Above Ocean Earth: The Coronal Sky

Post-Supernova Environment (2075): The Apocalyptic
Sublime

This document details the uninhabitable surface of Earth, visible only to elite consciousness
masters via specialized spectroscopic cameras. It is a world of beautiful, silent decay, serving
as the ultimate justification for Kane's vertical feudalism.

|. Macro-Level World Design: The Static Apocalypse

World and History

Genre and Mood: Apocalyptic Sublime. The mood is one of overwhelming, silent loss.
The scale of destruction is so vast that it transcends tragedy and becomes a hostile,
beautiful, and deeply lonely spectacle. This environment is the persistent ghost of the
Great Catastrophe.

Geography: Sea levels have risen by several hundred meters due to tectonic shift and
melted ice, drowning all major coastal cities. The landscape is now characterized by vast
corrosive flats and unstable, newly formed islands (triggered by gravitational
disruption). Only the skeletal remains of the tallest skyscrapers pierce the volatile
atmosphere.

Climate and Weather: Permanently unstable. Erratic Electromagnetic Storms (EM
Storms) are constant, creating massive, unpredictable bursts of energy. Highly corrosive,
radiation-laced rain falls daily, vaporizing on contact with hot metal. Temperatures swing
violently—from frigid, dense air masses to localized, superheated zones near latent
geothermal vents.

Symbolism: The shattered surface is the physical manifestation of Kane's broken
promise and shattered humanity. It is the ultimate critique of pre-crisis society,
reduced to elemental chaos.

Technology System: The Exclusive View

Primary Technology: All native human technology is dead. The only functional tech is
the Elite's Spectroscopic Camera Arrays (SCA-900 series). These arrays are
radiation-hardened and utilize Quantum Liquid (QL) filtration to stabilize the
electromagnetic distortions, allowing the elite to see the surface without their view being
ruined by static.

Function: The view is a controlled, high-resolution spectacle used for elite entertainment
and to constantly reinforce the justification for the Spire's tyranny ("We saved you from
this").

Il. Micro-Level Sensory Details: The Gallery of Ruin (20



Environments)

This section is described from the perspective of the elite viewer via the SCA-900 feed—a
sanitized, yet unsettling, high-resolution experience, organized by environmental type.

A. Core Apocalyptic Zones (The Existential Horror)

# Environment Description & Sensory
Name Scientific Detail Immersions (Elite
Filtered View)

1 The Coronal Sky Atmospheric Sight: Pervasive,
Catastrophe. The flickering glow;
entire upper unnatural vibrancy
atmosphere is a contrasting with
permanent, shifting | the dead ground.
aurora of violent Sound:
magentas and Pre-recorded,
sickly greens soothing “"Oceanic
caused by constant | Calm" loop piped
stellar radiation into viewing rooms.
interaction. The
ultimate visual
symbol of the
apocalypse.

2 The Glass Forests EM Storm Fusing. Sight: Monolithic,
Areas where crystalline spires
intense, localized that look like silent,
EM storms shattered statues.
superheated the Touch: Imagined
silica-rich soil and texture of
abandoned urban razor-sharp, cool
structures, fusing glass (SCA-900
them into towering, | filter removes lethal
jagged, crystalline heat).
tree-like forms.

3 The Corrosive Chemical Decay. Sight: Muted,

Flats Vast stretches of oxidized colors
former land (ash-grays,
covered in oxidized, rust-reds). Smell:




rust-red soil and
standing, shallow,
highly acidic water.
Vaporization of
corrosive rain
leaves behind
white, crystalline
salt-like structures.

Simulated scent
patch: "Coppery
Earth" (metallic
tang and synthetic
dryness).

B. Drowned and Coastal Ruins (The Sunken Graveyard)

Sludge. Former
shallow water
zones now covered
in dense,
light-absorbing
Dark Oxygen (DO)
producing algae
and radioactive
sludge. Looks like a
black, viscous oll
slick.

