a1ENDS WITH

2. HE HF.F

i

Ihe referee is a family frisnd and is
o be lenient with your players.
 Which is handy..

EFFECT

\intil the end of this drive, you may treal
roll of-5 oF 6.on the Argue the Call table asa “Weil,
\Hen You Put [t Like That:." result and.a roll of 2.4 83
an “1 Don't Cae!” result,

| Same af the ooposing piayers have been galting lazy
L recently and skipping frafning sessions, Consegquently
some bad habrts have slarfed to take hald! |

EFFECT

Randomly sefect 03 oppasition players that are avallable
10 play during this drive and that do not have the Loner
[~ tralt. Lintil the end of this drive; those players gain
the Loner (2 +) trait

3.57115770

One of your players has brought thelr favouriie dagger
anto the pitch and!is keen to show it o the opposition!

EFFECT

Randomly select one player an vour team that s available
to play duning this drive and that does nat have the Lonsr
(k+] trait. Until the end of this drive; that player gains

the: Stab trait: )

Randomily select «
1o play during this
ared wilh. Nt

I
M

q,'nnn llll

One of your players has been underpoing special
endurance training. This consists of baing hit in the face
with Bricks for several hours each day. Unustal, but it's

certainly toughened them ug!

EFFECT
Choose one playar on your team thal is-avallabie to-play
during this drive and that does not have the Loner X+
trait. okl the end ol th that playes improves

thejr AV by 1, o a meximum of 11+

LgssEn STATUE




- byt Aol evaryons Jikes 1L
unhappy Blood Bowl fans dor't just

- insults &t the players £ausing fharr upset!
EFFECT

Unti} the end of this drive,
tall; &t the end af their taam
fn a roll of 5+, an angry fan 1

The player is |mirmed jataly, Kao

should an cpposition player

by you may roll 2 06,
oS & rock at that player.
ched Down.

- Uintll the end ot th
- & Casunlty by pus

15U S

team

,Wmﬂ"}h’l’ﬂ“ﬂm 5 revEr The answer Cl'ﬂ!'f}" lﬁﬂr‘\‘i
never played Biood Bowl — il's always the answer!
EFFECT

Until the and of this drive, any player on your team that
eausasa Casualty pams 3 SPP rather than the usual 2

g drive, If a playar on your tB4m Ccausas
hing an cpponant. into'the crawo, that
player wiil garn 2 SPP exactly as [fthey had caused &
Casualty by partorming a Block action

san't mind a bit of reugh
wo Bt ane who just
One of your players has

hard recently, &

IUpkik the &nd.£
T thal comm

t5-a Foul action 15 &L

hean tralning especially
i

r ded an i5 really. starting

il v
b getfing & P Oy

pond @ffort Frywiay!

EFFECT

~ur team that |5 ave lapie

that player gains 2



on ATTEMPT wem s BEER
' Tastes FUlt

‘lSﬁﬂSS}HATl

MEmiaur has it thal an assassns
I  bean sean speaking-araund!”

TIMING
Play this card immediately after ane of the oppos|tion’s
taam turms has ended if, during that team turen, are of
- their players was Stalling.

"

[

ﬂ 4 “Apparently, the stadium has hired 8 Rotspawrn
ak ) 5 [ts newest bagman.”

\-I

r s

E *t o't Tike the way it dripsén the lankaros!™
TIMING

i
]
|

-_ m!mha plaﬁ'E’f‘Dl‘l b i
team Fals Over durig your team tun. ||| DURATION
: (i is-card immediataly, atter Use | Play thie card during (e pre-Zame sequEnce,|
1 DURATION ulli Discard thise ¥ bl Lftar 65 6 Bt bulo Si89. 6
- Discard this card immedialely after use. 1l EFFECT - -
a1 var 5 attacked by an ASSASSIN Rall &
. EFFECT 1kl Thie Stalling playes iz atiacken by I o i A iy s
::“'IFUHW__ I 15 nat cauisad; the aciive: player's activation o Py
Il ends, Butyou are free to rontinus with vaur tun as I The player fends off the assassin
though they had just been Placed Prone This card has na turther etfect
23 ) 5 immediately

The playeris (mr

and you may an

*The' rafaree [s invoking the newly-creaied
‘Honus Poinls' rule, This'is absolite nonsense!”

