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. . , "Good evening sports fans. I'm Bob-Biffar.d 111.'{cq_m !ni r,o�iJO

.
'bhe Bl�od1 OJA!!for . 

. tonight� contest. You join a capacity crowd, packed with me.m·bers from�ev.erf race 
. .. from acrdss the known world, dll· hoivl'ing like banshees in a1Jticipatibn·of tonight's .. 

game. Oh, and res, there are some �arishees .... Well, kjck-pff is in about twen_ty
. 

· mirnites, so we've just got ti!f!e tp r�f'!P:-?n thi;rnl�·of the g�me before b�/!!e ·starts: 
. · �· And of course, joining *e is Jinx.:JtJ.�nson. Evening, Jim!" :n•• 

,,,. : 
. ,..... � .. "'"" \ .. .... . 

· · "'Thank.you,· Bob! Well, gpod evening, and boy, are you folks in for a great nigh(; 
· · · · ·of top�class sporting entertainment! First of all,. though, for those pf you at home -
� ., who are unfamiliar with the rules, . how the gcime is play,,e;lt . . . . . . . � �·.; · - : ' ·'"As y�u know, Blood Bowl is an epic conflict · we�n tw;t;dm; of heavify-arm�d 

. ;, � · :-.and quite insane warriors. Plq.yers pass, throw or run with *e bail, attempting 
· · to'get it to the other end of the·field, the End .Zone.pf course, the other team must 

try to. stop them, and recover the ball for thein-- ide. If a team gets the ball over the 
ltfii, into .their opponent's End ziJ'r1.�, ·tfls callelf.� touchdown;-the te�m t�at scores 

'•the rfio.,st touchdowns by the end . .pf the.match:win.s the game, and is decla-red J?lood. "' 
Bowl Champions) How do they do iH It's 1ike this ... " 
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Welcome to th.e,-wosld of Blood· B';wl, wliere 'as the coach of your team,·you'll be seeking to defeat your rivals in as convincing 
• and violenf a mari.ne_i:;s JJ.O�ibl;, a�d no .doubt to earn fame, fortuiie and the adulation of your fans .along the way! Blood Bowl · 

/ · " <"'is a sp'o�t. enjoy;J by nufuei:ou� races; ffom sp.eaky Goblins to lumbering Ogres, but there are·few who enjoy a good bout of 
,: :'�� co;npetitive yi�le�ce more than �h� two t�an;is induded. in th� game box: Hu:U.ans and Ores. Over the coming chapters we'll 

,· explain �yery_thing you n.eed -to 'get Playing Blood B:owl, but first, let's take a look at what you need_ to actually play the game. ,.. 
:�ilJ;jTHE BLoop BOWL �AME 'BOX CONTAINS .THE FOLLOWING COMPONEN!s: 
... �,';: ""'!'-"\ ' : ''!'; 4 

• Two blue;pfastic frames of Human players,.with six 
... miniati.ires on each frame as well as additionil balls and 

� -1.. • 

... , tBke ·s. , 
> .... "' 

'"· 
• T.wo green pla-stic frames of Ore players, with sb{-miniat�res 

�·- 9n each frame as well as addition·al balls and"tok�ns. 
• ' ' f',.. .. • � " 

� 

One foldout_s:ardboard playing surface, with a Human 
team's pitch oh one side and an Ore team's ·pitcli on the 
other side. 

• Two cardboard 'dugouts', each with a Huma� team's 
sideline area on one side and an Ore team's on the other. 

• Two sets of dice, one in the blue of a Human team and th� 
other set green for the Ore team: · 

•, :. • .one 56 page rule book (you're reading it!). rnstructions for 
assembling the miniatures included in the box are to be 
found on pages 50-56. • 
/ ' . . ' 

• · Two double-side.d rules Feference sheets. ,,.. 
� . 
• . One frame containing a nrnge ruler, Scatrer template and 

Throw-in t�mplate. These should be carefully rem�v-ed • 

. I from the. plastic frame using a pair of side-cutting clippeIS. 

• A deck of cards describing Special Plays and Star Pla ers,as 
well as reference cards for the mi�iatures included in me 
·Blood Bowl game box. 

...,.. 
• One shee.t of waterslide decals, containing numbers 1Il 

te�m.symbols for both teams. 



THE COACHES: Don't look in the box for these, because there 
aren't any -you and your opponent are the coaches! To 
avoid 'confusion .. with the teams' players (the plastic playing 

· pieces), we will refer to you and the other real-life players as 
the teams' coaches. All references to players a-re to the Blood 
Bowl pieces. 

PLAYING Frnw: This is the field on whfch the game of Blood 
Bowl takes place. It's currently big and green (a bit like an 
Ore), but don't worry -it'll soon be flowing red' It is divided 
into-�quares to regulate movement and combat; each square 
can hold only one Blood Bowl player at a time. 

The areas at either end of the field are called the End Zones. 
'ff a team gets the ball into their opponent's End Zone, they 
score a tOuchdown. Tluise are good things to score, as the 
team with the most touchdowns wins the match and can then 
dance around a lot' 

In the centre of the field is the half-way line, and running 
, 'down the length of the field are the lines which show the 

boundaries of the wide zones. The rows of squares on either 
side of the.half-way line and.between the two vridezones 
(14'1quares in all) are known as the line of scrimm.age. The 
different areas of the field are shown on. the diagram below. 

Bwon BoWL CoIN: Each set of plastic models includes two 
special coins. One side .of each shows a symbol appropriate to 
the team that the coin conie� with, while the other shows a 
Blood Bowl logo. These coins are used fot two purp;ses: 

Firstly, you can use the coin to dete;mirfe w):i.ich side k.icks off 
first in the match. One coach tosses the c�in and while it is • · 

/ .. . .;. in the air, the other coach calls 'heads' for the tearµ symbol or 
'rails' for rh'e Blood Bowl. symbol. . 

The other use for the C(Jin is to track scores once the gam.,e.is 
under way. To do this, each coach simply places the coi_n on 
the Score track at the edge of their own side.of the pitch. 

THROW-IN TEMPLATE: If the ba-11 ever goes out of bounds, the .
crowd will enthusiastically throw it back into play. P�sition . 

the Throw-in template on the sidelint; as sh�wn 'below,. 
with the Blood Bowl logo centred on the last square the ball · 

crossed before it left_play. Roli a six-sided dice to determine 
the direction the ball travels in, then roll two diee and add 
them together to see how many squares it will travel in that 
direction. Eg, if you rolled a 4, then a 2 and a 5, the ball would 
move 7 spaces directly' tow.ards the .opposite. sideline., 

ScArnR T�PLATE: The Scatter template is used when t4e ' 
ball is dropped or a pass misses the t��get sguan::To u�e rh�. , 
rem plate (you'll be told when to do thi . · y the rules), position• 
the ce�rral square over the football. Roll th� eight-sidel df�e· . 
and move the ball to the square in�icated by the score. The 
eight-sided dice included with the game is only ever used 
·with the Scatter template. U�e it like a normal dice, readin� 
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� .... �; ' ... � . . . � . ' 

-�� ·. . . Ht:.: - ·�.u_: ' · . : .t1o: · .t�• \ 
QwcK REFE��E silli�Ts:, Th�'se.��ci; pie2_�s· ?f �l�df�ci�de •: •1"". •,'!"., ........ """'"'!.� .... --•. •--�.,.'!"!!11��+.�ft' 

. all qf the most n;gularly used chafts.t1i'.i.d fab1 e,s frofu tlle .game� QUICK-START T�s 
and }vill s�ve you from flicking thrO'Mgh ;thtr�les when you· On page 22, you w_illfind rules for'di:fting your 

� :r�playing �match« ''.� · 
'. \ team, but if you wa�t-to �e

.
t startedq�ic�ly� you1c� 

' � · • , ".' : ; •. • , . · ·,),,, . . . .• · , • . 
th' e Ore and Human teams' straight 9,ut of tqe gam 

_. . ; P!-A�q P!EcEs: 1"?:e£J�s�j.c pl!lylrtgpieces reptesent'th� 12 , , 
/. . �- - .. �j)layeis 'from ea�h team,:of whqm II hiay be i;:m:t;he field at any The Ore team has two ,Blitzers;two Bl�ckbrc Bloc 

·�:�!fane tm.�. Th�y sh'Q'irl� be assembled a� p�fo t4e·insfruc;tipns . . two Tht�wers and six Linemen. It a��o �as thr�e te; 
· ;;,;._,:;:.. 0n page 50. There_ -�re four .diffefe.ni.typ�s of player in Blood re-rolls and a Fan .Factor of 6 - team re-rolls and Fan 

· · . 
'.
B�wl: Blt��e�}'S�f�eis, Th�·o*rs and Lin�:µie�. 9ifferent Factor will be eiq>lained late;. :· 1 C ' . 
ra��s' t�am����n. different coJilbinations :of,playets._An ... . . . . / '_ · .., " Ore_ team;for,�atilple; h'as no Catchers. : �� " ; ' . The Human team has two Biitzers, two Catchers, nyo 

.... :· � " . '.. . � .;., , 
. � , : , : (.:-�· . . 

··� �,�_; "'. � 'fhtowers aD.d six Lin�men. It has four !e� re�!�lls 
:
_,:i_;JJI��zers arejust abo�t the best all-round play�f.�JJ,!1-:the �eld; a Fan factor 6f 6. " 

- . "�"'"'rfft�i qu�te fast and agile, but strong �no�gli. to srn�sh . . . � _111111..,....,..�------�--�----"'!""-""'"'_,�-'lll 
;their;way through the opposing line when they have :to /).c� · �... " 

. "' . . . t - ,. ?- ,, ,.. • � ' " 

; ,, Reayers player Griff Oberwald is a typical Blitzer: fast, strong catching. theJootball. Catchers.§· ecialise in wainng · .. ·� 
. - - . .,. . . ' .• . � · -,. 

· : .R1:an� ihst a bit too flash! /. ,, -� . 'fn tlie>En,d Zone for that all-impottapt.to14chdown pass�o- . · . .  

• • , , .. · ' . 
• -:.t • ' ""' fome sailing in out ?f the bl:ne: The OJ,llY prpble'rl:i in being;.. ., 

,, , :,.. • � �· fy . '"'*" • •· ., ' � • - "' • -- <' � ·Catchers.are t'�elopposite of Blockers. Light�;i\ljloured Ca:tther is.if �ome9ne,s,h.ould catch you! ... "�l':, . '· 

and very a�ile, t�ey can't afford to get in�o fi�hiJ�!:1_;t ' / • • = .. � :' h ' ;. . . :. '1!1f?5 ' 
qpen field, however,.they are unmatched -a?-.� Jl'.db, Th�<'>'"[er!! are the ?J-OSt glim�FO.,!Jl' plfrer� on ·t;he fi.eld��ble ' 

to throw an inch perfect'Long Bomb to'the·waiting hands . 
of a player far down the field. Or at feast that's the theory; ·?:t 

• - . • .,, - .... ' ,... .. c. .;.  

. i.��:���:;�� the b�l} :well�t;;;/e� skl • 
M, .�·, · 

, • (-1';¥• �y. .. ' 



.Black Ore Blockers are very strong and wear extd armour to 
protect themselves in the powerful head-to-h;ad;,blocks that 
are their speciality. However, they are not all that fah; �rid ' . 
against :n agile opponent with room to dodge, they almost 
.alY.,ays come off second best. Bl�ck Ore Blockers are a special 
type �fplayer unique to the Ore team. 

PLAYER cA.ims: There are eight cards, one for each of the 
Drc player types and one for each of t{le Human types. The 
player card shows the �haracteri,,stic� and skills of each of the 
different types of player in !Ji.e team: 

,M�vement Allowance (abbreviated to MA): This shows 
the number of squares the' player may move irra turn. 

· . 

Skills: In addition to their characteristics;a pla�er may 
have one or more skills, which ·rep�esefit speclal tal�.h:ts or 
abilities. For example, all Throwers.ha�e th� l)s� skifl to �how

·· 

their extraqrdinary ability at th.rowi!\g \he ball. . · · ' · 

, 
• 

. • + • ;'l . . ' STAR PLAYER CARDS: The. four Star Player ,cards are qn�y tised 
with the optional rules.for Creating a Blood B?wl Team. Yol! 
won't need them for your first couple of games, so put them to 
one side for the time being. . ' ' ' . 

• 
• 
.. 

• 



. ' 

• 

" \,.!Ji� ·1,,& � 

THE FooTBALLs: j'ossibly the most in}portant components in. 
the game! Only one ball is uselai a time:. The ball can be 'held� 
by a player by simply slotting it\ntcttlie;h:�fe"on their.base. 

) 
.· . ·; ... '(.•, . Human Team.Footlialls · Orc'Ieain Foorballs 

•· +:· - 1':.r:,· ... . ' •' ' l' ' �"'...: �}� "�;-j .. ··�. . ii'-
� ... �.d ·;·,.: � � i\. "�-""" :' - . •\". _� . · i J' -· P�snc �GE: RULER: This is used to mea�ur.e';ffii:,rfl}ge when 

a player throws-the ball. When you are instrgcted ,to ·measure . ' � ' 
die range, place the 'o' at one 'end over the head of the player .,.tht�wirig the ball and the line that runs up the �iddle of the 
rul�; �v�r the head of the player the ball is being throwp to. 
If th"e receiving player overlaps a boundary line be_tween two 

''.ranges on the ruler, use the longer of the two 'choic;es. 
\:, ' . � . 

" 
Ducolirs:'.Eac1i,coach is given one Dugout at the start of the 

� '\t ' ,. � match. It is used to hold players that' a�e m:reserve or who. 
have been injured, and also to keep track of the.score, how 
many turns have elapsed and the number of team re-rolls the. 

team has left . 

< : 

' . 

Reserves Box Knocked Out (KO'd) Players �ox
. 

. .. �· 

•••• 



""�c: � • "" • ..,,;l-v .. , . . ... 
f .. \. 7 ..-:--,,,.. ,�1�<. ...... :-::�1:i ... -: � :-. . . �. � . .. .. t .t ! , 4 � ... � ,.. ... . ,.:/: ... .. . tl OUICK-.ST�RT INTRODUCTION . .  •Jl'( -... ;�fr:. �-��·�'D�ILL·t:'tltOVING.'AlUJ DODGING� . ., ' . � : :1; ::� .. � .:, �' ' "'"r .. .. . .. ,. ... �, .. ...,�ic; ....... : .. \ ... . -� ,J .. t: • � • .,. """'\ . �:t . 0 BLOOD .BOWL . .. ��)."�;· .. "�.- . �.e��p.tlie pfayJng'field in· front . and sej�� .the'feu.i 1 

�'The next fe� pages of the rulebook are intended tO'.give · � . ·players ':is shown"belo. w. . · ' 
you an overview of Blood Bowl, and show you how a·fe� of' :.-. , · -· . 

"': ':;,;· 
.i; ;the. Actions w�rk. before they're explained to you: The drill's� · ii�·�� �H 1e}'er\to th� Human coach and the Ore coach; remember., • · 

u this �eans you! In Blood Bowl, 'player' is used to refer to the . 
plastic models. If you're reading this by yourself� yoi'.i'll be 
playing the part of both coaches. ' . . . "' �' � ..... � "' • t . .. h *. f • ' 

"' you'vt'gone th' roµgh�tiie. ilife� trai!ling drills here, � " . _,,. r ""· . � � .  _; .... , 

� 'read thFoug� the rules the�se1ves ; They're divid�tl into two 
•·• � _ se.ctions: the lirst part has all ofthe most important 'core' 

"" · · .� while the second part lfas optional advanced rules that 
'<f?·u•·mo.f'"-for �Eicher, more exdting game. We recommend that 

siick (o tlie core rules for ybu� first couple of games, then 
1:lring i� ;th; advanced rulc;s ;scyou see fit. . 

, 
In Blood Bowl, the two coaches alternat� 'taking turns �ne 
after the other. When 'it's your turn,. each of the·playe_rs ori 
your team can 'do somethi�g .:.. this 'is called 'ta_king an Aiti9�'. 
Each player can only take one Action per tu'rn. Theq�:are . .  · 

several to choose fr�m. butlor' l:low w.e'll fociis' on th� :on�: 
you'll be using the most: MOVE. 

. 

This drill takes place dudng the Human team's turn, ;;q die 
Human coach c�n take Actions �frh.their players. Note / 
the capital 'H' -we assume' tllir;bdr� co�clies af.e prooably 
human, but here we're r:fe�ring t9 the Qne in charg_e of the 
Human team. They pick one ofth('.ir Lineman and declare 
that they will take �Move Acti6n. 'fhis lets thel_TI m�ve tip 
to six squares in·any direction or combination of directi�ns, 

. , including diagonally. It goes wir!iouNaying that ;ou 't.fn't' ' .enter a square containing another ;\aY.er. You'll ne·e� to �lear.: • · �· ,... � "' . � . 

the way first,_ which we'll cover in P..rilb. 



. .;· ·�l: � '· � '\" .. . _ , . � !"'-' '\< ... :� 
· � . lt � • -: ·•"""'"' z?<. 

• ,. A � '�- ·� • · •� ;"� . -� :-; ,''<'f.!�� t-tt"!" 4 *- \ ., ; .. '• -.) • 

'. ·ric,KLE ZONES iilo.oinis1�G. ,,;;;_;·.;,., S>' ·.'>'<.¥-!. ;1 · ,. 
The Human ·coa�i: �ants to take·a'M'ove A'ction. w{tll i:beir. 

' '  � "' . _,, • ,..-.A.�• . •  - -� \_ 

other Lineman, to get them away from the Qrc Line:qi:�n. 
· Who Gan blame them� However; m�ving i&n't so �asy When :there's an enemy ;player breathing.' (fown 'your neck�' ; ·. • • 

• 
'< � : .. -•• � t .... , - ·_;__ ,, OI'. � � 

. . . ..... ... 
·fhe eight _squar.es around a player (the shaded .. spm;� \lr�t;P� 

• , *'" � 'i: • • n'lt,ct • • • • , � & 
the Ore rih�1tlan in the example aboye) mal<� �� -�t� .t��!� 'I Now that both player� o� ti;: Hum'a:n t��Af...haye t�k'�n -��·· . , 
.zone . . This represents the area it can reach in or�tr J�· gfab"or. ' ' Actiot:, the Ore team takei a ryrri..�The�1;, c��ch start�. �hihgs:-1' 
tackle opposing·players. When one of your players leaves a 'in much the same wa)S s countless Orc'coaches since die . , '. 
square that's in an opposing player's tackle zone, yo�. need to · earli.e�t days of the sport: by taking � BI.9CK Action·��?' 
make a :Qodge roll. . . ,ighe O.rc,Lineman �tilri�iifg 'ext to th�.Htl}!lan;!.in ma ··� 'ore ' 

·: · ··that yo��eetl to.be �djac�tto�� e��riiV fayer ro·t�ke a. v _ 

· .. 

The.Human player mov.es to their first square, but befor.i; :. 

0rhey Fan �o any· further, their coach makes a Dodge roll by ! 
. rol�ing one' of th.e normal six·sided dice. Do this now """move " the�I:inei'na�'one square away from the Ore, then roll th'e 
appropriate dice, If you roll a 3 or higher, your play.daodges 
nirhblY, aside and can: continue moving. On a I or 2: they fall 
. down· i-n the squa· r� they moved to and their move ends. 'rn ' . 
qµr. ����ple, th; ���h rolie� a 5, so the play�r's mo;e �arried. 

-?n-unimVided .. :'."" . ; .• : 

\... , . ...... . · ' - ·f., .... 
·' 

� ' "\:.-;.-$ , � ;t.q>, f' • • • 

Block Ac'tion. • · "'r , 



Whenevera player is knocked over, the opposing coach 
'makes an Arn:i'?ur roll to see whether they're injured. 
The Ore' coach rolls two,dice and adds them together, then 
comp"ares them to the Hum;m Lineman's Armour value of 8. 

He .scores a total of ro - beating the Armour value - so the 
·Hu.man player is injured! The Ore coach rolls two dice again, 
this time looking the total up on the Injury table. A lucky 

''roll of II means the unlucky Human is Seriously Injured and 
removed from the field. Ouch! 

If ybu want to have a go at replicating these rolls yourself, 
go for it. If you'd rather save some tim·e and just remove the 
Human player.without rolling, we won't tell. 

Once per turn, one 'of yout:players tan ta,,!<e a BLITZ 
Action. This is like a Mov� f>.ction; but once during the 
move, the player can make a block at tbe cost of on�square 
of movement. The Ore coach 4ecides that the' other Ore 
Lineman will take a Blitz Action - ;hat slippery ,Human., , · 

player isn't getting away sb easily! 

The Lineman inoves four squ�res, and has one sq�are left 
(Ores can move up to five squares in a turn) which th'ey use to 
throw a block. The Ore coach rolls a Block:dice, and gets 
a ff. This results in both play�rs b�ing Knocked Down at the. 
same time! Each coach !Jlakes ap Armour roll- and maybe 
even an Injury roll - for-the opposing player. Go ahead and 
do this, and see how it goes! Remember, the Human has 
an Armour value of 8. The p{d, on 'the other hand, has an 
Armour value of 9. . • 



• 

" ... .,. , y 1·�. . � . ... .. ; . • . .. Jt ;t, f' '# - �,..»�•r · :_,, :� :f: ! 
� ' ' -'>• . • . ._ - , ' 

� "" •• ·-'<· < -;- � ".\..: ! - t;.� 
It's time to reset the playing freld� el�ar. futpl;yers �way; tliefi:. : 
set up bo�h the Human Linemeh arrckone:6fihe Ore Lir;ieµie�: ; 
as sh�wn in ·the e_xa�ple belo� �� p:iu ea� �e�.,0ne of the 

. 

Human players .is holding l:he.bal1;:slot it,into the ·hple.on that 
� • . • .. � 't t .. � , • 

player's bas'e..to slioW.this, . . '. , . . . · . · · 
t • �f • • ,- .. !'" .- • ' ,: ·: .; • • "; 

. .... , . . -· - �. 

I.n this exam�le; it'S'the Human teadi's tu1·n, ;igam.'*'Th 
managed.to get tinepft�eir Line,m�n Orc'End Zorie 
- if that player c;ih :g�t;tq�if li;ai:i.ds on the baH, it's going to 

.. ' . 
be a touchdQwn! Scoring touch�owi;is.is, generally, how you 
win games ofBlo�d Bo�l.·You can alSo go for stomping the 

. 

other team Bat, but t4at's �ften more challenging.. 
. 

