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Greetings sports fans, and welcome to the Blood
Bow! Matched Play Guide! I'm Jim Johnson and I'm
accompanied once more by my celebrated co-host,

egend, Bob Bifford!"

m, and we are here today to talk about one of my favourite
he great sport - tournaments!"”

ob! Competitions

blood of the game;
ainst one another
ock each other
h the last team

s me back. You

_onal career, Jim.
Chaos Cup, the Maw

Ve don't have time for all that, Bob!

" Anyway, the Blood Bow! Matched

Play Guide is the ideal resource for
any organisation or philanthropist
across the known world to hold their
own event, providing the rules and
regulations that are required to run
such a spectacle.”

“ ..the Knuckle Bowl, the Toof-Rippa
Trophy, the Mootland Cup... "

“Yes, we get the picture, Bob. Oh, are
you still going?”

“ ..the Spike! Magazine Trophy,
the Goblin Gorger Goblet, the
Altdorf Cup..."

“So, you are still going, Bob. Right,
well, | guess I'll just continue then.
Of course, Blood Bowl tournaments
are wildly popular, and no two events
are the same — though each will still
possess the same exceptional levels
of exquisite violence, of course! This
guide also serves as the ideal fan

companion for those of you who
want to understand a bit more about
tournaments, what thrilling sights
you can expect to see on the pitch,
and what rules the teams should be
abiding by — even if most teams try
to break as many as possible! Right,
let's see if Bob has quite finished.”

«_.and, of course, the Blood Bow!
itself, Jim!”

“Yes, it's quite the impressive resume,
Bob! Though perhaps next time you
could focus a bit more on the job
in hand rather than reliving your

glory days”

“Sorry, Jim, | just got carried away
reminiscing about all the momentous
victories I've had!”

“Well, | suppose | can't blame you
really, Bob! Anyway, that's enough
from us Blood Bowl fans; we'll see
you next time!”




elcome, sports fans, to the Blood
Bowl Matched Play Guide! In the
world of Blood Bowl, tournaments
are a common occurrence; numerous teams
jockeying for position and giving blood, sweat
and tears (but mainly blood!) in order to lift the
glittering trophy at the end and earn the right
to be called champions. Of course, this is much
the same for us too (without the violence!) as
there are countless tournaments and gaming
weekends held worldwide where coaches come
together in a duel of wits on the gridiron!

lood Bowl has always thrived in a Matched Play
B setting, as the sports-like feel of the game lends

itself to being played in this way. As a result,
coaches and league commissioners have been running
their own tournaments and gaming weekends around
the globe for many years, and they have proved to be
incredibly popular. This guide is designed to help coaches
organise their own Matched Play events by providing
a framework for them to run their tournaments with,
including: what roles and responsibilities an event will
require; a code of conduct; how coaches will need to
build their rosters; plus alternative event formats and
optional special rules that Event Organisers can use in
order to add that extra bit of flair to their event — after all,
Blood Bowl is a chaotic game at the best of times!

Within this Matched Play Guide you will find
the following:

CODE OF CONDUCT

Tournaments and gaming weekends should be, first and
foremost, fun. The Code of Conduct presented in this
guide is something we expect all coaches to follow at a||
times to ensure that they and their opponents always
have the best time possible.

RECOMMENDED TOURNAMENT STYLE
Here, we present our recommended way for running
tournaments, including: what roles and responsibilities
are required; how coaches fournament Points;
Tiebreakers; pairing opponent | more.

ROSTER AND RE
We have also provide
that Event Organisers
hand out for each
for the Event Orgar
keep track of the

nd results sheet
to photocopy and
vill make it easy
oach's roster and

ROSTER BUI
This section runs t
roster specifically
many gold piece

a team can take a
Inducements; and
roster building.

building a team
cluding: how
spend; how many skills
lect them; Star Players;
se that will impact

ALTERNATIVE FORMATS

Here, we present a selection of formats that Event
Organisers may wish to use instead of the standard
tournament format, including team events and the ever-
popular Stunty Tournament!

ADDITIONAL RULES

Some Event Organisers like to add their own spin to the
standard format and we have presented here a number
of different additional rules that they can use to add that
extra bit of panache to their event: from injuries and
player progression, to Gold Piece Escalation (see page 28)
and more.




s the old adage goes: “It's not the
designed with this in mind and is intended to be
 another are paramount. As such, we have

winning or losing that counts, but the

way you play the game!". Blood Bowl is
played in a fun, generous manner; one where

| fair play, good humour and showing respect for
d a series of important principles that

all Blood Bowl coaches to uphold at

me during the course of the game
every bone-crunching tackle,

CARDINAL RULES

o Always be polite and resp

ectful to your opponent at

all times.

« Always tell the truth and never cheat.

IMPORTANT PRINCIPLES

Make a respectful gesture to your opponent before
the game begins, such as wishing them good luck,

offering a handshake, etc.
Avoid using language that your opponent or those

around you may find offensive.
Arrive on time for your game with all of the things you

need to play.
Offer your opponent the chance to examine your team

roster before the game begins.
If your opponent has any questions or queries about
your roster, you should answer them truthfully and
ensure your opponent understands the answer.

Ensure that your opponent is aware of any
Inducements, or other special rules your team has,
and that they know what they do.

When counting out the number of squares a player

is moving, do so carefully and accurately. You should
also allow your opponent the opportunity to check any
moves before you move any models if they wish.
When rolling dice, make sure they are clearly visible
to all players and allow your opponent to examine the
rolls before picking up the dice.

Always ask your opponent’s permission before
touching their models.

Remind your opponent about any rules they may

have forgotten to use, or they have used incorrectly,
especially when doing so is to your opponent'’s benefit
rather than your own.

Never deliberately manipulate the amount of time a
game takes in order to gain an advantage, either by
playing overly quickly or by wasting time.

Try not to distract an opponent when they are trying
to concentrate and always ensure you respect their
personal space.

Never complain about your own bad luck or your
opponent’s good luck.

Always be humble in victory and graceful in defeat.
Never fix the outcome of a game for any reason.




RECOMMENDED
TOURNAMENT STYLE

experience and that has
It covers all manner of things su
might expect!), roles and responsi
and more.

ere, we present you with our recommended tournament
H style: one that we believe will give all players the best
been extensively playtested.
ch as tournament rules (as you
bilities, scoring, Tiebreakers

ROLES AND
RESPONSIBILITIES

epending on how formal you
D wish your event to be, itis

often a good idea to make
sure everyone involved in the event
is aware of what their role is and
the responsibilities that go alongside
it. This is important to ensure that
everyone knows who to go to if there
is an issue; to make sure everything
runs smoothly; and, above all, that
everyone has a good time playing
some Blood Bowl!

EVENT ORGANISER

Every event will need an Event
Organiser, who will be responsible
for running all aspects of the
tournament. It will be their job to
think about such things as gaming
space and equipment for the
coaches; appointing any Referees
and Spare Players that will be
required; and generally being
accessible on the day to ensure that
everything goes according to plan -
Nuffle permitting, of course!

