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Backbreaker II



 On the ancient isle of Albion, teams from around the Old World and the New 
will be gathering to prove their worth on the blood soaked gridiron. Last year saw the 
inaugural Back Breaker Cup. At the end of the gruelling tournament only one team was 
left standing, the bowed but unbroken Brutal Deluxe. 

 Since that historic occasion the Firmir Association (FA) have been working 
tirelessly with the Truthsayers of the Albion Blood Bowl Federation to ensure that 
this years Cup is bigger, better and full to the brim with all the madness, brutality and 
terrifying turnovers you’ve come to expect from the beautiful game. 

 40 teams have been given safe passage to the misty and magical realm Albion. 
The one day tournament will see teams play in a variety of stadiums. The first will be 
taking place on the Northern shores of Albion in the glamorous Druchii enclave of 
Nagronath. After acquiring many new permanent guests last year, the Fleetmaster, is 
looking forward to welcome fans and players to the underworld pitches found in the 
dungeons of the beached Black Ark. Last years’ generous offer of free accommodation 
for all fans who attend still stands.

 Game two takes the action to the West of the Island where a collection of 
Ogham stones, tinkered with by the Runepriests of Barak Varr, conspire to create a  
land of perpetual  winter! Expect frozen astrogranite, blinding blizzards and even the 
odd magically infused snowgnoblar. The penultimate game of the day takes place in the 
wild woods of Southern Albion. The temperamental tree sprites, while often indifferent 
to the events of the old world have taken a sudden interest in Blood Bowl and may look 
to stick an unwanted root or branch into proceedings.

 For the final game we travel to the heart of Albion for the climax of the weekend. 
Due to the flow of magic throughout the island a temporal vortex enables all the games 
to be played at the same time in the same place in  the  famed  stadium  of Knotinthem 
Forest! Founded during the Bretonnian occupancy by those who brought Blood Bowl to 
the island, it promises to offer a grandstand finish to the tournament. Weather promises 
to be perfect, however as the saying goes, it always rains in Albion! 

 Disclaimer - The DBL nor Backbreaker accept any responsibility for magical 
mishap, accidental transportation to the Realm of Chaos, enslavement by Druchii, 
being devoured by a fen beast or being sat on by a giant.

28th July 2018
9:00 AM - 21:00 PM

The Tramshed
Digby Street

LONDON
E2 0LS

£25.00

Payments to be made via PayPal to:
dragon.bowl.league@gmail.com

(If PayPal payments are an issue for you please get in touch 
and we can organise another method of payment)



• 4 game 1-day tournament
• 1.1m regeneration tournament
• Swiss pairing system (TOs may intervene to prevent a coach playing the 

same race again and again)
• 3pts for a win, 1pts for a draw, 0pts for a loss
• Up to 3 bonus points are available throughout the day, each may be claimed 

only once over the course of all four games. These are if you score 3 or more 
TDs a single game, inflict 3 or more CAS in a single game (CAS that would 
earn SPP) or manage to keep a clean sheet in a single game.

• Tiebreaks on tournament points will be decided on TD difference first 
followed by CAS caused and then TD scored.

Only painted teams will be permitted entry to the Back Breaker cup. By painted 
we mean the following:

• At least 3 colours and based.
• If you are struggling to get your team finished in time for the event please 

email the TO who will be able to advise on what we can do.

