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Starting a Team

· Teams start with 1,000,000 GC.

· Teams available are those listed in Bloodbowl, Deathzone, Compendium, White Dwarf, Bright Crusaders, Snotlings and any other unique one off team approved by The Phill.

Star Players

· Star Players are not unique. However, a team may only have one of each star player. 

· If a star player dies then they may be bought back exactly one blood bowl year after they were killed.

· Each team has 3 star player slots which may be filled by rookie bigguys or star players.

· Each team also has a weapon/ally slot.

Name
Play For
MA
ST
AG
AV
Skills
Cost

Ripper Bolgrot
Gob, Sno
4
6
1
10
MBlw, Reg, TTM, Blk
150K

Deeproot Strongbranch
Ha
2
7
1
10
Blk, SFrm, TSkl, MBlw
180K










Zzharg Madeye
CDw
5
3
2
9
Blk, Tkl, TSkl, Blunderbuss
100K

Xtall Ironhand
CDw
6
3
4
7
Leap, DPlr, SHnd, SBll
120K

Zorn Uzkrag
CDw
4
4
2
9
Blk, Tkl, TSkl, MBlw
140K

Tabore Despoiler
CDw
4
3
2
9
Blk, Tkl, TSkl, Dlss, DTkl, Guard
120K

Kharg the Slaughterer
CDw
4
3
3
9
Blk, Tkl, TSkl, MBlw, Grd, Jup, PiOn
170K

Zyorg Blackfist
CDw
3
5
2
9
Blk, Tkl, TSkl, Bslam
110K

Wallpaint Splatterhead
CDw
7
3
4
7
Ca, Blk, Stunty
130K










Wilhelm Chaney
Ch, Hu
7
4
3
8
Frnz, RClw
120K

Dorjak Sureclaw
Ch
6
4
3
9
Claw, Lleg
110K

Galem Goreblade
Ch
5
4
3
9
Dlss, Frnz
120K

Wormhowl Greyscar
Ch
5
4
3
9
Blk, MBlw
140K

Slarga Foulstrike
Ch
6
3
3
8
Horn, Xarm, DPlr
100K

Dieter Hammerlash
Ch
5
4
2
9
Blk, Ca, PBlk
130K

Lewdgrip Whiparm
Ch
5
4
3
9
Pass, SHnd, Tent
130K

L. Borak the Despoiler
Ch
5
5
3
9
Blk, DPlr, Ldr, MBlw
160K

Bilerot Vomitflesh
Ch
4
5
2
9
DPlr, Fapr
120K

Doubledrool
Ch
5
4
3
9
Tant, 2Hed, Tail
110K

Hack Spleenripper
Ch
5
4
3
9
Saw
130K

Fang Spiketail
Ch
7
3
3
8
LLeg, Xarm, Blk
100K

Derek
Ch
6
3
4
8
Horn, SHnd, NOS, Ca, PBlk
130K

Rascally Ron
Ch
7
3
3
8
Horn, BHnd, Sarm, Hail
140K










Jeremiah Kool
DE
9
4
5
9
Do, Leap, Pro, Blk, Tkl
230K

Panther Facile
DE
7
4
4
8
Blk, Frnz, Do, DPlr
160K

Eoarn Harokon
DE
6
3
4
8
Do, SThw, NOS
100K

Petro D'Arvill
DE
6
3
4
8
Kick, NOS, Do
100K

Hawthorn Tullaris
DE
8
3
4
8
Blk, MBlw, Ca, Spr
140K

Odium Khan
DE
6
3
4
8
Blk, SBll, TSkl
110K

Moravis Curfew
DE
6
3
4
8
Pass, SThw, Do, Hail
110K

Tuern Redvenom
DE
7
4
4
8
DPlr, Tkl, Blk, Do Pro
170K

Horkon Heartripper
DE
6
3
4
8
Do, Leap, Shad, Dag
120K

Roxanna Darknail
