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ell, after years of play-testing and heated discussion, here is the lates t edition of Blood Bowl.  Our understanding is that this edition will be left  
unchanged for sever al years to come. T he main focus  of this edition of the game is that league teams can be played in a Perpetual Blood Bowl  
League format (PBBL) without needing to reset the league for new members. Games Wor kshop has been glad to provi de the LRB free of 

charge to download fr om their website and this will continue for the foreseeable future.  For those of you who are familiar with version 5.0 of the rules, all  
changes and typographical corrections from version 5.0 have been highlighted in red so they are easy to spot. I’d like to extend many thanks to all the 
play-testers for their wor k and contributions over the last four years, especiall y to BBRC, who completed this projec t when I needed to attend to other  
projects. 
 
May N uffle always bless your dice.                                                        Jervis Johnson 
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INTRODUCTION 
 

�Good evening sports fans and welcome to the Blood Bowl for 
tonight�s contest. You join a capacity crowd, packed with 
members of every race from across the known world, all howling 
like banshees in anticipation of tonight�s game. Oh, and yes, 
there are some actual banshees... Well, kick-off is in about 
twenty minutes time, so we�ve just got time to recap on the rules 
of the game before battle starts. Your match commentators for 
tonight are Jim Johnson and myself, Bob Bifford. Evening, Jim!� 
 
�Thank you, Bob! Well, good evening, and boy, are you folks in 
for a great night of top-class sporting entertainment! But first of 
all, for those of you at home who are unfamiliar with the rules, 
here�s how the game is played.� 
 
�As you know, Blood Bowl is an epic conflict between two teams 
of heavily-armoured and quite insane warriors. Players pass, 
throw or run with the ball, attempting to get it to the other end of 
the pitch, the End Zone. Of course, the other team must try and 
stop them, and recover the ball for their side. If a team gets the 
ball over the line into the opponent�s End Zone it�s called a 
touchdown; the team that scores the most touchdowns by the 
end of the match wins the game, and are declared Blood Bowl 
Champions! How do they do it? It�s like this...�  
 
 

 
 

 

COMPONENTS 
 

 
 
The Blood Bowl box contains the following components 
(Note: As  this handbook  is available separately and as a free PDF, the component section is only relevant if you have purchased 
the boxed game). 
 

Counters: 

16 Re-roll counters  

2 Score counters 

2 Leader counters 

2 Turn counters 

16 Randomizer 

counters 

1 Kick-Off coin 

1 Handbook 
1 Painting Guide 
2 Reference sheets 
1 Team roster pad 
 
1 Blood Bowl pitch 
2 Dugouts 
2 Team cards 
 
1 plastic Range Ruler 
1 plastic Throw-in template 
1 plastic Scatter template 
4 plastic footballs 
 
Dice: 2 six-sided Dice, 1 eight-sided Dice, 3 Block Dice 
 
 

Plastic Models 
Humans: 12 play ers: 6 Linemen, 2 Blitzers, 2 Throwers, 2 Catchers 
Orcs:       12 players: 6 Linemen, 2 Black Orc Blockers, 2 Blitzers, 
                2 Throwers. 
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� The Coaches: Don�t look in the box f or these, because 
there aren�t any � y ou and your opponent are the co aches! To 
av oid confusion with the teams� play ers (the plastic play ing 
pieces), we will ref er to you and the other real-life players as 
the teams� coaches. All ref erences to play ers are to the Blood 
Bowl pieces. 
 
� Playing Pitch: This is the f ield on which the game of 
Blood Bowl takes place. It�s currently  big and green (a bit like 
an Orc) but don�t worry � it�ll soon be cov ered in red! It is 
div ided into squares to regulate mov ement and combat; each 
square can hold only one Blood Bowl player at a time. 
 
The areas at either end of  the pitch are called the End Zones. 
If  a team gets the ball into their opponent�s End Zone they 
score a touchdown. These are good things to score, as the 
team with the most touchdowns wins the match and then can 
dance around a lot! 
 
In the centre of the pitch is the half-way line, and running along 
the sides of the pitch are the lines which show the boundaries 
of the wide zones. The rows of  squares on either side of the 
half -way  line, and between the two wide zones (14 squares in 
all), are known as the line of scrimmage. The diff erent areas of 
the pitch are shown on the diagram below. 
 

