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lood Bowl is undeniably
B the greatest game ever

played. Not only is it the
world’s most popular game of
fantasy football but, in the eyes
of its legions of loyal followers
the world over, it is a game like
no other: tactical, challenging,
emotional and, at times,
outrageously funny!

To play a game of Blood Bowl,
there are a few key items you
will need. Before exploring the
world of Blood Bowl and the
rules of the game in further
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There was a subdued murmur from the crowd
as they attempted to absorb this outlandish concept.
The Dwarf continued, A pig’s bladder was inflated and
carried or thrown from ane end of the arena to the othef,
in an effort to, erm, score. Carrying said bladder info an
gpponent’s camp, or ‘end zone', gave a sect a number of

things called ‘painls’.

“The battle lasted a sel period of time. At the
end, the sect that had amassed the most pomnls was
declared the victor. Apparently, you didn't even have fo
maim all your opponents, although the coaches seem
o have encouraged this practice. Furthermare, the book
states that, as Nuffle’s sacred number was 11, only 11
warriors from each sect could be on the freld of baltle at
one time.”

At this there was a great deal of shuffling in the
Orc ranks as many present remaoved their footwear in
a desperate attempt to find out just what the number
‘11" was. Typically, this degenerated into brawling once
a rather numerate Goblin who had kept his boots on
discovered what a great joy 1t was to stamp on all his
mates’ bare feet with his hobnails. Ignoring the infrequent
howls of pain, the Dwarf continued. .,
“This does not mean that there were only 11
mgmﬂers of @ sect, or team, as they were also known
J;n‘,uured Tparrm..rs could go off and be replaced by hearéh}f
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. it an
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one s body was one's Weapon and, although ke afy 5
armour for protection and ornamentation, aff oy
war were forbidden from the arena. It is én’s i
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A murmur of assent rippled through the crowd,

rising to a roar of agreement; EI{,‘EPI_. lh.al is. for the
E'It::nﬂr:azr in which the Goblins Were standing, 5”_159.;“%
fn'ere all still exploring the intriguing new possibilities of

foot-stomping!

And so it was that for the first time in many
centuries, Nuffle's Amorical Football (as the game was
called) was played in the Old World. A pig's bladder was
inflated, much to the pig's consternation, we must add!
Armour was taken from the temple and placed on chosen
warriors from either side. With the teams lined up, a local
shaman who had been pressed into service as a neutral
wmpire' and dressed in fresh zebra skin for the occasion,
blew a whistle and the game was away.

There was no proper pitch, no pitch markings at
all and very few rules beyond those which the elderly
Dwarf could hurmedly concoct from the confusing jumbile
of text, and to this day no-one is quite sure who actually
won. There was a suitably large amount of violence
and acrimony between the two sides, however, and
everyone agreed that they had really enjoyed the activity,
far mare than hitting one another with axes! The battle
was forgotten, and the various sides dispersed to carry
the exciting news to their homelands, where every tribe
quickly rushed to field a team.

It was while those who remained swept up the
mess that they discovered a strange green surface
Just under the blood-spattered dirt of the battlefield,
a surface engraved with peculiar symbols and lines.
Sweeping became excavation and soon the field was
scrubbed clean. The workers were hushed, aware of the
_s:gnlﬁcancaaf their find. The sacred Gridiron spoken of
;’;;h:]:‘;‘:: I::ts _Eﬂlﬂfi upon by mortal eyes once more
cast lovg shadu::me In many centuries, the evening sun
T st shacrc:ras this most sacred of places.
Commissioner "q'"" 0 had adopted the name of Sacred
ot m‘“;ﬂ- after a priest of high standing
P e ok, offered a prayer to Nuffle and

Banise and lay plans for the future.

THE EVOLUTION OF SPORT

ROZE-EL AND THE

ESTABLISHMENT OF THE NAF )
W_m;“l.mrﬁ’r game of Nuffle's Amorical Football played
in the modern era, many of those present were enthused
with an almost fanatical religious fervour. Roze-|

himself feeling younger and more energetic than ne had
in many years, hurried to put into motion the granc
plans that swirled around in his mind and, with the help
of many others who would go on to become ne sport's
founding officials, the first days and weeks following
Mungk's discovery saw huge strides taken. Many years
later, Roze-El was to comment in his journal that, looking
hack. it hardly seemed that the bold ideas were nhis

own — he felt afterwards that they came to his mind fully
formed, as if he was merely acting as a receptacle for
Nuffle's greatness. And perhaps this was true; perhaps
Roze-El was speaking prophetically — simply passing on
the words of Nuffle as the great god spoke them through
his earthly servant? Or perhaps the influence derived from
Roze-El's endless and intimate contact with the sacred
tome? Who after all can say what power resides in a
book, what thoughts and ideas the pages hold trapped
within, ready and waiting for an eager mind that they
may break free into the world?

Roze-El's first action as Sacred Commissioner
was to found the Church of Nuffle's Amorical Football
Based within the ancient temple, the church would act
as a governing body over the sport and would heip to
spread word of Nuffle’s wonder far and wide. It must be
noted here that the title of ‘church’ never really caught
on amongst the followers of Nuffle. Indeed, even within
a few short years the records show that the ‘Church ot
MN.A.F' had become known to the public simply as the
‘NAF'. Interestingly, to this day the MAF is still classed as
a church, complete with all the associated tax benefits...

During his time as Sacred Commissioner, Roze-El
prioritised firstly the proper translation of the rules of his
game and secondly to the spread of the word of Nuffle.
In terms of his first goal, Roze-El made great strides in
poth recreating Nuffle's original rites
and filling in the gaps.
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Roze-El's second goal largely took care of itself.
Word of Nuffle's Amorical Football spread far and wide

as if carried by the wind. In the days and weeks that
followed that first game, delegations arrived at the tem ple,
drawn there by news of the event from cities and states
the Old World over and representing many different races.
Early fears amongst the scribes and scholars that had set
up within the temple, that such a gathering wouid resuit
in hostility, proved unfounded. It rapidly became clear
that the lure of this new sport was such that even the
most bitter of enemies would sconer learn the rules of
ritual engagement than draw up battle lines. The races
of the world seemed willing as never before to unite in
ways previously undreamed of

By the time of Roze-El's death at the granc ol age
of 196, there were 16 sects or, as they were commonly
coming to be known, teams, competing in a season
which culminated in the glorious excesses of the Blood
Bowl ninal — the annual championsnip game thatl qQuiCKly
gave its name to the sport as common folk far and
wide came to call the game itself ‘Blood Bowl® and the
governing body under Roze-El the ‘NAF'. These teams
represented men of the Empire, Norsca and further afield
Dwarfs of the Worlds Edge Mountains, Orcs and Goblins
from the Badlands, Skaven from the Under-Empire, Elves
of Ulthuan and more. With his legacy secured, Roze-E
went peacefully to his rest, leaving behind him enough
notes, |otted-down suggestions and unfinished journal
entries to keep his successors busy for centuries!
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NTKK THREEHORN,
GREED AND SCANDAL

in spite of all his failings, Jorge
Hellhound was hugely successiul

as Sacred Commissioner and ever
popular with the fans. Consequently,
hie tenure in office was d long r:lnE..
Vet time is unconcemed DY popularity
and in 2477, after staggering 48
years in office, Hellhound retired his
position by dying of old age. He was
succeeded by an eager young priest
of Nuffle named Nikk Threehorn.
Over the course of his short careef,
Threehom had proved himself both
hard worker and an able assistant to
the ageing Hellhound. His knowledge
of the inner workings of the NAF

and its various satellite organisations
through relationships carefully

bom and nurtured by Hellhound
made him seem a natural choice

a5 SUCCeSs0T .

Sadly, it soon became apparent
that Threehorn differed greatly from
his predecessor in a few key areas.
Where Hellhound was undoubtedly
avaricious, his focus remained firmly
upon the betterment of Blood Bowl,
All of his money-making schemes
shared a common theme: the
benefactor was always the game.
Certainly, Hellhound and his staff
profited greatly, all were well-paid

and lived luxurious lifestyles, but
ultimately the money raised was
ploughed back info the organisation
and into the sport.

Threehorn, by contrast,
proved to be greedy and selfish,
He quickly showed that he didn't
like sharing credit with others
and at every opportunity would
accept the plaudits for the hard
work of his underlings and even
his predecessors. In addition to
upsetting many colleagues, during
nis first few years in office the
Cabalvision networks found the cost
of licenses to broadeast matches
rose exponentially, doubling again
and again as the season progressed.

cost to VIEWErs

red DY this,

rs and teams
tickets on the

This caused the
b rise in turm. Insp
many stadium owne

ice of
iccregsed the prce |
gate. gimilarly, prices concession

stands and the cost of merchandise
arply. In response, teanj5 on
began demanding |

dia and from their
ponsors in order to pay the inflated
salaries and transfer fees players

were suddenly demanding.

rose 5N :
the NAF circuit
more from the sta

As reported at the time by
Spike! Magazine, within just four
seasons the amount of gold it cost
the average fan in the slum to
attend a match had increased from
a barely affordable five pfennigs to
a truly extortionate 75! By contrast,
the salary of the average player
within the NAF had risen from a
few hundred gold pieces to maore
than 30,000! Yet still the money
flowed in and, in spite of the vastly

inflated wages of players and othe
support staff, stadium owners, sp

romoters and, ultimately, the NAF
itself were still collecting the lion's

chare of the profits.

Many of the industries that
had sprung up around the sport soon
realised that these new economic
demands couldn’t be sustained
by ticket sales and Cabalvision
contracts alone, and as long as
the NAF was making such huge
financial demands, others were going
to emulate them. Many sponsors
happily stepped up, paying ever
more to get their logos seen on team
kits and around stadia. Sadly, for
the average fan, this spending just
caused the price of goods to rise.
Cabalvision networks began to look
elsewhere for programming to entice
viewers, leading to an explosion
in the number of chat shows and
theatrical dramas being broadcast

L

Even the game of Blood Bowl
had to adapt in order to keep drawing
the ticket sales and Cabalvision
viewers. The early to mid-248Us
saw an explosion in on-pitch
violence. Alongside fresh and exciting
innovations, game wizards made a
resurgence in populanty at the pitcn-
side, the fees charged by the Colleges
of Magic suddenly seeming not so
extortionate. Chief among these fresh
innovations was the mechanical
contraption, cunning inventions
introduced in great numbers to add
even more bloodshed to the on-pitch
action. The most notable of these
modern wonders was the chainsaw,
which proved by far the most
popular and iconic of the era. The
gridiron quickly became a deadly

place as players were decapitated
and eviscerated in huge numbers.
There was even a brief period in

2486 when every game played in
the month of Pflugzeit ended 0-0

as the teams playing
F'rir_ i |'. T !-::-3....-_\-_:‘.._ Al -." NOnNies
F"-:‘"""l.i"'-"-.-';'_ -r. - I||.."-I 3 i
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SUCCESSES O | 2 2 L4005 Were
considered a glonous era of exXcess.
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But not everyone was happy.
Several teams were dismayed
by shrinking crowds and the
changing face of the sport. Many
famous stars of the gridiron even
spoke out in interviews about the
hardships endured by fans in order to
see their beloved team play. Amongst
the most outspoken critics of the
MNAF was Jeremiah Kool, captain of
the Darkside Cowboys. Not only was
Kool lauded by many as the greatest
player in the history of Blood Bowl,
but the Cowboys more than any other
team enjoyed the patronage of a
powerful individual. The Witch-King

f Naggaro
wwite fanatica
a0 W Uy

he was at al

the Nitch W ir ,'_,'__ O

oth himself was said to be
n his support of the
hewe Kool then, surrounded as
times by members of
wn Black Guard,

vished, and say it

il say as ne v

T
1, OVLel

Kool warned that such excesses

-ouldn’t be sustained, that sooner of
ater the NAF would swallow itself
so great was its greed and that

the future of the sport lay in Open
tion rather than a bloated

compett

church and cheap sensationalism
And Kool went further, calling out
Nikk Threehorn, reminding him that
Blood Bowl was about the worsnip
if Nuffle, not gold, and stating that,
gooner or later Threehom's luck
would change, for Nuffle was not a

deity with whom to mess!
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pager to make their deb
these players were accepling lower
salaries in order to get 8 place on
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a team. Many smaller
tournaments were now Com peting
with the NAF for talent attracting
players that had been driven away by
the NAF's faceless corporale greed.
Large numbers of fans were fuming
o these smaller competitions 1o gel
their fix. For a fraction of what it cost
to purchase a NAF ticket, fans could
buy a season ticket o follow a local
team in a regional league. As the
standard of play in thesa circles
improved, many began to argue that
they were becoming the superior of
what the NAF hiad to offer.
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3¢ the regular S6as _
and the pul.af-c-ﬁ season opened, the

Altdorf Herald shocked the world by
giving both their hack and front page
r-{-anjlmm to the exciting events in
the Worlds Edge Superieague. The
Opening round of the NAF play-ofts
was relegated 10 page three.
Complaints piled up against
the NAF. Stadium owners Were
distressed by falling attencance
and the networks were making
unhappy noises about the high cosl
of broadcast contracts. It seemed
like something was going to have 10
change, and change it did, but not in
the way anyone expected!

The 2488 Championship
season kicked-off with all the usual
pomp and ceremony, and the stands
of the Emperor Luitpold | Memorial
Stadium in Altdorf were packed to
capacity. On the final day, in front of
dignitaries from all over the known
world, the Darkside Cowboys and the
F:Ell-:llanﬂ Reavers lined up for what
i Eandpln.us _ Iu_.n action, but
unfold, With ’;}'; ar.?_,E‘_th that would
s e 1Jlrl1l lied at 1-1
1 logenciary - dlftime angd

Y entertainment tha
Entailed. As the band S5

WelCome the Cheerleadin

struck up to

-.'E: 54:].].3|j5 of

both t X
M, Something was, not right

The Reavers cheerleaders, |
Reaverettes, rushed onto h B
the roar of the crowd, but @

them, where the crowds ex|

see the world renowned ch

squad of the Darkside Cg .
ghadows, there was nothing 'l

empty turf.

.

As the Reaverettes pushed
on with their show, a great tumult
erupted behind the scenes. Staff ang
officials hurried to find the Shadows
nut their changing rooms were.
empty. Panic set in and ever more
<enior priests of Nuffle were drawn
into the flurry of activity. Before L
the service tunnels surrounding
the pitch and the corridors of the
corporate hospitality area were
crowded with shouting staff. By the
time the news reached the very top,
everyone had realised things were
more wrong than first thought. Not
only were the Shadows missing,
but of Nikk Threehorn there was no

sign either...

It was quickly established
that Threehorn's luxury coach was
also missing. Further investigations
revealed that, at the temple of Nuffle,
the coffers of the NAF had been
raided. The lovely money, plentiful
and content in its warm vault that
very morning, had vanished.

Keen to avoid panic,
officials restarted the match after
halftime, and the Cowboys showed
tremendous strength of character,
rallying to overcome the Reavers 3-2

in the dying moments. The remaining

NAF officials present attempted to
carry on as if nothing untoward had
occurred, but news as momentous as
this could not be expected to remain
secret. The prize-giving ceremony
and subsequent press conference
was dominated by questions about
what had unfolded. The answer,
though, was painful in its simple
truth: no one knew. ..

FALLOUT AND COLLAPSE
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LATES
4 Bowl also makes use of threem
| - ¥
emplates. The,se are the ‘Random Dlrectlon o
templatﬁ’** the ‘Throw-in teleate' and the CORNER THROW-INS BLOOD BOWL DlCE
‘range uler'. These are used as described Delow Should the ball leave the pitch from a corner square, he game of Blood Bowl uses four different types
al’e : : the direction of the throw-in is determined by placing of dice to determine the outcome of various
S fﬂ*ﬁﬁ NDOM DIRECTION TEM PLATE — ,7 the Random Direction template as shown in the l actions and events. These are often referred to as
d < of t mmlale is used whenever the ball ‘Scm ’ ciagram. ang fOIE Sy ‘Nuffle's sacred cubes' in homage to the patron god of
and ;bbf-’z;ge ¢ SAWS hounces’ or ‘deviates’ (see page 25), or when thé ' Blood Bowl. Interestingly (perhaps), not all of these dice
n ) , . rU|
ort :r?:s there is NO call for a random dlrect|0r|1 to be determined fq, any [:; are cubes!
ec ' | ' h e 2 _
oth yled from st;f::;? -eason. Position thetter‘gfti';etzf:nsi:nrun in the diagrar r | BLOCK DICE
, e centre dale Qv . Stk o TR e
te +abletop, ga s Of of belowr ‘«‘”“’f th 4 roll a D8 to detgrmin e th? SQuare the Unique to the game of Blood Bowl, block dice are used to
t less In the waysgries ball is within an € the dIrECtiQn. resolve Block and Blitz actions against opposition players.
ce e They are six-sided dice that feature five unique icons (one
IS duplicated on two faces), each representing a different

outcome (see page 57).

D6

Blood Bowl also uses regular six-sided dice, marked 1
to 6. It is common for the ‘6’ to be replaced by a logo
— either that of the game or a specific team — on many

THE RANGE RULER ___ Blood Bowl dice.

This is used when a Pass or Throw Team-mate action is

' a place on Or 2 DE"fOFmEd: both to deter-min.e range and, in the case of e D3: The rules might also call for a D3 to be rolled, “1

faver's possession It Wi i a Pass action, to determine if any opposition players can but an actual three-sided dice is not necessary. To roll -
o the baseof that mo0e attempt to interfere with the pass. _ a D3, simply roll a D6 and halve the result, rounding 7

, game Of fractions up.
The ball Is an essential component In any &

there are a great many ways m. which It
le token 10 3 painted and

Pass actions are covered in greater detail on page ks
48 and Throw Team-mate actions on page 52. D8

An eight-sided dice is often, though not exclusively, used
In conjunction with the Random Direction template.

Blood Bow!, 2nd
~an be represented, from a SIMP

based model the rva: of any player.

D16
A 16-sided dice. Less frequently used but no less vital, a
D16 is used for some of the tables in the rules that follow
or to select players at random from within a team.,

MARKERS

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

— _—_—-——_—-—_—_-

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

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

You will need a turn marker, and it is your responsibility, template as shown in the diagram below, with the Blood
at the beginning of each and every one of your turns, Bowl! logo over the last square the ball occupied before
to move the turn marker along the Turn tracker on leaving the pitch and roll a D6 to determine the direction
your dugout. the ball travels in.

= = =

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

SCORE MARKER

. A score marker is used to keep track of
X B « how m.any touchdowns a team has Scored,
— Dy placing the marker on the zero position
on the Score tracker and moving it along
after a touchdown is scored,




THETURNOVER
ne of the most important mechanics of the game
Pm“ clpms of Blood Bow! is the "Turmover’. Many unforiunate

gvents will cause the active team's turn o end

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

.

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

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

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

E;u”‘]' amongst scribes and historians and simply filled in the details by making
up!

ko

ﬂ:: IT: time of Roze-El, numerous others have had their say in the develop o
- Consequently, the game as it is known today is unlikely to bear more ¢

passing resemblance to the original form of Nuffle's sacred game. Nuffle himseiig® !

seem to be overly concerned by this, which is probably just as well!
Th

is secti i i
section covers in detail the rules and regulations of the game of Blood BOW

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

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

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

traditionally played by ‘players’. But Blood Bowl is

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

TAKE-BACKS AND CHANGING ONE’'S MIND

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

RANDOMLY SELECTING A PLAYER

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

' B efore going further, it is worth establishing some A Tumover is caused:

It a player on the active team Falls Over during their
own actmvation,

If a player on the active team is Knocked Down duning
their team tum.

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

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

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

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

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

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

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

= |f a player on the active team is Sent-off by the referee for
committing a Foul.

» |f a touchdown s scored.

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

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

For example, should one of your players Fall Over
whilst moving, an Armour roll is made against them.
If that player was in possession of the ball, the ball will
then bounce. Once the ball has come to rest, the player’s
activation ends and you may activate no more players this
turn. Finally, your team turn ends and the opposing team
becomes the active team.
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RE-ROLLS
____—— w B Jyhenroling dice, it is common for fho——_
_———"T__ LA e rth
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ba L3350 i foul . The second result mus always be accepteq, shaped and often behave quite errati : This happens for many reasons, mast of
inctivenes3 of 8 SNEER ____d_—-—--""' '« worse than tne original resuit. VN if 4 Throughout the rules, referenc s ball (or the player in possessi AP often when the -
____————‘_'f_ e A dice can never be re-rolled more th the ball 'deviating’, ‘scatteri Sl e will be made lo when a pla W ion of it!) hits the ground or
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es will OF°F F.-:xl- cay ‘roll 2 D', of BRI e thesa 1ets, ; * When the ball bounces, it moves one square in a
hich case the U SKII LF_EEEQ5 B | Vv direction determined by rolling a D8 and refering to
ample _____________————— Many players possess Skills that allow them to m—— DEVIATE the Random Direction template.
Sy ‘E’ﬁﬁﬁ_ ~_—— jice in a specific situation: 0 re-ro|| I This represents a kicked ball or desperate pass veeri * Itthe ball bounces into a square thal is occupied by
STE DICE ROM= i —ases, WO LhcE wildly off target: b a Standing player that has not lost their Tackle Zone
i 'q:dfl." Ll el 7 i "
s will - together 1o giVe 3 | that player must attempt to
e rpcults added 5 . ckill re-rolls can only I ' - : catch the ball. If
6 are rolled N the e rf 5 multiple dice roll E:!:rmj;ﬂ ; I;i;] nly be used as detailed in the « When the ball deviates, it moves a number of squ it will bounce again. they fail,
) b 9 and 12, This s @ = Skill's descrl n. ares = |fthe ba ! 1
total betweer L equal to the roll of R e ball bounces oceupl
R _____________——— 3 Sl‘.lll rl‘_:'-[:II e can be UEE‘L-_! dur:rl Eu‘l : H DE h-nm lhE Equare i w“”:h it eith + ““:}E E{I.I-IEI'E Lhal i mumm
e = g either team's ¢ was placed, in a direction determined ; er by a Standing player that has lost their Tackl
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thig case & ‘pool 0F & A :jhE bﬁ::ELSEE page 51). If they fail, it will bounce as - =
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eCFTNUMBER ROLLS s TEAM RE o o 1t the el | | =
TARGET N dice roll or a mu inle dice  Every Blood Bowl team will have a number of team re. sttt =L unoccupied square or a square e
. . L, H 1 specific nUMBe! olls to use during 2 game. A team will start each re- 3 that is 'Z_U'I:GUPI:EH either by a Standing player that has =
i [N 0% _:..:a that the roll is 3 ‘target with its full complement of team re-rolls. Any ugadgzrrt? TE:.H:?;: e Eﬂﬂﬂrﬂl' g PRVEY :
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Waking a target Ui = : S ; a S <
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be xture 1 e next in league play): air travels in an unexpected way:
II e :
. l. MODIFYING DICE ROLLS « Team re-rolls can only be used when a team is active, 2 WH_E“ the ball scatters, it moves from the square in
3 | = rules will often call for  dice roll to be rr::Tr;ec_ during its own team tumn, ‘ "'f’h":h it ol placed three times before landing, each
4 articularly when making 2 target number roll. 1o €0 « Team re-rolls cannot be used to re-roll: 1 time moving one square in a direction determined
ihis simoly roll the dice and then add or subtract the - Deviation, scatter and bounce rolls. 8 by rolling a D8 and referring to the Random
modifierls) shown, effectively changing the outcome of Or: DIEOn el
¥ the ,-:ui_‘r roll. If the rules ever instruct you (o divide 3 - Armour, Injury and Casualty rolls. e T;?EF Eig L e e bell sl ¥
1 -='_e rodl in i:"_i',' way, any fractions should be rounded up,  * When a dice pool is rolled, a team re-roll can be usad, et squar:e l!:hw-J:M:!:-umIII e v secoc iy
i unless the fules state olherwise. When a team re-roll is used, all of the dice in the dice | LAl s IV T e airat s point |
v . . i
d ROLLIN pool must be re-rolled (not just those dice that show | lf aﬁ?r i th-m sl t URDIRINCR N 3 g A
. f LLING OFF e e | t::ﬂ'i '_51_ occupied by a Standing player that has not lost %
I, fi a D3). Often a charactenstic of some sort : s H e t : EF AL DOUNCS,
v gy _acdm to the result. This is called 'rolling off* and Sy r*LE gt ol heall indy i 40
.- :hﬂ nighest score always wins a roll-off. In the case of 3 ””u"?’:“P'Ed it Ak s v
f e, roil again uniess otherwise instructed. ‘ byeitneqa Sarging plaer thal s Jost U
Ta:k1a Zone or by a Prone or Stunned player,
NATURAL ROLLS | it will bounce before it comes to rest on
A ‘natural’ roll is tf i the ground.
F : i tnele actual number rolled on a dice | o
egaroiess of modifiers. It is not ) Y | _
' be passed if - uncommon for a test to ' S : l w
.' ] a ratural 6 i rolld or falled if 3 maty : | “What a foul! That was
; s rolled, even i modifiers might seemingl ral % utterly brutal, Bob!”
ke “well, life goes on, Jim."”
1 “I've got a feeling it might
|

not in his case, actually.”

I.-_ success a certainty or failure spem impossible
i
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MARKING AND BEING MARKED

Players use their Tackle Zone to interfere with opposition
players, ‘Marking’ them and hindering their actions.

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

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

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

e A player can be Marked by multiple oppaosition players
at the same time.

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

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

LOSING TACKLE ZONES

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

If a player has lost their Tackle Zone they:

* Cannot Mark other players.
* Cannot attempt to interfere with a Pass action.
* Cannot attempt to catch the ball.

They will also be unable to use certain other SKi
that require a player to have a Tackle Zone.

I ——

PRONE AND STUNNED PLAYERS

FALLING DVER

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

or ‘Stunned’. All such players OCCUPY One square
on the pitch — the square they were in when lhe.
became Prone or Stunned y

— N0 matter how big the player

PRONE

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

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

STUNNED

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

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

BECOMING PRONE OR STUNNED

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

PLACED PRONE

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

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

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

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

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

weren't they?”

| |
| |

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

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

* 1T a player Falls Qver, a Turnover is caused.
* W a player Falls Over, they become Prone and risk
injury. The coach of the opposing team makes an
Armaur roll against them as described on page 29:
= It the player's armour is broken as deseribed on
page 60, an Injury roll is made against them and
they will become Stunned or worse.

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

* If a player Falls Over whilst in possession of the biall,
the ball will bounce from the square in which the

player Falls Over, after making an Armour roll {and :
possible Injury roll) against them T =

BEING KNOCKED DOWN 3
Players are often 'Knocked Down' as the result of a
vicious Block action from an opposition player or when
they attempt to perform a Block action against an —
opposition player who proves to be bigger, tougher or
luckier than they are. Players can also be Knocked Down .
by projectiles thrown by the crowd (including spells), or == =k
by some other in-game effect, by a special rule or by a T :-F-? =
Skill used by an opposition player: T

= |f a player is Knocked Down during their team turn,
a Turnover is caused. _'_-;._":
* ‘\When a player is Knocked Down, they become Prone b
and risk injury. The coach of the opposing team TR
makes an Armour roll against them:
- |f the player's armour is broken, an Injury roll is
made against them and they will become Stunned
Of WOrse.
= I the player's armour is not broken, they
remain Prone.

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

...they were jolly nice chaps,

- Lance Goodfellow, Bright Crusoders rookie



R PROFILE
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make up a team are represented by a series
of characteristics, collectively known as the

player's ‘profle’

Movement Allowance (MA) and Strength (ST) are
both shown as simple values, in which case 3 highes
number is better.

« Agility (AG), Passing Ability (PA) and Armour Valye
(AV) are all shown as target numbers; a number
followed by @ ‘+' symbol, as described on page 24
in the case of AG and PA a lower number is better,
whereas in the case of AV a higher number is better

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

CHARACTERISTIC TABLE
Characteristic ~ MA ST AG PA

Maximum

T

s kg ey

CHARACTERISTIC MODIFIERS

hen making a test against any of a player's
w characteristics, there are a number of

modifiers that may apply, some making
success harder, some making it easier. Where modifiers
apply to a Characteristic test, the rules will list and

detail them:

» |f the characteristic is given a simple value, the
modifier is applied as written - for example, if a
player with a Strength characteristic of 3 is given a
+1 Strength modifier, their Strength characteristic
becomes 4.

Where a characlenistic is presented as a targel
number, the modifier is always applied to the dice roll,
as described on page 24.

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

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

T ———

=—

MOVEMENT . = =
ALLOWANCE (MA)

This characteristic shows the number
gf squares the player may move
when activated dunng their team

turn. There are several actions a
player can perlorm that allow them
to move, ranging from a simple Move
action to a dramatic Blitz (actions are
dealt with in detail on page 43).

STRENGTH (ST)

_WHAT CAN POSSIBLY GO WRONG?” |

cannot fail when testin
unforty nately, not

often be modifiers to apply.

Pla ,

E 2gainst these characteristics, but that is,

the case! Remember that when testin
. | against a
Player's AG or PA, any roll of a natural 1 ity

For example, a player with an AG of 1+ may find themselves
Et:rbjEE[ to a -2 modifier, in which case you would need (o roll a 3 or
higher tp Pass an Agility test, because should you roll a 2 and apply a
-2 modifier the result would be 0, which s lower than 1.

15 & 1ail. In addition, there will

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

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

AGILITY TESTS

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

PASSING ABILITY (PA)

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

ARMOUR VALUE (aV)

SKILLS

A player's Armour Value is a hard-
working characteristic. Most simply,
It represents how the quality and
durability of a player’s sports kit
protects them from harm. But AV
can also represant how tough a
player is. Some players may appear
lightly armoured but have a high
AV characteristic, indicating a high
degree of physical durability. Others
may appear very heavily armoured
yet have a low AV characteristic,
showing that in spite of their kit, they
are delicate and prone to injury!

ARMOUR ROLLS

Whenever a test is required against a
player's Armour Value, it is the coach
of the opposing team that makes it.
This is referred to as an "Armour roll’,
An Armour roll is a target number
roll made on 20D6. If the roll is
successful, the player's armour is
‘broken’. If the roll is unsuccessiul,
the player’s armour is not broken
and protects them from harm.

PASSING ABILITY TESTS

SKILLS & TRAITS

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

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

and 53.

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

]

Skills improve a player's performance
in key areas, be it granting them a
free re-roll in specific situations, or
allowing them to modify a dice roll.
Some players begin their career with
natural talents that are represented
in this way - cthers develop new
Skills as they improve during

a league.

TRAITS
Whilst Skills can be learned by
a player during a league, Iraits
represent a unique ability a player
brings to the game. lrails can be
both positive and negative. Whatever
the case, it is maost unusual for a
player to develop a new Trait dunng
a league (though not impossible);
players possess Traits when
hired and retain them over their
entire caneer.




