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En turnering sanksjonert av AnBBL, basert på Jervis Johnson’s ”Bloodbowl – Dungeonbowl”.
ADMINISTRATIVT IFM TURNERINGEN
DATO

· Lørdag 8. og Søndag 9.mai, 2010 

· Dato er ”Hugget i stein”, flybilletter kan bestilles
STED

· Setermoen, Norway. 

· Nærmeste flyplass er Bardufoss (BDU)
· Henting på flyplass koordineres med arrangør
TID
· Første kamp starter 1200 lørdag

· Siste kamp starter 1400 søndag

PÅMELDING

· www.anarchy.bloodbowlleauge.com
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KOST OG LOSJI

· Avtales individuelt med arrangør
TA MED
· Ditt påmeldte BB-lag

· Terninger

· Dungeonbowl regelbok (eller en utskrift av denne regelboken)

PREMIE

· DB trofeet, samt en ekstra Wizard til to valgfrie kamper.

ARRANGØR

· The Ref – 970 49 365

· Red Skullz – 480 61 689

TROPHY AND OTHER HOUSE RULES

COLLEGES OF MAGIC

The main sponsors of the cup is giving away the grand prize of a free wizard for TWO whole games of your choosing in the upcoming season. 

DUNGEONBOWL TEAMS
In contrast with regular DB, we in AnBBL use our own teams. 
However you only start with 6 players in your own Endzone. For each turn played you can send 1 player out via the teleporter pad in the dugout, even exceeding 11 players to a total of 16 players.

TEAM VALUE LIMIT

There’s a limit of max TV=150 in this tourney. You may enter any team though, but if their team value is above 150 you must calculate which players will be left outside the cave system, hence not participate in the tournament. 

TREASURE CHESTS AND TELEPORTER PADS
Each player places three of the above anywhere they like on the board before the game starts. 

RULES OF PLAY – BY JERVIS JOHNSON
· Dungeonbowl uses the standard Blood Bowl rules, except where 
they are modified below. 

· The object of the game is to find the ball and get it into the opposing end zone in order to score a touchdown. The first team to get a standing player who is holding the ball into the opposing end zone is the winner. 

· Note that the turn marker is not used, and that the game is not split into two halves. Play is continuous until a team scores, and that team is the winner! 

· The following rules are not used in Dungeonbowl: Kick-Offs, Illegal Procedure Calls and Team Wizards (lets face it, with all the fans being wizards things would quickly get out of hand if they started casting spells!). 

TELEPORTING
· The Teleport Pad counters represent special teleport gates set up 
by the magicians at the start of the game. You can use them to 
move players around the dungeon very quickly. Unfortunately you can’t be sure where (or even if) a player will re-appear. 

· When a player moves onto a pad, roll a D6. The player is immediately teleported to the pad with the same number. It ‘costs’ the player one square of movement (if they have any left) to gather their senses once they materialise, and they may then carry on with their move as normal. 

· However, if the player ends up being teleported again in the same turn, the huge strain on his body causes dreadful internal injuries; roll on the injury table immediately to see what happens to the player, without making an armour roll. 
CHAIN REACTIONS

· If a player is teleported to a square already occupied by another player, the player who was originally there is teleported away in a chain reaction. Roll a D6 to see where the victim is teleported to (which may, in turn, cause another chain reaction). Remember that if a player is teleported twice in the same turn he suffers an injury. 

LOST IN SPACE

Teleportation is not an exact science, and there is always a chance 
that something will go wrong. 

· To represent this, if you roll the number of the pad the player is on, then he is lost in space! For example, if a player was on pad number three and you rolled ‘3’ on the D6, then he would be lost in space. Remove the player from the board and keep him to one side. He can take no further part in the game, although he will be located by the team’s wizards in time for the next game. 

· The ball cannot be lost in space (it is magically protected), and will instead drop to the ground and then scatter from the pad the player was on. Dropping the ball in this way will cause a turn-over. 
OPENING TREASURE CHESTS
· At the start of the game the ball is hidden in a treasure chest, and the players will obviously have to find it in order to score a touchdown. 

· Unfortunately the chests that don’t hold the ball are fitted with a spectacular – though not usually lethal – explosive spell, that goes off when the chest is opened. 

· A player may open a chest that is in an adjacent square (you can’t move onto a square with a chest, by the way) at the cost of one square of movement. Opening the chest is a free action and can be combined with a blitz, etc. 

· Flip the counter over. 

· If it shows the ball, replace the chest with the ball. Once revealed, the ball can be picked up normally, including by the player that discovered it if he has any movement left. 

· If the chest is trapped it explodes (remove it), and the player who opened it and any other players adjacent to the square it was in are knocked over and must make armour rolls to avoid injury. Note that this will cause a turnover, as the player that opened the chest has been knocked down. 

THROWING UNDERGROUND

Throwing the football in a dungeon creates a number of unique problems, which are covered by the following special rules. 