There will be awards for the following at the Backbreaker Cup:

• 1st / 2nd / 3rd - Placing Overall
• 1st  / 2nd - Best Painted Team
• Highest placed Stunty player

9:00 AM – Doors Open
9:15 AM – Registration

9:45 AM – Game 1
12:00 NOON – Lunch
13.00 PM – Game 2
15:30 PM – Game 3
18:00 PM - Game 4

20:30 PM – Awards and Prizes

1. A Blood Bowl Team & Printed Rosters
2. Any Star Players you require
3. Block Dice, D6, D8 and a D16
4. Turn Markers, Counters, or whatever works for you
5. A Blood Bowl Pitch if you can



Tier 1:  Amazons, Bretonnia, Chaos Dwarfs, Dark Elves, Dwarfs,   
  Lizardmen, Norse, Orcs, Skaven, Undead, Wood Elves

Tier 2:  Chaos Chosen, Elven Union, High Elves, Humans, Khorne,  
  Necromantic, Slann

Tier 3:  Chaos Renegades, Khemri, Nurgle, Underworld Denizens*,  
  Vampires

Tier 4:  Goblins, Halflings, Ogres

Note:  

Tier 1:  5 Normal Skills

Tier 2:  5 Normal Skills and 1 Double Skill

Tier 3:  5 Normal Skills and 2 Double Skill

Tier 4:  6 Normal Skills and 2 Double Skill

Additionally:
• No more than one skill can be given to a player.
• No skill may be duplicated more than twice. i.e two players can be given 

block, but not more.
• Piling On is allowed.

Name, Race and NAF number is to be submitted on or before the 14th July 2018. Please add 
‘Backbreaker Cup + [Your Name] + [NAF Number]’ to the email title and send to:

dragon.bowl.league@gmail.com
NB: There is no requirement to submit your teamsheet in advance, however a copy of your 

teamsheet is to be provided on the day for review by your opponent.

• Blood Bowl 2016 rules with following exceptions/additions.
• Full skills package based on team tiers (see below)
• All teams allowed – including Slann, Bretonnia & Khorne
• All star players allowed from CRP, DZ1 & DZ2 with the exception of Grak 

and Crumbleberry, the White Dwarf and the Black Gobbo.
• Goblins may hire 0-3 Bribes at 50,000gp, other Stunty teams may hire 0-1 

Bribes at 50,000gp. additionally Halflings may hire the Halfling Hot Pot for 
100,000gp.

• Special play and dirty trick cards won’t be used.
• Four different pitches and accompanying weather tables (see rules pack Pg5)
• No illegal procedures.

Teams in italics count as stunty teams. *Underworld Denizen teams only count as a stunty team 
if they only roster Goblins and a Troll, a team containing any Skaven players will not count as 
a stunty team. The addition of Skaven ‘star players’ however does not change their eligibility.



2D6 Result
2 Bubbling Up From Below. The players are aghast as viscous liquid begins to seep up through the cracks in the floor. 

Whether this is a natural phenomenon, the result of sabotage or a dire warning that stadiums have no place being built 
above sewage pipes, it’s definitely not pleasant. All players on the pitch subtract 1 from their MA, but can attempt to Go 
For It one more time when they move (three times, or four times if they have the Sprint skill).

3 Gloomy. The torches are in need of replacing, and the shadows are growing long. Long Passes and Long Bombs have 
an extra -1 modifier (making them -2 and -3 respectively). In addition, players attempting to Go For It for a second time 
during an Action (or the third if they have the Sprint skill) will trip and be Knocked Down on a a roll of 1-2.

4-10 Nice Enough. You might be missing the light of the sun, but the conditions are as good as you could hope for. This counts 
as a ‘Nice’ result for the purposes of the Changing Weather result on the Kick-off table.

11 Thermal Geysers. Vapour begins to whistle up from cracks in the ground, followed by forceful gouts of roiling steam. 
If a player on your team is Knocked Down (not just placed Prone), roll a D6. On a roll of 1, they crack open a thermal 
geyser and are shot into the air. Scatter them D3 squares in a random direction (ignoring any squares they pass through). If 
they land in an occupied square, move them one more space in the direction of the scatter until they land in an unoccupied 
square or leave the pitch. When making the Injury roll for a player who has been shot into the air, add 1 too the result.

