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elcome to the 2003 Blood Bowl

Annual. Much as | would love
to take the credit for this awesome
tome myself, it is actually the work of
Blood Bowl Magazine editor Andy
Hall, ably assisted by the members

M of the Blood Bow Rules Committee.
SERLELSE So I'm going to start of this

introduction by thanking Andy and the BBRC for all of
the hard work they have put in making the 2003
Annual such a fine publication.

So, what will you find on the following pages? Well,
probably the most important section is the report of
the Blood Bowl Rules Committee, or BBRC as it is
better known. The BBRC consists of five expert Blood
Bowl| Coaches, the editor of Blood Bowl Magazine
(that's Andy) and the slightly baffled designer of Blood
Bowl ({that's me!). We meet every October to discuss
the game rules and the experimental rules that have
appeared in Blood Bowl Magazine. From this meeting
we decide if any errata is required for the core game
rules, what the answers are to any ‘frequently asked
questions’ we've encountered over the year, and if any
of the experimental rules that have appeared should
be made official additions to the game.

Rather than concentrating on the rules, this years
review mainly focussed on the experimental rules and
new teams that have been published over the last 12
months. We have taken the opportunity to update
some of the experimental rules based on the feedback
we've received on the rules that appeared in Blood
Bowl Magazine and our own experience of using the
teams. This means that the rules in the Annual should
be seen very much as Mkll versions, that replace the
rules that criginally appeared in Blood Bowl Magazine.

The Annual also includes a selection of what we feel
are the best articles published in Blood Bowl
Magazine in the last 12 months. There are some
really great articles here, well worth reading again
even if you saw them the first time. The whole
package is rounded off with a set of appendices
containing a short précis of important rules that
appeared in the last annual. We've included these so
that Coaches know that as long as they have this
Annual then they are completely up-to-date with the
current state of the rules, while at the same time not
taking up toc much space with articles we've printed
before.

And that's it! All that remains is to remind you that if
you have any comments, guestions or suggestions
about the Annual in particular or Blood Bow! in general
then we would love to hear from you. Just write to us
at Fanatic, Games Workshop, Willow Rd, Lenton
Nottingham, NG7 2WS UK or email us at

fanatic @ games-workshop.co.uk.

Best regards,
\‘\‘2

;.-Jé?__:-u' e ;\ﬁ: ,|-<

R S

Jervis Johnson, Head Fanatic
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*' THE BLOOD BOWL
RULES REVIEW

*

The Blood Bowl rules review is conducted every October by the BBRC (Blood Bowl Rules Committee). The BBRC
is a collection of experienced coaches from all over the world who come together to modify Blood Bowl to make it
a better game. This year's Rules Review falls into three main sections:

1) Errata. These are corrections and changes to the core Blood Bowl rules.

2) Clarifications and Q&A. The BBRC have answered the questions most frequently asked by the Blood Bow|

community and have clarified any unclear rules.

3) Experimental Rules Review. All previously published Experimental rules have been reviewed by the BBRC.
Each rule's status will be changed to one of the following: Official, Remain Experimental, House Rules. The results

are given in this section.

ERRATA

All page numbers refer to the printed Handbook.

» Page 6: Replace the last sentence in the Plastic
Range Ruler paragraph.

'If the line between two passing ranges crosses the
receiving player's square, then you should use the
higher range.’

* Page 13: Replace the first sentence of the
paragraph under the Throwing sub-section.

‘First of all, the coach must declare that he is taking
a Pass action.’

* Page 13: Replace the second paragraph under the
Throwing subsection.

‘Next, the coach must measure the range using the
range ruler. It is perfectly acceptable to pre-measure
the range to several players at any point during the
throwing player's move before you declare the target
of the pass. Once you have thrown the ball, however,
you may not move the throwing player any farther
that turn, even if he has spare MA left.’

* Page 17: Replace the last sentence of the second
paragraph in the Team Re-Rolls and Fan Factors
subsection.

‘Your team must have a Fan Factor of at feast 1 and
may not start with a Fan Factor greater than 9."

* Page 22: Replace the second sentence in the first
paragraph of the Interceptions subsection.

‘To be able to make an interception, the player must
be between the player who threw the ball and the
player who is meant to receive it, and the plastic ruler
must pass over at least part of the square the
intercepting player is standing in.’

» Page 25: Add the Mighty Blow skill to the Kroxigor
entry. The player's price remains 130K.

*» Page 40: Replace the last sentence of the
Characteristic Increases subsection.

‘A coach may choose to give his player a new skill (as
described above) instead of a characteristic
increase.’

CLARIFICATIONS AND Q&A

Q: What do | do if | want to Multiple Block two
opponents and one (or both) of them has Foul
Appearance?

A: Announce that you will attempt the Multiple Block
and then roll a D& against each player with Foul
Appearance. If you roll 2 or more, you can ignore
Foul Appearance for that player. If you roll a 1 against
one of the players, then you cannot inciude him in the
Multiple Block, although you can block the other
player anyway. If both players have Foul Appearance
and you roll a 1 against each of them, then the Block
is entirely wasted!

Q: The description of Always Hungry states that a
player who squirms free can't roll for injury, but it also
says that you should make an armour roll for the
player. What should | do?

A: This is an error. Make an armour rolf for the player
as normal if he squirms free and avoids being eaten.

Q: How does the Poisoned Dagger work against
Thick Skull? And how does it work against the
Handicap result "Iron Man"?

A: The player with Thick Skull may roll for his trait
after the coach with the Poisoned Dagger player has
rolled for injury, but only if that injury was a KO (or a
Stunned result turned into a KO because of the
poison). An lron Man is never hurt worse than
Stunned, no matter what, so he will always stay on
the field (stunned) after an opponent beats him with
an armour roll.

Q: Can you use the Pass skill to re-roll a fumbled Hail
Mary Pass?
A: Yes.

Q: Can you use Hail Mary Pass in a Blizzard?
A: No. This is slated in the Hail Mary Skill eniry.

Q: Do you have to make an armour roll for a player
who falls down trying to Go For It?

A: Yes. Unless the rufes state otherwise, you must
make an armour roll for any player who falls down.
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Q: Suppose my opponent pushes back one player
into a second player. Who decides where the second
player ends up?

A: The coach of the moving team decides all
pushback directions unless the pushed player has
Side Step. If the player has Side Step, his coach
decides where he is pushed to.

Q: Can | use Frenzy or Dauntless on a Multiple
Block?
A: Frenzy, no; Dauntless, yes.

Q: Do | have to make another Dauntless roll cn the
second block of a Frenzy, or do | stick with whatever
| rolled before the first block?

A: You must make a second Dauntless roll,
regardfess of what you rolled for Dauntless before the
first block.

Q: Can Big Guys use non-Team Re-rolls, such as
Leader re-rolls and trophy re-rolls?

A: Yes. Even though trophy and Leader re-rolls
function like Team Re-rolls in most respects, they are
separate. Big Guys can benefit from being on a
winning team or being in the presence of a Leader,
just like any other player can.

Q: Is trait use mandatory?

A: Unless otherwise stated in the trait's description,
trait use is not mandatory. For example, the
description for Frenzy states that the player must use
it, while others (such as Stand Firm) do not.

Q: Which skills can | use during the movement part of
a Pass Block?

A: You can use all the skifls you would normally use
during a move except for Jump Up, Sure Feet, and
Sprint.

Q: Can you go for it to Leap?

A: Yes. Place the player in the square targeted by the
Leap skill and thern make the go for it roli (or “rolls,” if
you need two of them to perform the leap). If you fail
a go for it roll, knock the player down in the new
square, just like you would on any normal go for it rofl.
The opposing coach may make an armour roll as
usual.

Q: My blocking player has Dauntless. If | re-roll a
block that he throws, do | need to re-roll Dauntless as
well?

A: No. A re-roll affects only one result. The Dauntiess
rolf is a separate result from the block.

Q: Can | use Pass Block when my opponent tries to
Dump Off the ball? Also, can | try to intercept a
Dump-Off?

A: Yes to both gquestions.

Q: Do Halflings and Goblins still pay double cost for
Ogres? If so, how much is the Ogre worth to the
Team Rating?

A: No, they cost the same as they do for any other
team. Big Guy Star Players still cost double for these
teams unless the Star Players are Treemen or Trolfs.

Q: If a player has MA 1 or MA 2, can he still move 3
squares on a Pass Block?

A: Yes.

Q: What do | do if | roll the same player twice for
random player selection during a pitch invasion?

A: The Blood Bow! box set comes with 16
“randomiser"” counters that can be used to randomly
select players during a pitch invasion. Simply do not
replace the counters until all players have been
selected. If you have fost some of your randomiser
counters and must resort to a dice method, simply re-
roil any duplicate results.

Q: Do | have to field 11 players (or my entire team if
| have less than 11 available)?

A: No. The only restriction is that 3 players must be
placed on the Line of Scrimmage. So you may set up
3-11 players at a kick-off.

Q: Can a player who died in a match receive an MVP
award?

A: Yes! The award is given posthumously (and
therefore wasted).

Q: Can a player win the MVP if he sat in the Reserves
box for the entire game and never touched the pitch?
A: Yes. (The decision has obviously been made by a
corrupt official!) Players missing the game due to
infury or a handicap result cannot receive the MVP
award.

Q: Can you Pass Block the thrower or the target
square when a monster tries to throw a team-mate?
A: No.

Q: Does Foul Appearance work if the player is not
standing?
A: Yes, although it does not affect fouls.

EXPERIMENTAL RULES REVIEW

Article: Thrud the Barbarian
Source: 2002 Annual
Status: Official (see Appendix 2)

Article: Kicking Rules
Source: 2002 Annual
Status: Remain Experimental (see Appendix 1)

Article: Khemri Teams
Source: BB Magazine #3
Status: Remain Experimental (see page 4)

Article: Necromantic Teams
Source: BB Magazine #3
Status: Remain Experimental (see page 4)

Article: Mixed-Race Teams
Source: BB Magazine #3
Status: Remain Experimental (see page 20)

Article: Vampire Teams
Source: BB Magazine #4
Status: Remain Experimental (see page 10)
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Experimental rules for Undead teams in Blood Bowl
By Jervis Johnson

p until now there has only been cne sort of

Undead team in Blood Bowl, the rather
appropriately named... Undead team!
However, lumping all Undead teams into a
single category like this is a bit of a
simplification of the true situation. Although no
two teams are ever identical, it is commonly
accepted by Blood Bow! aficionados in the Old
World that there are actually three different
types of Undead Blocod Bowl team:
Necromantic Undead teams, Khemrian
Undead teams, and Vampire Undead teams.

The rest of this arlicle presents some
background information and experimental rules
for two of these different types of team (Vampires
are on page 10). Because the rules are
experimental, you will need to get your
opponent's consent to use one of the teams in
one-off games, and your League Commissioner
will need to decide if he or she wants to use
these teams in a league. If a league already has
Undead teams in it then they can carry on as
Necromantic teams, and can keep any
Mummies as special ‘allied’ players. Mummies
cannot be replaced once they are Killed (or
should that be returned to eternal rest?), but until
that time they count as normal members of the
team and collect Star Player points, and so on.

In addition, a certain amount of either
converting or improvisation will be required to
field some of the players in the Necromantic
team. I've included notes in the appropriate
special rules sections about which models to
use in order to field these teams. Assuming
the experimental rules meet with your
approval then we will arrange for proper
models to be made for the new players.

