BaWSH Bowl Kickoff Table:

2. A Call to Arms! : The fans have had enough. The smack-talk and slander from the opposing team's spectators have turned the Bloodweiser-filled crowd into a roiling pile of rage! Advance the game turn counters 1 or 2 turns(roll a D6: high=2, low=1) and roll a D6 for each model on the field to see if they're caught up in the melee. On a result of a 6 that model is knocked prone(no Armor check).

3. Living Ball : Critter Activists are trying to make some kind of point by stuffing a poor squig into the game ball. If the ball is dropped or otherwise hits the ground during the ensuing drive(excluding the kickoff) the ball will hop up and run an additional D6 spaces in a random direction(D8 scatter). Players may attempt to pick the ball up if it enters their space but suffer a -1 to their roll(in addition to any other applicable modifiers). The squirmy little bastard is too panicked to care what your intentions might be.

4. Greased pigskin : Someone thought it would be funny to dip the ball in the 'earmarks' bucket. All ball handling activities receive a -1 for the duration of the drive(passing, catching, handing off, picking up)

5. With Me Brothers! : A piercing cry from a young, idealistic player lifts his entire team with renewed vigor. The receiving team may move each of its' models one space in any direction . This is a free move that ignores tackle zones and may be used to enter the opponents half of the pitch.

6. Milk! Eggs! Toiletpaper! :  An unexpected front has stomped in from the west to make the skies angrier than the players. Roll again on the Weather table.

7. Wombat! : A shrewd effort by the kicking team distracts the receivers just enough to gain a step. The kicking team may move each of its' models one space in any direction . This is a free move that ignores tackle zones and may be used to enter the opponents half of the pitch.

8. Honest. I have no idea officer... : There have been scandalous accusations from all parties and the police have finally had enough. Thugs with badges show up mid-game and slap shackles on the most guilty looking player from each team until the team's laywers can convince the constabulary it's all just some crazy misunderstanding. Each coach rolls to choose a random player on the opposing team. That player is placed in the Reserves box for the duration of the drive.

9. ShutDown : The Budgeting and Facilities board for the Stadium has frozen all assets until such time as they manage to agree just how much to spend on what. The Lighting contractor shuts down and goes home without pay. All passing and catching attempts suffer from a  -1 to their dice rolls for the duration of the drive.

10. Tailgating par excellence : The constant sizzle of meat over flame makes being outside the stadium almost as desirable as being in it. Coaches each roll a D6. Coach may add their Fan Factor to the die roll. The higher resulting coach gains +1 Team Reroll.

11. Mud-Slingers : The fan-base has been listening to the rapid media too closely...and literally. The field is covered by a steaming layer of muck chucked out there by the handfuls from both sides. All models suffer a -1 to all movement for the duration of the drive.

12. Misguided Patriot : A fan has draped himself in the colors of his team and nothing else before dashing onto the field to dodge stadium security and shout canned jargon at the crowd hoping to convert someone to his cause. Advance the game turn counters 1 or 2 game turns(roll a D6: high=2, low=1).