The 'H!-1.m:m co�ch decl�i:es t]lat the player with the ball will 
tak� a Pa�is'. �ftiQn�iji; �n· attempt to get the ball up the field , .. , to th.e phwer wa:itivg' irt the End Zone. The play�r 111aking, ;. ! :H 
the ·pass� c::inJDQ�e '(u�Jq si� squares, as before). t'ben ifiey ���1U!!� 

• .. .. .. � • '"' ¥ "" " ..• ., ...... ·rnrow thehall. · � -- " · ·::t!! 
" "' " ...... 

� � . • f . + . . · · ( -··· # 
• '\ f w ' .'>; ' Z''4;,;.,. -, -""-\ .. 

' " < •. �-· tr f 0 • .,. ... � »·-·· TakT 
.. 
t�� p1a��� bin�e :Uler a�d place it so that th,e }l��e'.�tt�!�i 

end is dire_ctly.<:!v�r the throwmg player's head. T�enaltg�;I;t". ;·.�i 
.. .._ . ,,- . . ·-v...;.• •••1 ... �. 

so'thatth<; .Cl!htre line of the rµler passes over the hea'd of the · :· •• 
recei�ing player: The. differe.nt sections of the.rµler reires��t' • ·� �llidi 

"" � • 4 ..... ' • , "' � ,-•··· differen.t p�ssing ranges -as you can w.•ai;,�·�•"·"" 
throw the ball to a distant player than it is tb: a 

• ' "  11' .. . 
• "' 



asic Rules :;ection cavefs everything you need to 
b,ecome

. 
a fully-fledg�d Blood Bowl coach, and if you've 

followed-the action in the Bloo'd Bowl Boot Camp section, 
you'.ll no do_uot be keen to get stuck i�to a full game. After 
the Basic Rules, you'll find the Extra Rules.section which 

.> pr.esents an element of the game that most coaches regard as 
� . .a.11-ill/-POrt<\nt -: fouling the other side! But don't worry about 

such tactics for now; first you need to master the basic plays. 

SETTING -UP THE GAME 
'Before y�u .start, it's a good idea to read through these rules 
at le.,ist o'nce so you ge�some idea of what you are doing. 

,. 0nce)'0u have done this, lay out the board and assemble the 
• players. The owner ot the game always gets the first choice 
, ii�. to_ which team they will play! Each coach will also need a 
� D'ugout, the appropriate player cards and the counters found 
,!'on the plas�ic frames with the player figures. Each coach 

should place their Dugout behind or beside one of the End 
:z�5es. This shows which half of the pitch belongs.to each 
. te.am. You score a touchdown by getting the ball ihto the 
opposing team's End Zone. 

Each coach should place a Turn marker in the First Half 

, square ·on th� Turn track, and a Score counter in their core 
track. Finally, each coa.ch should refer to their team list ro 

*' ... • • 

.�ww MonoN'llEPLAY 
· �Jim: As any coach will tell you, Bob, a team's starting fomwtion 
.is vitally important. Here we can see the Reikland Reavers' 

.. ��!!-honed 'Cage Attack', w�ich they use against fast moving . . 

.'' I 

see how many.Re:roll countets thefr. team i;.�n�itle&.to, and 
should place that many cpunter� o� the'Re-t6ll'trac�'.1£ �'.q.e.ir 
team's Dugout. /; .. ' .. 

Flip the Blood Bowl coin or roll a D6 to.·s�e-�hich' c�ach will 
choose who will set_.up first. The t�am that sets-up fi�st �f ," 
called the kicking �earn, because they will kick-off the hall. 
The other team is called the receiving team, because th�y. 
will receive the kick-off Each �oach inust �et up II pl�ye?s, or· 
if they can't field II players then as many players as !hey __ hi\ve . · 

ill the Reserves box, between their End Zone and. the half-
way line, and within the following restricti?ns: · 

\� � 
I. The kicking team alw_ays sets up flrst. . • 
2. No more than twp players per team may.be set up in each 

wide zone (i.e., a maximum of four tlayers 'may be split 
wide, two on each flank). . 

' 

3. At least three players mu�t be.set up n·ext to the.half-way· 
line, on the line of kritpmage. , 

. 

4- If you cannot set up.three pl;iye�s on the line �f ' 
scrirllmage, you must either concede the' matGh (see page 

· 21), or ca�y c;in playing by placing as many"playe·r� on the 
line of scrimmage as possible. 

·. 

THE KICK-OFF 
After both teams have set up,_tli� <;Qach of the k!cking teimr 
places the ball in any squar� (J:i_th�ir,,c)pp�rient's half of.the 
pirch, including the opponent!s':?nct Z�ne if they1ike.·The 
ball will then scatter.in a i:and6� direction. Using the Scatter 
template, roll the ns once for tfie direction of scaue�; and' .. 
then roll a _D6 to see how many squares ;ne Ha�l w�ll �ravef. 

. . ' 
-t· • .., "" � 

Important Note: The kick-off is th�,Q. ly;time.that you foll a 
D6 to see ho� many squares the ball ill. ves when'it scatte�;. · • 

This i; because kicks are v�ry inac�ur.ate. When rolil.ng ��at!e; _· 
for a missed pass, or when the ball:bounces, the ball only 
moves one square per Scatter roll. 

., 
_. 

A kick-off must land in the opponent) ha.lf of the pitch; 
Assuming the ball lands.in the_r�ceiving team's half of the 
pitch, then it will either,\and in an empty square or a squa�e 
occupied by a player. Ifthe ball lands in an empty s�uare, it. 
will bounce one more sq1,1a;e (s�e :il�U:ncing Balls on·page 
I 9 ). If the ball lan.ds on a :square bcc11pied by ;i play�r, th� . 
player must try to �atch tb.e'ball (sk�:c;atP,hing the Fo�tb<ill 
on page 19). If.the b�ll si:;tter� or botince� o'.ff the pitch or 
imo the kicking te�m·� ��liFthe receiv�ng c�ad� is".a�a·rctecl,;. 
a 'touchback' and must gj e: balbo any player in their : ' "•..,._ ""\:' " � I 

1 team. Once the kick_-off�as b.een taken, you are'r�ady t? .. , ,. 
proceed to the first turn _(if tli� ga�e . 

.-� ... · I:. 
! ·.·, : ,-,;,r• ., . ·�j'.\ .>•<-:. .. , • " 

•. �;;.�· · ""' • ,· . ! '1•' •• ' ,-o:' <iio -1'. ,, �,;,.i; "• .,� J· k-µ -.'. "": "/ ' 'i! ,.; �'f ... � " -_, ..... - � "-'· 
. . ' '.'--' : ,. ... � � .. 1 .... "� 1 • .;, , � � ,, ;;�,:�" .�.!. ";>-., '•- _<t.;. . ·� . 1', ��·· ·'-' 
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k · ,  

.. ,;f.1ovEMENl 
, : ,·A p}ayer �ay move ·a number of squar�s equal to their 

Mov!'!·ment Allo,�ance.'Players may move in any direction 
�; 1·? o,r combination·�f directions, inclu�ing diagonally, as long �-� ·• as tliey do not enter a square 'that holds another player 

l � , : � ' �':· (from either -t:eam). Players do not have to use.up, all of their 
Movement Allo.'Yarrce in their 'turn; they don't need to move 
at all if their coach does not want them to. 

.l 'TACKtE . ZONES ; ' :'the£ight·square; adjacent to a playe/ hlake up their tackle 
· 1 1- zone� as sh0wn in the diagram below. ·�.n

_
l ayer who is Prone :I' � ;� al • J<t � • *l �- .or' stunned does .not have a tackle zorre. · 

. 
'; � \j �.. . 

• 
.,,Each·tjm�a play.e� leaves a square that is in one or more 

oppo�ing tackle zones: the coach must make a Dodge roll. The 
".l�phiye'l:" enlyhas ro dodge once in o;der to leave the square, no 

· ; matter how many oppesing tackle zones are on it. Note that #,.ii $� z ' .; ·� \ ,, 0 ' " 
'' "''you 'mus't aiwaynnake a Dodge roll when you leave a square 

a tai;:kle ;>:one, even rf there are�'t any tackle zones on the 
'\.. � �· ' . 

. s9uar:e you are moving to (see the Slow Motion Replay on 
··page 15) . .  

· Look u p  the player's Agility on the Agility table - Dodge 
opposhe to find the score which is required to successfully 

. ... ocidge 'o�t of the square. For example? if the pfayer had an 
•;. · · Agility of 3, they would need to roll a 4 or more to dodge 

, • out of the 'square. Roll a D6, and add or subtract any of 
1 -.the modifiers that apply to the D6 roll A roll of 1 before 
;.�:: odIBca.tion ALWAYS fails and a roll of 6 before modification 

must be m;de to see if they wete injured (see ,Kh,ntk' DoJ,hs 
&·Injuries on page 17). If the player is �ocke? Down rpen 
their team suffers a turnoV.er and their turn ends immediately. . . .., . . "" . •  

AGILITY TABLE 
Player's AG 
D6 Roll Required . 

DODGING MODIFIERS 

DODGE _ , : ·;, .  ·.f' 
. I · "' 2 • ·'. ·3 
6+ 

'?4 ·:s, 
.._ . , ... 

. 6+ 
3 ·!"; .. 2+ .. '1·.t 
7 ; { � ,  "" . 

Making a Dodge roll . . . . . . . . . . . . . . . . . . .. .. . . . . . . . . ... .. :. : . . ... '. .. . . . . . . . . . .  : . .  , . . .. ,.,. . . . .  , + I 
Per opposing tackle zone on the squar.e that, the play�r is'. · ,  
dodging to . . . . . . . . . . . . . . . . . . . . . . . . . ... . . . . . . . . . . .  : ._ . . . . . . . .. .  : . .. .. . . . . ,. : . . . . . . . . . . . . . . . . .  : · :  . . . . .  : . .  · - �. 
PICKING UP THE BALL 
If a player moves into a squaFe in which the ball is lying, they 
must attempt to pick it up, and - if they wish and at� able -. . 
carry on moving. 

Players that move into the square with the ball at other times 
....,, •• � · " �  . 1 t . .. 

(e.g., when pushed back, thrown by an·other player wi'th 
Throw Team-mate, etc) c;:annot pick up the ball, and in:s;ead ' 
it will bounce one sCJ_uare. This does ��t cai.ise a tu�nover' (�e� 

' ,, ·. • •. t 
Bouncing Balls on page •19). ' ' . . " ·  '}:{ · ; · - l • • .. . 

� ..  • • 1 • , , 

' · 

Look up the player's· Agility on the.Agility table .:: Pick-up to 
fuid the score required to s�ccessfull)L pick .u�' th·� b,aJL.l}�ll . �. 

a D6, and add or
.
subtract any of the modifiirs that ap.ply to • 

the D6 roll. A roll of 1 before modification. 'ALWAYS fails 
and a roll of 6 before modificatioµ U'WAYS succe�ds f�r· any 

" -· r·t· � � • � ... Agility roll made during a game� . , . �. ; : 
.. � · . ... \ ,, 

� 7 ' 
• • ..._ � • ·� II • _., " 

If the final =dified scor� equals or be�ts th'e'. req�ired roll, . 
then the player succeeds j.n. picking up. the ball.:Slot tl,id.nll, ; . 
into the player's ba�e to show ;lGt th�y h11ve pi<;ked,ft �P· ,. 

and carry on with the player�; turn.'Iftl:ie' B�6 r�ll �; lesg fil�rl ; . 
the requir�d total, then th� player drops the b�ll, whi�� wm 

.. • ·'ii ' * � � • 

bounce· one square. If the player drop_§ the' ball rhen theff· 
team s_uffers ,a turnover and theit; turn e�a� :iml)lt;diatel1;:, .. .;., 

"' <"' . . .. .... ' .. • ... :..: ., . 

AGILITY TABLE .. JICK ... UP · i . , 

Player's AG 
D6 Roll Required 

PrG'K-� MODIFIERS 

I • ?-
6+"'·": :5+ 

· � 
2+ 

6+ 
I+ 

• • 

• 
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.
f9W MOTION REPLAY : . 

·Jim: Th�re goes Ivan I<ellhoofer 6f th; Reikl;hd'Reavers. !t looks 
to me, Bob, .like he\ going to try to· move through the taokle zpnes 
�of two Gouged J=;y'e_pl�yers! First ne:tries to 'mov'e to square 1. Ivan 
·ha? ,an.Agility o(3i lffii�h.m��ns th�t. he .neeils to roll a

.
basic 4 

or mordo dodge suceessfillly out of the' sqfiare. Be gets a + 1 tq the 
. . •t · roil for mal,.i�g ��(lodge, but then has"to·subt.ract -2 because.there: . 

, · are two O;c tackle" zones on th� square he fs moving to, for a final "' . • . .. 
modifierAf - 1  .• Ivali.' makes the move - the crowd holds its breath -

. . �� .�� .. '.'...�· . . . and the. D(\I qlf;i�.a 5, which meaps that Ivan successfully dodges 
' ��· ·.r,A , � • 

into the squatr! ':--' • 

. . '� .. 
· Bob: Too.right! I·van moves to 'square 1 and decides to keep on 
g����io �quare 2. ivan must still make a Dodge r;ll, though . • . 

. ·there J.ren't �ny; t��kle zones on square 2, because he is l�q�iF? ffie 
t�ck}e zones on square 1 .  There are no tackle zones on square 2, so 
Ivan gets a +1 modifier to his D6 roll. OH NO! Ivan r9lls a 1 and 
·comes crashing down. Now he's lying prom in sq1:1are .2 aft.er an 
unsucces1ful Armour roll, and what's more that c:�Lf;�es a tuwover 
for the Reavsrs,-'so Ws the Gouged Eye to move nex'tt'i' :,, . - . ��·"' 

BLOCKS 
Iristead of moving, a player may thro:v a block' at an opposing 
play�r who is in .a'n �djacent square. You may only tn:alie a 
block �gainst a s�anding player - you may not block a pi;�;r 
who has already been. Knocked Down. A block is a very rough 
-tackle, designed to _really stop an opponent in their tracks! To 
see if a block works;you will need to use the special Block · 

dice included wit� �h� game. · 
' r ' / 

BlllZ MOVES · 

Ohce per turn a p!ayer ori the mo'ving team is allowed �o· 

make a special ·Blitz;.move. A blitz allows the player to"mov,e ··� . 

and make � blocl1>.:Tlie block may be made at any point .during 
th.e move, But' �o�ts one square of movement for the pl.fyer 
to make. The ptayer may carry Oh moving after the effects of . � . . . . 
the b1ock have been worked out if they have any squares of 
movement left, and pro;riding that there was not.a turrl.�V�,r. . -

Example of 
dodging: 

Iv.an 
Kellhoofer 

.. 

Ifone player is strong�r than the otlier,'they axe m �e·�f y ' t��oi� down their of.p,onent.wh.e� :he.Yimake a block. To 
repres�nt t�is, the nuin�er,of Block d�ce th�t are _rolled :Yari�;' 

' depending on the-relative Strengths of the P!�yers. However, 
no matter how ip.any dice are rolled, only one of them)s 

. . 
ever.u;sed to di;cide the result of the block The coach of the ,.,_?';_fi. "' .. ""' 
stro1ger player choos.�s. which of the dii;e·is used. 

• If the players' Strengths are EQUAL, one dice is rolled. 

• · i£ d'�� '1'layer is S1.1RONGER, two dice are rolied and the h 
rllt_ - -"" • ' ,.., • - • . coich of the stronger playef may cl\oosi:'.which one· is .used.' "." 

"" .... � .. ........ &'C. ... .. 
... , 

. 
• If one player is MORE THAN 1WICE AS STRONG, three 

dice ari; rolled and the coach.of the stronger player may 
' <:c e which is used. 



� • I 
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"�oil the dice and consult the table below: The player:j}iaking 
the block is the attacker, while their t�rg�t is the defender. 

/ ' 

Result 
ATTACKER DoWN:The attacking player is 
Knocked Down. 

· BoTH DoWN: Both players are Knocked Down, 
unless one or both of the pfayers involved has 
the Block skill. If one player uses the Block 
skill then they a;e not Knocked Down by this 
result, though their opponent will still go 
down. If both the players use the Block skill 
then neither player is Knocked Down. 

)'usHED�Ihe defending player is pushed 
,. back one .squ1re by the blocking player. The 

· " attacking player may follow-up the defender. 

DEFENDER STUMBLES: Unless the defender uses 
• the Dodge skill, they are pushed back and then 

" Knocked Down. If they are using the Dodge 
skill then they are only pushed back. The 
attacking player may follow-up the defender. 

DEFENDER DoWN: The defending _player is 
pushed back and then Knocked.Down in the 
square they are moved to. The attacking player 
may'follow-up the defender. , 

,,-; _,,. ;.' 
PusH BAeKS: A player that is pushed back must be moved 
one square away· from the player making the block, as shown .. �elow. "fhe coach of the blocking player decides which square 
the player fs moved t9.- the player must be pushed back into 
an empty square if possible. A square containing only the ball 
is c�nsidered empty and a player pushed to it will caµse the 

j • ' 

baU to bobnce (see page r9). If all such squares are occµpied 
.ii-. ,.. � • .... 

by other players, theh the player is pushed into an occupied 
square, and die player �hat ofiginally occupied the square · -r 
is pushed back in turn. This'secondary push back is·treated . r . 
exactly like a normal push back as if the second.player had 

• .� \� h • "been Blockea by the first (Prone and Stunned players may be 
; 1 l?ushed � this way.as well). The,.coach of the ;novirig teain . .  

decides all p{ish back directions for secondary pus4 b;cks , �unless the pushed back player has a skill that overrides this. 
.• -

. ', .. : ,-... �,,. .. . 
Players must be pushed off the pi�c11'.if there <1re no:'eli.gible 
empty squares on the pitch. A player pu5hed off the' pitch, 

' even if Knocked Down, is beaten up �nly by the crowd and 
receives one r.oll on the Inj�;t table. (st:e"InJuries 01vpage 17). 
The crowd does not have any injury 'nio�ifyifig,sk\11�, �.,· 

� . . . .. " .. 
• • .,,§o �f·, I • • ��' � ; 

Note that no Armour roll is madd'or.a pl�yer -rhat i;·pa�h�d· 
• 1"" .' ( ,/ :: � · .. � 

off the pitch, they are automatioall , injured. If a Stanned 
resuJt is rolled on !he Injury table1 the plpyer shoi'rld be ' 

i . t• placed in the Reseryes box of the Dugchit; and must rei;gaip' 
there until a touchdown is scored or the half ends. If the ·.·., 
player holding the ball

.
is pushed out of bounds, th�y

.
are" : • . 

beaten up by the fans, who are �ore than happy to thr�w'ihe}· 
ball back into play! The Throw-in template is centred on the :'-.>· . . ' 
last square that the player was in before they were pushed off 
the pitch. 

· . 

- I ' • •, 

KNocK DoWNs: A player that is Knocked Down shoutd be· . 
placed on their side in the sqt'.iare, face-up. The player may 

• ,. + '*' • 

be injured (see Injuries on page 1;:) . . If the player who is 
Knocked Dow� cqri;le5 from the inoving team, then this . ."' ii, . '!l "\ . , �·�r""or , 
causes an immechate rnov,er.-l , · ', '"• If·\�"' . ' 1��1 i:l: t� · . .· . 

Fouow-UP'Movils: A player. who has made a block is allowed 4 . • t !;'tJ • 

to make a special- iollow�uRmove and occfrpy a -sql\ate ,. . 
va'cated by the r.,13.yer Jbat they have r.ushea b:ic�. T4e player's . 
coach must decide whether tb follow�up .before a;rry other 
dice rolls are made. This mo e is fr�' , �o tb� "player can ' 
ignore enemy.tacia� s0wh�1Hhey the mbve (i.e., 

q lfa� .j they do not have to dodge. to enter rn ). A playerth4i, 
is blitzing is allowed to make• a-folloW'.�p move, �d...the move·· · 

• ' c '� does not cost them any addit�onal movement (as' they plli 
a square in order to make the block, they ii.ave effectively, 
already p�d for th� move). 

. ,. 

Sw.w MonoN REPLAY • .� ' •· Jim: 2\nd there goes Urfrik Skullhack, .the Gougetf:Eye star .. . > 
Black Ore Blocker. He's just blitzed down tlie pitch and now· 
he's �oing-t� th�ow a block at Hans von Broken, the Reaver�· ' 

Lineman. Urfrik's go! a Strength of 4, compared to Hans' 3, 
which means that Urfrik can roll two Block dice and choose 
whicli one he will use. He �Is a I· and a � , and uses the 

· 'Defender Down' result to smash Hans back a squ�;e and kno�k 
liim feat on his back in �he mud � KERRUNCH! ' 

(° I . "· 

., R 

Examyie of Blocking: , '· 

Hans
.
van- Broken 

. . 



.. -�·· ·! '. ;,'.; .. 

KNOCK · o·o�IN 
t INJURIES ,. , .. 
Pla;�rs that are K���l{ed :qow�'.or �l�i:�d· Pt6ij� ;mY, { � � : : 
reason should be pl��ed face'.up ori the pitch :in the �quare 
they are in. While Prone, the pla)t�r lose� tlieir tackle z.ones 
and may dd nothing l:l�fore -�·t.anahig u� �t a cdst of thr�e ' . 

, ' squat�s qftheir'���einen�·when �h�y fiext take an Action. . 
.: .«\flay�rs :nay�t�n�.�p i����. �ff�;i�g pl�y�r·�·.ta�k�e .Zgi;f' .  ' ' ;: ;f· 

.. . without having to):nake a ppd)te ·119ll though (tb:ey will have 
. to.dodge ·�',th»e,Y: suEs.equen,�tf�e'ay�). �ote th�{ ,a 'P.lr,Y�;_who 
stands bp 1tiix�f i:ake a Blbck''�t:tiQn; because· ,Y� may not 

:--. '""' · 

... ,,.��,t . . . 
. .,,. ;\ � - � • -move when y�u take a Block Action. The plaY:erJn;ly take any 

Action,oth�!i;'tpan a Block,AcJion. · '..�¥�.\<�� - · · ,  

; " 
•.! . �:: :.�·· . .. . 