If you have any thoughts, comments, criticisms
or suggestions about the new teams then we'd
love to hear them (that’'s why we publish rules
in experimental form before making them
official). You can write to us about the rules at
fanatic @ games-workshop.co.uk. So, enough
waffle, onto the rules!

KHEMRI UNDEAD TEAMS

Khemri, also known rather ominously as ‘the
Land of the Dead', lies far to the south of the
Old World, across the storm-swept Southern
Sea. Not much is known about Khemri as few
people in their right minds fancy visiting a land
whose main reputation is that it is inhabited by
dead people. It is said that the Kislev prince
Ruff the Unwise visited the land long enocugh to
find inspiration for his book the Ruff Guide to
Khemri, but as Ruff also had a reputation for
being as mad as a March Hare anything he
wrote needs to be taken with a big pinch of
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salt. However, without much else to go on,
Ruff's Guide is considered the most authoritive
description of the Land of the Dead.

Ruff speaks of a great desert to the east of
Araby from which rise huge pyramids and
tomb cities filled with the living dead. By day
the burning sands between the grave-houses
are empty and only giant serpents glide
through the ruins, but at night the corpses of
the dead stir from their homes and go about
their business in a grim parody of their former
lives. According to Ruff this makes Khemri a
less than ideal holiday destination, though he
does say that the beaches are quite nice. He
goes on to describe that within each pyramid
there resides an unholy aristocracy of Undead
rulers; mighty sorcerer-kings who sit on gilded
thrones amid faded grandeur and dream long,
dark dreams of their former glory, stirring
occasionally to issue dreadful commands to
their Undead servants, who scuttle to obey
their master’s every morbid whim. This, at
least, we know to be at least partially true, for
it transpires that many of those former glories
that Ruff referred to were on ancient Blood
Bowl playing fields, and that the commands
they issue concern their future glory on the
Blood Bowl pitches of the Old World!

Until recently there have been very few Khemri
teams taking part in the modern version of
Blood Bowl. By far the most famous Khemrian
player of recent times has been Ramtut lll,
who played for many seascns as a member of
the Champions of Death. It has transpired that
the great Tomb King Match-Ra lent Ramtut to
Tomolandry in return for all of the bodies of
Blood Bowl players slain by Ramtut in his
games. After many decades playing for the
Champions of Death, Ramtut finally retired and
journeyed back to Khemri... only to return to
the Old World two seasons later as the captain
of the Match-Ra Tomb Rcbbers, a team made
up of the skeletons of the Blood Bowl players
that Ramtut had slain! The Tomb Robbers
have done very well under Ramtut's captaincy,
and now other Tomb Kings have raised Blood
Bowl teams to battle for their glory on the
Blood Bowl fields of the Old World.

Khemri Undead teams are coached by a Liche
Priest. The Liche Priests are amongst the
most trusted servants of the Tomb Kings. In
times gone past they were mighty wizards,
sworn to serve their lord and ruler in life... and
in death. Such was their power that they were
able to defy death itself and return to the world

of the living. Although their flesh may be
shrivelled and their bones cracked, they are
still immensely powerful, and they use their
sorcerous powers to animate the players in
Khemri teams in much the same way that a
Necromancer animates the bodies of the
players in a Necromantic Undead team.

The players in a Khemri team are Mummies
and Skeletons. While Mummy players make
acceptable blockers, it has to be said that on
the whole Skeletons make pretty miserable
Blood Bowl players, and neither Mummy
players or Skeleton players are renowned for
their ball handling skills. In order to get round
this problem, the Tomb Kings have invested not
a small part of their considerable wealth in
providing some of the Skeleton players in their
team with special magic helmets. The
appearance of the helmets is based on two
ancient Khemri gods, and they imbue their
wearer with the associated aspects of the
patron god. These gods are Blitz-Ra, god of
strength and speed, and Thro-Ra, god of keen
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eyesight and accuracy. That the names of
these gods should be so close to the modern
names for Blitzers and Throwers has led some
to speculate that the modern names are merely
corrupted versions of the names for players in
the ancient Khemrian version of Blood Bowil.

Whatever the etymology of names, the fact of
the matter is that the helmets allow otherwise
rather lack-lustre Skeleton players to run and
pass the ball almost as well as similar players
of living races. When combined with the sheer
hitting power of the Mummy players in the
team this makes Khemri teams amongst the
most effective Undead teams, and it can really
only be a matter of time before one wins a
major championship.

Special Rules

Khemri teams are not allowed to hire Wizards as
they have a Liche Priest as their head coach.
However, unlike Necromantic teams, their Liche
Priest cannot cast a Raise The Dead spell as he
needs to use his magical powers to regenerate
players, and to give the players on the team their
special abilities and skills. Liche Priests can argue
the call with the referee.

Note that the magical helmets worn by Blitz-
Ra and Thro-Ra players are specific to them
and can't be given away or transferred to

another player. Should the player with the
helmet ever be Kkilled (or rather, return to
eternal rest) then the helmet crumbles into
dust and is lost.

Khemri teams may only use Star Players that will
play for Khemri teams (at present there is only
Ramtut I1l). They cannot employ an Apothecary,
as all of the players are already dead!

KHEMRI TEAM LIST

Khemri teams come from the dreaded Land of the Dead that lies far to
the south of the Old World. Khemri teams make use of ancient magical ,
helmets that give some of the Skeleton players on the team greatly ~= .
enhanced abilities. This combined with the brutal hitting power of the
Mummy players makes a Khemri team a dangerous opponent for any

Re-roll counter: 70,000 gold pieces

KHEMRI UNDEAD SKILL LIST

team.

Qty Title Cost MA ST AG AV Skills & Traits

0-12 Skeletons 30k 5 3 2 7 Regenerate

02 BieRa | Bk 6 3 2 7 Reeeni Black

0-2 Thro-Ra 70k 5 3 2 7 Regenerate, Sure Hands, Pass
04 Mummies Aok 3 54 9  Mighty Blow, Regenerate

Player General Agility Strength Passing Physical
Skeleton Y N N N
D BiERa Y N N
Thro-Ra 2 N N ¥ N
IMummy i N N




Star Players

RAMTUT 11l
UNDEAD MUMMY

Block
Mighty Blow
Break Tackle

160,000 GOLD PIECES

NECROMATIC UNDEAD TEAMS

Necromatic Undead teams are by far the most
common type of Undead team to take to the
field in Old World stadiums, and it is this type
of team that is closest to the Undead team
featured in the Blood Bowl rulebook. As their
name implies, the defining feature of a
Necromantic team is that it has a Necromancer
as a Head Coach. Unlike all of the other
members of their team, Necromancers are
actually living people, though the fact that
they'd rather hang out with a bunch of dead
guys than real-live people gives a pretty good
idea of their social skills and popularity with
anything that has a pulse! More than one
commentator has said that Necromancers
would be such nice boys if they would only get
out more and find themselves a girlfriend. But
this is by the by, and the important thing is that
a Necromancer is someone who has spent
decades locked up in dusty crypts learning the
black magic arts required to bring the dead to
life. Whether the best way to use those
awesome powers is to create a Blood Bowl
team is a subject of some debate in the dank
and musty halls of the Thrice Damned Guild of
Necromancers, but the fact of the matter is that
many Necromancers choose to do just that.

BLOOD BOWL ¥

Flesh Golems

A relatively new addition to Necromantic
Undead teams are creatures known as flesh
golems. This is a nightmarish creature made
up of the body parts of numerous corpses, all
of which have been roughly sewn together
and then re-animated by the Necromancer's
dark arts. The resulting monster is a terrifying
sight, possessing the strength of many men,
limited intelligence and awesome
toughness... all of which makes them ideal
Blood Bowl players. Probably the most
famous flesh golem of all time was the
renowned Frank N. Stein. Frankie, as he was
fondly known by his fans, played for many
years as a member of the Bruendar
Grimjacks, until an incident involving a
werewolf and a frenzied torch-carrying mob
led to his unfortunate demise. Since then a
number of newer flesh golems have tried to fill
his size 27 shoes, but so far none have
matched Frank's popularity or skill.
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Werewolves

Werewolves are creatures with their souls in
conflict. Their bodies have been warped by
the touch of Chaos, their violent natures
locked into a rigid monthly cycle by the forces
of Law. They are driven wild by the conflicting
urges of their opposed natures, and only find
relief for their inner tensions in crazed
outbursts of terrible violence. So the best thing
for them is to pop off and play a nice unfriendly
game of Blood Bow!!

Attempts to field all-werewolf teams have
never been particularly successful. If the
game drags on too far into the evening,
werewolves are prone to fetch the ball rather
than run with it, or dig a hole and bury the
referee, and they have a tendency to stop and
hang around any Treemen on the other team
rather than running past them. More
importantly their tormented nature and
bloodthirsty outbursts makes them as much a
danger to their team-mates when off the pitch
as it does to the opposition when on it
Because of this, werewclves are only
commonly seen playing for Necromantic
Undead teams, where any damage inflicted by
the werewolf on his team-mates can be
quickly repaired by the team’s Necromancer
Head Coach!

Special Rules

The special rules for Undead teams in the
Death Zone rulebook also apply to
Necromantic teams. Necromatic Undead may
use any Star Player that will play for an
Undead team. Undead teams chosen from the
team list in the rulebocok may not hire Flesh
Golems or Werewolves.

Designers Note: This new version of the
Necromantic Undead team does not include
Skeleton players, and has Flesh Golems and
Werewolves in place of Mummies. Coaches
should feel free to use Skeleton models to
represent Zombies (just say the Skellies are
older Zombie players and so have less flesh
on their bones!) We will be bringing out a
Flesh Golem and Werewolf models are very
nearly completed, but for the time being you
can use your Mummy models or the old Frank
N. Stein Star Player model to represent Flesh
Golems, and Beastmen or the old Wilhem
Chaney Star Player model to represent
werewolves.

* K Kk Did you know...

The Champions of Death have pretty well
cornered the market in bringing ex-players
back into the game. There are some great
Champions of Death teams which used to
be famous other teams... Before the
practice was banned, Tomolandry regularly
raided the graveyards of the Dwarf Giants,
and his Blood Bowl VI winning team of
2466 bore a stunning similarity to the
victorious = Blood Bowl 'V winners,
Middenheim Marauders, who were

mysteriously killed in a flying carpet crash.
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NECROMATIC TEAM LIST

In the Old World the dead do not rest easy. Ghouls lurk in haunted crypts,
Necromancers raise Zombies to do their bidding and create monstrous
creatures from the pasrt fo corpses, Werewolves hunt by the light of the full
moon, and on the Blood Bowl! field, players who died long ago return to the
scenes of their former glory and play Blood Bowl once again...

Qty Title Cost MA ST AG AV  Skills & Traits

0-12 Zombies 30k 4 3 2 8 Regenerate

0-2 Ghouls o i e BRI W R

0-4 Wights 90k 6 3 3 8 Block, Regenerate

0-2  Flesh Golem 120k 4 4 2 9 Stand Firm, Regenerate, Thick Skull
0-2 Werewolf 120k 8 3 3 8 Catch, Frenzy, Razor Sharp Fangs

Re-roll counter: 70,000 gold pieces

NECROMATIC UNDEAD SKILL LIST

Player General Agility Strength Passing Physical
Zombie Y N N N N
Ghoul Y v N N N
Wight Y N N N N
Flesh Golem Y N Y N N
Werewolf X Y N N N
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FANGS YERY MUCH!