7 TEAM DRAFT LISTS

hen a team is drafted, a “Tearmn Ef_ﬂ_fl_r:;“‘-——‘

completed. This contains spaces in '~'-'I1.|L|I&

record each player permanently hjreg to 11 2
team, their name, position, HiNng Fee and player m{:fe
along with spaces to record experience gained in tFs fller
of ‘Star Player Points’ (see page 70) and a{juancﬁmen’g i

| aamed during league play. The ‘Current Valyg' of each
olayer is recorded, which 15 equal to their Hiring e
walue Increase’ of any advancements they apc

2 plys
the i

(see page 72}

There is also space to list other Important team
Jetails, such as the Sideline Staff permanently hireg. i
wumber of team re-rolls bought and how many Ded;éat;
2 Fans follow the team, as well as the team type. name ;
TEAM ROSTERS __——— iy and the name of the coach
. [0od Bowl 15 diwln:LJ[d’:;s_jﬁjr into an even

_wor of sub-categones. All of these

Finally, the Team Draft list contains spaces i
racord how many gold pieces the team has in its Treasury

y = 3
o ACES, Qi

:r',""-:-::i!:"' o I SgeTE '551Ef5l| licts sed
aried teams are reg "-'F’PI‘I_E“ Lj:aq:,,. that type, which (see page 35) and the total value of the team when )i
deafhing’ 3 feaim a1
when creating, o ‘drafbng, 1C T of the players, Sideline Staff, team re-rolls and player

their profiles and

I_'E'!f:!l fhe Didy Bl awval ﬁ.’i:f :"-" nire, a':ll.'i'E'ﬂl:ES arF' aﬂL[]unted fl:”-
Hiring Fe

l o rocter will also tell you haw much team re- GAME RECORD SHEET

' A T o or nof the team canincludean The reverse of the Team Draft list features the Game
L ile eret B By whether or noi e tediil & X

| e o Record sheet. This is used to keep track of ‘league

will list any special rules the feam has

PP fixtures’ and ‘cross division friendlies’ played over the

L course of a league, including details of opposing teams

| ff%tq'ﬁ'ﬂu—}m = ae quile straight forward i their and the names of their r:uai_:hes. and the number of
ﬁ I _'_!'-I_"..-,-, o and approach to the game. Others, however, fans in attendance along with petty cash awarded,
N 4re not. All teams have one or more special rules in arder  Inducements hired (see page 38), Current Team Value
¥ | 1o better portray their character (see page 105) and any other notes coaches wish to keep.
it
f Once the game is over, this is also where the

outcome is recorded along with winnings and vanous
other notable events as described on page 69.

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

HIRING FEE

MA ST AG PA AV SKILLS
|

POSITION
o
+ L N

=
y |I.'r“
e

e T
= fheh
-



TEAM DRAFT BUDGET
The Team Draft Budget is the amount of gold pieces GP)
you have to spend on your rookie team:

. When drafting your team for league play, you haye »
pudget of 1,000,000 gold pieces to spend on players
sideline Staff, team re-rolls and so forth. *

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

HIRING PLAYERS Emmn']tted to take 0-12 or 016 of
—-——-——-—-_______—_—~—._ﬁ_-\—~ :
players are the only compulsory element on any Blood T many races call

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

BLITZERS: On offence

the opposition. In defen
Opposition players.

Blitzers force gaps through
Ce they will violently target key B

THROWERS: |t is often
. the Thrower that
of offensive Captain - callin Apelon

second decisions.

role
A team may not include more players of a certain g the plays and making split

type than are allowed by the team roster. For example,

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

Elven Union team may include zero, one or two Blitzers,  Thrower’s trusted
but may not include three.

pair of hands on any team, the

- receivers. It is the Catcher's job to
[ECelve passes safely.

NUMBEROFPLAYERS =~~~ =~ =~ =~ RUNNERS: Several teams employ Runners in place of

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

maximum number of players permitted:

BLOCKERS: A popular position on the defensive line of

« Every Blood Bowl team must contain a minimum any team that relies on a more physical EVESVY

of eleven (11) permanently hired players when it is
first drafted. OTHER POSITIONS: Many teams of different races

» No Blood Bowl team can ever contain more than employ players that do not fit into any specific role. This
sixteen (16) permanently hired players. may be a sneaky Assassin or a Goblin mounted on a pogo

stick (it's in the regulations!). There is almost no end to
It is important to note that, during the course of a league  the innovation Blood Bow! teams show.

 season, the number of players a team can field may fall
\ below 11 due to injury and death. This is permitted BIG GUYS: The term Big Guy is a colloquial one used by
(If not ideal!) and is covered in more detall in the Blood Bowl fans to identify the giants of the game; Ogre, e
Take on Journeymen section on page 38. Minotaur, Troll players and more fall under this heading. S
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e
thing and as 3
: such models also make

to the visual impact of

0ose

coaches ch

. ¢ the look of U
to help out-
adding 2 lot

—  HIRING SIDELINE STAFF___
é-c?ﬁe_ ctaff can be of vital
ce to their team, helping o

assistan
i several seemingly

tip the batance

ninor but often vital ways

T
~and fo MISIAKES

react in  SP11 Si od The oSt mE_FEA—EH ~

and tum them & :f'*_“-__r_m 'I_ ot Every team IS owned and managed

reflects the time and e.;d lth : by a coach. AS discussed previously,

taams mus! invest to acn E::' this is you, the reader. As such, when

same broad level 0L r2ITE completing the Team Draft list, the

s [Eyvery leam may purchase 0-8 coach section should be ﬂ.”e'd il
S 1[5 ,'.';':E!" b is first your name or a 5U|tatr|E:‘ nickname.

drafted. for the cost shown on

the team roster, paid for from the
Team Draft Budgget
« During 2 league, additional team

0-6 ASSISTANT COACHES

Any team can hire a number of
assistant coaches. These represent
the specialists brought in to help
later date, in the Hiring, Finng with various aspects of the game.
and Temporanly Retiring step The benefit of assistant coaches IS
of the pest-game sequence (see  covered on page 41:

page 72), but the team must pay

re-rolls may be purchased at a

double. For example, if a team » Every team may hire assistant
15 able 1o purchase team re-rolls coaches when it is first drafted,
for 60,000 gold pieces when it for the cost of 10,000 gold pieces
is drafted, additional team re- each, paid for from the Team
rolis purchased later on during a Draft budget,
Egue season will cost 120,000  « Additional assistant coaches may
pleces, be i
purchased during a league, in

w Wl .

hen calculating Team Value the Hiring, Firing and Tempararily

: ;ﬁ:}' team re-rolls add Retiring step of the post-game
shown on the team sequence (see page 72), for the

rosier, even if they are purchased :
2t double the cost later on in cost ot 10,000 gold pieces each,

3 league.

0-12 CHEERLEADERS
All teams can hire a '"'U;f'IFJE-F__“h-—»..
of cheerleaders. Be jt dancers
musicians or even ﬂﬂrfﬂ““lng
mascots, a8 good cheerleagin
squad can work the crowd 4
encourage the players to ¢
The benefit of cheerleade,
on page 41:

B ang
ry hamEh

= Every team may hire Cheerleag,
when it 15 first drafted, for the oy
cost of 10,000 gold pieces
each, paid for from the Team
Draft Budget.

= Additional cheerleaders may be
purchased during a leagye i i
Hiring, Firing and Tenmﬂranl-,r E
Retiring step of the post-game
sequence (see page 72) for the
cost of 10,000 gold pieces gaph

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

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

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

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

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

» Teams able to hire an
apothecary may Inducea
number of additional Wantierng
Apothecaries for single £7¢
during a league in the Hire
Inducements step of the P =
sequence (see page 38)

rame

=

As mentioned previously, the Team Draft list containg SPaces 10 record several TEHME DHRFTED FOR SR l_-ql:'
other important details. This includes the team Treasury, the size of their fan EXHIBITION PLAY i ._--__1'-.-'

following, and the cash value of the team as a whole : =
; ormally, teams are drafted
N for league play, and in league
play Inducements are deall

TREASURY
Bluc-udﬁ-:}tw1l I.nlealma can amass vast wealth, Most of this is reinvested with in the pre-game sequance
immediately N Wages, recruitment and fﬂl‘ﬁﬁlngmstﬁ. s ME-Eame e _. .-__,.
' areful coach as described on pages 38 and 89
can build up quite the fortune. Tl e A
i 3 exhibition play, this is not the case.
Any gnl.d pieces not spent when drafting the team are recorded in the Instead, you may spend as much or
‘rrgasuw section of the TE.:am Draft list. D@r the course of a league season, as little of your Team Draft Budget as
winnings are added to this. The Trlu_asur';.r is used to purchase Inducements you wish on Inducements available
(see page 38) as well as new additions to the team, such as new players or b Your iam bt described ar g
Sicellie B9, provided your team contains
N the minimum of 11 players, not
DEDICATED FANS including Induced players such as

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

When a team is drafted, it will have a Dedicated Fans charactenstic
of 1 recorded on the Team Draft list {representing roughly 1,000 Dedicated
Fans), Over the course of a league season, this characteristic will increase and

decrease, though it will never fall below 1.

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

Draft budget.

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

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

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

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

Miss Next Game Casualty table result during the team's last game
and will be unavailable to play next game (see page 61). This is
the version of Team Value used to work out how much Petty
Cash is granted to the team with the lower value during the
pre-game sequence, as described on page 38,




I. THE FANS
lood Bowl

A GAME OF
TWO HALVES

Blood Bowl game is split into two haly
es of FAN FACTOR
s - oy (FF).
winner be tied at the end of the second half. The third 22 FLASEONIGR, o dekeTie Fan Fici
period is referred to as ‘extra time', In emulation of

Eames are always well attended. As well
a3 the Dedicated Fans, many “fair-weather fans’ come

along purely for the spectacie! Though they rarely

Care much about either team they will invariably pick one to

cheer fior.

f this hﬂdmﬂ'ﬂ, a game of Blood Bowl Plﬂll"Ed on the - Eaﬂhhmﬂ-:h molls a D3, This represents how many fals
. 3 ’ = W s weather tans ara cheering for their team =
= The £ N et - . e :ﬂ:t&; :: :ﬂxgﬂﬁ. :E:;;I:s.he;cn cunsfstmg of * [Each coach adds their Dedicated Fans characteristic i ;___,.__ ——
L) 4 . ch hall consists of 16 the number of fair-weather fans cheering their t -
tumns and the game overall of 32 turns. g their team,

SETTING UP THE GAME L ST Yol of s e
i ond B T T cheering for your team and should be recorded in the 'FF'
e INg up a gamg of Biood Bowl is simpla. All that (Fan Factor) section of your Game Record sheet
is needed is a pitch and a pair of coaches ready for

action, each equipped with a team of models and the
appropnate markers. With the pitch placed between them

each coach places their dugout beside one of the End Zones,
This indicates which half of the pitch belongs to their team.

2. THE WEATHER

tood Bowl is a game played ar!:'ll.f-l::-l'l.'!wﬁl by hardy
individuals, so it takes more than a little inclement
weather to halt a game! However, extreme weather

’ — -, X mﬂd'lt'IDFI'i cCan |"|a'l.l1'_" qultﬂ an impa o | Lipan 1he Ll.a-“"\..
' 2 =l s Both coaches then place their teams on the pitch and

their markers onto their dugout before quickly explaining the Each coach rolls a D6. Add the results together and
details of their team for their opponent’s benefit.

refer to the Weather table below

PRE-GAME SEQUENCE

_ WEATHER TABLE e

nce the game is set up, the pre-game sequence 2D6 RESULT = 3
S begins and both coaches run through the following 2 Sweltering Heat: Some players faint in the
:" sequence ol steps:

unbearable heat! D3 randomly salected players
from each team that are on the pitch when a drive
A @nds aré placed in the Resarves box, They must
miss the mext drive
Very Sunny: A glonous day, but the clear skies and
bright sunlight interfere with the passing game!
Apply a -1 modifier every time a player tests agains!
their Passing Ability,
4-10 Perfect Conditions: Neither too cold nor oo hot.
A warm, dry and slightly overcast day provides
perfect conditions for Blood Bowl.
Pouring Rain: A tomential downpour leaves the
players soaked and the ball very slippery! Apply a
-1 modifier every lime a player makes an Agility

THE FANS: Both coaches roll a D3 and add their
Dedicated Fans characteristic. This determines 3
each team's “Fan Factor’. |

THE WEATHER: Both coaches roll a D6,

adding the results together and consulting the ‘
Weather table.

TAKE ON JOURNEYMEN: |f a team cannot field 11 |
players for a league game, the team temporarily |
takes on a number of Journeyman players n
INDUCEMENTS: Both coaches decide if they will

purchase any Inducements for the game ahead,

paid for from a team's Treasury, from ‘Petty Cash’, test to catch or psck-up the bali, or to attempt o K-

or both. : interfere with @ pass.

THE PRAYERS TO NUFFLE TABLE: If one team 12 Biizrard: Freering conditions and heavy falls of R
now has a lower CTV than the other, it may be ; snow make the fooling treacherous. Apply a -1 't L 5
able to roll on the Prayers to Nuffie table. modifier every time 2 player attempts to Rush an P i
DETERMINE KICKING TEAM: A coin is flipped exira square.

or dice are rolled to determine which team will | Additionally, the poor wisibility means thal only

kick-off (play defence) and which will receive Quick and Short passes Can be attempted
(play offence) on the opening dnve
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v meyman counts towards CTV. Th |
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tad for exhibition play must
M,I 11 plavers. 1NiS step carll be skipped
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4. INDUCEMENTS

EN e
E ON JDURNEYM f a leagueé f'm”i :

e value they

head of any league fixture, play-off season game
or cross division friendly, each team can spend
Id pieces from their Treasury, from Petty Cash

i) 1
AW ILE
-

halow) or from both, to purchase any Inducements

|5 DTIUYY ) Ui

hie tn them. These are then recorded on tNe team's
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that as described on page 102, Inducements
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are handled differently In exhibition D!a}’.

PETTY CASH

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

Petty cash cannot be kept; it must be spent on
inducements for the game ahead. Any gold pieces not

spent are iost

TREASURY ' .

Both teams are free to spend gold pieces from their
Treasury to purchase Inducements. If one of the teame

nas been given petty cash, gold pieces from its Treasury
can be added to this.

!r‘ : L] L

U pieces spent in this way are immed;

. :
geducted from the Treasury A

——

“gMMON INDUCEMENTS T
e avalableare many s ey
‘ €

 age 89 are the ‘common’ Inducements always SR
available at the prices shown there. Certajn teams e
have access 1o Inducements unique to them and fyt i
Supplen}eﬁtfp WFIH dEtaT| thGSE al‘ld MOore. Ure g
THE UNDERDOG B :
Once finished purchasing Inducements, yoy W |
-ecalculate your CTV. If at this point one team has a |o s
CTV, that team 15 referred 10 as the "Underdog’ and itgwer | (
coach may De eligible to appeal for ‘divine mtervention' f
by rolling on theé Prayers to Nuifle table in Step 5 ?
5. THE PRAYERS TO NUFFLE Tap¢ ;f = Spieeeas
m n league play (but not in exhibition play), the Prayers™ : PRAYERS TO NUFFLE TABLE Ay T — A
to Nuffle table may often be used during this step of f DI6 RESULT BaT Tt o
T T T R I e e T R T e T T e T o o o e ey e e e i I A AR S T~ WSS R At S0, LUP S LB
the pre-game sgquence. In both league and exhibition !] | Treacherous Trapdoor: Until the end of this half, every time any player enters a Trapdoor square, for any |
play, it may sometimes be used at the start of a driye as | reason, roll a D6. On a roll of 1, the trapdoor falls open and the player is immediately removed from play.
described on page 41, | Treat them exactly as iIf they had been pushed into the crowd. If the player was in possession of the ball, it
: bounces from the trapdoor square.
During this step of the pre-game sequence. the Friends with the Ref: Until the end of this drive, you may treat a roll of 5 or 6 on the Argue the Call table as
~oach of the Underdog team may roll once on the Prayers | a “Well, When You Put It Like That..." result and a roll of 2-4 as an “| Don’t Care!” result.
‘o Nuffle table for every full 50,000 gold pieces of f Stiletto: Randomly select one player on your team that is available to play during this drive and that does
difference in CTV. | not have the Loner (X+) trait. Until the end of this drive, that player gains the Stab trait.
[ron Man: Choose one player on your team that is available to play during this drive and that does not have
the Loner (X+) trait. Until the end of this game, that player improves their AV by 1, to a maximum of 11+.
't the tabl ' A
_ROH a D15 2iIC C(?jnsul_ : Tt XL thde HaEE : Hnuckle Dusters: Choose one player on your team that is available to play during this drive and that does
opposite, Te-ToHINE Aty P ar.1 Make 2 not have the Loner (X+) trait. Until the end of this drive, that player gains the Mighty Blow (+1) skill. —
wote of the result(s). All results rolleq on this table come Bad Habits: Randomly select D3 opposition players that are available to play during this drive and that do
into effect at the start of the next drive. Most results fast ; not have the Loner (X+) trait. Until the end of this drive, those players gain the Loner (2+) trait.
until the end of the next drive (i.e., the drive which starts [ Greasy Cleats: Randomly select one opposition player that is available to play during this drive. That player
immediately after this roll is made), then they cease to : has had their boots tampered with! Until the end of this drive, their MA is reduced by 1.
apply. Others last until the end of the half and a few f Blessed Statue of Nuffle: Choose one player on your team that is available to play during this drive and
results last until the end of the game. { that does not have the Loner (X+) trait. Until the end of this game, that player gains the Pro skill.
;_ Moles under the Pitch: Until the end of this half, apply a -1 modifier every time any player attempts to
6. DETERMINE KICKING TEAM | Rush an extra square (-2 should it occur that both coaches have rolled this result).
g s - ! - - ‘ -
very game of Blood Bow! starts with a coin toss to ’ Perfect Passing: Urtltl ét;epend of this game, any player on your team that makes a Completion earns A o
N . (1.* . - he usua . r 23 b
| ill be the ‘kicking team rather than t ‘ |
detemif e tea? :t m will be theg‘receiving Fan Interaction: Until the end of this drive, if a player on your team causes a Casualty by pushing an _ AN s
(the defance) QudHIE e - | opponent into the crowd, that player will earn 2 SPP exactly as if they had caused a Casualty by performing a s
team’ (the offence). In a real Blood Bowl! game, this | T T
simple ceremony is much beloved of DUoC o 11 ft?e | Necessary Violence: Until the end of this drive, any player on your team that causes a Casualty earns 3 SPR 5
t is invariably when violence first breaks out Ibetween ! e She o
teams, the fans and, quite often, the officials: 1 Fouling Frenzy: Until the end of this drive, any player on your team thﬁt causes a CBEUBIW with a rou %
, E action earns 2 SPP exactly as if they had caused a Casualty.by performing a Blutck ac Em.[ S |
On the tabletop, this ritual can be recreated either | rhrow a Rock: Until the end of this drive, should an opposition player Stall, at the ‘e” 0 i | Py
by tossing a Blood Bowl coin, or by a D6 roll-off. Once :l you may roll a D6. On a roll of 5+, an angry fan throws a rock at that player. The player Is imm y s
_ : ; _ Sal d 1’ o e
it has been determined which is the kicking team af | Knocked Down. | PSS s
= (e | - | o i on the opposing team that commils a rou | : £: bk
which is the receiving team, the opening drive of the .- Under Scrutiny: Until the end of this h;':!flf. anw{ prljy;;uble ¢ nr:?t B LT e
. . : ick- ds : alu - : | '
game begins in earnest with the set-up and Kick-off ¢ automa.thEi“Y sﬂeeﬂn byéheJEfelrei'eT;:tngln: ;aYEr on your team that is available to play during this drive and oy
describ . Intensive Training: Rancom’y | '- er gains a single Primary skill of S S
NP & g that does not have the Loner (X+) trait. Until the end of this game, that player g B §
B your choice. i s
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DRIVE SEQUENCE
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THE KICK-OFF: A player

i =T nl-

3 THE KICK-OFF EVENT:
G a el

Cuamt §

TO0 MANY PLAYERS !

0 5, 100 many players will

ake their way onto the pitch

5 5polted before the first

| B
B MF

e TV E.."'::_.-]' ":C.‘H_*:l

e
o

stake. i, howeyver the

Tirsizke 1s not spotted until affer

e frst tum of the drive has
UEUn, any extra player(s) will be
sent-off for committing 3 Foul,
=xaclly as described on page 63,
Witich player(s) are Sent.off

| & decided by the coach of the

| Opposng leam

T-UP__ —— i of their available players on the pitch_y
—  ~aches place dit & |

—
. § ”H.!r@.
enan 11 players available, those not chosen to Play the dr
hals ha Reserves box until the start of the next driye ve
B ek i

ed i § At
pRECE than 11 players at the start of a drive, =
- "!':"l"lf | § 15 ) : (B
2 the number of available players is likely to ba reduceq
. jabar drives, Line 37 : : _ .
[r1 1ake | _'-'L hing in the Knocked-out or the (’jagu;ﬂw box. This i«
e I‘“'I 1 ] 3 :
-."-Ir'1 [.:-|.:|'|-\.- = n.'! _"'|':':'il I.I I!l':\:'.': ':-|-rEl I.l-\i:‘lt:"l‘:l [!:I E,g-__"t |_||] ] ] [__Ial:lII{LrE. -;-,'I-t thE Slart Ef :
-itted, if not 10t

.r-~l==_;[ b o ol available players — no players can be placeq |
| TTHLE i ]

jater dnive, JE° L ar than 11 players are available.
EWEl LEEeREE =

the Reserves DOX |

2 team <ot up first, fallowed by the receiving team, as follows.
The kicking Leatit == -

Both teams set up fully within the area between their own End Zgne S
.r;L ..:.rf of Scrimmage. Neither team may set up any players beyong the
..-~.=I of Scrimmage in the opposition's half.

Eﬁ,n31 can set up @ maximum of two players in each Wide Zone

] IurEr words, each team can set up four players in *.*».f'icﬁe Zones,
Sroviding they are split equally with two players PEF Widezone.

. A team must set up @ minimum of three players in squares within the
centre Field, directly adjacent to the Line of Scrimmage.

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

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

of the kicking team makes the kick-off.

NOMINATE KICKING PLAYER

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

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

PLACE THE KICK

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

team places the ball in any square they wish, occupied or unoccupied, In 1€
receiving team’s half of the pitch.

—

THE KICK DEVIATES B -

Hicking the ball is not a precise art, and a bad kick can see the ball [and
wildly off target. The coach of the kicking team rolls both a D8 and a D6 !
determine deviation, as described on page 25. At this moment, the ball It

ji_i'ﬂ'ﬂ figh in the ait. No attempts can be made to catch it until after the
Kick-off event’ has been resolved.

=

s

= -
PNl =
T S liniTy

3. THE KICK-OFF EVENT

-_h_.‘_
THEKICK-OFF EVENTTABLE ——
206 _RESULT - S _

Z

very kick-off is a unigue event.
Almost anything can happen
and often does!

g” the Ref: Ef_lﬁh team gains a free Bribe Inducement as described e
i e ~.g]‘ This Inducement must be used before the end of the | _
Bame or it is lost. all

Immediately after the kick has T
E ‘me-aut: If the kicking team’s 1 : B, 7 g -
_whilst th il ; -Aillp lEaM S urn marker isontlumn 6, 7 or B =
dnﬂ‘::f:zfi'l Thel ;:::ﬂc: ‘:{' '[1*:2 i:!L:’:Eh for the half, both coaches move their turn marker back ane space —
I = |'_'|||*I:I_, EDE' and coraites B ':!'I.I'III':HIHEE, h‘fJ‘lh coaches e thedr furn marker forward one Space.
Eiumc:ﬁ Event table opposite - Solid Defence: D3+3 Open players on the kicking team may be
: removed and set up again in different locations, following all of the ==
WHAT GOES UP, R pe
L High Kick: One Open player on the recei - '
MUST COME DOWN piay eceiving team may be moved —

Once the Kick-off event has been
resolved, the ball will come back
down to be caught by a player or to
land on the ground, as described on
page 25.

any number of squares, regardless of their MA, and placed in the =
same square the ball will land in. —
Cheering Fons: Bath coaches roll a D6 and add the number of

cheerleaders on their Team Draft list. The coach with the highest

total may immediately roll once on the Prayers to Nuffle table. In the '

case of a tie, neither coach rolls on the Prayers to Nuffie table. Note

TOUCHBACKS

that if you roll a result that is currently in effect, you must re-roll it.

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

If the ball deviates or bounces

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

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

“Creepers! Creepers!

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

They love a fight player(s). On a roll of 2+, the player and the referee argue and
with Elves! come to blows. The player is Placed Prone and becomes Stunned.
Or Orcs, or Dwarfs, On a roll of 1 rm'am:;t. the player is immediately Sent-off, as
described on page ba.
g;:;ﬂu:;n fight Pitch Invasion: Both coaches roll a D6 and a.d.uj lihﬂlr Far! Factor
themselves!™ to the result. The coach that rolis the lowest randomly :;,..:1-_-m D3 -
- Popular chant among of their players from among those on the uﬂc.h !n:he case nL:a{:ur_: =
Underworld Creepers fans hoth coaches randomly select D3 of their players from amaong ose

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



Dilj
the beginning of each and every one of A ty at

turns to move the turn marker along the Turn

tracker on your dugout. If either coach forgets tq Move
| their turn marker, a polite reminder to do sg
|

PLAYER ACTIVATIONS

uring your team turn, you may activate each
standing and/or Prone player to perform ohe
action available to them, but you are not Obligeg
o activate every player. Players that begin their e
turn Stunned cannot be activated. In ideal CirCUmStances
you will be able to activate every player without mistiag |
hut all too often a turn will end with a Turnover mEEHEnIg
that some players will inevitably not have been activated
when the turn ends.

| g s mentioned previously, it Is your respongini—
A |

tEa m

IS In Ordet

DECLARING ACTIONS 2
When you activate a player, you must declare the action -
that player will perform (and, if required, the target

of that action). You may not move a player and then
declare that player will perform a Pass, Throw Team-mate,
Hand-off, Blitz or Foul action. If a player is moved withoyt
first declaring their action, the player can only perform a
simple Move action.

team turm
2. KICKING TEAM'S TURN: After
play pass€

the receiving tearm

m that
have taken their turm s to the tea

kicked, the defence.

until the drive ends with a

This sequence IS repeated
e end of the game:

touchdown, the end of a half or th

At the beginning of the first half. which team kicks-off
and which team receives will have been decided Dy

You are never obliged to complete a declared

the coin toss, as described on page 38. action. For example, if you declare a player will perform a

+ At the beginning of the second half, play is reversed, ~ Fass action, you may decide against performing the Pass
vith the team that received and played offence at the  action itselt once movement is complete. If, after moving,
you decide against performing the declared action, the

action still counts as having been performed this team
turn and cannot be performed by another player.

start of the game now becoming the kicking team,

and vice versd

,.}(_ » Should any drive end with a touchdown before the
% end of the half, the team that scored the touchdown
v will kick to the team that conceded the touchdown.

A team turn ends either once all eligible players

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

ACTIVE AND INACTIVE TEAM P

During your team turn, your team Is referred_tﬁzs the

active’ team. During your team tumn, your opponent’s

team is referred to as the ‘opposition’ or the
Inactive’ team.
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MOVE By o
The most basic action. Any player on the acm
that is not Stunned can perform a simple Move action.
Movement is covered in more detail on page 44

2 R A R0 O Ay
PASS

Once per team turn, a player on the active team may
attempt to pass the ball to another square, as described
on page 48.

HAND-OFF SR R e
Once per team turn, a m
attempt to hand the ball off to another Standing player
from their team that Is in an adjacent square, as

described on page 51.

—-—-—-—-—_—___,_____________—_

THROW TEAM-MATE el 2
Once per team turn, instead of performing an ordinary
Pass action, a player on the active team with the ‘Throw
Team-mate’ trait may attempt to throw a player from
their team that has the ‘Right Stuff’ trait. A team may
not perform both a Pass action and a Throw Team-mate
action during the same team turn. Throwing team-mates
is covered in more detail on page 52.

Lmemes = - = ——

BLOCK

‘Block’ is the term used when a player targets an
opposition player with an attack, hoping to push them
back, knock them to the ground and perhaps cause a
lasting injury. A Standing player on the active team can
target a Standing opposition player that is within their
Tackle Zone with a Block action (or a Special action
granted by a Skill or Trait that can be performed instead
of a Block action), but cannot move before or after
performing the action. Blocking is covered in more detail
on page 56.

BLITZ

Once per team turn, a player on the active team may
perform a Blitz action, an action that combines together
both a Move action and a Block action (or a Special
action granted by a Skill or Trait that can be performed

instead of a Block action). When a player performs a Blitz

action, they may move as normal. However, performing
the Block action costs a Blitzing player one square of
their Movement Allowance. The player may move both
before and after performing the Block action if they
wish, and may follow-up if the target of the Block action
is pushed back. Movement is covered in more detail

on page 44 and Blocking is covered in more detail on
page 56.

e A A R
FOUL ) o -

Once per team turn, a player on the active team may

commit a Foul action, stealthily sticking the boot into
a downed opponent when they hope no one is looking!
Fouling is covered in more detail on page 63, but be
warned that such flagrant disregard for the rules may

result in the active player being Sent-off and the team
turn ending with a Turnover,

SPECIAL ACTIONS :

In addition to these seven main actions, there are
numerous Skills and Traits a player may possess that
allow them to perform another, unique action. Examples
include Hypnotic Gaze, which allows a player to transfix
an opponent, causing them to temporarily lose their
Tackle Zone so that they cannot Mark other players.

Such actions are called ‘Special actions’ and are
detailed in the appropriate Skill or Trait description. A full
list of Skills, Traits and descriptions of how they work can
be found on page 74.

ACTIVATED PLAYERS

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

To help with this, at the start of each team turn
you should make sure that all of your players are facing
towards the same End Zone. Once a player has been
activated, the model should be turned around, so that it

is facing towards the other End Zone. In this way, both
coaches are able to tell easily which players have been
activated and which players have yet to be activated,

A Standing player that loses their Tackle Zong '

should be turned to face one of the S:idelines,. The
player should be left facing the Sideline until their next

activation begins.
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OCCUPIED SQUARES
II_IT i% a Stand Mg Prone or Stunned player from either
team in a square, that square is said to be ‘occupied.
Players may not move into or through an occupied
square. The ball can never come to rest on the ground
in an occupied square and will continue to bounce until
it lands in an unoccuped square or IS caugnt by a

atanding plaver st

¢

| STANDING UP e

A Prone player can do nothing without first sta
s Prone player can stand up when they are ac
IIJ- g - T

'1[1;1P:?E"—\—

perform any sction that includes movement. tivateq to
I . The only time @ Prone player can stand up jg durin
their team turn, at the start of their activatign
. Standing up costs a Frone player three |
their Movement Allowance.
. |f a Prone Player with a Movement Allowance of 2,
pss (before or after maodification) wishes tq stand :
roll a D6: B,
. (On a roll of 4+, the player is able to stang b,
using their full Movement Allowance to dp 5o

- Onaroll of 1-3, the [J|a}l|31 IS unable to fighl_
themselves. They remain Prone and their
activation ends.

- A Prone player with a Movement Allowance gf X
less (before or after modification) may Rush after
standing up.

3) squares of

If a Prone player is not activated during their team
turn, they will remain Prone until they are activated in 3
[ater turm.

RUSHING

Whenever a player performs any action that includes
movement, they may attempt to gain an extra one or twg
squares of Movement Allowance. This is called ‘Rushing’.
These extra squares of Movement Allowance may be
used to move, to perform a Block action as part of a Blitz
action (see page 59), to Jump over a Prone or Stunned

player (see page 45) and so on, just as if they were
normal movement:

« At the end of the player's movement, declare that they

will Rush and move them one more square.

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

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

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

If the Rushing player is still Standing after Rushing

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

When a player is Rushing, the D6 roll comes befo

any other rolls that may be required, be they to Dodge.
pick up the ball or anything else.

MARKED PLAYERS
AND DODGING

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

To Dodge, a player must test against
their Agility as described on page 29,
Declare that the player will Dodge
from the square in which they are
being Marked, and move them into
any adjacent, unoccupied square:

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

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

= |f the dodging player is being
Marked in the square they have
moved into, apply 2 -1 modifier
per player Marking them.

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

being used by an opposing player.

OPEN PLAYERS

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

JUMPING OVER P
itk e ﬁﬂagtﬂi’i_ﬂ_ﬂim NNED PLAYERS

over a single ag Hon, @ moving player can atternpt to Ji Jmp"
T inm; lacent square that is occupied by a Prone or Stunned
yer, fl Undccupied square beyond. The squares the active

nio will depend upon the direc : :
are moving, as shown in the dia Brams below: S SR IR WhICh they

player

——
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Jumping over a square in this way uses Movement Allowance exactly as if the
player had moved into and out of the square

' . they are jumping over. To Jump
over a square that contains a Prone or Stunned player, a player must test

against their Agility as described on page 29:

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

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

i5 applied.

