12

Kick-off

After both teams have set
up, the kick-off takes
place and then the match

begins.

Scatter Diagram

Kick-off sequence

To resolve the kick-off, follow the
sequence below:

1 Place the ball on the field.
2 Determine scatter.

3 Roll on the Kick-Off Table and
immediately resolve the results.

4 Determine bounce.

5 Start the match.

Placing the ball on the field

The coach of the kicking team places
the ball in any square in the opponent’s
half of the field, including the end zone
if he likes. Note that, at this point, the
ball has not yet landed. The square
where it is placed simply represents the
square targeted by the kicking team.

Determining scatter

Kicks are very inaccurate. To represent
this, place the scatter template over the
ball (oriented any way you choose),

or consult the Scatter Diagram. Roll
1D8 to determine the direction of
scatter, and roll 1D6 to determine how
many squares the ball scatters in that
direction. Move the ball appropriately.
The resulting square is where the ball

will land after the result on the Kick- Off
Table has been resolved.

If the kick is so inaccurate that it scatters
right off the field or into your own half,
your opponent receives a ‘touchback’
and may give the ball to any of his
standing players on the field. If your
opponent receives a touchback but has
no standing players (perhaps after a
‘pitch invasion’ result on the Kick-Off
Table), he may place the ball in any
empty square on his half of the field.

Rolling on the Kick-Off Table

To determine what happens at kick-off,
roll on the Kick-Off Table and resolve
the effects immediately. These effects

take place while the ball is still in the air
after kick-off.

Determining bounce

Once the Kick-Off Table result has been
resolved, the ball lands. If it lands in an
empty square in the receiving half of
the field, it immediately bounces one
square (roll 1D8 and use the scatter
template to determine direction). Move
the ball appropriately.

If the ball lands in, or bounces into,

a square occupied by a player on the
receiving team, that player must try to
catch it (p.24).

A touchback occurs (see above) if the
ball lands inside your opponent’s half
but then bounces out of his half before
coming to rest, even if an opposing
player tried and failed to catch it.

Starting the match

Once the kick-off has been resolved
and the ball has come to rest or been
caught, the match begins.

Kick-Off Table

2D6

2

10

11

12

Result

Get the ref!: Each coach receives +1 free bribe to use during the match, exactly as if they had
purchased the bribe as an inducement (p.90).

Riot: If the receiving team’s turn marker is on turn 7, move both turn markers one space back
along the turn track. If the receiving team has not yet had a team turn in this half, move both turn
markers one space forward along the turn track. Otherwise, roll 1D6. If you roll 1-3, move both
turn markers one space forward. If you roll 4+, move both turn markers one space back.

Perfect defence: The kicking team’s coach may set up his players again, following all the normal
rules for setup (p.10).

High kick: One player on the receiving team who is not in an opponent’s tackle zone (p.34) may
be moved to the square where the ball has been placed, as long as the square is unoccupied.
When the ball lands, that player must then attempt to catch the ball. This catch attempt takes
place out of the normal turn sequence, and so it does not count as an action, nor can a failure

cause a turnover. After resolving the catch attempt, start the match.

Cheering fans: Each coach rolls 1D3 and adds their FAME (p.9), plus their number of
cheerleaders. The highest scorer gains an extra team re-roll for this half only. If the scores are
equal, both teams gain a team re-roll.

Changing weather: Roll again on the Weather Table (p.8). The change of weather happens
immediately and lasts for the rest of the match, or until this result is rolled again. If you roll ‘Nice’,
then a gentle gust of wind makes the ball scatter one extra square before it lands after the kick-off.

Brilliant coaching: Each coach rolls 1D3 and adds their FAME (p.9), plus their number of assistant
coaches. The highest scorer gains an extra team re-roll for this half only. If the scores are equal,
both teams gain a team re-roll.

Quick snap!: Each receiving player may make a free move of one square, ignoring tackle zones.
This move takes place out of the normal turn sequence and may be used to enter the opposing
half of the field.

Blitz!: The kicking team receives a free bonus team turn before the ball lands. Team re-rolls may
be used, special play cards may be played, and the normal turnover rules apply, but only players
who are not in an opposing tackle zone at the start of the free team turn may perform an action in
it. Do not move the turn counter along in this team turn.

Throw a rock: Each coach rolls 1D6 and adds their FAME (p.9). The lowest scoring coach’s team is
affected; if the scores are tied, both teams are affected. Pick one random player on the field from
the affected team and roll on the Injury Table (p.28) for that player (no armour roll is required).

