
Blue Planet v2  Combat 

Definitions: 
• Action Value (a.V.): difference between target 

number and best die roll.  
• Critical failure: Roll Failed with –5 or more. 
• Damage Rating (DR): rating of the attack. 
Combat: 
• Combat is divided into action rounds; each 

constisting of one or more actions. 
• The sequence and number of actions one can 

make within an action round is determined by the 
action value of an  Initiative Roll (2 dice on 
5+Reflexes). See table 2 for number of actions. 

• Best action value goes first.  
• One always has at least 1 action, even on a 

failed Initiative roll 
Damage Resolution: 
• See if attacks hits (table 1 – 6 ) 
• If hit, determine Damage Severity (table 7 - 10) 
• Resolve wound/vehicle damage (table 11/14) 
 

1.Standard Task difficulty P.109
 

Difficulty Modifier
Foolproof +5
Routine +3
Easy +1
Average —
Complicated –1
Challenging –3
Formidable –5
 

2.Multiples Actions P.111
 

Initiative action value Actions
+2 or Less 1
+3 to +5 2
+6 or more 3
 

3.Ranged Combat  P.112/113

 Throwning P.52

• Range: 35+(10 x Str) m. PB/3, S/6, M/12, L/20+.

• Failure: no more than ½ range deviation. 
Scatter: 1/2N,3NE,4E,5SE,6/7S,8SW,9W,10NW 
crit.Fail: GM’s discretion. 

 DISTANCE P.112
Distance modifier
Point-Blank +2
Short —
Medium –2
Long –4

 Target Size P.112
Size Modifier
Huge (more than twice human) +4
Large (Upto twice a human) +2
Average (Human-size) —
Small (half human) –2
Tiny (less than half a human) –4

 Target MOVEMENT P.112
Target Movement Rate  Modifier
Walk/Crawl –1
Scramble –2
Sprint –3
Attacker Movement Rate  Modifier
Walk –2
Scramble –4
Sprint  impossible to hit target

 Aiming 
 

+1 per action round, maximum +3 

 Recoil 
 

–2 for each shot after the 1st (Double in FreeFall)

 Target Cover1
 P.113

Target Cover modifier
Partial –2
Full –4

                                                        
1
 If shot would have hit if not for cover bulet 

pierces cover; apply cover to armor (P.113) 

 
4.Attack Modifiers P.116
  

Situation Modifier
Poor visibility –2
Blind fire –5
Under water –3
Unstable footing –1
Firing with off-hand –2
Firing handgun one-handed –1
Firing longarm one-handed –3
Under heavy fire –2
Target prone (Point-blank) +2
Target prone (short range) –1
Target prone (medium range) –2
Target prone (Long range) –3
Height Advantage +1
Firearm supported +1
Flank attack +1
Rear attack +2
Called  Shot (P.118) -1/ Damage rating. modifier
 

 
5.Poison attack P.119/120 

• Poison attack only modified by amount of 
covered body target has. 

Body Covered Modifier
Minimal (1/4 body covered) –1
Partial (Half body covered) –3
Full (Full body drysuit) –5

 
6.Close Combat P.114

• Attack/Defense is done by opposed rolls. 
• Defense does not take actions. One has to be 

aware of the attack however. 

 MULTIPLE DEFENSES 
–1 For each defense after the first with an action 
round. 

 Complete Defense 
+2 to defense rolls if no attacks made this 
action round. 
 

6a.(Un)Armed Combat P.114/115
 

OFFENSIVE MANEUVRES 

 STRIKE 

Attribute: Dexterity for punching/Armed. 
 Agility for kicking. 
Skill: Armed / Unarmed Combat. 
Standard (Un)armed Combat maneuvre. 
Damage Rating: Weapon DR + strength 

 HOLD 

Attribute: Agility. 
Skill: Unarmed Combat. 
All physical actions at Penalty equalk to action 
value of attacker.Can only be broken by success-
full opposed (Strength + Unarmed Combat)  roll.

 THROW 

Attribute: Agility. 
Skill: Unarmed Combat. 
Attempt to floor opponent. If opposed roll 
successfull you can hurl opponent upto number 
of meters equal to relative action value (maximum 
3 m). 
 

DEFENSIVE MANEUVRES 

 PARRY 

Attribute: Dexterity. 
Skill: Armed / Unarmed Combat. 
Block opponents weapon. 
If attacker armed and defender unarmed, 
Defender suffers –2 penalty 

 DODGE 

Attribute: Reflexes. 
Skill: None (base 5). 
Standard Defensive maneuvre. 
Leaves defender off-balance. Unless action value 
was +3 or better, next action must be spent to 
regain balance. 
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7.Cover Armor P.119/120 

Cover Rating Cover Armor
Brush 1 / meter
Aluminium 1 / 5 centimeter
Wood 1 / centimeter
Stone 1/ 2 millimeter
Steel 1 / millimeter
Titanium 2 / millimeter
Standard/Flex-Grade Bioplastic 1 / millimeter
Foamed bioplastic 1/2 millimeter
Industrial Bioplastic 2 / millimeter
 