 
�

� Block Dice & Six-sided Dice: Blood Bowl uses special 
Block dice and normal six-sided dice numbered 1 through 6. 
The special Block dice are used when a play er attempts to 
knock another play er down (this is called �blocking� another 
play er). The six-sided dice are used f or a greater number of 
purposes, and are usually  ref erred to in the rules as D6. If the 

rules say  �roll a D6� or ’roll a dice’, this simply means roll one 
six-sided dice. If the rules say �roll 2D6�, it means roll two D6 
and add their scores together. If  the rules say to �roll a D3�, roll 
a six-sided dice.  The result is halved, rounding any fractions 
up (i.e., 1-2 = 1, 3-4 = 2, 5-6 = 3). 
 

     
 
� Throw-in Template: In Blood Bowl the ball is thrown back 
onto the pitch by the enthusiastic crowd if it ev er goes out of 
bounds. The Throw-in template is used to determine where the 
ball ends up when it is thrown back in. To use the Throw-in 
template, position the square marked with the ball over the last 
square the ball crossed before going off, with the centre arrow 
(the one marked 3-4) pointing towards the opposite sideline. 
Roll one D6. The result will show the direction the ball trav els 
in. Then simply  roll two D6 to see how many  squares the ball 
will trav el in that direction, counting from the square marked 
with the ball as the f irst square. 
 

    
 
� Scatter Template: The Scatter template is used when the 
ball is dropped or a pass misses the target square. To use the 
template (y ou�ll be told when to do this by  the rules), position 
the central square ov er the ball. Roll the eight-sided dice, and 
mov e the ball to the square indicated by  the score. The eight-
sided dice included with the game is mainly used with the 
Scatter template. Use it like a normal D6, reading the number 
on the upward facing side. 
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�  Playing Pieces: The plastic play ing pieces represent the 12 
play ers f rom each team’s squad, of  whom 11 may  be on the 
pitch at any one time. They  should be caref ully remov ed f rom the 
sprue, and then slotted into the plastic slotta-bases. There are 
six main ty pes of  player in Blood Bowl: Blitzers, Blockers, 
Catchers, Throwers, Runners and Linemen. The teams of 
different races contain different combinations of  players. An Orc 
team, f or example, has no Catchers or Runners.  
 
To get y ou started, the Blood Bowl box contains one Orc team 
and one Human team. The Orc team is made up of 2 Blitzers, 2 
Black Orc Blockers, 2 Throwers and 6 Linemen, while the 
Human team has 2 Blitzers, 2 Catchers, 2 Throwers and 6 
Linemen. 
 
Blitzers are just about the best all-round play ers on the pitch. 
They  are quite f ast and agile, y et strong enough to smash their 
way  through the opposing line when they  have to. Former ace 
Reav ers player Griff  Oberwald is a ty pical Blitzer: f ast, strong 
and just a bit too flash! 
 
Blockers are v ery  strong and wear extra armour to protect 
themselves in the powerf ul head-to-head blocks that are their 
specialty. Howev er, they are not all that f ast, and against an 
agile opponent with room to dodge they  almost always come off 
second best.  
 
Catchers are the opposite of Blockers. Lightly armoured and 
v ery agile, they can’t afford to get into f ights. In the open, 
howev er, they are unmatched – and nobody is better at catching 
the ball. Catchers specialize in waiting near the End Zone f or 
that all-important touchdown pass to come sailing in out of  the 
blue. The only  problem in being a Catcher is if someone should 
catch y ou! 
 
Throwers are the most glamorous play ers on the pitch, able to 
throw a precise Long Bomb to the waiting hands of  a play er f ar 
down the pitch. Or at least that’s the theory; throwing the ball 
well takes real skill. 
 
Runners are normally  the f astest play ers on the team, capable 
of  outdistancing their team-mates to quickly adv ance the ball up 
pitch. While Runners might not hav e the talented hands of a 
Catcher, and Runners from different races may hav e v ery 
different skill sets, teams that f avour the running instead of the 
passing game find these play ers invaluable. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
     
 
 
 

Linemen are the standard play ers of  the team, not brilliant at 
any  one thing, but capable enough to f ill in f or an injured play er 
when necessary. Some teams seem to be made up of  nothing 
but Linemen – which is why they are alway s at the bottom of  the 
league! 
 
 

 
 