Pitch invasion: Roll 1D6 in turn for each player on the field, adding the FAME of the opposing
team (p.9). Any score of 6 or more causes the player to be stunned (p.28). Regardless of FAME, a
natural roll of 1 has no effect.
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Player actions

A successful interception causes a
turnover (p.15) and earns 2 Star Player
Points for the intercepting player (p.40).

Determining whether the throw is
accurate

If there is no successful interception,
you must then determine whether the
throw is accurate. Look up the thrower’s
Agility on the Agility Table, then roll
1D6 and apply the relevant modifiers.

List of Throwing Modifiers

+1 for attempting a Quick Pass
0 for attempting a Short Pass
-1 for attempting a Long Pass
-2 for attempting a Long Bomb

if the thrower has Accurate
+1 (or Strong Arm, for all ranges
except Quick Pass)

per opposing tackle zone on
the thrower’s square, unless

the thrower has Nerves of
Steel

-1 if the thrower has Stunty

for each player with Disturbing
Appearance within 3 squares

-1 if the weather is Very Sunny

If your modified score equals or
beats the score required, the throw

is accurate. If it is less than the score
required, the throw is inaccurate (but
see p.35 for the rule of one and six).

An inaccurate throw doesn’t necessarily
cause a turnover, but a turnover will
result if your team loses possession of
the ball, either because it comes to rest
in an empty square or it is caught by an

opposing player.
Inaccurate throws

If a throw is inaccurate, the ball will
actually land some distance away from
the target square. To determine where,
first place the ball in the target square,
then use the scatter template and roll
1D8 three times, moving the ball one
square in the direction indicated by
each roll in turn. The final square is
where the ball actually lands. If there is
a player from either team in that square,
the player must try to catch the ball as
above. If the square is empty or contains
a prone or stunned player, the ball will
bounce once (p.30).

If the ball moves off the field at any
point during scatter, it will be thrown in
by the crowd (p.30).

Note that the ball isnt considered

to have landed in either of the two
intervening squares during the scatter,
so it can’t be caught by players in those

squares, nor can it be intercepted at this
point.

Note also that, if you throw a lucky
sequence of numbers on the D8, it's
possible for the ball to end up back

in the original target square, in which
case the original target player may try
to catch it anyway. The only difference
is that it will no longer count as an
accurate throw, and so the +1 modifier
for attempting to catch an accurate
throw won't apply.

Fumbling a throw

If you roll a natural 1, or if you score 1
or less after modification, then not only
is the throw a failure but the throwing
player also drops the ball in his own
square rather than actually throwing it,
and it will then bounce once (p.30). This
is called a “fumble’, and always causes a
turnover, even if a player from your own
team catches the ball.

Catching the ball

If the ball lands in a square occupied
by a standing player from either team,
that player must try to catch it. Prone or
stunned players may not catch the ball.

To determine whether a player catches
the ball, look up his Agility on the
Agility Table, then roll 1D6 and apply
the relevant modifiers from the List of
Catching Modifiers.

If your modified score equals or beats
the score required, the player catches
the ball: place the ball on the model’s
base, or in his square, to denote this.
If it is less than the score required, the
player drops it (p.30) (but see p.35 for
the rule of one and six).

List of Catching Modifiers

for attempting to catch an

* accurate throw
if the player has Extra Long
+1
Arms
1 if the throw was accurate and
the player has Diving Catch
-1 if the weather is pouring rain

per opposing tackle zone on
—1 the player’s square, unless he
has Nerves of Steel

for each player with
-1 Disturbing Appearance within
3 squares

A failed catch doesn’t necessarily cause
a turnover, but a turnover will result if
your team loses possession of the ball
during your team turn, either because it
comes to rest in an empty square or it is
caught by an opposing player.

Catching the ball is not an action, so if
the player who catches the ball hasn’t
yet performed an action and it’s his team

Agility Table

Player’s AG <1 2 3

Target on 1D6 6+ 5+ 4+

turn, he may do so as normal, either
immediately or later in the team turn.

Completions

A pass which is accurate and is caught
by a player on the same team in the
target square counts as a completion,
and the thrower receives 1 Star Player
Point (p.40). An inaccurate pass doesn’t
count as a completion even if it is
caught, nor does a pass which is caught
in a square other than the intended
target square.

Throwing a team-mate

If you have a player with the Throw
Team-Mate skill (p.63), he can throw
any other player on your team as long
as the thrown player has the Right Stuff
skill. A player can be thrown even if he’s
holding the ball at the time.

To throw a team-mate, the throwing
player must take a normal Pass action.
After the movement part of the action,
the two players involved must be in
adjacent squares, and both must be
standing.