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

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

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

MINDY PIEWHISTLE'S RUMOUR ROUND-UP

Valen Swift must have annoyed a reporier somehow, llm:ause F numb:er
of publications (including Spike!) have been making _n‘ known that he's
put on a whole heap of weight. Now, I'm not ane to jump to the defence
of an elf, but I can smell a smear campaign a mile off. | mean, have you
seen what Valen eals? | dan't think it's his diet that's the problem so
much as his love of Bloodweiser beer...

————
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tions are - caught by another player on the active team

After successfully picking up the ball, the player
may continue moving if they wish and if they are abie

Mote that should a player ever be moved
involuntarily into a2 square in which the ball is placed,
they cannot attempt to pick it up. Instead the ball will
hounce, but no Turnover is caused.

MINDY PIEWHISTLE’S
RUMOUR ROUND-UP
They say the weather can have a big impact on a game.
Apparently this one time, during a freak magical blizzard,
the ball vanished during the kick-off. This supposedly
didn't affect the game though, as none of the players
noticed until the second half!
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Pass action in
may perform 2 This ta
another pare.
gt Tmnrﬂir:lﬁuﬂ or Stunned player (o
wur it may be unoccupied.

MEASURE RANGE AND DECLARE TARGET SQUARE:
The range ruler is used to measure the range to oy
possible target squares, before the target square 1S
chosen and declared.

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

PASSING INTERFERENCE: Unless the pass was
fumbled, one opposition player may be able to
attempt to interfere with the pass, hoping to ‘Deflect’
or 'Intercept’ it.
* RESDLVE PASS ACTION: If the pass was neither
fumbled nor interfered with, the pass itself is resolved!
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rget square may be

SURE RANGE AND
EELAHE TARGET SQUARE
Dnce you have activated a player and declareq that :
will perform @ Pass action, you are free tg Measyrg they
range between the player and any possibje g o ¢ e

whenever you wish, even interrupting the nlamrtf”“'h‘
movement to do so.

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

ﬁﬂﬂﬂpmd
Er end o

e I EUII:I': pass

s [I: Short pass

s [II: Long pass

= /Ili: Long bomb

Any squares that are beyond the reach of the Fange
ruler or that are intersected by the end of the range
ruler are out of range and cannot be the target square
If the line between two range bands intersects the farget
square, it is considered to fall within the higher range
band. If it is not clear which range band the target square
falls into, refer to the Passing Range chart shown below.

— = —mE o = T = e

BT RX ¥ | Passing player
3 b & Quick pass

| :f I Short pass

DECLARE TARGET SQUARE

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

TEST FOR ACCURACY
The player performing the action now tests against

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

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

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

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

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

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

ACCURATE PASSES

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

INACCURATE PASSES

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

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

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

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

FUMBLED PASSES

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

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

* If the player has a PA of *-', the pass is
automatically fumbled.

When a Pass action is fumbled, the activation
of the player performing it ends immediately. The ball
s dropped, bouncing from the square occupied by the
player performing the action, and a Turmover is caused,
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A a5 described abOVE. Ability test as described previously. If the ball lands in a
square occupied Dy @ Standing player that has not lost
their Tackle Zone, that player must attempt to catch it,
as described opposite. If no player on the active team
catches the ball after a Pass action and the ball comes tg
rect on the ground or in the possession of a player from
the inactive team, a Turnover is caused.

ruler when place

A

If any opposition players are in a position (o
attempt to interfere with a pass, the coach of the
opposing team nominates one to make the attempt
and lests against their Agility, applying the following
maodifiers to represent the difficulty of attempting to
snatch the ball from the air:

-
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* Ii the player is attempting fo interfere with an accurate
pass, apply a -3 modifier.

* If the player is attempting to interfere with an
inaccurate pass, apply a -2 modifier:

* [ Ihe player s attempting to interfere with a wildly
maccurate pass, apply a -1 modifier

* Apply an additional -1 modifier H the player

5 Deing Marked.

CATCHING THE BALL THROW-1NS

here are many instances when the rules wjj) hould the ball | '
call upon a player to attempt to catch the ball. Leaorpien eave the pitch at any time, the
A player that is able to cateh the ball izt will throw it back into play. This is done

attempt to do so, even if their coach does not Want that using the Throw-in template: 3 s .

layer to catch the ball! __""—“"”I e
piay A FFJEttlthn the Throw-in template (as shown in the e
To catch the ball, a player must test against their diagram below) with the Blood Bowl logo over the last . gy o e

square the ball occupied befora leaving the pitch and -
roll a D6 to determine the direction the ball travels in.
When the ball is thrown-in by the crowd, it traveis
206 squares from the last square it occupled before
leaving the pitch, in the direction indicated by the
Throw-in template, before landing.

If the ball lands in a square that is occcupied by a R~
standing player that has not lost their Tackle Lone,
that player must attempt to catch it If they fail, or if
the ball lands in an unoccupied square or a square

. : that is occupied either by a standing player that has «-I'
= [f the player 15 attempting to catch a ball that has o5t their Tackle Zone or by a Prone or Stunned player, £

been thrown-in by the crowd (see opposite), apply a It will bounce before it comes to rest on the ground. :

-1 modifier. =
= [f the player is attempting to catch a ball that has

scattered or deviated into the square they occupy,

apply a -1 modifier.

Agility as described on page 29, applying the
following modifiers:

« |f the player Is attempting to catch an accurate pass

or a Hand-off (see page 49 and below), there are

no modifiers. s
= |f the player is attempting to convert a Deflection into

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

apply a -1 modifier.

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

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

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

HAND-OFF

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

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

CORNER THROW-INS

Should the ball leave the pitch from a cormer square,
the direction of the throw-in is determined by placing
the Random Direction template, as shown in the

diagram on page 21, and rolling a D3.

A Hand-off action is not a Pass action, and there
15 no test required to perform the action itself and even
a player with a PA of '-' may perform a Hand-off action.
The player performing the action simply needs to be
in possession of the ball, The player receiving the ball
however, must test against their Agility to catch it,
as described above,
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The player performing the acio
all of the normal movement rules. but must be In a
gguare adjacent to the player they wish to throw when

the throw is made: they cannot pick up and carry a team-

mate before throwing them. Once the throw has been
resalved. they may not move further and their activation

comes to an end:

» MEASURE RANGE AND DECLARE TARGET SQUARE:

The range ruler may be used to determine the range
between the throwing player and any possible

target squares, before the target square is chosen
and declared.

* TEST FOR QUALITY: The coach of the player

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

RESOLVE THROW: Where the thrown player lands,
and how easily, depends upon the quality of the

throw. If the throw is fumbled, the thrown player is
dropped and will bounce,
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AND DECLARE TARGET SQUARE
As _L'.:IF_H_F':?-;-.; action, once the player Dﬁﬁnrrﬁ;@—im
i _mate action has been activated and the

Throw Team :
you are free to measure the range

action declared, .
petween he player and any possible target SUareg
Ll'l:r"p“” you wish, even interrupting the player’s

whe

movement to 00 sO.

MEASURING RANGE S
When throwing a team-mate, range is measured
using the range ruler exactly as described on page 4g,
h:m-.:c;rnr. when throwing a team-mate, only half of the
range ruler 15 used. Therefore the target square wij| fall
into one of the two bands marked on the first half of e

range ruler:

s [+ Quick throw
s [ Short throw

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

shown below:

Throwing player
Guick throw
Short throw &

DECLARE TARGET SQUARE

Dnice range has been measured and the player pe .
the action has completed their movement, the .targ&q
square is declared. The target square must be in rarce
and may be occupied or unoccupled.

rforming

TEST FOR QUALITY TERRIBLE THROWS

Once the rar:jge I'.las Deen measured and the target square I, when making the Passing Ability test, the dice rail Is
declared, a Passing Ability test is made to determine a 1 after modifiers have been applied, the thrown player

if the throw is ‘superl’, ‘successful’, ‘temble’ or is will deviate from the square occupied by the player
‘fumbled'. The player performing the action makes a performing the Throw action before landin
Passing Ability test as described on page 29, applying the B

following modifiers based on range;

FUMBLED THROWS

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

» |f the player is attempling a quick throw, there is
no modifier.
= |f the player is attempting a short throw, apply a

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

= : _ rolled, the throw has been fumbiled.
In addition to the above, the following modifiers may * It the player performing the Throw Team-mate action

also apply: hias a PA of °-', the throw is automatically fumbled

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

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

SUPERB THROWS

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

SUCCESSFUL THROWS

If the Passing Ability test is falled, the throw is still = . Z
successful, After scattering, the thrown player will find it - " - —
harder to land. _ ]\" —_.




_— [RNDING IN AN OCCUPIED SQUARE ——
e the scatter has been resolved, the |_Iﬁ-:_-_-.~.;|_-~_.|_{.'.- -

il .;'.n':]!_ the

cupied square:

fands 1 an U
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i Armour roll and possible |I'|il”':"' roll 1s mg -
e ,ﬁruf..lr: 9Bains
stunned)

The thrown player will bounce (as if they wera 5 g
e1e 2 ball)

from the ':":-]:-'-;”'-.l [|'|I_‘:u' |r'.||'u:_'i N and will ..il_JI_l_'|.|‘|=_a1-”.E”|_
el ly

them even I they Were already Prone or

Fall Over upon landing, as described on page 27
L . L : gt = LB S5 S
chauld the thrown player bounce into another

I.'!l_'.l'jl.:'.-ll."’j square, the above process is repeated

—

PN e e L T _-_-_‘_'_-—_
n player was Prone of stunned, or had losp

their Tackle Zone before they were thrown, they cannot

attempt to land safely:

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

[he

and an Armour roll and possible Injury roll is made
against them.

¢ if the roll is a natural E@ﬂ%
considered to Should the thrown player scatter off the pitch, they will
land in the crowd. The player is immediately removed
from play and placed in their team dugout. Landing in
the thrown player will the crowd is very dangerous as Blood Bowl fans are
. involuntarily.  notoriously violent, so the player risks ‘Injury by the
Crowd', as described on page 61. This will determing
if the player is placed in the Reserves, Knocked-out or
Casualty box.

{ eately and i

_ If a player in possession of the ball lands in the MINDY PIEWHISTLE’S
ed later in the tumn if possible, crowd after being thrown, a Turnover is caused and RUMOUR ROUND-UP

ed after a traumatic landing. the ball will be thrown-in by the crowd as described on They say, one of the biggest mistakes
page 51. McMurty's made was introducing the

Big Murt sandwich, a special edition
version of their famous Big Moot.

The marketing campaign was enormous,
they even got the Galadrieth Gladialors
involved - but then the news broke
that it was something called a ‘veggie
burger’, made of wheal, mushrooms
and beans. What were they thinking?
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aLOCK ACTIONS

M |.|_||,.- i

hen a Stand actvatioo ey ra
1]
= el oy noaminate o single S '-"|'||,:
aoposition player Uat they are currantly
vindking and decld

e That Uvosy walll | el 1o with a
down . . Inlike other actions, there s nag lmgg iy
. Ay plnyet may perfonn a Bock ACHON pach
11 Ll
A player porfonming a BIOCH action cannaol T
- « after. 8N { Prone | lavers cannol '.|.'.|:'Zj Up and
nreny & Block action, However, i the targel of the
L actiol oushed Dack N0 anotner squarpe the
iayer that made the a tion may ‘lollow-up’ into the
..|.I|r.-- sacaled, carned forward by Ihe momentum ol
[ [Lack

Once per led turn, & singlé plaver on the active

O I‘:l I." Aclion |ﬂ' |.r-||1.|" .-1['.r|::|r| t:{]”]hl”{_‘.\

T
i imy TThEYYy [MErc

inek action with a Move action, A Blitz action may be

anrfammed iy a Prone player

Rlock aclions are resolved using special block
dier uniaue to Blood Bowl. How many block dice are
, and which coach chooses the resuit to apply is
ielermined by the Strength of the player pEr!'ﬂrrnlng the
Biack action compared with the Strength of the player
that s the target of the Block action,

STRENGTH

Once an aclive ;Jlrw_nr has declared they will perform a
Block action and nominated their target, the next thing

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

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

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

» |f one player has a Strength characteristic that is more
than double that of their opponent, after modificatio

a pool of three block dice is rolled and the coach 0!
the stronger player selects which resull to apply.

e ——
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AGSISTING A BLOCK

[he Strangth characlenstic of the =

BLOCK BICE
Once offensive and detfens
ol block dice 1o be rofled
five icons, eae
rmhencd if ey vy Skills

player that 15 parlorming the Block

e a5asls have been worked oul and the number
determined, roll the block dice Blork dico lexture
h representing an outcame, Some of these outcomes can be
or Traits possessed by one or both players

action, o of the player that is the
{argel af the Block action, can be
modified by assists offered by leam
males that are in a position to help
i this way, two of more players can
gang up on another, There are two
types of assist that can be counted:
‘offensive’ and ‘delensive’,

PLAYER DOWN!
E:Jrﬂeif'imi.: has Eone lerribly wrong and the player ;_w!-r}r-r.r'-.r.n-f.; :
the Block action has come off the worst. The active player is

imimediately Knocked Down by the player they were attempling
10 block!

:tl_.,_F_F...-E_“.-E—IEﬂ-—EE!E-T..S:.-. Sy “ E!TJ r!i IH'I'HH = - S — —— R—— =
An oflensive aaa:f.t is when anolher Neithe t-ﬁléyér S it partlcuta_ﬂ? -.-_mﬂ, Eﬂhlh_-l" A PR
player on the active team, a team- player and the target of the Block action sre 3‘-‘-*1“ o
mate of the player thal is performing Krioc Diwm

one another
ihe Block action, Is able to assist
To offer an ofensive assist, a player
must be Marking the opposilion
player that Is the target of their team-
mate's Block action.

If one of the players has the Block skill (as described on page
/6], they may choose to ignore this resull and not be Knocked
Down. If both players have the Block skill, they may both

ignore his resull, in which case both players bash heads in a

clatler of armour, but nothing else really happens!
A player cannot offer an

offensive assist if they are being
Marked by any opposition player
pther than the one that is the larget
of their team-mate's Block action.

PUSH BACK

——

The active player gives their opponent an almighty shove,
forcing them backwards. The target of the Block action is
pushed back one square by the active player. The active player
may follow-up into the square vacated, Pushing other players
is covered in more detail on page 58.

STUMBLE R e O 8
The target of the Block action attempts to avoid their
aggressor. |f the target of the Block action has the Dodge skill

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

DEFENSIVE ASSISTS

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

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

T

The block is Iremér;lﬂ:'.b_l.tsty effective and the target keels over

to land flat on their back! The target of the Block action is
pushed back by the active player and is then Knocked Down in
the square they have been moved into. The active player may
follow up into the square vacated.

A player cannot offer a
defensive assist if they are being
Marked by any opposition player
other than the one that is performing
the Block action against their
team-mate.

Each defensive assist counted
madifies the Strength characteristic
of the player that is the target of the
Block action by +1.
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|f thene are na uno [

L e € a3 pushed ——
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< always the coach o ”,1 e jice. I a pool of twa A When a player is chain pushed, they are pushed baey,
action that w il roll the DI “:.I- : ,1; ‘s slways the ,r._nr.:i I_*r homseives pxactly as described above. The ﬂl]-ﬂl‘ﬂ-:}[]ﬁ_hﬁu
more block dice fs Deing !L':ﬂ;rug‘u; 1hat will select Wik Llw'a;pr s moved into a square chosen by the coach of
the player with Ihe IIIF!Tr.EI.r.--.:r 13"II'.E=H}'I"".’ performing the Block action. The squares ,
it is applied against the 1376 :h;w pushed player can be moved into will depend Upon

ninte that when both players Nave r,t.::ﬂnﬁ. the directicn o Ih',‘lhlch the push.came, as shawn N the

“'n'r.-..f-;-'l:‘-: l;-i'::irﬂffr_'.r stic, only LErH_‘J'-'j"ffl' s diagrams previousty.

HJ :!“_',’,L, i< pnly one resull HVARAIN: IS N A player can be chain-pushed even if they are

R BTAYERS — _—— o neor Stunned. A chain-push can cause a playey from

ﬂ;g_]ﬁﬂ_P_ _HF.:-EI?-"_-z_:H dice results call 1of 'r.f sither team to be moved and may result in a player Being
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The square the pushed back player is moved into
must be an unoccupied square, If this is not passible, the
pushed back player will either be pushed into the crowd
(see opposite) or a chain-push will occur (see opposite),
Mote that only players can occupy a square, if a square
containg only the ball or a trapdoor, it is unoccupied and
4 pusned back player may be moved into it If a pushed

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

the ball will bounce. A player cannot attempt to pick up
the ball when pushed back.

PUSHED INTO THE CROWD

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

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

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

| I.ﬁ.T]ﬁ{E!J DOWN BT
Several block dice results cause one (or m

. he Knocked Down, as described on Page 27. This can

' jead to @ Turnover, as described on page 23

is Knocked Down when they are the ona perfmming the

Block action! If a player is pushed back and Knocked

Down, the push back happens first and the player is

Knocked Down in the square they have been moved

if a player

into,

PLACED PRONE

some Skills may allow a player that is Knockeg Down

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

simply the outcome that is altered as no Armour roll is

made against a player that is Placed Prone and they do
J not risk il"lil-”'fh"-

| FOLLOW-UP

. hen an active player making a Block action
pushes the target back they may ‘follow-y B,
moving directly into the square vacated by the

pushed back player. You must decide if your player will

follow-up before any further dice rolls are made. When a

player follows-up, it is a free move; they do not need to

Rush, they do not need to Dodge, and they do not count

as having used any of their Movement Allowance,

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

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

BLITZ AcTiONS

Ually, when a player performs
it is perfarmed an its

turn as

or Prone player

mentlionad on pPage 43 a s
on :
perform a Blity act

L0 combine a p

I ! e
?hﬂ.lrf.'r EII!L(-}. HIE*- r"'|aIII :'I.l';-_rq.'T: as rllnrl-r'l.:i:_ !“ a-r,’ijlh'-j,r'
=y May pe P
1::"_ d j Lﬂrﬂl?{m 3 Block action (or a apecial action
E.f o Y 8 Skill of Trait that can be performed instead
~ ] ; ) : ’ = LA
:- har Eltr:cl-. action), the target of which must be nominated
wWhen the =

player is activated, before they have moved.

1 - P -
the active team may be ac

10n; an action tﬂ;ﬂ Allows the pl; yer

V€ action and a Block action. When a

Movement during a Blitz act
the normal rules for
The Bloc

ion follows all of
moving as described on pa ge 44,
K action (or a Special action) can be made
before, after or even during the B
the player can move part of their Movement Allowance,
perform a Block action (or a Special action), and then

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

tz move, meaning that

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

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

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

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

AND INJURIES

| Zamm here are many Ways
! in which a Blood
| B Bowi player can 8¢t

' injured. From being gored "

| bya rampaging Mllnutaur. &

| tripping and breaking an ank

| whilst Rushing, Blood Bowl IS

| a game that provides almost
imitless opportunity to get‘

i seriously hurt! Even death 15
an ever-present threat! Most

| Blood Bowl players proudly
sport impressive SCars, and it
is widely said that an old pro

can be easily identified by the |

way they wince and grumble
about their aches and pains
| during wet weather.

_—

RISKING INJURY

s described on page 2/,
whenever one player 15
Knocked Down by another,

be it as the result of 2 Block achion
or some other, more devious (rick,
they become Prone and riss injury.
Likewise, whengver a piayer Falls
Over, most often caused by failing an
Agility test when dodging, of INpping
as they Rush across the pitch, they
become Prone and risk injury. When
a player is Knocked Dawn or Falls
Cwer, the coach of the opposing team
will make an Armour roll against

that player

Note that when a player
is Placed Prone, perhaps having
wrestled an oppanent to the ground,
there is no risk of injury and no
Armour roll is made against them,

i

Caaam [f INE playe
PEPOS L Sk e .I,.|L wroken, it ;uqat[—‘:‘h them from harm
IT fheir armour 1= 1 S
il - e == —p— __________\_\_\_
e DL,y T
]_H_J_U_ F ; %!'.,,:,_.-__ﬂr_-; jour is broken, an Injury roll is made against 11‘:@;-{—“
""'I'LII.I:.I.I:r . lllrl.-.j:'. .'".|-""c":.'!|: teaim TallE ..?[:'E:- and consults Ihe table t:‘t"!n.p.ﬂ.
The coath Of NE VpFEE=Es
_———"__________ ____\___‘_\_‘_
NJURYTABLE i
>p6 RESULT BTy ppas : o
_E_DF_EFE&EEE__T.I}. hlayer immediately DEComes Stunned, as {1ESW
. i . A 1
o nage 27, and ic |aid face-down on the pitch,
0n DAEE &7 ¢
9 .|-'1"£?'.|:F' The player Is immediately removed from play and placed
3 in 1r1¢; Knocked-out box of their team dugout. At the end of each
drive, thera is a chance any Knocked-out players will recover, as
described on page bb. . |
10+ Caswalty The player becomes a casualty and is immediately
ramoved from play and placed In the Casualty box of their faant
dugout. The coach of the opposing team immediately makes a
Casualty roll against the player, as described opposite.
|
STUNTY PLAYERS

ARMU

a
]

ARMOUR ROLLS
FAIT

TF T ':r!-.t-.u_rnr'.:-ri on page 29, by the coach of the ——

il -.-; made d= & ; e : :
e afTMIOUr 15 broken', an Injury roll is Mada

Plavers with the Stunty trait (see page 826) are particularly small and

fragi

le. meaning they are more prone to breaking when hit! If an Injury
roll is ever made against a player with the Stunty trait, roll on this

table instead:

| STUNTY INJURY TABLE

2D6 RESULT

7-8

10+

2.6 Stunned: The player immediately becomes Stunned, as

described on page 27, and is laid face-down on the pitch.
K0'd: The player is immediately removed from play and placed
in the Knocked-out box of their team dugout. At the end of each
drive, there is a chance any Knocked-out pla ers will recover, as
described on page 66. i

Badly Hurt: The player becomes a casuaity a
remaved from play and placed in the Casualty box of their team
dugout. No Casualty roll is made. Instead, a Badly Hurt result is
automatically applied against them. - {2
Casualy’; The player becores a casualty and s iiediaely

mmmmfmmplayaqd! s P .. PN !'&ﬂ :

Casualty roll against the player, as described opposite.

{NJURY BY THE CROWD e

when a player is pushed back into the crowd or fangs
in the crowd there 15 no telling how the fans win treal
them, and they risk Injury by the Crowd. No Armour

roll is made against the player. Instead the coach of the
apposing team immediately rolls on the Injury table to
see what the crowd does to the player:

If the player is Stunned, they are placed in the

Reserves box.

« |f the player is Knocked-out, they are placed in the
Knocked-put box. They may recover as usual at the
end of the drive,

« |f the player becomes a casualty, they are placed in

the Casualty box. A roll is made against them on the

Casualty table, as described below.

el e e
CASUALTY ROLLS
whenever a player becomes a casualty, a Casualty roll is

made against them. The coach of the apposing team rolls
a D16 and consults the table below:

CASUALTY TABLE
D16 RESULT EFFECT
1-6 Bodly Hurt The player misses the rest
of this game, but suffers no
long term effect

' 7-9  Seriously Hurt  MNG

10-12 Serious Injury Nl and MNG
13-4 LostingInjury  Characteristic
Egi;'-_ (NN ~ reduction and MNG
15-16 DEAD This player is far too dead
to play Blood Bow!!

NI(NIGGLING INJURY)
:-::ﬂa Nale on the Team Draft list thal this player has
up a Niggling Injury, There is a +1 modifier

applied to a1 futlre rall ' player
5 made against this
Casualty tabie per Niggling Injury they have. i

CHARACTERISTIC REDUCTION

Ihe pia:rer_ has one of their characteristics reduced by 1
o determine which, roll a D6 an the table below.

In the case of Movement Allowance of Strength
""'-fl_':h'“a':tﬂﬂﬂif 15 simply reduced ty 1. In the case 'ul
:':gl r:'y Passing Ability or Armour Value, the target number

raised by 1. For example, if a player with AG4 = suffers
a Neck Injury, the ch aractenistic would become AGS +

Note, however, that ng characleristic can ever be
reduced below the minimum value shown on page 28

LASTING INJURY TABLE

CHARACT
D6 LASTING INJURY HEI]UCFI‘TEIEHTE
-2 Head Injury -1 AV
3  Smashed Knee -1 MA
4 Broken Arm -1 PA
5 Neck Injury -1 AG
6 Dislocoted Shoulder -1 5T

DEAD

This player is dead! Dead players are dismissed from
the team during Step 1 of the post-game sequence, as
described on page 69,

MNG (MISS NEXT GAME)

The player misses the rest of this game, but will need
more time to recuperate. In league play, the player is not

available to play in the team's next game. Make a note of
this on the Team Draft list, The team's CTV is reduced by

“It’s not whether you get
knocked down, it's how much of

| you gets back up!™

Head Necromancer Mordredd Earwhacker

this player's current value until the end of the post-game

sequence of the team's next game (see page 69). If this
player's absence leaves the team with fewer than 11

players, they are replaced by a Journeyman player ahead

of the next game, as described on page 38.




SUBSTITUTIONS

mﬁmﬂﬂwwﬁﬂth&hmmtmduﬂ

dﬁ“.ﬂmmlyhnﬁﬁﬁhmﬂnhhm::ﬂi
on from the Reserves box to replace thgg, Eht
from play through injury fﬂ%tﬂltmimm

up for a new drive, prior to restarting the game [mng
page 67).

APOTHECARIES
nce per game, a team with an apothecary
use them to ‘patch-up’ any permanentyy h;::’
players belonging to it that have beeq re
mmgﬂghﬁﬁﬂmdmd-mtma&u having a
Casualty roll made against them. An apothecary Cannoy
be used to patch-up any Joumeymen players or an
induced players, such as Mercenaries or Star Playere
Journeymen are rarely considered worth the effg,

rt, whi
Mercenaries and Star Players travel with their gyn, =
staff of healers and medics.
e

PATCHING-UP KNOCKED-OUT PLAYERS

Once per game, an apothecary can be used immediately
when a player becomes Knocked-out:

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

'KICKING THEM
‘WHILE THEY'RE DOWN

ouling is strictly against the rules o Blood
F Bowl, and any player tempted to stick the

boot in risks the wrath of the referees, Not
that this stops anyone of course! Many teams
are renowned for being dirty and devious, and
more than a few players have built a career
upon the art of the foul. Indeed, fouling is now
such an established part of the game that the
RARG has established guidelines allowing
members to turn a blind eye,

FOUL ACTIONS

A single player on the active team may commit

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

NG SENTOFF
?I‘Eg_.-irulr:-:;.-: af the outeome
LB,

o 1 bwin 25 ana o
\'uht"l'l 'IT:aL”nE EI“.IEr
3EAINst the vickim &l ury roll

a3 player ¢ . Bree has sesn
Ehnn;.i h:ﬂ‘lmmmg a foul right in front of them and that
T EEnI-..:.n '@rr;ﬂ:m The Player committing the Foul action

= WIEY are immediatek
and must Miss tely removed from play

the rest of the
y € Bame, When e
Sent-oH, a Turnover is caused ol

ARGUING THE CALL
SRUUING THECALL

When a nt :

=N 3 player is Sent-off bw the ores
1Dy the re T

a Foul, their coach may atte *eree for committing

¥ attempt to Argue the Ca
D& and refer to the tabe below: iR heLl Rolla

» i1 2 natural double is ol

e fed
led befora APplying any modifiers)
the Armour il or an Inj

the Foul achion, the ref

PO T LSy
ARGUE THE CALL —
DE  RESULT e

1 “You're Outta Here!™ The referee is 50 enraged
that the coach is elected along with the ﬂ?ﬁ-,.-p: :

For the remainder of this game, you may l';r.;| :

longer Argue the Call and must apply a 1

modifier when rolling for Brilliant Coaching

:'I Don't Care!™ The referee s not interested
' your argument. The player is Sent-off and a
Tumover caused.

“Well, When You Put it Like That...” The

rEfErEﬁ 5 :E.'.".-.a:!.'r_"h;j !.'l'!.'

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

Your argument. A Tumover

FOULING

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

15 sUll caused, but the player that committed the
Foul 15 not Sent-off

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

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

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

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

Note that the use of an apothecary comes bef
any other attempts to heal the player. This includes
use of any Skills or Traits, or any other in-game eff
special rule that may modify the Casualty roll of its.
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more than t
True, there aré many, man L)
scOrng touchdowns seco n!n
acts of violence, but even e
of teams will start ccoring son i
once the opposition has been 54 |;. il
dealt with. Proof indeed that the asi ol
of the game is s0 simple that even an

understand it e Shie

bloodthirsty

SCORING A IU% ayer, eve
] 1S Lob AL
lI .| L
s arrop
T i e I BTt -]
II
: [ I oW
cernm of 3| enters 4
H i A1 | i | !
i -
' ik B2 3 "-1 -_'\-\:'.I
H 1 -.l-\.-: o
: ¥ hes the Daill i nilst
: SINg Eam =
n rihat nes a squd
s End Zons atches the
Tiately a touchdown. Alfernative
. Bl . J= 2 - oo Pt
¥t Ligid 9y LT Lingd [ TR
B e LRI -
L . 1 i - - -
Jote, however, that if a player is Placed Frone,
s e b nrrleA M el B :
L AnockERd Down Whist moving 1nto e
| { 7 ey wiE L L gl e, - 5
' d Zone, no touchdown IS SCOred. A player
I 1 O T - i o fm P :
RS N-RLE ! Wil 10 Ge SCOMed

AS 500N as a touchoown is scored, play slops
afta~tiugly raierme = Tiomms e s -
ATECHVElY Causing @ lurmover; as descrnibed on page 23

bt T
il 1 i la hi=14 Y PO . i
LR ALY yuu L DB pieased '.'.'u["'l!:

SEDRIHG DUHIHG YOUR UPF‘DNENT TH
Uﬁ‘u

o s rare Cdst a it |-|.'-|.”,:IIIIII l'--_.l_
e @ hdown durng the opposing te |-r* :.H;
wample, a player NOUIGINg the ball could pe plg) i F':;.
{to the End Zone but not Knocked Down b I5h .L':;_-_r
e 0] wade against them 'Y 8 Blge
If one of your players that is in .’:..-,unk.m-...
ba wved for any reason so th "l they aceup, f the
vithin the opposing tear s End Zone, ang if 1r,_j 4 50U afg
-emains Standing after they |i-+'-..":"' Deen moved dI[ )
point during the opposing team's turn, yvour r-“L:u.-.TIF
e Ll |

e snds mmediaialy a

am turn ends | ediately and your team Decomea
active. However, rather than playing a full s
, - T Lt | 1
\ = | M. Vol

fearm LU v end as soon as it DEgINs with 3 1":'. JI
z UChtau
AN

RECORD SCORE

IJ

l.;-:lf'l-, the most important 1__.-._.”;__:. to 't]l':':f:-;hEr_l___t;——__
yuchdown is scored is to record the score! Thie I‘;I.']r“
by the coach of the team that f:.tr;rn-:'. by moving tl.l_m
score marker one place along the Score tracker ;-Hrif.r..

2aIm """||| Singing. dancir ¥ -
5 {li \'f' _—\.r | aanci .h and UI!"ET P__E'E:jra.:lﬂ_E
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are encourageo
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Sometimes, a coach will want their team to run the
clock down, opting not to score when they easily could,
31.t other times a téam can get S0 caugnt up in the violenca
of the game that they simply forget to score when they
have the chance. This is a perfectly valid tactic, Ei’!h{ugh

in some instances it can be risky!

