Arc 2 Seq 4 | Reactor Epilogue A

Narrative Purpose

Culmination of Arc 2's reactor crisis into fragile victory and group fracture.

e Emotional tone: Elation undercut by dawning isolation — relief to strategic divergence.

e Immediate narrative goal: Solidify companion traits and split the party, sending player +
Cultist toward Command Deck.

e Mechanical purpose: Award affinity traits ("Pacified" for Cultist, "Technically Correct" for
Technician) that influence future dialogue weighting and trust mechanics.

Narrative Breakdown

Beat 1 | Stabilization Joy

Victory washes over the reactor chamber as heat fades and systems purr. Brief elation cuts
through exhaustion before the next crisis looms.

e Camera: Full Control.

e Audio: Reactor hum downshifts to steady thrum; coolant hisses fade into ventilation
drone.

e Environmental Cues: Containment glass pulses soft blue; clearing steam reveals stable
core silhouettes.

e Objective / Task: Approach Technician at terminal for optional praise or simple
observation.

e Player Feedback: Ul trait icons flicker ("Pacified" Cultist glow, "Technically Correct"
schematic overlay).

Actions:

e Heat distortion fully dissipates; free movement restored.

e Technician leans back from console, exhaling visibly.

e Cultist shifts from tense observation to relaxed posture.

e Containment glass stabilizes, emitting steady blue rhythm.

Dialogue:



Technician: "We're stable! Look at her—purring like nothing happened!"
Cultist (to player): "Never doubted you for a second."

Triggers:

e Player approaches terminal—unlocks optional dialogue.
e Trait Ul confirmation locks in relationship progression.

Notes:

e Delivers essential emotional decompression after mini-game tension.
e Brief joy moment foreshadows encroaching reality through environmental settling.

Beat 2 | Network Blackout

The reactor's victory sours as station-wide darkness spreads across the holo-map. Group unity
frays under the Technician's alarm and Cultist's smug hindsight.

Camera: Full Control.

Audio: Terminal error chimes escalate; static bursts over speakers collapse into dead air.
Environmental Cues: Holo-map darkens sector-wide; red outage icons spread like veins
through station layout.

Objective / Task: Observe spreading blackout; optional interaction with Cultist for
context.

Player Feedback: HUD updates with new objective: "Reach Command Deck — Restore
Network."

Actions:

Technician swipes frantically through station diagnostics.

Holo-map pulses with expanding failure sectors.

Cultist crosses arms, tone shifting from supportive to knowing.
Player scans darkened map regions, noting path to Command Deck.

Dialogue:

44 Technician: "Network's completely dark. No comms, no gate signals—nothing."

Cultist: "That's why | mentioned the Commander. We'd be outbound by now if
you'd listened."

Triggers:



e Map observation completes—unlocks Command Deck pathway markers.
e Cultist interaction reveals optional foreshadowing lore.

Notes:

e Pivots relief into new urgency; introduces Command Deck as next act gate.
e Cultist's smugness plants first fracture in group dynamic post-victory.

Beat 3 | Party Split

Victory fractures as roles diverge—the Technician stays anchored to her reactors while the Cultist
aligns with the player, hatch cycling shut on fragile unity.

e Camera: Full Control.
e Audio: Hatch pressurization whine builds; distant station groans underscore coming

isolation.

e Environmental Cues: Blue reactor glow casts long shadows; map terminal blinks urgent
yellow.

e Objective / Task: Confirm departure via dialogue choice—"Lead on" (with Cultist) or
linger briefly.

o Player Feedback: Trait-locked companion behaviors activate (Cultist's relaxed stride,
Technician's precise gestures).

Actions:

e Player approaches exit hatch; interaction prompt illuminates.

e Technician remains fixed at console, monitoring readouts.

e Cultist moves to player's side, ready to accompany.

e Hatch cycles open after confirmation, sealing Technician behind.

Dialogue:
44 Technician: "l need to babysit these reactors—can't leave them unsupervised.
Catch up via TeleTalk."

Cultist: "I'll go with them. Someone practical should."

Option A — Lead On

e Gameplay: Hatch opens immediately; Cultist follows as duo proceeds to Command Deck
path.
e Cultist Response: Nods approvingly, stride matching player's pace.



e Purpose: Accelerates pacing; reinforces Cultist as immediate ally post-reactor success.

e Transition: Arc 3 Seq 1 Beat 2 | Bridge Lockout

Option B — Linger

e Gameplay: Brief delay; Technician offers one extra status update before urging
departure.

o Cultist Response: Impatient shift, glancing at hatch.

e Purpose: Allows relationship nuance; reinforces Technician's critical role without stalling
momentum.

e Transition: Arc 3 Seq 1 Beat 2 | Bridge Lockout

Dialogue:

44 Technician: "Cores holding at 68%—don't worry, I've got this. Make sure he
doesn't ... make things worse."

Triggers:

e Either choice progresses to Command Deck route with Cultist companion.
e Locks Technician separation state for arc duration.

Notes:

e First true party split creates narrative breathing room and duo-focused pacing.
e Barbs establish organic tension without derailing reactor victory momentum.

Narrative Intent

This epilogue cements Arc 2: technical victory exposes larger systemic collapse, fracturing the trio
into ideological pairs.

e Cultist's "Pacified" trait radiates artifact-born confidence, deepening his mystic pull on
player.

e Technician's "Technically Correct" trait reinforces her expertise but isolates her
temporarily.

e Player carries forward hybrid momentum — reactor savior now navigating command
intrigue amid network void.
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