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lood Bowl is undeniably | 1. 4 BLOOD BOWL PITCH. This is a foldo
Bthe greatest game ever mar t to emulate a pitch that r
played. Not only is it the | Bow
world's most popular game of 2. TWO CARDBOARD ‘DUGOUTS". T
fantasy football but, in the eyes g n, as well as prov
of its legions of loyal followers | nju rs
the world over, it is a game like 3. TWO TEAMS OF PLAYERS. The
no other: tactical, challenging, | Games Workshop, repre I
emotional and, at times, the game

outrageously funny! 4, TEAM TOKENS.
your team duge
To play a game of Blood Bowl, | 5. DICE The g
there are a few key items you as well as eight-sided and 1
will need. Before exploring the | 6. RULERS AND TEMPLATES.
world of Blood Bowl and the determining where a I
rules of the game in further |
detail, let us take a look ata |
game in action and list the vital 8. QUICK REFERENCE CARDS.
components required: | two Quick Reference

will find the com



BLOODBOWL

Y *
* THE GAME OF FANTASY FOOTBALL

A WORLD-CHANGING WONDER

\

prosperity
when war and strife were forgotten
and our differen ed on the field

s holy Nuffle

I been quick to take up arms
against one another over the most
petty and spiteful of disagreements.
rranean world,
i e battled

, and always there
the argumentative fo
ing strife for their
= ey often, such differences hav
B food Bowl has always been a part of our world, The sacred tablets of Lustria, n out of hand and le
2 e warfare.

old beyond all human reckoning, tell of a time when the world was young, when
the mythical Ofd Ones and their servants, the Slann, introduced the worship of times Nuffle, who finds
Nuffle - the god of violent sports - to the world, strife distasteful, quite liter .

Millennia later, the hieroglyphs of ancient Nehekhara telf of 3 time when mighty :
heﬂ_)es of the sport played and died, and were laid to rest ip the grandest mausoleums \ mortal races are ready once more for

their sponsors could contrive, there to live out eternity beside kings in a time before : \ ¢ of d Bowl...

being raised from undeath to play once more. T e R Hicers g sred W

Ages later still, Blood Bow/ would be re-discovered by mortals and £0 on to take

over the world, ushering in an eternal a
3 ge where wars would be fought n
battlefields but on bloody astrogranite, to the en tertainment of bayfng o

B 7HE HISTOR =
BLOOD BOWL ==
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nich time the Dwart

wl
n:pol, Al last, he was ready

Three days passed: duri

from his chosen ; e
t:a ::: mm A podium was hastily erected

hoi
the silver temple, and the stunted fellow u.mas s
up onto a box behind it to deliver his findings

assembled multitude.

“This book, " wheezed the ancient seet.:g:hnt
his heavy-lidded eyes a few times, appe:;sm ol
religious text of a group of warnofs whio piriiris
2 land called Amorica. The book is dedica

Jost god Nuffie. The head priests of the _rara'tws se:‘ts
of this deity, known as coaches, led their bands 0 ]
tempted to exterminate

warriors into great arenas and a :
each other. The object was nof, However, violence ;
simply for violence’s sake. No! It was, 1 truth, of grea

ritual significance!”

There was a subdued murmur from the crowd
as they attempted to absorb this outlandish concept.
The Dwarf continued, *A pig’s bladder was inflated and
carried or thrown from one end of the arena to the ather,
in an effort to, erm, score. Carrying said biadder into an
apponent’s camp, or ‘end zone', gave a sect a number of
things called ‘paints’.

“The battle lasted a set period of time. At the
end, the sect that had amassed the most poinls was
declared the victor. Apparently, you didn't even have to
maim aif your opponents, although the coaches seem
to have encouraged this practice. Furthermore, the book
states that, as Nuffies sacred number was 11, only 11
warriors from each sect could be on the field of battie at
ane time."

At this there was a great deal of shuffling in the
Ore ranks as many present removed their footwear in
a desperate attempt to find out just what the number
‘11" was. Typically, this degenerated into brawling once
a rather numerate Goblin who had kept his boots on
discovered what a great joy it was to stamp on all his
mates' bare feet with his hobnails, Ignoring the infrequent
howls of pain, the Dwarf continued. .,
“This does not mean that there were o)
;ngmbers of a sect, or team, as they were afsurkf;m
njured warriors could go off ang be replaced by ﬁea!éhy

reserve’ warriors, as o
» @5 long as the sacred num
exceeded. One could also hit ber was not

rd the shape of the battlefic
where large squadrons of
king feeble attempts to get
* continued the Dwarf

Al eyes tumed 10 re€2

had gathered,
in which Muuunes were mal

- it seems L0 me,” e
airbome again: gain their attention, “that Nuffle has

in a loud :;::;:::;na‘ is trying to resalve it. | suggest
e w;ar:r s put forward from each side, and that our
::r'r?;:e;ces pe resolved in this fashion.”

A murmur of assent rippled through the crowd,
soon rising to a roar of agreement; except, lll.al is. for the
comer in which the Goblins were standing, S'FCEIIhey
were all still exploring the intriguing new possibilities of

foot-stomping!

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

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

It was while those who remained swept up the
mess that they discovered a strange green surface
Just under the blood-spattered dirt of the battlefield,
a surfa_ce engraved with peculiar symbals and lines.
Swesping became excavation and soon the field was
sf:ru.b_bed clean, The workers were hushed, aware of the
isr:gtr'l.:ﬁcance of their find. The sacred Gridiron spoken of
A ::‘::: l'i“‘::l_EBZEfi upon by mortal eyes ance more
i l:m:srne in n‘ﬁaru.r centuries, the evening sun
oDt hatross this most sacred of places.
e ;?w 0 had adopted the name of Sacred
et 0ze-El, after a priest of high standing

In the book, offered a prayer to Nuffle and

i :
to organise ang lay plans for the future. ..

THE EVOLUTION OF SPORT
ROZE-EL AND THE

ESTABLISHMENT OF THE NAF L
With the first game of Nuffle’s Amorica |
in the modern era, many of those prese
with an almost fanatical religious fervour. R

himself feeling younger and more energetic than he had
in many years, hurried to put into motion the grand
plans that swirled around in his mind and, with the help

of many others who would go on to become the sport's
founding officials, the first days and weeks following
Mungk's discovery saw huge strides taken. Many years
|ater, Roze-El was to comment in his journal that, looking
back, it hardly seemed that the bold ideas were his

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

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

During his time as Sacred Commissioner, Roze-El
prioritised firstly the proper translation of the rules of his
game and secondly to the spread of the word of Nuffle.
In terms of his first goal, Roze-El made great strides in
both recreating Nuffle’s original rites
and filling in the gaps.

of remarkably

d, giving

rituals. A team

Roze-El's second goal largely took care of itself.
Word of Nuffle’s Amorical Football spread far and wide
as if carried by the wind. In the days and weeks that
followed that first game, delegations arrived at the temple,
drawn there by news of the event from cities and states
the Qid World over and representing many different races
Early fears amongst the scribes and scholars that had set
up within the temple, that such a gathering would result
in hostility, proved unfounded. It rapidly became clear
that the lure of this new sport was such that even the
most bitter of enemies would sooner learn the rules of
ritual engagement than draw up battle lines. The races
of the world seemed willing as never before to unite in
ways previously undreamed of

By the time of Roze-El's death at the grand old age
of 196, there were 16 sects or, as they were commonly
coming to be known, teams, competing in a season
which culminated in the glorious excesses of the Blood
Bowil final - the annual championship game that quickly
gave its name to the sport as common folk far and
wide came to call the game itself ‘Blood Bowl!' and the
governing body under Roze-El the ‘NAF'. These teams
represented men of the Empire, Norsca and further afield,
Dwarfs of the Worlds Edge Mountains, Cres and Goblins
from the Badlands, Skaven from the Under-Empire, Elves
of Ulthuan and more. With his legacy secured, Roze-El
went peacefully to his rest, leaving behind him enough

notes, jotted-down suggestions and unfinished journal
entries to keep his successors busy for centuries!
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NIKK THREEHORN,
GREED AND SCANDAL
In spite of all his failings, Jorge
Hellhound was hugely successful
as Sacred Commissioner and ever
popular with the fans. Consequently,
his tenure in office was @ long one.
Yet time is unconcemed by popularity
and in 2477, after 2 staggering 48
years in office, Hellhound retired his
position by dying of oid age. He was
succeeded by an eager young priest
of Nuffie named Nikk Threehorn.
Over the course of his short career,
Threehom had proved himself both a
hard worker and an able assistant to
the ageing Hellhound. His knowledge
of the inner workings of the NAF
and its various satellite organisations
through relationships carefully
born and nurtured by Hellhound
made him seem a natural choice
a5 successoL

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

ultimately the money raised was
ploughed back into the organisation
and into the sport.

Threehom, by contrast,

proved to be greedy and selfish,

He quickly showed that he didn’t

like sharing credit with others

and at every apportunity would
accept the plaudits for the hard

work of his underlings and even

his predecessors. In addition to
upsetting many colleagues, during
his first few years in office the
Cabalvision networks found the cost
of licenses to broadcast matches
fose exponentially, doubling again
and again as the season progressed.,

This caused the cost to viewers

to rise in turm. Inspi

gate. similarly, prices at cnnceszug:
stands and the cost of merchandt
rose sharply. In response, tearqs on
the NAF circuit began demanding .
more from the stadia and from their
sponsors in order to pay the inflated
salaries and transfer fees players

were suddenly demanding.

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

inflated wages of players and other
support staff, stadium owners, sport
promoters 2nd, ultimately, the NAF
itself were still collecting the lion's

share of the profits.

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

T -

Even the game of Blood Bowl
had to adapt in order to keep drawing
the ticket sales and Cabalvision
viewers. The early to mid-2480s
saw an explosion in on-pitch
violence. Alongside fresh and exciting
innovations, game wizards made a
resurgence in popularity at the pitch-
side, the fees charged by the Colleges
of Magic suddenly seeming not so
extortionate. Chief among these fresh
innovations was the mechanical
contraption, cunning inventions

introduced in great numbers to add
even more bloodshed to the on-pitch
action. The most notable of these
modern wonders was the chainsaw,
which proved by far the most
popular and iconic of the era. The
gridiron quickly became a deadly
place as players were decapitated
and eviscerated in huge numbers.
There was even a brief period in
2486 when every game played in
the month of Pflugzeit ended 0-0

as the

MMmearcia

For many, th
successes of the 2480
considered a g
But not everyone was hz

S were

lorious era of excess.

Several teams were dismz
by shrinking crowds and the
changing face of the sport. Many
famous stars of the gridiron even
spoke out in interviews about the
hardships endured by fans in order to
see their beloved team play. Amongst
the most outspoken critics of the
MAF was Jeremiah Kool, captain of
the Darkside Cowboys. Mot only was
Kool lauded by many as the greatest
player in the history of Blood Bowl,
but the Cowboys more than any other
team enjoyed the patronage of a

powerful individual. The Witch-King

of Naggaroth hir

s by members of
ywin Black Guard,

y as he wished and say it

often

ne qid

ed that such excesses

be sustz that sooner or

|ater the NAF would swallow itself

so great was its greed, and that

of the sport lay in open
tion rather than a bloated
ch and cheap sensationalism
And Kool went further, calling out
Nikk Threehorn, reminding him that
Blood Bowl was about the worship
of Nu ot gold, and stating that,
sooner o
would change
deity with whom to mess!

ater Threehorn's It
far Nuffle was




on the

as usud
a unf

urvive
, whilst thy
, the meg;
play
had opted o take
M.

en in the comp:
Jented rookie

the NAF's

numbers

what the NAF had to offer.

| for the
toided 12

, in front of
the known

ts that would
lied at 1-1,

The Reavers cheerleaders, |
Reaverettes, rushed onto if
the roar of the crowd, but &lg
them, where the crowds exp
see the world renowned cheg
squad of the Darkside Cow
shadows, there was nothing

emply turf.

As the Reaverettes pushied
on with their show, a great tumuilt
erupted behind the scenes. Staff and
officials hurried to find the Shadows
but their changing rooms were :
. Panic set in and ever more
priests of Nuffle were drawn
the flurry of activity. Before long
ice tunnels surrounding
tch and the corridors of the
orporate hospitality area were
crowded with shouting staff. By the
time the news reached the very top,
one had realised things were
maore wrong than first thought. Not
only were the Shadows missing,
but of Nikk Threehorn there was no
sign either...

It was quickly established

that Threehorn's luxury coach was

missing. Further investigations
revealed that, at the temple of Nuffle,
the coffers of the NAF had been
raided. The lovely money, plentiful
and content in its warm vault that
very moming, had vanished.

Keen to avoid panic,

als restarted the match after
halftime, and the Cowboys showed
tremendous strength of character,
rallying to overcome the Reavers 3-2
in the dying moments. The remaining
NAF officials present attempted to
carry on as if nothing untoward had

urred, but news as momentous as

this could not be expected to remain
secret, The prize-giving ceremony
and subsequent press conference

dominated by questions about
What had unfolded. The answer,
though, was painful in its simple
truth: no one knew...

FALLOUT AND COLLAPSE

S—
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lood Bowl pitches can be
found the world over, from the
sweltering rainforests of Lustria,

| where archaic stadia occupy ancient

temple cities, to the ice floes of Norsca,
where rugged gridirons are carved
from the glaciers and permafrost, and
everything in between and beyond.
They range from small and humble
affairs, temporarily marked-out pitches
surrounded by simple bleachers set
up for a low budget tournament, to
truly grand stadia such as the Emperor
Luitpold | Memorial stadium in the
heart of Altdorf, home of the Blood
Bowl itself, the grandest tournament
held in the finest arena in all the
known world.

This section explains the Iayout ofa
Blood Bowl pitch, the sideline area
and details the accessories né

NUFFLE'S
SACRED TURF

herever they are and however they are built,

all Blood Bow! pitches are laid out following

the same, sacred parameters as decreed in
the holy book of Nuffle. Before every game, anywhere
in the known world, members of the Referees and
Allied Ruleskeepers Guild (RARG), will walk the length
and breadth of the pitch, ensuring the measurements
are exact: 60 paces wide by 100 paces long.

THE BLOOD BOWL PITCH
A Blood Bowl pitch is split into several distinct sections and
all share the same features:

. Two End Zones, one at each short end of the pitch.

. Two Wide Zones, one at each side of the pitch, running
from End Zone to End Zone.

. Two Sidelines, running the length of the pitch, from
End Zone to End Zone.

. The Centre Field, the area between each Wide Zone,
running the length of the pitch from End Zone to
End Zone.

. There are two trapdoors on the pitch, one in each half,
both positioned within a Wide Zone.

. The pitch is then further split along its length into two
halves by the Line of Scrimmage, the point at which both
teams line up for the kick-off and at which much of the
most violent action unfolds!

Finally, the board itself is split into a grid of squares;
13 squares from Line of Scrimmage to End Zone, making
the pitch 26 squares long in total, and 15 squares wide; four
squares in each Wide Zone and seven squares across the
Centre Field.

pugours.. .. -
Each team has its own dugout, a safe haven at pitch side
where reserves can warm up, where the injured can be
tended to and where important game information is tracked:

1. The Reserves box, where fit and healthy players stand
ready for the next drive.

2. The Knocked-out box, where players removed from play
due to minor injury recover.

3. The Casualty box, where seriously hurt players are tended
and where those who won't play again are stored until
the final whistle.

4. Turn trackers. These are vital, helping everyone know
which turn it is and how long remains of the current half
and the game. The Turn trackers are covered in greater
detail on pages 20 and 42.

5. Team re-roll trackers, used to keep track of how many
re-rolls a team still has to call upon in each half. Re-rolls
are covered in more detail on page 24.

6. The Score tracker, where the coach keeps a record of
each touchdown scored.
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MARKERS :
he game of Blood Bowl uses several markers in
conjunction with the dugouts in order to keep
track of important game information:

TURN MARKER

You will need a turn marker, and it is your responsibility,
at the beginning of each and every one of your turns,

to move the turn marker along the Turn tracker on

your dugout.

TEAM RE-ROLL MARKER(S)

Similarly, you are responsible for keeping track of how
many team re-folls you have and how many have been
used. You may use either a single marker or several
markers (one for each team re-roll) as you prefer,

: "' SCORE MARKER

Ascoremarterisusedtoieepuackof
how many touchdowns a team has scored
by placing the marker on the zero position.
] mmmmandqmmgnawy ,
afwfabuchdowmsw_“, st
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TEMPLATES

Bowl also makes use of three unique

lood ‘ :
B templates. Theie' are thet Random Directigp, CORNER THROW-I
template’, the ‘Throw-in template’ anq s
the Should the ball leave the pitch from a corner square,

' d as describ
g uler’. hese are use ed belOV\
range I & the direction of the throw-in is determined by placing

IRECTIONT the Random Direction template as sh: in thy
M diagram and rolling a D3. el

This template is used whenever the ball ‘scattery

BLOOD BOWL DICE
T he game of Blood Bow! uses four different types

of dice to determine the outcome of various

actions and events, These are often referred to as
‘Nuffle's sacred cubes’ in homage to the patron god of
Blood Bowl. Interestingly (perhaps), not all of these dice

' or tes' (see page 25), or wh
‘pounces’ O dewa- en the
call for a random direction to be determined for an;u:,: are cubes!
i | g
vt o e = o 1 g
cel
below, with the e € Over.the SqQuare t Unique to the game of Blood Bowl, block dice are used to
pall is within and roll a D8 to determine the direction, s resolve Block and Blitz actions against opposition players.

They are six-sided dice that feature five unique icons (one
is duplicated on two faces), each representing a different
outcome (see page 57).

D6 :

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

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

performed, both to determine range and, in the case of * D3: The rules might also call for a D3 to be rolled,

a Pass action, to determine if any opposition players can but an actual three-sided dice is not necessary. To roll E
attempt to interfere with the pass. % a D3, simply roll a D6 and halve the result, rounding =
B

]

fractions up.
Pass actions are covered in greater detail on page ;
48 and Throw Team-mate actions on page 52.

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

&
]
§
a

D16

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

THE THROW-IN TEMPLATE

If the ball ever leaves the pitch, the crowd will
enthusiastically throw it back. Position the Throw-in
template as shown in the diagram below, with the Blood
Bowl logo over the last square the ball occupied before
leaving the pitch and roll a D6 to determine the direction S
the ball travels in. Sl

Throw-ins are covered in greater detail on page 51.




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

Blood Bowl as it is known today was hurriedly translated from an ancient and
illegible tome by an elderly, near-sighted Dwarf. After completing this first, rushed
draft, the sacred commissioner Roze-El spent many years trying to translate the Tome
of Nuffle properly. Where this proved impossible, he relied on that most time-honoured

mﬁh‘: amongst scribes and historians and simply filled in the details by making
up!

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

:::C:lll:l: gme of Roze-E1, numerous others have had their say in the developmeli "fa
ey ;es:;ﬁq“"ﬂ!u the game as it is known today is unlikely to bear mor® (e,
| seem to be ance to the original form of Nuffle's sacred game. Nuffle himseiis
overly concerned by this, which is probably just as well!

Thi i i - :
: s section covers in detail the rules and regulations of the game of Blood Bow!

GENERAL
PRINCIPLES

efore going further, it is worth establishing some
B general principles regarding some commonly
used terms, dice and the game of Blood Bowl
in general.

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

traditionally played by ‘players'. But Blood Bowl is

also a game that represents a sporting fixture rather
than a battle between rival armies. Whilst in other tabletop
games the models might represent warriors, in Blood Bowl
the models represent sports players. To avoid confusion, and
1o adhere to the theme of the game, the rules will always
refer to the models as 'players’ and to you, the person
rolling the dice and making the decisions, as the ‘coach’, In
addition, players that belong to the same team are referred
to as ‘team-mates', whilst players that do not belong to their
team are referred to as ‘opposition players'.

TAKE-BACKS AND CHANGING ONE'S

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

RANDOMLY SELECTING A PLAYER

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

THE TURNOVER
ne of the most important mechanics of the game
of Blood Bow! Is the "Tumover'. Many unfortunate
events will cause the active team’s turn (o end

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

A Turnover is caused:

It & player on the active team Falls Over during their
own activation,
If a player on the active team is Knocked Down during
their team turmn.
If a player on the active team that is in possession of the
ball is Placed Prone during their team tum
If a player on the active team that is in possession of the
ball is forced to move off the pitch for any reason.
If a player on the active team attempts to pick up the ball
from the ground and fails, even if the bouncing ball is
then caught by a player from the active team.
If a player on the active team fumbles a Pass action, even
if the bouncing ball is then caught by a player from the
active team.
If no player on the active team catches the ball after a
Pass action or a Hand-off action and the ball comes to
rest on the ground or in the possession of a player from
the opposing team,
if a Pass action is Deflected or Intercepted and the ball
comes to rest either on the ground or in the possession of
a player from the opposing team.
If a player on the active team that is in possession
of the ball is thrown by a team-mate and either fails
to land safely, lands in the crowd or is eaten, even if
the bouncing ball is then caught by a player from the
active team.
If a player on the active team is Sent-off by the referee for
committing a Foul.
= If a touchdown is scored.

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

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

For example, should ane of your players Fall Over
whilst moving, an Armour roll is made against them.
If that player was In possession of the ball, the ball will
then bounce. Once the ball has come 1o rest, the player's
activation ends and you may activate no more players this
turn. Finally, your team turn ends and the opposing team
becomes the active team.
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MODIFYING DICE ROLLS

The rules will often call for a dice roll to be modified,

particularly when making a target number roll, To do

| this, simply rol the dice and then add or subtract the
modifieris) shown, effectively changing the outcome of

i the dice roll. If the rules ever instruct you o divide 3

| dice roll in 2ny way, any fractions should be rounded up,

; unless the rules state atherwise.

B

ROLLING OFF
The rules may call for both coaches to roll a dice (usually
either a D6 or a D3). Often a characteristic of some sort
wil be added to the result This is caled ‘rolling off
the highest score always wins a roll-off. In the
tie, ol again unless olherwise instructed,

NATURAL ROLLS Ll

RE-ROLLS

hen rolling dice, it is common for g

| Fortunatel MES to
B e DEVIATE, S
certain dice rolls to be re-rolled; for ! m{, CATTER OR BOUNCE
e footballs used in Blood Bowl are
T oddly
» The second result must always be acceptag shaped and often behave quite erratical

i worse than the original result.  S¥eniity th nT ?:omm bbb 'M“"” 1

e ball ‘deviating’, 'scattering’ or ‘bouncing', and |
. tis

waorth establishing early on what is meant by each of

« A dice can never be re-rolled more than once
s
these terms:

regardless of the source of the re-roll,

'—'_-_-_-_-_-_-___——_____-__-—--""'\ LL R-ROLLS DEVIATE
S| This represents a kicked ball Wﬂmva\sa

Many players possess 3"*”‘ that allow them tg re-ro| |
dice in a specific situation: wildly off target:
» sill re-rolls can only be used as detailed in the ) = When the ball deviates, it
skill's description. equal to the roll of a
» Skill re-rolls can be used during either team's i was plawjl in a dir
y and referring to |

If the ball la

as appropriate.
standing

« When a dice pool is rolled, a Skill re-roll wil| allow
only certain results to be re-rolled, as detailed i l!';e

skill's description.

TEAM RE-ROLLS

Every Blood Bowl team will have a number of team re-
rolls to use during 2 game. A team will start each game
with its full complement of team re-rolls. Any used du'
the first half of a game are replenished in full at the start
of the second half, but unused team re-rolls do not carry
over from the first half to the second half (or from one

fixture to the next in league play):

« Team re-rolls can only be used when a teal

during its own team turn.
« Team re-rolls cannot be used to re-roll:

Or:

- Armour, Injury and Casual

= When a dice pool is rolled, 8
used.

“What a foul! That was
utterly brutal, Bob!"
“Well, life goes on, Jim."
“I've got a feeling it

not in his case, actually.
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I ! Players use their Tackle Zone to interfere with opposition
—_'_'______.—o—-—'—_'_'—_ players, ‘Marking’ them and hindering their actions:
THE TACKLE ZONE__
squares adjacent 10 @ Stan ‘Marked’ by that opposition player.
If a player has an opposition player within their Tackle
Zone, they are ‘Marking' that opposition player,
A player can be Marked by multiple opposition players
at the same time.
A player that has lost their Tackle Zone for any reason

At other times 2 player
| or ‘Stunned’. ____——————”—__—P#
pedom to I
= "¢ turn are able
g theopposing (eam = L1 MARKING AND BEING MARKED
A Standing player exerts £0 « Ifa player occupies a square that is within an
This is called their “fackié & e st S opposition player's Tackle Zone, they are being
» A Standing player Marks all opposition players that
are within their Tackle Zone.
cannot Mark an opposition player, though they can be
Marked themselves.