Part two of the Experimental rules update for Undead teams in
Blood Bowl. This time we visit the dark castle-stadiums of

Syvania to see how Vampire teams perform on the pitch.
By Jervis Johnson

VAMPIRE UNDEAD TEAMS

Vampires are arguably the most feared of all the
Undead races. These proud creatures of the
night originated in the cursed lands of Sylvania,
a heavily forested and perpetually gloomy
province of the Empire. Vampires live in
extended family groups sometimes called
blood-lines, each of which is ruled over by a
powerful Vampire Lord, who commands the
allegiance of a number of lesser vampire
followers, as well as a number of human thralls.

No-one is quite sure how vampires first came
into being, but rumours persist that they were
created when an experiment by the Thrice
Damned Guild Of Necromancers that
attempted to combine the strength and agility of
a vampire bat with the strength and cunning of
a man went horribly, horribly wrong. So far
representatives of the TDGON have refused to
comment on the matter, which for most
commentators only serves to confirm their guilt.

Whatever their origin, Vampire Lords are
amongst the most vain and haughty creatures
in the Old World, which is really saying
something for a place that also includes
High Elves and Dwarfs! The Vampire Lord and
his lesser vampire followers feed on the blood
of mortal creatures, which tends to make them
rather unpopular neighbours to say the least!
On the other hand there are plenty of blood-
thirsty and/or homicidal creatures in the Old
World, so Vampires tend to be left alone as
long as they keep their predatory habits within
reasonable limits.

Vampires were soon playing Blood Bowl, as
they are a proud race and determined to prove
their superiority to all other creatures — both
living and dead. This being the case it has
been a source of some disappointment to the
lords of the Undead that their teams have so
far proved so singularly incompetent at the
game. The main problem for vampire teams is
that while individual Vampire Lords are

arguably the best all-round Blood Bowl
players in the Old World, their vanity means
that they refuse to work together on the same
team with other Vampire Lords. This means
that the bulk of players in a Vampire team are
made up of the vampire followers and thralls
of the Vampire Lord, and it tends to be these
players that have let down Vampire teams.
Although the lesser vampires are not at their
best during the hours of daylight, they are still
deadly opponents none the less. No, it is not
their lack of ability on the field that has led to
the miserable reputation of Vampire teams,
but rather their behaviour off it. The fact of the
matter is that the main reason for the Vampire
teams poor record is the lesser vampires



woeful lack of control when confronted by a
stadium full of what is (to a vampire at least!)
their absolute favourite tipple — a pint or two of
a living creature’s nice warm blood! What this
means is that at any given time it is not
uncommon for the bulk of the vampires in a
team to be found in the stands, grabbing a
quick bite as it were, rather than playing Blood
Bowl like they should be decing. This is, of
course, excellent news for the team playing
against the vampires, if slightly less good
news for the fans of the rival team...

Anyway, this means that Vampire teams
consist of one very gocd player/coach (the
Vampire Lord himself) supported by minions
of somewhat more questionable ability and
talent. The result of this lack of depth in team
line-up is that no Vampire team has ever
performed all that well, and that Yampire head
coaches can often be seen muttering about
how “You just can't get the staff these days”.
This said, one or two Vampire teams are
starting to show real promise. Duke von
Castiron’s team, the Castiron Knights, have
come very close to winning a major trophy in
the last couple of seasons, and many pundits
say they will be the team to beat in this year’s
Dungeonbowl, which being held underground
and away from direct sunlight, tends to favour
Vampire teams. The other Vampire team to
watch out for, both on Cabalvision and also in
darkened alleyways if they are playing in your
local stadium, are Lady Cordellia Belladonna’s
all female Vampire team, the Deadly
Nightshades. Although a relatively new team,
the Nightshades have quickly gathered a large
following of very dedicated (mainly teenage)
fans, and the team is showing real promise of
being a serious contender for a major
championship win at some point over the
coming years and decades.

SPECIAL RULES

Only the most powerful Vampires are able to
lead large numbers of their brethren, and
these Vampire Lords are the coaches of their
Blood Bowl! teams. Ancient rules handed
down by Roze-El prohibit head coaches from
actively taking part in the match, but referees
have made a habit of ignoring such
restrictions when a large amount of gold or
threats of eternal damnation as a Thrall are
involved! To represent this, you may put your
coach on the field just as you would a normal
freebooter. The freebooter fee represents the
amount of gold paid to the referee to allow the
coach to take the pitch.

BLOOD BOWL %

A freebooted Vampire Lord will never gain
skills, of course. You may argue the call if your
Vampire Lord is on the field, but he will be
gjected from the game on a rolf of 1 as usual.
The Vampire Lord will regenerate normally
during the match. After the game, he will
always return (from the grave if necessary!) to
lead his minions in battle once again.

Off For a Bite

A player with this characteristic must
occasionally feed on the blood of the living. At
the start of any action, roll a d6. On a 2+ the
player may carry out the action as normal. On
a '1, however, the player is overcome with a
desire for blood. The player's team loses the
declared action for that turn and the player
must instead make a Move Action. If the
player ends his action standing adjacent to a
Thrall from his own team, immediately roll for
unmodified injury on that Thrall (an injury to
the Thrall is not a turnover). If the player does
not end his action next to a Thralf from his own
team, then he runs into Reserves to find a
pretty maiden groupie to quench his thirst.
Place him in the reserves box, this is a
turnover.

1
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Vampire teams can use any star players that
would play for an Undead team. Vampire
Undead teams may also hire wizards. They
can also employ an apothecary, but his
special abilities can only be used to help the
Human Thralls on the team.

Designer’s Note: We plan to release a
Vampire team at some point in the future.
Until then you will need to use models from
Warhammer Vampire Count Citadel ranges to
represent the team.

* .*--k Djr'd yoi.f kﬁbi'i.v%:‘f_:;

most are aotuaf.-‘y w:.-'d."y mconsrstenr Thev,--f
players are too easily distracted by the
chance of fresh blood to concentrate on
getting the balf. It was for this reason that
Count Viad Von Drakfang, player-coach of
the Drakfang Thirsters introduced a mid-
game drinks break. During the first break
in play four members of the opposition
were subsequently kifled, and the practice

was outlawed. The Th.'rsrers themselves
were disbanded after a night game against
the Skavenbhghr Scrambfers went into
overtime (no doubt part of the Scambfers

game plan). At dawn the entire team
vanished in a puff of smoke A bat seen
fleeing the stad;um was beffeved to be the'

: Counr himself.

The Syfvaman _Casﬁe{SIadium_ of
Roystone Vasey was the first to have a
‘dome’ allowing the Vasey Vamps lo play
in the day. The Magical dome was
provided by the mages of the CBS.
However after 14 days of non-payment the
CBS ceased the dome live on air in a
match against the Raiders. As the sun
 shone on the pitch the vamps evaporated
fo massive ratings.

VAMPIRE UNDEAD TEAM LIST

Although Vampire teams include a number of extremely capable
players, they are let down by the unreliability of their Vampire linemen.
While they should be concentrating on the game, their attention often
wanders to the crowd and before you know it they are off for a quick
bite! However, if the Vampire Lord in charge of the team can get his
players onto the field then they are easily a match for any opponent.
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Qty Title Cost MA ST AG AV  Skills & Traits

0-12 Thralls 40k 6 3 3 7 None

0-6  Vampires 110k 6 4 4 8 Hypnotic Gaze, Regenerate, Off for a Bite
0-1 Vampire Lord 180k 6 5 4 9 Block, Dodge, Hypnotic Gaze, Regenerate

Re-roll counter: 70,000 gold pieces
VAMPIRE UNDEAD SKILL LIST

Player General Agility Strength Passing Physical
Vampire b Y Y N N
Thrall N N N N N
Vampire Lord N N N N N
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BOTTEN LUCK

Experimental rules for Nurgle’s Rotters.
By Jervis Johnson, Mike Brunton and James Jamieson

“Well, Jim, the stadium is looking somewhat
emply, with 55,067 no-shows and a total crowd
for tonights action-packed game of 17! This
must be some kind of conference record eh,
Jm? ... Jim? Jim? JIM? Wait for me! | don't want
to catch it either!!”

There is no argument that the Evil Gits are just
that: evil, and gits. The Champions of Death
are... for that matter, not very nice. Nobody can
detract from the Chaos All-Stars’ reputation for
being unpleasant. But even they would admit
that there is another team so unutterably rotten
(indeed, rotten to the core), that it stands pustule
and running sore above the rest.

My Lords, Ladies, Gentlemen, Yeomen,
Freemen, Serfs, Peasants, Utter Scum, and
Halflings, let me introduce the extremely
offensive unit of NURGLE'S ROTTERS!!

But who is Nurgle? And why the Rotters?

Well, sports fans, Nurgle is the Chaos god of
Pestilence, a creature determined to see that
disease, decay, ‘and corruption destroy the
world. Oddly, he does actually have followers,
and many of these unnatural types are infected
with a ferrible disease called Nurgle's Rot.
Sooner or later everybody with the Rot dies.

Unfortunately, (for everybody else) it can be
several years, even decades, before victims
and Nurgle worshippers pop their clogs. And
while they are still alive, they are imbued with
the power of Nurgle which makes them
supernaturally strong and tough. Oh, and they
also tend to be bit, well, infectious. Plus there’s
no cure...

Quite how, or why, the followers of Nurgle first
put a Blood Bowl team together is a mystery.
What is even more mysterious to most
observers is that the members of the Rotters
team appear to have an even more infectious
and degenerative case of Rot than everybody
else.

The answer to these mysteries is simple. It is
Nurgle’s doing in his aspect as the Great Coach.
Nurgle’s Rotters not only win Blood Bowl
games, they are recruiting agents for Nurgle!
And their recruiting method is pretty effective:
infecting the crowd and their opponents! As a
result, it's not uncommon for opponents to
refuse to take the field, and for those that do to
never be the same again.

Over time, though, both players and fans have
learned to take a few... precautions when
attending a Rotters match. The down-wind
half of the stadium at a Rotters match is
usually reserved for the Rotters own fans
(who are a pretty rotten lot themselves. . ),
while outside the stadium hordes of
travelling apothecaries and other quacks
can be found selling cures guaranteed to
" stop the rot... some even work! Head
coaches and players from teams
7 opposing the Rotters have learned to take
similar precautions.

The overall result is that few fans and
hardly any players end up being infected
¢ with the Rot these days. But a few do, and
these along with the Chaos Beastmen
followers of Nurgle that join the team have
proved just enough to keep the Rotters in
business. It's just as well for the Rotters
that they can pick up new recruits and
players during a game. The cnes they
start with are already fairly rotten, and all
; the bumps and bashes of a typical game

¢ don't help. A Nurgle’'s Rotter can
. sometimes go to pieces, as the Rot really
setsin...