• , ' • :::� :' 
'"rt!�?Ji�r, carrying the bal! i.� ·Knocked 

.
Down �r PLfoed ' 

Pmrte,'t�ey. w}lidrop the ball in the square where they ,. 
fa!C :She:dropped ball will,Qgunce one square in a rapd;� ' . , h .": ai.���iipn (�i;,e. Bouncing Ba'tls,·page 19) after t y ,rl�yer:s · 

. Armour rqUS and Injury rolls (if any) are fully:r"'esol;ed. 
" " � � 

- � 
•' .. � 

• ., j!M • ' ' � • 

�.); · · • eft: Player on their si:de, lying face-up; Right: Standing pldyer. • 

. • "':: -. ( - .f_. • ; � � ,' - 4'i;l! � ,Hi;c"' . ; " - • 
I�RiE:>: ��ss ��tu!;;} state otherfis�, ;nf player tiia� is • 1 

. Knocked Down tn\I}:: be injured. T�e,opposing ,coach rhlfs 2D6. 
• - ·-� - - .,.d ' � arid��dds .t�e'ir scores toge(lier iri an ' attempt to 'e;xceed';tlie, 

> 1 .r .. •J. 1" .. . , ,. ..,,. Ki;i.ocked, Dow.a plrer's Arlilour value,, If the roll succeeds, 
. . then t.h,e ��posi�g �©a'�9.i,aafio·;ed ;o roll �1 .Hhe 

,
Inj,ury table 

. ·' 'pppb"sit'e : �S.t!e wha't. ihjury the play.,er has sufferea. · ' 
. ,,;··--.� .,,,,,,.�"'' 

, 
,' ,Af .:-:� 

SJt\NDlNG UPi The. 0nlY; ime a player pn stand up i� 
� " -· >""' '{ :"f- ,. > " • 'V • .,, 

. the qegi�nirig of an Action at a cost of three' squares 
. . .,-"' r, . � "" th�tr·i;npvement. If t]:l.e play�r has less than thr·ee squares of 

' moy�m�ns: theyjuqsnoll 4'+·to stand _up -'. iftbe)r, Stan� up ' ' 
· succes�fully, 'th;y r;_;y no� move any further unless they Go 

,,.. ...... . -· "' .. 
· Fo�V \se,e Jixtq ,Rule,s page 29 ). Failure to st�nd succ��sfully 
for"any reaS'o'n is n'�f � turno�.er. "" • • 

• ��·"'· • �: . � ,..;. .- 'Y:. v : ·:_. . 
��rop!s:'A coac .ma¥ 11ot �uP.stitute fit players for inj14red 

••"'<1 .. t 6'<f' ..... .,. �- t • � . • • ). • 

pl�yers or players tliat hM"e b-een sentoff.Vfhile a dr,iye is in 
·pr_egt,ess. 'Jh� only timt thit a coach fuay adQ.:.Res.erv�s 1s 

� · • ' "' ·' • .' • o(:lri r: . l .,. s -� 

w� setting up 'after 'a to4chdown ha'S been scorea, or when 
�·:.W :f · . -.. .. 

st;tting up after half tfur�$r.f�r OV((rtime. . , • · 

.: � l"' � I : � .. .., " '· . " 

, ,. 

', . _. . "' .... i\'J.,! le • :fi *' "'* .. � �� : -+ *' 
KO'd - Take the player off the pitch and , 

. place·theqi:Jn the llugoutit,)..th� Ko"d PlayciFs 
, ·bo�. At IB�*ri�� ktck-6ff,\;;fc,�e �oil �et up · 

any players, roll for each of your players that 
·h�ve bee D'd. 'tl!.l a roll df.1-3 ,  the player : 
must remain in th;�O'd box and may not be 
usgd, althqugh you may roll again at'the next i<lt:k-off. ali a roll'of�-6, y��us��return the 
player to the Reserves box and can use them as 

� Ilf2M:nal fro.w now qn. � .,,; ! •-I< " • 

Casualty - Take the player off the pitch and 
... " .... + p.!�ce'-them in the 1,'lttgout in the Dead & 
Injured.Players box. The player must miss the 
re.st of the ll}atch. 
)b • 



.JttHROWHtG THE BALL . , 
� � · . . ;z_:r Once per turn a·player on the moving.team is allowed to > ' • 

Pass Act_ion. The player is allowed to make a normal 
and afte;·they have completed the move, they may 
the ball e','.en if the receiver is in an adjacent square. 

that the player in question' does not have to be holding 
ball at the start of the Action; they could use their move to 

run over an_d pick up a ball' on the ground and then throw it, 
for example. 

,.. 

�Tfl@DW��G 
"Fi

.
rst o!  �ij, �he-cqach must declare that t��e playe}�if .,t1!ng a . 

P'},ss Action. The player can throw the·b�ll to anoth�r player 
f 1h their own teain (or another playet jh th� p o��mi team 

r-: "''* · • " - ; -"', -:-� - "il,.� �- ,. '(;t"-. , �· · · �f t�eY really·'!'��;:t,�o � )lor s1.mply · empty squar�1 1tpough 
;:-(! ' �- "' ,,._ ... ll't f .L ! TI b 'h ., . • f l O"owm y tne·ru:s:t

_
;e t�se0eprt i e·-t e vrost use u -.,.,., l!' 4 1'" . �· ,. • ' -� na may keep themJ1-om beln "'ked by their own team 

embers ! the ball m:a only ' d once per turn. 
¥'4111" 

� � .. , *i £ ,.. '*""' ge using_t _e range 

square of the player throwing the J;,all, ai\'d th� 4ne· that 
runs up the centre of the ruler over the centre of t4e squ.are 
the ball is being thrown to'. If the line b\!tween two passing 
ranges crosse� any part of th� receiving-player's ;qU'qre, the 
higher r.ange sh,ould be used. It is p'ei-fectly -a�c�pt�ble t<;{pre­
measure the range to se','.eral playe;s at<iny pdi!).t diirfv£t1ie 
throwing player's move before you.dedare the t�rg�t of the. • / � • • .. + .• 

pass. Once you have thrown the ball however, yoµ may hot 
mov:e the throwing player any fur_ther,that 'turn, e�e,n if they 
have spare MA left. 

Look up the player.'s Agility on the Agility table to find th'e 
score required_ to successfully pass th'e ball. Roll a D6; �nd 
add or subtract any of the modifiers that apply to th� D6 rnll. 
A roll of r before modifiq1tion ALWAYS fails and a roll of 6 

before modification ALWAYS succeeds. 

If the final modified score equals or beats the requireel roll, 
the pass is accurate �1\d iands 'in the target s_quare. If the D'6 

roll is less than the,required total, thf/\ the pass ·is npt' accurate 
over the. centre of the and will s�atter. Roll scatter three times,·one after the '' 

l " "t h f ' t * .. 

is attempting" to throw the ball four squares to 
he range ruler shows that this falls just on the 

Quick Pass and a Short Pass; so _the longer of 
!he two ra-nges lf!l.ust be used. 

� � . 

, Jim: That'�rjgk�b,b. Trok's Agility of 3 means that he must roll a 
! Y+"or .mare fJ1 target. J•Jo modifiers apply tQ the D6 roll because * ' if "' s,:�1 #1<- « 1f. ' , + - ' - ""' 

. �Trokis not' lti !ackle :zones, �!]d_t�� modifier for a Short Pass 
'is +o. Trok'sami goes back and hef11.'rows a 6. Look at that ball go, 
ban{!, right on fa};get!! ·Now all KJig has to do is catch it . . .  

. � 44 
% '• 'ry_ ¥ • - f i;13ob:i(�1! 5qj� :t j!m. if s17:n accuicije pass so Krug gets + 1_ to his ·� 1D6.roll1'•bu�il{e?e's Matthi�s Meier ne)lt tO him, so his chances of 
�catching suffers a - 1  modifier, which means that I).rug needs a 4+ to 
catch the ball. T'lir crowd goes' quiet as the dice are rolled. A 3 - he's 
dropped it, and the ball bounces away one square. 

Jim: And if I can just butt in here, Bob? that missed pass causes a 
turnov.er, which e.nds the Gouged Eye's turn . . .  • • 

Agility I 

Examp\e of.pa�sip#' : , 
and c�tch,ihg: ' · ' 

. 5 6+ 

.. .  

·-

I 



• 
I ; l · "-

other, to see wh<;re the baH ends up. N"ote tliat each of the 
Sca�ter rolls is made separately, 'so it �is p�ssJ,ble for.the ball to ' 
end up back in the target squar� (though it will be harder to 
catch). The ball can only be caught in the fi,nal square where 
it ends up - if it·scatters through ; playei::s square then the 
player is not all�wec;! !� a!te\Ilpt�o �_atch the ball. 

. ... ' .. . 
� Note: Extra rules_on page 3 1  all�w. for Thfo�ers to fum!:>le 

the pass and �or opi;>onents to aftenipt .pass interceptions. 

AGILITY TD.LE ·- PASSING 
Player's AG �:"><,_., 
D6 Roll R�q(iired 

·p A�SING MODIFIERS 

I 
6+ 

2 

. 5+ 
3 ' : . 4 •, 

4't .. 3+ 
5 

2+ 
6+ 
I +  

Throwii:g a Quick Pass . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  : . . . . . . . .  .' . . . . . . . . . . . . . . . . . . . . . . . . . .  +;  
Thrqwing a Short Pass . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  : . . . . . . . . . . . . . .  � . . . . . . . . . . . . . . +o 

�: ��:::�::.: �::: �::b·: : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : :>:::: ::'.: :�::: : : : : : : : : :: 
Per opposing t�ckle zone �n the player . .  : . . . . . . . . . .  ;: . . .  : . . . . . . . . . . . . . . . . . . .  :I 

AGILITY- TABLE -
Player's AG · . 

D6 Roll Required 
i· •" .. ' 

CATCHING MODIFIERS 

6+ 5 + 
. ... 

: Catching an acrnrate pass . . . . . . . . . . . . .  _. . . . . . . . . . . . . . . . . . . . . . . . . . . . � . . . . . . . . . . . . . . . . . . ._+i 
Catching a scattered pass, bouncirig ball; kick-off, 
or throw-in . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  : . . . .  � +o 

. Per opposing tackle zone on th� player. . . . . . . . . .  �, . . . . . . . . . . . . . . . . . . . . . . . . .  - 1. 

BOUNCING BALLS 
If the ball is dropped or not caught, or the baH bounces to a 
square with a Pron� or.Stunned player, or a player is pushe� .. 

' to or lands in th:e ball's square, or the. square wliere·a !hro� 
ball lands is unoccupied (or is occupied by a Prone or Stunned ,, . . ' player) then it will bou�ce. This is a tech'nical'term for the . 
thing jumping about all O\'er the place·'wbile the,players , � l ' " .... 

' stumble about trying to grab it! To fipd'.oat where the ball. . · "fh', 
bounces to, roll for scatter. : ' 

. ..,. . . � ... . - •' 
If the ball bounces into an occupied square, th:en the pi�y�r in 

CATCHING THE FOOTBALL the square must attempt to catch..it, as des,cribed·previously. · 

If the ball lands in a square occupied by a standing player, If the player fails to catch the' ball, then it will bounce ·;gain 
then the player must attempt to catch the.ball. Prone and until'it is either caught or bounces into an empty squ�re ot" 
Stunned.players may never attempt to catch die ball. Either ,,,,· �oes off the pitch. "' · 

' 
,) �. '" · 

team's players may attempt to catch the ball - if a player from ·•· 
� • f• 

the other team manages to catch t�e ball, they can rightl}'. yell , . THROW-�NS \ . 
and jump around a lot! · When,a ball scatters or bounces off the pitch1:it is 

Look up the player's Agility on the Agility table - Catching 
to find the score required to saccessfully catch the ball.· Roll a 
D6, and add or �yb

,
tr:Ct any of the modifiers that a�ply to the 

D6 roll. A roll of 1 before 1):1odification ALWA'fS fails and a 
roll of 6 before modification ALWAYS succeeds. 

If the fina� modifi�d score equals or beats the required roll, 
th.en the playel" succeeds in catching the ball. Place theball on' 
the player's base to show that they have caught it and carry on 

, ' with "the turn. If the piaye� who caught th� ball has not taken 
an ActioFl yet, they may, do so as normal. If the D6 roU 1s less 
than the required t-0tal, then the player drops the ball and it \') . � , . will bounce (see Bouncing Balls, opposite). ;. !' 

immediately th�own back in by the eager spectators! Use the 
Throw-iri template to work out where the ball goes, using the 
last ;�uare the ball crossed before going off as a starting point. 
(see page 4). If the ball is thrown into a square oc�upied by a • �­
standing player, that player must attempt to catch the ball as 
described earlier' 

/ 

If the ball lands in an empty square or a square occupied by 
a Prone or Stunned player, then it will bounce. If a throW-in 
results in the ball going off the pitch again, it. will be thrown 
in again, c:;entred on the last square it was in before it left the 
pitch. Throw-ins can.not be intercepted. 

TURNOVERS 
.• , ,  

""' " . 
·• If a ball thrown by a player isn't caught by a player from the 

m?ving team, this causei a turnover and tli.e moving team:s 
tu;n ends. 'The turnover doe.s _not take place until the ball 
finally comes to rest. ThJ.� means that if the ball misses the 
target but is still caught by a player from the moving teJ.m, 
then a turnover does not take place. The ball could even '" 
scatter or bounce out of bounds, or be thrown back ·into a� ' 
empty squar�, and as long as it was caught by a pl�er.from 
the moving team then t!'ie turnover would be avoided!, 

• ' .J • 
';/. 



• ,.> .  h 11 h ·:..i Y:eRY IMPORTANT: No matter ow many re·ro s you ave( or 
> �-tv�;Ji,type they are, you may ne�er re-roll a single dice roll 

I"' """ - ' · 

more than once. 

.tEAM RE-ROLLS 
·::ream re·rolls represent how w�ll trai�ed:J team is. A coach 
may use ·a team re-roll t!4 re-roll .�my �H�e �Qll ( ot4er than 

i. I. - � �- ""' ,.. ' ' .,, '\ .  ; -.. ( . · .. Scattet;Tiist:!nce, Direction, Armour, Injury or.Casualty ,.. � -· :.;. � .,,. ro.lls) made by a pl-ayer Cln thi;;ir own team and wlio is still . · 

1i.oe ��e ,pitch d�ring their ow'�"turn ({!ven ifthe dice roll was 
fuccessf�l).' The result of the"'new roll must be-ac<;:epted in 

, r place of. the fitst, even if . t is �orse. A coach lJlay not use more 
than pll'e·t�am re-roll pe� '�rn. and may �ot use a team re-roll ·J.l 

. • . 1 . 
to fu,ree, thfe opposing coach .to re:i:oll a dke roll. ( 

·�if - . · ' . . · - . l · 
. . , 

�- ' I \ • "l'4� . :Bach coach mus\ keep track . f th� huhlber'1of re-rolls they ha-::e l�f�n _th� �li�k pro�de4�'!n !Aeir 't)ugout', E, e� tim 
a �ciach u s #R a-tfam te·r�l, Ui,�Y must·.m'?i.�·tfi"eit �.��?l 
�pnter one �pace Clow vwr�s along the t'i;.-<!c§': At·hal£,�im 

::.._ v�-\'. _ r> • y � � •r � - . 6 .� tj?.e two teams ·i ' ha.', ce to i:est and recup\!ratf, arul so' their v 
t'�am f,e- 01Jifr � 16 �hei'F .starti�g l�;�L \:� • _'�V 
J)t· I ·�.· . 

�- �� ll • . � • , 

-IJ.IYER RE-ROLtli " �� . 
-

. . . , -�o;eplay$rs'have skill� that all V::�em to re-roll th� dice 'litl.�?tertain circum.stances. For example, a Thrower-has the 
·�ass skill whiCh allows them io re-roll the dice if they miss ' "1 ' � i!I f "' ' 

a pass .. A coachl'rnayuse any number of player re-roll� iri the s�me _rum: and ·a singl� p4yer may use a skill any4ntf��er of 
>- -- -;.; -� - � - j . ,,.. times in the same match. However, as noted abbve,.a single '* f'_, - • .. dice roll may-not qe re-rolled" more than one�. · 

SKILLS 
'"".Many players are described as having one or more . 

DODGE A pl�yer �ith;ihe Do.dge .skill is all�wed to�! • . : 

re-rolt the D6 if-they fail to dodge.�ut �f ��?(,' 
oppo,sing player's tack'l.� zone.J!oweve;, j�e · 

player may only re-roll on�Jailed(Qodge rnll 
per tum: So, if th.e player �ept'on ?10.ying • 

. and failed a second Dodge roll, they'could · 

no!•US; the skill again. The Dodge ·skill also, 
if used, 'affects the results rolled with the 
Block dice (see the. rules·for Blocks). ' 

I . 

" A pUyer with the Pass sk111 is ·allo°we'd to re­
roll tlie n6 ff the� miss a pas�.'"� �; _., _:. ' . 

'· 

, A playe; With the Sure Hands �kill is ., ,, 

' allowed to r;?-roll the D6 if they faii to pick 
up the ball. I� addition, .ifyou are using the . 
Extra Ru�es, if an9pposing playe: has the 
.')trip Ball skilt; tQ�Y l)lay not use it againsp a 
player who l:i_as s4re Hands. 

Many players have skills such:a:s.Catch, Pass, etc. Unless . •  

stated otherwise in.the skill's d�scripti�n;you never.have to 
use a skillJust-because the player has it, and.yo� c;fn choose 
to -use .a skill that affects a dice roll after rolling the tlice. Fqr - A "" ' 
exampl�, you could say you were going.to use tl:\.e Catch s•kill . 
�it�er .befon;· or _after making a Catch rolf · -

Some skills are also used in· your opponent's turn. I.n this 

,skills. Th�se are speci�l abilities that· �odify the player's .�' . 

. case you m<cy" <;hoose to use the skill after an .. opposing player 
carries out an Action .or mov'es a square. If both coaches want 

;:to us� a skill to affect the same Action or r.nove, thei:;i. the . 
•' . c�ath whose turn is tak�g place.must use their skillJlrst. _ 

.:- .  

, . p'erformance. So�e skills allow d!Ce re-rolls as desc_rib�d 
?;above, while others allow a player to carry out a special . ' Action. A full-description of each skill is g�ven later. You'll �n��� to refer to the' rule.s for skills quite a lot .during youz {i.rst 

"Note t11af'y�u can't 'go b;1;:k'\� ti�e �nd use a �kill o� re� a&� 'r/ .; .- -
• .. . . • · t.i?} <> 

. gan;tes - but dpn't worry, th� effj!CtS of the skills will soon . 
ecome v�ry familiar. � . 

roll to affect an earlie.r Actioh. For example, if a player. was " · 
.• 1 � , • 

blitzing,' you cou��n't have ·.p.im throw a ·Block, m�v� ·a. couple,
' 

· 

of squares, and_ then,say, "�ctu.ally,·I tliin� �'.II use. my Pro ski.(! 
to re-roll that block'! -'th,e skill or re-roll must'be used' directly 
before or after the event' it will affect or. not ai: ap.. 
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.• WINNIN��l.RE . f!t�!��Ji�fii¥i��.;� ,·�>r:�CURlrt� Ill' Y�tit{OPPONENl'S 'ruijft., .: .;, �· ,, 
Blo9d Bowl is split ii:ito rwo halves of,sixtilen�µr.rig-\�·��-- · In some rare cases, youJ team will score a touchdown'ip: ��"- .: .: 
eight turns per coach, per half EacW�ti�b:\s�responsible for. your ·opponent� 'turn. For example, a player holding th� B�Jl • ·· '_,· ,�. 

"' I '-. "" , l ;i _ -.. keeping track of how many turris ih��r t_ealp. has used, and is.ould be pushed _into the E.nd Zone by a block. If �ne Ofro� � ". 
must move the·!Jl�a�ker one spaee ,arong th.e ti:aclvpr9vifed on , 'playe�s is holding tlr� pal! in the opposing team's End Z�Jr�'a.t '11.:; 

• • ,,_ � 
' , ... �-- ., .. " , • • � ,. , • • •  • "° ' .'- � '\ •:''� , I .. • .1�... . . ,  ' 1,_•i'1 " " their D�g<?ut at -tl\�·srai:t. .<;>f �ach of t_he1r turns, as exp famed.- .·any pomt during·yeUJ; opponent'� turn then your te�· .. 

# ' _ •  � .. .. ,.;.. • � ., _ • I ,. • #" � • • • _ 1 .,-... • ' \:�. t 
" · earliel!. 'pla¥ st�ps wlien·:hofh coaches 'h'ave h;id eight tun:is a touchdown immediate. y1:hut must move their Tunf " 

_ : · '. :�a�li;giving �he pfii�e.rs 'the .ch�f1-ce:of.a in}ic4 needed re.st,. . . one space·�long the Tu.rn tr�ck'�o represent. the extra f . 
_$ • - r • �· r . •\. · r , i ·� � .,  ·� . :-.,.... • "< • ,,.., • � 

• and for. the coaches·to .res�,t_!l}e te.am's �e:roll counter o� the . playei-s spend celebrating this �nusual m,etli .d o_f; scgring . . 
Team' Ri-i;qll.'trac�Play r�st�?ts -\Vith,Jp;-o't!f:r,kick:offat .the , . . . 

· · : �.:"i,\� if!_ · , .. · r,. .. · .. " .. • . � '� ' "·' ' ' RE�'TARTING THE MATCH . �;-- · " start of Fhe\e>0�q half. :�.; ;_�: : · :: : ; �: .. ��;-.,·;;h'i: $ · i:i t ' '. • � • .y '.;j . .; ·����·:·;•' - . 
. - · , .· . ·'tt� 't:. ' �! · After a .touchdo�n.ha; been scored, and �; tlie'��a41,' t 

Tn� team �1¥ tl1e most toµchdowns at the ·�pd�6ii:ht last '..-�se�otid half, pfay is ��staheCl a1}d the m;tc;h csinutf�� · 

turn of th� second half, is the' winner. If the'i;iaic'if is tied at ' the kick-off however, each coach should roll a b.6 £0� , . 
,,:theiend:o£ the seccind1ialf, it is deGl:ired a dm/uniJis both ·- KO'd pfayer on heir team. On a �oH ot 4, �·or 6, the · 
c�;tt:S�;gre� j9 go into .'���.dff. �,t!ath ,overtime'. Flip :Ti: .. ' .;� ¥r'liiiJi$h tq ,rtr&n •. i (ay, but��\�� �\lier re.s�1; ;_ t; 
Blood Bowl coin rn'see which' c9adt chooses who �icks off, ' . stay ih 'the KO'd·bo.x iH t46'Dugbut. . · -.�� • 

• 

:.ans:! then play a third series ofeight turns per ·t�am,�A.ny re-
. 

