Carrying Weapons

On Spaceships

On a spaceship, firearms are usually strictly forbidden.  All weapons are kept safely stored away in the arms locker (usually only the senior ship’s officers have keys).  A weapon misfire has the (admittedly small) chance of damaging survival-critical components (life support, power plant, drive), and possibly killing everyone on board.  If you are caught hiding a gun – let’s just say that on some ships, the Captain might just toss you out the airlock as a “first warning.”

On some ships there are more than one arms locker.  On ships carrying marines or security personnel, significant space may be set aside as storage for a variety of simple and heavy weapons, and perhaps some small military vehicles as well.

On the ground or in the starbase

So your ship has arrived in orbit around an alien world, and as you’re heading toward the shuttle, you’re wondering what weapons should be brought along.

First, check the legal restrictions for that world/nation/species/city.  This is best accomplished via Politics, Law, and/or Bureaucracy rolls.  The laws for locals and for visitors may be quite different (more or less restrictive, depending on the circumstances.)  Maybe weapons have to be registered.  Maybe the visitors have to pay a fee (or insurance premium) to carry weapons.  Perhaps they have to show competency, or have some form of accepted certification from their home system (assuming the locals accept gun licenses from your homeworld, which is probably doubtful.

For characters in the active military, it is usually their commanding officer that decides if weapons get taken, and if they are, what’s assigned to each person.  Members of the Imperial Navy or Scout service, for example, have some immunity from local laws, but openly carrying weapons makes a powerful statement.  A pistol on the hip sends a statement, and a rifle sends a very powerful statement to the people around you.  Even aliens may look at soldiers in uniform with weapons and have a strong reaction to them.  Use of those weapons carries an even greater burden—they must be able to very clearly justify the use of deadly force, or face at minimum a severe diplomatic incident and possibly an attempt at local criminal prosecution.

An analysis of the situation you are entering can help decide what weapons to issue.  Here are some example situations, and the weapons that might be brought:  

Very safe encounter (high Law Levels) – bring no weapons.  Period.  Typical example would be an invitation to a state dinner or other formal governmental function, where the characters would be picked up by an escorted government vehicle.

Some questions about security (med to high Law Levels) – Issue non-lethal weapons to trained combatants.  Contact local police for information and advice.  Issue communicators to all personnel and institute periodic call-ins.  Example would be a slightly seedy starport, or a port or city with seedy areas here and there.

Known security risk (medium Law Levels) – Issue non-lethal weapons to all personnel going aground.  Backup lethal arms may be issued to designated marksmen or shore patrol.  Example would be a seedy starport, or city made up mostly of seedy areas.

Show of strength required (low to medium Law Levels) – Both lethal and non-lethal pistols for all personnel.  Instructions are to use non-lethal weapons first.  Perhaps only the trained combatants will be issued live ammunition for their lethal pistols.  Example would be a yellow-zone world, or seedy starport with no Imperial attachments.

Civil Unrest (low Law Levels) – Lethal weapons and armor for all personnel.  Examples include yellow-zone world or starport, or cities with angry mobs running in the streets.

Known high-risk environment (no Law Levels) – Heavy weapons and armor for all personnel.  Anything goes.  Examples include war zones, and red-zone worlds.

