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A big hello to all you sports fans.  
Welcome to the Nineth & Final Sandgroper Cup - Blood Bowl Tournament. 
Before we get into the bashing, kicking and general maiming we need to give all of you coaches a run down on what to 
expect and how to best prepare your team for the upcoming games. 
 
Commissioners 
As with all good Blood Bowl tournaments, this one has a number of organisers, both on the day and in the lead up to 
the event. Known as Commissioners, they are usually crippled ex-players with little else to do with their time as they 
eke a living on the edges of society. They are however as close to Nuffle, the god of Bloodbowl as you can get. There-
fore what they say goes, no ifs, buts or maybes unless you want to smell the inside of a troll’s jockstrap! 
 
NAF Tournament 
This tournament is a NAF event – which means that registered NAF coaches will receive international ranking points 
where games are played against other NAF members. While you do not have to be a NAF member to play in the event, 
if you are a NAF registered coach, please include your current NAF registration name/number with your entry. If you 
want to become a NAF member, or just want to know what a NAF is …  please go to www.thenaf.net . You may also 
sign up to become a member and receive the NAF dice, at the event. Membership costs $15. Please email Dave for 
details or  sign up on the day. 
 
The Stunty Cup 
The Stunty Cup is a competition that runs “inside” the Sandgroper Cup, and is awarded to the stunty team that places 
the highest at the end of play. It’s that simple—there are no extra rules or entry criteria, just a straight forward fight to 
see which coach can take their little-leaguers the furthest. So, all you coaches of stunty teams (that’s Halflings, Gob-
lins, Lizardmen without Saurus, Underworld without Skaven and Ogres, which are, when all said and done, better de-
scribed as Snotling teams anyway) have something new to aim for. While the prizes might be small, just like the play-
ers, you will always know you were #1 at something other than suffering casualties. 
 
Things you need to bring with you 
Your painted team 
At least 2 copies of your team roster 
This rules pack & the Competition Rule Pack 
Blood Bowl game equipment (if you have it). 
 
Sandgroper Cup Game Schedule 
Our Commissioners have been generous in scheduling times for matches and breaks. A typical game should take 
about 2 hours, which should allow the schedule to be met easily. That said, Games are planned to start and finish at 
these published times, but may change at the direction of a Commissioner. Players who are not present at the start of 
the scheduled round could be penalised and may forfeit their game. 
 
Schedule 
Saturday 
9:30 AM Registration 
10:00 AM Round 1 
12:00 PM Lunch Break 
12:45 PM Round 2 
2:45 PM  Break 
3:00 PM Round 3 
5:00 PM Draft 
5:30 PM Day 1 End 

Sunday 
9:30 AM Registration 
10:00 AM Round 4 
12:00 PM Lunch Break 
12:45 PM Round 5 
2:45 PM Break 
3:00 PM Round 6 
5:00 PM  Break 
5:15 PM Awards Ceremony 



Registration 
This period allows the Commissioner to make sure that you have shown up, that you are registered, that you have the 
right team, and allows for a short pre- tournament briefing. Please make sure you are there at least 15 minutes before the 
first game each day. 
 

18+ 
The Sandgroper Cup is held at a Licensed venue, and therefore all players must be at least 18 years old, or have a legal 
guardian with them.  
 
Accommodation 

The Tradewinds can offer you a special rate if you mention you are attending the Sandgroper Cup.  
 
$215/night 1 Queen or 1 Queen with 1 King Single (price for 2 ppl, additional person @ $30 per night, maximum of 3 ppl) 
$265/night 2 Bedroom Apartment with kitchen (price for 4 ppl, additional person @ $30 per night, maximum of 5ppl) 
 
For hotel room bookings please contact enquiries@tradewindshotel.com.au directly. 
 
Team Roster 
A Team Roster form is also available for download from https://soulravengames.wordpress.com/ website on the down-
loads page – it is not a condition of entry to use the official form – you can choose to supply the list in whatever format is 
easiest for you. The team composition rules are well defined in the CRP. 
 
Sandgroper Cup Teams: 
• Only official teams in the Competition Rules Pack + Slaan, Chaos Pact and Underworld 

are allowed. 
• Teams start with 1,200,000 gold. 
• Teams must start with at least 11 players (including star players) and at least 1 fan 

factor. 
• You must use the team you register. 
• You can assign 6 normal skills, 1 each to 6 separate players for free. 
• A maximum of 1 star player may be bought for the cost listed. Star players must be an 

appropriate model and must be painted to be used. 
• You may purchase any of the inducements, except for mercenary players and Special 

Play Cards. 
 