DE
8
3
5
7
Frnz, Do, Leap, Jup, Spr
160K

Haric Silverthorn
DE
7
3
4
9
Blk, Leap, Guard, DTkl, Helm
170K

Keyan Shadowspit
DE
7
3
5
8
Blk, Frnz, Do, Jup, DTkl, Helm
180K










Pick Seamsunder
DW
3
5
2
9
Blk, MBlw, TSkl, Tkl
130K

Bardin Irongrove
DW
3
4
2
9
Blk, MBlw, TSkl, Tkl
110K

Stuka Schmidtt
DW
5
3
2
8
Pass, TSkl, SHnd, Hail
110K

Granite Rivalblade
DW
4
4
2
9
Blk, TSkl, Tkl
100K

Grimwold Grimbreath
DW
6
5
3
9
Blk, Leap, MBlw, TSkl
170K

Barik Farblast
DW
4
3
2
9
Blk, Tkl, TSkl, Blun
100K

Flint Churnblade
DW
4
3
2
9
Blk, Tkl, TSkl, Saw
100K

Deathroller
DW
4
7
1
10
MBlw, MBlk, SFrm
160K

Drumgrim Quickstride
DW
6
3
3
8
SHnd, TSkl, Spr, SFt
140K

Devin Headbanger
DW
5
3
3
9
Blk, TSkl, Dlss, MBlk, SBll
120K

Gibbon the Winded
DW
6
3
3
8
SHnd, Pass, NOS, Hail, TSkl
130K

Haden Blockbuster
DW
4
4
2
9
Blk, Tkl, TSkl, Grd, SFm, Do, Dls, Sft
160K

Goldtooth Flowingbeard
DW
6
3
3
8
SHnd, TSkl,Blk, Do, DTkl, Dlss
150K

Axebreaker Jones
DW
4
3
2
9
Blk, Jup, NOS, PiOn, TSkl, Tkl
110K










Spiky Norman
Gob
6
2
3
7
Do, Pro, RStf, Stnt, TSkl
60K

Garbage Throttlesnot
Gob
6
2
3
7
Ca, Do, Leap, RStf, Stnt
60K

Snagga Throttlesnot
Gob
7
2
4
7
Do, RStf, Stnt
70K

Dirty Dan
Gob
6
3
3
7
Do, Stnt, DPlr
60K

Bommer Dribblesnot
Gob
6
2
3
7
Acc, Do, Bombs
80K

Scrappa Sorehead
Gob
6
2
3
7
Do, RStf, Pogo
60K

Fungus the Loon
Gob
4
2
3
7
Ball and Chain
60K

Dee Eff Jeff
Gob
6
2
3
8
Do, Stnt, RStf, Dls, MBlk, Blk, Helm
90K

Gazooga
Gob
6
2
4
7
Do, Stnt, RStf, Dlss, DTkl
90K










Kneehi Strider
Ha
6
2
4
6
SHnd, Leap, Do, Stnt, RStf
80K

Ernald Spiritburner
Ha
5
3
3
6
Blk, Do, MBlw, Stnt, TSkl
80K

Puggy Baconbreath
Ha/Hu
6
2
4
6
Blk, Do, NOS, Stnt, RStf
90K

Jobo Hairyfoot
Ha
6
3
3
6
RStf, Do, Stnt, Spr, Sft
60K

Bongo Potbelly
Ha
5
4
3
6
Do, Stnt, Side, DTkl, SFt
90K

Bolman Gamgee
Ha
5
2
5
6
Do, RStf, Stnt, Sarm, SFt
100K

Warmglow Windaloo
Ha
6
2
4
6
Ca, DCtc, Do, Pro, RStf, Stnt
80K










Soaren Hightower
HE
6
3
4
8
Acc, Do, Pass, Hail, Pro
130K

Ibrahim Golddawn
HE
9
3
4
7
Ca, Jup, Spr, Leap
130K

Valen Swift
HE
6
3
4
8
Pass, SHnd, SThw, Acc, Hail
160K

Lucien Swift
HE
7
4
5
8
Blk, Pro, Do, Leap, DTkl
180K

Gabriel Swyfter
HE
6
3
4
8
Pass, Sarm, Do, Leap
150K

Luarn Proudbrow
HE
6
3
5
8
PBlk, Tkl
110K

Prince Moranion
HE
7
4
4
8
Blk, Dlss
140K

Angus Swiftfeet
HE
9
3
6
7
Blk, Ca
170K

Carthus Moonbeam
HE
7
3
5
8
Blk, Guard, Leap, PBlk
