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“Good afternoon, sports fans! Jim Johnson here, welcomiﬁg you to @ brand new
season of Blood Bowl. Here's Bob Bifford, to talk you thvaugh. what’s in store
Take it away, Bab!”. i

“Thanks, Jim. For starters, we've got a whole load of new teams
lining up to smash some skulls”

“Or running away to avoid getting their skulls smashed, bl
by the looks of some of them. ;

“It's hke Tve always said, Bob. Armour might be optional, but so's breathmg

“Speak for yourself, Jim. Those teams aren't the only thing that's new, though.
The league rules have been updated for the new season, so you can expect some
surprises over the coming weeks. And teams are going to be spoilt for choice, with
all the star players and coaching staff offering their services.
It’s an exciting time to be alive, Jim.”

“Pll have to take your word for it, Bob! But enough chatter. Let's play ball!”
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“Hey Bob, yowknow the best thing about a new season of Blood Bowl?”

“Well, back when I was a player, it was the genevous bribes...
1 mean, sponsorship deals, Jim."

“No doubt, Bob, no doubt, but what I'm most looking forward to'is s
teams will be taking to the pitch. Which old stalwarts will be back and which new.
names we will be singing in a few months fime. So without further delay, let's take a
look at the teains hoping to earn fame.and fortune in the coming season




Skaves socmy is nghly stratified and bound up in complex

* rituals, but on the Blood Bowl pitch, all barriers drop away as
every player gives their all.for their team's complete and utter
victory. The game has become very popular in all fields of
Skavenlife  the Skaven loving any opportunity for mindless
violence. In fact, it has been very difficult to persuade them

+  that there is any other purpose to the game once they are on
the field, or even when they are just spectating in the stands!
Some of the great all-time Player Death and Crowd Death
records have occurred in games in which the Skaven have
been on the pitch.

True to their warped nature, the Skaven have adapted

the game to their own special ways. A new clan has been
formed to govern and control the game — Clan Rigens —

which consists of over 20 teams. The most famous are the

Skavenblight Scramblers, twice winners of the Blood Bowl

trophy. Several other teams have achieved successes in other,
lesser leagues and competitions, and there are mixed teams

with a large proportion of Skaven competing at various levels.

Of course, their close association with warpstone and the
rzsukmg ‘mutations have helped with this success, but even
7 the basic Skaven player has a lot going for them, It only a

matter of time before a Skaven team makes it to the top again.

FAMOUS SKAVEN TEAMS

The Skavenblight Scramblers: This is the only team ever
to have won the Blood Bowl trophy two years in succession,
winning Blood Bowls XVIIand XVIII back-to-back. Since

then, however, the Scramblers had proved a fairly lack-lustre

side until they were taken over by new Kead coach Sandch
Blackpelt. Under Blackpelt’s exacting leadership, the team. -
has proved almost unbeatable, winning the last three Open
tournamerits one after the other, and being elected Team of
the Year for 2493 by Spike! Magazine.

The Underworld Creepers: The Creepers are not a pure
Skaven team, but an unlikely combination of Skaven and
Goblins. They are famous for their innovative dirty tricks

and dastardly tactics, and for the acrimonious and violent
arguments that break out in their dugout when their overly
ambitious plans backfire (as they almost invariably do). These
two qualities have made them a big hit with the fans, even if
they are rarely awarded success on the Blood Bowl feld itself!

‘Warpfire Wanderers: This team has yet to make an impact
on the mainstream leagues, but is well known among Skaven
fans for their success in the Skaven-only ‘Clan Bowl. They
currently hold'the record for Most Entertainingly Slaughtered
‘Team, miaking it rare indeed to see the same player fielded two
seasons in a row. %

e
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_STAR PLAYER PROFILE -

It has been many years since Tarsh Surehands wowed the multitudes of Skaven fans, and since those heady days the
masters of Clan Rigens have devoxed every effort to creating another player in his image. For long decades they laboured
1 1l manner of horrors. Some had four legs ahd no head, others had
limbs reversed, while many more were simply too horrible to describe. Evéntually however, the long years of toil and
experimentation bore fruit. The result was Hakflem Skuttlespike, a player cast in the image of Tarsh Surehands upon
whose shoulders Clan Rigens immediately placed the future of the Skaven game of Blood Bowl.

But it was not to b, or ot as the hidden masters planned at least. Hakflem Skuttlespike did indeed prove to be the

HAKFLEM SKUTTLESPIKE =

e

unsurpassed player it was hoped he would be, but he was also petty, jealous and vicious, even for a Skaven! He ensured that
no other player would be created to rival him, killing any Clan Rigens experiment or creation that looked like a potential
equal. What heights of victory the Skavenblight Scramblers and other teams in which Skuttlespike has played might have
scaled will probably go unseen, scuppered by the petty jealousies that so bedevil the entire species.

Height: 5 ft g inches

Weight: 96 Ibs Position: Blitzer TR

- CareerTotals: 16 rushing 39 catching 72 kill injuries

| ‘Awards: Most Vicious Player 2489, The Big Cheese 2491, Forewarned is Four-armed 2493
‘Spike! Magazine Star Player Rating: 206

Age: 25

hd hd




TEAM PROFILE: SKAVENBLIGHT SCRAMBLERS

Team Colours: Yellow

Owner: The city of Skavenblight
Head Coach: Vytik the Many Headed
Players: Skaven 3

Rising from the foulest sewers of the land, the Skavenblight Scramblers are the world's premier Skaven team. Three times
swinnersof the Blood Bow,the team possesses a vicious mixture of the natural speed of the Skaven and the brutalraw

sower of its Rat Ogres. It can only be a matter of time before the Scramblers reach the top agaln
¢

2442 The Skaven invest nuimerous chunks ofwzrpsmne into a minor team in Clan ngens —the Scmmblers Th
Rigensina matter of months. They even finish as the Warp: Bowl ch
sl they hold for five consecrive years

2461
vacated spot in the l:ague to the Scnmblzrs

2493 The Scmmblers hold aloft another record as they become the nnly team to win (he B]ood Bowl mc}

eventually d the v P
most successful Skaven teams — many sporting mutations sun:h asadditional limbs or tentacles, ()
Now The Scramblers and fellow Skaven side, the Doomfire Warphunters, were due to play each other i
game of the Blood Bowl tournament. However, the game was so highly anticipated by the Skaven |
had to be turned back at the turnstiles. So the Skaven did what any self respecting mutatéd, five foot tal
would do... they dug underground to try to sneak into the stadium. When the opening kick-off arrived, the
ground underneath was so unstable that the entire pitch collapsed (inflicting ufzulmes) ‘The Warphunters
hed put their team backtogether dfne‘for the
¢ . e

ge, but even th

suffered the worst of bl 1d

Blood Bowl Championship. ~ *

Team Honours: Blood Bow! Winners 2477 (XVII), 2478 (XVILL); 2493 (XXXI1); Chaos Cup Winnets 2.4
=< the Year 2478,2493 . Gl
Hall of Fame: Tarsh Surehands, Breeet Braingulper, Rasta Tailspike

Spike! Magazine Rating: 146 points - it plummeted after the tunnelling e 8

SKAVEN TEAMS % E
Qry | Title Cost(gp) | MA | ST | AG- | AV | skills Normal | Double -
=16 | Linemen 50,000 7l 3 7. | None G
=2 | Throwers 70,000 7 3 3 7. | Pass, Sure Hands Gp
o+ | Gutter 80,000 9 2 4 7 | Dodge, Weeping Dagger GA

Runners #
o2 | Bliczers 90,000 7 cElET 8 | -Block Gs
o1 | RatOgre -~ | 150000 |6 sl 7o 8 | Frenzy, Loner, Mighty Blow, s
| G $ Prehensile Tail,
| WildAnimal 5
o8 Re-roll counters ¢ | 60,000 goldpieceseach




e followers of Chaos have been involved in Blood Bowl
since the earliest days of the sport. Although most teams
starfed as a conglomerate of followers of all of the Chaos
gods, it didn't take long for teams to be more selective in their
choice of deity. Nurgle's Rotters are the most famous team
devoted entirely to the god of decay, but they are far from the
only one. They are fairly unique, however, in that they were an
established Blood Bowl team before they pledged themselves
to Nurgle. Most teams draw their players from shadowy
plague cults or wandering bands of diseased prophets —in fact,
nowadays, even the smallest cabal is likely to have an amateur
team that heads to the local waste gmund every weekend fora

quickkickabout.

On the field, Nurgle teams re a terrifying prospect to face.
What they lack in agility and coordination, they more than
‘make up for with brute strength, a natural resilience to harm
and a whole playbook of stomach-churning tactics devised to

~bring the other team o its knees. Though Nurgle teams defy
conventional definition (making the task of official almanac-

. scribesa nightmare), they tend to be made up predominantly
of Rotters — players who have only recently contracted
Nurgle's Rot; Bloaters — players so swollen with disease, they
are walking hives of decay; Pestigors — Beastmen attracted to
the smell; and Rotspawn — players so blessed by the Plague

 nosmall pirt by th

FAMOUS NURGLE TEAMS -

The Subterranean Slimeballs: This team came together

at the height of the Rotters’ popularity, and for many years
was seen as‘a cheap attempt to cash in on the better known
team’s success, However, they soon revealed themselves to be
arguably the better team, often using actual tactics and-scoring
touchdowns! Wherever they go, their small but loyal fanbase
follows, cheering each time team mascot/star Blocker Big
Grotsy devours a player, or wannabe Thrower ‘Sickly Stefan

pitches theball upfield.

Diseased Destroyers: The Destroyers have been around
almost as long as the Rotters, but have been hampered by an
especially virulent strain of the Rot which has resulted in

their players mutating into mindless piles of protoplasmic

gloop extremely quickly. I¢’s not uncommon for all of the
players on the Destroyers to end up this way by the end of a
match, which can make felding a full team in the next match
ratherdifficult tosay the least!

‘The Plaguebearers: This is a new Nurgle team, and although
thiey are still often mistaken for the Rotters, they ate now
starting'to carve a name out for themselves. Th:s ls helped in
“the Plaguet leadi
squad, who have created an entertaining half-time routine
inyolving the squad members, a very large clouid of flies and a
Home-madeidolof Nurgle.

God that they have devolved into hideously mutated beasts.
&5 s :

STAR PLAYER PROFILE - GUFFLE PUSMAW

“NURGLE'S ROTTERS
Way back in the dim and distant past, before Guffle Pusmaw madé 2 name for himself, he was third reserve Catcher for the
Rocktown Rumblers. He was saved from a future of backwater mediocrity when he naively agreed to swap shirts with his
opposite number aftera match against the Rotters, and (rather predictably) contracted a vast swathe of diseases. Resigned
10 his fate, he accepted the love of Nurgle into his heart and became the Rotters’ newest signing, He must have done
something to please his new patron, because as well as the expected physical.changes that wracked his%ody, he awoke one
morning to find that his swollen gut had split open to reveal a drooling, snaggle-toothed maw. Understanding that he had
aduty to put this gift to good use, he trained night and day until he could catch a ball between the blubbery lips better than
he ever could with his hands. Opposing teams also found out that once he'd.taken possession, it was nigh impossible to
retrieve the ball. Almost overnight, Pusmaw went from a comple[e nobody to a highly sought-after player, receiving offers
fromteams inall cornes of the leaguccircuit,

Height: 6 ft 3 inches
Position: Catcher o8

Age: 25
‘Weight: 417 Ibs
- CareerTotals: 35 rushing touchdowns, 7 passing touchdowns, 11 fatalities.
Awards: Most Unique Mutation 2489, Spike! Magazine's Defensive Catcher Award 2490.
Spike! Magazine Star Player Rating: 158




@
{

W """ TEAM PROFILE: NURGLE'S ROTTERS

Team Colours: Green and piirple
Owner: The God of Plagues, the Putrid Grandfather... Nurgle himself, in other words
Head Coach: Captain Sven ‘four-eyes’ Erikksen
Players: Humans. .

- well, more or less, Beas(men

‘cmuwem as Nurgle’s Rot. It is notincominon for opponents to simply refuse to play against them. Unfortunately (or
Srrunately for the Rotters), the team did not survive the collapse of the NAF in 88. Without a regular supply of victims
rui they, dite lterally, fll to pieces. However, Spike! Magazine recently identified an outbreak of an advanced and

2402
a wail of destritction behind it before the NAF enforce a strict quarantine be fore,during and sterevers
the Rotrers take part in.

2468 The Rotters pull off an extraordinary and quite unexpectedwm against the much fancied Naggarothi -
Nightwings. It transpired that the Iodpngs the Nightwings had taken during their training petiod before
final was owned by a secret worshipper of the Chaos god Nurgle. When the time came for,
nghlwmgs players had a].ready be nTectedw :h the Ror and mutated into horrific, slug]

huge vat of antiseptic and a team of covert apothecaries. 3
2488 The collapse of the NAE leaves'the Rotters with a sparse fixture list and, surpns y'quicklx. :h;id

apart. The decimated team departed to take part in a match against the Arctic Cragspiders at the.

never made it across the desolate and frozen iceflows to the Cragspiders home stadium in the fa m
Present The crew of a fishing vessel discover the frozen body of one of the Rotters from 2488. The ﬁﬁnng w foolishly
take the body on board, where it defrosts and quickly infests the crew with the Rot. By time th lp arrived
at its home port, the crew had become the new Nurgle's Rotters, including Tiddles, the
transformed intoa spawn of Nurgle. Although not back to Blood Bowl winning form, the Rotters regmng from.
strength to strength, and it can un[y be amatter of time before they win atiother ]

Spike! \izgazme Rating: 198 points

NURSLE TEAMS ;

Qv | Title Cost(gp) | MA | ST | AG | AV | skills 2 Normal
>16 | Rotters 40000 | 5 3 3 8 | Decay,Nurgle'sRot - T,

Pestigors 80,000 6 3 3 8 | HomsNurgle'sRot, GSM

Bloaters 110000 | 4 4 2 9 | Disturbing Presence;Foul GSM
Appearance, Nurgle’s Rot,

Rotspawn 140,000 4 ags B 9 | Disturbing Presence, Foul s
4 Appearance, Loner, Mighty

Blow, Nurgle's Rot, Really

Stupid, Regéneration,

Tentacles

28 Re-roll counters * *| 70,000 gold pieces each :




DWAHF TEAMS

e very first'races to play Blood Bomlaid

* many Dwarf teams can trace their history to the early years
of thie game. Dwarfs tend to use a running game, grinding
their opponents into the ground as they go and working on
the principle of high casualty rates opening up the game.
Weakness both with and against the passing game has been
afeature of the Dwatf playbook for many centuries. There
are, however, so many Dwarf teams around that it is possible
to find one to suit any taste. One Dwarf team, Durum’s
Destroyers, have even built up a good passing game, thanks to
the inspired leadership of Bran ‘Long Bomb' Ironson.

It is, however, the Dwarfs' reputation for flamboyant illegality
that makes them such a big hit with the fans. Since it was

_a Dwarf, now immortalised by the name Roze-El, who first
discovered Nuffle’s sacred laws and brought the game into
being, most Dwatf teams believe they have a. lzstmg right to

, aher the laws as they choose.

‘The Dwarf Warhammerers, for example, frequently bend the
. xules of the game, and thenlaim Roze- luthorised their
ilficitamendments.

i

FAMOUS DWARF TEAMS
Dwarf Warhammerers: Arch-rivals of the Dwarf Giants,

the Warhammerers insist on breaking the rules in the most

obvious and flamk )

possible. Their
‘mining under the opposing team’s dugout and blowing it up at
halftime, using a hot air balloon to get past their opponent's
front line, and using, not one, but 11 Dwarf Deathrollers on
thesame play!

The Grudge Bearers: This team was formed in 2492 from
members of the Dwarf Scribes and Book-keepers Guild

who had become fed-up with writing about the game and
wanted to take part. All o the years hunched over books and
manuscripts paid off and the Grudge Bearers quickly become

famous for their intricate and well-planned plays, as well as

never forgetting an insult or dirty trick carried out by an
opponent, of course!

Zhufbar Amateur Eleven: The Dwarf Guild of Engineets is
rumoured to have a secret brotherhood devoted solely to the -
‘more creatively destructive side of Blood Bowl. Whatever the
truth, the formidable weapons of war that are brought to bear
by such teams as the Zhufbar Amateur Eleven are enough to
make even the most hardy opponent think twice.

BLACK IMIITII:'IUIIES,VIIWIHF GIANTS, WARHAMMERERS

STAR PLAYER PROFILE - GRIM IRONJAW

The Slayer Cult is a strange but well-documented aspect of life for a Dwarf, seen as the only option for those who have

committed a shameful act. Shedding their worldly

one or two of these doom-crazed maniacs.

knows —maybethisishis year!

Height: s ft 2 inches
Position: Troll Slayer

 Weight: 162 Tbs

‘Award 2469(refused toaccept)’
ike! Magazine Star Player Rating: 318 -

contrite Dwarfs seek only a pure death in combat against the most terrifying foes imaginable. Traditionally, they had
sought their fate on the battlefield, but all of that changed when Grim Ironjaw joined the Black Mountain Blades.