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

LOSING TACKLE ZONES
Prone and Stunned players lose their Tackle Zone. It may
also happen that, due to an in-game effect, a special rule
ora Skill used by an opposition player, a Standing player
loses their Tackle Zone. 5

Ifa player has lost their Tackle Zone they:

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

They will also be unable to use certain other SKI*
6 e Tl e T

- during their team tum, a Tumover is caused.

PRONE AND STUNNED PLAYERS 5
oy o e ol Sing i o i Py DANCOVEL e
LN "
s thsu\:h players OCCuUpy ane square they may simply Fall :)v:r ::e?‘w i it
el i, € square they were in when they  across the pitch too quick Whruwmn ot mwowm
" g
ecal or stunned ~ no matter how big the Player s self-inflicted, and :t::n 1:;;nl;r nap;:';:‘.ll:?wwﬁi
SRONE own activation:
When a player is Prone, the model is laid face-
the pitch. A Prone player can do nothing until a:mm Sy L Tasle o

stond up::A Prone plave s B ot = ks s . ::1 :u;hﬁre Falls OW: they hetnm Prone and risk
team turn to m_mon'n any action that includes Movement " mnm, 4 “:ll l:'he opposing team makes an
Allowance. Doing so allows the player to sacrifice a AT Hmtha-p!mn:ls armu::‘ ;;ﬁm’lhedﬂm page 29:
portion of their movement to stand up (see page 44). St mad:.::m:m?m
STUNNED they will become Stunned or worse.

When a player is Stunned, the model s laid face-dawn on ; .::::i:mamr il

the pitch. A Stunned playeris not efigible to be activated = Ifa piayer Falls Over whilstin possession of the ball

during their team tum. When a team’s turn ends, even the ball will bounce from the square in which the

if it ends with a Turnover, any players that were Stunned Player Falls Over, after making an Armour roll (and

when the turn began will automatically roll over and possible Injury roll) against them.

become Prone. If a player became Stunned during the

course of their own team turn, they must remain Stunned  BEING KNOCKED DOWN

until the end of their team’s next turn, when they will Players are often ‘Knocked Down' as the result of a

‘automatically roll over and become Prone. vicious Block action from an oppasition player or when
attempt to i

BECOMING PRONE OR STUNNED e

Usually, a player becomes Prone as the result of ‘Falling luckier than they are. Players can also be Knocked Down

Over' or being ‘Knocked Down'. When a player Falls Over by projectiles thrown by the crowd (including spells), or

[or is Knocked Dawn, they also ‘risk injury’, meaning they by some other in-game effect, by a special rule or by a

i b_eo‘orn_e Stunned or worse. Alternatively, a player Skill used by an opposition player:

‘may be ‘Placed Prone’ without risk of injury.

5 = | a player is Knocked Down during their team turn,
'PLACED PRONE a Tumover is caused.

; Being Placed Prone is often a deliberate choice a player  » When a player is Knocked Down, they become Prone

is Ihb]é'to mgﬁg due to a Skill they possess. At other times and risk injury. The coach of the opposing team
T il_‘ie_sal_'_lle: effect, a special rule or a Skill used by an makes an Armour roll against them:

\ mpm?ﬁnn player may cause one of your players to be = |f the player's armour is broken, an Injury roll is

made against them and they will become Stunned
Of Worse.

Placed Prone by your opponent:

i Ifa pla_:_rer is Placed Prone during their activation, their = |f the players armour is not broken, they

activation ends immediately. remain Prone.

If @ player in possession of the ball is Placed Prone = |f a player is Knocked Down whilst in possession of
the ball, the ball will bounce from the square in which
{ layer that is in possession of the ball is Placed the player was Knocked Down, after making an

 Prone, the ball will bounce from the square in which Armour roll (and possible Injury roll)

layer was Placed Prone. ‘against them.
When a player is Placed Prone, there is no risk of
- injury and no Armour roll is made against them.

“...they were jolly nice chaps,

weren’t they?”
- Lance Goodfellow, Bright Crusa ders rookie

p-




PIAYERPROFILE ________
—— he strengths and weaknesses of the P‘ayersiﬁ;]{
make up a team are represented by a series
of characteristics, collectively known as the

player's ‘profile’

« Movement Allowance (MA) and Strength (ST) ara
poth shown as simple values, in which case a higpe,
number is better.

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

T iocd Bovl pYer &
powerfully bullls &0 5 os, they
B individuals of ";:";:,, wealth and
es and their team-

t serious

ust be noted that
lsn't a career ending event
en

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

CHARACTERISTIC TABLE
Characteristic MA AG PA
f Maximum 9 14 1+
‘ - ol T S el - R

CHARACTERISTIC MODIFIERS
hen making a test against any of a player's
w characteristics, there are a number of
modifiers that may apply, some making
success harder, some making it easier. Where modifiers

] - i i apply to a Characteristic test, the rules will list and
! detail them:

| d A N % If the characteristic is given a simple value, the

[ 113 modifier is applied as written
- player with a Strength characte
I +1 Strength modifier, the
becomes 4.

Where a characterislic is pr
number, the modifier is alwe
as describe

If the rules ever instruct you to di
i s0 apply to the roll
ed

ec

‘ HACKSPIT QUILLCHEWER’S FUN FACTS!

| Back when Morg 'n' Thorg was a rookie, he started

' putting a notch in his helmet for every player he

| kilted. Before too long there were more notches than
| helmet! Sure enough, it didn’t take long for it to fall
| apart entirely, and he hasn't worn one since-since!

MOVEMENT N T

ALLOWANCE (MA

w
WHAT CAN POSSIBLY GO WRONG?”

Players may have an AG or PA
cannot fail when testin
unfortunatety,
player's AG or PA, any
often be modifiers to apply.

This characteristic shows the number
of squares the player may move
when activated during their team
turn. There are several actions a
player can perform that aliow them
to move, ranging from a simple Move

‘ For example, a player with a selves
action to a dramatic Blitz (actions are | subject to 4 -2 modiﬁer,’; which Ea‘::i;:uj:vﬂsyﬂm :!':” ador

dealt with in detail on page 43). higher to pass an Agili

-2 modifier the

e S

STRENGTH (ST)

of 1+, It might seem that such players
B 2gainst these characteristics, bul that is,
not the case! Remember that when testing against a

roll of a natural 1 is a fail. In addition, there will

ty test, because should you roll a 2 and apply a
result would be 0, which s fower than 1,

A player's Strength characteristic

represents how physically strong they ARMOUR VALUE (A

SKILLS

are. Strength is used during Block A player's Armour Value is a hard-
actions, both when performing them  working characteristic. Most simply,

and when defending against them. it represents how the quality and
durability of a player's sports kit
AGILITY (AG) rotects them from harm. But AV

A player's Agility characteristic can also represent tow tough a
represents their Skill and dexterity in  player is. Some players may appear
different situations, be it how easily  lightly armoured but have a high

they can pick up the ball or their AV characteristic, indicating a high
ability to break away from a scrum, degree of physical durability. Others
may appear very heavily armoured
AGILITY TESTS yet have a low AV characteristic,

You will often be required to test showing that in spite of their kit, they
against a player's Agllity. An Agility are delicate and prone to injury!

test is a target number roll made on a

single D6, as described on page 24.  ARMOUR ROLLS

In addition, if the roll is a natural 6,  Whenever a test is required against a
the test is automatically passed. player’s Armour Value, it is the coach
However, if the roll is a natural 1, of the opposing team that makes it.
the test is automatically failed. This is referred to as an ‘Armour roll',
An Armour roll is a target number
PASSING ABILITY (PA) roll made on 2D6. If the roll is

This characteristic represents the successful, the player's armour is
player’s ability to pass the ball (and ‘broken’. If the roll is unsuccesstul,
in some cases other players and the player's armour is not broken
perhaps even bombs!). and protects them from harm.

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

PASSING ABILITY TESTS

You will often be required to test
against a player's Passing Ability.

A Passing Ability test is a target
number roll made on a single D6.

In addition, if the roll is a natural

6, the test is automatically passed.
However, if the player has a PA of -
or if the roll is a natural 1, the testis
‘Fumbled!, as described on pages 49
and 53.

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

TRAITS e
Whilst Skills can be leared by
a player during a league, Traits
represent a unique ability a player
brings to the game. Traits can be
both positive and negative. Whatever
the case, it is most unusual for a
player to develop a new Trait during
a league (though not impossible);
players possess Traits when
hired and retain them over their
entire career.
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ROSTERS _
TEAM played by a great variety

Jood Bowl is 2 game
B of races, and these in tum aré split into an even
greater number of sub-categones.
varied teams are repre nted by ‘team rosters', lists used
when creating, of ‘drafting’, @ team of that type. which

detail the players avallable ta hire, their profiles and

Hiring Fee.

ill also tell you how much team re-
or not the team can include an
y special rules the team has.

A team roster wi
rolls cost to buy, whether
apothecary, and will list an

saEdRdicRE TS L U8
SR

Most Blood Bow| teams are quite straight forward in their
behaviour and approach to the game. Others, however,
are not, All teams have one or mare special rules in order
to better portray their character (see page 105).

TEAM DRAFT LISTS

hen a team is drafted, a DT

completed. This contains spaces la tlist g

record each player permanently h_ln :hich to
red

\eam, their name, position, Hiring Fee and pja 0 the
along with s ces to record experience Eaine:’fer Profile,
of ‘Star Player Points’ (see page 70) and ady, In the fory,
eamed during league play. The ‘Current Valu:,”cemems
player is recorded, which is equal to their Hiri of each
the ‘Value Increase’ of any advancements th g Fee piyg
(see page 72). BY accrye

There is also space to list other |
details, such as the Sideline Statf pe::;E:::nt !eam
aumber of team re-rolls bought and how many hired, the-
Fans follow the team, as well as the team ty, Y Dedicateg
and the name of the coach. P, name

Finally, the Team Draft list contai -
record how many gold pieces the teal:‘:n:a:t:,ces 0
(see page 35) and the total value of the team = Ty
of the players, Sideline Staff, team re-rolls ol _au
advances are accounted for. i

TIUTOECORDSHEET | L e

GAME RECORD SHEET

GAME REL O e
The reverse of the Team Draft list features the Game
L

Record sheet. This is used to keep track of ' f
fixtures' and ‘cross division friendﬁes' pll‘a:ix:e::;e
course of a league, including details of opposI tear
and the names of their coaches, and the numl e
fans in attendance along with petty cash
Inducements hired (see page 38), Current Te

and any other notes coaches wish t

Once the game is over, thi

TR  CURRENT VALUE

NI

MNG

UNSPENT
SPP

HIRING FEE

MA ST AG PA AV SKILLS

POSITION

TREASURY:

TOUCHDOWNS:

TOTAL CASUALTIES!

LEAGUE POINTS:




TEAM DRAFT B‘U DGET : PLAYER POSITioNS 5
e Team Draft Budget is the amount of gold pieces (Gp) There are distinctions 1o be made
;-ou S spend on your rookie team: Within a team, Separating them by their role Wwithin the
8ame, from the humble Lineman to the more
lised
When drafting your team for‘league Play, you have a roles performed by the ‘positional’ players, Son
pudget of 1,000,000 gold pieces to spend on players, .
A )
pnd Staft, tear re-rolls a,.]d' §° forth, LINEMEN; The backbone of any team:
Ihen drafting a team for exhibition play, you may
mve a higher budget (see page 101).

between the players

Al teams wil| have a

: Player type that they are
permitted to take 0-12 or 0-16 of. Regardless of nam
HlRlNG PLAYERS (for many races cal| their Linemen by another name),
ers are the only compulsory element on any Blood
Play

Is all of the pl this Player type is the team's ‘Linemary positional,
i the players

. Each team roster details a 0 he

Bov.ll tj:nt‘o a team of that type and their Hiring Fee,
el drafting a team, you should select the players you
b ermanently hire for your team, pay their hiring
wartltf::r: your Team Draft Budget and make a record of
f;’: player on the Team Draft list.

BLITZERS: On offenc:
the opposition, In def
Opposition players,

e, Blitzers force 8aps through
ence they will violently target key

THROWERS: |t is often the Thrower that takes the role
of offensive captain — calling the plays and making split
A team may not include more players of a certain second decisions,

(]

ty m roster. For example,
e allowed by the team rosf ; :
: p;l?ein;r:ion team is allowed 0-2 Blitzers, meaning an
an

varie(

wher

CATCHERS: The safe pair of hands on any team, the

Union team may include zero, one or two Blitzers,  Thrower's trusted receivers. It is the Catcher's job to
n Uniof ;
| E::/temay e ree: Teceive passes safely.
detai : .4., ] g AYERS RUNNERS: Several teams employ Runners in place of
Hirin'* 8 CES NUMBER OdF r:ast important thing to be aware of Throwers and Catchers, relying on speed rather than risk
‘ e ——£8 The first an: owl team is the minimum and passing interference.
8 e when drafting a Blood B 5
Tk itted: i
| rolls | N maximimnumberict players perm BLOCKERS: A popular position on the defensive line of
| i 4 E Blood Bowl team must contain a minimum any team that relies on a more physical play-style.
I § - s Every £ P
A layers when it is 3
“ SPEC § eiEren (1) permanerlly hired play OTHER POSITIONS: Many teams of dlﬁe’er_‘:. ol
1 Mos| 3 first drafted. ; layers that do not fit into any specific role. This
v ¢ i | re than employ players S
£ ,.} behz  § Rt ds on s cap eYerdcoEa;rr!SmO : may be a sneaky Assassin or a Goblin mounted on a pogo
§ {w‘ are ] 1 R ROl nTanetynIEdiDlaYeE stick (it's in the regulations!). There is almost no end to
s D 1 i | teams show.
' | tob( 3 It is important to note that, during the course of a league  the innovation Blood Bow! te
is impt L s I i
. am can field may fal . i sed b
f e n“Tb?"Ofr)PLa:g'z:a:E This is permitted BIG GUYS: The term Big Guy is a colloguial one used by
below 11 due to inju :

Bre,
ore detal e 0 Wi to identify the giants of the game; Ogre,
ot ideal!) and is covered detail in tl Blood Bowl fans

1 ; ake on Journeymen section on page 38 Minotaur, Troll players and more fall u der this heading
)

\
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reflects the time and effort different
teams must invest to achieve the
<ame broad level of training:

« Eyery team may purchase 0-8
{eam re-rolls when It Is first
drafted, for the cost shown on
the team roster, paid for from the
Team Draft Budget.

« During a league, additional team
re-rolls may be purchased at a
fater date, in the Hiring, Firing
and Temporanily Reliring step
of the post-game sequence (see
page 72), but the team must pay
double. For example, if a team
is able o purchase team re-rolls

for 60,000 gold pieces when it
is drafted, additional team re-
rolis purchased later on during a
Ieague season will cost 120,000
Bold pieces,

When calculating Team Vaiue
(see page 35), team re-rolls add
only the cost shown on the team
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aff can be of vital
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tip the balance: in sever
minor but often vital Ways-

THE COACH
Every team I5 owned and managed

by a coach. As discussed previously,
this is you, the reader. As such, when
completing the Team Draft list, the
coach section should be filled in with
your name or a suitable nickname.

0-6 ASSISTANT COACHES

Any team can hire a number of
assistant coaches, These represent
the specialists brought in to help
with various aspects of the game.
The benefit of assistant coaches is
covered on page 41:

» Every team may hire assistant
coaches when it is first drafted,
for the cost of 10,000 gold pieces
each, paid for from the Team
Draft budget.

* Additional assistant coaches may
be purchased during a league, in
the Hiring, Firing and Temporarily

~ Retiring step of the post-game
sequence (see page 72), for the
 cost of 10,000 gold pieces each.

0-12 CHEERLEADERS
T e
All teams can hire a numpga; ——_
of cheerleaders. Be jt dance,
s,

musicians or even QE’fOrmmg
mascots, a good chearleagy,
squad can work the crowq uE.
encourage the players tg try
The benefit of cheerleaders |
on page 41:

P ang
harder,
S Covergy

= Every team may hire cheerla
when it is first drafted, for y, e
cost of 10,000 gold pieces 3
each, paid for from the Team
Draft Budget.

= Additional cheerleaders may be
pgrchased during a league, jn th
Hiring, Firing and Temporarily 3
Retiring step of the post-game
sequence (see page 72), for the
cost of 10,000 gold pieces each

0-1 APOTHECARY .

The apothecary fulfils a vital role

in any team. It is their job to keep

the valuable players fit and healthy,

Apothecaries work hard on the

sidelines, patching up minor injuries
and giving urgent care to more
serious injuries before they can enda
player’s career. An apothecary's role
is covered in detail on page 62:

» Not every team can hire an
apothecary. Whether a team can
or cannot include an apothecary
will be noted on the team roster

« If ateam can hire an apothecary,
it may only ever have one on
the roster.

» Teams that can hire an
apothecary can do so when they
are first drafted, or during the
Hiring, Firing and Temporarily

Retiring step of the post-gamé
sequence of any game (see
page 72) for a cost of 50,000
gold pieces.

 Teams able to hire an
apothecary may Induce @
number of additional Wa
Apothecaries for a sngle #
during a league in the Hir =
Inducements step of the F Ll

 sequence (see page 38).

OTHER INFORMATION
As mentioned previously, the Team Draft list contaj

. th ntains spaces to record several s DR
other important details. This includes the team Treasury, the size of thai 1m Eiﬁ’fﬁ '—l:"‘
following, and the cash value of the team as a whole, i HiBITION P

TREASURY
Blood Bowl teams can amass vast wealth. Most of this is reinvested
immediately into wages, recruitment and runnin, coac
i g costs, buf
can build up quite the fortune. B &

Any gold pieces not spent when drafting the team ar

; & recorded in th
Trgasury section of the Team Draft list. Over the course of a league seasone
winnings are added to this. The Treasury is used to purchase 'Induoemem:.l
(see page 38) as well as new additions to the team, such as
Sideline Staff, it

DEDICATED FANS

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

When a team is drafted, it will have a Dedicated Fans charactenstic
of 1 recorded on the Team Draft list (representing roughly 1,000 Dedicated
Fans). Over the course of a league seasan, this characteristic will increase and
decrease, though it will never fall below 1.

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

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

TEAM VALUE (TV): This is worked out by adding up the Current Value
of all the players on the team, plus the cost of all Sideline Staff
and team re-rolls the team has. The number of Dedicated Fans
and the amount of gold pieces held in the Treasury do not add
anything to TV.

CURRENT TEAM VALUE (CTV): This is worked out exactly as

above, but minus the Current Value of any players that sufered a
‘Miss Mext Game Casualty table result during the team's last game
-and will be unavailable to play next game (see page 61). This is
*the version of Team Value used to work out how much Petty
‘Cash is granted to the team with the lower value during the
pre-game sequence, as described on page 38. '
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of the ball, so that ™=

Blood Bowl game is split into two halves of
A roughly equal length, with a third period played

should an important game that needs a clear
winner be tied at the end of the second half. The third
period is referred to as ‘extra time'. In emulation of
this tradition, a game of Blood Bowl played on the
tabletop is split into two halves, each consisting of
eight team turns. Therefore each half consists of 16
turns and the game overall of 32 turns.

SETTING UP THE G

S g upa

appropri

D3 and add their

=il ends are placed in the Reserves box. They must

1. THE FANS
B lood Bow! garmes are always well attended, As well

as the Dedicated Fans, many "fair-weather fans’ come
along purely for the spectacie! Though they rarely
:f:cm;ch about either team, they will invariably pick one to
f for.

FAN FACTOR (FF)

Thisisa of Dedi Fans and fai th
fans in attendance. To determine Fan Factor:

* [Each coach rolls a D3. This represents how many fair-
weather fans are cheering for their team,

* Each coach adds their Dedicated Fans charactenistic to
the number of fair-weather fans cheering their team,

The total indicates how many thousands of fans are
cheering for your team and should be recorded in the 'FF'
(Fan Factor) section of your Game Record sheet,

2. THE WEATHER
lood Bowl is a game played and followed by hardy
individuals, 5o it takes mose than a little inclement
weather to halt a game! However, extreme weather
conditions can have quite an impact upon the game

Each coach rolls a D6. Add the results together and
refer to the Weather table below;

WEATHER TABLE
2D6 RESULT
2 Sweltering Heat: Some players faint in the
unbearable heat! D3 randomly selected players
from each team that are on the pitch when a drive

miss the next drive

3 Very Sunny: A glorious day, but the clear skies and
bright sunlight Interfere with the passing game!

Apply a -1 modifier every time a player tests agair

theirPassing Abil,

4-10 Perfect Conditions: Neither too cold nor too hot.
A warm, dry and slightly overcast day provides

perfect conditions for Blood Bowl

12 Blizzard: Freezing conditions and heavy falls of
snow make the footing treacherous. Apply a -1
modifier every time a player attempts to Rush an
exira square,

Additionally, the poor visibility means that only

Quick and Short passes can be attempted.
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INDUCEMENTS

o fixture, play-off season game

head of any leagu
or cross division friendly, each team can spend

gold pieces from their Treasury, from Petty Cash
(see below) or from both, to purchase any Inducements

available to them. These are then recorded on the team’s

Game Record sheet

Note that, as described on page 102, Inducements
are handled differently in exhibition play.

PETTY CASH

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

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

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

has been given petty cash, gold pieces from if
can be added to this, i

Gold pieces spent in this i .
way are imm
deducted from the Treasury, gcdiaily

COMMON INDUCEMENTS

The |nducements available are many and Varied, |j;

on page 89 aré the ‘common’ Inducements, alway

availa !
have access to Inducements unique to them and

suppl

Steq
s

S will
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ble at the prices shown there. Certain tea,

ements will detail those and more,

THE UNDERDOG

recalcul
CTV, that team IS referred to as the ‘Underdog’ ap,

coal

ate your CTV. If at this point one team hasa |
Ower

e d its

ch may be eligible to appeal for ‘divine ‘me'VenhOHv

by rolling on the Prayers to Nuffle table in Step 5

5.

THE PRAYERS TO NUFFLE Tap; ¢

to Nuffle table may often be used during this step of

the pre-game sequence. In both league and exhibition
play, it may sometimes be used at the start of a drive, as
described on page 41.

T A L e S
l 1 league play (but not in exhibition play), the Prayers

During this step of the pre-game sequence, the

coach of the Underdog team may roll once on the Prayers
to Nuffle table for every full 50,000 gold pieces of
difference in CTV.

Roll a D16 and consult the table on the page

opposite, re-rolling any duplicate results, and make a

note
into

until
imm
appl
resu

of the result(s). All results rolled on this table come:
effect at the start of the next drive. Most results last
the end of the next drive (i.e., the drive which starts
ediately after this roll is made), then they cease to
y. Others last until the end of the half and a few

Its last until the end of the game.

DETERMINE KICKING TEAM

very game of Blood Bow starts with a coin toss to
determine which team will be the ‘kicking team
(the defence) and which team will be the ‘receiving

team’ (the offence). In a real Blood Bow! game, this
simple ceremony is much beloved of Blood Bowl fans as
it is invariably when violence first breaks out between the
teams, the fans and, quite often, the officials!

by to:

On the tabletop, this ritual can be recreated either
ssing a Blood Bowl coin, or by a D6 roll-off. Once

it has been determined which is the kicking team and
which s the receiving team, the opening drive of the

game begins in earnest with the set-up and kick-off 2
described on page 40.

