
 
(for  LRB 5.0) 

 
DISCLAIMER /  CREDITS 
BloodBowl 7’s (“BB7s”) is a modificat ion of Games Workshop’s BloodBowl game.  This set  of ru les is 
completely unofficial and in  no way endorsed by Games Workshop Limited.  Blood Bowl is a t rademark  
of Games Workshop Limited, and is used without  permission.  No challenge to their  status is in tended. 
 
Adver t isements created by Sp0n on Talkbloodbowl.com:  
(ht tp:/ / www.bonnin.dk / bloodbowl/ BloodBowlAdver t isementsBySp0n.rar ) 
 
OVERVIEW 
BloodBowl is played at  many different  levels, ranging from the huge 
spectacle of the money spinning Majors to an un fr iendly k ick  around on 
the local vil lage green.  BB7s represents the lower  end of th is scale and 
as such there are a number  of modificat ions to the standard ru les to 
reflect  th is level.  The players are often unpaid and untalented, squads 
fewer  in  number , t rain ing sessions vir tually unheard of, the game r ife 
with br ibery and cor rupt ion and the pitch smaller  than normal.  All  of 
which contr ibu tes to a faster  and more free flowing game. 
 
THE PITCH 
The pitch is 20 squares long and 11 squares wide.  Each of the wide 
zones is 2 squares wide.  There are two lines of scr immage (one for  each 
team), rather  than just  one in  the middle of the pitch.  These are 6 
squares in  from each End Zone (i.e. 6 squares apar t  from each other). 
 
SETTING UP THE GAME 
Each coach may set  up 7 players between their  End Zone and their  l ine of scr immage.  In  Blood Bowl 
Sevens the teams set  up apar t  from each other .  The standard rest r ict ions apply with the except ion  
that  there is no min imum number  of players set  up on the l ine of scr immage and no more than one 
player  may star t  in  each wide zone (normally two). 
 
THE K ICK  OFF 
After  both players have set  up, the coach of the k ick ing team places the football anywhere on the field 
except  between the k ick ing team’s Line of Scr immage and the k ick ing team’s End Zone.  The k ick  off 
then proceeds as usual bu t  a ‘touchback ’ only occurs if the ball goes off the field (as normal) or  crosses 
back over  the k ick ing team’s Line of Scr immage.  Note: th is may resu lt  in  the ball fin ish ing in  front  of 
the k ick ing team in “no mans land”. 
 

 



 
THE K ICK  OFF TABLE 
The following Kick  Off table is used.  Roll 2D6 and consu lt  the char t : 
 
Roll Resu lt  

2 Dog loose on the pitch: A dog has slipped its leash and decided to join in  the fun.  At  the star t  
of each player ’s tu rn if the ball is on the ground then it  immediately scat ters one square.  
This effect  lasts unt i l a touchdown is scored or  the half ends, at  which point  some semblance 
of control is restored. 

3 How long have we been play ing?? It ’s not  uncommon for  the t imekeeper  to forget  how long 
the teams have been playing and so make a “qu ick  adjustment”.  Roll one D6.  On the roll of 
1-3 the clock  is moved back; move both players tu rn markers one square back.  If th is takes 
either  tu rn marker  to below 1 then neither  tu rn marker  moves.  On the roll of 4-6 the clock  is 
moved forwards; move both players tu rn markers one square forwards.  If th is takes both  
tu rns to 8 or  more then the half ends immediately. 

4 Back in the game! Eager  to get  back on the pitch as soon as possible, any KO’s are 
immediately moved to Reserves ready for  the next  dr ive. 

5 Even upper: A local fan decides that  their  team needs a l it t le encouragement .  If one side is 
losing they may immediately draw one “Desperate Measure”.  If needed to declare before the 
match then apply the effects immediately instead. 

6 Bad Kick: The ball scat ters a number  of squares equal to the roll of two D6 on the k ick -off, 
instead of only one D6. 

7 Changing Weather: Make a new roll on the Weather  table.  Apply the new Weather  roll.  If the 
new Weather  roll was a ‘Nice’ resu lt , then a gent le gust  of wind makes the ball  scat ter  one 
ext ra square in  a random direct ion before landing. 

