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Hazmat Technician 
4 AP per turn.

Dispose: Remove a Hazmat from the 
Firefi ghter’s space and place in the 
Rescued spot: 2 AP 

Th e Experienced game also introduces Firefi ghters with special abilities. At the beginning of the game, each player will 
take a specialist card. Each Specialist has unique abilities that make you particularly suited to certain situations – and 
make it even more benefi cial to work together as a team. Players may choose their Specialists, or select them randomly. 
Below are the special abilities and specialist specifi c actions for each of the specialists in the game.

Crew Change – Change Specialists while in the heat of the action.

     Crew Change: 2 AP

Player may swap their existing Specialist card with any Specialist card not currently in play. Th e player’s Firefi ghter has 
the AP (less the 2 AP required for a crew change) and special abilities of the newly selected Specialist for the entire turn. 
Firefi ghters must start their turn in the same space as the Engine to complete the Crew Change action. Th e Crew Change 
action must be completed as a player’s fi rst action of their turn.

sPeciALists

Paramedic
4 AP per turn

Treat: Resuscitate a Victim: 1 AP

Place a Heal marker under the Treated Victim 
to denote this change in status.

A Treated Victim can be Moved by any Firefi ghter 
without having to Carry them. Moving with a Treated 
Victim incurs no AP penalty. A Firefi ghter can only lead 
one Treated Victim at a time. Th ey may Carry a Victim 
and lead a Treated Victim concurrently at the normal 
Movement cost to Carry a Victim (2 AP). A Treated 
Victim may still not be Moved into a Fire space. 

Th e Paramedic pays double AP costs to Extinguish Fire 
and/or Smoke. 

Fire Captain
4 AP plus 2 free Command AP per turn

Th e Fire Captain can use their AP to 
Command any other Firefi ghter to Move 
and/or Open/Close Doors on the Fire Captain’s turn. 
Commanded Firefi ghters may be Carrying Victims, 
Hazmat, or Move with Treated Victims. Th e Fire Captain 
spends AP at the cost that the Commanded Firefi ghter 
would normally have paid for that movement. 

Free Command AP cannot be saved.

No more than 1 Command AP may be spent on the 
CAFS Fire� ghter per turn. 

CAFS Firefi ghter 
3 AP plus 3 free Extinguish AP per turn 

Free Extinguish AP cannot be saved.

Generalist
5 AP per turn

No special abilities or actions.

Rescue Specialist 
4 AP plus 3 free Movement AP per turn

Chop: 1 AP

Th e Rescue Specialist  pays double AP costs to 
Extinguish Fire and/or Smoke. 

Free Movement AP cannot be saved.

Driver/Operator
4 AP per turn

Fire the Deck Gun: 2 AP

When Firing the Deck Gun, the Driver can 
reroll one or both dice. After rerolling one die, he may 
then choose to reroll the other, but is limited to a single 
reroll for each die. Like it or not the second roll always 
replaces the fi rst. 

Imaging Technician
4 AP per turn.

Identify: Flip a POI marker anywhere on 
the board: 1 AP

Place a Heal marker under the Treated Victim 

 Take Action - Crew Change Take Action - Crew Change1
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Deck Gun Example



 Advance Fire Advance Fire2
Hazmat

Th e Experienced game introduces Hazmat, an improperly stored fl ammable material that is liable to cause an explosion!  

After checking for and resolving all Flashovers, any Hazmat in a space with Fire causes an Explosion in that space.  
Multiple Explosions can be triggered by (diff erent) Hazmat in the same phase, if this happens the players can choose which 
Explosion to resolve fi rst. Remove the Hazmat marker and add a Hot Spot marker in the space of the exploded Hazmat.

Hazmat can be carried for the same costs, and with the same restrictions, as a Victim (2 AP to carry, only carry one item at 
a time, cannot move into a Fire space). Hazmat can be Disposed by carrying it outside of the building. Disposed hazmat is 
removed from play and placed in the Rescued spot on the board.

