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pdf, it has forms that allow you to do many aspects SII.UH! i

of weapon design right here on the page, and then
print off your finished design. Cool, eh? 0.000 Clear | Cancel
Insert weapon name

(¥ - . 8 9 X

= Middle | Atomic Era 104d+ O 7 /

O Average technology Ofd+ O : 3 i =

'« | Weapon of 1 hexagon Ofd+ O 0 N

< No size adjustment O|d+ O

LLl .

; Normal rate of fire O|d+ O
Normal damage Ofd+ O
Reload as an action O|d+ O
Reliable old+ o Avutocalc on M60 LMG Mk19 gren.
No side effects old+l o Reset form 6-pdr Flamethrower
No side effects Ojd+ O Weapon size 1| hexagon
No special effect Ofd+ O Ammunition size per shot 0.01 | hexagon
Normal ammunition (shots x 1) Ofd+ O Enter shots carried/type 11 clip
Normal weapon Ojd+ O Default Accuracy 4
Normal damage Ojd+ O Enter Accuracy adjustments 0
Normal damage Ojd+ O Default cost level 8
Handheld (shoulder-fired) 11d+| O Other cost levels (p.2.39) 0
Normal ranged weapon Ojd+ O Approximate historical date 1980CE
Advanced design modifiers
Fixed mount weapon Ojd+ O No duration effect Ojd+| O
Conventional damage Oyd+ O Instant effect Old+ O
Direct fire weapon Ojd+ O No area effect Old+ O
No submunitions Ojd+ O Normal effect Old+ O
Normal range (Level+10) Ojd+ O Non-adjustable damage Old+ O
Normal range Oyd+ O Single weapon Old+ O
No proximity fuze Ojd+ O No recoil compensation Old+ O
Non-triggered weapon Oyd+ O No self-charging Old+ O
Normal technology Ojd+ O No gun shield/carriage Old+ O
Non-autonomous weapon Oyd+ O Not dismountable Old+ O
Unguided weapon Ojd+ O No gizmos Old+ O
Normal fargeting Oyd+ O
Normal speed weapon 0/d+ O Subtotal 11 d+

Final weapon damage 11| d+

Name Uses Accuracy Damage Shots Weight Cost Armor Hits
Insert weapon name insert 4 11d+0 | 1 clip | 0.5(0.0)ton | 16KCr || 2d+1 | 11

2. 50


BTRC
Note
If your computer runs this page too slowly, toggle the autocalc button to "Off", make your changes, and then toggle it to "On" to force calculation of your changes.
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