160K

Tamriel Hawkhold
HE
7
5
4
8
Blk, MBlw, Frnz
160K

Eaeren Wyrmsbane
HE
8
5
4
8
Blk, MBlw, SFrm, Pro, Do
180K

Ulleria Morr
HE
6
3
4
8
Blk, Do, SBll
100K










Hawkfire
Hu
6
3
3
8
NOS, Pass, SHnd
80K

Ziggi Abschuss
Hu
6
3
3
8
PBlk, Blk
80K

Miesterman
Hu
8
2
3
7
Ca, Do, Leap, Spr
90K

Ritter Von Baum
Hu
6
3
3
8
Tkl, Sball, Spr
80K

Jacob Von Altdorf
Hu
6
3
3
8
Pass, Shand, Acc, Sarm
90K

Siggi the Boot Schuster
Hu
6
3
3
8
Kick, NOS
70K

Biggunn Shonn
Hu
8
2
3
7
Ca, Do, NOS, Pass, Blk
110K

Griff Oberwald 
Hu
8
4
4
8
Do, Blk, Leap, Spr,SFt
180K

Mighty Zug
Hu
4
5
2
9
Blk,MBlw
120K

Gregor Miessan
Hu
7
3
3
8
Ca, Do, DCtc, SHnd
100K

Hoshi Komi
Hu
8
3
4
7
Ca, Do Leap
110K

Helmut Wolf
Hu
6
3
3
8
Saw
100K

Frank N Stein
Hu
4
5
1
9
MBlw, SFrm, BTkl, TSkl
130K

Erik Kantona
Hu
7
3
4
8
DPlr, Blk, MBlw, Kant
150K

Epoxy Ginhart
Hu
9
2
3
8
Ca, Blk, NOS, Do, Helm
120K

Swifty Murdoch
Hu
9
2
3
7
Ca, Do, Leap, Spr, SFt
130K










Wolfhowl Blackscar
No/Hu
6
4
3
7
Blk, Frnz, Jup, Dlss, MBlw
160K

Olaf Lipchewer
No
6
4
2
7
Blk, Jup, Frnz, MBlw, PiOn
150K

Erik the Viking
No
7
3
3
7
Blk, Do, SHnd
100K

Thorvson
No
6
3
3
7
Blk, PBlk, Ca
90K

Cormac the Red
No
7
4
4
7
Blk, Dlss, Pro, SHnds, Do, Tkl
180K

Ulrik Wolfson
No
7
4
4
7
Blk, Do, Frnz, Fang, Svgy
170K



















Hisser Scurryspike
Liz
9
2
3
6
Stnt, Do, RStf, Ca
70K

Flanj Poisoneye
Liz
7
2
4
6
Stnt, Do, RStf, SHnd, Pass
90K

Pain
Liz
4
5
2
9
TSkl, Claw, BTkl, PiOn
150K

Senor Toady
Liz
6
4
4
9
Blk, Do, Leap, Pro, Side, TSkl
180K

Ssir Talyn
Liz
7
3
3
9
Blk, Dlss, Leader, TSkl
120K

Hotep Saar
Liz
5
3
2
9
Blk, Jup, TSkl, Guard, Tkl
100K

Fluter
Liz
8
2
3
7
Stnt, Do, RStf, SHnd, Helm
80K

Kia Krysalis
Liz
7
2
3
6
Stnt, Do, RStf, BwP
70K










Hak Demoncutter
Orc
5
3
3
9
Tkl, TSkl, Hail
80K

Urfrik Skullhack
Orc
4
4
2
9
Spr, PBlk, Ca
90K

Krug Painspear
Orc
6
4
3
9
Blk, Leap, Spr
130K

Rip Sorepain
Orc
4
4
3
9
Blk, Leap, Spr
120K

Harg Vainkill
Orc
5
3
3
8
Do, Hail, NOS, Pass, SHnd
110K

Gorflem Rotbreath
Orc
6
3
3
9
Blk, Ca, MBlw, TSkl
140K

Kolath Headripper
Orc
5
4
2
9
Blk, MBlw, Spr, TSkl
140K

Greaser Geargrinder
Orc/CDw
3
5
2
9
Blk, MBlw,SFrm
120K

Urgoth Bolgrot
Orc
5
3
3
9
Saw, TSkl
100K

Varag Ghoulchewer
Orc/Gob
6
4
3
9
Blk, Jup, Ldr, MBlw, Pro
160K

Krag Kneebreaker
Orc/Gob
6
3
3
9
Blk, Dlss, DTkl, SHnd
120K

Dick Buttkick
Orc
4
4
2
9
Blk, Guard, Pro DTkl
150K