12 Seismic Activity. Uh oh… was that a tremor? Roll a D6 at the end of each turn, adding 1 to the result for each player on 
the pitch with a ST of 5 or more. If the result is 6 or more, rocks tumble down from up above. Each coach rolls a D6. The 
one who scores the lowest picks one of their players at random, that player is Knocked Down by a falling rock and the 
other coach makes an Injury Roll for them. If both coaches roll the same, a random player from each team is struck by a 
falling rock!

2D6 Result
2 Howling Winds The fans are shivering in the stands as a ferocious gale blows steadily down the pitch. Any pass attempts 

have an additional -1 modifier. Each player rolls a D6 (re-rolling ties) - the wind is blowing down the pitch towards the 
losing player’s End Zone. Whenever the ball scatters for a kick-off or inaccurate, it will be blown down the pitch. Before 
making the scatter roll, place the Throw-in template over the ball so that the 3-4 result is pointing in the same direction as 
the wind, the roll a D6 and move the ball one space in the corresponding direction. Repeat this a second time, then scatter 
the ball as normal.

3 Freezing A sudden cold snap turns the ground as hard as granite (and not the ‘astro’ variety that players are used to). 
Whenever a player is Knocked Down, add 1 to the result of the Armour Roll.

4-10 Brisk It’s rather chilly, but it is as close to perfect Blood Bowl weather as you can hope for at this time of year! This counts 
as a ‘Nice’ result for purposes of the Changing Weather result on the Kick-Off table.

11 Heavy Snow Visibility is low, it’s slippery underfoot and it’s impossible to spot tripping hazards, making it very difficult 
indeed to block effectively. Whenever a player makes a Blitz Action, their ST is reduced by 1 for the duration of that 
Action.

12 Blizzard Between the snow, the wind and the icy ground, it is a miracle the game’s still in progress! Any player attempting 
to move an extra square (GFI) will slip and be Knocked Down on a roll of 1-2, and only Quick or Short Passes can be 
attempted.



You’ve got this one! See Page 28 of the Blood Bowl Rulebook.

2D6 Result
2 Looming Canopy. The trees around the edge of the pitch seem to take an interest in the match and loom downwards 

ominously making the game dark, damp and cloy. All players attempting to Pass the ball are at an additional -1 modifier, 
and players attempting to Catch are at a -1 modifier. Whilst this weather result is in effect players may also only attempt to 
Intercept on a 6+ regardless of a players AG as it’s difficult to see in front of you let alone spot who has the ball.

3 Take Root. The tree’s roots beneath the pitch have broken through the cracking soil and are making it very difficult to run 
quickly. Due to this all Go For It rolls will fail on a roll of 1-2.

4-10 Calming Greenery. The bustle of trees and the sound of wildlife make this Blood Bowl match an extremely pleasant place 
to be. This counts as a ‘Nice’ result for the purposes of the Changing Weather result on the Kick-off table.

11 Toxicating Fungus. The raucous crowd have upset a cluster of intoxicating fungus growing near the pitch and it’s 
defensive spores have started being whipped into the air by a gentle breeze. Due to this, whenever a player is Knocked 
Down as a result of a Block of Blitz action add +1 to their AV before rolling to break armour as they begin to hallucinate 
and trip out. Additionally any players that are in your Knocked Out box will only return to play on a 5+ (Bloodweiser Kegs 
still add +1 as normal).

12 Blinding Sunbeam. It’s a hot day above the canopy and the sun is burning extremely brightly, occasionally the red hot 
rays burst through the leaves as the wind gently moves them. Due to this, any player wishing to make a Pass action must 
roll a D6, on a roll of a 1 the player is blinded by a sudden ray of light and may either attempt the pass at an additional 
-2 modifier or may forgo his Pass action for this turn but may continue moving instead. Note that another player may not 
attempt to make another Pass action in the same turn if the first attempt was forgoen.

 “Use of tournament weather is optional. Have a chat with your 
opponent before you roll on the weather table. If either of you wish to use 
‘standard weather’  then roll on the normal weather table instead and ignore 
tournament weather conditions for that game.”