. ·· ' • ' • . ?#. 
« rolls�till r�rn�ning at the .end of the sec_ond -h}lf(including 

' ' . . �· "\ � ! tlqo re-r,ollS e�rne��opi Kick-off events11-��i�tip,��-t,s.q� Sp,e,fjaL 
Play CatdS ift]ie�e·.extra rules are · �n�Plh�:J�·ie.}a��ie,Q. Q��·��: • � 

" ";_ ''"' • \ • . 
·• . >Y '"V,. � ·tili�l' Yf*::+ "' t and. may ,be used in overtime, but teams do i;iot rec�i,ye new 

allocations of re�rolls a� they normally w.�uld �i the start of • 

a new half. The first team to score wins th� match. If'Il�ither . , ' · ., .;£ • 

team .scores; tl\en
. 
the match is decided by a pen?lty ·shoot-o\lt'., .�fu !\ie r.�re event.that,;Ji; t�am has'.�o player� ib se' UEii�r 

each coach ro1ls ;h::J6, hlghest score wins, re-�oll i(esf Fa1ch · - · 1 ' K:o:d �}is, bcith tearps'"futf,itm'afkets ·are �o.ved fo�ard · " 
unu�ed team re-�oll adds I to the D6 �co�e. , . . , ,· along th� tt:rn track �q spaces�;d if oi;te t(\am could field�. 

. SCORING TOUCHDOWNS 
-:.;. · at le'!Sf�ne playerthen that team is a.Warded a to{ichdowB� .. .--: · 

If this takes the number of turnuo eight or �ore for both 
. 

. I N JOUR TURN , . . $' ' ' . l .. ' • 

A team sc;ores - a to�chjiown. �uring their turn whep.dne-.o� 
thefr players is �tanding if! the opposing te'am.'s·Eni Zorie'­
�hile holqing �he ball at the end of any of your pl�ye��' 
Actions .. As soon as this h'appens, play stop;, the crowd cheers 
and-whistles, and .. theerl�aders dance ab�ut waying pom-•·-,,· - .l 
porns. The.coacp (,')f fhe s�qring team h#s our permis�fqn '� 
to :leap.about 'and:cheer .a blt too, while' movi�g thei'r- Sc6;� 
cou'nter one space along the.Sce�e track. , 

· 

. , .. , . �- ·' · . . . 

Any player may enter e,ither. End Zone at any time/eye� ifJlot 
carrying the ball. If th�;ball is thrown to them and they C<ttch 

'
"
, it, or.tlre� a�� �ble i:o pick' up the b�ll while in the£t o.��blient'� 
En� z;o:ie, tl1e player scores a �ouchdown. Nore:however, 
that·in order te ss::ore a touchdown the player must ena their 
Actio11. standlng0 l� the End Zone(Jf the player failed,to make 

. · · � a; · · ':"  ;..' - . 4>-,·� - , _ 1f a Dpqge toll, foi; .example, and tbui; was Knocked .Q9Nrl �\l the , 
.,., · . � .. " . � .. ..  1.:.... · * ��.,i ;;-�,.f, if Eptl Zone then tr�x would �or�.zore a touc:hqown. }J? prayer. 

\. fro�,,the i;n��iri'.�rs,:�.ente.rs �or $.r,as already ii;) t�i:iip,posing 
t�aiµ's '.End Zone an as orohta{ris the ball,, thenjtlrey may 
no

.
t �oiuntarily lea�e th�..E'n.d Z�ne for a� reaso\i d':iring the 

. ' .. � ... .,.. � ..... . · . t • 
sam�itt\bn n�� n'i"ao/ fljey hand-off Or pas . he �111:- ih"e.y; are. 

- ;i r ' · '  • • .  � · • :,,. ·)' � -\i flt�A'l:'t*"* r+�•·"' far too il'.1-tent on: �goring the touchdown tli "' se'.1:1;.! "i:t:�l: " l • . , , .,.,, .... �-·" ' ... - �7 ' .. · ..... ,,.......,. ··of... · · r \+s:, . , . -:; f " .. .... "' -�?'? . � b* . . • : .._ - :· · ( • J-:X-4 ...... . # ,. 
.4. - . J� :_;,,,,. /o'"1 · "' ' ' '"t -�.;t 

te��.,,_Jh�
.
n �h� half end

.
s. I! th

.
ere ari�t�! t�rns left i; �

.
he 

... : :li.aif,�ii:'en contmue pfaymg·as ifj a dnve�.l1as· 1ust ended (i}, , , .. .... • 41-clear ili� pitch and,.roU for KO'd play�ts):» 
._ � 

STOP! You have read all of the rules that ·you need to 
-..r· �- -� ' 

· �pow in order to play a ga�e of Blo�d,Bowl using the · · 

teams and team cards ;Provided witltthe game. Why not.�" ('-\: +  4- -..l: . ... 
have a game or two.before ,you go on to the following 
Extra Rules section . . .  



. , . ' 9 · t .. e p ow�ng extra rules are optional. This means 
!t�it, 1'9t� .cqa�h�� .1);l�S� agree wliich (if any) they are going 
•t� use.1€efore t�e:m"at(:h, starts. However, they are all highly 
;reco,m�enqei{:Jnd you'll find that usi�g them provides an 
. t;.��n more" exdting and interesting game without slowing 
:g9wn in:'e�mayhem and destruction much. Give 'em a try! 

. " """' ,,..,. � 
' : . '1'i • ; 

" ' The Extra Rules section includes rules that make reference 
·to Mher efements of Blood Bowl, which will be explored 

' tfull)i hl ftf�re supplements but that are provided here for 
:Com�l�t;.hess. Future supplements will describe new teams 

; �; � • �Ji<!�;�?l.ayers" , anc h�_e. skills associated with them. Detailed := ;��;;f:U1es1:@� Blood Bowf leagues will be provided, as will rules ••v. "".<i:fn \.'t'·J • • .. • !�!t" "fair Cheei:leaders, Coaching Staff and even Secret Weapons ., ti ., J' .. � .. .. ! � • 
: ! � :--:, (a'trfod by the least, err . . .  scrupulou� of players. 

::.HttREATING ·AtJLDDD . BOWL . TEAM ! '  'c <{ *:· % " { t "' 1: • ' "- A - : ' - � 

� t !: ��ff�f ro_m_ t):ie team� iil.::ir}V� rulebook, there are plenty of HJ!i:>tp'ij:;� playing in leagl!es .;;iU\ov;r the known world. There are 
'- .� t - .... ..,t:.,.... "" ' h . .. ' -

�: 111any qth�r H�man and Ore teams, for example, which you 
-�� ; - �;m repres,e,I).t:\!sifi& the plastic mqdels provided in the game. 
� A� ' • � · � �t �:.:• ·;:� �.;::: ·::!�.� � .::¥ � : ' "  

.. \ "  1t f "1' / *- . , .. i ... ,,, . ·- - ' +· + . _ % -+• •  , � 
• 

Sa y�¥�<an g�t �tirt�d "With tour Vety own l3lood Bowl team 
.• stiJJghim�ii�ii secfibh. Pr�set rt� basic rules for. Human 

; . :�h,d; }!��fQ�rty��;:�n, eith�r use}.he piastic pl�ying pieces 
;: mv�bYig���it�i�p:ie to represe�t .the players in· your team, 
·• .. ;. ; " r1·1 ;;· :" • ' ·" ·_. ' • · ' · " l

. 
bl ' 1 � .: ,,:rPf �b� . �<!��1l�V1 :tit:sui;es �ya1 a e s�parate y. 

�<�i�� '.::;� :-:��!";�i!"'!: ,'� � . .  
� t l' " • 
.... ,. • *'? ' � ..._ .... :i.: �·::+;.rr: 11:;2:; � . . 1 • J h ,. � � � * 

::�1 ��MAN1�MS . . . • � 
lilt,"f.;'IJ 40 + ' ' fliiJ!f-!4t <' ' '!' 1 � - � ... 

I ' . : . • ' • 
�; . .. . \ � . . . . 
. .., . ... , ,· 

'"" . " . . � 

. � . . .  � � . .  ,.. ' . · Y' \ , :>.,. ' :,· _ • ._ . 4 

To �rea�� ? t�a� ;tbste:, si�p:ly, no;�: d���-t��f�Ia�f J� . , 
characteristics of th.e.teatn for b�th;play'ers �see;whil,e' :. , 
playing ti.e . ,  you ca11not hide your �e�'s:�o;;er,frarii�foiir 
qpponeht)., 9n page i.3 is a Blood Bb:wi team roH�� ih�; . 
coaches can photoc;:opy for pe-rson.al u�e�b tl�ck �n�l¥ t�am . 

' • • • ... ,,. l ; � - ;' ..._,� .· � ... _: ;. 

BUYl·NG : PLAYERS . ·�: ::: '.  '. ·. : .. � " � :  
Iri order to create y'ou.r team, you have a .treas��y' ofi: ;cioo,ooo 
gold pieces". This represents th� �a�h you have·m�tiage·i:l. �o 
raise from spo�sors or by oth�r, rp.ore :Underhanded ;fieans 

• ,. , "' t { f .,,, 
. to hire. the players {C?r your team. 'The first step i,rt.actually · 

creating the team .is t9 study th-e'team ;Iiit$ <ind deti;d'� which 
you want to use. )Jl. of'.the pliiyer§Jn y;our t,��m fuu�t �bt! from 

. .. . .. . . ., . . . ... ( .  ·"'• ... . ' ;, . . . 
the same team lisr So, for exampl�,, ;i..r1 Ore team. m;,iy h'cit . 
include Human pla\fe.rs pe9�i\s��t}i�se:piay;rs; <;<me fr;m i 
different teain list: : '* ; ! ·.� 1 * % '� � : ·: : • ., _ • :·; � "' 

i, ' � # <t- '1' '0· 1*-'l* li-A "- .. 
Jo� . •' .,. � • .. � . . , . .  " .. . _.,::-,· �- '  . � 

Having decidea on:WI1l.cih' t@am list you Will use, you must 
now hire the playeii:s:(�f;iu;, d;�f �ich �ftli� pJayei:s j:n 
your team will' cost .a1�un;��t0£gpl� p��c�s; as ipdi�atetl _on 
the lists: The team llst>:ilS'ti indicates-the maximum nu�ber 

• t;,, � -� t ..... # ' � - . ) • ' 

ofeach type of pJay�f yo'u��r:.� �lo�ed_.'to ta�e For your: t,ea� . 
For example, a Human team'may not �have more than t�o "" .. ... , .. • . "-· t · . .. . , 
Throwers. In additi9n, yo_ii� tea!n must p:avfa� least u players 
and may not have more than L6. Within these restriGtion·s you 
may have any numbt;r a�� ����·:o��fofe'r, just s� :idrii �s you 
have the gold to hire�t;liem.: ;: .; : · : �-� < : · " · � :·:. ; '_. < �! ,. ;!f ... � ,. � ' ' • : : · ·  .. : J ·.•,: 

l,. � ,,. • ' � " .. .. \ ' 

:m "Q.TY TITLB:t:: GOST· ' .MA " s:r AG 
1'· '* **  ��<> .. . � ... � · : � ; �tJ'!� :; : ; 1 � · "' .. ..  !t;t :: ;; -0;1 6: ·: lm<:lfl-en. ���900 '. · 6 : .  . 3 

AV SKILLS 

. �" " 0:4 · �  ,?�at,c1i.ers ; : (;P}q96: . 8 2 
3 
3 f; "' '" "'- ' . • .. .,.,..,.. � • • • 

: :O<i.. ; • T}rrowets • : 7o',ooo 6 3 3 

Blitzers : ! 90,000 : 7 3 3 

8 

7 

8 

8 

" r · Ogre . 140,000 5 . 5 2 . 9 
o-8 ·• · Re-roll counters: 50,000 gold pieces each 

, .. 

TITLE COST MA ST AG AV 
Linemen 50,000 5 3 9 

40,000 6 2 3 7 

70,000 · 5 3 3 8 

4 4 '2. 9 

. 6 3 . 9 

• 
' 4 9 

None 
Catch, Dodge · 

Pass, Sure Ha_nds 
Block 
Bone-head, Loner, 

SKILLS 

. . 
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the/earn Hst fpt the team that you have -.uv><o-''':'"!'.�·'"�u 
'f":. ,you to re"roll one dice roll per half (see page 

· Fplay,ed��I].Y games using the core rules, you . 
':,i ': . how important team re-rolls are, and it is a· good idea'to take at . 

� / . one or two fs>r your team. 
�· · 

Your team's Fan Factor represents how popular the team is, . 
. a11d, c�i;}wve ipiportant effects on the results you roll on the 
kiG:k-gfHable. All teams start with a Fan Factor of o. When 
'you c:i;eate your team; ·you_ rriay purchase up to ni�e additional ,,, lf:". :k"· ;< 

' ·. Fan,,Eactror,fm; io,ooo g�ld:pi'ece"; each. Each point of Fan 
'* ', Z4\'JP. "" > ,, t •iP# - "' 

. -'• 
� •. ��Factdr,your team has add�s 10,000 tMhe team's vatue. 

�- t�4!' � ' . c-

U. f1- �STAR '-PLAYERS· .. ;· .. �- ' � .. ·' -
. ".. �·Irt addition to the .n6rmal players shown on the team lists, �·�$�}'.O� are'.'(lJlowed to hire special.Sta� ·Players for your team . 

.' f!; Star'Pl�Y,er� are the heroes_ of the Blood Bowi arena, the most ., ��ful and talented pla¥ers in a team. Each Star Player 
�it'own .set of special skills and each is an individual, 

(. standiti,g out fram the rest of the regular team. L?rger teams -,y.k · .. f. \ �- . . . .}-J 
1.��e! �st �P� or two of these var,�bfe i?,lii'!ers: _ 

· \famo as the«Reili:la� .Reavers,$r ihe Gonged 
.w _i ' · -• U· -���� *;: � . . *� E'ye. ers tn'r�e te:i,m, ensurmg therr 

i,8.atioh of the'�Ieag'ue. • ;.J',,�. u � . 'to�. "" .. 
I 

. Griff Oberwald 

, 
. \ 

Name: The Star Playe�'s .name. 
/ 

Race: The Star Player's race . 

Cost: The cost to hire the Star Player. 

Characteristics: The Star Pkiyer's �hilracteristics1 \vhiGh �re 
different from those of a normal player of the sa'tne'titt�. ' · ' t 'i + s ' + . '• . 

� ·.k 

. ' . 
Teams: The races of the teams tha! the Star Player is willing 

· to play for . 

. � ·  



. • 

s·pec111:· Pi1v�c1nps ;·i �f�� '�;�; j ��! 
• }\ . .- /:1 ' /4'.'.'· � � + "' · "'< ·""· •., .... �d� Most Blood Bowl teams have a well \ieserve.d, rep)itation • 

for, �rm, bending .
. 
the rules. of th'e ga�� ·Jri !b.'�ir favo�r: In 

fact there �nly appears to b� one-tea� tharfcSllows all .of the 
rules, all of the. time - th� thuch m'ali'.gne'd Biight Crusaders 
- and _most' com�t;t;i:_!a.tpr� a\-� ptet�y sun' that even tliey will 

� · wise up .s.oon an'd l�am tb play dirtyl <'rlfis important aspect 
Yof BliJod Bowl can.Be incotpor�t�dJnto the game -�ith the. �Special Pl�y card_;, There. are. tw� cleclZs �(��rds lnd�d�d 

in the bo��-d game�.:.. the R�nd�iµ::q�ints an_d}.�rs.�ell�eous 
Mayhein"J�<ik��With more b1eiiig 'available:'�epatatel�. �� �,,.,·��I�,�\ l 

• • •  ,, < '��*?,':�· "� ' 
Atthe start'.nf the game, ti\e decks should Iled)md 
placed be'�id� -the game board. Flip the coin,·t ��ni�g 
co�i:h.rolls a dice to iee how many Special Plaf�;;d� they 

i ''!' '·"* . . ' f < �. " may tak� to use d�ririg the .match. ' . . ' 
R� , .Npmber of sl!�cial Play cai:us- i,n 

• I 1 · 

• - t . 
* '°""'; . .f, .t. ·V The other coach then rolls on the table as well, and takes that-

* .4 ' ' ' • ' ::j • _$ ; -t many Spec;ial Play cards. Note that the coacl;f;es roll separately 
to see ho:w m_any cards they receive - they m)'.iy get a different:-!.,, 
n1Jmber 0f cards .each. " · �l,: ' 

It is up to each coach �o decide which d�ck OL combination 
of decks i:hey draw their Special Play cards from .. The only 
restrictlpn is that each coach may never take more than 
one Mag\c Item ca�d, if this extra deck, which is a".ailable 
separately, 'is in..,:isi . ,. . 



'""..·�:-'t�=��*�.<';1i�· � / .. .. , • 

'!; "" :-,t� :�:::-··- ':· -�- ,, ' , . . 
lHE KICK,-'OFF TABL_E . .. .. J�f/:� ·· ''SELECTiN&ftRANDQM PL�YER: ) , t 

All kinds of things can happen during .a Blood'Bo'Whn'!tch: Many of the results on-ihe�Kick::OfJ.l'table. require that a coach 
a team may make an in�pired play, or raucous fans 'Ip.ight ' 'select a random player'. Tei ;elect one or. more players at . 

' � /•� J . .., - ,.... • 
· throw a la1:ge heavy object (such as a rock, or anotlier fan!) at random, simply roll the spedal D16 induded with the game -

one 'of the opposing team's players, or even invade the pitch ! the result equa�es'to the number assigned io-{qe player �n the 
team roster. · ,. 

. 
» t '.• ' · · ·  " • 

• The Kick-off table opposite is· used to recreate these 
unforeseen .but fairly common events. After both teams have 
set up, follow this sequence in the order below: 

/ 
. ' ' 
. r. P!ace the ball on the pitch 
2. Scatter ball to determine where the ball is about to land 
3 . Roll on the Kick-off table 
4. Resolve the Kick-off table result 
.£ . Bounce/catch/or touchliack the ball 

' ' 

� 
·. 

. .  
TEAM . RE-ROLLS AND THE KICK.�OFF TABLE' 
You may not re-roll the �esult on t.he Kick-�ff table with ·, 

a team re-roll. In addition, subsequent r�lls from Kic.k-pff / 
events such as the D3 rpll f�r Brilliant Coaching or P6 fqr .. 
Riot may not be re-rolled. A tea_m re"roll may not be u�ed for 
any Catch roll .when the ball lands, however, players may use a 
relevant skill, for example, Catch, to re-roll the Catch rol! . 

THE FANS 
A large number of spectators attend e,very �ame 'of J3lo<?d 
Bowl, some to support one team, some to support another . .  
Others just come to �njoy the' spectacle. Th� number 
supporting 011e team co�pared to th.e ·other can· have a big 
effect on the outcome of the.game. To determine how i:,nany . fans turn up to support your.team, roll 2D6 and ada your Fan 
Factor to the total. Thtfn ft\ultiply the score by 1 ,000 to find 
the number of fans that have turn;d up fo support your ·team. 
For example, the Lowdown Rats have a Fan.Factor of 5. Roll 
2D6 to see how i;nany fans attend. The dice rolls are 2 apd 6. 

� Add in the Fan Factor of 5 fo� a total of 13 ,  which means that 
1 3 ,000 Rats fans have turned up for the match. 

The number of fans supporting 'your.team can easily affect / 
'I:" . 

: ' ' which team wins or loses. Thetr' cheers. can encourage 
extraordinary effort from you� i.J!ayers or a well a'imed rock­
filled can of Bloodweiser-from a fan can forever remove an 
opposing star. To r�present the\�ffect.the fans have �n a . 
match, eac.h team has a Fan Advantage ModµiEr (;ibbrevia.ted 
to FAME) that can affect some of the results on the'K�ck;off 
table as well as your winnings in the �Ost-game.section if · 

you are using the separately published"rules for leagues. If 
the roll for the total number of fans means that your tea� i� · 

being supported by an equal num�er or fewer fans than the 
· opposition, then your FAME for the match is zero. If you 
have more fans attending th� match than your opponent, 
your FAME is +r for the match. In the exceptional case that 
your team has drawn in twice as many �r more fans th�n your 
opponent, Y,our FAME fqr the match will be +2 inste�d._ 

' I  . , . 



"' 

\. 

. . � "t · ' � ,:;; "'; ; ·  ... J =�)· .�� ... .. �� .... '.:� � ��-.��},.,���� -�i'. -' 
2D6 RESULT ·� . ' . " · . . • ;.,,;:, , � .•• , �" '-'. t;., "'-• ,J. 

, · 
� :"' L·3· .� . f � . ,. _ ' , . . • • .  • , • 

• .# . � "  :"'���� �<, .. _' ;� -• .-... ��:.J;�· 
,2 

3 

5 

6 

7 

· 8 

GET THE REF: The fans exact a gru'esome.revenge. on' the referee for some of the-more dubious dec;lsioi\s made eit'h<it:& • 

during this match or in the·past: The replacement -refer�e is so intimidated t�t they can be mo�.�asil}ry,edq,a,��d :: !­
to look the other way. E�c4 team receives one additiona,! .�ribe to use during this game. This allo��_you 'to ,atte�ft. ".; ,. , 
to ign9re.one call by the referee for a player who has committed a foul to be sent off, or a player arn{ed �Ith a-secret: 

• "' " - . -.. ... • '"'/ "' iii )q 
weapon to ,h.e biJnne.d fron;i the ,match. Roll a D6. On a rell of 2-6, the Bribe is effective (pn;venting a -turnover: if the 
.playe; ��s ejec�ed for foulihg), but.on a roll 0£ 1, the Bribe i� wasted and the call still stands ! Each Bribe .may be used­
o�e pei:'match. ' . _  

I _,,. 