Hot Spots & Flare Ups

Real fi res get harder to fi ght the longer they are burning – the building heats up and combustible materials are brought 
closer and closer to their fl ash points. Th e Experienced game introduces Hot Spots and Flare Ups to simulate this 
progression.

When the Target Space of the Advance Fire roll contains a Hot Spot you have triggered a Flare Up and will  roll to 
Advance the fi re an additional time. First complete the current Advance Fire, then roll the dice again and Advance the 
Fire. A turn is not limited to one, two, or even three Flare Ups. Keep adding rolls every time the Advance Fire Target Space 
contains a Hot Spot. 

Flare Ups also increase the number of Hot Spots, making it easier for more Flare Ups to happen later in the game. After 
resolving the Flare Up(s), add a Hot Spot marker to the Target Space of the last Advance Fire roll. Note: Only one Hot Spot 
is added in a turn. Hot Spot markers are taken from those placed on the small yellow circles at the beginning of the game. If 
no Hot Spot markers remain, then no further Hot Spots will be placed

Hot Spots do not have any aff ect on Smoke or Fire markers .   

Hot Spots are not removed from the board once placed, they cannot be extinguished.

Knocked Down

When a Firefi ghter is Knocked Down, the Firefi ghter is placed in one of the two spaces of the Ambulance’s current 
Parking Spot . 

Order of Resolution

In the Experienced game the Advance Fire phase has a number of diff erent steps. Th e order in which the steps should be 
completed is:

     1. Roll for and resolve the Advance Fire.
     2. Resolve any Explosions if needed.
     3. Resolve any Flashovers if needed.
     4. Resolve any Hazmat explosions if needed.
          • Add a Hot Spot marker to the Hazmat space if there was a Hazmat Explosion.
     5. Resolve Flare Ups  if needed. (Repeat this process from step 1).
          • Add a Hot Spot marker to the Advance Fire Target space if there was a Flare Up.
     6. Resolve Knock Downs, Lost POI or Victims

In the Experienced game a POI may only be placed in a space without a  Th reat 
marker (Fire or Smoke), Firefi ghter or another POI. 

If the POI Replenishment Target space is invalid, then use this diagram to redirect 
the POI. Begin in the Target space and follow the path created by the arrows as 
shown until you reach a valid space. Th e arrows are also placed on the board for 
easy reference during the game.
If there are no valid spaces on the path, reroll.  

 Replenish POI Replenish POI3

YOU Are reAdY tO PLAY!  Th is is the end of the Experienced rules.
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Is there a simple way to remember what happens in an Explosion with Shockwaves?
Yes, an Explosion always causes one (and only one) of these three outcomes in each direction: 
     1.  Add a Fire marker
     2.  Add a Damage Marker
     3.  Remove a Closed Door marker

I want to play the Family game again, do I have to use the same set-up?
You can, or you can randomize the set-up. The simplest way to randomize the set-up is to simply roll and resolve three 
explosions (without placing any damage markers) and then roll to place the three starting POI. As an alternative you can 
follow steps 4-6 and step 9 of the Experienced Game Set-up (page 7).

Can I play the Family game on the back side of the board?
Yes. You can either use the same set-up as shown on pages 2-3 of the rules, or use the recommended random set-up as 
described above.

There are a lot of new rules in the Experienced game, can I play with only some of them?
Yes, you can play with some of the Experienced rules and leave out others. One way to gradually introduce the 
Experienced rules is to start with Specialists and Hazardous Materials. When you are ready, add Vehicles (Vehicle Actions, 
new Knock Down rules, and changes to Rescue) and finally incorporate Hot Spots.

What happens if I run out of Fire markers?
That is bad, the fire is out of control and you’ll likely cause a building collapse soon. If you find yourself in this position, 
you don’t add any Fire or Smoke but you will continue to add damage markers if an Explosion occurs.