D16
1

2

3

4

5

6

7

8

9

10

1

12

13

14

15

16

PRAYERS TO NUFFLE TABLE

RESULT
Z:;[n'v’igﬂl:g:gzu::;r)ofhi \r;:ee{\g o(fk:l;sf:l?lf, every time any player enters a Trapdoor square, for any \»
R Lk s ey ha;j i ;JUShed mts open and the player is immediately removed from play. :
o the crowd. If the player was in possession of the ball, it [
bounces from the trapdoor square. SRR =
Friends with the Ref: Until the end of this drive, you may treat a roll of 5 or 6 on the Argue the Call table as
a “Well, When You Put It Like That..." result and a roll of 2-4 as an “| Don't Care!” result.
Stiletto: Randomly select one player on your team that is available to play during this drive and that does e
not have the Loner (X+) trait. Until the end of this drive, that player gains the Stab trait.
Iron Man: Choose one player on your team that is available to play during this drive and that does not have
the Loner (X+) trait til the end of this game, that player improves their AV by 1, to a maximum of 11+,
Knuckle Dusters: Choose one player on your team that is available to play during this drive and that does
not have the Loner (X+) trait. Until the end of this drive, that player gains the Mighty Blow (+1) skill.
Bad Habits: Randomly select D3 opposition players that are available to play during this drive and that do
not have the Loner (X+) trait. Until the end of this drive, those players gain the Loner (2+) trait.
Greasy Cleats: Randomly select one opposition player that is available to play during this drive. That player
has had their boots tampered with! Until the end of this drive, their MA is reduced by 1. R
Blessed Statue of Nuffle: Choose one player on your team that is available to play during this drive and 3
that does not have the Loner (X+) trait. Until the end of this game, that player gains the Pro skill.
Moles under the Pitch: Until the end of this half, apply a -1 modifier every time any player attempts to
Rush an extra square (-2 should it occur that both coaches have rolled this result).
Perfect Passing: Until the end of this game, any player on your team that makes a Completion earns 2 SPP,
rather than the usual 1 SPP.
Fan Interaction: Until the end of this drive, if a player on your team causes a Casualty by pushing an
opponent into the crowd, that player will earn 2 SPP exactly as if they had caused a Casualty by performing a
Block acti
Necessary Violence: Until the end of this drive, any player on your team
rather than the usual 2 SPP.
Fouling Frenzy: Until the end of this drive, any player on your team that
action earns 2 SPP exactly as if they had caused a Casualty by performing a Block action.
Throw a Rack: Until the end of this drive, should an opposition player Stall, at the end of their team turn
you may roll a D6. On a roll of 5+, an angry fan throws a rock at that player. The player is immediately

Knocked Down.

Under Scrutiny: Until the end of this half, any pla: 1
t rolled.

automatically seen by the referee, even if a natural double is nof : ; ‘

Intensive Training: Randomly select one player on your team that is available to play during this drive and

that does not have the Loner (X+) trait. Until the end of this game, that player gains a single Primary skill of

your choice.

e TR A s

that causes a Casualty earns 3 SPF,

causes a Casualty with a Foul

yer on the opposing team that commits a Foul action is
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3 THE KICK-OFF EVENT:

of the kicking |
|
TOO MANY PLAYERS ]
Sometimes, too many players will
& way onto the pitch
this s spotted before the first
tumm of the drive, simply correct
the mustake. i, however, the
| mistake is not spotted until affer
| the first tum of the drive has
| begun, any extra player(s) will be
: Sent-off for committing a Foul,
exactly as described on 63,
Which player(s) are Sﬂ?

5 decided by the coach of the
0pposing leam,

1. SET- I!E_—— ]Tg{ﬁﬁr available players on m_mh

—P""]_tr,_cn\uzl“; _“L?!T\']Fomvfrs available, those not chosen to play “::nre
are 'nu:t‘l: 1'_ ”"P Rcséﬂ-'l’-f' box until the start of the next driye Atdlwe
a_,i.::m;l:]-‘r::['l than 11 players at the start of a drive. - Atear,

may not set Up T

- drives, the number of available players s likely to be reyygeq

In .‘1,1’-'." L.\‘I\ ng in the Knocked-out or the Casualty box, This is ‘

with players «1 t deall If you are unable to set up 11 players at the stary o
permitted, if N0 ‘.ll.IJS[ <et up all available players — no players can be 4

e drive, you Im . Placed
later Ve, Y5 e wer than 11 players are available. 1

the Reserves box i

The kicking team <ot up first, followed by the receiving team, s follgys,
Both teams set UP fully WIl.hm the area between their own End Zone i
the Line of Scrimmage. Neither lganj may set up any players beyond 7
Line of Scrimmage In the opposmon‘s half. .

Each team can et up @ maximum ol two players in ea;h Wide Zone.

In other words, each team can set up four players in Wide Zones,
providing they are split equally with two players per Widezone,

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

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

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

of the kicking team makes the kick-off.

NOMINATE KICKING PLAYER

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

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

PLACE THE KICK

A good kick can help the defence and hinder the offence, and where to place
the ballis an important consideration when kicking. The coach of the Kicking
team places the ball in any square they wish, occupied or unoccupled, in the
receiving team’s half of the pitch.

THE KICK DEVIATES = k.
Kicking the ball is not a precise art, and a bad kick can see the ball 1and
widly off target. The coach of the kicking team rolls both a D8 and a D6 &
determine deviation, as described on page 25. At this moment, the ball it

1 il igh in the air. No attempts can be made to catch it until after the
kick-off event’ has been resolved.

o

3. THE KICK-OFF EVENT

very kick-off is a unique event.
Almost anything can happen,

and often does!

Immediately after the kick has
deviated, whilst the ball is still high
in the air, the coach of the kicking
team rolls 2D6 and consults the
Kick-off Event table opposite.

WHAT GOES UP,

MUST COME DOWN

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

TOUCHBACKS

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

If the ball deviates or bounces

off the pitch or across the Line of
Scrimmage into the kicking team's
half of the pitch for any reason at

all, a ‘touchback’ is caused. When

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

“Creepers! Creepers!
They love a fight
with Elves!

Or Orcs, or Dwarfs,
Or anyone...

They'll even fight
themselves!”

- Popular chant among
Underworld Creepers fans
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TEAM TUR e resoived, the gaMe

e the Ki 9 h
::‘ocntinuﬁ in a simple put strict sequence Of

team turns:

's TURN: At the start of any

M b
. RECEIVING TEA e offence, takes the first

drive the receiving team,
team turn.

. KICKING TEAM
have taken their turn, P!
kicked, the defence.

's TURN: After the receiving team
lay passes to the team that

is repeated until the drive ends with @

This sequence
T e end of the game:

touchdown, the end of 2 half or th

« At the beginning of the first half, which team Kicks-off
and which team receives will have been decided by
the coin toss, as described on page 38.

At the beginning of the second half, play is reversed,
with the team that received and played offence at the
start of the game now becoming the kicking team,
and vice versa.

Should any drive end with a touchdown before the
end of the half, the team that scored the touchdown
will kick to the team that conceded the touchdown.

A team turn ends either once all eligible players
have been activated, or as the result of a Turnover (:
page 23). y

ACTIVE AND INACTIVE TEAM
During your team tum, your team s re
team s referred to as the ‘oppe

MOVING THE TURN MARKER
s mentioned previously, it is your "esponsibj;
the beginning of each and every one of yomltty b
turns to move the turn marker along the Turnearn
tracker on your dugout. If either coach forgets to s
their turn marker, a polite reminder to do so s jn Ord:,

PLAYER ACTIVATIONS

uring your team turn, you may activate each
D Standing and/or Prone player to perform e

action available to them, but you are not obligeq
to activate every player. Players that begin their o
turn Stunned cannot be activated. In ideal civcumstanees
you will be able to activate every player without mishap "
but all too often a turn will end with a Turnover, "‘Eanin'
that some players will inevitably not have been actiyat e:
when the turn ends.

DECLARING ACTIONS :
When you activate a player, you must declare the actjo,
that player will perform (and, if required, the target

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

You are never obliged to complete a decla

action itself once movement is c
you decide against performing |
action still counts as havin

s

The most basic action. Any player on the active team

that is not Stunned can perform a simple Move action,

Movement is covered in more detail on page 44,

PASS i
Once per team turn,

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

result in the active player being Sent-off and the team

 tum ending with a Tumover,

a player targets an
k, hoping to push them
round and perhaps cause a
player on the active team can
i ayer that is within their
k action (or a Special action
Trait that can be performed instead
ut cannot move before or after
Blocking is covered in more detail

YT SR LN MBI ) 3, L

SPECIAL ACTIONS

~ In addition to these seven main actions, there are

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

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

ACTIVATED PLAYERS _

Dwinngamwf.Bloddaqw!
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players are not obliged to
owanice and may move ero
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UNOH JED SQUARES : -
ﬂﬁﬂp is said to be unoccupied’,

sare that is not occupied

ccupied square that is
cupy. Only players can

g into any
re they
oce are, if a square contains only the ball or 2

trapdoor, il is unoccupied.

OCCUPIED SQUARES
If there Is a Standing, Prone or Stunned player from either

quare is said to be ‘occupied’.
or through an occupied
ome to rest on the ground

STANDINGUP
e T .
7 Prone player can do nothing without first staﬂdi-r-{é——i_h
A Prone player can stand up when they are activa u

Rl
orm any action that includes movement. ed tg

perf

The only time a Prone player can stand up js g,

their team turn, at the start of their activation,

. Standing up costs a Frone player three (3) SqQuares

their Movement Allowance. of

If a Prone Player with a Movement Allowance of 2

less (before or after modification) wishes to Star uor

roll a D6: P,

- On a roll of 4+, the player is able to stang up
using their full Movement Allowance to dg so‘l

. Onaroll of 1-3, the player is unable to right
themselves. They remain Prone and their
activation ends.

- A Prone player with a Movement Allowance of 20
less (before or after modification) may Rush after
standing up.

fing

If a Prone player is not activated during their team
turn, they will remain Prone until they are activated in a
later turn.

RUSHING

Whenever a player performs any action that includes
movement, they may attempt to gain an extra one or two
squares of Movement Allowance. This is called ‘Rushing’.
These extra squares of Movement Allowance may be
used to move, to perform a Block action as part of a Blitz
action (see page 59), to Jump over a Prone or Stunned
player (see page 45) and so on, just as if they were
normal movement:

» At the end of the player's movement, declare that they
will Rush and move them one more square.

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

- On a roll of 2+, the Rushing player moves
without mishap.

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

If the Rushing player is still Standing after Rushing
once, they may attempt to Rush a second time following
the same process.

When a player is Rushing, the D6 roll comes befo

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

MARKED PLAYERS
ANDDODGING
If an active player is being Marked,
as described on page 26, by one or
more opposition players, they must
‘Dodge’ in order to vacate the square
they currently occupy and move
safely into another, otherwise they
will be tackled and will Fall Over in
the square they wish to move into.

Yer, into an unoecy
| : occupied
player can attempt to Jump into will depend upon

shown in the diagrams below:

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

« The Agility test is made after the

dodging player has been moved,
Ruslgﬂni :rsieif necessary. Movement Allowance exactly as if the
Jare they are jumping over. To Jum|
SO Rte huw st piayers. ns a Prone or Stunned player, a player must test 3
were Marking them, the dodging + @ player must tes!
player is only required to make
ane Agility test to Dodge.

5 made after the j ing S
+ If the dodging player is being jumping player has been moved, Rushing

Marked in the square they have
moved into, apply a -1 modifier
per player Marking thern.

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

Note that if the player is Open

[n the square they ha\rf). moved a square in which they are being Marked by two players, a -2 modifier o]
into, there are no modifiers to apply is applied. =
for being Marked. However, there If the jumping player was being Marked in the square they jumped from, —

may be modifiers to apply for other
reasons, such as Skills and Traits
being used by an opposing player.

they are not required to Dodge.

Note that if the jumping player was Open in the square they h
jumped from and is Open in the sq jumped into, there
there may be mod

OPEN PLAYERS
A player that is Open does not need
to Dodge to move from square to
square. An Open player may move
into an unoccupied square that is
within the Tackle Zone of one or
more opposition players, so that they
are now Marking those players and
being Marked by them in tum. The (I8
moving player may then stop moving [ LILIT PIEWHISTLE’S RUMOUR ROUND-UP
or may continue to move, but will | Valen Swift must have annoyed a reporter somehow, because a number
have to Dodge as described above. I of publications (including Spike!) have been making it known that hg’s
- : | put on a whole heap of weight. Now, I'm not one fo jump to the defence
| of an elf, but | can smell a smear campaign a mile off. | mean, have you
| seen what Valen eats? | don’t think it's his diet that's the problem so
mutch as his love of Bloodweiser beer...

e rr—rrenc e TR '[g-' [mm
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A T 2 player voluntarily maves into ;’_Sgl:a_mh_:_
' the ball is plac they must attempt to ket ieh
This attempt to pick up the ball is made ale;I' 2
dice rolls required to Rush, Dodge or Jump It Ih:n
re have been made, but before any othey dica %

PICKING UP THE BALL

squa
are made.

5 pick up the ball, a player must test agajnst
Tc I{ ac hage 29 their Agily,
as described on page £3:

or after "!:E‘_r « |f the player is Open when attempting to pick y
o ball, there are no modifiers to apply, P the

If the player is being Marked, apply a -1 modifier
player Marking them. per
If a player attempts to pick up the ball and fails. i
ball will bounce as described on page 25, Shou:g i
happen, a Turnover is caused, even if the bouncelq 5
caught by another player on the active team,

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

Note that should a player ever be moved
involuntarily into a square in which the ball is placed;
they cannot attempt to pick it up. Instead the pal| will
bounce, but no Turnover is caused.

MINDY PIEWHISTLE’S
'RUMODUR ROUND-UP
They say the weather can have a big impact on a game.

| Apparently this one time, during a freak magical blizzard,

the ball vanished during the kick-off. This supposedly
didn't affect the game though, as none of the players
ticed until the second half!
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defined as being 2
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DECLARE TARGET SQUARE
will perform & Pass action, you are free to Meas
range between the player and any possibje ta

- et
whenever you wish, even interrupting the D!mr\esr':’.sml‘1Ires

movement to do so.

Range is measured by placing the circle at th,
the range ruler over the centre of the square OCCuUpieg
by the player performing the action. The other i
the range ruler is positioned so that the ryje
target square, with the line along the centra of the ran
ruler passing through the centre of the target Square
The target square will fall into one of the foyr bangs'
marked on the range ruler:

I: Quick pass
lI: Short pass
liI; Long pass
11i: Long bomb

Any squares that are beyond the reach of the fange

ruler or that are intersected by the end of the range

e en[_ﬂ',}" -

I Covers

_—_———— 000

TEST FOR ACCURACY e
The player performing the action now tests against
their Passing Ability to see if the Pass is ‘accurate’,
‘inaccurate’, ‘wildly inaccurate’ or js ‘fumbled’, A Passing
Ability test is made as described on Page 29, applying
the following modifiers based on range:

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

If the player is attempting a Short pass, apply a
-1 modifier.

If the player is attempting a Long pass, apply a
-2 modifier.

If the player is attempting a Long bomb, apply a
-3 modifier.

In addition, the following modifiers may also apply:

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

ACCURATE PASSES = 2
If the Passing Ability test is passed, or if the roll is a
natural 6, the pass is accurate and the ball will land in

INACCURATE PASSES S

I the Passing Ability test is failed, the pass is inaccurate
and the ball will scatter from the target square

before landing.

WILDLY INACCURATE PASSES

If, when making the Passing Ability test, the dice 1oll 15 2
1 after modifiers have been applied, the ball will deviate
from the square occupied by the player performing the
Pass action before landing.
FUMBLED PASSES _ T AT
There is always a chance seme'.hu'\gwm t_‘;o_r;umb'ly_"
wrong and the pass will be fumbled:

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

= Ifthe player has a PA of *-', the pass is
automatically fumbled,

When a Pass action is fumbled, the activation
of the player performing it ends immediately. The ball
is dropped, bouncing from the square occupied by the
player performing the action, and a Turnover is caused.

+ hased on the range as described opposite.
bomb', ruler are out of range and cannot be the target square. it
If the line between two range bands intersects the targsy
square, it is considered to fall within the higher range
band. If it is not clear which range band the target square
falls into, refer to the Passing Range chart shown below.

rforming the action
may mave before pel
The ﬁ:ﬁr’e normal movement fules, but once the
me:em resolved they may not move further af:ld
heir ::;.a[m comes to an end. The pla)_ver perrcrrnml,?
:neadiundmmlmedtobein puss&smnoftheba
when activated, they may pick the ball up as they move
46):

- Short pass
MEASURE RANGE AND DECLARE TARGET SQUARE: ol
The range ruler is used to measure the range to a.nf . . o
possible target squares, before the target square Is : )
chosen and declared. T .;_. ;

)

B Passinaa;r
Quick pass

TEST FOR ACCURALY: The coach of the player = L _.
performing the action rolls a D6 to determine the "y ﬁl s
accuracy of the pass. Bia kS - b t
PASSING INTERFERENCE: Unless the pass was ¢ R :‘..

)

fumbled, one oppasition player may be able to

attempt to interfere with the pass, hoping to ‘Deflect’
or 'Intercept’ it.

RESOLVE PASS ACTION: If the pass was neither
fumbled nor interfered with, the pass itself is resolved!

L &
in

3
——— 1 = (%] “It’s not about winning.
— " , It's about looking
fabulops!

DECLARE TARGET SQUARE
.ﬁ‘l‘!;?l;;ff:]-llhl:lé\:fe measured for range and
you must indicate and declare which square Wt
target square. The target square may be U?tupl

Standing, Prone or Stunned player (from either i

may be unoccupied.

o moved t
e will - Jordell Freshbreeze




—PASSING INTERFERENCE
e o e Sy

- ——  GuCCESSFULP

I d, the player's attempt 1o ——
= Agility test is passe pt to
¢ TRTERFERENCE = iayer fom e ‘th::{,,f .,.,:h the pass has been successful and the o, ;ﬂ."%w&___________ THROW-INS
) t Il ' i
pASSIN s not fumbled, 2 "8 en. to interfere has been ‘Deflected’. The pass s interrupted an i e|'|E e mansy sl T T hould the ball leave the pitch
f the pass W 2y be 3l 1o attems < o, in 50ME T mmediately ends. call upon a player to attempt to catch the ball. erowd will thiw | e pitch at any time, the
d apposiné HWmnopmﬁ to ‘Deffect ".; d[.:,r[q;ne it ekl Atpl:yer that is ?'hl:' to catch the ball must using th; Th:: |II: ?:C:::: it ejer
b the pass e i a, i <In tem :
witf :r-;spdm ntercept’ the plaSS a-otempf passing The player that made mg Deflection must Tow atlemrptlo Zat::th:v:;\: their coach does not want that
rane capm;hc" players are d .EIIO s(‘) {hat the circle at attempt to convert that Deflection into an 'Intg,ceml-un, b playe ! » Position the Thiowsin ol e
any oppositior ange uler by the ; cribed opposite. If i i T th
interference. PECS ":rrn» of the square Oc':“me:m:r end  catching the haﬂta: i::inlll If nf:pplayer rat“her % ey To catch the ba i a playeginust festiagalns! thef ‘:laug:e";nbe‘wr} S sl St
the end is over the : ‘pass action, Position the palwill  have made an In e(C o ; i 5 10 catch the Agility as described on page 29, applying the roll 3106 :D"a‘ accupled before [ewins the pitch and
olayet performing the e square in which the {est,  bal, it will scatter rom the sq 8y occupy. following modifiers: S determine the direction the ball travels in,
<o that the ruler COVE™ L pon the Passing Ability test, mhgn the ball is thrown-in by the crowd, it travels
ding U { 3 > » SejLa) T ¥
and. Mote that, de:"e:rSEI St Following any successful passing interference, it « |f the player is attempting to catch an accurate pass 'Bé\rlng T";B'ilcmh“tmaw square _:t occupied before
this may not be the the ball comes to rest on the ground in an empty squara or a Hand-off (see page 49 and below), there are pitch, in the direction indicated by the
== s, an opposition P12yer in the possession of a player from the opposing tear, o modifiers. g Throw-in template, before landing,
o | to interfere with @ P3s=: o« d. If, however, the ball | ; o7 230 * If the ball Jands in a square that is accupied by a
o BN F g IUIOvK 5 CERSIE Y e e B caughtby = ({lf the piayel js aEMBling fg convert a'D it Standing player that has not | T
must be: jeZone @ playeron the active team after scattering, o Tumayer an Interception, apply a -1 modifier. that player must attempt t: ﬁ‘f:r:h:':f :h°k1e1 Z‘orve. .'
heir Tackle 20 : | ey fail, or i
A Standing playe’ that has not lost the is caused. « |f the player is §®mmlng 1o catch a bouncing ball, the ball fands in an unoceupied square or a square
2 125 described on page 26) square S applya-limodifier a that is occupied either by a Standing player that has
e ng a square that 1S between the onand RESO LVE PASS ACTION s f the player is attempting to catch a ball that has lost thelr Tackle Zone o by a Prone or Stunned player
Vi 5 1 L TR T T B S e e — — 2 ; | A
. z‘cf::eﬂ by the player performing the Pass 3 f the pass was nether s.uccessfully interfered with nor been thrown-in by the crowd (see opposite), apply a It will bounce before it comes to rest on the ground.
e square in which the ball will land. i the range _ fumbled, the pass itself is now resolved. Where the ba| -1 modifier j ;
I" a.~u Jare that is at least partially benea \ands is determined based on the result of the Passing = |f the player is attempting to catch a ball that has Should the ball leave the pitch again following an
n & square L = . i 1 3
g ruler when placed as described above Ability test as described previously. If the ball lands in a scattered or deviated into the square they occupy, over-enthusiastic throw-in, repeat the above process.

apply a -1 modifier,

square occupied by a Standing player that has not lost
their Tackle Zone, that player must attempt to catch i,
a5 described opposite. If no player on the active team
catches the ball after a Pass action and the ball comes to

in the possession of a pla :
rest on ':_'e gtm:r:d :{;unr:au:r'?z e PlaYBidiD = |f the player is being Marked, apply an additional -1
the inactive team, = i

o 1 modifier per player Marking them.
HAND-OFF

n addition to performing a Pass action, once per

team turn a player on the active team may perform

‘a Hand-off action and simply hand the ball to a
Standing team-mate in an adjacent square. The player
may move before performing the Hand-off action
following all of the normal movement rules, but once the CORNER THROW-INS

y - W action has been made and the ball handed to a team- Should the ball leave the pitch from a comner square,
e ANy L | ’ | mate, their activation comes to an end and they cannot the direction of the throw-in is determined by placing
, : move further. As with passing, the player performing the the Random Direction template, as shown in the

Hand-off action does not need to be in possession of the diagram on page 21, and rolling a D3.
ball when activated, they may pick it up as they move
(see page 46).

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

|f any opposition players are in a position to
altempt to interfere with 3 pass, the coach of the
opposing team nominates one to make the attempt
and tests against their Agility, applying the following
modifiers to represent the difficulty of attempting to
snatch the ball from the air:

A Hand-off action is not a Pass action, and there
is no test required to perform the action itself and even

a player with a PA of *-' may perform a Hand-off action.
il performing the action simply needs to be

in possession of the ball, The player receiving the ball,

‘however, must test against their Agility to catch it,

as described il i

* If the player is attempting to interfere with an accurate
pass, apply a -3 modifier,
* If the player is attempting to interfere with an
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M-MATE ACTIONS

turm, Instead of performing a Pass

nce per team [
action, & player o1 the active team with t]h[:]w ’
'lvn"w; Team-mate’ trait can at'.emm to thr oy
Jith the ‘Right Stufi” trait as if they wer
team-mate with 1 =

Thro
i, The targel square of 8
o -o:lz:}r unoccupied and the action can be further

ick Throw' of 2 “short Thiow',
ction, @ Throw
| always scatter

w Team-mate actio

be occuf
defined as being 2 “Qu
on the range. Unlike a Pass &

based y
action that is not fumbled will

Team-male
before landing

thrown is Standing, they can
thrown (see page 54).
can still be thrown but

If the player to be
attempt to land safely after being
If they are Prone of Stunned, they

cannot land safely.

