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BOBBA  

Bergen-Os Blood Bowl Association. The Committee 

consists of Managers from the Bobba League. The 

Committee is elected according to the BOBBA Articles of 

association.  

 

The purpose of the Committee is to clarify rules, design 

new rules, settle debates, enforce penalties and fines, to 

maintain the league schedule and tables, and to consider 

suggestions of change from non-Committee members. 

 

The Committee reserves the right to modify or introduce 

new or improved guidelines to ensure the continuing 

operation and welfare of the association, and the 

managerôs satisfaction. The Committee has to ensure that 

the schedules are kept and league and cup matches, 

relegation and promotion matches are played on time. The 

Committee is also responsible for sponsorship deals, 

economic management, publicity, promotion, public 

relations, and the nomination of, ordering of, production 

of, and presentation of prizes connected to the various 

divisions, cups, player rewards, and the likes.  

 

Under presentation of new suggestions or ideas as to the 

continued running and well being of the league, cup or 

other associated event, the Committee reserves the right to 

rework any suggestion that any non Committee member 

may present to them. 

 

The Committee has an obligation to interview and 

evaluate any new applicants for membership in the league, 

cup or any other associated event. 

The Committee has the right to examine managersô 

knowledge of the rules at any point in the season. 

 

The Committee has to be totally loyal to its cause, and 

thus not except any bribery, shady offers, or other 

subversive activities presented as an attempt to gain 

favours or other benefits for teams. The Committee will 

clamp down upon offenders with an iron fist of authority, 

and if needed, force-sell players. The Committee may use 

opportunities that may undertake preventative measures 

against undermining, sabotage or all types of subversive 

misinformation. 

 

It is the Committeeôs responsibility to collect and to check 

referee sheets after matches. 

 

If anybody who reads this rulebook has any ideas, 

comments, or questions, please do not hesitate to contact 

us. You can contact our ñKeeper of Recordsò (é), or 

another Committee member: 

 

Lars Hareide:  lars.hareide@gmail.com 

Ivan Lied:   2ivanlied@gmail.com 

Peter Meldahl:  pwmeldahl@gmail.com 

Thomas Harkestad:  Duggi_90-1@hotmail.com 

 

BOBBA does not mean any plagiarism from any game 

system that is referred to, either in spirit, names, or in 

rules. If you find it offensive, then please donôt take it 

personally, and donôt continue to use them. They are not 

meant as anything serious! ;) 

mailto:lars.hareide@gmail.com
mailto:2ivanlied@gmail.com
mailto:pwmeldahl@gmail.com
mailto:Duggi_90-1@hotmail.com
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Bobba Membership 

These membership regulations are presented in Norwegian to make sure that as many as possible will understand them.  

 

 

Medlemsbetingelser for Bergen-Os Bloodbowl Association 
 

 

Overdragelse av medlemskap 

Medlemskapet er personlig og kan ikke overdras til annen. 

 

Spilling på eget ansvar 

Det er enighet om at spilling skjer på eget ansvar. 

Undertegnede er ansvarlig for at han/hun er fysisk og 

psykisk skikket til å takle det press som oppstår ved å 

være medlem. Klubben fraskriver seg ansvar for tap og 

skader på person eller gjenstander som oppstår under eller 

som følge av spillet, herunder tap og skader på klær og 

personlige eiendeler. 

 

Medlemsplikter og utestegning  

Er medlemmet i betalingsmisslighold mister det retten til å 

spille kamper inntil betaling er foretatt. En slik nekting av 

spilling gir ingen rett til oppsigelse av medlemskapet fra 

medlemmets side.  

Medlemmet plikter å følge de anvisninger og regler 

som komiteen gir.  

Ved overtredelse som regnes som vesentlig 

mislighold av avtalen, kan klubben etter forutgående 

skriftlig advarsel bringe medlemskapet til opphør uten 

plikt til å foreta refusjon av innbetalt kontingent. En 

eventuell resterende del av kontingenten vil i et slikt 

tilfelle umiddelbart forfalle til betaling. 

 

Aldersgrense 

Normal aldersgrense for medlemskapet er satt til 16 år, og 

medlemmer under 18 år skal ha medlemskapet bekreftet 

av foresatte. Foresatte skal da undertegne denne avtalen 

sammen med medlemmet. 

Medlemmer under 16 år kan kun delta sammen med 

foresatte. 

 

Diverse 

Ved purringer ilegges purregebyr. Kroner femti p.r. 

purring/faktura.  

 

Har man ikke betalt innen utgangen av andre samling 

i sesongen, regnes det som for sen betaling. 

Har man ikke betalt hele sesongen innen sesongen er 

ferdig, vil komiteen diskutere medlemmets medlemskap.  

Ved store økonomiske problemer, kan man få 

betalingsutsettelse. Dette må avtales med klubbkassereren. 

Det vil ikke bli gitt avslag på kontingenten. Man 

melder seg på for en sesong. Denne varer pr I dag 1 år, og 

må betale for det.  

 

Oppsigelse av medlemskapet 

Oppsigelsen skal gjøres skriftlig før siste samling i 

sesongen. Leveres til klubbens sekretær/recordkeeper

. 
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BOBBA House Rules  

Dice 

It is important that other people than yourself are able to 

see what your dice roll. It is therefore only allowed to use 

dice that are clearly marked, and easy to see for both the 

referee and the opponent. If one of them is unhappy about 

your dice, the referee picks some dice that both players 

and the ref use for the rest of the match. The referee 

decides how he will interpret dice landing on edge. 

The dominant dice in BOBBA are normal six-sided 

dice. They will from here on be referred to as d6. When 

the text refers to a roll that requires a 4+, it means that the 

player must roll a 4, 5, or 6 on the die. If not otherwise 

stated, rolling a die refers to the act of rolling a d6. 

When making a roll, a high number is usually good 

and a low result is bad. Check the rules for the specific 

situation. 

If a die roll with modifiers is tied, and a ñwinnerò is 

needed, it is re-rolled without modifiers. 

Example: Two teams roll to see who is the beneficiary of 

óCheering fans' on the Kick-off table. Team 1 has a +3 

modifier due to them having 3 more cheerleaders to the 

match than Team 2. Team 1 roll  2 on a d6 and Team 2 

rolls 5 on a d6. The roll is tied (both teams' scores are 5 

after the modifier has been applied). They now have to re-

roll 1d6 to see who really won the roll, but modifiers are 

not added, since this re-roll is just made to break the tie. 

'1dW' means one winnings die. This is 1d6. 

'1dS' means one spectator die. This is 1d6. 

Cheating 

Apart from the cheating that is explained in the rules 

(fouling, weapons, etc...) this is an activity that will 

NEVER happen. If two teams are caught in fixing a 

match, the Committee will deduct 10 points and 

500,000GPs from both teams. If a team uses a player not 

able to play the match, there will be a hefty fine. If a 

player uses a Skill he doesn't have, the player generally 

loses one random Skill.  

If you have accidentally used too much money, it is 

looked upon as a loan from BOBBA. 20% is added to the 

loan every match for 1
st
 division teams. This rate is 15% 

for 2
nd

 division, and 10% for 3
rd
 and lower. If it happens 

repeatedly, BOBBA will force sell players instead of 

looking upon it as a loan. 

In short, if you keep breaking the rules repeatedly, 

due to not having read them or for any other reason, we 

will rip up your team sheet and never talk to you again. 

Rules Evolution 

BOBBA is under constant evolution and development. To 

help BOBBA become even better than it is at the moment 

(quite a task!), players are encouraged to give the 

Committee constructive ideas about how things can be 

changed. These must be delivered at the latest by the 

second from last of that seasonôs BOBBA gatherings to a 

Committee member. 

The Committee prefers to see constructive ideas. 

Please try to refrain from making rules suggestions as a 

reaction to a thrashing you just received. Also, please try 

to keep rules ideas to the spirit of the game. The 

Committee would rather see suggestions that are 

statements, not questions like òHow does this work?ò. 

Rather suggest a clarification about the rules, how you 

think it should be. 

The Shape of the Field 

It is divided into squares. The squares regulate 

the movement of the players, the ball and 

anything else that strays onto the field. Each 

square can contain a player, a part of a large 

player, the ball, or a player holding the ball.  

There are areas at each end, called the 

END ZONES. The ball has to be held in the 

opponentôs endzone to score, see òTouchdowns 

(TD)ò. In the middle of the field is the 

centreline (or midline, halfway line). The 4 

squares on each side are called the wide zone, 

and the part of the centreline in between the 

wide zones is referred to as the line of 

scrimmage. 
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Drive

In BOBBA, a drive is defined as a series of turns that 

starts with a Kick-off, and is terminated by a touchdown 

being scored, the ball disappearing for some reason or 

another, or the end of a half. 

 

 

 

Cards 

Cards referring to 'illegal procedure' are to be removed 

from the decks, or replaced by another card in the same 

deck, when drawn. 

Cards have priorities over the written rules, although 

some clarifications and modifications have been made, 

check the card clarification chapter. Any card that says 'till 

the next touchdown is scored', or something similar, is to 

be read as 'to the end of the drive'. 

Magic item cards that describe items like scrolls, helmets, 

etc. may be traded between teams, but not kept between 

matches. 

It is not permitted to bargain, to give or take bribes 

in attempts to get people not to play specific cards, or play 

them in a specific way. After the match, you are allowed 

to give the opponent a gift if you think he has been kind 

towards you, but if this gift is pre-arranged, both teams 

will face penalties as if they had fixed the match. 

Teams 

Maximum Number of Players 
A team can have up to 35 players on its team sheet.  

The Playing Team  
The Playing Team consists of the players selected to play 

in the match (normally 11-16 players). Everybody 

selected for the playing team will get registered as having 

played a match. The Playing Team has to be as large as 

possible (i.e. you cannot keep healthy players from 

playing a match unless you have 16 others available, even 

if you want, and you can not rent out players if you have 

16 or less players ready to be nominated as a Playing 

Team). See Choosing players  for more details. 

The Playing Team is selected before each match, 

and thus cannot be changed during the match.  

The Fielded Team  
These are the players on the field at any one time. They 

are selected at each Kick-off, and can be changed several 

times each match. The Fielded Team consists of 11 of the 

players from the playing team (unless other factors come 

into play.) See Setting up your team for details.  

A fielded team can only include three or less allied 

(non-team list) players on normal setup. Players that get 

onto the pitch by other means can bypass this limit. You 

may have more on your Playing Team. See details on 

Allied players. 

 

 

 

Creating a New Team  
When creating a new team, a Manager has a number of 

gold pieces (GPôs) determined by BOBBA at his disposal. 