The throw is then treated like a normal
pass, except that:

D Long Pass or Long Bomb ranges are
not allowed;

D the thrown player may not be
intercepted;

D the throw is automatically inaccurate
(p-24), meaning that the thrown
player will always scatter three times
from the target square.

Even though the throw is automatically
inaccurate, you must still make the
Agility roll for the throw to see whether
it is fumbled, and apply the usual
modifiers. If it is fumbled, the thrown
player lands back in his own starting
square.

If the thrown player lands on top of
another player, whether that player

is standing or not, treat him as being
knocked down, and roll for armour and
injury as normal; then scatter the thrown
player one more square. If this second
square is occupied, do not roll for injury
for the occupant; instead scatter the
thrown player one further square, and
continue to do so until he lands in an
empty square. (In this way, the thrown
player will never injure more than one
player, even if he scatters across several
occupied squares before landing.)

If the thrown player lands off the field,
he is beaten up by the crowd just as if
he had been pushed off the field (p.21).

When the thrown player has finally
landed in an empty square (even if
this is his starting square because the
thrower fumbled the throw), then the
next step is to determine whether he
manages to land on his feet. Make an
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List of skills

back’ or ‘defender stumbles’ result, he
forces the defender to drop the ball in
the square that he is pushed to (or in his
own square if he is not pushed for some
reason), even if he is not knocked down.
The ball will then bounce as normal.
This does not cause a turnover unless
the player who dropped the ball is on
the team whose team turn it is, and no
other player from the same team catches
the ball before it comes to rest.

If a player is pushed back into the end
zone but drops the ball in this way, he
does not score a touchdown (because

a player must be standing in the end
zone holding the ball in order to score a
touchdown).

This skill has no effect against a player
with Sure Hands.

Strong Arm (Strength)

When this player throws the ball or

a bomb (but not a team-mate), he
modifies the Agility roll by +1, except
for Quick Pass ranges.

Stunty (Extraordinary)

This player may ignore any opposing
tackle zones on the square he is moving
to when he makes a dodge roll. This
ability does not apply if the player has
the Secret Weapon skill.

Also, the Stunty player must modify the
roll by =1 when attempting a throw.

Additionally, when this player is injured
(even by the crowd), you must use the
Stunty Injury Table instead of the normal
one:

Stunty Injury Table

2D6 Result
2-6 Stunned
7-8 Knocked out
9 Badly hurt
10-12 Casualty

Sure Feet (Agility)

Once per team turn, this player may re-
roll the D6 if he is knocked down when
trying to ‘go for it’ (even when using
Sprint).

Sure Hands (General)

This player is allowed to re-roll the
Agility roll if he fails to pick up the ball.
In addition, the Strip Ball skill will not
work against this player.

Tackle (General)

Opposing players in this player’s tackle
zone are not allowed to use their Dodge
skill if they attempt to dodge out of the

player’s tackle zone, nor may they use
their Dodge skill if the player throws a
block at them.

Tackle and Diving Tackle may be
combined.

Take Root (Extraordinary)

Immediately after declaring an action
for this player, you must roll 1D6:

D If you roll 2+, the player may take his
action as normal.

D If you roll 1, the player takes root
and his MA is reduced to 0 until the
drive ends or he is knocked down or
placed prone. If the player is prone
when you fail the Take Root roll, and
you had declared an action which
would allow him to stand up, then
he may stand up (or attempt to stand
up, if his MA is less than 3) before
taking root; but if this action was a
Blitz, he may not go on to perform
the intended block as part of the
Blitz.

A player who has taken root may not
blitz, follow up, ‘go for it’, be pushed
back for any reason, or use any skill
that would allow him to move out of
his current square or be placed prone
deliberately. He may, however, continue
to take other actions (including on the
team turn he took root, if he declared

a Block or compound action), and he
does not lose his tackle zones. Other

players from his own team are not
allowed to try to block him.

A failed Take Root roll may be re-rolled
as normal.

Tentacles (Mutation)

The player may use this skill when any
opposing player attempts to dodge or
leap out of his tackle zone. Roll 2D6,
subtracts the Tentacles player’s ST and
adds his opponent’s ST. If the result is 5
or less, the opposing player is trapped,
his dodge or leap is cancelled and his
action ends immediately.

If a player attempts to leave the tackle
zone of several Tentacles players, only
one may attempt to trap him. If the
Tentacles player loses his tackle zones
(e.g. through Bone-Head or Really
Stupid), he may not use Tentacles.

You may not re-roll a Tentacles roll
(except using Pro), since it takes place
in your opponent’s turn.

Thick Skull (Strength)

If this player is injured and 8 is rolled on
the Injury Table, treat this as ‘stunned’
instead of ‘knocked out’. This skill may
be used even if the player is already
prone or stunned.