. TIMING it ST
Play this card at the start of either your second, third of =
fourth tum of elther the first or second half, before any Ll
player is activated. This card cannot be playad during & Play this card wh
period of extra time z
er on the opposing team. [
ely Sant-off for committing a Foul. | DURATION
. [ This card expires at the end of this team tum T
EFFECT
If your team siores g odehdown dunng this tm, roll
a DE. On a roll of 5+, yaur p f
scored the touchdawn) is pe&  Resulit
tobchdowrs, rat 1 i




,IHBLIC Inc

s, [5 that the drains | can smeli?”

N s, Lat's-hape the wind changes direction soon!®

TIMING

Play thiz card during the pre-game sequence
after-step 1 but before step 2

=11k
il DURATION
Tiis cand expires immediately [f a Cha Waather
resultis miled on the Kick-off fable

EFFECT

Do not roll on' the Weather table, [nstead, agply th

o low NE wWaathar Conaitions

Drainage Issues: Anply-an additional -1 modifer
time a player at 2 5

ONVENIENCE

. DURATID ]
This card expires at the end of the active
player's activation,

EFFECT

Should the active player wish io move. they must Dodga
s if they are h_mng Marked in order ta vacate the SqUars
thiey ocoupy when activatad

RANDOM EVENTS

Flﬂc' OF SEIGI.II.I.S

"0k, Fsap! That's » 1ot of seagulis

“Well. it serves he

TIMING
If. at the start of any opposition team turm b
(hefore any player is activated), the ball is on the ground,
Yol may play this card.

DURATION
This card expires whan 2 touchdown’is scored,
when the clone ball evaporates (see balow),
or at the and of this drive.

EFFECT
Place a second ball in the squam the ball ;.J_fr-::.:_i-,-
octuples. Note that should a sguare ever contain two
taly bourtce arn st A player

b attempl to pick Up or

spnillli

DURATION
Discard this card immediataly aftsr use.

EFFECT
The Stalling player must immadiately move D341
squares directly away from your End fone and towards
their own_ Duning this movemant, the payer au[mna'r_lzally
passes any Agility tasts thay may be required to make
in order to Dodge. regardless of any modifiers. Diring
this movement, the player may only move didgonaly or
Sieways 10 move around occupied squares

RANDOM EVENTS

P
Y YOUR TH"'?

EIJIJ 1

T tit? | do hoge nome 1
a1 Th )
: : i in e crowd saw!
the tf f
=il at thie end of any. af your team wms;
- 3 H
ended with @ Tamove
DURATION
card (mmidiately afer us

EFFECT




BENEFITS OF TRAINING

"ELP.‘HG Hano

pisying like they've grown-an exira arm!™

“Weill, Something like that:
“Butithat's not actually their' arm!™

TIMING

" Play this cand during the pre-game sequence,
after step 5 but before step 6,

: DURATION

I This card mpires at the end of this game

EFFECT

| plany, this-player gains the Big Hand, Extra Arms-and
Sure Hands skills

Choose one playeron your team, Whilst this casd s n

EFFECT

Yhilst this'card s in play, tha' usual Timit of ope Hand-off

pér team turn.does not apply, instead. any number
SYers on your team can perfarm a Hand-off action
during their activatipn,

BENEFITS OF THI’II“EF

Tun TALK

“Looks [ike the codch (5 gning the piayers
E] -':l'll.'.'.'i.'l'_'-" peptalk.”
“Realfp? Bacause it Inoks (ke thel just e ane

I

of them with-a brick!”

TIMING

DURATION

EFFECT

| ~ DURATION
This card eapires at the end of this tesm tue.

EFFECT

Whiist this card 15 in play, your team may perform i
Pass aclions per team tum, rather than the usual she.
However, whilst this card is in play, Your l=am may aniy
perform GQuick nass or Short pass actions,

mmmma&m«é cithe
‘active player's activation.

