TEMPEST BOWL 2006

HOUSE RULES AND TOURNAMENT GOVERNANCE


‘Good evening sports fans and welcome to the Tempest Bowl tournament for 2006.  We’re anticipating a great year with some hard matches and brutal play to come…’

RULES TO BE USED

The rules to be used are those currently found on the Games Workshop website (available as a free download).  These rules are used in full, subject to amendments and restrictions imposed by these house rules.  No other rules, amendments or additions will be used.

AVAILABLE TEAMS / PLAYERS

The following teams are available for use in the TEMPEST BOWL 2006 tournament:

	Amazon
	Goblin
	Necromantic
	Undead

	Chaos
	Halfling
	Norse
	Vampire

	Chaos Dwarf
	High Elf
	Nurgle
	Wood Elf

	Dark Elf
	Human
	Ogre
	

	Dwarf
	Khemri
	Orc
	

	Elf
	Lizardman
	Skaven
	


Freebooters and Star Players are NOT available.  Each team may include a single Big Guy (Halflings and Goblins may include two Big Guys) as part of the team roster.

FIXTURES, SCORING AND QUALIFICATION

FIXTURES (OPEN SEASON PLAY)

Players are free to arrange matches as desired among themselves.  There is no formal league structure during this ‘open season’ play.

Only those matches whose match reports and updated team rosters are properly submitted to the League Commissioner will be counted as scoring towards the team’s qualification for the play-offs.

Players must play a minimum of 10 games to qualify for the play-offs and only their 10 best results will count towards qualification.

LEAGUE SCORING (QUALIFYING POINTS (QPs))

Each team accumulates QPs for the following:

	QPs
	

	100
	For each passing touchdown scored

	150
	For each running touchdown scored*


* A running touchdown is scored if a player or players carry the ball from the scrimmage line to the end zone without a throw being attempted in-between.

At the end of the open season play, each team adds its TEAM RATING to the accumulated QPs.  

The four teams with the highest QP ratings will progress to the play-offs.  

If there are more than four teams eligible, the four teams among them with the most wins will progress to the play-offs.

THE PLAY-OFFS

THE PLAY-OFFS WILL BE HELD SATURDAY 2ND DECEMBER 2006 

(Date subject to change)

The four play-off teams will be matched in a random draw.  The winner of each play-off will progress to the FINAL.

Note:  Play-off matches cannot be decided by a penalty shoot-out (p16).  Play must continue with successive sudden-death overtime halves, until a team scores.

THE GRAND TEMPEST BOWL FINAL

THE FINAL WILL BE HELD SATURDAY 2ND DECEMBER 2006 

(Date subject to change)

The two winning play-off teams will be matched in the GRAND TEMPEST BOWL FINAL, the winner being declared the champion for 2006.

Note:  The FINAL cannot be decided by a penalty shoot-out (p16).  Play must continue with successive sudden-death overtime halves, until a team scores.

TROPHIES AND AWARDS

There are four trophies to be awarded for the year’s play.

1. THE TEMPEST BOWL

Awarded to the winner of the GRAND TEMPEST BOWL FINAL
2. THE STORM – T CUP

Awarded to the loser of the GRAND TEMPEST BOWL FINAL
3. THE BANNER CHALICE

Awarded to the team with the best livery*

4. THE SPORTING GOBLET
Awarded to the team with the fewest QPs at the end of the open play season.

* The award is judged by the League Commissioner and is awarded to the ’best presented’ team.  Presentation is judged on the following factors: 

· Paint job, basing, modelling, conversion, etc. of the team and staff

· Completeness of representation (assistant coaches, wizards, etc., represented with figures)

· Overall effect of the look of the team

CLARIFICATIONS FOR COACHES

Buying players (p17)

If specified as available to the team, each team can include one Big Guy as a basic team member.  Halfling and goblin teams may include two such Big Guys.

