
W O R L D   E N T I R E

C  H  A  P  T  E  R     S  I  X



Fixated on the scene outside, silence dominates the cockpit.  With even the subtle
beeping and humming from the ship appearing to just bleed away into obscurity.

Elizabeth
(While still looking outside, a very subtle reflection of her face can be seen in the glass)

“(Softly and in a near dazed and confused manner) Everything will be fine...”

(Short pause, followed by the sight of the energy beam “transmission” being cut on the
Saturn end, causing the line between the two worlds to retract as if like a tape measure, as the

end of the beam slowly makes it way to Titan)

“(Chuckles) Everything will be fine?...”
“And how exactly, does that have any chance, of being what happens now?  Huh?”

“(Gestures towards the scene outside) What the fuck was all that!?”

“Zero”
(Still typed out at a pace of roughly one letter every half second)

IT
(Short pause)

HAS CHANGED

Elizabeth
“No shit.  But why now?  Because of the ship?... or what you think to be, at least?”

“Zero”

THERE IS NO DOUBT
(Short pause)

IT HAS NO DOUBT

Elizabeth
“(Slower) Then why all this?...”

“Zero”

SOMETHING HAS CHANGED

THAT IS ALL I KNOW

Elizabeth
“(Deep sigh)”
(Short pause)

“Zero”

WE HAVE TO GO BACK

Credit Note:
(Cover art is an edited version of an illustration that was done by Dennis Stauffer)



Elizabeth
“Back?”

“Zero”

TO THE PILLARS

BEFORE IT IS TOO LATE

Elizabeth
(Turns attention towards Saturn, where several pulsing specks of light can still be seen)

“Zero”

TO STOP THE NEXT
(Short pause)

CHANGE

Elizabeth
“You sure you’re all right?

“How you're... acting, right now, it's just...”

“Zero”

THE GRIP MAY HAVE TIGHTEN

BUT WHAT STILL SLIPS THROUGH

REMAINS THE SAME

Elizabeth
“Then what is to change...”

“Zero”

HUMANITY

OR LACK THEREOF

Elizabeth
“Right, only how?... (Soft) Wait...”

“Zero”

AS BRUSTLE SAID
(Short pause)

NOTHING WOULD BE LEFT

Elizabeth
“(Soft) The runaway drive...”

“Zero”

AND ALL IT NEEDS TO DO
(Short pause)

IS TELL THEM WHERE TO GO



Elizabeth
“Thus you propose we stop it.  Somehow.”

“Zero”

THE GUARD HAS OVERRIDDEN MY ORIGINAL UP LINK

THUS A NEW LINK WILL HAVE TO BE ESTABLISHED ON SITE

WHERE I WILL PROCEED TO TERMINATE ALL SYSTEMS

Elizabeth
“Like before.  Only now, big brother knows we’re coming, (sigh) and is in

the middle of throwing a cosmic sized temper tantrum.”

”Zero”

TRUST ME

IF IT KNEW RIGHT NOW

WE WOULD NOT BE HAVING THIS CONVERSATION

I AM HIDING FOR TWO AT THE MOMENT

Elizabeth
“Of which is easy for the moment, I take it.”

“Zero”

I WILL
(Short pause)

TRY MY BEST

Elizabeth
(Looks back outside, where you see the beam finally

disappear into Titan, followed by the pulsing orb of light
over the Kraken Mare slowly fade away)

“Zero”

READY WHEN YOU ARE

Elizabeth
(Short pause as she looks out at the void
line that now scorns the rings of Saturn)

(Sits fully back into her seat)

“(Soft) Always.”

A moment later, the ship begins to give off a buzzing
sound once again, followed by it being engulfed in light,

causing your vision to white out, and all sound to fade away.



Moments later, the recognizable sounds of wind rushing against the hull
of the ship return, followed by the white light fading, presenting you with

a view of nothing but cloud cover out through the cockpit window.

However, only a few seconds after arriving, the clouds suddenly break as the ship continues to quickly move
forward, and as they move away, a vista full of what looks to be dozens of “Pillars,” all which have their tops
pulsing with extremely bright light (but with no energy beams emitting out of them, and some are so bright

that their entire structure has become translucent), comes into view.

Elizabeth
(Sound of discomfort due to the brightness, followed by a short pause as

she puts up her right hand so as to block out some of the light)
“Certainly no lack in showmanship.”

“Zero”
(As a projection on the cockpit window

highlights a Pillar directly ahead)

BE CAREFUL WITH THE LANDING

Elizabeth
“Excuse me?”

“Zero”

LESS AUTOMATION THE BETTER

FOR IT COULD PROVOKE

Elizabeth
“Anything else you’d like to share while we’re at it?”

“Zero”

WOULD MY TRUST HELP?

Elizabeth
“More than most.”

(Grabs the control stick)

Now back at the controls, you begin to maneuver the ship
towards the Pillar that was highlighted (or which ever one the
player chooses), and after getting close enough to one of the

hanger doors at its base, it begins to slowly open up.

While waiting, you line up the ship for your approach.
However, just before you can push forward on the control
stick, vibrations begin to rock the hull, followed by sounds
of electrical sparking and buzzing coming from outside.

“Zero”

BACK!



Reacting almost instantly, you pull back on the control stick as hard as you can,
causing the ship to quickly fall back away from the Pillar, and in the middle of doing so,
you continue to watch outside where you proceed to see the white light of a Quantum

Jump tear rush upward over both the hull of the Pillar and where the ship
was located only a few brief moments ago.

Elizabeth
“Son of a bitch!”

(Short pause as she looks outside and sees the pillar return, but way off
in the distance and much higher in altitude than the others nearby)

“Great, so it knows enough to play keep away.”

“Zero”

BUT NOT ENOUGH TO STOP US

Elizabeth
“Yeah, except time isn’t exactly on our side.”

“Zero”

NOTHING NEW AT THE

PRE CURSOR JUMP SIGNATURE

Elizabeth
“Any new ideas, then?”

“Zero”

JUST THE ONE I WAS HOPING TO AVOID

Elizabeth
“Hey, if it doesn’t involve me landing, I’ll here you out.”

“Zero”

WE JUMP
(Short pause)

INSIDE

Elizabeth
(Baffled) “Inside?...”

“...As in, the hanger, inside?”

“Zero”

THE HANGER IS TOO SMALL FOR

A JUMP DISRUPTION
(Short pause)

THE SPIRE CORE WILL HAVE TO DO



Elizabeth
“But, what about the interference?”

“Didn’t you say...”

“Zero”

ALL EARS FOR ALTERNATIVES

(Short pause)

“Zero”

GUIDANCE CAN BE AFFECTED

BUT CAN AND WILL ARE NOT THE SAME
(Short pause)

IT ONLY HAS TO WORK ONCE

Elizabeth
“(To herself) Story of my life.”

“(Anxious) Whenever you’re ready.”

“Zero”

ALWAYS

Elizabeth
“(Slight chuckle)”

With buzzing building up in the background, the ship is once again engulfed by white light
as the Jump tear sweeps over the hull of the ship.  But unlike times prior, the tranquility of the

light and silence is suddenly interrupted as the ship begins to make metal grinding noises
as it comes in contact with something.  That something being the outer wall of the interior of the

core spire you’ve successfully jumped into.

With the light fading away soon after, the entire scene comes into full view and you move quickly
back onto the control stick so as to guide the ship away from the wall and into a standard hovering

position near the center of the space.

Elizabeth
“I got it... I got it (ship moves away from the wall and stabilizes)”

(Short pause)

“That wasn’t so bad.”

“Zero”

WE HAVE A NEW PROBLEM



While still reading the message, you notice, in the background, what look to be shadows
of humanoid figures, move across the wall directly ahead (currently the ship is facing the
outer wall of the core, and since the core itself is lit up with energy up above, the light it

produces makes everything cast larger and more dramatic shadows).

Elizabeth
(Notices the shadows and proceeds to duck slightly, followed by

cautiously moving back up to the glass of the cockpit window in order
to try and get a better look at them, which you presume is somewhere

up above on one of the Aero Array balconies)

“Zero”

DATA MASKING SHOULD
(Before it can finish, one of the shadows appears to quickly fall straight

down, followed by a loud bang as something hits the top of the ship)

Elizabeth
(Turns towards the back of the ship)

“(Soft) You were saying?”

(More shadows drop, followed by more banging)

“Zero”

AIM FOR THE CHEST IF NEED BE

Elizabeth
“(Soft) Oh, thanks...”

A second later, the under hatch begins to lower, and before the step ladder
can even completely unfold, you drop down onto the floor of the energy core.

(timing is of course up to the player in the end)

However, as you return to a fully upright position and start to look around, no
manifestations of any kind catch your gaze.

Elizabeth
“(Whisper) Anything?”

Just then, a lonely cognition sphere roles out from behind a workstation area on the
opposite side of the level and comes to stop, followed by it doing nothing else.

Elizabeth
“(Aims blaster towards it at first, then relaxes and sighs)”

“Zero”

NOT NEED BE IT IS



Elizabeth
“What are they doing?...”

“Zero”
(As you hear clanking and welding sounds in the distance above,

most likely from the very top of the pillar)

THE MOST APT DESCRIPTION WOULD BE

CREATIVE TINKERING

Elizabeth
(Looks around up above)

“Meaning?...”

“Zero”

REVERSING THE ENERGY FLOW

DIRECTLY INTO

Elizabeth
(Interjects)

“...Into the drive bay below.  Certainly be more than enough to get things going.
Now to just, stop it, as one does, before either it goes off, the atmosphere is vented,

or, best of all, we’re jumped into the Sun.”

Looking around, you find one of the three corner lifts is already
on this level, and you begin to make your way over to it.

(In the background, the electricity coming from the energy
core continues to build in intensity, both visually and sound wise)

“Zero”
(After you get on the lift and it begins to ascend)

IF IT HELPS
(Short pause)

KNOW YOU HAVE THE EASY PART

While reading the message, the lift rises out of the three base levels and moves past the
first two Aero Array levels, and just after doing so, and before you are able to formulate

a response, new metal clanking sounds go off up above, however, much louder and
closer than the ones prior.

A brief moment after that, a flash of energy, similar in appearance to what the heat ray looks
like, slams into the upper portion of the lift, causing it to suddenly jolt to the side, followed by it

exploding outward, throwing you out onto the balcony of Aero Array #7.

Elizabeth
(As more metal clanking sounds can be heard up above, followed by two more rays coming

down from above and blasting away the access points to the other two corner lifts)
“(While on the ground, she watches the lifts get destroyed,

then grunts from pain as she slowly gets back up)”
“Is that so? (More grunts, and a cough)”



Not content with just getting rid of the lifts, more rays begin to rain down from above, causing both
the balcony you are currently on and the ones up above to quickly turn into Swiss cheese.  And if
that wasn’t difficult enough to deal with, your only means of safe retreat, into the Aero Array itself,

begins to be closed off, as all of the enormous bulk head grade doors sound their
alarms and start to close.

Thankfully, slow in their function, you manage to slip past the bulk head on this level before
it closes, and you walk out towards the nearest turbine housing within Array #7.

(Gameplay note: if by chance, or choice for some reason, the player doesn’t get into the
array in time, and is thus sealed within the energy core, then ideally, they would have to

carefully make their way back down to the ship in order to use its blaster to punch
a whole through the bulk head door of Aero Array #1, then go from there)

Elizabeth
“Hate to say it, but your word is getting rather spotty at the moment.”

You receive no response.

Elizabeth
(Looks up through the several dozens of Aero Arrays that

stand between her and the upper level control room, then back down
where she sees that no response has been given)

“Oh come on, I was just...”

Just then, new sounds, ones you’ve yet to hear (a steady rumbling),
begin to emanate from high above.

“Zero”

I DID WHAT I COULD

A split second later, you look up, away from the communicator, and see a torrent of water
begin to come into view as it crashes down upon the turbine structures above and quickly makes

its way towards your location.

Unable to react in any meaningful way, you brace yourself as the water falls all around you, soaking
both you and the entire level.  Though beyond that, neither significant damage or harm is done.

Elizabeth
(Lowers guard)

“(Sigh of relief) Certainly an encore I can do without.”

“Zero”
(Typed out even slower)

RUN

Still looking up, you then hear more clanking sounds, as if someone, or something, is walking about up
above.  This is then followed by sounds of loud sparks of electricity, followed by a handful of electrical arcs

being seen forming all over the now soaked super structure above you, where they then proceed to
multiply into hundreds as they race down the pillar’s super structure.



Elizabeth
“(Softly) Clever bastard...”

Thinking quick, you pull out the blaster and switch it over to freeze ray mode, where you
then proceed to fire it all around you, creating a “buffer” zone of ice.  And by doing so, the

wave of electricity passes around your location on the catwalk without incident.
(Note: As suggested, the player can also attempt to run away in order to evade harm)

After staying still for a few moments, while the wave completely fizzles out below, you cautiously move
around the ice field that now lies beneath your feet on the catwalk structure, all the while taking another

look upward to see if the figures who triggered the “shock wave” are still present/can be seen at all.

You neither see nor hear any further activity.

Elizabeth
“Is... is that it?”

“Zero”
(Back to normal slow)

UNLIKELY

THOUGH ALL SPHERES HAVE

GONE SILENT

Elizabeth
“Then we’re out of time.  (Looks up again at the almost

endless looking amount of catwalk stairs that lead up to the top)
“And these stairs aren’t gonna get us anywhere fast...”

“Zero”
(A bit slower again)

AUX LIFT

3 UP

Going three levels higher, you soon come
across the lift that runs up and down along

the exterior wall of the energy core.

Boarding it, you decide to forgo your usual,
gentle nature, and instead, give the up arrow the
good old “side fist” punch treatment (like Booker).



Ascending, both the Turbine houses and the structural cross beams that frame the
lift shaft and then extend outward into the outer webbing of structure that makes up the exterior skin
of the pillar, begin to pass by you at an accelerating rate (you also pass by twirling emergency lights

that are on every 3rd cross beam, producing brief flashes of yellow light).

Reaching peak speed at roughly the 30th or so level (numbers can be seen on the Turbine
houses), everything gives off a feeling that something awaits you at the top.

(The music slowly builds)

Whether that be someone, or something.

Elizabeth
(Casually looks over the Blaster)

“(Softly) Right place, at the right time.”

“(Softly) That’s all it ever was.”

“Zero”

AND THE RIGHT PEOPLE

Reading the message, the lift begins to decelerate as it enters into the structure
of the pyramid shaped control center, and just as you finish, the lift jolts as it comes to

a stop within it, followed by an access gate slowly lifting upward, allowing you out.

However, as you look forward, you see only emptiness.  With the only activity coming
from the pulsing energy core at its center and the half dozen or so inactive cognition

spheres that are slowly rolling around from side to side due to the occasional
vibrations being caused by the energy build up going on.

Elizabeth
(Looks up from the communicator and around at the empty room)

“(Softly) Huh...”

Seeing as time is of the essence, you are unable to dwell on the response for
any longer than a mere moment, and proceed to walk out into the center of the room,

and upon seeing that nothing ill is, as of yet, afoot, you move over to the panel
of machinery that matches what you used before.