EFFECT

Whilst this card s in play, tha active player may re-mofl
sithier the Armodr mil or the Injury, roil when committing

a Foul action. However, i the result of the re-roll 53
doubie, the active player will be Bent.off 25 normal.
|1 the discarded roll was a double, the player i
ot Sent-off

“Like | always say — the best deferce s hitting
the cther team unti! they stop mowing!™
TIMING 1
Play this card at the starl of any of your team turms,
afare any plaver s sctivated

OURATION
This card expires at tme end of this team turn.
EFFECT
1 t T team a3y e 1 T TWiC
i a7 than th &




UNE OF
u.\rwuuns FLIGHT

DURATION
This card expires:at the end of this drive,

: EFFECT
Whilst this card is in play, your opponent must il 2 D&

Discard this cand immadistely after sa.

EFFECT

Chomse ong ;Landing Opposition player with 4 Strenglh
ehzracteristic of 4 or lesd, That player is fmmediately

EFFECT
Whilst this card is in play, apply 2 -2 modifier every

that is cmently in the

nd roll 3 D6. On a 50t 6, when they wish i activate any plaver on their team that j| - camapulted though the ajr. Immediately ireat that player time a player attempts to Rush an o square.
plaryers you currently mm was Stalling when thelr last team tum ended: 45 being thrown (as if they had the Right Stuft trait) by
=2t that player up in ona I anothes player (with the Throw Tesm. mate traitl, and
the Trapdaor squares. ! D6  Result treat the quality of the throw a terribis.

g . 1 1-3° The player cannot be sctivated
Al the end of this drive. this piayer = this team tum.
automaticaly ol 4-6 The player can be activated as normal

DIRTY TRICKS

gavy Bias

=Someone call e groundskesper, | spy 4 tripwire!” “Thers's & luf of regulations-goveming blooking.

! 1 LA Nt remamber the last time [ saw a 1 ihink that ore broke thesr aff®
M dan't bther, That ,Cua_}‘ﬁ‘r"f found " “THare's alwaye ode whio just ¢ 30 heln thamselves i raferam hald gt 3 DIEPEF thats trving: i d
fivi ; TIMING
TIMING TIMING Play this card at the end of any 'of your fsam 14Fns, b
Play, this card at the start of any of the oppositian’s Rlay this card durini tHie pre-game : TIMING even f [t ended with a Turnaver
faam tums, before any player s activatad after Step & but betary step £ Play t ref wher a playir belonging o your s DURATION
ST DURATION A, R S P Giscard this eard mimediataly atinrd
k NECars TNIE Card e oy aller use
Discard thes card immediataly after use his card explres att his game e
i DURATION EFFECT
| EFFECT EFFEC] tely 3t Choose ane Standing pla .
_' Choose D3 Standing npposition players EWLE l yeran o Lival B team (Ui
can e In possession of A Fig i playe
immediataly Placed Prone gl ¥ f ' B iced Proni S e




~ DURATION
Discard this card immediately after use,
i . EFFECT
Choase & single Open player on your team that is not
-~ in possession of the ball, This player may immediataly
“activate exaclly as they would during a pormal team
tarn to perform a'Blitz action. For the duration of this

activation, this player is considersd to have the
Mo Hands trait.

HEROIC FEATS

[1 L THINKING

There's no one fined up o cateh that pass

I?JB e i rumber 12° eyea? Nea, waill | take it back!"

R REE L i (0 | |
 Nothing’s going to get in their way! L TIMING

TIMING Play this card when a player belonging to yvou
perfarms a Pass action, ater the ra
measired and the tangel siuars declan
active player makes a Passing Ab

y Flajrﬂl‘l'a‘mﬁ when sctivating a player belonging
fo your tesm during your team tum.