In retrospect, it difficult to believe that i took as long as it did for a Slayer to take to the Blood Bowl pitch. Where better
to seek a glorious death than in an arena surrounded by baying fans, where a team of hulking brutes are doing their very
best to break your bones? The Blades were a particularly well-suited team, one of the few non-Orc teams in the Thunder
Valley League, and Ironjaw regularly came face to face with snatling Trolls and fearsome Black Orcs, A &

prowess, ever more Slayers began to seek out the game, resultingin the current state of play where most Dwarf teams boast

Following a successful first season, Ironjaw spent several years moving from team to team, always striving to move up in
the league rankings. After all as he saw it, the most glorious death to be found on the pitch must surely be at the Blood
Bowlitself, facing off against one of the NAFs most accomplished teams. In the years since he has yet to compete in the
fabled tournament, but with each passing season, his chances are greater and his legend grows ever more impressive. Who

 Career Totals: 3 rushing touchdowns, 102 kills/seriousinjuries
Apvards: Spike! Magazine's Anger Management Award 2392, Most Brutal Outburst 2436, Latiel Elflocks Fabulous Follicles

(s

greasing their hair with pig fat, these

news spread of his

s




TEAM PROFILE: THE DWARF GIANTS
Team Colours: Blue and gold
Owner: Thorn Durinsgold IIE
Head Coach: Gydrun Wolfric
Plavers: Dwarfs %

T Giants are an old team with a very long and distinguished history. They were one of Roze-El's original Blood Bowl
and they have been present for every major development in the game’s history. In more recent times, thanks to the
ot of team owner and patron King Durinsgold,they have consolidated their alents and re aunched themselves

sec

=== the fullymodernised; up-to-the-minute, hightech Blood Bow! game of today.

2381 When they realise their religion is getting in the way of having a good time, the llluminated Seers f the-Sacred
Orb of Nuffle change their name, update their rather stuffy image, and become the Dwarf Giants. Retiring_

captain Varak Varaksson becomes head coach, and sets about instituting a ruthless retraining program. 7
2400 After numerous modest successes, the Giants' good fortunes reach a peak when theyend the season as league &

champions. However, a long and bloody underground war against various Orc and Goblin armies byArgvak ’*
Pentel begins soon after, and the entire team are drafted. When the war ends - thirty-six years later— th gea
is all but forgotten. However, thanks to some serious determination from new coach Karrag(Varaksson died:-
heroically in the war), the team are soon ready for action again, winning the NFC league championship in m%
Now In more modern times, the Giants have consolidated their skillsw ith typical Dwaf patience. Under the tuitio;
of youthful new coach Wolfric, and the inspired (and some would say quite crazy) captaincy of Grimwold

Grimbreath (‘the Helmsmasher'!), the team are regularly setting new d hd,

fatalities and
>

Team Honours: Blood Bowl Winners 2462(11), 2484 (XXIV); Orcidas Team of the Year 2484
of Fame: Durgul ‘the Killer' Hilliman, Coach Farakhan Kzn:g, Varak Varaksson %
# Spike! Magazine Rating: 289 pomts

DWARF TEAMS 3 i
Qxy | Title | Cost(gp) | MA | ST | AG | AV | Skills | Normal | Double |
Blockers | 70000 | 4 | 3| 2 .| 9 | BlockTackle,Thick Skull Gs i AP

> Runners 80,000 6 3 3 | 8. | SureHands, Thick Skull o) S0 5 AS

- Blitzers 80,000 5 3 3 9 | Block, Thick Skull s, Siliar

-z | Troll Slayers 90,000 5 3 2 8 | Block, Dauntless, Frenzy, (e AP’

k= Thick Skull s o
= Deathroller | 160000 | 4 7 1 | 10 | Break Tackle, Dirty Player, s “GAR: i
* | Juggernaut, Loner, o

Mighty Blow, No Hands, M
; Secret Weapon, Stand Firm
= Re-rollcounters | 50,000 gold pieces each A

BUGMAN'S BOOK OF RECORDS with Jim Johnson

Myopic Halfling Thrower Rondo Magoo recently founded a
campaign to make the game less violent, stating that he might j‘
have made a completion or two if everyone hadn't

been trying o pull his arms off the whole time

A memorial service will be held next

weekend



e story of High Elves in Blood Bowl is a long and
interesting one, full of juicy scandals and long-running
disputes between larger-than-life characters. There’s just
something about them that generates the kind of behaviour
that sells tabloid news, a fact that most teams are reluctant to
shy away from. One of the biggest scandals in their history
came in the years following the collapse of the NAF, when
teams suddenly found themselves indebted to noble backers
from the Elven kingdoms, who — thanks to a lot of small print
~ began to make their way onto the pitch, shunting established
players to the sidelines. Outrage abounded among players and
fans alike, and it was only a matter of time before someone did
something about it.

When it finally happened, the formation of the Elven Union
came as a surprise to noone. A loose federation of Elven
teams, made up primarily of disgruntled former High EIf
players but including the 6dd Wood EIf and even Dark EIf, the
“Union seeks to repair the damaged reputation of Elven teams
and show that they can take Blood Bow! seriously. What the
teams lack in funding, they make up for with experience and
stubborn determination.

s

FAMOUS ELVEN UNION TEAMS

Elfheim Eagles: Founded from the ashes of the Dat-Ellerath
Beechtrees and the Ashvale Valar in 2468, the Elfheim

Eagles soon gained a reputation as one of the finest passing
play teams in the world. Nonetheless, they were dangerously
vulnerable to opponents who ran the ball, which hampered
their chances in the wider game, and suffered a serious blow
when captain Valen Swift quit in 2501, taking several of the
more expetienced players with him. If the team wishes to live
up to their early promise, they have a long road ahead of them.

Celestial Comets: Initially brought together by the College
of Celestial Wizards to compete in the Dungeonbowl, the
Comets made a name for themselves thanks to their fondness

for hit-and-run tactics. Following a string of victories, they

decided to transition to a proper pitch in 2476. Although it
took them a while to get used to playing in a well-lit open field,
without a single teleporter in sight, their surprising brutality
following.

 tactics won them a sij

p it if we do anyway

A 5 STAR PI.A-YER I"RBFII.E - ELDRIL SIDEWINDER

CALEDOR DRAGONS, LAURELORN PALADINS, ATHELORN AVENGERS, DARKSIDE COWBOYS

Eldril Sidewinder has played Blood Bowl as long as most can remember, partly due to the incredibly long life span of his
race, but mainly thanks o his sheer skill on the pitch. The secret of his success (and longevity) lies in his belonging toa
singular class within Wood EIf and Sea EIf society - the Wardancers. These watriors combine athleticism and deadly skill,
and are capable of dashing through a melee, weaving and leaping bout their opponents while transfixing them with their
grace such that foes are unable to react or even to think clearly. So beguiling are the movements of a skilled Wardancer that
some claim it to be some manner of boon from the dark gods, a misconception that Sidewinder is ever keen to refute.

“Throughout Kis long career, Eldril Sidewinder has featured in'the line-ups ofmany different Elfteamettaany long
forgotten, others riding high in the leagues. He has played for such teams as the Caledor Dragons, the Codillian Clarions,
the Laurelorn Paladins and the Athelorn Avengers, and has even played for Dark EIf teams,including the Ashbane
Vendettas and the Darkside Cowboys. Following the appearance of the so-called Elven Union teams, he was offered the
captaincy of several newly-formed outfits, in particular the Sea EIf team, the Unsettled Sea.

As of 2493, Eldril Sidewinder holds numerous records and continues to go from strength to strength, beguiling opposing
players as well as their fans. He once performed such a stunning wardance rightinto the End Zorie that 100,000 rowdy
Greenboyzfans were reduced to tears of wonder — a spectacle not seen before or since. .

Height: 6 ft 6 inches
Position: Catcher

| “Age: 169
Weight: 158 Ibs
Career Totals: Rushing 1,006 paces, receiving 91 passes for 2,612 paces, throwing 37 passes from ss for 406 paces,

| 65 touchdowns, 41 interceptions returned for 506 paces, 19 player fatalities. 9

‘Awards: Delightful Decapitation Award 2490, Atful Assailment Award 2493, Mesmerisitigi¥utilation Award 2472

“Spike! Magazine Star Player Rating: 278 . J




_ TEAM. PROFILE: THE ELFHEIM EAGLES
2 Colours: Wh1te/purple/omge«/xed/mngema (seems to d1ange from game to game!)
Owner: Lasen Waterfall

Coach: Pegellian Ashblade

Phayers: Elves

= the Elven Union initially came about, itsfirst few.teams struggled to stay afloat. Even though their players rejected
e cpulent ways of their old teamns, ofd habits die hard, and more than one team was scuppered when its players decided en

that they simply had to have new deslgner haircuts. The Eagles were born out of two such teams. Spearhesding anew,

e ixch In 2480 they edged out Nurgle’s Rotters to win Blood Bowl XX, an achievemerit that even the High EIf
= ackrowledge. Today, they are deservedly held as one ofthe finest passing play teams in the Old World.

263

2571 f
EIf teams are immediately excluded from the compennon After a petition is sngned by thouknudsp
Chaos and Orc fans, livid at the 1honght of not seeing EIf teams getting a good kicking th:l season,
are over-ruled. Outraged, they pass up the chance to renew their rshi
damage is done and the Eagles vow never to plny in the Chaos Cup again.. -

win despite ul odds against them.

single fatalit, and betting agencies are bankrupted lef, right

fortuitous win is still ongoing, in particular regarding the stories of a vat ofa'n‘ns
o the stadium hours before kick-off.

2488 The investigaiBiididnicilow chic Haglesisise s eiidenicad by chsm wianibpSpieal Mo ptain \kqen Swift

proved to be ascharismatic and skilled a leader s his brother Lucien, captain of the Galadrieth Gladiators,and

continued building a strong.team. The Eagles become known ot just for their impres veplzys, butfonlmr :

willingness to get their hands ditty when they need to.

The Eagles are going from strength to strength, and are fighting tnomshme the High E].f mmu

players originated from. Of course, the eventual aim is a Blood Bowl trophy, but in the meantime

E 2483, §pxhe' Open 2486,
Hall of Fame: Valen Swift, Soaren Hightower; Fennel Tallelm e 2
Spike! Magazine Rating: 278 points Sy

".’

ELVEN UNION TEAMS

Qv | Title Cost(gp) | MA | ST | AG | AV | skills Normal | Double
scé | Linemen 60,000 6 Sl ) 4 7| None ] GA
=z | Throwers 70,000 6 3 4 7 | Pass GAP
&% | Carchers 100,000 | 8 3 P 7 | Catch, Netves of Steel cAL g
Blirzers #4 110,000 |7 3 4 8 Block, Side Step GA

>4 Re-roll counters * | 50,000 goldpieceséach




‘When Blood Bowl was first played, High Elves disdained

the game. They believed there was no more to Blood Bowl
thai two teams of uncivilised yobs pummelling each other
senseless in a display of mindless violence. It didn't take them
long, however, to realise that there is nothing to beat seeing
your team wipe out the opposition and win a hard-fought
Blood Bowl game!

High Elfteams, of which there are now quite a few in the
NATE, are renowned for their passing game. EIf teams have
S T M wheirie comes 1o winning (as cbiedYo
VA MR - oxicion vwhich isni't glwaysthe same
iR & ¢ 1 vcis ark the eptiome ofthe more
SRR o (halicss

FAMOUS HIGH ELF TEAMS

h Glad

The Gladi probably the
most famous High EIf team of them all. They won the Blood
Bowl in 2470 and were always top contenders thanks to the
best Elven Blitzer to grace the pitch, Lucien ‘the Silver Bullet
Swift. The team includes some of the richest Elves in the
kingdom, allowing them to literally buy success, and they have
come close to the finals of several major tournaments. Swift's
recent retitement has left them a little short, but it can only be
a matter of time before the richest team in Blood Bowl lures
another star onto their roster.

Caledor Dragons: The Dragons are another team who used
to play in a minor league until the collapse of the NAF opened

_up the game to all-comers, They have proved remarkably

successful, beating several of the old established teamsand

& almost making it into the Blood Bowl semi-finals last year.
‘The only real problem with High EIf teams is that they can “

be very picky about who,when or where they play — who can
forget the Eagles refusing to play the Bright Crusaders because
“a) it was raining, b) the pitch was muddy, and c) the Crusaders’
costumes were designed in the worst possible taste! Still, it's a
miracle the Elves play the game at all, so we must be thankful
— High Elves find close proximity to others so galling...

“Elves might not have discovered Blood Bowl, but you'd better

believe we're the best at it!”

Prince Moranion, Caledor Dragons

STAR PLAYER PROFILE - PRINCE MORANION

DRAGON PRINCES;-CALEDOR DRAGONS

An Elven noble of impeccable breeding and ancient blood, Prince Moranion wasat one time fated ta lead his people as
ruler. Then however, the young prince (500 years old or 5o — which is young for an EIf) acquired a taste for Blood Bowl. At
that time it was considered quite unseemly for a High EIf of his standing to show interest in a past time as crude as Blood
Bowl and by all accounts it caused quite a stir at court. Being something of a young rebel however, Moranion refused to be
deterred from his interest in the sport and to his parents' horror ifispired a band of his contemporaries to form a team of
their own, utterly sure in the knowledge that their flashy armour and disdainfulattitude would see them through,

The sight of the flowet of High Elf youth arrayed in Blood Bowl armour so horrified their parents that the matter carne to
4 head. The mothers and fathers of the noble players threatened to disown their wayward children if tHey played but one
game, unless that game was played against a rival team of equal social standing, a demand to which the Dragon Princes,

as the team had named itself, acquiesced, albeit grudgingly. It was a cunning ruse indeed, for their parents had calculated
that no such equals existed who would sully themselves by playing Blood Bowl, and so the Dragon Princes were disbanded
almost as soon as they had been founded.

Though he was once again a lone figure of rebellion, his friends having taken up other fashionable pursuits less likely to
ruin their delicate features, Moranion was determined to pursue the sport. He eventually signed up (in fact he bought up)
the Caledor Dragons, and to the surprise of the fans and the chagrin of his noble parents proved a highly capable player

- indeed, taking the Caledor Dragons to numerous memorable victories.

Age: 562 Height: 6 ft 3 inches

Weight: 135 Ibs Position: Blitzer

- Career Totals: Rushing 1,926 paces; receiving 5o passes for 1,207 paces; 56 touchdowns; 29 fatalities.
Awards: Finest Form 2464, Filthiest Richest Player 2451, Golden Phoenix 2470 y

| Spike! Magazine Star PlayerRating: 331 -
L, 2

/




“TEAM PlillFll.E: THE GALADRIETH GLADIATORS

Temm Colours: Blue/red
Swmer The Court of the Eagle
Eiead Coach: Ilithrion Vael -
Players: HighElves

5= Caladrieth Gladiators have made a name fot themselves as being a High Ef team that tends to eschew passing plays
S of running the ball up'the field. They everrmanaged to make it through the 2471 season with not a single completion *
o Swic same! Led by the legendary Lucien Swift, they went from strength to strength throughout the 70s and 8os, but
sruzzied tostay afloat following the collapse of the NAF. Somehow, they managed to find financial backihg, but the
fema=ds made by their princely patronshave taken a toll on the team. If they hope to win anorher rmphy,they mnﬁa{ need.
= S22 znother way to fund their game:

The Dar-Ellerath Beechtrees and the Ashvale Valar are purch ’by Valahar Gilanté i
the Elfheim Eagles. Galante seems keen to keep only the youngest and freshest Facepliyiets, g the Cladi

semi-finals with a close-| (nug}n 2- ,wu:mry Ahhough (he post-match party goes down in historyas oqe
mostextsavagantever seen the team are t00 busy seeing apott li

appearance them selves.

The collapse of t he NAF has hit the aladistorsawherit s - rightin the pecty cash! Wichout big lugue
backing, the players are forced to find themselves, Hot spring saunas, chimera skin kitbags and private
teleportation spells become a thing of the past, and the team becomes mcrnsmgly desperate. Af
sponsorship deal falls through (and the team is roundly mocked by fans and sports media alike ]
time they enter a stadium as the McMurty’s Big Murt Gladiators), they are bailed out by a wnsorl’lum f]
princes. Eager to get back to the lifestyle to which they are accustomed the Gladiators don't bother; tpcheck
fine print, and unwittingly give their backers the all-clear to their way into the starting line-up.

and remedu! hai

»
The Gladiators still have their share of fans, thanks to the constant stream of advertising cn‘npalgns and pledge
rallies organised by the Court of the Eagle,but most Blood Bowl that the glory yd
Many of the ol star players have moved on, leaving behind a team made up mostly of privileged pﬂncelmg:
Things were compounded when Lucien Swif tretired, leaving the team without strong leadership, but vl\nks ©
almost unlirited-funding, it can only be a matter. f tim before asuitable replacement is found.

