The following document is an overview to help and prepare for and improve the 2015 NoVA Open Bloodbowl Tournament: The BaWSH Bowl. All input is welcome and appreciated. Feel free to contact us through novaopen@gmail.com.
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1 Tournament Format and Schedule

1.1 Schedule and times – We are opening up Twenty seats for all comers to join the fray this year!
We're offering three organized events this year. Two full Four-Game Tournaments and one Sunday Morning All-Comers-as-you-are event because you just can't get enough!

SlaughterDay!

Saturday, September 5th

Check-in : 8:30am

Game 1 : 9:00am – 11:15am

Game 2: 11:30pm – 1:45pm

Break : 2:00pm – 2:30pm

Game 3 : 2:30pm – 4:45pm

Game 4 : 5:00pm – 7:15pm
Darkness Fouls...

Friday(Sept 4th) & Saturday(Sept 5th)

Check-in: 8:30pm

Game 1(&3) : 8:45pm-11:00pm

Game 2(&4) : 11:15pm-1:30am

Bleary-eyed Blitzing!

Sunday(Sept 6th)

Check-in: 9:30am
Game 1 : 10:00am – 11:15am

Game 2: 11:30pm – 12:45pm

Game 3 : 1:00pm – 2:15pm
New this year for anyone whom might be looking for something to enjoy on a casual Sunday morning. This is eligible for the NoVA Open On-Site Booster Event package if we reach a minimum number of participants. Are you suddenly not in the GT? Do you find yourself sick of rolling massive handfulls of dice?  This one's just for you.

Bleary-Eyed Blitzing games will be EIGHT turns per-player in length(75minute total game time). There will also be no Weather Table rolls to affect game play. All other rules and conditions listed for the other two events apply here also. Consider this a Blood Bowl Speed-Round. Be Aggressive! B-E Aggressive!

(Who knew I had an inner Cheerleader?)

NoVA Open Awards Ceremony is Sunday Afternoon following the conclusion of all events. Please be with us to strut your stuff if at all possible.

1.2 Materials and Requirements
YOU ARE REQUIRED TO BRING THE FOLLOWING
Your team (preferably painted) created using the Blood Bowl Competition Rules Pack, totaling 1,100,000gps

including players, rerolls, coaching staff, apothecaries, (The bonus skills for BaWSH Bowl do not count towards this total)

Customization is awesome but please try to ensure each model is easily identifiable as the players/positions they represent

Two copies of your 1,100,000gps roster(One for the Organizer). Please clearly note which Bonus pack you've chosen

Block Dice, 2D6, 1D8, and 1D12 or higher for random player rolls

We know there are many of you with your own awesome boards and things. Fee free to bring them and share their greatness but WE DO HAVE Boards, Range Finders, Balls and assorted Dice to use because we know traveling with such things can be disastrous.

1.3 Scoring Structure

Game Scoring will be

 - 30 points for a WIN

 - 20 points for a DRAW

 - 10 points for a LOSS

Additional points will be considered for the following:

  +5 points if you won by 3 or more Touchdowns

  +2 points if you won by 2 Touchdowns

  +2 points if you lost by 1 Touchdown

  +5 points if you caused 2 more Casualties from Blocking or Fowling than your opponent

  +2 points if you caused 1 more Casualties from Blocking or Fowling than your opponent

(Note: Only Casualties from Blocking or Fouling without use of the following will be counted for this purpose: Stab, Stakes or any Secret Weapon)

1.4 SPORTSMANSHIP - At the end of the day you will be asked to choose the one opponent who was the best sport and/or the most fun to play. Sportsmanship totals do not figure into tournaments points will contribute to the Renaissance Player award.

1.5 PAINTING - If you painted your team, place it on display after the first game for review

Judging will be done by the TO and staff to include theme and skill.

This will not affect tournament standings but may contribute to the Sportsmanship Player award.

