: -

Quick or Short Pass range. The throw is worked out as
normal, except that the CL of the targst player is
subtracted rather than added to the dice roil (because
he's trying to get of the way).

A Caught result means that the target piayar has been
hit. On a Missed or Intercepted result, the ball will
scatter as normal, hitting any player in the square where
it ends up.

-if aptayer is hit by '‘a-spike-ball, he must make an
armour roll to avoid baeing injured. If the player fails the
armour roll, roll on the /njury Table and leave the ball in
the square the player occupied. If the armour roll is
passed, the player managed to catch the ball.

Spike balls can be thrown at opposing playefs at either.

THE TWO BALL GAME

This is ‘a“popular variation of Blood Bowl, as it is even
more chactic and violent than the original. (If you can
imzagine that!)

The normal rules for Kick-Offs are nct used with the two
bail variation. Instead, both teams are given a ball when
they set-up. Flip a coin to see which team is the
Offensive Team and then have at it!

Either bail can be used to score a Touchdown. When
restariing the game after a Touchdown, each team is
giver ono of the balls, just like at the beginning of the

Gantv.




0 28

SECRET WEAPONS

_ One of the first things Sacred Commissioner Roze-el
realised when he codified the Sacred Laws of Nuiile
was the use of weapons would make a mess of his
plans (not to mention the players). The whole point of
Blood Bowl was to provide an epic spactacis to take the
place of the normal, stalematad warfare that was

‘ .preva!entm&ewﬂd—..ct.o“ewarm;hﬂymm

of frenzied bowfire.

The famous NAF Rule 2 is a paragen of simplicity within
the rules of the game:

Players shalle not empicye ye waypons.

But if Roze-e! had hoped that such measuras could
protect s game from mechanical assistance, hs was

Bowl pizyars would abide by any rules, but to st ggest
that they —ouldn’t gain some small edge by the prudent
use of hardware was optnmxsnc (you'might even say
foolish) beyond belief.

Thus, the game has had a long history of teams trying
to gst weapons of some sort or ancther onto the piich,
and of the officials valiantly trying to find ways to ban
them without ending up on their receiving end. Some
teams frequently manage to use even the most
awesomely dangerous devices simply by retaining
teams of highly-paid lawyers who specialise in
exploiting loopholes.

These people relentlessly pore over the NAF rulebocks
in order to find flaws which allow (if not actually justidy)
the employment of the weapon or weapons concemsd.
The loophole is usually sealed up quickly but

. inefficiently by the NAF officials, leaving open
opportunities for further ‘differences of interpretaticns’ in
the {uiure.

Sc the NAF ruiebook just keeps on growing at an

stronomical rate — usually, a new five-hundred page
volume i added every year — and new and different
Secret Weapons are still being devised and employed
every week.

All kinds of weapons have been used by Blood: Bowl--

teams acrcss the globe as they attempt to battle their
way to the top of their respective leagues. Soms of
these weapons are listed balow. Card counters to
represent them can be found in the pull-out saction at
the end of this book.

This is by no means a comprehensivs list of every
possible type of Secret Weapcn. That would requira 2n
additional set of large finsly-printed volumes rivalling.the
size of the official NAF rulebook library even to
approach being complete.

You should feel tree to make up your cwn Secret
Weapons. You can show these on the field by
ccrnveting Blood Bowl Citade! Miniatures or, for larger
Secret Weapons, by scratch-building them.

rees 1o tha use cf
be,!C'—z /ou try 0

vuSt maxke surg that your opponent ag
a Secret Yeapon of your own creatc
<se 1'" agame.

USING SECRET WEAPONS

4. Gobtn bom 10 ¢2% (Aa tiad emawe-iasping-1.0. 1 the low 90s),

At the start of any game, a Coach may declare that his
team is using a Secret Weapon and then pick one from
the list bslow. No team is allowed to uss more than cne
Secret YYeapon per gams.

vl

GETTING AWAY WITH IT

To ses ii the team’s lawyers ranage to find a large
enough lcophole to drive the wsapon through, roll a D6
on the Official Ruling Table at tha begimxmg of the game
and after each Touchdown is scorad. -

Ofﬂc!al Rullng Table

- D

1-3 Bring It On, Guys! The team's lawyers
are abla to outsmart the NAF official. If
the Secrst Weapon is on the field, it may
remain.. If it's been sent off, it can now
return to play. .

4-6 Gst That Thing OCutta Here! The NAF
has plugged yet another legal loophole
allowing weapons on the pitch. If the
Secret Weapon is on the field, it's sent

oft. it it's already off, it must stay off.

Back to the Drawing Board...

Back in the '7Cs, also known as the Golden Age of Secret
Weapons, even the Evil Gits were eagar to jump on the ..
bandwagon and davelop an-unstoppable Secret Weapon ol their
own. Aftsr al, they were gefting beaten senseless by everyone
8lsg — even 1sams withoul weapons|

| So.the Gits hired Big Ead Phlegmiace, reputedly the smartest

to build themn a war machine for their upcoming match against the
AMSddenheim PMarauders. Phlegmtace locked himself away in his
Iaboratery for three ful menths, naver eating a bit of fresh food or
secing the light cf the sun. (Of course, that's the way he lied it.)
Unavoidably game cay amived, and the then Gits® Coach ‘Slimy’
Stang'2gut came around to Phlegmface’s iab lo see whal lruils
his iabour had bome. H2 was not disappointed. Phlegmlface
prasented nim with the legendary Ong-Gobbo Tank.

For the-game's cpening Kick-Oll, the Gits won the toss and
elected to receive the ball. As-the teams sel-up, Stranglegut
himseif crove the Tank out onto the pitzh.

DOuring the Kicx-Off, a Coblin Lineman caught the baf and pitched
it 15 Sranz'egut in e Tank. The machine rumbled down the fietd,
85 >em/"ﬁ,/ ready 1o roll over anything in it's path — untl it ran into
th3 Maraucer tA:notaur Elitzer ‘Hungry' Massil Bovine.

Hunqry's haras iore drough the Gobbo Tank like a razor through
llesa Alier zracking the mackine open the Minotaur wresiled
Stranglegui out ot iSe cockpit and then proceeded (o attempt 10
swaliow 117 whore Sventually. he gave up and spatl the Gits'
Coach oil, v 7ually wn~armed. (He was sull breatring.j YWhen
asked why * 2 .2i String'egul go. Hur‘g/‘/ £noried, “Ne iike canned
megitt




THE CHACS SEE-SAW.

The Chaos Ses-Saw is a largs, dangsercus locking
contraption which is used t6 launch players through the
air and (hopefully) down the length of the pitch. Two
players are needed to do this: a Boumcar and a Jumper,
both of whom must be standlrg naxt to the See-Saw.
Neither playsr can be in an opposing player’'s tackle
zone if the See-Saw is to be used.

- The See-Saw takas up 2 squarss @a the pitch and must
always face lengthwise toward tha apposition’s Ead
‘Zone. it may be moved up to 3 squares per turn by 2
players or 1 square per tum by 1 pfaysr. The player{s)
who move the See-Saw must remain besids it for the
whole turm and cannot move any fusther once they have
moved the Sge-Saw.

The See-Saw can't be mcvad if it's am opposing player’s
tackle zone and can't be used to aunch a player cn a
tumn in which it has moved. Players ars allowsd (o movs
onto squares cccupiad by the See-Saw, but may nct
move any further that tum.

The See-Saw can only be used at tha end of the turn.
First, the Jumper stands on the end of the See-Saw
clossest to his team’s End Zons. Then the Bouncer leaps
on the othar end, catapulting the Jumpar into ths air.

I's possible to launch an involuntary Jumper by pushing

an opponent onto the See-Saw and then having a
teammate catapult him back towards his own End Zone.

When using the See-Saw, roll 2D6, add the Jumgar's
CL to the score, and refer to the Direction of Travel
Table to see what happens next.

S

Direction of Travel Tabie

Kerr-Snap! The Sese-Saw breaks.
Remove it from play and placs both the
Bouncer and Jumper prone.

36 - | Oh Nocoo! The Jumper flies off in ths
wrong direction, back toward his own
End Zons.

7 Not Msees! The Jumper goes straight
up in the air and lands back on the See-
Saw. The Bouncser becomes the Jumpesr
and vice versa. Rcll cn -this tahle again
to ses what happens to the newly
elected Jumper.

Gerronimooca! Tha Jumper flies off in
the correct direction, tocward the other
team’s Encd Zona.

Kerr-Snap! The See-Saw breaks.
Remove it from plzy 2nd placa both the
Bouncer and Jumper prons.

208
2 or less

8-11

12 or more

Assuming the See-Saw dcesn’t break, a Jumper wili
eventually end up flying towards o e of the Enc Zenes.
Flying Jumpers always mcve in a stra: gm line and travael
2D6 squares in the air. AZd the pou c27's ST o ths rail
and subtract the Jumpar's ST. Jumpers always travel al
least 2 squares, even if the moddiec sceore is less.

square ‘with ancther piayer,
Bgii en: the Injury Table ict
g bcxes cf

It the Jumper lands in a
bcth players are injursd.
each dlayer and placs them »» iR2
ner Dug-Outs.

ETPIeDIY

SECRET WEAPONS

if the square is not occupied, roll 206; add th Jumper's
AG and rsfer to the Landing Table.

mdlngTable
‘Resuly”
Splait! Oh dear._. . . Roll on the /n/ury
Table, adding +2 to the dice roll, to see
what has happened to the player.
Ccoophl The player lands badly. Place
him prons in the square he jumped to.
He must make an armour roll to-avoid
inju
Allsy—Ooop! Tha player lands periectly|
Place him standing in the square he

jumped to.

Cpposing players are allowed to attack the See-Saw - ==
instead of making a block. Reoll a D6 and add the -
playars ET. A score of 8 or moerae results in the Sea—Saw
being dsstroyed. .

Playars on the opposing team cannot use the See-Saw
(it takes practice), but they are allowed to move it.

C R ) 3 60C) =
CANNON

D

6 crless

7-11

12 or more

Cannon may only be used if the rules for Kick-Offs are ‘

being used. These specially moditied devices are
czpable of shooting a properly outfitted player down the
length of the field into the opposmg team’s End Zcne —
and beyond|

Unfortunately, player-firing Cannon construction is far
from an exact science. Most Cannon emplcyed in this
fashion are modified surplus weapons from the most
recent war, They are somewhat less than reliable and
have been known to propsl players into neighbouring
citiss or even to explode.

A Cannon is set up in the team’s End Zona, facing
tcwards the opposing team’s half of the pitch. It cannot
ta moved during the game.

Cnsa player on the team must be designated as the
Cannonball. Only this player may be fired from the
Cannon, as only he is equipped with the reinforced
helmat.and boots which allow him to attempt (and

-possibly sven survive) this daring feat.

To be fired, the Cannonball must be placed in the
Cannon either at the start of the match cr after a
Touchdown has been scored. Although stuck in the
Cannon until it's fired, the Cannonball still counts as one
cf the 11 players the team is allowed to have on the
pitch.

A playsr: may not crawl into ‘or out of the Cannon while
the game is in progress. The Cannonball can be handed
the football by another player using a normal hand-off,
but the Cannon may not be fired that turn. i

Another player in the team must be designated as the
Gunner. The Gunner is the only player on the team who
czan fire the Cannon, and to do so, he must be standing
besice it. The Cannen can only be fired at the end of the
team’s turn.

“Yaen firing the Cannon, roll 206 and refer to the
Cznnon Fuse Table below. f the Gurner s a Dwart, add

~-% 12 ine gice ol



SECRET WEAPONS
Cannon russ Table Canncnkball Table M
2-3 Ka-Bcom! The Canncon expledes! Roll 2-3 Popi The Cannonball travsls one
on the Injury Tabls to find out what sgquars, ending up prone just in front of
happens to tha Cannonball. Anyons . tha Cannon.
standing next to the Cannon (the 4-10 Whooosh! Roll 6D6 and move the
Gunner, for instance) is khocked over Cannonball that many squares. toward
and must make an armour roll tc avoid his oppenents’ End Zone. (lf this takes
injury. The Cannon is destroysd. ¥ the the player past the End Zone, see the
Cannonball was holding ths football, it's We Have Lift-Offl result below). H the {--: -
dsstroyed and play must be restarted. piayer ands up in a square with another | -~ "2
4-7 Phut! The fuss goss cut. The Gunner player, rofl on the Injury Table for each to =
can try again next tum. find out what happens to them. If the —
8-13 Bang! The Canncn fires. Roll 2D8 and square is empty, roll on the Landing
’ refer to the Cannonball Tatle to find out Tabls in the Chaos See-Saw ssction to
what happens naxt. find cut what happens to him.
11-12 ¥We Have LIfi-Off! The Cannonball
- : hurtles down the length of the pitch, over
ik — A the opponents’ End Zone (scoring a
5 N Tcuchdown in-the process) and off into
- the distance. The Cannonball will not get
s e A CT S s back in time to take any further part in
‘Builothead® Sprecher of the Dwar! Warhammerers holds the this match. Roll on the Injury Table to
current record for the kongest Cannonball shot ever. In a 2488 find out how badly he lands. . .

game against Athetomn Avengers, Bullathead was propelled from
his End Zone into orbitl Sadly, he was never heard lrom again.

In a remaich between the sama iwc teams !ater that year,
Buflathead's mithnl helmet lancad in the Avengers’ End Zona2,
killing Warhammerer Gruf! ven Leinenkugel who caught it
squarely in his chest. When the officials examined the heimet, a
bal was discovered inside. A Touchdown was duly awarcad to
the Warhammerers as well as the record for completing the
workd’s longest pass.

The Elves argued that the pass should nat be alowed as both the
Thrower and the Catcher were dead. It was laler pointed out that
the Champions of Death had been completng such passas for
years. The Avengers siently withdrew their protest .

Splking the Cannon

Players on the cpposing team may try to spiks the
Cannon (ie drive its barrel into the ground) if they are
next to i, instead of making a block. If this happens, the
Cannonball is trapped in the Cannon until the end of the
gams. .

When a player tries to spike a Cannon, roll a D6. On a
score of 5 or 6, the Canncn has been spiked and may
not being fired agzin. Players_on tha opposing team are
never allowed to iire the Cannon.
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GRENADES = O

Another favourite weapon cof the more desperate tsams
in the NAF is the old standby: the Grenade. Although
extremely dangerous, if you've got nothing to loss,
they’re worth a try. Besides, the Fans just love them !

If a Coach decides to use Grenades, he must designate

one player on the team the Grenadier. This player is

given three Grenades at the start of the match.

At the end of a turn in which he hasn’t moved, a
Grenadier can throw one Grenade. First, he must light
the fuse. Roll 2D6 and refer to the Grenade Fuse Table.
Subtract -1 from the dice roll for each opposing player
who exerts a tackle zone on the Grenadiar.

Once the fuse is lit, the Grenadier must throw the
Grenade (well, they don't have to, but they'll look pretty
stupid if they don'tl). Grenades are thrown in the same
way as a football with the following exceptions:

1. A Grenade can be thrown to any squars, including
empty ones.

2. If the Grenade is thrown to a square cccupied by a
player, the dice is not moditied for that player's CL.

3. The range is increased by 1 catsgory. (A Quick
Pass counts as a Short Pass, stc.)

4. Grenades can't be thrown out to Long Bemb range.

Work out scatter for a missed throw as normal. A
Grenade can be intercepted, but doesnt havo {c be. i! a
player who could've intercepted the Grenade dezices
not to, count the resuft as a Miss.

If the Grenade ends up in a square w.in a player or is
intarcepted, the player may try !0 {n:ow tna grenacs
again. Roll a D6. On 1-3, the Grenads expicass bators
the player gets ~d of it. On 4-5, he can inrow it again

SECRET WEAPONS

A Grenade that is thrown a second time cannot be = .- -
intercepted (count the result as a Miss) and ..
automatically explodes in the square it lands in, no - ==

matter who or what is in it.

~Anyplaysrinasquareswith a Grenade when it explodes

must roll on the /njury Table. Any player in a square next

to the explosion is knocked over and must make an

armour roll to aveid-injury.

if a team with a Grenadier fails to get away with it (see

atove) sither before or during the match, the Grenadier
is sent off the pitch and may take no further part in the

game.

Hint: If possible, give the grenades to a player with a
rercil. This can help you avoid messy situations.

Grenade Fuse Table

208 - | Resudt

Ka-Boom! The Grenads explodes in the
Crenadier's hand! Roll on the Injury Tab's
to find out what happens to him. Anyone
adjacent to him is knocked over and must
make and armour roll to avoid injury. If the
Grenadier has-any grenades left, they
exgplade, too. For each additional Grenade,
the Grenadier must make a further roll on
the Injury Table and adjacent players must
each make another armour roll. Cnly the
worst injury sustained by each player
applies.

Phut! The Grenadse is a dud and won'
explode. It's stiil used up, though, and cant
be thrown again.

3crless

In
~

| , =nds up before 1 bicws.

Ssssssss! The fuse is lit, and the Grenads
118 enmed to expiode. Mow fing outl wnere It
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SECRET WEAPONS

CHAINSAW WIELDING LOONIES 1,000

O F¥&Ri C7 @

No one rememb@’s when éﬁainsaws were first seen cn
the Blood Bowl pitch. Some say that Man-Mangler
McStone, the Dwarven engineer famous for his blcod-
chilling (and spilling) inventions, was the weapon's
criginator.

Others insist that Man-Mangler was simply the first
victim of this cacophonous contraption of dsath.
Connoisseurs of the game explain that there is no
contradiction between these claims, pointing out that
many over-excited players have come to a sorry end
after a careless swipe with their own Chainsaw.

Whataver the truth of the matter, it's clear that the ever-
popular Chainsaw is here to stay, even after the NAF's
frequent and unsuccessful attempts to ban it from the
game.

Who could ever forget Shiretown Stuifer Tork
Smallbonas’ valiant assault on the Orcland Raiders in
73, when he reduced the entire team to half-strength in
a single whirlwind swipe through blood, bones and
brain-matter? Or the Halfling’s sad end whan he tripped
cver a severed jawbone and sat on his cwn weapon?

if you decide that the Chainsaw is the weapon for your =™~

team, at the start of the game designate up to 2 cf your
players as Chainsaw Wielding Loonies. Only designated
players can use a Chainsaw. If a Loony is killed, his
weapon is removed from the pitch with his corpse. (Tha
cther players are far too sensible to grab the 'saw and
pick up with the mayhem where their unbalanced
teammate left off.)

