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This document provides all the information you need to play in the Gryph Hound 

Racing Darby and should be printed and brought with you to the event if you intend 

to play. Contained herein are details of Schedule, Game Play and Scoring. If you have 

any questions at all - please do not hesitate to get in touch at the email below. 

 

 

hard6gt@gmail.com 

 

For more information on the venue, local pubs, the full programme of events and 

details of all our fabulous prizes and special guest appearances, please see our 

Convention Programme which can be found at www.LGTpresents.co.uk/programme 

 

We look forward to seeing you in May for a weekend of wargaming madness. 

Jay Hopkinson- Tournament Organiser 
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The Gryph Hound Darby is a lighthearted event 

aimed at getting those fluffy fellas onto the table 

top. It uses a slightly modified set of the Blood 

Bowl rules which are described herein.  

 

Your pet hound is on the loose and is racing for 

his life against 4 of his compatriots. The name of 

the game is simple: get your Gryph from one end 

of the track to the other, as fast as possible. 

 

Each player will play in one heat and one final. If 

you win your heat you go through to the grand 

final with the chance to play for the cup. If you 

come second in your heat you go through to the 

semi final for placing and so on. 

 

The 20th May 2018. 

 

The Olympic Stadium (entrance B), Queen 

Elizabeth Olympic Park, London E20 2ST 

Tickets are available from our webstore: 

www.LGTpresents.co.uk/store 

 

Remember, you must purchase a Convention 

Access Pass along with an event ticket to attend 

this event. 

 

Please note that no physical tickets are issued in 

advance. You can collect your entry ticket to your 

events from the registration desk. 

Sunday May 20th  

- Heat 1  09:30 – 10:00 

- Heat 2  11:00 – 11:30 

- Heat 3  12:30 – 13:00 

- Heat 4  13:00 – 13:30 

- Heat 5  14:00 – 14:30 

- Final  16:00 – 16:30 
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Each player selects his or her Gryph-Hound. The 

5 Players roll off to determine who gets to select 

their hound first. 

 

Once a player has selected a hound they roll a 

dice to determine which lane they will be in. 

 

The lanes are numbered 1 to 5, if a 6 is rolled the 

player may choose their lane. Reroll the dice if 

the corresponding lane is already taken. 

 

Gryphs must take one of the following skills 

determined randomly. All skills are as per blood 

bowl rules with the exception of leap. 

1: Dodge 

2: Block 

3: Leap (This lets you reroll the jumping of the 

fence roll) 

4: Sprint 

 

All Gryphs are AV 8 

 

Before the race, fans throw D3/D6 piles of bird 

seed onto the pitch, a Gryph-Hound may eat one 

pile using up 1 of their MA if they do so roll on 

the table to see what happens to them 

 

1. “YUCK” - The Gryph-Hound’s body rejects the 

food and it falls prone 

2. “MMMM Refreshing” +1 to the next D6 roll 

for MA  

3. “MMMM Even more refreshing” +2 to the 

next D6 roll for MA 

4. “Feeling Strong now” - The hound gains a 

blitz action 

5. “Spring in your step” The gryph - Hound may 

reroll failed test to jump the next fence 

6. “Super Gryph” The Gryph-Hound 

permanently adds +1 to its total MA 



 

The first Gryph to run to one end of the track 

wins. The players take turn to move their Gryph, 

starting with the player who wins a roll off. 

 

Gryph hounds can move 3D3 squares per turn 

but may “Go for it” as in BloodBowl. 

 

Gryph Hounds may make 1 blitz as per blood 

bowl (including subsequent armor and injury 

rolls) action during the course of the whole race. 

They may not block normally... this is a 1 time 

action. 

 

Across the track are a number of fences. To jump 

a fence you must roll a 2+ if you roll a 6 your 

Gryph hound  jumps so far that you go an extra 

square when your Gryph hound lands. You must 

have 1 MA remaining when reaching the foot of 

the fence to jump over it 

 

 

Tackle zones: A Gryph tackle zone is 1 square in 

every direction from the square it is in as per 

blood bowl. To move out of an opposing Gryphs 

tackle zone you must successfully dodge out. If 

you fail the dodge roll your Gryph falls 

over.  GRYPHS MAY MOVE INTO ANY LANE AT  

ANY TIME as desired by the player as long as he 

successfully dodges. 

 

Any Gryphs that fall over or get knocked over or 

fail to jump the fence fall into the square they 

were about to move to. In their next move they 

must subtract 2 from their Movement. 





 
Remember, this is a Gaming Pack and provides only the 

information you need to play in the 
Gryph Racing Darby. For all details on prizes, venue and much 

much more: please refer to our event Programme  
 