He may buy players, staff members, re-rolls (RRs) and fan 

factor (FF), equipment or he may save the money for later 

use. The players he may buy, and the price of staff 

members and RRs varies, depending on his choice of 

Base-race. A starting team must consist of at least 11 

players. See Base-races for more details. 

A new team starts with a stadium capacity of 80,000. 

The field status (FS) starts out as 'standard'. 

The Manager of a new team that starts in an existing 

division (i.e. one that has other developed teams), will be 

allowed a higher amount and might be allowed to buy Star 

Player Points, but ultimately, the Committee will decide 

this depending upon the situation. The current 

recommendation is 1.400.000 GPs. 

There is a limit of 10 to a starting teamôs FF, at 

10.000GPs pr FF. This is the only time one may buy FF). 

A teamôs FF may exceed this during the duration of the 

league.

Swapping Favours, Loans, Etc. 

Teams may agree on swapping favours. All loans or deals 

have to be written, signed and delivered to BOBBA on a 

ref-sheet, who may if necessary, use force to uphold the 

deal. You donôt have to roll to see if you like the other 

manager. We are all friends (and some enemies!) here. 

Player Transfers

You can trade your players to other teams they can play 

for. Team Managers may freely agree on any price when 

trading players, however, ethics in trading still apply! 

Remember, YOUR reputation is on the line! And the 

Committee is watching!  

For each player that is lent out, there is a paper handling 

fee to BOBBA of 10,000GPs. This is paid by the team 

receiving the player. The managers have to agree on the 

conditions of the loan, and keep each other informed of 

the playerôs situation (i.e. skill gains, injuries, deaths, and 

other unfortunate things). The player will stay with the 

other team for as long as they have agreed upon, though 

maximum till the end of  the season, when all loaned out 
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players rejoin their teams to fight for a place in next 

seasons lineup. 

 

Note that a player can not play in the same round for 

different teams, so make sure you get this right. New 

teams may not buy or borrow any players for the first half 

season of their BOBBA career, except from other new 

teams. 

 

A player transferred between two teams will not be able to 

play for his new team until they are as least as far into the 

season as the selling team was on the point of sale. The 

recordkeeper will decide using his finely tuned judgement. 

 

Players or staff may be sold out of BOBBA to one of the 

many lesser leagues playing around the world at the price 

of TRV*5.000 GPs. (An allied player does not double his 

base cost for this calculation). 

 

A manager may at any time decide to retire a player and 

make him an Assistant Coach. He will then keep any 

injuries he had as a player. 

Cash Loans 

All cash loans must be paid back at the end of the season. 

If for some reason you want to borrow large sums close to 

the seasons end, apply to the committee to extend the 

period to the end of the following season. New teams may 

not borrow any money for the first half season of their 

BOBBA career, except from other new teams. In the case 

of a team hitting hard times, it is possible to loan money 

from BOBBA to rebuild oneôs team. The manager works 

out how much cash the team needs, and makes a proposal 

to the BOBBA Committee. It is up to the Committee to 

monitor repayment. 

Regardless of where a team can find money to be 

loaned (other players or BOBBA) there is a maximum 

limit as to how much a team can borrow. This is equal to 

10 * average winnings, or 250,000 in 4
th
 Division. 

300,000 in 3
rd
 division, 350,000 in 2

nd
 division and finally 

450,000 in 1
st
 division. 

Force-selling 

If a team does not have enough money to pay a fine, 

defaults on a loan, or fails to uphold a deal, then the 

BOBBA committee can step in, and force sell the worst 

players (decided by discretion) to raise money missing. 

This continues until the fine is paid. If it comes this far, 

the owner usually has no say in the matter. 

The Season 

The season is where everything happens in BOBBA. 

There are three tournaments per season; The League, The 

BOBBA Cup, and the special cup. 

During the league, every team has to play every 

other team in the division twice, once at home and once 

away. A victory awards 3 points, a draw 1 point, and a 

loss gives nothing. Well, what did you expect? You lost!  

Walkover 
If a team does not show up, then the match is awarded as a 

walkover. The team that did show up received 1dW+1 for 

a victory, +1 if it was to be played at their home field. In 

addition, all injured players on the team that was awarded 

the victory will become one step healthier, just as if the 

game had been played. Bans are not affected by a 

Walkover. The final decision on who wins, loses, or if it 

will become a draw, is up to the committee, and you will 

be notified on your team sheet, or by the record keeper.  

League Standings 
The final standings of the teams are determined by the 

points gathered throughout the season. If two teams have 

the same number of points, then the result of the matches 

played between them are examined, and the dominant 

team is placed above the second team. If this evaluation 

results in a draw, then the teamsô seasonal goal difference 

is compared, with the greater goal difference being placed 

first, should this prove even as well, the team who scored 

the most goals will win. 

 

Prizes 
There are prizes for the three top ranked teams of the first 

division and for the winners of all the lower divisions. 

There are also prizes for the finalists of the cup. In 

addition to this there are a number of trophies awarded 

each season; Top scorer (most TD), Tombstone award 

(most SI+Kills), Master Sacker and the Golden Thrower 

(most completed Passes).  
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Play-offs and Special Games 

As in any self respecting league system, there is a 

promotion/demotion system. In lower divisions, the team 

that wins the season will usually be promoted up, and the 

lowest team in the higher division will be demoted to the 

lower division. Depending on the league structure and 

number of teams in divisions either of the following will 

happen. Second best / worst team follows rules as above, 

or the second and third place teams in the lower division 

must play a qualification match against the third and 

second lowest positioned teams in the upper division.  

All of these matches are played on neutral fields. 

In the event of any teams quitting the league all together, 

or at least for a period, these rules may be set aside by the 

BOBBA committee.   

The play-offs and finals have a +1 to the 

winnings and the spectators dice.

Golden Goal or Sudden Death 

Golden Goal, or Sudden Death, is activated at the 

end of a tied match that needs to have a winner, like 

promotion battles and cup matches. This is played in 

much the same way as a regular match with a few 

exceptions;  

1. Drives last for a maximum of 6 turns before there 

is a short break and a new kickoff, and you may always 

decline play at any kickoff, without any penalties for 

pulling out besides losing the match.  

2. Setting up to play is done simultaneously, 

observing the standard rules for setting up, with the 

referee holding a sheet on midfield to prevent the 

managers from seeing each others setup until its done.  

3. Randomly determine one of the two central 

squares on the midfieldline. A smallish cannon will then 

shoot the ball 1d6 squares, in a random direction from this 

square, it will bounce like after a kickoff when landing in 

a empty square. If the ball comes to rest on the midfield 

line, without any of the players on that side having tried to 

grab it, restart this step.  

4. The team that did not get the ball on their side gets 

to move first. If neither team manages to score before time 

runs out, or the drive ends by any other means, there is a 

new setup as in point 2, and a new kickoff as in point 3, 

with the exception that the ball is now scattered so that it 

comes to rest on the opposite side from last drive. 

5. Repeat until there is a winner. 

Big Match/TV Coverage 

Every league round, there will be several matches that are 

broadcasted live on TV. This allows both team managers 

to roll 1dW + 1d6 when on winnings table, with no 

modifications for the extra d6. For a TV Match there is 

also a +3 modifier on the Fan Factor change table. This 

works in addition to the "Big Match" card. The ñBig 

Matchò card should read 1dW + 1d6 as well. Big matches 

are determined randomly by the Committee at the start of 

the season. 

The Cup 

During the League, there is a cup. The cup is a knockout 

tournament. It can be hard, but is often worth it. Each cup 

round is held at predefined points, see below, during the 

season, with the finals being held after the league is 

finished.  

The home team can choose to play any cup 

matches at a neutral field. All league rules apply to 

matches unless otherwise noted. Every cup match needs a 

winner, if the match is not decided by full time, then we 

go to extra time.  

All spectator rolls in the cup are made using the 

divisionôs own dS. The final has a  modification to 

winnings and spectators, see Winnings Table and 

modifiers.  

The prize for the cup is very nice indeed. First place 

receives a 3
rd
 level player from his team list. The skills are 

rolled immediately. Second place gets a 2
nd

 level player, 

third place gets a first level player, and fourth place gets a 

nice pat on the back. For an explanation of player levels, 

see Developing your players.  

First match in the cup group stage is to be played 

between fixtures 4 and 5, with the second match between 

round 5 and 6. The third match, and the round of 16 is to 

be played between ligue fixture 9 and 10, and the 

Quarterfinal after round 12. That should leave room for 

the semifinals just before round 14, and the Final and 

Bronze-final as the last match of the regular season. 

Special Cup 

After the League is finished and the cup final has been 

played there is a break of 5 matches for teams to 

recuperate and rest. Then the BOBBA special cup takes 

place. This is usually one of three different tournaments, 

the Chaos Cup, Dungeon Bowl and the Handicap Cup.  

 

Special regulations & rules for these tournaments follow 

later in this book. All of these tournaments are voluntary 

for each team to participate in, there will be no penalties 

for teams not entering. After entering however all rules for 

not showing up for a match counts as normal. 
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In-between Seasons 

There is a pause in-between seasons to allow everybody to 

get their breath back. But not for too long. Managers and 

teams get time equal to 10 matches to rest. During these 

10 matches all Staff members can use their APôs once to 

do what ever they want.  

A non-permanently peaked player will lose his peak but 

will not gain the SPPs that he has ñearnedò during his 

peaked period. 

Sponsor Deals 
All teams get new sponsor deals in between the seasons. 

 

All teams in the first division get 2d6x10,000gp, teams in 

the second division get 1d6+1d4x10,000gp, and teams in 

the third division and lower divisions will get 

2d4x10,000gp. 

 

In addition to this the winners of different titles will get 

better long-term sponsorship deals. These sponsorship 

deals will last for the three next seasons, and are 

cumulative with one another and the normal sponsorship 

deals. 

 

 

Fixtures 

To make sure that the season goes smoothly, there is a set 

of  guidelines to follow for when to play the matches.  

 Matches should preferably be played in order. 

This is not always possible, and you are then free to play 

the next scheduled match, if that opponent is present and 

ready. If a match from a previous meet has not been 

played when it should, for any reason, it may not be 

played instead of a match you should normally have 

played at the current meeting, unless you can make time 

for it. Exceptions to this rule is cup matches that has to be 

played at theire given times, if at all possible. 

If you know in advance that you are not be able to 

attend, you can arrange for matches to be played before 

the meeting. If something comes up and you just cant go, 

you are responsible for getting the matches played within 

4 weeks after the meeting. If this is impossible, you have 

to call our excellent record keeper to make special 

arrangements. At the end of this 4 week time limit all 

matches may be lost by the responsible party, and the 

responsible manager(s) may also be treated as if their 

team deliberately avoided the match (check the ñNot able 

to play/ pulling outò 

chapter in this book for details.  