. . . \ � . . . .I . " •. �;TJ_..1:.he tr;ash talk _between two op.posing players explodes and rapidly degenerates, involving the rest o( the play�- . 
If t\\e6e'ceiving team�s;:rurn marker is on turn 7 for the half, both teams move their }'urn marker b4ack o�e space as ,.� 
th��;te"rie resets the clbck back. to 15efo;e the fight started. If the receiving team has not yet take� a ·ru:rn this half, dfo � 

�. J . / ... . , ..... .. . 
referee' lets tlie clock run on during the fight and both .teams' Turn markers are moved forward one sp?ce: Otherwise, : 
�oll a 66. Op a'r-3, both teams' Tum �arkers are moved forward one space. On a 4-6, both team's Turn markers :ll;e:: · 

moved back: one space. ' ' · 

f'; 
� "· . i. . 

PERFECT DEFENCE: The kicking team's coa�h may reorganize their players· - in other-wor�s, they cai;i set them up agaifJ, · 
-� • � ;<\. into another legal defence. The recejving. team must remain in the set-up chosen by their coa�h, �-. ...,. . · ,  . � . 

'."' • :" • ;,;/'!i • 

llrc1(l{IcK: The ba�l is kicked very high, allowing.a player on the recejving team time td mo�e intq th0e perfect � . , I· • . ' 

• pos�tion to catch it. Any one player on the receiv�ng team who is not in an op_posing player's tackle wne m�y be . ,;A 
moved into the square where the ball .�ill land no n;iatter what Jheir MA may be; as. long as the �quare ls unoccupied.· .. .. . "' .  . . 
CHEERING FANs: Each coach rolls a D3 and adds their "tealJl's FAME (see page 26 . The team with the highest score i� ' 

. inspired by their fans' cheering an'd.'gets -an extra re-ro]J:thrs half. Ifboth teams ha:ve the sam� score, then b�th.t.-s 
get a re-rcilL . , ' · :\ · ·,. 

. . \ 
CHANGING WEATHER: Make a r;ew roll on the Weather table (s�e..page 28) and apply the �ew resl)lt. If ��e �ew 
Weather roll was a Nice result, then a gentle·gust of wind-makes the. ball .scatter one extra square in a random 
direction ·before landing. J: 

' I / .., • 

BRIL� CoACl;IING: Each coach rolls a IJ3 and adds their FAME (see page 26). The team with the highest;total gets 
an extra team re-roll this half thanks to the brilliant instruction provided by the coaching staff Iii case of a·tie, both of 
the tea�s get ari extra t�am re-roll. 

. 
, 

· 

/ 

9 .QurcK SNAP! The. offence start their drive a fraction of a moment before the defence is ready, catching the kicking 

I O  

" 

. ,  team .flat�footed. All o{ the players on the receiving team ar� allowed to moye one square. This is a free move.and may 
be made into any a·djacent empty square, ignoring tackle zones. It may be used to enter the opposing half of the pitch. 

� � . . . 

• BLITZ! The. de,fence start their drive a fraction of time before' the offence is ready, catching the r�cefving team 
flat-footed. The kicking team receives a free 'bonus' turn. However, players that are in an enemy tackle zone at the< 

• b�-ginning of this free turn may not perform' an Action. The kicking team may use team re-rolls during a Blitz. If 
' l  . 

' pla�er suffers a turnover then the bonus turn ends i�mediately. . _ 

· . 

I I  ;HR;,;� RocK: An enraged fan hurls a larg� rock at one of �he play:rs on the opp
.

osing team. Each coach rolls a rifl-. 
, and adds .thei� FAME (see page 26) to the roll. The fans of the team with the highest result are the ones who .tlli· .  

• l - rock: In tqe case �f·a tie, a ro�k is thrown at each team! Decide ra'ndomly which ;i�ye� in the other team was hlt · nli. 
playeis �n the pitch are eligible) and roll fdr the effects of the injury straight away. No Armour foll is reqµired.$. -e 

.; � . ·' ' ' 
�. ..... . � ' 

\ <' ;;,if . i' .., ..., _ , 
.: 'PrrcH-lNV;AS�oNf.Jloth coaches r-ell a DJ' fo.r.each opposing player on the pitch and add their FAME (see pag;'q.i(t 

" b, "' ' • \ • • : ' iolL Ifa rd.ll ii 6 or more after mollification then the plav.er is Sturmed (players wjth the Ball & <::hain skill '1-re � 
:· A rnll of.; bef�re adding FAME will alwliys'liav� no �ffect. ' . l: .. 

.· . . -��· '  



"'I 
THE WEATHER 
Blood Bowl players · are a pretty hardy �unch, so it comes as no 
surprise that ga�es have been played in all types of weather 

· conditions. From the ice floes of the furthest north to the 
· steamy southern jungles, arenas· open their doors on match 

• days and the combatants go about their business .heedless of 
• the climate. At the start of the game, each coach should roll a 
D6. Add the results together and refer to the Weather table to 
find out what the weather is like for the day. 

,> 

2D6 
2 ' Sweltering Heat: It's sti,�o� and hurliiil that 

I I  

I 2  

1(• . . 
some players' collapse .ftom heat exhaustion. 

'Roll �D6 fpr each player that is on the pitch 
� �1 

at the e�1 of a drive. ?n a roll of 1, the player 
collapses·and max1 ot ,be set up for the next 
kick-off 

, Very S fiy: �rious day for a i':�e of 
. Bloo$4.J3owl, i�e b�inding su�shine causes a 

-1 modifier on all Passing rolls. 
Nice: Perfect Blood Bowl w·eather! 
Pouring Rain: It's raining, making the ball 
slippery and difflcult to hold. A -1 modifier applies to all Catch, Intercept, or Pick-up rolls. 
Blizzard: It's cold and snowing! Th� ice on 
the pitch means that any player attempting to 
µiove ah extra square (using the opt.ional Going 
For It.!-r4le) will slip and be Knocked Down on 
a roil of r-2, while the snow mea)15 that only 
Quick passes or Short passes can be attempted. 

llLEGAL PROCEDURE 
The Illegal Procedure rule can be used when keeping 
track of turns is absolutely' vital ·or coaches keep forgetting to ' -
move their·Turn marker along, and using it certainly·focuses 
peoples' minds! Illegal procedure is included among-the Extra 
Rules, so new or casual coaches sho�ldrl't fe,el compell�d 
to use it. In more formal, eompetition,ga�es, it is-h�we�er 

. / . .  entirely appropriate. 

If a coach forgets to move the marker b�fore starting a play 
with one or more of th�ir players, then the opposing �oa(:h 
is allowed to call for an 'illegal procedure' penalty as soon as 
they spot the mistake. A play is . considered to be movi�g a 
player one or more squares, standing up a player or rolling the 
dice during your turn. 

A coach who is called for an illegal proceddre m'ust either 
end their turn or immediately lose one re-roll, which will . 
count as the use of a.team re-roll for the turn if one has not 
already been used. If the coach chooses to not end their turn 
and has no re-rolls left, then the opposing coach gains � re- . roll. If a coach forgets to move the Turn marker, but rectifies 
their mistake before die opposing coach spots tlie error, then 
they cannot be called for an illegal .procedure . . If a coach· 
incorrectly calls an illegal pi;ocedure then they must lose a 
re:roll immediately. If they have no re-rolls remaining,. their 
opponent gains a re-roll. 

TIME LIMIT 
In competition games when it  i!r v,i�al to keep the event 
moving along at a fair pace, many·peopl� like to impose a· four 
minute time limit on each player's turn. After f01:ir minutes, a 
turnover occurs. 

. ..  



' . 

When a player takes any Action' '<ipart fro.m'.a Block, they 
may try t� move one or two ext:ta squares ·�ver and above 
the number .that they are normally allowed to move.- this is 
called Going F9rit! �r GFI. ' 

NoTE:;If.a rule ref�rs
·;� .��l�yer's 'n� thfai mqvement', do not 

· incliide the: gn� or:two GFI squa�es� · . . .,' . 

Roll a D'6 for the p1ayer after theY. have moved each extra 
. � ... �� -:- .. . . 

square.' On �;rpliof 1, the player.trips up and is Knocked 
- r..r.'f:..;.. ,/.- ' - • 

Down in the squa"f� that they moved to. Rpll tb see if they 
were injured (see page 17) On any otherroll, the player 
moves wd:hout mishap. If the player is Knocked Down then . . 
their team suffers a turnover and their turn ends immediately. - . ' . 

4 
A player who is taking a Blitz Action may 'go for it' in order 

· to m;ke a block Roll a D6 for the player after' decla,ring they 
· will make the block. On a ;r , the player i� Knoske'd Down as 
described .previously. On any either roll, the pl�yer makes the 
block without mishap. If the player is Knocted Down, their 
team suffers a turnover and the team's turn �nds immediat�lY: 

. · ··� .... 

moving team; it causes a turnover, 

' No dice roll is required to see if the player attempting tb.e:­
h;md-off is successful - if.automatically hits the targeted f - . '• - . • player. However, the player that the ball iS hanC:led-off to must 
roll t� catch the 'bail (see 'catching the ·p�i;!tball;on page 191. ", · , 

f' � � • '\ 'Use these modifiers for the Catch· roµ:.; '. . _ . -

.. .. ,.: .. 
Catching a h!}nd-off�'--�- - - - - - 'i'� . . · . . . : . . . . . . . .  � . . . . . . . . . . . . . . . ... . . . . . . . . .  : . .  : . .j. :r. :, 
Per e>pposing tackle zone ori the player . . . . . . . . . .. . . .  :;'. . . . . . .  ,. . . . .  ,1. · �· 



��1: . . t;�, � . .,, if , 

.. i � .. :,,, �f ..... - =- ... •· . .. � ;� 
, SSISTING'�A 81!.0CK:· , . , 

;:
After a block has b�en declared, the extr�· team pla;;;s of the 
attacker and the ... defender give an assist. This allows two or 

, • ·. 'more attackers to gang up on a single defender, or for one or ' .  "'' 1r more d�fenders to aid a companion against a block. These . . ..: IH( • '. • ! "t:, �;xtra players-each add +r to the Strength of the player they 
" · • are assisting. Assisting a block Cloes not count as an Action, 

and .a player can assist any number of blocks per turn. A 
player is allowed to make an assist even if ihey have moved or 
taken ab Action. 

.SLOW MOTION REPLAY 

Bob: izzi the'Frog prepares to smash Matthias Meier oµt of the 
' ': way. BQth Izzi and Matt_h1as have a Strength of 31 wli�h means 

. 
· • that normallf Izzi'would only get to roll one Block due a.nd 

would have to take whatever re�ult he rolled on the dice. 

hat's" bsolute!y correct, Bob;but in this case Izzi is getting -;_ '*;-�: *'l" ; .-� - - • ·-· " . isi"fi:om Gort S�ullliack·which adds +1 to· his Strength. - 44 -- . 
That IJleans fhaf-!zzi counts asJiaving a Strength of 4 to 
Matth1as' 3; and so Izzi gets to roli two dice and choose -which 
one he will use. He rolls I ·and � , and so only manages to 

" push Matthias back. 

\. • . . . --... \s-· '  . The attacking coac� must declare ifan}"'q� their play�r�·1 :· 
will give an assist first, �hen the defending c;oach mus't;aqtl, 
defensive assists with players from 'their te_am. In orde� to

'., 
make an assist, the player: 

I. Must be adjacent to the eBemy player involved in the 
block, and . . .  

2 .  Must not be in the tackle zone o� �ny other play�i: f�om · 

the opposing team, and . . .  
3 .  Must be standing,-and . . .  • 

4. Must h�ve tackle zones of t.heit"own (there are some· 
things that ' " 1 "s� a player ti;> Jbse their tackto :o�e). �:\t�� --f h " > � 

+ I 
� " - � .; • ci-

The result of the b ' , nLy affe�s;t:he two players directly_ 
involved. Any" assi�ting play�rs at� "'-.ot affected, Similarly,: .,.;. ·. ,, , only the skills belOngi-hg to the two players'directly i-nvqlv<!d 

' � ?:>'�\ � . 1 ;·1 - '\. � 
in the block may be useq on the resitlf. Skills l?ekmg!ng'to • • _ J_ �� 4_ . •.A.T·* 1 f' �J_ e " 
assisting players cannot be taKen'Yi'Q,v<frt ge o(by ;e1tHe+ side. 

� 'I -�r � 

t. ... ,,. • !11\ih� • 

/1..r l ""  

,'· ::Frog 

• PLAYERs"STRENGTii�· • , / , • • 
,; - 4'1! , � , Both players equaHt:ength: • 

One player stton�e:i:; �. 
One player more th�n 
tv.:ice as strong: .: ' • 

.. 
.. Rotl! ._>t . �+ 4* *' '"*': * r  

! · ont{l3loo1< dice 
'i\�gBlock dice'-' ' -"R #' ' ,� .,. 

,• 

·. 



The �oilc�.nntst dktla;e that one of their players will try 
tC> int�r<:;e,p� befq�e th,� Thrn:wer rn'ilS tC> see if they are on 
target. �oq� UP, th� P!�yeF's f\'&ility �Ii the Agility table 
- I1l�:r�effqI?- t9if.}ti4 j�e sc0r�_r e quired te> successfully 

· · " • t •t.. "ll' • • " tr d dd b . 
,; int�7��f�F��..,a

, 
t �� '.]} � ��, aB . a or

. 
su tract

. 
a1w of 

:.:;;; t�;m �i;·t� the D6 rnll. A rnll of r ·before. · ";," 

� ·,· l- .. .�·!=;;=:;;:�:;; 

· ,;  
-:. ·  



Attacking opponents that have been K_n�cked Down is 
strictly against ��e rules. However, .despite the large number 

· 'of ways in which players can attack one anotl).er legally; 
many resort to the time-honoured tradition of kicking a man 
\'{hen he's down . .Th� referee is supposed to sp.ot .and penalize 
players who use such underhanded tactics but unfortun�tely, 
when someJh1ng nasry happens on th� pitch, the refs are 
often looking the other way and miss the foul altogether. No 
wondeltl:i.e referee is constantly harangued by the crowd! 
� \._ I 

. .  � 
Normally, players who are Prone or Stunned cannot be 
attacked. However, when you use this rule, one player per 
turn is allowed to take a Foul Action. This allows the player to 
"move a number.of squares equal to their MA and then make a 
foul against an �pposing. player who is Prone or Stunned and 
in an a-djacent square. The coach nominates the-victim, and 
th.en makes an Armour roll for them. Other players who are 
[ldj�cent to th� victim·must assist th� player making the foul, 
and each extra player adds'+1 to' the Armour roll. 

Defending players adjacent to the fouler must also give assists 
• ' ' ·  ' . · to �j>.layecrhat is being fouled. Each defensive assist modifies :J •" th: Armo�noll .by -1 per assist. No pla.yer from either side 
. / • 

This section of the rules describes th� skills used by the teams 
.. _ ang Star Playhs covered by the basic game. Each entry also 

lists which category t.he· skill belongs to (i.e. , Strength·, Agiliry, 
' ' etc), A skill's .rntegory refers to the separately-published Blood 

Bo�l League rules ;nd describes which players can access it ;;hen usf�g those rules. U:nless otherwise stated in th
.
e skill's 

> ,. " , � • • description, the following rules apply to all skills: 

All b�nuses/mo.difiers from skills can be combined. 
Skills may be used an unlimited number of times per 
'Actibn. 
Some �kills refer to pushing a player back in order to work 

· ·These skills will work as long as you roll a result of Pushed, 
. . Defender Stumbles or Defender Down on the Block dice. 
··� Skill use is �ot mandatory. 
. -• ·, Yott can cheose to use a skill that affects a dice roll afo�r. {, �v fv, • 

����·rolling .the dice , (  e.g., Diving Tadqe does not need to be ·r� 1; " 
• >� �us�EI Uf!til after seeing the result of the Dodge roll). 
-�""-.\' ·Only Extraordinary skills wopk when a player. is Prone or 

�1unned� 
. 

. ':f\. �kill may only be ti!ke? once per player. 

�ay assist a
-
foul if they are in the tackle �one pf an cippo;ing 

player, do not have their tackle zones for any reason; or are 
' not standing. If the score beats rhe victim's Armodr value 
then they are injured and ; ;�ll is made dn the Injuty t�ble to 
see what has happened to th�rp.. ' ·,,� ''" , 

, (  � .. : ,,. ,. " .. 
THE REFEREE � ·' • ' " '"" ! 1� •A 

. ' . .... / .. . , . � . .  :. Referees do occasionally spot a player making af.;:ml'and send 
them off tlie pitch,_ altho_ugh this ip quft� a rare OCCUrTe1c1CC -
how would you like-to tell a five-foot �ide Black On; BJocl,;:er 
that he's out of the mat�h? ! ?  . -. 

. .• 

To reflect this,_ if the Armour roll and/or I�jury roll is ·a double 
(i.e. , rwo is or two zs, etc), the referee ·has spotted th� fo�l, and • 

. the player taking the Foul Aotion is sent off to the dungeon 
that lies under every Blood Bowl pitch. In �ddition, their 
team suffers a turnover and their turr� ends im�edi_ately. 

If the sent-off player; wa; holding the ball, the ball bounces . 
from the square they were standing in when sent off. A player 
who is sent to the dungeon is locked up an4 may not pl�y for · 
the rest of the match, even J the referee is subsequ.ently 'got' . 
by the crowa as a resuft of .a roll o� the Kick-off table, A:coach .­

may not replace a player who 'has b�en sent off u'�ti(after the . 

. . . 
. , . .. 

. , .· . 

.• .,.. 
. • 

' / 

SKILl DESCRIPTIO.NS · "  

ALWAYS HUNGRY CExTRAORDlllARYl •' 

Tlie player is alway� ravenously,.hungry :_ and >yhat'�'.mofe, 
they'll eat absolutely anything! ShouldJhe player .ever u;e' . � 

the Throw
. 
Team-mate skill, roll a D6 aftei- the playe·r ha§ $ . : - .. 

finished moving,'but before they thto their team-m�te. 'on , '  � .. ' ., "" . 
a z+, cc;intinu.e with the throw. On •rr?Ir o{ � · they auempt, t? '< '  · 

eat the unfortunate team-Ip'.ate ! Roll t,he-D'� again, a second ·. � ' 

1 means that they successful1y scoff the team-mate .down, 
· which kills the team-�ate withou� any. opportunity for 
recovery' If the team-mate had the ball, it will scatter once 

<from the team-mate's square. If the seccinq roll is. 2-6, tl1e . · 

. team-mate squirms free anct'the Pass Ac.tion is automatically 
treated as a fumbled pas·� : Fufible the player w�th th: �ght 
Stuff skill as normal. · J • _ • 

J 

BLOCK CGEllERALl .. . 

' : 

A player with the Block skill ts profi.Gien,p at .knocking . ,  
opponents do�n.-The Bl?°�k skill, if used,�affec�s th� ·results 
rolled.with the Block qi� ·· expl;iip.ed . .fn t�e J3.locking tqffs• 

'• 

, , •r:J:. ' ' 
, 



BOllE-H
.
EA�; CE�ft,�OR�lllARYl : 

. 
. . 

'

. . . 

The player i�J}ql'lloted for their.intelligence. Because of this, 
you must t�11't�.,,.ef6'immediately 

.
after declari�g an .Action for 

the player, Bt{ before:taking the 'Action. on: ll. iQll pf 1, they 
.stand aroiind trying tg remember what it is thef'r� meant to 
be Cl'oing. The player can't do anything for the f�rn, and the · 

play�r's team loses the declared Action for die turn. So, if a .-Q A 
Bone-head player declares a Blitz Action and rolls iJ..l ,  then 

._tbe t;am cannot declare another Blitz Action thatt�rn. The ' 
playe

.
r loses their tackle zopes and .may· not C:!cn, Intercep� 

.,, or Pass, as�isi another player 9ri a block or fo��:,o:.voluntarily 
move unfit they·manage to roll a 2 or befter at th'e 'start of a. future Action or the ·drive ends. . , 

, N ' "i ... � 
-LOllER CEXTRAORDlllARYl 

,.,l. 
�·� .t 

... : � ....... . ':.)�- . .. . ( :. ' .. 

Loners, wh�ther.it is .through ·inexperience, arrogance, �nnnar 
. ferodty or just plai�tupidity, do not work well with ��� resr,' 
;,of their team. As a result, a Loner may use team re'rolls'oi.ir. "' 

.• �hey have to roll a D6 first in brder to do so. On a·;oll of 4+; 
rthey may use the team re-roll as normal. On a roll of 1-3: the' · . . . .� original result stands witheut being re-rolled but the team . 
re-roll is lo�t (i.e. , used). 

MIGHTY BLDW CSTRENGTHl 
Add +1 to any Armour roll:, or Injury r�ll fnade by a player , •• ;,,,,,', 
with the Migbcy Blow skill when an opponent is Kno.cked-t 

• � � . • • ' • i-.. .t ' • 
. · Dowrrby this player during a block. Note that yoifonly · -'«�. · 

' modify one of tli.e dice rolls, so' if you decide �o us�·Mighfy.: · 

Blow to modify the Armour roll, you may�not moduf�he ,. 
f , . � " . . . , Injury.roll as well. · • • · ,,.., )" •. • 

#\ •• i.,, ... . ·� � ··t' } . ._ 'PASS CPASSINGl . • · . . .-". . . , . · . . 
k • 

' 1\. :Player with the Pass skill �s �lloweq,,to, re-foll the D6 ifahey ,, 
thr�w an inaccurat�pass or fumble. · 

· 
;. ;• >'. • • • · • . t . . . ..... ,, 

, � 

REALL� STUPID CEXTRAORDlilARYl , • • ·• 
This player is "".ithout doubt one" of the dimm�st creawres to . • .

. 

t ) ' .... CATCH CAGJLITYl ,. 
ever take to a Blood Bowl pitch (which, considering the-.IQ 

A player wlio. has the C�tch skill is allowed to re-roll the D6 if �f.most other players,f'; really saying somethi�!).<B�ii. of ._. '· 
they faii a Catch roll. It also allows t�e player to re-roll the D6 • this, yd'frmust roll a D6 immediately. aftersfeclaring.an Action_ ·  ,: 

. . . • • 't 
if they drop a hand-off or fail to make an interception. • , , for the.player, but before taking the Action . .µ there are1one� · ,, ,. '• · or more players from the same team standing' -adj�cent to.the. · .. • ·:·· 
DODGE CAGILITYl 
A player with the Dodge skill is �dept at slipping away 
from opppnents, ai;id is allowed to re-roll the D6 if.they·fail 
to dodge o�t ofiny of an o,pposing player's ta<;:kle zones. · 

However, the player may qnly re-roll one failed Dodge roll 
per turn. In additipn, -the Dodge skill, if used, affects the . • 

results rolled on the. Block dice, as explained in the Blocking ·-: � 

rules. (see.. page 1 5), . 