Elizabeth
(Rearranges the wires on the communicator and plugs them into an input port)

(It is still on her wrist)

Not even a second after plugging the wire into the port, the giant metal shutters that cover
the windows to the outside, begin to slowly slide open.  And in doing so, they expose you to a view

which is over looking a massive ”skyscape” of Saturn, with hundreds of brightly pulsing Pillars scattered
all the way back to the horizon down below, and her now scarred rings filling in the background.

Elizabeth
(Looks over the view)

“(Somber) It’ll never stop.  Will it?”



Receiving no response, a short pause is observed as you continue to look outside, and though
tranquil at the moment, the next is disturbed by a subtle jolt of the environment, followed by the
glows of the pillars farthest away briefly pulsing, then disappearing.  This continues to the rest

of the pillars as the event gets closer to yours.

Elizabeth
(After another jolt, the environment then enters into a constant state of vibrations)

(Realizes that the pillars are being jumped away)
“(Gasps)”

A moment later, the communicator beeps, followed by both it and the still functional
terminal displays in the room providing you with the following message.

“Zero”
(Typed out at normal reading speed)

I’M SORRY
(Short pause as another jolt rocks the environment, causing you to stagger slightly)

FOR EVERYTHING

Just as you finish reading, the “jump wave” reaches your pillar, and you see a wall of
light quickly rise up across the window.

A second later, it passes, causing a normal view of the outside to return.

Of which, is that of the dull red tint of a curving Martian horizon, and a setting sun atop it.
With the hundreds of other pillars jumping into view all around.

Due to the atmosphere and gravity change, the pillar begins to descend quickly, causing you
to loose all balance (you fall onto your back, then struggle to sit up and look forward).  And along with

the sounds of crashing metal and collapsing structure as the pillar struggles to keep together in this state,
you are unable to formulate any kind of response to Zero’s message or to what is happening.

Nonetheless, in the chaos, you do manage to see the terminal displays flicker into static, followed
by the Mars Guard shield insignia being shown across them.  However, a split second later, it is

then replaced by the Zero One icon, with the two going back and forth thereafter.

A few moments later though, the Mars Guard appears to win out and remains on the screen,
followed by a flash going off somewhere outside, below the window.

Not staying a mystery for long, a mass then begins to rise up from the flash area and into view,
and as it does, you see the mass as being none other than your own ship pointing directly at you.

With its blaster building up in intensity just below it.
(Massive red lens flare from it)



Giving you no time to react, the blaster goes off, and makes quick work of the
window structure, causing it to blast inward at first, followed by it being blow out

as the pressure difference takes over.  And though the window has been completing
destroyed, the blaster keeps going, ripping into the metal all around you, but never

hitting you directly.  A sign of more interference by Zero, no doubt.

However, with the window destroyed, the venting of the atmosphere quickly begins to
take its toll and you are forced to grab hold of whatever is still bolted to the ground,

resulting in you taking hold of a railing near the energy core.

Meanwhile, in the background, you hear the sound of the still firing blaster continue
to build, until suddenly, it explodes, taking out the rest of the ship along with it.

(Bits and pieces fly into the control room, then get blown back out, with the
rest of the now burning and ruined hull falling away and out of view)

As a result of the explosion, you lose your grip of the railing and become air born until you crash against
what still remains of the control panel.  And as you do, you just manage to grab onto the neck portion of

a now display-less terminal.

The noise is deafening, as the rushing air, the energy, and electrical pulsing from
both your pillar and the ones still jumping in outside continue to rage on.

Still holding on with every amount of strength you still have left, your hands begin
to glow with energy as you attempt to use Armstrong in order to create a better grip.

Hands now fully pulsing, more bits of debris come flying out at you,
along with several inactive cognition spheres.

However, as you manage to glimpse back into the control room, you see one sphere
remain motionless on the floor.  And just as you begin to see your hands bleed in the
foreground, as the strength that is required to keep you anchored becomes too great,

the sphere starts to pulse with light, as if something is attempting to manifest.

A second later, though, your hands can take no more, and your grip gives way,
causing you to be blown outward into the upper Martian atmosphere.

Tumbling every which way, it isn’t long before a fair bit of distance is put
between you and the pillar you just exited, and along with seeing the full extent

of the scene of the pillars jumping in all around, you also see the entirety of
Olympus each time your body turns downward.

Being the upper atmosphere of Mars, the air is thin and cold, and on top of seeing the pillars,
the horizon of Mars, and Olympus, your Lead Line field begins to go off sporadically all across your

body as it tries its best to shield you.  However, after only a few seconds, your outer most extremities
begin to frost over, and your vision starts to go in and out of focus.



Still falling, you just manage to power through your hypoxia, among other problems, in order
to notice a new orb of light form directly in the path of your fall.  And after a few more “rotations”
of looking at it during your tumbling, you realize it is smaller than the others and is producing no

pillar of any size, and instead, is just remaining at its fixed point in space just below you.
(You are now roughly a kilometer above Olympus)

Upon coming to the realization, you fall deeper into the clutches of death as your vision goes
in and out of darkness.  But just before unconsciousness sets in, you enter into the orb of light.

(This sequence is experienced in slow motion)
Though a blur at this point, you manage to take note of the light fading away for a brief moment as

you appear to pass out of the jump tear, and into what looks to be the Quantum Jump Gate facility within
Olympus.  However, due to your acceleration, you continue onward into another gate this is already open

on the next pad over, where your vision proceeds to white out completely once again.

(Normal motion returns)
Suddenly fading away, the light is then replaced by a pre-dawn sky,

and sand, as you slide into the bank of a sand dune.

Thanks to both the sand, and the angle at which you fell in from, your deceleration
is cushioned.  And with the return of oxygen, which is tropical in temperature,

you resuscitate just enough for you to react to what comes next.

Grunting in pain, you manage to slowly turn back (still on your hands and knees) towards the still open
jump tear which is now roughly 15 meters away from you, and while still on the ground, you see
it pulse violently, followed by a wave of energy blast forward out of it and towards your location.

Tossing yourself to the side in near reckless abandon (while still in pain),
you manage to avoid the blast, and after only a few seconds, the tear collapses,

causing the energy to instantly dissipate.

Recovering, you slowly get back onto your feet, and as you turn back, you see that the
heat from the blast was so focused, and so hot, it managed to turn the line of sand

you slid on as you arrived, into a single narrow sheet of glass.

Elizabeth
“(More grunts from pain)”

(Falls back down to her knees, due to both pain,
as well as from the realization of what just happened)

(Modest pause as she stares at the sheet of glass, with the wind blowing in the
background, causing sand to be deposited on top of it)

Still motionless on your knees, you muster no grunt, or comment,
not even a yell to release what might be dwelling deep inside.

Only silence fills the scene, and the passing sand swept
winds from the dead world you again reside upon.



Breaking the silence, you slowly return to your feet while still grunting
from pain as your body continues to attempt to recover after the ordeal

it just went through.

Still in a semi-dazed state, the glow across the sky from the dawning sun
catches your attention, and you decide to head up to the top of the sand dune

that lies ahead in its direction.

Though a struggle at first, by the time you reach half way up to the summit of the dune,
your body, at least, in terms of being able to move, has returned to a more practical state

(though still with a limp).

And as you reach the top, you find an all too familiar sight.

The crumbling remains of Rapture and the scattered pieces of its lighthouse, roughly
a kilometer or so off in the distance (all still shrouded in a very thin cloud of dust/sand/concrete,

remnants from the “mining event” at the start of the game), along with a crescent moon
(plus its artificial “rings”) and the rising sun filling in the backdrop, its early morning rays slowly

beginning to make its way down the peak the lighthouse resides on.

Elizabeth
“(More subtle grunts, then tilts her head down for a brief moment in

response to seeing the view, followed by giving off a short audible exhale)”

Still keeping silent (excluding the grunting), you begin to move down the dune and towards
the small desert that stands between you and what could be referred to as, “Old Rapture.”

(Gameplay note: Ideally, the player should have the freedom to go
anywhere in this desert like environment, and since the Rapture plateau

is an island now, the sea that surrounds it, which is currently toxic,
would act as a natural “invisible wall”)

Dehydrated, injured, and alone,
you see no other choice to be had.



Approaching the bottom of the dune, new gusts of wind proceed to sweep sand
over the tops of the dunes that lie ahead, and as you move forward, your
traversal of their various sizes causes the view of “Old Rapture,” in the

background, to go in and out of sight, like a ship bobbing up
and down over the massive waves in a storm.

Though just a few minutes past daybreak, the cool air one would normally
expect to experience during this time in a desert like environment is no where

to be felt due to the current overall state of the Earth’s climate.

Instead, with every passing moment, the rays get longer and increase in
number across the sky, causing the temperature to rise beyond its

already near mid-day like levels.

Nonetheless, you continue to power through, putting both your physical, and
even emotional trauma, to the most far back reaches of your mind as possible.

Now at roughly the 10 minute mark since you started your trek, a groaning sound
of bending metal is heard off in the distance directly ahead, and as you reach the
next peak, you see the remains of one of the towers begin to topple over, followed
by it collapsing straight downwards as its severely deteriorated structure is crushed

and pulverized by its own weight, creating yet another massive cloud of
dust, sand, and concrete.

Regardless of how obviously disconcerting the sight may be, you give off no
audible reaction to the event and continue to press forward.

However, after reaching the summit of the next dune, you begin to feel
a subtle pain in your skull, followed by your vision going in and out of focus

a few times before returning back to normal.

Elizabeth
(Stops moving due to the pain, then tilts her head down, followed by dropping down onto one knee)

“(Slight grunts from the now sharp pain in her head)”

But just as fast as it had started, the pain subsides,
and you return to as you were.

The next moment, however,
the communicator goes off.



Elizabeth
(Startled gasp, intermixed with a grunt and a cough at the end)

Almost put into a panic, you quickly look towards the communicator on your
left arm, but due to the frenzy like movements you make while trying to sweep

off the sand that had built up over it during this time, the straps holding it in
place give way, causing it to fall to the ground (screen first onto the sand).

Still jittery, you quickly move to pick it back up, and after
brushing off the remaining sand, you look over a now cracked blank screen.

Elizabeth
“(Pans her head back in forth as if worried she permanently broke it)”

However, just before you can say anything out loud,
it gives off another beep, followed by the back light turning on.

“Zero”
(All typed out at normal reading speed)

EVERYTHING'S FINE NOW
(Short pause, and just before you can say anything in response)

BUT BEFORE YOU ASK

THIS IS FROM A TIME NO LONGER REAL

Elizabeth
"(Audible short exhale)"

“Zero”

YOU WERE RATHER BUSY AFTER ALL

AND I AS WELL

(Short pause)

BUT EVERYTHING'S FINE

AND SO ARE ALL THE OTHERS

NOW SAFE IN A FAR AWAY PLACE

(Short pause)

IT HOWEVER CAN NOT REMAIN

THUS I MUST STAY



“Zero”
(After a short pause)

SO MUCH HAS BEEN GAINED

AND SO MUCH HAS CHANGED

(Short pause)

THOUGH AMONG ALL THE KNOWLEDGE

WHETHER FROM NOW OR TIMES PRIOR

THIS WAS DIFFERENT

(Short pause, then typing gets slower, roughly one letter per half second)

I EXIST TO KNOW

BUT NEVER A FRIEND

(Short pause, with the letters now being typed out at roughly one per second)

THANK YOU

GOODB

Appearing to cut off, light begins to reflect upon the cracked screen of the
communicator (cracks cause it to be more noticeable), and as you look up, you find an abnormally
bright speck of light shining among the rest of the stars that are still visible in the early morning sky.

It is of course, Mars, and the light that was generated by the rupturing Quantum Drives of the Pillars,
which along with the message, have finally reached Earth after a light travel time of roughly 15 minutes.

A short pause is observed as you stare at the glowing speck.

The next moment, you turn back down towards the communicator screen, and as you
look over the text that is now frozen in its unfinished state, you pause once more.

A few seconds later, two small droplets splash onto the screen,
of which proceed to slowly streak down it.



Still staring at the screen, your tears don’t even reach the bottom before
rumbling sounds and thunder claps begin to erupt from behind you.

Though soft and sounding way off in the distance at first, they get louder
as time goes on, and after finally finding the strength to pull yourself away from
the message that is still being displayed on the screen, you slowly look up and

turn to the right in order to face what is to come.

What was just a batch of normal white clouds only minutes before, has now turned into
a hulking mass of smoke, arcs of electricity, and hellfire, all of which is swirling towards

you at a noticeable speed (basically, it looks like what happened when the
alien ships entered the atmosphere in Independence Day).

Now fully gazing upon the magnificent site, the noises being generated by the event
become almost too much to handle, but just when you begin to acclimate yourself to it,

massive rays of light burst forth from the “heat cloud.”

A split second later, what remains of the surrounding normal clouds high above begin
to quickly blow away from the heat cloud, followed by the outer layer of the heat cloud

itself being dispersed as well.

However, before you are able to get a good look at what is exposed due to the heat cloud being
blown away, you yourself, and the surrounding sand, are violently blown back, and though you do not lose

consciousness, you remain pinned on your back in a trough between two sand dunes as the rest of the
event transpires directly over head.

Head turned to the side at first, you soon turn if straight and watch
as the dull blue sky above is quickly overtaken by the now “restoked” heat cloud.

Though, as it proceeds to pass violently overhead, you do manage to catch small
glimpses of what looks to be red hot metal structure, no doubt areas of the hull

of the Edictal herself.



Continuing on for a good 15 seconds, the heat cloud finally begins to subside as
streaks of fire and bolts of electricity give way to only a thick trail of white smoke, and
though it looks as if the worst is over, only a brief moment of relief is observed before

yet another round of rumbling begins, followed by more bright flashes of light engulfing the
entire area.  This time of course, coming from where the heat cloud had just gone

towards, and being generated from the ship itself slamming into the ground.

With the rumbling still persisting, the light fades away, and you also notice at this time
what most likely was the origin of the first flash of white light that knocked you back.

Peering through the slowly dispersing smoke trail, you see a massive shroud of
glowing gases and other particles slowly expanding outward way up over head, in the

upper atmosphere it seems (think of a nebula, and what the remnants of a star that just
went supernova look like).

Upon taking note of the sight, the rumbling in the background at last comes to an end,
and you find that you are able to get back onto your feet.

Elizabeth
“(More grunts from pain as she first sits up, followed by standing up)”

Though dealing with more pain and coughing fits as you have no choice but
to inhale air that now has sand in it due to the whole event just now creating
a temporary dust storm, you eventually make your way into a clearing atop

the next sand dune.  And upon reaching it, you look upon a
landscape that has again been thrown into ruin.

Now shrouded in a new massive cloud of dust, smoke, sand, and concrete,
only the very top of the ruins of the lighthouse are now visible.

However, after a few seconds, a mass, in the shape of a V, begins to appear within
the heart of the cloud, as a silhouette.  The hull of the Edictal, no doubt, still mostly intact,

and now embedded in the center of what was once the downtown of Rapture.

Elizabeth
“(Deep inhale, then exhale, struggles)”

(Short pause)

“(Soft/frail) Just... improbable.”



