
Shift from external crisis to interior tension and helplessness.

Emotional tone: Exhausted, claustrophobic stillness punctuated by frustration and faint
hope.
Immediate goal: Assess the hauler's status and decide next steps after discovering the
gate failure.
Mechanical purpose: Introduce cockpit environment interaction, enforce narrative
control via limited action, and open first genuine player choice branch (rescue vs. broader
survival aim).

The hangar cinematic continues seamlessly as the player and Cultist board the hauler. The
moment narrows from wider station to a suffocating, confined space where control fades into
observation.

Camera: Scripted sequence — external shot follows ascent up the ramp, transitioning to
first‑person once seated. Player regains head‑look only (no movement or translation).
Audio: Pressure seals hiss shut; distant hull pops punctuate silence; faint life‑support
tone stabilizes.
Environmental Cues: Cockpit lit by dim amber strips tracing control banks.
Objective / Task: Automatically sit in the navigator's chair as part of cinematic.
Player Feedback: Limited head‑look resumes; UI fades in softly once the ship stabilizes.

Actions:

Cultist leads up ramp and into cockpit during continuous shot.
Seat restraint engages automatically as camera locks to seated perspective.
Light interplay suggests systems beginning to recover power.

Dialogue:

Arc 1 Seq 3 | The Hauler

Narrative Purpose

Narrative Breakdown

Beat 1 | Boarding and Command

“



Triggers:

Control limited to head‑look view after seating.
Cockpit systems power cycle ready.

Notes:

Full cinematic control reinforces claustrophobic framing and loss of agency.
Reintroduces limited control gradually to reestablish tension and attention focus.

Moments after boarding, flickering systems reveal the hauler's life. The cockpit falls into cold
silence as control remains limited and options narrow.

Camera: Seated perspective; limited to head‑look only.
Audio: Rising electric error tones each time Cultist toggles switches.
Environmental Cues: Dash lights sputter amber‑to‑black; gate alignment monitor reads
"SIGNAL LOST / MIN POWER."
Objective / Task: Observe or attempt manual input.
Player Feedback: None

Actions:

Cultist works frantically through control toggles.
Player may test minor console inputs; gate status.

Dialogue:

Cultist: "Sit there. Don't touch anything."

Cultist: (He fumbles at controls, muttering) "Come on… come on…"

Beat 2 | System Failure

Option A - Player touched Console

Cultist (snaps): "I said don't—… whatever. It's dead anyway. We'll need the
Commander unless you can force it open?"

(a few breaths)

Cultist (defeated): "Of course not, you're just a bodega clerk"

“



Dialogue:

Triggers:

None.

Notes:

Establishes quiet collapse following futile motion.
Defeat replaces urgency — Command reference sets up next narrative fork
("Commander" path).
Sustained low light and minimal player agency enforce trapped tension.

Everything stops. The player and Cultist sit motionless in the dark, the ship reduced to breath and
drifting dust as realization sinks in.

Camera: Seated perspective; limited to head‑look only.
Audio: Ship's hum fades completely, leaving only ambient breathing and room tone.
Environmental Cues: Cold viewport light; suspended particles drift slowly.
Objective / Task: None — serves as an unbroken pause for emotional absorption.
Player Feedback: Subtle idle animations show Cultist slumping forward, hands covering
face.

Actions:

No interactive prompts or functional systems.
Camera remains unlocked to allow quiet observation.

Dialogue:

Option B - Player did not touch Console

Cultist (slumping): "Gate looks dark. Hangar doors are locked. And I doubt you
can open them? No, we need the Commander's access I'm sure."“

Beat 3 | Hopeless Silence

(Silence — optional ambient breaths/sub‑vocal mutters only.)“



Triggers:

After timed duration (≈ 6 seconds), next beat auto‑initiates.

Notes:

Creates emotional stillness — the first moment of enforced reflection.
Encourages empathy and immersion through constrained agency and minimal sound.

A faint spark at the player's ear and HUD flicker signal the return of external contact — a fragile
thread of normalcy cutting through the void.

Camera: Seated perspective; limited to head‑look only.
Audio: Digital crackle fades up, followed by a human voice slicing through static.
Environmental Cues: Communication icon pulses in the upper HUD; faint back‑reflection
glimmers across the console glass.
Objective / Task: Engage or ignore the incoming call.
Player Feedback: Dialogue icon active; text/voice options appear — "Respond" /
"Ignore."

Actions:

Player may choose to answer or decline TeleTalk prompt.
Cultist visibly reacts once line activates.
Choice logged for branching dialogue weight.

Dialogue:

Triggers:

Player choice: Respond / Ignore → sets communication state variable.
Response branch loads the next beat's dialogue context.

Notes:

Beat 4 | TeleTalk Reactivation

Technician [via TeleTalk]: "Is anyone—oh thank god, you picked up! I think
I'm sealed in the breakroom…. What's happening out there? You're literally the
last on my contact list, no offense, but I can't get anyone on the network."

Cultist (reaction): "Now? Really? Turn that thing off — we need to think!"

“



Injects tonal contrast: her anxious brightness vs. his weary control.
First external voice since crisis reinforces isolation while expanding world context.
Begins interpersonal tension triangle: Player ↔ Cultist ↔ Technician.

The renewed communication forces an immediate choice — compassion, pragmatism, or paralysis.
The confined cockpit becomes the crossroads for the next narrative path.

Camera: Seated perspective; limited head‑look.
Audio: Steady dialogue.
Environmental Cues: none
Objective / Task: Decide next course of action through dialogue interface.
Player Feedback: none

Gameplay: Sets new navigation objective toward engineering section.
Cultist Response: Visible frustration; protests but eventually follows discreetly.
Transition: Arc 2 Seq 1 Beat 1 | Rescue & Regroup

Gameplay: Updates objective to locate station command deck.
Cultist Response: Approving nod, terse and focused.
Transition: Arc 3 Seq 1 Beat 2 | Bridge Lockout

Triggers:

None.

Notes:

Closes the cockpit sequence with clear player‑authored direction.
Reinforces tone of isolation, consequence, and constrained autonomy.

This confined sequence punctuates the opening action with stillness and decision.

Beat 5 | Decision Vector

Option A – Help the Technician

Option B – Ignore the Technician / Seek Command Deck

Narrative Intent

https://lore.enterlucent.com/books/narrative-structure/page/arc-2-seq-1-rescue-regroup
https://lore.enterlucent.com/link/170#bkmrk-beat-2-%7C-bridge-lock


Shows Cultist's unraveling and inversion of authority—he's revealed as untrained,
frightened, almost childlike in defeat.
Reintroduces human connection through the Technician, a voice of optimism from
earlier life aboard the station.
Presents the game's first meaningful moral and strategic choice, articulating core
themes: responsibility versus survival, empathy versus pragmatism.
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