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Sentenced to Death is an inspiration to try Dead Space SW and create
your own adventure.
What about a jail spaceship on the way to the high security prison of
Cerberus. But the flight doesn’t take place as expected.
What will the prisoners, with some played by your players, will do to
survive this flight ?
Happy reading,
Happy reading,
Grégory ”Sky_Marshall” Huyghe			

gregoryhuyghe.com

Foreword
foreword
The global idea is to propose a really different story from the video games where the
played characters are no longer engineers. They are a bunch of prisoners with no
armor, no weapon and no knowledge of what is happening.
For this scenario, the Church of Unitology exists, and the characters only have some
informations about their belief and the Marker. They never saw a Necromorph and
don’t give any importance to this shit.
Of course the Necromorphs soon or later come into their life, and added to the fact
that they are prisoners without any weapon within range, it will really be a challenge
to survive.
But the scenario doesn’t end on that jail spaceship, unless everybody is dead of
course. There was a plot behind this Necromorphs invasion, behind the sacrifice of
these criminals. Investigate the reason for such a massacre, at which they survived,
will be the storyline for your players.
It will allow the characters to redeem theirselves and cooperate with some
organizations fighting against the Church of Unitology.
So their criminal past, their new experience and their equipment will turn them into
the pillar which sustain the fate of Humanity.
Hard fights, hard choices, this is Dead Space SW !

Welcome aboard the tartarus
welcome aboard the tartarus
For this scenario, I used the spaceship maps of :
http://paratime.ca/cartography/sf_spaceships.html
The Tartarus is a jail spaceship able to transport a few tens of prisoners, with around
a dozen of jailors, and divided into three decks.
The upper deck is reserved for the captain, the piloting crew and the jailors’ officers.
Of course none of the PCs have seen neither the upper deck, nor the Captain. They
only heard the captain’s voice when the travel began.
The Captain wears a security RIG and a Revolver (2 clips). There are 8 ship crew
quarters, 4 of them for guards with Security RIGs and Pulse rifle (2 clips) with the
Particles Amplifier upgrade.
The first Mate and the 3 others wear Security RIGs and have a standard Divet (2
clips). It is the piloting crew.
The last one is a priest of the Church of Unitology wearing a red robe and with no
weapon.

The middle deck is the beginning, the core deck of your PCs. All the prisoners are
here, some in normal cells, others in high security ones. There also are the guards
rooms and an access to space.
In each prisoners’ quarter can live 26 normal prisoners and 8 really dangerous
criminals. To enforce order, 10 guards are always living in the middle deck, equipped
with ecurity RIGs and standard Pulse rifles (2 clips).
In a storage, there is one stasis module and one kinesis module.
In a weapons locker, minus the weapons of the whole crew, there is a pulse rifle and
4 universal ammo clips.
More detailed informations are available after for the middle deck.

I am Konu, I got jailed for some heists. You
want to trade with me, no problem, I know
some guards. Fuck with me and you will eat
rats for the rest of the travel, capisce ?

The lower deck is where nobody goes except if there is a problem, and no one wants
a problem in the lower deck !
The piloting crew is able to repair everything on the ship and might go down to
the lower deck. The priest named Iwa loves the mechanical repetitive sound of the
engine.

I am a devotee priest of the Church of
Unitology.
I am here to save the souls of these prisoners,
to lead them toward Convergence.
Of course the ship’s crew can also benefits
from my wisdom, but they work for the law,
for EarthGov, and are by this way sinners.
Altman be praised !

Player’characters
player characters
The PC are all prisoners and real criminals. The simplest is to have them to be part
of a gang and they got busted during a heist or smuggling. They are either friends
and/or brothers and/or partners.
Paine is nearly a psychopat. He
always had difficulties to understand
others feelings, and loved to torture
animals. He obviously ended
criminal, a killer for a local kingpin.
He was arrested for the murder
with cruelty of a drug dealer and his
family.
He doesn’t care about death or pain.
Strong and obsessive, he prefers
bladed weapons to firearms.
You can speak with him, but if he
has a contract on your head, flee !

Buck is a failed guitarist who
always had a problem with drugs.
He is the kind of guy who can lie
without feeling guilty. Self-centered,
only his own live care.
He is really good at dodging
problems and getting other people
facing it.
Smart, he always find the better
solution, for himself !
He may be a good friend, until
everything gone bad...

Rowdy started well life, but his
parents died in a car accident. Placed
in several foster families, he grew up
in the street. Neither really tough
nor strong, he used his smartess to
get respected.
Good with mechanical stuff, he is the
perfect partner for a thief, opening
doors and strong-boxes.
Calm and meticulous, he is
not a violent dude, but don’t
underestimate him, he has also a
wild beast in him.

Striker is a man that has already
seen you long before you see him.
Born in a common family, he enlisted
in the Liberation Army of Europa
colony, fighting against Earth Gov.
Reputed for his shooting skill, he
ended in a high security jailed, and
then working for local kingpin once
released.
Cold and determined, he is not a
friendly guy, but you can count on
him when the fight starts.
Just don’t touch his gun and you
should stay alive.

Ax grew up in a mobile home
with an alcoholic father. She never
knew is mother and went by his way
at 16. Joining a biker club on Earth,
he quickly ended up busted for drug
dealing and violence.
After some years in the Ades
penitentiary on Mars, he was
released for a lack of cells.
He is a good guy, fun, boozer, but
really violent when offended.
His strenght and vigor are impressive.
You better have him on your side, or
be prepared for a good fight.