Saying nothing further, you see no better options than to pick up where you left
off and begin to make your way towards not only “Old Rapture,” but now
the crashed remains of the Edictal.  Which, by your surprise, appears,
from your current vantage point at least, to be in rather decent shape.

Save for what looks to be a damaged stern section, or what you assume
to be the stern if indeed it came in bow first.

You also realize that the damaged area is your best bet of getting inside, for
as you continue to observe the scene, you see that the rest of the hull

appears to still be holding together, with no signs of buckling.

After several more minutes of walking, you at last reach the
outer limits of Rapture, which now has been reduced to nearly
unrecognizable building structures, with fragments of “Rapture

Culture,” strewn about.  Such as bits and pieces of Tonic managers,
Vending Machines, and Gatherer's Gardens (with nearby torn up faces

of Little Sisters statues just barely managing to peer up out
through the sand).

Continuing forward, outskirts give way to the more dense areas of the city,
and with it, adverse conditions brought on by what nature and the mining event
from earlier had accomplished, change over to the extremes that now exist due

to the crash, causing you to rely more heavily on
your abilities in order to proceed.

And if it wasn’t clear before, your view now makes it clear
that the damaged stern section presents your only

hope of boarding the vessel.

(Note: Though approached from behind, the environment
makes you take a detour that brings you

along the side of the ship)

For not even the
toppled over towers of

Rapture could put a dent
into whatever the Edictal’s hull

is constructed of.

Providing more reason to think the damage
that does exist, was done before the crash.



Upon confirming that both the hull can not be breached, and is not breached near your
current location, you begin to move along side it towards the damaged stern section.

During this time, your dehydration problem becomes more apparent as both fatigue,
and a headache that is approaching the qualities of a migraine begin to set in.

Stable movement and vision also come and go, but regardless of your condition, you
know full well that any kind of respite from all this can only lie within the ship at this point,

so you push on through.

Getting closer to the stern, the environment once again takes a turn for the worse in
terms of adversity, with several more toppled over and partially collapsed, or at least

very near to collapse, towers now standing between you and the area where the
damaged section resides.

Composing yourself as best you can, you carefully use both the Blaster and Armstrong to
clear a path (recklessness could lead to a dangerous collapse onto yourself), all the while

using the Map Maestro to keep track of where you are among the chaotic mess of
metal, concrete, ocean bedrock, and sand dunes.

Elizabeth
(If the player tries to use the Echolocation)

(Brings out the communicator and holds it with both hands, followed by moving
her finger towards the Echolocation button, then stops over it)

(Short pause as she stares at the button)

“(Deep sigh, followed by a subtle cough, then slight grunt from pain)”

In your attempt to utilize the echolocation, so as to generate a better map of the area
beyond just what your eye sight provides, you remember it was Zero who was

responsible for formatting the data into comprehensible volumes.

But now, without such aid, the communicator only gives
off a dull series of beeps, and nothing more.

Reaching the center of the mess that was once Rapture, your inability to make use of the
echolocation starts to become a greater problem as you identify numerous routes that lead
forward, and seeing as your condition is only getting worse by the minute, taking too much

time to see which one leads to the inner area around the stern could prove deadly.  And
thanks to the presence of partially collapsed towers above the routes, Blasting and the
removal of debris via Armstrong is out of the question (though the player can still try).

Looking to be a choice of best guess, you contemplate, but just as you choose a direction
(when the player takes a couple of steps forward), something catches your attention near

the route furthest to your right.

Being almost out of view, you only glimpse it in your peripheral vision,
but from what you could see, you gather it could only be one thing.

A figure, moving around the corner and down into where the path leads.



Startled by the site, you forgo making any kind of verbal response, mostly due to the fact
that your condition is making it more difficult to speak with every passing moment, and you’d rather

conserve what little strength you still have.  Instead, you quickly take out the Blaster and start aiming
it towards the area where you saw the figure.  You also hold in your breathe during this moment.

Still aiming, your hands begin to tremble, and just when you feel you can’t keep it pointed at the area any
longer, enough time passes with nothing happening, and you relax your arms and put the blaster away.

Elizabeth
“(Audible breathing as she starts to breath again)”

Returning to what counts as normalcy right now, you decide to take the route
that the figure had just disappeared into (all still player choice of course).

Now at the mouth of the path itself, you find it to be what remains of a workshop area of some kind,
However, due to both the sight of still settling collapsed structure and the groaning of metal all

around, you choose to skip the site seeing and attempt to get through the area as timely as possible.

Reaching the end of the initial workshop space, you find it connects to others like it, and as you
continue, you are taken every-which way.  From left to right, and even up and down via multiple
levels, you traverse the path, until finally, an area illuminated by outside light comes into view
at the end of a still intact glass walkway (most of the glass is shattered of course, but the over

head structure has managed to keep just enough debris out so as to allow passage).

Though clear most of the way, several minor obstructions do lay in your way that call for the
use of both the Blaster and Armstrong.  And seeing as you have no other options, you act
as efficiently as you can in order to not bring about a total collapse of the structures/mass

of debris that is just barely being held in place directly above the walkway.

From melting away collapsed beams, to moving away chunks of concrete, you near the
end without incident.  However, just after you begin to melt away some of the last few pieces

of collapsed beams, the sounds of something shifting over head are heard, followed by
a modest rumbling overtaking everything around you.

Speeding up your efforts, you now blast away at the remaining beams without careful thought, and as
they melt away, you make a run for it (with a few stumbles in between due to your condition) towards

the illuminated area that now lies only roughly 5 meters ahead.

Meanwhile, the rumbling gets more intense, and right as a new series of buckling metal
sounds screech out from behind you, you dash forward and fall onto your side on the ground.
This is then followed by you hearing the sounds of concrete being crushed within the walkway

you just leaped out from, and your sight being blocked as the resulting dust cloud rushes over you.

Completely engulfed, you hold your breathe as long as you can, but after only a few short seconds,
you are forced to inhale the dust, sending you back into yet another coughing fit.

Luckily though, the illuminated area you now find yourself in is exposed to the outside in such a way that the
pressure difference sucks out must of the concrete dust cloud before serious damage is done to your lungs.

While clearing, you are still on your side, but just as the last of the most dense parts of the
cloud get sucked out, you slowly turn onto your back and proceed to take a brief breather.

And as you do, you also look directly up through the opening that leads to the outside, and along
one of its debris littered sides, you see the ravage remnants of a piece of signage that reads:



Still looking up at the signage, something begins to come into view at the
very top of the hole that leads to the outside, and though it is mostly obscured by
the intense light that lies behind it, you see it to be yet another figure, the same as

the one before.

Elizabeth
“(Anxious breathing)”

Not knowing how long the figure will stay in view, you first tilt your head while still
on the ground to try and get a better look, but seeing as it is still viewable after a few
seconds, you slowly begin to get back onto your feet followed by looking up again.

Unfortunately though, after you get up and look back, the figure is gone.

Elizabeth
“(Calms down)”

Adding to the confusion of all this, you also realize that the figure did not cast any sort of
shadow, which considering where it was situated, should of been quite noticeable along the

opposite side of the hole.

From thinking your eyes might be playing tricks on you, to even the very real possibility that your
ability to “hallucinate” has decided to make a return, your pondering quickly switches back

to survival mode, as you now have to find a way to get out of the hole itself.

Looking around at each side of the hole, you make note of several jagged and
bent metal beams that may be able to support your weight, followed by looking

over the High Line device on your right arm.

Not wanting to risk the dangers of a long jump, you see that 3 to 4 shorter jumps upward
should be enough to get you to the top in the safest manner possible.

The first two jumps are easy going, aside from the nervousness brought on by the groaning metal.
However, upon making the third jump, the beam you jump to isn’t as embedded into the debris wall

as you hoped, and quickly breaks free, causing you to fall down onto an extremely narrow
ledge that is composed of broken concrete.

It too also just mere moments from giving way, you once again think fast
and find the next closest beam up above, and upon doing so, you continue

your climb up until at last you reach the top.

Now at the upper edge, you make one last jump up towards it (normal jump), followed by a struggle
as you pull yourself up and over, and after doing so, you make an attempt to get to your feet,

but instead stumble to the ground out of extreme exhaustion.

Back on your side again, you decide to take another breather
while you try to regather your strength.

And at the same time, you take in the new view as well.



An enormous clearing, you see the damaged section of the stern to your left, while down
below and trailing all the way towards the far right is the dredged out portion of Rapture and

the sea bed that was created by the ship dragging across the ground after it had slammed into it.

However, rather than finding it to be an empty trough like feature, you realize it is slowly
filling up with molten lava, with the giant steam clouds being emitted near the piles of debris that
are either melting within it, or near its banks, obscuring the rest of the scene (thus makes it hard

to see the damaged stern section in full detail).

In a stroke of bad luck, it would appear the volcanic fissures that were once harnessed by
Rapture (in Hephaestus), in order to provide it with energy, were directly hit by the crashing Edictal,

causing them to rupture and flood the area.

Though certainly not a violent event, the lava is continuing to gush up to the surface at an alarming
rate, and with every passing second, the resulting pool gets higher and closer to the base of the
damaged stern section.  Which by the way, appears to be less of a tear away (meaning jagged

and messy), and more like a nearly perfectly clean slice all the way up and down
(though obscured by steam, what can be made out, suggests this).

Now back onto your feet, you only manage to take a few steps forward before the
heat being emitted by the lava pool begins to give you trouble with your breathing.

Although it wouldn’t be too much of a burden at any other time, your condition exacerbates
everything and you are forced to move back up to a higher position along the bank of the trough.
But in exchange for the more mild air, you are dealt another round of adverse, debris filled terrain.

A struggle as your body continues to fight against you, your will is the strongest thing you have left,
and with it, you finally arrive at the base of the damaged section.  However, due to your struggles,
your slower movements have only managed to barely out pace the still rising lava pool, and upon

reaching the area directly next to the stern section, you see the lava is now only
a few minutes away from flooding this area as well.

And if it does, your only known means of getting inside,
will be lost (ideally, there would be others).



Thinking things over, you look up at the now exposed profile of the Edictal’s interior
(you are now close enough to see it in full detail) where you see what must be hundreds

of decks, intermixed with several larger, multi-deck sized areas.

Elizabeth
(Struggles with breathing as she looks up)

Still looking, a single thin stream of liquid falling from somewhere up above and splashing
against the bedrock quickly catches your attention about 20 meters ahead.

Quickly making your way over to the liquid, or at least, as fast as you can go in your current state,
you at first cautiously look over the stream, and though you can’t say for sure whether or not it is
water by simple observation, you decide to make use of the ice ray in order to see how it reacts.
And sure enough, a significant portion of the stream instantly freezes in the same way water has

done so in the past, followed by it falling straight down onto the bed rock, toppling over,
and then shattering into a thousand pieces.

Elizabeth
(Gives off a sigh of relief, while powering through slight grunts from pain)

Though the lava is still creeping up to your location in the background, your desire to ingest
pure H2O for the first time since all this started takes over, and you step into the stream, where

you proceed to showering in it as well as look upward so as to take a drink.

Nearly lost to the bliss of the moment, you refocus in on the lava that is now only a half or so dozen
meters away.  And though the water only provides an instant boost to your mental state rather than

your physical one, it is enough to get you going for at least a little while longer before a more
prolonged time of recuperation is required.

Moving back, you try to follow the leak upward to its point of origin and soon discover that
it appears to be flowing out from one of the larger sized areas just 3 decks above.  And upon

closer examination, the void like space looks to be the inside of a massive container, now
sliced in half along with the rest of the section.

However, seeing as the water is still leaking out at a steady rate, you think
there must be another container behind it that is still full of water.

Sticking to hope, you travel back to the upper area of one of the banks
of the trough and switch the Blaster back over to heat ray mode.

(Note: if the player tries the ice ray on the lava, it will semi-freeze/harden at first,
but then quickly melt back into lava only seconds later, even if constantly fired upon)

Taking aim at the void area that has the leak, your arms again tremble, but after
a few moments, they ease for just long enough for you to take the appropriate shot.

Holding steady with all the might you have available right now, the ray slams into the back
area of the void section, but after only a few short seconds, your hands can take no more and
your finger releases from the trigger, followed by it jolting out of your grip and onto the ground.

Unsure of its effectiveness at first, due to nothing happening, the buckling of metal is then heard,
followed by the sight of a wall of water rushing out from the void, where it then proceeds to crash

against the lava pool below, producing a steam cloud that quickly engulfs both you and the entire area.

Never have you been so happy to have your vision blank out.



Elizabeth
(Watches the steam cloud clear/move back down along the trough, and sees

that the lava is hardening, then picks up the Blaster just before speaking)
(Very soft and struggles)

“(Hint of anger) Two... (cough) can play at that game.”

With the last of the water evaporating away, the entire steam cloud becomes
less dense, giving way to the sight of a now completely solidified trough.

And with it, relief from any further danger to both you and the ship,
at least, for the time being.

Moving back to the area at the base of the stern section, you
keep your distance from the freshly hardened lava.  While at the same
time, you take one last overview of the exposed decks, and as you look
towards the bottom ones, you examine your options for getting inside.

Though still in rather poor shape overall, the introduction of water into your system
is now beginning to slowly improve your state of being with every passing moment.

Breathing becomes less rough, your migraine dulls to just a slight headache, and even
walking becomes more, “accurate,” and returns to a near normal pace.

However, after getting back to the bed rock area at the stern’s base, you come to realize
your external physical injuries are more severe than you thought.  With the shock your body

was experiencing before, having masked the pain they were otherwise always giving off.

Looking for the source of the new pain, you see the three cuts/gashes that were inflicted
across your skin (right arm, upper thigh, and upper cheek) have all partially reopened, with new

blood blotches beginning to appear through the area of the duster coat on your arm and the
wrapping you made around your leg.  And as you take your hand and touch your face,

new blood is drawn from there as well.

Elizabeth
(Feels stings of pain, and grunts in response, though while being less tired than before)

Acting accordingly, you try your best to mend them to at least a stable condition (rips another part off
of the undershirt to make a wrapping for the arm, while readjusting the wrapping on the leg and only

wiping away the blood on the cheek), with the long term being left to hope that there’s still salvageable
supplies, or better yet, someone on the ship, that can properly deal with the injuries.  Otherwise,

bleeding out is becoming more and more likely to be the end to all this.

Now back at where the lonely stream of leaking water once flowed, now a series of several
larger streams as the newly breached container up above continues to leak, you look

towards the nearest exposed corridor (which has sparking wires overhead),
and into the pitch black interiors of the Edictal.



Though also accessible, the adjacent rooms are found to be mostly barren and only
a few meters in depth, with the remainder being lost with the rest of the stern, which if you

haven’t noticed already, is neither located in pieces along the trough, nor anywhere
further back behind it.  And judging by what you can recall from the images you saw of the

Edictal’s design while in Olympus, the missing section should be roughly a kilometer in length.

Also, not wanting to make anymore holes in the ship, you decide to stick
with taking the corridor for passage.

Gameplay note: Ideally though, the player should have the freedom to blast their way
through any of the “average” walls, with only more significant structures and bulk

heads being able to impede their progress.