The player performing the action may maove first following
all of the normal movement rules, but must be in a

square adjacent to the player they wish to throw when

the throw is made; they cannot pick up and carry a team-
mate before throwing them. Once the throw has been
resolved, they may not move further and their activation
comes to an end:

» MEASURE RANGE AND DECLARE TARGET SQUARE:
The range ruler may be used to determine the range
between the throwing player and any possible

target squares, before the target square is chosen
and declared, s
TEST FOR QUALITY: The coach of the player %

perforing the action rlls 2 D6 to determine the

MEASURE RANGE
:NED DEEU{RE TARGET SQUARE
a Pass action, once the playe,w

As with

Throw Team-mate action has been activated ang the
action declared, you aré free to measure the range
ween the player and any possible target Squares

wish, even interrupting the player's

TEST FOR QUALITY

Once the range has been measured

declared, a Passing Ability test is m:g: :;éﬁﬁ:x s
if the throw is ‘superb’, ‘successful', ‘temible’ or is
‘fumbled’. The player performing the action makes a
Passing Ability test as described on page 29, applying the

TERRIBLE THROWS
I, when making the Passing Ability test, the dice roll s
@ 1 after modifiers have been applied, the thrown player
will deviate from the square occupied by the player
performing the Throw action before landing.

bet
whenever you

movement 10 do s0.
——*—*{_ﬂ__—___&‘“““" following modifiers based on range: Exit |
F ROWS : o
MEASURING H | |
When throwing 2 team-mate, range is measured o |fthe p|_ayer is atternpting a quick throw, there is ;}t:ms:;lr 1 players object to being thrown and will
using the range ruler exactly as described on page 43 - ;"—:_h“‘o:qfe’- is 1 throw will be Tumbb::-w do, there is a chanice that the
However, when throwing a team-mate, only half of e -1 st attempting a short throw, apply a :

: = If, when making the Passing Abi f

ng Ability test, a natural 1.is

range ruler is used. Therefore the target square wij fall
into one of the two bands marked on the first half of the

range ruler:

rolled, the throw has been fumbled.
= |f the player performing the Throw Team-mate action
has a PA of ', the throw is automatically fumbled.

In addition to the above, the following modifiers may.
also apply: )
= |f the player is being Marked, apply an additional -1

= [2 Quick throw
When a Throw Team-mate action is fumbled, the

e [z Short throw modifier T Markin, oo
per player Marking them. action is unsuccesstul and the activation of the player
- perf g it ends i The player that
SUPERB THROWS i i s
be thrown is dropped and will bounce (as if they were a

Any squares that are beyend the reach of the range
[uler or that are intersected by the end of the range rufer
are out of range and cannot be the target square. If the
line between the two range bands intersects the target
square, the target square is considered to be within the
higher range band. If it is not clear which range band the
target square falls into, refer to the Throw Range chart

shown below:

If the Passing At:!_ilily test is passed, or if the roll is a
natural B, the throw is superb. After scattering, the
thrown player will find it easier fo land. :

ball) fmrn the square occupied by the player performing
the action, after which they must attempt to land, as
described on page 54.

SUCCESSFUL THROWS

If the Passing Ability test is failed, the throw is still
successiul. After scattering, the thrown player will find it
harder to land.

Throwing playet
Quick throw
Short throw

DECLARE TARGET SQUARE R :
easured and the piayer'p_erfowlﬂs Y
t eirfnpvemant,_ the targe!




T_aﬂ———f” {ANDING IN AN OCCUPIED SQUARE ——
o ACTION __—  T=re catter has been resolved A
ﬁ{ﬁﬁfﬁﬁww% with [ ansr e 5“-’“[;@ sguare. e l|1row?;ia;-é-r,,
e cannot be inte ‘ | |ands in an occu | i
2 Throw team-mate 2C" col umbled, the thro¥ itself (
was 1 + new attempt 0
Therefore, |I‘. .U—; ;r::f,r;r\.ra'd-"'- player must nn-.:. alilu mf « The player occupying the square is Knocked Down
is now aem-vel\ﬂ l;ei"-\‘ hopetully o0 their feet (an Armour roll and possible Injury roll is mada s
land, as gescioes them even if they were already Prone or Stunnms} "t
__'_ﬁ______‘__———— « The thrown player will bounce (as if they wera 2 1;a||
- s Standing and had nLI from the square they land in and will aulomatical; )
ey Were ":““I'a'['e £all Over upon landing, as described on page 27 Y
and If t yer lands in an U upni-fl .q‘he % « Should the thrown player bounce into another .
all o 2 r gy, 3
il attempt to land safely To land 52 LI‘I- rl it occupied square, the above process is repeated,
- or must pass an Agility test, applying
thrown player Must B T
following modifiers: .E_R&.Sﬂ——LANBIN vas Prone or Stunned. or had e—
£ if the thrown player was Prone or Stunned, or h
» superb, there are no modifiers iz before th ad lost
« |1 the throw was SUper v a -1 modifier their Tackle Zone before they were thrown, they cannot
ad, apply @ # - d safely:
oful, apply -] modifier. attempt to lan ely
4 crik oply a -2 modifiet
2 as terribie, A0PY « Once the scatter has been resolved, the player will
p i (as if they were a ball
on. the following modifiers may also apply: Itml[;n:ei L ) from the square they
an, the following S

« The player will automatically Fall Over after bouncing
and an Armour roll and possible Injury roll is made
against them.

g Marked in the square they

player 5 hen :
ditional -1 modifier per player

y an ad

LANDING IN THE CROWD

Should the thrown player scatter off the pitch, they will
Jand in the crowd. The player is immediately removed
from play and placed in their team dugout. Landing in
the crowd is very dangerous as Blood Bowl fans are
notoriously violent, so the player risks ‘Injury by the
Crowd', as described on page 61. This will determine
if the player is placed in the Reserves, Knocked-out or

<t is passed, or if the roll is @ natural

gility te:
|land safely and is considered to

ill Fall Qver, as described on page
ver was in possession of the ball,
s caused. Otherwise, no Tumover is caused. Casuaity box.

MINDY PIEWHISTLE'S
RUMOUR ROUND-UP
They say, one of the biggest mistakes
page 51. ] McMurty's made was introducing the
Big Murt sandwich, a special edition
version of their famous Big Moot.
The marketing campaign was enoimous,
they even got the Galadrieth Gladiators
involved - but then the news broke
that it was something called a ‘veggie
burger', made of wheat, mushrooms
| and beans. What were they thinking?

If a player in possession of the ball lands in the
crowd affer being thrown, a Turnover is caused and
the ball will be thrown-in by the crowd as described on

If the thrown player has not yet been activated this
turn, they may be activated later in the tum if possible,
are not Stunned after a traumatic landing.

e




BLOCK ACTIONS

hen a Standing player is activated, the

BLOCKING ol

[] )
;|t;monmllc';nmmd Bowl allow ki and declare that they will target them wity
nythin Alock action Unlike ather actions, there is no limit 1
players to capons Are sed siayors may perorm a Black action pach

d ided W 1
opponert ::rv‘m- lnydlstlnd“’"w team tum
the officials ra g mel

2 skilled tackle ani :. ou A player performing a Block action cannot maye
blows that leave @ P y by Prone players cannol

i o bafore or alter, and Prone play innot stand up ang
of the game / spo

' o Bloc chie Howaever, I the targel of tf
olent full contact arform a Block actior ¢ pel of the
bw“‘“l‘ Tﬂﬂlldll some ball l’lll‘.d d"m.l K action Is ‘pushed bac k' Into another square, the
happens 10 olayor that made the action may ‘follow-up into the
square vacated, carried forward by the momentum of

tack

the at

Once per leam tum, b single player on the active
{eam may perform a Blitz action. A Blitz action combines
ack action with a Move action, A Blitz action may be

performed by a Prone player

Rlock actions are resolved using special block
dice, unique to Blood Bowl, How many block dice are
rolled and which coach chooses the result to apply is
determined by the Strength of the player performing the
Block action compared with the Strength of the player
that Is the target of the Block action,

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

to do is to compare the Strength characteristic of both
players, including any Strength modifiers granted by Skills
or Traits or offered by ‘assists' from team-mates (see
apposite). If one player is stronger than the other, they

are more likely to knock their opponent down:

» |f both players have the same Strength characteristic,
after modification, one block dice s rolled.
If one player has a higher Strength characteristic, after
modification, a pool of two block dice is rolled and
the coach of the stronger player selects which result
to apply.
« If one player has a Strength characteristic that is more
than double that of their opponent, after modificatio
a pool of three block dice is rolled and the coach of
the stronger player selects which result to apply.

ASSISTING ABLOCK
The Strength characteristic of the
playar that is petforming the Block
action, or of the player that is the
targel of the Block action, can be
medified by assists ofered by eam-
males that are in a position to help.
In this way, two or more playars can
gang up on another. There are two
types of assist that can be counted:
offensive’ and ‘defensive’,

OFFENSIVE ASSISTS

An offensive assist is when another
player on the active team, a tearn-
mate of the player thal is performing
the Block action, Is able to assist.

To offer an offensive assist, a player
must be Marking the opposition
player that is the target of their team-
mate's Block action,

choose to ignore this result and not be Knocked
Down. If both players have the Block skill, they may both 1
Ignore this result, in which case both players bash heads in a =
clatter of armour, but nothing else really happens! =

A player cannot offer an
offensive assist if they are being PUSH BACK = : -~ :
Marked by any opposition player The active bﬁa?g-'si-eg_t'l{m{ opponent an almig ty shove,

other than the one that is the target

forcing them backwards, The target of the Block action is
of their team-mate’s Block action.

pushed back one square by the active player. The active playe:
may follow-up into the square vacated, Pushing other players ==

Each offensive assist counted is covered in more detail on page 58

modifies the Strength characteristic
of the player performing the Block STUMBLE _ Al L e iy
action by +1, The target of the Block action attempts o avoid th
aggressor. If the target of the Block action ha:

'.I.\]

DEFENSIVE ASSISTS

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

, they are
a Push Bac

PRI S S

e
S e 1

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

'AL!-« L

st it

Each defensive assist counted
modifies the Strength characteristic
of the player that (s the target of the
Block action by +1.
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e . hat will
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aye
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ock

h players have the same

Note that when bat block dice is rolled,

Strength characteristic, only GneWI
o there Is only one result availabl
S S et

SRR EC e
ey
LAYERS ————lTorthe
% — 3 POW! block dice results cal 10k
he Pu 2

y ck'. A pushed

et of 2 Block action o pe ‘pushed back s
LJ::: player is involuntarily maved one sq::;eba;:iypjaw
‘-‘1 layer performing the action. The pusi s
sty square chosen by the coach of the playe
< ;“UV:'-” I1n:‘l:eaaft-an ‘T’v_' squares a pushed back player
DE G.:.m:.-rrd into will depend upan the mrecn:rl;ﬁ;:.
the block came, 35 shown In the diagrams DEIENT:

can
whi

The square the pushed back player is moved into
must be an unoccupied square, If this is nat possible, the
pushed back player will either be pushed into the crowd
(see apposite) or a chain-push will occur (see opposite),
Note that only players can occupy.a square, if a square

contains only the ball or a trapdoor, it is unoccupied and
a pushed back player may be moved intp.if. If a pushed
back player is moved into a square that contains the bal|
the ball will bounce. A player cannot attempt to pick up :
the ball when pushed back, I

y—l'l-—'—'_m__lt__

select which

RN e
— TCHAIN-PUSHES =
if there are no unoccupied SquAres t0 Move a pusheg——

back player inta, the player is moved into a SQuare
occupled by another player, CaUSINg a ‘chain-pusy,
When a player is chain pusﬁed, they are pushed back
{hemselves exactly as described above. The cham-pushed
olayer is moved into a square chosen by the coach of
mL,'pIa)'*” performing the Block ac:rpn. The squares a
chain-pushed player can be moved into will depeng Upon
the direction from which the push came, as shown i, the

diagrams previously.

A player can be chain-pushed even if they are
Prone or Stunned. A chain-push can cause a player from
sither team to be moved and may result in a player bl
pushed into the crowd.

PUSHED INTO THE CROWD

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

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

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

Into the crowd, a Turnover is caused.

KNOCKED DOWN
Several block dice resulls cause one (or 1

be Knocked Down, as described on Dageb;l;"]-r?:)':;ilo
Jead to a Turnover, as described on page 23 if 2 player

is Knocked Down when they are the gne Performing the
Block action! If a player is pushed back and Knocked
Down, the push back happens first and the player is
Knocked Down in the square they have been moved into

PLACED PRONE

Some Skills may allow a player that is Knocked Down
during a Block action to Instead be Placed Prone, Where
this is the case, the rules above are unchanged, it is
simply the outcome that is altered as no Armour rolf is
made against a player that is Placed Prone and they do
not risk njury.

FOLLOW-UP
hen an active player making a Block action
w pushes the target back they may ‘follow-up’,
maoving directly into the square vacated by the
pushed back player. You must decide if your player will
follow-up before any further dice rolls are made. When a
player follows-up, it is a free move; they do not need to

Rush, they do not need to Dodge, and they do not count
as having used any of their Movement Allowance.

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

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

to do so

Branted by a Skill or Trait that can be performed instead
of a Bloc

M

outcome of the Block action, the player may follow up as =

during the Blitz move meaning that
rt of their Movement Allowance,

ue to move should they wish and if they are able

Performing the Block action (or a Special action

action) costs one square of the player's
ment Allowance. However, depending upon the

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

During their movement, a player performing a Blitz
action may attempt to gain extra squares of Movement =
Allowance by Rushing, as described on page 44. If after
moving th yer does not have sufficient M
Allowance remaining to perform the Bl
a Special action granted by a Skill or Tr
performed instead of a Blc
gain the square of Movement All
cannot Rush, they cannot perform the
Special ac

| “Their problem is, they brought
| a football to a knife fight!”

- Horkan Heartripper



here are many ways
I in which a Blood
Bowl player can get

injured. From being g0
by a rampaging Minotaur, to
tripping and breaking an anlfle
whilst Rushing, Blood Bowl is
a game that provides almost
limitless opportunity to get_
seriously hurt! Even death is
an ever-present threat! Most
Blood Bowl players proudly
sport impressive 5cars, and it
is widely said that an old pro
can be easily identified by the
way they wince and grumble
about their aches and pains
during wet weather.

RISKING INJURY

s described on page 27,

whenever one player is

Knocked Down by another,
be it as the result of a Block action
or some other, more devious trick,
they become Prone and risk injury.
Likewise, whenever a player Falls
Over, most often caused by failing an
Agility test when dodging, or tripping
as they Rush across the pitch, they
become Prone and risk injury. When
2 player is Knocked Down or Falls
Over, the coach of the opposing team
will make an Armour roll against
that player

Note that when a player
s Placed Prone, perhaps havin
wrestied an opponient to the gro

25 described on page 29, by the coach of the
s armour is 'broken’, an Injury roll is made
it protects them from harm. %

OLLS
Il is made
ing team. If the player
If their armour i not broken,

INJURY ROLLS E i
player's armour IS broken, an Injury roll is made againsf than,

Whenever @
The coach of the opposing team rolls 206 and consults the table beloy,

____._______________._-———————'___—'—-——______
NJURY TABLE

mEE
T A———
27 Stunned: The player immediately becomes Stunned, as describeg
on page 27, and is laid face-down on the pitch.
" gig  Ko'd: The player is immediately removed from play an
In the Knocked-out box of their team dugout. At
drive, there is a chance any Knocked-out players |
described on page 66- '

casualty!: The player becomes a casualty and is

remaved from play and placed in the Casualty box of their team
dugout. The coach of the opposing team immediately malceg_a.
Casualty roll against the player, as described opposite. i

STUNTY PLAYERS

Players with the Stunty trait (see page 86) are particula
fragile, meaning they are mare prone to breaking when
1ol Is ever made against a player with the Stunty trait, r

table instead:

STUNTY INJURY TABLE
2D6 RESULT
2-6 Stunned: The player immediately
described on page 27, and |



SUBSTITUTIONS
drive. The only time fresh players can pe umg a
on from the Reserves box to replace those o Bht
from pay through injury (O Sent-of1) is whilt spy "¢
up for a new drive, prior to restarting the game (see
page 67).

APOTHECARIES _

PR e P o, oA e o apothecry
use them to ‘patch-up’ any permanently vy
players belonging to it that have been TeMoveq

from play after being Knocked-out or after having 5

Casualty roll made against them. An apothecary Canngt

be used to patch-up any Journeymen players o any

Induced players, such as Mercenaries or Star Players.

Jouneymen are rarely considered worth the effort, whilst

"\ Mercenaries and Star Players travel with their own

\ staff of healers and medics.

-~
PATCHING-UP KNOCKED-OUT PLAYERS  — —
'_______....___——.—..-.________‘__‘___
Once per game, an apothecary can be used immediately
when a player becomes Knocked-out:

« If the player was on the pitch when they were
Knocked-out, they are not removed from play. Instead,
they remain on the pitch and become Stunned.

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

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

» Immediately after the Casualty roll is made against
your player, you may declare the use of an apothecary.
The coach of the opposing team rolls again on

the Casualty table, giving tw
You may choose wh

If a Badly Hurt It
been able to patch th
of painkillers. The play
box and placed in the Reser

Note that the u:

ble outcomes.
applied to your playet
the apothecary has

yer up and pump them full

from the Casualty

befol

r attempts to heal the player. This includ ;s
any Skills or Traits, or any other in-game effe

ial rule that may modify th

sualty roll or its4

'KICKING THEM
WHILE THEY'RE DOWN

F ouling is strictly against the rules of Blood

Bowl, and any player tempted to stick the

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

FOUL ACTIONS

s mentioned previously, ance per team turn, a

single player on the active team may commit

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

FOULING

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

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

= Apply a -1 modifier to the Amour roll for each

defensive assist.

BEING SENT-0FF

Regardless of the ouieg
(e, if two 25 are ol
When makin,
3g3lnst the victim of
3 Player committing

Me, if a natural double 15 rolled

e rolled before applying any modifiers)

B either the Armoyr roll or an Injury roll
the Foul achion,

ARGUING THE CALL

When a player is Sent.oft

a Foul, their coach

by the referes for committing

may attempt to th
D6 and refer to the Argue the Call. Roll a

1able below:

ARGUE THE CALL

D6
1

2-5

RESULT

“You're Outtg Here!" The referee is so enraged
that the coach is ejected along with tha player.
For the remainder of this Eame, you may no
longer Argue the Call and must applya -1
modifier when rolling for Brilliant Coaching.
“I Don't Care!" The referse is not interested
in your argument. The player is Sent-off and a
‘Tumover caused.
“Well, When You Put It Like That..." The
referee is swayed by your argument. A Turnaver
15 still caused, but the player that committed the
Foul is not Sent-off.
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once the opposition ad that the basic premise iy e cam noved, at any
‘ dealt with. Proof indee enanOrccan | point during the op . 4 ey s turn, your Opponente
of the game is s© simple that eV 1 turn ends immediately 2nd your team becomes
| understand it e . However, rather than playing a full turn, yo,
T urn will end as

| ST as it begins

With a 1ouchcnwn

5CORING A TOUCHDOWN._ sl S
oo I athemsebvesor RECORDSCORE ______— =8

Arguably the most impo mm
touchdown is scored is to record the scorel This is done
by the coach of the team that scored, by Moving their
 of tha ball enters @ score marker one place along the Score tracker of their
team's dugout. Singing, dancing and other Celebrations
are encouragea

n. A touchdo

STALLING

Sometimes, a coach will want their team to run the
clock down, opting not to score when they easily could,
At other times a team can get so caught up in the violnga
of the game that they simply forget to score when they
have the chance. This is 2 perfectly valid tactic, although
in some instances it can be risky!

If at any point during your team turn a player belenging to
at your team meets all of the following criteria, that playeris
‘I ( { awn whilst moving into the said to be 'Stalling':
ne, no touchdown is scored. A player
ing for a touchdown to be scored. 1. If the player is Open.

2. If the player is in possession of the ball.
n is scored, play stops 3. If the player is able to activate and perform their
SINg ver, as described on page 23, declared action without the need to first roll a D&.

but 2 Turnover you can be pleased with!). 4. If the player is able to move into the opposition's End

Zone without needing to Rush or Dodge.

Failing to activate a Stalling player before your Wl
ends (even if it ends unexpectedly with 2 Turnover), of

activating that player but declining to score a touc! JaWm,
is Stalling.




engPOF DRIVE SEQUENCE

VE hen a touchdown is scored or at the
the final turn of & half, the current dl'ie\llna o
® co

RESTARTING THE GAME

@ J hen adrive comes own being
W’ as the resultof 2 touchdowi urns of the current half or a full half still to g
Me, play

or if there is another ful|

; : half stiil

" whiste, &y | : Will Seb'n Ggal e d e s piay both

: s gain, as descri ! teams.
peen following sequence of steps: i : fibed on
s o previous drive ended with a louchum:af::a If the
anred the touchdown now becomes lhl team that e
| kick-off to the team that conceded the e defence and will  pa y

touchdown,

'“”, 1 ‘r‘-[f,”l
IJIE EIN!.! IJF Ind either
to an end, to an end and play will halt. If there ap, Mo '. L
mﬁ ere are still turns to be i
l Played in the current half,

out for the |
time runs Il oniy halts temporarily. Both coaches run through
e

scored, or when

half and the referee blows thei

i istle ha
ill halt. Unless the full-time whistle
e pe another drive to come,

blown, there will a4 A
Ilin activity.
ke use of the lull i DEAL WITH SECRET WEAPONS: Any Secray
= |
! ENDING THE GAME

th teams time to 5
bo ans, talk tactics, Weapon players risk being Sent-off, ;
RECOVER KNOCKED-OUT PLAYERS: | t the end of the second half i

end. Unless the game is a e the game;

d for cheerleaders and sideline
a"r{ormers to entertain the crowds Knocked-out players may recover, :
and enthuse their supportefs. THE DRIVE ENDS: The drive ends. 3 there is nothin
: g winner. In a league, hor

is when coach Wwo i

DEAL WITH SECRET WEAPONS

f either team fielded any players with the Secrat

Weapon trait during the preceding drive, those |

will be Sent-off for committing a Foul, even jf t: G
were not on the pitch at the end of the drive, ¢

When a player is Sent-off in this way, thej
may attempt to Argue the Call as d%cribe:; :,'f:;:;';
A single Bribe Inducement may also be used per pla :
Sent-off in this way, if any are available and should ;'e {
coach wish (see page 91). If either is successful, the 3
player is not Sent-off. R

2. RECOVER KNOCKED-

PLAYERS )
f either coach has any players in the Knocked-out
box of their dugout, they may now see if they havé_
recovered enough to take part in the next drive, R-oll a

D6 for each player that is currently Knocked-out: o

|
l

to go. Recovered players are immediate
the Reserves box of their team dugou

0On a roll of 1-3, the player is still far t
take to the pitch again. b




pLOOD BOWL

L
& THE GAME OF FANTASY FOOTBAL

ver the course of a league, Blood
o Bowl teams will grow and evolve
with every game played; some rookie
players will learn new skills and develop as
Players, others will suffer injuries that may threaten
their career, and some will even die! Whilst fatalities are
not unexpected in a violent bloodsport, they can be 2 trifle
annoying for any coach, particularly if the deceased player was
beginning to show promise o, even worse, if they were a valued
and talented veteran of the gridiron, Fcrtunalely, the sorrow of
loss can be eased hy_ l:_aunling the winnings, allowing new players
:omhe e;::.mm providing fresh blood for an under strength team,
- fl.'rme‘,:lg players can be trained and developed into the stars of

THE
AFTERMATH

nce the final whistle has blown on a game
o played during a league and the exuberant

crowds have left the stadium, both coaches
will run their teams through the post-game sequence,
This is when winnings are counted and spent on
new players and Sideline Staff, when casualties
are assessed and either treated or dismissed, and
when players and their various skills evaluated and,
invariably, team tactics are reviewed,

LEAGUE AND EXHI

fter a league fixture, b
A In exhibition play, the

be completed.

winnmn a
UPDATE D ED FANS:
to Dedicated Fans based on the o

ruited. Injured play
r may temporarily

RE: Team Value and
th updated ready for the

A

HACKSPIT QUILLCHEWER'S
FUN FACTS!

Ever since an unfortunate misprint in a
copy of Spike! Magazine, Valen Swift has
‘been hounded by rumours that he's left the
from Valen himself - and the fact that the
article quoted his leaving date as more than

1. RECORD OUTCOME AND WINNINGS

tthe end of each and every league fixture, both
hes are for y recording on

their Game Record sheet the detalls of how their

team performed and the outcame of the match, Each coach
should record the followi g inf ion In the 1

sections of their Game Record sheet so that it can be passed
on to the league commissionar: ’

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

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

How many League points were earned (see page 98).
Finally, any players that suffered a DEAD resuit on the
Casually table during this game are deleted from your
Team Draft list (see page 60).