While carrying a Chainsaw (which he invariably refuses -
to put down), a Loony cannot carry cr catch the ball.

A Loony can make a Chainsaw atiack instead of making
a block or tackle. To do so, roll 2086, adding the AG of
the Loony and subtracting the AG of the target. Then
refer to the Chainsaw Wielding Loony Tabls.

mny p ayar hit by a Chainsaw must maxe an a"nour r\,'l

roli s ‘a Hea, roh on the In/w/ Tabls, udmrg ? 'c the
¢l o finc out what happens (o tha piayer.

Sorryi Tha Loony smngs the Chamsaw
rather exuberantly, missing the target.
Roll for scatter. If there’s a player in the
square indicated, he's baen hrt by the
| toony's wild slash.

»5-8 Curses! The Chainsaw missed.

9-11 Chaeppy, Choppy! The Chainsaw hit the

. i2armare | Bxzzz Chop, Thunki The head of the

target is neatly sliced off.

Decaphtation

A Bzies. Chag, Tk calEiicaiites the tApi ' -

understandably, this is fatal. Remove the playing piece
from the pitch, and place & ssvered head counter
(pmvidadinmasxﬂl-smnalﬂmendoﬂh}sbook) in

the sguare whera the playsr was. Then rol! {or scatter to *

see where the head ends up.
The head may be picked up and thrown just like a

foctball. if the Loony’s team can get the head back to its.
Dug-Out, it scoras a huge moral victory and is entitled to ™

a team reroll as a reward.

Thaonly-way ths opposing team can stop this is to get
the head back to their own Dug-Out first. A team gets
the head into its Dug-Out by getting ons cf their players
who is holding the head into a square in his Substituta

Entry Zona (the 4 squares beside the steps on that

team’s halt of the pitch).

\ —]
Kickback

-ff-a-toonymanages to gore a player with his Chainsaw,

roll a D6 for kickback. On 1-2, the Chainsaw catches on
a pisce of the victim’s armour or bone, gets stuck and
then kicks back, hitting the Loony. A Loony.: struck by his
own chainsaw must make armour and injury rolls just
like any other playar.

if a team that has decided to uss Chainsaws fails to get
away with it (see a2bove) either before or during the
match, all the Loonies in the team are sent off the pitch
and may take no further part in the.match.

The majority of records concemning Chainsaws belong to Star
Lineman Bamy Bighenes oi the Champsons of Death. In cne game
against the YWarplire Wamiors, Bigbones managed (o remove the
heads of.eight ol the 16 -Skaven present. His career total is
. | cumenty 204_an avecase ol over. four seveved heads per game!

Bamy is aiso the proud possessor of probably the most unusual’
Chamsaw record of all: the Most Times Decapitated. As of this
cate, old Bigbones has had his head removed from his well-worn
shouicers fitty-six tirnes — thirty-four times by himseff!

The Star Lineman has the infamous habit of removing his own
head and spiking it in the cppenent's End Zone after he and the
rost of the Champions of Death win a match. Although this acbon
s a real crewd-pleaser, Coach Tomolancry has reprimanced
Barry lor it voon several occasions due (o the expense ol
reanaching 1ne cnocpes-off head.

To keep him !rom 'repeaung his costly cheer, Tomolandry
rearrangea his player and Bigbones aclually played mest of 1he
24Y8 seascn with hrs head wired (o Ine inside ol n's riccage’

PR



SECRET WEAPONS

POGO-STICKS CF DOCM

Goblins have a well-deserved reputation {or their
inventive cruslity and their legendary abifity to come up
with diabolical (and often ssif-destructive) sneak plays.
But even amongst Goblins, thers is a group of players
who are spoken of In whispered awa: the Fanatics,
acolytes of an elite cult of Blood Bowl players who have

Lo
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proved themselves to be complstaly deranged.

The Fanatics are the only Blocd Bowlers insane encugh
to take the fiekd on Pogo-Sticks, the fiendish creation c¢f
former Lowdown Rats’ Coach Pogo Doomspider. Pogo,
alas, was killed whils trying to improve his invention with
the addition of rockst propulsion.

Despite (or perhaps because cf) the fraquent fatalities
caused by Pogo-Sticks, they have proved popular with
Coaches and Fanatics afike. And the Fans just love 1o
sse those crazy little guys bouncing arcund, completely
out of control

Pogo-Sticks of Doom can only be used by Goblin
Fanatics. Any team that has Geblin players (including
mixed race teams) can replace up to four Goblin
Catchers with Goblin Fanatics on a 1 for 1 basis. Pogo-
Stick-riding Goblin Fanatics have the following
characteristics.

LA SP ST | AG IS L | Aav

B +4 1 4 0 +1 7

lf a Fanatic is removed from the pitch for any reason,
his Pogo-Stick goes with him. Other players cannot pick
it up and try to ride it. (Not that anyone besides anothsr

Fanatic would be foolish enough to clamber aboard a
Pogo-Stick.) .

comemmrezem CA CT S s
Soma Pogeing Records

The Longest Sustained Pogo Of All Time was by e Underworid
Creepers' Fanatic Skarp Sorehead, wixo became hypnotised by
his constant rhythmic bouncing and pogoed right out of the
Middenheim arena. L'eague officials racked his progress for.a

had given up at “zoggin’ lbtz'nlotz”.) Scrohead was iast reportad
heading for the sea near Lucani.

The Highest Pogo Ever is a disputed
call berween Lowdown Rarts’ Arco
Snakebite and the Evil Gits’ Dag
Gobguzzia. The Rars daim comes
from a ratch sgamst the Gouged

suffocaten. A memcrial was later
ereclod cver the pil.

Gobguzzia, on the other hand, was propetled high asove me feld
of play after lancing on a concealed mine cunng a game agamnst
the Dwarl Warhammerers. The Gits manian [a: sorme £ais cf
Gobguzzia wenl lar higher than any part ¢t Snaxec'e. The Ra:s
counter that, cn the average, Gobguz=a did no! arnan a recoT-
breaking height. as most of his bod!ly orgzns laned o even kRave
‘he arena ang encded up splantersd ai over M2 uoi'an! Fans

whie, but bost track at 11,234 paces. (The Creepecrs’ statistgan |

A Fanatic equipped with a Pogo-Stick recetvas the skills
of Leap (level 3) and Heroic Leap (see Blood Bowl Star
Players). He can also ignore the rule requiring Gablins
to roll a 3 or more to make an intarcaeption, as the height ~
ha achieves on his Pogo-Stick more than compensates
for his natural disadvantage.

Pogo-Sticks do have a number of drawbacks, howsvar.
A Fanatic aboard one cannot make a block or tackle.
Plus, there's a chancs that the Fanatic will lose control
of his Pogo-Stick-whan he tries to move, and end up
bouncing around-at:random-all-over the pitch.

Loss of Control

Roll a D5 before moving a Fanatic. On a 1, he loses
control. Roll for scatter four times to see where he
bouncas to.

piecs of his Pogo-Stick. Place him in the Stunned box of

his team's Dug-Out. He can return to play later with a
brand new stick.

Goblins cn Pa32-Ciicks can hold the ball (and catch or
intorcapt it, teo) Zut it makes the Pogo-Stick more
ditficuit 1o corirol. A Fanatic holding the ball loses
ccnirst of his Pogo-Stick on a roll of 1 or 2 on a D6

+ Ae ! A
¢vhen (g 7SS 10O Mava

R O it BT T

Eye when ’,‘"i:’ pogosd “Z,Z : If a scatter roll.takes the-Fanatic into an occupied 3
trampolne pil. He was /ater o ! B} S =
. outside the stadium, erebwdded 1o square, blczh players-end uvp prone (move the Fanatic X
- the waist in an cpen cesspool. back to the square h_e.bouncad from) 'and must make =
Unfortunately, this ucky soft lznding armour rolls to avoid injury. If the Fanatic bounces off of &
did Arda no good, &s he landed the pitch, the overexcited fans maul him, trying to get a 3
head lirst and quickly d:ed by S
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SECRET WEAPONS

MACHINERIES OF DESTRUCTION

Machineries of Destruction is a catch-all term refarring
to the numerous extremsly large and deadly sngine-
driven Secret Weapons used by Bleod Bowl taams over
the years (with the Dwarf Warhammersers bsing the
most famous exponents of ths art). - :

Maost of these war machines ars craated from scratch
from materials availabls in the arena just bafcre the
game. Others are specially constructad in smithies and
laboratories by craftsmen and sngineers arcund ths
- worid. We don’t have rcom ta dstail the hundreds cf
different Machineries of Desiruction that hava been
used, but a couple of favourites ara Included here.

For purposas of movement, a Machinaty f Dastruction
is treated just like a L'axga Maonster (sas Blood Bowd
Star Players), occupying an arsa of 2 squares by 2
-squares. it must obey all tha movement rulss that apply
to Large Monsters.

A Machinery of Destruction can on‘y make attacks
against players or other things (like other machines) in
the 2 squares directly to its front. It doesn't have a
tackle zone, and (bslisve it or not) may never catch the
football.

In fact, if the football ever ends up in a squara cccupiad
by a Machinary of Dastruction, it is assumed that it gets
chewed up or squashed flat, and play has to be
restarted as if a Touchdown had besn scored by the
team using the machins.

A Machinery of Destruchon must be set up at least
partially in the team’s End Zone at the start cf the match
or after a Touchdown has been scored. The machine

itself doesn't count as a player towards the limit.of 11 -

that may be on thae pitch, but its crew does.

All Machineries of Destruction need at least one
Crewman, a player specially trained to operate the
machine. Crewmen are integral to the machine and may
never leave it. Opposing players cannot attack
Crewmen in any way, but can attack the machine iisslf
(though you'll find that you almost cartainly have to
gang up on it to have any effect). Machineries of
Destruction can’t be tackled.

A Machinery of Destruction is brecken if it is aver
knocked over, but the wreckage remains cn .the pitch
until the next Touchdown is scarsd. Players may not
move into squares occupied by a brcken machine.
Crewmen are cansidered to have baen ss rously injured
in the crash.

Dwarf Steam Klildozer

Originally designed in the world-rencwned underground
smithies of the Dwarf Anvils, the Dwarf Steam Killdozer
was adapted from a dssign for 2 censtruction tool used
in building the Anvils’ subtsrranean home arena. The
Killdozer made its first surprise on-pitch appearanca in
the Dwarfs' 2479 home opener versus tha Orciand
Rawxaers.

Cruel-Eye's men were buried (guite literally) by the
Dozer and have since refuced ic piay zgainst any
members of the Woild's Edge Suparleague sver ‘z::h
Vwhen asked why, the Raiders’ Caach only repliec wit
5rucging admiration, “They cheaie. Raai gccoa.”

Ths Killdozar is crewed by one Dwarf and may thus only
ta used by teams that mc!udo Dwarfs Aﬂ Dozers have
the following ....arac:et*.stm

Tha Kiildozar attagks by us:ng g special form of push.

This attack s made during movement, against any -

t’wrgcts that occupy squares tha Kilidozer tries to move

into. ¥ the stk succeeds, the Dozer can continus ds
maove normally. B can attack qam untl its move ends.

if there are two o more players in ina anack squares
the Kildozar must make a multiple push against all of
them. Thas Dozar ean also make push attacks against
players that are proro. simply ignoring any resuns
cal.’zrg‘oﬂhnzmto kncdwdoveragam

Players pushed back by the Killdozer can be moved mn.

occupied squares. The player originally in the square is
displaced cne sguare, just as if they had been pushaed
back themsslves {and can, in tumn, force ancther player

to ba pushed back). Players in a chain of pushbacks are * -

knockad over if the original player was knocked over,
and remain standing if the original player remained
standing.

The Killdozer is a difficult machine to control, especially

ii it's going fast. To represent this, the Coach must
declare the number of squares the Dozer will move

before it doss so, and;then roll a D6. If the score‘is less ..

than or equal to tha ndmber of squares the Killdozer is
going to movs, it goss out of control.

Lasscflontrel '«

A Dazer that is cut of control moves randomly. A D6
must be rolled for sach square of movement that the
Coach declared at the start of the move. Refer to the
Random Move Table for the result of each roli.

Random Move Table

D6 Hesult-

1-2 Swing Lsft. Turn the Dozer 90° to the left
and move it one squara forward.

.34 - {-Straight.-Move the Dozer one square
Straight ahead.

5-6 Swing Rlight. Turn the Dozer 90° to the
right 2nd move it one square forward.

if a random meve forces a machine to move over a
sideline, it's ramcved from play, as it is now happily
plougnmg its way through the crowd."Roll 2D6 and
multiply the sasuit by 10. The team whose sidsling it

_.cressad lose that many fans to the rogue Dozer.

| JAN

Cue o runaway Macnineries ol Desiruction, the Chaos Dwarl
B:acx Ceath leam of the World's Edge Superteague has yel o
“71sh 3 soason with any surviving Fans. The Black Death piayers

seam o care. inough, as they proudly hold the ail- ume

"ecc -3 ior Most Specaioe Lasue zes!
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Dwarf Death- Roller

One of the most spectacular, if not tha most emc:em
Secret Weapons fielded by any team, the Dwarf Death-
Rcller was first use 3 by the Dwarf Warhammerers back
in '64. The Death-Roller’s continuing popularity is no
doubt due ta the fact that it's so easily improvised from
the rollars found at the more sophisticated and well-
kept, grass-laid stadiums.

NAF officials have dcne their best to keep Daath-Rollers
off the pitch — at least while the match is in progress —
but somehow the Dwarl lawyers always ssem to find an
excuse for the team to use it. It locks iike the Death-
Roller could be here to stay!

All Death-Rollers have the following characteristics

MA | SP | ST | AG | TS [ CL | &V |

8 — —

4 0

* The Death-Roller's ST may be increased. Seg below.

The Death-Roller is crewed by 2 Dwari and thus can
only be used by teams with a Dwar on therr roster.

The Roller can be usec to make 2 olcck agamnst the 3
squares to its front once i has iin.shed its movae. Ths
Roller must attack ail 3 scoares, maaing 2 mulin:e

olock if it has 1o, anc can afel~ veand § [asnt Tovae

287
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Add the number-of squares the Roller moved this tum to
its ST when it makes a block. Additionally, the Roller-
gsts the skill of Mighty Blow (see Blood Bowl Star

Players) with a level equal to the number of squares it
moved in the turn. .

For example, a Roller moves 3 squares and then makas
a block. It has a ST of 11 and Mighty Blow (level 3).

‘Any ‘prona-players in the squares that a roller is

attacking must make an armour roll to avoid injury. Don’t
roll on the Block Table for these players or include their
STs if the Roller is making a multiple block against any
standing players. :
7 he Roller can move in one of these ways each turn:

1. Move 14 squares straight ahead.

2. Turnin placs.

3. Reverse 1-2 squares straight back.

A Roller that moves in reverse can't attack that tum.

Loss of Control

Jusi Lke the Steam Bulldozer, the Death-Roller is
=.ft:cult to control at higher speeds. Before moving a
Dea:in-Roilar, declare the number of squares it's going
:2 rmove, and roll a D6. If you roll under the number of

iared squares, roll a D6 for each square and refer to
Ranaom Move Table. (See Dwarf Steam Bulidozer).
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TRAPS

High on every Coach’s list of priorities is to find some
way of taking out the cpposition without tham gstiing
too doss. If you can find awaycfdisabllngtha enemy
withcut putting your players at nzk. you re harfv.
winning the game. . - :
it's cftan said ﬂ‘a‘sh’npiar is bettar andﬂ“'-*‘ appllasto
those methods used to injure pecple from afar. Traps
amanoldfavoumabywhnchtoadimwtmsgoaLam
the simplest trap of all is the Pit. F

Of courss, you couldntpossmlyexpsda()oachmmt
exploit every opportunity to come his way. Saveral
variations on the old favourite are regilarly empioyed in
Blood Bowl game, most of them to deadly effect.

The great thing about Pits is that they’re legall As icng
as both Coaches agree before the game starts on
whather or not to use them, of course

4-,,}. { §1
\/.

USING PIT TRAPS

At the start of the game each Coach takes 6 of the Pit
Trap Counters.. Three of these should say Nothing, two
should be normal P/t Traps and one should be a
Spked Pit Trap.

Each Coach lays his counters, face-down, anywhere in
his own half of the pitch at the start of the gams.
Whanever a player (from either side) enters-a square

containing a counter, it's turned over. 2

i it says Nothlng nothing happens. It was a bluff and
the opposing Coach can start breathing again. If it's a
Pit Trap, the player falls in and must make an armour
roll to avoid injury. If it's a Spiked Pit Trap, the player
falls and rolls a D6 on the Spiked Pit Table.

Splked Plt Table
1-2 Yoouch' The player Iands on the splkes
Roll on the Spked Pit Injury Table to find
out what happens to him.
36 Nearly. . . . The player avoids the spikes,
but must still make and armour roll to
avoid being injured by ths fall.

| Spiked Pit Injury Tabie 1
i Ds e ot Resuft J
{ 1-4 Serious Injury. [
i 56 Dead. 1

Ccunters with Nothing on them are discarded when
they are revealed. All other types stay on the pitch in
tna hcpe that more players will stumble (or be pushea)
i

A ciayer in a Pit may only try to climb cut. He canr't
mzv3, block or tackle, and he loses his tackla zone. No
ciner player may try to move through or leap over a Pt
tnat arready holds a player, and no piayer may bicck cr
taov'z 3 glayer already 1n a Pit.

Dl b 2% SR ELpltuD

LEAPING OVER PITS
Flayers may try to leap over empty P2 Traps (whsther

they are raveaiad or nat), just ks leaping over prone - -

players. However, if the player rolls an Ccooops/ result -
cn the Legping Table, he falls into the Pit. :

CLIMBING OUT OF PITS

A playasr stuck in a P& can eithar try to climb out himself
or can be pulled out by other players. You must roll
equal to or less than tha trapped player's AG on a D6
for him to escape. Dwarfs, Haiflings and Geblins halve
their AG (rcunding up) bsfore rolling.

Add +1 to the dics roll for each opposing player who has”
a tackle zone on the Pit, and subtract -1 for each
friendly player who has a tackle zone on it. If the player
manages to get out, ha is placed in any unocccupied .
squars beside tha Pit-and maynot do anything else that
turn. If no adjacent squares are empty, thse player
remains in the Pit.