The Event Organiser is essentially
in charge for the course of the event,
and all participants must accept that
the Event Organiser has the authority

to expel or disqualify anyone found
breaking the rules of the event or
the Cardinal Rules of the Code of
Conduct - although this should,
hopefully, never have to happen.

It's also the Event Organiser's job to  faf

check everyone's team rosters and

to ensure that all miniatures adhere

to the rules for the event. The Ei
Organiser can also be the Refe ge.
and/or Scorekeeper if they wish;
though in larger events, it ma
best to share these responsibi
around. We recommend that
Event Organiser does not pz
in the actual tournament so
are always on hand to sort

REFEREE
Much like an actual game of B
Bowl, every event needs
~ though unlike in Blood
they should be listened to
never bribed! In smaller eve
Event Organiser may also take or
the role of a Referee. At the start 0!
any event, it is important to point
out any Referees to the coaches so
they know who to contact if they

have a query. It is the Referee’s job
to observe the games as they are

played; enforce the rules; answer
any queries the coaches may have.
and settle any disputes between '
coaches in a calm and collected
manner. The Referee should have 2
good knowledge of the rules and easy

1cerned and

to have a
this situation,
have a Head
charge of

he day. We
ree does not
SORGEIRGE

a Scorekeeper
[en the Event
ar events. It is the
ieper to collect the
| round, from each
k the players. They
pnsible for organising
ach round, including

randomly p bpponents in the
first round o tournament. Again,
we recommend that the Scorekeeper

does not participate so that they
can collect every result as quickly
as possible.



SPARE PLAYER
It's a common occurrence that a
tournament will have an odd number
of coaches, which would mean that
one coach would be without an
opponent in each round. While this
person could be given a Bye (covered
on page 9), it is much more satisfying
~ for everyone involved if they have
“a game to play — after all, that is
they are at the event in the first
Because of this, we always
nd having a Spare Player at
. This should be someone
‘how to play the game to
idard and will provide their
L with a fun, enthusiastic
are not sitting around
e round to finish.

r should not be
1 the event, cannot win
and should play each
ropriate manner.
that the Spare
ne different from
aniser, Referee and
they can focus on
ng an awesome game of
~ with the coach they are
dired against!

'COACH

“Each coach is responsible for
bringing their own miniatures, dice,
rulebooks, tokens, pitch and dugouts
(unless the event states they will
provide them), and for accepting

all of the tournament's rules as
depicted in the specific rulespack.
Depending on how serious you want
your event to be, you may wish to let
the coaches know in advance that
they are expected to have a decent
working knowledge of the game

TOURNAMENT
RULES

Il games at a Blood Bow! tournament will use the Blood Bow/
Rulebook, any current supplements or Spike! Journals, and
the most recent versions of the FAQ, Errata and Tier List

A

which can be found at warhammer-community.com. All coaches are
expected to abide by the following rules:

RULESPACK

The Event Organiser should provide a rulespack for the event, which will have
all the essential information for the event in it such as the venue, what time
the event starts, round timings, details about lunch (something that is very
important to Halfling coaches!) and any other important information about
the day.

It should also include the full details of what coaches can expect from the
tournament itself, such as: the budget of gold pieces coaches have to spend
on their team roster; which publications are in use for the event; what
Tiebreakers are being used; and if there are any additional rules being used
throughout the tournament.

MINIATURES

Coaches are expected to only use official Citadel and Forge World miniatures
at the event and all models must be fully built, based and painted. Coaches
must use appropriate miniatures for their team. Conversions are permitted
at the discretion of the Event Organiser, so long as they only include parts
from official Citadel and Forge World miniatures and clearly represent what
they are meant to be. You may wish to ask for any coaches wishing to use
conversions to submit them to the Event Organiser before the event so they
can check if they are happy with them

CONDUCT

As mentioned earlier, Blood Bowl is first and foremost a game and one that
should be played in a friendly spirit; Nuffle wants to see good sportsmanship
from the coaches, even if the players on the pitch are stomping the snot out
of each other! This is especially true for tournament games, where all coaches
are expected to follow the Code of Conduct at all times and treat other players,
and those running the event, with respect, including during any rules disputes
or times when the dice don't go their way.




GAMES . :
ecommend setting a time

For tournament games, We I ‘
[imit of 2 hours and 30 minutes. This should provide
plenty of time to finish the game and coaches are

expected to play at a decent pace to ensuré the game
reaches its natural conclusion. At the end of each game,
coaches will need to record the result. This includes:
who won, lost or drew; the number of Bonus Points
earned; the number of touchdowns each team scored;
and the number of casualties inflicted by each team. If
the coaches do not finish the game before the time runs
out, then play continues until the end of the current turn
at which point the score at that point will become the

final result.

For tournaments, coaches will earn a number of
Tournament Points depending on how they did in their
games. Coaches will earn 2 Tournament Points for a win,
1 Tournament Point for a draw, and O Tournament Points

for a loss.

It is important that both coaches provide all of the
information, including the final score and number of
casualties inflicted by each team, as it is all used for the
Tiebreakers to determine where each coach stands in

the rankings.

RANKING

Coaches are ranked according to the number of
Tournament Points they have: the more Tournament
Points a coach has, the higher they are in the rankings.

Where coaches are tied on the number of Tournament
Points, there are a number of Tiebreakers to be used to
determine who is placed higher in the rankings.

The first Tiebreaker is the number of Bonus Points a
coach has earned. Bonus Points are earned in each game

for meeting the following criteria:

e Scoring 3 or more touchdowns — 1 Bonus Point

e Conceding 0 touchdowns — 1 Bonus Point

« Inflicting 3 or more Casualties (counting only those
that would normally award Star Player Points) —
1 Bonus Point

It is important that a coach records the number of

Bonus Points they earm in each game, on their result
sheet, so that the correct Tiebreakers can be input.

For example: Jay peats Rob 3-1 and inflicts 2 casualties
while Rob inflicts 4. Jay would score 2 Tournament
Points for winning the game, while Rob would score 0.
Jay would earn 1 Bonus Point as he scored 3 or more
touchdowns, while Rob would also earn 1 Bonus Point
for inflicting 3 or more casualties onto Jay's team.

hes are still tied, the second Tiebreaker is a
down Difference, which is equal to the

hdowns they have scored across all of
chdowns they have

If coac
coaches Touch

number of touc
their games minus the number of tou

conceded across all of their games.

hree games with the scores
eaning he has a Touchdown
also won three games with
eaning he has a

For example, Jay has won t
being 2-0, 3-1 and 3-0, m
Difference of +7. Dan has
the scores being 1-0, 2-1 and 3-2, n
Touchdown Difference of +3

yreaker is the
scored across
-ored the most

If coaches are still tied, the thi
total number of touchdowns 2
all their games, with the co
being higher in the ranking

If coaches are still tied, eaker is the
total number of casualtie icted across all
ted the most

their games, with the c
being higher in the rank

ed at the Event

|d be anything from

t players Sent-off (not
. Secret Weapon trait), or
anything else the Event U niser wishes; however, they
should make it clear to all coaches which Tiebreakers will
be used for the event in the rulespack and in what order,
so that coaches know what information they will need to

record on their results sheet.