If at any point dunng your team turn a player belonging to
your team meets all of the following criteria, that playeris
said to be 'Stalling':

I. If the player is Open.

2. If the player is in possession of the ball.

3. If the player is able to activate and perfarm their
declared action without the need to first roll a D&

4. If the player is able to move into the opposition's End
Zone without needing to Rush or Dodge.

Failing to activate a Stalling player before your W
ends (even if it ends unexpectedly with a Turnover), &t

activating that player but declining to sCore 4 touch Jowh,
15 Stalling.
o £ 8

= T l-_-r _-1-
“"'!'#"'_".":'




half and the referee full-ﬂnT:i wh
will hait. Unless drive

blown, there Wi
both teams wil

/
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F DRIVE SEQUENCE
'|-.;_--|-| a touchdown Is scored or at tﬁl':e_;a-a_h_._‘
the final tum of a half. the current 'Jr'i'l.-'E

Com
to an end and play will halt. |f there ar =5

e F:]:.rﬂ
s of the current half or a full half still ta Come, pla

anly halts temporarily Both coaches run tl'lrl'_'ll]gh the
inllowing sequence of steps:

: &y e ————

5 —_‘_‘_'_‘—H—_
DEAL WITH SECRET WEAPONS: fny Secret

I Weapon players rsk being Sent-off.
RECOVER KNOCKED-OUT PLAYERS-

2 Knocked-out players may recover,

3 THE DRIVE ENDS: The drive ends

1. DEAL WITH SECRET WEAPONs

l f either team fielded any players with the Secret

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

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

2. RECOVER KNOCKED-OUT
PLAYERS

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

» 0On aroll of 4+, the player has recovered and is raring
to go. Recovered players are immediately placed in
the Reserves box of their team dugout.

* Onaroll of 1-3, the player is still far too insensible to

take to the pitch again.

3. THE DRIVE ENDS

he drive comes to an end. Any special rules
or effects, from any source, that lasted for the
duration of this drive will expire now.

RESTARTING THE GAME

o

l f there are still turns o be ”'E?EFF?EM‘

or If there is another full half still to play, both team
e 5
will set up again, as described on page 40. If tha

previous drive ended with a touchdown. the team that

scored the touchdown now becomes the defence and will
kick-off to the team that conceded the touchdown

ENDING THE GAME

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

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

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

WINNING THE GAME

The team that has scored the most touchdowns at the
end of the game is declared the winner. If there i5 no
clear winner, a period of extra time may be played, as
described opposite.

CONCEDING

It is very rare for a Blood Bowl team to concede a game
most would sooner play to the death than quit the pitch
in shame. But sometimes a coach may put discretion
before valour and say they've had enough. You may
concede at the start of any of your team turns. However,
doing so means that:

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

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

= ‘fou do not generate any winnings.

* Your Dedicated Fans characteristic is reduced by &

03 (to a minimum of 1).

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

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

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

I Il.
'.1_.

EXTRA TIME
s ometimes, an important fodure needs a clear

win nnr._ League semi-finals, finals and toumament
Brand finals are both prime examples, but during

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

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

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

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

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

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

To resolve sudden death, both coaches roll-off five times,
each rolling a Db and re-rolling ties. The coach who wins
the most roll-offs wins the game.
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1- RECORD OUTCOME AND WINNINGS
« THE GAME OF FANTA

t the end of each and every league fixture, both

coaches are responsible for correctly recording on

their Game Record sheet the details of how their
team performed and the outcome of the match, Each coach

should record the following information in the appropriate
sections of their Game Record sheet so that it can be passed

B not unn:pt:hd ina violent bloodsport,
annoying for any coach, particularly if

played during a league and the exuberant

o nce the final whistle has blown on a game
crowds have left the stadium, both coaches

will run their teams through the post-game sequence.,

This is when winnings are counted and spent on
new players and Sideline Staff, when casualties
are assessed and either treated or dismissed, and

when players and their various skills evaluated and,
invariably, team tactics are reviewed.

LEAGUE AND EXHIBITION PLAY

fter a league fixture, both coaches should run
A through the full post-game sequence step by step.

In exhibition play, the post-game sequence nead not

be completed.

RECORD QUTCOME AND WINNINGS: The
details of the game, its outcome and each team's
winnings are recorded on the Game Record sheet,
UPDATE DEDICATED FANS: Record any changes
to Dedicated Fans based on the outcome of

the game.

PLAYER ADVANCEMENT: Any players that

have eamed enough SPP may spend them

on advancements.

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

on to the league commissioner:

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

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

How many League points were earned (see page 98)
Finally, any players that suffered a DEAD resull on the

Casualty table during this game are deleted from your
Team Draft list (see page 60).

WINNINGS .

At the end of every game, each team receives a fee for

playing, usually paid by the stadium owner from ticket sales.
To work out how much each team wins:

Divide the Fan Attendance for the game (see below)
by two.

Add the number of touchdowns your team scored to
this figure.

Multiply the total by 10,000,

The result is how many gold pieces your team has

won for this game. This is recorded in the "Winnings' section

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

Mote that, if one team conceded, Fan Attendance is not

divided by two. Instead, the full amount is awarded to the

winning team.
EXPENSIVE MISTAKES: If the team has sufficient fae
wealth left unspent, there is a chance players and FAN ATTENDANCE i
§. staff will spend it irresponsibly, This is worked out by simply adding together the Fan Factor
'l_'... FREPARE FOR NEXT FIXTURE: Team Value and of both teams to determine the total number of fans present.
Current Team Value are both updated ready for the
ver the course of a league, Blood next league fixture. 2. UPDATE DEDICATED FANS _
P o Bowl teams will grow and evolve e .= =T good result can sepT a Iteam's fan lullmr.r.m g increase,
with every game played; some rookie and a |:Irﬂ1lﬂﬂEEleIl"ll'lll‘!E streak can I:lrrmg th!E fans .
players will learn new skills and develop as fiacking to buy tickets and merchandise. This sort of b
_ | Players, others will suffer injuries that may threaten HACKSPIT QUILLCHEWER’S popularity can really help a team financially: .

their career, and some will even die! Whilst fatalities are

beginning to show promise or,
and talented veteran of

they can be a trifle
the deceased player was
Even worse, if they were a valyed

FUN FACTS!

Ever since an unfortunate misprint in a
copy of Spike! Magazine, Valen Swift has
been hounded by rumours that he's left the
Elffheim Eagles for good. Despite assertions
from Valen himself - and the fact that the
article quoted his leaving date as more than
three hundred years-years in the future

= the annoying gossip just won't die, much
like the fat eif-elf himself-self!

If your team won the game, roll a D6. If the result is
equal to or higher than your current Dedicated Fans
characteristic, increase your Dedicated Fans characteristic
by 1.

If your team lost the game, roll a D&, If the result is lower
than your current Dedicated Fans characteristic, reduce
your Dedicated Fans characteristic by 1.

If the game was a draw, neither team’s Dedicated Fans
characteristic will increase or decrease.

_____
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PASSIND INTERFERENCE
when a player successfully interferes with a Pagg action
the effect can be dramatic indeed! A Simple Deflection
can have a huge impact upon a game, whilst an
Interception can completely reverse the flow of play!

ENT
3. PLAYER Anvnutz'fwm

uring a league

gain an aﬁ?"‘:‘“ﬂt'
; progress to beco! CTIONS: A Deflection earns the pl

rvive : » DEFLE : Player 1 Spp
R A i special characteristics and skills « INTERCEPTIONS: An Interception eams the playe,

ary Players, wi ir career
me have picked up over the course of thel 2 SPP

on the Blood Bow! pitch. . ——
UALTY
o —ememomre CASUALIYEOAS)
RECORDING STAR PLAYER me e If an opposition player is Knocked Down as the resyy
The Team Draft list includes DOXES f: ring a game. Each  of 8 Block action and removed from play as a Casyalyy,
tally of each player's achievements 0 regardless of which player performed the action, yoy,
player is said to have caused a 'Casualty’. Causing a

spmething fo eam
record it. At the end of the game, count U Casualty earns the player 2 SPP

record that player's total number of SPR.

e

Note that Star Player Points for causing a Casualty
are eamned even if both players were Knocked Down and
removed from play. Note also that Casualty rolls caysed
by the crowd or by any other type of action do not earn,
Star Player Points.

___.-_-—H__—____-_-—-—._
TOUCHDOWN (TD)

When a player scores a touchdown, they earn 3 Spp

at Star Players and/or Mercenaries
puth:: inducements at the start of the game do
not eamn SPP Journeymen, however, dn.1am:l you should
record any SPP a Journeyman eams during a game as
you will have the opportunity to permanently hire that
player in Step 4.

EARNING STAR PLAYER POINTS

Be it for scoring touchdowns or for earning Most Valuable

Player awards, the full list of achievements that generate w :

SPP is as follows: result of the opposition conceding the game, as described
on page 67, you may allocate each touchdown to a

e e —— 'l -
COMPLETION (COMP) player of your choice and give them SPP accordingly.

Often when a player passes the ball or throws a team-
mate, something can go wrong. When it goes right, MOST VALUABLE PLAYER (MVP) X v
however, it is called a Completion, and the fans love it! At the end of the game, each coach randomly selects one
player from their team (not including Star Players andfor

Mercenaries) that was eligible to play during this game
and that did not suffer a Casualty result of 15-16, DEAD.
That player receives the Most Valuable Player award,

eaming 4 SPP

aw [ /

"
~

If your team was awarded any touchdowns as a

PASSING COMPLETIONS: When a player makes an
accurate Pass action which is caught by a team-mate
occupying the target square, they are said to have
made a ‘Passing Completion’. A Passing Completion
eamns the player 1 SPP

THROWING COMPLETIONS: When a player makes

a superb Throw Team-mate action, and if the thrown
player lands safely, they are said to have made a
‘Throwing Completion'. A Throwing Completion earns
the player 1 SPP

-
[]

-
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SPENDING STAR PLAYER POINTS ———

i

e e W

If, once the MVP is determined and EEE player's

their SPP until they have enough to randomly select 2 characteristi
IS{IE

some or all of their SPP.

ADVANCEMENTS TABLE

| e a Primary skill
Experienced (first advancement) 3 5P
Veteran (second advancement) 4 SPP
‘Emerging Star (third advancement) 6 SPP
Star (fourth advancement] B SpPp
Super Star (fifth advancement) 10 SPP
Legend (sixth advancement) 15 Spp

NEW SKILLS

Choose a Primary skill
Randomly select or randomly select a

Secon dary skill

M counted up, a player has sufficient SPF, they

e SPP
cost of each adva ncement is shown on the table below, The mare

gain will cost, A player is not obliged to spend
improvement, at which point they must spend

Randomly select
a characteristic
improvement
18 SPP
20 SPP
24 SPP
28 SPP
32 SPP
20 SPP

Choose a
Secondary skill
6.SPP 12 SPP
8 SPP 14 5PP
12 SPP 18 SPP
16 SPP 22 SPP
20 SPP 26 5PP
30 SPP 40 SPP

CHARACTERISTIC IMPROVEMENTS

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

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

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

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

Rather than spend SPP on a new Skill, a player may
spend SPP to improve a characteristic. To do so, simply
reduce the player's SPP by the amount shown on the
Advancements table, roll D16 on the table below and
record the player's improved characteristic on your Team
Draft list:

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

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

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

Fiae 1T 'rpa?-.'l*-' —— N Tl al [ 2 1 A R T ——
ants. their valug inc layers are prane to injury, and even the h‘gﬂear“

ac nlavers gain advanceme [ 2ain an

:. o he increasec elsewhere if their injuries outweigh their abilities
fve “','1 Ir:'ra" st 35 described of after all, there are always fresh-faced rookjes 00king to
the Team Lrail st ;'!'-.;i|-'.{‘ a name for themselves for a fraction of the cost!
similarly, coaches will often hire and fire Sideline Stap
on a regular basis to manage their overheads, During this
step of the post-game sequence a team may:

rrent Value must

P o
1 DARe oL by the

hewn off the table DEIoW:

amount s

CURRENT VALUE INCREASE TABLE
New Skills .
Randomly selected Pri_mgr'_l!.r:.-:_klﬂ____;-.___.. o
o m _ﬂdﬂ r:i';'_l.l-; T « Spend any amount of gold from the Treasury to buy
Randomly selected Secondary skill_ D

Value Increase

: new players from your team roster and/or Sidelina

o '.rarue e Staff and increase Team 'f-".al'uﬁ accordingly.

+10,000 g0 = Fire any players ar:(!.fqr Sideline Staff who are ng

R e THE.‘ﬁﬁﬁ_rf longer required, deleting them from the Team Draft list
ATy +Iﬂﬂ"‘_‘|"lﬂq LB S +¢ﬂrﬂﬂl} gp and reducing Team Value accordingly.

oy -.7.;17—_-—7-;_%:;?=-‘-T_’.'__r"7'_ i _-j--ﬁiME“_’ e Purchase additional team re-rolls, but must pay

et double to do so, as described on page 34,

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

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

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

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

~ Chosen Secondary skill
" Characteristic Improvement
+1 AV

e
e =

| i i LT

TEMPORARILY RETIRING

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

player suffers a Lasting Injury result on the Casualty

g, {:hle, that player may be given time off to recover,
P \ Taking some time off may allow them to return fit and
@ \| healthy for next season should you wish to re-draft

i/ your team (see page 100).

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

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

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

.....

-

=

~ Players that suffered a Miss Next Game Casualty table

5. EXPENSIVE MISTAKES

s any Blood Bowl coach knows. there's ~
 NEre's nothin ;
Whenever a team has mone & more risky than a large sum of
yiob . um of gold in the team treasury,
A ; e along with a tinderbox! Whether the tabloids :m
mands compens

tit's not

bets the treasury on a squig fight, ation for damages or an errant cheerleader

most coach
£S5 agree tha worth holding onta big sums of cash.

If you have 100,000 gold pieces or m '
: Ore stored in your Treasyr ] i
: d
roll @ D6 on the following table, applying the resuly from the column t:r's o ot e i
your Treasury. at corresponds to the number of gold pieces in

EXPENSIVE MISTAKES TABLE
200,000 to 300,000 to
Up to 195,000 295,000
D& gold pieces gold pieces
Minor Incident  Minor Incident
Crisis Averted  Minor Incident  Minar Incident  Major Incident
Crisis Averted Crisis Averted  Minor Incident r-.‘li.nm Incident

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

E"‘"'r i'“'E’{E:E ':”5!5 Averted 'CFF_E!'E Averted  Crisis Averted  Minar Incident  Minor Incident
HE it icltis Crisis Averted  Crisis Averted  Crisis Averted Crisis Averted  Minor Incident

400,000 to 500,000 to

395.90{) 495,000 595,000 600,000+
gold pieces gold pieces |

Major Incident Major Incident

gold pieces gold pieces
E;a'lastrt_:lphe Catastrophe
Major Incident Catastrophe

Major Incident ~ Major Incident

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

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

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

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

: H00 gold pieces which you sensibly squirreled
away for just such an occurrence,

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

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

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

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

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

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

| mmm he following pages
feature the co rn|:|nlt=:1:=_€.L
| list of Skills and Traits

available to players. Be they
Skills a player starts with,

' or Skills gained during the
course of a league, all players

| will have a degree of access

| to General, Agility, Strength
and Passing skills, and many

| Traits are more unique, the

| result of a player's nature

| rather than something they
can learn.

SKILL CATEGORIES
Random Selection

5 TS i
LG L e S

o P

Alwa:.rls Hun

TRl

| will have access to Mutations.

SKILLUSE e ot Ton he Tacke Zon co s

| Iﬂ:'-{ﬂ"f- ihd H:r -'r':aﬁc' uf ,_-;":'.' time. ot .'I'IS[ aunng heir own Hl;il_'..fatlﬂn
arr SRS ( fradiia o I .

| eisy Uh1r .t are Prone of stunned, or that have lost their Tackle Zone
pigyers that af

Jce any Skills or Traits unless otherwise stated in the
R ir  —

far any reason cannol
cLill or Trait descnplion

hoose to use a Skill of Trait that modifies a dice roll after the dice
e You can choose 10 Lt &~

roll has Deen madge
i et ¢ andfor |~'|-..-'|1.|erq from El-il“f"p or Traits can be cﬂﬂ]blt'lﬂﬂ-_

s All bonuse AL i - ! L

i t es otherwise, a Skill or Trait can be used by

Unless the description stat

s than one player per team turn.
mare J L :

e therwise, a Skill or Trait can be u
Linless the description St2tes otherwis 28C

times during each team turm

or Trait is marked with an asterisk (*), its use is not

e you do not have to use that Skill or Trait if you do not
se of a Skill or Trait marked with an asterisk (*)

multiple

« Unless a Skil
compulsory L
wish to). However, the U
is compulsory

Passing g srength

Cannoneer  Brawler
~ Cloud Burster  Break Tackle

{_Er&b
* Fumblerooskie ~  Guard
Hail Mary Pass __Juggemnaut
o lonHardSkin  Leader  Mighty Blow (+1)
Shadﬁwing Monstrous Mouth  Nerves of Steel Multiple Block
ipBall  PrehensileTal  OntheBall ~  Pile Driver
H = Stand Firm

EL-;E H'énds - entacles Pass
~ Tackle Strong Arm
Thick Skull

il

Very LnngLegs : - ééi‘e F‘a 55'

Projectile Vomit Swarming

Attt o it L &

Kick Team-mate

Hegeneral'iaﬁ Take Root*®

" Ball&TChain* " loner(X+)*  RightStuf* Titchy*

Eh::mbaﬁ:rier

— T ;-T-?.:'-—--.—.-.-":-“-f-- s e 2 S
| Bone Head® ~ PlagueRidden  Stab

Chainsaw*

S e e,

Timmm-ber!
Throw Team-mate

Secret Wﬂalpﬂr‘l*

Pogo Stick : Etunt-_.r* Unchannelled Fury®

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

DIVING CATCH

DEFENSIVE — =

Durin

E YOUr opponent's team turn
(but not during your own team
tum), any Ypposition players being

Marked by this pla
YEr cannot
Guard skill. Sl

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

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

DIVING TACKLE

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

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

DODGE

Once per team turn, during their
activatian, this player may re-roll a
failed Agility test when attempting
to Dodge.

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

JUMP UpP

If this player is Prone they may stand
up for free (ie.. standing up does
not cost this player thres (3) squares
of their Movement Allowance, as it
normally would),

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

If this test is passed, they stand up
and may perform a Block action,

If the test is failed, they remain Prone
and their activation ends.

LEAP

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

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

Additionally, this player may
reduce any negative modifier applied
to the Agility test when they attempt
to Jump over a Prone or Stunned
player, or to Leap over an empty
square or a square occupied by a
Standing player by 1, to a minimum
of -1.

A player with this Skill cannot
also have the Pogo Stick trait.

SAFE PAIR OF HANDS

If this player is Knocked Down or
Placed Prone (but not if they Fall
Over) whilst in possession of the
ball, the ball does not bounce.
Instead, you may place the ball in an
unoccupled square adjacent to the
one this player occupies when they
become Prone,

SIDESTEP

If this player is pushed back for any
reason, they are not moved into

d Square chosen by the opposing
coach. Instead you may choose any
unoccupled square adjacent to this
player. This player is pushed back
into that square instead. If there are
no unoccupied squares adjacent to
this player, this Skill cannot be used.

SNEAKY GIT

When this player performs a Foul
action, they are not Sent-off for
committing a Foul should they roll a
natural double on the Armour roll.

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

SPRINT

When this player performs any action
that includes movement, they may
attempt to Rush three times, rather
than the usual two.

SURE FEET

Once per team turn, during their
aclivation, this player may re-roll the
D6 when attempting to Rush.

HACKSPIT QUILLCHEWER’S FUN FACTS!
A lot of teams have very strict policies regarding performance enhancing

{and reality altering!) drugs. Take the Lowdown Rats, for example,
Any player found not to be in possession of at least a bag of
Madcap Mushrooms can face a very hefty fine!
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GENERAL SKILLS

Bl
oL result Is applied during a Block

When a Both Down :
action, this player may choose to igrore t and nc!

DAUNTLESS

When this player performs a Block action (on its
own or as part of a Blitz action), if the nominated

target has a higher Strength characteristic than

this player before counting offensive or !:-:efEﬂsh'E

assists but after applying any other modifiers, rofl

a D6 and add this player's Strength characterﬁhlc

o the resull. If the total is higher than the target's

Strength characteristic, this player increases their Pl .

Strength characteristic to be equal to that . _ § - |
of the target of the Block action, before  / ' N . o | |
counting offensive or defensive assists, . |
for the duration of this Block action. _

If this player has another Skill
that allows them to perform more than __
one Block action, such as Frenzy, \
they must make a Dauntless roll :
before each separate Block action é’
is performed,

DIRTY PLAYER

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

FEND

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

This Skill cannot be used when this
player is chain-pushed, against a player
with the Ball & Chain trail or against
a player with the Juggemnaut skill
that performed the Block action as
part of a Blitz.
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E:E-W*D this player performs a
Block action (on Its own or as part of
a Blitz action), they must follow-up jf
the target is pushed back and if they
are able. If the target is still Standing
after being pushed back, and if this
player was able to follow-up, this
player must then perform a second
Block action against the same target,
again following-up if the target is

pushed back,

If this player Is performing a
Rlitz action, performing a second
Block action will also cost them one
square of their Movement Allowance.
If this player has no Movement
Allowance left to perform a second
Block action, they must Rush to do
0. If they cannot Rush, they cannot
perform a second Block action.

MNote that if an opposition
player in possession of the ball is
pushed back into your End Zone and
is still Standing, a touchdown will
be scored, ending the drive. In this
case, the second Block action is
not performed.

A player with this Skill cannot
also have the Grab skill.

PRO S

W STRIP BALL

on, this player
;r: :: attempt 1o re-roll one dice. This
may have heen roiled aithar a5 3

cannot be a dice that Was rolled ag
part of an Armiour, Injury or Casualt
roll. Roll a Dg- T

* Onaroll of 3+, the dice can b
re-rofled,

When this player targets an

Opposition player that is in

Possession of the ball with a Block
action {on its own or as part of 2
Blitz action), choosing to apply a
Push Back result will cause that
player to drop the ball in the square
they are pushed back into. The bl
will bounce fram the square the
Mayer is pushed back into, as if they
had been Knocked Down.

* Onarollof 1 gr 2, the dice
cannot be re-roljed

Once this player has attempted
to use this Skill, they may not use a
re-roll from any other source to re-roll
this one dice.

SHADOWING

SURE HANDS

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

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

TACKLE

This player can use this Skill when
an opposition player they are
Marking voluntarily maoves out of a
square within this player's Tackle
Zone. Roll a D6, adding the MA
of this player to the roll and then
subtracting the MA of the opposition
player. If the result is & or higher, or
if the roll is a natural &, this player
may immediately move inta the
square vacated by the opposition
player (this player does not need
to Dodge to make this maove).

KICK

If, however, the result is 5 or lower,

If this player is nominated to be
the kicking player during a kick-off,
you may choose to halve the result
of the D6 to determine the number
of squares that the ball deviates,
rounding any fractions down.

or if the roll is a natural 1, this Skill
has no further effect.

A player may use this Skill any

number of times per turn, durnng
either team’s tumn. If an opposition

player is being Marked by more than

one player with this Skill, only one
player may use it.

HACKSPIT QUILLCHEWER’S FU

The 2499 season's Most Blatant Foul award went fo
fan-favourite Morgrim Killchoppa, who spent the besi part of
45 minutes kicking an already unconscious Soaref Hightower:
while grinning and waving at the officials. The officials didn'
simply ignore this blatant rule-breaking no-no; they were often

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

Additionally, when an
Opposition player s targeted by a
Block action performed by a player
with this Skill, that player cannot use
the Dodge skill if a Stumble result is
appiied aganst them.

WRESTLE

This player may use this Skill when

a Both Down result is applied, eithar
when they perform a Block action

or when they are the target of a

Block action. Instead of applying the
Both Down result as normal, and
regardless of any other Skills either
player may possess, both players ane
Placed Prone.
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BIG HAND —

Ties player may ignore % or for
~difier(s) for DEME Marned &

| ;.13:-.- r*é fain weather condilions

i { (o pick Up
when they atiem pt

| the balt
CLAWS :

When you mase af Armour Foi
agamst an oppasition P
was Knocked Down as | .
pck action nerformed Dy

layer th at
he resull
this

of a B
3 | player, 8 roll of 8+4 before applying
; .4|;|,- modifiers wil braak their

| srmour, regarndiess of their actua

Armour Value.

When an opposit on player PEronms

gither a Pass action, 8 Throw

: Team-mate action of a Throw BombD

ction, or attempts to gither
to catch the

-

Special 2
interfere with a pass of
ball, they must apply a -1 modifier Lo
the test for each player on your leam
with this Skill that is within three
squares of them, even if the player
with this Skill is Prone, Stunned or

has lost their Tackle Zone.

EXTRA ARMS

This player may apply a +1 modifier

—

when they attempt to pick up or

catch the ball, or when they aftempl
to intérfere with 2 pass.

—

BISTURBING PRESENCE’

GULAPPEARANCE” ___

o) u:un_ p_=&',-e.r declares a

5 When an L‘:ﬂFE'E'It - [on
HUTAIL___ ;’;:EL ;E.mq targeting this player o7

ras partof 2 Blitz action),
[

tion that targets

{15 oW o
- Special ac
Our .;3: lr _p o I
rp ¢ player their coach must first rol
|4 el
a D6, even . this player has last

their Tackle Zone. On 2 roll of 1, the

player cannot pert
action and the actio

orm the declared
n is wasted.

] L IR o R
When this player performs a Block
action as part of 3 Blitz action (but
not on its own), you may apply a
difier fo this player's Strength
charactensiic. This modifier 5

applied before counting assists,
hefore applying any other Strength
modifiers and befare USINg any other

Skills or Traits.

] mo

JRON HARD SKIN

TENTACLES — —

an (}F!I:"::'Slt'ﬂ” player they ara 7
Marking voluntarily moves gy of
square within this Player's Tath.liea
Zone, Roll a D&, adding the ST

of this player to the il 4nd then
subtracting the ST of the OPPosit|
player. If the result is 6 or i"1ig1u=_rl::lr'I
or if the roll is a natural g the I
opposition player is held firmly in
place and their movement ¢opm

s i

an end. If, however, the result is 5

lower, or if the roll 15 @ natural 1 l|'l;-.Jr
 this

Skill has no further effect,

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

EI'I-:,'

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

this piayer.

MONSTROUS MOUTH

e

TWO HEADS

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

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

PREHENSILE TAIL

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

in order to vacate a square in which
they are being Marked by this player,
there is an additional -1 modifier
applied to the active player's

Agility test.

If the opposition player is being

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

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

Cloud Burster skill.

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

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

Additionally, this player may

Finally, this player ignores the

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

CANNONEER

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

Ability test.

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

DUMP-OFF

If this player is nominated as the
target of a Block action (or a Special
action granted by a Skill or Trait

that can be performed instead of

a Block action) and if they are in
possession of the ball, they may
immediately perform a Quick Pass
action, interrupting the activation of
the opposition player performing the
Block action (or Special action) to
da so. This Quick Pass action cannot
cause a Turnover, but otherwise all of
the normal rules for passing the ball

‘apply, Once the Quick Pass action is

resolved, the active player performs
the Block action and their team
turn continues.

%

H
When this Player perorms a Pass

fange ruler o
not need to be used. A Hail I'.'I:;,-s

Pass is never accurate

. in i
it will a!wayg be ina B Ahllltr test

' Courale at
A Passing Ability test je made ::it
can be re-rolied as normal in

to determine if the Hail Ma pass
'] » w !
is wildly inaccurate or 15 fumnbled, A
Hail Mary pass cannot be interered

with. This Skiil may not be

LEADER
Alteam which has one or mora
Piayers with this Skill gains a
extra team re-roll, :allg: a L;:EH
re-roll. However, the Leader re-roll
can nnl;._r be used if there is at jeast
one player with this Skill on the pitch
(even if the player with this Skill
Is Prane, Stunned or has lost their
Tackle Zone). If all players with this
Skill are removed from play before
the Leader re-roll is used, it is lost.
The Leader re-roll can be carried
over into extra time if it is not used,
but the team does not receive a
new one at the start of extra time.
Unlike standard Team Re-rolls, the
Leader Re-roll cannot be lost dus to
a Halfling Master Chef. Otherwise,
the Leader re-roll is treated just like a
normal team re-roll.

ON THE BALL
This player May move up to three
sQuares (regardless of thair MAJ,
fallowing all of the normal movement
rules, when the Opposing coach
declares that one of their players is
BOINg 1o perform a Pass action. This
move Is made after the range has
Measured and the target square
declared, but before the active player
Makes a Passing Ability test, Making
this move interrupts the activation
of the opposition player performing
the Pass action. A player may use
this Skill when an oppasition player
uses the Dump-off skill, but should

this player Fall Over whilst moving,
a Turnover is caused.

Additionally, during each Start "
of Drive sequence, after Step 2 but —
before Step 3, one Open player with
this Skill on the receiving team may
move up to three squares (regardless
of their MA). This Skill may not
be used if a touchback is caused
when the kick deviates and does not
allow the player to cross into their
opponent's half of the pitch. =

PASS
This player may re-roll a failed
Passing Ability test when performing
a Pass action.

RUNNING PASS

If this player performs a Quick Pass
action, their activation does not have
ta end once the pass is resolved.

NERVES OF STEEL

it you wish and if this player has not

FUMBLEROOSKIE

“Whgi_'. this player performs a Move
or Blitz action whilst in possession of

the ball, they may choose to ‘drop’
the ball. The ball may be placed
in any square the player vacates

d  during their movement and does ot
_ bounce. No Turnover is caused.

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

Yaa Wram B l""-*v'f:"- ¥

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

SAFE PASS
Should this player fumble a Pass

action, the ball is not dropped, does
not bounce from the square this r
player occupies, and no Tumover is vy
caused. Instead, this player retains
possession of the ball and their

activation ends.
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: g, the Armour roll or Injury roll by the  Prone, Stunned or has lost thej ¥ foll} against the  action, roll 2 D6 after they have finished mo
a single Bath Down . t shown in brackets. This Tackle Zone), they can on! t:!;‘iﬂ Knocked Down player. before they throw their t;—‘ ve fir .; ed moving, but
el ' : y d If this player is not currently adj o BHEIr team-mate. On a roll of 2+,
. _ 7 y adjacent to any continue with the throw as .
BREAK TACKLE modifier may be applied after the roll g’: ;ngtfnlﬁa nd ‘-""'I'!' :;EET.' a roll of Standing team-mates, this player's activation ends  this player in.n.-;il ,;;terrzz;'i::p;:::::: ,Em : r{."”rur 1_'_
Once during their activation, after  has been made. s s itk playey immediately. Additionally, this player loses their  another D6 R s
e an Agilty test in order to 1 = a Elﬂ DHSHD; unty trait, they can Tackle Zone until they are next activated.
Dodge, this player may modify the This Skill F:annut he used w nnyt e ' fr:;:n a roll of 8, and will * Ona roll of 4+, this player continues their activation = Ona roll of 1, the team-mate has e aton 2
dice roll by +1 if their Strength the Stab or Chainsaw traits. :ﬁa 1;: roll o ¢ asa Stu; ned result. as normal and completes their declared action. IS immediately removed from the Te-.am Draft list
characteristic is 4 or less, or by +2 other results are unaffected. ik ML _ aft list.
- orby / pothecary can save them and no Regeneration
if their Strength characteristic is 5 o b K you declared that this player would perform an attempts can be made. If the team-mate was in
OF mare. MHI'T"_: LEBLO _ : action which can only be performed once per team turn possession of the ball, it will bounce from the square
When this player performs a Block action on its own (but not as part of a and this player's activation ended before the action could this player occupies.
GRAB 1 Blitz action), they may choose to perform two Block actions, each Itargetmgla be completed, the action is considered to have been On a roll of 2+, the team-mate squirms free and the
When this player performs a Block different player they are Marking. However, doing so will reduce this player’s performed and no other player on your team may perform Throw Team-mate action is automatically fumbled, as
action (on its own or as part of a Strength characteristic by 2 for the duration of this activation. Both Block the same action this team tumn. described on page 53.
Biitz action), using this Skill prevents  actions are performed simultaneously, meaning both are resolved in full even
the target ﬂf the Block action from if one or both result in a Turnover. The dice rolls for each Block action should
using the Side Step skill be kept separate to avoid confusion. This player cannot follow-up when using

this Skill.