WINNINGS
At the end of every game, each team receives a fee for
Playing, usually paid by the stadium owner from ticket sales,
To work out how much each team wins:

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

* Add the number of touchdowns your team scored to

this figure.

Multiply the total by 10,000,

The result is how many gold pieces your team has
won for this game. This s recorded in the *Winnings’ section
of the Game Record sheet and is added immediately to the
team's Treasury.

Note that, if one team conceded, Fan Attendance is not
divided by two. Instead, the full amount is awarded to the
winning team,

FAN ATTENDANCE
This is worked out by simply adding together the Fan Factor
of both teams to determine the total number of fans present.

2. UPDATE DEDICATED FANS
good result can see a team's fan following increasa,
and a prolonged winning streak can bring the fans
flocking to buy tickets and merchandise. This sort of
popularity can really help a team financially:

= |f your team won the game, roll a DE. If the result is
equal to or higher than your current Dedicated Fans
characteristic, increase your Dedicated Fans characteristic

1.

. T}Yyour team lost the game, roll a D6, If the result is lower
than your current Dedicated Fans characteristic, reduce
your Dedicated Fans characteristic by 1.

* |f the game was a draw, neither leam’s Dedicated Fans

characteristic will increase or decrease,

—
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EMENT PASSING : FEEsﬁ::F'IE;r interferes with a Pags 4.

& 2 Pass g
PLAYER ADVANCEMER® " develop When a player su Ction
3 Lﬁ e — il

.rs on your team Wi

PLAYE! 1 can be dramatic indeed! A Simple Deflection |
== league, players on ¥o oo the the effec _ : n
D ::::f:ms!g:a' Fleyer POt (SEP.: *;l:nns cam  can havea huge Imrﬁf)lc;t:l[;orl:ef:ertf;em:ft fan
rticipate in. SHou t Interception can co of play)
games they pai an advancement.

Points, they gain |
: ko i pfmmss mn:’je:i':: « DEFLECTIONS: A Deflection earns the player | SPp
i Ch"’m""“'ﬁ_"’wm « INTERCEPTIONS: An Interception eams the player
p over the Course of their e

enough Star Playe!
Players who survive ;
Legendary Players, wil
that they have picked .

Blood Bow! pitch. —
ik CASUALTY (CAS)

= -
RECORDING STAR PLAVER POINTS o oppostion payer s Knocked Down a5 the s
The Team Draft list Fncl'ufiﬁ boxes l; i”tlg a game. Each of a Block aclror! and removed from play as g Casaalbﬂ
tally of each player's zchlmnE us:PPs you should regardless ?f which player PEI'fO'rrned the‘ action, your
ighii ofie wme;:m:;:ei::ml up the tallies and  player is said to havel! caus;l Papcasualty . Causing 2
:::: :LaTLtr::pin’sdift;l nugmher of SPP Casualty earns the player ]
: Note that Star Player Points for causing a Casya
Note that Star Players and/or "": :ﬁ";e”::m do are eamed even if both players were Knocked Down a::
purchased as Inducements at the sta do, and you should  removed from play. Note also that Casualty rolls causeq
e i i i e as by the crowd or by any other type of action do not earn
W record any SPP a Journeyman eams during a gam e
you will have the opportunity to permanently hire that a s

player in Step 4. TOUCHDOWN (TD) =
EARNING STAR PLAYER POINTS When a player scores a touchdown, they earn 3 SPP.

Be it for scoring touchdowns o for eaming Most Valuable
Player awards, the full list of achievements that generate

SPP is as follows:

If your team was awarded any touchdowns as a
result of the opposition conceding the game, as described
on page 67, you may allocate each touchdown to a

COMPLETION (COMP) player of your choice and give them SPP accordingly.
e S
mate, something can go wrong. When it goes right, MOST VALUABLE PLAYER (MVP) e
however, it is called a Completion, and the fans love it! At the end of the game, each coach randomly selects one
player from their team (not including Star Players and/or
» PASSING COMPLETIONS: When a player makes an Mercenaries) that was eligible to play during this game
accurate Pass action which is caught by a team-mate  and that did not suffer a Casualty result of 15-16, DEAD.
occupying the target square, they are said to have That player receives the Most Valuable Player award,
made a ‘Passing Completion’. A Passing Completion eaming 4 SPP
eams the player 1 SPP
* THROWING COMPLETIONS: When a player makes
a superb Throw Team-mate action, and if the thrown
player lands safely, they are said to have made a
‘Throwing Completion’, A Throwing Completion earns
the player 1 SPP

SPENDING STAR PLAYER POINTS
If, once the MVP is determined ang each

player's tal
can spend them to gain an advancement. ¥ of 5PP has been counted up, a player has sufficient SPP they

experienced a player is, the more SPP eac
their SPP until they have enough to randoy
some or all of their SPP:

ADVANCEMENTS TABLE

Randnmly select
a Primary skill
Experienced (first advancement) 3 8PP
Veteran (second advancement)
Emerging Star (third advancement)
Star (fourth advancement)
Super Star (fifth advancement) 10 SPP
Legend (sixth advancement) 1

The SPP cost of each advancement is sh
h new advancement they gain will cost,
mly select a characteristic

Choose a Primary skill
or randomly select a
Secondary skill

own on the table below, The mare
: A player is not obliged to spend
Impravement, at which point they must spend

Randomly select
Choose a a characteristic
Secondary skill  improvement
12 SPP

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

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

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

Note that, without exception, no player may be
given as a new Skill a Skill that they already have. For
example, you may not give a player with the Mighty Blow

* (++X) skill the same Skill again in an attempt to improve
the effect of the Skill.

CHARACTERISTIC IMPROVEMENTS

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

record the player’s improved characteristic on your Team
Draft list:

CHARACTERISTIC IMPROVEMENT TABLE
Di6_RESULT
-7 Improve either MA or AV by 1 (or choose a
Secondary skill).
‘813 Improve either MA, PA or AV by 1 (or chioose
Secondary skill).
14 Improve either AG or PA by 1 (or choose a
Secondary skill).
- 15 Improve either ST or AG by 1 (or choose a 1
~ Secondary skill). e SRt
16 Improve a characteristic of your choice by 1.

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

In the case of Movement Allowance, Strength or
Armour Value, this means the characteristic is increased
by 1. In the case of Agility or Passing Ability, however, the
characteristic I lowered by 1. For example, if & player'
with AG4+ improves their Agility, the characteristic
would become AG3 +.
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| VALUEINCRERSE
! VALUE INCRER ments, their valug increases

f janc !
As players gain adv T i
To refiect this, whenever a player spends S .ma[;ec b
advancement, their Current Value must be inc s
] the Te;m Draft list, as described on page 30, by tf

amount shown on the table below:

CURRENT VALUE INCREASE TABLE

New Skills
Randomly selected Primary skill +1 O‘ggg gp
Chosen Primary skill +20,000 gp
+20,000 gp
+40,000 gp
Value Increase
+ 1_0,000 £p
+20,000 gp

Value Increase

Randomly selected Secondary skill

Chosen Secondary skill
Characteristic Improvement
+1 AV
+1MAor +1PA
+1 AG
+18T

4. HIRING, FIRING AND
TEMPORARILY RETIRING

layers are prone to injury, and even the Blggas:
P superstars can find themselves looking for work

elsewhere if their injuries outweigh thejr abilities,
After all, there are always fresh-faced rookies |0’Uklng to
make a name for themselves for a fraction of the cost]
Similarly, coaches will often hire and fire Sideline Staff
on a regular basis to manage their overheads, During this
step of the post-game sequence a team may:

» Spend any amount of gold from the Treasury to buy
new players from your team roster and/or Sideline
Staff and increase Team Value accordingly.

= Fire any players and/or Sideline Staff who are no

longer required, deleting them from the Team Draft list

and reducing Team Value accordingly.

Purchase additional team re-rolls, but must pay

double to do so, as described on page 34,

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

- A team must have fewer than 16 players on its
Team Draft list to permanently hire Jourmneymen,

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

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

TEMPORARILY RETIRING

During the post-game sequence of a game in which a
player suffers a Lasting Injury result on the Casualty:
table, that player may be given time off to recover.
\Taklng some time off may allow them to return fit and
\ healthy for next season should you wish to re-draft
your team (see page 100).

When a player Temporarily Retires (TR), make a note
in the appropriate box on your Team Draft List, They
remain as part of your team and are not deleted from
your Team Draft List. They cannot take part iniany further
games this seasan but they will still count towards both
the maximum number of players of their type allowed
by the team roster, and the 16 player maximum. Finally,
whilst their Current Value is counted when working out
Team Value, it is not counted when working out Current
Team Value. -/

2 team re-rolls the team has.

| CURRENT TEAM VALUE (CTV): This is worked out (3

 players that suffered a Miss Next Game Casualty table
result during this game and will be unavailable to play

- of any players that missed this game; they have now

5. EXPENSIVE MISTAKES

s any Blood Bowl coach knows there"
+ WNEre's nothing m; 5
Whenever a team has mo, & more risky than a large sum of
A o [ Ney 1o bum, somegne will come along with 1 £old in the team treasury.
paying off to avoid a scandal, a oca | U 8 With 3 tinderbox! Whether the tabloids need

ks T o
bets the treasury on a squig fight, most coaches agree ford Or an errant cheerleadar

that it's not worth holding onto bigosurns of cash,

If you have 100,000 gold pieces or more :
? stored in yo : 1
roll 2 D6 on the following table, 2pplying the result from 13;1::::::15”? during this step of the post-game sequence,
your Treasury. n that correspands to the number of gold pieces in

EXPENSIVE MISTAKES TABLE
200,000 to
295,000
gold pieces

r Incident
Minor Incide

300,000 to
385,000
gold pieces

Major Inci

400,000 to
495,000
gold pieces

500,000 to
595,000
gold pieces
Catastrophe
Major Incident
Major Incident
Minor Incident
Minor Incident
Crisis Averted

Up to 195,000
D gold pieces A
- gold pieces
Catastrophe
Catastrophe
Major Incident
Major Incident
Minor Incident
Minor Incident

nt
Kt < or Incident

Minor Incident
Minor Incident
Crisis Averted

Crisis Averted

=

1

2

3 y e
4 i e Crisis Averted
5

6

Crisis Averted

CRISIS AVERTED: Thanks to some careful management, your team behaves itself for once!

MINOR INCIDENT: The team geis up to some mischief and you lose D3 x 10,000 gold pieces from your Treasury.
MAJOR INCIDENT: Half the gold in your Treasury (rounding down to the nearest 5,000 gold pieces) is lost to an
unfortunate mishap. z

* CATASTROPHE: Your Treasury is emptied, except for 2D6 x 10,000 gold pieces which you sensibly squirreled
away for just such an occurrence.

6. PREPARE FOR NEXT FIXTURE
n preparation for the next fixture, make sure both
your Team Value and Current Team Value are up
to date.

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

exactly as above, but minus the current value of any \

next game. Remember to include the current value

recovered from their injuries and are fit to play in the
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Skills a play You can choose t0 Use dice -
. This player may attempt to catch the  JUMP UP

or Skills gained during the
course of a league, all players
will have a degree of access
to General, Agility, Strength

roll has been made.

Al bonuses and/or m
Unless the description states otherwi:
more than one player per team turn.

odifiers from Skills or Traits can be combined. ball if @ pass, throw-in or kick-off If this player is. e
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Uil i u?ique. z . Unless a Skill or Trait is marked with an asterisk (*), its use is not | m.-m are not moved into
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= is compulsory. ! player. This player is pushed back i |
: : _ into that square instead. If there are ' \ ;
i SKILL CATEGORIES oCCUp! square. it th B ;‘macmpied squares adjacent to :
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1 Cateh “Block Big Hand Accurate Arm Bar L e = ailed, they. SNEAKY GIT i |
2 Diving Catch PETLIES Claws Cannoneer Brawler ttar ) Dodge S5 When this player performs a Foul |
3 Diving Tackle  Dirty Player (+1) Disturbing Cloud Burster Break Tackle : 2% TR : action, they are not Sent-off for B ll
Presence* B : - s committing a Foul should they roll a B | oL
e

Durlngthei:mwmnl. instead of
: I}u.mpmg.w a single square that
. Is occupied by a Prone or Stunned Additionally, the activation

Dodge Fend Extra Arms Dump-off Grab natural double on the Armour roll,

Defensive Frenzy* Foul Appearance*  Fumblerooskie Guard
Jump Up Kick Homs. Hail Mary Pass Juggernaut 2 S5t
as described on page 45, of this player does not have to end

Leap Pro Iron Hard Skin Leader Mighty Blow (+1) e : :
Safe Pair of Hands  Shadowing Monstrous Mouth  Nerves of Steel Multiple Block : ; : _.-'pm_ er with “_'l.s Skill ma‘y_rchuose once the Foul has been committed.
to Leap over any single adjacent If you wish and if this player has not
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Sidestep Strip Ball Prehensile Tail On the Ball Pile Driver . e

Sneaky Git Sure Hands Tentacles Pass Stand Firm . Aooosit : mw; n_ed e unoocupu.ad sac iUl MoV TROLAlIoaTEn:
Sprint Tackle Two Heads Running Pass Strong Arm : I Squares and squares occupied by they may continue to move after : %
E ~ Standing players. committing the Foul. =

Sure Feet Wrestle Very Long Legs Safe Pass
TRAITS E et 3 AL e pey CODIN
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Bone Head* Plague Ridden v Tea 2 £ i 1 NWFIWW toa ;ﬂn]mum

Chainsaw* Pogo Stick Stunty*




GENERAL SKILLS

BLOCK e during a Block
When a Both Down result is appli E ol

se to ignore |
action, this player may choose to Ignd
be Knocked Down, as described on page 57.

NTLESS 2 :
gﬁ: this player performs a B'ka:lk action fqn It:d
own or as part of a Biitz action), if the_ mznat
target has a higher Strength daarfaclenstrc lhan
this player before counting offensive or Qefenswe
assists but after applying any other mndlﬁers__m_ll
a D6 and add this player’s Strength cbaradenstlln
to the result. If the total is higher than the target's
Strength characteristic, this player increases their
Strength characteristic to be equal to that
of the target of the Block action, before '
counting offensive or defensive assists, l
for the duration of this Block action. Ly

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

DIRTY PLAYER (+1) \
When this player commits a Foul action,
either the Armour roll or Injury roll made
against the victim may be modified by the
amount shown in brackets. This modifier may
be applied after the roll has been made.

FEND

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

This Skill cannot be used when this
player is chain-pushed, against a player

—_—e———————

FRENZY: & iwms
Every time this player performs a
Block action (on its own or as part of
a Blitz action), they must follow-up jf
the target is pushed back and if they
are able. If the target is still Standing
after being pushed back, and if this
player was able to follow-up, this
player must then perform a second
Block action against the same target,
again following-up if the target is
pushed back,

If this player is performing a
Blitz action, performing a secand
Block action will also cost them one
square of their Movement Allowance.
If this player has no Movement
Allowance left to perform a second
Block action, they must Rush to do
s0. If they cannot Rush, they cannot
perform a second Block action.

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

A player with this Skiil cannot

H
During their activati

tion, this pi
may attempt to ra.rg)) one din:?!T'hls
dllce May have been rolled either as
su_ngie dice roll, ag :

dice roll or as part

part of an Armour, |
1 Anjury or
roll. Roll a D 2% Canalty

* Onamliotas, the dice cay
re-rolled. 3
Onaroll of 1 0r 2, the dice
cannot be re-rolled,

Once this player has attempted
to use this Skill, they may not use a

re-roll from any othier source to re-roll
this onedice.

STRIP BALL

When this player target an
©ppasition player that is in
Passession of the ball with a Black
action (on its own or as part of 2
Blitz action), choasing to apply a
Push Back result will cause that
Player to drop the ball in the square
they are pushed back into. The ball
will bounce from the square the
Player is pushed bark into, as if they
had been Knocked Down.

SURE HANDS

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

In addition, the Strip Ball skill
cannot be used against a player

with this Skill.

SHADOWING TACKLE
This player can use this Skill when Wh i

o en an active opposition player
an opposition pla_yer they are attempts to Dodge from a square in
Marking voluntarily moves outof a  which they were being Marked by =
square within this player's Tackle one or more players on your team :
Zone. Roll a D6, adding the MA with this Skill, that player cannot usa 12
of this player to the roll and then the Dodge skill,

subtracting the MA of the opposition
player. If the result is & or higher, or
if the roll is a natural &, thie player
may immediately move into the
square vacated by the opposition

also have the Grab skill. player (this player does not need

to Dodge to make this move),
KICK If, b . the result is 5 or lower,
If this player is nominated to be or if the roll is a natural 1, this Skill
the kicking player during a kick-off, has no further effect.

you may choose to halve the result
of the D6 to determine the number
of squares that the ball deviates,
rounding any fractions down.

A player may use this Skill any
number of times per tum, during
either team’s turn. If an opposition
player is being Marked by more than
one player with this Skill, only one
player may use it.

Additionally, when an
oppasition player is targeted by a
Block action performed by a player
with this Skill, that player cannot use
the Dodge skill if a Stumble result is
applied against them.

Epr=————

WRESTLE
This player may use this Skill when )

a Both Down result is applied, either <
when they perform a Block action i
or when they are the target of a 5
Block action. Instead of applying the
Both Down result as normal, and i
regardless of any other Skills either A
player may possess, both players are
Placed Prone.

-hf; .|:r.~" PR T 0 s |

HACKSPIT QUILLCHEWER'S FUN

| The 2499 season’s Most Blatant Foul award went fo

| fan-favourite Morgrim Killchoppa, who spent the best part of

| 45 minutes kicking an already uncanscious Soaren Highlower
n S i 2 . - e t

| While grinning and waving at the officials. The officials didn

simply ignore this blatant rule-breaking no-no; they were often

| 5een to grin and wave back!

with the Ball & Chain trait or against ™
a player with the Juggemaut skill
that performed the Block action as '
part of a Blitz.

p Al
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Resm— FoUL APPE#R::BW declares a
' MUTATIONS When an 0PPOSION PRt ver (o
_-ai & BIG HAND ol Block acllorls l:;f::?ga B acdion)
- = This player may Ignd i {ts own or a_ S
: Marked or 107 | action that targe
- | md‘ﬁw: ’r?::;sdr conditions Dhr a?flaisrectl:eir coach must first roll
Pouring Rai 7 this playe:
©en they attempt to pick P 2 D6, even If this player has lost
== } the ball heir Tackle Zone. On @ roll of 1, the
=Rl T pyercannctperiom the "E;'j'e"
o ‘ tLAWS ‘Armour roll action and the action is wasted.
= i When you make an e
] against an oppasition p"m:;r::: HORNS m
o was Knocked DW"::::::H bythis  Wnen this player performs 2 Bi{fut
. { g Bk o pefore applying  action as pan s Ior;
-~ f player, a il of BF B¢ X noton its own), you may apply 2
B B any modifiers will D’aahe el +1 modifier to this player's Strength
o armou, regardles of (el characteristic. This modifier s
= Armour Value. applied before counting assists,

=2 =55 pefore applying any other Strength
DISTURBING PRESENCE modifiers and before using any other

n player performs
When an opposilon payet PE Skills or Traits.

either a Pass action, 8 Throw R
Throw L KT o e s
Team-mate action or 2 RON HARDSKIN

omb

TENTACLES

This player can use thjs

an opposition player lheys‘:,lé 2
Marking voluntarily moves gyt of
square within this player's Tack) 2
Zone. Roll a D6, adding the ST 7

of this player to the ro|| and thep
subtracting the ST of the Oppasit
player. If the result is 6 or highey %
or if the roll is a natura| 6, the z
opposition player is helg firmly in
place and their movement Comes ¢
an end. If, however, the resyjy is 50
lower, or if the roll is a natural 1 |n-r
Skill has no further effect. e

A player may use this Skill 3
number of times per tum, during my
either team'’s turn. If an opposition
player is being Marked by more than
one player with this Skill, only ong
player may use it.

3 ither

- - Special action, o attempts to el L
] interfere with 3 pass or to catch the The CIBWS.SRI” cannot be used )
ball, they must apply a -1 modifierto  when making an Armour roll against
I this player.

; the test for each player on your team
with this Skill that is within three e S Ll
I MONSTROUS MOUTH

TWO HEADS

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

squares of them, even if the player .
with this Skill ts Prone, Stunned or This player may re-roll any failed

has lost their Tackle Zane. attempt to catch the ball. In addition,
] the Strip Ball skill cannot be used
against this player.

JEXTRA ARMS

This player may apply a + 1 modifier
when they attempt to pick up or
catch the ball, or when they attempt
to interfere with 2 pass.

PREHENSILE TAIL

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

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

Agility test.

If the opposition player is being
Marked by more than one player with
this Mutation, only one player may

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

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

to interfere with a

Finally, this |

PASSING SKILLS
ACCURATE

HAIL MARY PR

When this player performs a Quick St Yer performs a Pass

pass action or a Short Pass action, target ::L: Throw Bomp action), the

you may apply an additional +1 the pitch a ": ¢an be anywhera gy

modifier to the Passing Ability test. ot neeg t:b;':;;m ruler does
Pass Is never aceury

CANNONEER

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

Ability test.

the result of the

oll can be carried
into extra time if it is not used,

\ t the start of extra time,
nlike standard Team Re-rolls, the
Leader Re-roll cannot be lost due to
a Halfling Master Chef. Otherwise,

normal team re-roll.

- Additionally, during each Start
of Drive sequence, after Step 2 but
. beimsmp 3, one Open player with
. this Skill on the receiving team may
mowe up to three squares (regardless
of their MA). This Skill may not
‘be used if a touchback is caused
J when the kick deviates and does not
befo allow the player to cross into their
is lost, opponent's half of the pitch,

the Leader re-roll is treated just like a

NERVES OF STEEL

PASS

This player may re-roll a failed
Passing Ability test when performing
a Pass action.

RUNNING PASS

If this player performs a Quick Pass
action, their activation does not have
to end once the pass is resolved.

If you wish and if this player has not




has been made and may

I
the 100 28 e f tis player is

be applied eve
niow Prone.

| the opposition player Was

han one
Marked by more t
::ynlfl with this Skill, only one player

may use il

' DR otk
| When this player performs  Block

action on its own (but not as part of
a Blitz action), this player may re-roll
a single Both Down result,

BREAK TACKLE

Once during their activation, after
making an Agility test in order to
Dodge, this player hay modify the
dice roll by +1 if their Strength
characteristic is 4 or less, or by +2
i their Strength characteristic is 5
Of mare,

GRAB

When this player performs a Block
action (on its own or as part of a

Biitz action), using this Skill prevents
the target of the Block action from
using the Side Step skill,

Additionally, when this player
performs a Block Action on its own
(but not as part of a Blitz action),
if the target is pushed back, this
player may choose any unoccupied
Square adjacent to the target to
Push that player into, |f there are no
unoccupied squares, thi

5 Skill cann,
be used, o

A player with this Skill

cannot
also have fhe Frenzy skill,

how many
Marking them. does not prevent ap =
with the Frenzy skill from o Plaver

action as part ;Jf
on its ownl,
::lat a Both Down result as a Push

Back result. In@

:aar:e;rzeglci'u action, the target of the - make when performing j Ty,

Block acti

CTAND Bimas———
STAND FIRM ——
D ffensive  This player may chooer—
= both offensive player may choose g
O et ti pushed back dithes
a Block action made
or by a chain-push,

sive assists rega

tobg —
a
ition players are e resy
oppost on

3Bainst g,

: em
Using thig Skin
OPpositi

rforms a Block a second Block action jf this DT;"”"E
a Blitz action (but  still Standing after the firgy | ¢ is

they may choose to <
i STRONGARM
Rt e e ——
ddition, when this This player may apply a + F
rms a Block action as to any Passing Ability tesy rolls 'he:h
0
on may not use the Fend, Team-mate action, o

Stand Firm or Wrestle skills.

A player that does ot have th,

MIGHTY BLOW (+1 Throw Team-mate trajt annot haye

When an opposition player is

this Skill.