FAMOUS ROTTER TEAMS

Although many assume that there is only one
team of Rotters, this is not actually the case.
Hard as it may be to believe, there are several
Nurgle teams touring the Old World at the
present time. Here are just three of the most
infamous:

BLOOD BOWL %

Nurgle’s Rotters: The Rotters are the longest
running and by far the most successful Nurgle
team in the Old World, and being the only
Nurgle team to ever win a major championship
when they won Blood Bowl VIII. Their reputation
is helped in part by the understandable
reluctance of fans and commentators to get too

close to the players. From a distance all Nurgle

TEAM PROFILE:
NURGLE’S ROTTERS

Team Colours: Green & purple
Owner: Father Nurgle
Head Coach: Captain Sven ‘four-eyes’ Erikksen

Players: Beastmen, Rotters and Beast of Nurgle

Nurgle's Rotters are a Chaos team made famous by the fact that all of its players were afflicted by a
horrible and extremely infectious disease known as Nurgle's Rot. The team won many games by default
as it was not uncommon for opponents to simply refuse to take the field against them. Unfortunately {well,
unfortunately for the Rotters anyway), the team did not survive the collapse of the NAF in '88. Without a
regular supply of victims to recruit they, quite literally, went to pieces. However, Spikel Magazine recently
identified an outbreak of an advanced and irreparable decomposition disease amongst some Blood Bowl
players. This caused Chaos fans everywhere to scream in delight, “The Rotters are back!”

2402:  The Nurgle’s Rotters team is formed from the diseased survivors of an outbreak of Nurgle's Rot
in the Empire town of Boggenhaffen. The team leaves a trail of destruction behind it before the
NAF enforce strict quarantine procedures before, during and after every match that the Rotters
take part in.

2468: The Rotters pull off an extraordinary and quite unexpected win against the much fancied
Naggaroth Nightwings. It transpired that the lodgings the Nightwings had taken during their
training period before the final was owned by a secret worshipper of Nurgle. When the time
came for the match, several Nightwing players had already been infected with the Rot, and
mutated into Nurgle Beasts at the half-time break. After the ensuing piiched battle, only six
Nightwing players were able to take the field, and the Rofters pulled off an easy win.

2480: The Rotters lose Blood Bowl XX against the young Elfheim Eagles team. How the Eagles pulled
oft the win is by no means certain as investigations were hampered by the fact that investigators
kept dying after interviewing the relevant Rotters players. However, rumours persist of
widespread use of Elven high magic, animated grass, a huge vat of antiseptic and a covert team
of troubleshooters tfrom the Acne-Clear Corporation...

2488: The collapse of the NAF left the Rotters with a sparse fixture list, and surprisingly guickly they
began to fall apart. The decimated team departed to take part in a match against the Arctic
Cragspiders at the end of 2488, but never made it across the desolate and frozen iceflows to
the Cragspiders home stadium in Norsca...

Present: The crew of a Norse fishing vessel discover the frozen body of one of the Rotters from 2488.
The fishing crew foolishly take the body on board, whetre it defrosted and quickly infected the
crew with the Rot. By the time the ship arrived, the crew had become the new Nurgle’s Rotters
team, including Tiddles the ship’s cat who had transformed into a Beast of Nurgle. Although not
back to Blood Bowl winning form, the Rotters are going from strength to strength, and it can only
be a matter of time before they win another major championship.

Team Honours: Team Honours: Blood Bowl winners 2468 (VIII).

Hall of Fame: Ivan Bouldercrusher, ‘Smelly’ Pete, Goran ‘The Tentacle’ Svengard, Tiddles (ex ship's cat,
now Beast of Nurgle)

Spike! Magazine Rating: 198 points
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team in the
hat they have
~more that
- turn up for the
Bowl players are

teams look the same - when all is said and
done, one slime-covered and fly-infested player
looks much like another! — and this means that
other Nurgle teams are often mistaken for the
Rotters.

The Plaguebearers: The Plaguebearers are a
new Nurgle team, and although they are still
often mistaken for the Rotters, they are now
starting to carve a name out for themselves.
This is helped in no small part by the antics of
the Plaguebearers’ cheer-leading squad, who
have created an entertaining half-time routine
involving the squad members, a very large
cloud of flies, a papier-maché idol of Nurgle, and
a mobile cess-pit...

Diseased Destroyers: The Destroyers have
been around almost as long as the Rotters, but
have been hampered by an especially virulent

strain of the Rot which has resulted in their
players mutating in to mindless Nurgle Beasts
or steaming piles of protoplasmic gloop
extremely quickly. It's not uncommon for all of
the players on the Destroyers’ to end up this
way by the end of the match, which can make
fielding a full team in the next match rather
difficult to say the least. ..

BEAST OF NURGLE

Nurgle teams may include a new type of Big
Guy which are commonly referred to as Beasts
of Nurgle or Nurgle Beasts. It has to be said that
Beasts of Nurgle aren't all that much to look at.
More like gigantic slimy, snaily thingies than
stars. Not nice at all. However they are
prodigiously strong and tough, highly infectious,
and they make nice team mascots too, so most
Nurgle teams include at least one on their
roster.

Title Cost MV ST AG AV
Beast 11OK 4 6 1 g

Skills & Traits: Foul Appearance, Mighty Blow,
Regeneration

Racial Characteristics: Big Guy, Really Stupid
Alllied Teams: Nurgle Teams

NURGLE TEAMS
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Nurgle teams are a form of Chaos team whose players worship the god
Nurgle. Nurgle is the Chaos god of corruption and disease, and he
rewards his players by granting them a rather unpleasant disease
known as Nurgle’s Rot. The fact that Nurgle teams smell awful is
assumed rather than proven. True, they are all made up of semi-
decomposed flesh surrounded by swarms of flies, but by the time
anyone gets close enough to get a really accurate whiff, they've inevitably caught one of Nurgle's
nasty diseases, and usually die before they can suggest a new personal hygiene regime.

Qty Title Cost MA ST AG AV Skills & Traits
0-16 Nurgle Beastmen 60k 6 3 3 8 Hormns
0-4 Rotter 140k e 2 9  Foul Appearance, Regeneration

Re-roll counter: 70,000 gold pieces

Coaching Staff: Nurgle teams may not employ or use apothecaries, for cbvious reasons! They
may use other coaching staff or wizards that will work for Chaos. Big Guys and Star Players who
play for Chaos will play for a Nurgle team as well.

NURGLE TEAM SKILL LIST

Player General Agility Strength Passing Physical
Nurgle Beastmen Y N Y N Y

Rotter Y N Y N Y
Beast of Nurgle ¥ N Y N Y




Special Rule: Beasts of Nurgle are highly
infectious, and even the modern remedies used
by Blood Bowl players taking on a Nurgle team
won't always work against them. Because of
this, whenever an opposing player is blocked or
fouled by a Beast of Nurgle and is killed, then it
is assumed that rather than dying he has been
infected with Nurgle’s Rot. He is still treated as
being killed (cross him off the opposing team
roster) but the team that the Beast is playing for
may add a new Rotter to their team for free after
the game to represent the newly infected player
joining their side. Note that the extra Rotter can
only be taken if there is enough room for him in
the team (ie. the team doesn’t include 4 Rotters
already).

Note: Because there is no specific Blood Bow!
mode! for the Beast of Nurgle players are
advised to use the Beast of Nurgle from the
existing Warhammer range which you can buy
in a Games Workshop store or via Maif Order.

DESIGNER’S NOTES

Nurgle's Rotters have a long and venerable
history dating right back to the first edition of
Death Zone published in 1987. Death Zone
fncluded numerous contributions by people
other than myself, one of which was the rules
for the Rotters, conceived by an extremely
talented editor and designer called Mike
Brunton. The Rotters survived into the 2nd
edition of Blood Bowl, but were retired from the
3rd edition as we ran out of time to make the
models for them.

However many coaches, including myseff,
clearly remembered the Rotter's very fondly,
and people keep asking if we'd ever do rufes for
the Nurgle’s Rotters team. Because of this | was
more than happy to see James Jamieson's
house rules for the Rotter’s appear in the pages
of the Blood Bow! Compendium.

For a while that is how things remained, unti
last year when we were discussing what new
teams Fanatic should make for Blood Bowl. My
first choice was a new Nurgle Rotter’s team,
and because I'm the boss | got to have my own
way (rank hath its privileges!) We asked ace
freelance designer Steve Buddle to produce the
models for us, which he agreed to do and which
can be seen in the photo’s on the inside front
cover.

With the models commissioned, it fell to me to
come up with the new rufes for the team. One
thing I've learned with Blood Bowf is that it is
very easy to get carried away and generale lots
of special rules when creating a new team, and
the temptation with the Rolters was to get
carried away and go to this excess. However, in
my experience, this rarely results in a team that
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works well in a typical league, as special rules
tend to throw up rules problems that can slow a
game down to a crawl.

So | decided to keep any special rules to an
absolute minimum. As | was pondering this, |
happened to re-read the section describing the
Rotters in the Blood Bowl Handbook, where
they appear as a ‘Famous Chaos team’. It
occurred to me that | could do a lot worse than
simply lreat the Rotters as a Chaos team that
uses the new models Steve was making to
replace or supplement the Chaos Warriors in
the team fine-up. This would avoid the dreaded
‘rules creep syndrome’, and would also alfow us
to include Rotter teams quickly and easily with
the minimum of play-testing.

And that is pretty much what I've done. If you
study the Nurgle team list above you wilf see
that it is nearly identical to the Chaos team list.
Including the Beast of Nurgle also alfowed me
fo include rules for infecting players from other
feams in a nice, simple fo handle, kind of way.

If you have any thoughts, comments or
suggestions about the new Nurgle team please
don't hesitate fo write to me at Coach's Corner
{'d love to hear from you.

A note about the models: Players are free to
use the Rotter models in two ways. They can
use them with the Experimental Rules supplied
(with  permission from vyour League
Commissioner) or you can use them as a
Nurgle flavoured Chaos team using the official
Chaos team rules from the handbook.

DISEASED DESTROYERS
CHEERLEADERS CHANT...

Giveus a Pa...
Give us another Pa. ...
GiveasanN...U..R..G.L.E
Do it again!
What does it spell?
Papa Nurgle, Papa Nurgle!l!
Papa Nurgle, Papa Ntrgle!l!

We fove him a lot
Papa Nurgle, Papa Nurgle!

We're gonna give you the Rot
Papa Nurgle, Papa Nurgle!

He’s surrounded by Nurglings
Papa Nurgie, Papa Nurgle!

And soon you'll be gurgling
Ele, efc, elc...

|ejuswiiadxy
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BIG AND STUPID

Experimental rules for Ogre Teams
By Andy Hall & Jervis Johnson

Ht face value a team full of Morg'n'Thorgs
sounds a devastating combination. Luckily
for all the other Blood Bowl playing races, the
truth is guite the opposite.

With a few notable exceptions like Morg, most
Ogres are extremely stupid, for example, the
Oldheim Ogres are notoriously bad for not
turning up to matches as they inevitably get lost
or sometimes even forget they are playing!

However once an Ogre is on the pitch and
remembers he is playing Blood Bowl you have
a potentially good player. They are fearsome
Blockers and some make frighteningly efficient
Blitzers. This makes them very popular with the
fans.

The shadowy money men (and things) behind
Blood Bowl realised the popularity of Ogres a
long time ago and ever since have been trying

to get Ogre teams into the Conferences, with
mixed success. The Oldheim Ogres have even
won the Blood Bowl but this is the exception
rather than the rule.