Throw Team-Mate
(Extraordinary)

This player may throw a team-mate who
has Right Stuff, following the rules given
on p.25.

Titchy (Extraordinary)

This player gains a +1 modifier to all
dodge rolls, but his tackle zones never
require opposing players to modify their
own dodge rolls by —1.

Two Heads (Mutation)

Add +1 to all dodge rolls this player
makes.

Very Long Legs (Mutation)

This player may add +1 to the Agility
roll whenever he attempts to intercept
the ball or use the Leap skill. This player
can also attempt an interception even if
the thrower uses the Safe Throw skill.

Wild Animal (Extraordinary)

When this player declares an action,
roll 1D6, adding +2 to the roll if

taking a Block or Blitz action. If your
modified score is 4+, the action goes
ahead as normal. If it is 3 or less, the

player’s action is wasted and he may not
perform another in the same team turn.

If a Wild Animal declares an action
which is limited to one player per team
turn (Blitz, Pass, etc.) and then fails it,
this still counts as using the action for
the team turn.

A Wild Animal roll may be re-rolled as
normal.

Werestle (General)

If this player blocks another player or

is blocked, and the ‘both down’ result

is applied, and this skill is used, then
both players are placed prone instead of
being knocked down. Do not make any
armour or injury rolls.

This ends the Wrestle player’s action,
even if he was performing a Blitz action,
but it does not cause a turnover unless
the player whose team turn it is drops
the ball and it is not caught by another
player on the same team.
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Amazons team list
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64 65



106

Glossary and index

Experienced (level) 40
The second level of development for a player.
Extra Arms (skill) 55
extra square see ‘going for it/
Extra Training Session (inducement) .......c.coueuue. 90
FAME 9

Fan Advantage Modifier. A number between 0O
and +2 which is generated at the start of a match
for each team. It represents the degree of the
team’s advantage over its opponent due to the
number of fans in attendance, which in turn will
influence the team’s winnings and the likelihood
of success in various Kick-Off Table events.

fan factor 7

A number which represents how popular a team
is with the public. The higher a team’s fan factor,
the more likely they are to have an advantage in
the form of a positive FAME.

Fan Favourite (skill) 55
fans see FAME, fan factor
Fend (skill) 55
field 11

The area where a match is played. The field
is represented in the Blood Bowl game by the
game board.

fireball 91
A spell available to a Wizard.

follow-up move 21

A special free move made by a player who has
just pushed back an opposing player in a block.

Foul action 26

One of the six actions available to a player in his
team turn. Taking a Foul action allows the player
to both move and attempt to injure a player who
is prone or stunned.

Foul Appearance (skill) 55

four-minute rule 16

A rule which limits the length of a team turn to
four minutes.

Frenzy (skill) 55

fumble 24

An attempted throw which results in the
throwing player dropping the ball in his own
square.

gate see FAME

game

A competitive event in which two coaches
simulate a Blood Bowl match on their tabletop.
The term ‘game’ refers to the real-world event
in which a board is laid out, models are moved
around and dice are rolled in accordance with
the rules described in this book.

get the ref! 13
A Kick-Off Table result.

Goblins (team list) 72

gold pieces 6

The currency used in Blood Bowl to hire players,
buy team re-rolls and many other things. Each
coaches is allocated a starting budget to hire a
rookie team, and thereafter must keep a record
of the quantity of gold pieces in his team’s
treasury.

‘going for it/ 19
An attempt by a player to move one or two
squares further than his Movement Allowance
would normally allow.

Good Karma (special play cards deck)....ccoueeuee 100
Grab (skill) 56
Guard (skill) 56
Hail Mary Pass (skill) 56
half (field) 11

An area of the field where one of the two teams
sets up at the start of each drive.

half (game sequence) 16

A period of play, consisting of eight complete
turns, which forms half of the total length of the

match.
Halflings (team list) 73
Hand-Off action 26

One of the six actions available to a player in his
team turn. Taking a Hand-Off action allows the
player with the ball to both move and give the
ball to an adjacent player.

head coach
The manager of a team. Head coaches are not
directly represented in the game, except in the
person of the (real-life) coaches who play the

game.
High Elves (team list) 74
high kick 13

A Kick-Off Table result.
hiring 6

The process by which a coach spends gold
pieces to acquire or improve his team (for
instance, by adding players and coaching staff
to his team roster). This takes place both before
a team’s very first match, and as part of the post-
match sequence.