Further Tiebreakers
Organiser's discretion
Favourite Opponent sco
counting those Sent-ofl

.




PAIRINGS

vent Organisers are free to use any
pairing system they wish, though we
would recommend using the system

detailed in this guide when running your
own tournaments.

ROUND

For the first round, coaches are paired together randomly,

using player numbers generated upon registration. This

could be done using a random number generator, drawing

names out of a hat, or any other method so long as it is

random. If there is an odd number of coaches then one

coach will be randomly paired with the Spare Player or
en a Bye

PLAYER

ich is paired against the Spare Player, then they
y the game as normal and record the result in the
1y as they would for any other game in the event.
rking out the rankings for pairings later on,
Player is not counted and instead will always
yach who is at the bottom of the rankings
round. If a coach who has already played the
er is drawn against them again, then the next
yach who has not already played against the
layer will play them instead. We would always
mend that a tournament has a Spare Player, as it is
nore fun for your attendees than having a Bye.

BYE

Sometimes you may be unable to find a suitable Spare
Player for your event. In this case, the coach that would
normally be paired with the Spare Player (as described
above) will instead receive a Bye. A Bye counts as
winning the game 2-0, with neither side inflicting any
casualties upon the other. This will award 2 Tournament
Points and 1 Bonus Point for the purpose of Tiebreakers.

CONCEDING

Sometimes games just don't go your way. Your players
are beaten up, your apothecary is working overtime trying
to patch everyone up and the crowd is beginning to turn
against you; yet still you carry on, determined to scrape
something out of the match! Even if your team is losing,
it is good sportsmanship to continue to play to the very
end of the game. Real-world sports teams don't quit the
pitch when the going gets tough, and neither should
Blood Bow! teams!

Should a player concede a game, their opponent
will automatically receive a 3-0 win (unless the score
at the time of conceding was better) and will receive
the maximum number of Bonus Points available
Additionally, the player who conceded will receive no
Bonus Points whatsoever and will also suffer a penalty of
-1 Tournament Point.

SUBSEQUENT ROUNDS

For subsequent rounds, coaches are paired as follows.

The coach who is highest in the rankings will play the
coach who is second In the rankings, the coach in third
will play the coach in fourth, the coach In fifth will play
the coach in sixth and so on until all coaches are paired
up. If a coach is supposed to play an opponent they have
already played, then the lowest ranked of the two will
swap places with the highest ranked player of the pairing
below them.

Jay
Gavin
Keith
Xavier
Nicolas
Dan
Louise
Rob

"

o N A WN -

For example: Here, we can see the draw for the next
round of an event. Nicolas and Dan have already played
each other in a previous round and so cannot play again
as this is not the final round. As Dan is currently the
lower ranked of the two players, he will swap with the
highest ranked player from the pairing below — in this
case, Louise.

This system is used for all rounds after the first,
including the final round with one small adjustment.
In the final round, if explicitly stated in the rulespack,
then the coaches in first and second will not swap
opponents if they draw each other again; the two are
clearly equally matched and will face off one last time!




2Oz para [LIe 80
‘Aluo asn _mcovcon 10} >nou20.._n_ 2 :a_mn_E..oa

:SINIOd 3NOVI

'SNN .n- ] D
Bl V101

. _

B —

’ f * _ , , 4 4 m m_ -FJ
_,. | | _ _ ; __
Pt _ r_.:

]
‘ _ e
| | | | _._;_q %

ANVAINZYHND ML IN ONW  ddS 334 ONI) = ~ STINS AV Vd 9V IS VN ol 3 IWUN
R L e KT I

-

IS .E_En 2<E

WAL, WANVA A0 LnVd LD =

.:_Som moo._m

|
-

A




T —_—

Z2Z0Z paywin doysyiop sawer) Jyduidor @
‘Ajuo asn |euosiad Joj Adoaojoyd o) uoIss|LLIa

‘Q3AIFIIY ILINANI a3g 1300 ON 3NV
SAUWVASYD  SIILWNSYD  SNMOGHINOL  SNMOOH 0dd0 ¥3IAVd




WRITING
YOUR ROSTER

need for a Blood Bowl tournament (apart

from your actual team!) is your team
roster. Here we present our recommendations
for drafting your team for a Blood Bowl event.
Event Organisers may decide to alter these
slightly for their own tournaments and if they do
so, it should be clearly listed in the rulespack

for that event.

P erhaps the most important thing you will

DRAFTING YOUR TEAM INDUCEMENTS

The first thing you will need to know is the Team Draft In the rulespack for the event, it should list which

Budget in gold pieces that you have to build your team. publications are in use for the event. All Inducements
from the listed publications are allowed for the event, and

This should be clearly listed in the rulespack for the event
so that everyone knows exactly how much they have to
spend! For example, a rulespack may state ‘Team Draft
Budget: 1,200,000 gold pieces’, in which case coaches
can spend up to 1,200,000 gold pieces when drafting
their team.

When drafting your team, follow the rules listed on
pages 30-35 of the Blood Bowl! Rulebook, with the

following exceptions:

« Coaches will have whatever Team Draft Budget
is outlined to them in the rulespack rather than
1,000,000 gold pieces.

« Coaches may spend their gold pieces on any
Inducements allowed at the event (see opposite).

« Coaches may spend their gold pieces on additional
Dedicated Fans, up to a maximum of 6, at the cost of
10,000 gold pieces per Dedicated Fan purchased.

« Any gold pieces not spent will be lost, and you will
not be able to choose any additional Inducements
to make up any difference between your Team Value
and that of your opponent. With that in mind, it is
always beneficial to spend that last little bit of gold
on the likes of Dedicated Fans, Assistant Coaches
or Cheerleaders!

Coaches are expected to record all the details of their
team on their Team Draft list for the event and have
multiple copies readily available for their opponents, and
the Referees, during the course of the event.

unless specifically stated otherwise must be purchased
from their Team Draft Budget and 1anently added
to your Team Draft list for the dural e event.

1 must include
Star Players.

Star Players may be induce
a minimum of 11 players befo

Star Players will also cost a n Points, which
are outlined fully on page 14

If both coaches have in star Player or
member of (In)Famous Cc coaches will
still get to use them during ie game and

ut. Assume that the
as an imposter or a

duplicates do not cancel ¢
one appearing on the los
long-lost cousin!

Additionally, some Event Organisers may wish to add
their own unigue Inducements to the event. If this is the
case, this should be listed clearly in the rulespack and
include what the Inducement does and how many gold

pieces it costs to induce

DID YOU KNOW?