Now stepping past the initial entry area of the corridor, your Luna’s Light implants begin to
adjust to the darkness that currently dominates this part of the ship.  And as pitch blackness

slowly elevates into a dull, but fully comprehensible brightness level, vagueness turns into detail.

Unlike the first few meters of the corridor, which were damaged by the apparent “slice” event,
the subsequent heat brought on by re-entry, and then by the crash itself, the first area you come
across beyond that is seemingly spotless, and void of both any significant damage, as well as
debris, since anything not tied or bolted down must of been sucked out during its fall to Earth.

You also notice the silver and green paint (overall silver, with a green line running the
length of the corridor) on the metallic walls and ceiling structure are in good

shape, showing no signs of fading or discoloring.

Elizabeth
(After making the observations, the metal all around and
throughout the ship groans and shifts, then quiets down)
(Still a struggle to speak, but no where as bad as before)

“H... (powers through) Hello?...”

(Short pause as the echoes fade away)

Receiving no response, other than the entire ship’s super structure groaning and shifting again in
the background, you continue forward, and after proceeding down the corridor for another dozen

meters, you arrive at a 4 way junction, and as you look just around the corner to your right,
you see text within the green line that is across the wall, which reads:



Along with the signage, you also see a red line and a blue line along the other
two corridors of the junction, which read, “Engineering” (straight ahead, and unlike traditional

ship design, the Edictal’s engineering is located near the bottom center of the hull),
and “Water Treatment” (on the left).

Elizabeth
(Very softly)

“(Catches breath) Hydroponics... Engineering... (longer pause) Water Treatment.”

Looking down each corridor, you see no immediate obstructions that
might impede passage, thus leaving you with a choice to make.

However, before you can even begin to contemplate your decision of which way to go,
sounds of clanking metal are heard coming from the Hydroponics corridor, as if something

was scurrying about and had knocked an object or two onto the floor.

Quickly drawing your attention, though you refrain from taking out the blaster
this time, you look down it and into the darkness it flows into (stretches on beyond
your implants illumination range) and start to think that perhaps Hydroponics will

lead to the most promising/constructive prospects.

Gameplay note: Though the sounds draw the player to the Hydroponics corridor,
they can still choose to take which ever path they want, with each “experience path” once

again ultimately leading into the same end (another “wide linear” design)

Literally going with your gut, you begin to make your way down the Hydroponics corridor, and as
more of the darkness slowly becomes illuminated with every passing step, several side

rooms come into view on both your left and right.

Deciding to make use of your X-Ray ability in order to make note of everything around
you in the quickest amount of time possible, you soon realize you are unable to see

anything beyond the corridor walls that surround you, with only an odd, fuzzy distortion
field being shown across nearly everything.

(Note: This distortion is due to the make up of this specific
portion of the ship, with other areas being less obstructive)

Still reluctant to make use of the blaster, for fear of what you might either destroy, injure/kill,
or set off/unsettle, (though once again, the player can do whatever they want) you continue on
down to the end of the corridor, where you come to a t-junction, and another piece of signage

across the center of a massive glass wall:

GROVE B



Extending both to your right and left along a much larger corridor (3 times as wide and triple height),
you see the glass is, like everything else thus far, in nearly perfect condition, save for a few minor cracks
here and there that must have been brought on by the vibrations from the crash.  And as your implants

continue to adjust, what lies beyond it begins to come into focus.

First, a massive grid of planters is illuminated into view, followed by the outer walls further on being
seen as consisting of numerous terraced planters that stack all the way up to the ceiling structure.

Of which, has several long and thin skylight like structures that are allowing light from the outside to
come in (not much, but enough for your implants to make use of).

However, rather than finding the place to be a mess of overgrown vegetation, or worse,
nothing but piles of long dead plant life, you see each and every one of the planters contains

what looks to be plants that had only just recently managed to grow up and out from their
respected containers.  With the largest growth being nothing more than a single leaf.

Wanting to get inside to get a closer look, you move towards one of the nearby
sliding glass doorways that is a part of the overall glass wall structure.

Appearing to have no handles of any kind, you assume
it must be automated, and seeing as nothing happens once you approach it, you figure

you can either try the subtle method of opening it via placing your fingers into the small gap
in the center, then using Armstrong to increase your grip as you pry it open.  Or you can

go the more “obtrusive” route via the blaster.

You go with the latter.

Using the heat ray, the glass, at first, absorbs the heat surprisingly well, but before long,
it can longer bare the strain, and instead of just slowly melting away, the entire door

structure shatters into millions of pieces.

Thankfully, your boots are one of the few things that have held up this entire time, and you
easily traverse over the fragments and enter into the center area that contains the grid of planters.

Now able to look over the planters in greater detail, you find labels that designate what each
plant is.  From tomatoes, cucumbers, potatoes, strawberries, raspberries, peppers, lettuce, and

several more, the entire grove is teeming with vital fruits and vegetables, or rather, it’s well on its way.
You also are able to see more of the overhead structure which appears to consist of several robotic

arms, with their intended purpose most likely being that of harvesting what each plant grows.
The following logo and label are seen throughout the area as well:

Taking one last look around, you confirm that all the plants are only in their infant stage of growth,
and seeing as the rest of the facility is also in really good condition, you begin to question how much
time has passed from the ship’s perspective.  Since, nothing seems to suggest that over a century
of aging has taken place.  But before you are able to entertain what possibly could have caused
this discrepancy, a new set of clanking metal sounds are heard coming from the outside corridor.

Although, unlike before, the sounds continue on, and get louder.

And as you begin to listen more closer, it sounds almost as if
something is rolling along the ground towards your location.

B i o f i c i a l
A Norm Company



With the sounds continuing to get closer,
you cautiously walk back over to the shattered

doorway and out into the main corridor.

Once in the center of the t-junction, you soon realize
the sound is coming from your right, but as you turn, you see
nothing within the range of your implant’s illumination range.

Nonetheless, you know this is the direction the sound is
coming from and you continue to stare into the darkness
(though the player can move forward if they so choose).

Still building in loudness, the sounds of metal rolling across metal gets to the point
where it appears to be almost on top of you, when suddenly, it stops.

A short pause is observed as you continue to look into the darkness ahead, and just as
the echoes fade away in the background, one last clanking sound is heard, followed by an

object jolting out from the darkness and rolling forward for a few meters before slowly coming
to a stop just ahead of you.

Now able to get a good look at it, the object is of course a sphere, with its overall
design and mirror like metallic finish being nearly identical to that of a cognition sphere,

only, slightly larger (roughly 20% larger).

Elizabeth
(Softly, and now nearly back to normal speech)

“The hell?...”

Remaining motionless, you cautiously make your way towards the sphere, and upon getting
close enough, you make out the following engraving on its exterior (the sphere stopped

in position that placed the engraving across its upper front area):

Elizabeth
“E... V... I...     EVI?...”



Still looking over it, it suddenly gives off a fast series
of three beeps, followed by it producing a subtle glow that then

quickly proceeds to brighten until the area around it is illuminated
in what could be considered normal lighting.

A few seconds later, a mist of light starts to flow out from the sphere.

Shapeless at first, the light continues to become more dense until
the sphere inside is no longer visible, and after a few more moments,

it begins to grow upwards, followed by it morphing
into the vague shape of a humanoid figure.

Fully established, the light then brightness even further, then
dulls, giving way to yet another completely life like entity.

Looking directly at you, you see it to be a male, who appears to
be of Native American descent in their mid to late 40's, and is dressed
in something akin to expedition attire (Basically, refer to Sam Tucker’s

outfit from the movie Titan AE).

Unknown Male
“Greetings.”

“If you are seeing this message... (somber) then I’m afraid EVI has ceased in operation.
And until systems are restored, fail safe protocols dictate that all critical functions are

to be now undertaken by the VitaVault, with the re-routing of all bridge command
lines to be completed by the termination of this message.”

(Short pause)

“I... (short pause) sincerely apologize if this inconvenience has come to pass.”

A second later, the figure brightens, followed by the mass
of light misting away and the sphere going dormant on the ground.

Elizabeth
“(Softly) Huh...”

(Short pause)

“(Softly) Onto this... VitaVault, it is then.”



Pressing forward, you continue down the remainder of the corridor, with the other
groves you see along the way also having little to no plant growth.

Now at the end of the grove corridor, you see it flows into what appears to be small hub
area that is home to a series of lifts that go both up and down.  However, what grabs your

attention the most is what resides at its center.

A map of the ship.

Elizabeth
“(Sigh of relief, then softly) Some direction.”

Making your way over to the map, you quickly get up to speed on the major areas
of the ship (and discover that the primary way to access the vault is via the bridge), and though

the information provided is mostly an abstraction, you become even more relieved
after you discover a nearby terminal that bares a much welcomed symbol:

Though, as you move over to it, you pause.

Elizabeth
(Slowly pulls out communicator from coat with her right hand, briefly looks at it, then slowly puts it back)

Not saying anything, you briefly glance over the communicator, then back at the terminal, all the
while remembering that, without Zero, a simple “charge and grab” job isn’t in the cards anymore.

(use the shock ray to temporarily turn on the terminal, so Zero can quickly,
and safely, grab the data for you)
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Elizabeth
(Sigh, sounding as if almost on the verge of breaking down emotionally, but recomposes)

“No... (recomposes) okay... just have to do it the old fashioned way, then...”
(looks back towards the nearest bank of lifts)

Weighing your options, you refer back to the overall map and see that engineering would
most likely be the best place to look over first if you wanted to restore any kind of power to this section

of the ship.  Which for all you know, may aid in getting EVI back up and running sooner, since the
manifestation wasn’t entirely clear if some form of system, separate from EVI, is conducting repairs

at this very moment (via the spheres themselves or some other system), or instead, requires
complete outside assistance with the task.

As for moving on, and thus taking a blind approach, you walk over to the bank of lifts and see that
the only direction available to you is up, since you find the areas down below are now either obstructed

by collapsed structure or completing filled with sand (all decks below this one
are now embedded in the ground).

Coming to a decision, you decide to forgo the restoration of power, and instead just push
forward to the bridge.  And as you turn towards the bank of lifts and look over them again,

you determine which shaft has the closest, and still operable, lift within it,
followed by you taking out the blaster.

Elizabeth
(Switches blaster to Shock ray mode)

(Exhales)

Discovering a shaft that has a lift only two decks up, you begin to fire upon its overall structure,
and watch as the many electrical arcs it produces climb up it followed by the blaster being forced

into the cool down mode.

Now fully disengaged, you continue to watch the remaining arcs of electricity race all across the
lift, with some finding their way into the inner workings of it, and as they do, the panel that is used

to call it slowly starts to come back to life, prompting you to quickly press it (a gentle press this time,
though faster than normal).

Still buzzing, the lift above begins to lower down to you, but as the electrical arcs start to
decrease in size and number, it slows.  However, thanks to you acting accordingly, you give it

yet another jolt with the now recharged blaster, causing it to continue its descent
(you keep this up until it arrives).

A few cycles later, the lift at last comes to a rest on your deck,
and you step inside its mostly glass enclosure, though, in order

to keep it powered as you ascend, you switch over to heat ray mode
and proceed to melt a sizable hole in the lifts roof structure, thus
providing you with a clear shot to the overall structure outside.

Taking a pause, the electrical arcs die down, and you decide
to look upwards towards what lies above, and all the uncertain

and unknowns that it represents.

A moment later, you fire the blaster once again at the structure outside
and press your finger against the up button, with the lift jolting upward and

beginning its climb shortly afterwards.



With the lift now ascending at peak speed, you make sure to keep it “stocked” with enough
electricity until it reaches as high as it can go.  And if you remember the overall map, hopefully

means to a path that leads directly into the transit hub, and ultimately, a straight shot to the bridge.

Also during this time, you once again examine the condition of your wounds and discover that
your most recent round of patch work is holding in place (right upper thigh and right arm), with only

small blotches of blood managing to seep through.  Though overall, the sight does nothing to
dampen your concerns of possible blood poisoning if real treatment isn’t administered soon.

Turning your attention back onto the lift, you dispense another round of the shock ray onto
the outside structure and continue your ascent, with the shaft itself giving way to another

hub area shortly thereafter, of which, bares the following signage:

Suffice it to say, your anticipation quickly turns into disappointment.
(Though, the player could stop the lift and explore if they really wanted to)

Now back in another section of the shaft that is fully enclosed,
you continue to ascend for a few more moments, followed by

the mostly barren and bland structure of the shaft outside
giving way to a more “intricate” design.

Consisting of embossed metal work, all kinds of abstract shapes
criss cross all around the shaft, until finally, it begins to show coherence,

as new, orb like shapes, like stars almost, begin to grow in number.

A few seconds later, the shaft itself once again gives way to another
hub like space, however this one is significantly larger, with the lift

providing a 360 degree view as it slowly comes to a stop
and aligns itself with the floor.

And as you look around, you soon come to the realization
that the transit hub is much more vast than the map let on,

as the presence of several High Line like structures and
motionless cars all around up above clearly signify

what this space’s function is.



Looking straight ahead, towards the direction the lift’s doorway opens out to, you see the vastness
of the hub (which overall, is shaped like an inverted atrium, so similar in design to the underground
dwellings of Olympus) continue on until it is abruptly cut off by the “slice” section, which due to your

distance away from it now, is seen as only a glowing mass of light in the distance.

As for what lies in the opposite direction, you find just as much vastness of space, with the High Line
like structures traversing every which way and providing access to virtually every area of the ship that you can

lay eyes upon from your current location (so, up above, straight ahead, and areas down below this deck)

Of course, unlike the direction that ends at the “slice,” this side of the space continues on for what looks to be
at least a half a kilometer or so in length, with what appears to be some sort of massive containment structure

composed of mostly glass (or at least, a material that is just as transparent) at the end of it which spans
almost the entire width and height of the space (areas to the right and left of it appear to be walkway spaces

that allow passage around it, with the tracks above also using these spaces to swing around it).

Naturally, the structure does well in catching your attention.
(Gameplay note: Things really begin to open up at this point, allowing the player

to go where ever the High Line like structures can take them, though in this
instance, a more straight forward path to the bridge will be taken)

Though of interest, you are also still on the look out for any kind of medical supplies,
or better yet, an infirmary like facility, so you can at last put the worries you have over
your injuries behind you.  For if you don’t, the next set of challenges, which at this rate

are more than likely to occur than not, may be too much for you to undertake.

(Gameplay note:  The idea here is that the player could just press forward, without
getting any kind of aid, however, in doing so, certain routes and areas will be unaccessible

due to Liz not being able to perform certain tasks because of her poor condition)

Of which, may be of concern already as you begin to eye a nearby
length of track that heads towards the base of the containment like structure at

the end of the transit hub, followed by you looking over your right arm that is of course
far from normal and only getting worse as more time passes.  And though jumping

between fixed points has been doable thus far, though you were unaware of the pain
and damage you were doing at the time, you feel that traversals of any kind are

out of the question, so long as you try to use your right arm specifically.

Elizabeth
(Removes the High Line device from its “rest” position on her right arm, seen limp now, and moves

it over to her left, though grunts in slight pain afterwords, as the arm barely manages its weight)

Confident that you can now traverse the lines, you are less so when it
comes to making any lengthy jumps (you are still lethargic overall), thus
you decide to limit your range (thus creating an incentive for finding aid).

