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Intro 
I'm running a campaign where there are powered flight suits, and one of the characters has a strength score of twenty, 
and that character has expressed an interest in the high speed maneuver to grab a person.  It happened once where 
before a grenade went off, this character tried to fly into a comrade to carry them as far away from the center of the 
explosion as possible.  During the session I made ruling, and allowed it to happen just fine. 
 
After the session, the player started asking about flying into bad guys as an attack.  This is a slam attack.  Easy thing to 
rule on, but it occurred to us that the grab/tackle to move a friend to safety would likely fall into the same category.  
And if he wants to do that again, I'll need to figure out how I'm handling it. 
 
The rules in the books that I have don't cover the scenario really.  Partly because slams (the flying tackle) at a speed of 
40 yards per second does enough damage that you wouldn't be saving the person, and partly because even trying to 
"grab" them safely would be near impossible in reality.  So I'm going to try for some rules that are at least sort of 
plausible, and which might fit into a cinematic setting. 
 

Flying Tackle 
This is the simplest version of the scenario where a fast moving flying person (I suppose if they can run fast, or 
something, it would count too) is trying to collide with the target person or object with the goal of moving them with 
you.  In a comic book, this might scratch a person or bruise them a bit, but by the rules in GURPS, a collision like that 
would cause a lot of damage.  This is my attempt at making this scenario a little more cinematic. 
 
You treat it as a slam attack as normal (Basic Set page 371).  You roll against DX, Brawling, Sumo Wrestling, or the 
current Piloting skill that you're using.  If you're on a motorcycle, or hanging out the window of a car, or something like 
that, look at the next section about the Flying Grab.  This requires that your body collide with the target body.  The 
target can try their normal active defenses for a slam if they don't want to get tackled. 
 
If the Flying Tackle connects, you now need to make a ST roll.  This is to represent your character trying to absorb the 
impact with some exertion of muscle.  There is a penalty to the ST roll as though the target is determining your 
encumbrance.  So if they weigh 200 pounds with their gear, find out where 200 pounds falls on your encumbrance chart 
and take the penalty that would normally be applied to your move score. 
 
Figure out the damage that would be done for the collision (still Basic Set page 371).  If the ST check was successful, roll 
damage normally, and figure out knockback (Basic Set page 378) that would be done to both people for that damage.  
Then have each person take only half damage.  If the ST check was made by at least 5, have each person take one-
quarter damage instead. 
 
Now how far does everyone move?  Whatever is left of the tackler's move minus their knockback amount, or double the 
knockback amount of the target, whichever is lower. 
 

  



Flying Tackle Steps 
The basics are as for a Slam attack (Basic Set page 371) 

 Roll to hit with a Slam (DX, Brawling, Sumo Wrestling, Piloting) 

 Target can defend normally if they want 

 If the tackle would connect, figure out damage for the collision from normal Slam attack, and figure out 
knock back amounts for both people 

 If the tackle would connect, make ST roll minus encumbrance penalty for the target's weight 
o if ST check is successful by at least 5, each person takes 1/4 damage 
o if ST check is successful by 0 to 4, each person takes 1/2 damage 
o if ST check is failed, each person takes full damage 

 If the tackle would connect, distance both people move is the lower of... 
o Remainder of tackler's movement that round minus their knockback amount 
o Double the target's knockback amount 

 

Flying Tackle Example 
The Flying Wonder is a super hero living in a big city that is fraught with perils for the average person.  He has a 
ST score of 20, and the ability to fly at a speed of 40.  He sees a person waiting for a light to change at the cross 
walk, and they are entirely oblivious to the propane tank that's about to explode right behind them.  The Flying 
Wonder takes only a fraction of a second to wonder why there's a large propane tank on fire and about to burst 
open on a street corner. 
 
He's currently 30 yards away, and chooses the "move and attack" maneuver to perform the Flying Tackle (slam).  
As per normal rules, a slam attack suffers none of the normal penalties to the attack roll for doing a move and 
attack.  So he accelerates to his full speed intent on moving the full 40 yards, and at the 30 yard mark makes his 
slam attack roll.  He rolls against his flying skill and succeeds.  The person at the street corner is oblivious (he 
didn't notice a propane tank on fire right next to him), and he doesn't notice the person flying at him.  So he gets 
no defense.  The tackle connects. 
 
Now we figure out the damage.  For the Flying wonder with 20 HP and having moved 30 yards, he's going to deal 
6d damage.  The normal person would deal 3d damage back.  Let's say we roll average damage.  The flying 
wonder deals 21 points of damage, and the normal person would deal 10 points of damage back. 
 
For knockback, that would mean 2 yards for the average ST normal person, and the damage to the Flying 
wonder isn't enough to knock him back even 1 yard... so no knockback to the flying wonder. 
 
For the Flying Wonder, a 150 pound person is only a -1 for encumbrance, so he makes a ST roll at -1, and 
succeeds easily, making it by 9 (with his average roll of 10).  So each of them takes only 1/4 damage.  The flying 
wonder takes 3 points of damage and the poor normal person takes 5 points of damage. 
 
The distance traveled is the lower of the movement remaining minus the flier's knockback, or the knockback of 
the normal person.  The first would be 10 - 0, and the second would be double the 2 yards of knockback which is 
4... so the whole thing moves them 4 yards away from the spot where they collided.  Maybe 4 yards is enough to 
not be killed by the explosion. 