If a player tries to gset out a of a Spiked Pit Trap and
fails, roll a D6 to see what happens when he falls back .
in.Ona1or?2, he lands cn the spxkes and suﬂers a
sarious injury. ¢ it

Example-ciaPit Trap

Reikland Reavers star Ritter von Baum is pushed into a

square containing a Pit by two Orcs. His Coach flips

over the counter and finds it is a Spiked Pit! A narvous .
D6 roll is made — phew, it’s a 4. Ritter’s avcided tha

spikes. He also makes his armour roll, so he's got off

lightly.

The most important thing now is to get out of thers. The

Coach orders three players to close in on the Pit, one of
whom manages to blcck.an Orc and knock him

senseless.-Riter's:AG s 3, -3 forthe'Reavers who are

nelping him get cut, and +1 for the remaining Orc. The
Coach rolls a 5, for a net result of 3 . Ritter escapes and
is placsd on one of the vacant squares beside the Pit.

OM Ycu Kroyr.

Evil Knut of the Asgard Ravens is soll
-,.)‘ she hoider-of one of the more unkkely
’f -NAF records.: From 2469-2474, over a
= perod of 40 games, he set cff 113 raps
without sustaining so much as a

g@?’{'ﬁ,

RS

M

o sgalch. In faal, the Ravens got so used
L x o to Knut's good fortune that their
e opening play in every game was 1o

have him wander around the pitch
\\\\se'rng o¥ spear raps, cpening pits and

=
2 4
,’7’ /, \\ \\\ making the arena safe for his
% R

[, teammates.

Knut finally mel his end when the #/ashammerars went for broke

and mined rali o! Ihe p:ch with explosives. Il wrecked tneir
enurs arera, w120 7 of new players and brought down the wrah

cf the NAF. tut 1o Yarhiamimerers were stll happy wilh (ner
oz, “Thera 1s no raul 1o tugh ‘or us [0 crack,” Soasied &
STREsSMIeN 100 N Svners
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OTHER TRAPS

Instead of placing 2 Spiked Pit Trap at the beginning of
the game, a Coach may use one of the {ollowing types
of traps.

Counters for these alternative types of traps ara
provided at the end of the book.

i ; NAR
Mine

Bensath the soil in this square lies a packet of high
explosives. This explodes whan a player enters the
square. Roll on the Injury Table to see what happens to
the player who set off the trap. Any players adjacent to
the Mine are knccked over and must make an armour
roll to avoid injury. Discard the counter after it has been
revealed.

Qulcksand Pit

The bottom of this Pit is not solid. Instead, it's filled with
quicksand! Unless the player manages to get out of the
pit within 3 turns, he is sucked down into the ground
and diss of suffocation.

Trapdoor Pit

When a player falls into this Fit, a trapcoor slams shut
on top of him and he is trapped. The player is remcved
from play until the next Touchdown is scored, when he
is retrieved and may return to the game. While a piayer
is stuck in this Pit, other players may freely enter the
trap’s square.

Trampoline Pit

At the bottom of this Pit, there’s a trampolina. This
catapults a player falling in back out again and up into
the air. Roll for scatter and move the playsr 4 squares in
the direction indicated.

ff the player bouncses into the stands, roli on the /njury
Table to find out what happened to him. Hf he scatters
into a square with another player, both players must rall
on the Injury Table.

It the player lands in an empty squars, roll a.D6. H the
score is less than the player's AG, ha manages-to fand
parfectly, and can even keep on mcving. K it is equal to
or over the player's AG, he falls cver and must maks an
armour roll to avoid injury.

TRAFS

wn

LARGE MONSTERS AND TRAP

it any part of a Large Monster's base eniers
with a Pit Trap, the creature t!rics cver and
prone. However, it hasn't fallen intc the Pit

OmHP

<c
=

stand up normally. Note that a Largs Micns!
over when part of its base enters tha squza.

er

Il a Large Monster's base =rtars
ccntaining a Spiked Pit Trap, the
mpaies a foot cn scme of tne 0
ne Serious Injury 5ox of the 227

¥
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Mines aflect Largs Monstars ooty
Quicksanrg, Trandoor anc T axmpd
efect cn Large Mcnstars, oiri” e

-MACHINERIES OF DESTRUCTICN
AND TRAPS ¥,

Becausa of their size, Machineries of Destruction are
able to run right over most types of traps without
noticing cr even setting them off. The one exception to
this is 2 Mine.

When a Machinery of Destruction runs over a Mine, it's
destrcyed automatically. Leave the wreckage on the
pitch, just like you would if the machine had been
destroyec by a block (see Secret Weapons).

—<azgd \[ [ A
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Sorme 1sams have been more able o use Uraps effectively than
‘hers .~ the past,.and some have had more than their share of
arl .oz, The Albion Assassins used a partcularly eflfecive lrap
ja:ns: *he criginal Scarfaced Scavengers (their present
-mznonis therr fourth) way back in 24€3.

-
a

i

=.:zh 1or hours Selore the match. Weren't they surpnsed when
incsi o e fleid (except the secuon :ne Assassins were s'anding
2n, 2t z2.52) arcpped away into @ beromless pd!

YWary 25 ev 2. the Scavengers took e field cnly after scounng

Tre o= -2 yeeson ¢f the Scavengers also !ell prey o a mos:

MNoghiwings i h2

< @ M a game versus the Nagzaroin
seeround arena. the Carx Zives .
siing Dwarls "22x the

cinnng 12 e

va wiineul any
cn'y to hra

i MGEZI8NS
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OFFICIAL NAF RULES

This version of the game isn't played as widely as
standard Blood Bowl. The rules ara relatively

SET-UP
complicated and many crowds find the constant

" imterruption of the mayhem on the pitch rather annoying.
Besides, who can hope to find a Coach who can
understand all thirty-odd veolumes of the basic rules?

Use thesa rules to set up the pizcﬁ at the start of each
Still, a good number of clubs play a fairly completa

half and after gvary score.

Tha Kici-Off rules must be used. Players on both sidss
~version of the official NAF rules.

throw the balil upiiald (ie behind him) or laterally.-He can
: stil hand oif normally, but he can't kick the ball. . '
These are the rulas closest to those that Sacred

Commissioner Roze-el first set to papser all those years
ago. And if he were still in alive today, thera is liitla
doubt that this is the version of Blocd Bowl of which he

scrimmage and continue play as described below.
would most approve. Same of tha othars would have
him spinning in his grave.

Play stops as scon as thg ball carrler is knocked over

The NAF officials are strict about the teams in their
league following these rules strictly. No spke balls are
allowed. No multi-ball games. No traps or Secret
Waeapons. No oddball variants of any kind!

But then, who ever listens to the official?

Wayward Bluchen Berserk Kicker Sigurd Troplentor was so
anxious o improve his acouracy when kicking that he had one of
the other players hold e bail for him. This technical innovation

did nat.catch ¢ whea Teopfenicr finished the season having sué-
1 enly completed 25% of is kicks, having kiled 3 and injured 6

teammales and seein) 12 halders trampled into the ground by
grateful opponents.

WHO MAY PLAY

Only Human, Norse, Chaos Human, EH, Dwarf, Chaos
Dwarf, Dark Elf and Orc teams may play games with the

full NAF rules. Only Star Players belonging to thess
races can be used.

Example of an Officlal NAF Kick-Off
Mixed race teams are not allowed. Mutants are
permissible for Chaos Human and Chacs Dwarf teams.

Chieftains is dua to_start. The Chisftains-won the toss,

The ball is kicked deep into Chisftain territory, and a
TERMS Chisftain Blitzer movas 2 spacas (his SP is +3) to pick it
Before getting into the official NAF rules, there are some ~ UP- The Rebel playsrs move 4 squares forward,
definitions you need to know. throwing a few blccks on the way.

Rall carrler: the player currently with tha fcotball. The Chieftain runs forward with the ball. In the next

. i . g ) Fsbel turn, he survives a block by a Rebel Catcher. In

Line of scrimmage: The row of squares stretching the  his next turn, the Chisftain moves 2 spaces and then is

width of the field that includes the square in which a ball  knocked over in a Tackla by a Rebel Blocker.

carrier was last knocked over.

Play restarts at the line of scrimmage: the row of
Offenca: the team that begins the down with the ball.

..., .~SQu2ressiselching across the width of the field including
Dafence: the team that begins the down without the 1@ SQuare where the ball carrier went down.
ball.

Cown: a part of the game mads up of 1 cr mcre regular
turns. The offence starts first (exception: ses 8litz), end

N1 A
p.ay continues normally until the ball carriar is knccked
over or a pass is not caught or intercepted.

4y

+ <owns make up a drive, 16 downs maxe up ons half -Sarme NAF Kicking records.
ciine game, and 32 downs make up the entire game. A Longast Kick-Ctf: 408 paces, by Ice Giant Kicker Cloucgirth
rick-Off never counts as a down. Mountanhips, vs ne Vynheim Valkyries, Norse Challenge Cup,
— A . f " . . 2485. A specialor watching ancther game was killed by the ball.
Drivo: h the cH
Driv series of 4 downs in which the cifence must Longest Kick Landing In Play: €8 paces, by Darksice Cowboys
sccre cor surrender the football to the defence. Kicker Venom of Fraena, vs Asgard Ravens, 2487.
Kali: The game is divided into two halves, aach Longost Kick-Off Rsturn: 62 paces, by Reikland Aeaver Fast’
ccreisting of 16 downs. Ben Jansen, vs Eitheim Eagias. 2485
. , Most Players Kilied by Booting (Sezson): 12, by Gouzed Ey2
U=*=:d: toward the offence’s End Zone. Kicxer Trok Ettcpltior, 2287
Qownlield: toward the defence’'s Ens Zone.

Mcst Players Killod by Booling (Single Gams): 3 >Y Dwart

Giant Gimveo!d Gambra2th o5 Lo wgown Bals 2485
.atwrzny: aiong the row of squares the ball carrier s in.

block and tack!s as usual, but tha ball carrier can only

(sxcaption: see Fumbles below). Mark the line of -

A game between the Grey Rebels and the Spearcamp

:
7
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OFFICIAL NAF RULES

PLAYING THE GAME

Most downs after a Kick-Off work as follows. The

offenca is always the team who ended the last turn with

the ball.

The teams set up: the offence first, then the defancs.
The offence may set up players con or upfield of the line
of scrimmage, and the defence sets up anywhere
downfield of the line of scrimmage. A player on the
offence starts off as the ball carrier.

Once the teams set up, play prccesds turn by.turn-until
the down is completed (ie the balil carrier is knocked
cver). The offence has 4 downs in which to score. If
they can't, the defence is given the ball at the line of
scrimmage reached at the conclusion of the 4th down.

Any time the defence ends up with the ball at the end
of a down, in the next down the defsnce becomes the
offence and vice versa. The new ctfencae now has four
downs in which to score.

Example of a Down

After the Kick-Off, the Chieftains begin the first crive
with the football. They line up first, checosing to put a big
screen of Linemen and Blockars on the line of
scrimmage, and two Catchers wide to one side.

The Rebels line up with a couple of Throwers pac
ceep in cass cf a pass, scme Linemen set bacx ¢n
sguare and the rest in the row .n ! the hne gt
scrnimmage

"

nt ot

Q

. A Chieftain Thrower has the ball. The Chieftains move
first, trying to throw some good blocks on the line and

get their Catchers clear downfield. But in the Rebsls
next turn, both Catchers are knocked over, so the Ball.
Carrier hands off to an adjacent Chisftain Blitzer, who
goes for a gap just beyond the line of scrimmage where
two Rebels have gone down.

The Blitzer is knocked over by a tackle just beyond the
line cf scrimmage, so that's the end of the down. Play
restarts from the new line of scrimmage. The Chisftains

. .have thres downs lsft to score.

THE BLITZ

Cncs per drive, the defence may declare a blitz which
allows them to move first, before the offence. The blitz
must be declared as soon as the defencs sets up.

RUNNING OUT OF BOUNDS

It the ball-carrier wishes, he can run off the pitch with
the ball. This is called running out of bounds, and it
enas the cown. The wisdom of this is obvious if you're
trying to avoid being trampled by the defence and still
have some downs left in which to score.

A clayer can run out of bounds if he's next to a sideiine
anc could normally move another sguare, whether dua
12 h.c ncrmal allcwance or by sprinting or risking injury.
The ira of scrimmage is marked by the square in waich
‘he oizyar was last on the pitch.

W
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THROWING THE FOOTBALL

SUBSTITUTIONS

Players cannat be brought onto the pitch during a down.
Howaver, when setting up for a new down, free
substitution is allowed. Any 11 (or equivalent) players
may be used for the next down, as long as they are not
injured in any way.

FUMBLES

There is a chancs that a knocked-over ball cairier will
drop the ball beforg he hits the ground. This is known as
a fumble, and it allows play to continus. '

Whenever the ball carrier is knccked over, roll a D6. On
a roll of 1, he fumbles the ball and it scatters 1 square.
Players con either team can try to pick up the ball as
usual, and play proceeds until the new ball carrier is
brought down (though he might fumble the ball as weli).

if the ball scatters out of bounds, the down is over and
the ball is not thrown back into play. The iine of
scrimmage is marked where the player who fumbled tha
bail was knocked over. The fumbling glayer's team gets
possassion of the ball on the next down.

if the offence ends up with the ball at the end cf a dewn
in which they had at one time lost pessessicn, fcr he
purpose of keeping track of downs treat it just as if they
nad held onto the ball the entire tims. if the deience
ends up with the ball after the cown has enced, :ney
start a ~ew drive as the offencs at ihe line of scrimmz32
~nsre thewr ball carrier was knocked over

<0

The ball may only be thrown downfisld once per down,
although it can be thrown upfisld or laterally as often as
you like. If you’re going to throw the ball, you must do so
before the throwing player crosses over the line of
scrimmage.

If the ball is not caught or intercepted, the down ends

immeciately. The new down starts at the same line of:

scrimmage as the last. A

KICKING THE FOOTBALL -

In the full NAF rules, there are two differsnt types of
kicking: kicking a Field Goal and punting. Although the
ball can ba kicked at any time, it's usually wisest to do
so on aither the fourth down of a drive or the last do

of a half. :

Fleld Gozls

On any down, the offenca can try to score a Field Gaal,
which is worth one half of a Touchdown. This is dene by
kicking the ball between the'bars of a gigantic, gleaming
white, two-pronged, U-shaped fork (called the goalpost)
towering upright, business-end in the air, and positicned
dead center at the back of the defence’'s End Zone.

Field Goal attempts must be declared out loud before
the dsfencs ssts up, as it gives them a free blitz, even if
they have already used cne in this drive. This 'means
that the defence always moves first on Field Goal
attempts.

Any player may try to score ths Field Goal, using the

centre square on the back row of the defence’s End
Zons (where the goalpost sits). ;

If the kick hits the targst square, the ball has passed
through the goalpost (or between the uprights) and a
Field Goal is scored. Play must be restarted just as if a
Touchdown had bsan scored. If the kick misses, the
defence gsts possassion of the ball at the offence’s line
of scrimmage, just as if the offence had completed it’s
fourth down. ’

Note that you-den't-haveto kick the ball, sven if you

...said that you'regomng for a Field Goal. Sometimses it's

pcssible to catch the defence off guard by telling them
that you're trying for a Field Goal and then running or
throwing the ball for a Touchdown instead.-This is
known as a fake Field Goal. It's a dirty, lying,
underhanded trick — perfect for any sslf-respecting
Blocd Bowl Coach!

One of the reasons that some crealures aren' allowed to play in
ckicgal NAF games is that they just canl seem fo comprehend afl
of :he rules. In 2n exhibition game against the Treelown
Wwo'verines, the O!dheim Ogres dismantled the goalpost by
hawving a player gran each ol the uprights and making a wish.
Troy then procaeded 'o co the sams o Johnny Atra, the
Aolvannes' Siar Kicxer. The Ogres were not invited to join the

MNAL,




Punting

On any down, the offenca can punt (ie kick the ball
downfield without intending to score). The punt is made
using the normal kicking rules, except that the NAF
rules on throwing the ball apply to a punt as weil. Only
one punt can be made per down, and it must be made
from behind the line of scrimmags.

The main difference with a punt (as opposed to a pass)
is that the ball is not taken back to the original line of
scrimmage if it misses. Any player can pick up a punted
baii wherever it lands, and play continues as normal.

- WHEN THE DEFENCE
GETS THE FOOTBALL

if the defenca ends up with the football at any time
during a down, whether because of a fumble, an
interception or a punt, they must play as i they had just
received a Kick-Off. This means that the ball-carrier
can't pass the ball downfisld cr try to kick the ball.

KEEPING TRACK CF THE DOWNS

OFFICIAL NAF RULES

The second half starts with another Kick-Off. This time
the team that kicked-off at the start of the first half
becomass the offence and the other team kicks-off.

. THE TWO MINUTE DRILL

The last four downs of a half represent the last two
minutas of game time in that half. During this crucial
pericd of time, the offence has the option of employing
the two minute crill, a desperate style of play designed o o=
to score points without using up tco much time. T IS

The drill must be used for the whole drive or not at ail. ~_
This must be declared as scon as the offancs sets up
for their first down in the drive. Basically, if a ball carrier
steps out of bounds or a pass is not intercepted or
caught, a down is not used up. The disadvantagss of
the drill are: - *

1. Throws have the dice roll modified by -1.

2. The ball is fumbled after a Knocked Over result on a.
roll et 1 or 2 (instead of just the normal 1). T

WINNING THE GAME

Usa the down markers and the down track at the end of
this becok to keep track of the number cf downs that
have been played. There aro two types of down
markers: the time markers and the drive marker.
Remember that a down can be made up of any number
of normal turns. Only move the down markers when a
down is over.

The Time Marker

The time markers are used to keep track ofthe 15~
downs in each half. At the start of the game, the 1st

quarter marker should be placed in the 0-space on the
down track. As each down is finished, move the marker
one space down the score track until it reaches the 8
spacs.

Then position the 2nd quarter marker on the 0 spacs
and begin moving again. Once this marker reaches the
8 spacs, the first half is over. Repeat the procedure for
the second half with the 3rd and 4th quarter markers.