A breakthrough came only recently when it was
realised that adding Goblins to the mix could
foster some success. While Ogres are big and
stupid, Goblins are small and evil but possess a
cunning, malign intelligence.

With the Goblins keeping the Ogres’ minds from
wandering, Ogre teams started to perform more
consistently, of course if the occasional Goblin
was mushed to pulp (it's not wise to slap an
Ogre around the face) then this was classed as
acceptable or collateral damage as coaches in
the New World call it.

Team Colours: Blue & White
Owner: Mr Bone

Head Coach: Glasra Gones
Players: Ogres and Goblins

TEAM PROFILE:
OLDHEIM OGRES

the way to the match.

This ferocious bunch have found it difficult to find many opponents on the open tournament
circuit for two reasons. Most people are afraid of their terrible reputation — tales of how they
eat their opponents abound. But more often than not it's simply a case of them getting lost on

2425 The mysterious being known only as Mr Bone bank rolls a mercenary band of Ogres, who, up until
then had been terrorising the town of Oldheim, into a Blood Bowl team.

2461:  The Ogres turn up to the first ever Bloodweiser Blood Bowl final fully intending to play even though
they are not in it! A powerful mage manages to summon a holding spell, which is the only reason they
are kept off the pitch.

2476: After turning up every year to play in the final, for the first time the Ogres are meant to be playing and
then proceed to beat the Reikland Reavers 3-2. Rumours spread that agents of Mr Bone poisoned
the Reavers water supply at half-time are uncorroborated.

2496:  The Ogres play a game against fellow Ogre team — the Deadrock Devastators. At the end of the
match both teams swap kit and then forget to change back. It takes a couple of weeks for fans and
even Oldheim backroom staff to realise what's happening and by then the players seem quite happy
wearing their new team colours.

Present: The Ogres continue to play and hopefully emulate their success of of 2461

Team Honours: Blood Bowl winners 2461 (XV).
Hall of Fame: Buster'N'Rrybes, Nodrog Fishlips
Spike! Magazine Rating: 168 points
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FAMOUS OGRE TEAMS The Devastators have continued to play in the
oldhe"n Dgres: Thfs ferocious bunch have old Oldheim Strip and are now one of The better
found it difficult to find many opponents on the Ogre teams, only time will tell if they can mirror
open tournament circuit for two reasons. Most the Oldheim Ogres and win the Blood Bowl.

people are afraid of their terrible reputation —
tales of how they eat their opponents abound.
But more often than not it's simply a case of
them getting lost on the way to the match.

Deadrock Devastators: The Devastators were
one of the many teams formed after the
collapse of the NAF. For the first couple of
seasons they fared quite badly, they had no
problem causing the other team serious
casualties but constantly forgot about the ball.

However, their fortunes changed when they
played the Oldheim Ogres. The game was all
but a wrestling match in name but as the full
time whistle was blown the two teams dutifully
swapped their kit. Being Ogres they instantly
forgot they had changed kits and so the
Devastators began playing in the Oldheim kit of
red and yellow while the Oldheim Ogres
continued to play in the Devastators colours of
blue and white. It took a while for fans and even
the teams’ coaches to work out what had
actually happened and during this time the
Oldheim Ogres playing as the Devastators had
accrued an impressive run of victories, allowing
the team from Deadrock to break through from
relative obscurity.

“The most famous Ogre of them all — Morg!

OGRE TEAM LIST

Ogre teams have existed since the forming of NAF and have even had
some success such as winning the XV Blood Bowl. However, as any
right-minded person will tell you, having more than one Ogre in the
same place at the same time is a disaster in the making. The key to
an Ogre team is the Goblins, if they are close enough to jab an Ogre
in the ribs to remind him that they are playing in a match then you may
have the makings of a team.
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Qty Title Cost MA ST AG AV  Skills & Traits
0-8 Ogres 120k 5 5 2 ] Mighty Blow, Thick Skull,

Racial: Bone-Head, Throw Team mate
0-8 Goblins 40K 6 2 3 74 Dodge, Stunty

Racial: Right Stuff
Re-roll counter: 70,000 gold pieces

OGRE SKILL LIST

Player General Agility Strength Passing Physical

Ogre Y N Y N N
Goblin N Y N N N
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PICK’'N'MIX

Experimental rules for allies and mixed-race teams
By Chet Zeshonski and Dean Maki

lood Bowl fans have long been

accustomed to single-race teams
dominating their sport. This focus has been
quite deliberate on the part of team owners,
who understand the ‘Us versus them’
mentality of the sport's fans. After all, most
Dwarfs would kill a Goblin on sight rather than
cheer for him!

Prior to 2499, most owners (and coaches)
believed that bringing such divisions into the
locker room would inevitably destroy a team'’s
cohesion, so they didn't risk importing players
from other races. While the Chaos All-Stars
had won several tournaments, they had also
experienced their share of intersquad
hostilities over the years. Even coaches with
short memories found it hard to forget the
infamous ‘Genocide game' of 2472, which
resulted in the ‘accidental’ deaths of seven of
the All-Stars’ starting eleven!

For years, the success (and wild popularity) of
Prince Dorian’s team was viewed as an
aberration. After countless defeats against the

All-Stars and the complete slaughtering of his
team in 2499, coach Magnus the Piles (so
called because of his medical condition)
decided enough was enough and set about
bringing together a Blood Bowl team able to
drive the All-Stars back whence they came
and if they could also score a few touchdowns
on the way all well and good! Magnus was a
great orator and managed to convince retired
Blood Bowl players from all races and all
around the Old World and beyond to form The
Auld Worlde Warlords. The Warlords featured
Humans, Halflings from the Moot, and allied
Dwarfs and Elves. The team’'s combination of
speed and power made it an instant contender
— and as every owner knows, fans love a
winner. The Auld Worlde Warlords literally
became an overnight sensation after their first
game, a 3-0 witching-hour victory over the
famed Champions of Death.

For a short time after the Warlords debut,
efforts to ‘integrate’ various races became all
the rage. Several of these efforts failed,
however — usually quite spectacularly. The
Warlords, like the All-Stars, had a sense of
common purpose that few other races could
match. Teams that met the criteria flourished,
while others floundered.

The Unholy Reavers squad was a typical
example of the mixed results of the frenzy that
lasted from 2497 to 2500. The Reavers came
from the sands of Araby and featured a bizarre
mix of nomads and the immortal legions of
their long-dead ancestors, the Khemri. The
mix was potent, and the Reavers rolled to
several early season wins in the Borderlands
League.

After suffering their first losing streak of the
season however, the Reavers began to come
apart. The living players on the team began to
complain that the unnatural chill of the Undead
was making it difficult for them to handle the
ball, while the Khemri themselves — well...
they didn’t vocalize their complaints. Instead,
they had an unnerving tendency to embalm
those Araby players who had made critical
mistakes in the previous game! The Araby got




restless, the Khemri grew bloodthirsty, and the
fans unleashed a jihad so fearsome that it
toppled three emirs and ransacked two tombs
before it could be quelled.

For two years, the push to integrate teams lost
momentum. In 2502, however, the Lustria
Storm rolled across the leagues of the Old
World like thunder. It seems that setbacks
can't keep a good idea down! Who knows
what new mixed-race teams will take to the
pitch?

HOW THEY WORK

The rules for each of the three teams below
contain a Base roster, a list of Allied Races,
and a list of Big Guys.

Base Roster: The Base roster lists the basic
roster (surprise!) of the team. Like the Chaos
Pact roster below. This will consist of two
Lineman-style spots. The first of these is
available in a 0-12 quantity and is less
expensive than the second, which comes in a
0-2 allowance.

Allied Races: The Allied Races indicate the
standard Blood Bowl races that can join the
mixed-race team. A coach of a mixed-race
team may hire either two linemen from each
race or one position player. These positions
should be obvious, but in case they aren't,
there's a list of linemen as used by this rule
over the page.

Note that Undead and Chaos Dwarf teams
are not included in these rules.
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As stated, a coach of a mixed-race team may
hire either two linemen from an allied race or
one position player. For example, a coach of
an Empire team is allowed to use players from
the Wood EIf roster as allied players. This
means that the coach could - choose a
Wardancer as his lone Wood EIf position
player, or a Wood EIf Thrower, or a Wooed EIf
Catcher. He could choose two Wood EIf
Linemen instead — in fact, he could choose
one such Lineman, or no Wood Elves at all!

Note that players selected from the Allied
Races list can use team re-rolls normally.

Finally, a coach of a mixed-race team may hire
one of each Big Guy listed for his team. That
means that the coach of a Lustria team can
hire both an Ogre and a Kroxigor. Note that
the coach does not have to hire any Big Guys
at all if he does not want to.

As per the standard rufes for Big Guys, Big
Guys are not allowed to use team re-rolls.

CHAOS PACT TEAMS

Most fans of the game are familiar with the origins of the Chaos
All-Stars. Prince Dorian the Thrice-Damned relinquished his

claims to several kingdoms in exchange for a pact that allows him
to field the wrecking crew known as the Chaos All-Stars. The All-
Stars went on to fame and glory, Dorian took the final steps to
perdition... and the rest, as they say, is history.

Not so widely known is the propensity of the Chaos gods to make
such pacts with very exceptional (and exceptionally depraved)
coaches. The sheer power of these teams is a treat with the fans,
but a nightmare for the opposition.

Qty Title Cost MA ST AG AV Skills & Traits
0-12 Chaos Marauders 50k 6 3 3 7 Block
0-2 Chaos Beastmen 60k '6 ] 3 8 Horns

Re-roll counter: 90,000 gold pieces
Allied Races: Orc, Skaven, Goblin, Chaos, Norse
Big Guys: Minotaur, Ogre, Troll
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Roster ‘Lineman’ Position

Orc Lineman

Skaven  Llineman

Dark EIf Lineman

Human  Lineman

Dwarf Longbeard

High'Ell 0 ineman

Goblin Goblin -
Helting ... | Haliling
Wood Elf Lineman
Chaos  Beastman *
Lizardman Skink
Amazon  Linewoman 'i
Norse Lineman
OLD WORLD TEAMS

Auld Worlde Warlords were the first and due to their success
many Blood Bowl players from across the known world have
come out of retirement and put their racial tensions aside to form
these powerful teams. Their blend of toughness and agility make
them a side to be reckoned with. Woe betide those who stand
against them!

Qty Title Cost MA ST AG AV Skills & Traits
0-12 Human Lineman 50k 6 3 3 8 None
02 Dwarflongbeard 70k 4 3 2 9 Block, Tackle, Thick Skull

Re-roll counter: 80,000 gold pieces
Allied Races: Human, Dwarf, Halfling, Wood ElIf
Big Guys: Ogre, Treeman

Experimental

LUSTRIAN TEAMS

Perhaps the most unlikely collection of characters in Blood Bowl,
Lustria teams nevertheless share a bond of hatred unmatched in
the history of the sport. Years of raids and ravages by Dark EIf,
Human and Skaven forces have forged a unity that translates
very well to the Blood Bowl pitch. Forever treated as second-
class commoners, these New World warriors are determined to
introduce a new order to their Old World tormentors.