.d Down as the result of a

:E::‘:licn performed by this THICK SKU LL == Rk

player (on its own or as part ] Wlhen an Injury F(I]" is Made againg
Blitz action), you may modify either this player (even if this player is
the Armour roll or Injury roll by the Prone, Stunned or has lost their
amount shown in brackets. This Tackle Zone), they can only be Ko'g
modifier may be applied after the roll  on a roll of 9, and will treat a ro|| of
has been made. 8 as a Stunned result. If this player

also has the Stunty trait, they can
This Skill cannot be used with  only be KO'd on a roll of 8, and will

the Stab or Chainsaw traits. treat a roll of 7 as a Stunned result

All other results are unaffected,

MULTIPLE BLOCK

When this player performs a Block action on its own (but not as part of a
Blitz action), they may choose to perform two Block actions, each targeting 2
different player they are Marking. However, doing so will reduce this player's
Strength characteristic by 2 for the duration of this activation. Both Block
actions are performed simultaneously, meaning both are resolved in full eve
if one or both result in a Turnover. The dice rolls for each B

be kept separate to avoid confusion. This player cannot foll

this Skill.

Note that choosing to use this Skill means this player will be ugéb

use the Frenzy skill during the same activation.

PILE DRIVER

When an opposition player is Knocked Down by
of a Block action (on its own or as par
immedialery commit a free Foul action a

To use this Sk

has b

ill, this player must be S
selected and applied, and must o
Down player. After using this

at

RAITS
T MAL SAVAGERY™ —

When this player is activated, even if they are P
have lost their Tackle Zone, immediately after dmaﬁna
the action they will perform but before performing e
action, roll a D6, applying a +2 modifier to the ice roy
if you declared the player would perform a Block or Biits
action (or a Special action granted by a Ski or Trait that
can be performed instead of a Block action):

« On aroll of 1-3, this player lashes out at their
team-mates:

- One Standing team-mate of your choice that is
currently adjacent to this player is immediately
Knocked Down by this player. This does not cause
a Turnover unless the Knocked Down player was in
possession of the ball. After making an Armour rol)
(and possible Injury roll) against the Knocked Down
player, this player may continue their activation ang
complete their declared action if able. Note that,
if this player has any applicable Skills, the coach
of the opposing team may use them when making
an Armour roll (and passible Injury roll) against the
Knocked Down player.

If this player is not currently adjacent to any

Standing team-mates, this player's activation ends

immediately. Additionally, this player loses their

Tackle Zone until they are next activated.

* On a roll of 4+, this player continues their activation
as normal and completes their declared action.

If you declared that this player would perform an
action which can only be performed once per team tum
and this player's activation ended before the action could
be completed, the action is considered to have been
performed and no other player on your team may perform
the same action this team turn.

ANIMOSITY (37

;:.: Player is jeaious of ang dislikes certain other players
he_irleam‘assrmnm brackets after the of
the Skill on this players profile. This may be dn:nn:d by
mtmn OF race, _For example, a Skaven Thrower on an
Gummn Denizens team has Animosity (Underwortd

en), 1 r A i
2ny Underworld Goblin ﬁuh::nmrs on lhe:rlt‘:;:;m
Where:gsa Skaven R gade on a Chaos Ry '“j""
has Ann_'ncsity (all team.mates). meaning lhe&‘_:lﬁ”
Animosity towards all of their team-mates equally,

When this player wishes

% to perform a Hand-off
action to a team-mate of

the type listed, or attempts to
perform a Pass actin ang the target square is oc:::‘uDIEG
by a team-mate of the type listed, this player may refuse
to do so. Roll 2 D6. 0n aroll of 1, this player refuses to
w:fm'rn_the action and their activation comes to an end
Animasity does not extend to Mercenaries or Star Players

AWAYSHUNGRY

If this player wishes to perform a Throw Team-mate
action, roll a D6 after they have finished moving, but
before they throw their team-mate. On a roll of 2+,
continue with the throw as normal. On a roll of 1
this player will attempt to eat their team-mate. Roll
another D6:

* Onaroll of 1, the team-mate has been eaten and
is immediately removed from the Team Draft list.
No apothecary can save them and no Regeneration
attempts can be made. If the team-mate was in
paossession of the ball, it will bounce from the square
this player occupies.

* On a roll of 2+, the team-mate squinms free and the
Throw Team-mate action is automatically fumbled, as
described on page 53.
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Throw-|
Place the 1 Zone o either sid

towards either En
ou wish.
:70!1 a D6 and move the player on
direction indicated.
A player with @ Ball
Agility tests they may
Dodge, regardless of an
If this movement takes
risk Injury by the Crowd.
If this movement takes the player into a squa
which the ball is placed, the player is considered to
have moved involuntarily. Therefore, they may not
e ball up and the ball will bounce.

e square in the

omatically passes any

aut
e der to

be required to make in or
y modifiers.
the player off the pitch, they

rein

attempt to pick th

Repeat this process for each square the

player moves

If this player would move into a square that jg occup;

by a Standing player from either team, they myqy D:rlfed
a Block action against that player, following the it orm
rules, but with the following exceptions: mal

« A Ball & Chain player ignores the Foul Appeara
« A Ball & Chain player must follow-up if they p
another player.

NCe skij|.
USh-back

If this player moves into a square that js oCCUpieq
by a Prone or Stunned player from either team, for
reason, that player is immediately pushed back an
Armour roll is made against them.

any
d an

This player may Rush. Declare that the player wil| Rush
before placing the Throw-in template and rolling the D6
to determine direction:

If this player Rushes into an unoccupied square, move

them as normal and roll a D6:

- On a roll of 2+, this player moves without Mishap,

- Ona roll of 1 (before or after modification), the
player Falls Over.

If this player Rushes into a square that is occupied by

a standing player from either team, roll a D6:

- On aroll of 2+, this player moves without mishap
and will perform a Block action against the player
occupying the square as described previously.

On a roll of 1 (before or after modification), the
player occupying the square is pushed back and
this player will Fall Over after moving into the
vacated square.

If this player ever Falls Over, is Knocked Down or is
Placed Prone, an Injury roll is immediately made against
them (no Armour roll is required), treating a Stunned
result as a KO'd result.

A player with this Trait cannot also have
the Diving Tackle, Frenzy, Grab,
W Leap, Multiple Block, On the Ball

¥ or Shadowing skills.

BOMBARDIER
When activated and if they are Standing, this player can perform a Throw

Bomb' Special action. This Special action is nej

either a Pass acti
Team-ma.te actloq, so does not prevent another player performli:l; ztnneafT e
those actions during the same team turn. However, only a single playe(r)with

this Trait may perform this Special action each team turn

A Bomb gan be thrown and caught, and the throw interfered with, just lik
a ball, using the rules for Pass actions as described on page 48, v:rith th e
following exceptions: ; S

« A player may not stand up or move before performing a Throw
Bomb action.

« Bombs do not bounce and can come to rest on the ground in an occupied
square. Should a player fail to catch a Bomb, it will come to rest on the
ground in the square that player occupies.

If a Bomb is fumbled, it will explode immediately in the square occupied
by the player attempting to throw it.

If a Bomb comes to rest on the ground in an empty square or is caught by
an opposition player, no Turnover is caused.

A player that is in possession of the ball can still catch a Bomb,

Any Skills that can be used when performing a Pass action can also be
used when performing a Throw Bomb Special action, with the exception of
On the Ball.

If a Bomb is caught by a player on either team, roll a D6:

On a roll of 4+, the Bomb explodes immediately, as described below.
On a roll of 1-3, that player must throw the Bomb again immediately.
This throw takes place out of the normal sequence of play.

Should a Bomb ever leave the pitch, it explodes in the crowd with no
effect (on the game) before the crowd can throw it back.

When a Bomb comes to rest on the ground, in either an unoccupied square,
in a square occupied by a player that failed to catch the Bomb or in a square
occupied by a Prone or Stunned player, it will explode immediately:

~ * If the Bomb explodes in an occupied square, that player is automatically

hit by the explosion.
Roll a D6 for each player (from either team) that occupies a square
adjacent to the one in which the Bomb exploded:
e On a roll of 4+, the player has been hit by the explosion.
= On a roll of 1-3, the player manages to avoid the explosion.
Any Standing players hit by the explosion are Knocked Down.

~ An Armour roll (and possibly an Injury roll as well) is made against any
“player hit by the explosion, even if they were already Prone or Stunned.
You may apply a +1 modifier to either the Armour roll or Injury roll.
Th{s, modifier may be applied after the roll has been made.
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:n:el::ﬁo how many players with this Trait may perform
this Special action each team turm.
To perform a Projectile Vomit Special action: roll 2 D6:
« Onaroll of 2+, this player regurgitates acidic bile
onto the nominated target.
On a roll of 1, this player beiches an
covering itself in acidic bile. .
In either case, an Armour roll is made against the
player hit by the Projectile Vomit. This Amour roll
cannat be modified in any way.
If the armour of the player hit is broken, they beco_me
Prone and an Injury roll is made against them. This
Injury roll cannot be modified in-any way. : .
If the armour of the player hit is not broken, this Trait

has na effect.

d snorts, before

orm this Special action once
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SRS 8 ————
REALLY STUPID*

When this player is activated, even if they are Prone or
have lost their Tackle Zone, immediately after declaring
the action they will perform but before performing the
action, roll a D6, applying a +2 medifier to the dice roll if
this player is currently adjacent to one or more Standing
team-mates that do not have this Trait:

« Ona roll of 1-3, this player forgets what they
are doing and their activation ends immediately.
Additionally, this player loses their Tackle Zone until
they are pext activated.

* Onarollof 4+, this player continues their activation
as normal and completes their declared action.

Note that if you declared that this player would

._________-—-—'_'___________'_'_—-—-___
REGENEHATION
roll has been made against this player,

Ater a Casualty
roll a D6. On a roll of 4+, the Casualty roll is discargeq

without effect and the player is placed in the Reseryee

pox rather than the Casualty box of their team dugoyt

On a roll of 1-3, however, the result of the Casualty rc;|| :
is

applied as normal.

__________—-—-—_______'_'—'——_._
RIGHTSTUFF”
If this player also has a Strength characteristic of 3 or

they can be thrown by a team-mate with the Throy

less,
as described on page 52,

Team-mate skill,

____———‘—'—'_'_'-‘___-‘_____‘_——\.
SECRET WEAPON"

SECRETWEAT S
When a drive in which this player took part ends, even jf
this player was not on the pitch at the end of the drive
this player will be Sent-off for committing a Foul, as ;
described on page 63.
- ———
STAB

STAB
Instead of performing a Block action (on its own or as

part of a Blitz action), this player may perform a ‘Stab'
Special action. Exactly s described for a Block acti
nominate a single Standing player to be the target of
the Stab Special action. There is no limit to how many
players with this Trait may perform this Special acti
each team tum.

To perform a Stab Special action, make an u
Armour roll against the target: :

» |f the Armour of the player hit is bl'ol-(el"I,
Prone and an Injury roll is made st
Injury roll cannot be modified

SWARMING

e Bl T e tnr e
During each Start of Drive sequence, after Step

before Step 3, you may remove e
from the Reserves box of your dmiyrzs i
on the pitch, allowing you to set :

11 players. These extra players may

Line of Scrimmage or in a\

SWOOP
Ifthis player is




pLO0D BOWL

*
« THE GAME OF mmsrrnn'rsau N TS

vy, h lood Bowl teams are always looking for an
f?/f'!-' B advantage, be it fair or otherwise! Coaches

will pay all manner of shady characters to

assist their team from the sidelines or on the pitch.

During the pre-game sequence of a league fixture,
coaches may purchase Inducements for the game
ahead by spending gold awarded as Petty Cash,
taken from their Treasury or both. When creating
a team for exhibition play, a coach may purchase
Inducements from their Team Draft Budget,

INDUCEME IN LEAGL
here are always plenty I
of hangers-on loitering
around a Blood Bowl At . Petty Cas
stadium, Be it legendary free = '
agents willing to play for anyone
if the price Is right, or officlals
happy to take extra payment
in return for being somewhat
biased in their rulings, to
unemployed coaching staff
looking for a break and even a
few apothecaries willing to roll
up their sleeves. All these and
more are willing to sign on with |
a team temporarily, for a price ‘
of course! Often, the stadium 4
owners or promoters will foot
the bill, willing to help out a
disadvantaged team rather than
risk a team refusing to play!

as It is quite
Al
mmon for tournar

al Inducer

f
1 or any

COMMON INDUCEM ENTS
Beluw 1 a list of the common Inducements, There

INDUCEMENTS |

are many more Inducements and most teams have
access to their own, unique Inducements as well.

More Inducements can be found in the various Blood Bowl
supplements available:

* 0-4 Temp Agency Cheerleaders - 20,000 gold
[pieces each

* 0-3 Part-time Assistant Coaches - 20,000 gold
pleces pach

* 0-1 Weather Mage - 30,000 goid pieces

* 0-2 Bloodweiser Kegs - 50,000 gold pieces each

* 05 Special Plays - 100,000 gold pieces each

* 0-8 Extra Team Training - 100,000 gold pieces sach

* 0-3 Bribes - 100,000 gold pieces each (50,000 gold
pieces for teams with the 'Bribery and Corruption’
special rule)

* 0-2 Wandering Apothecaries - 100,000 Rold pieces
each (not available to teams that cannot hire an
apothecary)

* 0-1 Mortuary Assistant - 100,000 gold pieces (only
available to teams with the 'Sylvanian Spotlight’
special rule)

* (-1 Plague Doclor ~ 100,000 gold pieces (only available
10 teams with the "Favoured of Nurgle’ special rule)

* 0-1 Riotous Rookies - 100,000 gold pieces (only
avallable to teams with the ‘Low Cost Linemen’
special rule)

* 0-1 Halfling Master Chef - 300,000 gold pieces eS|

(100,000 gold pieces for teams with the 'Halfling ""‘"" ]
Thimble Cup' special rule) e
= Unlimited Mercenary Players - price varies z
= 0-2 Star Players - price vares ¢ @

* -2 (In)Famous Coaching Staff - price vanes
* 0.1 Wizard - price varies
* 0.1 Biased Referea - price varies

/a

!




AGENCY CHEERLERDERS
M
Cheerleading isn't steady work and there are always

king for their big break, willing lu. :
bolster a de ad on game day! In’._aadmon
to iring: cheerleaders as permanent Sideline Staff, any
team may temporarily purchasé some Temp Agency’
Cheerleaders as Inducements. SIMpY increase the teams
number of cheerieaders by the number Induced, up to @
maximum of 16 in total, for the duration of the game.

end of the game, any Temp Agency
the team.

Cheerleaders will leave
r___________________-—————-——“
03 PART-TIME ASSISTANT COACHES
MM—’"’—M
Everyone's an expert, and if a coach is willing 1o pay,
many will share that expertise with the team! In addition
to hiring assistant coaches as permanent Sideline Staff,
any team may temporarily purchase some Part-time
Assistant Coaches as Inducements. Simply increase
the team's number of assistant coaches by the number
Induced, up to a maximum of nine in total, for the

duration of the game.

At the end of the game, any Part-time Assistant
Coaches will leave the team.

Al the

0-1 WEATHER MAGE
30,000 GOLD PIECES, AVAILABLE TO ANY TEAM

Many stadium owners employ Weather Mages, paying
good money for highly localised spells to control the
elements to keep the fans dry and happy. Rarely does
this magical climate control extend to the pitch though,
unless a coach is willing to pay for the service that is!

A Weather Mage is not a Wizard Inducement and a
coach may Induce both a Weather Mage and a Wizard of

some sort.

You may use a Weather Mage once per
game, at
the start of any one of your team turns, before activating

—— e
0-2 BLOODWEISER KEGS

50,000 GOLD PIECES EACH, AVAILABLE TO ANY Tgp
Nothing says "get back in the game" like a frosty M
Bloodweiser Ale served straight from the keg, There's
probably an official rule regarding drinking during a ga

but whether it's compulsory or banned, who carest FD:T'E.
each Bloodweiser Keg Induced, you may apply a +1
modifier to the result of any dice rolls made during this
game when rolling to see if any of your players recoyers
from being KO'd. Bloodweiser Kegs benefit all players
currently on the team, including Journeymen, Star Playarg

and Mercenaries.

EE—————ee
0-5 SPECIAL PLAYS
100,000 GOLD PIECES EACH,

AVAILABLE TO ANY TEAM
Each Special Plays Inducement purchased gives you

one Special Plays card to use during the game ahead
Cards are drawn from one or more of the Special Play
card decks during the Inducements step of the pre- '3

game sequence:

Each Special Plays Inducement purchased allows you

Ll
1o draw cards from a single deck.

The deck from which cards are drawn is determined

by rolling a D6 and consulting the table below.
For each separate Special Plays Inducement
purchased, roll again on the table below.

There is no limit to how many cards may be d|
from each deck, but if the second roll or any.
subsequent rolls give a duplicated result, you m
roll the D6. If the D6 is re-rolled, you must

result of the re-roll.

SPECIAL PLAYS CARDS

D6 DECK
1 Random Events

Tricks
Magical Memorabilia

any of your players. Roll on the Weather table
: , applying a
modifier of +}_or +2, or -1 or -2 if desired. The re.su:zlg
mh‘:; conditions are applied immediately and will last ~ CARD.
s _end of the opposition's next team tum, feplaéing'
existing weather conditions, At the end of opposition’
next team tum or the end of the drive (whichever
first), the replaced weather conditions will retum,

100,000 GOLD PIECES EACH, _—
AVAILABLE TO ANY TEAM y ]
Getting all of the players together

is hard enough on game day, let a

training session. If a coach wants

sessions ahead of an'i
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(100,000 ;
300.000 GOLD PIELES (1 <
FOR TEAMS WITH THE “HALFLING THIMBLE

M
SPECIAL RULEL. AVAILABLETO ANY TEA!
________._.—-—-—-—'_'

can include

Drive sequence, roll three [ for
team i 5o inspived they gain an &Xr2 1€M =08 7P
this hall. In addition, the oppasing team & SO i e
mhmﬂdl“*vmdmm“

re-rolls for this hall.

TNLIMITED MERCENARY PLAYERS

PRICE VARIES, AVAILABLE TO ANY TEAM

For every player safely employed by a team, there are
dozens more who will wear anyone’s colours in exchange
for hard currency. You may Induce Mercenary players

to your team for a single game, chosen from your Team
Roster, at 30,000 goid pieces more than the player
would normally cost. For mm.amryﬂmn
Lineman would cost 80,000 gold pieces to hire for a
game rather than the usual 50,000 gold pieces.

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

All Mercenaries have the Loner (4+) trait as they
are not accustomed to playing with the rest of the team.
In addition, a Mercenary may be given one additional
Primary skill selected from those available to a player

of that position, at an additional cost of 50,000 Eold
pieces. For example, 8 Mercenary Human Lineman could
be given Tackle for a total cost of 130,000 gold pieces
0 hire for a game. Mercenaries do not eam Star Player
points and cannot be awarded the MVF for the game.
Unlike Journeymen, Mercenaries cannot be permanently
hired during the post-game sequence,

0-2 STAR PLAYERS

PRICE VARIES, AVAILABLE TO VARIOUS TEAMS
These are the heroes of the Blood Bow! arena, the mos
resourceful and talented players in the sport. Star Players
act as free agents, playing occasional games for any team
that can afford their high fees (and that they are willing
to assist in the first place), and then moving on to play
for another team. A team may Induce up to two Star
Players that are allowed to play for the team. Unless the
league commissioner decides otherwise, any Casualty
table results applied against a Star Player are waived
after the game — they can afford all the resurrection spells

they need!

Star Players may not take the number of players
in the team to more than 16. However, players that are
missing the game due to injury do not count towards
the number of players on the team, so they are not
counted when working out how many Star Players a team
can have.

It is possible for both teams to hire the services of the
same Star Player:

* If this happens during a game that is
neither team can field the Star Play
Player will keep both hiring fee
If this happens during exhibi
can field the Star Player — one team |
a ringer!

0-

PRICE VARIES, AVAILABLE T0 VARIQUS TEANS
Although most Blood Bow! celebrities are plavers, with
the occasional ref thrown in for good measure, there e
several well-known members of coaching stalt around
the circuit. Many of these non-playing professionals an
willing to offer out their services to other teams for the
right price, bringing their expertise to the dugout,

(In}Famous Coaching Staff are available to
purchase during the pre-game sequenca at the cost
listed. You may purchase up to twa (In)Famous Coaching
Staff who are allowed to assist your team,

As with Star Players, it is possible for both teams to hire
the services of the same named (In)Famous Coaching
Staff (such as Josef Bugman):

If this happens during a game that is part of a league,
neither team can use the (In)Famous Coaching Staff
but the (In)Famous Coaching Staff will keep both
hiring fees.

It this happens during exhibition play, both teams can
use the (In)Famous Coaching Staff - one team has
clearly hired a ringer!

There are too many (In)Famous Coaching Staff to
list here, and most are only available to certain teams.
Details of further (In)Famous Coaching Staff can be found
in the various Blood Bowl supplements available.

0-1 (IN)FamMouS COACHIN
G STA

::ltll.l(‘.EMENT: JOSEF BUGMAN g

0,000 GOLD PiEgEs, AVAILABLE T0 ANY TEAM
The name Jogal Bugman 18 synonymous with Blood
;I'?L With numermus Spansarship deals across
I rzi?nmmu?.m of Bugman's X000 can be
s Blood Bowl stadia, the armiber liguid

8 SUre he crowd i suitably rowdy by kick-off.

me n-pensan it is

When Bugman tums up to g ga

Cannan, whilst the Bugman's Blimp flies averhead

flagons of fine ale into the
the i praised hands of

But Bugman s np mere spectator; the stout
brewer owns and coaches MUMErous teams. For all
his bluster, Bugman is a fair coach, having a good
&ye for the ebb and flow of the game — the problem
arises ?nruen things don't 80 his team's way, or he gets
excessively drunk, or some Combination of the two,

and he staggers out onto the field to take matters into
his own hands, ..

BUGMANSX00OX

Bugman provides players on s team with an ample
supply of Bugman's X0000OL This most famous

of Dwarf ales is renowned for its recuperative
properties. When rolling to see if Knocked-out players
recover, rolls of a 1 can be re-rolled.

KEEN PLAYER

If Bugman's team cannot set up 11 players at the
start of a drive, Bugman may decide to join in
himsell! You can choose to set him up as part of your
team. If you do so, he counts as part of the team

for the duration of the drive, When the drive ends,
Bugman is Sent-off for commiitting a Foul and has no
further effect on the game - he cannot be used in a
later drive. The Bugman's Xo0000X, however, is not
lost; the players simply refuse to give it up!

Bugman has the following profile:

MA ST AG_PA AV

Bugman 5 3 3% Bk 9+
Skills & Traits  Loner (5+), Tackle, Thick Skull,
Wrestle




and maglc mirrors
subscribers around

upolﬂ#b'm teams to hire the
umofmumemmdwm:

+ If this happens during 8 game
that is part of 2 league, neither

team can use the named Wizard

but the named Wizard will keep
both hiring fees.

« If this happens during exhibition
play, both teams can use the
named Wizard- one leam has
clearly hired a ringer!

If 2 Wizard Inducement is not

named, there is no restriction on both

teams fielding the same type,

There are loo many types of
Wizard o list here, and most are
only available to certain teams,
Details of further Wizards can be
found in the various Blood Bow
supplements availatie,

0-1 WIZARD INI::JSCE::‘[:._ Ll
000 GOLD PIECES, AVAILE
!,!ﬂ,p.u. a Hiraling Sports Wiz P
and amusa the fans in equal measure, Many spectagyiar firabally

aml:' on pitches Just as often as apposiion players ae turmeg

z A e frog can ba turned back quite qulckly With ng
!mv,mlrnl consequences than an Inexplicable desire to sit o 5 g
s i theye lucky enough to be changed back at al, that i),

Once per game, & Hireling Sports-Wizard may cast one of the
following spells:

__‘_____._-—!—_’____._"-’__—___'_
FIREBALL i
You may cast this spell either at the start of any of the opposition’s taarm
turns, before any player 18 activated, or immediately after any of 1,

ition's team turns has ended, Choose a target square anywhers on
the pitch and roll a D6 for each Standing player (from either team) (fa
occuples either the target square or a square adjacent to t;

« 0On a roll of 4+, the piayer has been hit by the Fireball.
« Ona roll of 1-3, the player manages to avoid the Fireball,

Any Standing players hit by the Fireball are Knocked Down, When
2 player is Knocked Down by a Fireball, you may apply a +1 modifier to
either the Armour roll or Injury roll. This modifier may be applied after he
roll has been made.

