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Situation Effect
AIM +2 Shooting / Throwing if the character doesn’t move or take other actions

AREA OF EFFECT Targets touching template suffer damage; Ignore non–sealed armor, treat cover as Armor; Missed attack rolls deviate 1d6” for 
thrown weapons or 1d10” for launched weapons (x2 for Medium Range, x3 for Long Range)

AUTOMATIC FIRE Roll Shooting dice equal to RoF (plus Wild Die if Wild Card); Attack is made at –2 for recoil

BREAKING THINGS See Obstacle Toughness Table; Parry 2; No bonus damage or Aces

CALLED SHOTS Limb –2; Head –4 (+4 Damage); Small Target –4; Tiny Target –6

COVER Light –1; Medium –2; Heavy –4; Near Total –6 

DARKNESS Dim –1; Dark –2 (targets not visible beyond 10”); Pitch Dark targets must be detected to be attacked with a –4

DEFEND +2 Parry; Character may take no other actions but may move

DISARM –2 Attack; Defender makes Str roll vs. damage or drops weapon

DOUBLE TAP +1 Shooting / +1 Damage; May not be combined with Autofire or Three Round Burst

DROP +4 to attack and damage

EXTREME RANGE Take the Aim maneuver and sacrifice the +2 bonus to instead fire at Extreme Range (up to 4x a weapon’s Long Range) at a  
–8 penalty (–6 with a scope).

FINISHING MOVE Instant kill to helpless foe with a lethal weapon

FULL DEFENSE Fighting roll +2; replaces Parry if higher; cannot move

GANGING UP +1 Fighting per additional adjacent attacker; maximum +4

GRAPPLING
Opposed Athletics roll to grapple. If attacker wins, foe is Entangled (Bound with a raise). A Bound or Entangled foe makes an 
opposed Strength roll as an action to break free. A grappler makes an opposed Strength roll as an action to cause his Strength 
in damage to a Bound or Entangled foe.

IMPROVISED WEAPONS –1 to attack and Parry; RoF 1 only: Small Weapons: Range 3/6/12, Damage Str+d4, Min Str d4; Medium Weapons: Range 2/4/8, 
Damage Str+d6, Min Str d6; Large Weapons: Range 1/2/4, Damage Str+d8, Min Str d8

INNOCENT BYSTANDERS Missed Shooting / Throwing roll with a 1 (1 or 2 for shotgun or automatic fire) on the skill die hits a random adjacent target

MOUNTED COMBAT Mount and rider act on same card; Rider attacks with lower of Fighting or Riding; Shooting incurs –2 Unstable Platform 
penalty; Charging is +4 Damage but requires 6” of straight movement

NONLETHAL DAMAGE Declare prior to making an attack roll; Targets are knocked out for 1d6 hours instead of potentially killed when Incapacitated

OBSTACLES If the attack misses due to the Cover penalty, the obstacle adds to Armor

OFF HAND ATTACK –2 to attack rolls with off hand

PRONE As Medium Cover, prone defenders are –2 Fighting and –2 Parry; Ranged attacks within 3” ignore cover

PUSH

Attacker chooses option below and makes opposed Strength roll (add +2 if attacker moved more than 3” toward target): Bash: 
Push target 1” on a success, 2” on a raise. If the target hits an obstacle he also takes 1d6 per 1” pushed. Shield Bash: As above 
but causes Strength damage; +1 for small shield, +2 for medium shield, and +3 for large shield. Knock Prone: The defender is 
knocked prone

RANGE MODIFIERS Short: 0, Medium: –2, Long: –4

RANGED ATTACKS IN 
CLOSE COMBAT Attacker may use no weapon larger than a pistol; Target Number is defender’s Parry

RAPID ATTACK –2 Parry; Make up to 3 Fighting Attacks (+Wild Die) at –4, or fire up to 6 shots from a semi–automatic weapon or revolver at  
–4 penalty to each die

SUPPRESSIVE FIRE With a successful Shooting roll, targets in a Medium Burst Template make a Spirit roll or are Shaken, those who roll a 1 are hit

TEST OF WILL Describe action; Make opposed Smarts, Spirit, or related skill roll. If successful, foe is Distracted. Roll on Creative Combat 
Table with a raise

THREE ROUND BURST +2 Shooting / +2 Damage; May not be combined with Autofire or Double Tap

TOUCH ATTACK +2 to Fighting roll

TRICK Describe action; Make opposed Agility, Strength, or related skill roll. If successful, foe is Vulnerable. Roll on Creative Combat 
Table with a raise

TWO WEAPONS –2 attack; Additional –2 for off–hand if not Ambidextrous

UNARMED DEFENDER Armed attackers gain +2 Fighting versus this defender

UNSTABLE PLATFORM –2 Shooting from a moving vehicle, animal, or other unstable surface

WILD ATTACK +2 Fighting, +2 Damage, –2 Parry until the attacker’s next action

WITHDRAWING  
FROM COMBAT Non-Shaken adjacent foes get one free attack at retreating character

QUICK REFERENCE CHART
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CREATIVE COMBAT
Clever Tricks and Tests of Will make a game even more 

exciting and memorable. Creative Combat enhances the 
benefits and encourages players to attempt feats worthy 
of Flash Gordon himself!