Draft 
At the end of day 1 there will be a draft. The team that is currently last will pick first, working our 
way up to the team who is currently first, who will pick last. There will be 2 rounds to the draft. 
Coaches will get to select from stat increase’s and skills. The stat/skills you select in the draft 
must be assigned to 2 separate players who have not already had a skill increase. If you are 
unable to be present for the draft you may nominate another player or commissioner to pick for you. 
 
Open Night 
There will not be an open night this year at Sandgroper. However, feel free to join us at the bar after the event.  
 
Miniatures 
Appropriate painted and based miniatures should be used. Coaches will not be allowed to field unpainted or undercoated 
figures. There is an award for best painted and best support staff (support staff includes coaches, cheerleaders etc and 
are optional). Players are allowed to use minis from Games Workshop or any other range, but the figures must clearly be 
of the same race as the team. The importance here is that other coaches can easily recognise what type of player the 
other team is fielding and that they are obviously of the race/type being played. Miniatures must be clearly numbered to 
correspond with team roster sheets. As part of this, all players must be uniquely (and obviously) numbered to correspond 
with team roster sheets – no number, no run-on! The only exception to the numbering rule is for Star Players – we all 
know who they are! 
 
Bloodbowl Rules 
The latest rules from the Competition Rule Pack will be used. The latest CRP is available for free from 
www.bloodbowl.com. All players must have a copy of the current edition of the CRP.  



 
Rule Interpretation.  
Step 1 in answering a rules question is to read the rules. 
Step 2 is to ask other (nearby) Coaches. Generally we find them to be a friendly, helpful and knowledgeable bunch, 
who are only too willing to tell you where to go and what to do when you get there. 
Step 3 is to roll a dice. This is the best way to resolve a dispute when you can’t find or agree the answer.  
 
If you don’t like Step 3, and still have to ask for help, the final step is to ask a Commissioner to provide a definitive 
ruling. Right or wrong, that is then the answer. Commissioners are all-powerful and always correct within the 
confines of the competition, even when their answer was not what you wanted to hear or contradicts all logic and 
the written word. No further discussion will be entered into once a Commissioner gives a ruling. Use this step with 
caution! 
 
Player Skill Progression. Unlike in league play, players will not gain skills or carry injuries through the tourna-
ment. The list you start with in game one, will be the list you use for each game. The only exception to this is a) the 
six new skills you get to assign to start with, and b) any increases you get in the draft at the end of day 1. So if your 
team gets a thumping you don’t have to start again. 
 
Time Limits. The CRP states that there is a four-minute time limit per turn and exceeding this is cause for a turno-
ver. This rule is to be given some latitude in application – the objective here is fun and challenging play, not time 
watching! That said, the time limit will be enforced where players consistently take too long! Remember you only 
have 2 hours to play the game. 
In the first instance - ask your opponent nicely to hurry up. If the time taking continues or is really that bad, you can 
ask for a Commissioner to provide a timepiece, to ensure the rule is followed from that point onwards. The moral of 
the story - Don’t take too long playing your turn! 
 
Illegal procedures. This is up to the coaches playing the game as to how strict they enforce this rule. Officially we 
are using it, so don’t get all upset if you forget to move your counter and your opponent calls you for it! 
 
A Word of Advice on Words of Advice. The game should be played between you and your opponent – no help 
from friends, family, or other onlookers is permitted. It is, however, always good to discuss the game afterwards 
with your opponent, you may learn something! 
 
Taking Moves Back. This is about Sportsmanship by both coaches. If the opposing coach allows you to take a 
moved player back, that is fine. However, the opposing coach does not have to agree. Yet, if a coach has moved a 
player, & then starts moving another player, the first player cannot have his move taken back. This is also true of 
rolling dice. Once you have rolled a die it “cements” that player’s movement. 
 
“Cocked Dice”. All cocked dice are to be rerolled, no 
exceptions. Cocked dice include those that do not finish up 
on the game table, or are “even a little bit” off lying flat on 
the table. 
 
That guy already moved! In tournament play, the 
convention is that a player’s facing will change once it 
has completed a move – hence you should be able to 
look and see everyone who has moved at any point. 
This convention is to be followed – if you are not sure 
how it works – ask your oh so friendly Commissioner! 
 
Attendance. Any coach who does not attend a 
scheduled match at the scheduled time (plus up to half- an-
hour at the Commissioner’s discretion) will be treated as 
conceding the match, with effects as per the CRP. The 
game will be recorded as a 2 TD, 2 CAS victory! 
 
The Tournament Format.  
Play-Offs –Matches 1, 2, 3, 4, & 5. Randomly selected opponents for the First Round unless you wish to issue a 
challenge to another coach. All challenges should be submitted to Commissioner Drew at least a week before the 
event, with a good reason as to why you wish to beat up, maul, humiliate your opponent. Thereafter, results 
determine Standings, which determine who plays who. 