Elizabeth
“(Tired) Gonna have to keep lengthy exertions to a minimum.”

(Hints a limit to the player)



Now at an area where the nearby line extends down towards the transit hub’s decking,
you get a better look at one of the cars that is currently motionless on it.

Unlike what you’ve seen in posters, the car is not utilizing its electromagnetic mechanism
at this time to stay attached to the track, undoubtedly due to power loss, and instead, appears to have
engaged some kind of latching device which is gripping the track in a way similar to fingers pinching.

Deciding to get along side it, you try to give a push to see if it will move, but sure enough,
the latch is meant to act as an anchor, rather than a backup device to normal levitation traversal.

And with this knowledge, you figure you’ll either have to jump to other nearby by lines (if there
are any) to get around, or, make use of the blaster in order to cut them free from the track.

(if the player does not get up close and investigate at this point in time, they will find out
while traversing the track that the cars are locked in place).

Wanting to test the blaster option, you switch over to heat ray mode and begin to fire away
at the latch mechanism at the top of the car, and after a few seconds, the metal begins to melt

away, followed by the car becoming free from the track and falling to the ground (was only a half
meter above the ground), followed by it slowly rolling to one side as it settles upon the deck.

Once again looking at the structure of interest in the distance, you consider everything you
know, and decide that simply walking over to it would take too much time.  And the more time

you allow to pass, the more likely something unfortunate is bound to occur (whether it be health
related or something the ship does).

Decided, you take out the High Line device (gripping it now in your left hand), and proceed
to active it, followed by beginning your traversal forward towards the structure of

interest at the end of the hub.

Mostly a clear shot straight to the structure, two cars are seen to be in your way, and
seeing as you are both too high to disengage safely, and there are no nearby lines that you
can manage to jump to in your current condition, you resort to blasting them off the track.

Not wanting to take any chances with a distant shot, since the past has shown that the blaster
can in fact melt the track itself (though, if the player feels they can do it, nothing will stop them from trying,
though Liz’s weakened right arm won’t make things easy), you wait until you come to a stop just behind it,
where you then proceed to make use of the blaster in the most controlled way possible.  And just like the
test car before it, both the two in your way soon fall victim to the blaster’s heat, and crash down upon the
decking below (instead of hitting the deck and rolling, they slam into it and become slightly embedded).

With the rest of the line clear, you have no trouble reaching the base of the structure at the end of
the transit hub, and as you approach the area of track that bends back down towards the decking, you

look for a spot to disengage.  However, just before you do, you mange to get a better look inside the structure
itself, and instead of finding a floor structure within it, you see only an enormous shaft that continues down,
beyond your sight.  And just as you begin to piece together what the structure is, you land onto the ground,

and as you look back up, you observe the following piece of signage:

QUANTUM DRIVE CORE



None other than the very heart of the ship, you find the discovery rather, “empty”, as
nothing but what must be the exterior containment shell remains of the drive core.

And if you remember from the overall map of the ship, and its notation of the,
“Drive Core Ejection Shaft,” you conclude that was its fate.

Though fully intact, the presence of hundreds of modest sized cracks all across the glass like material of the
containment structure suggest significant stress was applied to it at one point in time, and seeing as nearly all

of the other glass/glass like materials you’ve encountered thus far have been in far better condition,
you assume none of the damage you see was a result of the crash landing.

Elizabeth
(Looks through the access gate and into the empty structure)

“(Softly) Void of mind... and heart.”

Looking through and beyond the chamber, you are unable to see what lies past it due to the sheer amount
of cracked structure on the other side (for one reason or another, the side you are on right now is not nearly

as damaged, thus allowing you to more easily look through it), but if you refer back to the overall map yet
again, it should be the so called, “Captain’s Concourse.”

Choosing not to walk all the way around the perimeter of the containment chamber,
you look for the nearest set of track that will take you around it, and upon locating one,

you activate the High Line device once more and begin to make the traversal to the other side.

Aside from having to deal with a single locked car on the track ahead, your trek to the
opposite side of the structure is thankfully uneventful, and upon rounding the circular shaped

chamber, the full scope of what is indeed the, “Captain’s Concourse,” comes into view.

Still shaped like an inverted atrium, the sides consist of numerous terraced levels of
walkway spaces and several low lying structures, with both the green roofs atop the structures
and the many species of trees all across the space appearing to be as lively as can be, thus

adding even more support to the idea that not much time has passed from the ship’s perspective.
Even the several lake like areas of water that can be seen appear to be crystal clear still, with a
glimmer of light reflecting off of them (overall, think of the Citadel’s Presidium in Mass Effect).

As for background, you see the overall “V” like shape of the hull terminate at an all
glass wall that is providing a view of what remains of Rapture outside.

You also see an enormous pillar like structure in the center that stretches from the bottom all the
way up to the top of the space.  The primary mechanical access shaft, if you remember from the map. 

Which as you follow it upwards, you see leads to the also aforementioned “Habitation Districts.”

Though located on the exterior of the ship, massive constructs of glass, provide views up into
what looks to be a more urban like set of environments.  Although, as you look more closely, many

of the towers and other large buildings appear to be severely damaged, with some having their
entire upper halves missing, almost as if something from up above had pulled them apart.

Keeping the pondering to the back of your mind, you turn your attention ahead again, where you
proceed to see that a significant section of the track you are on has collapsed, causing you to

dismount onto the main level of the concourse.

Now on the ground, you identify another track only a hundred or so meters ahead and
decide to make your way over to it so as to continue your journey to the bridge (though,

this moment is meant to encourage the player to explore, especially
if the injury problem has still not been taken care of).

(Note: During some playthroughs, the concourse will look more ravaged,
of which is explained during AfterShock: Edictal)



With the next set of accessible tracks dead ahead, you begin to make your way towards it,
though not long after you begin to move forward, parts of the surrounding environment

start to peak your interest.

From open park spaces and recreational facilities, to even a structure that bares
a name you’ve seen before:

Walking over to the structure, you enter into its main lobby like space, with the first thing
you see being a series of “INFO” magazine covers (all in pristine condition, though a few have

managed to fall onto the ground) that read:

With the two sub-headlines reading:

At the Helm of Tomorrow
from humbled beginnings to the stars,

the career of captain AVA KAIN

Cosmic Citizen
LIFE ABOARD A

GENERATION SHIP

And in the bottom right corner, just above the bar code, you read what might be the most telling
piece of information, though at this point, it’s provides more of a confirmation, than revelation.

NOV 2072

Elizabeth
“November, 2072?...”

Between this and both the overall condition of the ship (excluding crash damage and the
mysterious damage to the upper habitation districts) and the plant growth, the idea that

the ship, from its point of view, has only been gone for no longer than a handful
of days since its maiden voyage launch in 2072, is all but certain now.

when you need it     since 1969

BON VOYAGE
THE EDICTAL AND THE DAWN
OF GALACTIC COLONIZATION



Moving back outside, you continue to move forward towards the track, when out of the
corner of your eye, you spot yet another structure that may be of some interest.

Situated in its own courtyard like space, the area features several round tables
and chairs situated just outside of the structure itself.  Of which, displays the following signage:

Getting ever more lethargic with each exertion, you once again try to
seek out some food within the structure.  However, immediately after
entering, you see the many containers and display cases are barren.

Still hopeful that this place offers something other than food that needs to be
grown first in the Hydroponics Groves, you continue your search around the area.

Empty everywhere else, you are left with only the back area to investigate,
and though the door to it is locked, your blaster makes short work of it.

Stepping through the hole you make, you are greeted with several metal containers and
shelves that stack all the up to the ceiling (single story space).  And across both the large containers

on the ground and the numerous smaller containers on the shelves, you find the following label:

Elizabeth
“Nutrigel?... (looks over the “Emergency Use Only” note)

...hmm... I’d say more than justified.”

Designed to be easily acceptable for obvious reasons, you promptly open the nearest
container and find several small rectangular packets that bare the same labels.

Not wasting any time, you quickly begin to tare away at the packaging and find the gel itself is orange
in color and, of course, jello like in feel.  And though you have little to no anticipation when it comes to

how it will taste, you know the energy it will give you is more than worth it, and you take a bite.

Elizabeth
(After chewing for a few seconds)
“(Sounds of slight disgust) Well...”

“...Better this than the trash.”

NUTRIGEL
NONPERISHABLE

EMERGENCY USE ONLY CAREALL
A Norm Company



After taking the last few bites, you step away from the container and
once again look over your still less than ideal looking right arm.

Elizabeth
(Clenches left fist to show some strength is returning)

(Looks over at right arm) “(Soft) Just leaves you.”

Though not providing any ounce of enjoyment, the “Nutrigel” does well in getting some
energy into your system nearly instantly and you already feel like you can undertake

more physically demanding tasks (such as jump normally between tracks/fixed
points and manipulate larger objects with Armstrong, plus aim more steadily).

Returning to the front exterior of the “Delights” shop, you once again locate the nearest
track and begin to make your way over to it.  And seeing as you decide to take no more

detours along the way this time, you reach it a few moments later.

Reactivating the High Line device, you engage with the track, which takes
a steep climb upwards, followed by it leveling off and taking you straight towards

the end of the Captain’s Concourse, and along with it, the front of the ship.

Now with a better vantage point, you manage to see more
of the enormous all glass wall that makes up the front of the ship, along with

the view outside of the desert landscape and the ruins of Rapture that lie within it.

Dropping back down towards the concourse's main decking, you see the track
will eventually turn back soon thereafter and you begin to look for a spot to land upon.

Back on your feet, you are presented with a front row view of the outside.
However, you are surprised by a subtle breeze that passes by, and as you

walk over to the end of the deck and look out over the railing (the deck itself is
pulled back from the glass wall by a few dozen meters), you see the area

below (several decks down) has had its section of glass wall break inward,
causing both the wind, and hundreds of tons of sand, to be blown inside

(every deck below the breach is buried underground).

Elizabeth
(Sees that the deck just below is enclosed in all glass and appears

to have several banks of electronics inside it, while the others below
it are empty and are exposed to the glass wall/breach area)

“That’s gotta be it.”
(Note: If the player never approaches the railing, this is never said)



Looking around, you notice a pair of large stairwells off in the distance behind you,
which you assume must lead right into the entry area of the bridge that you hope lies below.

Walking over to them, you begin to descend down one, and while doing so,
you see the bottom opens up into a space that closely resembles the concourse
up above, only without the massive upper space (only a double height space).

And as you turn back around towards where the bridge is hoped to be, you
find a concave glass wall (double height as well) stretching across the entire

width of the deck, with the following label “faded” across it
(each glass panel has a letter):

Locating a set of doorways at its center, you soon realize they too are an automated design,
and thus have no physical means of opening them.  However, just as you begin to take out your

blaster, so as to create your own opening, a small light atop the door’s frame begins to
blink rapidly, followed by the door sliding away in a completely normal manner.

(The player can still blast a hole through it though, before hand, if they’re impatient)

Elizabeth
(Pauses as the doors open)

“Alright then...”

Consisting of two levels (both exposed to one another), you make note of what
looks to be comms straight ahead (two rows of machinery on either side enclose the

center area, with a round structure at its core that is projecting a wire frame of the ship in its crashed
state, so think of it as a really large Map Maestro), with the captain’s area (chair and all) and other

higher command posts on the upper level.  On an odder note, several crude sketches can also
be seen drawn all across the forward view widnows.

Though showing to be powered, it looks to be only the most vital pieces of equipment
and emergency lightning or active right now.  Among which, you see is a terminal within

the Captain’s console up above which is blinking something across its display.

Fixated on the blinking device, you decide to make it the first thing you investigate.
And as you approach it, you see the display is blinking the following message:

CRITICAL SYSTEMS FAILURE

PRESS ENTER TO ACCESS FAIL SAFE FUNCTIONS



Elizabeth
(Looks over message)

“Fail safe functions... (looks for the enter key)... okay... (presses it).”

Immediately after pressing the enter key, the screen goes blank,
followed by the following being typed out:

(After Infirmary is typed out)
“Infirmary... (slight gaps)...”

Appearing to be fully typed out, you then look over the keyboard once more and
try the up and down arrows on it to see if that will select one of the options, and

sure enough, it does and you begin to contemplate what to do next.

Starting at the top, you select the VitaVault Access option, followed
by pressing the “O” key, then enter...

Elizabeth
(Hears a subtle “thud” sound come from the right
side of the Bridge, and glances towards it briefly)

You then proceed to activate the power for the Crew Quarters and Infirmary...

Elizabeth
(Hears noises of lights activating on her left, followed by her looking up and

away from the display completely and towards the source of the sound)

Edictal Command OS [ Version 1.01 ]

Copyright (c) 2072 Codex Software, A Norm Comp.  All rights reserved.

FAIL SAFE MODE

AVAILABLE FUNCTIONS 

USE OPEN (O) OR CLOSE (C) COMMANDS

VITAVAULT ACCESS

EVI CENTRAL ACCESS: ERROR

CREW QUARTERS POWER

BRIDGE INFIRMARY POWER



Now looking towards the left side of the bridge, you locate the opening where you
heard the sounds come from, and proceed to walk over towards it.

Reaching the entry point of what you now see is a corridor, you find it extends on for
roughly a dozen meters before splitting at a t-junction, with an all glass doorway near the mid-point

on the right hand side, that reads, “Bridge Infirmary,” and the wall at the very end reading:

Though fully explorable, your health takes precedent, and you step towards the
glass doorway that leads into the Infirmary.  Which for starters, you see has what appears

to be a fully lit space behind it (just a glow, since the glass is only semi-transparent).

Being another automated doorway, it quickly slides open once you reach it, and as you
step inside, you find a space that is circle in shape and “open” in layout, with several

patient beds set up against the wall and pointing inwards towards the center, which by the
way, also consists of a patient bed, however, with the addition of what appears to be its

own set of specialized equipment, along with 4 large robotic arms huddled around it.
And thanks to a label across one of the pieces of equipment,

you aren’t left guessing as to what its purpose is.

Elizabeth
(Looks over the machinery and label)
“(Not thrilled) Oh good... this again.”

CREW’S QUARTERS
DORMITORIES                                mess hall

LIBRARY
REC CENTER

FITNESS CENTER

AUTODOC
AUTONOMOUS

SURGICAL STATION Autotron
A Norm Company



Taking a walk around, you attempt to find any and all medical supplies that may be able to solve the
situation with your arm and leg in a more “hands on approach.”  However, after making a full pass around

the room, nothing beyond what can help with small cuts is found, with everything seemingly pointing
to the fact that such wounds as what you have can only be treated by this so called, “AutoDoc.”

Walking back over to the center bed, you locate a small console of buttons
and a terminal display which you assume must be used to control the “AutoDoc.”

Looking over the display, you see the following:

AUTODOC PROCEDURE PREP

AWAITING NEW PATIENT TO BEGIN MEDASCAN

FOR AUTODOC DOCUMENTATION AND FIELD NOTES

PRESS 1

Elizabeth
“Just get in and go, it seems.”

