DESIGN PAGE - If you are viewing this page as a
f, it has forms that allow you to do many aspects

meeeeeesssssss— Stuffls

of weapon design right here on the page, and then

print off your finished design. Cool, eh¢ 0.000 Clear | Cancel

Insert weapon name . s 5

Middle | Atomic Era 10|d+| O p

Easy technology 1lid+| O 1 =

Weapon of 1 hexagon Oid+| O 0

No size adjustment Oid+| O

Normal rate of fire Oid+| O

Normal damage Oid+| O

Reload as an action Oid+| O

Reliable Oid+| O Weapon size 1| hexagon

No side effects Old+| O Ammunition size per shot 0.01 | hexagon

No side effects Old+| O Enter shots carried/type 1 clip

No special effect Oid+ O Default Accuracy 4

Normal ammunition (shots x 1) O|d+| O Enter Accuracy adjustments 0

Normal weapon Oid+ O Default cost 16 | KCr

Normal damage O|d+| O Enter total of cost 1.00

Normal damage old+ o multipliers (page 2.30)

Handheld (shoulder-fired) 1id+| O

Normal ranged weapon Oid+ O |Approximate historical date || 1980CE

Advanced design modifiers Reset form|

Fixed mount weapon O|d+| O No duration effect O|d+| O

Conventional damage Old+| O Instant effect O/d+| O

Direct fire weapon Oid+ O No area effect O/d+| O

No submunitions Oid+ O Normal effect O/d+| O

Normal range (Level+10) O|d+| O Non-adjustable damage O/d+| O

Normal range Oid+ O Single weapon O|d+| O

No proximity fuze Oid+ O No recoil compensation O|d+| O

Non-triggered weapon O|d+| O No self-charging O/d+| O

Normal technology Old+ O No gun shield/carriage O/d+| O

Non-autonomous weapon O|d+| O Not dismountable O|d+| O

Unguided weapon Oid+ O No gizmos O|d+| O

Normal targeting Oid+ O

Normal speed weapon Old+ O Subtotal 12|d+| O
Final weapon damage 12|d+ O

Name Uses Accuracy Damage Shots Weight Cost  Armor Hits

|Insertweapon name || insert || 4 || 12d+0 || 1clip || 0.5(0.0)ton || 16KCr || 2d+1 " 11 |

2.3



Read me
This page is an example of using form field math and the built-in Java capabilities of Acrobat. Dissect it to your heart's content, but bear in mind that it is still in the prototype stages and has a few bugs in it. Of course, if you like it, you can always buy EABA, the system this page is meant to design weapons for...