. / � . 
�.,., � FEND �GENERAL) . • . . ..: , 

This play�tis very; skilled �t holding ·off w�uld-b� attackers. 
Opposing players may not follow-up blocks made ag?.ifist . 
this player even if.the Fend. player is Knocked Down'.' The �.oppo,sing piayer .may still continu� moving after blQcking if ' they had 'deaared a Blitz Ac;ion. 

, 

JUMP UP CAGiLlivl 
A player �ith this �ki.'.ll .is able to quickly get back intothe 
game. If the player declares any Action othe; than a Block 

_,,. � � .. Action, they may stand up for free without paying th'e three:' 
sq�are's of movemen: . The player.may also d�cl�re a·Block 

' . . ... .... ) -� Action while Prope, whi:<>li requires an Agility roll with a +2 
modifier to see if th'ey' ef.in-complete the Action . .' A s��cessful "' ' � � . 

rolbp.eans the player ca.n stand up for free and block an 
adjacent.opponent. A fitijj'!d .roll m�ans the Block Action is . ' "' 7 t .  w -· 

wasted artd the player may not stand up. . 
. • 

Really Stupid player's square, and who aren't-i_eally Srupid, . �'" 
then.,�dd +.2 �a .the D6 roll. 

'# 

On a result of 1-3, they stand around �rying to remember what 
it is they're meant t� be doing. The player can t dq,11nything 
for'the turn, and the player's team loses the 'declared Action 

, ,) . 
. , . for that tµrn (for example, if a Really Srupid player.declares 

·a Blitz Action and fails the R�ally Stupid r�ll, then the· team 
cannot declare another Blitz Action during that rum). 

The pJare: also loses their tackl!! ..zones and may not .Catch, 
Intercept or Pass the.ball, assist another player on a block · 
or foul, or voluntarily move until they. manage to roll a . 
SU\:Cessful result for a Really Stupid roll at the start of a future 
Action or the drive ends. 

· 

� 

REGEllERATIOll CEXTRADRDINA!IYl 
If the player suffers a Casualty result on the Injury table, 
then roH a Dp. On a result of 1-3 ,  the player is put in th� 
Dead & Injured Players box as normal. On a 4-6,_the p�ayer"'' 
will heal the injury after a short period of time to 're- ' · • 

organise' the,mself, and is placed in the Reserves bqx wste�cl. 
Regeneration rolls may p.ot be re-rolled. 



SPRINT CAGILITYl 
The player may attempt to move up to three extra squares 

, ·rather tha� the normal �6 squares when Going For It! (see 
page 29 ). Their coach must still roll to see if the player is 
Ktwcked Down in e<1ch'exrr.a square they" enter. 

;f.., 
/ 'STUITY CEXTRAOROINARYl . \ . 

- ' 0 • >t . f, .. "'-� lhe player is so small that th�Y. are .very difficul� t�4�kle. 
• Wlien yo�m.ake.a Dodge roll for a player witb.tff'is sfdll, 

·. igno�e any �.od��rs fo'r.��m;���kle'zo���n tBe SqU;�e�" 
""tiley are me5vii� to�u��ss J��y also haye tJie& Se. et� 

· weapon,..,skill, i� ase t ey-are too busy ust8gJ.t t 
talce·advithtage of t)ieir.sde). Uitfortunately, Stunry players 
t�gl.e to throw the bafl.�y great dist�nc�, so there is . .ffi d4.1.tional -I modifier whe� theyit'.iake a Pass. Finally,' when 

. . . . � 

... �·"'" ?'.: ... u· . � � 
SuR·E HANDS (GEliERALl .. 
A playe� with the Sqre:Hands skill is·allow�d �� re-roll t��-D6 
if they fail to �ick up the bail. . 

' . · 

·_. 

THICK SKULL CSTRENG,Hl 
This player treats a roll of 8 on the Injury tabl'e, afo;r. any • 

\ '.'\ '!' 
modifiers have been applied, as a Stunned result ra�hei;:,than a 
KO'd result. This skill m�y be used even if the player is Prone 
or Stunned: 

THROW TEAM-MATE CEXTRAORDINARYl ·(�';.A player w!th this skill has the ability ;o thr
.
ow a player' from. 

t: . t the same team instead' of the ball. This includes the b_a:ll.if 
�· :·t�e player thrown already has it ! The throwing �f��er niu$; �A ei:d, ei'ino".ement of their �ass Action stan�in� ne�tto t�e 
fr ·intended team-mate to be thrown, who must liave th,t:l Right 

Stuff skill and b� standing. Tlle pass is worked out e�actly the 
same as if the player with Throw Team-m.afe was passing a 

t ball, except the player must subtract -r from· the D6 roll when 
they pass the player, fumbles are 11,Qt.a(Jtomatically turnovers, 
and Long Pass or Long Bomb rahg� pas�es'are not possible. 
In addition, accurate passes are heated instead as· inaccurate 
passes, thus scattering the thrown player three times as 
players ar� heaviet;and har

.
de� fo pass than a baJl. . 

The tl1ro;n player cannot be intercepted. A fumbled team'- ' - ' 
mate will land in the square they orig_�nally ocq1pied. If the ' ·  

throwp play�r s�atters off the pitch, th'ey are beaten up �)'. the:. • 

crowd in the same manner·as a playe:t; who has been push�d · . 

off the pitch. If the final square they scatter into is occupied 
· by 'another player, treat the playe�·landed on as Knocked 
Down and roll for Armour ( �ven if the player is already Prone 

., �or S�nned), and then the player being thrown will scatte; 
ont1 more square. . .. 

• 

: . ·: . ff. . . r -
If the thtown player would land on another player, continu� �· · Cl . 

•• • • • /: "' > to scatter the thrown player 'until they. end up in an empty · 

.,. square or off the pitch (i.e.; .they canpot land on m@te rhan.� ' 
one player). See t"i�e Right Stuff entr.y to,see .if the pla�er Jands· 
�n their feet o; head-dow� in a crum·pled ·hh; ! :. 

. 





I 
. : f.t all b_egan long, long ago, on an ancient battlefield. The 
' � .  clash of arms ended in a grim bloodbath, and ]:,oth sides 

slumped·beneatli the ci�cling vultures on the reeking, gore­
. soa�ed b!ittlefieid, fickle Madame vicfory remaining firmly 
out of reach of everybody. Mutual exhaustion led to a truce 
being ca'lled, whereupon the leaders of both sides attempted 
fo parley." ' 

.. 

A� the leaders argued, the ordinary troops fell where they 
stood, thankful' for any respite from the slaughter. Mungk, 
:the !eager of a small Orcish band, was sitting with his first 
sergeant; indulging in his favourite sport of bogey-flicking. 

'Haviilg·�on this absorbing competition with a deft over-
.. ,ul}der mpve, Mungk waved his scrawny c"ompanion away. The 

Ore; le<!nt back, wondering when thi� parley nonsense would 
.:. be over so he c9uld get back to the fun of wholes�le slaughter. 

: �JH:e gazed our-over the battlefield, grinning with fond 
· · recolle�tio� at the piles of Dwarf corpses : th�ir last stand had 

,-; tak/itJil plac� in a bowl-shaped d�pression. At the southern end r, " "°"�* ' - . 
of this stood' a strange silver dome, undoubtedly another of 
the many ancient constructions left from a previous, more 
peaceful tim�. ft,was agairi�t this doine th11t Mungk now 
rested his head: 

. ' - ' 
� JF, 1-v.;t :-

Bored'with 'simply sucking �is teeth and motiv�ted by a 
" thund�rous rumbling- in his belly, the Ore began scrabbling 

· .• )'in the .;5odden ea'rth in the hope of finding a juicy ea'rthworm 
or two on which' to snack. It was then his battle-blunte<il claws 
hi(something l:J..ard and smootli. He pulled, but to no ;vail. He 
'$ ' ·� .. • ' scrabbled: notnmg happened. Then he pushed. So�ething 

in, something else clicked, and finally a third something )4-. �: t�� o�t .a� almiglity ·hiss: 1:his third. something was tl\� side of 
· the am;ient building, wl-li�h slid upwards to let stale� dry air 

. 
. 
p�ur from the a;rk interior. 

. 

""/'' ; ; .. ; .. 

• i'""' <f Mtingk, who would have been in serious trouble.with the 
" ..... � 

, wa�herwoman had he been wearing any form o(ul}derwear, 
,, 'I' gazed goggle-eyed into the glittering hall now rev�aled 

:n;t.�side th� dome. s.trange armour ado�ned.the walls, peculi�r. ·e��: · · osaics lined the floor, and at its centre, on· a greai: bejewelled 
:' -'7.redestal, sat an enormous book . . .  · 

;, 
� " . \.;, 

. 

� 4 

After the. parleying leaders of the two great a:rmies had b�en 
�rmed of the Ore's peculiar discovery, they adjourned 

���r ;J:fa�-fruitl;ss meeting in fav�ur of this new mystery. 
··��Sin�� tt��e of the generals could actually r�ad, however, . .. .r- , • • 

· i�J ."'W: i;nab�e t? estab!ish mu�h beyond the fact �hat �e •building was obvioiasly fo ancient temple. Messengers 
" .eJ:lispatched:;:wtth ut��st speed in an �ffor-t to find so;me 

• eing \vlfo �oUld���v'eal di� secrets the do'�e held. 
< � ':.} "'·� :. :c 

.� • �� - • > .. - . . 
� 

. -� . 
;�1' t,,J•· 

��-

J 

Eventual)y, a half-blind Dwarf was led up and .. inttoduced as 
an expert in all languages, b�tlPcu�ent �nd fl_1�ane:i;he 19�k . · . ··� �.:: 
thrust before his warry no·se; the Dwatf sat cross�legged 'on ·· ·. . . . / .. " 
the floor and began·poring through .it� "forgotten �ecl-ets. \ > ·-· · , . ' - ' .  

Three days passed, 4uring which time die Dwarfharfily, 
moved from his choser: spot. At last, ne was ready to .\Ila�e., 
his report. A podium was hastily erected befo�e the silve� . .  
temple, and the �tunted fellow hoistea up �b.t�· it to deiiver 
his findings to.the assembled multitude. 

"This book," wheezed the ancient seer, blinking his h��vy­
lidded eyes a .few times, "appears to be the reli�ous.text of a group· 

.. � .. . ' . 
of warriors who came :from a land calJed Amorica: The b9ok i� 
dedicated to the lost god N uffle. The head priests of' the various sects 
of this deity, known as coach.es, led their bands of warriors into great 
arenas and attempted .to exte�!nate each other. T�e object w.�s not,. however, violence simply for violence's sake. No! it was in truth of 
great ritual 'significance!'' • • :. 

'1 

., There was a subdued murmur from the crowd as -they 
an.empted to ab�orb this outlandish concept. The D"'.ar;f · 

continued, "A pi� 's bl�dde� was Inflated and ca·rried orth�own from • 

. .  � 

one end of the arena to the other, in an effort to, erm, sJore. Carrying . 
the bladder over an opponent's end line gaye a: sect'a nu�ber gf 
things called points. . . ,. , . . 

... 
>- ! . : > ;..� . - . .  � .,. .. 

The battle lasted a set time. At the end, ·the sect that hail amassed 

I 

the most points was declared the victor. Apparently, ypu di�n't even 
have to maim all your 9ppone'nts,:dlthough the·c:_o11;c�es see'r1(to . 
have encouraged this practice.' Fu.rthermore, the book al_5o statoes that • 

Nuffle's sac;ed number was eleven, and fltat onl; eiev"e� w��ors' : · , • · • · ,., • •, �• t , , :...-. \ \ ' · I 4 f - / 
from each side could be on the field of battle, at one time." ' ··:. · :. : . .... .. . �· . 

• 



• 

.. 

.. 
� � ,,,1l:ftr :;.. ' �!« /'� - .. _ -»; ,;-i/'!fi. \�"'; : ••• � \.c:.� . .. . . .. . .. 
#" �-' ... :.�?-.. - ,2 . .. .... : ..... -°" ... "r . ' ' /'.'�!·"'!". , :'- � � · :� f �.:i,� · , :. · · . .  # 

At this there wa� a gteat d�al of shu:ff.l.ing ill. Jlte goblin.aid · . • ·. • ... '! • � 1  . .� -"' .� • ' ,, ..... 
ran�s as they removed their footWe.ar in: a' CYesper:;iie attempt ,' 
to fiD.d out just what th� p.umbet 'el�����'iis.' Typlcally, this : ,. 
degenerated- into bra�Hng after·a Gdblin discovered �h�t t 1·�· ' ·�· ' ' • } • :;: , .,,;; .. 
a gre<1t jqke it w�s. tg ��eP. his b_o_o{s..on ari,d.· sta�p on ·all his , I� was while those who remained swept up the ��s; th�t. .. ' .  -: . ..- • .. ' .... ;..,t>r • • • mates' j)�re'feet whhj ii� J:io'Q'�ails .. Ighori_ng tlie infrequent ,.. ,they discovered a strange green s1.1rface just. under.the ":,. 
howisif;Pain, th; bwaif:Conti;ued . ·:� ' 

· . · bl�o<ily mud of the battlefield:, a surfac� engraved-[\\'i�h� }�/< ·., 
�"" '" • ���  • •  �. • # •• _=:.. " "-"": · . •. · 

� ·  • i _pecuiiar sY�bols and lines. The"' field was scrubb�d;;�leari� �-� � :.: • ' �  ' 'I • •  ,;� . • � ,/ : - • ' ·> .. .. . • 1 ,.5_{.· •; 

"This does not mean lhat thikwer� enly �[even members' of a sett; . The workers were· hushed, 'aware of the signiijcance0bf tli 
or team, i� .thei'. weri�also �ndwn. 'warri�rs could gp off a�d �ome find. �t last, the sacred Gridiro�_spoken of i; l�e 40ok:�a·;...; 
on at will, �� fQ'tifth; sa.ered nu'itiber w�s not exceeded'. Dne .revealed. The Dwarf seer, �ho:hati ad�ptJd th·;·na�e �£:· t' 

it, �•,..//\.� . • • * . ,  • 
could also hit..dwbppbnent at any time, a� long. i:rs ·orye;4,id riof use a . ·Sacred Commis�ioner Roze�El, after-a priest' of liig.l,i.stand 
weapo�!:Ni:ff!tsaid thdt .bn;� body·was one's �eiip���l'ld, although :��'riient10ned in i:h� b�ok, offered a pra}"er t<;> Nu fle �'tld 
.he allowed iaMoii� all iyeapons wer� fo_rbidden fo�}h� ar.ena. u is. , began to organise the first sett meeting: ms m1nd_·l:ii'.irn-eci_:; : 
als�:�;Lfl�r\ tha� the arnfa for this conflirt wa: .a

, �
ectangiilar field:;et

. , . :'Y
f��J>l;n�for the f�ture,),hms t�,i���uL� :u}�ip��t?tii 

.:
�:e 

within'�·huge ·bolfl!"· · . · � . . , { -tougJlest sects nreetmg m a phys1cai ,offenng -to the- gi;eat _g1;1d . 
• * 'i " . ''i"· • • ,,. / • •• .... ' " . 

· · ,, · ·: · · -·the Blood Bowl! · · >. • I .,., 4 '-' 'f' i' • j; �, , , �. '"I • I"' • ' � . •  ;, • ; f.,. • , \ �: - I . l 
. . '-All eyes turned to regard the shape ·of the batt}·e���� -in whi5'.h • 

. 

• h h d h d h 1 d r· {.�, ,.fT d , ' ,� _e y ; • t ey a gar «,re, , w  ere . . arge. sqlja ro�s o . 10;;,@rcstu "e ;,.�\"· :,1:ARLY� EARS · .  , :.� . �::J:._:.: ·<"::!. ·: . '« . -;...:i" 
vulture? �ere upl\ing feeble attempts to get airb'o.rne again.� ··During his ti:µie as Sac.red Comini.ssioner,.R6ze-El.ri1iad� great ,. , 
"It seems (o m�/' c;op:tinued the Dwarf m a  lo'.UJWice tq l'eg�i�'' strides in recreating Nuffl�' 6riginal ri&s� .u\ th� dark�r'*'" � 
thei� attention, "that Nuffle �as seen o�r dilemi;i�;� js �Vini;:;· ,'Jeces��s of t,he t�wpl;��iie� ,a£ �;ma�kt�J:1'w'�U-pr��er;:�d · ' 
to resolve it. I suggest -that a team is put forward from each side, anii �;pamphlets a'nd scroll were founCI, giving'fort4er details of .  
that our differences be resolved 'in fhis fashion.'! ,. 'f'..,.. � 

•• ;the aficient game's ritifals. A team of see;s and scribes �as·;ft ' . t It' " ' - .( ,. " ;  'I ,. . .... ,.� � • ...::, -
• � 11: • "" ... .,. 

• · •· 
· · ' . "" 

. . ,1t,t?'work translating and r�ttinslating' th�se, ui;iul a ast, ', y 
A .murmur of assent rippled .. through the crowd, soon rising , of knolvledge· was :assemblecl.�hese. quickty..helped�larify ·· 

to a ro�r of agreement; except, that is, for the corner in whi�h , . the r;l�s-o.f the game. S-oo�,;$am�� we:� �ei£g played "iithi!1 . 
the c6blins were standing, since tfiey were all still exploring · set time limits and on pfdperly�m!i.rkecl;pitches. By the -tiine · · . """ 
-the intriguing ne'-". Rossibilities of foot-stompir'i.g! o'f Roze-El's death at the gr<�nd b :it�ei;�f1��.!1ere �ere · 

-:. sixteen teams Gompeting in a season wH!ch culminated in the 
And se it was that the first game of Nuffle Amorical Football, ;glori'?�s excesses of ths· Blood BoW.l finaf. t ,! � .' 
as it so�n b'ecalJ..e kn�w�, too�. place. A pig's hla<ld�r wa; · • . , , v • • •• • • . . "' . 
inflated, much to the pig's ,consternation we mn§t add� J ' '.<:rhere:w�re ihitfally�sofue ptoblem;, :s rJams!devaoped their 
Atmou� was" take.� fr,om·the temp'ie, and .Plac�d on chqse�f;�l · , �f�t� ¥;;i�1:e.rules of p�<t,y1 and a mat,ch b�we�J,t

.
he Dwarf 

war:riors frofu either side:. 'fhe teams lined up, ;i shaman -.,�:: . • Giants.a11d the Reikland Reavers in the ye.ar 2'399 a)most , 
'umpire', dress�d � fresh"Z'.ebra skin for' the occasion, bleW:�' ·startt;d a (ull-sca{e war when.�eitl:fer si�i �6uld deddl! whos · 

whistle and the game was away: · . ' ; · rules to use. Eventually, though, NAf resolved the ;ituati6n, 
. . . . . . .-<_�: ' ·:and a set of rules·for eveqrone to use 'w�s published in' 2409. , 

. There �a� ;J.0·proper !;itch; no lines and ve�y few·rules, and !Th: :rriva},o� Bl99dweiser Beer.'!� spo�s:�rs.of the Blood Bowl�, . to this 'day. no-one i�� quite. sure who actually won. Th.et� waJ .:*cup l� 2461 was ihe final transformatio,n'which made the · · ; 

� a suitably_large'amgun,t �f �arnage,
.
however, and everyone , ;!competition int9 what it is tqday.;, ;f'•. .1;r. · 

,agre�d that.they had really enjoyed themselves. The battle 
.· -

' 
"'.�- �c � · :2�-- · · · 

-- � � .. :: .,. ._: · \ i�Roze.-El was succeede� by hi� acolyte and apprentice 
Dj[mm Th9rp, and then by the infamous lorge Hellhounq. 

· • 
· H�llhound is known for �a·py things, but his most importa�t 

innovation came when �-<: realised that he could sell far more , 
tickets for games than he couid ever hope to pack spec�;it6is ; . 
into' any stadium, And so he contacted the various Guildsfo 

... ' ' 
_ , ;; 1;v 

Ma&ick, as!ting them to find a way to transmit an itpage °"�' 
game all over the continent. ; � _.!. -�:: 

... \ • � ... . :$<''\: 

. .; . � 



· l'he result was the invention of a device, named after the 
Campaign f�r Real Arcanery - the Ca�r� . A bound spirit in 
a box was allow7,d to look out in bne direction only, at the 

· ' Blood Bowl field, and what he saw could then be transmitted 
:-. by teall'.1;s of magicians using the· spell Cabalvision. 

THE COLLAPSE OF THE NAF 
By the late 'Sos, the original sacred site discovered by Mungk 

' was the ultimate shrine foi: all followers of Blood Bowl. The 
NAF moved its headquart�r� to a prestigious new c�mplex 
next to the site, ·and two years later built the ilood Bowl · . . 

Museum and Hall.of Fame M�rby. Thisfrell)arkable .b�ilJing 
. ,Anyone could buy a· licence to have these thoughts 

transmitteq into their own'minds. The idea was a huge 
success. When Hellhound sold the franchise to Channel 7 for 

"th.e prin'cely sum of 714 gold pieces, it was just the beginning. 
.Ri'va guilds set up counter-bid�. The Necromancers' 
Broadcas�ing Circle coverage began with Blood Bowl X, but . 

has a permanent exhibition detailing the hiStOr,Y Of'rhe game l 
/ : . . . and the careers of many of its most brill_iant past players. 

. ( � ,t "'f " ' their transmissions are generally thougli t to be dead boring. N+it't "i , (1 .::i · . ; .� I -i¥ i T:hP Crystal Ball Service has been m'bre succnessfu'l. MOSt � ' 1  I 
'iecr,ntly, however, the>R���Ciation·lf Broadcasting.Cohjurers 

>r-;iton the franch:is�whep,.h was renewed for the ·rhirti;th time 
· ·� t;;: • 'l ): � '" !"' jt 

• in 2486·(incidentallr,, the sum has risen to a staggering 1 2 .•• . . ;I; • , mrnion gold pieces !). 