#

e Honours: Blood Bowl Winners 2470 (X), Most Aes(henc Pass 2483, Best Post-match Party 2470, Heaviest M
*rgramme 2471LElf Lord's C dation for most lar Offensive Magic248
=} il of Fame: Lucien ‘the Silver Bullet' Swift, Pierrot Rainforest, Tharion the Bright

| Spk=' Magazine Rating: 135 points

®GY ELF TEAMS i
Title Cost(gp) skills

Linemen 70,000 6 None

Throwers 90,000 6 Pass, Safe Throw..

Carchers * 90,000 8 Catch

== | Bliwers , | 100000 | 7 “Block

»4 Re-roll counters | 50,000 gold pieces cach ‘




‘years ago, the Dark Elves were little more than a
small group within High EIf society who turned their back on
traditional Elven ways. They eschewed nobility and grace for
powerand glory, believing their immortality marked them out
as the most powerful of all the world's races. When their thirst
for conquestled to a bitter civil war that rocked the Elven
kingdoms — which they lost ~ the Dark Elves were banished
from their homeland. This enforced exile only strengthened
theit resolve, and to this day they make every effort to prove to
their former kin that they were right all along.

And, by Nuffle, can they play Blood Bowl!

1

Dark EIf hibitsimil
their Elven cousins, but are distinctly more aggressive in their

strengths and to

game. But sheer spite makes the Dark Elves enjoy the running
game, particularly when a team includes a remarkable player
like Jeremiah Kool. In fact, itis hard to believe that the

- ‘Flashing Blade won't be tempted out of retirement — if not by
the Darkside Cowboys, then by some other team.

FAMOUS DARK ELF TEAMS

Darkside Cowboys: The Cowboys are, many say, the best of -
the Dark EIf teams. Their combination of high intelligence,
natural grace, degenerate violence and hatred of all living
things (or unliving things, for that matter‘) has helped them
tothe top severaltimes,

Naggaroth Nightmares: This is a new team that was
founded after the collapse of the NAE: Many of its players
come fromthe disbanded Naggaroth Nihtwinigs, who went
bankrupt when the head coach took flight with the team
tréasury, With fuch'a wealeh'of talét, the teamhig already.
Proved tobe a living nightmae fof mbte than oheopponent!

_Khaine's Killers: A team known more as a bunch of

deranged blood-thirsty zealots than actual players, Khaine's
Killers treat the game of Blood Bowl not as a sport, but as an
act of devotion to the Dark Elves god of murder. They have
repeatedly attempted to field entire teams of Witch Elves, but
have in each instance fallen afoul of NAF player regulations
much to the chagrin of their love-struck fans.

DARKSIOE COWBOYS

STAR PLAYER PROFILE - ROXANNA DARKNAIL

Bored by her life of blood and cruelty in the Sisterhood of Khaine, Roxanna Darknail set her black heart on becoming a
Blood Bowl player as a means of finding some small thrill in life. Like all of her kind, Roxanna was raised to be far more

than a deranged killer - she's a religious zealot on the side! As a devotee of the god of murder, she saw in the sport of Blood
Bowl a means of expressing her devotion to the Dark Elves' bloody-handed god, Khaine. For this however, she has been
branded a heretic by her sisters, who claim that she has been drawn to the worsl'up ofthe god Nufile. Only Roxannaknows

the truth, and she isn't telling.

As one of the Darkside Cowboys’ most successful players, Roxanna makes such a show of spilling the blood ofher foes that

itis rare indeed when she does not end a match with her skin slick with the blood of fallen opponents. And the fans love
it, especially the cruel-hearted Dark Elves and other, equally mean-spirited types. Some however claim that Roxanna uses
her status and role as a means of retaining her youthful features and soft, pale skin, and indeed several cosmetics brands
have sought to sponsor her in order to be associated with such a starkly beautiful player. Others whisper that as a Witch
EIf, Roxanna is compelled to bathe in the blood of her enemies lest she age and wither into a stooped crone - none to have
wvoiced such a suspicion have lived to repeat it.

Age: A lady doesn't tell Height: 5 ft 11inches (out of heels)

Weight: A gentleman doesn'task ~ Position: Receiver

Career Totals: Rushing 45 paces, 22 catching touchdowns, 301 fatalities:
. Awards: Most Blood Spilled 2492, Sudden Death Award 2490, Flawless Skin Commendation 2480-94
~Spike! Magazine Star Player Rating: 363




 TEAM PROFILE: THE DARKSIDE COWBOYS

T Codourrs: Black and blue
e 2zince Derren ar-Lolovia
S Camch: Luxen Tuentir
Bmres: Dz Elves

i mariscedd Dark Elfrace is i or its worship of weird and deviant violence,and Blood Bowl fits
Amer migcus beliefs very well indeed. The Cowboys are a cruel, ultra-violent team, and consequently do very: w’éll’ng;he
B Thitibination of high fnpelligénte, rirtral grace,d iolenceand hatced Pl living chigs hds HElRad
e 7 e topseveral times. 23 o P

such as using small trussed-up. nglogynes as balls to save wear on expensive lmport.ed sqmgskms
rumours only seem to heighten the Cowboys' myanue with thrill-starved fans. e

Cowboys used illegal magic to turn most of the All-Stars’ front row into slugs')
The Cowboys nearly disband after the infamous match against the Kishago Werebears - which
edore being abandoned at 2:2 on the death of the last player on either sideNew NAF rules
2ames come too late (o save the Werebears, but the Cowboys manage toreform and reBuild their
ldleadership of eremish Kool. Their drive culminated in glory when they win mmif
which Kool set their unbroken passing record.
Although Kool retired in 2487, his place was moresthan ﬁlled by Hubris Rakanh the latesr in zhn

(owbo)s all the wy to the Blood Bowl Championships that were to prove to b the laszo;gamseaaw theold -
N_AF league. While the match was in progress, the NAF commissioner disappeared, along wnh the entire NAF
easury and most of the Cowboys cheerleadcrs, ! Th e Cowboys recovercd from their lnss very qmckl —lhe N,

Semm Honours: Blood Bowl Winners 2461 (r), 2481 (xxx),uss (xxvm), Omdas Team of the Year 2481
il of Fame: Rokudan Fey, Jeremiah ‘Flashing Blade' Kool
Sgilie’ Magazine Team Rating: 294 points

- IMEK ELF TEAMS :
Title Cost (gp) AV | skills

Linemen 70,000 None

ners 80,000 i . Dump-off

Assassing 90,000 Shadowing, Stab

Strzers 100,000 7 Block

Wuch Elves 110000 | 7 Dodge, Frenzy Jump Up

>4 Re-roll counters | 50,000 gold pieces each




Wo
the fores They are physically identical to High Elves,but

I Elves are elves who shun city life in favour of living in

prefer not to wear much armour,f

FAMOUS WOOD ELF TEAMS

The Athelorn Avengers: This is one of the old NAF teams
that has taken extremelywell to the new open tournament
style of play. The Avengers insist that this is because the

le garb of

natural colours such as green or ruddy browns. Their kingdom
. isfar older than the human realms that surround it, and on the

whole it is avoided by humans — who know that any creature

+  that enters the forest with evil intent invites a swift death
from an'unseen arrow or a sudden sword strike. This means
that Wood Elves are rarely seen by other races, except when
one of their teams and its fansarrive as if from nowhere to
play a match, disappearing back into the countryside just as
mysteriously oncethegameis over!

'Wood Elves make natural Blood Bowl players, although their

The 1)

open suit their fi heeling and easy-going
style, though less kind critics say thatit'sbecause they areno -
longer stuck in the same division as their far more successful -
arch-rivals, the Darkside Cowboys! Whatever the reason, the
Avengers are on a roll at present, especially since they took

their first trophy at Blood Bowl XXXVI.

TheLaurelorn Paladins: The Laurelorn Paladins are a
relatively new Wood EIf team that has caused something of a
storm by including twoTreemen to its line-up. The Longbark

_brothersare cuttings from one of the most famous Treeman

players ever, Longbark Earthroot of the Galadrieth Gladiators,

refusal to wear heavy armour does leave them to
some of the more hard hitting opposing teams. Generally,
however, the Wood Elves' natural athletic ability is enough to
keep them out of trouble — it takes a fast or cunning foe to lay

‘2 hand on a Wood Elf player! In any case, no decent Wood EIf

would be seen in bulky, shapeless armour, let alone be forced
tolurk across the pitch like a ilthy Skaven. For Wood Elves
the long pass is everything, even more so than for their High

/ Elf cousins, and all of their effort goes'into becoming expert at
throwing or receiving. The one exception to this are the Wood
Elf Wardancers. These extremely athletic warriors are trained
in the deadly arts of hand-to-hand combat and are a match for
 almostany foe :

and have proven to be two chips of  the old block. The
Longbark brothers have given the Paladins a hard hitting edge
that most Wood Elf teams lack, and many commentators afe
tipping them as the Wood EIf team to watch.

Bil Bali Archers: For many years, the Archers were known
more for the lyrical skills of their fans than the sporting.
abilities of their players. One game at a time however, the
Archers'have turned their fortunes around, largely thanks to
the lilting tones of their adoring fans inspiring them to ever
‘more spectacular victories.

s

ATHELORN AVENGERS

STAR PLAYER PROFILE - JORDELL FRESHBREEZE

Jordell is regarded by manyas notonly the greatest player currently in the game, but one of the greatest ever to have !aken
to the pitch. The secret of his success is a combination of speed and dexterity that makes him nigh impossible to stop. This -
skillis born of Jordell’s essential nature — as a Wood ELf Wardancer he is able to draw upon and channel the aspect of the
yers before he is
even seen. There is one downside to Jordell's incredible skills though —his amazing achievements are sometimes missed by *
commentators and official statisticians, and can only be formally confirmed after lengthy investigation.

silent, unseen wind after which he is named, passing through gaps in the opposition’s line and around

Age:i137
Weight: 151 Ibs
Career Totals: Rushing 3,000 paces, recéiving 1 pass for 16 paces, throwing o from 6r passes, 27 interceptions returned for
196 paces, 137 touchdowns, 137 player fatalities, or civilian fatalities, 48 referee fatalities.
Awards: Blink and You Missed It! 2476-94, Silent but Violent All Time Champion

- Spike! Magazine Star Player Rating: 347

Height: 6 ft 6 inches
Position: Blitzer




TEAM PROFILE: THE ATHELORN AVENGERS
Texm Colours: Yellow and geen
©wmer: Caesyn Dyn-Athron
Hiead Coach: Aed Hothriss *
Ppers: Wood Elves .

i Avengers have had avariedand:i ing career, but have come to prominence since the mid 8os. Between the
calazse of the NAF and their successful drafting of a number of promising new players, they began to build a head of

ez that resul ted in victory at Blood Bowl XXXV The archetypal Wood EIf team, they are as graceful as they are stylish,
sfioriessly evading clumsy blocks and flashing perfect smiles as they dance around infuriated opponents! They have:
s tmcreasingly well known for their éofplex passing plays,che ball changing hands so of ten that the othert

==alls gives up trying to keep track of it md 1 instead concentrates on breaking :he Avengers' famously bnule’sm

The Athelorn Avengers make their debut in the Elven Kingdoms league, winning their first few games. I
looking good for the newcomers untilthey fake to the ieldagainst the Darkside Cowboys. After forty-thr
ingly foul-fuelled minutes, the Avengers are forced d havmgloswverh;lfoﬁhenrsraniﬂg

op 0 whatthe pressrelaselter cals e iting nju is” They swear

most famous rivalries is born.
‘The Avengers start to get noticed in the NAF lexgne, but consistently find them,selves in the same ¢

their bitter Dark EIf rivals. The Darkside Cowboys realisethat their presence is just about the onlpﬁz.ng at.

can shake the Avengers’ otherwise fimitless confidence, and are quick to inform their fans. The Aveng

2 number of embarassing losses when Cowboys fans stat turning up o thei games 0 et chant and generally,

be as much of a nuisance as possible: B

The Firebrand Ingots set a new réord for Most Intefceptions in a Single Game while facing off a

Avengers, thanks to a devious ploy involving powerful magnéts and a tampered ball. Head coach E

a complaint, but it falls on deaf ears and the record stands. The Ingots are later bankrupted when their home,
stadium is taken overby a grove of several hundred tanglethorn trees. Team owner Caesyn Dyn- -Athron dccl.mes
o cammerid ing only that he could danumberofhighly qualified hoiticulturalists.
Aftera lotof time spent in training, and even more time spent having open and honest discussions witha series
of incredibly well-paid llors, the Avenger tohave defeated their hang-upsregarding the Darkside
Cowboys. They're unlikely to be sharing a drinkany time soon, but they ve faced each other across the line of
scrimmage several times now without the Wood Blves going to pieces. Fans are hoping that this was al'mm was
holding thern back, and that they can now mke.apush for the rmphy they deserve.

Tewm Honours: Most Improved Hairstylist 2302, s,uker fagazine Most d Player Award 2465
%al of Fame: Jordell Freshbreeze,Jem Goldstar, Luarn Proudbow 3
Sgekc’ Magazine Rating: 142points

W00 ELF TEAMS

Title Cost(gp) 3 Skills

Lineman 70,00 None

Catchers 90,000 | Catch, Dodge, Sprint.

Throwers 90,000 4 Pass

Wardaficers 120,000 Block, Dodge, Leap

Treeman = 120,000 "Loner, Mighty Blow, Stand
Firm, Strong Arm, Take
Root, Thick Skull, Throw
Team-mate, Timmm-ber!

24 e ooll counters £ | 50,000'gold pieces each
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' BLOOD BOWL LEAGUES

< “What'sthis,Jim?New leagueregulationstoo?”

“That's right, Bob, how else could we work out which team is the best
ofthayn all?”

“Well, Jirm, back in my day we kept goingtil all the teams but one
weredead!”

“Indeed,Bob, and I thinkyou'llfind thatclausestill exists in the
Great Book of Regulations, but there’s af ewotherthingsto learn
first...” -

Any experienced Blood Bowl coacwill tell you that while
one-off games may be fun, running a team over the course of
a series of games is far more exciting, Not onlydo you have

~‘to worry about the tactics that your team will use in a single
game, but you can also watch your team develop and grow
intoa real powerhouse to rival even the mighty Reikland
Reaversor the Gouged Eye. Joining a league can be quite a

7 commitment, and involves learning a few more rules, but the

glory ofleading your team through 4 long season to the Blood
Bowl final is well worth the effort! e

GETTING STARTED

In ordertosetupthe league, the first thing you needtodo
is appoint a League Commissioner. A n ideal Commissioner
should be a highly organised individual with a flawless grasp
_ ofthe Blood Bow! rules and the ability to herd cats, but
anyone enthusiastic and dedicated enough to geta league
up and running probably stands a good chance of keeping it
trundling along. Thie Commissioner has the responsibility
of making sure that the league runs smoothly, and, most
importantly, organising any tournaments that are played.
Some Commissioners like to keep a central database of teams
to keep track of how well everyone is doing, and someeven
iteregul 1 hreports,league

“tables and anything else they can think of  There’s nothing
stopping the Commissioner from taking partin the league,
just solong as they don't abuse their power. "

. ‘There are many different ways to run a league, with the

one presented here being just one example. It is up to the
‘Commissioner to decide how to run their league, and they are
free to change or modify any of the Blood Bowl rules as they
“see fit. A sensible Commissioner will discuss any potential

day,the Commissioner’s word is law! It's not easy running a
league, and ultimate power is one of the few perks of the job.

‘The following section represents the official and sacred word of the great god Nuffle on the subject
of running Blood Bowl leagues. Youllalso find an updated list of skills and several new game options to try out.

Itis quité rare for a Blood Bowl tearn to own a stadium. Most-
belong to the Colleges of Magic orare runby the nearestcity
or town, but there are a few wealthy landowners with private
stadiumson theirestates. Asa result,teams aren't tied to one
place, and tend to spend most of their time travelling from
stadium to stadium, and playing matches against any teams
that cross their path.

‘The League rules aredesigned to recreate this slightly anarchic
system, keeping the structure light and (forthe mostpart)
., puttingcoachesin charge ofsetting uptheir own matches.

HOW LEAGUES WORK
Toplay a league, you will need at least four teams. At the start
of the league, éach coach needs to create aleague team as
describéd on page 19. The league plays out over a numberof
seasons, during which each team will play each other team at
least once. At the end of each season is a short Tournament,
consisting of two semi-finals and a final, at the end of which
one team will emerge victorious! A new season can then begin
(after a period of out-of game downtime), giving new teams
achance to join the league and letting coaches step down if
they wish totakea break. After the season break, coaches will
needtoreassemble their teams, coaxing their most successful
players back with stacks of gold‘and promises of fame and.
glory, then rounding out the numbers with a few rookies.

DIVISIONS HEES:
If the league contains eight or more. teﬁs, the Commissioner
should divide them into divisions. Each division should
contain as equal a number of teams as possible, but a division
should have.no fewer than four teams and no more than eight
The larger the divisions are, the longera season will take. The
/iteams can be split however the Commissioner decides, but
drawing team names out of an upturned Blood Bow! helmet
(or similar receptacle)is most traditional. Once the divisions
have beer split, the season can begin!

