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Three Act Structure Overview

Sempiterni follows a specialised version of the three-act structure used in psychological horror.
Rather than mapping purely external threats, the structure tracks the protagonists' internal mental
decay and unravelling grip on reality alongside the external plot. The Convergence doesn't attack
— it reveals. The horror is not what it does to the world but what it shows each character about
themselves.

Act One: What you believe to be true is already wrong. Act Two A: The world still mostly makes
sense, but the edges are soft. Act Two B: The world no longer reliably makes sense, and the
characters know it. Act Three: You cannot go back. The only question is who chooses what comes
next.

~90 pages / 6 chapters / alternating POV

Overview
Three Act Structure
Overview
Overview

Core Thematic Engine

ACT ONE — The World As It Is
(Deceptive Normalcy)



The function of Act One in psychological horror isn't setup — it's establishing the baseline reality
that will be dismantled. The reader needs to trust the world before it starts lying.

Opens in the Tabularium. Wren is meticulous, controlled, and safe in systems and data. They are
good at their job precisely because they don't ask questions that don't have answers. The
relationship with Atlas is introduced early — Wren's only truly chosen thing, the one relationship
not mediated by hierarchy or information control.

The horror seed: Wren finds a small inconsistency in the archive. Not dramatic — a date that
doesn't match, a record that references an event that officially didn't happen. They almost don't
pursue it. This is the last moment they could have turned back, and the narrative should make the
reader feel it.

Opens in motion — a Wayfarer caravan crossing the Free Territories. Aran is in his element,
physical, observant, reading the land. The relationship with Sage Yahari and the oral tradition is
established. The land has been wrong for a while now in ways too small to name — an animal
behaving oddly, a plant growing in the wrong direction, the cosmic hum slightly off-frequency.

The horror seed: Aran finds something in the Badlands that shouldn't exist. Not a monster —
something quieter. Evidence that Aetheris is changing selectively, drawn to certain individuals. He
doesn't understand what he's seeing yet. But he can't unread it.

Act One ends when both characters cross a threshold they cannot uncross. Wren pulls the
thread. Aran follows the evidence. Neither knows the other exists yet.

See: Chapter Breakdown — Act One for full chapter-by-chapter detail.

The longest act and the heart of the psychological horror structure. Two distinct movements.

Wren's Thread

Aran's Thread

ACT TWO — The Unravelling
(Reality Under Pressure)

ACT TWO A — Doubt



The world still mostly makes sense, but the edges are soft.

The horror in this movement is gaslighting at a cosmic scale. The Convergence doesn't announce
itself. Things are just slightly wrong. Because the characters are intelligent, they doubt their own
perception before they doubt reality.

Wren's unravelling begins cognitively. The deeper they go into the archive conspiracy, the
more they find their own memory unreliable. Did they read that record yesterday, or did they
dream it? Is that their handwriting in the margin? Aetheris in the Tabularium is subtle — it's been
there so long it's been mistaken for the hum of the climate control system. Wren starts to
understand that the Council isn't just suppressing history. They're replacing it, and SEED is the
mechanism. The horror: some of what Wren knows about themselves may have come from a
curated source.

Atlas begins to deteriorate here. His illness isn't random — it's Aetheris exposure accelerating a
pre-existing condition, his body beginning to change. Wren watches someone they love being
rewritten and cannot stop it. This is the emotional core of Wren's arc — the personal experience of
what the Convergence does, before Wren understands it cosmically.

Aran's unravelling begins physically and sensorially. His body starts reporting things his
mind can't verify. He smells water where there is none. He hears the caravan moving when it's
stopped. His proprioception starts to glitch. For someone whose entire identity is physical
competence and environmental reading, this is existential.

He begins to cross the ocean toward Arbour's continent — drawn by the evidence, by Yahari's
dying words (Yahari dies here, and his death should feel earned and terrible), by something he
can't name that feels like pull rather than choice. The horror: is he following his instincts, or is the
Convergence using his instincts to move him where it wants him?

What he's actually chasing, locked for Act Two A/B: not a new mystery, but his own Act One
discovery, followed across an ocean. The evidence he found in the Badlands — Aetheris changing
selectively, drawn to certain individuals — doesn't stay behind when he leaves. Once in Arbour,
applying scout instincts to an unfamiliar kind of terrain (rumor, gossip, the Sprawl's own oral record
of who's vanished and when), he begins mapping a pattern of disappearances and unexplained
deaths — without yet knowing this is the Council's own CRS/quarantine classification mechanism,
the same institutional erasure that produced Cael Morrow's half-remembered legend and, though
Aran has no way to know this, Wren's own buried history. He is not investigating Arbour. He is still,
in every way that matters to him, investigating the one thing he saw in the Badlands and could
never unread — it has simply followed him across the ocean wearing a different name.

The world no longer reliably makes sense, and the characters know it.

ACT TWO B — Collapse



This is where the horror becomes overt. The psychological pressure tips into crisis. Both characters
are now operating in a genuinely unreliable reality — but crucially, they are unreliable in different
ways, which is what makes the dual POV devastating here.