THROWING RESTRICTIONS 

· Only quick and short passes are allowed when playing underground – the ceiling is too low to attempt longer passes. Obviously the ball cannot be thrown to a player if it has to pass through a wall in order reach him. In addition the ball can’t scatter into a wall; roll for scatter again if this happens. 
BOUNCING BALLS OFF WALLS

· No, this is not a particularly vicious sort of tackle used on the tender bits of an opposing player’s anatomy, it is a special tactic used by throwers in Dungeonbowl games. Basically the thrower hurls the ball at a wall and hopes it will ricochet into a match-winning position. 

· In order to use the tactic, declare that the ball is going to be bounced off a wall instead of being thrown normally. Declare which wall square the ball is being thrown at and roll to see if the ball is on target normally (this throw may be intercepted normally). 

· If the throw misses, roll a D6; on a roll of 1-3 it hits the wall square to the right of the target square, and on a roll of 4-6 it hits the wall square to the left. The ball then bounces off the wall as shown in the diagrams. It will travel 2D6 squares in the direction indicated, and if not caught will scatter once from the square where it ends up. 

· Any and all players that the ball passes over on this bounce may attempt to catch the ball, starting with the player closest to the wall, counting it as an inaccurate pass. 

· Note that, unless the ball is caught by a player on the team whose turn it is, there is turnover. 

INJURED PLAYERS

· Injured players are placed in the appropriate box in the dug-out, as in normal Blood Bowl. 

· However, as Dungeonbowl is only played to a single touchdown, in early matches many coaches complained that their best players didn’t get a chance to return to the dungeon after being injured. What is the point, cried the dismayed wizards, of paying 200,000 gold pieces for a star player if he’s only out there for a couple of minutes? In response to this the magical colleges pooled their resources and came up with a magic item called Ed’e Warrings Magic Sponge, named after its inventor. All Dungeonbowl teams are issued with this extraordinary item. 

· A coach may use the sponge to treat an injured player instead of teleporting a player into the dungeon. If the player was in the KO’d or Stunned box, he is moved into the Reserves box. The sponge has no effect on players that have been seriously injured or killed. 

OPTIONAL DUNGEON TERRAIN
· Dungeons are often filled with special types of terrain or obstacle, be it rivers of boiling lava, pits filled with spikes, rickety rope bridges stretching over bottomless chasms, or whatever! 

· If you include such features in your Dungeonbowl dungeon, the following 
guidelines should help you adjudicate the effect the terrain has on the players… 

FALLING INTO THINGS
· As noted above, dungeons often have things that can really spoil your day if you happen to fall into them. These most commonly include boiling lava, bottomless chasms and pit traps. Now obviously a player won’t deliberately fall into such a place, but they can get pushed into them, or fall in by accident (see Jumping Over Things, below). 

· If this happens then roll a D6. On a roll of 2-6 the player has been seriously injured, and on a roll of 1 he has been killed. Note that no armour roll is required, and that I have deliberately made the chance of death very low (just assume the player is rescued magically). If he was carrying the ball, it will magically reappear at a randomly selected teleporter pad. Loosing a player in this way causes a turnover. 

· Note: In some namby-pamby dungeons, players can fall into non-lethal things, like a pit with no spikes, or a river of water rather than lava (I ask you, what are dungeons coming too these days?!?). If you are unfortunate enough to have such things in your dungeon, then players that fall in are simply removed from play rather than being hurt, rather as if they had been lost in space. 

· The ball will magically re-appear as described above if the player was holding it, and you still suffer a turnover. 
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JUMPING OVER THINGS

· What with all these nasty obstacles getting in the way, players will 
often be tempted to leap over an obstacle. This is just fine, but occasionally they will blow it big time and fall in, with the effects 
described above. 

· A player can jump over an obstacle as part of his move, each square of the jump costing a square of movement. Roll a D6 after making the jump, subtracting -1 from the score if there are any enemy tackle zones on the squares being jumped from or to (note that you never get more than a -1 modifier, no matter how many tackle zones are around). If the score is less than the number of squares jumped over, the player falls in. If the score is equal to or greater than the number of squares jumped over, then he makes it safely. 

PRECARIOUS POSITION

· Sometimes a player will find himself in a precarious position, which basically means he is in a square next to something he can fall into. For example, a player crossing a rickety rope bridge is in a precarious position as long as he’s on the bridge, and a player standing in a square next to a river of lava is in a similar position. 

· Players in precarious positions must roll D6 before they make a block, or have a block thrown at them, and before they attempt to throw, catch, intercept or pick-up the football. 

· On a roll of ‘1’ the player slips and falls into whatever it is he was standing next to, with the effects described above. 

· On a roll of 2-6 the player can carry on with their action as normal. 

STATUES, IDOLS, THRONES AND FOUNTAINS
· For some reason or another people are always putting things like massive idols (generally with jewelled eyes), fountains, massive thrones and such like in dungeons. These have no real effect on the game other than getting in the way. 

· To represent this a player may not enter a square with such an obstacle. The football may be thrown over such squares, but there is a chance it will hit the obstacle; roll a D6 for each such square the ball passes through, starting with the closest to the thrower. On a roll of ‘1’ it hits the obstacle, halting its flight, scattering once from that square, and causing a turnover. 
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