LEAGUE SEASONS

There are two typ®s of game a team can play during a league:
competition games and friendlies. The difference between the
two s described in more detail later, but broadly, competition
GiShile friendlies exist mainly to

 make some gold and increase your team's reputation - and to

‘games affect the league

give you an excuse to play more Blood Bowl!




H.IYIIG A SEASUN

z = season, each team must play two competition BOB'S LOCKER ROOM BANTER

st each other team if their division. They can High Elf teams are famous for demanding kit changes al every
oy friendlies as they like against teams from ¥ opportunity. I once faced an overseas team that had

s = division, from ariother division,oreven arthe 1 SR EARL AT AP T e

“emamessioner's discretion) against teams that aren't part - @ SSMRSARS outfits on the shiy

# =n= eague. As an aside, this is a greatway to recruit new
gpim=—= Get someone playing a few friendlies and you might
S e want to join your league next season!

-mmended thatyou setatime limit for each season. THEASURY

o the Commissioner;of cotrse,bubifieveniathe | <Each costlyiiis ith s Trtasary of ropabias i R L 5

s seilling because two players can't seem to get their with which to draft their téam. 1fa coach does not spend

- to line up. A good rule of thumb for deciding a their full Treasury, they shouldore down any remzmdet‘h\

is to assume that each team can play two games in
wwe=s_ 3 league with a single division of six players would
T 1 s

2s0n consisting of ten matches per team (two against
s of the other teams), so would last for five weeks. Any

1 games that have not been played by the end of the
 count as aloss for both teams. If a coach is thought pay r
—ing the system, and avoidinggames that theyknow . Special Play cards will be drwn (see page 23); tﬁe value of
g to lose just to prevent their opponent from  ateam(‘Team Value,or 'rv) isworked out byaddmg up the
@=ricg 2 win, the League Commissioner has our permission
<22 no-good cheaters and dock their League points —at . match, includ
Y “ofcoaching staff, team re-rolls,and Fan Factq
1 f; team in the 2 e 4]
11 of the season's games have been played (or the time - Note that gold in the Treasury and players mmng the game_
en reached), the season ends in spectacular fashion  due to an injury do not count townrds the Te
st <= Play offs (see page 26). Then there is a period of
< see page 26), llowed bythe surtofa newsea on. OASUALTIES ;
sy Blood Bow! i a rough and dangerous spor, and playersare -
LEASUE TEAMS 0 e opion Mlledwhile oIAME Al L e ot
IAFT ING YOUR TEAMS - * Bowl players sport scars from old injuries, while some have
h taking part ina league must create a team, lost eyes, ears, noses and even whole limbs! Althbugh most
the rules on page 22 of the Blood Bowl rulebook:
150 add coaching staffto their team, as detailed
of this book. Coaches can choose from any of the

least!

=z s available: the Ores and Humans in the rulebook, player is off the pitch for the rest of the game, but in a leaguie;
e v reams included in this book, or any other teams it is vital to know exactly what type of injury a player has
e = madeavalble i futuresupplemens. 1fthe League. suffered Thisis wheve the Casualy table on page 20 comes

oner wishes to include other teams, for example by e

m across from previous editions of Blood Bowl,  Ifyourolla‘ro-12 ~ Casualty'on the InjiryeLIs b g :
come to doso. Casualty table once the player has been moved to the Dead &
Injured box of their Dugout. Toroll on thg Casualty table, roll
& eazee play, youshould use the team roster presented ona D6 and a D8. Treat the Dé result as ‘tens’ and the D8 as ‘units
= o4 izstead of the one found in the Blood Bowl rulebook. For example,if you score a 3 on the D6 and a 7 on the DB, the.

s ke sou track all of the information which is pertinent to
o o page 20.
Tiemms created for aleagué gannot include Star Players; during ~ The table lists exactly what has happened to the player, -
‘s Slav they do not join teams on a permanent basis, ind desctibes any apetial el o Midinimbtalilav e

@e==—=: 10 rake in inordinate amounts of cash by acting as ‘majority of the results simply cause the player to/cmss the

o= azemss. Youll still Beable to hire them ona game-by-game  next match, though some have more long- lastmg effects, 2

=aws = ough inducements, described below the table on page 20.




CASUALTY TABLE

D68 Result Effect
138 Badly Hurt 7 7 None -
41 Broken Ribs Miss Next Game
42 Groin Strain IR Miss Next Game &
43 Gouged Eye Miss Next Game
44 Broken Jaw o Miss Next Game
45 Fractured Arm Miss Next Game
746 Fractured Leg 710 Miss Next Game ¢
47 Smashed Hand Miss Next Game
48 Pinched Nerve Miss Next Game'
51 Damaged Back Niggling Injury
sz Smashed Knee ; Niggling Injury
53 Smashed Hip 1 MA
54 _» Smashed Ankle -1 MA
55 Serious Concussion 1AV
56 _ Fractured Skull % 1AV
57 Broken Neck 1AG
58  Smashed Collar Bone 18T
6168 Dead! Dead!

Miss Next Game: The opposing coach puts atick in that player's Miss Next Game column on the team roster. The player
cannot take part in the next match. Remove'the tick at the end of the next match.

NigglingInjury: Miss next game as above. Inaddition, the opposing coach writes an ‘" in the Injuries box on the team
roster. Each Niggling Injury adds 110 any, subsequgm Injury rolls made against this player.

1 MA, ST,A mdAV Miss et RO LD 6003 opposivg conclifEcords che characteristic ciange.onthie
team roster. Nachzracrensnc mbe reduced by more than 2 points, or bel owa val ueof 1. Any injuries that could reduce it

g fg:rther are ignored (the playeemust stillsiss the next game).

osing conch semoves the player from their oster: They won' 8152 554 Bow) any more unless wi




STAR PLAYER POINTS

2z able to earn Star Player points (SPPs)in
n Matches. These aréearnedforscoring
s making complete passes,making interceptions,
: = injuring opposing players, and for earning Most
er awards. Once a playet has earned enough
soints, they become entitled to an improvement
on the Improvement table. Players who survive
11 progress to become Legendary Players, with
teristics and skills that they have picked up over
oftheir long career on the Blood Bowl pitch.

-oster includesboxes so coaches cart keep track of
w su=berof Star Playerpoints their playersearn during a
time aplayer does something that earns them
Flayer points, their coach should put a tick in the
box on the rosterforeach point they have earned
i of the match, count up the number of new ticks for
- and upgrade their total score of Star Player points

EARNING STAR PLAYER POINTS

points are earned for performing the following

aught by a receiver from theirown team in the
¢ of the pass when che ball comes to rest earns 1
point, This is called a completion.

Temciudown (TD): A player whoscores a touchdown earns 3

Fawerpoints. Ifa team isawarded a touchdown because

B=r rronent has no players to set up at the start of adrive,
Flaver Points are awarded.

Smeczeprion (INT): Ifa player successfullymakesan
sseseion of the ball after making an Interception roll then

S e - Star Player points.

Casualty (CAS): If a player blocks or is blocked by an
opponent, and subsequently causes a roll on the Injury table
for that opponent which results ina Casualty, they earn 2 Star
Player points. Casualties inflicted in any other way (lncludl%
fouls, injuries inflicted by the crowd, chainsaws, hombs, orthe:
Stab skill) do not count for Star Player points.

Most Valuable Player (MVP): At the end of the match, edel
coach nominates three players from their team and rolls a
D3 to choose one at random. Thatplayeris awarded a Most
Valuable Playeraward, earning s Star Player points:

IMPORTANT: A team that concedes a match mustgiy
MV o he opposing eam (i, the winning conchge
MVPsandthe losingcoachgets none)

IMPROVEMENT ROLLS :
As players earn Star Player poinits, they go up in levels of
and make rolls. Allpl tout

as Rookies with no SPP. Once a player has earned 6 points,
theybecome ‘Experienced and itled to their first
Improvement roll. Each time they go up another levelon the

blebelow, they are entitled 10 anothet Imp roll
The Star Player Points ablelists the number of Stat Plyer

required

STAR PLAYER POINTS TABLE
SPPs Title
o5 Rookie
615 Experienced

i630 | Vetenn

31-50 Emerging Star
st7s o Sar
76175 Super Star

" 17é+. Legend

At the end of the match, work out how many Star Player pb%:
cach of the players in your tesm bas carned, and looktﬁp\

it ot o baup alevel therdisri bl
for them on the Improvement table (see page 22): To make.
Improvemment ol ol o D6, ad the scores togethe and

.. logk upthe result o the Improverment able

BUGMAN'S BOOK OF RECORDS with Jim Johnson

Vizgrak Pigzit still holds the record for Most Officials

Killed in One Game. Retch Gutheave of Da

i Green Machine made a effort this season,
but was hampered by his insistence on

tryinglo cat them all




2D6  Result
29 Give the playera New Skill
10 Give the playera New Skill, or Increase the

player’s MA or AV characteristic by 1 point

11 Give the playera New Skill, or Increase the
+ player's AG characteristic by 1 point

12 Give the playera New Skill, or Increase the
player’s ST characteristic by 1 point

NEW SKILLS

Improvementrolls can grant players newskills. There
are four categories of skills: General (G), Agility (A),
Strength ($) and Passing (P). Thereare also Mutations
(M), which a pedantmight argue aren't really ‘skills as
such, but they're treatedin exactly the same wayfroma
rules perspective.

On each team list, the columns Normal and Double tell
you which skills are available to that player. Whatever
the result of your Improvement roll, you can give your
player a skill from one of the categories in their Normal
column. Ifan Improvement roll is a double,you can
choose a skill from one of the categories in either the
Normal or Double column.

For example, a High B Lineman can normally take General

and Agility skills, but on a doublecan also take Strength and

Passingskills, ",

When aplayer gains askill, record this on your team
roster. A player can never lose a skill.

CHARACTERISTIC INCREASES

An Improvementtable roll of 10-12 might increase
one of the player's characteristics. The entry will list
the characteristics that may be improved—simply
pick one and record the new value on the team roster.

Alternatively, the coach may choose to take a new skill
instead, as described previously. No characteristic may
ever be increased by more than 2 points overiis starting
value or to a value greater than 10. Any additional

increases must be taken as new skills instead.

IMPROVEMENTS ¢ PLAYER VALUES
Every player has a value. This amount is recorded when thes
are hired. As they get better (eg;gain skills o characteristic
increases), their value increases. To reflect this, whenever a
playerrolls on the mprovement table, their value must be
increased on the team roster by'the amountshown on the
table below. Note: Injuries the player suffers that reduce a
characteristic do not reduce the value of the player.

VALUE MODIFIERS TABLE

New Skill from the Normal column

#20,000 gp
New Skill from the Double column 430,000 gp
+1MAor+1AV +30,000gp
+1AG +40,000
5 +1ST #50,000 gp
'L
.

HUMAN AND ORC TEAMS b
The Human and Orc team lists in the Blood Bowl
rulebook do not contain the Normal and Double
columns, but don’t panic! You can find them in the team
summariesonpages45 & 46 of this book.

BUGMAN'S BOOK OF RECORDS with Jim Johnson

Alotof people are still convinced that Skaven are

little more than a myth, a fact which has put a

dampener on the Skavenblight Scramblers

promotional tours season after season.




PLAYING LEAGUE MATGHES'

« Mazches have their own sequences of play, which
pre-match and post-matchaction, as well as the
=< Follow this sequence for each match you play:

SE-WATCH SEQUENCE
= the Kick
n WeatherTable
Caose Inducements
= Special Play Cards

THE WaTCH
out the number of Fans and FAME

Game!

MEST-MATCH SEQUENCE

ement Rolls

e Team Stats

PSE-MATCH SEQUENCE

The » sequence must be used before every League
played. This is split into the following separate
sz described below:

S for the Kick

p 2 coinor roll off, with the wintier deciding -

will kick or receive for the first drive.

% Bl oo Weather Table g2

112 D6 and look ixp the fotal on the Weather

ze sponsors and free agents to licensed:
ries. They are willing to offer their servi
2 price, but the stadium itself will off

“which i

any of the inducements listed below. Tke am with the
Team Value is granted an additional ammf o%];wy cash’

sble to spend an extra 250,000 gold pieces on inducements
The team with the higher Team Value must purchase

ST it i

Inducements are selected from the following list:

+ 02 Bloodweiser Kegs ~ 50,000 gold pieces each

* 0-3 Bribes - 100,000 gold pieces each

* 0-4 Extra Team Training — 100,000 gold pieces each
+ Mercenaries (Unlimited) - Various prices

+ 0-2 Star Players — Various prices 8

0-2 Wandering Apothecaries — 100,000 gold pi

o5 SpecialPlays 100,000 gold pieceseach

Detailed descriptions of these inducements can be found on
page 28. Note that limitations and special rules from the team

on selectmg them.

i
All inducements that you purchase are lost at the end of«hc

match. No anever becorne a partof

youggeam. &

4 Draw Special PlayC
lns(ead otusmgt




POST-MATCH SEQUENCE -

You must go through the following phases in order after each and every League Match that you play:

1. Improvement Rolls

+* In Competition Matches, each coach awards their team’s MVP as described on page 21. In friendly mzlches, noMVPis
awarded.

+ Rollfor improvements for any players who have earned enough Star Player points to gain one. Record any changes to
playervaluesas a result of improvements (see page 22).

2. Update Team Stats
SR Tiomperifion Matgibibusrd ailibuagucpotfilyol haps sdot et Tk wor thie faine, you Wepré Leqgiia:
points, 1f you drew, you score 1 League point, You score no League points for a loss. In friendly matches, you do not score.
anyLeague points. j
Addany 1 touchdawns your ean ;&m during the game to the Touchdown section, and add any casualties you inflicted
Iy count if they qualified towards earning one of your players Star Player points, as

o ﬁw%:;h by rolling a D6 and adding their team’s FAME. The team receives this
nings

amount x 10,00 e match. If you won or tied the match, you receive an additional 10,000
d pieces. If jou , yot may also choose to re-roll your Dé, but you must accept the second result even
 ifitis Worse th Remem berhat eams who concede amatch do not receive any winnings Note:In friendly
tead of a D6.
match, roll 3D6 and increasé your team's Fan Eactor by 1 if the result is greater than your current Fan
match, roll 2D6 and reduce your team's Factor by 1 if the result is lower than your current Fan
yasa draw; roll 2D6; your team’s Fan Factor goesup by 1 if the result i higher than your current Fan
Fhw mnlns lower than your current Fan Factor.

~+ Removea dead playexs from your roster.

« Eachcoach can now spend any gold in their Treasury to buy new players and coaching staff, and/or fire any players or
caaching staffwho are no longer wanted. You do not get any gold back! In addition, each coach can choose to spend gold
 from their, Treasury to inctease their team re-rolls. Adding a re-roll costs daubk the amount shown on the team list; but.
‘only adds the-basic (un-doubled)cost to the total value of the team. al riumber of team re-rolls from
your roster at this stage, if you wish — again, you don't get their cost back!

_+ Ifateamhas T urneymen (see step s - Prepare for Next Match) on the roster, the cozch snistitHeAARERRa i fmm
the team or you% permanently hire them by paying (helr Rookie cost. Note that a team must have fewer than 16 3
players on its roster to hire Journeymen. If hired, a Journeyman loses the Loner skill but may retain any Star Player
point thy cammed arkills rceived rom Improvement able olls

5 l’xeyne for Next Match

o Ife ex(her team has at least 100,000 gold pieces in their Treasury, thm cozch must roll for expensive mlstakes (see page 25).

= Ifa'team can only field 10 or fewer players for the next matgh the team may add Journeymen onto the roster for free
until the team can field 11 players for the next match. A Journeyman is alwaysa player from a 0-16 or o-12 allowed
position on the team’ roster. They count their normal Rookie cost towards the total Team Valué, but have the Loner skill
“as they are not used to playing with the team. Journeymen may take the total players ot the team (mc[udmg injured
players) to more than 16 at this point.
B Wockcout th toral valuof cschiteam anl recotM 1Pan thelr roer The valEof aféatn dworkid) out by adding up the
value of the team’s players (including extra values for imp hing staff, team re-rolls and Fan Factor. Do not
- include the value of gold in your Treasury or any players that wnIl be forced to miss their next match due !o injursy.




id a scandal, a wealthy local demands compensation for being flattened by a boozed-up blitzer or an

s the treasury on a squig fight, most coaches a

gree that it's not worth holdmg onto big sums of cxsh

least 100,000 gold piecesin the Treasury at step 5 — Prepare for Next Match of ‘the Post-match sequence, roll a-
ing table, applying the result from the column that corresponds to the amount of gold in your Treasury:

Up to 190,000
Minor Incident
Minor Incident

200,000 t0 290,000
MajorIncident
Minor Incident

inor ncident
Crisis Averted

* Crisis Averted

Crisis Averted

Crisis Averted
Crisis Averted
Crisis Averted
Crisis Averted

‘e Averted: Thanks to some careful management, yourt

~ . Crisis Averted

300,000 t0 390,000
~ Catastrophe ~
Major Incident

‘Minorincident *
Minor Incident

400,000 to 490,000
Catastrophe
Catastrophe

Majot Incident
Minor Incident
 Minor Inciden
Crisis Averted

500,000+

Crisis Averted

eam behaves itself for once!