# Environment Description & Sensory
Name Scientific Detail Immersions (Elite
Filtered View)
4 The Sunken Drowned Sight: Lines of
Freeway Infrastructure. calcified white
Former coastal vehicles pointing
highway systems toward a horizon
now submerged in that no longer
shallow, hot, toxic exists. Sound:
water. Vehicles are Filtered silence
permanently fused broken by the
to the asphalt by rhythmic clunk of
rapid oxidization. submerged debris
hitting the viewing
drone hull.
5 The Black Reefs Dark Oxygen Sight: A vast,

unmoving viscous
black surface that
absorbs light.
Smell: A faint,
clean synthetic
scent of DO
production,
masking the raw
stench of rot and
old salt.




Former inland
bodies of water
(like the Great Salt
Lake or Caspian
Sea) that have
evaporated, leaving
behind massive,
blindingly white,
sun-scorched salt
plains.

6 The Tidal Erosion & Burial. Sight: The ragged
Sepulchre Former low-lying edges of brick and
settlements now stone constantly
subjected to disappearing and
erratic, reappearing
high-velocity tidal beneath the black
flows. Buildings are | tide. Touch:
half-buried in Imagined gritty
abrasive, shifting resistance of the
black sand. tidal flow,
conveying the
environment's
relentless power.
7 The Salt-Plains of Inland Sea Sight: Blinding
Sol Desiccation. white reflection

under the chaotic
Coronal Sky.
Movement: Slow
eddies of fine,
abrasive salt-dust
swirling like ghosts.

C. Geological and Mountain Zones (The Silent Crucible)

Zone

(Plot Focus).
Geological site
where the ground
is fused into large
basalt plates,
faintly humming
with the natural

# Environment Description & Sensory
Name Scientific Detail Immersions (Elite
Filtered View)
8 The Taos Hum QL Resonance Sight: Ground

vibrates with a
faint,
low-frequency
magenta shimmer.
Sound: Filtered
silence with a
barely perceptible,




Quantum Liquid
energy. Radiation
levels are lower due
to the natural QL
dampening effect.

deep subsonic
hum (Mzylthar’s
original frequency).

9 The Obsidian Volcanic Fusion. Sight: Black,
Peaks Former mountain mirror-like

ranges mountains against
(Cascades/Andes) the violently
where atmospheric | colored sky,
heat melted rock, reflecting the
cooling quickly into chaos. Touch:
jagged, magnetic Imagined magnetic
volcanic glass and pull of the
reflective black iron-rich, cooled
rock. volcanic flow.

10 The Glacial Scars Rapid Sight: Ice is veined
Melt/Freeze. with toxic blues
Former and greens.
high-altitude Sound: The
glaciers melted high-pitched snap
instantly by the of internal stress
fragment impact, fractures in the
then refrozen into brittle, heavy-metal
chaotic, polluted ice.
ice fields laced with
heavy metals.

1 The Silent Erosion in Sight: Deep

Canyons Vacuum. Arid shadows carved by

zones where the air | wind erosion.
pressure fluctuates Sound: Total,
most violently, unnatural silence.
making wind the The filter amplifies
only consistent the lack of sound,
force. The silenceis | creating a chilling
unnaturally sense of profound
profound. emptiness.

12 The Basalt Tectonic Sight: Geometric




Columns

Fracturing. Areas
near major fault
lines where rapid
heat/cooling cycles
cracked the
bedrock into
massive, hexagonal
basalt columns,
often venting
superheated
steam.

precision of the
columns
contrasting with
the chaotic, venting
white steam that
instantly vaporizes
rain. Smell: Sharp,
intense sulfur
(from localized
steam vents).

D. Inland and Plains Regions (The Rusting Wasteland)

# Environment Description & Sensory
Name Scientific Detail Immersions (Elite
Filtered View)

13 The Rust Prairies Oxidization and Sight: A single,
Dust. Former overwhelming
agricultural plains color: deep
subjected to orange-red.
constant corrosive Movement: Slow,
rain, leaving dramatic dust
everything—soil, clouds that never
fences, abandoned settle.
equipment—oxidize
d to a uniform,
deep orange-red
dust.