Urgrain Kneebender
Orc
7
3
3
9
Dlss, MBlw, Blk, DCtc
110K










Marg Plaguewind
Ska
7
3
3
7
PWG,Sarm
80K

Mitzy
Ska
9
2
4
8
Do, Blk, SiSt, Spr, SFt, Helm
170K

Split Tendoncutter
Ska
8
3
3
9
Blk, Do, Leap, Pro, SHnd
150K

Rasta Tailspike
Ska
8
3
3
7
Ca, Xarm
80K

Hakflem Skuttlespike
Ska
9
3
4
7
Do, Xarm, Tail, 2Hed
130K

Breet Braingulper
Ska
7
3
3
7
Pass, SHnd, Acc, Pro
90K

Skrag the Unclean
Ska
7
3
3
7
Pro Fapr
70K

Shisk Four-arms
Ska
9
2
4
7
Ca, Xarm, Do
110K

Slart Smashrip
Ska
4
4
3
9
Blk, RClw
120K

Skritter
Ska
7
3
3
7
SHnd, Passs, Sarm, Acc
100K

Skreeet
Ska
7
4
3
7
Blk, RClw
140K

Gonzo Sam
Ska
10
2
5
7
Do, Ca, Lleg, PBlk
140K

Cluny Scourgetail
Ska
9
2
5
7
Do, Stnt, RStf, Ca, Regen
160K

The Hand
Ska
6
3
3
7
BHnd, SHnd, Pass, Acc, NOS
100K

Jack the Knife
Ska
7
3
3
8
Do, Dag, Tail
100K

Vermin Stink
Ska
7
3
3
7
Fapr, Ctch
70K










Count Luther Von D.
Und/Hu
6
5
4
9
Blk, Do Gaze, Regen
180K

Wishbone
Und
6
3
2
7
Blk, Pro, Regen
60K

Spiny Norman
Und
6
3
4
8
Blk, Do, Regen, PBlk
140K

Dumvile Daemonchild
Und
6
4
3
9
Blk, Regen, SFrm, Guard
140K

Skull Halfheight
Und
6
3
2
8
Blk, Regen, Dlss
80K

G'Ral Bloodsucker
Und
8
3
4
7
Do, Ca, SFt, SiSt
120K










Voluptua
WE/Ha
6
3
4
7
Shad, Gaze
100K

Jim Plunkwood
WE
7
3
4
7
Pass, NOS, Sarm, Doff
120K

Rot Wilder
WE
7
3
4
7
Blk, Do, Leap
110K

Sweetwind
WE
8
3
4
7
Do, SFt
100K

Pierott Rainforrest
WE
7
3
4
7
Kick Tkl
80K

Dolfar Longstride
WE
7
3
4
7
Do, Kick PBlk
100K

Eldril Sidewinder
WE
8
3
4
7
Blk, Do, Leap, Ca, Spr
150K

Jordell Freshbreeze
WE
8
3
5
7
Blk, DCtc, Do, Leap, SiSt
150K

Highhelm Lyrpade
WE
7
4
3
7
Blk, PBlk
90K

Clearwater Everglade
WE
7
3
4
7
Pass, SHnd, Doff, SThw
140K

Eldrake Surefire
WE
7
3
5
7
Pass, Acc, Leap, SThw
150K

Orion Blader
WE
8
4
4
8
Blk, Do, Leap, Tkl, MBlw
180K

Isfast Anweak
WE
9
2
5
7
Ca, Do, Blk, Leap, PBlk
160K










Syphilus
FF
7
3
4
7
Horns, Regen, Do, SiSt
130K

Nomie
FF
6
3
3
7
Stu, Do, RStf, DCtc, Jup
80K

Sunny Jim
FF
6
3
3
7
Horns, Regen, Pass, Sha, Doff, Sball
120K

Stadiums

· 1-3 home game, 4-6 away or neutral.

· Stadiums do not add to team rating.

· A stadium must be bought before any upgrades can be bought. A basic stadium can be bought for 70K or a stadium from the compendium can be bought. A stadium may be upgraded at any time by paying the price difference. (eg basic 70K to Compendium Stadium 300K for 230K).