The Drive Marker

The drive marker is used to record the numbar of dewins
the offence has used up in a drive. For tha first down, it
should be placed on the 1st down space on the dcwn
track. Ht's then moved 1 spacs up the track after each
down, until all 4 downs are used up or the ball is turnad
cver to the other team cr a Touchdown is scored.

HALF-TIME

Oncse the 16 downs in the first half have been used up,
the half-time whistle is blown and play s'cps whils the
players tzke a well-deserved and much-needed dreak.
Occasicnally a hometown marching dand takas the fieid
o entertain the Fans, but there arer’t maiiy tands
icoinaroy enough to step onto a Bleod Ecwi piten!

Tne teams then change ends on the LilCh {{S easesi 10
.St turn the board arcund) and any Slunnec cr KGO'd

o s e (P vuay TV o
LR e S 8

o'ayers are moves o the Resarves bex in

At the end of the second hatf, the team with the most
Touchdowns wins the game. Remember, each Field
Goal counts as half a Touchdown.

In case of a tie, play an eight down overtime. Flip a coin
to see which team receives the Kick-Off, and play out
the downs as if they were tha last eight in a half. Only
one ovartime is allowed. All ties after overtime are final. .
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LEAGUES

. Being the Coach of an NAF Blcod Bowl team is a  You con't have to set up an entire Leagus to usse ths
. campaign rulss; they've bsen designed to take place

difficult, full-time job. Not only do you have to worry
about the tactics your team uses on ths fisld, but also
how to keep the Fans amused and coming back for
more; how to repair or replacs injured players; how to
ksep your team from bsing massacred playing away
“from home; what the other teams are dcing; what ths
weather might be like; what new rule-tending ploys you
can pull off; where to find a new source of magical
equipment — the list goes on and on.

Running a Blood Bowl team crsates plenty of
headaches, but if you want to have the glory of leading
your team through a leng zeason to the Blood Bow! final
itself, the campaign rulas show you how. Ncw your
games will be decidad not just by what happens on the
pitch, but by how hard your team irains and how tight a
grip you keep on the pursestrings.

Are you the sort of ruthless, calculating, unscrupulous
Coach who would stoop to bribing players on oppasing
teams, drugging the other team’'s watar or other Dirty
Tricks? You are? You sse, this is going to be funi

between gamas tc allow Coaches to watch the progress
of their team cvar a serias of games, even if thera is no
cther link tetwesn them. On the other hand, setting up.
and running a Blocd Bowl League makss ths campaign
that much maore fun, especially as the Championship
looms cn the horizon! 5 s P -

SETTING UP A LEAGUE

A League is a group of teams (prefarably at least four) .

who will p!eal each cthar (and maybe other teams) cuar
a scheduled list of gamss, with the team that doss tha :
best winning the Championship. & you are qoing to set .,

up a Leagus, the following guidse

out. Fee! fres to modify and expand on them as you

wish. :

The first thing you need to dao is to pick a League-.. : -
Commissioner, who should ideally be the most
experianced player in the group. The Commissioner has
the responsiiiity of keeping track of the games that are -
to be pl'ayed, racording how well the teams are doing
and deciding which (if any) special rules can be used.

The Commissicner can even write a newsletter
featuring match reﬁns. League tablss, facts and stats.
and anything elsa he can think ofl There is no reason at
all for the Commissioner not to be the Coach of a team ’

. in the leaguse, too, just as long as he doesn't take

i

.—2advantage of the situation.to.hslp his team win the

il

Next, get tcgether as many Coaches as possible — the
more the merrier. Each Ccach should design-a team
using the new Creating A Team rules that follow. The
teams should then be split.into conferences by the
Commissioner, using the Conference Table below.

Conference Table
NumbercfTeams | 4 | 5. { 8-} 771°8. 1.8
Number of
Conferences T3 1. 2 1 2 2 | 3.
“Teams per T e b b ]
Conferencs 4 |.8°1"371'34} 4 |3

It is quite alright for each Coach to run two (or even
mere) teams, as long as they play in different.
Confsrences. in fact, if you have less than seven
Coachss it is a gecd idea to have each Coach run at

. least two teams.

In the rare case where a Coach ends up having to play
himself in the Play-Offs, one of his teams must retire. Its
place is taken by tha team that was the runner-up in that
Conferenca.

MNote tha' the term Ccnfsrence here or elsewhere in
these rules cculd maan Division. t you have 32 teams,

split them intc 1wo Conferences of 16, with four
Divisions of :sur *22ms3 in each Conference. The NAF
Leagua of 43 isa~—s5 s spht into two Conferences with

r n Conference and five teams in

tour Divisicns if
each Diviscn

e T

fines shouid help you =




The final game in any League should be between two
teams from different Conferences, but the League can

be organised an way to get to that point. To make things -

easier, no matter how many teams you have in your
League, arrange things so that there are no more than
five teams per Canference nor less than three.

The Commissioner then has to work ‘out a schedule of
games for the season and decide what the victory
conditions for the games are going to be (ie the first
team to score 3 Touchdowns, the team with the h:ghest
. score aftar 45 minutes cf real time, etc).

Each team in a Confaranca must play all the other
teams in the Conference at least oncs or, if the
Commissioner wants a longer season, twics. Each team
must also play at least one team (chosen at random)
from each othar Conference during the season. -

GETTING INTO THE PLAY-CFFS

A team’s position in a Conferencs Is calculated from its
accumulated League Points,” which are awarded for
each game the team has won. The Commissioner
calkculates the number of League Points each team has
by consulting the League Points Tabls for each game
they’ve played.

League Polnts Table
Result of Game -+ Pl {eague Points
Win 10
Win and concede only 1 Touchdawn |-© 52
Win and concede no Touchdowns +5

At the end of the season the team with the most League

Points is the winner of its Conferencs, the team with-the ’-;_‘;Tc borswitirtive loser of the finl In second place. i

second highest total is the runner up and so on."In'the
case of a tie, the team with the most Fame Points (see
Between Games) comes out on top. If there is only one

Conference, then the two top teams play ons further |

game to decide the League Championship.

THE PLAY-OFFS

If there's more than one Conference, then the
Commissioner must set up the League Play-Offs, a
single elimination tournament including the top teams in
each Conferencae.
Conferences, eight teams take part in the Play-Offs.
Otherwise, four teams will take part, even if there are
only two Conferencss.

The teams that take part in the League Play-Ofis are
the winning team from each Conferenca and ero to
three Wild Cardteams. Wild Cards are those teams that
scored the most League Points in the entire League
without winning a Cenferencs.

As many Wild Cards take part in the Play-Offs as are
needed to make up the correct number of teams. For
example, if there are two Conferences, the Play-Oifs
have the winning team from each Conference and two
Wild Cards, making the total of four teams needed.

The Play-Offs consist of two semi-final games ard a
final, if four teams are taking part, or four quarter-finals,
two semi-finals and a final if eight teams are taking parn.
The Commissioner decides who takss cn who in the
first round, but should try to make sure ‘hat teams from
the sama Conference do not meet

If there are-more:. than: four:’

LEAGUES

_The winner of the final game is declared the League

the Coaches want, they can also play a game bstween
the two teams that lost the semi-finals to decide third
and fourth places in the Leagus.

These guidelines only scratch the surface of what can
be done with a Blood Bowl Lesague. A good
Commissioner will be able to add all kinds of personal
touches to make things even mors interesting. Just
naming the Conferences and the Championship game
makes a huge amount of difference, but there are lots cf
.other things that can be done as wall. Most Valuable
Player swards,” Cheerleader chants and chanting
competitions, helmet designs, special team tactics,
sponsorship from your local Bloodweiser brewery — the
possibilities are limitless!

—NJalP—

meoessssmas A CTS

O course, if you play in any league but the NAF, then you can
never lake hold cf the most famous trophy of them all — the.
Blood Bowl. But some other leagues olfer some impressive
awarcs. The Barfleys Albion League Champion receives a golden
cup, studded with ciamonds and crusted with emeralds. Since it
was stolen in 2415, it has been replaced with a !lemporary tn
repiica. The Worlkds Edge League offers the winning leam’s owner
the right 1o command Dwarven armies in the field lor a year. The
Haltling-dominaled Moot League has a different lrophy every year
— 1's aways eaible. Only the 'Obgob Tribal Leeg coesn'l have a
rropAy, since it Is pointdess (o ry and arrange for two Goblin teams

end a wophy o be in the same place al the same ime
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THE CAMPAIGN ROSTER

At the back of the rulabock you will find the Campaign
Raster. Owners of the Blood Bow/ Companicn ara given
permission to photocopy the raster for personal usse
only. These are the features you'll find on it:

Team: Record the name of the team here.
Coach: Record your nama hera.

Basic Race: Record ths ©asic race of tha team hsre.
no more than 10 of the first 16 players are cf the same
race, the basic race is Mixed.

The Players: There are 20 lings availabls here, to zllcw
for the bigger pool of players available to a Full
Campalgn Team. On ths first 16 linas, record the 16
players you want to ba in the squad for a gamae.

Thess players make up your First 7zam. The others are
your Benchwarmers. These players are not eligibls to
play in a match until they are movad up onto the First
Team. This can only be done between matches, never
during play. If your pool grows larger than 20, record the
other Benchwarmers on an additional roster.

Give each player a number, fill in his name (give him a
name if he doesn’t have ona), record his posiition and
tick off whether he's a Star, Veteran, Experienced or
Rockie Player. Record the players’ Expaeriancs, Training
and Paints, and place any othar pertinent information in
the player’'s own Notes box.

Team Treasury: Kesp track of the amount of monsy in
the Team Treasury hera.. A Campaign team starts with
50,000 Geid Crowns in its Treasury.

Yatch Racord: Keep a record of the matches played by ©

the tsam fisre. The Coach should reccrd the nams cf
the oppcsiticn, whether the gams was won (W) or lost
{L) and the iinal score. Any more detailed acords
wsshtohavaneedtobokeptsaparazety abngwnhany
player stats generated.

Fams: Kaep track of the taam s Famo Poin‘ls hero
Campaign teams start off with a Fame of 0" -

Team Rarolls: Record the number of team rarous hers.
Note that there are separate boxes for Fame rerolls and
for Spedial Tactics ramﬂs. Campa:gn teams s!an off with
no team reroiia

Apcthecary: The name and ability of the team’s

Apothecary and the potions he has brewed should be ... .-+

recorded hera. As potions are used up, they should bs
crossed off the rcster.

Tha Esns: Record the Fans’ characteristics hare.

Cheerleaders: The name and Cheering Ability of the
team's Cheerleacars should be recorded here.

Notes: Record any general notas about the team in thls‘

section.

CAMPAHGN ROSTEIR

TEAM BASIC RACE MATCH RECORD CHART
EsUL] " OPPONENTS SCORE | WJURES
NO NAME OF PLAYER POSITION (5] [t poarlio 2 e INJURIES NOTES
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REATING A TEAM

Starting up a team from scratch is no mean feat. It
requires patience, imagination, innovation and the
ability to work with basic mathematics (far tco stringant
demands for most playsers on the pitch)! Con't bs afraid
to experiment with differant races and combinations of
positions. A brilliant Coach wn aeven make a Snotling
team a force to be rackoned withl (Reckon they'll most

likely be dead scon.) - : :

Use the rules balow to creats a full campaign team,
instead of those In earller rulabocks and expansions.

THE TREASURY

Each Coach begins tha campaign with a Team Treasury
with which he hires playars, purchases Secret
Weapons, and finances other Dirty Tricks. A Coach
must keep track of how much monsy his team has in its
Treasury by recording the amount on the Campaign
Raoster. (One is provided in the back of this book.)

Money is measured in units of Gold Crowns (GCs).
Each Coach baegins the campaign with a Treasury of
50,000 Gold Crowns.

Player Hiring Cost Table

Playsr . - Cost -
Chaos Dwarf Lineman 2,000 Gold Crowns
Chaos Human Lineman' - | = 2,000 Gold Crowns . -
Dark Elf Lineman 2,000 Gold Crowns
Dwarf Lineman.. =~ ~ 2,600 Geld Crowns

Eff Lineman 2,000 Cold Crowns
Goblin Lineman 1,800 Gold Crowns

Halfling Lineman 1,800 Gold Crowns

Human Lineman =+ = - 2,000 Gold Crowns
Minotaur Blocker 4,000 Gold Crowns
Mummy Lieman - - 4,000 Coid Crawns.
Norse Lineman 2,000 Goid Crowns
Ogre Blocker - 4,000 Geid Crowns
Qrc Lineman 2,000 Gold Crowns
Skaven Lineman 2,000 Goid Crowns

Slann Lineman 2,000 Gold Crowns

Snotling Lineman | 1,000 Gold Crowns
Treeman Lineman 4,000 Gold Crowns
Trofl Blocksr - 4,000 Geid Crowns
Warewolf Lineman 4,000 Gold Crowns
Option Cost
Blitzer +1020 Gold Crowns
Blocker +500 CGold Crowns
Catcher +500 Goid Crowns
Kicker +5C0 Goid Crowns
Thrower ¢ +1000 Gold Crowns
Bessgrkar® +1000 Gad Crowns
Mutantt +1000 Cold Crowns
Star Player

Goblin or Hattling +5C0 Gaid Crewns

Snotling +300 Gold Crowns

Any other race +1C0Q0 Geold Crowns

* Only Norse players can be Beserkers.
t Only Chacs Dwart, Chacs Human and Shaven |
players can be Mutants. i

HIRING PLAYERS

At tha start of the full campaign, each Coach hires the
players ior his team. Playsrs from any race can be hired
(but see The Undead section if you want to creats an
Undead team). -

Mixed race teams are allowad (within the normal
rastrictions, of courss) but players from a race that is in
a mincrity in a team are more likely to leavs if they
becoms diseanchanted. This is coverad under
Disenchantment Paints in the Between Games seciion.

rull campzaign teams can have any number of players,
although only 16 may be used during a gams. Think of
the 16 named players available in a game as the maich
team or First Team, and the others as a pool of
Benchwarmers from which replacements for First Team
players can be drawn between games.

Players cost differant amounts to hire, according to their

race, position and ability, as shown on the Player Hiring

.Caost Table. All of these costs are cumulative .so, far
example, hiring a Dark Elf Star Blitzer costs (2,000 +
1,000 + 1,000 =) 4,000 Gold Crowns.

Ncte that players cannot play in a position normally
unavailable to their raca. Snotlings, for instance, can
only be Linemen. See Blood Bowi Star Players far full
information on each race.

All hired players ara assumed to be Experienced, apart

~from.amy:Star Playaers. The importance of this fact is

explained under Training in the Between Gamss
section. For now, just record it on the Campaign Rostar.




CREATING A TEAM

You'll find that most starting teams created for a full
campaign are weaker than teams craated using ths old
rules. Don't worry, they'll get better as time passes and
your team earns more money from match fess,
demonstration games and sponsorships.

You can't go into debt when creating your full campaign
team, so if you spend more than 50,000 Geld Crowns
initially, you'll have to sack players until you are on or
under this limit.

If you have any money lsit over aiter creating your - -

team, record the amount on the Campaign Roster. it's a
good idea to save a bit of cash, in case you iztsr want
to hire Freebooters or an Apothecary, bribs referses or
whatevsr.

Example of Creating a Fuil Campalgn Team

I've decided to create an Elven team with my 50,000
Geld Crowns. The basic cost of hiring an Eif is 2,600
GCs, so I'll have to spands}2,000 to have a First Team
of 16 Elf Linemen. ™ "

s

Clearly, I'll also want to upgrade some of them to
specialist players. | improve saven of them intc two
Blitzers, two Throwers and three Catchers — another
5,500 GCs in total. That laaves 12,500

I'll convert five players into Star Players, at an additional
total cost of 5,000. Finally, I'll add two minarity race
players: a Human for 2,000 and a Treeman fcr 4,0C0.

I'll bank the balance of 1,500 GCs for a rainy day. | now
have a well-built pool of 18 players (with the Treeman
counting as 2 players for most purposss).

_\\‘*"
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Mdolambmnaperro(#:eNAFsel-up’TheNAFhaskept
a strict kmxt on the number of teams in the league since 2450,
when it took its present shape. However there have besn
changes in its composition since then. One of the most recert
teams o drep out of the league was the Wuppertal Wotans, who
mmpedowbynbmkllghuﬁrgmbdama vaalAFCphy- ‘
off game in 2483.

i stwmymﬁﬂpdbymbomﬂom:—pmofm
iy NAF's oolicy of kesping the loague'’s racial/social/geographic
| Lakncs roughly the same over the years. This Is intanded 10 keep
other leams from aranging itde acddents to create vacancies in
the leagus, although there are cbviously stll plenty of other

reasons for a team © have another team wiped outl

Reccrding Player Information . -

Once you've hired playefs for your team, record thair
particulars bn your Campaign Roster. The 16 playars
who will normally be your First Team (ie the players ycu

. want to be eligble to play in your next match) should be.: -:

assigned numbers 1-16. )
Any remaining players are Benchwarmers, and this

should be noted by writing a B in the Number box for

the player. Benchwarmers cannot play in the next
match, but can be brought up onto the First Team in

between matches. See Changing The First Team in the ..

Between Games section for more on this.

It’s possiole to have less than 16 players, either
becauss tha Coach has hired Large Monsters or he'’s
decided to spend his money slsewhera.

e

STAR PLAYER GENERATION SYSTEM: -

Having decided on the number of players in a team,
their race(s) and the positions in which they will play, the
Coach must generate the abilities of his Star Players.

-Generating Star Playsrs is quite a lengthy process,

recommended only for use in full campaign teams. For
standard games, use the pre-generated Star Players in
Blood Eowl Star Players instead.

Players as the Coach hired. These players’ skills and
characteristics are generated by using the system given
in Blcod Bowl Star Players.

Don't use the tables which generate random races or
playing positions for Star Players, since you determined
these facts when you hired the player. Instead, just
follow tha procedure below.

1. Generate StarPlayer Points (SPPs).
2. Roll on the Any Player Skill Table or the relevant

playing pcsition Ski/l Table for each SPP spent on B

new skills.

3. Cenerate the starting level for any skill which has
mcre than one level, possibly spending mera SPPs
1o infitence tha result.

A ches! c.‘ 5 tiank Siar Player Cards is provided at the
back ci 8Binod Bowl Star Players. Permission is given to
te

e owner protocopy this page for his own personal

.Campaign.leams._start the_season with as many Star----~



Take your photocopy of the Star Player Cards pages
and paste them to both sides of a thin piece of
cardboard. Then cut out the cards so you'll have
somaething to keep the stats of your new Star Player on.