The following matches are to be played at the 

February meeting: Fixtures from 1-5, and the first match 

of the Cup. 

The following matches are to be played at the May 

meeting: Fixtures 6-9, and the second and third match in 

the group stage of the Cup.. 

The following matches are to be played at the 

September meeting: Fixtures 10-13, and the round of 16 

and the Quarter finals of the cup 

At the November meeting play the rest of your 

matches. 

 

Please note that all matches at a meeting should be 

finished before 16:00 on the Sunday.  

 

Prize Sponsorship Deals Table 

Position Sponsorship deal 

Winner of 1
st
 Division 2d6 x 10,000GPs 

Winner of 2
nd

 Division 1d6 x 10,000GPs 

Winner of 3
rd
 and Lower 

Divisions 
1d4 x 10,000GPs 

Second in 1
st
 Division 2d4 x 10,000GPs 

Third in 1
st
 Division 1d6 x 10,000GPs 
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Playing the game  

General Rules 

Stats 

There are four stats in Blood Bowl. Any temporary change in these stats will give the player the full bonus of having this 

change in his/her stat until the effect disappears. 

 

 

 

 

 

 

 

 

 

Armour Rolls and Injury Rolls (AR and IR) 

If a player is knocked down, the opposing Manager rolls 

2d6 to check if he is injured. A result greater than the 

fallen player's AV means an injury. Roll 2d6 and check 

the injury table, below, to see what injury he suffers. On a 

natural roll of "12" on the Injury Roll, Toughness will not 

modify the total roll to less than 12. However, the 

modifiers on a failed Dodge, Leap, Sprint and Interception 

will  modify a natural "12". If the player has fallen because 

of a failed dodge or leap (includes the long leaps made 

with Wings) the IR is rolled at ï1, and if it's been caused 

by a failed sprint or interception, the injury is rolled at ï2. 

Some Skills, Abilities and pieces of equipment as well as 

certain situations may give bonuses to the AR and/or IR. 

 

If  the modified IR result is above 12, the player is very 

dead (i.e. bits missing), and any healing attempt is made 

that much harder. Regeneration attempts suffer the same 

penalty. No combination of Skills, Abilities, and 

equipment may result in the bonus for an AR rising higher 

than +8, nor the bonus for IR higher than +4. Modifiers 

for pitch quality can count above the max +8/+4 

 

Example: Macho Kid blocks Justin Case. Macho kid has 

+2/+4 for AR and IR. But unluckily for Justin, the pitch is 

VERY frozen (frozen 3). This gives an additional +1/+1. 

So the full AR and IR modifiers are +3/+5. Macho Kid 

rolls a 9 for AR, and easily penetrates the armour, then 

rolls an IR and gets a 10! Justin Case is now dead on 15, 

and any healing attempt will be at -3. 

 

 

Player Stats Table 

Stat Name Description 

MA Move How much a player can move each team-turn 

ST Strength How strong a player is 

AG Agility  How good the player is at handling the ball, dodging etcé 

AV Armour Value How hard he is to hurt 

Injury  Table 

2d6 Effect 

12+ Killed (KI).  

Place a killed player prone in the SI/KI box. 

Will die if not helped by a Healer. 

11 Seriously injured (SI). 

Place him standing in the SI/KI box. 

Misses the rest of the match and more if not 

healed. 

10 Badly hurt (BH). 

Place the player prone in the KO box. 

He will miss the rest of the match. Can be 

healed. 

8 Ĕ 9 Knocked out (KO). 

Place the player standing in the KO box. 

At next Kick-off rolls a d6 for the player, on a 

4+, move him to the reserves box.  

1 Ĕ 7 Stunned. Turn the player face down in his 

square. He may do nothing else than turn face 

up on his next action. 

0 or lower The injury has no effect. Leave the player 

lying face up on the field. 



 14 

Healing 

Healers may attempt to heal injuries suffered by players or 

staff, including death. The injury is healed on a roll of 2+ 

with modifiers for severity. One can only try to heal an 

injury once. Players with innate healing abilities can not 

be healed by healers, but they can be Patched up (see 

below).  

If a player receives two or more injuries at the same 

time, his injury is counted as the worst that he received.. 

But if the second injury is a Badly Hurt of worse there is a 

ï1 modifier to the healing attempt because of the 

additional complications,. Example: a player is SIed by 

the block, and killed by the crowd, he counts as killed 

only. But in order to heal him, the healer has to roll a 2+ 

healing roll with a ï1 modifier, thus a 3+ to heal him. 

A player successfully healed during the match becomes 

Knocked Out. If he manages to get back on the field he 

may then sustain further injuries that can be healed in the 

same manner. 

*: If the IR that caused the kill was higher than 12, a ï1 

modifier per notch above 12 applies to the healing roll. 

However, the Healers may use more APs than the 

minimum required. He will then get a +1 modifier to the 

roll per extra AP used. A natural ñ1ò is always a failure, 

though.  

Example: Your favourite player is dead on 14. The 

healers comes to his coffin side, and tries to heal him. 

This would cost 2AP, and would be successful on a 4+. If 

you have more than 2 AP available then you may add one 

Ap to reduce the difficulty to 3+, or 2 more AP to reduce 

the difficulty to 2+. 

Patch Up 

Instead of fully healing a killed player, the healers may 

instead opt to use the highly experimental method of 

Patching Up. This method almost always results in saving 

the playerôs life, but it leaves the player with a serious 

injury that may not be healed. Roll on the Serious Injury 

Table. See descriptions on skills and player types for 

when this method is not an option. 

 There is no die roll, but needle, thread and  

lightning is rumoured to help in the process. 

Potions 

There are certain performance enhancing products 

available on the black market. These are, of course, 

entirely illegal, but that wont stop the teams from using 

them. Furthermore there are some substances that might 

be used to poison opposing players! In order to get hold of 

these potions you need to get a Fixer first, and he then 

need to establish a contact in the illegal market. See 

ñFixerò for details.. Potions may be stored, and  used in 

later matches. All potions must be drunk before a kick off 

and all effects are instant, and last to the end of the half, 

unless stated in the potion description. One player can 

only use two potions per match. TRV for all potions is 5.  

 

In light of recent events in certain other embarrassing 

sports, the Authorities will now also keep an extra eye out 

for excessive use of illegal substances. For this reason, 

only 5 potions can be brought to a match at a time. 

 

Healing Costs 

Attempted healing AP cost 

Healing a player * 2 

Patching Up a killed player 1 
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Re-rolls (RRs) 

There are several types of RRs. A player's Skills may 

cause a RR in specific situations (a Skill re-roll), the team 

may have any number of Team RRs, there are Special re-

rolls (Leader RR, Home RR, or a bonus card that grants a 

RR), and finally there is the Anti-RR. A RR means that 

the Manager can take a dice roll she is unhappy with, and 

roll the dice again. The new result must be used even if it 

is worse. A manager cannot use more than one RR of any 

kind on any one die-roll, and only one Team, Special RR 

or Anti-RR per team turn. RRs may not be used on ARs, 

IRs, PRs, Kick-off table, healing, ball scatter or any rolls 

in relation to cards. They may only be used during the 

match on throwing and catching things, dodges, blocks, 

any handling of the ball or in the use of a Skill. 

 

Team RRs can be bought as players can, and represent the 

discipline of your team. Each time one is used, the 

manager must turn a RR marker. At half time the team 

rests and half of the used Team RRs are returned, round 

up. In extra time, no RRs are returned, but any unused 

RRs are kept.  

 

The home team is awarded a òHome Re-Rollò , unless the 

match is played on a neutral field. The Leader Skill will 

award the team with one RR, but only one, even if the 

team has several players with the skill. 

 

The Leader and Home RR will be returned for each half 

and for extra time. 

 

There is no limit to how many Team RRs a team may 

have. Cards may not reduce RR total below zero. 

 

When a team is started, it can buy Team RRs at the base 

cost. But once the season has started, and the team has 

embarked upon its mission of Blood Bowl Havoc, RRs 

cost double the base price. RRs can also be bought during 

the off season, at one and a half times the base cost.  

 

 

Allied Players  

Allied Player TRV 
Players that are not on your team list are called allied 

players. When calculating a team's TRV, allied players' 

TRV cost is counted at +4TRV extra per star player level, 

but never more than +16TRV extra. (Ie. an allied Dark Elf 

Blitzer with 11SPPs will cost 10+1+2+4+4.) 

Frozen Rerolls  
Playing with another race is slightly confusing for the 

players. If you have allied players on the óFielded Teamô 

you have to freeze Team Rerolls, one for each allied 

player, upto your raceôs maximum allowance. You work 

out the state of rerolls every time there is a set-up, and a 

change in the óFielded Teamô, but never during a drive. 

These frozen RRôs do not count as used, and they are not 

lost, just not available for that drive. 

 If a team freezes more rerolls than it has, freeze 

all the remaining rerolls. The effective number of team 

rerolls available for this team this drive will be zero. 

 

Friendly Allied Players 
A player that has played a long time on a team with 

players from other races may eventually get along with 

that team. See the skill ñFriendlyò. 

When calculating the RR loss, allied players who 

are Friendly towards your team will count as players of 

your own race. 
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Race Relations 

In addition to losing RRs, there may be other special rules 

for each race.  

 

ñFieldedò team may have a maximum of 3 allied players. 

 

The relationship between different races dictates what 

races can play together on a team. The relationships, 

ranging from ñworstò, to ñbestò is: Animosity, dislike, and 

indifferent (N). You may not hire players your team feels 

animosity towards. 

 

Trying to pass or hand off the ball to a player of another 

race requires a roll on the Race Relationship Table below, 

race relations is not Rerollable. 

Any rolls made to try to pass or hand of the ball to a 

player from another race will be made once pr turn for 

each race, and count for all players of that race. In the 

case there are multiple allied races on a team, the allied 

player considers all other players on the team as part of 

the base race of the team, for Race Relation Effects, 

unless they are the same race as the player in question. 

Failure to want to give the ball to a team mate is not a TO, 

nor does it prevent other actions with the ball. 

What your race feels towards players of another race is 

specified in the chapter about each race. Look in the table 

and find what you think of this race, it is assumed you will 

always find an individual of that race which feels the same 

way towards your race. 

Sending off  

Players who are sent off  may receive a Red Card, a 

Yellow Card, or may get away with a Warning. For Foul, 

Weapons or Equipment, see appropriate sections. 

Red Card:  
Players receive a Red Card when the Ref spots them for a 

Foul. This is a Turn Over. The player is immediately sent 

off the field, and may not return for the rest of the match. 

