Arc 2 Seq 4 | Reactor Epilogue B

Narrative Purpose

Bitter aftermath of reactor catastrophe, transforming technical defeat into fractured leadership
struggle.

e Emotional tone: Defeat laced with blame — resignation to simmering resentment.

e Immediate narrative goal: Assign fault, trigger trait shifts, and force player under Cultist's
lead toward Command Deck.

e Mechanical purpose: Introduce negative affinity consequences ("Self-Doubt" for
Technician, "Self-Righteous" for Cultist) impacting dialogue authority and player agency.

Narrative Breakdown

Beat 1 | Catastrophic Failure

The reactor's fragile stability shatters—alarms scream as containment fails, forcing a desperate
core ejection that saves the chamber but condemns the reactors forever.

o Camera: Full Control.

e Audio: Reactor screech peaks then flatlines; terminal error klaxon loops harshly.

e Environmental Cues: Containment glass cracks audibly; steaming coolant pools across
floor; lights strobe failure red.

e Objective / Task: Observe Technician's reaction; optional approach to console.

e Player Feedback: Screen haze pulses with breach warnings; interactions yield no
success states.

Actions:

e Containment glass fractures with visible stress lines.

e Coolant floods upward from floor grates, steaming violently.

e Technician announces ejection protocol, keys emergency sequence—cores launch with
heavy thuds.

e Emergency lighting overrides; readouts confirm permanent reactor offline status.

Dialogue:



Technician: “Cascade critical—ejecting cores, now!” [keys sequence, slams
terminal] “Damn it... they're gone. Permanently offline.”

Triggers:

e Ejection sequence completion unlocks next reaction beat.
e Console proximity triggers permanent loss confirmation dialogue.

Notes:

e Core ejection delivers mechanical consequence—success saves lives, failure kills power
generation.
e Technician's measured desperation humanizes her under existential system loss.

Beat 2 | Judgment Falls

Failure's aftermath breeds division as red light pulses through steam. The Technician grapples with
systemic betrayal while the Cultist delivers smug vindication.

e Camera: Full Control; player navigates flooded chamber freely.

Audio: Distant hull groans amplify isolation; static crackles over dead comms.
Environmental Cues: Flooded floor mirrors pulsing red strobes; shattered core
silhouettes loom through thickening steam.

Objective / Task: Approach either Cultist or Technician for optional dialogue query.
Player Feedback: Companion positioning locks (Cultist standoffish at distance,
Technician hunched over console).

Actions:

Steam thickens, reducing visibility between group members.
Player wades through shallow coolant pools toward companions.
Red emergency lighting casts accusatory shadows across faces.
Terminal readouts confirm total network blackout.

Dialogue:

44 Technician: “This isn't right...”
Cultist (snide): “Reactor's judgment, clear enough.”
Technician (ignoring): “Even emergency power should have network—can't
reach Command.”




Triggers:

e Interaction with either companion advances to fracture escalation.
e Extended observation intensifies environmental degradation effects.

Notes:

e First explicit group fracture post-failure; blame assignment begins organically.
e Technician's focus on systems vs. Cultist's moralizing establishes ideological split.

Beat 3 | Blame

Authority fully inverts as the Cultist claims leadership amid the wreckage. The Technician
withdraws into doubt while the player faces reduced agency under new hierarchy.

e Camera: Full Control; player movement constrained toward hatch exit.

e Audio: Technician's voice drops octave (Self-Doubt trait filter); Cultist's stride echoes with
newfound authority.

e Environmental Cues: Ul trait icons lock ("Self-Doubt" Technician slump, "Self-Righteous"
Cultist glow); map terminal blacks out completely.

e Objective / Task: Acknowledge Cultist's directive via reduced-agency prompt: "Follow to
Command."

e Player Feedback: HUD overrides with "Follow Cultist to Command Deck"; respect meter
visibly dips.

Actions:

e Cultist turns sharply toward exit hatch, gesturing commandingly.
e Technician slumps further over console, avoiding eye contact.

e Trait Ul solidifies—permanent relationship state change.

e Hatch cycles open, pulling player forward into duo path.

Dialogue:

44 Cultist: “If you'd gone to the Commander when | said, the station wouldn't be
destroyed.”
Technician: “I'll stay behind, see if | can figure the reactors out.”
Cultist: “As we should have from the hangar. Let's move.”

Triggers:

e Directive acknowledgment locks Cultist leadership state.
e Hatch activation transitions to Command Deck duo sequence.



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

Notes:

e Critical relationship pivot—Self-Righteous Cultist ascends, Self-Doubt Technician
descends.
e Respect meter dip creates tangible failure consequence for player tracking.

Narrative Intent

This epilogue weaponizes failure to erode group cohesion, elevating Cultist's judgment over
Technician's expertise.

e Cultist's "Self-Righteous" trait asserts mystic dominance, punishing player's prior choices
with reduced agency.

e Technician's "Self-Doubt" trait humanizes her fallibility, contrasting earlier command.

e Player absorbs diminished status heading into Act Il — failure's weight now shapes
obedience vs. resistance themes.
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