 
 
 

  



Flying Grab 
Instead of crashing into someone to push them, you might consider trying to fly just past them, and grabbing them on 
the way.  Even if you manage to hang on, in reality, the change from being still to suddenly moving at a flying speed 
would be incredibly jarring and likely cause damage.  But we're trying for something cinematic. 
 
The first big difficulty in this situation is the coordination to grab on.  You're flying past the person instead of into them, 
and you need to grab on.  So the action to take is still the "Move and Attack" maneuver.  Like with the Slam, the normal 
penalty does not apply, BUT the movement of both the flier and the target give speed penalties from the normal 
speed/range chart.  So the faster you're going, the harder it is to do, and if the target is moving too, you have to adjust 
course or handle the timing better, making it harder too.  For your attack roll, you're making a Grapple attempt (Basic 
Set page 370).  This means a DX roll or a skill roll against a grappling skill (like Judo and Wrestling). 
 
Your target can choose defend as normal for grappling (dodge, parry, and block all work here). 
 
If the attempt to grapple succeeds, now you have to see if you can hang on.  It's another ST check, this time to keep 
holding instead of whether you can reduce the shock.  Again, figure out what penalty you'd receive in terms of 
encumbrance for carrying the person.  If you're moving under 10 yards per second, that encumbrance penalty is the 
penalty to the ST check for hanging on.  Every 10 yards per second of speed that you were flying adds 1 to the multiplier 
for that penalty.  So at 10 to 19 yards per second, you double the encumbrance penalty.  At 20 to 29 yards per second, 
you triple the encumbrance penalty.  At 30 to 39 yards per second, you quadruple the encumbrance penalty and so on. 
 
One thing that might help is if they try to hang on to you too.  For their action that round, if they are acting before you, 
they can choose the "Wait" maneuver, with the trigger being that you fly within reach, and their action being a grapple 
attempt of their own.  They can even choose the all-out attack maneuver as the result of the wait, and get a +4 to their 
grapple attempt if they don't defend that round.  When your character flies within reach, their Wait triggers, and they 
actually get to make their grapple attempt first in game mechanics, but it's happening at the same time for purpose of 
deciding whether or not you need to bother making a roll to grab them. 
 
If both people are trying to grab on to each other, treat the weight of the target as half for determining the 
encumbrance penalty for the ST check.  Both people need to make their rolls.  If one of the rolls fails, and the other 
succeeds by enough to cover the whole weight of the target, then the grab can still succeed. 
 
Now how fast are you going.  If the game mechanic for your flight speed has a strength and encumbrance set of rules 
already, apply the new total weight to figure out how fast you can go.  This might be complicated.  If you have a speed of 
10, and flew 5 yards to get there, but your speed would go down to 7 while carrying that much weight, you'd have 3.5 
yards of movement left (and have to round to 3 most likely). 
 
If there's no game mechanic in place for the mode of flying to determine speed change based on encumbrance, figure 
out the percentage of weight added, and reduce remaining movement by that much, as well as speed on following 
rounds. 
 

Flying Grab Steps 
 Roll to hit with a grapple attempt, with penalties for high speeds (target can defend normally) 

 Roll a ST check minus the encumbrance penalty for target's weight (multiplied by 2 at 10 yards per second, 3 
at 20 yards per second, 4 at 30 yards per second, and so on). 

o ST check could be for half weight of target if target waited and is making the grapple attempt and ST 
check too 

 Reduce speed by encumbrance amount or percentage if no mechanic in place for encumbrance, and finish 
movement 

 



Flying Grab Example 
The Flying Wonder considered the Flying Tackle, figured out the damage it would do to both of them, and decides to try 
the Flying Grab instead.  In addition to being possible while hanging out a car window or something, it will be gentler on 
both of them.  The one drawback is that there's a bit more chance of a complete miss. 
 
The Flying Wonder again uses the Move and Attack maneuver, and covers the 30 yards in a flash, going his full speed of 
40 (intent on carrying the normal guy as far as possible).  The speed of 40 means a -7 penalty for speed.  That's pretty 
huge.  But the Flying wonder is pretty agile, and he make his grapple roll. 
 
Next comes the ST check.  The man weighs 150 pounds which is light encumbrance for the Flying Wonder.  That would 
mean a -1 to the ST check.  But because he's moving so fast, it's much harder to hang on.  At a speed of 40, the multiple 
is five.  That means a total ST penalty of -5.  With his ST score of 20, that's still a 15 or less to succeed.  Not bad, and he 
makes it pretty easily. 
 
So we have the grapple check and the ST check.  If the normal guy had been paying attention, he might have been able 
to help (though not likely with the -7 to grab). 
 
Now we need to know how fast they are going after the grab.  The Flying Wonder just has the super power for flight, 
which doesn't suggest encumbrance affects top speed, but a sudden increase in weight that wasn't moving would 
certainly slow things down.  The 200 pound super hero just added 150 pounds to his weight.  It's a 75% increase in 
weight all of a sudden.  Divide the total weight by your original weight, and divide the remaining movement by the 
result.  So for our example... 
 

10 / (350 / 200) = ~5.7 rounded to 6 
 
So instead of 10 yards of movement left, the Flying Wonder has 6 yards of movement left, and he carries them 6 yards 
away from the propane explosion.  If it hasn't exploded yet, next round he can accelerate back to his max speed since his 
mode of flight doesn't seem to be affected by encumbrance.  Either way, 6 yards is better than the average 4 yards from 
the flying tackle.  