In addition, their team will from now on have to play with 

one less player on the field for the rest of the match. This 

effect is cumulative, if more players are sent off. Any 

Weapon, or Equipment the player had on him is not found 

or confiscated, unless the player also was caught for that 

offence (see below). 

Yellow Card :  
Players receive a Yellow Card when the Ref spots them 

for bringing onto the field, or using a Weapon, or another, 

otherwise not defined offence where the player is sent off. 

This is a Turn Over. The player is immediately sent off 

the field, and may not return for the rest of the match. In 

addition, their team will from now on have to play with 

one less player on the field for the rest of the match. This 

effect is cumulative, if more players are sent off. The 

Weapon is confiscated. 

Warning : 
Players receive a Warning when the Ref spots them for 

bringing onto the field, or using, a piece of Equipment. If 

this happens when bringing the Equipment onto the field, 

the Equipment is confiscated, but the player may play as 

normal. If this happens during a drive, the Equipment is 

confiscated. It is a Turn Over. The player is sent off, but 

may return later next drive. The maximum number of 

players on the field is not reduced when receiving a 

Warning. 

 

 

 

Race Relationships Summary 

Relationship Effect 

Animosity (A) Will never be on a team together with a player toward which one feels animosity. 

Dislike (D) Will only give the ball to a disliked player on 5+. 

Indifferent (N) Players can interact normally. There is still a RR loss. 

Sent Off Table 

 Sent off for a Foul ï 

 

 

Red Card 

Sent off for use of Weapon or 

other offence - 

 

Yellow Card 

Sent off for using a piece of 

illegal Equipment ï 

 

Warning 

When Anytime Kick-Off Drive Kick-Off Drive 

Turn Over ã X ã X ã 

Sent off the field ã ã ã X ã 

Weapon or Equipment 

confiscated 

X ã ã ã ã 

May not return ã ã ã X X 
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Red Card Ban: 
When the player or staff member gets a Red Card, or 

equivalent, you have the chance of being banned from 

matches as a disciplinary measure. The ref rolls on the 

table below. If a player has a Yellow Card when he gets a 

Red Card, add +1 match to his ban. This penalty will 

affect the teamôs next match(es) regardless of what kind of 

match(es) that may be. Two Yellow Cards equal one Red 

Card.  

A player that is serving a ban due to a red card at the 

end of a season has the ban carried over to the start of the 

next season if there are matches remaining for the ban. 

Example: Dr. Drepenmus receives a 3-match ban on 

the second from last game of the season (naughty boy). 

He misses the last game of the season, and must miss the 

first two games of the next season. 

Yellow Cards are deleted between seasons. 

 

Arguing the call 
If  the Head coach, or the Coach as acting Head coach, is 

present at the bench, he may argue with the referee 

whenever he has spotted something illegal and wants to 

award a penalty. One cannot argue against special play 

cards. 

 

Roll a d6 and consult the Arguing Table. The head coach 

has 1 Ability Point (AP) and the coach has 1AP. If you 

have 1 more AP than your opponent, you get a +1 on the 

Arguing Table. If you have 2 more AP than your 

opponent, you get +2 on the arguing table. A natural 1 is 

always a failure and means your head coach, or coach, is 

sent off too and hence get a yellow card.  

 

If the arguing is successful, the effects are: The offending 

player is not given a Red Card, Yellow Card, or Warning. 

If the player was caught using or bringing onto the field 

Weapons or Equipment, this is taken away but returned to 

the team at the end of the match. 

 

 

 

 

 

 

 

 

 

 

HMS ï Health, Environment, Safety ï Organisation  

Due to the relative dangers of the sport, it has a very 

active and important HMS organisation. Should a team 

playing a BOBBA match at any point have 3 or more 

players in the dead and injured box, the HMS organisation 

will keep a closer watch on the game to insure the safety 

of its members (HMS-3, or ñnormal HMSò).  

 

Fouls and Penalty rolls for Weapons and Equipment of the 

opposing team will have the chance of being spotted 

increased by 1. For as long as your opponent has 3 or 

more players in the dead and injured box you will have 

the HMS organisation incurring this effect upon your 

team. This effect stacks with Fair Play Association. 

 

In certain cases, where a team is an underdog, the HMS 

Organisation will be extra watchful, and the penalty will 

kick in sooner: 2+ players in the D&I box (HMS-2); 1+ 

players in the D&I box (HMS-1); and 0+ players in the 

D&I box (HMS-0) (in this case the game starts with the 

HMS effect already applied). When these effects kick in is 

listed in the Handicap Table. 

Fair Play Association  

The Fair Play Association can come to a game at Kick-Off 

(Kick-Off Table). They are also susceptible to bribes, and 

can sometimes be ñinducedò to specifically watch a game 

(see Dirty Tricks). BOBBA officials are watching closely 

for dirty play! Any Penalty rolls, fouls or Penalty factors 

for equipment use will have their chance at being spotted 

increased by 1. Do not re-roll any duplicate results. This 

effect stacks with the HMS rules. 

Red Card Table 

1d6 Effect 

6 Banned 2 next matches. 

5 Č 2 Banned next 1 match. 

1 
Walks away with a 

warning. 

If player has Killed or Injured another player in this 

match he automatically gets a 2 match ban. 

Arguing Table 

1d6 Effect 

6+ 
The ref changes his mind and awards no penalty. If the offence was related to 

Weapons or Equipment, this is taken away, but returned at the end of the match. 

2Č5 Nothing happens, the ref ignores your efforts. 

1 
The ref is angered by the silly arguments and the arguer gets sent off with a 

Yellow Card as well. 
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Moving Off the Field 

A player may choose to move off the field. If this action is 

voluntary, the match cannot be called due to too few 

players during that drive. A player thatôs knocked down 

and off the field but only stunned, is put in the Reserves 

box unless something worse happens. A player that moves 

out of the field for any reason will end up among the fans. 

To determine which fans your player encounters the ref 

rolls as per % chance given in pre match sequence. If the 

ball ends up among the spectators because the player held 

it, it is thrown in as normal. 

Your Fans 
The player is held in the crowd. He is retained [1d2 + (1 

per level)] turns, or until end of drive, whichever comes 

first. He re-enters the field using the throw in template at a 

distance of one, from one of the squares on his teamsô side 

of the board that border the half way line. The manager 

can determine which of the two squares he re-enters from. 

His re-entry uses 3 of his MA for that turn and the player 

is activated. Should the player not have enough MA to 

enter the field properly, he will get help from innocent 

bystanders to do so. Should the players team suffer a TO 

before the manager chooses to have the player enter the 

field, he may not enter the field that turn. Better luck next 

turn. In the case there are no free squares on either side, 

thatôs just too sad. 

Opponent's Fans 
The player landed in the arms of fans, all right. Alas, it 

was the opponent's! Make an injury roll (IR). If the result 

is a stun, return the player to the reserve box. He will be 

able to re-enter the game at next Kick-off. Otherwise, 

place the player in the correct injury box. 

Not Able To Play/Pulling Out 

If the manager refuses to play a match or deliberately 

avoids the match (he must play a match with a team as 

large as he is able to), then he must pay a fine to BOBBA, 

and the match is awarded to the other team with a 0 ï 0 

goal difference. The fine is 100,000GPs in the 1
st
, 

75,000GPs in the 2
nd

 and 50,000 in the 3
rd
 and lower 

divisions. The FF of his team is automatically reduced 

according to the table below. If a team ends up with less 

than 1 in FF, he'll have to pay 10,000GPs per  

point to get it up to 1. If the team pulls out prematurely, 

then its winnings can also be affected. Check the table 

below for details. 

The manager may chose to pull out during a match. 

A match can only be stopped as the first thing in the 

cowardly teamôs team turn, or at a kick-off. If a manager 

decides to pull out, the match is awarded to the opponent, 

with a 3-0 win, and the losing team must check the table 

before going to post match sequence. 

Sometimes, a team chooses to pull out because of severe 

injuries and deaths. This is considered a legitimate reason 

for pulling out. Any fines will be reduced by 20,000GPs 

per permanently dead player after the healing phase has 

been resolved. This charity reduction will only reduce the 

fine, and can ultimately nullify it. It will not replace any 

lost winnings. 

No matter why the match is not played or stopped, it 

counts as a match for healing purposes.  

Player Designation 

Once a player has been hired, he is given a name and a 

number. The playerôs name may not change whilst he is 

playing Blood Bowl. If there is need for a temporary 

name, then the player will  be named with its number (e.g. 

Number 31), until he chooses a name. Any player with 11 

SPP or more must have a name. You are not allowed to 

modify the figure after it has played a match, except to 

add mutations, and freshen up the paintwork. If you do 

this, you are expected to inform your opponents of any 

changes. Changing the playerôs number is permitted, as 

long as it is given in to the Committee in writing in 

between season. 

Withdrawal Condition Table 

Condition of team Timing Fine Winnings Fan Factor loss 

Deliberate avoidance Pre-match Normal fine No winnings d4+3 

More than 5 players Kick-off Normal fine No winnings d4+2 

More than 5 players Drive Fine x2 No winnings d4+3 

5 or less players Kick-off No fine Normal winnings 0 

5 or less players Drive Normal fine No winnings d4+1 

Team removed Any time No fine Normal winnings 0 
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Referees 

A third, neutral Manager must ref the match, settle 

disputes, take notes, keep an eye on the time limits and 

return the referee-sheets to BOBBA after the match. A 

referee that refereed a whole match will get paid 10,000 

GPs by the Committee, this will be paid to each team at 

the end of the season. 

It is up to the referee to roll all random effects 

such as weather, scatter, bounces and crowd injuries. 

Tackle Zones (TZs) 

A player has 8 tackle zones (TZs) around him. These are 

the 8 most adjacent squares. Large players also have 8 

TZs. These are the squares directly in front, and to the 

sides of it. The creature does not have TZs behind, so it 

has 4 ñblindò squares there. He can not block an opponent 

in these squares. 

Turn and Team Turn 

A ñTurnò refers to the turn number, and consists of 2 

ñteam turnsò, one for each team, starting with the team 

that received the ball at the start of the half. 

 

A ñTeam Turnò refers to each teamôs individual turn. The 

manager has four minutes in which to do his teamôs turn. 

The referee stops time at every interruption by the 

opponent. His turn lasts until a touchdown is scored, he 

has activated all his players, one player fails an action, or 

the teamôs time limit runs out. A manager can not activate 

players before all dice rolls the previous activated player 

caused has been rolled, neither can a manager willingly 

skip dice rolls to speed up the process. A player that drops 

the ball will only cause a turnover (TO) if that player was 

active, or when a player receiving a pass or a hand off 

drops the ball. 