This page is ©2004 by Greg Porter and may not be distributed outside the RPGnow PDF Creator package without permission. EABA™ and Stuff!™ are trademarks of BTRC and are used with permission.
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	18: If you choose the Strength-based weapon modifier, remember that all modifiers are divided by 3, rounding down, and that you should use Primitive Era for the tech era.
	16: Remember that weapon damage before this modifier must be at least 6d+0, and that weapon size must be at least 1 millihex for the first shaped charge modifier, and two rows larger for each additional shaped charged modifier.
	1: The general technological sophistication of the weapon. See EABA pages 7.2-7.5 for details.
	2: 
	3: The type of technology used. Most current and historical weapons will be "Easy" technologies.
	4: This is the size of the weapon when empty. Remember that weapon weight is generally half a kilogram per millihex.
	5: Changes made here are reflected in the weapon stats calculated elsewhere.
	6: See the rules for explanations of reliability and damage type and how they interact with rate of fire.
	7: See the EABA rules (page 5.6)  for how shotgun damage is applied.
	8: Revolvers typically take the "several actions" modifier, clip-fed weapon reload as an action, and muzzle-loading weapons typically "take a minute". Remember that this time can be reduced on a skill roll at increased difficulty.
	9: The overall reliability of the weapon, usually in all modes of use.
	10: Effect or operational side effects of the weapon. See rules for details.
	11: A weapon can have more than one side effect, so this space allows addition of a second side effect.
	12: Technology-based special effects specific to a particular gameworld.
	13: See the rules for nuances on how this can be used.
	14: Remember common-sense things if using the "one-use" modifier. For instance, there is no extra reloading time possible, since the weapon cannot be reloaded...
	15: Lethal explosive damage usually represents fragmentation, while half-lethal is usually just blast effects.
	17: Remember that the arc modifiers in the advanced section below only apply to weapons with the “turreted” modifier.
	19: Remember that a weapon should have the "turreted" modifier before using a limited arc modifier.
	20: This is used only for explosive weapons with a nuclear payload. The cost in Credits is a multiplier of x3300.
	21: Most weapons will be direct fire weapons. Thrown weapons or other Strength-based ranged weapons do not need indirect fire capability in order to be thrown or shoot over obstacles.
	22: See page 2.15 for rules on how to design submunition weapons.
	23: Unless you are trying for a special effect or recreating a historical weapon with known range, you will usually ignore this modifier.
	24: Remember that bracketed range is free if the weapon has any guidance or autonomous weapon modifier.
	25: Most weapons are designed to hit their target directly. Only if you want near misses to have an effect (usually for explosive weapons) would you take this modifier.
	26: This modifier is used for any weapon which can be left unattended and can attack on its own (like a land mine).
	27: Catch-all modifier for experimental technology.
	28: The actual skill of the weapon depends on the tech era it is built at.
	29: The skill bonus of the weapon depends on the tech era it is built at.
	30: Most real-world autonomous or guided weapons will have specialized targeting of some kind.
	31: Most of the time you will not need this modifier. It's usual use is on short-range rockets or missiles, but it could also be used for torpedoes or other relatively low speed delivery systems.
	32: Duration is appropriate for flame weapons, gas or smoke clouds, or things like electric shock darts.
	33: Beam weapons can be things like continuous beam lasers, but can representt any effect that automatically hits anything that crosses its path.
	34: 
	36: A weapon which is dismountable can be broken down into smaller pieces for easier transport. See page 2.25 for details.
	38: A "weapon" with a non-damage effect might be something like a flare gun or net gun.
	39: Weapons without adjustable damage may still switch ammunition types to vary damage somewhat, but cannot adjust the damage of ammunition already in the weapon.
	40: A combined weapon might be a double-barrel shotgun or a grenade launcher/assault rifle combo. Each weapon has to be designed separately and each gets this modifier.
	41: Recoil compensation allows safe firing of a weapon that would otherwise injure the firer.
	42: A self-charging weapon can get everything it needs to fire from the local environment, automatically. See page 2.24 for details.
	37: Area effects give large bonuses to hit, but have very short range and may not use the "reduced range" modifier.
	43: A gun shield and/or carriage may make a weapon more transportable and provide some protection for the firer.
	44: The size and availablility of various weapon gizmos will vary with tech era.
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	1: Uses

	name: 
	1: Name
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	2: 12d+0
	1: Damage
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	2: 1 clip
	1: Shots
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	1: Weight

	cost: 
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	1: Cost
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	2: 2d+1
	1: Armor

	hits: 
	2: 11
	1: Hits

	Name: Insert weapon name
	title: 
	2: Advanced design modifiers

	temp: 
	3: 0
	4: 5
	5: 0
	6: 0
	7: ton
	8: 4
	9: 7
	10: 2
	2: 1
	1: 1

	helpinfo: 
	4: The default Accuracy takes into account whether it is a pistol, shoulder-fired or vehicle weapon, and whether it is Basic Era or earlier.
	1: This is the size of just the empty weapon.
	2: This is the (rounded) size of one unit of ammunition, taking into account if it is a pistol, and also if it is a turreted weapon.
	3: You need to enter the number of shots the weapon holds here, and the way it is carried (internal, clip, etc.). If a weapon is single use, use zero for shots carried.
	5: Manually enter any addition or subtraction to weapon Accuracy here.
	6: Default cost is for size of empty weapon and tech era.
	7: You will need to multiply all the cost modifiers for this particular weapon and enter the result here.
	10: This is an approximation of the real-world manufacturing date for this weapon.
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