Qty Title Cost MA ST AG AV Skills & Traits
0-12 Amazon Linewoman 50k 6 3 3 7 Dodge
0-2 LizardmenSkink = 60k 8 2 3 7 Dodge, Stunty

Re-roll counter; 70,000 gold pieces
Allied Races: Amazon, Lizardmen, Norse
Big Guys: Kroxigor, Ogre
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DESIGNERS NOTE’S

Rules for allies in Third Edition Blood Bowl
have been around ever since Jervis Johnson
suggested a few guidelines on the old Blood
Bowl Mailing List. The Fourth Edition rule set
made allies an official part of the game for
about a year. When the BBRC sat down in
October 2001 to vote on the new Rules
Review set, the issue of allies in Blood Bowl
dominated the field.

We debated furiously. Our own ranks were
split much like those of the general populace.
Some favored allies because they opened up
new avenues for each team. And all agreed
that they raised the power level of the game.

Unable to reach a consensus, we ultimately
decided to table the idea for a year. Allies did
not make the cut for the 2001 Rules Review,
which alternately resulted in boos or hisses,
depending on which coaches you asked!

The system presented here contains a few of
the basic elements of that old Fourth Edition
rule set. The list of Allied Races is a familiar
concept; ditto the Big Guy list, which used to
be incorporated in the older allies list, but is
presented separately here. What's new then
are the Base rosters, the allowances for Allied
Race players, and the higher re-roll costs.

The Base rosters are less powerful than any
standard (non-Stunty) team. If the old Fourth
Edition rules had one major flaw, it was their
‘over the top’ approach to adding allies to the
game. Adding allies to teams that were
already well balanced against each other
changed the game in two ways. First,
inequalities in the list of allowed races shifted
the balance of power towards teams like
Chaos and Human; each of which had a
lengthy list of allies. Second, any coach who
could add an allied player to his team — but
didn't —was at a severe tactical disadvantage.
Sure, the old allies couldn’t use team re-rolls,
but many of them were ball handlers with their
own skill re-rolls, or soon developed into such
players, negating the penalty.

In revising these rules, we decided that we
had to build the system from the ground up.
Instead of using existing rosters as a base, we
built new rosters with less power. The
resulting double-lineman teams allowed us to
build sensibly. Allies (and Big Guys) become
the ‘position players’ of the new teams. These
players don't have a strong corps of position
players ready to back them up. Consequently,

the use of team re-rolls was restored, except
for the Big Guys (as usual).

The results are the lists of Allied Races and
attendant Big Guys. Here again the Fourth
Edition rules suffered from a flaw: no coach
would choose a lineman over a position player
if given a choice. Some of you might be
familiar with an established tweak (proposed
by Milo Sharp) that allowed a coach to select
one position player from the list of races, but
any other player chosen had to be a lineman.
That idea is partially incorporated here, but the
pair of linemen now allowed in lieu of a single
position player can make a coach pause.
Should | take a Troll Slayer — or two
Longbeards? If you're a Lustria coach, maybe
you want a Saurus — or maybe you want to go
six Skinks deep instead of four, giving you a
fleet of swarming Stunties. Several of these
choices should stump even the most
experienced coaches. They also provide a
great deal of flexibility. One Chaos Pact coach
can draft all Blitzers and Big Guys, eschewing
Goblins in favour of a pounding, slashing
style. Another might try to draft a real offense,
opting for an Orc Thrower, a pair of Dark EIf
Linemen, a couple of Goblins, a Gutter
Runner, and an Ogre for the occasional Throw
Team-Mate pass!

The real kicker now is that the final line-ups
are on a par with established rosters in terms
of total Team Rating. While the mixed-race
teams are slightly more powerful than most of
the non-Elven teams, their re-roll costs are
very high. This means that the teams will build
more slowly than standard roster teams. The
great flexibility provided by the Allied Races
lists allows the coach of a Chaos Pact team to
start with 12 players, 3 re-rolls, and a high Fan
Factor, but only if he’s willing to go heavy on
linemen — including one or two Goblins! This
means that the team will have to buy its
(expensive) position players and (expensive)
Big Guys as the season progresses. The
same applies to Old World and Lustrian
teams, although their re-roll cost is slightly
lower as a result of their less powerful rosters,
not to mention their better cohesion on the
field.

So, we hope we've given you coaches a good
way to add allies to your league without
adding too much power to individual teams.
The modelling opportunities are still there, the
teams have flexibility, and they're new!
Give'em a whirl and let us know what you
think.
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SECRET HEAPONS

Experimental rules by John Lewis

“Welcome again to Monday Night Blood Bowl!
We've certainly got an exciting night of action
lined up for you. Long time rivals, Dem Rotten
Gits are facing off against the Karak-Kadrin
Kingsmen. Goblins versus Dwarves in what will
likely be a bloody game, right Jim?!”

“That's right Bob! This rivalry goes back three
years in the now infamous Deathroller Masacre
Match which left 18 Rotten Gits dead or injured.
We're still trying to figure out how they got 18
players on the pitch for that one drive. Never the
less, each year since that event the two teams
have tried desperately to out do the other on the
pitch with the use of secret weapons. What are
we fikely to see out there tonight, Bob?"

“‘Unfortunately  couldnt get into the Goblin
locker-room, Jim. It's a real shame too, because
1 could hear some kind of springy, clanging noise
from inside. But it's no secret what the
Kingsmen will be bringing onto the field.”

“That's for sure Jim! We're just minutes away
from the start of another fantastic night of
Monday Night Blood Bowl!. Stay with us.”

Desperate coaches will always use any
advantage to win games, but increasingly they
are wiling to employ all manner of secret
weapons to give their team an edge. Dwarf
and Goblin teams, in particular, have been
turning to the use of illegal items on the pitch
in the hopes that they will ensure victory. Often
the players are caught red handed (with a

chainsaw, it's hard to hide the red hands) and
are removed from the game by the referee.

To help fight this increasing scourge, referees
are not only issuing game suspensions when
they catch players with extra equipment but
have taken to confiscating the item as well!
This can be quite profitable for some referees,
who often sell it back to the very team they
confiscated it from after the match.

The first step in purchasing a secret weapon is
picking the player on your team who will use it.
Some Secret Weapons will change the stats
of the player whilst he is using it on the pitch,
s0 it's important to pick carefully!

To purchase a Secret Weapon, simply check
to see if your race is allowed to use the item,
pick a player on your team roster and deduct
the cost frem your treasury (adding it to the
cost of the player). Any player position can
use a secret weapon, but you must have an
official GW miniature modelled with the Secret
Weapon. There is no limit to the number of
Secret Weapons that a team can have on their
roster, however there is a limit of one Secret
Weapon on the pitch at one time (with the
exception of Goblins who can have two Secret
Weapons on the pitch at once!).
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The Penalty roll works as listed in the Blood
Bowl Handbook, but if the player is ever sent
off, then there is a second roll to check for item
confiscation. The opposing coach makes a roll
to determine if the Ref will keep the Secret
Weapon. On a 4+, the Ref has confiscated the
item and the player must remove the item
from his roster and lower his cost back to its
original value.

Star Players who have been freebooted and
who use Secret Weapons will never take to
the pitch without it. However, normal roster
players who use Secret Weapons are allowed
to leave them in the dugout if, and only if, the
coach has a model for that player which does
not show the weapon on it. Obviously if the
player has not brought the weapon on the
pitch, then there is no Penalty roll made after
that drive.

If a player who was given a Secret Weapons
is removed from the roster for any reason, the
Secret Weapon is also removed from the
roster. You may never trade a Secret Weapon
between players.

BLOOD BOWL %

Example:

Coach Chip Organbuster is going up against
a powerhouse team and decides it's time for
him to add a Secret Weapon to his roster.
After checking over the choices, he realizes
that the only secret weapon that the Orc
team can get is the Chainsaw. He deducts
30,000 from his treasury and adds Chainsaw
to his Experienced Blitzer's skill list. He
figures that since the experienced Blitzer
has already gained +1 AG, it will be easier
for him to start the Chainsaw. He also adds
the 30,000 to the cost of the Blitzer.

Second Example:
The coach of the Green Machine Goblin
team decides he want to get a Ball & Chain
on his team. They select Dwight T. Boogie
who has previously gained a couple of skills
as the lucky player:

Dwight T. Boogie 6 2 3 7 Right Stuff, Dodge,
Stunty, Diving Catch, Side Step

After paying for the Secret Weapon, they
send him out on the pitch with his new
weapon. When using the Ball and Chain his
statistics would change based on the rules
for the Ball and Chain (Special: MA=4,
Ignore all Skills and Traits)

Dwight T. Boogie 4 2 3 7 Right-Stuff -Bedge,

Stunty, Biirg—Cateh, Side—Step, Ball &
Chain. i
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SPECIAL WEAPONS

Ball and Chain
Cost: 10,000
Races: Goblin
Special: MA=4, Ignore all
Skills and Traits.
Penalty Roll: 8+
Chainsaw
Cost: 30,000
Races: Goblin, Chaos, Dwarf,
Chaos Dwarf, Human, Orc
Amazon, Khemri, Rotters
Necromantic, Norse
Penalty Roll: 8+
Blunderbuss
Cost: 20,000
Races: Dwarf, Chaos Dwarf
Penalty Roll: 10+

= Poison Dagger:
Cost: 30,000
Races: " Dark Elves, Skaven
Penalty Roll: 10+
[ Bombs
Cost: 20,000
Races: Goblins, Dwarf,
Chaos Dwarf
Penalty Roll: 8+
Pogo Stick
Cost: 10,000
Races: Goblin
Special: Remove all Racial
Characteristics.
Penalty Roll: 10+
Deathroller
Cost: 80,000
Races: Dwarf
Ignore all Skills and Traits.

Special:

Add Multi-Block, Mighty
Blow, ST=7, AG=1, MA=4,
AV=10.

7+

0r git being thrown skyward.
_?'\;e_r...seen::'again!..; 3
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THE FANS ARE
ON THE PITCH!

Fun House rules by Carl & Matt Brown

WARNING: This article contains ideas that
may seriously increase your enjoyment of the
game. It is therefore unsuitable for coaches of
a serious or competitive disposition.

We've all read the ‘Did You Know..." sections
in the various Blood Bowl publications. These
great little ‘tasters’ of life in the Blood Bowl
world not only give us a great laugh but also
include some fantastic details which are not
necessarily easy to replicate in our own
games.

One element of the background that is often
mentioned is the crazy interactions between
the players and fans. The following article
contains rules which will allow you to add this
unpredictable dimension to your games of
Blood Bowl. Please take note of the warning
at the beginning of this article, these rules will
seriously increase the enjoyment factor of
your games, just don't expect your game plan
to survive!

CROWD EVENTS

At particularly tense moments in a game of
Blood Bowl the fans can get over-excited and
take matters into their own hands, Riots and
Pitch Invasions are dealt with on the kick-off
table of the main rulebook but these are not
the only occasions when ‘civilians’ get
involved; all manner of things take place in
and around the stadium and some of these
are detailed in the Crowd Events table.

There are a number of ways to introduce
Crowd Events into your games of Blood Bowl:

OPTION 1

Coaches may replace any or all of their rolls
on the Handicap table with rolls on the Crowd
Events table instead. Unless otherwise
instructed, Crowd Events must be played at a
Kick-off, after teams set up but before that
Kick-off roll is made. If you do not use your
Crowd Events during the match they are lost
just like Handicaps. You cannot save them
from game to game.



OPTION 2.