Jack is a thief, since his birth.
Even as a young child he was already
stealing the toys of the other kids,
candies at the supermarket, money
in his parents pockets, and rarely
was he caught.
You never know what he is thinking
or what he wants to do.
Smart and with a strong mindset,
you don’t want him to draw up a
plan against you.
Aside from that, he loves to play
poker, you want to try ?

Non-Player’characters
nonplayer characters

Don’t judge Julia by her
appearance of a small pretty woman.
She was arrested for the murder of
her ex-boyfriend and his partner.
She ate the girl’s face in front of him,
for love she told the judge.
Psychotic and borderline, the jailors
never take off her handcuffs.
Recently, she has found peace in
Iwa’s preaches and is really looking
to reach the Convergence.
Not someone to bump into in the
darkness of a spaceship...

You already have met Konu and Iwa (the priest), but there are many people in this
jail spaceship the player characters may interact with.

Gary is the perfect jailor, fat, ugly
and corrupt. He should be behind
bars but he is smarter enough to
always denounce someone not
guilty.
Prisoners hate him but fear him, this
little pervert and sadistic jailor.
Look down where he is near you, or
you will go through hell.

Bryan is a nice guy. He ended
up jailor after the mass layoffs in
the uranium mines of Pluton. Not
violent, he prefers to get on with the
prisoners. Of course, he also resells
cigarettes and other stuff.
He doesn’t like Gary and often calm
him down when he is beating a
prisoner.
Rumors said he once done something
terrible. That this life is a punishment
he is inflicting to himself, but nobody
knows for sure.

Oswald has a lot of problems,
the worst is his nightmares. He is
a lost soul of a secret Earth Gov
experiment, every night he is
dreaming of mass murders. His
brain is suffering a major hormonal
disorder, and his feelings are totally
chaotics.
Earth Gov wiped off his memories
before putting him to jail for life.
He has a crush on Julia and her wild
look.
Nobody pisses him off, even Gary,
because you don’t know how to
deal with him.

Spencer is the security officer
on board the Tartarus. He gives
the order to all the jailors and only
answers to Elizabeth, the captain.
Serious and with no sympathy
towards the prisoners, this is
someone capable of making hard
choices.
Few is known about his past, but he
surely took part in the Asteroid Belt
war.
This is not a man who negotiates.

Elizabeth is the captain of the
Tartarus. Strong-willed woman from
a rich family, her intelligence opened
her the doors of the Earth Gov fleet.
She wanted to command a destroyer,
but her badass attitude was not
compatible with the military lifestyle.
She dislikes her job, these losers,
both the prisoners and the jailors.
She can’t stand Gary’s look at her ass
in the gangways.
She would have no moral problem to
drop everyone in space if necessary.

Storyline
storyline
As you can see, I am not giving you a fully playable scenario, I prefer to give you key
elements so that you can make your own adventure.
You already have the ship map and the personalities of the PC and NPC. Now I will
give you some plots to get all this alive.
Before chaos
The PC are in their cells, waiting for the arrival to Cerberus, a high security prison
planet.
For the travel, they never leave their cells, even to wash themselves or shit. Two
meals a day, one at 7am and the other at 5pm. One shower each two days with a
high-pressure washer, all the prisoners have to be naked.
In this chapter, the PC can try to discuss with some jailors. Make them pay their
naivety.
On the contrary, if they try to escape, they could make the story go quicker.
During chaos
With this chapter start the problems for the Tartarus jail spaceship.
One way or another, necromorphs are getting in the ship. Maybe because one of
the crew member is Unitologist fanatic, maybe because the captain have decided
to rescue an other spaceship, maybe because the PC have managed to escape and
a security spaceship is coming as reinforcement, full of necromorphs of course. You
decide what suits the best your story.
The most important is to turn the Tarturus into a fucking nightmare. The PC will
have to deal with the jailors, the other prisoners (some really mad ones), and of
course the worst threat : the necromorphs.
It doesn’t matter if a PC die, you have plenty of prisoners to create a new one. You
can also imagine a survivor hidden in a spaceship docked to the Tartarus.
The PC have to feal the real chaos surrounding them. They can die everywhere in
every walkway.

After chaos
Now your PCs have managed to survive the prisonners, the jailors and the
necromorphs.
They surely have a RIG, a weapon and some other stuff.
Maybe the get control of the Tartarus or of an other spaceship. Maybe the Tartarus
crashed on a planet, even Cerberus, leading to a new harsh fight to survive. They
could need to find an old base with an evacuation ship, an old base full of sleeping
necromorphs waiting for fresh human flesh.
If their spaceship is now a wreck, they could be rescued by a military patrol.
If the spaceship can fly, let them go where they want, but only two ways are waiting
them. A new fight in an infested area (spaceship, city, space station...) or a military
officer wanting them to fight for him and reveal a plot of the Earth Gov or the Chuch
of Unitology.
Either way, they become true heroes, the only ones able to eradicate the Necromorphs
invasion. It may lead them to get a removal of their criminal record, or a big amount
of money if a rich collector or an organization wants the Black Marker for instance.
I know, this is fucking short, but I really love improvisation and think an action game
like Dead Space can’t be too much scripted.
You can find in the rulebook, useful tables to create on the fly necromorphs attacks
and or give some equipment to your PC.
Don’t forget the traditionnals video and audio logs, the best way to develop the
story in Dead Space.
And, most important, have fun. Make your players anxious about opening a simple
door, but let them be real heroes in a Necromorphs melee, that the recipee.