Horns (skill) 56
house rule 48
An optional rule added to the game by some

players.
Humans (team [ist).....coovmumeeeeeieiiieeeeeeeeeeen. 75
Hypnotic Gaze (skill) 57
Igor (inducement) 90
illegal procedure 14

Failing to move your turn counter before starting
your team turn. If your opponent calls you for
illegal procedure, you must lose a team re-roll or
suffer a turnover.

improvement 40

A new skill or characteristic increase earned by
a player when his level increases.

improvement roll 40
A roll on the Improvement Table.

Improvement Table 41

inaccurate 24
A throw which does not land in the target
square.

inducement 90

A temporary benefit purchased by a team
for the duration of a league match. Available
inducements are listed on the inducement
shopping list.

inducement money 9
Free gold pieces awarded to a team at the start of
a league match if it has a lower team value than
the opposing team. Inducement money can be
spent on buying inducements for the match.

inducement shopping list 90
A list of available inducements for coaches to
purchase.

injury 28

An effect, sometimes resulting from a player
being knocked down, which may temporarily or
permanently incapacitate the player. The precise
effects of each injury are determined by rolling
on the Injury Table.

Injury Table 29

instant team roster 7

A recommended set of players and other assets
pre-chosen from a particular team list, allowing
you to start a match quickly without having to
hire a team from scratch.

interception 23

A play intended to take possession of the ball
from the opposing team by intercepting a pass
intended for another player.

Journeyman 46
A free player added to a team roster in the event
that the team has fewer than eleven fit players
before a match begins.

Juggernaut (skill) 57
Jump Up (skill) 57
key match 49

An important match in a league or tournament.
Special house rules may apply to key matches.

Khemri (team list) ..............oooo 76
Kick (skill) 57
kicking team 10

The team chosen to kick the ball to the opposing
team at kick-off.

kick-off 12

A process that takes place at the start of each
drive, by which one team kicks the ball into the
other team’s half. Various random events can
happen at kick-off, as determined by rolling on
the Kick-Off Table.

Kick-Off Return (skill) 57
Kick-Off Table 13
knocked down 28

An incident represented by playing a player
model prone. A player can be knocked down as
the result of a block, a dodge, or in many other
circumstances. When a player is knocked down,
injury may sometimes result.

knocked out.... 29

A result on the Injury Table which causes the
player to be removed from the field and placed
in the dugout. Knocked out players may return
later in the match.

league
An organised structure in which many different
coaches play multiple league matches against
each other, usually preserving and developing
their teams after each match, and recording
match results for wider comparison.

league match....... 6

A match that takes place in the context of a
wider league. Coaches either bring their existing
teams to the table, or they hire new teams before
the match begins.

Leader (skill)...... 57
Leap (skill)...... 57
Legend (level) 40

The seventh level of development for a player.

level............... 40

A measure of the degree of development of a
player. There are seven levels. New players start
at Rookie level.

lightning bolt...... 91
A spell available to a Wizard.

line of scrimmage 11

The seven squares between the two wide zones
on each side of the field’s halfway line.

Lizardmen (team list) 77

Loner (skill) ...... 58

Long Bomb.... 23
One of four possible ranges for a throw.

Long Pass........ 23

One of four possible ranges for a throw.

MA ittt see Movement Allowance
Magic Items (special play cards deck).......cu.e.... 96
Master Chef (inducement)... 90
match.....ococevveenniinnncnneen. 6

A competitive football event in which two teams
each try to win by scoring more touchdowns
than the other. The term ‘match’ refers to the
(fantasy) event that takes place in the world of
Blood Bowl. These are simulated in the real
world by the tabletop game of Blood Bowl.

Mercenary (inducement) ..... 90
Mighty Blow (skill) ..cuceuuenee. 58
Miscellaneous Mayhem

(special play cards deck) ...coeeveeeeruceucnnennncnes 99
111107 1 T3 see gold pieces
Most Valuable Player.......... 44

An award, worth 5 Star Player Points, randomly
allocated to one player on each team after the
match finishes.

Move action..........cceeeeennn.. 18

One of the six actions available to a player in
his team turn. Taking a Move action allows the
player to move across the field.

Movement Allowance (MA). 18

A characteristic which describes how fast a
player can run. Broadly speaking, when a player
performs a Move action, he can move up to one
square for each point of Movement Allowance.

Multiple Block (skill) .......... 58
MVP....triiiriiiinininaens see Most Valuable Player
natural .......cccecenevvenncnenne 35

A die roll in its unmodified state (i.e. the number
actually shown on the die, before any modifiers
are applied).

Necromancer.............c...... 39

A member of coaching staff available from
some team lists. In the right circumstances,
Necromancers allow a coach to resurrect a killed

opposing player.
Necromantic (team list)...... 78

Nerves of Steel (skill)........... 58
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