8.Ammunition P.151 

Type Effect
Armor-Piercing Armor rating is halved
Explosive DR+3; not small /concealable
Flechette Attack+1; DR+2; target AR+3
Standard 
 

9.Grenades P.153 

Destructive Grenade 
Armor Piercing  9, Halves Armor Rating
Concussion  8
Fragmentation  10
Incendiary  2m radius; Burns for 30s

 

Suppression Grenade 
Adhesive  5m radius; Sticks. P.153
Flash-Bang 3m radius, Stuns as per Stun Gun
Nausea  3m radius, actions -5; succ.Will: -2
Sleep  3m radius(20m3), sleep100-(10xFit)
Smoke  3m radius(20m3), Darkness
 

10.Damage P.116/117
 

 Falling P.119 

Damage Rating: 1 / meter fallen. 
If less than 3 meter fallen, damage can be avoided 
by a successfull attribute roll on Agility. 

 Explosions P.119 

Damage Rating: -1 / 2 meter from center. 
 +3 if underwater 

 Burning and Electrical Shock P.119 

Damage Rating: 3 + 1/Action round 

 Hypothermia P.119 

Damage Rating: 5 + 1/10° below freezing 
• in freezing air; Roll against DR each hour. 
In cold water (5°): Roll against DR every 10 minutes. 

 Poisoning P.119/120 

Damage Rating: Per poison 
When poisoned, GM resolves damage. Player does 
not notice until after onset time. If treated before 
onset time elapsed; no damage sustained. 

 Suffocation and Drowning P.120 

• Resist unconsciousness for  
100 + (30 x End.) + (10 x Aquatics) secs

• when unconscious, a character will die after 
60 + (15 x Endurance) secs.

 

11.Wounds P.116/117
• Modify damage rating with Thoughness,  Armor 

(and, if applicable, cover. See Table 7) 
• Roll 3 dice against modified Damage Rating. 

compare how many dice are under this score. 
Successes Would Level

0 None
1 Minor
2 Serious
3 Critical

• All impairment penalties are cumulative 
• Pain Inhibitor (P.135) reduces Impairement Penalty 

by 1. 

 Minor Wounds 

Impairments penalty : –1 

 Seriious Wounds 

Impairments penalty : –2 
Stun Roll: Will-2  

Success: -2 penalty on everything. 
Failure: Incapacitated; no skilled tasks possible 
Crit. Failure: Unconscious for (10 x a.v.) min 

 Critical Wounds 

Impairments penalty : –3 
• Successfull ‘First Aid’ will keep victim alive 
• Walking/Crawling only  
Trauma Roll: Fitness-3 

Success: Wound not lethal; make a stun roll  
(will-3, See Serious wounds)

Failure: Character dying, dead in (10 xa.v) Mins.  
Make a stun roll (will-3, See Serious wounds)

• Crit. Failure: DEAD 
 
12. Stunning P.116/117

 Stun Weapons P.147 

Stun Gloves/Batons: Electrical 
Stun Guns: Sonic 
Make Fitness roll,  
 Mod. By range: PB-1 / M+1 / L+3.  
 Mod. by armor: +2 if heavy Armor. 
Failure: all actions at –7 for (100-30xFitness) secs. 
Success: Deafened same duration.  
Electrical Damage in water is not recommended 

 
13.Healing P.120

 First Aid P.118/133 

Intelligence + First Aid Skill – Total Impairment  
Penalty of wounded

• MedKits gives +2 bonus (P.133) 
• Only one try per patient 
• Treat Minor Wounds: impairement penalties of 

minor wounds are removed. 
• Recover from incapacitation or unconsiouness 
• Stabilize dying patients 

 

 Healing P.120 

• Only one roll per wound, total impairment 
penalty applied to each wound. 

• Critical wounds may require surgery 
• Any ‘General medicine’ roll is modified by 

cicrumstances (-5 for very poor conditions upto 
+5 for well-equipped, modern hospital) 

• Minor Wounds: Negligible 
• Serious Wounds: (10 – Fitness) Weeks.  

A successful ‘General medicine’ roll modified by 
the patient’s Impairment Penalties will reduce this 
by a number of weeks equal to its action value. 

• Critical Wounds: (10 – Fitness) months. 
A successful ‘General medicine’ roll modified by 
the patient’s Impairment Penalties will reduce this 
by a number of weeks equal to its action value. 

 
 
14.Vehicle Damage P.121
• All impairment penalties are cumulative 

 Minor Damage 

Vehicle has sustained damage which gives operator –
1 to all maneuvre checks 
 

 Serious Damage 

Significant damage. 
Maneuvering penalty : –2 
Durability Roll: Dur-2  

Success: -2 penalty on maneuvres. 
Failure: -2 penalty on maneuvres, Speed halved. 
Crit. Failure: Vehicle inoperable 
 

 Critical Damage 

Severe damage. Vehicle may explode. 
Maneuvering penalty : –3  
Durability Roll: Dur-3 

Success: -3 penalty on maneuvres, Speed halved. 
Failure: Vehicle inoperable 
Crit. Failure: Vehicle Destroyed, occupants 

 suffer Wound equal to damage rating of attack.

 