DURATIOM S
This card expires at the end of the Discard this card Immediately after use
| active player's activation. fscard tnis ca edjately
EFFECT EFFECT
Whilst this card is in play, the active player may reduce i, d'--_:'_"J" | I'- Ii-.i r'»:' dir player ¢ .' irt |
By | any negative modifiers they suffer for being Marked, Vi) Kty et . :
] o a minimum of -1 / 4 |-\-I . |

DURATION
Discard this card immediately atter use,
EFFECT

Immediately place the ball in-any square you wish
After being placed, the ball will scatter before fanding.
If the ball s not caught by a player, it will boures as
normal before it comes to rest on the ground.

HEROIC FEATS

EFFECT .

Whilst this card:is in piay, the active phyarnﬂy ;pﬂ‘,‘:{

+1 modifier when they test againstthair Fﬁ.l.u Dodie.
However, whilstthis card isin phary, the active player

st reduce their MA by 1.

B - |
9y HE““\[‘, FEAT S

(=

—

DURATION

EFFECT

“I's Iike they knaw wihere the b/l was going
hefars if even want thera!™

TIMING

Play this card during any Start.of Drive seguence

nowhich your team is the recelving team, after'step 2
bt before step 3
OURATION
This card expires gt the end of this game

EFFECT




W-looks (ke hundreds of eyehalls have

B TiiEe
Play ths card during the nre-game sequence,
after'step 5 but before step &,
' DURATION
This card expires at the and of this gaimie.

EFFECT

Chogse one player on your team, Whitst this casd (s in
play, Fouls cannot ba committed against this player
In-atldition, Injury rolls made against this plaver cannol
be modified in any way

 Briliiant Coaching result
and when atiempting 1o

MAGICAL MEMORABILIA

ErcanTED BuckET

"tme ol sune wiiat the coach has (n that Ducket,

ety fa't W Ar it soored onio my arow!”
Sorouren froam i helmet) | 1 ot &
TIMING
TIMING i
| wi bl i ! i Orlve
P]a;r this card at the start of ey of your teaam turhs, | Fiay: this ‘:;Ir_l ks ._I hut belore sti
before ny playes is activated Al il edis ks
ON
DURATION DURATI I
f e - =1 the gnd of this game
This.card exgires at the end of his drive This card exp Ll ILER
T
EFFECT EFFEC
CHDDFE ang pliyer an your team, Whilst this card i Haxd bt } II_ j II |
play, this player gairs both the O T Ih ! 11t
skills,‘and the Really Stunid trait : B! |

MAGICAL MEMORABILIA

wEATBAND 0F
cuHuUEST
P

o AL
Tty s e et
TIMINE '-as-.'
! il this Eard Huring the pre-game sequench
B ieg 5 but belors siep 6-

DURATION
This card expires at theand of this game.

EFFECT
Cl Gne prayer On your leam that = .Iwa |:1b&:
i iist this card is in play, 1his
|@y during this pame, Whiist d f
tc:ﬂna::r gains Hotn the Reganeration tralt and :ﬂmmus
their AV try 1 (1n 3 maxmum ot dL)

Rardomly SeiB

TIMING

DURATION

EFFECT

A fot af ol

DURATION .
This card esmires atter the chosen playet paroims
\halr first Block action fon |ts owh of bs ot of
& Blitz eclion].

EFFECT
Chouse one player on yaur eam, Whilst this urlf.l i In
play, this player gains the Mighty Blow (+ 1) skl and
fmay (mprove thear Swengin by 2 Whiin pgﬂnnjm a Block
actian (on lts owrl o as part ol a Biitz action],

ayees wdnt [ wear those simoly 5o [hey can
say they've kiled someone with their bear' Hanas!™

TIMING
Pl arel dunng the pre-game sequancea,
after step b bul bofor step €
DURATION
.|'I i CAMd dpres ot e & ol this |'I'.'|'
EFFECT
[ e ank plaver on your taan, Whilst this card [




TIMINE

yred il the start of 1he
DURATION

EFFECT

st pok st that weapani

it ey 5, well, hovrifie!™

TIMING
Play this card durkng the pre-game senuence
atter step & bt belore step &
DURATION

Thits caed expines al he end of thes garmie

EFFECT

A like thal could pog your CRrTrLms i)
Iy Facd, thal may just have i
TIMING
s card durlig the pre-g

alter step 5 bul bofods slep €

DURATION

1 dory't know whal thay've drink, But it's making the
musohes swell drd their eyes bulge!”