W&mee Incident: The team gets up to some mischief, and you lose D3 x 10,000 gold pieces.

Wsre Incident: Half the gold in your Treasury(rounding u

p to the nearest 10,000 gp) s lost to an unfortunate mishap.

Samsccphe: Your Treasury is empried, exceptfor 2D6 X10,000 gold pieces which you senslbly squirreled away for ju

SV currence,

:EE DING
oncedes before setting up for a kick-off where
Iy field two or fewer players suffers no additional
< coach concedes the match for any other
< winner gains all of the loser’s winnings and
his match. Inaddition, the loser automatically
Factor (do not roll for it), and any players in the
fat have 51 SPPs or more will leave the team on.
3. Roll separately for each player with st'SPPs.or
y leave. ;

e

S.LSOI S END

1 <€ 2 season's Competition Matches have been played,
e grzesermined time limit has been reached, the League
- announces that the season is coming toa close,
sults can be submitted— give people abit of
n get any last games in. Once all the §cores
issioner ranks the teams in order G League

and total casualties as a second deci
11 go through to the play-offs as folloy

The Ledgue Commissioner setsa date for the end of the
season, making sure there is enough time forat least two
sessions — the play-offs followed by the'finals.The time-<4.
between now and then makes up the Season's End period.
Although no more League points can be. fmrcd teams can
play friendlies — this is a great chance for. teams to play rival

in different divisions, to revisit old grudges, or just to boost
rheTrezsury and attract somemore fans ahead of next sezsmg:




‘The play-offs take place during the Season's End period,
and ate made up of two stages: semi-finals and finals. I the
semi-finals,the team in 1* place on the League table plays the
tean in 4 place, and the team in 2" place plays the teant in
yréplace.The winners of the semi-finals then go on to playin
the final; battling it out for 17 and 2% place overall, while the
Losers face offfor 3% and 4 place.

Finals and semi-finals cannot be drawn — in the case ofa
draw, you must go to Sudden Death Overtime, and a penalty
shoot-out if this does not result in a winner. Also, outside
help is strictly forbidden during the finals and semi-finals,
so teams cannot enlist the services of Star Players or
Mercenaries using inducements.

GLITTERING PRIZES

Prizes are awarded to the teams who finishin 1%, 2" and 3"
place, in addition to any winnings that they get during the
Post-match sequence. The team in 3" place receives 30,000
‘gold pieces; the team in 2% place receives 60,000 gold pieces;
and the team who finished in 1" place, the season’s champions,
areawarded 100,000 gold picces and the LeaguéTrophy! The
Trophy s theirs until the end of the next season; when it will

v beawarded to the new champxons While your team has a

uv ,/.‘ ¥

mg heé Pre-match scquence’ofﬁy

e during Season's
coach éan declare that this will be their last game of
ame is played as normal, but the Post-match
ied a5 explained ater. Unlessacoach.

RESDLVING DOWNTIME

After the finals, there is a period of downtime during the o
Season Players rest and recuperate, spend their hard carned
£0ld ot g0 on elaborae tours 0 promore the laest i
i S G RS

In the Post-match sequence of your last game of the seasor.
the Prepare for Next Match phase is replaced with the
Downtime phase, which consists of these steps:

For each player on your roster that has completed at |
two seasons, roll a D6. If you score less than the number
of seasons they have completed, they have had enough
violence for a while and want to retire. Put a tick in the
Wants to Retire column — you'll come back to this larer.
Remove any Miss Next Game ticks, then roll a Dé for
Niggling Injury on your roster, On a roll of 4 or more
time away from the field works wonders and the injurs <
removed from the roster. If you have any Apothecaries
your roster, add 1 to each result

Roll 2D6, If the score is lower than your Fan Factor,a
number of your fair-weather fans lose interest during ik«
off-season, and your Fan Factor is reduced by D3

If you wish to take part in the next season, determine o=
new starting Treasury - see Raising Funds, below.
Ré-draft your team for the new season (see page 27).

RAISING FUNDS

At the start of each new season, each team gets a Treasury ¢
1,000,000 gold pieces. This represents money doled out by tie
league, the team's sponsors, fan clubs and generous patrons
Returning teams then add anything they had left in their
Treasury from the previous season, plus the Treasury Bonuses
listed below: Once you have added everything up, round you-
Treasury down to the nearest 10,000 gp:

* 10000 gp for each match the team played last season (boch
friendlies and competition games).

+ 5000 gpfor each touchdown the team scored last season

* s000gpfor each casualty theteamcausedlast season.
BUGMAN'S BOOK OF RECORDS with Jim Johnson
Standardised bribery has legitimised one of the oldest tactics

in Blood Bowl. In exchange for 100,000 gold pieces, the ref will
find his shoes incredibly interesting for a count of

three. Money well spent, I say!




- RAFTING : STARTING A NEW SEASON

ers are eager to return 1o the pitch when After the excitement of Season's End and the thrill of the -
mes about, others might find their finals, the obvious quesion from most players st whenfs thei
¢ during the offseason, or find themselves
+ dropped from the roster by coaches keento  Commissioner. Starting a new season is as easy as followmg
wn. These players usually disappear quietly, - these three steps:
heit fortune in the backwater leagues, G
blishes who v ILECH

v about redecorating your hovel. part in the nextseason. This s a good change o couches

undits on the interview circuit, or to host + The League C

~team, take a new team roster then create your
~ <t as you did when you first joined the league, ;
= three changes apply to the rules for when you Each coach who s taking part in the new leagtié vieeds
i submita roster. Returning teams will have their re-drafted -

or carries over from your previous roster, at
calue is still added to your Team Value). If you scratch, with a starting budget of 1,000,000 gold piecesiTfL <t %
it, you can do so at a cost of 10,000 gp per a returning coach wishes, they can abandon theis
Factor. team and submit a new ope.

ring new players from your team list, you can Teams ace divided inco divisions (£ necessary) and dates are

that were in your team last season by paying set. The season begins anew!
for them on that season’s roster. Copy
<ntire row from your old roster, including any
iries, Star Player points, and whether they
e.and add 1 to the number of seasons they

re-hire a player who wants to retire, they
extraincentive t stay on (usually a sneaky
of goldy). For each season the player has
: costs anextraz0,000goldpiecesto re-hire
s a one-off extra paymentthat does not affect
umn of yourteam roster.
on yourold roster that wants to retire, and
not re-hire, you can add an Assistant Coach
ster, at no cost — their value is still added-to.




A < N
/INDUCEMENTS IN DETAIL
" Bloodweiser Keg: Nothing says “get back in the game” like a
. frosty Bloodweiser Magic Ale served straight from the keg,
There's probably an of icial rule regarding drinking during
a gaine, but hey, why should the crowd have all the fun? For
each Bloodweiser Keg you purchase, you can add 1 to the
result of all dice rolls you make during this match to see
whether one of your players recovers from being KO'd

Bribes: If you're planning to misbehave, youd better slide the
tefabag or two of gold before the match. Each Bribe allows
you to attempt to ignore the call when one of your players is
sent offfor committing a foul or usinga Secret Weapon. Roll
aD6. Ona roll of 2-6, the Bribe is effective and the player stays
where they are (you do not suffera turnover),but on a roll of 1
the Bribe is wasted and the call still stands! Each Bribe may be
used once per match.

Extra Team Training: Getting all of yourplayersin the same
place is hard enough on matchday, but if you flash some cash,
‘you can probably organisea training session. Each ExtraTeam
Training session grants youan extra team re-roll for each half
of this match.

e ..

/ Mercenaries: For every player safely employed by a team,
thereare dozens of freelance players who will wear anyone's
colours in exchange for hard currency. You can'add Mercenary
players to your team for one match at a time, chosen from your
team list, at 30,000 gold pieces more than what they would
normally cost. Forexample, a Mercenary Human Lineman
would cost80,000 goldpieces tohirefora match

- The normal limits on the total number of playersallowed on
a team and in each position apply to Mercenaries, but players
that are missing the game due to injury do not count towards
the number of players on the team, so they are not counted
when working out how many Mercenaries you can have.

All Mercenaries have the Loner skill as they are unused to
playing with the rest of the team. In addition, a Mercenary
may be given one additional skill selected from those available
“toaplayer of that position on a Normal roll, at an additional
costof 50,000 gold pieces. For example, a Mercenary Human
Lineman could be given Tackle for a total cost of 130,000 gold
pieces to hire for a match. Mercenaries can never earn Star
Player points even if they are awarded the MVP for the g
. Mercenaries can never gain Improvement rolls.

RR 1l Rt :

Special Plays: There are all sorts of ways an enterprising

coach can prepare fora gruelling match. Everything from
praying for assistance to booby-trapping the pitch - if you ==
think of it, it been done. Each Special Play you purchase k==
you draw and keep an additional Special Play<ard in the Pre-

match sequence.

Star Players: These are the heroes of the Blood Bowlarera,

the most resourceful and talented playersin the sport. Stz~
Players act as free agents, playing single matches for any tea=a.
that canafford their high fees (and that they are willing

to assist in the first place), and then moving on to play for
another team. A team may hire up to two Star Players tharz
allowed to play for theteam. Unless the League Commiss:cmer
decides otherwise, deaths and serious injuries inflicted or St
Playersare waived after the match~ they can afford all the
resurrection spells they need!

Star Players may not take the number of playersin the tea=
more than 16. However, players that are missing the game

toinjury do not count towards the number of players on th=
team, so they are not counted when working out how marx

Star Players you can have. Its possible (though unlikely
both teams to hire the services of the same Star Player. If t=:<
happens then neither may use them and the Star Player kes=
bothsets of hiring fees!

Star Players can never earnStar Player points even if they ==

awarded the MVP for the game. Star Players can never gair
p rolls Finally,purchased/induced Apothecarias
maynever be usedon Star Players. Star Players employthei=

own personal trainers and apothecaries who travel with the=

to heal them from almost any injury (including death) and ==
help them get in shape for their'next match, and will therefve
not use the team’s amateur physicians.

‘Wandeéring Apothecaries: Any team that can normally
purchgse an Apothecary may hire a Wandering Apothecars
two to help during the match. Often these Apothecaries are
powerful priests of the local deity. While they would neve:
allow themselves to be a permanent part of a heathen Blood

Bowl team, they have been known to assist for a single mar:=
for a generous donation to their faith. The rules for Wandezing
Apothecaries are identical to the rulesfor purchased

Apothecaries on page 38. Only oné Apothe

re-roll each Casualty roll. f



a League Commissioner to tweak a league
starting Treasury that can be used to drafta
le, you could say that af the start of the league,

0,000 gp, but that this increases by 100,000

season.

to'personalise yourleague is to change the prizes
~==ded at the end of the season. The'winner of the
1, for example, gets to add a Wizard to their
caching staff for the duration of the following
winner of the Spike! Magazine Trophy getsa
Factor (thanks to all the press coverage).

weme other variants you might wish o try out.

MEN SKILL: PILING ON
22= be foundi n previous editions of Blood Bowl, but
from this edition s it can lead fo some very
Some Commissioners willwant it though... $o

W‘ 8 (STRENGTH)
use this skill after they have made a block as
or Blitz Action, but only if they are currently
<nt to the victim and the victim was Knocked
use a team re-roll to re-roll the Armour roll or
y cannot be modified by any other skills
or Mighty Blow). Then the Biling On
one in their own square - noArmotr roll
Piling On does not cause a turnover unless
slayer is carrying the ball. Piling On cannot be
Stab or Chainsaw skills.

SPIRALI.ING EXPENSES
This additionalrule restricts the earnings ofhigh kvgl seams,
providing 3light handicap:

Once a team's value equals or exceeds 1,750,000 gp, it must
deduct an amount from its winnings during step 3 ~ Record
Fortune and FAME. This starts at 10,000 gp, but each time the
Team Value increases by anothter 150,000 gp above 1,750,000
#p, the deduction increases by 10,000 gp: In other words,
deduct 10,000 gp for teams with a value between 1,750,000
gp and 1,890,000 gp; dediict 20,000gp for teams with avalue
between 1,900,000 gp and 2,040,000 gp; deduct 30,000 gp for
teams bgtween 2,050,000 gp and 2,190,000 gp,and soon.

EXCLUDING INDUCEMENTS IN LEAGUE PI.A
A Commissioner is allowed to remove any.specific =
inducement(s) from the list of allowed inducements that
aveon page 23 thatthey feel donor work forthelr League

d that might be excluded

includedisallowing StarPlayersor Bribes.

FREE FAN FACTOR

tnsteadafallowing i pundice Fan Eas Rl B

Common i

are created, they may have Fan Factor for free. All teamsunder
thistulewouldstartwith a Fan Factor of 5 for o cost,Fan
Factgr never adds to  team’s value and changes in Fan Factor
from Post-game rolls do not affect Team Value.

UNDERSUBSCRIBED DIVISIONS

If the teams in your league cannot be divided inito equal

divisions, teams in smaller divisions will have less chance
to score points. To address this, a team in a division that has
fewer teams than another division gets  free League poin
For example, a league of 17 teams is split into three divisios
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SKILLS

The following list includes all of the skills available to the teams in Death Zone Season 1. It also includes the skills that are in

the Blood Bow! rulebook, and some additional skills which can be taken by players if you'e using the Leagué rules. I¢'s worth

noting that although some of the skills listed could more accurately be described as traits or physical features (especially the
mutations!),they are referred to as skills for the sake of simplicity.

SKILLS SUMMARY

the Agility, General, Mutation, Passing and Strength skills:
General

Agility
: Block

atch
Dauntless
Dirty Player
Fend
Frenzy
Kick
Kick-offReturn
PassBlock
. Pro
Shadowing -
Strip Ball
SureHands
Tackle
Wrestle

Mutation
Big Hind
Claw/Claws
Disturbing Presence
Extra Arms
Foul Appearance

Hotns Pass

To save you flicking back and forth while searchingfor a skill foryour newly levelled-up player, here’s a handy summary of

Passing Strength

Break Tackle
Dump-off Grab
Hail Mary Pass Guard
Leader Juy t
Nervesof Steel tgmw

Multiple Block

Accurate

Safe Throw StandFirm
‘Strong Arm
Thickskull

EXTRAORDINARY- SKILLS

Some skills are listed as Extraordinary. Theseare unique

traits which are more the result of a player's nature than
somethingthey can learn. As a result,if a player does not
start with a particular Extraordinary skill, they can never
get it unless a rule explicitly states otherwise.

ACCURATE (PASSING)
The player may add 1 to the D6 rollwhen they pass the ball.

AthVS HUNGRY (EXTRAORDINARY)

The player is always ravenously hungry— and what's more,
theyll eat absolutely anything! Should the player everuse
the Throw Team-mate skill,roll a D6 after they have finished

which kills the team-mate withoutopportunity for recovers
(Apothecaries, Regeneration or anything else cannot be used
If the team-mate had the ball, it will scater once from the
square that the team-mate was in. If the second roll is 2-6, the
team-mate squirms free and the Pass Action is automatically
treated as a fumbled pass. Fumble the player with the Right
Stuff skill as normal.

/BIG HAND (MUTATION)
One of the player’s hands has grown monstrously large, yet
remains completely functional. The player ignores modifier <
for enemy tackle zones or Pouring Rain weather results wher
they attempt topickupthe ball’

BLOCK (GENERAL)
A playerwith the Block skill is proficient at knocking

oying, but before they throw their . Onaz+,
continuewith the throw. On aroll of 1, they attempt to eat
+ theunfortunate team-mate! Roll the D6 again - a second
1 riieans that they successfully scoff the team-mate down,

. The Block skill, if used, affects the results
rolled with the Block di plained in the Blocking rules.

/




JINE-SE40 (EXTRAORDINARY)
not noted for their intelligence. Because of this,
<l a D6 immediately after de¢laring an Action for

= out before taking the Action. On aroll of 1, they

tryingto remember what it is they're meant
The player can't do anything for the turn, and
ream loses the declared Action for the turn. For
£ 2 Bone-head player declares a Blitz Action and rolls
eam cannot declare another Blitz Action that
tlayer losestheir tackle zones andmaymnoteatch,
= ox pass, assist another playeron a block or foul or
‘== move until they manage to roll a 2 or better at the
s ot 2 Sure Action'or the drive ends.
WIS TACKLE (STRENGTH)
T
s

y use their Strength instead of their Agility
= mutiing a Dodge roll. For example,aplayer with
St yand Agility 2 would count as having an Agility of

\ws= maling a Dodge roll. This skill may only be used once

M.

D (eaITY) i
husthe Gatch kil allowsid s ve-2pll che Tl i
ch roll. It alsoallows the player to te-roll the D6 .