14 The Boneyards Industrial Decay. Sight: Grotesque,

Former industrial
ports and rail yards
where abandoned
ships and train cars
have fused
together in a single,
massive, grotesque
pile of magnetic
rust.

chaotic fusion of
metal shapes.
Background
Noise: The very
low-frequency,
hollow groan of
collapsing metal
structure in the
thick atmosphere.




dense forests
where the highly
toxic atmosphere
calcified the wood,
leaving behind a
silent, bone-white
forest of petrified
trees.

15 The Whispering Radiation Deserts. | Sight: Sand dunes
Dunes Deep continental that move too fast,
deserts where the creating geometric
sand is now instability. Touch:
irradiated fine Imagined feel of
powder, creating fine, abrasive
dunes that shift powder against the
with impossible skin.
speed.
16 The Petrified Toxicity & Sight: Silent,
Forests Calcification. bone-white trees
Areas of former in unnatural

straight lines.
Smell: Simulated
scent patch: "Ash
and Old Wood" (a
sharp, chemical
wood smell).

E. Structural and Structural Ruins (The Technological Corpse)

centers where the
extreme heat and
EM pulse fused
circuit boards, data
centers, and
buildings into
dense, black,
glassy, conductive
slabs.

# Environment Description & Sensory
Name Scientific Detail Immersions (Elite
Filtered View)
17 The Melted Grid Tech Collapse. Sight: Black,
Former Silicon reflective, angular
Valley/major tech slabs of ruin.

Sound: Filtered,
low-level hiss of
latent electrical
energy still
bleeding from the
fusion.




Thunderstorm

Equatorial ocean
zones where the
thermal energy,
ocean volume, and
EM storms interact
to create a
permanent,
stationary, violently
chaotic storm
system.

18 The Skeletons of The Tallest Ruins. Sight: The ragged,
Cities The hollow, rusted black edges of
remains of the exposed rebar
tallest skyscrapers, piercing the volatile
acting as lightning sky. Movement:
rods for the Erratic, silent
Coronal Sky's flashes of lightning
energy bursts. hitting the tallest
points.
19 The Radio Silence Military/Control Sight: Intact,
Dome Ruin. Former highly | massive concrete

sensitive structures. Sound:
military/control A feeling of
bunkers whose unnatural sonic
sophisticated vacuum,
Faraday cages emphasizing the
failed, leaving total technological
behind perfectly silence of the
preserved, yet place.
utterly dead, ruins.

20 The Perpetual Equatorial Chaos. Sight: Constant

sheets of rain
under the violently
shifting Coronal
Sky. Movement:
The furious,
hypnotic churning
of the superheated
ocean surface.

lll. Connecting Setting to Plot and Character

(The remainder of the original document content detailing Plot and Character connections is
unchanged, but is now enriched by the context of these 20 specific environments.)

How the Setting Influences the Plot

Ultimate Security Barrier: The environment is the Spire's most effective defense. Any




Resistance attempt to launch a vessel (Book 6/7) or land materials must solve the
Radiation/EM Storm Barrier—a problem of physics, not just security.

Hidden Clues: The surface holds resources and pre-supernova data. Hidden laboratories
near the Taos Hum geological zones may be unspoiled by the EM storms, providing
targets for Elara and Lira.

Thematic Irony: The elite's "pre-recorded ocean view" is a crucial plot point, symbolizing
the propaganda of manufactured reality that the Resistance must shatter.

How the Setting Reveals Character

Kane's Justification: Viewing the shattered Earth reveals Kane's ultimate psychological
detachment. His calmness while observing the apocalypse confirms his belief that the
ends justify the means; his system is the necessary response to prevent chaos.

Elara's Destiny: Elara's augmented body, a product of pre-supernova trauma, is
physically suited for this hostile environment (radiation resistance, enhanced survival
systems). Her existence confirms her role as the Promethean fire-bringer, able to cross
the barrier of the gods.

