Secret Weapons…

or how I learn to stop worrying and love the Chainsaw.

“Welcome again to Monday Night Blood Bowl!  We’ve certainly got an exciting night of action lined up for you.  Long time rivals, Dem Rotten Gits are facing off against The Karak-Kadrin Kingsmen.  Goblins versus Dwarves in what will likely be a bloody game, right Jim?”

“That’s right Bob.  This rivalry goes back three years in the now infamous Deathroller Masacre Match which left 18 Rotten Gits dead or injured.  We’re still trying to figure out how they got 18 players on the pitch for that one drive.  Never the less, each year since that event the two teams have tried desperately to out do the other on the pitch with the use of Secret Weapons.  What are we likely to see out there tonight, Bob?”

“Unfortunately I couldn’t get into the Goblin locker-room, Jim.   It’s a real shame too, because I could hear some kind of springy, clanging noise from inside.  But it’s no secret what the Kingsmen will be bringing onto the field.”

“That’s for sure Jim!  We’re just minutes away from the start of another fantastic night of Monday Night Blood Bowl.  Stay with us.”
Desperate coaches will always used any advantage to win games, but increasingly they are willing to employ all manner of Secret Weapons to give their team an edge.  Dwarf and Goblin teams, in particular, have been turning to the use of illegal items on the pitch in the hopes that they will ensure victory.  Often the players are caught red handed (and with a chainsaw, it’s hard to hide the red hands) and are removed from the game.

To help fight this increasing scourge, referee’s are not only issuing game suspensions when they catch players with extra equipment but have taken to confiscating the item itself!  This can be quite profitable for some referees, who can often sell it back to the very team they confiscated it from.

The first step in purchasing a Secret Weapon is picking the player on the team who will use it.  Some Secret Weapons will change the Stats of the player whilst he is using the Secret Weapon on the pitch, so it’s important to pick carefully!

To purchase a Secret Weapon, simply check to see if your race is allowed to use the item, note a player on your team roster and deduct the cost from your treasury.  Any player position can use a secret weapon, but you must have an official GW miniature modeled for the secret weapon.  There is no limit to the number of Secret Weapons that a team can have on their roster, however there is a limit of one secret weapon on the pitch at one time (with the exception of Goblins who can have two secret weapons on the pitch at once!)

Example:  Coach Chip Organbuster is going up against a powerhouse team and decides its time for him to add a Secret Weapon to his roster.  After checking over the choices, he realizes that the only secret weapon that the Orc team can get is the Chainsaw.  He deducts 30,000 from his treasury and adds Chainsaw to his Experienced Blitzer skill list.  He figures that since the experienced Blitzer has already gained a +1 AG, it will be easier for him to start the Chainsaw.

Second Example:  Green Machine Da Goblin Team decides they want to get a Ball and Chain on their team.  They select Dwight T. Boogie who has previously gained a couple of skills:

Dwight T. Boogie  6 2 3 7 Right Stuff, Dodge, Stunty, Diving Catch, Side Step

After paying for the secret weapon, they send him out on the pitch with his new weapon.  When using the Ball and Chain his statistics would change based on the templet for the Ball and Chain (Templet:  MA=4, Ignore all Skills and Traits)

Dwight T. Boogie  4 2 3 7 Right Stuff, Dodge, Stunty, Diving Catch, Side Step, Ball and Chain

The penalty roll works as listed in the Blood Bowl Handbook, but if the player is ever sent off, then there is a second roll to check for item confiscation.  The opposing coach makes a roll to determine if the Ref will keep the Secret Weapon.  On a 4+ the Ref confiscated the item and the player must remove the item from his roster.

Star Players who has been freebooted and who uses Secret Weapons will never take the pitch without it.  However, normal roster players who use Secret Weapons are allowed to leave them in the dugout, if and only if the coach has a model for them which is not using the weapon.  Obviously if the player has not brought the weapon on the pitch, then there is no Penalty Roll after that drive.

Secret Weapon List:

Ball and Chain
Cost: 10,000

Races: Goblin

Templet:  MA=4, Ignore all Skills and Traits.

Penalty Roll:  8+

Bombs

Cost: 20,000

Races: Goblins, Dwarf, Chaos Dwarf

Penalty Roll:  8+

Chainsaw

Cost: 30,000

Races: Goblin, Chaos, Dwarf, Chaos Dwarf, Human, Orc

Penalty Roll:  8+

Poison Dagger:

Cost: 30,000

Races: Dark Elves

Penalty Roll:  10+

Deathroller

Cost: 80,000

Races: Dwarves

Templet: Ignore all skills and traits.  Add Multi-Block, Mighty Blow, ST=7, AG=1, MA=1, AV=10.

Penalty Roll:  7+

Pogo Stick

Cost: 10,000

Races: Goblin

Templet: Remove all Racial Characteristics.

Penalty Roll:  10+

Blunderbuss

Cost: 20,000

Races: Dwarf, Chaos Dwarf

Penalty Roll:  10+