The winners of the Full Beard Cup used to be invited
to an all-night tavern party with as much Bugman's
JOOO0(X as they could drink; that was until the
Norsca Rampagers won in 2498 and nearly burned
the tavern down when they ran out of ale!




SKILL POINTS

fter you have drafted your team you are
A able to give them some additional Skills

for the duration of the event. Coaches
will receive a number of Skill Points they can
spend depending on the Tier of the team they

are playing, as listed below.

TIER OF TEAM NUMBER OF SKILL POINTS
Tierl 6
Tier 2 8
Tier 3 10

The tiers of the teams are constantly being assessed to

provide the most up-to-date and accurate distribution of

teams in each tier. You can find the most recent Tier List

to use for an event in the Blood Bow! FAQ and Errata on
mmer-community.com.

ill Points can be spent to purchase Primary Skills,
ry Skills and Star Players,

PURCHASING SKILLS

Purchasing a Primary Skill for a player will cost 1
Skill Point. There is no limit to the number of Primary
Skills a team can purchase, so long as they have Skill
Points remaining.

Purchasing a Secondary Skill for a player will cost
2 Skill Points. Teams are limited to the number of
Secondary Skills they can purchase depending on their
Tier. A Tier 1 team can have a maximum of 1 Secondary
Skill on the team, a Tier 2 team can have a maximum of
2 Secondary Skills on the team, and a Tier 3 team can
have a maximum of 3 Secondary Skills on the team.

Each player can only be given a single additional
Skill, though there is no limit to the number of times
a particular Skill can be chosen — so long as no player
is given more than one Skill and you have Skill Points
remaining, of course. Additionally, Star Players cannot be
given additional Skills under any circumstances.

It's important to note that, unlike in a league, Skills
purchased for Matched Play do not add to a player's
value and as a result their Team Value will not increase.




—

STAR PLAYERS
pent if a team wishes to induce

Skill Points must also be s
am. If a team wishes to take

a Star Player they must pay the cost in gold pieces as
described earlier, and also spend 2 of their Skill Points
to have them on their team. Tier 1 teams may have a
maximum of 1 Star Player on their team, while Tier 2 or
Tier 3 teams can have a maximum of 2 Star Players on

their team.

a Star Player onto their te

Some Star Players have such an impact on the game
that they are classed as Mega-stars. Mega-stars cost 4
Skill Points rather than the usual 2 Skill Points. Mega-
stars like to be the star of the show, and don't like to have
to share the limelight with anyone else who is considered
to be their equal. A team may only ever have a single
Mega-star on their Team Draft roster.

Which Star Players are classed as Mega-stars is
something that is constantly being assessed to provide
the most up-to-date and accurate representation of
their impact on the game. You can find the most recent
list of Mega-stars in the Blood Bow! FAQ and Errata on
warhammer-community.com.

PRIMARY SKILL

(1 SKILL POINT)

Tier 1 No limit

(6 Skills Points)
Tier 2

(8 Skill Points)
Tier 3

(10 Skill Points)

No Limit

No limit

SECONDARY SKILL
(2 SKILL POINTS)
Maximum 1

Below is @ table summarising the breakdown of what
Skills Points can be spent on, and some examples of how

different teams may spend them.

Note: Teams may still only ever have a maximum of 2
Star Players, including Mega-stars.

Skill Points Example: Jay Is taking a Wood EIf team

to a tournament. As this is a Tier 1 team, Jay has 6
Skill Points to spend. He decides to give one of his
Wardancers Strip Ball as a Primary Skill for 1 Skill
Point, and another Wardancer Sidestep as a Primary
Skill for 1 Skill Point. He then gives his Loren Forest
Treeman Grab for 1 Skill Point, and one of his Wood EIf
Linemen Wrestle for 1 Skill Point. Jay then spends his
jast two Skill Points to have Akhorne the Squirrel as a

Star Player.

DID YOU KNOW?

No Halfling team has ever won the Chaos Cup;
though three have been sacrificed by winning teams
as a thank you to the Dark Gods!

STAR PLAYER

Maximum 2

Maximum 3




MATCHED PLAY

PRAYERS TO NUFFLE TABLE
D8 RESULT

PRAYERS TO

NUFFLE

is used during the pre-game sequence to

help balance out the value of each team.
Naturally, this is not the case in a Matched Play
setting as teams are drafted using the same
Team Draft Budget, and so there won't be a
need to balance them afterwards. Many of the
results on the standard Prayers to Nuffle table

l n a league game, the Prayers to Nuffle table

mind, if the Cheering Fans result
the Kick-off event table, then
10uld use this alternate Prayers to
ble for their Matched Play games.
5o be found on page 103 of the

Treacherous Trapdoor: Until the end of this
half, every time any player enters a Trapdoor
square, rolla D6. On aroll of a 1, the trapdoor
falls open. The player is Immediately removed
from play. Treat them exactly as |f they had been
pushed into the crowd.

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 avallable to play during this drive
and that does 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. Until 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 drlve
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.

Blessed Statue of Nuffle: 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 game, that player
gains the Pro skill.







POST-MATCH

fter you have completed your game of
Blood Bowl and handed in your results
slip, there are a few differences between

a Matched Play game and a match in the
middle of a league. The Post-Match Sequence
on page 69 of the Blood Bow!/ Rulebook is not
used in tournament games and here we will
explain all the differences between how the
post-game sequence works in a tournament
compared to a league.

DEDICATED FANS

After a Matched Play game, the winning team increases
their Dedicated Fans by 1.

STAR PLAYER POINTS

[n a tournament, players do not earn Star Player Points
during the course of the event and as a result, there is
no need to record the number of Star Player Points each
player has accumulated.

However, we would still recommend recording the
number of touchdowns and casualties each of your
players makes as many tournaments will have awards
for things such as ‘Most Touchdowns by a Single Player’
or ‘Most Violent Player. It's also nice to be able to keep
track of each of your player's exploits, for bragging rights
if nothing else!

INJURIES

The players on your team are utterly psyched up for

the tournament and will let nothing short of death stop
them — and even then, that is often not enough! At the
end of a game, all players are pulled back from the
brink of demise by all manner of strange ways; be that a
liberal helping of under-the-counter Goblin mushrooms,
daemonic pacts, necromancy, pure pig-headedness,

a healthy dose of Bugman's XXXXXX — you name it,

at least one team has tried it!

This means that, at the end of each round, your team
will make a full recovery in time for the next game. This
ensures that if a team gets horribly mangled in their first
game, they are not left unable to compete for the rest of
the event and it allows coaches to get some good games
in without panicking about having to replace players, or
worrying that their favourite player is going to get their
head smashed in — beyond the normal boundaries of a
Blood Bow!l match, of course!