You may decide to allow both coaches to have
a Crowd Event or two regardless of the
Handicap situation. Or for a more
unpredictable game, and my preferred
method, you can roll a dice before each half
(or each kick if you're feeling brave) and have
a random Crowd Event occur on a score of 4+
(5+ if every kick).

If you decide to take Crowd Events as
Handicap bonuses you should roll for them
before the game starts, keeping your scores
secret from your opponent if possible. An easy
way to do this is to put the dice in a small
shaker (a cup will do) for each event you want
and slap the shaker down onto a nearby
surface without releasing the dice. Thereby
you can peep under to see which event is
available whilst your opponent can see you
haven’t altered the throw but can't see the
dice score. Keep the shakers where they are,
only revealing the score when required by
lifting the shaker.

It is recommended that only one Crowd Event
be played per kick, with the lower rated team
having precedence over their opponent
should both wish to play one.

OPTION 3.

(For Blood Bowl players who don'’t care about results)
If you want an utterly crazy game (this is what
Blood Bowl is all about after all) feel free to
allow as many Crowd Events as you like per
kick (for example — rolling a D6 per point of
Fan Factor, 4+ is an event), the game will get
pretty manic — just don't say we didn't warn
you.

% CROWD EVENTS (roll two dice) %

2 Into The Crowd 8 Streaker!
3 Ejected 9 Hotdogs!
4 Autograph Hunter 10 Reporter
5 Cheerleaders 11 Groupies

6 Mascot
7 Match Ball Collector

12 Team Photo

Into The Crowd

Sometimes the fans shout and jeer just a little
too much for the liking of some players who,
concerned with their public image, are only too
prepared to point out the error of such
opinions through excessive violence and
pummelling. In short, it pays to have life
insurance when you go to watch a Blood Bowl
match. It's not just the players who are in for a
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beating. If randomly generated, roll a dice for
each and every player in both squads. (If used
as Handicap roll - only your opponent needs
to make the rolls). On a 1, the player has dived
into the crowd to teach them a thing or two
about manners and will be unavailable for this
drive (place him back in the Reserves box).
Affected teams can set up again before play
begins with whatever players they have still
available. If you are recording fan fatalities
(see later), you may roll for each player that
dives into the crowd.

Ejected

Just in time this would-be exhibitionist has
been grabbed by the officials (ouch, I've never
heard them called that before!), wrestled to
the ground and escorted out of the stadium.
This means that no one is keeping an eye on
the game. Until the next Kick-off (ie, for the
rest of this drive) no fouls will be awarded and
no players sent off.(evil laughter ensues!).

Autograph Hunter

An avid if rather foolish fan has dashed onto
the field risking life and limb intent on securing
his/her/itself the signature of his/her/its hero to
show off to his/her/its mates back home. This
fan begs, follows and hampers its chosen
player refusing to leave him alone until he
signs.

If this is a random event determine which
team this fan supports — dice for it. Randomly
determine (using MVP counters) which of that
team’s players on the field is targeted. Place
an Autograph Hunter token (any suitable
model) in any empty space in the target
player’s Tackle Zone. The fan does not affect
the game in any way — the token is just a
reminder. Move the fan to another space if a
player or the ball moves into his space.

Whilst the fan is present that player suffers a
-1 modifier to his ST and AG and may not use
any of his skills. Wherever the player moves
the fan follows (just place him in any available
space as close as possible). The besieged
player has two options, do the honourable
thing and sign the autograph or knock the
irritating squirt’s lights out!

Sign — Signing the autograph is a special
action, a Sign Autograph action. The player
may do nothing else this turn except move.
Announce the signing action and make an
Agility roll, subtracting -1 for each opposing
tackle zone the player is in. If you make the
roll you successfully sign and the fan goes

“
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away happy and for having done so you may
take a bonus Re-roll counter for this half (the
crowd just love it when players make time to
talk to them). Otherwise, the player fails to
complete the signature (probably still trying to
remember which end of the pencil you blow
through!?) and will be stuck with the adoring
fan for another turn.

Unfortunately, not all autograph hunters are
what they appear, some low down coaches
have been known to pay fans to sneak a
contract under the unsuspecting (and often
illiterate) player’s nose so that he unwittingly
signs over to the other team! If you throw an
unmodified 1 on the dice, the fan turns out to
be an agent for the other team, the paper is in
fact a contract and the player has just signed
it! From this moment on until the end of the
game the player belongs to the other team,
controlled just like any of their other players.
Only after the match when the team’s legal
eagles get onto the case and have the
contract nullified does the player return to his
rightful owners (he may not be sold).

Punch his lights out — if you give up trying to
sign (or being an Orc just don't want to) you
can knock the fan flat. Making a Block or Blitz
action but throwing no dice — you're so tough
and the fan is so weedy and not expecting a
face full of knuckles from his hero, that he's
automatically flattened — just roll on the Injury
table straight away and remove the fan from
the field. The player may claim SPPs if he
causes a casualty. Unfortunately this action
can produce an adverse effect amongst the
fans so if you throw a double on the Injury roll,
the fans boo and hiss the player. For the rest
of the match his team’s Fan Factor is treated
as 0, and permanently reduced by -1 point
after the game.

Cheerleaders

These beauties shake their pompoms about,
sing uplifting chants and boost team morale in
a most aesthetically pleasing manner...
usually — a Troll's a Troll after all, and it's
believed the sale of blindfolds increases
dramatically during mating season though it's
not proven as yet.

Having just performed an overlong routine the
joyous bundles have got caught up in the
game. If you have Cheerleaders on your team
roster place them all anywhere inside your
own half of the field, but at least four spaces
away from all edges and the halfway line. This
affects both teams. Normally most
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cheerleaders attempt to leg it to safety, but
some have been known to lend a hand to the
boys.

In your turn you can move your Cheerleaders
about just like normal players. They have a
MA of three spaces and move without penalty
(ie, do not need to dodge) and can step off the
field freely without getting beat up by fans, but
once off cannot come back on. They may not
touch the ball (scatter it again) or throw blocks
but otherwise they follow all the normal rules
ie, can make fouls, lend assists, have tackle
zones and can attack other cheerleaders as
below. Failure to Go For It results in automatic
injury.

Any player/Cheerleader may Block or Blitz
opposing Cheerleaders. Simply roll for injury
straight away (no need for Block dice — you
automatically succeed) and remove the model
from the field. A player can keep any SPPs for
casualties so caused. In addition, if a
Cheerleader is killed, the team should
instantly erase it from their roster and badly
hurt/seriously injured Cheerleaders can’t
cheer for the rest of the game — that’s the risk
you take for leaving them on!

Mascot

Both players place a team mascot in the very
centre space of their own endzone. The
mascot has forgot to clear the field and has
continued to do his dance and shuffle to
amuse the crowd and infuriate the opposition.
The first team to send the opposing mascot



back into the stands wins a bonus re-roll for
the half. To attack the mascot make a normal
Block or Blitz action but do not roll the dice,
the attack succeeds automatically so just roll
for the injury. If stunned he stays on the field
and can recover during his own team turn just
like normal players. Any other result removes
him from the field for the bonus. In addition if
the mascot is removed as a casualty the
attacking player may claim the SPPs and the
mascot’s team plays the rest of the match with
a Fan Factor of 0. Once one mascot is
removed, the other has a sudden vision of its
immediate future and leaves the field by
choice for no penalty. Mascots do not affect
the game in any other way; scatter the ball
again if it lands on its square. Note — Players
do not get sent off for fouling a mascot.

Match Ball Collector

Most Blood Bowl fans are a little crazed but
this one is just plain suicidal. As the Kick-off
takes place (once the position of the ball is
determined), this crazed individual comes
sprinting onto the field intent on making off
with the match ball. Randomly determine a
board edge and place a suitable miniature
using the Throw-in procedure (D6 for
direction, 2D6 for distance) from the centre of
that board edge. The fan moves after both
teams have completed a down (both teams
have down 1, fan moves, both teams have
down 2, fan moves, etc). He moves straight
for the ball, blocking the ball carrier if
necessary and once in possession of the ball,
attempts to get off the field by the most direct
route possible, ie, he simply steps off the field
from an adjacent square (using one point of
move). Stats: M4 ST3 AG3 AV7 Skills: Strip
Ball, Jump up, Dodge.

Any player can attack the fan just like
attacking another player. Coaches take it in
turns controlling the crazed fan but remember
he’s not going to score, pass or do anything to
help either team — he plays for himself and
gets away as quickly as possible. If the fan
gets away with the ball the game is restarted
with the same team receiving as when the fan
first appeared. In addition, as the crowd has
lost a certain amount of fear generally
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attributed to Blood Bowl players, any
subsequent Crowd Events that take place
during the match will be accompanied by the
crowd throwing a rock (see Kick-off table in
the main rules except the rock is thrown at a
completely random player on either side).
Note: If during the game two match balls are
stolen, two rocks will be thrown, etc.

Streaker!

This slippery eel of a fan has managed to
elude the officials and get onto the field
absolutely naked! Unfortunately Blood Bowl
fans are not renowned for their good looks so
rather than being a pleasant experience for
the nearest players it actually puts them off
their game. The streaker continues to make a
general nuisance of themself, running about
flapping their arms, shouting and shaking
whatever might be available.

If this is a random event then the team with the
lowest Team Rating controls the streaker and
places them in any available space at the start
of their turn (Handicap roll — You automatically
gain control). Stats are: MA 4, ST/AG 3 and
AV 7 with Dodge, Stunty, Sidestep and Jump
Up skills, the streaker cannot attack any
player or touch the ball. The streaker is so
annoying to the team whose half they are in
that the team may not use any of their Team
Re-rolls as long as the streaker remains in
their half of the field. The streaker stays on the
field until injured, pushed off or they survive
until the drive ends whereupon they walk
away exhausted to general applause from an
appreciating crowd and into-the clutches of
waiting match officials... eager to enroll them
onto the next referee training program!

Hotdogs!

“Get yer luverly hotdogs, sausage inna bun,
get them while they rot. | mean while they're
hot!”

Just as the game gets underway a hotdog
vendor has absentmindedly strayed onto the
field having spotted a niche in the market what
with all those guys out there sweating buckets
with no refreshment. If randomly generated,
the coach of the kicking team sets him up in
any available space on the field (Handicap roll
— he’s yours to place by choice).

After every team turn the hotdog wvendor
moves about just like a Ball & Chain loony with
MA of 4 except that he doesn't attack anyone,
he just loses that Move point, roll a D6 after he
has finished moving. On a roll of 1 he has run
out of supplies and leaves the field to restock,
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he doesn't return unless another vendor is
generated on the crowd events table. The
vendor is moved by the coach who has just
finished his turn. Any player that subsequently
starts its team turn adjacent to the vendor may
do nothing at all for that turn except eat
burgers, drink fizzy pop, chat about the
weather, and so on. Only the ball carrier can
ignore the vendor and is free to take actions
as normal regardless of the vendor’s position.
By expending a Team Reroll you can override
and nullify the vendor’s effects on your players
for this turn.

Reporter

One of the intrepid
sideline reporters has
decided to conduct an
impromptu interview
with an on-field player
in an attempt to be the §®
first to get the story of |
the day. Unfortunately
for the player, the
interview has overrun P
and the game has
kicked off! If randomly
generated, dice for
which team is being interviewed (if used as
Handicap roll — you automatically play it on
your opponent). Then randomly determine a
player on the field from that team. That player
is desperately trying to conclude the interview
and get back to the game.