Wren and Aran meet. This should feel inevitable and also wrong — like they were steered toward
each other. The question of whether their meeting is a coincidence, choice, or Convergence is
never answered cleanly.

The mechanism, locked: Aran, now mapping CRS/quarantine disappearances across the Sprawl
as the continuation of his own Act One discovery (see Act Two A above), ends up working a district
in Wren's broader Sprawl-adjacent orbit — not the specific district where Wren's own buried cutoff
happened, which would be too neat a coincidence and would risk pre-answering the Convergence-
engineered question for the reader, but close enough in texture and geography that the overlap
feels uncanny rather than arbitrary. A visibly Badlands-marked outsider, asking the specific kind of
pattern-shaped questions about who's vanished and when, is the sort of presence that gets noticed
in a tier-conscious city — and Wren, whose own instincts are archival, pattern-trained, built to
notice exactly this kind of irregularity, is the one who notices him first. Aran isn't looking for Wren
specifically; he doesn't know Wren exists. Wren isn't looking for Aran either, except in the sense
that noticing what doesn't fit a pattern is the one thing Wren has never been able to stop doing.
The asymmetry matters: one of them is actively pursuing something, the other is ambient, present,
simply paying the kind of attention they've always paid — and the meeting should read as the
convergence of an active search and a passive habit, not two people independently choosing each
other.

This also carries real unstated weight for the reader without either character knowing it: Aran is,
from the outside and without realizing it, slowly reconstructing the exact mechanism that was used
on Wren personally. When they meet, he is not simply a stranger in the right place. He is the one
person on the continent independently closing in on the truth Wren's own mind was built to never
reach alone.

Wren's collapse is identity dissolution. The archive revelation is complete — they now know
everything about Jian Wei, the Fade, and the Council's founding lie. But knowing doesn't help. In
fact, knowing makes it worse, because Wren understands that the self they built was built on false
information. Who are you when everything you used to define yourself was given to you by people
who lied? Aetheris preys on this specifically. Wren begins to experience episodes — moments
where they're not sure if what they're thinking is theirs.

Atlas dies here, or changes beyond recognition. This is the pyrrhic cost beginning — something that
cannot be undone, something that makes the victory feel conditional before it's even won.

Aran's collapse is bodily autonomy. His physical changes are now undeniable — something is
different, measurably, in how his body processes Aetheris. He is becoming something. He doesn't
know if it's wrong. The Convergence's logic starts to make a terrible kind of sense to him, which is
the most frightening thing that's happened yet. He finds himself almost agreeing. That moment of
almost-agreement is the lowest point of his arc.



Act Two ends at the abyss. Both characters have lost something irreplaceable. The threat is
fully understood. The scale is cosmic, and the personal cost is already real. The Convergence
makes its offer — directly, in whatever form it communicates. Let us finish what we started. It
won't hurt. You'll be more than you were.

The function of Act Three in psychological horror is not resolution — it's reconstitution. The
question is not whether the protagonist survives but who survives.

The Convergence's offer is genuinely tempting and the narrative must honour that. It's not lying
about what it can give. It's only lying about consent being irrelevant.

The climax is not a battle. It's a negotiation with reality itself — Wren using every archival skill they
have to understand the Convergence's own logic and find the fracture in it, while Aran uses his
changed body, his physical intuition, his deep planetary connection, to anchor them both in this
reality rather than the one the Convergence wants to make.

The pyrrhic cost: the victory requires both of them to accept their own transformation — but on
their terms, at their pace, in the direction they choose. They cannot un-change. But they can
choose the shape of the change. Something is permanently lost. Atlas, or the world-as-it-was, or a
version of themselves that could have existed if none of this had happened.

The solarpunk coda: not a rebuilt world — too soon for that. Instead, the beginning of a different
kind of people. Wren and Aran, changed but chosen. The Wayfarers and the Sprawl survivors and
the Chronalum dissidents starting to talk to each other for the first time. Not a utopia. A direction.
The sense that what grows next will be theirs.

The final image should be small and specific and alive. Not triumph — possibility.

A few structural tools to use across all three acts:

The drift — Chapters narrated by a character under heavy Aetheris influence should subtly
change in prose style: syntax loosening, sensory details becoming unreliable, time becoming non-
linear. The reader should feel the drift before the character acknowledges it.

ACT THREE — The Transformation
(Chosen or Imposed)

Dual POV Horror Mechanics



The mirror — Wren and Aran's chapters should rhyme structurally — similar situations, opposite
responses. As the book progresses the rhymes become more distorted, reflecting the
Convergence's effect on both.

The intrusion — The Convergence should appear in both POVs before it's named — as a feeling, a
wrong note, a thought that doesn't quite belong to the thinker. When it finally speaks directly it
should feel like recognition, not introduction.

The reader advantage — The reader should always be about half a chapter ahead of the
characters in understanding what's happening. That dramatic irony is the engine of dread.