ACQUIRING ADDITIONAL PLAYERS

If a team acquires additional players during the course of
a game, such as those earned by the Plague Ridden trait
or the Masters of Undeath special rule, those additional
players will only be available until the end of the game in
which they were earned, and will not be added to your
Team Draft list at the end of the game.
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AWARDS

f course, besides meeting up with
friends, the main reason most coaches
t their mettle

attend tournaments is to tes

manner of other coaches and to
victory — though what counts as
different for different coaches!

against all
try to secure
‘victory’ is often

idea to have a selection of awards
for over the course of
ed to be

Itis a good
for coaches to compete
the event, though not all of them ne

simply for just winning games.

We would always recommend having the following
awards at an event:

« FIRST PLACE: For the coach who finishes first in
the rankings.

e SECOND PLACE: For the coach who finishes second in
the rankings.

s THIRD PLACE: For the coach who finishes third in
the rankings.

e MOST SPORTING COACH: For the coach who receives
the highest number of Favourite Opponent votes. We
consider this to be the most important award of all.

o BEST PAINTED TEAM: For the coach who is
determined to have the best painted team. This could
be voted on by the other coaches, or chosen by the
Event Organiser.

= ;’?:DEN:POON: For the coach who finishes bottom

e rankin i
i gs and has the honour of propping up

- 1S
g 5
J —

Blood Bow! isa
and all manner of won

arise. As a result, it is 0
|ess serious’ awards on 0
_ though, in our experien
coaches really care about
these awards you could use if

n unpredictable game at the best of times
derfully weird situations regularly
ften good to have a number of
ffer for coaches to compete for
ce, these are the ones that most
| Below are some examples of
you wish:

CRIFF OBERWALD’S GOLDEN GLOVES: For the

team that scores the most touchdowns across

the entire event.
MIGHTY ZUG’S WALL O’ STEEL: For the team that

conceded the fewest number of touchdowns across

the entire event.

MAX SPLEENRIPPER’S CARNAGE CUP: For the team
that inflicts the most casualties as a result of Blitzing,
Blocking, or pushing opposition players into the crowd

across the entire event.

MATRON MCGEARY’S MOST PATCHED-UP: For the
team that has had the most casualties inflicted upon
them as a result of Blitzing, Blocking, or having their
players pushed into the crowd aci the entire event.
DIRTY DAN’S FILTHIEST GIT: | team that has
the most players Sent-off as of committing a
Foul action (do not count th by the Secret
Weapon trait).

THE STUNTY CUP: For the c laces highest

in the rankings with a Tie

DID YOU KNOW?

{Ilthaugh the Spike! Maga: ed to be held
in t{'ze beach resort of Mag ar, following
an incident in 2474 invol runners-up, the
Gouged Eye, and an extor ncrease in the price
of pool-side cocktails, the ament has since
moved around the known world with cities bidding

each year to host the prestigious prize!







ot all Blood Bowl events have to be the
istandard’ style of event; in fact, some
of the most popular tournaments are
run very differently and have their own unique
twists. Here, wé present a small selection of
different formats that Event Organisers can use
if they wish, or usé as inspiration to create their

own formats.

STUNTY TOURNAMENT

opular teams in Blood Bowl are those
ams'; those teams made up primarily
of the little guys in Blood Bowl that have the Stunty trait.
As a result, some events enjoy nothing more than pitting
these teams against each other to see who will come
out on top — after all, Stunty Teams very rarely win a

standard event!

Perhaps the most p
known as ‘Stunty Te

A Stunty Tournament follows all of the same rules
for a standard event as described earlier in this guide,
with one exception — Coaches may only take one of the

Stunty Teams.

A Stunty Team is any team that can be made up entirely
of players with the Stunty trait or Big Guys, which is

the colloguial term for the larger players of the game!
This may result in teams that you wouldn't expect being
allowed to participate in 2 Stunty Tournament, providing
they follow these rules. The following teams are eligible
for a Stunty Tournament:

« Black Orcs (providing they include only Goblin Bruiser
Linemen and Trained Trolls)

* (Goblins

» Halflings

* Lizardmen (providing they i

- g they include no Saurus Blockers)

s Snotling

s Underworld Denizens (providing they only include
Underworld Goblin Linemen, Underworld Snotli
Underworid Trolls and Mutant Rat Ogres) =

Wh
ile these are currently the only eligible teams for a

Stunty Tournament, ther
! , there may be ¢ :
category in the future, Y Do ofers Sint. 8 ke thie

nts are typically a more relaxed
style of event, a3 each coach is taking a team primarily
for fun and to be as wacky as possible! As a result, it is
often worthwhile to have more of the ‘sillier’ awards on
hand for coaches to compete for. Additionally, there is no
need to award the Stunty Cup, as every team is a Stunty

Team anyway'

Stunty Tourname

TEAM EVENTS

some events allow coaches to band together in a team
and compete together for collective glory; these events
are called Team Events, which are ideal for getting a few
coaches together from your local club or gaming group
to test your mettle against other clubs for glory and

bragging rights!

FORMING A TEAM
In the rulespack for a Team Event, it will specify the

number of coaches that must be on each team and this
can range from as few as three, to as many as eight

in some cases! When forming a teamn for the event, no
coach may take the same team as another coach on their
Skaven team for

team — only one coach could ta
example. Additionally, each St
once across the entire team. S
‘' Thorg on their roster, no (
take Morg ‘n’ Thorg.

can only be taken
rlayer has Morg
heir team can

iominated as

he Team Captain
> coaches are
act between the

One coach in the team
Team Captain. It is the re
to organise the rest of th
paired correctly, and be 2

Event Organiser and the team.

TEAM EVENT RANKING SCORING

In a Team Event, earning rnament Points and Bonus
Points, or determining tiebreakers, works exactly the

same as described on page 8. However, there are

two §et5 of rankings used in a Team Event: individual
rankmg and team rankings. The individual rankings take
nqto account the Tournament Points, Bonus Points and
Tnebreakers scored by each individual coach, just like

in _a standard event. The individual rankings are used to
pair coaches up when two teams are paired against each
pther (see opposite), but otherwise don't have any other
impact on the event — aside from bragging rights between
coaches on the same team, of course!

m;h:stza;nhr?nkmgs take into account the result of the
team won m ole; whether they won, lost or drew. If a
that team Mﬁre ] than the opposing team, then
Points. If 2 m:ln the round and receive 2 Tournament
opposing tea won the same number of games as the
g team, then the teams will draw and each team




will receive 1 Tournament Point. If a team loses more
games than the opposing team, then that team will lose
the round and receive O Tournament Points.

The team rankings are used to determine which teams

are where in the rankings and a team's overall success,
with the team that finishes top of the rankings winning

the event. It's important to remember that winning games

doesn’t just benefit you, but also all the members of your
team as well!

Example: Jay, Dan, Rob and Xavier are on the same
team. In round 1, Jay and Dan both win their games,
Xavier draws his game, and Rob loses his. As a result,
their team will receive 2 Tournament Points as they won
two games compared to the opposing team's one.