8 Quick Snap! The offence star t  their  dr ive a fract ion before the defence is ready, catching the 
k ick ing team flat -footed.  All of the players on the receiving team are al lowed to move one 
square.  This is a free move and may be made into any adjacent  empty square. 

9 Broken Floodlights! Under  cover  of the encroaching darkness the k ick ing team sneak  
forwards after  punt ing the ball.  All players on the k ick ing team are allowed to move one 
square.  This is a free move and may be made into any adjacent  empty square. 

10 Mass Brawl!! Occasionally th ings get  a l it t le ou t  of hand on the pitch, parental l ineage is 
quest ioned or  teams remember  a previous sligh t .  Either way it ’s not  long before a fu ll scale 
brawl ensues.  Roll a D6 for  each player  (including those in  Reserves).  On a roll of a 6 they 
are knocked out  (th ick  sku ll cannot  be used). 

11 CHAAAARGE! One of the defence t r ies to grab an advantage and star ts before the offence is 
ready, t rying to catch the receiving team flat -footed.  One player  on the k ick ing team may 
immediately take a Blitz act ion. 

12 Chuck a Rock: Each coach rolls two D6s and totals the resu lt ; the h igh scorer ’s fans are the 
ones that  threw the rock .  A t ie means that  both teams are affected.  Decide randomly which  
player  in  the other  team was h it  (only players on the field are eligible).  Place the player  prone 
and immediately make an Armour  roll. 

 
 

 



 
PICKING A BLOOD BOWL SEVENS TEAM 
A Coach has 600gp with which to pick  their  Blood Bowl Sevens team.  They may choose a team from 
any of those in  Living Ru le Book 5 (LRB5).  Use the standard ru les for  choosing your  Blood Bowl 
Sevens team, bu t  with the following changes: 
1.  All team costs are divided by 1,000.  So if a player  usually costs 80,000gp in Blood Bowl, they wil l  
cost  a total of 80gp to sign to your  Blood Bowl Sevens team.  Similar ly, an Apothecary wil l cost  50gp 
(50,000gp /  1000).  This reflects the unprofessional nature (low sponsorship and low pay) of the Blood 
Bowl Sevens leagues. 
2.  You must  have between three and ten players on your  team roster .  Any other  and the team will be 
expelled from the Blood Bowl Sevens league.  Fu ture purchases may not  take the team above 10 
players (the coaches run  ou t  of enough fingers to count  them on otherwise). 
3 .  Fan Factor , Assistant  Coaches and Cheer leaders are for  the professionals, not  BB7s.  None of these 
may be purchased. 
4.  Being an unprofessional league, good (or  even bad) coaching staff are hard to find and players very 
rarely tu rn up for  t rain ing anyway.  Team re-rolls may not  be purchased. 
5.  Players with rest r ict ions of 0-1 may not  be purchased.  Players with rest r ict ions of 0-2 become 0-1, 
rest r ict ions of 0-4 become 0-2 and rest r ict ions of 0-6 become 0-3.  Other  rest r ict ions are unaffected. 
6.  Star  Players may not  be purchased, not  even as freebooters.  Blood Bowl Sevens is an  
unprofessional league and a Star  Player  wou ldn’t  be seen dead in such a place let  alone playing for  a 
Blood Bowl Sevens team. 
 

 
 
THROWING THE BALL 
As an unprofessional league, Blood Bowl Sevens players are not  as ath let ic as their  professional 
counterpar ts, however  they are also not  subject  to the same sor ts of pressures on the ball car r ier .  To 
represent  th is, the maximum range for  throwing is reduced to Long Pass, however  a Pass wil l on ly 
fumble on an unmodified roll of a 1.   
 
INJ URIES 
Lack ing the sophist icat ion of ‘professional’ fou ls, the BB7s players st ruggle to pu t  opposing players ou t  
for  considerable per iods of t ime.  For  the purposes of league play, ignore all “Miss Next  Game” resu lts. 
 
FREE PLAYERS 
The Undead “Raise the Dead” spell and Nurgles Rot  abil it ies only work  on a 4+ instead of 
au tomat ically.  This is because the necromancers are mere acolytes of the dark  ar ts or  that  the Rot  is 
not  as potent . 
 