Act Pages Words Chapters (approx)

Act One ~90 pages ~22,500 words 6-7

Act Two A ~120 pages ~30,000 words 8

Act Two B ~120 pages ~30,000 words 8

Act Three ~100 pages ~25,000 words 6-7

**Total** **~432 pages** **~108,000 words** **~28-30**

This structure exists to serve one question, asked at every scale of the book — personal, political,
cosmic:

Is transformation something that can be survived, or only something that can be
chosen?

The Council believes control is protection. The Convergence believes consumption is salvation.
Cassan believes he has already proven that transformation can be mastered. Every one of them is
wrong in the same way — they have mistaken the absence of choice for safety.

Wren and Aran's victory, such as it is, is the first act of genuine choice anyone in this story has
been permitted to make about their own becoming. That is the whole book.

Length Targets by Act

The Thematic Throughline



Chapter Breakdown



Themes & Motifs



Themes & Motifs

Book One needs to feel like the opening of a series, not just a complete, self-contained story with a
sequel hook bolted on. The chosen solution is not to make the five-arks mystery Book One's main
plot — that would require restructuring Act One through Three. Instead, this document designs how
the mystery gets felt as a held card across Book One: present, weighted, clearly significant, and
entirely unresolved.

The guiding principle: a reader should finish Book One sensing that something larger connects to a
structure they haven't seen yet — without being able to say what that structure is. The structure
itself, including its center point, is deliberately undesigned at this stage. See Section 1 below.

(Not for the page. Not for any character to know, suspect, or articulate, in Book One or for the
foreseeable series.)

The five arks were not launched toward five arbitrary, unrelated destinations. They form a
structure — a deliberate or emergent geometric relationship between five points, with an
unknown center point. The author's working sketch:

The Five Arks
Purpose of This Document

1. The Formation — Author-Level
Structural Note

                             (ARBOUR|01)

                             []

                                 /\

                                /  \

                               /    \

                 (ARBOUR|02)  /      \  (ARBOUR|03)

                          [] /________\ []

                            /\   (C)  /\



ARBOUR|05/Cordis occupies one vertex of this structure, not an isolated position. The center point
— (C) [?]  — is the intended final-book payoff for a reader who has followed the whole series.
What (C)  is remains genuinely undecided — candidates considered and explicitly not chosen
include a shared rendezvous point, a navigational anchor, and the Convergence itself. None of
these has been selected. This is deliberate: committing now would mean every subsequent book is
quietly written toward a known answer, which risks foreclosing a better one once it's actually
needed. Whether the formation was designed on purpose by Project Arbour or is an
emergent pattern nobody intended is equally undecided, for the same reason.

Working rule for all future books: each ark likely "owns" its own book's central mystery,
contributing one more confirmed vertex to the shape — but which ark maps to which future book is
not decided here and shouldn't be assumed.

Reality tears in the Penumbran Reach do not only bleed Aetheris through from the Convergence.
Under sufficiently violent conditions — such as the Kugelblitz burst and the residual antimatter
detonation at ARBOUR|05's impact, both already established as having permanently widened
nearby tears and increased Aetheris intensity by roughly 340% (see Kugelblitz Jettison
Mathematics) — a tear can pull physical matter and information sideways: across space, and,
critically, across time.

This is not a new, unexplained category of event bolted onto existing physics — it follows from
what's already locked. ARBOUR|05 travelled at relativistic speeds for decades, meaning real time
dilation already separates its own internal clock from Cordis's. A tear violent enough to move
matter sideways across space has no obvious reason to respect time symmetrically when the very
ships involved are already time-displaced relative to one another by the nature of relativistic travel.
The tears are not just a wound in space. They are a wound in spacetime.

This single mechanism is what unifies all three Book One seed-points below, rather than leaving
them as three unrelated coincidences. It also means future books are not constrained to treat the
other arks as contemporary with ARBOUR|05's crash — an ark's own "falling" could have occurred,
relative to Cordis, decades or centuries before or after Book One's present.

                           /  \  [?] /  \

                          /    \    /    \

                         /______\  /______\

                    (ARBOUR|04)     (ARBOUR|05)

                   []                  [Cordis]

2. The Underlying Mechanism



Each seed-point is carried by a different POV, uses a different register, and confirms a different
category of fact about the formation — without any of them confirming the same fact twice, and
without any of them being resolvable within Book One.

Register: Technical/archival. Confirms: that contact of some kind occurred.

While pursuing the Deviation Log (an existing three-year obsession), Silas — with Wren's
involvement as the connection deepens — finds telemetry data buried in ARC's corrupted memory
that appears to originate from one of the other four arks. No designation is given; which ark is
deliberately left unspecified, even at this design level. There is no corresponding contact event
anywhere in Arbour's recorded history. The timestamp is corrupted or internally contradictory in a
way that places the contact after the crash — but pins down neither when, nor whether it could
still be ongoing in some form ARC isn't capable of flagging clearly.

ARC cannot explain how it received this, when, or what — if anything — was communicated. This
becomes Silas's private, unresolved obsession: something found, not provable, not actionable, and
difficult to even articulate to anyone else without sounding unstable.