Final Round – Day 2, Match 6. First ranked plays Second, Third plays Fourth and so on in descending order. 
Results determine Tournament Places, Prizes and Personal Satisfaction. 
 
Scoring 
Tournament points  
Win = 10 pts  
Tie = 4 pts  
Loss = 1 pt  
Bonuses Points 
For the sake of bonus points CAS will only count if caused by a block or foul.  
Kept it close (lost by 1) = +1pt   
Caused 3 or more CAS then the opponent = +1pt   
Won by 3 or more TDs = +1pt 

 

Final Round.   

In the final round a strict 2 hour limit will apply. When time is called players may finish the current turn, so both play-
ers have had the same amount of turns. If the game still ends in a draw, final rankings will be based on the positions 
going into the game. For example if 1st v 2nd ends in a draw, the player ranked 1st going in retains that position. 

 
Griff Oberwald Medal—MVP (Sportsmanship) Score 
Each round you will score your opponent's sportsmanship out of 7. Sportsmanship is NOT a measure of how good 
a game you had - but how pleasant (or not) your opponent made the experience. Just because you lose 7-0 doesn't 
mean you should award a 1, and winning 4-3 in the last turn does not mean you should give a 7 either. 
 
1 - Awful. You'd rather eat my used jockstrap than play them again. 
2 - Poor. Argumentative and impolite. 
3 - Okay. Nice enough, nothing special. 
4 - Pleasant. A nice opponent. Any rules issues were resolved amicably. 
5 - Fun. Good friendly atmosphere. 
6 - Brilliant - nicest opponent you've had in a while. 
7 - Great - you are going to introduce them to mum & dad tomorrow. 
 
(Scores are deliberately subjective). 
In the event of a 1, 2 or a 7 a Commissioner may ask for some justification of the score. The results are cumulative 
and go towards the MVP award. Cumulative scores can be adjusted at the sole discretion of the Commissioners 
and anyone giving consistently poor reviews for no reason may be penalised. 
 
THE PRIZES 
Prizes are awarded for: 
Sandgroper Cup - (winner of the 1st v 2nd final) 
Griff Oberwald Medal—MVP—(sportsmanship) 
Qermitt-Sandgroper Award—Best Custom Pitch 
Stunty Cup—Highest Placed Stunty Team 
Best Painted 
Best Support Staff 
Wooden “Rooted” Spoon—Last Place 
Other prizes may be awarded at the discretion of the organisers.  
 
Get Ready! 
The primary purpose of the Sandgroper Cup is to get together for the weekend, so that 
we can play our favourite game and meet other players who share our interests. 
Finding ‘champion players’ of our games is a byproduct of this, and we’re really much 
more interested in creating a quality gaming experience for all the people who take part, 
where they get to play lots of great games and meet a whole bunch of new players. So 
there you have it the full details for how we hope to run an exciting and challenging 
weekend of gaming that will be the culmination of months of preparation. 
Good luck and remember… 

      … Have You Got The Balls? 



 
 
The Sandgroper Cup 
 
The Sandgroper Cup is a powerful item, used by the Khemri to resurrect the dead. 
The wealthy business man, Gill Bates, wanted to have his own Bloodbowl tournament, 
but was worried that teams won't have enough players left at the end of the season to 
play in it. So he hired Jana Kroft, Tomb Raider, to steal the cup from a Khemri Tomb 
Pyramid. Gill now uses it as the main prize for his own Bloodbowl tournament. Be-
cause of the cups power, all teams start every game fully healed and ready to go. With 
this and the generous purse, the Sandgroper Cup has no shortage of teams wanting 
to play in it. 
 

 
 
 
The Q'ermitt-Sandgroper Award 
 
The Q'ermitt-Sandgroper Award, is something that BRAWL and a fellow BB nut in 
Canada have come up with. He runs a tournament in Canada called the Challenge of 
Q'ermitt. The theme behind his tourney is that the massively powerful Slann Mage 
Priest Q'ermitt is transporting Blood Bowl teams all over the world to face off to find out 
which is best for his own mystical purposes. The teams are transported by means of 
portals created by the Old Ones. This tournament also uses the most custom pitch's, 
last year he had over 12. We both love playing on custom pitch's and so came up this 
idea to have a cross promoted event. The trophy is a perpetual trophy, so the person 
who makes the best custom pitch at each event will get their name put on it. The tro-
phy also represents the portals used by Q'ermitt, with the sand on one side to repre-
sent Australia and snow on the other side to represent Canada. 

 
 
Every player at Sandgroper Cup 8, will also receive a free Limited Edition SC9  Zorin Tallspire Miniature. This mod-
el has been designed and sculpted based on this drawing done by our artist Christian Schwager, and sculpted & 
cast by Eureka Miniatures.  
 

 
 

 

 

 

 

 