The NAF league was carefully organis.ed 'and run. T�er� w�re 
20 Blood Bowl teams, qivided into divjsions. of five team� each 
and all competing for the Blood Bowl championship. Th� two 
conferences w_ere supported by a huge arr�y oflesser t�ams 
from all nations and races, with their own national and local 
leagues, inter-guild championships and so on. From his office 
at the NAF headquarters, the NAF commissioner }f ikk Thr�e­
horn governed every aspect of the ga�e, fr�m the tops . . of the 
highest mountains to deep below the surface of the world . . 

� 

"!!. • • • 
• 

&HJ' PLAYER PROFILE: MORG 'N' THORG 'THE BALLISTA' 
I 

�e: Unknown Height: 7 ft II in °\Veight: 390 lbs Position: Blocker; team captain 
Career Totals: +2 passing touchdowns. 43 rushing touchdowns, 5 12 kills/s_erious injuries inflicted 

Awards: 46 Most Valuable Player Awards. Serv�ces to Organ Transplants Medal �479, 2491 .  Anti-violence Watchdog 
Committee Worst Tackle of the Year 2479, 24�0, 248 5, 2486, 2491 .  NFC Player of the Year 248 5. Chaos Cup Wfnners Meoal 

' 

,.. / 
BpikelMagaii.ne Star Player Rating: 685 points 

� . . . 
· For all their bizarre magic. and wei;d rites, the Cha�s All-Stars are very popular with the Blood Bowl-watching public. This 
popularity is due, at least in part, to the success of.their hulk-like Ogre Blocker, Mo�g 'N' Thorg''. Morg, �r. ;The Ballist'.l' as . 
tongue-tied commentators'have nicknamed him, is a huge, lumbering juggernaut of a player. With his half-shaven head 
a�d.grim, tusky Visage·he looks very frightening, l)ut off the field he's as g�ntle as a lamb and a great hit with children. As a . 

J • 
- • 

. "' ' • 
result of his award-wim1ing series of road safery adverts, accidents have been cut by more than a quarter,.and he's sold more 

. ·�oft toilet ·pa�r tlia:i anyone in history! 
. � . · 

'( 
' 

On the Blood Bpwl field, though, Morg is the accident; at least, he always leaves the objects of his tackles lobking like 
they'�e been in a road smash! His play tactics are effective in their simpliciry - either he bludgeon's his way through the 
opposition and scores, trampling everyone 'in his way; or he gives the ball to one of his Goblin team-mates and throws them 
into the End Zone to score ! 

. . ' 

Club historians still aren't quite sure where Morg came from; legend has always had it th!lt he simply walked ·i1:1to a 
praetice session one day and signed himself up. Wherever he came from\ he was a natu'rat Chaos All-'Stars player, being ', 

'. both calculating and cruel; and blessed with a brutal-ll?Qking exterior. He's.alway� been vecy'shy o( \��e�ltrig details of 
.;this. personal his,tory to sports. rep9rters, and has been known to demonstrate his s}iyness to ;the more irritating ofth�m . 
. ·', Incide�tally; Morg is the only player in the history of the game to be elected to th� Hall of Fame bef�te,•h .has retire.cl from . .  
.;, u:  � 

• "' ·� '�. . •. ;� ·':\, .,., ,\ t " "'· v ' "'  ' the game, •, · " , "' · � '• · ·� ·  - . • '  • , ! 
. • 

� • •  J:?( 

• • 

"' . .. · 





� _...,."-': , . ' '· � .� · ' 

/ 
y , � : · : �.�� �� ... ;�Rike! ¥agazine Star'.Play�r Rating: 463 poin;s

' � , 
. J ,  ., ,,. .. . . . ,.. 

... � -'"; . . .. ""' 
t, � !. : • 

....... .. ...,_ 1 • ''i;he young Oberw11ld dme to, t!ie attention of Reavers fans in his first game for the team at the end·o_f 2483 ,  in which his 
,� • . T , .. •""•""'*>" ,;, " '  , • 
, ferocious tackle play garnere'� b,i'fil three ears, a nose and a two-match suspension. Undaunted by this.minor set-back, 

:!�(��l�ed a perw�ne£;iu'i�rn l:h� Rea�rs first team, where he battled his way •liJ:�tg� th'e l�ne� 
.
alongside his 'P.�lf-· 

' M�$ill an:tfteam5�ptain .Orlak:Sturmdrant·'.tl.. �uite r�markal?le second season for the'.'Reayers earl}�d him a ·precio�s Best ��Oni�f'-meda( and cul�inated in his11sc.bA;Bgthe y;-inning touchdown agafnst the Darkside Co�b.oys' in the foll-;cale 
\"""" - :\ l . • - . . ' · ., . .. . . . .  

· rnuuhat was d B·owl :X:XV. .:: � • "' ;. • • 1 
r, r , • • . ._ , ,  

.... -·· - . ·�f"'*;"" ;l � j . . .. . · �  . 

owl hero. He's tall, superfit an'..�i'W.ong, with a ira�e and co-or.din�ti�n 
• r;�ognisable across a ·mtit,Y, 1319;)d Bowl field by the splattering of • 

te and it's no surprise the �frH�go.wild when h.e has the ball i� his . 

. 
,,_. ' . . � . ,Bowl iR the year 2493 fs very different to the.highly · .�tur�d and o�ganised game that :Was. r�n by t�e �.A,F until 

, �ow Blood Bowl teams travel freely round i:he· world, 
·Ying from venhe to venue to pl�y games. Iri:a:�ay; Blood. )" . - . ·  

o""l tea:qis are I)ow much more like a travelling coinpari.y . -
£actors, or a mer�enary regiment (or a combination of the 
o!) than the Blood Bowl teams of the NAF peri�4. Te�s 

atcompanied by a large gathering of re.tainers, showmen, 
_rs!on, assorted ne'er-do-wells, loyal fan� and dedic�t_ed 

f.lrterf 1'-he. arrival of two teams, to play a match brings 
it a carnival atmosphere, and is eagerly loeked forward to 
e toca!J>opl.llation. , .. , 

. · ., . . 

. ,., 

a ,  '. \ 



��· 
' ,  . � . •' l ' ' , ' -i " � ) . � ,, , , .. ,, , ... , The major tournaments ate watched by cbul;).tless numoers 

of :f!¥mans, Ore; , Elves, Og;es, bw�;fs ,  Trolls,Gobli�s. and 
Halflings·, and many more esoteric �i;�ers:besides. Just . . - ( 

· how many watch and play the game _is difficult to determine · 

oecause it is so. \V�a�sP.re�d: Rui;;o�rs persist.that the game 
has permeated th'e 'lower. levels �f �he astral and. daemonic 

�·· plan��;arid hop�s .. a'r�·�tiri:hi�h .;hat �11 af�w }!'e�rs we shall 
. . . �� witri�ss exd:i.ang( teams of Dae.�o�s and. �leJ.11ent3ls .joiping . 

· · all the reguiars in the Blood. BoW:l!,As. ihe long departed · ,  • 
• • • . ' .... ;> •• (� • 

Commgsiqnen Thtee-Horn famo'µs�y said' o� piany occasions,  
. -:: ... ,. �,,. .� _.. � >· • •\ ,, ,. "' · ' "This is 'Blooi;''B.!ltlilf buddy, anythirfg could happenJ'!. Xo,)..t better . b 1 '"�"' ; \ '• � .. � ' e ieve it ! ' •- ''1' '" �" . '·"!/"" · · i . . . · :.�:t':v.·i � ·� �� _THE GAM� hsE(f ... ": • · 

• neJpit.tth.e appallin� chaos that seems to reig�\,;henever 
the ;histle blows, there are a great many rules .in the game of • ..< .. 
Bl�O:d Bowl. You may not be surprised to hear that) nany of 

:.rh�m-are forgotten most or all of the time, but·ther� are some • ., t;a�s who It)', to uphold s9me of them'. The �r6e� of La; 
are renowµed fpF being so goocly-goody that they play t.o all 
h 1 . ' ' . f • h ...11-..: ,� 1 

\. 

t e ru es; as a.cohse"luence, o course, t ey,are ailnost a ways 
beaten by their opponents, and are terribly l:fo�ng to watch 
too! However, here are some of the basic princ.iples of the. . , ;;"'1 . 
sport; if you wish to know more we recomme�d you .look at f.. typical game is prec'eded with a coin toss to decide �hi�lt 
Mutilate,& 'Slaughter's exhaustive hap.dbook on the subject - ,�tside starts with the ·ball. frS' here that the cheatihg' �ntJliify 
Genocidi;: the Blood Bowl Way. . . . 

s.tarts: oribed referees, double-headed andrweighte(f coins, ,. 

TouRNAMENI .:... 
,, 

• 

. 
skilful palming and simply punching out thf referee and ._ 

� - . . , . I . . ... ...--.,. 

MAJOR TOURNAMENT SCHEDULE , .. 

• SP!)NSORS 

The Blood Bowl ' Bloodweiser 

/ ; . 
Spil<e ! ppen · 

<;:habs 'cu� Open 

Spike !  Magazine \..• 

•' 

Orcidas 
. 

. . � ,i. 
The Chaos Cup and a 350,000 gp prize. The amount of prize mopey wliic;;h iT . 
awarded to each team :varies d$!pending on the whim of the_sponsors. last y:e�r . .  
the losers, the Orcland Raiders, received more prize money than the winners, 
the Dwarf Giants. Ho�ever, Ord�as insist that all accusations of bias· are · 

completely unfounded . . .  , . 

) -:.. "' , � � y.v < 
The ijungeonbowl trophyar:d.a 25Q,OOO gp prize, split 1 50,000 'gp_to the ·"-)' . ..: ' 

·' wim.i�r and 100,000 gp to the loser. A:lso, the winning te�m receives !n;e .;.,. . · · . 

· services of a m.aster wizard for the coming y;ear. The Dungeonbowl Js'played in ., 
speci;l underground stadiurr;s bu�lt·and maintained by the Golleges'iifMag�, ' 
and watched on crystal balls throughout the wortd via Cabalvisi.�h. 

'-., 
"' : � • jlo ""�' 



soon as one side has the ball, it's the job ofthe pl_ayers on 
other side to take it off them. In fact, it's probab)y this 

t�his the r�al problem with the game as far as a referee is 
r�n·ed, beca�se players j11st can't seem to. controi th�i;-
\jsiasm when.faced with an op_P,cinent who is holding the 
Actu;Jiy, the_y tan't control it when faced with another 
er. Peri9d! Which brings us to the . . .  

� . 

• •· 

I . . 

represent;tives on· th�ifiefd of play. 'A; s�ch, they have.<\ v�ty , , _.. · 

important job to �e;�_,rm.�rt's a PrrV�the,d thar the go�d ri'if�ni.e:-- · · : ., 
of referees hf!s freq�ently gone dowrt'�: much ln the p�bli�·s · :..· ' · 

estim�tion. In fact, many pretend th;y are rat-gutters· or. . . . · . 

sewer-sweepers rather t�ari admit.their real_profession. 
- t i' • � li 411' . � / "' Eifry years ago, the average iaine o! Blood Bowl would be· 

'officiated over by a te"a� of seven ;eferees and li�e jvdge�: · 
These days, you're considered extremely lucky.if·nyq ',J' ,.. 
up. The tr0t1ble is that. r�ferees seem .to - er .· . �!fJ ·� 
easily. Sifice they d'on't �ear ·pa(idfng or: armotlr;"tit! 
they are often fr�il �n'd-�izened. e�- · "' 

. ' �-

stand a chance a��j�s� pl:)frfs li�r!· 
nicknamed th� 'Rf�iller',-made a ha 
touchdown by fla-itening' � referee, 
a partkularly succ�isf1,1l game by .ei 
Referees and Allled,i�

_ 
l'ek'.�'e�' er •-t ,. :t_'4ili ... I ��t,,.{ , . � • , -,.t ' "' ��• ;, :( t:: 0 �: ;:''"'!'.' . "" ,, f ."" .. �::-�Y'-;;- ./ �"fi · i:.iili ._ . ., 



-- _., 

� ' • l. .. , � . ., ,_ J. • 4 4} � - ..., "' ; ; • + . S . • � · · . _ ,. ; 1 1: · " ; .. _._..,.,..� ... "* •r1 ,,. ' .. ,_,. Bnbery 1s anoth\!r Jli1cont.r9ilable, Jlf9.Plerni lh.t!.atJ!acti0ns of' ' ·. 

takipg a hefry cut _;';f a gam�'s gate taktng�·1.ifret�mi fbr.not r 
seeing ce�tain rui�s infringemehts h�v�J;�1� work�d'..i�t byi; , ,  � "' . ., _ ! "_' . "' . { j;. many officials. The persuasion of die:: hulking brutes doing 
the bribing in tlie."fust_pl�c'e can}�ft\!n be qtifte an inducement 
to cor!uptio'n as ��ll: �!.iJ:iery_is'n<?W.:So c_ommbn that die , . .  ' 

� RARG° has set official union rates foditibirig. a,referee and, . • 

� · und�r an ag�em�nt .s.igped iast ;ea�om.; clubs ai:e n'oi:,fl 1 1Qwed , ::: • �, 14 .; , -· � -
- . _ !- _ rl i. L v •. . r ·' . 4 * ll-· 

to offer less than tl'1e going rate.� . "«.:. f · · · . '-., :.. • . &"' ' 
, •  . .,. .. "'-\ . .. ·.:. ... " . . 

,. 
� · · . : ' 

, ·1�0110 1·owL RE�UL rs , 2&113 
SEMI-FINi\.i , 
.'I\1.e Evil Gits �s The Marauders· 

-·j .. � • '(" " � Score ,. �� · � 

. ' · · ' '. 2-c;i °<Matth l\,b'Jigoned)' 
" ' . r \ . . 

Highlights: In the most controversi�l game of the season, the'Evil Gits pulled off a surprise win against the �uch-fam:ied 
Marauders. The game was abandoned at half time when the Marauders refused to go bad{ ontd the' pitch, cla4i_iing th'!f the 
Gits had used sneaky,. under hand tactics to get their team up to scratch. NAF officials ;'.indertook an extensi�e investigation 

· into claims of illegal lSanl<ing practices to hire players, and the use of �lay.ers"borrowed;tiom other team� that wete. · ·· 
• I > � / f • *' '<. ,. 

desperate to �ee the Matauqers lose the match. However, the Gits went through to th� final - the last word gomg to the 
head coach of the Maral,lders, "I'll have me revenge!", he spat out from between gritted teeth. "Those Evil "'"'**** Git �in'fh'i;;rd . 
the fa$t of this . . . : . • < ' • 

; • : , 
• : ' 

' .... 
.... 

�EW-FINAI. ,. , • , . . , 
Skave'nbltght.S.crambl1<;s vs Ordand Raiders 

' : Score, 
, 3-0 ·• ' 

-- ·'); .. 
� ... " .. . 

. Highlights: Th� ��r<i�blers ove�i:ame �� �mpressive Orcl�nd Raiders team �© pull off a big win� The Scramblers' - ot\< 
victory was marred by tragedy, �owever, when.famed Gobli� player :Spik�y' N�rman died aft�r

,
landing b:ead first � the ' 

Scra�blers En.d Zone. Crunk H'thon, the Ogre who threw .S2ikey, v;;; besid� himself with grid, and ,�lained filter the . · - '' 

' m<;1tch; "(�lways thought 'is 'ead was the 'ardest part ofim� Poor old' Spik.eY, Sniff!", 
• . . ·, 

• • j  
. •  FINAL: • " . ' .:.,:: , • , .i •· 

Skayenblight S_cranibJers vs The Evil Gi�s 
', . 

S core,� 
3-2 
) � 

J ,. ; ·  \., , . '";! ; � ; ... • • 

Highlights: In�e of the':great come-back matches of ail time, the. Skavenbl'ight Scramblers managed to�overcome a d 
r �· � < � . �' . 2�0 deficit at hafftime to'win the match 3-2 with a-Jast-minute touchdown by Varmit Evileye, the Scramblers star,muta 

\ ..,z· !-t� , .' .� 1 ' • / • -
_ - 6 ' .  ·�:�litze�,/ri the dyi� �econds of the match. As�ed��bc:;mt the loss aftef th: .ma:tch, the coach of die Evil Gits only liay tim' 

�sa:y; "rm gutted.., . .. ",oefor.e":irate Evil Gits.fans got to him and made sure that he really was ! Questions were later asked about . 11 . .., .. • •  \ ,. " • 

. . a poweffi.\l laxative that appeared to have• he�n add.ed to the .Gits' barley water at half time, but the Scramblers wer� tle11red � 
" \ '"' � ... � . f . ' - 1 j. ,_ !,C: ;. of,a,11 �harges. iJowever, many witnesses reporred seeing ·a mysterious figure i1,1 the Gits dug·out just before l).a�tim,e wli �' 

' ·"!bore a sfriking -��emglance to t{le manager of the M�nruders . . . '� • ; .:� • 

-�-'.,f'"" · - " �  \ f' ('r{ . 
• "' . ·�· 



eLimo•L ilesutts·�' ,2q�*��!i.t: · 

_ 4�.,, �.·;· .. ....� ' ' · .. ' :, "; . . -� ,. , Score � .. /, J � < ; � .. � , :Clie Sk�venbJight Scramblers vs The Evil Cits 4-0 . . '.: : . J .. .. __ · j t .. . -
.. . � ·.· · . · 

..
.. , . ' . .- ( � • '- :..::: ; . . . ;. . ... � ·! : 

.; . . In ll,.re-'run of.fhe �loo"cf Bowl fm�l, the Scq1ml;ifer� thrashed the Gits in o'ne of the most �icious<lnatcihes o'HJ)e ye\\t,B� the � 
"·'"' � "' .. -': . .. . .  • . ... . . .. ( \ . , � · " ' ·� l / • 

: end of the game"! a total of nii:e·players had been killed or seriou�ly injur�� (four Sct�mblers and five qrts). T�e' Ss;r��lJle�� 
h�ad coa�h later insisted' that t4.e referee had been bought, citing the fact that he did.not award a single penalty. against i:he · 

Evil Gits in the entire match, something that has never happened before in the 90-year history of rhe Gft; ;�am! '\' 
/ .  ; ,  

-v • :�BMI-Fn:<AL I • 

4 �  � . • ... 

· Da Deff Skwadd vs The Reikland Reavers 
Score·. 

3-2 . 

. . 

. .. 
. . .. ... . 

In the 'shock result of the season, the Deff S.kwadd managed to pull off a surprise win against the Rea�ers, who were,clea[ . 
· favourites to �in the Chaos Cup for a record twentieth time. In the event, however, the Deff Skwadcl!s defence, led by • 

• ;1}9!1 Blocke; 'RippeJ;.J3olg�otl managed to h�ld the powerful Reavers offence to only two touchdowns. M�\lnw�ile1 �tar. 
o Conlin player Sctappa Sorehead and his trusty pogo ·stick managed to.keep the Deff Skwadd in the match by pogoing over • 

.. � .... • • .. � • ' :. # • ,the Reikland front line to score two touchdowns. and:setfd the game into sudden-death overtime. lt looked as if neither' 
t�am was going to be able to score,the vital winnfng tc>Uth4own.in the overfime per�od (in which case the match would · . 

. , � 'be clecided by p�rialty sb.ootout), when star oii Blitze•:Urgrairt Knee bender managed to �rab a despeiate last second Hail � . • • "' ... � . "' ' · lQ< • .; ,''T ei. �· ' ' . � j t ) 

t · ;·: 'J; ' , Mary pass iri th\; !l-eavers;End �Qpe to wil'! the,J)ia,t,ch'for the Deff Skwadd. • ; » . l · · · · 

".�t · �·� ·� ."'� • • · ._ ·� ' ''**·•"' . A%::";�j . � ��� � .( 
• :·,!"!"� f' , 4 '( $ 1' 't'; .. -';'.� .. � . .. ,,,-. . .. ,-.;,; ' ...... i.,.';. :.! - . ..._� .... ;-. ',t"AL . • ... . . . • • 

.Score 
•. ··J' • .• The Skavenblight Scramblers ".s ..Da Deff Sl<wadd 4-0 . 

"" . t ,, ..... . ,_ .. . . , . . . \ . 
.The· _Deff Skw�tl got off to a fi:ne start-when a hand grenade lobbed by star G9blin fanatic l\ungus tlie,Lobn flattened four 

• � · - ii r _ .. ,. ' • • •""' • t. •t""""- - ' "ll • •§" • • · -. � 

'Sk�ven player and gave Da Deff Skwadd the bhl!'.·The Skwadd were unable to' capitalise on this success, however, coughing . - - ' • ii - -�< • _, 
up the ball within yards of the Scramblers Eng; zone when Ore Blitzer Urgrain Kne.ebender slipped. over'. trying to score. 
The Deff Skwa"fd.never g9t back into the game after this early disaster, and the Scramblers came aw,ay with an easy win. · 

The S�ramblers�fni.pressive record. through the play-offs, semi-finals and finals (they .scored ar( av�r:age. of 4.5  touchdo�i'.is / 
; p;r match an ,.pid not let a single opponent sc9r� 11gainst them throughout the cqa,�piops,b.ip�9  ID:�r� �hem as the 't�am 1'0 
, b'eat'.for the f'�reseeab1e future: · ; , · • ' ·  i • : ·. , 

·· 

''"" 4.-1' � - "' 

, . . . . 

, ._...,. - , � .,_.. • I , ._,, ; 'f '\ � ;:;:i:HEERLHDERS· . . "'i .;, . " : . . " . : 
' . .  