Tied to Section 2's mechanism: the contact is understood (by the reader, never explicitly by a
character in Book One) as information that crossed through a tear sideways — not a conventional
transmission across normal space.

Register: Technical/archival, material rather than textual. Confirms: that another ark exists, or
existed, very far away.

At the exact moment of the Kugelblitz burst and impact-site detonation, a navigation/positional
instrument belonging to one of the other arks was pulled sideways through the violently widened
tear and deposited in ARBOUR|05's own debris field. In the chaos of the crash, it was catalogued by
the founding generation as unidentified wreckage — indistinguishable, at the time, from any other
piece of debris — and has sat in Tabularium storage, unexamined or misidentified, for centuries.

3. The Three Book One Seed-Points

Thread 1 — Contact (Wren / Silas Varran,
via ARC)

Thread 2 — Position (Wren, via a
Tabularium artifact)



Wren encounters it directly: a physical object, not a document. What tips them off is materiality,
not formatting — the instrument is unmistakably engineered, recognizably similar in purpose to
ARBOUR|05's own instrumentation, and unmistakably not built to any convention Wren recognizes
from Arbour's own manufacturing tradition. The instrument is still "reading," like a stopped clock
frozen at the moment it crossed over: a single coordinate, which — if ever properly plotted —
places its origin in deep, undisturbed interstellar space, nowhere near KOI-8565.

This is the most concrete, almost provable of the three threads, and the one most likely to invite a
character to try to verify it — which is a deliberate design choice. It should feel like the seed-point
with the most "evidence," even though it explains the least about why or who.

Tied to Section 2's mechanism: explicitly and directly — this is the clearest on-page example of
physical matter crossing sideways through a tear, discovered without the mechanism itself ever
being explained to the reader in Book One.

Register: Oral/physical/embodied — distinct in kind from Threads 1 and 2, consistent with Aran's
sensory, instinctive arc rather than Wren's archival one. Confirms: that this has happened before,
long before ARBOUR|05 ever arrived.

Placement, locked: Act Two B, not Act One and not Act Three. This was deliberately checked
against two competing constraints. Act One was ruled out: existing canon already establishes that
what tips Aran toward crossing the ocean is Yahari's death and an unnamed, unverifiable "pull" —
explicitly framed as the chapter's central ambiguity ("is he following his instincts, or is the
Convergence using his instincts to move him"). Adding a second, external, verifiable reason for
crossing at the same moment would dilute that ambiguity by giving the reader a non-instinctual
justification to fall back on. Act Three was also ruled out: by that point Aran is no longer doing the
kind of ordinary, accidental fieldwork this thread depends on — Act Three is the climax and coda,
not scouting work. Act Two B fits cleanly: Aran is on Arbour's continent, his body is already visibly
changing, and the thread can land during something fieldwork-adjacent without needing to explain
why a Wayfarer scout is still doing scout-like work this deep into the book. It also gains real,
uncredited thematic weight here that it wouldn't have had earlier — an ancient site proving this
has happened before lands very differently for an Aran who is already mid-transformation himself,
at the exact low point where "the Convergence's logic starts to make a terrible kind of sense to
him." The no-thread-explains-another rule still holds: Thread 3 is never explicitly connected to his
bodily collapse on the page, but the proximity is available for the reader to feel.

During ordinary fieldwork or travel — accidental, not sought, not called to — Aran stumbles onto a
site that Wayfarer tradition treats with the same wary reverence as a Penumbran Installation:
marked, avoided, spoken of carefully if at all. Per the fragments of tradition attached to it, this is
where "something else came down" — a falling distinct and separate from ARBOUR|05's own,
which Wayfarer oral history already accounts for elsewhere.

Thread 3 — Precedent (Aran, via
fieldwork)



Unlike Threads 1 and 2, which are uncertain-but-recent (clearly within the era of Arbour's own
existence, even if the exact timing is unclear), this falling is understood — within Wayfarer tradition
— to be ancient, predating ARBOUR|05's crash entirely, and is fully mythologised rather than
treated as a live mystery by anyone currently living. This is a deliberate contrast: it implies the
tears have been doing this for a very long time, on a timescale that makes ARBOUR|05's arrival
look recent and almost incidental, consistent with the existing established fact that the Penumbran
Reach's tears were "stable over millennial timescales... but slowly" before ARBOUR|05's arrival
accelerated things (Kugelblitz Jettison Mathematics, Part Eight).

Aran's discovery is purely accidental — not led there, not compelled, not connected to his Stage
Three "click" experience. This separation is deliberate: conflating this discovery with his instinct-
betrayal arc would blur two beats that should stay distinct. The click is about his own senses
becoming unreliable. This is a cold, external fact, found by chance, that exists regardless of
anything happening inside him.

Tied to Section 2's mechanism: implicitly — the site is never explained on the page as tear-related
in Book One, but is understood by the author (and eventually, perhaps, by later-book Aran or a
sufficiently expert character) as a much older instance of the same underlying phenomenon as
Thread 2.