TEAM EVENT TIEBREAKERS

Inat ent, the Tiebreakers work slightly differently.
The sker will be the number of individual
gam .am has won across the event, and the
Sel r will be the number of individual games
a )ss the event.

A. B and C all won their first round of
are all tied on 2 Tournament Points
1 three games and lost one; Team B
drew one game, and lost one game;
n two games and drew two games. As a
\ would be highest in the rankings as they
ames, while Team C would be ranked higher
Team B as although they have the same number of
games won, Team C has more draws than Team B.

The remaining Tiebreakers will work exactly as
outlined on page 8, with the exception that they are
cumulative for all members of the same team; SO the
second Tiebreaker would be the total number of Bonus
Points scored by all members of the team, for example.

Example: Jay, Dan, Rob and Xavier are on the same
team. In round 1, Jay wins his game 3-0 causing 1
casualty and scores 2 Bonus Points; Dan wins his game
2-1 causing 3 casualties and scores 1 Bonus Point;
Xavier draws his game 1-1 causing 4 casualties and
scores | Bonus Point; and Rob loses his game 1-0
causing O casualties and scores 0 Bonus Points. The
tearn scores 2 Tournament Points for winning more
games than their opponents. The team will also have a
total of 4 Bonus Points, a Touchdown Difference of +3,
a total of 6 touchdowns, and a total of 8 casualties for
the purposes of further Tiebreakers.

TEAM EVENT PAIRINGS

When two teams are paired against each other, it means
that each coach will play a coach from the 0Opposing
team. In round 1, teams will be randomly paired against
ea;lw other as normal and coaches will be randomly
paired against a coach from the opposing team.

In subsequent rounds, teams will be paired against
each other by the rankings in the same way as described
for a standard event on page 9. Additionally, in
subsequent rounds, deciding which coach will play which
opposing coach works slightly differently. Coaches will
be paired against each other depending on the individual
ranking of the players in each team, with the highest
ranked player on each team playing each other, the
second highest ranked player on each team playing each
other, and so on.

Example: Team A, consisting of Dan, Jay, Rob and Xavier
are drawn against Team B, consisting of Gavin, Keith,
Louise and Nicolas. In Team A, the individual rankings
are as follows:

Jay — 6 Tournament Points, 3 Bonus Points
Dan - 4 Tournament Points, 2 Bonus Points
Xavier — 3 Tournament Points, 2 Bonus Points
Rob — 0 Tournament Points, O Bonus Points

While in Team B, the individual rankings are as follows:

Nicolas — 6 Tournament Points, 3 Bonus Points
Keith — 6 Tournament Points, 1 Bonus Point
Gavin — 2 Tournament Points, 2 Bonus Points
Louise — 1 Tournament Point, 2 Bonus Points

As a result, Jay would play Nicolas as they are the
highest ranked coach in each team. Dan would then
play Keith, Xavier would play Gavin, and Rob would then

play Louise.



GROUP &
ENOCKOUT
EVENTS

nother alternative format Event
A Organisers may wish to look at is one

that combines a group stage with a
knockout stage, much like many real world
sports competitions! These events work best
over two days, often with the group stage on
day one and the knockout stage on day two.
This style of event can also be used together
with the likes of Team Events or even Stunty
Tournaments if you wish.

GROUP STAGE

In these events, teams should be divided int
four, then the first three games of the event :

as a round robin format with each team play;re Played
other team in their group once. Following thezg each

a selection of teams will qualify for the kﬂockoe tgames,
the exact number of teams that qualify for thel: round,
round should be decided by the Event Organiser“OCkout
clearly outlined in the rulespack for the event Wand
recommend having 8 or 16 teams qualify (de'penedwould
on the size of your event) so that after a set nump Ing
games there is only a single team left undefeatedler of

g'OUpS of

KNOCKOUT STAGE

The teams that qualify for the second round will then

a knockout style tournament, where the winning tearnDlay
will advance through the event and the losing team wil|
be eliminated — though these teams should still continye
to play the other teams eliminated during this round to
determine their final overall standing! For example, if
eight teams qualify for the ki t round, then after

the first game in this stage | be the four winning
teams playing for places I the four losing teams
playing for places 5 to 8.

1s draw with each
as explained on

In this knockout form
other, then they should |
page 67 of the Blood B

a knockout stage
y for each team. We
f this in this guide that
/n events.

It can also be a gox
wallchart showing the
have provided a blank
you can photocopy for

BEST OF THE RES
Those teams that do not qualify for the knockout stage
will form a separate event played alongside the knockout
stage to determine the Best of the Rest. This takes the
same format as a normal event, and should run for the
same number of games as the knockout stage so that
everyone at the event has the same number of games

to play. It is also a good way to give those coaches that
didn't qualify a chance to compete for their own prizes
and keep them engaged in the event.

DID YOU KNOW?

The Sewer Pipe Scoundrels made the finals of the
second Forge Bowl in 2499 after their semi-final
opponents, the Karak Wanderers, refused to play
the match. The Dwarfs claimed that it wouldn't be
fair on the Skaven if they played, though every other
team reasoned that the Dwarfs simply didn't want 10
be embarrassed on their own pitch when the rats rah

rings around them!

L SRR
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weekends,
only rules tha

many Event Organisers |ike to incorpo
own additional rules into their events to add

that extra flavour or flair to the event to make
it unique.

These additional rules can take many forms

and, over the next few pages, Wé have provided
a selection of opti es that Event

Organisers can use if they wish,

inspiration for creating their own.

used at the discretion of the Event Organiser,
who may decide to useé one, or more, of these

at their event. When an event does make use of

additional rules, it should be clearly listed in the
rulespack so that all coaches know what rules

they will be using.

" ,/’.
A & -

g—
- e A0 4

INJURIES
ents state that each coach’s team will

while most ev
make @ full recovery after each game, and that there is
Casualty roll when a player suffers a

no need t0 make a
Casualty! result, this is not always the case. Some event
may decide not 0 have teams make a full recovery and -

instead suffer injuries in the same way as if the games
were part of a league.

If this is the case, then whenever a player suffers a
Casualty! result on the Injury table they will need to roll
on the Casualty table and apply the result. This may

in players missing the next game of the event

result
g injury, or even being killed outright!

picking up @ lastin

If an event decides to use injuries then it is important
that some teams are likely to get quite beaten up
e event. With this in mind, it is also
uses injuries, then teams
Team Value (CTV)

th the lowest CTV

1| to the difference

to note
over the course of th
ended that if an event

recomm
heir Current

should also calculate t
before each game, with the team
number of gold piece:

gaining @

between their CTV and that sing team.

These additional gold pieces .nt on additional

Inducements that will last 1c on of the game.
e lost.

