
an example rush
Probably the easiest way to show you how to play is to run you 

through a whole Rush. This will give you a general overview 

of how the game plays and how the different actions can be 

linked together to make a play and score a strike. 

The following doesn’t try to go through every detail of the 

rules as that’s all explained later. Try reading through this 

example once to get a general feel for the flow of a Rush, 

and then a second time while referring to the detail in later 

sections to get a more thorough idea of how each element of 

the rules work. You’ll then know enough to try a whole game 

of your own, referring to the rules as you need to. Don’t worry 

if your first Rush is slow because that’s normal when you’re 

learning; your Rushes will get quicker as you get the hang 

of things. After a couple of games you’ll be playing a whole 

match in little over an hour.

So, without further ado…

Imagine the scene. It’s almost the end of a tough game, and 

a match that was all going the Smacker’s way early on has 

been dragged back to a draw by the 29ers’ stubborn refusal to 

stay down. The atmosphere is electric as each side has only a 

single Rush left to win and the crowd sense that their cheers 

can lift their team to victory. Every move is greeted with a 

roar of approval and even though the players are tired and 

bruised they have just enough left in them for one last effort…

In game terms, it is the start of the 29ers’ last Rush. Their 

coach has 5 Team Action Tokens to spend on his players to get 

them to activate and move, Slam, Throw the ball, etc in an 

effort to score.

The 29ers’ coach has two things to set up before making a 

run for the Strike Zone. Firstly he needs to get the Striker 

free of the Orx that’s in his face. Secondly he needs to make a 

hole for him to run through without tripping up over too many 

opposing players. Both of these are jobs for a Guard.

The Guard starts by spending an action to Slam the Goblin 

next to him (1). It’s a solid hit and he pushes the Goblin back 

and down (2). The Guard chooses not to follow up because 

he’s going the other way in a second. Still, that’s made a 

little gap in the line for the Striker to exploit later. As he was 

knocked down by a Slam the Goblin must check his armour. 

He makes the roll easily and is down, but not out.
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The 29ers’ coach spends a second action on the Guard who 

Runs 2 hexes to Slam the Orx in front of the Striker (3). He 

pushes back the Orx, but does not knock him down. This time 

he follows up to place himself between the dangerous Orx and 

his fragile Striker (4). 
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ACtion 2

The Striker makes his move to position himself for the 

Strike. There are two ways he can try to get to the Strike 

Zone, and each uses a different one of the two methods of 

movement in DreadBall. 

The first option is to Run between the Goblin and the Orx (5). 

This is the more direct route, but the Striker will have to 

Evade the clutches of both opposing players to make it 

through the gap and he will also have to Dash an extra hex at 

the end to make it into the Strike Zone. When you Run you 

move one hex per point of movement your player has (5 in 

this case), and turning to face a different direction is free. 

The second option is to Sprint around the end of the Smackers’ 

line, past the fallen Goblin the Guard Slammed out of the way in 

the first action of the Rush (6). This requires the Striker to Evade 

twice rather than once, but he rolls more dice each time than he 

does for the Evade on the short route. Also, he won’t have to Dash 

for extra movement at the end (7). Note that a Sprint movement 

is twice as many hexes as the player’s movement value (10 in this 

case). However, turns cost one point of that total per hex side. 

This makes Sprint great for going in straight lines or big curves, 

but less good at ducking and diving.

There isn’t much to choose in terms of the odds, but the 29ers’ 

coach decides that if he does fail an Evade (which means that 

the Striker will fall over and drop the ball) it would be less 

dangerous to lose it on the longer route, so he chooses that 

option. Planning ahead like this is a sign of a good coach.

In the event the Striker makes both Evades and Sprints 

around the Goblins and into the Strike Zone!
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Finally, the Striker takes aim and makes his Throw at the 

Strike Hex (8). It’s a hit! Two points for the Trontek 29ers, and 

the crowd go wild! 

ACtion 5

As the Striker is now in the Strike Zone and can try to Throw 

a Strike with his second action, the 29ers’ coach realises that 

he has one action spare from his 5. He could use this to buy 

a DreadBall Card as you never know when one will come in 

useful, and even in this final turn there are cards that could help. 

Alternatively, there may be a better move to make elsewhere on 

the pitch, positioning a player to block the Smackers’ final Rush. 

In either case, he should spend the action he does not need for 

his Strike attempt before he makes the Throw otherwise it will 

be wasted. Why? Because losing the ball whether by Throwing 

a Strike or missing one will end your Rush even if you have 

unspent Team Action Tokens.

In this case he opts to buy a DreadBall Card.

ACtion 4
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When you first start playing DreadBall it will probably 

surprise you. What happens when someone scores a Strike 

is one of DreadBall’s most unusual features, and catches 

many a rookie Coach unawares. You’re likely to be more 

familiar with the common sequence in sports of re-setting 

the teams after a score, and the fact that DreadBall ignores 

this tradition can be a little tricky to adapt your tactics to. 

At least at first.

The key skill to learn is thinking ahead. As Coaches become 

more experienced you will see them using actions to move 

players who aren’t involved in the immediate play, and may 

not be anywhere near the ball. They are usually setting up 

positions to cover possible breakaway moves, or scattering 

balls (defence) or lining up for future plays (offence) and 

these are the kinds of thing that you need to consider to beat 

the best of the opposition. Where will the focus of the game 

be next Rush? And the one after that? How can you control it? 

No team has enough players to cover every possibility. 

Balancing your offence and defence is another key skill. 

It’s all very well running all your players down towards the 

Strike Zones, but what happens when the opposing team 

breaks a hole in your defence and surges through? You need 

to leave a player or two in your own half to be able to react 

quickly, preferably with a single action.

Exactly how you achieve this perfect balance of attack and 

defence depends on many factors. There is no single right 

answer.

Talk Tactics
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