Wiz

Wi 27 co catch a hand-off or make an interception.
m.us (MUTATION)
thisskillis blessedwith a huge crab-like claw
talonsthat make armour useless. When an
<nocked Down by this player during a block,
-1t of the Arrour roll is 8 ormore before applying
siSe=s. make an Injury toll regardless of the opponent's AV.

s (GENERAL) ¢ - ;)
ilene= wzh this skill is capable of psyching themself upsa -
s on even the very strongestopponent. The skill
when the playerattempts to block an opponent
zer than themself, When the skill is used, the
layerwith the Dauntless skill rolls a D6 and
= strength. 1f the total is equal to or lowerthan
=65 Strength, the player must block using their
th. If the total is greater, then the player with
ill counts as having a Strength equal to their
s sschen they make the block. The Strength of both

e < —aculated before any defensive or offensive assists

N

w=mnces S after all other modifiers.

mishing 26 skulls from the

Mutants starling line-up.

DECAY (EXTRAORDINARY) %
Stayingon the pitch is difficult when yourrotting body is

barely held together. When this playersuffers a Casualty

tesult on the Injury table, roll twice on the Casualdytable’and
apply both results. The playerwill onlyever miss one furure
match as a result of their injuries, even if they suffertwo
results with this effect. A successful negenmmmmnmlr
heal both results. ; &

DIRTY PLAYER (GENERAL)

A player with this skill hastrained long ahd hard to s W
every dirty trick in the book. Add 1 to anyArmoutrollor
Injury roll made by a playerwith this skill when they m
Foul as part of a Foul Action. Note that you may cnly,mndlfy
one of the dice rolls,so if you decide to use Dirty Player
modify the Armour roll, you may not modify thelnj

as well.

DISTURBING PRESENCE (MUTATION)
“This player's presence is vy disturbing, whether i
by a massive cloud of flies, sprays of soporific
of random chaos or intense cold, or a pheromon
“fear and panic. Regardless of the nature of this
player must subtract x from the Dé when they p

: .

that is Within three squares of them, evenif
Presence player i Prone o Suunned:

DiviNg clTEII (AGILITY) #

The player is superb at diving toccatch balls others canno

reach and jurnping to more easily catch perfecr passes. Th
player may add 1 to any Catch roll from an accurate pass :
targeted to their square. In addition, the player cahnempt to
catch any pas, kick o or crowd throwwin,but not bouncing

their current square. A failed catch will bounce from the’
Diving Catch player's square. If there are two or moreplaye
attempting to use this skill then they get in each mhers way
and neither can use it.

DIVING TACKLE CAGILITY)

The player may use this skill after an opposing playerattempts
to dodge out of any of their tackle zones, The opposing player
mustsubtract 2 from their Dodge roll for leaving the player’s
tackle zone. Ifa player is attempting to leave the tncklehmz of

<_stveral players that have the Diving Tackle skill, then o

1 of the opposing players may use DivingTackle. DivingT
may be used on a re-rolled dodge if not declared for use
first Dodge roll. Once the dodge is resolved but before an
Armour roll for the opponent (if needed), the Diving Tackl
Player is Placed Prone inthe squarevacatedby the dod; ng
playerbut do not make n Armour roll o nury roll fo
Diving Tackle player.




‘ * DODGE CAGILITY)

» Aplayerwith the Dodge skillis adept at slipping away from
opporients, and is allowed to re-roll the D6 if they fail to dodge
out of any of an opposing player's tackle zones. However, the
player may only re-roll one failed Dodge roll per turn. In
addition, the Dodge skill, if used, affects the results rolled on
the Block dice, as explainedin the Blocking rules.

DUMP-OFF (PASSING)

This skillallowsthe player to make a Quick Pass when an
opponent declares that they will throw a block at them,
allowing the player togetridof theball before theyarehit.
Workout the Dump-off pass before the opponent makes their
block. The normal throwing rules apply,except that neiher
team’s turn ends as a result of the throw, whatever it may be.
After the throw is worked out, your opponentcompletes the
block;and then carries on with their turn. Dump-off may
not be used on the second block from an opponent with the
Erenzy skill or in conjunction with the Bombardier or Throw
Teammate skils.

Eml ARMS (MUTATION)
Aplayer withoneor more extraarms may dd 1 0 any atempe
to psck up, catch or intercept.

Fm (GENERAL)

This player isvery <killedatholdin goff would-be attackers.
Opposing players may not follow-up blocks made against
this player even if the Fend player is Knocked Down. The
opposing player may still continue moving after blocking if
- they had declareda Blitz Action.

. FOUL APPEARANCE (MUTATION)
The player’s appearance is so horrible that any opposing player
* that wants to block the player (or use a special attack that takes
the place of a block) must first roll a D6 and score 2 or more.
1f the opposing player rolls a 1, they are too revolted to make
the block and it is wasted (though the opposing team does not
suffera turnover),

FRENZY (GENERAL)

“ A playér with this skill is a slavering psychopath who attacks

~ theiropponents in an uncontrollable rage. Unless otherwise -

overridden, this skill must always be used. When makinga
‘block, a player with this skill must alwaysfollow up if they

* can. Ifa Pushed or Defender Stumbles result is chosen, the
player must immediately throw a second block against the
“same opponent solong as they are both still standing and
adjacent, If possible, the player must also follow up this second

. “block. If the frenzied player s performing a Blitz Action

second block unless they have no further:

GRAB (STRENGTH)

Aplayer with this skillis fond of grabbing their opponent ar.c
throwing them around. To represent this, only while making
a Block or Blitz Action, if the player's block results in a push
back, they may choose any empty square adjacent to their
opponent to push back them into. Wher makinga Block or
Blitz Action, Grab and Side Step will cancel each other out ani
the standard push back rules apply. Grab will not work if there
are no empty adjacent squares. A player with the Grab skill
can neverlearn or gain the Frenzy skill through any means.
Likewise, a player with the Frenzy skill can never learn or gaiz
the Grab skill through any means.

GUARD (STRENGTH)

A player with this skill asists an offensive or defensive block

even if they are in another player's tackle zone. This skill may
not beused to assist a foul.

HAIL MARY PASS (PASSING)

The player may throw the ball to any square on the playing
pitch, no matter what the range — the range ruler is not used.
Rolla D6. Ona roll of 1, the player fumbles the throw, and the
ball willbounce once from the Thrower's square. On a roll of
2-6, the player may make the pass. The Hail Mary Pass may nct
be interéepted, butit is never accurate — the ballautomaticalls
misses and scatters three squares. Note that if you are lucky,
the ball will scatter back into the target square! This skill may
not be used in a Blizzard or with the Throw Team-mate skill.

HORNS (MUTATION)

A player with Horns may use them to buttan opponent.
Horns adds 1.6o the player's Strength for any block(s) they
‘make during a Blitz Action.

HYPNOTIC GAZE (EXTRADROINARY) S

The player hasa powerful telepathicability that they can

use to stun an opponent into immobility. The player may

use Hypnotic Gaze at the end of their l%

opposing player in an adjacent square. Make an Agility roll

for the player with Hypnotie Gaze, with a-z modifier for each

opposing tackle zone on the player with Hypnotic Gaze other
than the victim’s. If successful, then the opposing player loses
their tackle zones and may not catch, intercept or pass the ball.

love Action on one

assist another player on a black or foul, or move voluntarily
until the start of their next Action or the drive ends. If the roll
fails, then the Hypnotic Gaze has no effect.

JUGGERNAUT (STRENGTH)
A player with thisskillis virtually impossible tostop once
they are in motion. If this player takes a Blitz Action, the

and cannot Go For It again.

opposing player may not use their Fend, Stand Firm or
Wrestle skills agai &maﬂtphyer’sblocks.'rhe




r may also choose to treat aBoth Down resul!
result has been rolled mstead for blocks they
Blitz Action.

Wi wich chis skillis ableto qmckly get back into the
m B the player declaresany Actioh other than a Block
i ey may stand up for free without paying the three

‘M= = ovement. The player may also declare a Block
i waile Proné- which requires an Agility roll witha +2
‘i Ses w see if they can complete the Action. A successful
sl s the plaer can stand up for freeandblockan
sifiszme opponent. A failed roll means the Block Actionis
‘e a che player may not stand up.

o SEERERAL) :
| Mo is an expert at kicking the ball and can place the
with grear precision. In order to use this skig,, the player -
off The ¢
=0t be set up in either wide zone or on thelineof
@z o: Only if all these conditionsare et the. pJayer

s e <ex 3p on the pitch when theirteam

may choose t© halve the number of squares that
< on kickoff ounding any frsctons down (i,

W0v-9= RETYRN (GENERAL)

T i o= the receiving team that is not on the line of
s - oc in an opposing tackle zonemay usethis skill
‘ez e Bl bas been kicked. It allows the player to move
‘g squares af ter the ball has been scattered but before
iy e e Kick-offtable. Thisskill maynotbeusedfora
s kck-off and does not allow the player to cross into
Wi apment’s half of thiepitch. g

— CPassing)
e < 3 nacural leader and commiands the rest of the
s e e backfield as they prepare tothrow the ball. A'
e e =a<0ne or more players with the Leader skill gains
I ream re-roll each half, which can only be usedif.

e e
M= 2= = least one player withthe Leaderskillon the pitch
v £ s 2re Prone or Stunned). Do not track this extra
el iz = Team Re-rolls area of your Dugout; instead, take
codBow! coin and place if in your Reservesbox
=sm¢ the game and at half time, Remove itfrom yout
Sz ez vou have used it. The Leader re-roll can be carried
e s Overime if not used, but the team does not receive a
T e art of Overtime.
Wl wirh the Leapskill is allowed to jump to any empty
e wis two squares — even if it requires jumping over
S Som cither teat, Makinga leap costs the player two
‘e o mvement. In order to make the leap,move the

* just plain stupidity, do not work well with the ret

#for having Very Long Legs. The: player does not hay
to leave the square they start in. Ifthe player succ
<makes the D6 roll then they make a perfect jump anc y
carry on moving If the player fmls the Agility roll r.hé'e}
are Knocked Down in the square that they were leapmgt&
and the opposing coach makes an Armour roll to see if th
wereinjired. A player may only e this skill O

5 ey

I.I\IEI [EXI'RMMIIIIMJ

ofa team
As aesult,a Loner may use team re-rolls bt has to ol a D

> ﬁrst ‘Gn aroll of 4+, they may use khereaﬁ! re- wllas

" MIGHTY BLOW, tsrnmm
A 10 any Arzpgts ey
shisskill when an opponent is Knocked D

Dé l,g\lhey fail a Catch roll. It also allows vh; y]zyer(o re-roll
the D6 if they drop a hand-off or

Imddinon, the Srzép Ball skill

Wlth a Monstrous Mouth.

ml."lﬂ.! LOCK. ﬁTIEHTII]

esitRy B R ombimey ot v ko lisics :gai\:s
of them. Mnkeench block inturn as nmmaly excepuh%

IE:IVES OF STEEL (PASSING) .
‘The player ignores modifiers for enemy tackle zones
they attempt to pass, catch or intercept.

NO HANDS (EXTRAOROINARY)
e playeris unable o pick up intercept oncarry dw




If a player with the Nurgle's Rot skill kills an opponent -
during a Block, Blitz or Foul Action, and that opposing player
is subsequently removed from its team’s roster during step' -

4~ Hire and Fire of the Post-match sequence (see page 24), ,

“ they contract Nurgle’s Rot instead of dying and can join your
team for future games. Note that players with Strength 5 or
more and/ar the Decay, Regeneration or Stunty skills cannot
contract Nurgle's Rot. The player joins the Nurgle team asa
Rotter with no Star Player points or improvements, regardless
of what they had before, and can be added to the team roster
for free as long as the team has an open roster slot. This new
Rotter still counts at full value towards the total value of the
Nurgle team.

PASS (PASSING) »
A player with the Pass skill is allowed to re-roll the D6 if they

throw an inaccurate pass or famble.

PASS BLOCK (GENERAL)

{ “Aplayerwith this skillis allowed to move up to three squares

when the opposing coach announces that one of their players
s going to pass the ball. The opposing coach may not change

‘thei mind abaut passing once Pass Block's use is declared.

The move is made out of sequence, after'the range has been
‘measured, but before any interception attempts have been
made. A player may not make the move unless able to reach
alegal destination and may not follow a route that would not
allow them to reach a legal destination. Alegal destination
puts the player in a position to attempt an interception, an
empty square that s the target of the pass, or with their tackle
zone on the Thrower or Catcher. The player may not stop
moving until they have reached a legal destination, have been
held fast by Tentacles or been Knocked Down. The special
moveisfree,and in no way affects the player’s abilisy to move
in a subsequent Action. The move is made using all of the
normal rules and skills (for example, having to dodge in order
t0 leave opposing players' tackle zones). Players with Pass
Block may use this skill against a Dump-off pass. If a player
performing a Pass Block in their own turn is Knocked Down
then this is a turnover, no other players may perform Pass
Block moves,and yourturn ends as soon as the results of the
passandthepass blockare resolved.




PREEEENE TAIL !ul‘l’lﬂl‘ll]

W sz has a long, thick tawhicl théli i s feip upa
avers. To represent this, opposing players must
om the D6 roll if they attempt to dodge out of any
‘s tacklezones;

- TSERERAL)
BN <, sl B o, Suc players.
: professionals or ‘Pros'by other Blood Bowl players
v rarely make a mistake, Once per tutn,a Prois
« re-roll any one dice roll they have made other than
njury or Casualty rolls, even if they ate Prone or
However, before the re-roll may be made, their coach
2 D6. Onarollof4, s or 6, the re-roll may be made.
=l of 1,2 or 3, the originalresultstands and may not be

1l with a team re-roll.

MESLLY STUPID (EXTRADRDINARY) 2

s pie: is withoutdoubt oneof the dimmest creatures to
a Blood Bowl pitch (which considering the IQ of

e sz players s really saying something!). Because of

S e zust roll a D6 immediately after declating an Action

but before taking the Action. 1€ here are one
layers from the S AN dn eicart tohe
d player's square, and who aren’t Really Stupid,

o the Déroll. On a result of 1-3,theystand around +

member what it is they're meant to be doing.
an't do anything for the turn, and the player’s
< the declared Action for that turn (forexample, if
pid player declaresa Blitz Action and fails the
Sc=pid roll, then the team cannot declare another Blitz

+ turn). The player loses their tackle zones and may -
o = intercept or pass the ball, assist another player ona.

flscs <t Sl or voluntarily move until they manage torolla
esultfor a Really Stupid rollatche startofa future
= cx the driveends,

w
i

MEEEREATION (EXTRAORDINARY)
& e sisees suffers a Casualty result on the Injury table,
= iz D6 for Regeneration af ter the roll on the Casualty
erany Apothecaryroll, ifallowed. On aresult of
e slzver suffers the result of this injury. Ona 4-6, the
I the injury after a shortperiod of time to ‘re-
emself, and is placed in the Reserves box instead.
Begem=——on rolls maynot be re-rolled. Note that an opposing
arns Star Player points as normal for inflicting a

aikeany

Tassaies ze<ult on a player with this skill, even if the result
S 25t the player in the norinal way.

M STORE (EXTIAI'IIDIIMV]

W= wich the Righe Stuff skill can be thrown by another
e theirteamdgho has the Throw Team-mate skill

| = 37 for details 6 how the player s thrown. When

player' tackle zone on the square they land in. If th
the roll, they land on their feet. If the Landing roll
or they landed on another player during the throw;
Placed Prone and must pass an Armour roll to a

the player is not injured during their landing, they 1
an Action later this turn if they have not -n».‘
failed Landing roll or landing in the crowd does nc

turnover, unless they were holding the ball.

SAFE THROW (PASSING)

This player is an expertarthrowing the ball ina
makes it even more difficult forany opporent to
it. If a pass made by this player is ever murcep(qd b
Safe Throw player may make an unmodified A
successful, the interception is cancelled outa

any roll other than a natural 1, they manage to keep hold of 1
‘ballinstead ofufferinga fumble and the team does n not
aturnover. &

smsr “WEAPON timmlllllm

Some players re armed ith special pxecesv‘equlpm

lusmry of teams trymg to get weaj ons of
pitch. Nonetheless, the use of Secret Wupons

* legal, and referees have a nasty habit of send

that use them. Once a drive ends that dns u
atany pointche referee orders the playerto b@
dungeon to join players that have been caugh
fouls during the match, regardless

on the pitch ornot.

SHADDWING (GENERAL)

The player may use thisskillwhena player pufmagﬁn %
Action on the opposing team moves ouit of any ofithe

the final result is 7 or less, the player with Skad

move into the square vacated by the opposing pl

not have to make any Dodgerolls when they make this
and it has o effect on their own moventent i their
Ifthe final reslt is § or more, the opposing layer suce
avoids the Shadowingplayer and the Shadowing pla

ot move into the vacated square. Aplayer may ke
Iplayersyoho havelh

only one of the opposing players may attempt to s

tackle zone




“ball, applying a Pushed or Defender Stumbles result will
/43

SIDE STEP (AGILITY)
A player with this skill is an expert at stepping neatly out of
the way of an attacker. To represent this ability, their coach
‘may choose which square the player is moved to when they are

pustied back, rather than the opposing coach. F

STRONG ARM (STRENGTH)
The player may add t to the D6 whenthey pass to Short, Long
or Long Bomb range.