While generating the Star Player, it's best to record the
pertinent information on a piece of scrap paper and later
transfer it to the card as a more usable record. it's also
a good idea to record the information in pencil, as it may
change over the season.

CREATING A TEAM

FANS

. Generate the characteristics of your team’s Fans now.
‘Sea the section on Fans for dstails on how this is dons.

In a campaign, a team’s. performance can havs an
effect on how its Fans behave.

If a team loses three games in a row, the Coach must
choose a Fan characteristic to be reduced by -1 point,
down to a minimum of 1. A charactaristic must be
reduced unless all of them have a value of 1.

Similarly, if a team wins three games in a row, the
Coach may increase a Fan characteristic of his choics
by +1 point, up to a maximum of 5.

CHEERLEADERS

The rules for Cheerleadars (found in the Cheerleaders
ssction of this book) can be used unchanged in
Campaigns. If you're playing in a Leaguse, it's up to the
League Commissioner to decide whether or not the use
of Cheerleaders is allowed.

Now, though, you'll have time between games to
improve your Cheerleaders’ Cheering Ability by eithsr
purchasing more Citadel Miniatures Cheerleader
models, or by painting the ones you already hava!

It costs nothing in game terms to acquire more
Cheerleaders or to improve the appearancs of your
Cheerleading Squad. It's assumed that the additional
incoms generated by the effect the Cheerleaders have
on a match (as well as tha Fans) is at least equivalent
to their salary!

FACTS

II's an expensive business semng up a NAF franchisa. Valahar
Galante, who in 2648 combined the Dar-Ellerath Beechirees and
the Ashvale Valar to form the Elfheim Eagles, was a master of the
art of linancing a new team. Foreclosing on a mortgage and
engineerng a succassiul hostile takeover (non-accountants would
call it a war) gave him controlling interest in bcth teams. He
bought The Vale Arena from a third Elven team following the
colapse of an Elven insurance carted.

He then sold his most experienced players to ancSier new Elven
team (the Gladiators), auctioned oll both c! the other sitaziums
(which were converted into open-air ma-ke!s) anc hired Ferellian
Ashblade to buid a strong, ycung leam. Finally, he spared no
expense in acquiring a powerlu! mage 10 ac! as the eam
‘masseur’.

Despite these vemendous outlays ol cash, Galan‘e recovered i
ail when he bet 200,000 GCs cn the Eagies o oeat Korgle's
Rotiers in Blood Bowl XX. He go! 15-i odds. anz e rest s
tustory ‘and totaily lax-ireej

-2 e ’\\:\ :
Ui »‘,u “\\.\
g X\\&

APOTHE CARIES

" An Apothecary is a healer wise in the ways of medicine

and magic. It's his job to deal with the injuries that his
team’s players sustain during a game (which means he
tends to be very busy). He can also brew up a variety of
poticns which can help heal injured players in between
matches or aid in other ways during the game.

<Mteosts 1,000.Gold Crowns to hire an Apothecary. He

never actually plays in the game, and so doesn't count
against the limit of 16 players on the First Team, but in
all other ways, he's treated exactly like a player.

Fcr more on Apothecaries and the role they play in
Blocd Bowl, see Healing in the Betiveen Gamessection.

The Apothecaries’ Oath

“| do sc swear, in the name of my deity, my liege and my
emplcyer, that | shall uphold the sacred duties of my
voczticn and my profession. | shall never send a player
out into the arena who is sick in mind or spirit, unless he
hasn't paid his bill or has threatened me personally with
grievcus bocily harm. Nor shall | tamper with the natural
workings of the humanoid body, except for a little
chemica! fine-tuning. And | shall adhere at all times to
the et~.cs cf my prefession, such as they are. | swear all
cf this and, herewith, my expensively retained lawyer
does sC Dear witness of this fact.”
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THE UNDEAD

Undead teams can be used in the full campaign sstting.
Howevaer, they use a completaly diffarent set of rulss
than any other team. Not everycns has what it takss to
coach the Undsad. It requires a rathar strong stomach,
for one thing, and it deasn't huit to cwn a gaod sat cf
rosaplugs as welll

" As Tomolandry, the Necromantic Coach and owner of

the Champions of Dsath can tsstify, buiiding an Undsad
team into a power to bs reckoned with on ths Blocd
Bowl pitch is a long, hard road. In fact, with ths
exception of the Champs thamssalves (Biood Bowl
winners in ‘66 and '86), it's never bean dona.

Still, that doesn't seem to disccuraga at least thrss or
four powarful Necromancers frcm trying sach ysar.
These dishard Coaches’ refusal to give up in tha facs of
almost certain destruction makas an odd sort of sanse.
After all, if their team is w1ped out to a bons, thay can
always build another.

There are several other bensfits to coaching an Undead
team. Your players work for {ree. You naver have to deal
with training them. No worrias atout those recurring
injuries. You never have to hire new players, just make
some moere! They never give you any lip (mcst cf tham
don't have one).

And unlike most players, you kncw they'll always follow
your orders!

Cf course, there are drawbacks as v/eil. Unless, that is,
you actually enjoy stalking thrcugh graveyards and
digging up corpses in the middle of the night. And even
if you should happan to win, the post-game calebrations
are usually pretty dead. :

But if that's not enough to discourage ycu and you've
just graduated from the Dark College with a doctorats in
Necromancy, sneak on down to ycur local cametary and
get to work!

FACTS

One of the most bitter rivalries of a!i lime stands benwaen
Tomolandry’'s Champions of Death and the Wa3asisida
Werewolves. Actually, it's less of a rivalry and more ol a
domination — by the Weres.

Over the vears, the Werewolves have rua oif with ecsensal panis
of over 200 of the Champions' Skelercns. In receni scassns,
Tormalandry has refused to even play against the VYesisice /2&m,
daming that he would rather lforfeit cne game aganst them (Nan
have his entire team decmated for the remandsr ¢! the season.

Recently, an archaeologist named *ontazurma Smeth stwmbled
acass the garden bed in which the Yierewolves had buried e
coveted bits of Tomolandry's ex-players. Smith immeciately
turned around and sold his find back to the Champions for a
wopong two million Gold Crowns!

The finest of the ex-Champions have been banded logether uniar
Tomolandry's star apprentice Jocxo C'idaczin Ic form 'he
Tombstone Terrors, the lirst Undcad teur: ng ieam. The re-
energized Torrors have been laking 2 oopos:yon 10 their 3731v25
and have been so successlul Ihzl thurg are rumours 1ha!
Tomoiandry is thinking of loeming ar ai Uindead teague!

CREATING AN UNDEAD TEAM

An Undsad team begins a campaign without any Gold
Crowns in thelr Treasury. Luckily, start- up costs are
pretty low — thare are nons. -

When first created, an Undead team mcludes only
Skslsicns, although they can be any combination.of
Linemsn, Throwers or Catchers. Just fill out your
Campaign Roster normally, naming, numbering and
checosing positiens for each the 16 Skeletons that
comprise ycur First Team.

Undsad teams can never have Benchwarmers. What
would bs the point? In betwesn matches, their Coach
can just craate naw p!ayers for the team.

Nota that Undsad teams can never hire new players or
Fresbooters that are alive because all Undead suﬁer
animesity towards all living creatures. 3 s 2

UNDEAD TEAM UPKEEP

Betwean Games, the Coach of an Undead team
recsives 106 + 4 Magic Points. He can then spend
thess to create naw players for his team or to maintain .
his existing players. Undead players that are not.
maintained crumble into a heap of bones (or crumple
into a mound cf Mummy wrappings). Magic Pcint costs
for creating new players from scratch (actually, from

.corpses)-are listedonthe-tindead Player Cost Table

Maintenance of Undead Flayers -

After every gama, add up the total Magic Points value of
your team (acccrding to the Undead Player Cost Table)
and civids it by 5 {rounding up). You must pay this many
Magic Points to keep your First Team out of the grave. it
you don't have enough Magic Points to do so, players
must be cut from the team until you can afford to
maintain the rest.

Undead Player Cost Tablg
Player - ) Cost
Skzleton Lingman 1 Magic Point
Skelaton Caicher -+ 2 Magic Points
Skeleton Thrower 3 Magic Paints
Mummy Elitzer 15 Magic Peints
4ncezd Champion 5 Magic Points
<SizrPlayer Point® 5 Magic Pcints
* Only Mummies and Undead Champions can
purchase and use Star Player Points.

Ancther sens=fit ¢f an Undead team is that you can
always reani *la:_ a player later if you can't afford to pay
for his upkean now. Undead players are not subject to
:':senc‘“:"'nwn. and can never become Free Ager‘.'.s.
taat, evan il a player is not maintained, the
aass a2l ¢f his ex-players’ benes arcund on the

Net
L oweant towse them later.
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Creating New Players
After paying to maintain your surviving players, you can

create new Undead players for your team. These are

immediately added to the First Team. If you end up with
more than 16 players on your roster, the extra cnes are
bumped of. They crumble to dust and are lost. Take this
factor into account when you're ceciding which and how
many players you're going to pay to maintain.

Magic Points can be stored from Interphase to
Interphass, so it's possible to save up for-a.tummy-or
Undead Champion! The most succsessful Coaches are
thcse who plan ahead. Even Tomolandry had to wait 21
years for his first Conference Championship and 41
years for his first Blood Bowl trophy!

Death and the Undead

An Undead player that is ‘killed’ cn the pitzh has been
destroyed. The Necromantic force which was animating
its dead body has fled. (Actually, it's more than likely
been beaten out of the poor stiff.)

For most Undead players, however, this is cnly 3
temporary setback. They can be reanimatac l!ater. A
recycled player must be paid for with Mag:c Peints, just
as if it were being created anew.

Skeletons seriously injurea or kiifed by & Werewolt are
irrecoverabie, as the mangy muli ~as -
portion of the player’'s bcnes. Mummiec
Champions are no! subjec! to

'
\
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Werewolves don't like tha siznch

 THE UNDEAD

Note that Undead players can be assassinated (sse
Dirty Tricks). It's assumed that the attempt comes too
close to game time for the player to be reanimated until
after the game.

MUMMIES

In a full campaign, Mummies only count as ons player
on the Campaign Roster towards the team'’s full
compiement of 16. They still count as three players on
the pitch!

Mummies can be purchased as Star Players. It costs 15
Magic Pcints to purchase a basic Mummy and 5 Magic
Points for every Star Player Point he's given. From
there, use the normal rules for creating a Star Player.

UNDEAD CHAMPIONS

Uncezd Champions are the Star Players of Undead
tsams. It costs 5 Magic Points to create an Undead
Champion, plus 5 Magic Points for each SPP he gets...

The Coach decides which position an Undead
Crampion plays. It can be a Lineman, Catcher or
Tnrower. Apart from these modifications, fellow the
ncrm2i rulss for creating a Star Player.

e t=a siatistics for a normal Skeleton player as a

‘z: an Undead Champion. Such piayers are
'y Zompiss, Golems, Ghouis or cther Uncead, not
~s. They have Star Player potential simply

: :nev w1l have some meat on their bones!




SEQUENCE OF PLAY

* A full campaign game has its own sequence of play,
which involves some pre-match and post-match acticn,
as well as the actual game. Follow this sequence

through for each game.

1. Maglc: Either Coach can try to obtain magic tems
and find out which speils his team has for the game.

2. Hire Freebooters: Either Coach may try to hire
Freebooters to make up for any weaknesses in
his team.

3. Dirty Tricks: f a Coach is desperate enough (or is
just plain evil), he can rascrt to underhanded tactics
to help him win his next game. He can hire a =py,
bribe players or try other sneaky ploys.

4. Play the Came.

S. Betwsen Games: This is a record-kesping
phase in which each Coach updates his Campaign
Rester, pays his players their wages and trains them,
hiras new D!avers and generally preparss for the naxt
match. (°~-/oep up the stadium, paint the pnch lines,
clear up the enirails, that sort of thing). : o

This phasse has its own sequence of play which must
be strictly adhered to - -

Phases 1, 2 and 3 are optional. lt's up to the League
Commissionar to decide if any of thase rules will be
used in his lsague. Phases 4 and 5 are mandatory for

campzign play.

MAGIC SPELLS

The magic rules presented earlier in the Magic secticn
can be used unchanged in a campaign game. Uncas
spelis can even be carried by a player {rom game t0
game.

MAGIC ITEMS

New magic items can be acquired at the cleni of &
match, as outlined in the rules in the sccticn on Liagic
ftems. It @ magic item isn't corfiucated c.u T,
£an be used in later matches as wel Conilcand Ga0s
are permanently lost

Magic i‘ems are always.assumed to belong to the player
whe is given them, rather than to the team. By common
consent, venen such a player leaves a team, he takes
his magic items with him. Whenever a player diss, any
macic tems he nzs are lost. They've been handed on to
his next of kin.

lsna,'u the Commissioner should feel free to
modify inese ru'es. ror example, ycu could allow
Coaches (o buy megic items for the team, although they

vory sxpencive and rare.

L)D

Ard thern .5 no seassn to stick with just the magic items
; - ruies. Go ahead and maks up new
{ ce sere thai they're fair.
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FREEBOQOTERS

Not every talented Blood Bowl player gets swept into
one of the big-name teams. There are those who ars
mistakenly discarded, there are thosse who put tco high
a value on their sarvices, and there are those who, for

whatever reason, don't wish to be associated with a
_ particuiar team. At least ona common sensa mativation
for the last is that they don't have to play every game in
the season! '

Over the years, a class of playaers came into being that
sold their services on a game-by-gamse basis.

Freebooters travel from match to match, amiving a few °

haurs before game time. They congregate at an agreed
location, usually a local tavern, whera the Coaches of
the two teams can mest them and make offers.

And the stories of some of those harse-trading sessions
are every bit as viclent as a few games we could
mention. If you've got the money, a Freebooter is often
the key to winning a match!

DID YOU KNOW...

Skeleton Freebooter Ricardo Ferminelli, once of the Pergamo
Pastas, made it his ambition to play for every NAF league leam
once he tumed Undead lollowing a live-player gang-up blcck.
Oddly enough, he claimed to prefer working with kve teammates.
He made it through the AFC in 5 seasons, then started on the
NFC. Just 3 teams short of his goal, he was tragically buried by a
Westside Werewolf. The world is stld waiting for him Io reappear.

HIRING FREEBOOTERS

You can use the Star Player cards from Blood Bowl!
Star Players and those at the back of this book to
represent Freebooters offering themselves for hire.

They can be hired bsfore any game, using the bidding ~ ™
methed in the Star Players section of Blood Bowl Star .

Players.

In a full campaign, Coaches bid money from their "~
team’s Treasury rather than being allccated 25,000 GCs : -

at the start of the game.

The minimum bid for a player is the amount of money it
would initiaily cost to hire him for the team (see =~
Craating a Team). Each Freebooter hired takes the -

place of one cf the First Team's members for the match. -

GENERATING FREEBOOTERS -

League Commissioners can generate their own
Freebcoters by using the Star Player Generation
System (see Blood Bow! Star Players). All Freebooters

_are Star Playars.

It's also fun to have Freebooter Apothecaries, who can
be hired to heal a vital Star Player for the next match —
for a suitably exorbitant fee, of course. Or how about a
freelance team of Elf Cheerleaders?

3l H'..l.i,.L‘ Iii it
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=17 TRICKS

Many Blood Bowl teams have long histories of going to
great langths to gain an adge over their cpgonents,
fairly or otherwise. Most Coaches prefer to arranga Dirty
Tricks to give their team an uniair advantage egainst an
enamy rather than to attempt to conirent them in a
kosher contest. '

Dirty Tricks are popular for a numbar of reasons. rFirst of
all, they’re generally cheaper than hiring and paying a
salary to a Star Player. Plus, they offer the slement of
surprise. Who expects to wake up cna maorning and find
that his entire team has been drugged?

Dirty Tricks are usually incredibly etfective when
compared to the effort invelved in things such as
training a Blood Bowl team. How much simpler 2 is to
have the other team’s Star Players’ throais slit in their
sleep! Besidss, a Coach can usuaily bs sure that his
opponent will try an underhanded ploy 2gainst his team,
so ha'd better make sure ha's done that lowdown
scumbag one better. ’

And the idea of a Dirty Trick just can't fail to appeal to a
Blood Bowl Coach’s darker (and bettar) sids!

PERFORMING DIRTY TRICKS

Before the start of a game, a Coach can spend money

from his Treastty to have one or mors of the following - -
Dirty Tricks performed. He just writes down which (if -

any) Dirty Tricks he wants parpstrated and how much
money he's spanding on each. The money spent is
immediately deducted from the Team Treasury. -1

Each Coach should keep any infermation about his Dirty . .-

Tricks secret until they're performed. After the match,

each Coach can inspect the cther's Treasury and list of .. -
tricks to make sure his opponent hasn’t thought up . - -
scma Dirty Tricks which aren’t covered by these rules. -2z~

ASSASSINS

Cocaches may hira Assassins to kill players from the

opposing team. Assassins.do not come.cheap,. -.

especially if they are being asked to kill a largs,

~homicidal Blood Bowl player! Normally nerveless, coid-

‘blocded, stesly-eyed mass murderers have been kncwn
to remembar that they were staying in that night to wash
their hair rather than try tn take out a2 300 pound Blockor
who never remaves his kit. _

On the cther hand, where there’s a Gold Crown to be

made, you can be sure there'll be somebody brave (cr
stupid) enough to attempt tha task. The life expectancy

......of .an. Assassin-who regularly accepts contracts on

Bowlpiayers is-approximately the same as it is
for a playsr. Zug of the Reikland Reavers has personally

. accounted for over seven Assassins himselfl . ..

Coachas can hire an ordinary Assassin for 2000 GCs
piecss, or a Ninja Assassin for 4000 GCs. A Coach can
only hire one Assassin per game. The assassination
attampt is assumed to happen before the match (there's
planty of opportunities to kill a player during the gams),
and is resolved before it's found out who kicks-off.

To resolve the assassination attempt, the Coach should

- -—pick-a player on the ppposing.team as a target and roll

one dice on the Assassination Table .

Assassination Table
Assassin - Failed Succssstul
Crdinary 1-3 4-6
Hinja -2 3-8

if the attempt fails, nothing happens and the money has
been wasted. If it succeeds, roll a D6 on the
Assassination Effect Table. Ninja Assassins add +1 to
the dice rcll.