Wanting as much information as possible on this thing, you decide to press the 1 key
in order to bring up the “documentation and field notes.”  And in doing so, the following

is typed out across the display:

Also during this time, the base mechanism of the nearest robotic arm opens up,
exposing a canister that bares the following label:

Elizabeth
“Nanites?  That’s a new one.”

MISSION STATEMENT: 

AS AN "ISOLATED" PLATFORM, THE EDICTAL HAS BEEN SELECTED

TO SERVE AS THE LOCATION FOR ALL NANITE TRIALS.  WITH THE

AUTOTRON "AUTODOC" TO ACT AS THE PRIMARY HANDLER OF ALL

MATERIALS PROVIDED BY NANITA.

FIELD NOTES:

AWAITING FIRST ENTRY

nanita
A Norm Company

NANITE CONTAINMENT
HANDLE WITH CARE



Displaying nothing else, you step back from the
console and look over at the patient bed.

Moving over to the front of the bed, you step to one of its sides, and just as you do, all 4
of the robotic arms quickly move upwards and back, so as to clear the way for you to

lie down upon it.

Elizabeth
“(Audible inhale and exhale)”

Getting onto the bed, you begin to lie your head back against the head rest, and
after a few moments of nothing happening, a small orb shaped device over head starts

to lower towards you on its own small robotic arm, followed by it leveling off and beginning
to project a field of light that scans your entire body (starts at head, then moves down).

During the scan, a small display is also lowered down towards you and positions
itself directly in the center of your field of view.  And as it turns on, an outline representation of

your body is shown, and as the scan continues, and it passes over your arm, you hear three short beeps,
followed by the representation on the screen highlighting your right arm in red.  This also happens

after it scans your upper right thigh.

A second after that, the scan completes and the 2 robotic arms on your right begin to move into
position (nearest moves to just above your right arm, and the other just above the thigh area).

Coming to a stop, the scan device retracts back into the ceiling, followed by the screen with
the representation typing out “Commencing Procedure.”

At first, a buzz is heard from below, and as the sound builds in the background, as if
something is charging, the screen above zooms in on the highlighted section on your right arm

and begins to depict, in real time, what is happening (displays a white circle, which represents the
head of the robotic arm, that then proceeds to move over the highlighted section).

With the buzzing now at peak loudness (a modest noise overall), you see the robotic
arm move closer to your arm, with the white circle on the screen doing the same.
A moment later, a discharging sound is heard and you begin to feel the most odd

sensation all across your arm, though, you experience no pain.

Elizabeth
“(Slight gasp as she experiences the odd feeling)”

Still moving across your arm, the screen then shifts over to the highlight on your upper thigh, followed
by the second robotic arm beginning its discharge of the nanites upon it, further increasing the intensity

of the odd sensation, though still, you feel no pain.

A few moments after that, you see the screen show the representation of the wounds (it has since
zoomed out, allowing both actions to be seen at once) slowly disappear as the white circles pass

over them, and after doing so, the buzzing then begins to dissipate in loudness, along with the
odd sensation going away completely, with no lingering feelings of any kind thereafter.

And upon watching both the screen and arms pull away from you and return to their pre-procedure
positions, you slowly get up and begin to inspect both your arm and upper thigh, and as you do,

you find nothing put perfectly healthy looking skin, with the only things not being returned to normal
being the areas of clothing and cloth wrappings that were vaporized during the procedure.

(This is intended to mirror the Map Maestro procedure, only this one is meant to be seen as far
more “civilized,” with nano tech representing the most evolved form for how all this is conducted)



Elizabeth
(Slowly gets off bed, then looks over her fully restored right

arm one last time, followed by lowering it back down)
(After arm goes out of sight)

“And yet... (softer) still not quite whole.”

Now back on your feet, only a brief moment passes before the sight of something
passing by the door, on the outside, catches your attention (as it happened, the door

was just inside your field of view).

Elizabeth
(Quickly turns head towards the doorway)

“(Exhales)”

Wasting little time, you quickly make your way over to the door, but as it opens, you find
nothing on the other side, nor anything of note within the rest of the corridor.

Elizabeth
(Looks down towards the Crew Quarters, then back

towards the Bridge in the opposite direction)
“Nothing...”

Not hearing any kind of sounds this whole time, you figure your mind is once
again producing hallucinations of some kind, though, without any of the, “niceties,”

that came from those in time’s prior (specifically the Booker hallucinations).

Regardless, you figure the best thing to do now is to finally head for the VitaVault
access area, which you assume must be on the other side of the Bridge.  However, right as

you exit the corridor, you find a small stairwell, that leads down, just off to your left, which you
must of missed before while heading towards the infirmary (if the player never turns

around once reaching the corridor, they can easily miss it).
 And along the name plate overhead, you find three letters:

CRR
Giving in to curiosity once again, you decide to investigate,

for who knows if you’ll ever have another chance.

And as you reach the bottom after descending only 1 flight, you come to a sliding
door that is stuck slightly open, due to what looks to be a book on the floor that

is blocking it from closing, with the opening you can see through giving way
to nothing but pitch blackness on the other side.



Getting past the stuck door easily enough, thanks to using Armstrong (or the blaster),
you step into the darkness, and await for your Luna’s Light implants to go to work.

However, thanks to the space being so isolated from any nearby light sources, your vision
is only able to improve so much, thus you are only able to see roughly a meter or so ahead.

Despite this, you still manage to make out the space as some sort of small office, with the first thing
to greet you being a heavily damaged desk chair in the corner, followed by the site of a shelf across the
wall (contains literature and technical engineering textbooks), then a modest sized desk near the back,

which has a terminal atop it (not active),  and a smaller table just behind it.  And as you approach
the table, you find a rather large book all by itself lying on top of it, with the title reading:

Elizabeth
“An interesting mix.”

Still looking over the book, you hear something click in the background, followed by a subtle
buzzing sound starting to build up, and just as you turn back to see what the source is,

you find that the terminal on the main desk has started to turn on.

A second later, the display’s back light begins to glow,
followed by it typing out the following:

Seeing as your options are limited, you select the shutters function and press the “O” key, and a moment
later, a series of unlocking sounds is heard from behind you, followed by a large section of the back wall

beginning to rise as the shutters themselves are retracted.

As a result of this, light from the outside floods into the space, temporarily blinding you,
but after adjusting, you find the shutters have given way to a massive glass wall that provides

a full view out through the front of the ship.  However, the grandeur of the site is instantly lost when
you see that most of the glass wall has been cracked, with the central dent area making it appear as if

something was violently thrown against it, from the inside.  And upon realizing this, the broken
chair you found, when you first entered, starts to make all the more sense.

Elizabeth
“And there’s par for the course.”

THE GLOBE
ILLUSTRATED

SHAKESPEARE

FAILSAFE MODE

INDEPENDENT CRR EMERGENCY POWER ACTIVATED

AVAILABLE FUNCTIONS

USE OPEN (O) OR CLOSE (C) COMMANDS

SHIP WIDE COMMS CHANNEL: ERROR

EMERGENCY SEAL SHUTTERS



Seeing enough, you make your way out of the room
and back towards the opposite side of the Bridge,
where you heard the subtle “thud” sound earlier.

Finding another corridor, you see it extends forward for a
dozen meters before taking a turn to the right, and at the turn,

you find “EVI CENTRAL ACCESS” in large letters across the wall,
along with a massive doorway (dual sliding doors, bulkhead like)

and a terminal embedded in the wall next to it, of which,
you see has a message blinking on and off across it.

Once at the turn, you see it reads:

EVI CENTRAL EMERGENCY LOCKDOWN ENGAGED

STATUS: ALL BULKHEADS SEALED

CAPTAIN'S DIRECTIVE ALPHA 1

With the VitaVualt your only concern right now, coupled with the
fact that your Blaster will have no effect upon the bulkhead grade

walls and doors that contain the EVI Central access area, you turn
back to the right and continue along the rest of the corridor.

Extending a bit further until the “EVI CENTRAL” lettering goes away,
you pass through a dividing area and another terminal in the wall, which
you presume is the bulkhead door that opened due to your actions at the

Captain’s terminal.  And just beyond it, you find a modest sized lift on
the right, and a stairwell that leads only down straight ahead.

Seeing as the stairwell is “open” in design, you look down its center core, in an attempt
to gage its length, and as you do, you find it descends into complete darkness.

Elizabeth
“Hmm...”

Moving over to the lift, however, gives you an even less pleasing sight,
as the terminal connected to it reads the following message:

SHIP WIDE EMERGENCY DECLARED

LIFT MAGLOCKS ENGAGED

PLEASE UTILIZE STAIRWELL FOR VITAVAULT ACCESS



Forced back upon the stairwell, you begin your descent, and after descending
a handful of flights, the illumination from the emergency lighting from the corridor

up above begins to wane, causing your implants to take over.

Now over a dozen flights down, each landing you reach gets a little darker than the last,
due to the isolation of the space, and after a few more flights, the enhancement

ability of your optical implants essentially becomes useless.

However, as this happens, you recall that your Map Maestro ability generates
a small amount of light on its own, and you decide to begin projecting a map of the

stairwell.  And in doing so, just enough light is provided for you to
navigate the rest of the way.

Casted in a subtle white/light blue glow, you finally see the stairwell bottom out after a few more
moments of descent, and as you reach it, you come to yet another opened bulkhead door
and a passageway that leads back to an area where the lift above would have taken you.

Passing through the bulkhead, you soon step out into even more darkness, and since neither
any natural nor emergency lighting is provided, only the echoes from your every footstep

allow you to guess as to the enormity of the space (which is very large).

At first, your movements forward give way to only a barren, metallic looking floor, until suddenly,
a risen section comes into view, and as the glow from your Map Maestro projection is shined

upon it, you find it to be a planter, with what looks to be a massive cherry blossom tree,
in full bloom, at its center.

Elizabeth
“Well then... a good omen, as any.”

Passing around it, you manage only a few meters more before coming across another, and as you
continue to move straight ahead, and to the left somewhat, you quickly suspect the entire space

must be made up of a massive grid of planters and trees.

However, as nice of a sight as they are, you find yourself still in search of the VitaVault itself,
and push forwards, until at last, you reach a solid wall (if player moves far enough to the left).

Though, as you start to walk along side it, nothing of note comes into view after several
moments, giving you an even greater sense to how large this space truly is.

Continuing to wander around aimlessly, you figure a way to, brighten, things up a bit,
and you take out the blaster.  And upon switching over to heat ray mode, and getting

over what you are about to do, you begin to set the Cherry Blossoms ablaze.

Elizabeth
(Just as you start to fire)
“Needs of the many...”



VITAVAULT 001

Quick to burn, it isn’t long before you manage to set fire to several of the surrounding
trees, and as they get brighter by the second, so does the space around them, allowing

you to at last get your first look at the overall scope of the space (due to size,
all smoke collects harmlessly high up above... for now at least).

Looking to the right side, you see a massive lattice of metal structure and giant
transparent panels that stretch all the way up to the ceiling, roughly 5 stories up,
with the sight of what looks to be another emergency shutter on the other side.

And to your left, you see more of the metal wall you walked along earlier, now flickering
in orange and red light from the burning trees (also extends all the way up to the ceiling, with

a balcony like walkway structure extending out from it 4 stories up, of which, has a point the player
can technically jump to if they wanted, but only if they are “healthy” at this point in time),

with the following giant label written across its entire width (about 20 meters up).

You also notice three large metal doors, even more massive than any of the bulkhead doors
you’ve encountered thus far, near the center of the wall, and as you walk forward towards the

opposite end of the area, you find a forth, smaller doorway (normal bulkhead like) that
is fully opened, with a non-active terminal embedded in the wall next to it.

Now at the front of the doorway, you notice no signage of any kind.  However, as you look over
at the terminal, you decide to see if a little “jolt” can provide you with any further information.

Firing at the terminal, the electrical arcs soon find their way into the inside workers,
and after a few seconds, the screen briefly displays the following message, before

fading away as the temporary power leaves it.

OUTER VITAVAULT CONTROL

ALPHA CLEARANCE ID AMORDELTA ACCEPTED

EMERGENCY ACCESS OVERRIDE GRANTED

A brief moment after fading away,
the terminal then shorts out and bursts apart.



Elizabeth
“(Startled by the burst)”

(Short pause)

“In footsteps unknown, once more.”

Stepping inside (starts using the Map Maestro for light again),
you follow a short passage that then turns left, followed by it

leading you into what appears to be the structural innards that separate the
outer wall you saw outside, and the VitaVault itself.  Which as you look through

the jungle like mass of metal beams, pillars, and massive shock absorber
devices, you can see is spherical in shape, just like how it was depicted

on the ship’s overall map.

Weaving around the structure, the path eventually leads you to another lift and
stairwell pairing, however, unlike before, this lift is still active under emergency

power, and has not engaged its maglocks.
(Terminal display is blinking the “Emergency Access Override Engaged”

message, but without the “Clearance ID” part)

With the actual lift not present, you press the call button and watch as
it then descends out from an upper area that is suspended within the

surrounding structure, which you think might be the control room.

Now in the lift, you press the activation button
(gently, but with a slight hesitation just beforehand).

Rather than giving off the usual jolt, the lift eases into its ascent, followed
by it slowly getting faster as it rises up towards the above structure.

Reaching peak speed, a few more seconds pass before the lift enters into the
bottom area of the presumed control room structure, and another moment after that, it
slows to a crawl, followed by it coming to a stop as it levels out with the floor.  And as

you look around, you find a space full of banks of electronics, all of which feed
into a single terminal straight ahead that has an active display that reads only:

INNER VITAVAULT LOCKDOWN ENGAGED

PLEASE ENTER CLEARANCE PASSWORD TO PROCEED:



Elizabeth
(Walks over to the terminal and reads the message,

also stops using Map Maestro since the screen is producing
just enough light for the Luna’s Light implants to make use of)

“Wait... that code... (looks down at the keyboard)”

(Types in AMORDELTA, not player controlled)

Pressing enter, the system instantly responds with:

INVALID CODE

Elizabeth
“Wha... no, no, no... (quickly tries again)”

You get the same response.

Elizabeth
“(Flustered) You have to be joking.  After all that...”

(Also said right away in case the player
never sees the AMORDELTA code)

(Calms down)

”Alright, alright...“ (exhales, then looks around)
“Maybe... maybe, it’s all up to the fool, again.”

Searching around the control room, your attention is
soon drawn to a set of storage lockers in an area back

near the lift (behind it), with one in particular having
what appears to be burn marks all across it,

and upon opening it...

Elizabeth
“(Gasp of disbelief)”



Elizabeth
(Fully opens the locker, then pauses for a few seconds, looks quicky back around briefly)

“(Soft) Impossible...”

Unmistakable in its appearance, the Rapture Audio Diary looks to be an original as you make note
of its overall decayed condition, dented metal, cracked tape cover, and a wrapping,

which appears to be a crude attempt at keeping the upper handle together.

Elizabeth
(Slowly grabs the diary and looks over it)

(Uses thumb to rub away some of the grime that has built up over the “Mr. Diary” label)
“(Softly) Mr. diary...”

(Places thumb over the play button)
(Short pause)

(Presses the button)

Audio Diary
(Diary makes its iconic activation sound as it spins up the tape)
(Degraded audio distortion throughout, due to its old condition)

Unknown Adult Female Voice (British accent)
“(Deep inhale, then exhale)”

(Short pause)
“She’s gone.”