ZAP! i
AL ar il tbae e L st ot of | .
You may cast this spell either at the start of any of the opposition's team

tums, before any player Is activated, or immediately after any of the
opposition's team turns has ended. Target any opposition player and roll
2 Dé:

If the roll is equal to or higher than the player’s Strength characleristic,
or is a natural 6, that player tums into a frog for the remainder of

the drive, after which their coach will secure emergency m

assistance to tumn the player back into their original form

If the roll is lower than the player's Strength characteristic, the p
develops a fresh crop of warts, but the spell has no further

If the player was in possession of the ball when they were
turned into a frog, it Is dropped and will bounce. Whe
Casualty table s required against the frog, no roll it
is automatically treated as if a Badly Hurt result had
frog must miss the rest of the game and cannot b
apothecary (because it's a frog!), At the end of the
| returned to normal shape with no ill e
|
! The frog has the following profile:

MA ST ! /
Frog : ] 2 4 54

Podge, Leap, No Hands, Stunty, T

Skills & Traits

Very Long Legs

-1 BIASED RE FEREE

PRICE VARIES, AVAILABLE TO VARIOUS TEAMg

Many referses bocome celebntios in their own "ithl,.
camuetimes for their even-handed spplication of th

rules, mori often for their Blatant comuption gr vighent
autbursts! Many teams will go out of thele way 10 briba s
rif, but nothing beats Wming up 1o & game Knowing that
e rd 16 not anly on your payroll, but is piactically a part
of your eam|

Biased Referees are available Lo purchase during
(he pre-game sequence al the cost listed, and becauss
Bleod Bowl games tend to ba officlated aver by a group
rather than a single Individual, both teams may purchase
 Blased Referee, You may purchase one Blased Rofores
10 treat your team favourably during the game ahead,

For the most part, a Biased Referce will traat both
\eams equally, meaning that they fallow all of the normal
refereo rules as described on page 63. Where they differ
s that they will be either far more harsh In their seruting
of the opposition or far more lenient In their treatment of
the team that has pald them off, How this manifests is
described In each Blased Referee’s description,

Many Blased Referees are named celebrities, although
most are not. As with Star Players, it is possible for
both teams to hire the services of the same named
Blased Referee:

» |f this happens during a game that Is part of a league,
neither team can use the named Biased Referee bul
the named Blased Referee will keep both hiring fees,
If this happens during exhibition play, both teams can
use the named Biased Referee ~ they can dish out
harsh rulings to both sides!

There are too many named Blased Referees to
list here, and most are only available to certain teams.
Details of further Blased Referees can be found In the
various Blood Bow! supplements available.

e
(4

e
0,600 6oLp MIECES ron TEAMS WiTH

‘BRIBE g . :
s_\\jlv.l_l.g_;yl.::: mn:uzmu SPRCIAL RULE), g5
10 11 yuars since 106 Collagaa of the 1T, there Tae |

i markad increas of nmmmé-m v
show biatant by, wruhrmwwmmm&
try case besis, fTipny othars

e
CLOSE SCRUTINY
Btrict adhersnce (o the rules 15 of paramount
Impantance to il refarmes. This is Espactally rue
whan one of the tearms has frnld thavm to wstch the
opposition closely! If any playsr on the OppOsIng twam
commits & Foul without rolling a double when Miking
either the Armour ol or Injury roll, roll & D6

* 0 b oll of 5+, the Blased Reteres spots the Foul |
Bnd thie player is Seol-off, exactly as if they had {
rolled & doutde (.., the OppaRing coach may e |

8 Bribe If one s avallable and may attemptia | i
Arguse the Call) | | 54

¢ Onaroliof 1.4, the player manages to aveid the | 14
rof's attention |

7 iod n R |
“IDIDN'T SEEA THING!™ ol
Whilst watching one team me,rw:'rjy closely, the {
Biased Referee can easily be forgiven for missing
Infractions perpetraled by the other, When rolling

on the Argue the Call table, you may apply 8 +1
modifier to the diea rofl,




laying a Blood Bowl

P league is great fun. |
Teams grow and

develop, and rookie players

blossom into mighty Star

Players. Coaches are able

to build upon their team's

background and rivalries

with others, all the while hoping

to reach the play-offs, dreaming of

winning lasting fame and fortune. Q

In truth, although we call them leagues,

what our teams are most likely doing is

participating in the type of tournaments that

happen around the Old World and beyond all the

time. There haven't been many formal leagues

since the NAF collapsed, and teams travel the

known world taking part in numerous privately

run tournaments, playing a series of linked games,
haping to qualify for the finals and to win the prizes
on offer. The development seen is a team improving
through the course of such a competition and
becoming a more skilled and complete unit. Over
several such league seasons a team will have played
in se\lmral diflferem competitions in very different
locations, gained new players, lost old favourites
and changed and evolved over time. :

{ 1 order to set up a league, the
] £ first thing needed is a league
[ commissioner. The league
commissioner is the membgr of
any group of regularly meeting
4 coaches who takes up the
responsibility for making sure that
a league runs smoothly,_ Some
o |eague commissioners like to keep
/ a central database of teams to _
1|7 keep track of how well everyone is
doing, and some even write regular
newsletters featuring game reports,
league tables and anything else
they can think of! Most 1eagug
commissioners will take part in the
league with a team of their own.

DIVISIONS

If the league contains enough
them into two, three or four

d::ir:a llé:: league commissioner may wish 16 divide

ns. Each division should contain

number of teams as possible, but a division should have ng tmt:r t::nez:tar‘l:ams.

The larger the divisions are, the longer a season will last. The teams can be split
issioner decides, but drawing team names out of an

upturned Blood Bowl helmet (or similar receplacle) is most traditional. Once the

divisions have been split, the season can begin!

THE REGULAR SEASON
uring a season, each team Plays two "league fixtures’ against each other
team in their division. These games should be played to a schedule of
‘rounds’, drawn up by the league issh and made available to
all coaches. 'Cross division friendly’ games can also be played on a challenge
basis against teams in other divisions that a team and their coach may not
otherwise face,

LEAGUE FIXTURES

It is recommended that you set a time limit for each round. This prevents the
league stalling because two players can't seem to get their schedules to line up. A
good rule for deciding a time limit is to assume that each team can play one game
per week. Any league fixtures that have not been played by the end of the time
limit count as a loss for both teams unless one coach voluntarily concedes due to
real life commitments. In this case, the other team wins 1-0, gains D6x10,000
gold pieces and may make two MVP awards.

After a league fixture has been played, both teams follow the full pos\pme
sequence as described on page 69. Note that both cm_lmes are mum
correctly recording the outcome of the game and passing that information on to
the league commissioner.

NO-SHOWS: If a coach is thought to be gamin!; the system - i.e., mdingm certain
games just to prevent their opponent from getting a ufin_or to pmh:mmptmt
from harm ahead of another game, the league commissioner shou

coach 3 League points.

55 DIVISION FRIENDLIES .
cDTi:l‘ng the: regular season, any tm wa;h:: rrﬂ:ll;ehr:; : ::1 s::: m :'W
: a friend : :
iy e sh, but two teams can only play each other in

as they wi T
::i;a;:;ﬁfgngm;chu should note that during the post-game sequence ofa

2 .
friendly, no MVP is awarded and no League points are won. In all other respects,
friendly s treated just like a league fiture.
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THE PLAY-OFF SEASON
ce all league fixtures have been played in =

division, the regular season comes to a close,

Once all the scores are in, the league com missione;
ranks the teams in order of League points, from highegt
to lowest, using total touchdowns as the first tiebreaker
and total casualties as the second tiebreaker, if requireg.
The top four teams in the league will go through to the
play-offs as follows:

3 League points
1 League point
0 League points

Additionally, league o™
e o If the league consists of two divisions, the top two
teams from each go through and the play-off season
progresses straight to the semi-finals.

If the league consists of four divisions:

- The top team from each goes through and the play-
off season progresses straight to the semi-finals,

- The top two teams from each go through and the
play-off season commences with the quarter finals.

If the league consists of three divisions, the top team

from each goes through. Additionally, the second

place team with the highest number of league points

will go through as a wild card. The play-off season

progresses straight to the semi-finals.

Concede 0 touchdowns: -
‘Cause 3 or more Casualties
(counting only those that Fm;:
spplasmribcdinswad

post-game sequence):

Each coach should record their League points on

their Game Record sheet during step 1 of the post-game
uence, belorerepoﬂingbummeoutmmeofﬂfe'game
:: the Ie:ague points scored to the league commissioner.

As with the regular season, these games
should be played to a schedule drawn up by the league
commissioner and made available to all coaches.
If quarter finals are being played, care should be taken
to ensure that two teams from the same division do not
meet in either the quarter finals or semi-finals.

Once the semi-finals have been played, the two
winning teams will progress to the final, and the two
losing teams will meet to decide 3" place.

GLITTERING PRIZES
rizes are awarded to the teams who finish in 1%

P 2" and 3" place, in addition to any winnings !
generated during the post-game sequence:

« The team in 3" place receives 30,000 gold pieces.

« The team in 2™ place receives 60,000 gold pieces.

« The team who finished in 1% place, the season's
champion, is awarded 100,000 gold pieces and the
League Trophy.

These winnings should not be placed in the team’s
Treasury until after the Expensive Mistakes step of the
post-game sequence. Therefore, these winnings cannot
be lost as soon as they are won!

The League Trophy is held by the winners until the
end of the next season, when it will be awarded to the
new champions. For as long as a team holds a League
Trophy, it adds an additional team re-roll to its Team Draft
list, increasing its Team Value accordingly but without
having to spend any gold pieces from its Treasury.

THE OFF-SEASON BREAK
AND RE-DRAFTING TEAMS
hilst many coaches like to start each season
w with a brand new team, many more like to
develop a favourite team over several seasons,
building that team'’s legend over time and telling the story
of fan favourites who dedicate their career to their team.
The following rules allow coaches who wish to re-draft a
team from one season into the next to do so.

RE-DRAFTING

Between seasons, there is a period of downtime called
the ‘off-season break’. Coaches and their players rest
and recuperate, spend their hard-earned gold, or go
on elaborate tours to promote the latest edition of their
increasingly unbelievable autobiographies.

After the finals have been played, any coaches who wish
1o re-draft their team for the next season should get
together with the league commissioner and run through
the following steps:

1. R&R: Players that would miss the team’s next
game recover.
2. RAISE FUNDS: Coaches calculate the funds available
to them to re-draft their team.
3. RE-DRAFT: Coaches complete their new Team Draft
list for the season ahead.

L. R&R

During the off-season break, players have time to rest and
recuperate from their injuries. Therefore, any players that
suffered a Miss Next Game Casualty table result during
the team's final game of the season will recover before
the next season begins.

2. RAISE FUNDS
When re-drafting, each team gets a Re-Draft Budget of
1,000,000 gold pieces. This represents money doled
out by the league, the team’s sponsors, fan clubs and
generous patrons. A team that is re-drafting then adds
to this anything they have left in their Treasury from the
previous season, after which their Treasury is emptied
(presumably having been used to cover the cost of the
many unexpected expenses that arise during the off-
season break). Finally, a team that is re-drafting adds the
bonuses listed below:

« 20,000 gold pieces for each game the team played
Jast season (both friendlies and league fixtures).
- +20,000 gold pieces for each league fixture the
team won last season.
- +10,000 gold pieces for each league fixture the
team played last season that ended in a draw.

League commissioners may, at their own discretion,
place a cap of 1,300,000 gold pieces on the Re-Draft
Budget available to teams so that no team starts the
season with too obvious an advantage.

PesnepmT
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» Assistant coaches and cheerleaders may be car:ned
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they may be let g0.
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Team re .
Team Draft list at the cost shown on your team roster,

or they may be let go.

As well as hiring new players from your team roster, you
can re-hire players from last season's Team Drait list.
Players can be re-hired by paying their Current Value as
sl".r;..-.r! on last season’s Team Draft list, plus an agent's
fee of 20,000 gold pieces for each previous season the
player has taken part in. Simply copy the player's entire
profile across from your old Team Draft list, including any
Niggling Injuries, any characteristic reductions and any
unspent Star Player points:

» [f the player has any Niggling Injuries, roll a D& for
each, applying a2 +1 modifier to the dice roll if the
team has an apothecary:

- On aroll of 4+, some rest and relaxation has
worked wonders. The Niggling Injury you are rolling
for is removed.

- Ona roll of 1-3, the player's injury has not yet fully
healed. The Niggling Injury being rolled for remains,

<E-DRAFTING TEMPORARILY RETIRED PLAYERS ——
Agditionally, players that temporarily retired during the —
|ast season can be re-hired as described previously by
paying the cost shown for them on that season's Team
Draft list. Hopefully the time off has helped them to
recover from their injuries:

After the player has been re-drafted, roll a D6 for

each characteristic reduction they have suffered,

applying 2 + 1 modifier to the dice roll if the team has
an apothecary:

- On a roll of 4+, some time off and some intensiye
therapy has done the job and the characteristic is
restored. However, such injuries often leave theij
mark and the player will gain a Niggling Injury,

On a roll of 1-3, the player's injury has not yet tully
healed. The characteristic reduction being rolled
for remains.

Note that if the player has suffered more than
one characteristic reduction, you should roll for
each separately.

STARTING A NEW SEASON
fter the excitement of the play-off season and
the thrill of the finals, the obvious question from
most coaches is: when's the next season starting?
The answer, as ever, is up to the league commissioner.
Starting a new 5eason is as easy as following these
three steps:

« The league commissioner establishes who will be
taking part in the next season. This is a good chance
for coaches to step down from the league if they're
struggling to find the time to play, and it's an jdeal
opportunity for new teams to join in the fun.

Each coach who is taking part in the new league
season submits a Team Draft list.

Teams are divided into divisions (if necessary) and
dates are set. The season begins anew!

EXHIBITION PLAY

nfortunately, not everyone is able to

commit the time required to take part

in a league. Coaches may not live
close to their gaming friends, work and family
commitments might contrive to keep us away
from our hobby, meaning that often we are only
able to enjoy the occasional stand-alone game
when time permits. Such stand-alone games
are referred to as ‘exhibition games'. What's
more, there is no reason to miss out on the fun
of many aspects of the game that appear to be
designed for league play; it is possible to create
teams for exhibition games complete with extra
Skills, characteristic improvements and access
to weird and wonderful Inducements, including
Star Players. There is a lot of fun to be had in
creating a team for an exhibition game, deciding
what will be included and what will be left out,

| choosing Skills, creating names and backstories
| for the players, and so on.

BLOOD BOWL
EXHIBITION PLA vy
g esfor
Coaches who
iish to use these rules for a game should decide
n themselves on the details. Further, this section
aims to give guidance to anyone wanting to run a Blood
rules will help create more
r participants to use, which in tum
zarience for everyone involved.

AN EXHIBITION TEAM
section deals with how to create a team for an
tion game. For the most part this is exactly

sating a team for a league, right
ing the usual team 5
, there are some distinct

exhibition games, coac
m Draft Budge

mind that

s drafted for exhibition play, all of
the Team Draft Bu

only used for Cheering Fans in
ribed on page 41.

1o be completed for the
team, detailing all of the players, Sideline Staff and any
Inducements purchased. This is especially important
when attending a Blood Bowl tournament, so that your
oppanents can see clearly what your team contains!

HIRING PLAYERS

with league play, players are the only compulsory
element on a team drafted for exhibition play. Each team
roster details all of the players available to a team of that
type and their Hiring Fee. When drafting a team, you

uld select the players you want to permanently hire
for your team, pay their hiring cost from the Team Draft
Budget and make a record of the player on the Team
Drait list.

As usual, a team may not include more players of a
certain type than are allowed by the team roster.
PURCHASI RE g5e
Any team drafted for exhibition play can purchase team
re-rolls, just like a team drafted for league play. Every
team may buy 0-8 team re-rolls when it is drafted, for the
cost shown on the team roster, paid for from the Team
Draft Budget.

drafted for exhibition
from the Team Draft Budget.




Id pieces in the Team Draft Budget
drafting a team for exhibition play,
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If two coaches are drafting teams for exhibition
play between themselves, they should fake a few minutes
o discuss Inducements first. It is important to decide if
there are any Inducements they feel should be included
or any they would prefer to leave out.

Tournament organisers should decide which, if any,
Inducements will be allowed and ensure this information
is passed on to participants

FREESPP

How
Jlayers varies. For example, you could grant each team

and allows a good selection of advancements acrpss 2
team. However, this is only a guideline, and the numper
can be increased or decreased as desired. More Spp G
more player advancements, fewer SPP wij|

will enable
fewer player advancements.

abviously allow for

If two coaches are drafting teams for exhibition
play between themselves, they should take a few
minutes to determine how many SPP they will haye
first. Tournament organisers should decide how many

gpP participants will have and ensure this information js

passed on to participants.

-

SPENDING SPP

2ren:
The first thing to bear in mind when drafting a team

for exhibition play is that randomly selected Skills or
characteristic improvements are perhaps best avoided.
This is especially true in tournament play. Randomly.

selecting Skills or characteristic improvements ahead of

each round can slow proceedings down quite a lot,

This leaves coaches with the option to choose
Primary or Secondary skills for some of their players.
How coaches distribute SPP between players is up to
them, It is just as acceptable to create one superstar
player with several new Skills as it is to distribute
SPP evenly between a number of players. How many
advancements a single player can be given should be
discussed between coaches or decided by tournament
organisers. Any SPP that are not spent are lost.

For example, if a coach has 36 SFP [0 spend they
may choose to distribute them evenly, giving six players
a Primary skill, or giving four players a Primary skill and

one player a Secondary skill, Alternatively, all of the
SPP could be spent on one player.

PLAYER ADVANCEMENT IN EXHIBITION PLAY

VALUE INCREASE

Unlike games played in a league, exhibition games are
not linked, Therefore players will not have the opportunity
to eam and spend Star Player points in the same way,
However, teams drafted for exhibition play should include
mofe than just rookies - having a few players with-an
extra Skill or two makes for a more interesting game, To
allow for this, exhibition teams are granted a number of
SPP o distribute between players, meaning thal some

players can be given advancements when the team
is drafted.

In league play, a player’s value will increase as they
spend SPP and gain advancements. However, for

simplicity,this is not the case when drafting a team for

exhibition play. No matter how many advancements 2
player is given, their value does not increase.

In other words, coaches do not have to worry 200
covering the cost of any additional SKills or characteris!

increases players are given with gold pleces from thelr

Team Draft Budget, Such advancements do not Increas

a player's value in exhibition play.

ny SPP coaches have to distribute bf_-qwum

56 SPP to spend on advancements; this is a fair numbey

e
CASUALTY RUL!..S THE PRAYERS T0 U d
In league play, as well as eaming in league play, the P "FLE TABLE N
sPP and gaining advancements, during 1 '« INE Frayers to Nuffle table
players can pick up lasting injunes Obvia:
from the Casuaity table that will

dog their careers. In exhibition play
this does not happen, Every time a
team drafted for exhibition play takes
to the pitch, it does so with a full
complement of healthy, uninjured
players. Any Casualty rolls made
against a player in one game are
forgotten about should the same
team be used again later. This is of

particular importance for Blood Bowl roll of 1, the e
tournaments, where coaches will use ; - : ved from play. =i

the same team in several games over 5 ; 3 :
one or more days.

Pre-game sequence (o he
that isn't a conc.

. you may treat a
, When You Put It s
s an ‘I Don't Care! :
t one player on your team that is available
e and that does not have the Loner (X+) trait.
er gains the Stab trait.
layer on your team that is available to 3
i g d that does not have the Loner (X . : =
normal in exhibition play, but several his game, that player improves I;Z:ruk':’b' }:ratlctu a |
teams (notably teams with the maximum of 11 £ Lt
Masters of Undeath or F: d of K
Murgle special rules) have the chance
to gain an extra Lineman for the
remainder of the game.

This, of course, is not to say
{hat Casualty rolis do not matter in
exhibition play. Casualty rolls should
be made as normal. This is because
not only do apothecaries work as

/ Choose one player on your team that is available i 4
during this drive and that does not have the Loner (X+)
trait. Until the end of this drive, that player gains the Mighty

) trait. Until t
2+) trait.

HACKSPIT QUILLCHEWER'S
FUN FACTS!

According to ancient tradition, the Chaos

All-Stars must cook and eat their coach
if they lose a game. If they win, theyre
allowed to eat him raw instead.
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\ # THE GAME OF FANTASY FOOTBALL

and graceful Elves to lumbering and brutal Orcs - Blood Bow!

players come in all shapes and sizes. These players represent a
great many races and nations from all over the known world, which
form up into an even greater number of teams of different types. From
fresh-faced rookie squads, to famous franchises established decades
ago, the number of teams playing the game today is higher than at
any time in history. Teams travel far and wide searching for fame and
glory. Some will make it. Most will be forgotten, a footnote on the
sports trivia encyclopaedias of history.

F rom diminutive Halflings to huge hulking Ogres, from elegant

BLOOD
BOWL
TEAMS

his section contains the

rosters used to draft a

rookie Blood Bowl team
of your own for use in Iea_gue
play. It explains the special rules
of different types that all teams
have, detailing the advantages
and disadvantages these bring
to a team. Finally, it also briefly
explains ‘tiers’, a method used
to give an idea of the relative
strengths and weaknesses of rookie
Blood Bowl teams.

SPECIAL RULES

ost Blood Bowl teams are,
despite appearances, quite
straightforward in their

behaviour and approach to the great
game. Others are not. Be they the
reanimated dead, devotees of the Dark
Gods or corrupt Greenskins, many
teams differ somewhat from the norm.

Special rules to help represent
the different nuances of races and
teams fall into two categories: the first,
‘Regional’ special rules, are named
after famous leagues or competitions,
and these are attached to teams that
traditionally play in those leagues.
Their purpose is to make it easy to
determine which Inducements a team
€an or cannot take, thus simplifying the
almost impenetrably complicated rules
and regulations of the NAF.

The second category, ‘Team'
Special rules, contains more complex
fules. These deal with a unique
Characteristic of the team, something
that sets it apart from others. These
Special rules grant the team certain
benefits not enjoyed by other teams.

REGIONAL 5p

As noted in their

one of the following §
reduced rate to teams with

ECIALRULES
description, s

pt‘ion, some Inauzgr;\en(
Pecial rules, Other Inducey
one of the followin,

S are a\;a»(a'b!’e';)nly to teams with
ments may be available for a
g special rules.

All teams have one or mare of the following special rules:

%
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BADLANDS SRAWL
ghe Btadlands Brawl is home to a great many Greenskin and
bgr:é Ieams. Unsurpnsmgly, Blood Bowl in the Badlands is a
rutal, violent and extremely dishonest affair, but these are
virtues that make it €ver popular with the fans!

ELVEN KINGDOMS LFAGUE

One of t

he oldest leagues in the ;(;OIFIWETM Elven
Kingdoms League prides itself on upholding the traditions of
classically-correct Blood Bowl. Many find it dull but, in terms
of elegance and expertise, it is second to none.

HALFLING THIMBLE cup
S L AR S
Traditionally, Halflings have been associated more closely

with the culinary arts than the world of professional sport.

In recent years this has changed greatly, and the Thimble Cup
has become a mainstay on the Blood Bowl calendar.

LUSTRIAN SUPERLEAGUE

The Lustrian Superleague is the oldest competition in the
world, and home to many of the sport's most ancient teams.
For millennia it was closed to all except Lizardmen teams, but
in recent years has opened its ranks to welcome other races.

OLD WORLD CLASSIC

Since the collapse of the NAF, Blood Bow! in the Old World
has struggled. But in recent years the sport’s fortunes have
improved, largely thanks to the founding of the Old World
Classic, a competition that draws together many minor leagues.

SYLVANIAN SPOTLIGHT e
For many decades the Sylvanian Spotlight was the only place
most Undead teams could hope to compete. In recent years, the
development of sun protection magic has changed this, allowing
the athletically inclined Undead to play at anytime, anywhere!

UNDERWORLD CHALLENGE __

A secretive league that, until only recently, many pundits

refused to believe even existed! The Underworld Challenge hosts
many strange and diverse teams, the likes of which are rarely '
seen in daylight. For a horrifying spectacle, it is second to nane!