· Upgrade options:

a) Special Climate – choose either 11+12 or 2+3 on the weather table. If 2 or 3 is rolled on the weather table in a stadium with special climate 11+12, 2 is treated as 12 and 3 as 11, and vice versa for a 2+3 stadium. 100K

b) Domed – Always perfect weather. 130K

c) Home Fans - +1 Fan Factor when playing at home per 20K spent on Home Fans. Maximum +5. Do not affect fan factor roll modifiers at the end of the game.

d) AstroGraniteTM Field - +1 to armour rolls when a player is knocked over or falls over. 150K
e) SpongyTM Field - -1 to armour rolls when a player falls over or is knocked down, and the ball bounces every turn. 150K
f) Wider field – one extra row of squares on each sideline. 120K

g) Longer field – one extra row of squares at each end. 120K

h) Narrower field – subtract one row of squares from each sideline. 120K

i) Shorter field – subtract one row of squares from each end. 120K

j) Tilted field – decide which end is downhill. Players going down hill gain +1 MA but –1 on go for it rolls. 150K, or combined with bad turf for 200K.

k) Walled in pit – The stadium is set down in the ground with walls around it. This prevents players from being pushed into the crowd and also prevents the ball from going into the crowd. If the ball goes out it bounces off the walls in the opposite direction to that which it hit from, the same distance. 150K

l) Spiked Pits – The field is surrounded by spiked pits, and any player pushed into the crowd cannot return to the dugout until the ball has been kicked off again, meaning that they will miss the next drive. Rolls for KO and apothecary cannot be made until the player is returned to the dugout. 150K

m) Beast Pits- Behind the touchdown zones at either end of the field are deep pits filled with half starved and murderously crazed monsters (the reserve team). If a player is pushed into these pits 3d6 is rolled for injury. 200K

n) Fairy Rings – 6 magic fairy rings are placed randomly on the board. A seventh is always in front of the concession line in the crowd. They are numbered 1 to 6. Upon entering a square which contains a ring a player rolls d6 and is moved to the corresponding ring. If a player rolls the same number as the ring they are on, they are teleported to the front of the concession line and rolls d6. 1 – beaten and returned to the dugout after the game. 2-4 beaten and tossed onto the field. 5- Allowed to make his purchase and returns to the reserves box. 6- Buys beer for the fans who let him return to the field unhurt (but scared). Every turn a d6 is rolled and on a 1 a fan is teleported on to the field at a random ring. The fan will attack the closest player to him, randomising if necessary, or will foul if a prone player is closest. The fan moves at the start of every turn before the team that moved first that half, and has a tackle zone but cannot assist. Players get SPP for causing injuries to fans. The fan remains until they are injured, teleported off again or till the next kick off. The fan is as follows: 5 3 2 5 MBlw for 1 turn (beer stein breaks after one turn), frenzy after beer stein is broken. Cost 300K

o) Marshy/Swampy field – All players except skinks have –1 movement, and the ball does not bounce at all. 100K (may not be combined with other fields).

p) Tentacled Beasties – Nasties roam the sidelines. Each time a player enters a square on the sideline they must roll d6, and on a one a beasty tries to reach in and drag off the player. Roll d6 + 3 for the beasty and d6 + ST for the player. If the beasty wins the player is injured as though pushed into the crowd. If the player wins or it is a draw, the player rolls armour on the beasty. If 10+ is rolled, the beasty is clobbered and ‘im and ‘is friends are worried enough to leave for the game. 150K (may be combined with marshy field)

q) Bad Turf/ Muddy Field – Poor groundskeeping, or no groundskeeping, has made the ground extremely dangerous for fancy moves. –1 to dodge rolls, go for it rolls, leap rolls and stand firm players are knocked down on a one on d6. Cost 150K (can be combined withy tilted field at 200K).

r) Merchandising Stalls – Team shirts, scarves, livers and eyeballs are sold all around the ground, bringing in 2d6 times one thousand after each game. 50K

s) Warpstone Stadium (Skaven only) – The sand on this pitch is mixed with warpstone, causing some interesting mutations. If more than one player is making a SPR after a game at this stadium (from either team) then one of them, randomly selected, makes a mutation roll instead.

Roll
Result

2
Chaos Spawn

3-5
-1 off a random stat

6-7
Normal star player roll at +1

8-11
Physical ability chosen

12
+1 to chosen stat

Extras (bought at game when freebooters are hired)

· Weapons day at the park -  the first 20000 fans get a free mace with the team emblem on it. The rest get ordinary maces!! +2 to crowd injuries. 50K/game

· Seat cushion day- Crowd must make and armour roll to hurt the players with the fine cushy butt warmers, but cause +2 to injury. 30K

· Nazi Police Force – Nazi security are hired. Riot, pitch invasion and throw a rock are cancelled. Both sides lose d6 Fan Factor during a riot, and the team which wins loses d3 fan factor during a pitch invasion and throw a rock, as the police force crack down, and again, and again, you little bastard…why I’ll…

Secret Weapons

· Doubles must be rolled on a star player roll and the appropriate price paid.

· Each team may only have one weapon, which takes up the ally/weapon slot.

Weapon
Cost
Play For

Chainsaw
30K
Go Or Dw CD



Hu Ch Un(Ske)

Bombs
10K
Go

Dagger
10K
De Sk Hu Ch

Wind Globe
20K
De Sk

Ball and Chain
10K
Go

Pogo Stick
10K
Go Ha

Blunderbuss
20K
CD Dw

Blowpipe
10K
Liz

Poison Wind Globe

· Normal throw, does not count as pass for turn. 

· May not move during same turn.

· Any square the globe lands in is effected by the gas and 2d6 are rolled. If this exceeds the players strength, they suffer an injury.

· If the globe is fumbled the globadier is affected.

· Penalty roll 7+.

Blowpipe

· May not move in turn used.

· Up to short pass range.

· Normal pass roll made.

· If dart hits armour roll is made and, if successful, an injury roll at +1.

· A player may not be killed by a dart.

· Any player in range to intercept the dart must roll d6. On a 1 they are hit instead of the intended victim.

Skills

Big Slam

· Strength skill.

· Some massive monstrosities of the bloodbowl pitch can knock a player flying. For each point of strength they hit with above the player they are blocking, assists not included, they knock the player back an extra square.

Savagery

· Viciousness and depravity are not uncommon on the bloodbowl field but certain players take the cake ( or maybe the jugular… ). Players with this skill cause –1 to regenerate and apothecary rolls.

Diving Tackle

· This skill may be used only during your opponent's team turn and only ONCE per turn per player with the skill. Diving Tackle may be used in conjunction with Dauntless. 

· Diving Tackle does NOT work in conjunction with the skill Frenzy.

· Diving Tackle may be used any time an opponent moves into a square in the tackle zone of a player with the skill, so long as it is also during the moving player's turn. It may be used against players making normal movement, Berzerk players, and players following up a block (unless the player with this skill was the target of the block being followed). 

Regenerate

· Regenerate is successful on a 4+.

· |f an Undead team loses its Head Coach during a match the players may not regenerate during that match.

Dump Off

· A player with strong arm may dump off to short range.

Frenzy 

· A player with Frenzy must follow up unless the results of the die roll cause the opponent to be knocked over. Frenzy must be used if the player has the skill. 

· When blocking a player with Stand Firm, a pushback result forces another block attempt just as if the Stand Firm player had moved. 

· When a player with Horns and Frenzy is blitzing, in order to get the +1 ST bonus from horns, the blizter must move a square for each hit. (He would lose his horns bonus after the first hit against a Stand Firm player.) 

Extra Players

· All New Talent from the compendium, squigs and the dwarf cannon are available.

· Daemons may be taken but not greater daemons.

Name
MA
ST
AG
AV
Skills
Cost
Play For

Assassin
6
3
4
8
Dag, Shad
100K
De

Ulfwerner
7
4
3
8
CldBld*, Svgry, RClw, WAnl*
120K
No

· Cold Blooded – this player cannot play in hot conditions – sweltering heat or very sunny.

· Ulfwerners gain SPR in the same way as Rookie Big Guys and take up RBG slots but cannot take +1 ST or AV or lose a skill on a double.

· Only 1 assassin may be taken per team. It takes a RBG slot but the team may have another secret weapon. They advance as normal players.

Rookie Big Guys

Name
MA
ST
AG
AV
Skills
Cost
Play For

Ogres
5
5
2
9
TSkl, MBlw, BnHd*
140K
Hu Ch Orc

Trolls
4
5
1
9
Regen, MBlw, RlySt*, AyHy*
100K
Go Or Sn Ch

Minotaurs
5
5
2
8
TSkl, MBlw, Horns, Wanl*, AyHy* 
130K
De Ch Cd Sn

Bull Centaurs
6
4
2
9
TSkl, Spr, SFt
140K
Cd

Rat Ogres
6
5
3
8
MBlw, PrTail, Wild Animal*
130K
Sk

Treemen
2
6
1
10
TkSkl, SFrm, MBlw, TkRt*
130K
We Ha FF 

Kroxigor
5
5
2
9
Claw, Thick Skull, Bonehead*
130K
Liz

Vampire
6
4
4
8
Gaze, Regen, Off for a Bite*
130K
Un Hu

Rookie Big Guy Rules

· Only two rookie big guys may be taken per team.

· They take star player spots.

· When they roll doubles, instead of choosing a skill from any category they may increase either their AV or ST by 1 or remove any skill that they don not want.

· Rookie big guys earn star player rolls slower due to the fact that they are, generally, dimmer than most bloodbowl players (which doesn’t say a lot). They earn star player rolls at 9, 16, 38, 75, 150, 225, 375.

Wild Animal

· A player with this skill tends to get a bit, erm, carried away during a match, and rather lets his natural enthusiasm overcome him. Wild Animals must roll a D6 before taking an action first of all during a turn. On a roll of '1' he goes berserk. Berserk players immediately drop the ball if they have it, which causes a turnover at the *end* of their action. The berserk player will then attempt to block the _nearest_ player - friend or foe - attacking them as if he were making a frenzied blitz move (i.e. he keeps blocking until the victim goes down or he runs out of movement). 

· The berserk player will always go for an opposing player if there's a choice, but otherwise decide randomly who he goes for. If the Wild Animal attacks a player from his own team, no assists can be used for the attack. 

· The berserk move DOES count as the team's blitz action, so long as the Wild Animal must move to hit a player with the exception that it can be made even if another Wild Animal from the team has already gone berserk and blitzed. 

· Berserk Wild Animals _do_ have to go for it in order to try and knock their victim over. 

· If you move a player who is NOT a Wild Animal before rolling, then apologise and don't do it again.

· When a Wild Animal is Prone, they must be stood and the D6 rolled before any other player is moved. A stunned WA player may be rolled over at any time with no penalty and no WA roll needs to be made for them.

· When a team has multiple Wild Animal players, the coach may choose the order that the Wild Animal rolls are made. The coach picks a Wild Animal player, rolls for the skill, moves the player, then continues to the next Wild Animal player. No IP may be called.

· A Wild Animal is not required to move, however all Wild Animal players must be rolled for before any normal player can be moved.

· A Wild Animal player must always take a 'Down' result on the Blocking dice when one is available so long as it will not cause the WA player himself to fall. No Skills are optional when a player with this skill goes Berserk.

Off For a Bite

· Roll d6 everytime you wish to set this player up for a drive roll a d6. On a 1 or 2 the player has found a meal in the crowd and will miss the drive.

Bonehead

· Before using this player, roll a d6. On a one they can’t remember…umm..what was I saying?…and may not move this turn.

Really Stupid

· Just like bonehead except on a 1-3. If the player has a teammate who is not Bonehead or Really Stupid next to them then treat them as Bonehead.

Always Hungry

· Roll a d6 everytime the player tries to use the Throw Teammate skill. On a 1 the player being thrown is eaten, along with the football if it was being carried by the former player. This is rather fatal (and causes indigestion) and if the football is swallowed then the team that kicked off last must kick off again.

Take Root

· Roll a d6 before every match. On a 1 the player is off dozing in a forest somewhere and misses the match.

Trading

· No star players, rookie big guys or secret weapons may be traded.

· Each team has one ally/weapon slot which may be taken by either a player traded from an appropriate team or a secret weapon.

· Players traded lose all experience previously gained and all skills and characteristic increases gained.

· Prices for trading are negotiated between the teams involved.

· Players traded between teams gain SPRs as Rookie Big Guys.

Team
Can Buy Players From

Chaos
CDw, DE, Go, Orc, Ska

Chaos Dwarves
Ch, Go, Orc, De

Dark Elves
CDw, Dh, Orc, Ska

Dwarves
Hu, Ha

Forest Folk 
Hu, Ha, WE

Goblins
Orc, Sno, Ska

Halflings
Hu

High Elves 
Ha, Hu, WE

Humans
We, He, Dw, Ha, No

Lizardmen
-

Norse
Hu

Orc
Ch, CDw, Gob, DE

Skaven
Ch, DE, Orc

Snotlings
DE, Ch

Undead
DE, Ch

Wood Elves
Hu, HE, Ha, FF

Kickoffs

· Kickoffs will take place as follows: 1. Place the ball 2. Roll on kickoff table 3. Scatter the ball (with results if necessary) 4. Apply results.

Overtime

· Overtime will be played if one team requests it and will be played until a touchdown is scored.

Selling Stuff

· Apothecaries may be hired out.

· Cards may be sold.

Referees and Balls

· Both mutually optional.
Cards

· Any player sent off as the result of a card must face the tribunal.

· Cards do not cause turnovers unless they involve a failed dice roll by the moving team (eg greased shoes) or the player carrying the ball is knocked over.

· Peaked is disabled, if it is drawn return it and draw another random event.

Fouls

· Assists for fouling may be chosen.

· 15+ on the armour roll is a send off.

· Players sent off must face the tribunal.

· Only one dirty player may be on the field at any time.

Match Tables





Team 
Rating





Gate
0-99
100-125
126-150
151-175
176-200
201-250
251-300
301-400
400+

0-15K
1
0
0
0
0
0
0
0
0

16-30K
2
1
0
0
0
0
0
0
0

31-45K
3
2
1
0
0
0
0
0
0

46-60K
4
3
2
1
0
0
0
0
0

61-75K
5
4
3
2
1
0
0
0
0

76-100K
6
5
4
3
2
1
0
0
0

101-150K
7
6
5
4
3
2
1
0
0

151-250K
8
7
6
5
4
3
2
1
0

251K+
9
8
7
6
5
4
3
2
1

· +2 for winning match.

MVP/Cards
Lower
Team's
Team
Rating

TR Diff
0-150
151-200
201-300
301+

0-10
0/0
0/0
0/0
0/0

11-20
1/0
1/0
0/0
0/0

21-30
1/1
1/1
1/1
0/0

31-50
2/1
2/1
1/1
1/1

51-75
2/2
2/2
2/1
2/1

76-100
3/2
3/2
2/2
2/1

101-150
4/2
3/3
3/2
2/2

151-200
5/1
4/3
3/3
3/2

201+
5/2
5/3
4/3
3/3

Post Game

· Team standings will be determined by Team Index. Team Index is determined as follows: 

Win% * Win% * (1-(1/N)) * (30/TR) * 1000 

Where N = number of games played 

Win% = (number of wins + 1/2 number of ties)/N

· Forfeiture is acceptable under these conditions only: 

1. If the team is down to less than 3 players, they may forfeit with no penalty. 

2. Should a coach who is down to less than 3 players decide NOT to forfeit, they may continue playing. HOWEVER, at each kickoff a TEAM reroll must be expended. If they have no reroll, then the players will walk and the game will be forfeit. 

3. If a coach decides to forfeit a game before the team is below the 3 player threshold, then the following penalties will occur: 

a) Winnings for the forfeiting team will be 0. 

b) The forfeiting team's Fan Factor will be reduced by 1. No Fan Factor roll needs to be made. 

c) No MVP will be awarded although normally accrued SPP's will still be applied. 

d) The forfeiting team will suffer a pitch invasion.

· Rolls on fan factor table suffer –1 penalty per 10 fan factor or part thereof over 9. 

Tribunal

D66

Results

11-13

Friendly judge. Next appearance -20, this result then does not give a further -20.

14-16

Favourable judge. As above but -10.

21-26

Let off.

31-36

Warning. +20 next appearance at tribunal.

41-43

Minor fine. 1-3 10000GC, 4-6 20000GC.

44-46

Major fine. 1-2 20000GC, 3-5 30000GC, 6 50000GC.

51-55

Suspended. Miss next game.

56

Heavy suspension. Player must miss d2 games.

61-63

Bounty of d6*10000GC on player. Cumulative.

64

Imprisoned till bail of d8*10000 is paid.

65

Hailed. Psycho Weekly reporters do a cover story and the team is paid d6*10000 GC.

66

Retribution. What goes around, comes around. The player suffers the injury they 



inflicted or must miss one game.