Additionally, when this player
performs a Block Action on its own
_ltlul not as part of a Blity action),
If the target is pushed back, this
player may choose any unoccupied
Square adjacent to the target to
push that player into. I there are ng

unoccupied squares, this Ski
ey kill cannot

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

PILE DRIVER
When an opposition player is Knocked Down by this player as the f
of a Block action (on its own or as part of a Blitz action), this playe
'mmediately commit a free Foul action against the Knocked Down
To use this Skill, this player must be Standing after the block dice
has been selpcted and applied, and must occupy a square adjacen
:::]ET;‘;? DU_WH [Jlaer.r. After using this Skill, this player is Placed P
ivation ends immediately.

A player with this Skill
can
also have he Frenzy kil >
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if this player would move Into a square that IS OCCyp;
//T’;y/ by a Standing player from either team, they myg Derf?r SMBARDIER
they m _ B

CHMN ction n against that player, follow; R AT
BALL & L == ted, the only 807 T eis  a Block action a& ~ —ING the norm,, - .
When this player IS Move' Special action - qules, but with the following exceptions: When activated and if they are Standing, this player can perform a ‘Thr
perform i 2 ‘Ball & Ché’:meﬁ with this Trait may perfort ' Bomb® Special action. This Special action is neither a Pass action nor a?rT‘nm

A ayeis - | i W
o limit to how maﬂ;’; roam tum . A Ball & Chain player ignores the Foul Apﬂearance i Team mate actlorj, SO does not prevent another player performing one of
this Special action € . A Ball & Chain player must follow-up if they PUsh-b I, . those aptions during the game team turn. However, only a single player with
1aver performs this Special action: nother player. dCk this Trait may perform this Special action each team turn. g
When this play ' _ B
facing -'

A Bomb can be thrown and caught, and the throw interfered with, just like

te over the playef, f this player moves Into a square that i : | *
Throw-in templ2 | 'S OCCupigg a ball, using the rules for Pass acti ' .
4 Zone or either sideline as by a Prone or Stunned player from either team fo, any . following efceptions: Ons as described on page 48, with the

reason, that player is immediately pushed back anq 37

e Place the
towaras either EN

a standing player from either team, roll a D6:

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

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

u wish. e in the .
. ;?)H a D6 and mo;e the player one squar Armour roll is made against them. e A player may not stand up or move before performing a Throw 4
direction indicated. asses any -; Bomb action.
o A player with 2 Ball & Chain authoa;CiE |E orderto  This player may Rush. De.clare that the player wi| Rush * Bombs do not bounce and can come to rest on the ground in an occupied
Agility tests they may D€ require before placing the Throw-in template and rolling the D6 __ square. Should a player fail to catch a Bomb. it will come to rest on the
Dodge, regardless o' &y modIFtEfSéﬁ the pitch, they to determine direction: " ground in the square that player occupies. o
. If this movement takes the player | '5 e |f a Bomb is fumbled, it will explode Immediately in the square occupied ~
: risk Injury by the Crowd. o U  |f this player Rushes into an unoccupied Square, moye by the player attempting to throw it. :
o If this movement takes e p[a!yer Ir < considered to them as normal and roll a D6: |  |f a Bomb comes to rest on the ground in an empty square or is caught by § =8
Which e B 3 i ol afyi, they may not - On a roll of 2+, this player moves without mishap an opposition player, no Turnover is caused. L -
1\\' have moved involuntanly Thef;; Ea!l will bounce. - On aroll of 1 (before or after modification), the ‘ * A player that is in possession of the ball can still catch a Bomb. %"‘"
attempt to pick the ball up an blayer Falls Over. : e Any Skills that can be used when performing a Pass action can also be
v Repeat this process for each square e e If this player Rushes into a square that is occupied 5 (L;ie;:lh:réear;t‘performmg a Throw Bomb Special action, with the exception of ﬁ#ﬁ

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

e On aroll of 4+, the Bomb explodes immediately, as described below.
* On a roll of 1-3, that player must throw the Bomb again immediately.
This throw takes place out of the normal sequence of play.

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

effect (on the game) before the crowd can throw it back.
If this player ever Falls Over, is Knocked Down or IS

Placed Prone, an Injury roll is immediately made against When a Bomb comes to rest on the ground, in either an unoccupied square,
them (no Armour roll is required), treating a Stunned in a square occupied by a player that failed to catch the Bomb or in a square
result as a KO'd result. occupied by a Prone or Stunned player, it will explode immediately:

A player with this Trait cannot also have If the Bomb explodes in an occupied square, that player is automatically

y FEEVE T OECOREEIES VRN Y VL

the Diving Tackle, Frenzy, Grab, hit by the explosion.
“',_,.,)\ Leap, Multiple Block, On the Ball * Roll a D6 for each player (from either team) that occupies a square
: adjacent to the one in which the Bomb exploded:

¥ or Shadowing skills. A . _
“ﬁ - On a roll of 4+, the player has been hit by the explosion.

gf. - On a roll of 1-3, the player manages to avoid the explosion.

' * Any Standing players hit by the explosion are Knocked Down.

* An Armour roll (and possibly an Injury roll as well) is made against any

player hit by the explosion, even if they were already Prone or Stunned.
* You may apply a +1 modifier to either the Armour roll or Injury roll.

This modifier may be applied after the roll has been made.

T T o

RSN

o ? s o e=2 o e
et v MO BT ARSI e S IR Y
FRUE= ,'!-_:'?l. T (0P e e, 0 A ¢ il N R i A T e :
L g . L

1.



ad TS [Ray=

_—— CHAINSAW™

o ‘I'l:ll'\:
roels W hat {hEy arg Uk I

r fOrgeLs .-

e kely -:'.ll‘i:ih:'!ﬂ,_tll-r.

-t 1 this p4ay X
a1 rr“-r!"'r:"'ﬁ;a"'— N
are

4 s [ITH
~brration - oo
ynd their actnratic - le Zone antil they
Ll s {CKIK -
avpr 0585 {heir i
this peayet tion
neat activated —antinues thelf activa
o i a5 this player L5
ﬂ::.-l'i.' Of &% ® :
and comp ete

¢ pOfmal <

4 artinn
& fhelr gdeclared acho

perform an
that this player would perfo
[f wou e appd Gl arfarmed ance per team turmn
|y pE - e ]

tan which can ¢ - ation ended hefore the action
] ClLATa LT =25 .
IS aully ad 1.=J [y Deen

coulo

= B[
ot THE .,-'-!':-1!-’:"- 5 _f|r:£| oer
mbetiesl -
—
Y e .:'Ei'.'_: WLl
o and MO OUNET [y

2ction this (eam wim

 tead of performing a Block action (on its own oy ——
a5 part of a Blitz action), this player may perform 2
chainsaw Attack’ Special action. E_J'Ef'ﬂ?-tll.-r as describeq 1,
4 Block action, nominate a single Standing player tg p, r
the target of the Chainsaw Attack Special action, Thers
o limit to how many players with this Trai

¥ may 'i}Efff.:urn-.

this Special action each team turn,

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

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

3 Chainsaw’

0On a roll of 1, the Chainsaw will violently “Kick-back
and hit the piayer wielding It.

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

If the armour of the player hit is not broken, this Trajt
has no effect.

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

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

If an opposition player performs a Block action targeting
this player and a Player Downl or a POW! result is
applied, +3 is added to the Armour roll. If a Both

7 ,u""]ﬁ'n Down result is applied, +3 is added to both

8| Armour rolls.
Finally, this player may use their Chainsaw
when they perform a Foul action. Roll aﬂDﬁ for
kick-back as described above, Once again, an
Armour roll is made against the player hit by the
Chainsaw, adding +3 to the score.

™ e —

DECAY™ s
If this player suffers a Casualty

result on the Injury table, there

a +1 modifier applied to all rol!

made against this player on the
Casualty table.

HYPNOTIC GAZE

NO HANDS®

:L':Iunr!-g their activation, this player may perform a
‘Hypnotic Gaze' Special action. There is no limit to how

many players with this Trait may perform this Special
action each team turn.

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

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

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

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

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

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

LONER (X+)*

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

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

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

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

PLAGUE RIDDEN

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

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

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

POGO STICK

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

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

A player with this Trait cannot also have the
Leap shill.
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REALLY STUPID”
When this player is activated, even if they are Prone or
have lost their Tackle Zone, immediately after declanng
the action they will perform but before performing the
action, roll a D6, applying a +2 modifier to the dice roll i
this player is currently adjacent to one or more Standing
team-mates that do not have this Trait:

« (On a roll of 1-3, this player forgets what they
are doing and their activation ends immediately,
Additionally, this player loses their Tackle Zone until
they are next activated.,
On a roll of 4+, this player continues their activation
as normal and completes their declared action.

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

_— TREGENERATION S
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RIGHT STUFF”

ess, they can be thrown by a team-mate with the Thrgy
{ g B
Team-mate skill, as described on page 52.

SECRET WEAPON”

when a drive in which this player took part ends, even if

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

described on page B3

STAB_

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

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

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

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

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

STUFF™ r TR
' this player also has a Strength characteristic of 3 or

—

STUNTY"

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

However, when an opposition player attempts t0
interfere with a Pass action performed by this piayet i
player may apply a +1 modifier to their Agility test.

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

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

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

SWOOP

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

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

TAKE ROOT®

wWhen this player is activated, even if they are Prone or
have lost their Tackle Zone, immediately after declaring
the action they will perform but before performing the
action, roll a D6:

= Ona roll of 1, this player becomes 'Rooted':

- A Rooted player cannot move from the square
they currently occupy for any reason, voluntarily or
otherwise, until the end of this drive, or until they
are Knocked Down or Placed Prone.

A Rooted player may perform any action available
to them provided they can do so without moving.
For example, a Rooted player may perform a Pass
action but may not move before making the pass,
and so on.
= On aroll of 2+, this player continues their activation
as normal,

If you declared that this player would perform

~ any action that includes movement (Pass, Hand-off,

Blitz or Foul) prior to them becoming Rooted, they may.
complete the action if possible. If they cannot, the action
is considered to have been performed and no other
player on your team may perform the same action this
team turn,

THROW TEAM-MATE

If this player also has a Strength characteristic of 5 or
more, they may perform a Throw Team-mate action, as
described on page 52, allowing them to throw a team-
mate with the Right Stuff trait,

TIMMM-BER!

If this player has a Movement Allowance of 2 or less,
apply-a +1 modifier to the dice roll when they attempt
to stand up (as described on page 44) for each Open,
Standing team-mate they are currently adjacent to,

A natural 1 is always a failure, no matter how many
team-mates are helping.

UNCHANNELLED FURY"

When this player is activated, even if they are Prone or
have lost their Tackle Zone, immediately after declaring
the action they will perform but before performing the
action, roll a D&, applying a +2 modifier to the dice roll
if you declared the player would perform a Block or Blitz
action (or a Special action granted by a Skill or Trait that
can be performed instead of a Block action):

= On a roll of 1-3, this player rages incoherently
at others but achieves little else, Their activation
ends immediately.

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

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

TITCHY*

This player may apply a +1 modifier to any Agility tests

they make in order to Dodge. However, if an opposition
 player dodges into a square within the Tackle Zone of
this player, this player does not count as Marking the
ving player for the purposes of calculating Agility
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« THE GAME OF FANTASY F

COMMON INDUCEMENTS
s Bﬂlnw 5 a list of the common Inducements. There
are
_'—___-—____"_-—__'

many more Inducements and most leams have
ACCEss 1o their own, unigui Inducements as weall

More Inducements can be | s |

] 1 ¥ L

lood Bowl teams are always looking for an ‘ supplements a-.r*m:}t:nlu- TR et
advantage, be it fair or otherwise! Coaches |

will pay all manner of shady characters to ‘
assist their team from the sidelines or on the pitch,
During the pre-game sequence of a league fixture, 0. :

SSRetiv may Pui“ hase Indiucaments for W T m:cz::;;:.:llllm Assistant Coaches - 20,000 gold
ahead by spending gold awarded as Petty Cash, B * 0-1 Weather M

taken from their Treasury or both. When creating | [RURS El:ld::imarl;c- 53 ﬂ,'aﬂg{;]g;m ] i
a team for exhibition play, a coach may purchase Rt ko

* 0-4 Temp Agency Cheerleaders 20,000 gold
fleces pach

* 0.5 Special Plays - 100,000 gold pieces sach
Inducements .fmm their Team Draft Budget, ‘ * 0-B Extra Team Training - 100,000 gold pieces sach
* 0-3 Bribes -

100,000 gold pleces each (50,000 gold
peces for teams with the "Bribe d Cormuptit
INDUCEMENTS IN LEAGUE PLAY et e

Ll special rula)
s described on page 35, during the pre-game * 0-2 Wandering Apothecaries - 100,000 goid pisces
sequence of a league fixture, each team can =R

each (nol available to teams that cannol hire an
spend gold pleces either from their Treasury, from

here are always plenty

of hangers-on loitering
around a Blood Bowl

apathecary)

o Iree N Petty Cash (see page 38) or both, to purchase any of the * 0-1 Mortuary Assistant - 100,000 gold pieces (only
stadium. hpllj' l anyone Inducements available to them which are then recorded on available to teams with the ‘Sylvanian Spotlight

wﬂhﬂ Y 4 the team's Game Record sheet, special rule)

' 'Hﬂm m "”l: * 0-1 Plague Doclor ~ 100,000 gold pieces (only availabb
mh: hat : 1 Il_i_D_HEEMEHTS IN EHHIBITIHH FLAT 1o leams with the 'Favoured of Nurgle” special rule)
in hmwh I hen a team is dralted for Eﬂ'lil.'lnl!flﬂ-ﬂ play, * D-1 Riotous Rookies - 100,000 gold pieces (anly
biased , amesd : \ you may spend as much or as little of your available to teams with the ‘Low Cost Linemen

on MM : \ ! \ Team Draft Budget as you wish on Inducemenls, special rule)
:ﬂl a break "" ' | : : provided your team contains the minimum of 11 players, » 0-1 Halfling Master Chef - 300,000 pold pieces
up their sieeves. All these and - ' 7

. ' k not including Induced Star Players.

: mmuﬁthﬁiw L\ = ’ )

- a team “mpuw a ()
of course! Often, the stadium ‘ {q;%

(100,000 gold pieces for teams with the ‘Halfling
Thimble Cup' special rule)

U R UG R TR RO O VEFRGRCETRCS I«  Unlimited Mercenary Players - price varies

at an event or tournament, you should pay close attention * 0.2 Star Players - price vanes
e will to Lhe rulespack crealed by the organisers, as it is quile s (-2 (In)Famous Coaching Staff - price varies
the bill, willing to help out a - common that not all Inducements will be allowed. Also, it » 0-1 Wizard - price varies
L] k
disadvantaged team rather than

18 commaon for tournament organisers to create their own, 0-1 Biased Referee
risk a team refusing to play! .

[0 Vares
special Inducemants.

If two coaches are drafting teams for exhibition play
between themselves, they should take a few minutes to
discuss Inducements first. It Is important to decide if there

are any Inducements they feel should be Included or any
thay would prefer 1o leave out,
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G-4 TEMP AGENCY CHE

>0.000 GOLD PIECES EACH:

e aading isn't steady Wof .
CheerleadiNg sl s r L
yOuUng hopefuls l00kINg for thetr Dig ©

P 1'EJ_|'|"=:" I,':'a'c'l
heer squad On & T

v a depleted C X v Siaff, any

gk cni--lea ders as permanent Sideline Sta
1:' nl.u‘.H =L » 7 (AR e
team may temporarily purchase S "
S T H]
Cheerleaders a5 inducements. SIMP'Y d
1l : ; ¢ |l
; re by the nUmDEs

ar of .|||_-.-_r'-r.|:-al_','|-':“_'- !

e for the duration of the game

[l 1
n addition

Temp Agency

nerease the [BaAm s

maximum ol 16 in tofai,

At the end of the game, any Temp Agency

Cheerleaders will leave the team

0-3 PART-TIME ASS rsm_uu:@%fﬂihﬁ

20,000 GOLD PIECES EACH, AVAILABLE T2 22— ===

Coaryone's an expert, and if a coach is willing (o pdy,
veryol artise wilh the team! [n addition

I yare that expe

many will share [ . aff
to hiring assistant coaches as nermanent Sideline Staf,
L LS H 20 L

- v purchase some Part-lime
any fram may tempaorarily purchase su
: 5. Simply increase

Assictant Coaches as Inducement he
b i | f
the team’s number of assistant coaches by the num

e team's :
induced, up to a maximum of nine in total, for the

duration of the game.

At the end of the game, any Part-time Assistan!

Coaches will feayve the Leam

0-1 WEATHER MAGE

30,000 GOLD PIECES, AVAILABLE TO ANY TEAM
Many stadium owners employ Weather Mages, paying
good money for highly localised spells to control the
elements to keep the fans dry and happy. Rarely does
this magical climate control extend to the pitch though,
unless a coach is willing to pay for the service that is!

A Weather Mage is not a Wizard Inducement and a
coach may Induce both a Weather Mage and a Wizard of
SOMe so.

You may use a2 Weather Mage once per game, at
the start of any one of your team turns, before activating
any ol your players. Roll on the Weather table, applying a
modifier of +1 or +2, or -1 or -2 if desired. The resulting
weather conditions are applied immediately and will last
until the end of the opposition's next team turn, replacing
the existing weather conditions. Al the end of opposition's
next team furn or the end of the drive (whichever comes
first), the replaced weather conditions will retumn,

5.3 BLOODWEISER KEGS =
<0.000 GOLD PIECES EACH, AVAILABLE TO ANY Teap
ﬁnﬁ‘.m'g says "get hack in the game” like a frosty —
Bloodweiser Ale served straight from the keg. There's
nrobably an official rule regarding drinking during 2 Gane
hut whether it's compulsory or banned, who cares! o
gach Bloodwelsel Keg Induced, you may apply a +1
maodifier to the result of any dice rolls made during thie
game when rolling to see if any of your players recovers
from being KO'd. Bloodweiser Kegs benefit all players
eumrently on the team, including Journeymen. Star Playars

and Mercenaries.

0-5 SPECIAL PLAYS

100.000 GOLD PIECES EACH,

AVAILABLE TO ANY TEAM :

Each Special Plays Inducement purchased gives JOU A
one Special Plays card to use during the game ahead.
Cards are drawn from one or more of the Special Plays
card decks during the Inducements step of the pre-

game sequence:

Each Special Plays Inducement purchased allows you
to draw cards from a single qeck.

The deck from which cards are drawn i5 determined
by rolling a DB and consulting the table below,

Far each separate Special Plays Inducement
purchased, roll again on the table below.

There is no limit to how many cards may be drawn
from each deck, but if the second roll or any
subsequent rolls give a duplicated result, you may re-
rall the D6. If the D6 is re-rolled, you must accept the
result of the re-roll.

SPECIAL PLAYS CARDS
D6 DECK
1 Random Events
Dirty Tricks
Maogical Memorabilia
Heraic Feats Al
Benefits of Training
Miscellaneous Mayh

CARD SELECTION: Once the D6 has been rolled, the
appropriate Special Plays card deck is shuffled and two
cards are drawn from the top. You may then read both
cards before choosing one to keep and one to discard.

opentpas

0-8 EXTRA TEAM TRAINING

100,000 GOLD PIECES EACH,

AVAILABLE TO ANY TEAM

Getting all of the players together in the same place

ie hard enough on game day, let alone for a regular
training session. If a coach wants to hold extra training
sessions ahead of an important fixture, they had better ba
prepared to flash some cash to Induce the cooperation of
their players! Each Extra Team Training session grants the
team an extra team re-roll for each half of this game.

0-3 BRIBES

100,000 GOLD PIECES EACH

(50,000 GOLD PIECES FOR TEAMS WITH THE
'BRIBERY AND CORRUPTION' SPECIAL RULE),
AVAILABLE TO ANY TEAM

when a player is caught misbehaving, a bag of gold
pieces can have a surprisingly calming effect upon an
angered referee! A single Bribe may be used when a
player is Sent-off for committing a Foul or using a Secret
Weapon. To use a Bribe, roll a D6. On a roll of 2-6, the
Bribe is effective and the player is not Sent-off (and no
Turnover is caused), but on a roll of 1 the Bribe is wasted
and the referee’s decision still stands! Each Bribe may be
used once per game. ; :

A single Bribe may be used after an attempt to
Argue the Call has been made. However, if a 1 was rolled
when attempting to Argue the Call and the head coach
ejected, as described on page 63, the ref is annoyed
beyond the calming effects of mere gold and no Bribe

‘may be used this time!

0-Z WANDERING APOTHECARIES
100,000 GOLD PIECES EACH, AVAILABLE TO ANY

'TEAM THAT CAN INCLUDE AN APOTHECARY
‘Any team that can normally hire an apothecary may

Induce a Wandering Apothecary or two to help during

the game. Often these apothecaries are local barber
surgeons, present for the game and willing to recoup the
price of their ticket by helping out. Others are experts of
questionable veracity, hoping to prove the worth of their
unorthodox methods. Wandering Apathecaries follow all
 the rules for normal apothecaries, as described on page:
62, However, unlike a normal apothecary, a Wandering:
~ Apothecary may attempt to patch-up any Journeymen or

Mercenary players the team includes, but cannot attempt

0-1 MORTUARY AS ISTA

100,000 GOLD PIECES, Ay
19 + AVAILABLE TO ANY TEAM

H THE 'SYLVANIAN SPOTLIGHT SPECIAL RULE
Necromancers are always looking for a helping hand
with their work, and the local mortuary workers are often
E3ger to eam some extra income. A Mortuary Assistant is
4 master of needle, thread and twisted wire, connecting
mip bone to leg bone, repainng funeral bindings, and so
on. They can really get the players shambling back to
the pitch! A Mortuary Assistant may be used once per
E2me 1o re-roll one failed Regeneration roll for any player

‘Ccurrently on the team, including Journeymen, but not

including Mercenaries or Star Players,

0-1 PLAGUE DOCTOR

100,000 GOLD PIECES, AVAILABLE TO ANY TEAM
WITH 'H-_II". "FAVOURED OF NURGLE' SPECIAL RULE
The Plague Doctors that accompany Nurgle-aligned
teams are well-versed in the care of the many vinulent
plagues and ailments that infect their charges. Once
per game, a Plague Doctor may be used to re-roll ane
failed Regeneration roll for a player on their team.
Alternatively, once per game the Plague Doctor may be
used in exactly the same way as an apothecary when
any player on their team is Knocked-out (see page 62).
Plague Doctors benefit all players currently on the team,

in_:lud‘mg Joumeymen, but not incleding Mercenaries or
Star Players,

0-1 RIOTOUS ROOKIES

100,000 GOLD PIECES, AVAILABLE TO ANY TEAM

WITH THE ‘LOW COST LINEMEN' SPECIAL RULE

Ahead of the game the head coach ventures outside the
stadium armed with handfuls of small change and dried
beans which they fling to the adoring crowd, telling them
they have been hired and this game is their big break

in Blood Bowl, Regardless of how many players are
available for this game and in addition to any Journeymen
the team gains for free to make up for any lack of players,
your team gains an additional 2D3+1 Journeymen for
this game. These fresh-faced young hopefuls may take
the number of players on your Team Draft list temporarily
above 16. They are normal Journeyman playersin
gvery other respect and unless hired in the post-game

game has ended. P
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this half. In addition, the OpPaSINg

Il'ﬂtl'ﬂ:hl'ﬂﬂl-lﬁ*ﬂl!ﬂlﬁlﬂdﬂﬂ'tﬂﬂ

re-rolls for this hall

UNLIMITED MERCENARY PLAYERS
PRICE VARIES, AVAILABLE TO ANY TEAM

0-2 STAR PLAYERS
PRICE VARIES, AVAILABLE TO VARIOUS TEAMS

e emloyed by 3 leam, thereare  These are the heroes of the Blood Bowl arena, the most

For every player safely employed by a team, there are

dozens more who will wear anyone's colours in exchange  resourceful and talented players in the sport. Star Players

lo your team for a single game, chosen from your Team

Roster, at 30,000 goid pieces more than the piayer

would normally cost. For example, 3 Mercenary Human

Lineman would cost 80,000 goid pieces to hire for a
game rather than the usual 50,000 gold pieces.

The normal fimits on the total number of players
allowed on a team and in each position apply to

Mercenaries. However, players that are missing the game
due o injury do not count towards the number of players

on the team, so they are not counted when working out
how many Mercenaries a team can have.

All Mercenaries have the Loner (4 +) trait as they
are not accustomed to playing with the rest of the team.

In addition, a Mercenary may be given one additional
Primary skill selected from those available to a player
of that position, at an additional cost of 50,000 gold

pieces. For exampie, 3 Mercenary Human Lineman could

be given Tackle for a total cost of 130,000 gold pieces

to hire for a game. Mercenaries do not eam Star Player

points and cannot be awarded the MVP for the game.

Unlike Journeymen, Mercenaries cannot be permanently

hired during the post-game sequence.

act as free agents, playing occasional games for any team

that can afford their high fees (and that they are willing

to assist in the first place), and then moving on to play
for another team. A team may Induce up to two Star
Players that are allowed to play for the team. Unless the
league commissioner decides otherwise, any Casualty
table results applied against a Star Player are waived
after the game — they can afford all the resurrection spells
they need!

Star Players may not take the number of players
in the team to more than 16. However, players that are
missing the game due to injury do not count towards
the number of players on the team, so they are not
counted when working out how many Star Players a team
can have.

It is possible for both teams to hire the services of the
same Star Player:

If this happens during a game that is part of a league,
neither team can field the Star Player but the Star
Player will keep both hiring fees.

If this happens during exhibition play, both teams

can field the Star Player — one team has clearly hired
a ringer!

Star Players do not earn Star Player points and
cannot be awarded the MVP for the game. Star Players
Can never gain advancements,

0-2 (INJFAMOUS COACHINGSTAff—— [ ———

PRICE VARIES, AVAILABLE TO VARIGUS TERME———
although most Blood Bowl celebrilies arE_DI_-JYFr.E-_;t!T_
:"':"nj r"|g135|_”ﬂ_ H
several well-known members of coac

the occasional ref thrown in for g 1ere a
the | -
ning statf aroung
the circuit. Many of these non-playing professionals are

willing to offer out their services 1o other teams for the
right price, bringing their expertise to the dugout,

(In)Famous Coaching Staff are available to
purchase durnng the pre-game sequence at tha cost
listed, You may purchase up to two {In}Famous Eﬂanhlng
Staff who are allowed to assist your team.

As with Star Players, it is possible for both teams 1o hire
the services of the same named (In)Famaous Coaching
staff (such as Josel Bugman):

= [f this happens during a game that is part of a league,
neither team can use the (InjFamous Coaching Staft
but the (In)Famous Coaching Staff will keep both
hiring fees.

= If this happens during exhibition play, both teams can
use the (In)Famous Coaching Staff - one team has
clearly hired a ringer!

There are too many (In)Famaous Coaching Staff to
list here, and most are only available to certain teams.
Details of further (In)Famous Coaching Staff can be found
in the vanous Blood Bowl supplements available

:]H LLH]FHMDHE COACHING STAFF
oo CEMENT: JOSEF BUGMAN
The.::u I.‘jﬂ LD PIECES, AVAILABLE TO ANY TEAM
U me Josed Bugman ig ynonmymous with Blood
LIS Sponsorship deals aomss
» Stocks of Bugman's XXX can be
Inglmﬂ Bowl stadia: the amber liguid
Crowd is suitably mowed kick-

When Bugman tums uptoa gar:»n In ﬂrn ::Lﬁﬁ
: Spectacie to behold! As he enters the stadium

2 greets the Cheering crowtl. In his wiake Dwarf
Cheerleaders dance through the crowd with beer
cannan, whilst the Bugman's Blimp flies averhiead

found in maost

— T, e WD S

ﬂ.mﬂptnﬂ “lgﬂﬂ-ﬂ of fine ala inta the upraised hands of
the spectators.

But Bugman is no mere spectator; the stout
hrwer OWns and coaches numerous teams Faor all
nis bluster, Bugman is a fair coach, having a good
eye for the ebb and flow of the game - the problem
anses when things don't go his team's wa ¥, or he gets
excessively drunk, or some combination of the two

El'ld he E-IQEE"_"TE ot l:lr:.l.tl- 1.r|E' rlﬂll_L tl::| [_]i.u_r |r'l.'.'|'|1_|_"'r'_‘. imko
ks own hands. .

BUGMAN'S X0000(X ' =
Bugman provides players on his team with an ample
SUpply of Bugman's J00000L. This most famous
of Dwarf ales is renowned for ite recuperative

properties. When rolling to see if Knocked-out players
Fecover, rolls of a | can be re-rolled

KEEN PLAYER
| If Bugman's team cannot set up 11 players at the
start of a drive, Bugman may decide to Join in
fumself! You can choose to set him up as part of your
team. If you do so, he counts as part of the team
tor the duration of the drive, When the drive ends.
Bugman i5 Sent-off for committing a Foul and has no
further effect on the game - he cannot be used in a
later drive. The Bugman's X000, however, is not
tost; the players simply refuse to give it up!

Bugman has the following profile:

MA ST AG PA AV

Bugman 5 3 3+ 6+ 9+
Ckills & Traits  Lomer (54 ), Tackle, Thick Skull,
Wrestle




There are too many types of
Wizard to list here, and maost are
only available to certain teams,
Details of further Wizards can be
found in the various Blood Bowl
supplements availabie,

D INDUCEMENT: HIRELING SFHHTS"WM .

0- E |ECES, AVAILABLE TO ANY TEAM

150,000 “:,f,.;ng gports Wizard will use are carefully selacteq o
" nd amuse the fans In equal measure. Many spectacyiar firebally
s tches ust as often as opposition players are turned (ny,

turned Into a frog can be turned back quite quickly vy, "
uences than an Inexplicable desire to sit on g | and

:T:I:l[ﬂ;l WUEW enough to be changed back at all, that Isl),

Once per game, Hireling Sports-Wizard may cast one of the
following spells:

ALL
:Ia:f':lr cast this spell either at the start of any of the opposition's tegy -

 pefore any player Is activated, or immediately after any of 1he
3@1 team tumns has ended, Choose a target square anywhere on
the pitch and roll a D6 for each Standing player (from either team) tha

occuples either the target square or a square adjacent to It;

« On a roll of 4+, the player has been hit by the Fireball,
« On a roll of 1-3, the player manages to avoid the Fireball,

Any Standing players hit by the Fireball are Knocked Down, Whan

a player is Knocked Down by a Fireball, you may apply a +1 modifier t
either the Armour roll or Injury roll. This modifier may be applied after {he

roll has been made,

ZAP!

You may cast this spell either at the start of any of the opposition's team
turns, before any player is activated, or immediately after any of the
opposition’s team turns has ended, Target any opposition player and roll

a Dé:

« If the roll is equal to or higher than the player's Strength characteristic,

or is a natural 6, that player turns into a frog for the remainder of
the drive, after which their coach will secure emergency magical
assistance to turn the player back into their original form.

« I the roll is lower than the player's Strength characteristic, the player
develops a fresh crop of warts, but the spell has no further effect.