Any gold pieces not spent



PLAYER ADVANCEMENT

Most Blood Bow! tournaments will allow coa
Skill Points to provide additional Skills to the
players will not gain Star Player Points (SPP)
course of their games. However, if the Event
wishes, they may decide to allow players to
throughout the course of the tournament,

ches to yse
ir players as
during the
Organiser
progress

If this is the case, players will gain SPP, as described
on page 70 of the Blood Bow/ Rulebook, and may spend
them to gain new Skills as described on Page 71 of the
Blood Bow! Rulebook. Event Organisers may also decide
to award additional SPP for other in-game instances if
they wish; if this is the case then this will need to be
clearly outlined in the rulespack,

If an event uses player advancement,

it is important
to note that

when players gain new Skills, their Current

Value (CV) will increase, as will the team's overall CTV,
With tl l, Itis also recommended that if an event
uses ir en teams should also calculate their CTv
befor: ', With the team with the lowest CTV
gain ' gold pieces equal to the difference
bety and that of the Opposing team.

The old pieces can be spent on additional
Ind will last for the duration of the game.
An

L spent in this way are |ost,

[ U KNOW?

Tl nal of the 2503 Blood Bowl saw two of the
very best players meet in the prestigious final for
the very first time, Griff Oberwald, playing a one
tournament deal for the Altdorf All-
off against Count Luthor von Drake
Drakfang Thirsters in 3 match that was more about
the two stars than the rest of their team-mates!
Following a vicioys headbutt to Griff that caused
him to be sidelined, Luthor was able to saunter into

the End Zone jn each half for a 2-0 win — looking
fabulous as he did so!

Stars, squared
nborg and the

CUSTOM INDUCEMENTS

An Event Organiser ma
Custom |nducementst
Will often e themed t

y decide to Create their own
0 be used at their event. These
0 the background of the event in

Any custom Inducemen
the rulespack and should

When Creating
to make sure that
on the game itself.
to the team that ha
subtle impact on th
effects that become

your own !nducemems, it is important
they don't have too much of an impact
They should provide a small bonus

S purchased them that can have a

€ game, rather than being all-powerful
the central focyus of the match.

Here are Some examples of custom Inducements,
which Event Organisers can yse if they wish:

0-1 DWARVEN SMITH

100,000 GOLD PIECES, AVAILABLE To ANY TEAM

A Blood Bowl tournament is the ideal place for the local
smiths to showcase their talents and sell their wares;
many coaches are quick to purchase some extra Dwarven
steel to protect their more vulnerable players or provide

their heavy hitters with that extra ‘edge’ they need in a
mid-match punch-up!

Before the game begins, a team th

at has hired a Dwarven
Smith must rol| a D6.

On a 1-3, the Dwarven Smith has provided the team
with some additional armour plating. Choose D3 players

on your team to improve their AV by 1 (to a maximum of
11+) until the end of the game.

On a 4-6, the Dwarven Smith has provided the team with
a selection of ornate knuckle-dusters, steel-capped boots,
and other items designed to inflict pain on the opposition.
Choose D3 players on your team to gain the Mighty Blow
(+1) skill until the end of the game.




0-1 FESTIVE GIFTS BOOBY TRAPPED END ZONE
W 50,000 GOLD PIECES, AVAILABLE T0 ANY TEAM
Victory in a game of Blood Bowl is determined by the

50,000 GOoLD o ; e
The festive period s 2 time for gIVINg an many
engage In this tradition by secretly giving gifts to @ number of tou!:hdowns. a team scores, at least in the
random one of their team-mates — though, some team- eyes of the officials! It isn't unheard of for a particulari
n others! conniving coach to purchase some form of booby trapy
s

getting petter gifts tha ‘
to hide in their own End Zone in an attempt to provid

an explosive surprise for any opposition player that 10§k
s

like scoring!

mates definitely end up
y select oneé player
given their festive gift
t! Roll a D6

Before the game begins, random!

on your team. That player has been
and ripped it open with unbridled excitemen

For the duration of the game, whenever an oppositi

on

to determine the effect of the gift.
player with the ball moves into a square in your End
M Zone, they must roll a D6. On a 2+ nothing happEnS
| More SOCRS..-: The player gains the Animosity and the touchdown is scored. On a 1, a booby trap has
they are annoyed gone off and the opposition player is Knocked Down

(all team-mates) trait as
that their team-mates got them such a totally No touchdown is scored.

rubbish gift!

2 Tasty Treat: Until the end of the game, the
player may attempt to Rush one moreé time than
they usually could as they are fuelled by the
delicious delicacy.

3 Protection Spell: The first time in this game

that the player suffers a KO'd or Casualty result
on the Injury table, they do not suffer the effects
and are instead placed in the Reserves DOX.
4 Bugman's OOOXXX: Until the end of the game,
the player may add 1 to the roll when rolling to
see if they recover from being Knocked-out.
Spiked Gloves: The player gains the Mighty
Blow (+1) skill until the end of the game.
6 Lucky Trinket: The player gains the Pro skill
until the end of the game.

wn




FAMOUS MOOT BUFFET
50,000 GOLD PIECES, AVAILABLE TO ANY TEAM

Whenever a Blood Bowl! tournament comes to the Moot, fans can be assured of ’
’

three things: an abundance of Halfling teams getting the stuffing kicked out of
them in the early rounds, referees that care more about the halftime snacks
than enforcing the rules and, most importantly, the legendary Mootland
pbuffets. Many coaches have been known to pay a budding Halfling baker to
provide all manner of scrumptious snacks for their players over the course of
a game, keeping their morale high, their energy levels up and using the smell
of freshly baked goods to rouse those who may have been hit that little bit too
hard on the field!

During the pre-game sequence, before determining the kicking team, any
team that has hired a Famous Moot Buffet must roll a D6 to determine what
manner of tasty treats the Halfling bakers have provided for their team. The
effects last for the duration of the game.

D6
| Garlic Eclairs: Though delicious to eat, Garlic Eclairs do tend to
‘ > a player's breath smelling particularly pungent, and not many
ts are willing to get near them if they can help it! Players on
1 gain the Foul Appearance skill.
2 iy Buns: Sticky Buns are a firm favourite in the Moot,
ting them does leave a player's mitts somewhat stickier
e, something that does aid in picking the ball up however!
' your team gain a bonus of +1 when rolling to pick

berry Scones: The smell of freshly baked Tripleberry
ifting through the dugout is enough to rouse almost any
out player. Players on your team gain a +2 bonus when
) recover from being KO'd.
rergy Bars: These delicious snacks are the perfect

' L)
real to fuel any player, letting them unleash bursts of energy all
game long. Players on your team may Rush one more time than they .
usually could.

5 Amazing Apple Pie: It's long been said in the Moot that Apple Pie e @
is very much a superfood, and many players will scoff down as many
helpings as they can to keep their strength up! Players on your team
gain a bonus of +1 to their ST when performing a Block action as
part of a Blitz action for the duration of the action. This is applied
before counting assists or applying any other modifiers. DID YOU KNOW?