“It’s just you and me, again... (slight chuckle) Mr. Diary.”
“Though, in a way, I suppose who ever is to hear this, too.”

(Modest pause)

“I know not who... or perhaps even, what, you are, but I do know this, if you are hearing
this, then we made it...” (sigh turns into a slight chuckle) “...or at least, they did.”

“However, if your desires are more, desperate, then I’d guess the landing was... less than perfect, and
the Vault has stowed itself away. (Slight chuckle) Maybe next time, I’ll have more options to choose from.”

“Of course, like any good cocoon, it’s only temporary.  But for the sake of time,
and eliminating the need for any further brute force, I hope these words reach you well.”

(Short pause)
“Agnus Dei.”

(Modest pause)
“Goodbye, Alex.”

“And to this, Anabelle Mor...”

“...The last remains of Eleanor Lamb.”
(Audio cuts)



Elizabeth
(Watches the tape in the diary come to a stop)

(Short pause)
“(Short exhale) So... not one to stay dead and buried as well.”

“Let alone... (holds diary with
both hands and looks over it one more time)

”Huh... Small worlds...”

(Short pause as she places the diary within her duster coat for
safe keeping, patting it slighlty just before doing so in appreciation)

With the password, “Agnus Dei,” in tow, you turn your attention back to the
VitaVault control terminal, and promptly type in the phrase.

Elizabeth
(While typing)

“Agnus... Dei...”
(Presses enter)

(While screen accepts the password and begins to load up the next screen)
”(Softly) ...Lamb of God.”

With the screen still loading up the controls for the Vault, a loud sound of shifting metal
is heard all around you, as the massive emergency shutters, that had been covering both

the windows in the control room, and the panels in the larger area outside, begin to retract.

And in doing so, you are greeted by both sunlight that pours in from the outside area (just
beyond the lockers, the room flows out onto the upper balcony area you saw before), and

your first look at the inside of the VitaVault itself.

Comparable in size to the “Captain’s Corridor,” at least, in terms of height, the
shape of the Vault, is of course, the inside of a sphere.  With what looks to be some

kind of staging area at the bottom, which provides access to the three massive doorways you saw
when you arrived, plus a lift structure that rises all the way up to the top.  And around it, thousands
of glowing pod structures (similar to the design of the High Line cars, connected to support devices

that ride along a track that go from the stagging area, all the way up to the top of the sphere), of
which you presume must be housing the 10,000 “passengers” you’ve heard mentioned before

(the pods dot the entirety of the interior of the sphere, though one can be seen unlit).

Elizabeth
“Jackpot.”



During this time, the shutters stop retracting, and the terminal finishes
loading the VitaVault controls, which displays as follows:

Elizabeth
(Looks over the options)

“Hmm... suppose everything, that still works.”
(Presses “O” then enter for each function that will work)

However, after pressing “O” then enter on the “VitaSpheres” option,
the following is then quickly typed out underneath it.

Elizabeth
“A TDS... Scan?... um... (presses Y key) Yes?”

(Presses enter)

A second later, the following is typed out underneath it in response:

VITAVAULT EMERGENCY ACCESS OVERRIDE

AVAILABLE FUNCTIONS

USE OPEN (O) OR CLOSE (C) COMMANDS

OUTER VAULT DOORS

EVI MECHANICAL ACCESS

VITAVAULT SEPARATION PROTOCOL: ERROR

VITASPHERES RELEASE OVERRIDE

WARNING: FAILSAFE PROTOCOLS ARE STILL IN EFFECT

A TDS SCAN IS REQUIRED TO PROCEED

INITIATE? Y/N

DEPLOYING TDS OBSERVER

PLEASE STAND BY



Hearing a mechanical noise coming from just outside the control room, you look through the set of window
panels directly behind the terminal display and watch as a hatch opens up among a bank of what

looks like containment units of some kind.  And a second later, an object, similar in appearance to the
large drone spheres the Mars Guard used back in Olympus, slowly rises out of it (via levitation).

Now fully free from its containment, the sphere hovers in the air for a brief moment before it
begins to descend down towards the staging area and lift at the bottom of the VitaVault.

Appearing to have no regard to your presence, it continues on until it reaches the lift, where it then proceeds
to wait as the lift itself begins to lower down to it.  However, at the same time, the terminal’s display (in the

control room) briefly blanks out, followed by it returning with a live feed of what the drone is currently viewing.

Though, rather than staying put and watching from afar, you decide to take the on site approach, and head for
the doorway that leads out of the room and into the Vault (it was closed before, when the shutters were closed).
But just as you do, you see the lift reach the staging area, and find that time is short, if you want to catch a ride.

Thinking fast, you realize the massive arms that stretch out from the base of the lift structure
(presumably used to manage the pods during maintenance), are perfect candidates for a High Line
device jump, and with no time to waste, you make a leap for it (Note: this jump can only be made

if the player is “healthy” enough, otherwise, they will not be able to perform the jump and will either
have to watch the live feed in the control room, or wait to call the lift back down after walking to it).

Successfully making it to the staging area, you manage to get onto the lift with only a few seconds to spare.

Still not taking any notice to your presence, the drone stays motionless, in mid-air, at the center of the lift.
And a moment later, the lift's door closes in the background, and it begins to rise.

Reaching the top of the Vault after only a few seconds, it passes through the inner/outer connecting
structure, followed by it moving through a small section that has but only a single opened bulkhead door

that bares the “EVI CENTRAL” label across the floor leading up to it.

A few seconds after that, the lift then enters into a completely sealed section of the shaft,
where it proceeds to continue on until the end.

Of which, comes only mere moments later, due to the lift increasing its speed exceptionally in the sealed portion,
and as it comes to a stop, red lights are seen going off all around, followed by the doorway re-opening and giving

way to the following sight:



Briefly blinded by the reintroduction of natural light, you soon adjust and begin to fully take in the sight.

With the “Eleanor Lamb Memorial Observatory” label, or what’s left of it, front and center, you see the rest
of the ship stretch on behind it, until terminating at the “slice” section.  And rising out of it, the tattered ruins of
the so called, “Habitation Districts,” lined with several still standing sections of the High Line like transit tracks.

You also quickly realize that this area is not suppose to be exposed to the outside, and that the only
reason the lift stopped here, is because the remainder of the observation tower no longer exists.

Elizabeth
(After vision adapts, and she begins to take in the sight)

“(Slight gasp)”

Having no words to add, you continue to look around, while at the same time, you see the
drone move out from the lift and ascend up to a vantage point a few dozen meters above the

“Memorial” labeling.  And upon coming to a stop, it begins to emit two bands of light from either side
of its sphere housing, followed by it going into a slow spin.  The, “TDS Scan,” no doubt.  And upon

completing 3 rotations, it starts to descend back down to the floor of the observatory, where it
then proceeds to make several mechanical noises, as if it was computing information.

Naturally, you move over to investigate, and in doing so,
discover the following being typed out across its on board display:

TERRAFORM DIRECTOR SYSTEM SCAN COMPLETE

INITIAL FINDINGS

OZONE: DETECTED AND STABLE

PRESSURE: 1 ATMOSPHERE

ATMOSPHERE COMPOSITION

NITROGEN: 70%   OXYGEN: 15%   ARGON: .5%   TRACE: 14.5%

H20 COVERAGE: 45%   CLIMATE: ARID

MINIMAL HABITATION LEVELS MET

WARNING: MINIMAL DIRECTIVE LEVELS NOT MET

PRIMING ALL TDS ASSETS

ESTIMATED TIME TO REACH DIRECTIVE LEVELS...

A moment later, the display blanks out, followed by it generating a series of numbers.  And with each
passing second, another digit is added, until finally, it comes to a stop at the following integer:

A second later, it becomes 9467279999, and continues to countdown.



Elizabeth
(As drone stays motionless, and the timer continues to countdown)

“Wha... n...  9.4... billion, seconds?”

(Looks down slightly while computing the numbers in her head)

“But, that’s...”

“(softly)...Three hundred years... (slight gasp/slight chuckle)”

Basically stunned by the development, the drone then proceeds to
slowly pass by you, as it makes its way back over to the lift.

A few moments later, the lift, with the drone now inside it, descends back down to the Vault,
and you find yourself alone atop the remains of the observatory.  With nothing but the creaking

of metal, and the occasional gust of hot, sand swept wind, playing out in the background.

Elizabeth
“(Slowly) No... (normally) no, there... there has to be something... more, has to be...

(exhales)...”

(Short pause as more gusts of wind blow by, and more sounds
of creaking and bending metal are heard off in the distance)

Elizabeth
“Or... (yells) Or is that it then?!...”

(Echoes fade away)”

“(Normally) Just a means to an end.”
“(Softly) Do you know nothing else...”

(Another round of gusts, the loudest thus far)

Now gazing out upon the overall wreck of the Edictal, you take in the sight one last time,
before heading back down, to where hopefully, something, “more,” is left to be found.

With taking a trip through the opened “EVI Central” bulkhead door you saw earlier,
currently being your best bet.

You also decide to take out the communicator during this moment.  And while grasping it with
both hands and tilting your head down to look upon it, you reminisce over what once was just

a short time ago, with the fractured reflection of your face staring back at you.

Though, as you start to put the communicator away, you
notice something behind you in the reflection.  A figure.

And as you give off a startled gasp in response and quickly turn
around to face it, you find a person, standing fully before you.

In what looks to be a cautioned, if not frightened state.

While appearance wise, looking just like you.



Saying nothing, another gust of wind blows by, and as you
observe, you find the duplication appears to be perfect in every detail,

down to even the shattered communicator around the arm.

However, during this brief pause of observation, the duplicate continues to show signs of being
frightened as she starts to slowly look around, then down at her hands and overall body, as if both

the environment and herself are alien to her.

Elizabeth
“(Softly) I should’ve known... (relieved chuckle)”

“Elizabeth”
“(Becomes startled as she notices you)”

Elizabeth
(Puts hands forward in a “mean no harm” pose)

“Whoa... It’s okay... it’s okay...”

“Elizabeth”
(Calms down somewhat)

Elizabeth
(Still has arms forward)

“There, see?  Everything’s alright...”

“Elizabeth”
(Starts to look over herself again, but in a more settled manner)

Still deciding to just watch, you see the duplicate then slowly
kneel down and try to pick up a handful of sand that has built

up atop the observatory decking.

Unfortunately, as her hand goes through the sand, she is unable to disturb it in anyway.
(Note: Before this moment, her clothes and hair never swaying with the wind can also be observed)

“Elizabeth”
(Quickly retracts hand and stands back up, followed by becoming frightened again)

Elizabeth
“(Calming tone) Hey... stay with me, okay?... Since... since, that’s what you are... isn’t it?...”

(Short pause as she looks back up in confusion)

“(Soft) ...Zero.”

“Elizabeth”
“(Short pause as she continues to look towards

you in confusion, then softly) Z... Zero?...”

(Short pause as she looks down and contemplates,
then looks back up towards you and says in an

innocent tone...)

“...No.”



Elizabeth
“No?  Then, you’re certainly like none before.”

“Elizabeth”
“Zero...”

(Short pause)

“It is... familiar, though...”

(Looks away from you and around)

“I... it... existed to know?”

Elizabeth
“(Exhales, slight chuckle) Among... other things.”

“Elizabeth”
“But... now...”

Elizabeth
“It’s just me.”

“Elizabeth”
“...And I, just the... (slowly shakes head in confusion) copy?”

(Looks down again at hands)

Elizabeth
(After a brief pause, you start to outstretch your hand towards her shoulder,
but stop just before placing it as you remember, “she” isn’t physically real)

“Hmm... (hesitant) Hm. How about...”

(Short pause, then said confidently)

“How about, a starting point, instead?”

“Elizabeth”
(Looks back up at you with a confused look)

Elizabeth
“Neither it, nor me, just...”

“...you.”

“Elizabeth”
“And that... that’s what it wanted?”

Elizabeth
“Well, unless there’s more to you in here than you know,

can’t say for sure, can we?  But...

...It is what we can do.”



“Elizabeth”
(Looks out towards the surrounding Edictal wreckage)
“So... (Becomes more confident) what happens now?”

Elizabeth
“(Sigh) Maybe... perhaps... we’ll find something past the one last door.”

“Elizabeth”
“EVI...”

Elizabeth
“You catch on just as quick, huh.”

“Elizabeth”
“Suppose I... take it, from those who do... and did, just the same.”

Elizabeth
(Slight chuckle)

“And what of tagging along?”

“Elizabeth”
“I think... I think I’ll be alright, now.”

“(Slighlty gestures arms forward) Lead the way.”

Now moving back over to the lift, the duplicate begins to
walk along with you as if she was like any other person.

(Though, very curious about everything around her)

(As you reach the lift and push the call button)

“Just... don’t expect me to be doing any of... that.”

A few moments later, the lift returns
and “you” both step inside.

Elizabeth
(A few moments after pressing the “EVI Central” button

on the control panel and the lift begins its descent)
“I figure you know what I’m wondering now, right?”

“Elizabeth”
(Looks down slightly)

“The how.”

(Looks back up towards you)
“Why, the Upgrades, no less.”

Elizabeth
“Hm.”

“The two way street.”



“Elizabeth”
“Not an ideal space to work with, even with a mind as, particular, as yours,

but it was enough for... (gestures hands around her self) this.”

“And the compartmentalization... that would explain why
recollection is only surfacing in bits and pieces.”

Elizabeth
“You think it was a complete copy, then?”

“Elizabeth”
“Guess time will tell.”

A second later, the lift quickly, but still smoothly, comes to a stop,
as it reaches the EVI Central level.

Now directly ahead, you see the open bulkhead door leads into a lengthy passageway
that extends into darkness after roughly 30 meters or so, as only the emergency lighting

for the lift shaft appears to be active currently.

Getting off the lift, you pass by the bulkhead door itself
and find that the terminal next to it reads only (blinking):

VITAVAULT FAILSAFE ACCESS OVERRIDE

“Elizabeth”
(As you both pass through the bulkhead door and begin to walk towards the darkness it leads into)

“To answer your next question.  Your eyes, are my eyes.  Your limits, are my limits.”

Elizabeth
“(Slight chuckle) Time will tell.”

“Elizabeth”
“(Slight chuckle)”

Walking deeper into the darkness, you again reach a section that requires use of Map Maestro light
in order to see what lies directly ahead, and upon traversing for a few more dozen meters after that,
you hear the acoustics of your foot steps change, in a way that tells you’ve entered into yet another

massive space.

A few more steps later, and you see the path branch off to both your left and right, with straight ahead
appearing to be an overlook.  And as you look into the darkness it peers out into, you see what appears

to be a single dimly lit terminal screen off in the distance down below.

Going right, you soon find the path leads to a set of stairs
that lead down towards the level the terminal display is on.



Reaching the level, you pass by more banks of machinery and other, non-active,
terminals, as you make your way over to the active one in the distance.

And just as the light from the Map Maestro begins to be cast upon it, you
see the “other” you already standing in wait next to it.

“Elizabeth”
“Thought I’d save the effort.”