Coaching staff (p17)

Players must represent their team players, head coach and cheerleaders with appropriate figures.  All other representations (apothecaries, assistant coaches, wizards, etc.) are optional.  Note that complete representations increase the team’s chances of winning the Banner Chalice.

Star players (p18)

Star players are NOT available for the tournament, nor are freebooters.

Wizards (p27)

Wizards are hired under the league rules (i.e. hired for each game).

Special wizards are not available.  Note that Necromantic and Undead teams do not get a free Necromancer; they are considered to expend their energies maintaining the team, just like the Khemri Liches.

Secret weapons (p29)

Secret weapons cannot be used.

Pre-match sequence (p42)

Freebooters and Star Players are not available and cannot be hired.

Determine the VENUE before rolling for weather:

	3d6
	Venue
	Weather
	Other effects

	3
	Spite Field, Naggaroth
	Treat ‘sweltering heat’ as ‘pouring rain’
	Dark Elf teams gain +1 Fan Factor at this stadium

	4
	Praag, Kislev
	Treat ‘sweltering heat’ as ‘blizzard’
	-

	5
	Vyborg, Norsca
	Treat ‘sweltering heat’ as ‘blizzard’
	Norse teams gain +1 Fan Factor at this stadium

	6-7
	Karak Varn, Worlds Edge
	No weather – the stadium is underground!
	Dwarf teams gain +1 Fan Factor at this stadium

	8-9
	Couronnes, Brettonia
	Roll for weather as normal
	Wood Elf and Human teams gain +1 Fan Factor at this stadium

	10-12
	Altdorf, The Empire
	Roll for weather as normal
	Halfling and Human teams gain +1 Fan Factor at this stadium

	13-14
	Miragliano, Estalia
	Treat ‘blizzard’ as ‘nice’
	Human teams gain +1 Fan Factor at this stadium

	15
	Crace, Ulthuan
	Treat ‘blizzard’ or ‘sweltering heat’ as ‘nice’
	High Elf and Elf teams gain +1 Fan Factor at this stadium

	16
	Mad Dog Pit, Worlds Edge
	Treat ‘sweltering heat’ as ‘pouring rain’
	Orc, Goblin and Ogre teams gain +1 Fan Factor at this stadium

	17
	Matchu Pitchu, Lustria
	Treat ‘very sunny’ and ‘blizzard’ as ‘pouring rain’
	Amazon and Lizardman teams gain +1 Fan Factor at this stadium

	18
	Laxar, Khemri
	Treat ‘blizzard’ and ‘pouring rain’ as ‘sweltering heat’
	Khemri, Necromantic, Undead and Vampire teams gain +1 Fan Factor at this stadium


Certain players react to weather differently:

· Amazons (all players) and Lizardmen (Saurus and Skinks and also Kroxigors) treat ‘Sweltering heat’ as ‘Nice’.

· Khemri, Necromantic, Undead and Vampire players (all except ghouls and thralls), Beasts of Nurgle, and Treemen treat all weather as ‘Nice’.

Conceding (p45)

Any team that concedes counts as scoring 0 touchdowns.

The glittering prizes (p47)

The TEMPEST BOWL counts as an ‘other tournament’.

Prizes for the tournament consist of the trophy, and a 150,000 gps prize split 100,000 gps to the first place team and 50,000 gps to the second place team.

CONCERNING GOVERNANCE…

1. Each player is required to submit a full team roster to the League Commissioner, before his first match.  

2. One player (typically the winner) of each match is required to submit a fully completed match report to the League Commissioner, after each match.  Without this report, the match will not be counted towards the league rankings.

3. Each player is required to submit a fully updated team roster to the League Commissioner, after each match.  Without this updated roster, the match will not be counted towards the league rankings.

The League Commissioner will ensure that teams are legal, updates are recorded, etc.

The League Commissioner will publish team statistics, match results and league progress at regular intervals.

SEE ALSO

The Blood Bowl core rules (Downloadable for free from Games Workshop’s website).

Match Report Sheet (DWG website)

Team Roster Sheet (DWG website)
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