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AusBowl State Championships 3 
WA OPEN 

 
Blood Bowl Tournament 
Saturday 14th & Sunday 15th, March 2015. 
Fremantle Function Centre, Fremantle Oval, Parry Street, Fremantle, Western 
Australia 
 
Welcome to the Ausbowl WA Open - Blood Bowl Tournament. 
The WA Open is a sister tournament to the Ausbowl State of Origin 3 and is open to all coaches from 
around Australia and New Zealand. 
 
Both tournaments will use the Sandgroper Cup rule-set with some minor modification. Both will share 
the venue and date. 
 
Commissioners 
As with all good Blood Bowl tournaments, this one has a number of organisers, both on the day and in 
the lead up to the event. Known as Commissioners, they are usually crippled ex-players with little else 
to do with their time as they eke a living on the edges of society. They are however as close to Nuffle, 
the god of Blood Bowl as you can get. Therefore what they say goes, no ifs, buts or maybes unless you 
want to smell the inside of a troll’s jockstrap! 
 
NAF Tournament 
This tournament is a NAF event – which means that registered NAF coaches will receive international 
ranking points where games are played against other NAF members. While you do not have to be a 
NAF member to play in the event, if you are a NAF registered coach, please include your current NAF 
registration name/number with your entry. If you want to become a NAF member, or just want to know 
what a NAF is, please go to www.thenaf.net 
 
AusBowl WA Open Game Schedule 
Our Commissioners have been generous in scheduling times for matches and breaks. A typical game 
should take about 2 hours, which should allow the schedule to be met easily. That said, Games are 
planned to start and finish at these published times, but may change at the discretion of a 
Commissioner. Players who are not present at the start of the scheduled round could be penalised and 
may forfeit their game. 
 
SCHEDULE 
 
Saturday 
9:00am Registration 
9:30am Round 1 
11:30am Lunch 
12:30am Round 2 
2:30pm Afternoon Break 
3:00pm Round 3 
5:00pm Day 1 End 
 
Sunday 
8:30am Registration 
9:00am Round 4 
11:00pm Lunch 
12:00pm Round 5 
2:00pm Afternoon Break 
2:15pm Finals 
4:15pm End of the tournament. 
4:30pm Awards Ceremony 

http://www.thenaf.net/


 
Team Rosters 
Each coach on the team must also create their roster using the following rules: 
� Only official teams in the Competition Rules Pack + Slaan, Chaos Pact and Underworld are allowed. 
� Teams start with 1,200,000 gold. 
� Teams must start with at least 11 players (including star players) and at least 1 fan factor. 
� You must use the team you register, no changing teams during the event. 
� You can assign 6 normal skills, 1 each to 6 separate players for free. 
� A maximum of 1 star player may be bought for the cost listed. Star players must be an appropriate 
model and must be painted to be used. 
� You may purchase any of the inducements, except for mercenary players and Special Play Cards. 
 
Miniatures 
Appropriate painted and based miniatures should be used. Coaches will not be allowed to field 
unpainted or undercoated figures. There is an award for best painted. Players are allowed to use minis 
from Games Workshop or any other range, but the figures must clearly be of the same race as the 
team. The importance here is that other coaches can easily recognise what type of player the other 
team is fielding and that they are obviously of the race/type being played. Miniatures must be clearly 
numbered to correspond with team roster sheets. As part of this, all players must be uniquely (and 
obviously) numbered to correspond with team roster sheets – no number, no run-on! The only exception 
to the numbering rule is for Star Players – we all know who they are! 
 
Blood Bowl Rules 
The latest rules from the Competition Rule Pack will be used. The latest CRP is available for free from 
www.bloodbowl.com. All players must have a copy of the current edition of the CRP. 
 
Rule Interpretation. 
Step 1 - Read the rules. 
Step 2 - Ask other (nearby) Coaches. Generally we find them to be a friendly, helpful and knowledgeable 
bunch, who are only too willing to tell you where to go and what to do when you get there. 
Step 3 - Roll a dice. This is the best way to resolve a dispute when you can’t find or agree to an answer.  
Step 4 - Ask a Commissioner to provide a definitive ruling. Right or wrong, that is the final answer. 
Commissioners are all-powerful and always correct within the confines of the competition, even when 
their answer was not what you wanted to hear or contradicts all logic and the written word. No further 
discussion will be entered into once a Commissioner gives a ruling. 
 
Player Skill Progression.  
Unlike in league play, players will not gain skills or carry injuries through the tournament. The list you 
start with in game one, will be the list you use for each following game. The only exception to this is the 
six new skills you get to assign to start with. So if your team gets a thumping you don’t have to start 
again. 
 
Illegal procedures.  
This is up to the coaches playing the game as to how strict they enforce this rule. Officially we are using 
it, so don’t get all upset if you forget to move your counter and your opponent calls you for it! 
 
A Word of Advice on Words of Advice.  
The game should be played between you and your opponent – no help from team mates, friends, family, 
or other onlookers is permitted. It is, however, always good to discuss the game afterwards with your 
opponent, you may learn something! 
 
Taking Moves Back.  
This is about Sportsmanship by both coaches. If the opposing coach allows you to take a moved player 
back, that is fine. However, the opposing coach does not have to agree. Yet, if a coach has moved a 
player, & then starts moving another player, the first player cannot have his move taken back. This is 
also true of rolling dice. Once you have rolled a die it “cements” that player’s movement. 
 
“Cocked Dice”.  
All cocked dice are to be rerolled, no exceptions. Cocked dice include those that do not finish up on the 
game table, or are “even a little bit” off lying flat on the table. 



 
That guy already moved!  
In tournament play, the convention is that a player’s facing will change once it has completed a move – 
hence you should be able to look and see everyone who has moved at any point. This convention is to 
be followed – if you are not sure how it works – ask your oh so friendly Commissioner! 
 
Attendance.  
Any coach who does not attend a scheduled match at the scheduled time (plus up to half-an-hour at 
the Commissioner’s discretion) will be treated as conceding the match, with effects as per the CRP. 
The game will be recorded as a 2 TD, 2 CAS victory! 
 
The Tournament Format. 
Round 1 match-ups are randomised, unless a grudge match is issued and accepted. From Round 2 
onwards Swiss pairings are used, which matches up coaches with a similar record. This ensures that 
coaches play most of their games against coaches of a similar skill level, whatever level that may be. 
 
Scoring. 
Tournament points 
Win = 10 points 
Tie = 4 points 
Loss = 1 point 
Bonus Points: 
Kept it close (lost by 1) = +1pt 
Caused 3 or more CAS then the opponent = +1pt (NB: For the sake of bonus points CAS will only 
count if caused by a block or foul) 
Won by 3 or more TDs = +1pt 
 
THE PRIZES 
Prizes are awarded for: 
 
Champion 
The player with the most points after 6 games. 
 
Best Painted 
As voted by the other players at the event. 
 
Wooden Spoon 
For the lucky last place. 
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