I know there are some fantastic looking teams out there just dieing to be seen.
** remember to put your team name on/near your models so we know who they are!
1.6 Pairing – There will be four games. Injuries/SPP's do not carry over into the next game. Swiss pairing will be used for all games. **Please let us know if you're paired against someone you came with and/or play against at home all the time and we will mix it up for you.

2 Awards/Prizes

2.1 Overall and Runner-up

2.1.1 Overall and Runner-up finishers will be determined by the highest and second-highest total tournament points accumulated as detailed in section 1.3

2.1.2 Best Sportsman: The coach whom received the most Sportsmanship votes. He/She is so much fun to play it's a shame we're keeping score.

2.2 Call a Lawyer! This award is for the coach whom has inflicted the most combined Casualties and Deaths on their opponents following the guidelines for Casualty scoring in section 1.3

3 Rules

3.1 Official Ruleset

3.1.1 Have Fun: Yes it's a tournament/competitive event. Relax. Anxiety and Blood Bowl just don't belong together

3.1.2 Blood Bowl Competition Rules Set will be used simply due to it's accessibility.
Http://www.digitalsaint.com/BaWSHBowl/Blood_Bowl_Competition_Rules.pdf
**ADDITIONAL teams - Slann, Underworld, and Chaos Pact. Rules can be seen listed below in this Event compendium

3.1.3 BaWSH Bowl will be using a unique KickOff results table for each game(see below).

3.1.4 BaWSH Bowl will be using the specified INDUCEMENTS table(listed below).

3.1.5 TIME LIMIT: All games will be two hours and fifteen minutes(135minutes) with no overtime. You do not need to time your turns if you choose not to but please be courteous and fair to your opponent. There are many who would rather have a great time playing 8 turns than a manic and much-less-fun rushed and crappy 16 turns. Discuss this with your opponent before kicking off and make every effort to keep your turns to four minutes or less.

3.1.6 ILLEGAL PROCEDURE will not be used. We're all here to have fun after all and not everyone is as practiced as some. A kind reminder if a step is missed is always appreciated.

***This does NOT excuse cheating and/or just plain terrible opponents: contact the TO/an official with any concerns.

3.1.7 APOTHECARIES: Apothecaries automatically work. Put the hurt player in the Reserves Box until the next kickoff

3.1.8 WEATHER for all games will be rolled by the coaches playing the game. Don’t forget to roll FAME, too.

3.1.9 Injuries, Casualties and SPP's do not carry over from game to game. Your roster will begin each game in exactly the same state.

3.1.10 Each coach may choose to use ONE of the “Going the Extra Mile” skill sets listed below. Please clearly mark on your rosters which is used and which players received the benefit.

***Gold is for buying your team. Choose a Bonus Skill Pack if you want your players to have skills they don't start with.

3.2 BaWSH Bowl “Going the Extra Mile.” Bonus Skill pack
Your roster must show which(if any) of the following bonus packs you chose from:
The Beltway Two-step : Grant two players one additional skill from a category they could normally choose from without rolling Doubles.
The Fast-Track : Grant one player two additional skills from any category they could normally choose from without rolling Doubles.
Lobby-ist Wink : Gain One additional Team ReRoll
Insider's Reach-Around : Grant one player one skill from any category they would NOT normally be able to choose from(This includes the “ExtraOrdinary” section but NOT the “Mutation”).

3.3 BaWSH Bowl Inducement table
INDUCEMENTS – You can purchase the below inducements as permanent additions to your team:


0-1 Wizard - 150,000


0-1 Master Chef - 300,000 (100k for Halflings!)


0-1 Igor - 100,000      


0-2 Bloodweiser Babes - 50,000


0-2 Wandering Apothecaries - 100,000  


0-3 Bribes - 100,000 (50k for Goblins)


0-2 Star Players - Price per listing in Rulebook


**If two teams both have the same Star Player, the coaches decide which is the evil twin and gets to wear the Goatee but each can otherwise use the Star without restriction.

3.4 BaWSH Bowl Kickoff Event table:
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).