TIMING

Piwy this cand a1 tha starl of 3 drive,
pafure any player is aclivated

DURATION

Discard this card when its stect runt ol

EFFECT
playEr oh .-ruu baam Tl|1r player inciEases
§ - nI each drive il & D&
3 the "'I"'\.l e f |
narmal; discatd this card, O 44 the pfkect co
il | mgain ot the end of the nest diive

TIMING
v ihis card frrmaedistedy
rewoll is Knocked Down

DURATION

arcd immediately after

EFFECT

They sy (hat the hefmet stif con faing rhe apfrit of

Wilhelrt Hynds, it first owiner "

et thal's why the oppasition @i Fvnicling this player®

TIMING
Piay thes card disring the pro-game SRCE
after step 5 it hefote sheg &

DURATION
Thid card expires at the snd of this grme
EFFECT

Choose ong player oF

play, the playsr gains the Dhisturbing Présente wkill

1 woulr bearn, WHISE this card 1§ 0

TIMING
ard during the e giimie sequane
alter sten 5 but befom siep &

DURATION

axpires at the end of ihis

EFFECT

ERmE

up the ball or Fush

MAGICAL MEMORABILIA

IGHTNINGADE
"Eucrm. yTé DRINK

Gives poul traf foll of sfiefgy
v e mnss™

TIMING

Flay this caed g6 thie starl of & drive,
before any player is activatad

OURATION
Thits gard expires af the end of this drive.

EFFECT

Choose ona player on your tesm. Whiltst this card is i
play, treat that player's Agility chara

MAGICAL MEMORABILIA




DURATIDN

EFFECT

ripped thedr #rms iR

= sinpss! That phayer jusf n
e " of limbs to spare/

aff! Good job the coach hag plenty
TIMING
Play thes card whenever 2 Zombie Lineman o

A e AT
Flash Gobern sullers & Cosialty’ nesult on the Injury ab

DURATION

Discan this card immediately gfter ust

EFFECLT

The player is not o cEsUATY and 5 placed

soore Star Player

TIMING
start of miy of the

vty player |5 8
DURATION

EFFECT

“rancling around (he sdge of 4 pirch {s not & smart move

whan the fans haver'l had their haif-time snpck!”
TIMING
Play this card immediately after ong of the opposition’s
tearn turns has ended [t during that team ape of el
. players was Stalfing.
DURATION

Discard this card immediately afier use

EFFECT
layer is Knocked Down and you may apphy
or when making the Ammour roll for them

They say lightning never tirlkes fwic

fedl, win'll s BDodT thal

TIMING

v player |s activale

DURATION

nllllf

TWeell, | think they've feamed their iasson,
Never anrgy a Witch!™
TIMING
Piay. this card al the start of ary of the oppasition's team
tumns, bafare aiy player is sctivated
DURATION

Discard this card immediately. after uga.

EFFECT

Select #n oppos|tion player and mll a 06, On a 3+ the
player I8 furned into @ Frog in the same mannar as if the
Wickad 'Wilch inducement had been Lsed

Punml PRroJecTILES

“The snhy
" thing the o !
& e dioag fge MOre tha g
WEWINE tharry i

daf e Mlaymes i
TIMING
M the star o

1 2fy af the
NTums, before any - [ehe g

g

tils cag
R0 oy
AV k5 a vt

DURATION

ard immediatoly, attsr oie

EFFECT

PPoS tag 5
I Prages 3mg il & D

TWhat's That creaping up froc Whe grovnd? 1 seems
Uik the vines have come alive and Are grabtng B1 the
Dldpers' fegst* '
TIMING
Play this card at the start of any of the oppesitian's
tem burns, before: sy player |5 scthiated.
DURATION
Discasd this card immediately after (e,

EFFECT

Ehm ane Standing oppasition playes, That playear |s
tonsidersd (o be "Rooled' axactly g (1 they had rolled 3 |
for the Take Root trait




