THROW TEAMMATE FLOW CHART FOR BLOOD BowlL 2028 EbITION

BASED UPON THE CHART AVAILABLE ON THE NAF WEBSITE. FLAIR AND FUN ADDED BY THE RED MAGICIAN AND BBSCHOLAR.

KEeY:

Declare the Throw

) T t For RS/BH, Action Over. For TR,
(or Kick) (f,'amma © ° count as success if already
Action. adjacent to throwable player.
\ e
Pre-Action Rolls: _---""'Success? ““>-.__
(Really Stupid/ > (After Any L

S~ol re-rolls) -

Bonehead/Take Root)

Thrower((D) may move next to

player being thrown (®).

.-~ Success? °
< (After Any >
AN re-rolls)
Sl -1 Yes

I®must have the 'right stuff' trait.
They may be standing, prone,
stunned, or distracted.

1@ must have 'throw team-mate’

Roll 2+ for AH.

@ Throwing Player
® Quick Throw
Short Throw

Does thrower have the
‘Always Hungry’ trait?

7

Declare Target Square ()

Test for Accuracy (Roll PA)
+1 for Strong Arm.
+0 for Quick Throw.
-1 for Short Throw.
-1 per Tackle Zone on @),
Disturbing presence, Very sunny.

® bounces from @’s 0.*

® swoops from the &.*
® lands D601 in the direction of

after mods.

® = Player being thrown.

@ = Thrower
< =Target Square

[J=Square

Uh Oh. Roll 2+ for Escape.

i

. 'Success? ...
(After Any
re-rolls)

Oh no... ® is eaten.

No Apothecary or Regeneration
rolls allowed.
If ball carrier, ball bounces and
causes a turnover.

Remove ® from team draft list
immediately. They are dead.

*If at any point during the bounce, swoop or scatter

® enters the crowd, remove them from the pitch, the
action ends, and roll for injury. If ® was the ball carrier, it
is a turnover and the ball is thrown back in as normal.

/ (If kicking team-mate, ® is -~ Bythe “~.__
o i = -~ 2 .-

Nat 1 (Or PA auto-removed. Roll Injury. Stun = KO.) ° ~._crowd? _

of '-'),or1 °

the throw-in template.

Congratulations!
® lands safely! If they

were not previously

Landing Attempt (Roll AGI) -
+0 for Superb Throw.

activated, they may )
activate this turn! 1 for subpar throw or fumble [*—— .‘*\'Jefe?x'

-1 per Tackle Zone on ®.

Also, @ gains +1
SPP for the effort if
this was a superb
throw!

®gains +1 SPP for the
effort if player landed
safely, even if throw
was not superb

~
- ~

-2 S~
_-~ D6 Result? ~~
Pass or - (after Any re-rolls,
Nat 6 - revoll available if swoop
=~ was used)

-
-

Nice Flow Chart, | can't be bothered
(Needed rolls for subpar throws (or better):

Ogre (5+ PA): 2+ Bone Head,

2+ Quick throw (Qt) / 3+ Short throw (St)
Troll (5+ PA): 2+/4+ Really stupid,

2+ Always Hungry, 2+ Qt/ 3+ St
Treeman (5+ PA): 2+ Take Root, 2+ Qt / 2+ St

¥ Fail, But Is the O the ® OOccupant is knocked
.-"D6 Result\?\\\ 2+ after Does®have the ® scatters from the _* lands in - down (Roll Armor).
Bt (After Any .- mods. ‘Swoop' skill, > +1 to armour or injury ol f® has
~~o_rerolls) 2" and chooses to (Scatter means 10 to the D8 occupled? Lethal Flight
e use it? direction 3 times.) l ® bounces 10]
Does@ have the ° " |
‘Bullseye' skill, is ® prone, stunned,
and chooses to or distracted prior to (—pp-( Yes
use it? e the throw?

>._ fumbled? .-

Yes, but ® knocked
someone over in a

previous 0.

® falls over. Roll for armor. If
they were the ball carrier, the ball
bounces and a turnover is
caused. Non ball carriers may
still activate if able.
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