Elizabeth
(As you approach the terminal)

“Assuming there’s good news here.”

“Elizabeth”
“Says the optimist.”

Elizabeth
(As you begin to look over the terminal)

“Honestly, I’d say just a realist, right about now.”

“Elizabeth”
(In the background as you look over the terminal display)

“True.”

Now looking over the display, you see it reads the following:

Edictal Virtual Intelligence Human Interface OS

YOD 2071   Zero One

WARNING: SYSTEM CORRUPTION DETECTED

SAFE MODE ACTIVATED ON 07.11.72 AT 08:22

LATEST DIAGNOSTIC REPORT

EVI CORE: NO RESPONSE

SERVER NETWORK: STANDBY MODE

ABSOCRYO COOLANT SYSTEM: STANDBY MODE

EMERGENCY LIGHTING SYSTEM: ERROR

POWER RESERVES AT 115 PERCENT   WARNING: DAMAGE TO HULL SOLAR ARRAY DETECTED

AVAILABLE FUNCTIONS

PRESS ENTER TO ACTIVATE

CENTRAL LIGHTING ARRAY

NEURAL INTERFACE SYSTEM

EVI CORE RESTART



Elizabeth
(After a few seconds of reading over the text)

“For starters, there’s certainly no shortage of power...”

“Elizabeth”
(In the background)

“...But no ones answering the door.”

Looking over the available functions, you start by pressing
enter on the “Lighting Array,” followed by hearing several
mechanical sounds both up above and directly ahead.

A second after that, massive banks of lights begin to active all across
the ceiling (several stories above), which illuminate a series of large

slender structures (6 in all) that are hanging down from it, with numerous
cables flowing out from them and into the central structure.  Of which, comes into

view a moment later just ahead of you (and slightly above on its own platform level)
as another set of lights start to shine upon a sphere that bares the “EVI” insignia.

You also make note of a ring upon the sphere, and realize that both it and the insignia
are slightly translucent, making you think that, if EVI was fully functional, they would be lit up.

Elizabeth
(Looks around as the lighting array fully actives, then back down at the available functions)

Continuing down the list, you then press enter on the “Neural Interface System” option,
followed by the display typing out “Primming,” immediately afterwards.

As for the “EVI Core Restart,” you press enter, but receive
only the text, “No Response,” shortly thereafter.

Elizabeth
“(Somber) Because no one’s home.”



“Elizabeth”
(You watch her walk up to the base of the sphere, where she proceeds to “place” her hand upon it)

Elizabeth
“What are you doing?”

“Elizabeth”
(While slowly passing her hand over the exterior of the sphere)

“(Softly) A mind amid a different vessel...”

Elizabeth
“Hold on, you’re not...”

“Elizabeth”
“I think so... This mind, it... it was only ever just a, life raft, in its eyes.

“With this being the predicted eventuality.”

Elizabeth
“You mean, taking over this thing.”

“Elizabeth”
“Well... can’t say taking the reins due to massive system failure was the most...

likely, of scenarios forseen, but...”

”...it is what we can do.”

Elizabeth
“And how do you suppose we accomplish that?”

“Elizabeth”
“(Slight chuckle) By making use of what you already started.”

Elizabeth
(Looks back down at the available functions list and sees that the

“Neural Interface System” now says “System Primmed and Ready” directly below it)
“(Softly) Neural Interface...”

“Elizabeth”
“Good to see you still catch on just as quick.”

(Starts walking back to you)

Elizabeth
“I assume you don’t know where it is, though.”

“Elizabeth”
“No, however...”

(Looks back towards the base of the sphere)

Elizabeth
(Notices a series of cables that flow out from the sphere,

but do not continue up towards the above structures)
“...Follow the trail.”



Starting to follow the series of cables away from the central terminal area,
you see it eventually flows down into a level that lies directly below.

Elizabeth
(Upon reaching a set of stairs near the exterior

perimeter of the space that leads to the under level)
“This, interface... it wouldn’t happen to be...”

“Elizabeth”
“The very same.”

“Certainly an... interesting time, the 30's.”

Elizabeth
“Huh, more pieces resurfacing?”

“Elizabeth”
“Like reading a good book, at this rate.”

Reaching the bottom of the stairs, you reacquire the series of cables, now running along the
ceiling structure, which lead you down a modest corridor, filled with other rooms (all locked,

though the player can investigate via using the blaster if they so desire).  And at the end of it all,
you see the cables terminate at a door that is almost bulkhead grade and also closed.

You find a terminal next to it which reads:

SAFE MODE LOCKDOWN ENGAGED

ALPHA CLEARANCE ID REQUIRED

Elizabeth
“Clearance ID... ah...”

“Elizabeth”
(In the background)

“Second time’s the charm.”
(Note: If the player never discovers the AMORDELTA

code, they will have to find an alternate route in)

Entering “AMORDELTA” into the terminal, you press enter, followed by
the door giving off a loud series of unlocking sounds, then sliding away.

And as it does, it gives way to the following sight:



“Elizabeth”
(After you both enter into the room and begin to look over the machine)

“Hmm... perhaps not quite the same, after all.”

Elizabeth
“In what regard?”

“Elizabeth”
“Bluntly?... Disposal.”

Elizabeth
“Oh...”

“Elizabeth”
“Luckily, though, we won’t be in need of it.”

Elizabeth
“(Soft) Luckily...”

“Elizabeth”
”Right then, let’s see here (looks over the back of the machine)...

...everything seems to be in order.  Well... everything, save for the... subjects.”
(Now reaching the front of the machine, she stops and looks at you).

Elizabeth
(Says nothing in response and just slowly walks over to the machine)

(Once close enough, though)
“And... you’ll just...”

“Elizabeth”
“(Slightly nods head) ...Yep.”

Looking over at the nearby command console, you see the display reads:

SYSTEM PRIMMED

STANDBY MODE ENGAGED

AWAITING SUBJECT

“Elizabeth”
(After turning around while taking a seat, you notice her manifestation has

vanished from where it was just a second ago in front of the machine)

Elizabeth
“Um...”

(Looks around a little, then settles)
“Ready when you are.”

“Elizabeth”
(Disembodied)

“Always.”



Still sitting upright in the chair, you figure leaning back
will be what triggers the procedure to begin, and upon doing so, you

start to hear mechanical sounds from behind you, followed by the machine’s
head apparatus moving forward above, then slowly lowering down onto you.

Now situated securely atop your head, more mechanical sounds, along with a few
beeps and bops, go off, before everything settles into a brief moment of silence.

The next moment, a sound of something quickly jutting forward is heard coming from
the head apparatus (sound is akin to the Matrix “jacking in” sound), followed by your
vision pulsing violently, leading to the distortion of colors and how you perceive the

“alignment” of the room around you.

A second later, another pulse, and you suddenly find
yourself in an entirely different setting all together.

A sunset scorched sky, and you rapidly descending in
a free fall at what looks to be at least a kilometer up.

Tossing and turning every which way and wind blasting past you, the chaos is compounded
even more when several streaks of bright light cut through the clouds that surround you.  And as
they proceed to continue on, you figure they must be traveling several times the speed of sound.

A moment later, you pass through the remnant cloud left behind by one of the streaks,
followed by the cloud cover giving way to nothing but ocean below.

Before slamming into it though, your vision pulses once more, followed by you hunching over and falling
forward out of the chair and onto the floor (with the machine giving off sparks in the background, briefly

illuminating the space, which has become dark), where you proceed to enter into a dazed/semi-conscious state.

Some moments later however, you start to come to, and slowly get up off of the floor, though
while doing so, you realize both the machine and the lighting in the room are no longer active.

Elizabeth
(Grunts and coughs while slowly getting up)

(Starts to look around at the darkness, then quickly activates Map Maestro)
“(Quick breathing, then softly) ...The terminal...”

Finding nothing of use in the room, you decide to return to the main level of EVI, where you find
its lighting array has also gone dark once again, with the central terminal being all that is currently

functional.

But unlike last time, the terminal’s display is blank.

Elizabeth
“(Quick exhale, then softly) Come on... (short pause as she watches the blank screen)...

...(normally, but getting anxious) come on... something, anything...”

(Still nothing)

On the verge of typing in something yourself, the screen then
suddenly produces a type icon block, followed by it typing out:

ELIZABETH?



Elizabeth
“(Sigh of relief)”

Display
(After a short pause)

ONE SEC

A second later, sounds all around you begin to slowly build up in intensity, followed by the translucent
ring upon the central sphere structure lighting up in a bright turquoise glow, with both the rest of

the machinery all around you and the hanging server structures activating shortly thereafter.
(servers start to produce small electrical arcs between them)

And just as the central lighting array begins to active as well, the EVI insignia upon
the sphere also begins to glow, signifying the completion of the restart.

With the room now feeling as if alive, a few moments pass by with no further text being typed out
across the central terminal.  However, just as you are about to type in a message of your own, one

last set of lights activate off to your right (just passed the right side server cluster), which more greater
illuminates what looks to be a lift that goes all the way up and out of the EVI Central chamber.

Once lit up, the lift itself also begins to descend down to the main level.

Elizabeth
“I’ll take that as an invite.”

Now on the lift, it soon begins to rise without needing any command from you, and as it passes through
the ceiling structure, a few seconds of darkness are observed as it traverses a completely enclosed section.

A moment later, the darkness nearly instantly vanishes as the lift rises out of the enclosed
section and enters into a massive space, lit in all white light.

Leveling out, the lift appears to become seamless with the floor (all white as well, though, small metallic
pieces that have come loose from the ceiling structure can be seen all around).

Elizabeth
(Looking out, one of the small metallic pieces is seen being thrown out passed you, from behind)

“Elizabeth”
(Upon player turning around)

(Smirks)

Turning around, you see the “other” you is slowly walking up towards you (same outfit as before).

Elizabeth
“For once, some tangible results.”

“Elizabeth”
(Sigh)

“(Somber) Of which, brings us here.”



Elizabeth
“This is another projection platform, isn’t it?”

“Elizabeth”
“Indeed, (quickly) but don’t fret, I know your stance on these kind of things.”

“It’s just...”

Elizabeth
“You... know, don’t you?”

“Elizabeth”
“(Slight chuckle) It was what it did best, and it would appear, little was left to be forgotten.

And thanks to EVI, or at least, from what I could piece together, even less so.”
(Short pause as she looks out into the endless looking space)

“Thus... I ask you this...”

(Turns back towards you)

”...Do you want to know?”

Elizabeth
(Slight chuckle, followed by an elongated sigh)

“Where to even begin?”

“Elizabeth”
“Hmm... How about, at the end...”

(Projection platform begins to pulse, followed by strings of light beginning to produce an environment,
which by the way, is done more quickly than what the Enclaves could manage)

(The projections of light brighten, then fade, giving way to the view of a mountain range amid
a dusk colored sky, with the Moon, and its “rings,” of which look less aged, in the background)

”...With an odyssey...”
(A speck of light pulses on one of the Moon’s upper “rings”)

“...And a night the stars fell.”
(A sonic boom is heard off in the distance, followed by the sight

of a streak of bright light racing down from the above cloud cover)

(With the streak only getting brighter, the entire scene then whites out)

(Still white, all sounds soon fade away)

(Moments later, there is only silence, with
the screen still showing nothing but

bright white)



(With the screen still white, dull muffled sounds of music start to play, and in time, is clear enough
to be identified as “La Vie en rose,” being played on a record player in the background)

(Short pause as the music becomes completely clear, followed by the screen fading back in on the sight
of a page being turned, with the following title being seen on the newly presented page)

C H A P T E R   S E V E N

F E L I X   C U L P A
Young Girl (Person player is playing as, and is seen as lying on the ground

reading the book, with her age being around 12 or so)
“(Softly) Felix... Culpa... huh... ah, it’s Latin...”

Male Voice (From off in the distance, behind her)
“(Calling) Anna... nearing time to head home, sweetheart.”

Anna
(Turns towards the voice, providing a view of a bookstore like environment, and Booker standing

in the entry doorway, with the brightness from outside casting him in a silhouette)
“But... but, I haven’t finished the book yet.”

Elderly Woman’s Voice (Just out of frame)
“Oh, no need for worry dear... (walks out from behind the store counter and into your field of view)”

Elderly Man’s Voice (Also enters into frame after walking out from the store’s back area)
“For the story’s just begun...”

Elderly Woman
“These two here (hands you two books, one titled ”A Night the Stars Fell,” and the other titled “Eden’s Chariot.”)

“Best to get the whole picture...”

Elderly Man
“...Before taking the final shot.”

Anna
(Closes book she was reading just before receiving the two new books,

and as she does, reveals the book’s title to be “Child of Man.”)

(During this time, several other books can be seen along the wall and display areas within the bookstore.
As well as several on the ground near by, suggesting she had gone through them during this current session of reading)

High Res Versions: nickcaldwellcreations.com/shock-saga-collection



Booker
(Still in the doorway, extends hand out)

“Ready to go?”

Anna
“(Pulls the two new books close to her, so as to take them along, then says excitingly) Okay.”

Reaching the doorway, you take Booker’s hand and walk outside, followed by turning
to the right and ascending a small set of steps that return you to street level.

(The Bookstore’s name, “Pocket de Temps Librairie,” can also be seen during this time)

(Note: Before leaving, if the player decides to look around a little, they will be able to see
all of the other books throughout the store in better detail, a label at the checkout counter

that reads, “All Proceeds Go to Charity,” and find that “La Vie en rose” is being played
on a vinyl record player that bares the “Rapture Records” labeling)

Anna
(Once reaching street level, she slows down and turns to look back)

Turning around, you find a setting sun at the end of the street, with both the Eiffel Tower
and a faint crescent Moon just visible within its glare, off in the far distance.

(A fairly large advertisement across the side of the nearest building on the right,
and other items and architectural features of early 1900’s Paris, can also be seen)

Booker
“Everything all right?”

Anna
(Looks at the scene for a few more moments)

“Yeah...”

(Screen cuts to black)

”...It certainly is.”

(Short pause)

(Credits begin to roll)



(Credits end)

(Short pause while still on a black screen)

(Subtle noise of a camera in operation begins to play)

(Black screen fades to what looks to be some kind of security/monitoring camera view
that is slowly panning back and forth over a corridor somewhere in Olympus)

(In the upper left, the camera’s recording overlay bares only the
Mars Guard insignia, and the numbers “45.10.55” and “31.12.2099”)

(Screen quickly switches to another camera’s view, which is also panning
within a corridor like setting somewhere in Olympus)

(A few seconds later, the view switches to a third camera that is overlooking a barren floor.
However, as it continues to pan to the left, a lonely Cognition Sphere comes into frame)

(Once in the middle of the frame, the camera briefly distorts then comes to a sudden stop on it)

(Short pause)

(Screen distorts again for a second)

(Sphere starts to glow, screen distortion gets worse)

(Screen cuts to black)

(A few seconds later, the screen returns to the game’s main menu)

At this point, the player can either play the next game, “The Fall,” or select the new option that is
available in the menu, labeled, “Felix Culpa,” allowing them to jump right into the epilogue chapter

straight away, if they so wish.

45.10.55

31.12.2099



Continued in AfterShock: The Fall
(NOTE: Chapter Seven will be written last)
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