Assassination Effect Table

D6 | Result
3 ! Minor Wound. Miss this game.
2-3 | Mafor Wound. Miss this game and the

| mexttvo.
! Dead.
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BRIBES

One of the simplest and ths oldest Dirty Tricks in the
book: the bribe. Don't listen to anycne who telis you
otherwise: everyone has his price, especzally on the
Blood Bowl pitchl

Players rarely hold grudges against sach cther or the
Refs for accepting bribas. More liksly, they're jealous
that they weren't on the recsiving and of some easy
monsey. Over the years, this has kept prices down to a
-reasonable level. Competition for bribes can be fiercs!

Coaches can try to slip soms gold to players on the
opposing team or even greass the collective palms of
the Referees. Each bribe allows the Coach one roll on
the Bribe Table as outlined in tha sections below.

Bribing a Player

To attempt to bribe a player, the Coach writss down the
player's number and ths amount of monay he's bribing
the player with. Each player -can only be approached
with a bribe onca per game. There is only one chance
per bribe sach game, though attempts may bs mads
against as many different players as money permits.

Bribing a Referee

To bribe a Referee, simply write ‘Ref’ and the amount of
the bribe. A Referee can be bribed any number of
times, but each bribe must be for the same amount.
Record each bribe separately and cross them off as
they are used up.

Bribed Players

At the start of any of his own turns, a Coach can
announce that he's bribed a particular player. He then
rolls a D6 and refers to the Bribe Tabls.

Bribe Table
Player 1 Referes | (ORI =pnil)
400 GCs. 200 GCs 1-2
600 GCs. 300 GCs 13 .
800 GCs- 400 GCs 1-4 ..56
1000 GCs | S500GCs | 15 a5

If the bribe is successful, the Coach treats the bribed
player as a member of his own team for tha duration cf
that turn. The bribed player won't atiack or tackle a
member of his own team, but will ¢o anything else the
Coach wants him to: throw, drop or hand-off tha football,
leave the field, whataver.

if the bribe fails, the player took the meney, but ignered
the Coach's ordars. A Coach rolls only oncs per bribe.

Bribed Referees

It a Coach has bribed the Refcres, cne the
things become possible for each bribs.

{fcliowing

1. At the start of the game the Coacn can get ths
Referee to ensurs he wins the !0ss 1o ses which
tsam begins the game as tha CHenswve Team. This
must be stated belore the toss.

DIRTY TRICKS

.. 2..The.Coachcan have the Referee send one playsr on -

the opposing team off the field if he attempts to make
a foul. Don't roll on the Foul Table, as the chossn
player is immediately taken off the fisld and is placed -
m the Stunned box of his Dug-Out. He may be
substituted for as normal and can return to play after
the next Touchdown has been scored.

3. If ons of his players is going to be sent off (for a foul)
the Coach can announce he's bribed the Ref to keep .
it from happening. ’ c

4. if the team’s Secret Weapon is about to be banned
or one of the team’s ‘Magic Items is about to be
confiscated, the Coach can announce he's bribed the
Ref to keep it from happening.

To have any of this occur, the Coach must announce he
has bribed the Referee and roll on the Bribe Table. If
successtul, the Ref performs the Dirty Trick. If failed, the
mcnay has been wasted and nothing happens. =

lf both Ccaches have bribed the Referee, and both are
succassiul, the effects cancel each other out and the
original situation stands as if no bribes had been made.

If there is more than one Ref on the pitch, the Ref who
makes tho final ruling is the cne that was bribed. (It'd be
silly to briba the others.) If there are no Refs on the
prch, the sidsline officials take care of situations 1 and
4 cutlinad abovs.

If you're not actually playing with Refs on the pitch
{sh2mo on you!), assume that there is always a bribable
Rel arcund scmowhere for all four siteations.
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~“ " DIRTY TRICKS

There's almost nothing lower than slipping a mickeyinto

your opponent’s water bottle. This, therefore, is a

favourite tactic of Blood Bowl Coaches around the

world. After all, what could be simpler than
' contaminating the cther team’s supply of vital fluids?

Although perhaps not always quite as reliable cr
effective as other methods, there’s nothing quite like
sesing your cpponent’s Star Thrower cowering in the
dint, afraid to even touch the ball, or knowing that you'rs
the reason that Thrower’s teammate feels like he's
come dewn with the 24-hour plaguel

A Coach can try to arrange for players on the opposing
team to be drugged. The Coach should write dewn tho
number of the player he's trying to drug cn a piece of
paper. [t costs 500 Gold Crowns for sach attempt.

Any number of players may be druggsd, but only onca
each per game. The drugging is assumad to happen
before the match, and it shouid be resclved befcre the
Coaches see who kicks-ff.

For each player who was the target of a drugging
attempt, the Coach rolls a D6. Cn 1-3, the aftempt has
failed. Somehow, the player detected the drug, or
maybe he just drank out of scmeone else's bottle
instead. On 4-6, the player has been succasciully
crugged. Roll on the Drug Effects Tazie icr each player
successfully drugged.

Note that because they need neither watcr nor tocd
(and lack even a working syctem cf crgans, for that
matier), i's impossible to drug Undaad plavers

Eftects Table

o

S

1 I'll Be Back In a MInutel The drug is a
powerful laxative, which has a sudden and
sancus @ffect on the player. At the start of
the Game and after every Touchdown, roll a
D&. On 1-8, the player remains in control of
his cedy and ecthing happens (or, if ha was
farced off the pitch, he can come back on).
Cn 4-8, the piayar has baen ‘caught short’

ousy with othes things to playl

2 Hlc! The player gets a bad case of the
hiccups! His CL s reduced by -2 until the
hiccups are cured. After each Touchdown,
roll a D8. Cn 14, tha hiccups remain. On
5, they disappaar. =

8 Waa-ia-ha-ha-ha! The player finds
sverything hysterically funny. Whenever a
player falls ovar within two squares of the
drugged player, roll a D6. On 1-4, the
| playar managss to control himsslf and

funny that he collapses, helpless with
laughter, and should be place face-down
on-ihe pitch. He can stand up again
normally. After each Touchdown, roll a D6.
On 1-4, the condition continuss. On 5-6,
the player gets bstter. )

Sigh. , ., The drug acts as a combination
hallucinogen and love potion. The player
becomes convinced that a player on ths
cther team (chosan at random) is the boy,
girl cr thingof -his~dreams. The drugged

A

I

near as possible to that player, as long as
they are both on the pitch, and may never
block or tackle. him. The player being
followed, on the other hand, must always
mcve so as to be as far as possible from
the drugged player and must block the

each Tcuchdown, rcll a D6. On 1-4, the
player's lova remains strong. On 5-6, he
gsts bsetier.

5 You.Can't Fool:Ma! The drug makss the
piayer extremely paranoid. The drugged
player can't enter the tackle zone of any
nlayer, even that of his own teammate, but
he dcesn't have to move out of a tackle
zone i he begins his move in one. He also
views tha football with great suspicion and
never triss to pick it up or catch . If the ball
ends up m his'squarse, Toll for scatter to see
vhers it goes. Roll a D6 after every
Tcuchdewn. On 1-4 the player stays
| parancid. On 5-6, ha's cured.

"1 Den’t Fesl Very Well! The player breaks
iou: in a horrible rash, is sick to his
| stomach, sees couble and has a fever, a
: headachs, a stuffed-up nose, a sore throat
| ancd the shivers. In other words, he can't
" play in this match! His place can be taken
' by any available Benchwarmer.

and cannct e placed on the pitch. He's too

3 ‘nothing happans. On-5-6,-he-finds itso-|{ - ...

‘1'playsr must always move so as to bs as |-

player i he's in an adjacent square. After |-

e

s

o

{n
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EPeRS
SPYING

Chemicals, cash and other methods of doing your
opponent dirty aside, there’s-ong tried and true method
that never fails (well, almost never)! Although the words
‘Blood Bow’ and ‘intelligence’ probaktly doa't belong in
the same sentence, many teams'have sstablished for
themselves a pervasive and effective network of
professional informants whom they call ‘Scouts’. To
people outside of the Blood Bowl business, they'ra
known as Spies.

Hiring Sples

A Spy can be hired by a Coach to watch the oppasing
team and report back on any Dirty Tricks they may be
planning. It costs 500 Gold Crownsmturaaqpy.am
any numbef can be hired. '

Using Sples

Each Spy allows the Coach to cancsl out the effects of
one Dirty Trick performed by the oppasing Coach, apart
from the use of Secret Weapons. The decision to use a
Spy must be made before the opposing Coach rolls any
dice to see if the Dirty Trick was succassful.

The only sure way to prevent a Spy from handing over
this kind of essential information to the Coach that hired
him is by counter-espionags. If you have a Spy of your
own, you can use him to cancel out the Dirty Trick
spoiling effects of an opposing Spy! Spiss can be used
to cancel each other out again and again, until one
player either runs out of Spies or decides not to use the
ones he has left.

Alternatively, a Spy can be used to give.the:tsam 1
team reroll. This represents information the Spy has
provided about players and tactics in the opposing team
that may, for example, allow a tackle to succeed when it
would have missed or an intercaption to be made when
it otherwise would have failed.

DIRTY TRICKS

Each Spy hired only allows 1 Dirty Trick to be cancslled
or 1 dice roll to be retaken. And, as always, a dice roll
can only be rerolled once by each Coach, no matter
how many Spies are floating around.

SECRET WEAPONS

Using Secret Weapons in a Campaign game, costs
5,000 Gold Crowns each. A Coach can employ as many
Secret Weapons as.he can afford. Otherwise, the rules

-fortheir use are unchanged.-See the Secret Weapcns

section for more details.

OTHER DIRTY TRICKS

Tne fertile imagination of any Blood Bowl Coach is sure
to be able to come up with all kinds of new Dirty Tricks
he'd iixe to play on his opponents. If you're playing in a
league, the Cammissioner.should feel free to make up
rules to cover naew Dirty Tricks, so long as they are not
tco cver the top!

The cost and chance of the Dirty Trick succeeding
should be based upon how effective it is. For example,
a trick that would lead to several Star Players missing a
match should be both costly and difficult to perform
successfully, while one that would simply make a player
miss the ciart of a game, for example, would be quils
chezap and easy.

tots tral ail new Dinty Tricks must be approved by the
League Commissioner before they are used in a game.



SETWEEN GAMES

At the end of every gama in a full campaign, you must
parform the Between Games Phase. Tnis phase
represents the time betwsen matchses. it has its cwn
sequence of play, split into a8 numbar af phases. Each
.. Coach should follow this cequencs, pseriorming sach
phass strictly in ordsr (so you can't train players you
have hired in the same Intarphass, for exampla).

BETWEEN GAMES
SEQUENCE OF PLAY

1. Collect Match Fee
Blood Bowl teams are paid to play games by ths

owners of Blocd Bow! stadiums. {(Whaddaya maan, you
thought they played for tha fun cf it?)

The amount a team is paid depends con how famous
they are. The more famous the team, the bigger the
crowd, and the more the stadium owner is wiiling to pay
the team for appearing in the gamse.

2. Calculate Famse

The Coach works cut how famous (or infamcus) his
team currently is after each game. In general, if your
team won its last game, its Fame will go up; if it lost, its
Fame will go down.

3. Pay Wages

Blood Bowl players have to bs paid tc keep them happy
in their work. Somsetimes a Coach may nct be abls io0

afford to pay his players, and they may become.

disenchanted and leave. This has bsen known toc have
a detrimental effact on the team’s chances in upcoming
games.

4. Heallng

Players who have been injured in previous matches
may be healed by the team’s Apothscary. New poticns
can also be brewed up to be used in the next match.

5. Tralning

Players gain experience as they piay gamas, but they
must be trained to convart this experiencs into
increased ability. A Coach may decide to look for
sponsorship or play demonstration gamss to earn extra
money, instead of training.

6. Hire New Players

The Coach may hire new players to replace losses in
his team, or to increase the size ¢! tha pool. These new
players will either be Rookies with no exparience or
Free Agents, players who have lsft othar teams and ara
looking for work.

7. Changse First Team

It the Coach wants to move a Senchwarmer up from the
Bench (where Benchwarmurs sit during the gams, o:
ccurse) 1o the First Team, or vice-varsa, #1's 3202 nCw.

- FAC.:‘TS-m
Somae Teams that Failsd

“ ] The largest tsem ever raised was the Dark Mountain Spiders of
L4 2338-2242. The Spider King Clakkatauiak, found a vein of goid 1
his mountain {air and signed up &all eligible arachnids in his
iangdami Cvar K00 were reglsiered with the NAF.

ﬂa&d&zm?amm Cespite ther size. Evsnm

§i yedmbhmﬂaamckmwmmumm
Narkammerers® ‘steam-rolier’ tactics. By the Sme the wam was

shanconed i 2342, there wera ondy eight players ksft. .

Tha Black kountain Marauders were also disbanded afier owner
Baron i<t Herzgerworden provnised 10 cover the team in gold if
ey wan the Border Princes Senior Cup. They did, but ondy
zhank..blﬂ&amFmeboorer&n‘MKunwwdﬂpqym
and hasnt bean heard from since. - =~ -

MATCH FEES

Alter sach game, but before the players’ wages are paid
or tha team’s Fame is calculated, the Coach of each
taam will recetve a purse or a match fee. The winner of

the game receives 20,000 Gold Crowns, and the loser.

gets 10,000 Ge!d Crowns.

Teams with a Fame greater than O receive a 260 Gold

. Cam . bonus par point of Fama, win or lose. Teams with
a Fams less than zero have -200 Gold Crowns

deducted from their fee per point of negative Fame win

or lose.

If the game was a League Play-Off, the fee is increasad
by 50% for both teams. If it was a Leagus
Championship the fee is increased by 150% for both
teams. . .

Example of Match Fees

_ Forlastyear’s Blacd.Bowl final, the purses were worked
- out as-iclows. The Vynheim -Vatkyries had a Fame of

13, the Reikland Reavers Fame was 24. The winners
received a basic fee of 20,000 + (24 x 200) 4,800 =
24,8C0 GCs; the losars got 10,000 + (13 x 200) 2,600 =
12,500 GCs.

As the match was a league final, these amounts were
increased by 150% each, so that the Reavers' walked

away wih a masswe 62,0C0 GCs and the Valkyries took
;_ : _n 3 I‘\J l-

¢
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FAME

in order to work out how famous his team is, the Coach
must keep track of how many gamss his players have
won and lost during the season, the number of
Touchdowns they've scored, the number of Star Players
in the team and the amount of opposing players killed or
sariously injured. .

To determine a team’'s Fame rating, subtract the numbar
cf gamss the team has lost from the number cf games it
has won in the season so far. In a Lsagus, the total is
modified as shown on the League Team Fame Table.

League Team Fame Table

Most Toud'ndowns thas season :3 Egmg Points
H:ghest lGWln)ure scara this season 43 Fame Points

A League Commissioner with 8 or more teams in his
league may also rule that the team with the second
highest total in any of these categories should get 2
points and the team with the third highest total shouid
get 1 point. In its first game, a campaign team has a
Fame of 0. ;

Fame and Team Rerolls

For every 3 points ateam’s Fame is above O, it recsives
1 team reroll per game. Fcr every 3 points it's below 0,
its opponent receives 1 team reroll in that game.

Nota that rerolls of any kind cannot be saved framrgame
to game. Unused rerolls ars lost.

Fame and the Fans

For avery 6 points a team’s Fame is above 0, the Fan
Factor is-increased by +1 (to a maximum of 10). For
every 6 points it's beiow 0, it's decreased by -1 (lc a
minimum of 2).

Fame and a New Season

For the first three gamses of any seascn after its first, a
team keeps the number of Fame Points it would have
had after the last game of the previous season
(including Play-Offs. but not games p!ayed between
seasons). After the third gams, calculate the team’s new
~ame normally.

Example of Fame In a New Season_

With their last game of the season to go, the Bright
Crusaders had a record of @ wins and 6 losses. They
were third in their Division (1 point) and had the seccnd
highest Killed/Injured Score (2 points). They had,
therefore, 6 Fame Points.

Fcr that last game, the Crusaders had 2 team rerolis
due to their Fame. They went cu! with conficdsnt heans,
armour gleaming and every hcre of being the runner-uo
team in their division. The 3-0 mauling by the Giciand
Raiders was a real disappomiment. They will siay the
first three games of the riext seasen with a Fame Jf 5.

BETWEEN GAMES

WAGES

After a game, sach Coach must pay his players. Each
player gets a wage as listed on the Player Wage Table.

Note that if you have an Apothsecary on your team, he
must be paid as well. See the Healing section fcr

information about Apothecaries and wages.

Player Wage Table

Dark Elf Lineman
Dwart Lineman

Minotaur Blocker

|- Flayer < - Wage . -
Chacs Dwarf Lineman | 300 Gold Crowns
Chacs Human Lineman | 300 Gold Crowns ...

300 Gold Crowns

Elf Lineman 300 Gold Crowns
Coblin Lineman .. . 250 Gold Crowns. -
Halfling Lineman- . 250 Gold Crowns

Humen Lineman . 300 CGold Crowns .2

600 Gold Crowns

Sact
B

ting
~y other race

)‘- (/

uoo ing cr Halfing

Mummy Lineman | -~ 600 Cold Crowns - -
.]-Norss Lineman . 300 Gold Crowns

Cgre Bieckar 600 Gold Crowns -
Orc Lineman 300 Gold Crowns
Skaven Lineman 300 Gold Crowns
Siann Lineman 300 Gold Crowns
Snotling Lineman 100 Gold Crowns - -
Treeman Lineman 600 Gold Crowns
Ticl Blocker 6800 Gald Crowns
Werewolf Lineman 600 Gold Crowns
Cptron Cost

litzar +200 Gold Crowns
Blocker +100 Gold Crowns
Catchert +100 Gold Crowns
Kicker +100 Gold Crowns

hrcwer +200 Gold Crowns
Besarker +200 Gold Crowns
tuant +200 Gold Crowns
Star P! ayer

+2C0 Gold Crowns
+100 Goid Crowns
+3C0 Gold Crowns
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DIsenchantment Pcints

i a Coach cannot afford to (or simply cossn’t) pay all
the players’ wages, unpaid players start to become
disenchanted and might quit. Each time a player is not
paid, he receives 1 Disenchantment Point (DP).
Coachas should keep track of DPs in the spaca on the
Campaign Roster. if some players in a tsam are paid
and some are not, the players who weren't paid get 2
DPs instead of 1.