Thread Carrier Register Mechanism
(unstated on
page)

In-World
Timing

On-Page
Placement

Confirms

1 — Contact Wren / Silas,
via ARC

Technical/ar
chival

Information
crossed
sideways
through a
tear

Post-crash,
timestamp
uncertain,
possibly
ongoing

Act Two A
onward
(existing
Silas/ARC
obsession)

Something
reached ARC
from
elsewhere

2 — Position Wren, via
Tabularium
artifact

Technical/ar
chival,
material

Object
crossed
sideways
through the
tear at the
moment of
the crash

Locked to
the crash
event; reads
a position
far from
here

Act Two A
onward
(Wren's
archival
work)

Another ark
exists/existe
d, far away

4. Summary Table



3 —
Precedent

Aran, via
fieldwork

Oral/physical
/embodied

An older
instance of
the same
crossing
phenomenon

Ancient,
predates
ARBOUR|05,
fully
mythologise
d

**Act Two B,
locked this
session** —
not Act One
(would
dilute the
instinct/forg
ery crossing
ambiguity)
or Act Three
(no ordinary
fieldwork
context left
by then)

This has
happened
before

No thread explains another. Wren never connects Thread 1 to Thread 2 explicitly as
"the same kind of thing" in Book One; Aran's Thread 3 is never put in conversation with
either of Wren's threads. The connections exist for the reader to sense, not for characters
to articulate. Premature in-text connection would collapse the mystery's weight.
No thread names a count, a formation, or other arks by number. None of the three
threads should imply "there are five ships" or "this is part of a pattern" as a stated fact —
only as an accumulating, uncomfortable sense that something doesn't add up.
Timing deliberately varies in kind, not just in degree, across the three threads
(uncertain-recent, locked-to-an-event, ancient-mythologized) so they don't read as three
instances of the same beat repeated.
The center point (C)  and the deliberate-vs-emergent question (Section 1)
remain undecided indefinitely. Do not let any future worldbuilding document quietly
answer either question as a side effect of unrelated work — if either gets decided, it
should be a deliberate, flagged decision, not an accident of momentum.

5. Deliberate Design Principles
(carry forward to future books)



Themes & Motifs

Canonical version — reconciled from two prior drafts (the standalone Overarching Themes
document and a near-duplicate embedded in Plot & Structure). This document supersedes both.
See reconciliation notes at the end for what was merged, kept, or cut, and why.

The central ideological question asked at every scale of the narrative — personal, political, and
cosmic — is whether transformation is something that can be survived, or only something that can
be chosen.

The Convergence: Believes consumption is salvation, operating under the assumption
that it elevates life by rewriting it. It does not recognize the concept of consent. At the
bodily level, it functions as an allegory for the horror of a body altering itself against the
resident's will or comfort — a profound dysphoria and alienation imposed from outside,
with no opt-out.
The Twelve / The Council: Believe control is protection, assuming that managing and
suppressing the population is a necessary form of salvation.
Cassan Vale: Represents the darkest manifestation of this theme. He was rewritten as a
child and survived, drawing the incorrect conclusion that transformation can be controlled.
The Resolution (Authentic Embodiment): Genuine victory in this setting requires
characters — specifically Wren and Aran — to accept transformation on their own terms,
making the first genuine choice about their own becoming. You cannot un-change. But
you can claim sovereignty over the shape it takes.

Themes & Motifs Document
Themes & Motifs

Core Themes
1. Transformation vs. Consumption (The
Necessity of Consent)



In Arbour, systems built to ensure survival have calcified into mechanisms of control. The narrative
argues that mistaking control for safety ultimately invites destruction.

Manufactured Scarcity: The Council rations power and suppresses the secondary fusion
plant (the Vault) and the solar arrays (the Frames) to maintain the tier hierarchy,
convincing themselves that this containment protects the population from Aetheris.
Information Architecture: Power is maintained not through brute force, but by
managing what people know. Cassan Vale governs through information asymmetry,
ensuring no faction has the complete picture.
The Original Sin: This control did not begin as malice. The Penumbran Reach's reality
tears were naturally occurring and stable over millennia until the emergency jettison of
ARBOUR|05's Kugelblitz drive accelerated the system's destabilisation — humanity
wounded the fabric of the system out of desperation, not cruelty. In the same way, the
first post-crash Council suppressed energy resources to prevent the immediate dissolution
of order during a crisis, not to oppress anyone. Centuries later, both wounds — the cosmic
and the political — have become inherited, unexamined structures nobody alive chose
and nobody alive fully understands. Control, here, is not a plan. It is sediment.

The narrative consistently dismantles the idea that memory — whether institutional, digital, or
biological — is an objective record, and extends that instability to identity itself: if memory can be
edited, so can the self built on top of it.