When the ñteam turnò starts the manager should 

move his turn-marker one square. A manager should 

declare a TO to allow the other team to move, rather than 

making the opponent wait for the time limit to run out. If a 

manager finds that she has no players available on the 

field at the start of her drive, she may choose between 

pulling out or declearing a TO. 

Turnover (TO) 

A failure to complete an action with an activated player 

means a turnover, unless otherwise noted in the Skill 

description. Failing to hold on to a bouncing ball, or 

intercept a throw-in does not result in a turnover. If a 

player making a block is knocked down then there is a 

turnover. If one manager uses up his 4 minutes there is a 

turnover, after the current Action has ended or 30 seconds 

have passed, whichever comes first. A turnover means it is 

the other Manager's turn to move his players.  

The turn does not end until the ball is at rest. 

Touchdown (TD) 

A team scores a TD when one of their players is in the 

opponentôs end zone holding the ball. The player must be 

standing, and not prone because of a tackle or failed 

manoeuvre. A player that is pushed out of the Endzone 

with a Diving Tackle has not scored. If a player is sent off 

for scoring with a piece of illegal equipment, the TD does 

not count, and the player is still sent off for equipment 

use. No cards may be played after a player has entered the 

endzone with the ball to prevent him from scoring, unless 

specified on the card that you can do just that. Falling due 

to a Frozen pitch does not prevent a TO from being 

scored. 
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Templates 

There are 4 basic templates used in BOBBA. First we 

have the Range Ruler, you use this to measure the distance 

of a pass, and see how difficult it is. If the distance marker 

splits a square, then the throw is taken using the distance 

that covers most of the receiving square. Try it, you will 

understand. You also use this to determine if a throw may 

be intercepted. 

 The flamer template is used to show what squares 

a flamer affects, and note that it only has to touch a square 

to affect the player in it. 

But just remember, templates are not accurate, so 

ultimately it is the referee that settles these kinds of 

debates!  

Throw-In Template 

If the ball for any reason leaves the pitch, it is thrown 

back in by the enthusiastic, but inaccurate crowd. The ref 

determines the direction of the throw by using the throw-

in template. Place the template upon the edge of the field, 

with the marking of the ball just off the pitch, and roll a 

d6. The ball will travel in that direction. Then roll another 

d6. This is how far the ball is thrown into the field by the 

crowd (Start counting on the 1
st
 square of the sideline). 

Their throw is always counted as an inaccurate pass. If the 

ball ends up in an empty square, it bounces once. This 

throw can be intercepted as long as the interceptor is not 

standing next to the sideline  

(Considered in the throwers TZ) and not next to where the 

ball lands (Considered to be in receivers TZ). Passblock 

can not be used on throw-ins in any way.  

 

 

 

 

 

 

 

 

 

 

Scatter Template 

The scatter template is used to determine where bouncing 

and scattering things end up. Things in the air scatter, 

while a bounce mostly happens on the ground. Place the 

template over the square that the thing lands in, and roll a 

d8 to determine which direction the thing moves in. 

Sometimes, there is a bounce from a large player. In 

order to bounce from these, you use a d12, and use the 

large-player template. Otherwise, the procedure is exactly 

the same as before. Most referees will save time and effort 

by placing the template by the side of the field before the 

match starts, and not moving it throughout the game, using 

it merely as reference for any bounces or scatters. This is 

recommended, but it is up to you how you do it during the 

game. If you choose to move the template, do so before 

any rolls are made. 
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Blocking Dice 

The blocking dice are the dice with the strange symbols on. There are five different symbols. They are summarised below.  

The Dug Out 

Each team has a dug out by the side of the field. This is where the staff and players hang out. It is important to keep this clear, 

and not clutter it with unnecessary junk, such as 25 blocking dice, and 40 d6. Your opponent and the referee need to see, at a 

glance, what is where! 

Blocking Dice Symbols 

Symbol Icon Result 

Skull 

 

The attacking player is knocked down. 

Skull / 

Star 

 

Both the attacking and the defending player are knocked down, without being pushed back a 

square. If any of the two players have block skill he is left standing. 

Arrow 

 

The defending player is pushed back one square. The attacker may follow up into the square 

where the defender was standing. There are skills that can modify this result. 

Star !: 

 

If the defending player doesnôt have the dodge skill, or has it but canôt use it this is 

considered an open star. 

If he has dodge, and can use it, then it is considered to be an arrow. 

 

Open 

Star 
 

The defending player is pushed back and knocked down. The attacking player may follow up 

into the square in which his target was standing. There are skills that can modify this result. 
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Player Activities  

Agility Table 

Many activities in Blood Bowl require a dice roll to see if 

they work. Many of the activities also have modifiers to 

represent how difficult they are. A modifier is added or 

subtracted to the AG of the player attempting the activity. 

A d6 is then rolled with the modified agility, and the 

required result is found. 

Unless stated otherwise, an unmodified roll of 1 

always fails. 

Example: Kaptein Abba tries to catch the ball. He has 3 

in AG. He is standing in two opponents TZs, so he has a ï

2 modifier to his AG. Luckily for him, catching the ball is 

a +1 activity. This means that his modified agility is (3-

2+1)=2. Cross-referencing on the table, gives a result 

needed of 5+. The Kapt. Rolls a 4 and fails to catch the 

ball, like the incompetent orc that he is. 

Movement 

A player may move a number of squares up to or equal to 

his Movement Allowance. Players may move in any 

direction or combination of directions, including 

diagonally, as long as they do not enter a square that holds 

another player.  A player forced to move using the throw-

in template may not aim the template diagonally.  

Standing Up 
A player can stand up in his following team turn after he 

was knocked down. If a player for some reason was 

knocked down in his own team turn without being 

activated he may stand up in the same turn. Standing up 

uses 3 of his MA. If a player has less than 3 in MA, then 

he must roll on the Agility table to be able to stand up. All 

team-mates that have the prone player in their TZ may 

assist and give a +1 to the attempt. If a player stands up by 

using AG, then he has used up his entire MA. Failure to 

stand up is not a TO. 

Block 

Use the blocking dice when blocking a player standing in 

your TZ, and to determine the result of a block. Consult 

the table to see how many blocking dice you roll when 

blocking. 

The player making the block will gain +1 ST for the 

block for each of his team-mates standing in a square 

adjacent to the target player. The player being blocked 

will gain +1 ST for the block for every team-mate 

standing adjacent to the blocker. An assisting team-mate 

can only give +1 ST if he is not standing in another 

opponentôs TZ. Blocking large players is just the same as 

any other creature, with one small exception. If the player 

blocks from the ñblindò squares behind the large monster, 

the blocking player will get +1 ST for the block just as if 

he had an extra assist. The result of a block can be found 

earlier in this book, but generally a player can be knocked 

down or pushed back.  

The opponent may block your players with one of your 

own, if he gets control over it, though, but not the other 

way around. In a case where a player is blocking a player 

on his own team he will still use all active skills and items 

at his disposal. A player may never block a player on what 

he believes is his own team.  

 

Knock Down 
Place the downed player on its side in the square it was 

knocked down to, and roll AR and IR. A player holding 

the ball will drop it in the square that he fell to, and it will 

bounce.  

Push Back 
The blocked player is pushed back to the easiest of the 

three squares behind him (opposite the blocker). How 

easy a square is to be pushed to is determined by the 

following; The easiest being an empty square, then the 

ball, off the pitch, any standing player, and finally any 

prone players. The last two also in order of ST. If there 

are several squares with the same difficulty, the blocker 

can choose which to push the player to.   

If another player has to be moved this follows the 

same rules as above, and if that will again cause any other 

player to be moved, you calculate for all the possible 

moves, and then decide on what is the easiest. If there are 

paths with the same difficulty, the owner of the player that 

has to be moved decides on what square to move him to.  

Agility Table 

Playerôs Agility  1 2 3 4 5 6 

Roll Needed 6+ 5+ 4+ 3+ 2+ 2+ 

Blocking Dice Quotas 

Condition Result 

Blocker is more than twice as strong as opponent 3 dice, blocker chooses 

Blocker has more strength than opponent 2 dice, blocker chooses 

Blocker has equal strength as opponent 1 die, blocker chooses 

Blocker has less strength than opponent 2 dice, opponent chooses 

Opponent is more than twice as strong as blocker 3 dice, opponent chooses 
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  A player that has the Stand Firm Skill will not be 

moved by having another player pushed at him, therefore 

another route for the pushback has to be found. If there 

are 3players with Stand Firm in the squares available for 

push back then there will be no push, even on an open star 

result. 

 A blocker that has pushed an opponent back may 

take a follow-up move for free ignoring all TZs, provided 

he could have moved there normally, note that large 

players may block in a direction they can not move and 

therefore not follow up. If a player is pushed onto the ball, 

it will bounce. 

Blitz Move 

A blitz move is where the player blocks or fouls and 

moves in the same turn. Only one player per team turn 

may do this. The block or foul costs one MA to make. A 

player blitzing may not foul as well as block. A blitz has 

to be declared before the blitzing player is activated and 

does anything. A blitzing player may also pick up and/or 

throw the ball. 

Dodge 

A player moving out of an opponentôs TZ, must dodge or 

be tackled. Roll on the Agility table at +1. For each 

opposing TZ covering the square the player is dodging to, 

the roll is modified by ï1. If he fails the roll he is knocked 

over in the square he was dodging to. Make an armour roll 

(AR) and an injury roll (IR) at 0/ï1, with modifications 

due to field status. The numbers of TZs in the square one 

dodges away from has no significance on the dodge. 

Players whose TZ causes a dodging player to fall do not 

gain SPPs for any injury the dodger suffers. 

Picking Up The Ball 

If a player enters a square where the ball is lying on the 

ground, he may attempt to pick it up. Roll on Agility table 

at +1. For each opposing TZ the roll should be modified 

by ï1. Failure to pick up the ball results in a TO. If he 

fails or chooses not to pick up the ball it bounces once. 

All the modifiers due to TZ, Field Status and weather 

apply. 

A player can not pick up the ball if he is pushed onto 

the ball, side steps onto it, or lands upon it. 

Bouncing Ball 
If a ball is dropped or stepped on, a pick up or a catch is 

fumbled or it is thrown into an empty square, it will 

bounce. Use the Scatter template to find out where it ends 

up. If it ends up in a square occupied by a player, he may 

try to hold on to it (roll AG +0). If he fails, it will bounce 

again.  