Success on a Trick or Test of Will works as usual, but 
if a Wild Card character succeeds with a raise in combat, 
her foe is not automatically Shaken. Instead, roll on the 
Creative Combat Table to see what happens:

Creative Combat Table
2d6 Result

2–3 Second Wind: The character may remove a 
level of Fatigue or a Wound (her choice). If she 
doesn’t have Fatigue or Wounds, treat this as 
Inspiration instead.

4–5 Inspiration: The character receives a Benny!

6–8 Shaken: The foe is Shaken as usual.

9–10 Reserve Card: The character draws a card 
off the top of the Action Deck and holds it in 
reserve. After her current turn is complete, 
she may use it to replace any other remaining 
Action Card in play except a Joker. She may 
do so immediately, or save it for future rounds 
in this combat. A hero may never have more 
than one reserve card, and it’s forfeited at the 
end of the combat in which it was gained. If a 
Joker is drawn as the reserve, she must take an 
immediate free turn with it.

11–12 Free Turn: After the hero resolves this turn, she 
gets an entire additional turn after he finishes 
resolving all his actions this turn. This includes 
movement as well!

FAST HEALING
Mongo is a dangerous place and inevitably characters are going to 

suffer wounds, but true heroes (and villains) are back on their feet faster 
than normal folks. Wild Cards make natural healing rolls once per day 
instead of every five days in Flash Gordon (once per hour if the race has 
Regeneration). Normal modifiers apply (see Healing in Savage Worlds).

Planetary Romance Table
Spades—Noble Obsession: An important nonplayer character, such as a queen, 
prince, princess, or other Wild Card becomes obsessed with the hero. Obsession 
isn’t necessarily true love—it can be selfish, greedy, violent, and dangerous! The 
individual won’t kill the object of her desire, but gives him special treatment and 
may shun, imprison, or otherwise endanger his companions for interfering with 
their destiny! The obsession should work itself out at some point—either at the 
end of the session or some later point after the hero has somehow proved himself. 
This might be the result of a great favor performed for the character or her people, 
proof of his Great Love for another, or some other dramatic story element.

Hearts—True Love: A nonplayer character falls in love with the hero and will 
make some epic sacrifice during the adventure to benefit her. He might lead a 
group of Freemen into a fray as reinforcements, help her escape from a dungeon, 
or step in front of a shot that would “surely have slain her” (as the Fanatics Setting 
Rule) at the Game Master’s discretion.

Diamonds—Infatuation: The player character is smitten with a nonplayer 
character. If he already has a Great Love for someone else he isn’t necessarily 
unfaithful, he just finds another’s charms flattering. He might be caught in an 
awkward situation (the individual kisses him without his invitation and is seen at 
just the wrong moment by his Great Love), or he might attempt some great feat to 
win her favor. If the hero has a Great Love who happens to be Jealous, this should 
cause epic problems, misunderstandings, and danger!

Clubs—Jealousy: A lackey or minion becomes obsessed with the player character. 
He may be enamored of her, or he may resent the attention his own master pays 
the hero. He attempts to frame, discredit, or endanger his rival at every chance. 
Smart lackeys do this subtly so they aren’t found out. More barbaric minions may 
challenge the rival outright.

UNARMORED HERO
Over the decades, Flash Gordon and his allies have faced and defeated 

numerous adversaries while wearing little in the way of armor or even 
clothing! Some of Flash’s very first clashes after arriving on Mongo 
were carried out while sporting little more than a pair of briefs! If a 
Wild Card chooses not to wear any armor or use a shield in battle, he 
gets a +2 bonus to Soak rolls.

WOUND CAP
Wild Cards of Mongo can never suffer more than four wounds in a single 

hit—and therefore never have to Soak more than four wounds either.
Example: A wolvron leaps at Thun’s throat, rolling an incredible 45 

damage! Thun’s Toughness is 9, so that would normally be nine wounds!  
(45 − 9 = 36; 36 ÷ 4 = 9.)

But because of the Wound Cap Setting Rule, the number of 
wounds is reduced to four. If Thun soaks one wound, he’s left 
with three — painful but one wound away from Incapacitated!

PLANETARY ROMANCE
The Flash Gordon comics, serials, cartoons, 

and movie feature constant romantic 
entanglements between Flash and Dale, 
Flash and Aura, Barin and Aura, and 
any number of other princes, princesses, 
lackeys, and even Emperor Ming himself. 
It’s a central theme of Flash Gordon, and the 
Planetary Romance Setting Rule helps fuel 
these romantic flames.

At the beginning of each session, every 
player character rolls 2d6 and adds or 
subtracts his Charisma modifier. The 
player with the highest total is the subject 
of the romance (in case of a tie, all those 
characters are affected!).

The GM then draws a card from a 
shuffled Action Deck, notes the results, 
and reshuffles the Action Deck. At 
some point in the group’s upcoming 
adventure, she should try to work in 
the corresponding subplot from the 
Planetary Romance Table with the player 
as the affected subject.

The GM can keep the results secret 
or work with the player to develop the 
subplot as she sees fit.

KNOCK OUT BLOW
Even the strongest jaws can fall prey to a sudden but inevitable betrayal. 

When a character takes enough damage to be Shaken or worse from an 
attacker with The Drop on him (see Savage Worlds), he must make a Vigor 
roll (at −2 if the attack was to the head) or be knocked unconscious.

KO’ed characters stay that way for about half an hour or until the GM 
decides it’s dramatically appropriate to wake up.

Note that Knock Out Blows come from any kind of damage, not just 
blows to the noggin!
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