If the player was in possession of the ball when they were
turned into a frog, it is dropped and will bounce. When a roll on the
Casualty table is required against the frog, no roll is made. Inr,tear_J. i
is automatically treated as if a Badly Hurt result had been rolled, The
frog must miss the rest of the game and cannot be patched-up by an
apothecary (because it's a frog!). At the end of the game, the playeris
returned to normal shape with no ill effects,

The frog has the following profile:

——— e R BT - AG PA AV
Frog 9 1 24 - f 4
Skills & Traits  Dodge, Leap, No Hands, Stunty, Titchy,

Very Long Legs

-1 BIASED REFERE
pRICE VARIES, AVAILABLE TO VARIOUS TEAMS
Many ralaross beCome celebnbies in thelr own fght,
ol mes far thelr aven-handaed spplication il tha
riilas, more oflen lor thelr blatant cormiption of Vil
aotbursts! Many leams will go oul of thisir wity 1o bribe g
el bt nothing Deats Wwrming up 1o 8 gama P"'”'"“”H that
tha raf 15 nat anly on your payroll, but s Fractically a part

: i
il your AT

Biased Relerees are avallable o purchasa during
the pre-game sequence ot the cost listed, and becayse
flood Bowl games 1end to be officiated aver by a group
cather than a single Individual, both leams may purchase
4 Blased Relerse, You may purchase one Bissed Hidores
1o treat vour team favourably during the game ahead.

For the most part, & Biased Referée will treat both
teams equally, meaning that they follow all of the normal
referen rules as described on page 63, Where they differ
is that they will be either far more harsh In their scruting
of the opposition of far more lenlent in their treatrment of
the team that has pald them off. How this manifests s
described In each Blased Keferee's description.

Many Blased Referees are named celebrities, although
most are not. As with Star Players, It is possible for
both teams to hire the services of the same named

Blased Referee:

= |f this happens during a game that is part of a league,
neither team can use the named Biased Referes bul
the named Biased Releree will keep both hiring fees.
If this happens during exhibition play, both teams can
use the named Biased Referea - they can dish out
harsh rulings to both sides!

There are too many named Blased Referees to
list here, and most are only available to certain teams.
Details of further Biased Referees can be found in the
various Blood Bowl supplements available.

[ 0-1 BIASED R |
120,000 6oLp hi::ﬂu ARCEMENT
(0,000 GOLD Pieces FUR
BRIBERY AND CORRUPTIO
AVAILAG LETO ANY TEAM
N the yesrs !'.lrsr‘.lr"l-l.;l.]-f,-f.
U i s INCreass o W

e T——

TEAMS WiTH THE
N SPECIAL RuLE),

Mipsa of the NAF lmrr._h.n

ARG mumbers vt

whow biltant bias, Whilst most relirensy arw Fsgiey s
ALoam h-rll.li."ﬁ- G N i ”IIr CHLE hﬁ!ﬂ‘i Moy oAhers

hive slartsg oMfering their services 10 8 (avouad tears

iof an antire !

s,

CLOSE SCRUTINY

atnict adherencs the rules is of pararmoum

IMpGAancs o all riferpes
whan one of the teams fas
O posticn Clormedyt | any o

This is esperially trye
pald them (o watch the

AYE on the oEming Wam |
commits & Foul withou rolling & doutile whaen making
Wy 1

Eiher the .I'H'n-p!m: ol oar |n',1” roll, el i 06

* On ool of 54+, the B
and the [.||i::|rF:f 1% Saen

ased Helerss spots the Fou

off, era 1y a8 i thiy had

rolled 8 double (i.e., the OpPOSING coach mimy Use

8 Bribe l one 18 availa
Argug the Call)
On aroll of i, the @
ref ‘s stlention

e Al ey .;l"arr'.|,I iri

I:i]'j'rlr MAnS '_|r|| = ir' AT 1:| ET&TT]

Whilst walching one team incredibly closely, 1he

Biased Reteree can easil

y be lorgiven for missing

inlractions perpetraled by the other, Whan rolling
on the Argue the Call table, you may apply 8 +

moditier to the dice rofl
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laying a Blood Bowl

league is greatfun. |\ |

Teams grow and A
develop, and rookie players ( >
blossom into mighty Star h
Players. Coaches are able >~ o™
to build upon their team's >
background and rivalries tr
with others, all the while hoping -
to reach the play-offs, dreaming of
winning lasting fame and fortune.

In truth, although we call them leagues,
what our teams are most likely doing is
participating in the type of tournaments that
happen around the Oid World and beyond all the
time. There haven't been many formal leagues
since the NAF collapsed, and teams travel the
known world taking part in numerous privately
run tounaments, playing a series of linked games,
hoping to qualify for the finals and to win the prizes
on offer. The seen is a team improving
W the course of such a competition and
becoming a more skilled and complete unit. Over
::ml m:h league seasons a team will have played
several different competitions in very different
locations, gained new players, lost old favourites
and changed and evolved over time. :

w
W

iy first thing needed is a |E-HEHE'

 ALEAGUE
I

n order to set up a league, the

commissioner. The league
./ commissioner is the member of

any group of regularly meeting

~ coaches who takes up the
responsibility for making sure that

| aleague runs smoothly. Some
|eague com missioners like to keep
a central database of teams to
keep track of how well everyone is
doing, and some even write regular
newsletters featuring game reports,
league tables and anything else
they can think of! Most league
commissioners will take part in the
league with a team of their own.

GETTING STARTED
0 run a league, you will
Each particu:uahng coac
and submit 3 Copy of t

need at laast four teams. At
h needs tn draft a team as d
heir Team Drraft list

the start of the league,
escribed on page 30
o the league commissioner

SEASONS

A Blood Bowl ea
. Bue plays out aver an ; -
regular season’ and the "play-off seasu:m:f : of 'seasons’, each split into the

P he end of
comes the ‘off- G each play-off season,
A it nlf-aez:iﬂz break’, a rest from the action before the next season Lgmf.
for the season ahead r;k‘ :Etltlr:m“E 2d new coaches alike can draft 2 new team
- 20U @ league ¢ i :
can re-draft an exising team as describeg on 1. "UMING Coaches

bed on page 100,
DIVISIONS
If the league contains enou

—

EN teams, the league com
i feams, missioner may wish to divide
m into two, three or four divisions. Each division should contain as equal a

number of teams as ible, but a divisi
possible, a division should have no §.
The larger the divisions are, the longer e o,

:u:.leueerd tl;; league mmmi&slnner_ﬂecides. but drawing team names out of an
i_p_Ufn ood Bowl helmet (or similar recepiacle) is most traditional. Once the
divisions have been split, the saasan can begin!

THE REGULAR SEASON
D uring a season, each team plays two 'league fixtures’ against each other

four teams
a season will last. The teams can be spi

team In their division. These games should be played to a schedule of

rounds’, drawn up by the league commissioner and made available to
all coaches. "Cross division friendly’ games can also be played on a challenge
basis against teams in other divisions that a team and their coach may not
otherwise face,

LEAGUE FIXTURES
It is recommended that you set a time limit for each round. This prevents the
league stalling because two players can't seem to get their schedules to line up. A
good rule for deciding a time limit is to assume that each team can play one game
per week. Any league fixtures that have not been played by the end of the time
limit count as a loss for both teams unless one coach voluntarily concedes due to .
real life commitments. In this case, the other team wins 1-0, gains D6x10,000
gold pieces and may make two MVF awards.

After a league fixture has been played, both teams follow the full post-game
sequence as described on page 69. Note that both coaches are responsible for
correctly recording the outcome of the game and passing that information on to
the league commissioner.

NO-SHOWS: If a coach is thought to be gaming the system - i.e., avording certain -

games just to prevent their opponent from getting a win of to protect their players -

from harm ahead of another game, the league commissioner should dock that s
'__n
Il‘ -

coach 3 League points.

05S DIVISION FRIENDLIES _
= ar season, any two coaches that are not in the same division may

ing the regul
During U riendly game. Each team can play as many or

arrange for their teams to play a f
as fefr friendly games as they wish. but two teams can only play each other in

this manner once. Coaches should note that during the post-game sequence ol a
friendly, no MVP is awarded and no League points are won. In ail other respects, & 2

friendly is treated just like a league fodure.




THE PLAY-OFF SEASON
nce all league fixtures have been played in e
division, the regular season comes to a close_
Once all the scores are in, the league COMMissioner
ranks the teams in order of League points, from highest
to lowest, Using total touchdowns as the first tiebreaker
and total casualties as the second tiebreaker, if required.
The top four teams in the league will go through to the

play-offs as follows:

If the league consists of two divisions, the top two

teams from each go through and the play-off season

progresses straight to the semi-finals.

If the league consists of four divisions:

- The top team from each goes through and the play-
off season progresses straight to the semi-finals.

- The top two teams from each go through and the
play-off season commences with the quarter finals_

If the league consists of three divisions, the top team

from each goes through. Additionally, the second

place team with the highest number of league points

will go through as a wild card. The play-off season

progresses straight to the semi-finals.
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As with the regular season, these games
should be played to a schedule drawn up by the league
commissioner and made available to all coaches.
If quarter finals are being played, care should be taken
to ensure that two teams from the same division do not
meet in either the quarter finals or semi-finals.

GLITTERING PRIZES

rizes are awarded to the teams who finish in 1%
2™ and 3™ place, in addition to any winnings 1

generated auring the post-game sequence:

« The team in 3" place receives 30,000 gold pieces.

« The team in 2™ place receives 60,000 gold pieces.

e The team who finished in 1* place, the season's
champion, is awarded 100,000 gold pieces and the
League Trophy.

These winnings should not be placed in the team’s
Treasury until after the Expensive Mistakes step of the

post-game sequence. Therefore, these winnings cannot
be lost as soon as they are won!

The League Trophy is held by the winners until the
end of the next season, when it will be awarded to the
new champions. For as long as a team holds a League
Trophy, it adds an additional team re-roll to its Team Draft
list, increasing its Team Value accordingly but without
having to spend any gold pieces from its Treasury.

THE OFF-SEASON BREAK
AND RE-DRAFTING TEAMS

hilst many coaches like to start each season
with a brand new team, many more like to
develop a favourite team over several seasons,

building that team’s legend over time and telling the story
of fan favourites who dedicate their career to their team.

. R&R

During the off-season break, players have time to rest and
recuperate from their injuries. Therefore, any players that
suffered a Miss Next Game Casualty table result during
the team’s final game of the season will recover before
the next season begins.

The following rules allow coaches who wish to re-drafta 2. RAISE FUNDS ——E
Once the semi-finals have been played, the two team from one season into the next to do so. When re-drafting, each team gets a Re-Draft Budget of .
winning teams will progress to the final, and the two AR R 1,000,000 gold pieces. This represents money doled i
losing teams will meet to decide 3 place. RE-DRAFTING B out by the league, the team’s sponsors, fan clubs and -

Between seasons, there is a period of downtime called
the ‘off-season break’. Coaches and their players rest
and recuperate, spend their hard-earned gold, or go

generous patrons. A team that is re-drafting then adds
to this anything they have left in their Treasury from the
previous season, after which their Treasury is emptied

on elaborate tours to promote the latest edition of their (presumably having been used to cover the cost of the
increasingly unbelievable autobiographies. many unexpected expenses that arise during the off- s
season break). Finally, a team that is re-drafting adds the R
After the finals have been played, any coaches who wish ~ bonuses listed below: Bt
to re-draft their team for the next season should get F,ﬁ i
RS

together with the league commissioner and run through
the following steps:

. R&R: Players that would miss the team's next
game recover.
2. RAISE FUNDS: Coaches calculate the funds available

to them to re-draft their team.
3. RE-DRAFT: Coaches complete their new Team Draft

list for the season ahead.

e 20,000 gold pieces for each game the team played
last season (both friendlies and league fixtures).
- +20,000 gold pieces for each league fixture the
team won last season.
- +10,000 gold pieces for each league fixture the
team played last season that ended in a draw.

League commissioners may, at their own discretion,

place a cap of 1,300,000 gold pieces on the Re-Draft
Budget available to teams so that no team starts the

season with too obvious an advantage.
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SRAFTING TEMPORARILY RETIRED PLAYERS ——

llv. players that temporarily retired during the —

~an be re-hired as described Previously by
by
a the cost =hown for them on that SEAS0N's T’-.!-'.'lrn
Draft -i.l-:'l Hopefully the ime oft has helped them tg
Jraii a'l -+ / L

= recover from their Injures:

_thare will find them \aer COS

Oilet < o keep O

. aasar roOkiES 10 KE 1 St e o

r-'.‘[:-!._".i:r'_'-.j witl eager 1t § 105 1ally have =l - ffter the []!..;'If:,"lf'r has Deen rt‘-fjfﬂftl:f'l.".. roll a L”:'-' 1'::lr

players that &7 .|- r"r-q-jm;r: off to seek INEW =70 n each charactenstic reduction they have suffereq.

to disappear QuUItty 1o become Sports U WiV
I 1C L b

Lo 2i b IJ..E”E._l @3 ':l_!t_ >

applying a +1 modifier to the dice roll if the team pze
or to host C2 bal

.~ ehows about ,
..,-I‘_'1I!_|F. 5 EI“ dr":lt:-l:-'-:;]rﬁ

howvel . On a roll of 4+, some time off and some intensjy
BLUAVEL. Lt

awe CIMCU |

|-
redecorabing YO A therapy has done the job and the characteristic 5
. odraft your team, use 3 new T'::'_ Eraj-t,rl.l.:lij.:.; restored. However, such ITT_I'-.E.”'Z!E- often leave their
.-:.r-an: 5 brand new version of your L':'-'_‘r:"'rl"‘ .:"E a0. mark and the player will ga‘|r| a Niggling Injury,
A ayailable, as described LA b s - On aroll of 1-3, the player’s injury has not yet fujly

healed. The characteristic reduction being rolled

Lairne st ADOTY
Trl' -I:. [oAWing FILIEES | ot

\ fl..f H.'- id| =
hes d j L 1 -'E IEI-:. M i :i.. :r' E'L _a f-l-...' *
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o Assistant Cix noogtet at a cost :
ous Team Draft list 8t € Note that if the player has suffered more than

one characteristic reduction, you should roll for
acaries may De carned oV

sart arately.
50,000 gold pieces each, or  €ach separately

STARTING A NEW SEASON

fter the excitement of the play-off season and

the thrill of the finals, the obvious question from

mast coaches is: when's the next season starting?
The answer, as ever, is up to the league COMMISSIoner.
Starting a new season is as easy as following these

Team Draft list at a €0s

or they may be lel g0

As well as NIMNE NEW players from your team roster, you
's Team Draft list.
their Current Value as

IIIIIIIIII hree steps:

R e D e « The league commissioner establishes who will be
taking |:;art in the next season. This is a good chance
for u:uﬂa:h&ﬁ to step down from the league if they're
struggling to find the time to play, and it's an ideal
opportunity for new teams to join in the fun.

Each coach who is taking part in the new league
season submits a Team Draft list.
Teams are divided into divisions (if necessary) and

dates are set. The season begins anew!

se of 20,000 gold pieces for each previous season the
player has taken part in Simply copy the player's entire
nrofile across from your old Team Draft list, including any

« |f the player has any Niggling Injunes, roll a D6 for
each, applying a +1 modifier to the dice roll if the
team has an apothecary:

- Un a roll of 4+, some rest and relaxation has

worked wonders. The Niggling Injury you are rolling
1or 15 removed

- On a roll of 1-3, the player's injury has not yet fully

EXHIBITION PLAY

W nfortunately, not everyone is able to
u commit the time required to take part

in a league. Coaches may not live
close to their gaming friends, work and family
commitments might contrive to keep us away
from our hobby, meaning that often we are only
able to enjoy the occasional stand-alone game
when time permits. Such stand-alone games
are referred to as ‘exhibition games’. What's
more, there is no reason to miss out on the fun
of many aspects of the game that appear to be
designed for league play; it is possible to create
teams for exhibition games complete with extra
Skills, characteristic improvements and access
to weird and wonderful Inducements, including
Star Players. There is a lot of fun to be had in
creating a team for an exhibition game, deciding
what will be included and what will be left out,
choosing Skills, creating names and backstories
for the players, and so on.

L - L s -4

BLOOD BOWL
EXHIBITION PLAY RULES

he following pages offer a set of guidelines for
T creating exhibition play teams. Coaches who

wish to use these rules for a game should decide
between themselves on the details. Further, this section
aims to give guidance to anyone wanting to run a Blood
Bowl tournament, as these rules will help create more
interesting teams for participants to use, which in tum
will enhance the experience for everyone involved.

DRAFTING AN EXHIBITION TEAM

his section deals with how to create a team for an
exhibition game. For the most part this is exactly

the same as creating a team for a league, nght
down to using the usual team rosters and completing
a Team Draft list. However, there are some distinct
differences to be aware of:

TEAM DRAFT BUDGET :
For exhibition games, coaches should have more gold in
their Team Draft Budget, allowing them to include more
of the options that normally only become available later

on in a league.

The Team Draft Budget for exhibition play should
be somewhere between 1,100,000 and 1,300,000
gold pieces. We have found that 1,150,000 gold pieces
IS an ideal size. Larger is possible should coaches or
tournament organisers wish, but it 1s worth bearing in

mind that smaller Team Draft Budgets force hard choices

|I.1J be made. Sometimes, having to choose whether to
Include one thing or the other is better than having both
a5 It adds to the challenge of the experience.

However, it is important to note that when a team
15 drafted for exhibition play, all of the gold pieces in
the Team Draft Budget must be spent. Any gold pieces
not spent are lost, One consequence of this is that the
F”f&g&rs to Nuffle table is only used for Cheering Fans in
exfibition play, as described on page 41,

A Team Draft list will need to be completed for the
team, detailing all of the players, Sideline Staff and any
Inducements purchased. This is especially important
when attending a Blood Bowl tournament, so that your
Opponents can see clearly what your team contains!

HIRING PLAYERS

As with league play, p'la',rers- are the only compulsory
element on a team drafted for exhibition play. Each team
roster details all of the players available to a team of that
type and their Hiring Fee. When drafting a team, you
should select the players you want to permanently hire
for your team, pay their hiring cost from the Team Draft

Budget and make a record of the player on the Team
Draft list.

As usual, a team may not include more players of a
certain type than are allowed by the team roster,

PURCHASING TEAM RE-ROLLS

Any team drafted for exhibition play can purchase team
re-rolls, just like a team drafted for league play. Every
team may buy 0-8 team re-rolls when it is drafted, for the
cost shown on the team roster, paid for from the Team
Draft Budget.

HIRINGSIDELINESTAFF
Sideline Staff can be of as much use to a team drafted
far exhibition play as they are during a league. A team
drafted for exhibition play can purchase Sideline Statt
from the Team Draft Budget.

DEDICATEDFANS R
Unlike a team drafted for league play, a team drafted for
exhibition play will have a Dedicated Fans charactenstic
of 0.

However, teams drafted for exhibition play can
still improve this up to a maximum of 6, at a cost of
10,000 gold pieces per improvement, as described on
page 35. For example, an exhibition team may purchase
a Dedicated Fans characteristic of 3 at a cost of 30,000

gold pieces.
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If two coaches are drafting teams for exn pition

play between themselves they should take a few mMINUIES

Inducerments Nrst. i s important o decide if

1o GiSCUS!

ihare are any Inducements they feel ehould be included

r any they would prefer to leave oul

Tournament organisers should decide which, il any,

Inducemeants will be allowed and ensure tnis information

is passed on (o participants

[NDUCEMENTS IN EXHIBITION PLAY _____

T S N
pR==— SPP coaches have to distribute between tharr

How many :
layers varies For example, you could grant each team
players Vs i : .

¢ cPp Lo spend on advance nents; this is a fair nump

_".'_1 bl | -

o
diam af Loy :
od allows a good selection ol advancements across 5

However, this is only a guideline, and the Number

team
I be increased Of decreased as desired. More SPp
|.-|”. LR

il enable more player advancements, fewer SPP will
e UL el

- aanely allow for Tewer player advancements.
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If two coaches are drafting teams for exhibition
olay between themselves, they should take a few
;:::".1.'.|:_-_ to determing how many SPP they will have
fret. Tournament grganisers should decide how many
SPP participants will have and ensure this information je
passed on 1o participants

SPENDING SPP___
Tre first thing to bear in mind when drafting a team

far exhibition play is that randomly selected Skills o
charactenstic improvements are pernaps best avoided.
This is especially true in tournament play. Randomly
salecting Skills of characteristic improvements ahead of
each round can glow procesdings down quite a lot.

This leaves coaches with the option to choose
Primary or Secondary skills for some of their players,
How ::-.-saches distribute SPP between players is up to
themn. It is just as acceptable 10 create one superstar
player with several new Skills as it is to distnbute
cPP evenly between a number of players. How many
advancements a single player can be given should be
discussed between coaches or decided by tournament
organisers. Any SPP that are not spent are lost.

For example, if a coach has 36 SPP to spend they
may choose to distribute them evenly, giving Six pf_a yers
a Primary skill, or giving four players a Frimary skill and
one player a Secondary SKill, Alternatively, all of the
SPP could be spent on one player.

PLAYER ADVANCEMENT IN EXHIBITION PLAY

VALUE INCREASE

Unlike games played in a league, exhibition games are
not linked, Therefore players will not have the opportunity
to eamn and spend Star Player points in the same way.
However, leams drafted for exhibition play should include
Teore (an |L.5r (H 0] | e h;l._.,,--,g a lew I.J|FJ:||'ETH with an
extra Skill or two makes for a more interesting game. To
allow for this, exhibition teams are granted a number of
SFP lo distnbute between players, meaning that some

players can L] given advancements 'I"JhEl'I [hE team
i% dratied.

In league play, a player's value will increase as they
spend SPP and gain advancements. However, for
simplicity, this is not the case when drafting a team fof
exhibition play. No matter how many advancements 2
player is given, their value does not Increase.

In other words, coaches do not have to woITy BP*“
covering the cost of any additional Skills o ﬂharﬂctﬂl’fsl
increases players are given with gold pieces from thelr
Team Draft Budget, Such advancements do not increas
a player's value in exhibition play.
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| to the pitch, it does so with a full the Prayers to Nuffls table for Cheering F;H.E: | O S BT
complement of healthy, unimjured
players. Any Casualty rolls made
apainst a player in one game are
forgotten about should the same
team be used again later. This is of
particular importance for Blood Bowl

| tournaments, where coaches will use
the same team In several games over
ane or more days.

EXHIBITION PLAY - PRAYERS T0 NUFFLE TABLE
EDBE BB o e U
| Treacherous Trapdoor: Until the end of this half, every time

[
any player enters a Trapdoor square, roll a D6. On a roll of 1, the

trapdoor falls open. The player is immediately removed from play,
Treat them exactly as if they had been pushed into the crowd.
Friends with the E-.'_',I'-.' 1j{'|1|| the end r_'lf 1|'|i'5 ﬂll'ﬁl{'.'. YO mﬂ:'I tpea[ a
roll of 5 or & on the Argue the Call table as a “Well, When You Put It
Like That..." result and a roll of 2-4 as an “I Don't Care!” result.
Stiletto: Randomly select one player on your team that is available
to play during this drive and that does not have the Loner (X+) trait.
Until the end of this drive, that player gains the Stab trait.
fron Man: Choose one player on your team that is available to
play dunng this dnve and that does nol have the Loner (X+) trait.
Until the end of this game, that player improves their AV by 1, to a
maximum of 11+,
Knuckle Dusters: Choose one player on your team that is avallable
to play during this drive and that does not have the Loner (A+)
trait. Until the end of this drive, that player gains the Mighty
Blow (+1) skill.
Bad Habits: Randomly select D3 opposition players that are
available to play during this drive and that do not have the Loner
(X4) trait, Until the end of this drive, those players gain the
Laner {2 +) trail.
Greasy Cleats: Randomly select one opposition player that is
available to play during this drive. That player has had their boots
tampered with. Until the end of this drive their MA is reduced by 1.
Blessed Statue of Nuffie: Choose one player on your team that is
available to play during this drive and that does not have the Loner
(X-+) trait. Until the end of this game, that player gains the Pro skill

This, of course, is not to say
that Casualty rolls do not matter in
sxhibition play. Casualty rolls should
be made as normal. This is because
not only do apothecaries work as
normal in exhibition play, but several
teams (notably teams with the
Masters of Undeath or Favoured of
Nurgle special rules) have the chance
ta gain an extra Lineman for the
remainder of the game.

HACKSPIT QUILLCHEWER'S

FUN FACTS!

According to ancient tradition, the Chaos
All-Stars must cook and eat their coach
if they lose a game. If they win, theyre
allowed to eal him raw instead.
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and graceful Elves to lumbering and brutal Orcs - Blood Bow!

players come in all shapes and sizes. These players represent a
great many races and nations from all over the known world, which
form up into an even greater number of teams of different types. From
fresh-faced rookie squads, to famous franchises established decades
ago, the number of teams playing the game today is higher than at
any time in history. Teams travel far and wide searching for fame and

glory. Some will make it. Most will be forgotten, a footnote
: on
sports trivia encyclopaedias of history. B

F rom diminutive Halflings to huge hulking Ogres, from elegant

rookie Blood Bowl team
of your own for use in league
play. It explains the special rules
of different types that all teams
have, detailing the advantages
and disadvantages these bring
to a team. Finally, it also briefly
explains ‘tiers’, a method used
to give an idea of the relative
strengths and weaknesses of rookie
Blood Bowl teams.

SPECIAL RULES

his section contains the
I ‘rosters used to draft a

behaviour and approach to the great

the following special rules:

BADLANDS BRAWL hes e

The Badlands Brawi | —
S home to a great :
re teams. Unsur greal many Greenskin and

prisingly, Bl | :
bt ekt i gly, Blood Bowl in the Badlands is a

: extremely dishonest affair but these are
virtues that make it €ver popular with the fans!

ELVEN KINGDOMS LEAGUE St

0{1& of the oldest leagues in the known wr!&:— the Elven
ngcforns League prides itself on upholding the traditions of
classically-correct Blood Bowl. Many find it dull but, in terms
of elegance and expertise, it is second to none.

HALFLING THIMBLE CUP

Iraditionally, Halflings have been associated more closely
with the culinary arts than the world of professional sport.

In recent years this has Changed greatly, and the Thimble Cup
has become a mainstay on the Blood Bowl calendar.

LUSTRIAN SUPERLEAGUE

For millennia it was closed to all except Lizardmen teams, but

ost Blood Bowl teams are, /-\
M despite appearances, quite 3 2 The Lustrian Superleague is the oldest competition in the
straightforward in their | & \ world, and home to many of the sport's most ancient teams.

game. Others are not. Be they the

reanimated dead, devotees of the Dark
{ Gods or corrupt Greenskins, many &.ﬁ
. teams differ somewhat from the norm.

Special rules to help represent ‘)

3 R o
the different nuances of races and

teams fall into two categories: the first,
‘Regional’ special rules, are named
after famous leagues or competitions,
and these are attached to teams that )
traditionally play in those leagues.

Their purpose is to make it easy to

determine which Inducements a team

can or cannot take, thus simplifying the

4 -
almost impenetrably complicated rules G cﬂ
and regulations of the NAF. ‘

The second category, ‘Team'’
Special rules, contains more complex
fules. These deal with a unique

-4

" Characteristic of the team, something ( b’!%\
that sets it apart from others. These ’ ‘ﬁ%

| Special rules grant the team certain

benefits not enjoyed by other teams.

in recent years has opened its ranks to welcome other races.

OLD WORLD CLASSIC
Since the collapse of the NAEMM
has struggled. But in recent years the sport’s fortunes have
improved, largely thanks to the founding of the Old World
Classic, a competition that draws together many minor leagues.

SYLVANIAN SPOTLIGHT ; 5
For many decades the Sylvanian Spotlight was the only place
most Undead teams could hope to compete. In recent years, the
development of sun protection magic has changed this, allowing
the athletically inclined Undead to play at anytime, anywhere!

i

UNDERWORLD CHALLENGE
A secretive féague that, until only recently, many pundits
refused to believe even existed! The Underworld Challenge hosts
many strange and diverse teams, the likes of which are rarely

seen in daylight. For a horrifying spectacle, it is second to none!

e gy
p—— v =

g =

WORLDS EDGE SUPERLEAGUE ERT S
Played oﬁigh peaks under clear skies, the Superleague is the

pride of the Dwarfen realm. Games _Iast many hours as ru!e.s‘ are
carefully checked and checked again, ensuring that the purity of

Roze-El's sacred work is maintained. Interestingly, in Dwarfish
venerable' and ‘dull’ are spelled the same.




M SPECIAL RULES .

TEA
have one oF

| their influence on ,
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when rolling on the Argue the Call

= (nce per game,
natural 1.

table, you may re-roll a roll of 2

In addition, a team with this special rule can
certain Inducements for a reduced price, 2s

nuuinuuduuiptmu:matlrdmwt

FAVOURED OF...

The followers of the Ruinous Powers are drawn [0 Blood
Bowl, paying homage to their dark gods through violence
on the pitch. Whilst many teams worship Chaos as a
pantheon, many more dedicate their souls entirely to a

single patron deity.

Certain Inducements are only available to teams
that are “Favoured of’ a specific Chaos power, as noted in
their description. A team may be noted as being either:
Favoured of Chaos Undivided, Favoured of Khome,
Favoured of Nurgle, Favoured of Tzeentch or Favoured
of Slaanesh. In some cases, however, you may be able
to choose the team’s alignment when the team is first
drafted, as in the case of Chaos Renegades.

A team wilh this special rule cannot change
its alignment.

e
—

[OWCOSTLINEMEN ________________
teams freld Linemen of greal skill and ability,

Some !
uﬂurmm!dﬂnﬂanﬂﬂﬂhlpprﬁrtatem the

most useless of players to fill out their ranks. Readily
svailable, easily replaceable and usually willing to work
for pennies, such players fill gaps in the rosters, but
rarely do much more!

Teams with this special rule are not very particular aboyt
the Linemen they hire. To make up for this, they don't

usually bother to pay them:

« In league play (but not in exhibition play), when
calculating the Current Value of any permanently hired
Lineman players on a team with this special rule, the
Hiring Fee of that player is not included.

MASTERS OF UNDEATH

Teams with this special rule all fall into the broader
category of ‘Undead’. Usually crea ted from the animated
corpses of freshly-deceased players brought back

to the game by athletically-inclined necromancers,

such teams don't always operate guite like their more
vital counterparts!

The Head Coach of this team is replaced by a
Necromancer. Once per game, they can ‘Raise the Dead":

« If a player on the opposing team with a Strength
characteristic of 4 or less and that does not have the
Regeneration or Stunty traits suffers a Casualty resuit
of 15-16, DEAD, and if they cannat be saved by an
apothecary, a new rookie Zombie Lineman player can
be placed immediately in the Reserves box of this
team's dugout. Note that this may cause the team
to have more than 16 players for the remainder of
the game.

During Step 4 of the post-game sequence, this player
may be permanently hired for free if the team has
fewer than 16 players on its Team Dralt list, other
it will be lost. The player's full value still counts
towards the Team Value.

Additionally, just like the Head Coach of any othel 1

team, a Necromancer can Argue the Call when one of
their players is Sent-off for commutling 3 Foul, as long 85§
they haven't been sent off themselves. '

“TEAM TIERS

wise

e ——

because of the way in which pla e b e
yers and their diff Bing to coach than others, either
would struggle to win (after all, what erent skills interact, or beca b
chance would a Halfling team really nav:fgt;mtgmgnd-mm -~
nst a Dark ENf team?).

many experienced
coaches have savo
red quite unlikely to be victorioys! i e i

= W ot all t R ——
N Becaiss of the way in which plauer 1ol S0 are mors craen
re challen

This is entirely intentional, and over the years 3 great
playing to win with the teams that might be conside

All teams belong to one of three tiers, as detailed on their Team \
ToSLer;

Tier 1 is occupied by

and mishaps.

Tier 2 consists of those teams that often requi

: i equire a bil more exper
They are all highly compelitive teams, but often a small mml;:zﬂ;n:z :;;.D: the part of the coach to excel,
4 1 ] i g EEUS.I:I !

