
 
1) Team Ratings 
Coaches should examine both rosters to make sure they are up to date and the team 
rating has been calculated correctly. Take this opportunity to familiarize yourself with the 
strengths, weaknesses and special skills of your opponents players. 
2) The Handicap 
The underdog may draw one random Special play card from the 50,000gp special play 
card deck for each 5 full points difference in the team ratings for this match.. Team 
Rating includes increases in player value due to skill increases and should have been 
calculated at the end of the previous match. 
 A deck of playing cards is used to represent the special play cards, players should draw 
cards from a deck of 52 standard playing cards incuding one joker if available. Your 
special play cards should be noted in the notes section of your game record sheet so 
you don't forget.  
If the Joker is drawn the non underdog player may draw a card from the deck and look 
up its type on the second Special Play deck, which contains more powerful special 
events. The underdog continues drawing his normal number of special play cards, he 
does not loose one for drawing the Joker. 
3) The Gate, fans and FAME 
Each coach rolls 2D6 and adds their fan factor. This shows how many thousands of fans 
in the crowd are supporting their team. The team with the higher number of fans gets “+1 
FAME” for the match. If the team has more than double the fans of the opposition they 
hae a FAME modifier of +2. Write the total gate on your game record sheet along with 
your fan modifier for this match (either 0.+1 or +2). 
 
4) The Weather 
Each coach rolls a D6 to see what the weather will be like for the match. 

 
5) Coin Toss 
Winner can choose to kick or receive. 



6) Kicking team sets up at least 3 player on line of scrimmage and no more than 2 in 
either side zone. 
7) Receiving team sets up with the same restrictions. 
8) Kicking coach places the ball in his opponents half 
9) Kicking Coach rolls on Kick off table  

 
10) Reciving team takes the first turn 
11) then the other team. 
12) when a team scores or the half ends repeat steps 6) to11) 
 



 



 

 

 

 

 
 
 
 
 



Post Game Procedure 
1) Fill in the results of the game in record sheet 
2) Delete dead players 
3) MVP, each coach rolls a d20 to allocate MVP 
4) Add up total star player point and write total in players SPP box and check 

if they are eligible for a new skill 

 
5) For players getting a new skill roll on improvement table 

 
6) Adjust player value if they received new skills 

 
 
 



7) Calculate winnings from game 
Each coach rolls a D6, this is your winnings from 10,000 to 60,000gp 
The winning coach gets +1. Both teams add their FAME modifier to the dice roll. 
Each +1 adds 10,000 to the winnings. 
8) Purchases 
Coaches can purchase new players for their team or training staff (Assistant coaches, 
apothecary, cheerleaders, wizard.  
After initial team construction rerolls cost double. Fan factor can not be purchased after 
initial team construction. 
9) Fan Factor  
A coach who tied or lost the game rolls 2D6, the wining coach rolls 3D6, if the roll is 
higher than your fan factor it increases by one, if it is lower than your fanfactor it 
decreases by one. 
10) Signing Journeymen. 
If you have a journeyman on your roster (see 11)  you may purchase him for your team 
by paying his value. He will loose the loner skill and keep accumulated star player points 
from this game. 
11) Hiring Journeymen 
If you only have 10 or fewer players available for your next match you may add a free 
rookies to your roster to make your active player total 11. They must be from the 0-16 
position(s) on your roster. Journeymen will be on your team just for the upcoming match, 
has the loner skill and can take your roster over 16 players. After your next match you 
may choose to keep a journeyman on your roster by paying for them 
12) Calculate your total team value 
 a) total cost of players, including increased value doe to improvements 
 b) value of rerolls, fan factor, and staff 
 c) treasury 
Calculate your team value (ie drop off the last 4 zeros) 
e.g. a team worth 1,170,000 has a team rating of 117. 
13) Jot down any memorable moments from the game in the comments section and then 
start planning your next match. 