Handing Off The Ball 

A player with the ball may decide to give it to a team mate 

in his TZ, provided the receiving player has the giver in 

his TZ. No roll is required to give the ball away, the 

receiver however must roll for picking the ball out of his 

team-mates hands, this is considered the same as picking 

up a ball from the ground. A Handover is considered your 

teams pass for this turn, and thus one may not hand off the 

ball twice or hand over and throw it in the same team turn. 

A successful hand off does not give any player any SPPs. 

An opposing player can not use passblock to interfere 

with a hand off. 

Throwing Things 

Things may generally only be thrown once per team per 

team turn. The Manager decides which square on the field 

the player is throwing the thing to and uses the range ruler 

to decide the difficulty of the throw. If the attempted 

throw is further than permitted, the throw will be aimed at 

the furthest possible square. Use the Agility table, and a 

+1 modifier for a quick pass, no modifier for a short pass, 

ï1 for long pass and ï2 for long bomb. There is an 

additional ï1 modifier for each opposing player's TZ the 

thrower is in. 

 

If the throw is unsuccessful, the thing scatters once for a 

quick or short pass, two times for a long pass, and three 

for a long bomb. If a 1 is rolled when attempting to throw 

a thing, it is fumbled, and ends up in the square of the 

player throwing it. It then bounces once. If a 6 is rolled, 

the throw is an automatic success, even if 7+ was needed 

with all modifications applied. Any one thing can not be 

handed off in addition to being thrown.  

 

Throwing the ball towards an unoccupied square is a TO, 

even if itôs caught. A player may lay the ball safely in any 

one empty square next to him, without a bounce, but this 

causes a TO. Passing the ball results in a TO if the ball 

ends up off the field or if it is not caught by a player under 

your control prior to touching the ground. Passes can be 

done during any part of a move, as long as the player is 

still active. 
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Throwing Players 

Any player with 6 or more in strength, may attempt 

to throw a stunty player. A thrower can only pick up 

stunties in his tackle zones. Being thrown and landing are 

free moves. This means that the thrown player may start 

an action after being thrown if he has not done so earlier 

in the same team turn. 

If the stunty is on the other team or is a stunned 

player on your own team, you have to make a roll to see if 

the thrower gets hold of the stunty. Each player rolls a d6 

and adds their AG, a stunned player has 0 AG for this roll. 

The thrower then subtracts 1 from his total, and if it is still 

higher than the stunty the throw may go on as normal, 

otherwise he has wasted his turn trying to get hold of the 

stunty. Attempting to throw an opponent is illegal with a 

penalty factor (PF) of 10, whether the stunty player is 

successfully thrown or not.  

The throw is treated as a pass, but the range is 

increased one range band. This means that you cannot 

throw a player further than a long pass (which would 

count as a long bomb). The throw must be aimed at an 

empty square, and it may not be intercepted. If the throw 

is inaccurate, the player always scatter three times. If the 

pass was fumbled the stunty bounce once from the 

thrower, but may still attempt to land there as from a 

scattered throw. SPP for a successful pass will only be 

awarded if the thrown player was holding the ball, and 

successfully lands. The ball may not be passed on further 

in this team turn, as this counts as a pass for the ball 

aswell.  

If a thrown player lands in an empty square, the 

manager must roll to see if the player lands on his feet, 

with modifications as shown in the Landing Modifiers 

Table. A prone player may attemto to land on his feet, but 

a stunned player automatically crash-lands.. If the stunty 

failes his landing he will crash-land, be knocked over, and 

bounce once. The stunty can not bounce into a square with 

another player in it, reroll all those results., if  he bounces 

into a square with the ball then the ball bounces also.  

If an inaccurately thrown player scatters on to an 

occupied square, the occupant will be pushed back one 

square in the direction of the throw and knocked over (no 

skill can prevent this). The stunty will crash-land and be 

knocked over in the square he hit. 

A crash-landing does not cause a TO, unless the 

player was holding the ball, in wich casse it will bounce 

one square from where the stunty crash-landed. Crash-

landings can be painfull, AR / IR of +1/+1 on the stunty 

and any other players he may have crash-landed on. 

Player Handoff 
There is a special type of player pass, a player  hand-over. 

It involves the thrower lifting up the stunty player and 

gently placing him in any of his unoccupied adjacent 

squares, no roll is needed for this pass. To be put down 

feet first and not be knocked over, the stunty has to roll 

for landing as normal for an accurate pass.  If a player is 

prone when he is picked up, then he is put down prone. A 

player handover can not result in a crash-landing, thus no 

AR / IR. If the moved player was carrying the ball and 

failed to land, it is a TO. 

Player Scatter 
Should you for any other reason then those mentioned 

above need to scatter a player from its current square, RR 

until an empty square is found. 

Catching 

If a thrown ball ends up in a square occupied by a player, 

then that player may try to catch it. Use the Agility table 

and give a +1 modifier if the throw was accurate, a +0 

modifier for catching a scattered pass, or throw-in, and a ï

1 modifier per opposing TZ the player is in. A fumbled, or 

refused catch makes the ball touch the ground in that 

square, and causes a bounce. 

Interception 

A thrown ball may be intercepted by anyone in its final 

path. This means that a scattered pass will travel a straight 

line from launch to landing square, and not the intended 

path followed by a squiggle. This is considered a catch. 

Any player in a square visible in the transparent part of 

the range ruler may try. If a player tries to intercept, then 

roll on the Agility table at ï2, with an additional of ï1 per 

opponentôs TZ on the player. A successful interception of 

the ball counts as a TO. If you intercept an opponent`s 

pass, the interceptor gains SPP, but if you intercept a 

throw in, or your own pass, you will not gain SPP. An 

interception may not be made in a square adjacent to the 

thrower or where the ball lands.. During a throw-in the 

ball is thrown from the square where it left the field, and 

thus can not be intercepted from any of the adjacent 

squares.  

If for some reason two players in equal positions try 

to intercept the same ball both players get to roll for 

interception. If both players succeed they collide in mid 

air and none of them gets hold of the ball.  

Landing Modifiers Table AG 

Attempting to land after an accurate throw +0 

Attempting to land after a scattered throw ï1 

Right Stuff Skill +1 

Per enemy TZ on the landing square ï1 

Prone player attempting to landing upright ï1 
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Fouling  

It is of course strictly forbidden to attack a player that is 

down. But it still happens. It can be done by a standing 

player in an adjacent square to the downed player, and 

making an AR at +1 on the downed player. If other team-

mates are also adjacent to the downed player, the Manager 

adds +1 for each of them not in enemy tackle zones. (Note 

that this is similar to assisting a block, only guard wonôt 

help you in this case). If the AR results in an injury, it is 

resolved normally. Only one foul may be made each team 

turn. The foul can be declared as a blitz and done instead 

of a blitzing-block in addition to a move 

If the AR dice roll is 10+ the ref spots the foul and 

sends off the player committing the foul. (See: Arguing 

the Call). Assisting in a Foul is not a bannable offence. 
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Large Players 

Large players are large, huge, dangerous looking beasts, 

often with huge pointy teeth. On the whole they are to be 

given a wide berth. There are several special rules for 

these big fellows. Large players é 

¶ are centred on the crosses of squares, and cover four 

squares on the field. They move from cross to cross. 

They have a facing direction, and only have tackle 

zones in the eight squares in front and to their sides. 

¶ have a weak spot behind them. Playersô blocking a 

large player from behind gets a +1 to blocking strength 

as if they had an extra assist. 

¶ use one MA to change facing without moving. They 

may also change facing when they move. 

¶ count as both entering and leaving an opposing tackle 

zone when changing facing. 

¶ may be placed facing in any direction when standing 

up, or following up, but can not turn when pushed 

unless they have side-step. 

¶ may move through squares with prone players in, but 

can not stop on top of a prone player( see stepping 

over players). They are not able to step over other 

large players in this way, even if they are prone. 

¶ use a D12 instead of a D8 if the ball scatters from 

them. 

¶ receive a +1 modification to interceptions because of 

their size. 

¶ score a touchdown if any part of the base is in the end 

zone. 

¶ may move either straight ahead, or diagonally as long 

as the 4 squares they are moving to are empty. The 

final facing is determined by the player. 

¶ may try to sneak a player with ñStuntyò onto the field. 

Roll a d6: On a 4+ he player is successful. On a 2 or 3, 

the large player has to return the stunty player to the 

reserve box. On a 1, the carried player is sent off, and 

given a yellow card. Remember to play with 1 player 

less. If the stunty player carries secret equipment you 

still have to roll PF. The PF is with a +1 modifier 

(though max 10). 

¶ when pushing back a player, the blocked player must 

be pushed away from the large player. 

¶ A team may never have more than 4 Large Players on 

the field. 

 

Stepping Over Players 
Large players are allowed to move over prone players, if 

they end their move on top of another player, roll AR/IR 

(+1/+1, no other bonuses apply) for the player stepped on 

and roll a scatter until that player is in a free square. This 

is considered illegal and has a PF of 10. 
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The Match  and Compilation of Tables  

Team Rating Value (TRV)  

Before you can set about goring the opponent to kingdom 

come, you have to find out what your Team Rating Value 

(TRV) is.  

 Total ALL of the following;  

1. Player Value: This is the playerôs TRV. Basically, it is 

(Base cost + total Level value)/10,000. Random 

Mutations, skills gained for 100th matches played both 

follow the same system +1 TRV for the first (of each) +2 

for the second etc. Stat losses follow a similar system, but 

with opposite numbers, first give -1 TRV, second -2 etc. 

Minimum TRV is 1. Example: A human lineswoman (cost 

50,000 GP) has 43 SPPs and has lost one point in AG. 

She is then level 3 and her TRV is: Base cost/10.000 + 

Level value (1
st
 Lvl) + Level value (2

nd
 Lvl) + Level value 

(3
rd

 Lvl) ï 1
st
 stat loss. Her TRV then becomes (5+1+2+3-

1) = 10. 

2. Total Staff Value / 10,000 (Head coach does not count) 

3. Total FF /2 round down 

4. Total Team RR Value /10,000  

5. Total equipment and potions cost / 10,000 

Then use the Handicap table below to work out the 

handicaps for the match. 

Choosing Players 

Selecting the playing team you will use as many players as 

you have available, up to a maximum of 16. A player is 

considered available as long as he is not injured or banned 

from that match for some reason.  

Should you not have as many as 11 available 

players to choose from, fans and volunteers eager to show 

their merit will step up and fill your team up to 11 players 

for no cost at all. These are called Journeymen and will be 

equivalent to Youth Players  for your team. These players 

do not gain SPP and can not in any way be purchased. 

They do however count normal towards TRV - 5 for 

normal teams, 3 for stunty teams. These volunteers 

(Journeymen ) will leave after the match. 