STUNTY (EX

the coach may choose to move the player to any adjacent
square, not just the three squares shown on the Push Back
diagram. Note that the player may not use this skill if there are
1o open squares on the pitch adjacent to this player. The coach
may choose which square the playeris moved to even if the
player is Knocked Down after the push back

SNEAKY GIT CAGILITY)

This player has the quickness and finesse to stick the boot

into a downed opponentwithoutdrawing a referee’s attention

—unless he hears the armour crack! During a Foul Action, a
playerwith this skill is not ejected for rolling doubles on the

Armour roll unless the Armour roll was successful.

SPRINT (AGILITY)

" 'The player may attempt to move up to three extra squares

rather than the normal two when Going For It. Their coach

. muststill roll to see if the player is Knocked Downin each

extra square they enter.

;
STAB (EXTRADRDINARY) -

Aplayerwith this skill is armed with something very good for
stabbing, slashing or hacking up an opponent with, like sharp
fangs or a trusty dagger. This player may attack an opponent
with their stabbmgag,xack insteadof throwinga block. Make

anunmodified Armour roll for the victim. If the score is less

than or equal to the victim's Armour value then the attack

- has noeffect. If the score beats the victim’s Armour value

then they have been wounded and an Injury roll must be
made. This Injury rollignores all modifiers from any source

~ including Niggling Injuries. If Stab is used as part of a Blitz _

Action, the player cannot continue moving after using it.
Casualties caused by a stabbing attack do not count for Star
Playerpoints.

STANO FIRM_ (STRENGTH)

-~ Aplayerwith this skill may choose to not be pushedback as

the result of a block. They may choose toignore being pushed
by Pushed results, and to be knocked down in the square they
are in by Defender Down results. If a player is pushed back
into a player using Stand Firm then neither player moves.

“STRIP BALL lEEIIEﬂlI.J
hen a player with this skill blocks an opponent with the

ause the opposing player to drop the ball in the square
hat they are pushed to, even if the opposing player is not
ocked Down.

.counted as Knocked Out,and a result of g (after modifiers) is

‘The playeris so small that they are very difficult to tackle.

When you make a Dodge roll for a player wiih this skill,

ignore any modifiers for enemy tackle zones on the square

they are moving to (unless they also have the Secret Weapon

skill,in which case they are too busy usingit o take advantage
of their size). Unfortunately, Stunty players struggle to throw
the ballany great distance, so there is an additional-1 modifier

when they make a pass. Finally, when making an Injury
roll against a Stunty player,a result of 7 (after modifiers) is

counted as Badly Hurt - theyare put in the Dead & Injured
box and miss the rest of the match, but you do not need to
‘make a Casualty roll for them.

SURE FEET CAGILITY)

‘The player may re-roll the D6 if they are Knocked Down when
trying to Go For It. A player may only use the Sure Feet skill
once per turn. &

SURE HANDS (GENERAL)

Aplayer with the Sure Hands skill is allowed to re-roll the D6
if they fail topick up the ball. In addition, the Strip Ball skill
will not work against a player with this skill.

"TACKLE (GENERAL)
Opposing players who are standing in any of this player's

tackle zones are not allowed to use their Dodge skill ifthey =

attempt to dodge out of any of the player's tackle zones, nor
niay they use their Dodge skill ifthe player throws a block at
themandsesthe Tackle skill.

TAKE ROOT (EXTRAORDINARY)
Immediately after declaring an Acti

h this player,
rolla D6 Ona 2 or more, the player may take their Action

as normal. Ona 1, the player takes roof, and their MA is

considered o until a drive ends,or they are Knocked Down or
Placed Prone (and no, players from their own team may got

BUGMAN'S BOOK OF RECORDS with Jim Johnson
One of the

two-head

ven players of all time was the

and four-armed Tarsh Surehands. Sadly, in a

crucial game against the Kureshi Kobras snakeman team, a
missed pass led to a furious argument betu
heads, and before anyone could stop him, he had

strangled himself to death!




= tock them in order.to try to knock them down!). A
= who has taken root may not Go For It, be pushed back
By o, or se ahit il NGINBARE I ¥k, sy
Bt e current sivie S bA Pl AProna Thie phay e ey
Sisck ajacent players without following up'as part of a Block
ot However;ify pliecfallhelt Take Rovt roll & part.

* i 2 Bz Action, they may not block that turn — they can still
- il o sand up ifthey are Prone however.

TERTACLES (MUTATION)
e gizver may bise this skill when an opposing player
sz 7o dodge or leap out of any of their tackle zones,
¢ coach rolls 2D6, adding their player's ST and
2 the Tentacles player's ST from the score. If the
Sl et is 5 or less, then the moving player is held firm, and

T -

s Acrion ends immediately. 1fa player attempts to leave the

e zonc of several players tha have the Tentacles sl only
== = artempt tograb them with Tentacles. ©
THEX STULL (STRENGTH) §
- treats a roll of  on the Injury table, after any
i Zecs have been applied,as a Stunned result rather than a

0% resalr. This skill may be used even fthe player is Prone

a Ser=sed.

THRDW TEAN-MATE (EXTRADRDINARY)
# mzve with this skill has the ability to throw a player from
<= team instead of the ball ~ this includes the ball if
e sizver being thrown already has it! The throwing player
muss . the movement of their Pass Action standing next
ded team-mate {0 be thrown, who must have the -
# skill and be standing, The passis worked out -
' che same as if the player with Throw Team-mate was
Ty

il %

e i

ball, except the player must subtract 1 from the D6
chey pass the player, fumbles are not automatically
<. and Long Pass or Long Bonib range passes are not
w=wsiie. In addition, accurate passesare treated instead‘as
e passes, thus scattering the thrown player three
layers are heavier and harder to pass than a ball. The
er cannot be intercepted: A fumbled team-mate
the square they originally occupied. If the thrown
5 off the pitch, they are beaten up by the crowd
e sae manner a5 a playerwho has béen pushed BiT
S p 1 the final square they scatter into is occupied by

e

wmce plaver, treat the player landed on as Knocked Down
i o=l for Armour (even if already Prone or Stunned), and
Az == player being thrown will scatter on® more square.
e crowen player would land on another player, continue
@ scmrer che thrown player until they end up in an empty
smzme o= off the pitch (.6, they cannot land on more than one
= Sce the Right Stuff entry to see if theplayer lands on
<= or head-down in a crumpled heap!

44

with this skill attempts to stam{ up after being kna ked
other players from their tea can assist if they are adj
standing and not in any enemy tackle zones. Eack
assists in this way adds 1 to the result of the dice 1¢
whether the player stands up, but remember that

a failure, no matter how many players are helping! Assi
aplayer to stand up does not count as an Action,

can assist regardless of whether they havé taken aj

"TW0 HEADS (MUTATION)
* Having two heads enables this player to watch wheri,skhw;re

going and look out for any opportunistic opponents a
same time. Add 1 to all Dodge rolls the player rmakes.

VERY LONG I.EGS (MUTATIO!

made by this player
'EEP G DAGGER (EXTRIM Ill" %

kit, and s an expert at keeping it oumf thn,r&f

- his playerinflicisa casmlw dutinga blocka

can really rely on them to do is et at oppo:
that move too close to them! To represent thi

WRESTLE (GENERAL)

The player is specially trained in grappling techmques This
player may use Wrestle when they block or are blodg-d anda
Both Down result on the Block dice is chosen by - coa
Instead of applying the Both Down result, both p]a‘{ers
wrestled to the ground. Both players are Placed Prone in
respective squates even if one or both have the Blocks

not make Armout oll for either player. Use of this skil




'A team's coaching staff provides vital back-up to the team's
players. Coaching staff are never allowed on the pitch. Instead,

- modelsrepresenting your coaching staff must be placed on
your Dugout during the match. Any team may include the
following coaching staff on their roster:

HEAD COACH (FREED
This model represents you,and so does not cost any gold to
hire for theteam. During a match, your main jobis fo yell
and shout at the players in your team in order to inspire them
and, more importantly, to yell and shout at the referee if they
make a call against youz.team. Ifyou have a suitable miniature
sepresenting your Head Goach, you can argue the call when

£ committing a foul or using
u mlloi 6 the referee accepts

, believes your thinly-veiled

one of your players is se
2 Seéret Weapon. RollaDé.€
your argument (or,atthe v

‘thredts) and the gl,yemq.iu’éum- only sent to the Reserves

box instead 6f being sent off entirely. On aroll of a 1,the

referee hashad enough ofyour lipand ejects you from the

r Head Coach from the Dugout. For the rest
otargue any calls,and if the Brilliant
lled on the Kick-off table, subtract 1 from

game! Remove
of the gas d(l
" Coaching'resul

A~

ASSISTANT COACHES

(10,000 GOLD PIECES EACH)

Assistant Coaches include offensive and defensive
coordinators, special team coaches, personal trainers for your
legendary playersand numerous others. As a team becomes
more successful, the number of Assistant Coaches on its roster
just seems to grow and grow.

1f a ‘Brilliant Coaching'result is rolled on the Kick-off table,
each Assistant Coach gives you a +1 bonus on the dice roll you
make to see who gets the extra re-toll.

Assistant Coaches do not have to be represented by models,
but it's tnuch mote fun if they are!

CHEERLEADERS (10,000 GOLD PIECES EACH)
Most Blood Bowl teams have a troupe or two of Cheerleaders
both to inspire the team’s players and their fans. It's the team’s
Cheerleaders job to whip the fans into a state of frenzy and
lead the chanting and singing as the crowd'sshouts and howls
build up to a deafening crescendo.

Ifa ‘Cheering Fans' result is rolled on the Kick-off table, each
Cheerleader gives you a +1 bonus on the dice roll you make to
seewhogetsthe extra re-roll.

Cheerleaders cost 16,000 gold pieces each. Cheerleaders do
not have to be represented by models, but its much more fun
if they are!

APOTHECARY (50,000 GOLD PIECES)

An Apothecary s a wise healer who looks after the injured
players in a Blood Bowl team-— astrenuousfull-time job! A
team may purchase a maximum of one Apothecary. Nurgle
teams cannot hire Apothecaries.. for obvios reasons

Once per match, an Apothecary may attempt to cure a player
who has suffered a Casnalty or been KOd. If the player
was KO, leave them on the pitch Stunned or, if they were

noton the pitch,put them inthe Reserves box. Otherwise,

ter the pl ucan
use the Apothecary to make your opponentroll again on the
Casualty table and then you choose which'of the two results o
apply. Ifthe player is only Badly Hurt after this roll (even if it
was the original Casualty roll), the Apothecary has managed
to patch them up and pump them fullof painkillers so that
the player may be moved into the Reserves box.
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EXHIBITION PL

During the offseason, and some times during a season if
there’s nothing particularly exciting going on, stadium owners
will organise exhibition' matches to draw in the crowds and
make some money. These showcase games are usually between
two teams which are broughttogether specifically for the
match. Sometimes a stadium will hire an entire team (or two,
if there’s a famousgrudge between them to settle) but more
often than not,the‘teams are brought together for a short time
only, in exchange for a significantfee.

SETTING UP AN EXHIBITION MATCH

Whenyouset upan Exhibition Match, the firstthing to

do is decide a budget for the match. The higher the budget,
the more spectacular the match will be, but be aware that at
higher budgets, the number of skills in play might slow things
down a bit as the coaches spend more time squinting at their
rosters! 1,750,000 gpis a good starting point for amid-level
Exhibition; this is enough to put together an interésting pair
of teams without things getting too bogged down.

DRAFTING TEAMS

Each Coach picks a team list and creates a team of 11-16

players,justas they would for a league or one-offmatch.They

caninclude coaching staff (see page 38) as normal. However,
there are a fewexceptions:

HIDDEN INFORMATION

You should not let your opponent see what's in your roster
until youve finished drafting your team!

BUYING EXPERIENCED PLAYERS

'When you purchase a player,you can buy improvements
for them, at the cost shown on the Value Modifiers table on
page 22 — note their total cost orryour roster. You can buya
maximum of six improvements per player.

INCLUDING STAR PLAYERS

You can add any number of Star Players to your roster. Of
course there is always the chance that both playerswill want
the same Star Player— 5o to sweeten the deal, you can pay
them more than their standard cost. In their Cost box on your
roster, write the total you are paying them (and deduct this
from your budget).

+ With this resolved, the match can begi

PURCHASING IIIIIUCEHEIITS
You can purchase the following inducements(desciibe
detail onpage 28): A
+ 0-2 Bloodweiser Kegs — 50,000 gold pieces each
+ 03 Bribes — 100,000 gold pieces each

+ 0-5 Special Plays — 100,000 gold pieces each

» 0-2 Wandering Apothecaries - 100,000 gold pieces each'

PLAYING AN EXHIBITION MATCH

Once both coaches have drafted their teams, they are both
revealed. Ifthe same StarPlayer has been chosen by both

coaches, they will play for the coach that paid them the mos.
If both coaches paid them the same amount, they refuse to-
play for either, and the gold spent on them is wasted:

Ifone of your Star Players decides to play s e
remove them from your roster. You can immediately sperﬁ’
theit value on additional re-rollsand coaching staff, at the z
standard costs.

! Play this a8 youske
would anormal game ofBlood Bowl. At the end of the game
the teams are disbanded; players do not gain SPPs, and no
winnings are recorded. * ¥ -
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In rhe hnstory of Blood Bowl, there are certain teams whose careers have stood out for one reason or another. For each of those

teams, there was one magical season that summed up everything youd need to know about what makes them so special.

In this section,you will find a team roster for the Bright Crusaders' 2472-2473 squad. As more famots teams are released, we will
be producing rosters that represent them in their heyday. These teams are intended for use in Exhibition Play (their total value is
deducted from your Budget,and you can spend any additional gold on inducements or Star Players), but an enterprising League

The Bright Crusaders were set up in 2441 by Ingrid the
Pious, a former priestess of Nuffle. Orphaned at birth, Ingrid
‘had been taken in by the Order of the Unchallenged Call (a
’ . particularly puritanical séct of Nufflites) and raised under the
* exacting scrutiny of its high priests. Even from a young age
she felt blessed in the eyes of her god and took to her studies
/ With gusto, memorising the Thirty-two Sacred Plays before she
could walk and treating the Great Book of Amorical Football as

herinfallible guide. She was soon marked out a5 a novice of
Beiea

e

and

Commissioner could probably find a way to fit them into a league and spice things up!

. Each famous team has its own roster, like any other team, often with an additional special rule that makes them play in a unique
‘@ Tashion, They are treated like a regular team of their type for the purposes of hiring Star Players,and so on.

THE BRIGHT CRUSADERS 2472-2473 SQUAD Tl ‘

games before a crisis of faith led her to abandon both the
pilgrimage and the priesthood. Three years later, having

secured a substantial sum of money from a coterie oflike-
‘minded individuals; she founded her owr team and swore that
they would bring otdet andjustice to the pitch.

Ingrids'recruitment process was legendari fierce. Players
not only had to be in peak fitness and of sound body and

mmd as per the Holy Guidelines of the Sixth Appendix, but had
ledge of the rules of Blood

expert }

great potential, excellingat everything from

halftime ritual to the divination of the most holy stats.

When Ingrid began a pilgrimage along the Prime Stadium
. Circuiton her twenty-first birthday,she was appalled at the
Hax approach a great many players (and of ficials) took to the
“teachings of her beloved lord, She had witnessed just three

:l

Bowl. It took hera fufther eight years to find énough players
to field a legal team, but her efforts were tof in vain. In 2449
the Crusaders marched out (o their first match, resplendent in .
silver and white,to face their opponents, Ifit hadr't beéfithe.
Lowdown Rats they might hive gotoff to 1 better stard

The subsequent seasons would have beena Iessongp “
‘humilityforanyother team, but not for the Crusaders. Under
Ingrid’s stern leadership they battled on, thugh adversity,
humiliation and the indifference of countless fans. Their luck
began to change finally in 2463, when the Rostov Renegades
star Blitzer Peter Lowenhart announced that he believed in
what the Crusaders were doing. Even more surprisingly, he

it his team and joined the Crusaders the following month
imously ref using a transfer fee). His experience on the field,
preference for brutal-but-fair tactics, brought a new
lease of life into the struggling team.

Over the course of the next decade, rhe team bmlt a stabIe of
skilled players, cul p 4
line-up. Across the land, faded reproductions of the team
painting still hang in pride of place or yourig fans’ walls,
evenif xhe modern players s(ruggle o malch up with the

in their i




= scuad's successcame down to.the tight-knit trioatits core.

Lwremiart was the ideal defensive Blivzericalling out plays
< hounding any players that broke through the pack, His
swoste number in the front line was the taciturn Baudwin

~ong, who once felled a Storm Giant with asingle blow,

Brandan van Sant completed the trio, a skilled %
expert at avoiding harm. Combining such capable plnyeri
astrong sense of comradeship among the team as a whole,

“seemed for a time like there was nothing that could'st

Bright Crusaders.