Before naming his First Team for any game, the Coach
should roll a D& for each player who has any DPs. In
. mixed race teams, playsrs belonging to a racs who do
not make up at ieast 50% of the total number of players
in the team must subtract -1 when rclling to ese if they
leave. Apothecaries are assumed to be of the tesam’s

_ majority race. - - =

i the roll is lass than the number of DPs tha playar has,
he quits uniess the Coach immediately pays him the
wages he’'s owed. The Coach shculd fill out a Free
Agent character sheet (see bslow) for any player he
loses in this way and cross him off his Campaign
Roster.

A Coach can remove DPs from a player by paying him
a bonus. A cash bonus equal to the player’s wages
removes 1 DP. This money can bs paid in the Wagss
Phase between any games Paying a player to stop
them from leaving the team aftar a bad disenchantmant
roll does not remgove any DPs.

DID YOU KNOW...

Hubris Rakarth and Griff Oberwald
are among the highest paid
playars in the NAF. Apart from
basic salaries of about 1,000 Gold
Crowns a game, each also craws J
a substantial income from public”
appearances, endorsemenis and
other special payments. However,
the best contract anyone has ever
wrangled out of an NAF team is
Morg'th N'throg's. It states that he
should be paid whatever he wants.

Free Agents

Free Agents are players who have become
disenchanted with a team and are now out offering thair

4 _..skills tothe-trghest-bidder. For-a character sheet, uss a

blank Star Player card and write ‘Free Agent’ above the
player’s name at the tcp of the card.

For more on Fres Agents, see the Hiring New Players
section.

Example of Disenchantment
Partly as a result of bad form and partly because ha

was flat broke, Coach Stanislav lronbender of:the ™ h 1o match, keeping the Freeboctsr In your team

Worlds Edge Wanderars found he had only 2,400 Gold
Crowns to pay wages after his team’s mcst recant
game. Several players aiready had DPs, and most were
coming to realise that the Wanderers were one of the
NAF's naffest teams.

Coach lronbender dacided to spend the monsy on
making sure his Star Players didn't leave. The two
Blitzers cost 800 each and the Lineman, 600. That laft
200 Gold Crowns to hire a bodyguard and a good
disguise.

Because he paid just these piayers, all the cther players
gained 2 DPs. That took Experienced Throwser Berni
Harthunter, for example, to 6 DPs. The Coach rclis a D6
and gets a 5.

Berni announces he wants to leave, and the Coach can
dc nothing about it. Five ot her players leave, and
Ironbender has to put in a lot of overtima filling out Free
Agent forms and looking for Rocmes.

RETAINING FREEBOOTERS

A Cocach may keep a Freebooter in his team by paying
him a retainer equal to the amount that was bid to gst
~-him on'theteam, divided:by.5. Yau pay the retainer from

for as long as you like. Thus, for a player like Luarn
Proudbow, an Elf Lineman and Star Player, it takes a
minimum bid of 3,000 Gold Crowns to hire him and a
minimum of 600 Geld Crowns a game to retain him.

It a Freebocter suffers a serious injury during a game,
he may nct play again until he has recovered from the
. injury. Youmust still pay_the rstainer, hcwaver, to keep
him from leaving the team. A Freebooter who is killed
may not be retained — not even by an Undead team!

—

DID YOU KNOW...

Even the Icyalty ¢f a Hallling can be dented. The Marienburg
Fishers, an NAF learm batween 2460-2470, kost 150 games out of

\ 159 playec, caid i!s players just 11 tmes in those 10 years, saw
G4 pilayers kalec anc-1,398 injured, but snil kept coming back for
more. That is. cnul just aller the first Touchdown in a game
agains! the A!l-Stars, when the players lound there were no
cranges in the Dug-Out. They Guit on the spot.

e
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FAME

in order to work cut how famous his team is, the Coach
must keep track of how many gamss his players have
won and lost during the season, the number of
Touchdowns they've scored, the number of Star Players
in the team and the amount of cpposing players killed or
sariously injured. .

To determine a team’s Fame rating, subtract the number
cf gamses the team has lost from the numbar of games it
has won in the season so far. In a Leagus, the total is
- modified as shown on the League Team Fame Table.

Leagua Team Fame Table

Sonus . -
‘+3 Fame Pomts

"Haghest KiMn)ura scora this ‘season 43‘f-ame Pomts“

A League Commissioner with 8 or more teams in his
league may also ruls that the team with the second
highest total in any of these categories should gst 2
points and the team with the third highest total shouid
get 1 point. In its first game, a campaign team has.a
Fame of 0.

Fame and Team Rerolls

For every 3 points a team’s Fame is above O, it recsives
1 team reroll per game. Fer every 3 points it's below O,
its opponent receives 1 team reroll in that game.

Nota that rerolls of any kind cannot be saved framgame
to gamse. Unused rerolls are lost.

Fame and the Fans

For avery 6 points a team’s Fame is above 0, the Fan
Factor is-increased by +1 (to a maximum of 10). For
every 6 points it's beiow 0, it's decreased by -1 (lc a
minimum of 2).

Fame and a New Season

For the first three gamss of any seascn after its first, a
team keeps the numbser of Fame Points it would have
had after the last game of the previous season
(including Play-Ofts- but not games played betwsen
seasons). After the third gams, calculate the team’s new
~ame normally.

Example of Fame In a New Season

With their last game of the season to go, the Bright
Crusaders had a record of @ wins and 6 losses. Theay
were third in their Division (1 point) and had the seccnd
highest Killed/Injured Score (2 points). They had,
therefore, 6 Fame Points.

For that last game, the Crusaders had 2 team rerolis
due to their Fame. They went cut with confidsnt heans,
armour gleaming and every hcce of being the runner-uo
team in their division. The 3-0 mauling by the Giciand
Raiders was a real dgisapgomiment. They will siay he
firstthree games of the rext seasen with a Fame of 5.

BETWEEN GAMES

WAGES

After a game, sach Coach must pay his players. Each
player gets a wage as listed on the Player Wage Table.

Note that if you have an Apothecary on your team, he
must be paid as waell. See the Healing section fcr
information about Apothecaries and wagses. =

Player Wage Table

Haffling Lineman-
Humen Lineman

Gobilin Lineman .

Minctaur Blocker N
Mummy Lineman |
~]-Norss Lineman

. 250 Go!d Crowns )
. 300 Gold Crowns "

-Flayer ; o Wage s s
Chaos Dwarf Lmeman L 300 Gold Crowns
Chaos Human Lineman {300 Gold Crowns . ...
Dark Elf Lineman ~ 300 Gold Crowns

.Dwart Lineman 300 Gold Crowns.
Elf Lineman 300 CGold Crowns

600 Gold Crowns

- 600 Cold Crowns .

300 Gold Crowns ‘

Saoth g

3

Any other race

Gooling cr Halfing

+2C0 Gold Crowns
+1C0 Goid Crowns
+300 Gold Crowns

Ogre Bicckar 600 Gold Crowns  ~
Orc Lineman 300 Gold Crowns
Skawven Lineman 300 Gold Crowns
Siann Lineman 300 Gold Crowns
Snotling Lineman 100 Goid Crowns
Treeman Lineman 600 Gold Crowns
Tici Blocker 800 Gold Crowns
Waerswolf Lingman 600 Gold Crowns
Cpticn Cost

litzar +200 Gold Crowns
Brocker +100 Gold Crowns
Catcher: +100 Gold Crowns
Kicker +100 Gold Crowns
Thrower +200 Gold Crowns
Basarker +200 Gold Crowns
turant +200 Gold Crowns
Star Flayer




HEALING

In a full campalign, you must find cut exactly what
happened to every player who suffers a serious injury
during a game by rolling on the Injury Efects Table (sae
Injuries in Blood Bowl Star Players). This applies to any
player who suffers a sarious injury, ndt just Star Players.
Record the effects of the injury in the Notes box for that
player on the Campaign Roster.

Long Term Injurles

Long-term Injuries are those that have a permanent
effect. In a full campaign, this suffering is not automatic.
Each player gets a saving throw to see if they can avoid
the long-term effects cf the injury.

In the Healing Phase aftar the match in which ths player
receivas a serious Injury roll a D6. On 1-5, the player
suffers through the injury ncrmally. On a 6, the player
recsaives no long-term effects from the injury.

This saving throw can only be taken once per kong-term
injury, with one exception: a fractured skull. Players with
this injury get a saving throw in each Healing Phase.
Howevaer, if the player suffers a later concussion, it
brings back the condition, and the player has to throw
another 6 to remove it.

Players have to throw a 6 for each injury, so a player
who suffered a broken arm and a broken leg would
have to roil twica: once far the arm and oncs for the leg.

Apothecarles and Healing

In each Healing Phase, an Apothecary receives 4
Healing Points (HPs). It costs 1 HP to do any of the
following things:

1. Reducs by 1 the number of games a playar misses
duse to injury. This may only be done oncse per injury
per Healing Phass.

2. Increase the chance of avoiding the long-term effects
of injuries by 1 point. By spending 1 HP, the
Apothecary allows a player to avoid the injury on a
throw of 5 or 6. Up to 3 HPs may be spent in this way
to help a player avoid his injury, so that he need only
roll 3 or better.

3. Brew a potion.

Potlons

In the Healing Phase, an Apothecary can brew any of
the potions from the following list. These should be
recorded on the Campaign Roster.

Potions can be accumulated if they are not.used in a
game, but any player who drinks two pcticns in the
same game must roll under his ST on a D6 or be
poisoned. A roll of 6 always results in the player being
poisoned, no matter what his ST. A poisoned player
may not play any further in that gams, but will recover
by the next game.

Each potion provides one dose, excspt for Stimulant
which provides two (see below). After a pctlion's doses
have been used up, it should be crossed off the
Campaign Roster, although the Apothecary can always
brew somae mors. ‘

BETWEEN GAMES

Anassthetlc: This potion ensures the drinKer fesls no
pain during the gamae. To reflect this advantagse, the
player's AV is increased by +1 (to a maximum of 11). ‘

At the end of the game, the player must roll onca on the
Injury Table, representing the effects of wounds the
playsr ignored during the game. Treat Stunned and -
KO’d as no seffect, and Killed as a Sariously Injured
result with no saving throw (so the player autnmancalry
sufters the long-term effects of the injury). ;-

Antldote: The drinker of this potion will immediatsly
recovar from any poisoning. o :
Fortuna: The recipient of this potion gets 1 player reroll. -~
Hsallng: This potion is taken in the Hsealing Phase. it -~
automatically heals all injuries 3 gamas faster and
eliminates any long tsrm eflecta. A Healing paotion takes -
twice as long to brew as any cther and so uses up 2 ot —
the Apothecary’s HPs the phase in which it's made. .
Maglc Sponge: This gal-ike substance was brawed by
ths latae, great Apothecary Edd-E-Warring. Since then -
it’s become the universal answer for stunned and KO'd - _ .
players, who are cured by it instantly. No other m]unesv &
ara affected by the Sponge. “o

Potion of Speed: The drinker of this pot'an has his MA '

~increased by +1 for the duration of the game.

Stlmulant: A dose of Stimulant will automatically bring

a player back to consciousnaess after being KO'd: no roll
Is needed. The player is moved to the Resarves Box
straight after the next Touchdown is scored. You get 2°
dosss of Stimulant for each Healing Point spent.

-Apothecarles And Experience

An Apothecary gets 1 Experiencs Point per gamae.
During a Healing Phass, instead of doing anything else, .
he can trada in 10 .Experience Points to increase the
number of HPs he receives per Healing Phase by +1.

Record the number of HPs your Apothecary gets each
phase on your Campaign Roster under Healing Points.

Apothecarles and Wages
An Apothacary is paid 50 GCs per HP he has, plus an

.‘additional 100 GCs per potion he brews (for expensas).

Apothecaries are subject to disenchantment and can
become Free Agents, just like regular players.
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TRAINING

Over the course of a season, piayers who manage to
survive will eventually leam a graat deal about how to
bettar play Blood Bow! (no matter how dumb they may
be). This experience, howevar, is of no good unlass
someone takss the time and makes the effort to teach
the players how to put it to proper use. .

As a Coach, it's your responsibility to make sure that
your players get the kind of training they both nesd and
deseive. Sometimes, however, a cash windiall will
mean more to your team than a week on the practice

- field. f's up to you to decide what will best serve your

needs: raw skill, which costs Ume or Dirty Tricks, which
cost moneyl

Experisnce Points

" Experienca Points (EPs) repressnt tha expertise playsrs

accumulate by playing game after game of Blood Bowl.
Players receive EPs for accomplishing eenam tasks as
well as for surviving each game.

Use the Experience Point Table after each game to find
out how many EPs your players get, and record this
information on the Campaign Rostar.

Experlence Polnt Table
Accomplishment - i Experisnce
Survived the game (must have baen on

the pitch for at least one full turn) 1 Point
Held the football (max. 1 point) 1 Point
Completed a pass (max. 1 point) 1 Point -
Completed a Long Bomb! 1 Point
Caught a pass while in an opponent’s

tackle zone 1 Point
Seriously injured an opponent 1-Point -1
Killed an opponent 2 Points
Scored a Touchdown 3 Points

‘s 7

Tralnlng Points T -

To convert Experiance Points into abilities that can be
used in a game, a Coach must train his players. Players

on the First Team can't train in an Interphase if they'ra -

involved in a demonstration match or if their Coach is
out looking for sponsorship (see below). Benchwarmers
can always irain no matter what the First Team is doing.

During a training session, any seligible player can

convert up to 5 Experience Points into the same numbar et

of Training Points (TPs).

If a player misses a training sessicn (by playing a
demonstration game, for example), he losas 1
Experisnce Point, down to a minimum of 0. Players can
only losa Expanence Points, naver Training Points. .

" After a training sassion, players may spend Trammg
Pomtstomcreasaanabmtyorleamspecmtadm The

number of TPs it costs fo do so are lnstad on tho =

Training Table. . e mRn

Tralnln Table

To be promoted from a Rookie to an

Experianced Player

To be promoted from an Experienced
Playsr 1o a Veteran Player

For a Lineman to- learn to play in

another position 15 TPs
To learn a Special Tactic . 20 TPs
To practise a Special Tactic 5TPs

Only an Experienced or Vetaran Lineman can learn to
play in a.diffarsnt position.: When-a Veteran changss
. _position ferevarts to being an Experienced Player.

The TPs for Special Tactics may be paid collectively by
the team (four different players could spend 5 TPs each,

for example). Each Special Tactic learned entitles the

team to 1 team rercll in the next match. Any Special
Tactics that aren’t practised each and every trammg
session are lost.

All other costs must be paid by the individual player out
of his own Training Pocints.

-Euample-of Experience and Tralning Points.

Following a rictcus victory over the Lowdown Rats, the
Chaos All-Stars pick up quite a few Experience Points.
All 18 played, and 11 held the ball at different times.

Von Hawkfire threw saveral passes (for 1 point), Laxon_

Hrull and 'Snake’ Sanders both took catches under

prassure, Merg'th N'Hthrog killed two Rats and injured

five and the.thiae TDs«wera scored by Grigelson, Dirty
“Dan and Atlanson.

That's a total of (16 (played) + 11 (held ball) + 1 (thrown
pass) + 2 (caught pass) + 5 (injuries) + 4 (2 kills x2) + 9
(3 Touchdcwns x3) = 48 Experience Points.

With a tocugh game against the Eagles next, the Coach
decides 1o devcte all these points to Special Tactics. He
had 3 running in the game against the Rats, which can
be practsad for use again at a cost of 5 points each,
anc a fourth can be added for another 20. 13 paints are
left over ‘or the next Interpnass.
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DiD YOU KNOW. ..

Halt-Orc Blitzer Joachim Goadmalice bedeved in raining very,
very hard. Whie with the Oicheim Ogres, he caused them
more casuzldes in cne ralning session than the Ogres had
suflered In their ten previous games. in posthumous honour of
his technique, the Ogres renamed their training park
Goadmalfice Park because, in the words of seam owner Rakzan
Gold, “Thar's where most of him is.”

Veteran Players

Veteran Players are allowed 1 player reroll per match.
To help you keep track of these rerolls, there are 2 sets
of 16 Veteran Player reroll counters (one for each team)

in the pull-out section at the end of this book. If a player
‘recantly left.

is a Veteran, take the counter bearing his number at the
start of the match and discard it after you use it.

Rerolls cannot be accumulated from match to match.
Unused rerolls are lost.

Demonstration Games

Instead of training between games, a team can play jn
demonstrations against local amateur teams. The team
earns 2,000 GCs for playing a demonstration game,
medified by its Fame, just like for a match fee. The
Coach need not be present during these games.

Sponsorship

A Coach can look for sponsorship between gamss,
instead of leading his taam in training. No members cf
the team can train without the Coach. . They can still play
demonstration games without him, however.

To see if the Coach finds a sponsor, roft 206 -and 2dd
the team's Fame. A total of 5 or more means the Coach
finds a sponsor and adds a welcome 3,000 Gold
Crowns to his Treasury.

Many players don't like wearing advertising placards
and get rather upset by having to do in-market
promotions and the like. If a Coach succassfully makes
the sponscrship roll, he must aiso roll a D6 !or sach
player in the team. On 1-4, the player willingly accep!s
his position as a commaercial roie model fcr his fans On
5-£, the player complies with the Coach’s wishus but
recewvas 1 Disenchantment Point.

HIRING NEW PLAYERS

It's a sad fact, but nonethsless a true one, that most
Blood Bowl team rosters suffer a drastic reduction in
numbers over the course of a few games. lt's nearly
impossible to managse to end a season with a team
even vagusly resembling the ona you began it with. The
number of Blood Bowl players killed or serously injured
each wesk grows with mrypa.ssmg year, much o tne,' .
Fans’ defght! - . a :

Luckily, themamajwaysm numberofup and«:omlnq
young players eager to swell the ranks of almost any
team. College and prison (eagues have fed the
pmfessaonal sysmmbrdm

There are also those piu;h-pmven players who have
recently been ‘released’ from another professional
team. Cften they've just plain quit dus to a Coach's tight
pursestrings and are meraly waiting for the ngmoffer

Thers are even some people who want to play Blood
Bowl so badly that theyll risk their neck for fresl (Tho
asyiumsaraalwaysagoodsourcaofﬁwsa) -

To make up for the casualties, Coaches are allowed to - - 1.
hire new players to fill out their roster, if they can afford* .~
them. There are three different types of new players that
a Coach can hire for his team: Free Agants, Rooklas
and Makewsights.