WORLDS EDGESUPERLEAGUE __________
};Eyed on high peaks under clear skies, the Superleague is the
pride of the Dwarfen realm. Games last many hours as rules ‘aref
carefully checked and checked again, ensuring that the pu’n ’}:’ ol
Roze-El's sacred work is maintained, Interestingly, in Dwarfis

venerable' and ‘dull’ are spelled the same.
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= ePECIALRULES
Tw?—:%:;'_'_—_ or more of the following

5 racteristics that set

e
BRIBERY AND CORRUPTION

Jegendarily un
What's more, they're

infivence on officials, either by

extortion or blackmail, encouraging them ]
eye lo even the most illegal of illegal procedures:

to turn a blind

Hmamﬁlmmmm@mkim
an enernrdnummuemmedfumacimg._, .M
towards any official that would rebuke its behaviour:

= Once per game, when rolling on the Argue the Call
table, you may re-roll 2 roll of a natural 1.

In addition, a team with this special rule can
purchase certain Inducements for a reduced price, as
noted in the description of that Inducement.

The followers of the Ruinous Powers are drawn to Blood

Bowl, paying homage to their dark gods through violence
on the pitch. Whilst many teams worship Chaos as @
pantheon, many more dedicate their souls entirely to a
single patron deity.

Certain Inducements are only available to teams
that are 'Favoured of’ a specific Chaos power, as noted in
their description. A team may be noted as being either:
Favoured of Chaos Undivided, Favoured of Khome,
Favoured of Nurgle, Favoured of Tzeentch or Favoured
of Slaanesh. In some cases, however, you may be able
to choose the team’s alignment when the team is first
drafted, as in the case of Chaos Renegades

A team with this special rule cannot change
ts alignment.

Some teams field Linemen of great skill and ability,
Other teams do not and will happily take on the

most useless of players to fill out their ranks, Readily
available, easily replaceable and usually willing to work
for pennies, such players fill gaps in the rosters, but

rarely do much more!

Teams with this special rule are not very particular about
the Linemen they hire. To make up for this, they don't
usually bother to pay them:

I league play (but not in exhibition play), when
calculating the Current Value of any permanently hired
Lineman players on a team with this special rule, the
Hiring Fee of that player is not included.

MASTERS OF UADERTHESS=—C —
Teams with this special rule all fall into the broader
category of ‘Undead". Usually created from the animated
corpses of freshly-deceased players brought back

to the game by athletically-inclined necromancers,

such teams don't always operate quite like their more
vital counterparts!

The Head Coach of this team is replaced by a
Necromancer. Once per game, they can ‘Raise the Dead':

It a player on the opposing team with a Strength
characteristic of 4 or less and that does not have the
Regeneration or Stunty traits suffers a Casualty result
of 15-16, DEAD, and if they cannot be saved by an
apothecary, a new rookie Zombie Lineman player can
be placed immediately in the Reserves box of this
team's dugout. Note that this may cause the team

to have more than 16 players for the remainder of
the game.

During Step 4 of the post-game sequence, this player
may be permanently hired for free if the team has
fewer than 16 players on its Team Draft list, otherwise
it will be lost. The player's full value still counts
towards the Team Value.

Additionally, just like the Head Coach of any other

en one of

team, a Necromancer can Argue the Call wh
as long a5

their players is Sent-off for committing a Foul,
they haven't been sent off themselves

TEAM TIERS
ol all teams are created equal. Some rookie |
because of the way in which S
players and thei
would struggle to win (after all ir different skills int
. what eracl, or
This is entirely intentional, and over the ye ehance would a Halfling team realf ITcauw background.wise they
aying to win with the teams th YEars a great many experienced y Nave against a Dark EIf team?),
play ] at might be considered quite unlikely to ;‘:aches have savoured the challenge of
victorious!

All teams belong to one of three tiers, as det
' ailed on thejr T
Ir 1eam roster;
Tier 1 is occupied by the strongest and most forgiving of

and mishaps.
Tier 2 consists of those teams that often require a bit

team:
5, those that can easily recover from mistakes

A 3 more experienc
They are all highly competitive teams, but nce on the part of th
- often a small mistak e coach to excel.
2 can prove costly!
Y

Tier 3, otherwise known as the ‘Stunty teams’, is home to the mast d cult of teams to my Halfling

i ,-I.I therwi ! the ‘Stunty teams’, is home to the t difficult of t (d .

Goblins and more, such teams are often victim to a hard time from bigger, loughes 5It i
A T players, but they can

still perform well i
el n the hands of an experienced coach. To anyone who wan
entertaining game, Stunty teams are it! ants a real challenge but a truly

MINDY PIEWHISTLE'S RUMOUR ROUND-UP

Do you remember that skinny Skaven calling himself Glart Smashrip Junior?
He hasn't been seen on the circuit since a reunion was arranged with the g
real Glart. Glart Senior has been very tight-lipped on what might have
become of the illegitimate runt, which is unusual for him - we're talking
about the rat that once swallowed a Dwarl Blitzer in one bite...




NOTABLE EXAMPLES:
THE IRON-ROK BONEBREA .
T ol all Orcs. Many befieve they draw their name from their dark green skin
nour and bleak sense of humaur! Grim and singularl;r Maybe it's the cult-like supporte
(% tn casel whe

Black Orcs are the biggest and stronges!
although the title is more likely derived from their dour demea
lood Bowl pitch! Black Ores treat other Greenskins as Jity
e

focused on violence, it's no wonder S0 many flock to the Bl
more than frivolous amateurs, jikely to squabble amongst themselves and focus |
much on beating up the opposition, i the game. Consequently, many Black Ores “’-fusew
play alongside other Orcs, choosing ins ams. Yet Black Orcs aren't stupid — they know th 3
ke great use of Goblins, many of whom they bec:: g
gh with regular clumps about the noggin! UL gt
e

BLACK ORC TEAMS
THE THUNDER VALLEY GREENSKINS, THE ORCLAND RAIDERS, ————
KERS NOTABLE EXAMPLES:
Blood Bowl is arguably even more -
"_"”“. I

importance of speed and agility. As a result, Black Orc teams ma
quite fond of, treating them as favourite pets and training them to be tou -
BLACK ORC TEAMS o XN A
Y T8 = =
PA_ AV SKILLS & TRAITS PRIMARY SECONDARy [ a7y POSITION T—— G !
P 3 Lo G PA Ay SKI T _- =
I 000 . = 3 - : NS LLS & TRAITS —

QTY POSITION COST MA ST AG
0-12 Goblin Bruiser 45000 6 2 3+ 4+ 8+ Dodge, Right Stuff, A
ick Skull

Linemen

PRIMARY SECOMDARY

o

15.000 5+ 10+ Always Hungry, Loner (3+),
Mighty Blow (+1),
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ALL-STARS, THE HOWLING-HILLS H

ELIONS ' DA
| NOTABLEEXAMPLES: THE NAGGARGTH NiGHTY
IGHT

team of the Blood Bowl world, players s
L 0
r roster. They might be bitter rejects, inveterate c::;zﬂ:sted that ]
ed teams. Inevitah_ly. such players end up rejecting the ,;:"“ant - by 1 A8 Thousands of years ago, the Dark Ely
often garnering themselves all manner of dubiou Y a2 : traditional Elven ways. e
hewards' in the pIOcesS: . type was the Chaos All-Stars, whose eccentri s Mutatior hy - They
fine-up managed 10 503 to glory. Also of note is the (in)famous Mongrel Horde, a motley assortment of cally mixed
the Horde's players hate each other, often refusing to play nicely or ts:“_"ﬂbass
3 X mup

for the gold. Unfortunately, most of
ET —_—— A=

practices together!
CHADS RENEGADE TEAMS
KILLS & TRAITS - . i
4 ¥
COST WA ST Ag

3 2000 17 .;"G PA 4.1‘..'

play on thei
rom establish

foulers. Many expe
Nuffle and dedicating 1o other dark pOWErS,
Th uccessful team of this

<
S

SKILLS & TRAIT

aTY POSITION A ST AG PA AV S
0-12 Renegade CIEN o it 9+ None
_Hurnan Linemen
SR
AIMARY SECONDARY

0-1 Renegade Goblin

mrimlup_tnmm'eig S
115000 4 5 5%




AR IMSERERSE'):H;GRUDGE'HRERS

and many Dwarf teams ; B
‘inding their opponents fo: :h:ac; thelr history o ¥ N UNION

e field. There are so many Dia;nd as they go : MPLES TEAMS
: o dany shle o pa. L however, the Dwarfs' reputat teams aroung s : THE ELFHEIM EAGLES, Th
quch 3 big it with fans. Since it was @ Dwarf, now immortalised b th"’" for flamboyan :
sacred laws and brought the game into being, most Dwarf teams beli:ve fhname Roze-E|

ey have a Jast

DWARF TEAMS :
A AV SKILLS & TRAITS P - : \
e+ Block, Tackle, Thick Skull RIMARY Seconsy, S
: s CONDARY 3
 nY R = T

a1V POSITION — | Ewen
.COST MA ST AG '—;:'—'
. A

arv POSITION CosT MA ST AG
0-12 Dwar Blocker 70000 4 3 4%

| SKIL L‘; ==
LLS & TRAITS ~

] PRIMARY SE
1ARY SECONDAR
ARY




THE GREENBOYZ
ked imagination dedicated to
- selves, This tends to make them better Blood m"‘“ '
throughout the Old World for turning up hours hehns than
songs, and generally causing trouble whe”"‘ the
ly well on the pitch, but by Nuffle are they tentertain:Irer d
endless arsenal of «secret’ weapons which the Gobbos sneak onto th"'!l Their
umbering Trolls who alternate between flinging their smaller team_:_'D_itch
the pitch and absent-mindedly chewing on them instead! ates up.
GOBLIN TEAMS
e
ary_POSITION ——cosT WA ST_AG PA_AV_SKILLS & TRAITS
.16 Goblin Linemen _40.000 R Dodge, Right Stuff, Stunty

PRIMARY SECONDARY

Bo000 6 2 3+ - 8+ Chainsaw Secrst Weape

Stunty

ES

technical deficiency of Hal

15 witho
ral

i"aTY POSITION

o8

COST_MA ST AG A
3 H

AV SKILLS & TRAITS

PRIM

ARY

SECONDARY




RUSADERS, THE ALTDORF ACOLYTES
lood Bowl players in the Old World, w
- What

HUMAN TEAMS
LAND REAVERS, THE BRIGHT C
the toughness of the Dwarfs, the f
\ the frenzy

NOTABLE EXAMPLES: THE REIK

Professional Human players are widely considered ta be the best all-round B
they may lack in the sheer strength of the Orcs, the agility of the High Elves,
of the Dark Elves, or the speed of the Skaver: they make up for in sheer grit a
do not suffer the weaknesses commonly associated with any of these players. For example, where Dwarfs
contrast are hardy and relatively quick, and whilst Skaven are very quick tane tough,
nt for over half of all Blood Bowl Dla'y;:? are

they are also slow, Humans by
as brave as Humans. It is hardly surprising {hen that Humans accou
counting Skeletons, Ghouls and Vampires playing for Undead teams, and mutants playing for Chaos teams!
S
HUMAN TEAMS
COST MA ST nG PA AV SKILLS & TRAITS

b

ination! M
nd detel ation! More ir portal tly, th £
ey

el

IMPERIAL
 NOTABLE EXAMPLES:
ite the norm that Bl
yaches

| 1mps

“MA ST AG PA | ;
AG P V SK r :
. \ AV SKILLS & TRAITS
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tgﬁﬁmﬂféﬂganmmu CRATER GATORS, THE SOTEK VIPERS, THE LUSTRIA CROAKERS
i{ Blood Bowl histanans are to be belioved, Lizardmen have been PIaYin® the spart for over 8,000 years. This does
soam a little unlikely but when questioned, Blood Bow! historians just nod smugt)f. peer over their spectacles and say
hiat this just goes to shaw how prescient Lizardmen are. Whatever the story behind their involvement in the sport,
{hey've delinitely made an jmpact! On the field, Lizardmen epitomise teamwork, with up to four different species
working together on the pitch at a time. Skinks are the most numeraus players, highly agile and as quick as lightning
They are balanced out by Saurus, fewer In aumber and not as fast, put capable of dishing out some serious :
mn.lsl'lmt. Then there are the Kroxigon reptilian monstrosities capable of felling an Ogre with a single blow!
LIZARDMEN TEAMS
QTY POSITION TOST MA ST AG PA_AV SKILLS & TRAITS PRIMARY SECONDAR
0-12 Skink Runnef go000 B8 2 3t 4+ 8+ Dodge, Stunty "SR bl

5+ 64 10+ None

10

s e " 2
0-8 team re-rolls: 70,000
Rules: Lustrian

f

POSITION COST MA S q' ‘\G-

MANTIC HORROR TE
HE WOLFENBUR
PETRIFIERS _

—lt W

SKILLS & TRAITS

PRIMARY SECON



NURGLE TEAMS
NOTABLE EXAMPLES: THE NUREI.E‘S ROTTERS: THE BILE-CITY BLIGHTKINGS, THE DISEASED DESTROYE
The followers of Chaos have been involved in Blood Bowl since the earliest days of the sport. Although most ‘Rs_
ctarted as a conglomerate o followers of all of the Chaos gods, it didn't take long for teams to be more seimear.ng -
their choice of deity. On the field, Nurgle teams are a terrifying prospect to face. What they lack in agility and ve in
coordination, they more than make up for with brute strength, @ natural resilience to harm and a whole playbook
stomach-churning tactics i other team to its knees. Nurgle teams defy conventional deﬁ:‘ t %
made up of Rotters, more of Nurgle's many blessings; Bloaters, Dlayarsi ion, .
with disease; Pesligors: players so blessed by the Plague Ggo h
they have devolved into hideous! / th,
NURGLE TEAMS
T AG _PA L\ SlLLS & TRAITS PRIMARY SEco

cosT MA s
47 6+ 9+ Decay, Plague Ridden G RRTAT
= - x ..:.'\!

QrY POSITION
0-12 Rotter Linemen 35000 5 3
3 i e e o

:

115000 4 4 A+ 6+ 10+ Di

POSITION

COST WA ST AG A
*

AV SKILLS & TRAITS

PRIMARY SECONDARY




OLD WORLD ALLIANCE TEA

MS
NOTABLE EXAMPLES: THE MIDDENHEIM MAULERS, THE CHAMPIONS OF LAW, THE BLUCHHEIM BERSERKERS

The cities of the Oid World are bustiing metropoles, populated by all manner of different races. From Kislev in the colg
sorth, to Estalia in the sweltering south, Humans bulld their homes, and to these flock Dwarfs, Halflings and more,

Many Dwarts come to build the tall towers nd maintain the high walls of these great cities, whilst Halflings come to
Indeed, in these more enlightened times when warfare is 3

cook, eal and steal any small items they happen upon.

considered a thing of the past, ever more varied races flock to these urban centres, so that today even Ogres are an

increasingly common sight. Dld Worid Alliance teams, though relatively uncommeon, tend to form in the largest of

cities, where cosmopolitan players of various races are drawn together to enjoy Nuffle's great game. ;
nmwll.nm.uu::mus

MA ST AG PA AV SKILLS& TRAITS

POSITION COST
6 3 3+ 4+ 9+ None

Oid World 50,000

QTY POSITION

COST MA ST

A

]

-

PA

AV SKILLS & TRAITS

PR

MARY SECONDARY




SHAMBLING UNDEAD TEAMS
NOTABLE EXAMPLES: THE CHAMPIONS OF DEATH, THE FORLORN PHANTOMS, T!l! HEL-FENN HELIONS
| diron a mere half century ago, and it has taken much of that time for

The first Shambling Undead teams took to the gri "
the Undead 10 become accepled by the establishment. Today, they are 8 popular sight on the pitch. Fans love to sea

the reanimated dead shambllng about, obiivious to afl but the most debilitating of injuries, even as they dish out
punishment to the apposition! Be it dry as dust Skeletors, their marionette movements mocking the living, or fresh
Jombies. their moans and groans echoing around the pitch, accompanied by the fans laughter at their awkward angd
tited movements. Or from enraged Mummies, their unearthiy roars of anger settng pulses racing, to sinister Ghou's
stalking the wide zones, eyeing the crowds hungrily, Undead teams are a feast of sensations for eager fans!

SHAMBLING UNDEAD TEAMS

MA ST AG PA AV SKILLS & TRAITS
4 8+ Regeneration, Thick Skull

4 "
3+ 4+ 8+ Dodge

QTY POSITION COST

Special Rules: Masters of Undeath, Sylvanian Spotlight

THE CHAMPIONS OF DEATH

{

SKAVEN TEAMS

NOTABLE EXAMPLES: THE SKAVEND!
THE WARPFIRE WANDERE

The game of Blood Bowl has bec
have adapted the game in their ¢
Rigens - which consists of over

Blood Bowl trophy.

RAMBL

T

e

MA ST AG

PA

PRIMARY SECONDARY




SNOTLING TEAMS
AUD-CREEK NOSEPICKERS, THE DEVASTATING DOOMSPIRE DEATH-DEALERS

NOTABLE EXAMPLES: THE MIGHTY C
THE FABULOUS PHEIFHOLM FUNGUS FARMERS e
Snotlings are the smallest, and perhaps the most numerous, type of Greenskin in the world. Tiny in stature and
severely lacking any sense of self-preservation, they are enthusiastic followers and players of Blood Bowl. They
sometimes appear in Ogre teams, but Snotlings are often unwilling to take to the field alongside other races, believing:
as they 5o often do in self-perpetuating myths of their own superiority. Such Snotlings swarm together arounda
visionary coach in great numbers and take to the pitch in a frenzy of enthustasm, Officials hate to see Snotling teams
for various reasons, chief amangst which s that Snotlings can't (or, more correctly, won't) count and their ridiculously
tiny stature makes them nigh impossible to manage as they flood onto the pitch! - Y
SNOTLING TEAMS

COST MA ST AG PA AV SKILLS & TRAITS PRIMARY SECONDARY '_. e o — e :

e, Rig | e R COST MA ST AG PA AV

QTY POSITION
RY SECONDARY |

0-16 Snotiing Linemen 15000 5 1 3+ 5+ 6+ Dodge, uff, 7!




WooD ELF TEAMS T SALI ARCHERS, THE PINE CRAG PIONEERS

T B
NOTABLE EXAMPLES: THE ATHELO] ﬁ#‘f_ﬂﬂsﬂ_ﬁ% B” “efusal to wear heavy armour does leave them vulnerable.
L\rs.' a|||tm::§ woid Elves’ natural athletic ability is enough to keep them out

: : c L‘j‘h?la Wood EIf player. In any case, no decent yrood Cikaiie o WeAl

st or cunning foe 1‘0 _.a‘il.FGr Wood Elves the long pass is everything, even more so than for
Jeless armour, let ﬁ:c:ug ble sc:?-;.r;;{-m into becoming experts at throwing or receiving. The one exception to
"\.;I ::h;"n:\';:lilﬂw? t?l::;kz ai'\lc;i 1:. warriors are trained in the deadly arts of hand-to-hand combat and are
¥ 1 El rdancers £ letic

Wood Elves make natural Blood Bowl play
to some of the more hard hitting teams Gene

B

for almost any foe

”
PRIMARY SECONDARY

QTy POSITION COST MA ST AG PA AV SKILLS & TRAITS
2t

0-12 Wood Elf Linemen 70,000 7 3 44 8+ None IQ;GP g .I
0-2 Throwers g5000 7 3 2+ 2+ 8+ Pass o ! .
0-4 Catchers 90000 B 2 2+ 4+ 8+ Catch, Dodge :
0-2 Wardancers 125000 8 3 2+ 4+ 8+ Block, Dodge, _Leap AG PS
0-1 Loren Forest 120000 2 6 5+ 5+ 11+ Loner (4+), Mighty Blow S AG

(+1), Stand Firm, Strong
Arm, Take Root, Thick
Skull, Throw Team-Mate

Treeman

Tier: 1 )
Apothecary: YES

0-8 team re-rolls: 50,000 gold pieces each
Special Rules: Elven Kingdoms League

* e X

THE ATHELORN AVENGERS

wooD ELFLINEMAN

CATCHER 00D ELF LINEMAY

o —c——

i

—

STAR PLAYERS

his section provides details of al| of the Stai
teams to Induce, their profiles, Skills,

s|:.wr Il’la{ers currently available for your Blood Bowl
al ru i
Bowl supplements will include new Star Playe s b o e g

% rs fi 7
superstars and celebrities popping up on the circuit! or many rosters, so there will always be new

NAME

The Black Gobbo

Plays for:

Eldril Sidewinder 8

fol

Any team with ei

STAR PLAYERS

MA ST AG PA AV SKILLS & TRAITS

6 2 3+ 3+ 9+ Bombardier, Disturbing Presence, Dodge, Loner (34,
Side Step, Sneaky Git, Stab, Stunty

erhe ‘Badlands Brawl’ or ‘Underworld Challenge' special rules.

mmit
S

2 7 5+ 4+ 11+ Block, Loner (4+), Mighty Blow (+2), Stand Firm,
Strong Arm, Thick Skull, Throw Team-mate,
Timmm-ber!

3 2+ 5+ 8+ Catch, Dodge, Hypnotic Gaze, Loner (4+),
Nerves of Steel, On the Ball
Any team with the 'Elven Kingdoms League’ special rule.

GOLD PIECES §
TO INDUCE
225,000

THE

BLACK GoBBO

ST



GOLD PIECES
TO INDUCE . NAME
i Grim Ironjaw

STAR PLAYERS

MA ST AG PA AV SKILLS & TRAITS

4 4+ - 9+ Block, Claw, Grab,
Stand Firm

herme'qumef ' or ‘Underworld %‘.hallenge special rules. .

NAME
Juggemaut, Loner (4+),

Glart Smashrip 5

tit.mu a turn in which he uses
MA ST AG PA AV SKiLLS & TRNTS
2+ 2+ 8+ Accurate, Dodge, Loner (3+), Pass, Side Step,

Sure Hands
Pm's for Any team with 1he ‘Elven Kingdoms League speci

Gloriel Summerbloom 7 2

5 4+ 4+ 10+ Bone Head, Kick Team-mate, Loner (4+),
Mighty Blow (+1), Thick Skull e |
5 2 3+ 6+ 7+ Dodge, Loner (4+), Right Stuff, Stunty, Sure Hands & ; | - MA ST AG P
¢ - n < 7_ - < A A AV SKI

9+ Disturbing Presence, Dod 5
ng ce, ge, Foul Appearance, : 1A S‘l:_,'\,'._,‘ PA AV SKILLS & TRAITS

Gretchen Wachter 7 3 2+ -
Jump Up, Loner (4+), No Hands, Regeneral

‘The Blood Bowl

Widow' Shadowing, Side Step

Plays for:  Any team with the 'Sylvanian Spotiight' s

'NAME
Griff Oberwald A AV
Plays for: :




GOLD PIECES I : i : ot A
T0 INDUCE Y E B T b - E

— e GOLD PIECES

TO INDUCE

i A i

SKILLS & TRAITS
4-+), Mighty Blow (+1) 220,000
', ‘Lustrian Superleague’ or '0ld World Classic’

Lucien Swift
Valen Swift

NAME MA ST AG PA AV !
Mighty Zug 4 5 4+ 6+ 10+ Block, Loner (

Plays for: Any team with either the ‘Halfiing Thimble Cup’
ial rul

PA AV SKILLS & TRAITS _
6 6 3+ A+ 11+ Block, Loner (4+), Mighty Blow (+2), Thick Skull,

Throw Team-mate

1+ 4+ B+ Dodge, Frenzy, Jump Up, Juggernaut, L
Loner (4+)

Plays for:
'Special rules: Burst of

8+ Block, Horns, Juggemaut, Loner (4+), No Hands,
Tackle, Thick Skull _ )
Any team with either the *Halfling Thimble Cup!, ‘Old World Classic’ or ‘We leag .
: Y : JLEsEY VL - - __ GP TO INDUCE

50,000

Rumbelow Sheepskin 6 3 3+

Plays for:

| *
GP TO maucai e
: ; - GP TO INDUCE

Skrull Halfheight

Plays for:
Speclal rules:




