Arc 2 Seq 3 | Manual Moderation

Narrative Purpose

This sequence serves as the culmination of Arc 2's escalating crises — moving from containment to
direct engagement with the heart of the station.

e Emotional tone: Exhaustion giving way to focus; determination under pressure.

e Immediate narrative goal: Stabilize the reactor by performing manual moderation of
the coolant cores.

e Mechanical purpose: Introduce A tactile rhythm mini-game, where precision and
restraint balance urgency.

Narrative Breakdown

Beat 1 | Heat and Realization

The trio crosses into the reactor's white-orange inferno—oppressive heat warps reality as the
Technician confronts the station's failing heart.

Camera: Ful Control.

Audio: Low industrial drone under sizzling pipes; ventilation roars like a wind-tunnel.
Environmental Cues: Distorted air ripples; molten reflections dance on steel; coolant
mist seeps through floor cracks.

Objective / Task: Regain footing and approach the Technician at the primary terminal.
Player Feedback: Vision blurs and controller vibrates near hot zones; breathing filter
simulates heat oppression.

Actions:

e Group steps into chamber; heat distortion intensifies immediately.

e Technician moves directly to primary terminal, scanning damage readouts.
e Player navigates warped space toward her position.

e Cultist lingers, observing with reverence amid the chaos.

Dialogue:



Technician (shouted): “Three cores down—coolant lines ruptured!”
Cultist: “The heart burns as it was meant to.”
Technician: “No—listen! We can moderate manually!”

Triggers:

e Player reaches terminal proximity—unlocks interaction context.
e Heat proximity intensifies visual/audio distortion effects.

Notes:

e Establishes reactor chamber as active threat environment.
e Tension shifts from external chaos to focused mechanical crisis.

Beat 2 | Plain Speech, Command Tone

The Technician cuts through the roar with crisp authority, breaking down the crisis into actionable
steps. The player grasps the stakes as silver coolant cylinders become the lifeline against
meltdown.

e Camera: Subtle pull-in to Technician at console; Full Control returns for player exploration
around chamber.

e Audio: Console beeps layer over closer coolant hissing; reactor hum forms steady
bassline foundation.

e Environmental Cues: Wall tubes glow dull silver, each containing smooth cylinders; heat
distortion eases slightly near terminal.

e Objective / Task: Listen and observe as she explains the manual moderation process.

e Player Feedback: Ul marker flashes on target tube; gentle audio ping reinforces her
instructions.

Actions:

e Technician keys rapid commands into primary terminal.

e Wall-mounted silver cylinders highlight sequentially per her direction.
e Player scans environment, noting reactor ports and tube layout.

e Cultist shifts from reverence to grim comprehension.

Dialogue:

44 Technician: “See those silver cylinders? Pull them out—slowly—and feed them
into the reactor ports | flag. Too fast and we lose containment.”



Technician (sharper): “And listen—those plasma fires burned through most of
our coolant. If we mishandle this, the other cores will start to melt down.”
Cultist: “Melt... and what follows?”

Technician: “Power loss. Docked ships go dark, life-support throttles, the jump
gate dies. | can’t stabilize three cores with what we’ve got left.”

Cultist: “So the station starves.”

Technician: “Unless we do this right. Now move.”

Triggers:

e Dialogue completion unlocks cylinder interaction mini-game.
e Ul markers activate on flagged reactor ports.

Notes:

e Establishes clear stakes and failure states for impending task.
e Technician's command tone solidifies her leadership; Cultist's question reveals station-
wide consequences.

Beat 3 | Moderator Insertion Mini-Game

Mini-Game: The player engages the reactor's heart directly—carefully feeding silver cylinders into
glowing ports as the chamber responds to every measured input.

e Camera: Continuous Full Control.

e Audio: Procedural rhythm builds—air hisses, reactor thumps, harmonics rise if tempo
drifts.

e Environmental Cues: Cylinders pulse with light veins tracking insertion rate; ambient
glow shifts from amber to deepening white as stability grows.

e Objective / Task: Complete Mini-Game

e Player Feedback: None.

Actions:

e Mini-Game: Arc 2 Step 3 | Mini-Game

Triggers:

e Successful No Arc3 Arc 2 Step 4 | Reactor Epilogue A

e Successful with Arc3 Arc 2 Seq 4 | Reactor Epilogue C

e Failure no Arc3 Arc 2 Step 4 | Reactor Epilogue B
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e Failure with Arc3 Arc 2 Seq 4 | Reactor Epilogue D

Narrative Intent

This capstone scene fulfills Arc 2's promise: the crew finally restores function, but the victory feels
wrong.

e It reverses roles: the Technician takes command, the Cultist slips from prophet to
follower, and the Player becomes the instrument bridging them both.

e |t seeds the next act’s dilemma: success awakens something in the system, and in the
player.
The fade-out provides a moment of relief

e Moderator rhythm mini-game success stabilizes, but cores emerge degraded

e Failure triggers critical breach (section depressurization, structural collapse)

e Long tail: Reactor wing becomes either stable source of reduced power OR total a total
loss with potential vacuum deadzone, gating access/content based on player precision
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