Injured Players, Fines  
Should you accidentally enter a player who is injured or 

banned, you will be fined as per the table below and the 

match does not count towards reducing the ban or the 

injury time. This can get very expensive. A ban is not 

reduced by a match not played, thus a WO will make 

players healthier, but not reduce a ban. 

 

 

 

 

 

 

 
 

Weather  

People tend to play Blood Bowl no matter the weather. Roll 2d6 once before each match to see what kind of weather the 

match is held in. The results are found on the weather table. For the full effect of the weather see under field status, page 55. 

Weather Table 

2d6 Weather Effects 

2 

Sweltering 

heat 

You must roll a d6 for every player on the pitch after each drive. On a result of 1, the player collapses 

and must miss the next Kick-off. The heat will dry out the pitch by one step. If the field is frozen it will 

melt, and become wet instead of dry. 

3 Very sunny The bright sun causes a -1 modifier to all attempts to throw the ball, and it dries out the pitch one step. 

4-10 Fine Perfect Blood bowl weather. Itôs a good day to die! 

11 
Pouring rain The ball is slippery and difficult to hold, -1 to all attempts to pick up or catch the ball. The weather will 

reduce the quality of the pitch by one step towards wet. 

12 

Blizzard It is cold, snowing, and there is ice on the pitch. Only hand-offs, quick and short passes may be 

attempted. The ice causes people who sprint to fall on a 1or 2. The weather will reduce the quality of 

the pitch by one step, towards frozen. 

Neutral Field 

You may in some circumstances choose to play on a 

neutral field. A neutral field has no stadium advances, 

unlimited seating capacity, and counts as away match for 

both teams. Hence both may use busses for their fans. 

There is no Home RR, but the one that should have played 

home still kicks off first. On neutral fields the ticket price 

is always normal. 

Div. Fine 1st match Following matches 

1 TRV * 10.000 TRV * 2000 

2 TRV * 8000 TRV * 2000 

3 TRV * 6000 TRV * 1000 

4 TRV * 4000 TRV * 1000 
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Pre Match Sequence 

Before the match starts, both teams have to go through the Pre match sequence with the referee. 

 

Pre Match Sequence 

Stage Point 

0 
Choose Playing 

Field 

The home team decides whether the match will be played on their own stadium or 

on a neutral pitch.  

1 Check TV coverage 
Some matches are televised each week. These are treated as if they were a "Big 

match". If the ñBig Matchò card is drawn then 2 TV companies cover the match 

2 Dice Calls Referee states how dice will be interpreted this match 

3 Determine weather 
The referee rolls 2d6 and consults the weather table. If the home team is using pitch 

maintenance, then inform the referee now (write it down) 

4 
Nominate your 

team 

Your team must consist of no more than sixteen players, and whatever staff you 

want 

5 Guards Assign guards to guard duties here. No assignment written = Stadium duty. 

6 
Deliver Team 

Roster 

Both managers deliver a team roster to the referee with the team he is going to use 

this match, with this match's team rating calculated and written on it. From now on 

until after the post match sequence is finished you may only borrow money from 

your opponent. Any paid dirty tricks must be written on your team roster before it 

is delivered. 

7 Handicaps 
Playing against better teams, one pulls oneself together. See Handicap Difference 

Table. Declare any free dirty tricks to your opponent. 

8 
Pre-match Dirty 

Tricks 

Each team may do dirty tricks to other teams. They are resolved here, unless 

otherwise stated. 

9 Roll for creations 
Nominate any things that a healer or race specific staff is going to be making or 

doing (making equipment, fixing mutations etc). 

10 Roll for assistants Roll for all Assistant coaches and Tacticians. 

11 
Determine Field 

Status 

Remember to take into account field upgrades here. If the pitch is non-perfect at the 

start of the match, the home team will be fined. 

12 
Declare Ticket 

Price 

If the home team is going to vary its ticket price, it has to be declared it now 

13 Work out the Gate 

Each team rolls the number of dS equal to its Fan Factor, or multiplies 3.5 by the 

teamôs FF. The home team adds +1 and the away team subtracts -1 from each dice. 

Use any modifications in gate and handicap tables. These modifications are to 

every individual die. A die can be reduced to zero, or even negative, but the total 

gate will never be lower than your teams actual fan factor. Total the result and 

multiply with 1000. The result is the total number of fans who showed up. If more 

fans show up then the stadium has room for, the home teamôs fans are let in first, 

the away team will fill up whatôs left. Remember that Stadiums can pack 150% fans 

of what they can comfortably hold. 

 If more fans show up than the stadium has room for, it is possible that the extra 

fans will cause damage to the stadium (See Overcrowding for details). This can be 

avoided by hiring Guards.  

14 
Work out Effective 

Fan Factor (EFF) 

Work out the % of fans are cheering for the home team, (Home fans / Total fans 

*100) rounded. On a d100 the home fans is from 01 to this number, while a roll 

higher than this number indicates the away fans. 

15 Special play cards 

Each team draws 2 cards, home team drawing first. Only one from the Magic item 

section. This is in addition to any drawn in the handicap section and any bought as 

a dirty trick. 
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Ticket Prices 

The home team may chose to 

vary its ticket prices in order to 

fill its stadium or to reduce the 

number of spectators. The 

tickets can either be more 

expensive, normal priced, or less 

expensive. These changes have 

the following effects. 

 

 

 

 

 

 

 

 

 

Handicap Difference Table 

Lowes

t TRV 
Č 149 

150 Č 

199 

200 Č 

249 

250 Č 

299 

300 Č 

349 

350 Č 

399 

400 Č 

449 

450 Č 

499 

500 Č 

600 

600 Č 

699 
700 Č 

Handi-

cap 

D   

i    

f    

f   

e   

r   

e   

n   

c   

e 

0 Č 10 0 Č 15 0 Č 20 0 Č 25 0 Č 30 0 Č 35 0 Č 40 0 Č 45 0 Č 50 0 Č 60 0 Č 70 A 

11 Č 15 16 Č 22 21 Č 30 26 Č 37 31 Č 45 36 Č 52 41 Č 60 46 Č 67 51 Č 75 61 Č 90 71 Č 105 B 

16 Č 20 23 Č 30 31 Č 40 38 Č 50 46 Č 60 53 Č 70 61 Č 80 68 Č 90 76 Č 100 91 Č120 
106 Č 

140 
C 

21 Č 30 31 Č 45 41 Č 60 51 Č 75 61 Č 90 71 Č 105 81 Č 120 91 Č135 
101 Č 

150 

121 Č 

180 

141 Č 

210 
D 

31 Č 40 46 Č 60 61 Č 80 76 Č100 91 Č 120 
106 Č 

140 

121 Č 

160 

136 Č 

180 

151 Č 

200 

181 Č 

240 

211 Č 

280 
E 

41 Č 55 61 Č 82 81 Č110 
101 Č 

137 

121 Č 

165 

141 Č 

192 

161 Č 

220 

181 Č 

247 

201 Č 

275 

241 Č 

330 

281 Č 

385 
F 

56 Č 75 83 Č112 
111 Č 

150 

138 Č 

187 

166 Č 

225 

193 Č 

262 

221 Č 

300 

248 Č 

337 

276 Č 

375 

331 Č 

450 

386 Č 

525 
G 

76 Č 95 
113 Č 

142 

151 Č 

190 

188 Č 

237 

226 Č 

285 

263 Č 

332 

301 Č 

380 

338 Č 

427 

376 Č 

475 

451 Č 

570 

526 Č 

665 
H 

96 Č 120 
143 Č 

180 

191 Č 

240 

238 Č 

300 

286 Č 

360 

333 Č 

420 

381 Č 

480 

428 Č 

540 

476 Č 

600 

571 Č 

720 

666 Č 

840 
I 

121 Č 

150 

181 Č 

225 

241 Č 

300 

301 Č 

375 

361 Č 

450 

421 Č 

525 

481 Č 

600 

541 Č 

675 

601 Č 

750 

721 Č 

900 

841 Č 

1050 
J 

151 Č 

180 

226 Č 

270 

301 Č 

360 

376 Č 

450 

451 Č 

540 

526 Č 

630 

601 Č 

720 

676 Č 

810 

751 Č 

900 

901 Č 

1080 
1051+ K 

181 Č 

210 

271 Č 

315 

361 Č 

420 

451 Č 

525 

541 Č 

630 

631 Č 

735 

721 Č 

840 

811 Č 

945 

901 Č 

1050 
1081+  L 

211 Č 

250 

316 Č 

375 

421 Č 

500 

526 Č 

625 

631 Č 

750 

736 Č 

875 

841 Č 

1000 

946 Č 

1125 
1051+   M 

251 Č 

290 

376 Č 

435 

501 Č 

580 

626 Č 

725 

751 Č 

870 

876 Č 

1005 

1001 Č 

1160 
1126+    N 

291 Č 

340 

436 Č 

510 

581 Č 

680 

726 Č 

850 

871 Č 

1020 

1006 Č 

1190 
1161+     O 

341 Č 

400 

511 Č 

600 

681 Č 

800 

851 Č 

1000 

1021 Č 

1200 
1191+      P 

401 Č 

470 

601 Č 

705 

801 Č 

940 

1001 Č 

1175 
1201+       Q 

471 Č 

550 

706 Č 

825 

941 Č 

1100 
1176+        R 

551 Č 

640 

826 Č 

960 
1100+         S 

641 Č 

740 
961+          T 

741 +           U 

Ticket Price Table 

Ticket Price Gate Winnings Table Modifier FF Change Modifier 

Cheap Each dS is +1 Normal line +1 

Normal Normal dS Normal line +0 

Expensive Each dS is -1 Normal line -1 

 Gate Table : 

Fan factor  X dS 

Away team  -1 

Home team  +1 

Cheap tickets +1 

Expensive tickets -1 

Semi-Final  +1 

Final  +2 

Spectator Dice  

Division dS 

1
st
 Division D6 

2
nd

 Division D6 

3
rd
 and Lower Divisions D6 
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Handicap Table 

There are two different tables. One shows the 

actual Handicap given to a team, the other 

shows you how to calculate this handicap. First 

you go to the Handicap Difference Table; here 

you take the lowest TRV and cross-reference it 

with the difference in TRV between the teams. 

This gives you a letter that you use in the 

Handicap Table to show the effects. Only one 

bonus card can be of the Magic Item type. Extra 

MVP means the lower TRV team gets one extra 

MVP this match, and th 

 

Furthermore the lower TRV team gets GPs in 

free dirty tricks as follows from the table  These 

bonus dirty tricks must be declared openly in 

step 7 in the prematch sequence and are 

resolved in step 8 along with any paid dirty 

tricks. 

Example: VCG is playing Butterfingers. 

VCG has a TRV of 234. Butterfingers 395. 

Looking at the table, VCG finds the column 

with his TRV, as this is the lowest (200-249). 

The difference is then worked out. (395-234 = 

161). This gives a range of 151-190. Cross 

referencing it with the handicap column, it 

gives a handicap of (H), which equals 2 cards 

to VCG, -1 to Butterfingerôs gate, +1.5 to 

VCGôs gate, an extra MVP to VCG and HMS 

also in favour of VCG. Furthermore VCG gets 

70.000 to use in free dirty tricks. The manager 

decides to spend 20K in Team Building and 

50K in spies against the opposition. 

 

When a team gets Bonus Cards, the manager can always 

choose an ñinferiorò card. The card ñvalueò is in the 

following order: Red (R) > Blue (B) > Green (G). 

For example, the result ñPò gives 1 Red, 3 Blue 

and 1 Green cards. The manager, who is really interested 

in drawing ñMerchandisingò and ñBig Matchò, wants to 

draw more Green cards. So he downgrades all his cards 

to Green, netting him 5 Green cards from Handicap. 

 

 

Another example: The Elvz With Attitude get a 

ñGò on the Handicap Table, giving them a Red and a 

Green cards. The Elvz, who like to play éahem, less 

clean than they claim, and ñrarely foul more than once a 

roundò (ï EWA Manager, BOBBA 10) prefer Blue cards. 

So they choose a Blue instead of the Red, but as the 

Green card is ñlowerò  than a Blue, this cannot be 

exchanged.

 

 

 

 

Handicap Table 

Difference 

in  

Team 

Rating 

Bonus GPs 

for Dirty 

Tricks 
Bonus effect 

Bonus 

Cards  

Modifications to 

gate roll per dS 

Higher  Lower 

A    0 0 

B 10.000   0 +0,5 

C 30.000   -0,5 +0,5 

D 40.000  G -0,5 +0,5 

E 50.000 HMS-2,  

Extra MVP 

B -0,5 +1 

F 70.000 HMS-1 R -1 +1 

G 80.000 HMS-0 R+G -1 +1 

H 90.000  R+B -1 +1,5 

I 110.000  R+B -1,5 +1,5 

J 120.000 Extra MVP R+B+G -1,5 +1,5 

K 130.000  R+2xB -1,5 +2 

L 150.000  R+2xB -2 +2 

M 160.000  R+2xB+G -2 +2 

N 170.000 Extra MVP R+3xB -2 +2,5 

O 190.000  R+3xB -2,5 +2,5 

P 200.000  R+3xB+G -2,5 +2,5 

Q 210.000  R+4xB -2,5 +3 

R 230.000 Extra MVP R+4xB -3 +3 

S 240.000  R+4xB+G -3 +3 

T 250.000  R+5xB -3 +3,5 

U 270.000  R+5xB -3,5 +3,5 
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Dirty Tricks 

Dirty tricks are written down by the manager if he is going 

to use any of them, and then given to the referee. The 

referee rolls all the dice needed, and determines what 

happens.  

Dirty Tricks bought for ñrealò GP are counted 

towards Team TRV ï Cost/10.000. 

All dirty tricks take effect in the pre-match sequence, 

before Kick-off of the round they are bought, unless 

otherwise specified.  

Assassin 
Cost: 80,000GPs Success: 4+, ï1 for each Guard. A 6 is 

always a success.  

 A team may hire an assassin to go for one player or 

staff member on the opposing team. The hiring manager 

must specify both target team and person. If the assassin 

rolls 4+ he is successful, but there is a ï1 to his d6 roll for 

every guard assigned to watch that person. If the attempt 

succeeds, make an IR on the following table. 

Players not on the Playing Team may not be the 

target of an assassination attempt, nor staff members that 

aren't brought for the match. If the target is not there, it is 

an automatic failure. A maximum of 3 Assassins will be 

available for your hire at any given match. 

Bribe the BOBBA Officials 
Handicap-GPs only! Cost:70,000GPs. Success: Auto. 

The match starts with ñFair Playò as per Kick-Off 

table result 11. 

Charity Match  
Cost: 40,000GPs Success: Auto. 

This team gets +3 to FF-roll at the end of the match. 

Dirty Deeds Done Dirt Cheap 
Handicap-GPs only! Cost: 50,000GPs Success: 6+ on a 

D8. 

If you get at least one successful roll you may draw 

one extra Dirty Trick Special Play Card at step 15 in the 

pre-match sequence. 

Healing Scroll 
Handicap-GPs only! Cost: 50,000GPs Success: Auto. 

You have manage to lay your dirty hands on a magic 

healing scroll. The Scroll can be used on one of your 

players who has just suffered an injury. The player is 

immediately healed, leave the player face up on the pitch. 

Make Your Own Luck  
Handicap-GPs only!  Cost: 50,000GPs Success: 5+ on a 

D8. 

If you get at least one successful roll you may draw 

one extra Random Event Special Play Card at step 15 in 

the pre-match sequence. 

 

 

 

Mercenary 
Handicap-GPs only!  Cost: 50,000GPs 

Hire a player from your team list for the duration of the 

match. The player has one skill, chosen from the normal 

skills allowed. The player does not gain SPP, does not 

count for MVP purposes and leaves after the match ï 

never to be seen again! 

Onwards; A Quest! 
Handicap-GPs only!  Cost: 50,000GPs Success: 7+ on a 

D8. 

If you get at least one successful roll you may draw 

one extra Magic Item Special Play Card at step 15 in the 

pre-match sequence. 

Poison Attempt 
Cost: 0GPs. Success (1d8): random: 4+, specific: 6+, ï1 

per Guard. An 8 is always a success. 

The manager may hire a person working at the 

stadium to sneak a potion into one of the opponents 

players or staffôs drinks. There is a maximum limit of 3 

poison attempts pr team pr match. The potion may be of 

any type, but it is not included in the price for the poison 

attempt. Remember to include the potion you want to use 

on your team roster! If effective, it takes place in the pre-

match sequence, after point 15. Success is determined by 

rolling 1d8 modified by ï1 for each Guard set to watch 

that specific player or staff member, and consulting the 

table below. You can also target a random player in which 

case you first determine which player or staff member and 

then roll on the table below, considering 4+ to be a 

success. 

Side Bet 
Cost: 40,000GPs Success:Auto. 

The manager has placed a side bet and may roll an 

additional D6 when collecting winnings at the end of the 

match. 

 

 

 

 

 

 

 

 

 

 

Poison Attempt 

1d8 Effect 

6+ The potion is placed in the victim's drink. 

4 Č 5 The potion is placed in a random player's or staff 

member's drink. 

2 Č 3 The attempt failed, but the potion is intact. 

1 Č 0 The attempt failed, and the potion is lost. 

ï1 or 

lower 

The opposing team manages to steal the potion. 
Assassin Injury Table 

d6 roll Result 

1 Č 2 Badly Hurt 

3 Č 4 Seriously Injured 

5 Č 6 Shot in the head. Dead! 
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Spectator Shot 
Cost: 50,000GPs Success: 3+, may be intercepted by 

guards if target in reserve box. 

The manager can pay one of the spectators to shoot 

at one of the opposing team's staff or players in the 

reserves box, or a player on the field. This can only be 

targeted at the team you're playing against this match. The 

shooter's aim is good at a roll of 3+ against a reserve box 

target, and 4+ against a target on the field, resulting in an 

IR at +2. A 6 is always a success.. The manager must 

determine in which team's turn it happens, after turn 1 for 

both teams, when he pays for the shooting. Guards 

watching the targeted player reduce the die roll by 1 pr 

guard assigned to the player. In addition, if the target is in 

the reserves box, one of the guards may on a 5+ intercept 

the shot and be injured instead.  

Only 3 spectator shots may be bought each match. 

Spy 
Cost: 80,000GPs Success: Automatic. 

The manager may hire spies to determine the other 

team's tactics. This will reduce the opposing teamôs RRs 

for this match to half, rounded down. Effect of Spy is 

worked out after all Team Building Exercise(s), rerolls 

purchased from Extra Training and similar effects have 

been worked out. It takes effect in the pre-match 

sequence, after 12).  

Team Building Exercise 
Cost: 10,000GPs Succes 3+ 

 The manager may hire certain professional 

motivators to improve the team spirit. If successful this 

will add 1 team RR per success for this match. 

 

 

 

 

Match Start  

Setting Up Your Team 

When setting up for a Kick-off, the kicking team sets up 

first, followed by the receiving team. Each team sets up a 

maximum of eleven players, or as many as they can, out of 

the 16 picked to play this match. It is not allowed to have 

more than 3 allied players among these 11, and a 

maximum of 4 large players. (Note that you cannot ever 

have more than 4 large players on the field, for any 

reason!) After you have selected the team to play but 

before you put the players onto the field, you and your 

opponent both decides if you are going to use cards, 

potions or shape change abilities, bring along any 

equipment, or sneak in an extra player, and then the ref 

rolls for both teams at once. Setting up you must have a 

minimum of three players on the line of scrimmage 

(LOS), and each team has a maximum number of two 

players in each of the wide zones. The rest of the players 

can be placed where the manager pleases. When setting 

up, there is a time limit, just as a team turn, of four 

minutes. If your team has less than 4 players ready when 

setting up as the kicking team you will be allowed to have 

less than 3 set up on the line of scrimmage. You must still 

follow the rules for set up as closely as possible. 

Kick-off 

At the start of the game, half-time, and after each 

touchdown, there is a Kick-off. When this happens, each 

manager checks to see if any knocked out players are able 

to return to the game. See injury table, page 15 for details. 

The team that is kicking sets up his team first, followed by 

the other team. He then places the ball in a square on 

opponentôs half, and rolls on the Kick-off table. The result 

is applied, and once it is resolved, the kicker rolls a scatter 

d8 and a d6 to see how far the ball deviates. If the ball 

lands in an empty square, it bounces. If the ball lands on a 

player, that player may try to catch it. If it ends up off the 

field or in the kicking team's half, the receiving manager 

must give it to a player on his team (ñtouchbackò no roll 

to catch is required). If the ball does not end up on the 

receiving teams half due to a player on that team fumbling 

the ball, it is not a touchback. When the ball finally comes 

to rest, the game is ready to start. The home team kicks off 

to start the match, while the away team kicks off for the 

second half. If a team score, they kick off next, unless 

there is also a new half. 

Substitutes 

At every Kick-off, before either team has set up, the 

Manager may freely choose to substitute a fielded player 

with one from the reserves box, while still following the 

rules for setting up the team. 

 

 


































































