Free Agents

Free Agents are players who hava bacome:;:—.
disenchanted with a team and are now offering their - -
services to the highest bidder. Any team can bid for and

hire a Free -Agent, even the team the player has s

Apothecaries can also become Frea Agents, so keep
your eye out for them. Many a team has besen turned
around by snatching an. ace healer out from undsr a
penny-pinching opponent!

Sometimes it's shrewder to allow a player to become a
Free Agent and then sign him back than it is to-buy off
his Disenchantment Points. A Coach who does this, of
course, is risking losing the player to a rival Coach.




BETWEEN GAMES

Rookles . :‘A-\A_,;_,
Rookiss are eager navices who have set out to maks

their fame and fortune in professional Blocd Bowl (as
waell as causse a bit of mindlass violence along the way)!

After all the games for a particular game day have been
played, all Coaches should roll a D& and consult the
Available Rookies Table to find out how many Rookiss
his team has located that are availabls for hira.

Avalilable Rockles Table
06 Number of Rockies Avatlabls
-3 ... None
45 e s O A
6 Two i

Determins each Rookie's race by rolling on a.race dable-

in the Star Player Generation System section of Blood
Bowl Star Players. Use the table for the alignment of the
Coach who found the Rockie. lf a Basic Raca result is
rolled, the Rookie is of the basic race of the team whosa
Coach found him. In case of a tie, the Cocach decides
which of the majority races the Rockie belongs to.

Next, determine what position sach Rockie plays by
rolling on the- Star Player Position Table in the Star
Player Generation System section. Werewolves and
Snotlings are always Lineman. The positions played by
Large Monsters are included in the Mixed Race Faams
Table, so you don't have to roll again for them.

On the Star Player Position Tabls, Choosa means the
Rockie can play in any positicn available to his raca.
The Coach who finally gets the playar for his. team (see
Bidding) gets to decide which position the Rookis plays.

Finally, roll a D6 to find out the Star Potentizl of each
Rookie. The Coach who gets the player should record
this in the Notes box on his Campaign Rcstar.

When the Rookie stops being a Rockie (ie he earns and
pays S5 TPs), his Coach rolls 2D8. If the sccre is equal
to or less than the Rookie's Star Potential, he turns into
a Star Player.

It a Rookie becomes a Star Piayer, generate his skills
and bonuses as outlined in Creating A Tezam. !f the toii
is greater tnan the Rookis's Star Potentiai, he st
seccmes an Experienced player. A player cnry gets cne
chance lo beccme a Star Playar!

Makewelights -

A truly desperate Coach has the option of hiring any
number of Makewsights: basically talantless lunatics
who are wiling to play Blood Bowl for the sheer fun of it.

Makeweights are Linamen of the most numerous racs in
the taam and nsver have Star Potential. They also have
raduced characteristic scores. Subtract -1 from a
Makewsight's AG, TS and CL.

These players are considared to be Rookias for.

purpcses of Experience and Training Points. A
Makoweight never loses his charactsristic penaltias,
even if he managss to become a Veteran Player. -

idding for Rookles and Fres Agents

The Coaches now bid for the ssrvices of each available
Rockie and Free Agent. Each Coach secretly wrtes

down his bid for each player on a plece cf scrap paper. - -

A Coach can bid any amount up to the limit of the Team
Treasury. However, a player will not join a team if the
Coach bids less than the amount of GCs it would
normally cost to hire the player (see Creating A Team).

Oncs ali Coaches have written down their bids, reveal -

them at the same time. The Coach with the highest bid

- 20ds the plzyer to his team (as long as he's bid at least

the minimum amount and can pay the bid).
In the case of a tie, the player joins the team with the

highest number of Fame points..If .both teams have tha . |
same number cf Fame points, the Coaches-must bid.

again, cffering at least what was offered last time.
The Coach whcse team the Rookie or Free Agent joins

...deducts tha amount paid for-him from his Treasury and
~themracds the-player to his Campaign Roster, replacing

an existing player if necessary. From then on, the player
is treatad just like any other member of the team.

Hiring Rookie Linemen and Makeweights

A Coach can hire any number of Rcckie Linemen after
a match. These players ars of the basic race of-the
team and have nc Star Potential. Don't bid for these
players, just pay the number of Gold Crowns it would
normally ccst to buy each one for the team.

“Altermatively, a Coach tan hire any number of

Makewseights. This option is only open to a Coach who
cannot field 11 players in his next match. It costs
nothing to hire a Makewseight.

CHANGING THE FIRST TEAM

A team can have any number of Benchwarmers, as ong
as they can be paid for. Undead teams are an exception
to this {see T.:e Undead). il a team has more than 4

Benchwarmers, record their stats on an additional -

Campaign Rcster.

Al the end cf the Between Games Phase, a Coach can
reorgarise his team. Players in the First Team can e
mace Zenchwarmers by replacing their number on the
rosier with the letter B. Benchwarmers can be promoted
to the First Team by giving them a number thati is not
'ed to anciher. player. Injured players are ahways
et 10 Eencrnwarmer status until they recover.
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ly cut them out and shuffle them

into your existing Star Players pack.

il be able to field exactly the right

imp
models for the Star Players you hire.
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in Star Playars. Coaches can either pick cards at

nst one another for sach player, spend

The cards are used in exactly the same way as those

e pﬂl. ted

Thesa Star Player cards should ba added to your pack

*. of cards from the Blood Bowi Star Players booic

tandom from the appropriats

-agal

" Star Players, as Freebooters.
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RACE:

Troll

ALIGNMENT:

Chaos

NUMBER:

POSITION:

Blockoer

RACE:

Tuman

Mutang

ALIGNMENT:

Chaos

NUMBER:

o

POSITION:

Blocler

RACE:

ALIGNMENT:

NUMBER:

POSITION:

MA SP

A

-2

SPECIAL SKILLS:

Povck (leso b AStghiey Wosy glevel 3y, Touphness (level 2

BELLOW THUNL!

MUTATIONS:

RACE;

Lre

ALIGNMENMT:

Chaos

NUMBER:

3

POSITION:

Blocker

RACE:

Minotauar

ALIGNMENT:

Chaos

NUMBER:

11

POSITION:

Blocker

RACE:

1

ALIGNRMENT:

& iJi~

NUMBER:

POSITION:

Pl o

sp cL [ma [ sp [ sT [ AG | 15 | c1 AV
O O 2 rﬂ + ) q N L ! 3 {
SPECIAL SKILLS )

IMATLEP ]

5 + 1

MA | sP | ST | AG [ 15 | cL [ Av |
£ s -3l 4l 4]a .

SPECIAL BKILLS:

Dlack (level 1), tchy Fert, Mighty Dow (level 2).
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REFERENC

SHEETS

Leaping Over a Prone Piayer

Liliiple and Gang Up Pushing

Costs 3 squares of movement. Rcll on-the Lsaping
Table and subtract -1 for each opposing t=cikle zcnio
exerted on the square leapt from.

Leaplng Tab!a

206 Result
6orless | Oooops! The player falls cver ir: the
square he’s leaping from. Ha.must maks
an ermour roll to aveid injury.

7-9 Crash! The player falic cver in the
square he'’s leaping fo. He must maks
an armour roll to avoid injury.

10 or more | Periect! The player lands wesi! znd can
carry on moving if he has nct alrezdy
completed his movs.

Shoulder Charges

kade like a block, but player-camcontinuz moving
afterwards. Subtract -1 from the attacker's S7 and roil
on the Block Table.

Multiple Biocks and Shoulder Chargeas

Victims must be adjacent to each other and to the
attacker. For a block, add up all the victims® STs and
compare them to the attacker’s just like you would
normally. For a shoulder charge, subtract -1 {rcm ths
attacker's ST as well. Roll on the Multiple Bio=x Table.

Multiple Block Tab!e
206 Rasult
4 orless | Attacker(s) knocked ovar.
65-7 - i Stand off — nothing happens. -
8 All the players are knocked cvar.
8 or more | Dafender(s) knocked aver.
d Gangling Up

Attackers must be next to victim and not i. another
opponent’s tackle zone to be a part of the gang. Add up
ali the STs on both sides before comparing them as for

a block. Then roll on the Multiple Block Table.

Pushing

Similar to a block, but rolled for on the Push T=5le.

Push Table
206 | Result
2 orless | Attacker is stunned.
3-4 Aftack is knocked over.
5-7 | Stand off — nothing happens.

8 Both players are knecksd over.
g-11 Deiender is pushed back.
12 or more | Defender is puched back and knocked
over.

S . S

Add together the STs cn both sides before comparing
them, but roil en the Push Table instead.

Codging

L. Block: Cempare AGs. Hf the attacker's is highest, add
the diiference to the roll. Otherwise, subtract-the

difereacs from the roll. Roll en the Dodge Table instead

cf the Biock Table.

A S":o ulder Charge: Similar to dodgmg a block, but
subtrect -1 {rom thae dics roll.

A Bl u,le Block: Same as for dodging a block, but
stbtract -1 from the dice roll for each teammate who's
alsc a victim. Resolve attack normally for ncn-dodging
players, excluding codgers from the attack.

£ Wullple Shoulder Charge: Same as for dodging a
muttipls block, but subtract an additional -1 from the roll.

A Gany Up: Same as for a block, but total AGs on both
side baiore comparing them.

A Push: Do not roll on any table. Dodger automatically
pushied back.

A Rultiple Push: Same as for a push. Resclve attack
ormally for non-dodging players.

A Gang-Ug Push: Same as for a push.

Dcdge Table
258 Resuit
7 crless | Defender dedges the attack.
ik Defendsr Is kinccked over.
12 or more | Defender is stunned.

Stripming the Football

Beth Coaches roll 2D8 and add their player's ST. If
attacker beats victim by 3 or more points, attacker gets
the bali. Ii attacker beats victim by 1 or 2 points, victim
drops the bafl. Otherwise, victim helds on to the ball.

trrterceptlons

If an Interception resutlt is rolled on the Throwing Table,
roli on the Interception Table.

Interception Table
Ccs Resuk
1 Fumble
2 Misthrow )
3-8 Interception

Misthrows scatter 3 sguares on Quick/Short Passes, 4
on Long Passes and 5 cn Long Bombs. Long Passes
intercepted oniy by piayers adjacent to passer or within
2 squares of target. Long Bombs intercepted only by
plavers adjacent to passer or within 3 squares of target.
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REFERENCE SHEETS

Ref Alevr»tness_nTab!e

S| .
(F—

Tweeegssat!

4 or more

Add +1 to the roll if the foul was blatant.

Penaity Table

DAt

Stunned £
1 KO Bo
Injured Box

Add +1 if the penalty was blatant, and +1 if & was for

Arguing With The Referea.

Place the penalised playsr in the appropriate box of his

Dug-Out. If the fouled player was injured and penalisad,
only tha worse of the two has any effect.

The Gate and the Fan Factor

At the beginning of the gams, each Coach rolls on the
Gate Table to see how many of his Fans show up to the
game and what the Fan Factor for his team is.

Gate Table
Dé&+Loyafty Number of Fans
2orless o ab ,000

Fan Factor

BNDO S

10ormore .

Chanting

At the start of the game and after evary Touchdown,
each Coach rolls 2D6 and add his team's Chant and
Fan Facter and his Cheerlsader’'s Cheering Ability. The
team in the lead gets an additicnal +2 bonus.

The winning Coach gets one team rerol! which must be

used before the next Touchdown.

Crowd Intervention

If a Coach rolls an unmodified 2 whean making an
armour roll, the crowd goes wild!

Roll on the Crowd Intervention Table.

Crowd Intervention Table !

2D6 Result
2-3 Switch Sides
4-5 Leave Early
6-8 Throw a Reck
g-10 The Chuck
11 Pitch Invasion
12 Rict

S:ziar 1o the Fans section for full éetails on 237n 2! ‘e

The Weathar

Roll onca on the Weather Table for the entire game.

Weather T..bie

206 i Resul

roll a D6 for each player on the pitch for
haat exhaustion after each Touchdown. On
a 1, he collapses from the heat. Placa.him
in the Stunned box of his Dug-Out. On 2-6,
he's okay for the moment. Players
succumbing to hsat exhaustion can rsturn
to play after the nsext Touchdown.

8 Heatwave. Whew! All players’ SPs TSs
_ and Cls are reduced by -1.

4 Scattersd Showers. lt's raining. All players’
SPs, 7Ss and CLs are reduced by -1. Roll a
D6 after each Touchdown is scored. On 1-3,
the showers continue (or start up again, if
they stopped). On 4-8, they stop.

5-9 Nica. Perfect Blood Bowl weather.

10 Blustery. The wind’s blowing hard today. All

ball scatters one extra square on a Missed
Kicking Tables.

move, roll a D6. On.a 1, his numbed fingers
drop the ball. Roll for scatter. On 2-6, he
manages to keep hold of the ball.

1ptayers’ TSs and CLs are reduced by -2.
Only Quick or Short Passes can be
attempted and the ball cannot be kicked
morae than 8 squares.When a player tries to
sprint, roll a D6. On 1-2, the player slips in
the snow and falls face down. He is
unharmed and does not have to make an
armour roll. On 3-6, the player retains his
footing and can move normally.

2 A Real Scorcher! It's so hot that all players’.
SPs, 7Ss and CLs are raduced by -1. Plus,”

throws or kicks are modified by -1. Also,the |~
or Inaccurate result on the Throwing or |

11 lca Cold. Brrrr! When a ball holder tries to |- -

2 Blizzard! Now it's cold and snowing! AII'

Campaign Sequence of Play

Fer the full campaign gams, the following sequence
must be strictly adhered to.

1. Magic
2. Hire Freebootars
~3.Dirty Tricks
4. Play the Game!
5. Between Games:
a.Ccllect Match Fee
b. Calculate Fame
c. Pay Wages
d. Healing
e. Training
i —ire New Piayers

7. Cranza the First Team

3 ::"vixc 5

T T A L
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REFERENCE SHEETS

s(.c!\

Kicking During Normai Piay

Kick-Offs are taken at ths beginning ¢f tha game and
after every Touchcown.

Toss a coin, winner chcosas which team Kicks-Of.
Offensive Team lines up nermaliy. Lcrenqwa Team lines
up bstween its cwn End Zcns and tha first iina o it's
half of the field. A Dafensive p'aye. kicis tho ball to any
squars in the Cffensive Team's set-up araa which is at
least three squares away ficm tho sidslines or the End

S N )

Zcne. Roll for accuracy on the Kicking Table.

Kick :ng Tatla

Players Position 't Red 205, X8 Aesswato or 7 ]

Kicke Bcrmere
. Sufmors

If the Kick Is Accurale: placs R in tha iargst square.
One Citfensive Team player can 'nova his SP tc catch it
tf not caught, the ball lands and bouncas. Rcll on the
Bounce Tabls.

1f the Kick Is Inaccurate: rcll for scatier from the target
square and mova the ball thres squarses in that
direction. Ona Cilensive Team glayer can move his EP
to catch it. i not caught, rell for scatter again. If stiil not
caught, the ball lands. If it lands on the piich, the bal
bouncss. Roll on the Bounce Tadle. if the bail lands out
of bounds, tha Kick-Cit must ba retaken.

s el & kil

Bounce Tabie
208 - -t o Mumber of Bouncas
10-12 3

Each time the ball bounces, reil for scatter. if tha bzl
lands in a square with an upright piayer, that player gats
the ball.

Boeting

A Kicker can boot a player instead cf making a block.
Rell on the Booting Table, suziracting \he AG or ST of
the victim, whichaver is highast.

gcctiing Table

Any plzyer can Kick ths ball 4 to 20 squarss at the end

of his tsam’s tum. Roll for accuracy on the Kicking
Tabls, subtracting -1 if the range is from 11-20 squares
and an additional -1 for each cpponent exarting a tackle
zone ca the Kicking clayer. 2 or less means the kick is
fumtled and scatters from kicking player’s square.

if tha rick is accurats, place it in the targst squars. If ths
Rick Is inaccurate, roll for scatter from the target squars
and movs the btall three squarss in.that direction. Any

playsr in the square where the ball is now, catches it. if
no cna catches tha ball, it bounces. Roll on the Bounce
7able just as you would for a Kick-Off.

Referes Characteristics

a5 AL e

* Thess characteristics are never used by Rels.

Moving a Referee

Roll for scatter to see which way the Ref moves. Then .

roll cn the Referes Movement Table to see how far he
goes in that dirsctjon.

Referee Mcvement Table

Ref Moves

1 square
2 squarss.
.squares
Sequares YL

It the Ref wouid move into a square with an upright
playsr, he movaes next to the player and penalisas him.

if tha Rsf's move is blocked by anything else, ha ends.

his mcve next to tha blocking object.

Fouls
To foul someons, the target must be prone and in an
adja:em square. Daclare if the foul is to be sneaky or
siatan:, then roil on the Foul Table.

vital part of 1s ans
' otun'vd Sk el B

208 Hasult i Foul Table
2 corless | Quch! The Kicker doas himself a nasty : 25 Sneaky Foul i Blztant Foul
injury. Place him in the injured Sox of his ! ! 1criess Whcops! l Whoops!
Dug-Cut. . 2 No Effact No Effect
3-5 Whoops' The K:\.u encs up flat on his 3 No Effact No Effect
i back. Make an armourcii to-aveic njury. & . Cocoophl Qooocoph!
6-8 | No Effect. The .K.c.ke. s foct glances off £ Oscooph! Krunch!
I his target's armour. ; 8 or mora Krunchl Krunch!
-1 ! The target is kncc: oY nd = s
g-10 l 232 r_:”’(e ‘_] ge}_%’k":?cffef ot Ge':ﬁ'\ | T2 ¢ia rcll is increased by +1, if the attacker has a
] ‘ S © Fvoinuny. | Siznez- ST than his victim, and decr eased by -1 if the
11 or more | Oooco! The large: i «e¢ in a rather | 2 5T s hinh
: - 12.'s ST is higher.

ae who has LOS o the fouiing player, roll
7 ,ab’e to see if he spetc tne foul. i
esult), roll on the Penally Table

goes
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