Whilst mid-interview the player can do nothing
at all and has no Tackle Zone. Each turn he
can attempt to wrap up the interview by
passing an AG test (no modifiers) OR just
punch the reporter in the face (make an Injury
roll). Both result in the interview ending
allowing the player to rejoin the game as
normal next turn. Unfortunately, the heavy
handed punch option doesn’t go down too well
with the broadcast networks, resulting in the
team being painted in a poor light for the rest
of the season by the commentary team. For
this the player's team will lose -1 point from
their Fan Factor permanently.

Groupies

The player with the most SPPs on the field (of
the opposing team if played as an Handicap
roll, either team if not) is surrounded by
adoring fans, clamouring for hugs and kisses
and to see him flex his muscles and do his
trademark wiggle. Groupie models are placed
to fill up all available adjacent spaces to the
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player. There are so many of them and they’re
so persistent that it is impossible to beat them
off or push them aside. These spaces are
utterly blocked off to all traffic (scatter the ball
again).

The besieged player may do nothing (nor
would he, he's enjoying it too much!) except
pose for his adoring public. On each of his
turns he may attempt to satisfy the groupies.
Roll a dice. For each point you score below his
ST you may remove one groupie. You may
also remove one groupie at the end of your
turn regardless of the roll. Once all groupies
have gone the player may take actions as
normal. They leave automatically if the drive
ends.

Team Photo

The management have in their infinite wisdom
chosen this very moment to have the squad
image recorded for the team calendar using
the latest in freeze-framed Cabal-vision
imaging. Unfortunately the team pose took
longer to set up than expected as getting the
pea-brained oaf to stand at the back because
he's the biggest goes against everything the
pea-brained oaf has been taught all season.
As a result the team is still in its pose when the
game Kicks off.

The coach of the team with the lowest Team
Rating (if used as Handicap roll — it's yours to
play) may completely reset the opposing team
in any way he desires as long as at least three
players still go on the line of scrimmage and
every player of that team is in at least one
tackle zone of a team mate, apart from that
you may bunch them up or string them out in
any way you see fit. You may not make
substitutions; just use the players that the
opposition coach had set up on the field
originally. The game then kicks off and
continues as normal, with the posing team no
doubt scurrying madly to get into position and
their coach throttling the Imaging wizard.

FAN FATALITIES

Spike magazine often has endless lists of
stats devoted to what players have or have
not achieved in a game/season/lifetime. One
of the stats is Fan Fatalities. You can
determine this statistic for your own Blood
Bowl players by following this very quick
procedure.

Any time a player dives or is pushed into the
crowd he will take several of the nearest fans
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with him as they try to give him a kicking.
Regardless of the injuries inflicted on the
player he will kill a number of fans equal to his
ST+D6 (no SPPs are gained for this). If the
player is holding a weapon when he goes into
the crowd then he inflicts ST+2D6 casualties
on the hapless crowd.

In addition, any player involved in a pitch
invasion (attacked by crowd) will take out a
number of fans as detailed above. In games
where riots take place roll for Fan Fatalities for
all players on the field as they all take part in
the general bedlam that holds up the game.

Any fans generated on the Crowd Events
table and later killed by a player will count
towards that player's Fan Fatalities.

You don't gain any specific benefit during your
games for keeping this statistic on your roster
but it does give you something extra to brag
about and allows league commissioners to
generate their own ‘Did You Knows..." (Most
fan Fatalities in a match, etc). It also gives
League Commissioners another trophy/award
to give out at the end of a season or
tournament.

REFEREE FATALITIES

I's not just the fans that get rough treatment
from the players, a far more identifiable target
is the guy in the Zebra skin shirt. Whenever a
player is sent off roll a D6, on a 6 your player
has ‘had words’ about the official's
interpretation of the rules and prematurely
ends the referee’s career. The player is still
sent off for the match and the game still has a
referee present, the stadium officials hastily
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organise a replacement while disposing of the
previous referee by the back door. Again you
don’t gain any benefit during your games but
the additional statistic makes for extra depth
and ‘background’ for your team and league.

FAN MODELS

Although there are no actual fan models
available at the moment (it's a nice thought
though, Jervis?). We've used slightly modified
Norse models for streakers, goblin hooligans
(very old) and all manner of old villager
models from many years back (we benefit
from having an old collection of models). If you
have a relatively new model collection you can
use any appropriate looking Warhammer
model as fans or do a bit of conversion work
of your own. You never know, if interest is high
enough we may get a limited number of fan
models made for the game in the future.

CONCLUSION

Well that's about it for this trip around the
Blood Bowl stadium stands. We hope you
enjoy introducing fans into your games. Don't
forget, mayhem is what Blood Bowl is all
about, so play to the spirit of the game and
don't worry too much about the result — you
can always have a return match.

Why not try and invent some Crowd Events for
your own teams? Race specific crowds is
something that we've started to look at —
Dwarf fans with their predeliction for bringing
weapons and beer to the game and Orc fans
who don’t care which side players play for “if
they’re on the field they’re fair game”. You've
probably got some wacky ideas of your own.
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APPENDIX 1: EXPERIMENTAL RULES UPDATE

KICK IT!

Kicking Rules in Blood Bowl Update
by Chet Zeshonski

First published in the 2002 Annual

THE KICK ACTION

A coach who takes a Kick action must first declare
whether he will attempt a Field Goal. Next, he should
roll to get the kick away with the following Agility Table
modifiers.

Kicking the ball +0
Per opposing tackle zone on the player -1
Attempting a field goal -1
Attempting a field goal from a wide zone -1

A player who has kicked the ball away without
fumbling should roll first for distance, not direction.
Roll a D6 and add the player's ST (not AG) to the
score. A shanked kick will travel half this distance,
rounded down.

After rolling for distance, determine where the ball
lands. If the kick is accurate, you must place it at a
distance from the player equal to the exact number of
squares rolled for distance. The ball must land within
the range defined by the Throw-In template.

If the kick is shanked, roll a D6 for direction before
sending the kick away. On a roll of 1-3, the ball will
follow the 1-2 arrow on the Throw-In template; on a
roll of 4-6, it will follow the 5-6 arrow instead.

FIELD GOALS

Field Goals are worth one point, the same as
Touchdowns. A team scores a field goal when one of
its players taking a Kick action kicks the ball over any
of the squares in the opposition's Field Goal Area
(which now consists of the middle three squares in
the opposing team's End Zone).

KICKING SKILLS

Change the Kick skill from a General Skill to a Kicking
Skill, but insert the following bit into the sKill
description:

The player may re-roll the dice if he fumbles or
shanks a roll to kick the ball away.

Hook Kick (Kicking Skill)

The player is skilled at 'hooking' the ball when he
kicks it. He may ignore the —1 penalty for attempting
a Field Goal from a Wide Zone.

Strong Leg (Kicking Trait)
The player has a rocket of a leg! He may add twice
his ST score to any distance rolls he makes.

STAR PLAYER POINTS
A successful Field Goal is worth 3 Star Player Points
rather than 2.

KICKERS

Every team can now hire 0-1 Kickers. Here's a list of positions and prices for each race.
Roster Position Cost MA ST AG
Orc Kicker 70,000 5 3 3
Skaven Kicker 70,000 7 3 B
Dark Elf Kicker 90,000 6 3 4
Human Kicker 70,000 6 3 B2
Dwarf Kicker 80,000 6 3 3
High EIf Griffin Warrior 80,000 (5] 3 4
Goblin Kicker 60,000 6 2 3
Halfling Kicker 50,000 5 2 3
Wood Elf Kicker 30,000 7 3 4
Chaos Beastman Kicker: ' 80,000 6 3 a
C Dwarf Hobgoblin Kicker 70,000 6 3 3
Necro Ghoul Kicker 90,000 7 %) 3
Khemri Kik-Ra 70,000 5 3 2
Lizardman = Skink Kicker 80,000 8 2 3
MNorse Kicker 70,000 6 3 3
Amazon Kicker 70,000 6 G| 3

AV Skills & Traits Skill Access

8 Kick General, Kicking

7 Kick General, Kicking, Physical
8 Kick General, Agility, Kicking
8 Kick General, Kicking

8 Kick, Thick Skull General, Kicking

8 Kick General, Agility, Kicking
7  Dodge, Stunty, Right Stuff, Kick Agility, Kicking

6 | Dodge. Stunty, Right Stuff, Kick Agility, Kicking

7 Kick General, Agility, Kicking
8 Horns, Kick General, Strength, Kicking, Physical
7 Kick General, Kicking

7 Dodge, Kick General. Agility, Kicking
7 Kick, Regenerate General, Kicking

7 Dodge, Stunty, Right Stuff, Kick Agifity, Kicking

7 Block, Kick General, Kicking

7 Dodge, Kick General, Kicking
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APPENDIX 2: ADDITIONAL STAR PLAYERS

Thrud is a champion of the people, super strong and
heroic but unfortunately he has the IQ of a dense
Snotling. Because Thrud likes carnage as well as the
next man and the inevitable popularity that comes
with being a Blood Bowl player {ask Giriff!l) he has
decided to pick up the pigskin and give it a go. The
fact that you have to score and stay on the same
team you entered the stadium with are all secondary
to the fighting and maiming in Thrud's eyes. This, of
course, makes teams wary of hiring him and probably
why he never stays with one team for more than a
game. On the other hand Thrud's massive following
guarantees record gates and packed stadiums so
team owners are often willing to take the risk that
Thrud will more than likely pummel his team-mates to
death as the game progresses!

Thrud is a Freebooter who can play for any team.
This is not a conscious thing on Thrud’s behalf more
like he does not notice (or care!l) the race or
alignment of the hiring team.

Thrud may only be hired for one match he must then
be re-hired after each game if you wish to continue to
use him. Appearance Fees are included in his hiring
fee.

SPECIAL RULES

Easily Confused! Thrud enjoys playing Blood Bowl
so much that he can get so engrossed in the game
that he often forgets what side he’s playing on! The
problem is often compounded by the fact that players
trying to point out that he’s playing on the wrong side
will be struck to the ground as soon as they get within
Thrud’s earshot.

After each touchdown and at the start of the second
half roll a D6. On a roll of 1-3 Thrud will think he's
playing for the other team (doh!). Give the model to
the opposing coach to set up and he may treat Thrud
as his player until the end of that half or the next

touchdown has been scored. In which case roll D&
again and on a 1-3 Thrud will swap sides once more
— follow the rules above. The opposing coach may
use Thrud even if this takes his roster above the
usual 16 players allowed! Note it is quite possible for
Thrud to swap sides numerous times in the match!
Also note you must roll even if Thrud is in the dugout
and/or injured.

Thrud’s Fans. Thrud has a loyal following who will
come just to see Thrud play no matter who he plays
for this increases the gate by 3D6x1000. The Team
that currently has control of Thrud also gain a Fan
Factor of three while Thrud is playing for them.

5'r THRUD THE BARBARIAN <
i FREEBOOTER g8

| STRENGTH |

Break Tackle

Homs [his heimet!)

Mighty Blow

Multiple Block
Thrud’'s Fans
(see above|

50,000 GOLD PIECES