. � ., "..- ,,-:: . • ... • - Iii • . c \ ·.;- ' ,, _· • ' , Where would we he witnout those beauties of the B1oo,cl 
·:-� ., ... . ......-". . . . 
l')owl'batt!efreld; those cuddly cuties of the Chaos Cup 

· c�nfrontatioR, the .ch·��rleaders? You know,
' 
�very team gets . 

demoralised at so'me time or another, but there's .nothing like ' . 1 · . 
'< I , '·� happ� chant from a posse of pretty girls to turt<, a;i.,p deficit 
°'4-. . �.iitnalf-'time io the Lowdown Rats into a triumph for modern 

f>r ;. • • • � 

£-!"iP!st control' Every team has its own cheerleading·squad, Jrom 
'V(;the stark Elven beauty of the Darkside CovJgirls to th�·roly­
·.;..;�r.oJy

.
ho1!1elin:s �f the Greeniield Gigglers. Even Nurgle's 

!J.l.'�t):�l.�
has a gang of ch�erleading lovelie� who are probably 

ffpre'tfy if ¥0.U lfappen to be a ten foot blob of putresc�pt 
e lfke\he r�\ of the Rotters' players. . . '":·. »H' ' , 

,,,, � . cl 

.,, . _. ._z,.. .__., 1' ... 
Most te'ams have vecy strict rules abo\it ch'eerleadei:s, .... J..t. , " .. .. .  ·- . .. 
especi?llY wl;iere relations with pla,ye;s"'are concern.ed. S_om:e · ;·. · ·, · 

teams forbid any form of contact between the stars and the 
squad, with infringe�ent punishapltl by �ns�ant dismissal. 

· The most important off-dury task of aB.)2 cheerleader who 
knows her stuff, though, i§ c�edti�ith,ose i�credible. chan;t�

· 

•'and cheers. Here is a selection from
, 
sofue of today's tOp 'te�ms: ' ' ' 



v 
·� 
vn 
VIII : 4 Nurgle's Ratters 

� J \ - ,. .. �:EX}' • Orc;land Raiders 
... � � . ',!. K' · , Galadriath Gladiato,r,s<: 
�.Xf��: .. � Reik.land Reavers.,·'!:�· � , 'tiJ. . Arctic Cragspider�! . 

· : · Xlll ' , Gouged Ey� 
. 

' ·�� Vynheim Valkyries 
• '.�: oldheim Ogres 

. , ,, ; , , .XVJ. . 



r... s. .w�l(t; Undead fleets frbm the, parched southern deserts. 
• I ' � "°' 

���;ideri�g the vast number of races t�at h�'t� each�ther's' 
guts, it is hardly surprising that\va; betweeµ_ them !s,i1c _.. · · · 

. Life for the people of this world is often short and·di�i� ,. fr�quen(�iate o{aff<1irs, while rebell�ons �nd up�isi�gs �a� 
r - ,,,._ , . � ,. / �· , "' 

�'�, sudden and unexpected. Considering the simifo:r.:fties bet,ween ,ovettUtrr nzitions an� plunge them into civil war .. Andent 
:: everyday life and Blood Bowl then, it is hai:dl;surrfi;f{ig . -� . : .; Je;±cf; ��cl.bitter hatreds ,are co��n 'i�d.run very deep. , 

that the' game has proved so hugely and enduringly popuia?.' i_?':t Noh.eit�e-l�s , whep two Bl.ood Bowi'te��s-arrive at. a �ity/ 
)3riiaght up amidst constant wa�s, dark forests full of horrible to play a match, a' special truce is declared \\(hich lasts until 
mon;ters·, and the ever-present reality of plague and other . afte� th�"'matc;h is ov.�b.

-
This means that, no m;tter what �he. 

incurable diseases, its people are natural Blood Bowi players, race of the team. or its supporte�s, and \:>arririg all-out �arfare',� , 
� • •C , "/ .,. ; 

willing to risk all to win fabulous riches or fame in a world nothing .will interfere with the playing of the all-important ' 
where their future is never certain. 

' 
game of Blood Bowl! 

. 

r ... � � �"' 
The wotld is home to Men,pwarfo,-Elves'and Halflings. ORC BLOOD BOWL TEAMS A • • 

These civilised folk are hum�rous and powerful, and their . Ores have been playing Blood Bowl since the game was' 
citi.eJ> are large and w�ll-fordfi�d. And they need to be, for discovered .:.. indeed}t was an ·o�c 'Yho discovered the shrine 

��he world is also home to inany 'of the evil creatures that are where the sac;red book of Nuffle was hidden. Ore teams are 
:·their enemies: Ores, Goblins, and the followers of Chaos i'n very hard-hitting, concentrating on pounding an opponent 

their vario�s guises. Thihigh 111ountain�·:and deep forests are :..,into the turf to create gaps tRrough which the excellen1t Ore . 
, inf!!1'ted wjth many rportsteis, �nd' the nbrthern regions are .,(' Biitzers can·ru�. Indeed, if any fault can be fou!]..d with Ore, 

wifd and Clangei:ous and overun by Ti;olls. Away to the east �·r·�feams in geneial, it is that they so�etimes spend � l{ttle bit . • "' > ., lie the lands of tbe evil and demei;ited'Cha6s Dwarfs, while ·;; too uCh time pounding the opposition, arid not enough "' n "' i.t 'ft. , trQ A! � fro� the Jar �ortlifome the "�ies of Chaos, ad.va.y_fi_ng ' ·,-" tilire running the ball to scor� ! . · 
. southwarilf, tp slay .. and plund'i{ in'the name oftlieir r� gods}> . 

. . 
y iii & .. . � »"'"� ..... <;. 

• ,, '" " !" ' . . "I • ., 
• . p• l:i .. 

' ��jorJ3lood'iowt stars
.
,c:ome in �ll shapes a�d sizes:'° Some fans idolis� players brcause they are hand�o�e, or st�ong or . , . 

very charismatic;:. Others, thollgh, ac;tually notice and appreciate good tactical playing, and a majority .are great fans of long- . 
· serving Gouged Eye captain, Varag Ghoul-Chewer. Varag's unusually tactical brain (for an Ord) and his violent playing 
scyfe �as ensured him a good-sized crowd of rabid fa�s. 

• . 

,-

Varag was originally a foreman at the Wolfleg lead 111iries in eastem Drakwald, but was captured by slavers from the 
rival Gouged E�e tribe in 247r .  The following year.he was spotted By the coach of their Blood Bowl team, the celebrated 

. Gort Sever-:imb, while he was putting one ofhis:captm:s on the5ritical list. ,Quickly rec�gnizing the potential playing � 

advantages of having a player who could make a few rudimentary decisions, Coach Sevet:limb took a tremendous chance# 
· a.nd put thtt inexperienced· Varag at the he<)d of his 24z4 Eye team (most bf the 2473�Eye team h�d b�en massacred by i e> 

. .:>�eface' Mang�lsson of the Vyn�eim Valkyries the year before). ' 
· · 

�· . . . 

•?. Ghoul-C_hewer was an instant hit, and despite. a few complicatiom, involving s�me ���r�d�astic puni:shn:�nts f�r player 
. �subor�ination, has �emainel at the head of the increasingly-successful Gouged Eye te�m. 'His finest hour _so f�r was ' ·,, · 

leading his team of y9ung braves to a second Chaos Cup win a few years ago. Now, he has set.his sights on inoulding a te� ' . ,, . ·.'f$. rthy of winning the Blood Bowl Championship too,! t:o· ,: . ·· � t � • 

.. 
· ·' 
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";•:!' ,• �t�H.UMAN BLOOD BOWL TEAMS , 
L ' =Human players ar� the best all-round �lood Bowl players in 

. the Old World. Ihey may lack the sheer strength of the Ores, 
, .... 'the agility of the High Elves, the toughness of the Dwarfs, �:-- "'�tpe fre�zy of the Dark Elves, or the speed of the Skaven, but 

. ' . . 
i '1-. � ��ey do not suffel:' any of these players' weakness.es either. It 
'.!;'!: ii. hardly·surprisfng then that liumans account for ov.er 50% ;�t of all Blood. Bowl players -·so long as you include Skeletons, 

· • Ghouls and Vampires playing for Undead teams, and mutants 
)\.# , A • · .:" 'Playing for Chaos teams!  

� ;, �· � I 

' . ' 

. . . 
BRIGHT CRUSADERS: The Crusaders could be a truly great ':' 
Blood Bowl team, if it wasn't for one serious handicap - they 

' never, ever, cheat! While other teams are preparing for the 
match by brib.ing referees ; th� Crusad�Fs�are perforhiirig 

. . ., ; �. . � 

charity 1Jl.atche$ -· a fact that will "stop them \vltmirlg a m'.ajot 
tournament until they shape up' a�d leafo tp�lay 'di�t�! .� '. · . 

• • � • • ... t • . • 

• • / q 
THE MARAUDERS: Once known as the Middenhdµi · 

Marauders, they changed their na�e when. they were foreed 
to sell their stadium and take to the opeh road follmyin,� th� 
collapse of the NAF in '89 . Many say th�t.th.is. was the mq'king 
of them, and there ls no doubt that the Marauders are no�. 
one of the top _Blood Bowl tea�s playing the game. A return 
match against arch-rivals the Reikland Reavers (whq defea�ed • 

the Marauders at Blood Bowl XXXIHs eagerly anticipated' 
by Blood Bowl fans throughout the world, and in q}lite a few 
places beyond! 

' · 

. : 

THE REIKLAND REA�RS: The Reavers are the finest all­
round team in the sport, with no other team coming close 
to matchi�g their consistent winning ��cord (four ti'mes ; . 
• � ·• .' T � , t . " .' .-

. 
Blood Bowl winners, n'ineteen times Chaos Cup winners)� 
Under the. captaincy

.
o'f sta.r Blitzer GriffoJ;erW.<.tld, the tear? 

continues to go from strength tp strength. 
. 

• 1- • ... 
Tfil: VYNHEIM V AL�S: The Valkyries are,- �tj:be�bru.taJ.ly " 

� > ' .. ' � />' 
honest, a pack of raving mania.'cs. Only on the·field of play, 
you understand, for they are berse�kers, inftiaies of an obscure 
Norse religion who work themselves intq a killing'frenzy 
which usually only lasts the. lei;igt� of the match. If it lasts / 
longer then fans arr�arned to 'avoia �t�enipting to :collect 
autograph� after t,h; gaiiie !  ' · : . . , � . · : 

-· 

THE EVIL GITs: Thi� is an evil te'am made �p mainly �f 
evil human players, ;hough they dd oc.casioriall� field eviC 

. i .. . • 

Hobgoblins, .evil Or.cs, evil Dark Elves, pr in fact any o�her'� · 
-< . _, .. ' ,. ·� ,,,. .. t " , 

players )ust so long as' they are, EVIL! J'IJe Gits are follo�ed . , · 

evet}"Yhere �y t�eir e�il unofficial suifporters club, the }3yi� 
Gits Unofficial Suppor.ters Club, whQ are if anything even 
more. evil than the evll-team they �villy suppon! 

.. 

• .. 
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jEAM� ·;ROFl�E: THE. RE.IKLAND R.EAVERS 
..... : .. .  / . ·:·· . 

Team Colours: Blue and white · 
�Owner: JJ Griswell Jr · Bead Coach: hlelmut Zwimmer 
Hom_e Stadi��: Jh�.9tc.fbo;l .(�apac!ty 71',41 1  - surface astrogtanite) 
:Pl;yers' Hmii;ns . :;;_ · ·'" -

· · 

. ·. , .... " .• , 
The Rea�;rs _;�te formed over � cent�;y ato , in 2389 : whe� a vacant franchise came. up in what.was then thepldlands . 
Confe.�epc�, Known during their first few Y.ears as the Altdorf Acolytes, the team quickly established their repdtation.for 
great sbi\:, td1tbility, as origi'l;llll owner DD Griswell Snr poac)led and bought up the best P,"layers thr�ugB.out the western J-l' 
lands. T�i$:P.ofity of 111arryin� :iwesomi; b�)ing.power with the b�st money can:buy has seen the Reavers in goc;id �tead 
throughol!l their long· life. Today, under IlP's great-grandson JJ Griswell Jr, the Reaver� a& probably the fin�S't al1"fuund · 

'\ ,.. . ,,. .. '! . . :,·, . 
· .  team il;l: the known wdrld. ' � " 

.• 
� .f ,. ' • - . • ; '· 

The Altdorf Acolytes are formd by a business consprtium.in"association with the people of their hoine city, 
and make their base at the Griswell M-emorial Stadi�m. Th�nks to the sterling' efforts of heacl,q:iach Joh��n 

' 
• " • ) � � .  ' ,.� JI' Weisshaupt and the large treasu�! of9? Griswell, in their first season they come fourth ii;i. .t, e..,Whiieskull� 

· C,hallenge C4p (now the C�aos �§p). 'f ' . /:>< • >1 • ·,. .::., . 
2396 . · ·�hep. the Griswell Memorial S�<i?i�m coll\lpses during a storm, arp.id rum�rs �f paybacks an4. c�st-cuttl.ng;b,i: 

. ' ' the· firm who built it, the t�am dianges its name to the Reikland.Reavers and sets up home at the new Oldhowl:" 
No-one is quite sure where this ��e c�mes from, but it helps rhe Reayers fo their fir t cup_win, �ating the

. 

• � ."' M � ""' •• ,� <:' Wuppertal Wotans in the final. • �. . 
� 

. ' . .  , 
2399 A legendary match againsr the visWng Dwarf Giants �earn �nds in uproar whe.n it is discovered that each team is"' 

· using its own versiop of tlie r"ule? Game abandoi;ed'iit_ 17-4. 
- •· · � 

<� 'lit:' -.; 
24u DD Griswell Jr takes over as owner of tht: teall?- upo� the death of his father. The head coach at tJri; time 'is now 

Blind Willy Muller. The Rea�ers slump to t�eir wflr_st placings ev_er and Mtiller is reputed to hav�got the job: • 

through blackmailing DD Jrover some rather indiscreet moments with the entire R�avers cheerlt:�ding squad •• ; ' 
243 2 The Reavers start the first season o£a fourteen-year low patch when e}even members of the first te�in are � 

infected during an .injudicious Nutgle's Rotters game. The transfer of eight players to the Subterranean 
Slim�bays helps ease the crisis, but the loss hits the Reave'r"s h;rd. 'DD Griswell Jr replaced by son JJ Griswell S�. 

2468 JJ �riswell Sl)r d!es after getting too close to the sidelines during an Asgarq Ravens fixture, and is replaced'by 
,� I • 

current owner JJ Griswell Jr. New head c_oach Helmut Zwimmer arrives soon after, and institutes liis ':&ew 
Ordt;r"of training a�d preparation. . 

• . ., _,I ,. • .. 
248 5 Reikland thrash the Darkside Cowboys to win llJood Bowl XXIV, but only after surprise substitute OrlaJ.s 

Sturllldrang r,eplaces fatally-injured captain, "Wolfram von Beck, after only ninety seconds. The iegendary Zbg. 
. sets ;up his still-u!lbeaten Most Opponents Bitten' in On� Match record.:. 

24�7 Gr'ift Ol;ierwalcf (incidentally, Snirmdrang's half-cou'Sin!) replaces Ortak as team captain after his predecessor · . ·· :. -finds. th� pres�ures of running the team and posing for the giJ:ls as an all-round .Blood Bowl megastar too much . . 
• !>i • • 

' ' The team go from strength to strength, winning their fuunh Blood Bowl. . ; 

24,89 The Reavers are one of the few teams to' survive the collapse of the NAF unscathed, thanks,mainly to the a�tute " 

. . 'financial planning of team owner JJ Gtisw�ll Jr. _ 

r 

P.r�e�t · The Reavers silence sceptics who said they couldn't adjust to the new style of the open tournamel)ts by storming"' 
back to win Blood Bowl XXXI in a hard�fought: final against the Marauders. A� Griff Oberwald..,tated after the 
ma�ch: 'Why did we win? Because we're simply the best Blood Bowl te�m there is. That's !A!hy.' He could well be right': . .  . . , 

Team Honeur�:-.Blood B�.
wl winners 2471 (XL), 2479 (XIX), 2485  (;cxv),.2487 (XXVII), 2491 (XXXI). Chaos Cup Wif!:{;er; 

2396, 2399-24os1 241 2, 2422-2427, 2448, 2461 ; 2463, 2470 �· • •. 
· 

• .. 
· 

�; •"\ l • • • "' • ' ' • • . ' 

·� � . ' '- ... .'-:far,. '> :.. ... .. • • Hall of Fame; W.altet.aamm Kempft, Erdrich Holstein, Coach Johann Weisshaupt, Jules Winder .. . .. � . , \ ' � i 
SJ?.ik�! Maga#p.e Te.�m Rating: 3 21 points �: � ' • 

;,� · �7 



Uiis box contains two teams of finely detailed Citadel 
miniatures"representing the Human ;nd Ore teams. The 
models come unassembled and unpainted; although you 
will notlce that the Ores are green and the Humans are 
blueJ>.meaning that even if you don't paint them, you'll easily 
be able to tell the teams apart at a glance! If you've never 
assembled or painted plastic models before, don't worry, just 
follow the step-by-step guides on these pages. 

Before you can assembJe any of your players, you will need 
. to remove them from the plastic frames. A pair of fine plastic 
cutters is ideal for -th{s - we don't recommend that you twist 
or �nap the models off the sprue, as y:ou could risk breaking 
them. It's best to remove your players from the frames one 

/at a time, c�ipping the parts off as you need them. If you take 
everything off at once, it's very easy to lose pieces or get 
confused as to what goes wher�. -.. � 

:: 
All of the miniatures in this set have been' desig��iso that 

. / 
the pieces push together snugly enough to stay tqgether 
during play. However, we recomll!end sticking each player 
together with plasfa: glue so that they ddn't fall apart. If yo,u 
wish, you can also use 'l mould line scraping tool to c�ean_ up 
any mould lines (unsightly lines that can sometimes form 
around the ou!line of a model during' the moulding pr�cess ). 

• Games Workshop sells Citadel Fine Detail Cutters, a Citadel_ 
Mouldline Remover and Citadel Plastic Gh7e, which. are ideal 
for the above tasks, but does not recommend th�se products 
for use by children under the age of 16 without 
adult supervision. 

You can stop there if you want, but to really get the Blood 
Bowl experience you should 'try painting your teams. You 
can either copy the tdm colours as shown on pages 50-56, or 
pick your own.scheme (especially if you'te creating your own 
team using _the rules on pag� 22 ). If you wish to further your 
pa)nting, the Ga�es Workshop website and YouTube p,age are 
a great source for advice and guides. 

... 
, . .  ' � . 
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. Th� Blood Bowl miniatures supplied with the game have been produced 
in c.oloured plastic to help you get sta�ted playing straight away. Many 
coaches like to paint their miniatures however, and Games Workshop 
supplies' an extensive range of paints, brushes and other accessories, from 

,. 't. I 
:t�e ,�asics right up to specialised tools and materials, 

One of the many great things about being a Blood Bowl coach is that 
you get to choose the colours your players will wear on the pitch. Many 

�Coaches like to invent their own colour schemes and the Citadel paint . ' ' 
, range contains so man):.choices that no one need ever run out of ideas. '1'o� tRe·painting guide that follows however, we're using the distinctive 
red of the Gouged Eye Ores, It's worth noting that this last colour is 

" us�ful whatever team kit you decide, on as Blood Bowl players tend to 
' , 'ei;d,up covered i!l're,d by ihe end ef the match! <::;oaches should feel free 

,; ; . { tp paint their Ore ream however:cliey wisJ:i, as the Gouged Eye are just �·ti ' ' ' ' . : ' +; ,. ' • ; • · ;  ., one 'Ore team soaring high in the BJood Bowl leagues. Others are just as 
,dis_tj.nctive, the Orclarid Raide�s in their fetching black and yellow 'evil 
sunburst,. kit, for example. 

� 
Before. painting, you'll ne�d to uJJde�co�t your miniatures - in the 

· example tha� follgws Chaos Black spr;y was used. Once finished, you 
• ' may also want to v;rnish your �iniatures using.Citadel Puriry Seal spray 

, varnish, especially 1f your pl�yers have a habit of spending any amount of 
:;time sti.µmed . .  � • _,y' / 

11:··� 
f i1:-;�·" • t --� . 
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!!!lll!iillil!l'-!ii61!111 .'dt: . • , .  .. ,.- . , "' .'. • • • ( ".!' • -f a. 
�· Th� Flu!l1an Blood Bo'wt'team mini<itufes are pr0duced.in the blue of t�e 

. - !·R:�iKland ReJl;ets;:B�i there are ;{u!nerous or.her c0lour�schemes a coach 
.. ..... ... - . ,, ' . ·' 

.� · · "'might like to use da theii: owii te;J:rP::;rh.e exaµi.ple that follows shows how i * .• ·, 
� ., ' ....... �._ .. . Ji... .. .. . ;-l - "' ;r-.... t-. to painra Linemafi"in the fconic �blve -:u�e.d by .the ,Re vers, but many of the 

p;inciple�t�J.:c:ah .b� appiielr;��t�l�ss of�f:t���uch vari.ation c:n 
be derived Tr6efaimbining colours !.... the �ea've1s.rti.•ake use of a light blue 
,anCI a dark tlue; with white and-gold detaik.B� !olhbining tone� a;-d sp'bt 
colours, any nu{Ilher of entirely unique te�m ki�s;g;e ;ossible. Coaches 

· .. "'��rl';,;.�ncouraged to tak� a look at tlie huge rang�'oi cokmrs available - / l<:•>"'!f -;..·Jft ' v 
, 'tb'.e Cffaflel pa,ln(range for inspiration ...: there are so mapy possible 

·co�binations th:at th� sky �eaily i; the limit! ' . 
,. ' " . . .... ""' . . " As •. with tlie 1Jr,e.\'.ious exa�ple, the,Hum?n Li��ni�� ""'was undercoafed 

�"'.'ith Chaos Bla,ck sp:ay before beingJi_�ipted)J ¥9JI .haye chosen lighter 
tones for"y'ou_r'reaj.1i.'s kit, you mighr!ms.t�ad'its�.C:jt�c{eJi<16rax White spray 
undercoat, allo�ing bright, clean co1ours,to realf-fshfn�. As with 'the Ore . . . . . . i • . . 

Lineman example, it is' a good idea to varnish your miniatures as a final step 
in the process, to protect thein from datn�ge �hen laid on tht;i� sides. ' 

\ ., 

. ., 
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FLESH SOCKS 
·-

I 

BOOTS GOLD SILVER 

The techniqu;s shown on these pages can be us;d in lots of different �ays. For. 
, example, you can use the saine method for painting the Human Lineman\ , 
. white helmet stripe to paint the other white armour markings for both teams .. ' 
•.Or maybe you could paint your Human players with ¥�amwuY, using th/ 
method shown for the Ore player's armour. It's entirely up ta you! · 

. If you'd like to see more tips and techniques, check _out White Dwarf magazine 
and the Warhammer TV.YouTube channel. 
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