PosiTion

Pver THEPAADIV LowenwaRT | . Bomaer

Reock, GuaRD, LEADER, TACKE

MarricHoLZFFLlER Bomar

Beock, DivinG TACKLE, IHGGERNANT

STEGFRIED GHTHANY THROWER.

Ht1z Mary Pass, Pass, Sire Hanos

Morgix LrpAY THROWER

Accupare, Nerves or STere, Pss, SRE Haxps

WorrRT HELDENHOT CATeHER.

Cayen, Dove, Dving CATEH

ANDAY AN SANT CATeHER.

Caent, Dove, T Wp, SioE STEp

Err4sT GOEDZIEL Lnsux

Reocx:

JoussRixo Livesux

Pass

JACQUESRABELATS Linesax

Thoe

AvTovRigzrs LINErax

Do, BLack.

Toismis THE MEEX Livesux

SPRINT, SiRE HiANps

Sozevtay GRAVES Livessx 6 3

8 Dove

THE BRIGHT CRUSADERS 3

AsSISTANT CoAcHES

5 Re-Roes

Hioan Team

6 CHEERCEADERS

7 FaxFacror

Heap Concn Xomr Heriger =

APOTHECARIES

2,000,000 G

Fuas Followers of Nuffle: The Crusaders can never make
ctions or use Dirty Tricks Special Play cards. They will
ax=sex play alongside a Star Player with the Dirty Player skil

any reason, a Bright Crusaders player is ever sentoff, -
s cannot argue the call with the referee! However, such
i devotion to the holy book pays off, and this season in

=112 numberof dice equal to the diffetence in score ~ for

=azrple, if the score s ?

= least one'of the dicescoresa 5 0r 6

ular, the tearn seemed to be blessed by Nuffle himself: =

a: =he start of each of your turns, if your opponent is winning,

TOTAL COST OF TEAM




way either! They developed theit ‘irty hurty’ playstyle (a
term coined by team captain Grishnak Goblin-Throttler) over
travelled as any of the players, and seems to have . several decades and an impressive number of roster changes,

dugout. Gouged into the ageing wood in large, clurnsy letrers - Raiders fans are concerned, there was never a finer season!
 isa simple inscription which sums up the Raiders team in just
four lines. T Raswhesser when téhms erbi mig league were

“ terrorised by the Raiders’ impressive offense, with Grom

Raiders Rules: Mad'un and ‘Rabid' Foamface turning the scrimmage line into
1) Cheat. an abattoir. Anyone who dared to step within the Blockers’
2) Cheatsomemore. reach soon found themselves on the ground. But even there,
3) Whileyer atit,laythe bootin. they weren't safe; the Raiders’ second line was a vipers' nest

5 ' of dirty players, from ‘Toofless' Vug — whose insane antics off
Ever sincethe Orcland Raiders were founded in 2435 (as the pitch were almost as horrifying as his fouls - to Rotten

_the Severed Heads), they've forever sought out new ways Razfang, famed for his rather impressive knack of stamping
to-punish enemy players for daring to stand on both feet. on fallen players’ tongues.

They've never let anything as trivial as ‘the rules' stand in their

- started its life as one half of a bench in a long-forgotten eventually reaching a zenith in‘the 2473-2473 season, As far as

" TEAM PROFILE: THE, lllll:ullll RAIDERS

%m Golouss: Black and yellow |
- Head CoachiCruekeye | . *

3‘ A

AFC champlons e Couged Eye,the warriors of the Severed Heads tribe decide that
“ﬂ:allwouldbea itway £ establi over all the lily-livered Elves and Humans who
were constanly znnaytng‘mm with their raids. The te: '1sa@epted into the conference in 2437,its owner

mfortuhacly, they lose 3-0 in seven minutes. Aftera
&

d the entire Heads team as they lined

_ decimating the Middenheim Marauders in the Blood Bowl. Man of the Match that day was newarrival Grishnak
 Goblin-Throttler, who got two touchdowns and three fatalities.

‘The Severed Heads dly go bankrupt after some corrupt dealing by tribal chieftains and a hal Orc
property speculator. A short périod of uncertainty comes toan end when King Ironclaw of Orcland invests some
of the profi his healthy EIf-stabbing operation and buys himself a football team.

| Present The collapse of the NAF forces King Ironclaw to sell the Raiders and their newly built stadium, Perhaps because™
they never really settled in their new home, the Raiders take to life on the road very easily and are rewarded by

winning Blood Bowl XXX, the very first of the open tournaments. A second open title must be on the catds in
lhe near future.

Holwurs Blood Bowl Winners 2469 (1X), 2483 (MKIII), 2490 (XXX). Orcidas Team ofthe Year 2483
‘or Fame: Gorbag ‘Rabid Foamface, Urgar Kancid, Coach Lef thand Wolfstab
| Magazine Team Rating: 302 points




Imost be said that the team turned fouling into an
. 1f they weren't kicking players when they were. that officials were asked to look the other way wherever:
ey were smearing dung on theit hands to catch the possible, much to the chagrin of the other teams in the: =~
or sneaking deadly squigs into the other team’s <league. But as Bob Bifford always says, “It ain't chmﬁn‘tz ’&\ %
tat half time, In fact, their constant circumnavigation don't get caught!”

DSITION

Grisuxax Gorow-ThRoTiLER. | Berrzer 7% Beock, Migrry Beow, Warsie

Xos6r ToorRres Borzr. 3 Reock, Pig Ox, Tacwss

GroM Mapny Brack®c BLock, TueqERNANT, MiGry Brow

GORAG "RABD FoAMFAT BracxOxe 3 Frenzy

XRe STeRRLL Tirower Brocx, Pass, $iaz Haxos

GaRRIK GrzzmT Tirowex 3 3 Newves oF STrE, Pass, STRONG ARy, $ickE Haxps

Toorcess VoG LNENAN 3 3 Drry PIAYER, SNEARY GIT

}Rg4R Ravern Lnesax 3 3 Mgy Beow

XRiup LEGNIOKER LNesaN Brocx, Tackee

RoTTEN RAZANG Lnesan Drryy Pravir

Roz TE GRm Lineux 3 Sror Base

SRR SKROT Lnesun 9 Broc

ORCLAND RAIDERS. 3 AssiSTANT COACHES 2 Re-ROLLS

ORe TeAM 3 CHEERLEADERS 9 FaxFacror ’

HeAD CoAct CRUEL-EYE 1 AromHEcary TJOTAL COST OF TEAM 2,000,000 6P

Direy Ploys. At the start of each drive, after rolling to see
w=eiher KO'd players recover but before either coach sets up,
2 D6 and look up the result below:

D6 Result
Caught Out! The other team caught one of the lads
sniffing around their dugout, and weren't 100 happy! A
random Raiders player is Knocked Out:
Distracting Antics: The Raiders do their best to
disrupt the other teant. Rolla D6. On a 4 or more, the
other team loses a team re-roll.
Mysterious Disappearance... A random opposing
player doesn't turn up for the drive. Roll a D6 again.
Ona 1-5, they cannot be set up this drive, and must be
put in the Reserves box. On a 6, they miss the rest of
the match!

The Ref don't mind: The first time in each halfthat an
Ox<land Raiders player makes a foul and the Armougroll and/
o Lajury roll is a double,the referee looks the other rway and




section prov\des a handy, et dure Simicy’ cf the curieny ANTEbE amile all S s e, of the tar lyers

presented earlier in the book.

" DARK ELF TEAMS

Normal

Re-roll couriters

50,000 gold pieces each

Qty | Title Cost(gp) | MA | ST | AG | AV | skills Double
016 | Linemen 70,000 6 51 4 8 | None GA s

o2 | Runners 80,000 7 3 4 7 | Dump-off GAP S

o2 | Assassins 90,000 6 3 4 7 | Shadowing, Stab GA SP

o4 | Blitzers 100,000, | * 7 3 4 | .8 |[Block GA sp

02 | WirchElves” | 110000 7 3 3 7 | Dodge, Erenzy, Jump Up GA SP
| 0-8 Re-roll counters | 50,000 gold pieces each
- DWARF TEAMS

Qty | Title ‘Cost(gp) | MA | ST | AG | AV | skills Normal | Double

016 | Blockers 70000 | 4 3 2 9 | Block, Tackle, Thick Skull GS AP

o2 | Runners 80000 | 6 | 3 3 8 | Sure Hands, Thick Skull Gp AS

o2 | Blitzers 80000 | s | 3 | 3 | o | BlockThickskull o5 AP

o2 | TrollSlayers | 90,000 5 3 2 8 | Block, Dauntless; Frenzy, GS AP

g 2 Thick Skull
‘ot | Deathroller 60000 | 4 | 7 | 1 | 1o | BreakTackle, Dirry Player, s GAP
. ' Juggernaut, Loner,
_ | Mighty Blow, No Hands,
Secret Weapon, Stand Firm
0-8 Re-roll counters. | 50,000 gold pieces each 3 :
L]
L 3
ELVEN UNION TEAMS o

Qty_ | Title Cost(gp) | MA | ST | AG | AV [ Skills Normal | Double
0't6 | Linemen 60000 | 6 | 3 |4 None cA sp

o2 | Throwers 70000 | 6 3 4 7 | Bass GAP s

o4 | Catchers 100,000 8 3 4 7 | Catch, Nerves of Steel GA sp

o2 | Blitzers 110,000 7 3 4 8 | Block, Side Step GA SP




G

HUMAN TEAMS = ° i {

Qy | Title, Cost(gp) | MA | ST | AG | AV | skills
| 016 | Linemen so000 /| 6| 3 | 3 |. 8 |None

oy | ‘Catehers 6000 | 8 | 2 3 7 | Catch, Dodge

o2 | Thiowers . 70,000 Pass,SureHands

o4 | Blitzers 90,000 “Block R

o1 | Ogre 140,000 Bone-head, Loner, -

E Mgh(ymow,rhmkskuéw :
% . Throw Teas mate b

o8 Re-roll counters | 50,000 gold pi T

NURGLE TEAMS
Qy | Title
016 Rotters
o4 | Pestigors 80,000 ‘Horns, Nurgles ML 2y
Regeneration = ~
o4 | Bloaters 10000 | 4 4 2 9 sturbing Presence, Foul
-2 3 > Appearance, Nurgle's R&m
" Regeneration
o1 | Rotspawn~ | ‘140,000 2 55 DisturbingPresence,
e Foul Appearance, Loner,
Mighty Blow, Nurgle's
g Rm, Rn].ly Smpan
i eration, Tentacles
o-8 Re-roll 70,000 gold ho 5 S
HIGH ELF TEAMS'
Qy | Title Cost(gp) | MA | sT | AG | AV | skills
016 | Linemen 70000 | 6 |3 | 4 8 | None
o2 | Throwers 90000 | 6 320k % 8 | Pass, Safe Throw
o4 | Catchers 90,000 8 3 v, 7 | Carch
o2 ] "’1’00,000 7 34 & Block
0o-8 Re-roll - 50,000 gold pi h
o :




RC TEAMS : iy

— - - ’
Qty | Title Cost(gp):| MA | ST | AG | AV | skills Normal | Double )
016 | Linemen 50,000 5 3 3 9 | None 3 el © ASP
o4 | Goblins | 40,000 6 2 3 7 | Dodge,RightStuffStunty B GSp
o2 | Throwers 70,000 5 3 3 8 | Pass, Sure Hands GP s AS
o4 | BlackOre 80000 | 4| 4 | 2 | 9 | None febEd AP
Blockers 3
\0-4,' Blitzers 80,000 6 3 3 9 | Block as AP
o1 | Troll 110000 | 4 5 1 9 | Always Hungry, Loner, s GAP ‘
Mighty Blow, Really Stupid,
Regeneration,
: Throw Team-mate
o-8 Re-roll counters | 60,000g0ld pieces each
I
2 8
SKAVEN TEAMS
Qty | Title Cost(gp) | MA | ST | AG | AV | skills Normal | Double
016 | Linemen - 50000 R, 3 7 | None ’ ¢ ASPM
o2 | Throwers 70000 | 7 5 3 7 | Pass, Sure Hands Gp ASM
2
o-4 | Gutter 80000 | 9 2 4 7| Dodge, Weeping Dagger GA SPM
Runners ]
o2 | Blitzers 90,000 VA 3 8 | Block GS APM
o1 Rat Ogre. 150,000 6 5 2 8 Frenzy, Loner, S GAPM
(s Mighty Blow, Prehensile ]
Tail, Wild Animal
a8 Reroll BRI L ? -
W00D ELF TEAMS ¢ : )
Qty | Title Cost(gp) | MA | ST | AG | AV |-skills Normal | Double | ¢

Lineman 70,00 None

Catchers 90,000 Catch, Dodge, Sprint

| Throwers 90,000 7. | Pass

Wardancers | 120000 | 8 - | Block, Dodge, Leap

Treeman 120,000 Loner, Mighty Blow, Stand
‘Firm, Strong Atm, Take
Root, Thick Skull, Throw
Team-maté; Timmm-ber!

50,000 gold picces each _




STAR PLAYER SUM“ABY

Name Skills Teams Cost.
Eldril Sidewinder Catch, Dodge, Hypnotic Gaze, Dark EIf, 200,0008p 8 3 4
Loner,Nervesof Steel, Elven Union,
Pass Block High EIf, 5
Wood EIf |
Griff Oberwald Block, Dodge, Fend, Loner, Human 3200008p 7
b Sprint, SureFeet :
Grim Ironjaw Block, Dauntless, Erenzy, Dwarf 220,0008p 5
Loner, Multiple Block,
Thick Skull
GufflePusmaw Foul Appearance, g Nur§1_¢ 110,000 gp A

Loner, Monstrous Mouth,

i S i
Nurgle's Rot & % : s

Hakflem Dodge, Extra Arms, Loner, Skaven 200000gp 9 | 4 .3 7

Skuttlespike Prehensile Tail, Two Heads

Jordell Freshbreeze  Block, Diving Cat Elven Union,

Leap, Loner, Side Ste B  Wood EIf
g MightyZug Block, Loner, Mighty Blow Human

Morg ‘n'Thorg Block, i@ner,, ? SN Ayexcept
Mighty Blow, Thick Skull, Khemri, 3
ThrowTeam-mate * . Necromantic

P and Undead

Prince Moranion Block, Dauntless, Loner, High EIf, 230000gp 7 4 4 8

Tackle, Wrestle Elven Union

Roxanna Datknail ~ Dodge, Frenzy, Jump Up,
" Juggernaut, Loner

250,000 gp

- DarkEIf

' Varag Ghoul-Chewer  Block, Jump up, Loner, ore
Mighty Blow, Thick Skull
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TeAM NAME:

TEAM RACE:

Coach:

TREASURY:

TropHIES HELD




Skaven Lineman

Skaven Blitzer Skaven Gutter Runner

Human Blitzer Human Catcher

Human Lineman
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CONTENT AND MORE! e
GEATURING ALL OF THIS EXCITING OFFICIAL b
: RECRUIT DWARF, SKAVEN, NURGLE

ALL-NEW TEAM:
FOUR DIFFERENT VARIETIES OF ELF TEAMS!

AND NO FEWER THAN
NEW STAR PLAYERS: A ROGUES' GALLERY OF SHOWB!
THEIR PRODIGIOUS SKILLS TO YOUR TEAM IN EXCHANGE FOR GOLD PIECES!
GETHER AND WATCH YOUR TEAM GROW

T
* - LEAGUE RULES: LINK YOUR MATCHES TO!
P NEW SEASONAL LEAGUE SYSTEM PROVIDES AL

OATERS KEEN TO SELL

IN FAME AND FORTUNE! A
GANISE BLOOD BOWL GAMES FOR YOUR GROUP AND PROVE
EVOTEE OF NUFFLE!

AND ENTERTAINING WAYS

& YOU NEED TO OR
YOURSELF A WORTHY DI

%

X SKILLS: TEACH YOUR PLAYERS NEW
T0 PUMMEL THE FOE AND WIN VICTORY ON THE PITCH!

GIVE YOUR TEAMS A MUCH-NEEDED BOOST WITH

CHEERLEADERS. ASSISTANT COACHES AND APOTHECARIES.

REALLY LET LOOSE? EXHIBITION PLAY LETS
R USE FAMOUS TEAMS!) AND PIT THEM
ATE TEST OF SPORTING PROWESS!

COACHING STAFF:

o
E © EXWIBITION PLAY: WANT TO
OU CREATE EXPERIENCED TEAMS 1]
'AGAINST EACH OTHER IN THE ULTIM

[

ISBN 978-1-78581-823-3

gy _
u ;:,, ;, 1l .I, ; | This isa Supplement.

i D j,\ . You will need a copy of

RN the Blood Bow/ rulebook

N il to use the contents of 1k
this b A
ASTROGRANITE 2o \%l ‘ games-workshop.com
L "
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