Wren Emberlain: Operates under the belief that truth is recoverable through patience
and care. The horror of their arc is the discovery that their identity and primary virtue
were deliberately manufactured by the institution that erased their memories of
resistance — a mirror for the trauma of forced repression, in which an authentic, resistant
self is carved away and replaced with something compliant.
Aran Sunderwood: Trusts his physical senses entirely. The Convergence uses this
reliance against him, producing a forgery (the click) that mimics his trusted instincts
perfectly.
ARC (Autonomous Routing & Control): Arbour's AI suffers from non-linear memory
degradation, issuing instructions based on false memories that are blindly followed
because nobody understands the system.
The Chronalum: Believes it has preserved the objective truth, yet its foundational
historical record contains a critical, unrecognised error.

2. Control as False Protection

3. The Fragility of Truth and the
Manufactured Self



A sensory motif representing the exact moment biology begins to interpret cosmic interference as
a natural signal. It is described as a sound felt in the bones rather than heard. It represents the
Convergence's insidious ability to bypass intellect and hijack foundational instinct.

Load-shedding in the Sprawl is a normalised feature of daily life. It serves as a motif for systemic
inequality and the slow, grinding reality of manufactured scarcity. The shed dictates the rhythm of
the lower tiers, acting as a constant, physical reminder of the Council's unseen hand.

The Penumbran writing material, which requires specific, often dangerous conditions to reveal its
structural text, mirrors the narrative's approach to truth. Just as Tier 3 Latensite is legible only
under Aetheris-adjacent conditions, the characters can only perceive the complete truth of their
world by exposing themselves to extreme, transformative danger.

Operating outside the Azure and Verdant Branches, these networks provide alternative, non-
numbing care for CSD. They serve as a motif for mutual aid, community resilience, and the ways
marginalised groups care for one another when institutional medicine fails them — a lived
counterpoint to the Council's suppressant-and-silence model of "treatment."

Across multiple characters, the physical body acts as a record of systemic failure or cosmic
interference.

Atlas's Condition: His pre-existing illness is accelerated by Aetheris, making his physical
deterioration indistinguishable from his baseline bad days.
Aran's Weathering: His bleached fur tips and weathered build act as visible, undeniable
text that Arbour residents read as contamination.

Core Motifs
1. The Click / The Hum

2. The Shed

3. Latensite and Hidden Text

4. Shadow Settlement Care Networks

5. The Body as a Corrupted Archive



The Scratch: The subclinical pressure and skin irritation felt by Sprawl residents,
dismissed officially as a byproduct of recycled air, serves as the body's early-warning
system rejecting an altered reality.

For continuity reference — not part of the canonical theme content above.

Theme #2 kept the political/institutional framing from the standalone document ("Control
as False Protection") rather than the embedded version's biopolitical reframing
("Institutional Gatekeeping and the Policing of Form"). The dropped version's specific
content — CSD suppressants as medical gatekeeping, Aran's body as policed — isn't lost;
it lives correctly under Motif #5 (The Body as a Corrupted Archive) and Theme #3,
where the policing-of-form material was already doing work.
"Institutional Momentum and Original Sin" existed as a standalone 4th theme in the
standalone document and was absent entirely from the embedded version. Per decision,
it's been folded into Theme #2 as "The Original Sin" rather than kept as its own theme —
the content (the Penumbran Reach's natural tears, the jettison, the first Council's crisis-
era decision) is preserved, just nested under the control theme it was always in service of.
Theme #3 merged forward the embedded version's explicit "mirrors the trauma of forced
repression" framing for Wren, since it sharpens rather than contradicts the standalone
version.
Motifs: both "Latensite and Hidden Text" and "Shadow Settlement Care Networks" are
kept as distinct entries (5 motifs total), per decision — they don't compete for the same
thematic space, so there was no need to choose between them.
This document should be treated as the single canonical source. The embedded
duplicate inside the Plot & Structure source file should be removed or replaced with a
pointer back here, so a third version doesn't quietly start drifting from this one.

Reconciliation Notes
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To-Do Lists

Build these documents before drafting begins. Each one should be Weir-level detail — specific
enough that every scene writes itself.

[x] Arbour's power grid — how it works, what fails, what each tier receives, failure
cascade behaviour
[x] Water recycling and food production — the Verdant Branch in detail, what people
actually eat by tier
[ ] Atmospheric processing — what people breathe, how it differs by tier, what chronic
exposure to lower-tier air does to a body over a lifetime
[ ] Communications infrastructure — how information moves through Arbour, how the
Council controls it, what gets through and what doesn't
[x] Transport within Arbour — vertical and horizontal movement between tiers, who
has access, what it costs, what it signals about status
[~] **Arbour City Geography** ⚠️ *Partially complete — see World & Lore → Core Systems
→ "Arbour City Geography — Skeleton." Hull shape, internal systems, hull-to-city cross-
section, and Spine position are all resolved. Still open: district layout, district names,
street-level texture. Prerequisite for the transit tube map and most location documents —
now partially unblocked.*
[ ] Arbour Transit Tube Map ⚠️ Requires City Geography document to be complete first.
To be built as a designed artefact — SVG or illustrated map suitable for inclusion in the
novel as a front matter piece.
[ ] The Badlands ecology — what grows there, what lives there, why it exists, what
Aetheris has done to it over centuries
[ ] Cordis weather systems — the twin suns in practice, what the climate instability
actually looks like day to day, seasonal patterns if any exist
[ ] The ocean — what's in it, why crossing is so dangerous, how the Wayfarers do it,
what's been lost trying
[ ] Communities of Cordis — full ecosystem map of communities inside Arbour, in the
Badlands, in shadow settlements, and across the Free Territories beyond the Wayfarers.
How they trade, how they understand Aetheris, what they know that nobody else does

World Systems To-Do

Physical Systems



[ ] Flux in detail — how currency works day to day, what things cost by tier, what
happens when you run out, how the black market circumvents it
[ ] Tier movement — can you move up or down, how, what does it cost, how rare is it,
what does upward mobility require you to become
[ ] Education system — what children are taught by tier, what is omitted, how history is
curated from the earliest age, what the Violet Branch controls
[ ] Healthcare — who gets what treatment, how the VANS diagnosis is weaponised, what
lower tier medicine actually looks like, black market medicine
[ ] The Branch employment system — how people enter Branches, can they leave,
what happens if they try, how loyalty is enforced
[ ] Law and punishment in detail — specific crimes, specific consequences by tier,
what counts as Taint exposure, what disappearance looks like officially
[ ] Wayfarer social structure — caravans, elders, decision making, coming of age
traditions, how knowledge is passed down, how disputes are resolved
[ ] Bonding and family traditions — how relationships are structured in Arbour vs the
Free Territories, what the Council encourages, what it discourages and why

[x] The Council's internal structure (see Political Systems) — how decisions actually
get made, what the hierarchy within the Council looks like, where the real power sits vs
the ceremonial power
[ ] Inter-Branch relationships — rivalry, cooperation, hierarchy, which Branches have
historically clashed, which are quietly allied
[ ] The Chronalum's network — cells, communication methods, how they avoid
detection, what they actually know vs what they think they know, the foundational error
[ ] The black market's structure — supply chains, who enforces neutrality, safe zones,
what happens when deals go wrong, Otis Audagar's specific role
[ ] Arbour's relationship with the Badlands — official position vs actual use, what the
Council extracts from the Badlands, what the Thorns are really doing out there

[ ] Aetheris exposure map — which areas of Cordis, what intensity, how it has shifted
over centuries, where the hot zones are and why

Social Systems

Political Systems

Biological Systems



[ ] The Custodian process in detail — selection criteria, what actually happens to them
physically, the rejection rate, what rejection looks like, what Voss knows that she doesn't
say
[ ] Species biology and Aetheris response — how different species experience each
stage differently, which species are most vulnerable, which seem resistant, and why
[ ] Atlas's condition — specific medical detail, how it interacts with Aetheris exposure,
the progression timeline, what Wren notices first

[ ] The crash in granular detail — full timeline from Wei's decision to the immediate
aftermath, who survived, what state they were in, what the first hours on Cordis looked
like
[ ] The founding generations — how the Council consolidated power, who resisted,
what happened to them, how the tier system calcified from emergency hierarchy into a
permanent structure
[ ] The suppression of Earth's recovery — how the lie was maintained across
generations, what happened when people got close to the truth, the specific mechanisms
of the information blackout
[ ] Wayfarer divergence — the exact split from the main survivors, who led it, what the
ideological break was, how they crossed to the other continent, what they took with them
[ ] SEED's degradation timeline — when key memories were lost or corrupted, what
SEED remembers perfectly that it shouldn't, what it has forgotten that it doesn't know it's
forgotten

Weir-level mathematical and scientific underpinning. These documents define the hard numbers
that every system document references. Build these before drafting any scene that depends on
system failure, biological process, or physical movement. The story emerges from the constraints
— get the constraints wrong and the story doesn't hold.

[ ] Energy Mathematics — Absolute megawatt values for total city consumption by tier.
Exact generation output of R1, R2, R3, geothermal taps, and atmospheric harvesters at
current calibration. The specific load parameters — time of day, seasonal variation from
twin sun positioning, industrial draw spikes — that trigger the shed in the Sprawl. The
mathematical gap between reported and actual generation that reveals the Council's
underreporting. Peak demand scenarios and cascade failure thresholds.