THE CROWD 
Due to poor  at tendances, there is no ‘crowd’ as such.  Players pushed ou t  of bounds are placed in  the 
Reserves box instead of mak ing an In ju ry roll for  them. 
 

 



 
STAR PLAYER POINTS 
Players do not  gain  Star  Player  points in  Blood Bowl Sevens.  Instead, after  every game, choose one 
player  on your  team rooster  that  took par t  in  the match and roll a D6 and consu lt  the Star  Player  Roll  
table as normal.  This roll is made automat ically and is the only manner  in  which a player  can gain 
new sk il ls.  You must  pick  a player  on your  roster  after  each match you play and make a roll for  them 
on the Star  Player  Roll  table.  You  are not  allowed to decline choosing a player  and making the roll.  
You may pick  a player  that  has already received a Star  Player  Roll (SPR) bu t  the more sk il ls a player  
receives, the greater  the chance of them being not iced by a professional team and drafted in to the 
professional Blood Bowl league (see The Draft  below).  NB: The Sk i l l  “ Leader ”  m ay not  be t ak en . 
 
THE DRAFT 
As players become more exper ienced there is a chance they wil l be not iced by a professional major  
league team.  When th is happens there is l it t le a coach can do as their  best  player  is poached on the 
promise of a huge salary, all the beer  they can dr ink  and a bevy of beaut ifu l women.  It  is l i t t le wonder  
that  not  many players refuse such an offer .  Every t ime you make a roll  on the Star  Player  table you  
must  make an addit ional roll to see if a professional Blood Bowl team has drafted the player  in 
quest ion.  Roll one D6 and consu lt  the table below: 
 
 

 
If the score is less than the score shown on the Draft  column then the player  has not  yet  drawn the 
at tent ion of a professional team and will cont inue playing for  h is Blood Bowl Sevens team.  If the roll is 
equal to or  more than the score requ ired then the player  is drafted in to the professional Blood Bowl 
league and never  seen by h is Blood Bowl Sevens team again.  You  must  immediately remove the player  
from your  Roster  and adjust  your  Team Rat ing accordingly. 
 
MATCH WINNINGS 
After  a match, each coach must  calcu late their  team’s match winnings.  Winnings can (and often do) 
differ  due to br ibery, cor rupt ion  and il legal bet t ing syndicates.  The coach that  won the match  receives 
D8 x 10gp.  The coach that  lost  the match receives D6 x 10gp. 
 
TEAM RATING 
A Blood Bowl Sevens Team Rat ing is calcu lated in  the following manner .  Add up the ent ire cost  of the 
team in gold pieces, including any money that  is in  the team t reasury.  This number  is then divided by 
10 to give the team’s base Team Rat ing score, wh ich for  star t ing teams will always be 60.  In  addit ion, 
an ext ra 10 points is added to the Team Rat ing for  every SPR a player  on  the team roster  has received.  
So if you  had a team where three players had received 1 SPR each and one player  had received 2 SPR, 
then you wou ld add an addit ional 50 (5 SPR x 10) to your  Team Rat ing.  If a player  is drafted ou t  of 
your  team you will need to make sure you  amend your  team rat ing appropr iately, subtract ing the cost  
of the player  and any SPR they may have had from your  Team Rat ing. 
 
INDUCEMENTS 
The standard Blood Bowl ru les for  inducements are not  used.  Instead use the Desperate Measures 
(below). 
 
DESPERATE MEASURES 
If the opposing team has a team rat ing that  is more than 50 points h igher  than your  own, you may use 
a Desperate Measure to t ry to even the odds in  the match.  It ’s impor tant  that  you are able to keep the 
Desperate Measure selected secret  unt i l you  use it , and so we recommend using the random number  
counters supplied with the game to pick  it .  Alternat ively you may roll  for  the effect  and make a note of 
it  (in  which case your  opponent  knows what ’s coming!!). 

SP Rol ls Ti t le Draf t  
None Rook ie 7 
1 Exper ienced 6 
2 Veteran 5 
3 Emerging Star  4 
4 Star  3 
5 Super  Star  2 
6 or  more Legend 1 



 
Desperat e Measures (D12*) 
 
Resul t   
1  - Razzle-Dazzle 
Act i on : One of your  players has been pract icing 
hard for  the up-coming match because he has 
heard a scout  from a big professional team will 
be watching. 
Declare: After  one of your  players has completed 
an act ion. 
Ef fect : That  player  may immediately take a 
second act ion.  Note that  the rest r ict ion on one 
Pass act ion per  tu rn, etc st i l l  applies. 

