ARBBL 4-way Pumpkinbowl

“Be a Man! Take the Pumpkin!”

Objective

The winner is the first person to score and wins the “Best of the Worst” award, The Wooden Spoon.

Set Up

Each coach randomly selects a coloured skull from the cup and sits at the relevant coloured end zone. The pumpkins are placed 2 squares from the centre in direction 2, 4, 5 and 7. The ball is set up in the centre square. Each coach places 7 players in their end zone, between the wide zones. The rest of your team is placed in the reserve area of the dugout.

Game Round

Pumpkin Turn; Each coach moves their respectively coloured Pumpkin. Pumpkins are moved one at a time. Roll 2D8, then choose one for direction, the other is the distance. Then scatter the Pumpkin one further square. If a Pumpkin ends up in the same square as another Pumpkin it bounces that Pumpkin 1 square in a random direction.

Bounced Players; If the Pumpkin passes through a square occupied by a player (not ball or pumpkin) whether standing, prone or stunned, the player is bounced 2D6 in a random direction. If the bounced player passes though a square containing a standing player, that player is Knocked Down, and takes an AV roll at +1 to the roll.  If the bounced player was originally standing make a landing roll as per the Throw Team-mate rules, with a -1 if they hit any player on the way. Bounced prone, stunned or failed landing players take an AV roll test with +1 if they hit any players on the way. 

Player Turn; Randomly pick one skull from the cup, do not replace the skull back in to the cup. The colour indicates the coach whose turn it is. Keep selecting a skull and taking turns. After the last skull has been picked out of the cup replace the first 3 back in. Pick the first coach for the next round from these 3 and then replace the 4th skull back in to the cup. This is to prevent a coach from having two turns in succession. At the end of their turn, the coach may move players from their reserve box to top up the 2 reserve squares behind their end zones. Reserves move normally the next turn.

Pump the Pumpkin; Players may cause other players to be bounced by a pumpkin. Declare the pump action prior to moving, blocking or throwing a player. If a player ends up on the pumpkin follow the Bounced Player rules above. It is a turnover if the active coach’s active player failed to land whilst carrying the ball or is removed from the field.

Pumpkins and the Ball: Any time a Pumpkin ends in or passes through the square with the ball it will swallow it and spit it out.  The ball is fired 2D6 in a random direction.  It cannot be intercepted, but can be caught if it finishes in a square with a standing player.  If not, it bounces one square.

The Other Rules

Scoring: You can only score in the end zone opposite you. You cannot score in the end zones to either side.


Injuries:
Stunned players are left on the field as normal. KO’d players are placed Prone in the reserves box. At the end of their turn a coach may elect to stand up a KO’d player instead of moving a player to the reserve square. Any injury sustained worse than KO is counted as Dead.  Apothecaries can be used as normal. Undead/Necromantic may only gain one Zombie, not one per opposing team.

The walls: If a player hits a wall for any reason (pushed, thrown or bounced), they are knocked down, and suffer a +1 to the AV roll and a +1 to the Injury roll. If the ball hits the wall at any point, it will stop, and scatter one square (reroll any scatters that would put the ball off the field).

The End zones: If a player is pushed or thrown off the End zone, they are beaten up by the crowd as normal. If the player is Stunned, then place them in the reserves area; all other results count as dead.

Assisting: Player may only assist players from their own side.  Players from sides not involved in the Block do not give assists, nor do they cancel assists.

Tackle zones: A player always exerts their Tackle Zone (nega-traits and Hypnotic Gaze excepted). You cannot elect to allow an opposing player unhindered.

Fouling:
 Players cannot be Sent Off for fouling.  Players from sides not involved in the foul cannot assist.

Passing: The ball (or player!) may only be thrown if the full flight path stays on the field of play.  If the path passes off the field, then the ball/player stops in the last square on the field before the wall.

Option: For a quicker game replace the Injuries section with the following:

Injuries: Stunned players are left on the field as normal. Any injury

sustained worse than Stun is counted as Dead.  Apothecaries can be

used as normal. Undead/Necromantic may only gain one Zombie, not one

per opposing team.

If any of these rules are unclear, be a man, eat a snickers bar and blame Darkson, BigBelcher or MoodyGit.