6  Delightful Doughnuts: Everyone loves doughnuts, and no In 2473 the Gouged Eye claimed an
tournament is complete without players wolfing down a doughnut or unprecedented treble, winning the
three to raise their spirits! Whenever a player on your team uses a Spike! Magazine Trophy, the Chaos
team re-roll, roll a D6. On a 5+, the team re-roll is free. Cup, and the Blood Bowl in the

same calendar year. No team has

These are just a few examples of the kind of custom Inducements that ever matched this impressive feat!

Event Organisers can use if they wish. Of course, when it comes to creating
your own Inducements they can be themed around whatever takes your fancy.
You may even decide that every coach in your event gets your custom
Inducement for free to add that extra level of flavour to your event!




GOLD PIECE ESCALATION

de to change the Team Draft
howing the increased

er the course of the

(| start with @
and will
pend

Some events may deci
Budget in-between games, S
am's Owners ov
means that coaches Wi
Budget for their first game
old pieces after each round to s

investment of a te
tournament. This
smaller Team Draft
then receive more g
on their team.

For example: an escalation event may start with @
Team Draft Budget of 1,000,000 gold pieces for game
pefore increasing this to 1,100, 000 for game 2, then

1,200,000 for game 3

1,

There are a couple of important things to remember
if you are running an escalation event. The first is that
coaches can only add to their Team Draft Roster and
cannot take anything away from it once it has been
added in. The second is that at the start of the event,
coaches must submit all of their Team Draft Rosters for
all the Team Draft Budgets that they will be playing.

MANDATORY STAR PLAYERS

Star Players are one of the most interesting and excitin
parts of Blood Bowl; after all, seeing the very best Dlayi
of Nuffle's sacred game take to the pitch is a joy to bEho':jI
As a result, many events may require all coaches to haye :
at least one Star Player in their roster for the event.

When this is the case, the Event Organiser may
remove the restriction for a team to have 11 players
before taking a Star Player if they wish, so long as
all rosters still have at least 11 players. This is at the
discretion of the Event Organiser and if they do decide
to change this then it should be clearly marked in

the rulespack.

t does include mandatory Star Players, it is
on of awards themed
gage with. Awards
t Casualties on Star
th a Star Player,
Star Player are a
led as well!

If an even
often a good idea to have a selec
around Star Players for coach
for the coach that inflicted the
Players, caused the most Ca
or scored the most touchdow
good idea, but many more




SECRET OBJECTIVES
One additional rule that can provide ano.ther unique
event experience is the use of Secret Objectives. Thgse

a selection of hidden agendas that a team is trying to
2;1[3|Et9 over the course of the game. Secret Objectives
are best used as a Tiebreaker, usually the flrst tiebreaker,
and coaches should record how many of their Secret
Objectives they achieved over the course of the game.

There are a total of 16 different Secret Objectives that
can be used (provided opposite). At the start of the game,
each coach should roll for three Secret Objectives and
make a note of them, re-rolling any results that they have
already rolled for this game. The three Secret Objectives
that are rolled are what the coach must try to achieve

over the course of the game, and each coach should write

them down and place them by the side of the pitch to be
revealed at I of the game. Coaches should also not
reveal wh trying to achieve to their opponent
and sho 3| If they have completed any of their
Secret O the course of the game, as that
takes a out of it!

Wi termine Secret Objectives, roll a
D16 t onsult the table opposite, re-rolling
any re ive already rolled:

1
2

12

14

15

—

D16 SECRET OBJECTIVE

Red Card: Have a player on your team Sent-off.
Didn’t Need Them Anyway: Finish any half
with at least one re-roll unused.

Going Alone: Have a player on your team knock
down an opposition player without having any
offensive assists,

Fouling Frenzy: Make at least three Foul
actions over the course of the game.

Going Surfing: Push an opposition player

into the crowd.

Ganging Up: Have two or more players on your
team make a Block action against the same
opposition player in the same team turn.
Whoaps!: Have a player on your team Knocked
Down as a result of their own Block or

Blitz action.

Not so Fast!: Cause an opposition player to fail
a Dodge roll.

Timely Tackle: Successfully knock down an
opposition player that was carrying the ball.
Precision Passing: Make three successful Pass
actions over the course of the game.

Hit ‘em Hard: Knock-out or inflict a Casualty!
result on two opposition players in the

same team turn.

Just a Little Further: Have a player on your
team score a touchdown after successfully
Rushing into the opposition’s End Zone.

Go Long: Make a successful Pass action that is
either a Long Pass or a Long Bomb.

Nuffle Favours the Bold: Have a player on
your team make a Block action against an
opposition player that has a higher ST after
assists have been calculated.

All According to Plan: Finish a turn after
activating every eligible player without using a
re-roll and without causing a Turnover.
Headtaker: Infiict a Casualty! result on an
opposition player.

It is important to note that while every team is able

to accomplish each of these Secret Objectives in theory,
some teams will find some easier than others — you'll
want to hope Nuffle gives you a favourable roll!




lood Bowl is incredibly popular here, at its

ancestral home of Warhammer Worid. In

fact, it's hard to walk through the gaming
hall, or Bugman's Bar, without witnessing at least
one game of Blood Bowl kicking off! Throughout

the year, excited coaches flock to Nottingham, UK,
from all corners of the world in order to participate
in events and gaming weekends in Warhammer
World's hallowed halls - and visit the illustrious
Bugman's Bar, of course!




Over the ¢
events such as
and the infamc
place on Super
some games, |
game that '

se of the year, Warhammer World holds
Full Beard Cup, the Quick Snap Cup
Bugman's Belter, which usually takes
oWl weekends and allows coaches to play
sitting back to enjoy the other big
lace! All of these events serve as a

beacon to al Nuffle’s great game and promote fair
play, fun an Jortsmanship above all else: well,

off the pite e — we're certainly not going to stop
any rambug ims from sticking the boot in, or
prevent a Gi a Secret Weapon from unleashing
their full pot

‘upon an unwitting opponent!

Of course, any Blood Bow! events that are held at
Warhammer World will use the Blood Bow! Matched
Play Guide as a basis for their rulespack, ensuring that
any coaches planning to attend one of these events will

know what they can expect in plenty of time — perfect for
getting those last-minute practice games in!

Players attending an event at Warhammer World also
get to experience the world famous Bugman's Bar, which
serves all manner of tasty fare and thirst-quenching
beverages (including the wonderful Bugman's XXXXXX!)
throughout the day with plentiful portions that will satisfy
even the hungriest of Trolls!

Details of upcoming Warhammer World events can
be found over at warhammer-community.com, so keep
your eyes peeled and make sure you don’t miss out on
these classic gaming events, and a chance to test your
mettle against some of the very best coaches in the Blood
Bowl! world!




MAW RAIDERS

DAMIEN PEDLEY’S OGRE TEAM

FIL DUNN’S SKAVEN TEAM




LUKE BLICK’S NECROMA‘HTI: HORROR TEAM
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