7 – Assassi n  
Act i on : You have h ired an assassin before the 
match to take one opposing player  ou t  of the 
match. 
Declare: At  the end of any of your  tu rns, bu t  
before the opponent  star ts their  tu rn. 
Ef fect : The assassin h its an opposing player  
with a poison dar t .  Pick  one player  on the 
opposing team and place them in the Knocked-
Out  box in  their  dugout . 

2  – Banana Sk i n  
Act i on : One of your  players has been snack ing 
on an energy-boost ing banana. 
Declare: When an opposing player  enters a 
tack le zone of one of your  players.  Note that  
players without  tack le zones may not  use th is 
Desperate Measure. 
Ef fect : Place the opposing player  prone and 
make an Armour  roll for  them.  This is not  a 
tu rnover  unless the opposing player  was car rying 
the ball. 

8  - I l legal  Drugs 
Act i on : One of your  players has been tak ing 
some per formance enhancing drugs pr ior  to the 
match. 
Declare Before the match. 
Ef fect : Choose one player  on your  team.  That  
player  has either  their  st rength or  their  agil ity 
increased by 1 for  the durat ion of the match.  
After  a touchdown is scored or  at  the end of a 
half, roll a D6 for  the player .  On the roll of a 1 
the player  su ffers an allergic react ion to the 
drugs and must  miss the rest  of the match 

3 - Hangover ! 
Act i on : One player  on  the opposing team has 
been out  celebrat ing the n ight  before the match  
and tu rns up late. 
Declare: Before the match. 
Ef fect : One random player  on  the other  team 
must  miss the first  dr ive of the match. 

9 - Magi c Scrol l  
Act i on : A suspicious look ing man from a bet t ing 
syndicate gives you a spell scroll pr ior  to the 
match. 
Declare: At  any point  du r ing the match. 
Ef fect : Counts as having a Wizard on your  team, 
allowing you to cast  one spell. 

4  – Spy 
Act i on : You have h ired a spy to steal your  
opponent ’s ‘playbook ’ (scr ibbled on the back of a 
beer  mat) in  order  to give you the edge in the 
match. 
Declare: After  the opponent  rolls the dice for  a 
Pass or  Catch. 
Ef fect : Forces the opponent  to re-roll the resu lt . 

10 - Grudge Mat ch  
Act i on : Both teams have an ugly h istory of 
playing against  each other… 
Declare: Before the match. 
Ef fect : Your  team may take any number  of fou l 
act ions per  team turn, rather  than just  one. 

5 - Bi ased Referee 
Act i on : The referee has been br ibed to tu rn a 
blind eye. 
Declare: When an opponent  rolls a Fou l act ion. 
Ef fect : The opposing player  is grabbed by the 
referee and the moving team immediately su ffers 
a tu rnover  (as they at tempt  to argue the call).  
The Fou l does not  take place. 

11 - K nuck le-Dust er s 
Act i on : One of your  players has smuggled some 
knuck le-dusters onto the pitch. 
Declare: When one of your  players takes a block  
act ion. 
Ef fect : The vict im of the block au tomat ically 
fails their  Armour  roll  – make an In ju ry roll 
instead. 

6 - I s I t  A Touchdown? 
Act i on : The referee’s view is momentar ily 
obscured. 
Declare: When an opposing player  scores a 
touchdown. 
Ef fect : The opposing team immediately su ffers a 
tu rnover  and the touchdown does not  count  th is 
tu rn.  They may score as normal from next  tu rn 
onwards. 

12 - Set  Pi ece 
Act i on : In  preparat ion for  the big match  your  
team has actually been pract icing! 
Declare: When one of your  players takes a pass 
act ion. 
Ef fect : You  may add +1 to both the Pass and to 
the Catch rolls. 

*if you  don’t  have a D12 roll 2D6 (roll one at a t ime).  If the second D6 is a 4, 5 or  6 then add 6 to the first  roll . 


