Introduction

In Flash ARGHHHHH! you will play the part
of Flash Gordon and his friends as they battle
the evil Ming the Merciless!

This game is inspired by the 1936 black and
white cliff hanger series starring Buster Crabbe.
You can download the series from the Internet Archive.

The structure of the game follows the classic
cliff-hanger formula, meaning your play session
will end with a hero perched on the very edge of
destruction! The next session will pick up where
the last one left off, and the adventure continues
until they reach the next cliff hanger!

Characters

Three pre-generated characters are supplied
for you to play with. Each character has both a
"Prone" and "Good" attribute.

Flash Gordon: (Polo player)

Prone: to adventure.
Good: in a fight.

Dale Arden: (Reporter)

Prone: to being captured.

Good: investigator.

Alexis Zarkov: (Professor)

Prone: to flattery.
Good: at inventing.

If you have more than three players then
you'll need to invent a new character. These
characters are always an ally to Flash and his
friends. Allies should be exotic, possibly coming
from Ming's home planet of Mongo. Mongo has
all kinds of peoples; Lion-Men, Winged-Men,
Robotic-Men, Ice-Men, Lizard-men etc. In the
original serials Buster would often find a friend
in the most unexpected locations. Once you've
decided on the type of character you must come
up with a "Prone" and a "Good" for the
character. Then all you need is a good space-
age name, and a wacky hat for them to wear
(seriously, wacky hat is required, watch the
series if you don't believe mel)

Prone

A characters "Prone", is a liability of the
character. During play as the story is told you
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will use the "Prone" to get the character into
trouble. It's a fallibility.

For instance Flash has "Prone to adventure."
If he sees something adventuresome, such as a
fight, a mysterious cave, or an unclimbed
mountain he has to get involved, and this gets
him into all sorts of scrapes. Even before you've
cleared up the last adventure, the Flash player
can drag everyone into a new disaster using his
Prone!

When coming up with your own "Prone"
consider how it could be used to get the
character into scrapes, the more scrapes, the
better, it'll give you more problems to solve.

Good

A characters "Good", describes what the
character is good at doing, their speciality in the
stories. You should make use of it when telling
the stories to highlight your character.

A Good can be interpreted in any way you
want. For instance, Dale is good at
investigating; you can interpret that as being
able to hunt through files, spot hidden doors or
even getting the villain to monologue his plot!

j9pIoSp NOA ‘@oel e aAe|SUS 1o abe||in

e yoeye ‘auoswos deupny Bulpy seoq "A10js siy)

10 auaos Buiuado ay} |18} pue ‘|eob sposids ay}

yym dn awod pue Jayjaboy 1ey) -aposids siyy

10} AJ0}S MaU By} Ul pajloiquia siajoeleyd Jiay)
106 0} YoM pjnoys siaAe|d ay} aua9ds SIy} u|

YOOH Y,

"9]qNnoJ} JO INO siajoeIRYD JIBY}

196 01 Jo juiyy ued Aay) Aem Bupnioxs Jsow ay)
yum dn awos si1ahe|d ay) auads siyy buung

juanlm-al s}eb uoissas

snoinaud ay} Jo Buipus 8y} Jo swi} JO ¥OI1U 8y} ul

soAlle uayo djaH )l Jo 1no 186 op Asy) sposide

1Xau 8y} u| ‘) Jo 1no Bumab jo Aem ou yum uad

9|qIII8) Ul SBM S90J3Y By} JO dUo alaym Jabuey
-J|9 B YlIM papua sAem[e s|elas 2ISSe|d ay |
"9ua9os siy} diys ‘aweb 1s11 JnoA s §|

¥eor) oY,

‘[elas 2Isse|d ayj Jo d9posida ue Jo ainjonls

3y 109|181 8S8Y] ‘S8UASDS JO Jaguinu & ojul
uMmop uayolq s aweb ay) Jo uoIssas yoeg

UOISSaQ B JO 2IN}oNIlg

Doing Things

This game is "rules light", meaning that your
characters can do lots of things without having
to resort to the traditional Role Playing game
technique of rolling dice to accomplish things.
Instead, your characters are able to do pretty
much anything they want. This game is all about
telling a fun adventurous story, so if you think it
is fun for your character to knock out seven bad
guys with his fists, then he does it. Likewise if
you think it's fun for him to be overpowered by
two sickly waifs, go for it. Tell the story you
want.

However! The players at your table can call
for a die roll, if they think you've gone too far, or
not far enough. For instance if Flash takes out a
nine dudes with his fists, the other players might
think you've gone too far. At this point they can
call for a die roll. Roll a standard six sided die,
and consult the following table.

1: Failed, and went really wrong.

2-3: The character failed at the task.

4-5: The character succeeded.

6: Success! But introduce a twist!
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