Tier 3 otherwise knawn as the "Stunty teams', is home to the most difficult of I:am -

Goblins and more, such teams are often victim to a hard time from bigger tougher pEL;D mas;ﬂ b
: yers, but they can

E l I r l:.l
N =1 |l| ||HI5I [§] WITY III tE.a”lS ”“:I'S,E “I'al can BEAS 1E1HI'IJE!| ||!I||| m15[3

MINDY PIEWHISTLE'S RUMOUR ROUND-UP

Do you remember that skinny Skaven calling himself Glart Smashrip Junior?
He hasn't been seen on the circuit since a reunion was arranged with the |
real Glart. Glart Senior has been very light-lipped on what might have
become of the illegitimate runt, which is unusual for him - we're talking
about the rat that once swallowed a Dwarf Blitzer in one bite...




onl) ; CHAOS CHOSEN TEAMS

| T AND RAIDERS, | NOTABLE EXAMPLES: THE DOOM LORDS, THE EyE 7
BLACK .DRC TEAMS T .;ALL[_*._E-I-&EFNEMNS' THE ORCLAND RAIDER ' gﬂ{gﬁjm is arguably even more popular amg%ng:&::‘;*: 5‘;—[!LLMHTﬁH — P ;!
H_uﬁ.fi'L_E EXAMPLES: THE T.zfluhﬂ T e R .,'i-_;f:.-_'g!,rgl':"r_ﬂr-:_': — ' Maybe It's the cult-like supporters’ clubs, the Constant violanea bﬂlhﬂ haos gods than It Is among civilised ol ! '.-
. THE IRON-ROK BON Eﬁ_.l_EEr'mEle'l‘."f. 1 Orcs. Many believe :..L..m. .x.l-!L:-]th“l“ of humour! Grim and EIHLt.:!:th,- strips... Whatever the case, wherever you find g Blood Bow s'ladmmnn ar:ﬂi off the pitch, or just the brightly-coloured 2
| Riack Orcs are the | ndd ; from their dour demeano! I-I.a "‘i'..t*' n** Orcs treat other Greenskins as i ! .mal:le up of an assortment of thoroughly debased, dedicated h”mé?:::ﬁ:“z"lm 1o find at least one team g7
| although the LT 15 .*,!-, : der so many flock to the F. '-. tl .-,.:;..,..am*ll* amongst themselves and focus tog | Beastmen, hideous mutants who have given up their forest lairs for the Ef:lﬂrl,lngll ”f:s:}:;:: :';:E:ms;mphj'm e g
g ko S irs, largely because 1esSer Liks 1HL came. Consequently, many Black Orcs refuse tq ' by the presence glsuperhl.{man Chasen, and frenzied ang blood-crazed Minataurs, ;:ngs, and Tum;r:l ;“m i
; Ll | : .. : oasil istead of concentra’ . ..5;02:*'::.‘1:_-[ Black Orcs aren't stupid - they know the hardly subtle, often TDIEE“"TE about the ball entirely as they Ennd their opponents into the turf aHTn ”":h:ﬁ;ﬂmﬁ )
‘. s thar Orcs. choosing instead o ,HH “ake great use of Goblins, many of whom they become ! Ruinous Powers they worship. : venaration of the
| :1. . of speed and ag 1k "h .ﬁu raining them to be tough with regular clumps about the noggin! A0S Bt v
e cas QTY POSITION COST MA ST aAG PA Ay SKILLS & TRAITS PRIMARY SECONDARY
| PRIMARY SECONDARY 0-16 austm::{i 60,000 6 3 3+ 4+ 9+ tHoms GME o
'i 2. 44 8+ Dodge, Right Stuff, A GPS : HU"“EE_"_: '”ﬂ__f“E"_ _ : | :
| .12 Goblin Bruises 45000 6 < 2% - ; Stunty, Thick Skull : Pk Tma iﬂggﬂ sifgle;i g+ '5h+-ﬂ::* Nane. GMS A
Linemen 4 4 4+ 5+ 10+ Brawler, Grab GS AP A Chaos M“" ) s e 53 E‘J'f- ‘-"'5 “E;‘ 1om amang the following:
0.6 Black Orcs 9':]_'095_\ A _;.; 5 10+ Always Hungry, Loner (3+), S AGP p-1 Chaos Tro ; + 10+ m'f""a‘l"-’* Hungry, Loner (4+), MS AG
0-1 Trained Trol 115,000, 5% 30 S0 e Mighty Blow (+1), i :MEFWETH”‘
Projectile Vomit, Really SEH!_';TIH 'omit, Really
Stupid, Regeneration, 5 pi ki egeneration,
Throw Team-mate e e 0N TEAMT-male
Tier: 2 140,000 5 5 4+ S+ 10+ BoneHead, Loner (4+),  Ms G
0-8 team re-rolls: 60,000 gold pieces each Apathecary: YES ' | Wﬁm (41}, Thick
jal Rules: Badlands Brawl, Bribery and Lorruption = - Skull, Throw Team-mate
i * 150,000 5 5 4+ - 94+ Loner(4+), Frenzy, Homs, M3 AG
* * Mighty Blow (+1), Thick
Skull, Unchannelled Fury
THE THUNDER VALLEY GREENSKINS w: olls: 60,0 mmnﬁm . : | Ter 2 :
_ﬁp&lal Rules: Favoured of... (choose either): Chaos Undivided, Khome, Nurgle, Slaanesh  Apothecary: YES

or Tzeentch

THEDOOM LORDS



M5  — ——cainc. THE HOWLING-HILLS HELIONS ———
n0s RENEGADE TERMS s ALL-STARS, THE HOWLING-HILLS HELIONS _———
F_H——— ___-EL_ES'_THE HGHEF-:E_I'_H_ — - '_II' T iateam of the Blood Bowl worid, pldaye aladjusted that n;
HDJEE_LE_E_?:'EPI!_ - ;r-': ;I-,_..IT-_;\.:.!. the riedl flotsarn « :.;‘.I:r They might be Ditter rL'\-JI"I::Tﬁ-, inveterate cheats o blatant |
Chaos Renegade :i:rl-- : . et them play an :..“:”.,_...l-l-.- < Inevitably, such players end up rejecting the Ways of
I.L.I-_l; H ..l.||'|rl:|' [ pE .l:-.- fcl”-l I_nl.lr._|||'_1 |r_-ll.. I-'-'.,._|:!_.I:'\_"'-.. i ‘-H 'I.I‘Er'” I:r-l_”'\-\:!':”ﬂk_: 1'”{"”1":?:'#1":-" a” manner |-|.l'f dl]a]lﬂl]‘s ml:tahﬁnS as
foulers. Many are ouUlCa: oc (o othe ark powet= ; vas the Chaos All-Stars, whose Ef_‘-:':l::l'ﬂrgc;.j”b,. Mixed

Ji=atirg themsey
nuffle and dedicalini

n FsUC
the process The maost ¢
e AL

freswants e
— 4§y caar 1o |:"-'r. ¥ e e hate gach
line-up managed ™ © taly most af the HOrog = playera 1
infortunatedy, 11T
for the gold. UnIGILE
|

o T ||"|':'|"'|'i!-‘Ir

|'I'|"| AL8= B ET-En'HS

rHADS RENEGAD

GM

44 9+ None

000
0-12 Renegade 50,000
a4+ Animosity (all team-mates), GMP

Juman Linemen AT
0-1 :i;negadi‘ 75,000 6 LIS Pass Safe Pair of Hands
Human Thrower < & 2 3+ 4+ 2+ Animosity (all team-mates), AM
N-1 Renegace Goblin 40,000 Dodge, Right Stuff, Stunty
50000 5 3 3+ h+ 10+ F-nirnu-sity (all team-mates) GM
0-1 Renegade Orc a7 3 44 a4+ 8+ Animosity (all team-mates) GM
0-]1 Renegade Skaven ;gggd é SE0F 3T Animosity (all team-mates)  AGM

0-1 Renegade Dark ENf

I;{ c E !I' I hE ﬂ”DW|n .
fj- 1-:3["" ’T'-&'.' 'ﬂ :I:JL.'E' LI:.':I tﬂ tllrE'E E‘lg GU 5- ":hDEE“ rl:”ll EHIDDE 1 | E
l'.lu I:hﬂui‘l i rl..gl:'i = RIREy *® (=3

§ 5+ 5+ 10+ Always RUngry, Loner (4-+), S

0-1 Renegade Troll 115,000 4 anaihed
Projectile Vomit, Really
Stupid, Regeneration,
Throw Team-mate |
0-1 Renegade Ogre 140,000 5 5 4+ 5+ 10+ Bone Head, Loner (4+), S

Mighty Blow (+ 1), Thick
Skull, Throw Team-mate :
9+ Loner (4+), Frenzy, Horns, S

enegade 150000 5 5 4+ .
5 ibl:;g::; Mighty Blow (+1), Thick
| Skull, Unchannelled Fury
: | Savagery, Frenzy, S
0-1 Renegade RatOgre 150,000 6 5 4+ 9+ Anima | .
Loner (4+), Mighty Blow: =

0-8 team re-rolls: 70,000 gold pieces each Tlr.rE 4

Special Rules: Favoured of... (choose either): Chaos Undivided, Kfiome, Nurgle, Slaanesh  Apothecary:

or Tzeenich

THE MONGREL HORDE

v Also of note 15 15 other, often refusing to play nicely or tum up to

AS
AS
GP
AS
PS.

AGM

it

PRIMARY SECONDARy

AGM

~ AGM

AGM

—— . T

DARK ELF TEAMS

— LES:

EG_LH_EE%AHF; _TTrE HDMHWHTWWES. THE DARK

Thousands & years 280, fe Park Elves were litle more thap 3 gmat eecOWBOYS, THE BLACK Cors

: itional Elven ways. - : L AlR

hack on traditl i ys. They eschewed nability and grace for EMf society who tur :

marked them out as the most powerful of all the world's ; .T]ﬂww and glory, bem‘-"ﬂ'll'lgtht” Imm;idlt:mr
10 2 bitter civit war thg

|
ﬂ 1.hE” El‘f&ﬂ. m;sth' hu.l aT.E

e running Bame, particularly

lieve that the Flash
1
hen by some other team. "8 Blade

when a team includes a remarkable player |ike Jerermiah Kool I:'lhiz [:ar:c Elves enjoy
-7 eCh s hard tg pe

won't be tempted out of retirement - if not by tha Darkside Cowbays, 1

0-12 DarkElf Linemen 70,000 6 3 24 44 - LLsa.Tans
0-4 Blitzers 100,000 7 3 2+ 4+ ay Bh:n:ki e AGP s
AG S

G2 ASSASSIIS 85,0007 3 0k b ah e
02 Wichlves 110000 7 3 2+ 5y g pogp g
B tean F@'rﬂ'[‘um*ﬂnﬂ@u?‘m each : » FIENZy, Jump Up ~ AG PS
al Rules: Elven Kingdoms League Tier: |

***

THE NAGGAROTH NIGHTWINGS

BLITZER



ERERS, THE GRUDGE-BEARERS

o HAMM RS _
. W AR A e e ——
_E_E_h_'_s———-" ARF | __T_5_~__H_———;'_____. -nd many Dwarf teams can trace their histar :
— M PLES: HEDﬂ__———— lav B i Bow! d ts into th Y Dﬂ‘:e ear
EE:':‘EE-P-T"I._._;__rir‘:'. races 10 P'&) _me, grinding their opponents Into the ground as they B0 ang §
vt _ll-_t-_-l ane of |.-..:!I-;;' [EF: o 1:59 3 ri.._"-:- 1k, ':I;-I-:II.-L- -nn the 1_ t'_\-lf: THEl{: are s0 "13”3" D“IH[‘I tEE‘Ir'ﬂE arl:lund ;
ears of the gaM° OWOT high casualty 121€S OPPL0E P i however, the Dwarfs' reputation for flambgyay t:rl 'k
e ; I r!.\- | - _p F; .:[. - | : ] N L : r-| . 5 |
working 00 = F -;.-'r_:.r.: on aimost fm ' xj.n.c was a Dwarf, now immortalised r_]\*‘r the name Roze-g| whegfal'f:-'
csible 0 nd ONe - big hit wit" the fans. 2 11 i to peing, most Dwarf teams believe they haye 3 iﬂsting ?fust
L almc them St € 58 s heought the Bal™= T ; fight 4
1 L LH L 0
_cjated Nuffie’s

n.172 E.f_a-.'E!-}:.irf o
Linemet o5 000 TS 9+ Sure Hands, Thick Skull GP AS
0-2 Runners ey A TR 10+ Block, Thick Skull GS T
0o Blitzers 80,000 g3 44 9+ Block, Dauntless, Frenzy, GS A
[]3 Troll Slayers 95,000 Thick Skull
— A 7 6+ = 11+ Break Tackle, Dirty Player g AG
Deathroller 170,000 {(+2), Juggernaut, Loner
(5+), Mighty Blaw (+1),
No Hands, Secret Weapon,
Stand Firm
. 50.000 gold pieces each Tier: 1
g;::ﬂulgﬁnm C!E.fss..:. Worlds Edge Superieague < Apothecary: YES
* %
THE DWARF GIANTS

ELVEN UNION TEAMS
OTABLE EXAMPLES: THE ELFHEIM EAGLES, THE ¢

J

«ingdoms, who = thanks to a lot of small print - began to make ¢

v h 1
o the sidelines. Outrage abounded among players ang fans afike ::d“;?? onto the
! was

the formation o

pitch, shunting estahi;
ished pi
t :rtly a matter of tima befgre snnw?hﬁzm
g Elyen Union came as a surprse to no
15 but including the odd Wood Eif and even

and show that th
! . €Y can take Blood
th experience and stubborn determination 4

t : .
was doné about it. When that something finally happenead

federation of Elven teams, made up orimar _
one. A loose _ : l p primarily of Hj
park Elf, the Union seeks to repair the damaged reputation of EE.:_S l:eglm
ceripusly. What the teams lack in funding, they make yp for ms

COST MA ST AG PA Av

ary POSITION

0-12: LIESCs D00 S 3 2+ 4+ 8+ PRIMARY SECONDARY
0-2 Throwers 75000 6 3 2+ 24 gy r::n; - 2SN s
04 Catchers 100000 8 3 2+ 4% 8+ Caich, Nervesors AP
027 Biitzers 115000 7 3 2+ 3+ 9% Block, Side Step = oG S
ﬁaieam re-rolls: EE_IEE}E_‘._IG gold pieces each G2 VDGR, Si08 Step m"‘ﬂg Py
special Rules: Elven Kingdoms League  — R e

THE ELFHEIM EAGLES




NTEAMS ___———cTiE LOWDOWN RATS. THE GREENBOYZ | HALFLING TEAMS
[_H_] EL[_ _A—H—I-J-r:E—S:';mE S_E_Aﬁ'fﬁ"!lt' SH!FEUE_. e our and a wicked ymagination dedicated to -'.1I-':i|:-|.]1_,'3r_”'1"-—-__ | EEIA_EL_E EXAMPLES: THE GREENFIELD GRASSHUGG 3
NOTABLE E‘x nd —outh, with @ juveniie =3 - 1his tends to make them better Blood Bowl fans n,a,H | The technical deficiency of Halfling teams is legendar EHS'THE BLUEBAY CRAMMERS THE 7
Goblins -!-r:-d, s r_r.' q.d 1..;.'.'"':"3 withot t ]1-.'[1 ng i ri 'r" ‘-;r.ﬂ.la hoit the O1d World for tl|_r|]|!'|}; up I"I'i]l,”!«-l t:'ﬂr['_-ff'\- 1:.|"|E L it goes without saying that their b|ncklng game |-El,a'||,lE:Il th"‘l‘E o0 Ehﬂﬂ to Ih'n'ﬂ' or H[{,}] m TA-LI.-UW IAHELEE .1§ :_
NEw BAYS LITE lﬁﬁ.-lhl-” i have 2 ol T puldtit l.IIII I.-‘. Sl .ﬂl':m.i senera |.~ [-‘:“.::;”H:: :1';"“':‘.":'.":" \‘ff‘:ﬂrt:" e tl]E | ITI:-ItEE“_]] H'Iﬂt thE!'!,I' hd"."l.':_' 10 "|"||I:I|'|-|. w;‘lhl r“ﬁiﬂ.l;': up Tﬁr qulla::}me.hlng 4] Im d‘E"‘E’d_ Mm. I.Ialﬂlrng.lg !‘urn '11: half m. :m B y
lavars  AN0 e it “_ . ~ime lewd Al i NSNS =7 o™ - . . ] : : ac : i
PIEys i Ak, starling fights, Sis SuibetentveL « well on the pitch but by Nuftle are they entertaining! Tt1'-" 0, the opposing team's End Zone and, by some miracla m:ﬁ‘#:’th fuantity. After all, if you can get ha!:ﬁdawam reuy
R l ; .;-. n teams don't tend f0 G€ _1:-1..:.3.\': 4 ~, ret’ weapans which the Gobbos sneak onto the pig tE” that one or two of them won't be jelly by the time :HJ;: thr s end Up with the uall, then there H: 5ol
T .H.:. -- . raund 4 ‘:\-'._"t"_“:‘.i-::" eMdIess Iir..!-;l 3 .- 1 s[ternate hebtween ':ll!"l.!-!.!l'lh:: [I":f.-:” '.:|11-3||L"4 tl’am-mat;] al favour IS ”.I'Elr Iﬂﬂg'hﬂlﬂ a”ianltﬂ with thE TrEEIT"IEn 'I"l'hl:i g:j.::;ite H‘Hngl Hﬂbﬂb'j‘ lh& ﬂﬂlj‘ réal pﬂl'l'ﬂ; ||'|.i::a:|:::?nm
play style FEVOIVES I g e OIS wihih allefihats E o
Ay = it and the assistance Of ! mbe !.. s up ane (or two!) of them along to a game suddenly doesn't ook m“;;:::eilstn! their realm, and a team that can tglmi:;
By iy A (LFLRREY e i .l--\.-'.ll.l"".: A !|.|-\.:-- I '\-\.l_'_"'. 14 E 1':.
tha nitch 2 gbsent-mifacidiy =
th COBLIN TEAMS =OSITION =R HALFLING TEAMS
TRA M
AV SKILLS ITS PRIMARY SE'E'DHDAH'III' G Halfling Hopeful 30.000 A ST _AG PA Ay SKILLS & TRAITS
: =4+ 8+ Dodge, Right Stuff, Stunty A GPS ¢ = 000 "853 3% 4+°7% i Dodgs, Righ & PRIMARY SECONDARY
3 ki L ...”--l-\.E.:': -:f.'h.-'\-' | . -I:] der DMEE A LIHEMEH L H‘ 1'I'Iﬂl SI.I.II'IT'!I A EE
G-16 O geoa0EELR s A S Bl ' GPS 0.2 " Halfling Heftys 50,000 5
0-1 Bomma ; Secret Weapon, Stunty el ' £ 3+ 3+ 8+ Dodgs, fend: Sig
: ;. Secret Weapon A 0-2 Halfling Catchers 550005 2 3% Bi 74 o '  Stunty AP -
! 40000 6 2 3+ - 8+ Chainsaw, -ecrec pon, Gs tch, Dodge, Right Stuf . i
0-1 Looney e, Stunty B - Sprint, Stunty ;
Stunty 0-2 Altern Forest 120,000 :
0000 3 7 3= 5 87 Ball & Chain, No Hands, 8 AG 1"??? Tree mﬂﬂ.'. . : Pl 11+ mﬂh%!iﬂi‘.‘. Stand g AGP
0-1 Fanatic ' Secret Weapon, Stunty LB Firm, Strong Arm, Take
6000 7 2 3+ 5+ 8+ Dodge, Pogo Stick, Stunty A GPS = : ?ﬁﬁhhﬁuﬂ,mm
- .1 Pogoer =y . - i >~ eam-mate,
. E 1 'i}t;‘rﬁaﬂ 65000 6 2 3+ 6+ B+ g“’?’ F:_E'}'E;{T“' % GPS 0-8 team re-rolls: 60,000 gold pieces each Tienmien-ber! g
: isturbing Presence, el bbbt il iy o
| Special Rules: Halfling Thimble Cup, Old World
¢ Dodge, Right Stuff, Stunty iz et S0 Apothecary: YES
| : »
,- 0.1 Doom Diver 60,000 6 2 3+ 6+ 8+ Right St;!‘fi Stung SW:;E} g GS * * +
0-2 Trained Trolls 115000 4 5 5+ 5+ 10% Aljway's ungry, Loner : AGP
Mighty Blow {+1),

Projectile Vomit, Really

Stupid, Regeneration,
Throw Team-mate ; THE GREENFIELD GRASSHUGGERS

' 0-B team re-rolls: 60,000 gold pieces each
' Special Rules: Badlands Brawl, Bribery and Carruption, Underworld Challenge

-f- X g X
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S REAVERS, THE B RIGHT CRUSADERS, THE ALTDORF ACOLYTES Y e
EIKLAND REAVERS: “2=— 3 Blood Bowl players in the Old World, Wi

rﬁﬁ_ﬂﬁ_ﬂ_ﬂﬂﬁﬁ_ﬁﬂt‘fﬁ_ —ansidered to be the best all-roun
nal Human players Bt WHIELY. =0 b lity of the High Elves, the toughness of the Dwarfs, the fren;
-y

) - ool |
eer strength Dr:Lr “?Ir:b“t;:if:kﬂ 1o for in sheer grit and determination: More importantly,
the S :whlﬂm with a!‘.';r' of these players :i.:-::ur example, where Dwarfs are m:gh ey
a5t are hardy and relatively quick, and whilst Skaven are very quick, they are F'”;l'l
:  Humans account for over half of all Blood Bowl players -

eams, and mutants playing for Chaos teams!

HUMAN TEAMS

e

Frofessio
they may |ack in the s
of the Dark Elves, or the

4o not syffer the woaknesses L
by conir

gpeed of

ammaonly

hoy are also siow Humans
ey then tha

prising
for Undead 1

¢ brave as Humans It is hardly suf
E . 1 - laving
counting Skeletons, Ghouls and Vampires P aying
- L

HUMAN TEAMS

SKILLS & TRAITS

PRIMARY SECONDARY

POSITION
Humn Linemen 50,000 © 4+ 9+ None G AS
'g.g Throwers BO.OD0 & 3. 34 2% g4 [Pass, Sure Hands GP AS
0-4 Catchers 65000 8 2 3+ 5+ 8+ Catch, Dodge AG Sp
0-4 Blitzers gso00 7 3 Sy Block . GS AP
0-3 Halfling Hopefuls 10000 5 2 3+ 4+ 7+ Dodge, Right Stuff, Stunty A Gs
0-1 Ogre 140000 ' 5 5 4t 5+ 10+ Bqne Head, Loner (4+), g AG
Mighty Blow (+1), Thick
Skull, Throw Team-mate
0-8 team re-rolls: 50,000 gold pieces each Tier: 1
Apothecary: YES

special Rules: Old world Classic

THE REIKLAND REAVERS

LESE T e B

jMPERIAL NOBILITY TEAMS
NOTABLE EXAMPLES: THE BOGENHAFEN BARDNS, THE
it is quite the norm that Blood Bowl teams are prival.m E OSTERMARK DUKES
jetors and coaches who run their teams as Dm!e;'nwnm- but where the
: sional

Rich nobles, eager entrepreneurs, crime lords with l::‘;ﬂﬂ. e plenty
B 5Ums of cash

0

port. Some are |yrad

reasons.
hothersome questions, all these and more are drawn to
long 1o liperate it from its current owners and el the s
the idea of owning a famous Blood Bowl team is a Ta:;;m

: 185,
a step further and build teams to live out their dreams of Others are eager fans 14 what

ue. Some sy
ch fortunat

£ fans lake
s themselves! s

they Fan afford to purs
becoming famous playe

qTy POSITION COST IMPERIAL NOBILITY TEAMS
MA 5T AG
0-12 Imperial Retainer 45000 6 3 4+ mLLH'THMTE PRIMARY SE
hﬂm CONDARY

Linemen G
gz Imperial Throwers 75000 & 3 3+ "
3+ 9+ Pass, Running Pass

02 NobleBlitzers 105000 7 3
G Baomars 00 € 3 3451 0L S -
0-1 Ogre 140,000 5 5 4+ 5+ 10+ Bone Hmﬁ:mhl = 2
Mighty Blow (+1), Thick : P4
- lﬁhw!‘?ﬂtﬂhnwdmum - Skull, Throw Team-mate
special Rules: Old World Classic ) . Tier: 2
Apothecary: YES

S — L P ——
* e X

THE BOGENHAFEN BARONS
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|PERS, THE LUSTRIA CROAKERS

cc THE SOTEKV
nlaving the sport for ovel 8 000 years. This does

LIZARDMEN TEAMS

£S: THE GWAKAMOL | CRATER GATO

NOTABLE EXAMPL : T have been

. ol Bistonans an in e Delievt .L.I.1..I el rod smugly, peer aver thair spectacles and say
cpam a little uniikely D when questioned, B i .". ,k.,:l,_ 1.L|'u-'-' the story behind their involvement in the sport,

5 . _ e Il.xllllrl : .| klll_l,m__  gnitomise teamwork, with up to four different species
1 et s | L o most NUMErous slavers highly agile and as quick as l|||.1|'|t|1m!1_

wiork tch at at el | ll_l .I!-\.. e it il ._',l.!".l:"h' of dishing oul s0me serous

ﬁ R i I.I .h ..;.:- . reptiliar aonstrosities ¢ apable of felling afl Ogre with a single blow!

<l e i :

TARDMEN TEAMS

ILLS & TRAITS PRIMARY SECOMDARY

=000 A+ B+ Dodge, Stunty A GPS

1 kink Runnef all LI L

bl . g 3 Dodge, On the Ball, A GRS
. PRaalann Sk 10.000 7 a5 3+ 34 B+ .
G2 Crtislesn 360 Shadowing, Stunty
) xaurus Blockers REO000 6 4 r+ 6+ 104 None GS A
Lw 1 h:m“ i 140000 6 5 24 10+ Bone Head, Loner (44, S AG
L S5t Mighty Blow (+1),

Prehensile Tail, Thick Skull
i | - a8~ h ﬂEr: 1
0-8 team re-rolls: 70,000 gold pieces eacl
Apothecary: YES

Special Rules: Lustrian Superleague

THE GWAKAMOLI CRATER GATORS

ER
SKINK RUNN
LINEMAN

THE PUM PKI

gcROMANTIC HORROR TEAMS
u-mg'{,g EXAMPLES: THE WOLFENBURG CRYPT-STEAL
N-PATCH PETRIFIERS
The dead do not rest easy, From haunted castles to sinistar fo
PLUTES row the nigh, snalching

ynwary villagers from .'lhﬂir beds. Well, some of them do. e e
pm!iclf‘ﬂt at r.ur|:+5r:-m|5mp,‘ﬂ.r1.tl flesh-crafting but lacking a real s  there's Blood Bowl! My K E

uts are a lovely E]IEIFH:IIWE to musty tombs and dank ba"ﬂwsﬂ of how 1o use their skills IMLMTMM'
(quite iterally?). Irllterestlngly, a schism of sorts seems to have nctu:nngl therefore decide to ag ¥ M
i comes to coaching an Undead team. Some Necromancers put their 'eading 1o two competing philosag

prefer @ ittle more life in their team, buying the services of wemwmug:m In the ancie phies when
rogether nulking Flesh Golems from an assortment of cadavers, wil

s T

E
RS, THE RUENDAR GRIMIACKS

ests, Undead crmat

N promises of frach meat and stitching

NECROMANTIC HORROR TEAMS
COST MA ST
ombie Linemen 40,000 4 3

9+ Regeneration

0- e 3,4k
Bl 95000 6 3 3+ - 9+ Biock, Foul Appearance. g[:'. i
’5‘;"‘““5. Regeneration, g
: —— —— _ de Ste
= JHH e 12:5.-,{1@. 8 3 3+ 4+ 9+ Chws, P
1 s IR Ly : Hmnarﬂhn AG PS
RdEsesh Gos 115000 4 4 4+ - 10+ Regeneration, Stand Fim,  GS A
B e Thick Skull :
special Rules: Masters of Undeath, Sylvanian Spotlight g

* & X

¥

ZoMBIEL

THE WOLFENBURG CRYPT-STEALERS

|NEMAN
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LIGHTKINGS, THE DISEASED DESTROYERS

> _———THEBILE-CITYB =
NOTABL E EXA -'_'f'.fl_'-_E.“j e~ 3 1 Blood BOW! SE- + didn't take long for teams to be more selective jn

e erare OELDA €
A e ka ot ifving prospect to face. Wha! they lack in agility and
Farfa 2% o -\.'.:."Ir: L s baams are a 'l:m HyHs = . 5 2 -
bt 1!“1- On the field, NUrgé el : g:m.qu_gj!-. a natural resilience to harm and a whole playbook of
thair choice of deily 1 brute st « knees, Nurgle teams defy conventional ﬂﬁlil‘lltlnn, bElng‘
' or more of Nurgle's many blessings; Bloaters, players swollen
w one or more

~ hayve contracied T b by the P
Wi the smell; and Rotspawn, players 50 blessed by the Flague God that

BT A

g Chaos BUii-
of followers af all of the
L (L L

he 1

Bl
a o hal Wik
< i =y 1A R ] L L :
Sk khes qrpare (AN THA R
~onrdi ahon, Wicy -od 1o br 1 the other tea
ApuiSeL {3 L

t.lr.-,-::";.._'i!::r:'!l'ﬁ'..‘.:'-li"
- Batters, players
||_ 1ers

|..__3:_1a'- .-l": I = E e Il::'i_: [I:'
- i T |-1 |'\:.| !i'r'\-C, E-.:r.':'l:-—"l" =1 IEI'II;I.- &

with disease; el = . 2y jll".'j [:‘-;".'i'-ll‘.'\-.
- devolved into hideousty Mk

they have OevOiveL

HURGLE TEAMS

PA AV SKILLS & TRAITS PRIMARY SECONDARY
. 3 5 1+ 6+ 9+ Decay, Plague R!ddEﬂ GM AS
0-12 Rotter Linemen 35,00 E 3 3+ 4+ 9+ Homs, Plague Ridden, GMS AP
0-4 Pesligors 75,000 Regeneration
000 4 4 4+ 6+ 10+ Disturbing Presence, GMS A
115,08 '

Foul Appearance, Plague

Ridden, Regeneration

Bl = T Disturbing Presence, Foul S AGM.
Appearance, Loner (4+),

Mighty Blow (+1), Plague

Ridden, Really Stupid,

Regeneration, Tentacles

0-4 Bloaters

(-1 Rotspawn 140,000 4 5

. Tier: 2
0-8 team re-rolls: 70,000 gold pieces each Apothecary: NO

Special Rules: Favoured of Nurgle * 5

THE NURGLE'S ROTTERS

RE TEAMS

G
o AN :
NOTABLE EXAMPLES: THE FIRE MOUNTAIN GUT-5USTERs, TiE Gipges

N ——— e the thought of an Ogre Blood Bawl : OGRES
face value, t ! Owl team is eng  THE GNOR —
i vite lives up to their worst fears. For starters m U8N to fill most pl ' AR GOBLARS

' 05t Ogres ara | :
time s a mammoth task. Not to mention that ""Eff 1;:9 mr::zmh
| y Coaches ca
:mr:h you train them, the moment the whistle g08S, most O m{;ghen
' Bres 2
a bloody. mess. Coaches who know what they're doing can turn tnis tﬁt
team performing consistently.