Mzylthar's Guilt: Mzylthar’'s memories of building the Driftworlds while looking down on
a whole Earth contrast painfully with the current, shattered view, amplifying his
existential guilt and driving his need for radical redemption.

How the Setting Raises the Stakes

Environmental Executioner: The environment is an active antagonist. Any character
pushed out of the spire is executed instantly by the radiation and corrosive atmosphere.
Limited Timeline: The environment is slowly winning. The constant erosion and EM
damage threaten the Spire's exterior systems, forcing the Resistance to accelerate their
plans before the entire world is truly destroyed.

IV. The Physics of Ruin: Scientific Foundation

The catastrophic environment observed by the SCA-900 arrays is the scientifically predicted
result of a nearby Stellar Remnant Passing Event (SRP) that occurred in 2050. The
destruction is a cascade failure driven by extreme radiation and gravitational forces.

A. The Primary Causal Event: Stellar Remnant Passage

The event was not a direct impact but the close passage of a massive, hyper-dense stellar
fragment (possibly a white dwarf or neutron star remnant) whose gravitational field and
subsequent radiation emission temporarily overwhelmed the solar system.

1.

Gravitational Disruption & Tectonic Strain: The immense mass of the passing remnant

exerted extreme tidal forces on Earth. This resulted in:

o Seismic and Volcanic Instability: Massive, worldwide earthquakes and volcanic
eruptions due to the stress exerted on the mantle and crust. This explains the Basalt
Columns and Obsidian Peaks.



o Sea Level Rise: Rapid, non-uniform melting of polar and glacial ice, amplified by
gravitational strain, combined with a permanent shift in the Earth's tectonic plates.
This led to the permanent flooding of coastal regions and the Tidal Sepulchre.

2. Radiation Cascade (The Real Killer): The stellar remnant emitted a powerful burst of

high-energy radiation (Gamma-rays, X-rays, and Cosmic Rays). While the atmosphere

blocked the lethal initial burst, the prolonged secondary effects were catastrophic:

o Atmospheric lonization: High-energy radiation ionized massive amounts of nitrogen
and oxygen in the upper atmosphere, creating vast quantities of Nitrogen Oxides ().

o Ozone Depletion: The molecules acted as a catalyst to aggressively destroy the
protective Ozone Layer (), exposing the surface to deadly UV radiation.

B. Chemical and Electromagnetic Consequences

1.

The Coronal Sky & EM Storms (Visible Horror): The continuous influx of charged
particles (cosmic rays) from the remnants' wake interacts with the weakened
geomagnetic field. This creates:

o Permanent Auroral Activity: The Coronal Sky is essentially a non-stop, violently
colored, high-energy aurora.

o Electromagnetic Pulse (EMP) Effect: The chaotic and intense magnetic flux
generates persistent, destabilizing EM Storms. The rapid, large-scale EMP
discharges destroyed all unprotected pre-crisis electronics (The Melted Grid) and
fused silica-rich materials into glass (The Glass Forests).

Corrosive Rain & Chemical Decay: The massive amounts of created high

concentrations of Nitric Acid () when combined with atmospheric water vapor.

o Acidic Precipitation: This led to the constant, highly corrosive rain that quickly
oxidizes everything it touches, explaining the Rust Prairies and Corrosive Flats of
rust-red iron oxide (). The vaporization upon contact is due to the extreme heat
generated by the corrosive chemical reaction and the low atmospheric pressure.

Radio Silence & Technological Death: The constant, intense EM interference makes

long-range radio communication impossible, except via Kane's highly specialized

Quantum-Filtered systems. This ensures the elite retain their control over information.

C. Thematic Conclusion

The science confirms the Spire's justification: the surface is not merely damaged; it is
chemically and physically hostile due to fundamental breakdown of planetary defense
systems. Survival outside the Spire is a physical impossibility.
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