I Don’t understand Hot Spots, what do they do?
Hot Spots simply cause multiple rolls in the Advance Fire phase - add more fire & smoke to the board.  If you roll a space 
with a Hot Spot - first add Smoke/Fire/Explosion to that space, then roll again and add more Smoke/Fire/Explosions.  
Keep rolling till you get a space without a Hot Spot, then add Smoke/Fire/Explosions and a Hot Spot to that final space.

A great thing about Flash Point: Fire Rescue is the flexibility of the rules. This is your game and you should feel free to 
change any of the rules, or create new rules of your own. It’s a great way to get creative. If you come up with something 
that is really fun, or interesting we’d love to hear about it and maybe even work with you to include it in future 
expansions to the game.

Here are a couple of rule changes that you can try out to jumpstart your creativity:

A Lone Engine Company– Your volunteer firefighter crew has to respond quickly with the limited resources on hand .
     • Initial Set-up: Randomly select Specialist cards.
     • The Crew Change action is not available for the entire game.

Unmarked Hazards – You never know what lies beneath the ? mark.
     • Initial Set-up: Start the game with no Hazmat markers on the board.
     • False Alarms: When a False Alarm is revealed, place a Hazmat marker in its space.  
        If the False Alarm was revealed during the Advance Fire phase, resolve an Explosion in the space.

Murphy Strikes – A broken water main hampers structural firefighting
     • The Deck Gun action is not available for the entire game.
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1. set-UP the BOArd
Turn to page 3 and follow the instructions to make the board look like the picture. Pick a player to start fi ghting the fi re or 
rescuing people.

2. tAKe ActiON - stArt YOUr tUrN
You have 4 Action Points to spend. Th ese are the actions you can take:
     • Move one Space (1 Action Point). You cannot move diagonally, through a wall or closed door. 
        If you move to a blue         marker, fl ip it over. If its blank then take it off  the board.
     • Open or Close a door (1 Action Point)
     • Carry a person (Victim) one space (2 Action Points) – Carry people outside to Rescue them!
     • Take a Fire in your space, or in an adjacent space off  the board (2 Action Points)
     • Flip a Fire (in your space, or in an adjacent space) to Smoke (1 Action Point)
     • Take a Smoke (in your space, or in an adjacent space ) off  the board (1 Action Point)
     • Chop – Put a black cube (Damage marker) on a wall (2 Action Points)

You don’t have to spend all your Action Points this turn. Take a green marker for each unused Action Point.
Th ese green marker(s) can be turned in on a later turn for an Action Point(s).

3. sPreAd the Fire
Roll the dice and fi nd that space on the board.
     • If that space has no Fire or Smoke – Put a Smoke there
     • If that space has Smoke – Flip it to Fire
     • If that space has Fire already – turn to page 5 and read about Explosions. An Explosion always causes one (and only  
        one) of these three outcomes in each direction:
      1. Add a Fire marker
      2. Add a Damage Marker
      3. Remove a Closed Door marker

Check to see if any Smoke are in a space next to Fire – if so, fl ip the Smoke to Fire.
If a Fire is in the same space as a Victim, they have been lost – take the marker off  the board.

4. MAKe sUre thAt three BLUe MArKers (POi) Are ON the BOArd
If there are less than three blue markers - roll the dice, fi nd that space and add a blue marker with the ? Side up.

5. it’s the NeXt PLAYer’s tUrN.
Keep taking turns until 7 Victims have been rescued (carried out of the building), 4 Victims have been lost to the Fire, or 
the building collapses (all the Damage markers are on the board).

tO WiN — rescUe 7 VictiMs!
Fire stAtiON LOg
# PLAYers LeVeL BUiLdiNg rescUed LOst
1
2
3
4
5
6
7
8
9
10

     • Move one Space (1 Action Point). You cannot move diagonally, through a wall or closed door. 
        If you move to a blue         marker, fl ip it over. If its blank then take it off  the board.