‘ ore than a few O
there's the fact that. ng Matter mwﬁ'ﬂ

hing and try to pound their oppanents

into |
hieir advanlage, but it's a rare sight to see

an {}grﬂ

OGRE TEAMS

ary POSITION COST MA ST

AG PA AV SKILLS
0-16 Gnoblar Linemen 15:000° 511 & TRAITS

3+ 5+ 64 Dodge, Right Stuff
. it P TR i APy (R B ] - T Elda St'eph Et:l.l i T

Oire RuntPunter 145000755 4% 4+ 10+ Bora Head, Kk e i
Enbt i 3 O 5 h_ﬁ"‘;fﬂ ﬂﬁ“%ﬂﬂrtﬂ;% SX AN d

iy ] s I.'I
- iy Il = L
v bRl S

FRIMARY SECONDARY
A G

| | =

.
i by S, ]
'*g'!--.-.'?«:n R

B R S R ﬁ%mnu ] 'f.-;F'
40,000 5 5 4+ 5+ 104+ Bone Head, Mighty Blow i _.A.&_. .
(+1), Thick Skull,

T — - Throw Team-mate
.. I:E._..:l. _‘:':'_.'.."' .rolls: 7 7 ) ”:.:; :.:;_‘_ 1| “ae r-__-'__L '.,"\ _:_"_‘::.tﬂ'-q__ ';H:;'EQE?I : _:I"'_'- .I. i i 3 - [ T e
special adlands Brawl, Low Cost Linemen, Old World Classic 2 mmw YES —

—_-'_ﬁ*_ﬁp——-_

THE FIRE MOUNTAIN GUT-BUSTERS
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OLD WORLD ALLIANCE

NOTABLE EXAMPLES: THE MIDDENH

’ -;i: yrban centres, S0 that today even Ugres are an
! Sk A - f ; * ‘.-\._-.'L'\_'-E'l!'-!EI i enjoy Nuffle’'s great game.
MNone
bt Skl . 3+ G+ Animosity (all Dwarf and
D41 SO R0 MOEsETE Halfling team-mates), Pass,
Human Thrower LT
. T T §5000 8 2 3+ 5+ B+ Animasity (all Dwart and
=5 A z Halfling team-mates),
Jiringmh e Catch, Dodge
N1 Old World Q0000 7 3 3+ 4+ 9+ Animosily {all Dwarf and
e Halfling team-mates), Block
p 4 World 5000 4 3 4+ 5+ 10+ Arm Bar, Brawler,
[ vt Blockers Loner (3+), Thick Skull
; D-1 Ij:léu'ﬁ'or:& 85000 6 3 3+ 4+ 9+ Loner(3+), Sure Hands,
1' Dwarf Runner Thick Skull
: %1 Old World 80000 5 3 3+ 4+ 10+ Block, Loner (3+],
4 : Dwari Blitzer Thick Skull
0-1 Did World 95000 5 3 4+ - 9+ Block, Dauntless, Frenzy,
: Dwarl Troll Slayer Loner {3+, Thick Skull
g -2 Oid Warld 30000 5 2 3+ 4+ 7+ Animosity (all Dwarf and
& HaMfling Hopeful Human team-mates),
" Dodge, Right Stuff, Stunty
.i An Oid World Alliance team may include a single Big Guy, chosen from among the fullmwﬁrg:
' 0-1 Opre 140,000 5 5 4+ 5+ 10+ BoneHead, Loner{4+),
Mighty Blow (+1), Thick
' Skull, Throw Team-mate

-1

B

0-8 team re-rolls: 70,000 gold pieces each

LT i FE >
LR - .

Altern Forest
Treaman

Special Rules: Old World Classic

L r——

THE MIDDENHEIM MAULERS

syl it e =L

s =

ol - =

T L

B, il = i R—
_.-._—_-JE': E S Rl e

- '_u._:.‘.__l_:[_

o

TEAMS
E_|.'I-.1 M..'I,LlLER_"?. THE

WS, [
E

I A =T

AN _..’_\._@ ? .-
P g g -

*

e

A

CHAMPIONS OF

120000 2 B 5+ 5+ 11+

* X

=

[ .. i
Wl U

hase more enlightened times when warfare is

DWARF BLOCKER

LAW, THE BLUCHHEIM BERSERKERS

21l manner of different races From Kislev in the E,H
these flock Dwarfs, Halflings and more

e
g  arna

Loner {4+), Mighty Blow
{+1), Stand Firm, Strong
Arm, Take Root,

Thick Skull, Throw Team-
mate; Timmm-ber!

Ter:1

el

GP

AG

GS

GS

GP

GS

{ these great cities, whilst Halflings come to

Iativialy uncommeon, tend to form in the largest of

AS

GS

=

I g O

i I e =

ORC TEAMS

NOTABLE EXAMPLES: THE GOUGED EYE, DA DEFF SKWAD, THE GREEN DESTROYERS

Qres have been playing Blood Bowl since the game was discovered -
the sacred Tome of Nuffle was hidden. Ore teams are ver
the turf to creale gaps through which Ore Blitzers can ry

in fact it was an Orc who found the shrine where
y hard-hitting, concentrating on pounding the oppasition inta
n. Indeed, if any faull can be found with Orc teams, it is that

their line of scrimmage is often overloaded with Big Uns and Troll

8 front line. The Orc race also has close ties with other Greenskin races such as
Goblins, and it s common to find such players in Orc teams.

always respected brawn over intelligence, so
players, adding even more weight to the

QTY POSITION
0-16 Orc Linemen
0-2 Throwers

0-4 Blitzers

0-4 Big Llﬂ.ﬂini:imri

0-4 anlin;
0-1 Untrained Troll

COST MA ST AG PA AV SKILLS & TRAITS

50,000 5
65,000 5
80,000 b6
90,000 5
40,000 6
115,000 4

g

3

3

0-8 team re-rolls: 60,000 gold pieces each
‘Special Rules: Badlands Braw|

THE GOUGED EYE

3+
3+

3+

44

3+
5+

ORC TEAMS

PRIMARY SECONDARY

4+ 10+ Animosity (Orc Linemen) G AS

3+ 9+ Animosity (all team-mates), GP AS -
Pass, Sure Hands - :

4+ 10+ Animosity (all team-mates),  GS AP
Block

= 10+ Animasity GS. A

- (Big Un Blockers) '

4+ B+ Dodge, Right Stuff, Stunty A G§

5+ 10+ Always Hungry, Loner 5 AGP
(4+), Mighty Blow (+1),
Projectile Vomit, Really P
Stupi, Regeieraion, g
iy Tl'm_." _’“".‘E. | 23

Tler_:l_

xS X

b
-

R
LES




SHAMBLING UNDEAD TEAMS
NOTABLE EXAMPLES: THE CHAMPI

The ;;:-ﬁl_:ii'.L nbling Undead eamns ook (0
the Lindead 1o DeCoime dtl gpled

the reanimated Qead ehambling aboul

QTY POSITION COST

0-12 Skeleton Linemen 40,000 5. <
0-12 Zombie Linemen 40000 4 3
0-4 Ghoul Runners 75000 7 3
0-2 Wight Blitzers 90,000 6 3
0-2 Mummies 125000 3 3

0-8 team re-rolls: 70,000 gold pieces each

l THE CHAMPIONS OF DEATH

|
i

i F—i s -
- - e
T -

e . B o * 1 L
. - #IF = —-_-r —_
-_-'..-‘_ e T ey g i -
v i - T
: i il e
A e e =
. -—-—-.p-l-.'qlﬂu-ll._--_

[ —

P
i o i = -

LE E ONS OF DEATH,

the gndiran 8

Be it dry as dusl Skelet

a4
4+
3+
3+

B4

by the estab shment Today,

i
- [ ] % 'l‘.-| (1§
t oblivious 10 4 hut the mao { O

THE FORLORN PHANTOMS. THE HEL-FENN HELIONS
~ mere half cen
they are a popular sight on the pitch. Fans love to see

shilitating of injuries, even as they dish out

tury ago, and it has taken much of ”"al.t_i”;'!_fn_r'

ans, their marnonette movements H'll::-llhll'lg the 1|'-.II|'1gI or rrE‘hh

G4

44

5+

Special Rules: Masters of Undeath, Sylvanian Spotlight

i". i .\_\.II!'\--I.-\..-qI :.' _rl'l_' ,.l.lil.--\.l':i-l..-: :
= e 5 1 o 1'I-"' wleh,
-|..I-.-\.l l'h-, I!-.. |' I-I.-.I.!I [ |-|:"'.: Il:lll' ::1.;‘ |_._I | I E -_Ir |I! '1 I 5 l |
[= . .- | —— g - L RaTell .|-!:|:'“
ctilted movements Cir from pnraped M urmmies, thi LIne
tha creede hunerily. Undead tea
AL tha wide Jones ayEnE Lhe Crowwls iy By, L

9+
8+
g+
104

Regeneration
Dodge

Block, Regeneration
Mighty Blow (+1),
Regeneration

* s K

MUMMY

h .1.'i'n'ﬂ:"¢r1ll‘i1 by the fans' laughter at their awkward and
thiv roars of anger zetting r.uISE'E. racing, to sinister Gh,:,m._:_
.ms are a feast of sensations for eager fans!

CHAMBLING UNDEAD TEAMS
PRIMARY SECONDARY

MA ST AG PA AV SKILLS & TRAITS
8+ Regeneration, Thick Skull

G AS

G AS

AG PS

GS AP

S AG
Tier: 1

Apothecary: NO

gHOUL

- —

R P ——— —

- - — e

c -

SKAVEN TEAMS

NOTABLE EXAMPLES: THE SKAVENBLIGHT SCRAMB
THE WARPFIRE WANDERERS

ne of d '

rT]:EEEf;;E Fe f:::- Brs*'”_ “ﬂ: become Yoy, popular in all walks of Skaven |ife. True to their warped nature, the Skaven

|:;, E.;.-.; E,-mch mias |5:35 I:::I tﬂmr ;vént spﬁma_lrways. A new clan has been formed to govern and control the game - Clan
- ver eams. The most famous are the Skavenblight Scrambi |

Blood Bowl trophy. Several other teams have achieved ' e o i o B
ol ; _ slccesses in other, lesser leagues and competitions too. and

there are mixed teams with a large proportion of Skaven competing at various levels. Of course thF:r close ass;ncialmn

with warpstone a:u:l the resulting rnu'lcatir:mﬁ have helped with this success, but even the basic Skaven player has a lot
going for them, It's only a matter of time before a Skaven team makes it to the top again!

LERS, THE WARP-LIGHTNING BOLTS,

SHAVEN TEAMS
QTY POSITION COST MA ST AG PA AV SKILLS & TRAITS PRIMARY SECONDARY
0-16 Skaven Clanrat 50,000 3 3+ 4+ B+ None G AMS
Linemen
0-2 Throwers 85000 7 3 3+ 2+ 8+ Pass,SureHands =GP s
0-4 Gutter Runners 85000 9 2 2+ 4+ E+E;'e e ' Ez e ?ﬁMF':
0-2 Blitzers 90000 7 3 3+ 5+ 9+ Block N Y S TR
0-1 Rat Ogre 150000 6 5 4+ - 9+ AnimalSavagery,Frenzy, S AGM
Loner (4+), Mighty Blow
. N : : (+1), Prehensile Tail
0-8 team re-rolls: 50,000 gold pieces each o S0 P60 | 7, 1y g MG T
Special Rules: Underworld Challenge ~ Apothecary: YES

-_ﬁmﬁ_'

THE SKAVENBLIGHT SCRAMBLERS

ER RUNNER N CLANRAT VEN CLANRAT
GUTT SKAVE SHA e EMAN

LINEMAN

z

e da N Ly
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T e
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TEAMS e T
%ﬁlﬁﬂ%%ﬂgﬁiﬁ-fﬁ?mIﬁﬁﬁlﬁ-EF{EEH NOSEPICKERS, THE DEVASTATING DOOMSPIRE DEATH-DEALERS
< PHEI RS ER—— —
THE FABULOUS PHETAL FUHG[{E Fﬂrfh:'j T erous, type of Greenskin in the world. Tiny in stature and
Snotlings are the smallest, and perhaps INE MOSL IR A

are enthusiastic followers and players of Blood Bowl. They
----- illing to take to the field alongside other races, believing
eriority. Such Snotlings swarm together around a
of enthusiasm. Officials hate to see Snotling teams,

soverely lacking any sense of sell preservation, they
sometimes appear in Ogre teams, DU

E— Y " T 1003
as thev so often do in '_-.‘_'” :3-"':'_-I'".I.I,'1'.!"":l:. |a|-,|r|l'|: ol [helr owl Sl

ke to the pitch in a8 frenzy

,w.“:'”'.:h‘ Fa il ":::':”_,I: |1|H1 [ i< that Snotlings can't (or, more correctly, won't) count and their ridiculously
hrr i'.l.lj.i.:_::a.Ir;-...‘:._.l-.:-l-?lrl.:'r-lll:l -j,I Iil?'.:'.-l:_-_-.-; !'-'."- to manage as they flood onto the pitch:
»
QTY POSITION COST MA ST AG PA AV SKILLS & TRAITS PRIMARY SECONDARY
0-16 Snotling Linemen 15000 5 1 34+ 54 6+ Dodge, Right Stuff, A G
Side Step, Stunty,
Swarming, Titchy
0-2 Fungus Flingas 30000 5 1 3+ 4+ 6+ Bombardier, Dodge, AP G
Right Stuff, Secret Weapon,
Side Step, Stunty
0-2 Fun-hoppas 20000 6 1 3+ 5+ 6+ Dodge, Pogo Stick, Right A 7
Stuff, Side Step, Stunty
0-2 Stilty Runnas 20000 6 1 3+ 5+ b6+ Dodge, Right Stuff, A G
Side Step, Sprint, Stunty
0-2 Pump Wagons 105000 4 5 5+ - 9+ Dirty Player (+1), S AG
Juggernaut, Mighty Blow
(+1), Really Stupid, Secret
Weapon, Stand Firm
0-2 Trained Trolls 115000 4 5 5+ 5+ 10+ Always Hungry, Loner S AGP
(3+), Mighty Blow (+1), :
Projectile Vomit, Really
Stupid, Regeneration,
Throw Team-mate
0-8 team re-rolls: 60,000 gold pieces each Tier: 3

Special Rules: Bribery and Corruption, Low Cost Linemen, Underworld Challenge

THE MIGHTY CRUD-CREEK NOSEPICKERS

LINEMAN

EHET”HE FuH-HﬂFFA

SNOTLING LINEMAN

e e —— ey Wy,

e i

UNDERWORLD DENIZENS TEAMS

NOTABLE EXAMPLES:
e aEHSIj ;rh};:':.:TEI;EFi:F?hH:PymEEPEHEI THE CRAGMERE CRITTERS, THE DRAGON-CRAG DIRTBAGS
al 1t's not easy being a low-down Ky git! Simi
comera SkevenJong eholiabit - L sneaky git! Similarly, if you managed to
out of them, they'd probabl ing i '
| . i y tell you that living in the sewe |
:::rur:':ll'i;i?;r::jﬁc':m entirely clear ‘-‘_fhﬂﬂ these very different races first joinad forces, but therfr;'s. a good ch:ﬂlcse ﬁf"“
i s Unﬂ;::;zrs :E"f’ the first such tea_m lo take to the pitch, Fuelled by a heady elixir of warpstone-infused
el dE:E' g enizens teams combine the sneakiness of Snotlings and Goblins with the speed of Skaven;
5 pised, but some of them have gamered a cult following! The most popular tend to be those who field a

Troll or Rat Ogre, hideous and pallid mountains of slab-lik
-like muscle that serve a -
team-maltes. s enforcers for their smaller

i
:

UNDERWORLD DENIZENS TEAMS
COST MA ST AG PA AV SKILLS & TRAITS

QTY POSITION PRIMARY SECONDARY

0-12 Underworld 40,000 6 2 3+ 4+ B8+ Dodge, Right Stuff, Stunty  AM GS
Goblin Linemen
0-6 Underworld 15000 5 1 3+ 5+ 6+ Dodge, Right Stuff Side AM G
Snotlings Step, Stunty, Swarming,
Titchy _
0-3 Skaven Clanrat 50,000 7 3 3+ 4+ 8+ Animosity (Underworld GM AS
% rha _ Goblin Linemen)
0-1 Skaven Thrower ~ 85,000 7 3 3+ 2+ 8+ Animosity (Underworld GMP AS'
Goblin Linemen), Pass,
| | Sure Hands |
0-1 Gutter Runner 85000 9 2 2+ 4+ B+ Animosity (Underworld AGM PS
Goblin Linemen), Dodge
0-1 Skaven Blitzer 90000 7 3 3+ 5+ 9+ Animosity (Underworld ‘GMS AP
R At | . | Goblin Linemen), Block . '
An Underworld Denizens team may include a single Big Guy, chosen from among the following:
0-1 Underworld Troll 115000 4 5 5+ 5+ 10+ Always Hungry, Loner MS AGP

(4 +), Mighty Blow (+1),
Projectile Vomit, Really
Stupid, Regeneration,

LA AR RID S e .

ﬂijnuﬁntﬂnfngm 150,000 6 5 4+ - 94 Animal Savagery, Frenzy, Ms AG

REESIBIC TSl =, Loner (4+), Mighty Blow e S gt

RIS O N (+1), Prehensile Tail L AR
0-8 team re-rolls: 70,000 gold pieces each A Tier: 2

 Apothecary: YES

Special Rules: Bribery and Corruption, Underworld Challenge

THE UNDERWORLD CREEPERS

1 yp GOBLIN SKAVEN
LINEMAN

CLANRAT
UNDERWOR

.....



WoaD L e iriomN AvER En?ﬁre‘ﬂu?e_mu_ﬁcﬁﬁ,ﬁﬁ PINE CRAG PIONEERS
NOT GERS. BALI ARCHERS, THE P12 =2 i
NOTABLE EFAH_PL-EE"EH_E_'MHE‘I’E F‘E.nﬁﬂ_'-mﬂﬁr{ “heir refusal to wear heavy armour does leave them vulnerable
Wood Elves make natural Blood BOW ;1_3-.:-ur1~. E=II|- J-h.; Wood Elves natural athletic ability 1s enough to keep them out
hard hitting feams. Lene ally, & QLR In any case, no decent Wood E wants to wear
lves the IONE pass Is 4:-'..rl:'r':,-'1|'||-“g_',_ gven more so than for
alone be Seen Ives L

Wood Elf player.
" iy i bl i . hrowing or receiving. The one exception to
{3l of their effort goes Into becoming experts att g

to some oF the more

o § =l =
4 fast or cunning foe 1o calch &

in it! For Wood E

il < I T thiet ~rrinrs are trained in the deadly arts of hand-to-hand combat and are

this is the Wood EIf Wardancers. These athlelic Wartiths it -

a match for aimost any foe

: ‘ WO0OD ELF TEAMS _

QTY POSITION COST MA ST AG PA AV SKILLS & TRAITS PRIMARY SECONDARY
0-12 Wood EIf Linemen 70,000 7 3 2+ 4+ B+ None F;;GF f‘g

0-2 Throwers g5000 7 3 2+ 2+ B+ Pass

1:1 1 (Catchers Q0000 8 2 2+ 4+ B+ Catch, Dodge AG PS

EIE ';;'-“a:d.;n-;ers ]-E 5000 8 3 2+ 4+ 8+ Block, Dodge, Leap AG Ps

0-1 i_u*len Forest 120000 2 6 5+ 5+ 11+ Loner(4+), Mighty Blow S AG

(+1), Stand Firm, Strong
Arm, Take Root, Thick
Skull, Throw Team-Mate

Treeman

Tier: 1

. -rolls: 50,000 gold pieces each
0-8 team re-rolls: 5 gold p R

Special Rules: Elven Kingdoms League

***

THE ATHELORN AVENGERS

wooD ELF LINEMAN

STAR PLAYERS

T his section provides details of all of the Star Flayers currently available for your Blood Bowl

teams to Induce, their profiles, Skills, special rules and teams they will play for. Future Blood

Bowl supplements will include new Star Player
s for i
superstars and celebrities popping up on the u:in:uif! ettt G Rty

STAR PLAYERS

NAME MA ST AG PA AV SKILLS & TRAITS
The Black Gobbo 6

GOLD PIECES

TO INDUCE
2 3+ 3+ 9+ Bombardier, Disturbing Presence, Dodge, Loner (34), 225,000

P Side Step, Sneaky Git, Stab, Stunty
Plays for: Any team with either the ‘Badlands Brawl' or ‘Underworld Challenge' special rules.

team turn, provided one of your Foul actions is committed by the Black Gobbo himself.

MA ST AG PA AV SKILLS & TRAITS GP TO INDUCE
Deeproot 2 7 5+ 4+ 11+ Block, Loner (4+), Mighty Blow (+2), Stand Firm, 280,000
Strongbranch strong Arm, Thick Skull, Throw Team-mate,
Timmm-ber!

Plays for: Any team with either the 'Halfling Thimble Cup' or '0Old World Classic' special rules.
Special rules: Reliable: If Deeproot fumbles a Throw Team-mate action, the player that was to be thrown will
~ pounce as normal but will automatically land safely e R
NAME MA ST AG PA AV SKILLS & TRAITS GP TO INDUCE
Eldril Sidewinder 8 3 2+ 5+ 8+ Catch, Dodge, Hypnotic Gaze, Loner (4-+), 230,000
Nerves of Steel, On the Ball

Plays for: Any team with the ‘Elven Kingdoms League’ special rule. PRt Y Sl
‘'Special rules: Mesmerizing Dance: Once per game; Eldril may re-roll a failed Agility test Whmaﬁemmhmj
" Hypnotic Gaze trait . S




GOLD PIECES
TO INDUCE
+). 195,000

STAR PLAYERS

SKILLS & |
2 Juggernaut, Loner \&

. F i s
34+ BRlock. Gilaw, arad Rt

=

Glart Smashnp

Firm
Plays for Anv team with either the ‘Favoured Of..." of ‘Underworld Challenge’ special rules
. My ted Wy AT LTHER LG dYUUITuU : N
Special rules: Frenzied Rush: Once per game, whef Glart performs a Blitz ._'.‘lctll:m. he may gain the Frenzy skill, “Tﬂu
must declare this spec al rule is h.E|:"|R LjS.E-Ij wihen [slart 15 a'ﬂtﬂ'aiEd. GIEF’[ may not use thE Gfatl skl
| LT L] b= - -
during a turn in which he USes this special rule.

MA ST AG PA AV SKILLS & TRAITS

Accurate, Dodge, Loner (3+),

Stand

R L

Pass, Side Step, 150,000

Gloriel Summerbloom 7 2 2+ 2+ B+
Sure Hands

Plays for: Any team with the ‘Elven Kingdoms League’ special rule. _ : .
Special rules: Shot to Nothing: Once per game, when Gloriel performs Pass actlﬂﬁ. she may gain the Hail Mary
Pass skill. You must declare this special rule is being used when Glonel is activated.
NAM MA ST AG PA AV SKILLS & TRAITS
Grak 5 5 4+ 4+ 10+ Bone Head, Kick Team-mate, Loner (4+),
Mighty Blow (+1), Thick Skull

Crumbleberry 5 2 3+ 6+ 7+ Dodge, Loner (4+), Right Stuff, Stunty, Sure Hands

Plays for: Any team

Special rules: Two for One: Grak and Crumbleberry must be hired as a pair and count as two Star Players. However,
it either Grak or Crumbleberry is removed from play due to suffering a KO'd or Casualty! result on the
Injury table, the other replaces the Loner (4+) trait with the Loner (2+) trait.

GP TO INDUCE
250,000

|
i
P
E
-l
'

l Gretchen Wachter 7 3 2+ - 9+ Disturbing Presence, Dodge, Foul Appearance, 260,000
‘The Blood Bowl Jump Up, Loner {4+), No Hands, Regeneration,
Widow' Shadowing, Side Step
. Plays for: Any team with the 'Sylvanian Spotlight’ special rule.
| Special rules: Incorporeal: Once per game, after making an Agility test to dodge, Gretchen may choose to modify

the dice roll by adding her Strength characteristic to it.
MA ST AG PA AV SKILLS & TRAITS
Griff Oberwald i 2+ 3+ 9+ Block, Dodge, Fend, Loner (3+), Sprint, Sure Feet
Plays for: Any team with either the ‘Halfling Thimble Cup' or ‘0Old World Classic’ special rules.
| Special rules: Consummate Professional: Once per game, Gniff may re-roll one dice that was rolled either as a
single dice roll, as part of a multiple dice roll or as part of a dice pool (this cannot be a dice that was
rolled as part of an Armour, Injury or Casualty roll). 2o

X S K

GP TO INDUCE
280,000

i

CRUMBLEBERRY GRAK

GOLD PIECES
TO INDUCE
200,000

Grim lronjaw D 4 3+ - oy

Block, Dauntiess. Frenzy, Loner (4 +

Th|{:h ShLI” ), Multiple Ehﬂ:h.

Plays for: Any team with either the ‘Haiflin

Thi : -
special rules, ® Timble Cup', ‘0id World Classic’ or ‘Worlds Edge Superieague’

Special rules: Slayer: Once per game, when an Opposition player with
d

Knocked Down as the result of a Black action Strength characteristic of 5 or mone Is

nmd'rﬁertueithertl'le-ﬂmmurmllgrm mﬂﬂﬂmmmmmmﬂa
made. Jury roll ["h“““iﬂﬂﬂ?hwﬂmmmmmm '
NAME MA ST AG PA AV SKILLS & TRA i
- ITS
Hakflem Skuttlespike 9 3 2+ 3+ 8+ pog GP TO INDUCE
R 88, Extra Arms, Loner (4+), Prehensile Tai
e renensile Tail, 180 000
Plays for: Any team with either the ‘Favoured Of '

_ or ‘Underworld Challenge’ ial
Special rules: Treacherous: Once per game, if a team-mate in an adjacent sq; !;EE;:: in possession of the

ball when Hakflem is activat that player may immediately be K Haikfiem
¥ ﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂ
take possession of the ball. HuTunmrhmmmamunﬂﬁmmhmmm- g

NAME MA ST AG PA AV SKILLS & TRAITS GP TO INDUCE
Helmut Wulf 6 3 3+ - 94 Chainsaw, Loner (4+). Pro, Secret Weapon, 140,000
Stand Firm

Plays for: Any team.

Epedatrulus: Oid Pro: Once per game, Helmut may use his Pro skill to re-roll a single dice rolled as part of an
Armour roll. o j

NAME MA ST AG PA AV SKILLS & TRAITS GP TO INDUCE

Karla Von Kill 6 4 3+ 4+ 9+ Block, Dauntless, Dodge, Jump Up, Loner (4+) 210,000

Plays for: Any team with either the ‘Halfling Thimble Cup’, ‘Lustrian Superleague’ or ‘Old World Classic' special

rules,
e _increase her Strength characteristic to double that of the nominated target of her Block action.

NAME MA ST AG PA AV SKILLS & TRAITS GP TO INDUCE
Lord Borak 5 5B 3+ 5+ 10+ Block, Dirty Player (+2), Loner (4+), Mighty Blow 260,000
the Despoiler (+1), Sneaky Git

Plays for: Any team with the ‘Favoured of..." special rule.

Special rules: Lord of Chaos: A team that includes Lord Borak gains an extra Team re-rolf for the first half of the
~ game. If this Team re-roll is not used during the first hall, it may be carried over into the second half.
. However, if Lord Borak is removed from play before this re-roll is used, itis lost.

e
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” GOLD PIECES
NAME MA ST AG PA AV SKILLS & TRAITS TO INDUCE
Might}l Eug A R A4 b4 104 Block, Laneal I,-; ). I"-.".i{"ltj" Blow [J- ].:' ?EQIGI:}['_]

Plays for: Any team with either the ‘Halfling Th mble Cup', ‘Lustrian Superieague or Old World Classic

cpecial rules
Special rules: Crushing Blow: Once per game, when an op
action performed by Zug, you may apply an a
may be applied after the roll has been made.

MA ST AG PA AV SKILLS & TRAITS . .
Morg 'n’ Thorg 6 6 3+ 4+ 11+ Block, Loner (4+), Mighty Blow (+2), Thick Skull.

position player is Knocked Down as the result of a Block
dditional + 1 modifier to the Armour roll. This modifier

340,000
Throw Team-mate

Any team except those that have the 'Sylvanian Spotlight’ special rule.

Plays for: . |
F ils the Passing Ability test when making a Pass action or a

Special rules: The Ballista: Once per game, if Morg fa
Throw Team-mate action, you may re-roll the D6.

Roxanna Darknail 8 3 1+ 4+ 8+ Dodge, Frenzy, Jump Up, Juggernaut, Leap, 270,000
Loner (4+)
Plays for: Any team with the ‘Elven Kingdoms League' special rule.

Special rules: Burst of Speed: Once per game, Roxanna may attempt to Rush three times, rather than the usual
wo. You may declare you are using this special rule after Roxanna has Rushed twice.

NAME MA ST AG PA AV SKILLS & TRAITS GP TO INDUCE
Rumbelow Sheepskin 6 3 3+ - 8+ Block, Horns, Juggernaut, Loner (4+), No Hands, 170.000
Tackle, Thick Skull
Plays for: Any team with either the ‘Halfling Thimble Cup’, 'Old World Classic’ or “Worlds Edge Superleague’
sOecial rules.
Special rules: Ram: Once per game, when an opposition player is Knocked Down as the result of a Block action
performed by Rumbelow, you may apply an additional +1 modifier to either the Armour roll or
Injury roll. This modifier may be applied after the roll has been made.
AME MA ST AG PA AV SKILLS & TRAITS GP TO INDUCE
Skrull Halfheight 6 3 4+ 4+ 9+ Accurate, Loner (4+), Nerves of Steel, Pass, 150,000
Regeneration, Sure Hands, Thick Skull
Plays for: Any tearmn with either the ‘Sylvanian Spotlight’ or ‘Worlds Edge Superleague’ special rules.
Special rules: Strong Passing Game: Once per game, after making a Passing Ability test to perform a Pass action,
Skrull may choose to modify the dice roll by adding his Strength characteristic to it. RN,

LR LS

STAR PLAYERS

Lucien Swift A S A' AV SKILLS & TRAITS GOLD PIECES
Valen Swift + 9+ Block, Loner (4+), Mighty Bl T0 INDUCE
alen Swi 7 23 Paooipeing Accurate, Loner » Mg oW {+1), Tackle 340,000

(4+), Nerves of Steel Pass
Safe P 17 Kol
Plays for: Any team with the ‘Elven Kingdoms LE:;LS ;;:.-;T;r:i?

_ 5

Special rules: Twufurﬂpu:ThaSmf{m;,;g,,ﬁm_ e e S
Jhe other eplaces the Lorer (4.4 tralt with the Loney (2. (g o ook o the Infury

Varag Ghoul-Chewer 6

5 3+ 5+ 10+

Block, Jump Up, Loner
B - — Thick Skull
ays for: ny team with either the ‘Badlands Brawl' o ‘Underwor
S e E L e e d e d Challenge' s
Special rles:  Crushing Blow: Once'per game, when an Gpposton laye & Knodked Do e i s
. action performed by Varag, you may apply an additional +1 madifer to the Armour ral, T
s mlwa pplied aﬁ”mm:" mmnﬂiﬂd‘a‘h el QT -_ o :_.:_-l-l. h..:. 4
MA ST AG PA AV SKILLS & TRAITS
Grombrindal, 5 3 3+ 4+ 10+ Block, Dauntless, Loner
the White Dwarf Stand Firm, Thick Skull
Plays for: Any team with either the ‘Halfling Thimble Cup', ‘Lustrian Su o
‘ . perleague’, 'Old World Classic’
: I‘g:u’;tnqs__ Edge Superleague’ special rules. 2

(4+), Mighty Blow (+ 13, 280,000

o g AR

(4+), Mighty Blow (+1), 210,000

(41 or Sure Feet skill until the end of their activation.
SKILLS & TRAITS

Willow Rosebark 9 4 3+ B+ 9+ Dauntless, Loner (4+), Side Step, Thick Skull 150,000
'fqr: {m}.r team w]th_t_ha 'I_Elu_en Kingdoms League' special rule.

Zolcath the Zoat 5 5 44 54 10+ Disturbing Presence, Juggemaut, Loner (4+), Mighty 230,000
Blow (+1}, Prehensile Tail, Regeneration, Sure Feet
Plays for: the ‘Lustrian Superleague’ or ial rules.
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