Historical Systems

Technical Appendices



[ ] Biological Closed Loop — Water and Food — Precise volumetric flow rates for the
water recycling system at each purification tier. System loss calculations — what
percentage of water is lost to evaporation, contamination, and infrastructure failure at
each tier level. Exact caloric and nutritional breakdown of the standardised Sprawl
allocation. Metabolic requirements of the Sprawl's working population by species category
and labour type. The quantified deficit between allocation and requirement that produces
the documented chronic health outcomes. Timescale of deficit effects on adult health and
child development.
[ ] Transit Physics — Mass Transit Rail: track gauge, carriage mass, velocity parameters
by line tier, structural load limits, exact acceleration and deceleration forces on
passengers. Spine elevators: shaft dimensions, lift capacity, transit time between tiers,
the mechanical tolerances that make lower tier infrastructure more failure-prone. The
specific physics of the carriage detachment system — how it works, what fails when it
doesn't, what a detachment failure looks like from inside the carriage.
[ ] Kugelblitz Jettison Mathematics — The complete mathematical chain of
ARBOUR|05's final approach and crash. Requires calculating: the mass of the Kugelblitz
black hole at time of jettison (determines Hawking radiation output), the Hawking
radiation burst energy and its damage profile across ARBOUR|05's hull (explains why R4
and R5 were destroyed while R1-R3 survived), the trajectory of the jettisoned drive
assembly away from Cordis and whether any remnant effect persists at that point in
space, the uncontrolled descent profile of the damaged ship after jettison, the impact
energy at the Heart and how it interacted with the existing reality tear there, and how the
jettison worsened the Penumbran Reach's existing instability. Secondary calculations: the
relativistic journey time from Earth to KOI-8565 at Kugelblitz-assisted speeds, experienced
time aboard the ship vs elapsed time on Earth, and the fuel/mass budget for the
antimatter-catalysis secondary reactors that became Arbour's power grid. This appendix
underpins the crash history document, the power grid document, and the Heart location
document.
[ ] Interstellar Navigation and Fuel Mathematics — The Penumbran Reach's location
relative to Earth in real astronomical terms — distance in light years, which direction of
known space, what stellar neighbourhood it sits in. ARBOUR|05's propulsion system —
what drive technology a near-future humanity capable of building five ark ships would
realistically use, its fuel source, consumption rate, and the specific fuel load that
determined the maximum range of the mission. Journey duration in real time and in
experienced time if any relativistic effects apply. Fuel remaining at crash — how much
was consumed reaching the Penumbran Reach, how much was lost in the crash, whether
any reserve fuel plays a role in Arbour's current power or propulsion infrastructure. Why
the Penumbran Reach specifically — was it the intended destination, the closest viable
system within fuel range, or did Wei's interference alter the course from an original
target? The mathematics of why the five arks went in different directions and what that
tells us about the range of human settlement that may now exist somewhere in the
galaxy.
[ ] Aetheris Anomalous Mechanics — The exact atomic bonding rules the Convergence
alters and why — which bonds are compromised first, and the thermodynamic logic of
why those bonds specifically. The polymer chains and metallic crystal structures are most
vulnerable to Aetheris interference, explaining why certain materials fail in the ways



documented. The specific biological chemistry that triggers Stage One scratch symptoms
— which receptors, which inflammatory cascade, and why the immune system responds
to Aetheris-altered compounds as foreign bodies. The relationship between species
biochemistry and Aetheris response at each stage, with specific reference to Atlas's
condition and the respiratory chemistry that makes his biology particularly vulnerable.

These are undertakings too large for a single document session. Each will require multiple working
sessions and will likely produce several interconnected documents and artefacts.

[~] **Arbour City Geography** — The full spatial layout of Arbour as a continental
megacity. ✓ Resolved: overall hull shape and scale, the hull-to-city cross-section
(Luminary/Meridian/Sprawl), the Spine's position and structure (single central pentagonal
complex beside the Luminary), the relationship between the crash debris field and the
current city footprint. Still open: district names and character, street-level texture, the
city's full relationship to the surrounding Badlands. This document partially unlocks the
transit line map (see Tier 6 of the Master To-Do) and location documents requiring spatial
accuracy at the hull-core/tier level; district-level work is still needed for street-level
accuracy.
[ ] The Transit Line Map — A tube-style map of all rail lines across Arbour's tiers. Cannot
be built until the Arbour City Geography is complete. Final form: a designed artefact
suitable for inclusion as a front-matter map in the finished novel, rendered as SVG or an
illustrated document.
[ ] Full Cordis Map — Geographic map of the entire planet, including both continents,
the ocean between them, major Wayfarer routes, Badlands extent, Aetheris hotspot
locations, and key locations, including the Heart, the Shifting Mire, and the Whispering
Tunnels. A companion piece to the Transit Line Map for the novel's front matter.

Dedicated deep-dive documents for characters carrying enough complexity to need their own
space, separate from the character bible's summary entries.

[x] **Cassan Vale — Full Origin and Psychology** — ✓ resolved. New document
(Characters → Antagonists) covers his childhood in a settlement built around reliquary-
type Installations, the quasi-religious upbringing and its calculated erosion, the
engineered self-offering that secured his adoption, and his current relationship to
Installation knowledge as Twelve member. The ambiguous deaths and estranged sibling
remain in the original "Origin and Psychology" document, which this new document is a

Major Projects

Characters



companion/prequel to rather than a replacement for. Both are now cross-referenced with
Political Systems and with the Penumbrans, who are named throughout.

Documents finished and added to BookStack:

[x] Arbour's power grid — how it works, what fails, what each tier receives, failure
cascade behaviour
[x] Water recycling and food production — the Verdant Branch in detail, what people
actually eat by tier

Total: 29 documents

Completed


