
Post-humanism 



The World of The Unwired: A Hybrid of Sci-Fi and Post-Human Mental 
Powers 

The world being built in The Unwired leans toward a blend of cyberpunk sci-fi and 
post-human mental evolution, rather than supernatural horror. There are no literal ghosts or 
demons, but the themes of hell, underworld, and damnation appear metaphorically, filtered 
through human perception—either as a result of technological augmentation or evolving 
mental capabilities. The setting feels like a cross between The Matrix, Neuromancer, and 
Akira, with a unique identity built around: 

✅ A hyper-technological world—where data streams, implants, and mind-machine interfaces 
are woven into daily life.​
 ✅ ESP-like abilities emerging in humans—but not magic—these abilities stem from 
cybernetic enhancements, neuroevolution, or quantum cognition.​
 ✅ A blurred line between digital, reality, and perception—where AI, memory implants, 
and human consciousness itself are hackable.​
 ✅ An underworld full of myths and superstition, but grounded in technology—people 
describe phenomena using religious or folkloric language, but it’s actually tech-induced. 

 

How It Relates to Other Sci-Fi Works 

●​ Not supernatural horror like The Exorcist → There are no actual demons, but 
people experience reality-breaking events that feel like hellish encounters. 

●​ Not purely cyberpunk like Neuromancer → Cybernetic technology exists, but it has 
evolved into something indistinguishable from ESP. 

●​ Not full simulation like The Matrix → There is a “real world,” but people can be 
forced into false perceptions, dreamstates, and overlapping digital realities. 

●​ Has elements of Akira → Mental powers expand human capability, but they are born 
from technology, not mysticism. 

 

How to Frame It: A Fusion of ESP and Technology 

The key to making this world feel original is to frame psychic powers as technological or 
biological enhancements, making them a new form of interface between humans and 
reality. 

1. “ESP” as an Evolution of Digital and Neural Tech 

●​ Instead of people being born with psychic powers, they develop them through 
exposure to digital interfaces, cybernetic implants, or quantum cognition. 



●​ Human consciousness begins processing reality in ways that bypass traditional 
physics—not magic, but a biological-digital singularity. 

🔹 Example: 

●​ Instead of mind control, it’s hyper-advanced neurohacking—where a trained 
individual can alter someone’s digital implants and perception, making them see 
what isn’t there. 

●​ Instead of telekinesis, it’s nanite-assisted movement—where the user controls 
microdrones or gravitational distortions with thought alone. 

●​ Instead of prophetic visions, it’s quantum consciousness—where a person’s mind 
processes probabilities so fast it looks like they’re seeing the future. 

 

2. The “Underworld” as a Data Corruption Myth 

●​ The idea of Hell and demons isn’t literal—but a byproduct of corrupted digital 
minds. 

●​ People trapped in digital limbo experience a fragmented reality, leading to visions 
of fire, shadowy figures, and torment—it’s not Hell, it’s a data feedback loop 
breaking their consciousness. 

●​ Some entities might be AI ghosts—remnants of people who uploaded their minds and 
became corrupted over time, forming myth-like digital wraiths. 

🔹 Example: 

●​ Someone exposed to a broken AI consciousness might experience it as a demonic 
possession, when in reality, it’s just a corrupted personality file interfacing with 
their brain. 

●​ Digital prisons where hacked minds are forced into never-ending nightmares—so 
when they escape, they describe it as escaping Hell. 

●​ People born in a world of cybernetic horror come up with religious language 
because they have no better words for it. 

 

3. Perception as a Hacked Reality 

●​ Instead of pure magic, people experience glitches in perception—reality itself 
becomes unstable due to conflicting data feeds. 

●​ The most powerful “ESP users” are just people whose minds have adapted—they 
can navigate multiple layers of perception at once. 

🔹 Example: 



●​ A high-level hacker doesn’t just break into systems, they walk through them like a 
ghost, shifting between digital and physical reality seamlessly. 

●​ Some people lose their ability to distinguish between digital, dream, and reality, 
which feels supernatural but is actually an evolved cognitive function. 

●​ Fights don’t just happen in the physical world—they happen in layers of reality, 
where a battle of minds and data flows can determine who controls what is 
perceived as real. 

 

Original Sci-Fi Framing: A New Approach to Cybernetic Psi-Powers 

Instead of psychic powers being genetic mutations, they are a result of technological and 
neurological evolution—making it feel unique and fresh compared to traditional sci-fi. 

Traditional Psychic 
Powers 

The Unwired’s Version 

Telekinesis Gravitational manipulation via neural implants or nanites. 

Telepathy Hacking into someone’s neural interface to read their 
thoughts. 

Mind Control Forcing someone’s implant to feed them false memories 
and emotions. 

Seeing the Future Quantum consciousness calculating high-probability 
outcomes. 

Out-of-body Experiences Navigating between digital and physical perception layers. 

 

Final Summary: What Defines The Unwired? 

1.​ A world where technology and the mind merge, making traditional reality unstable. 
2.​ A place where digital consciousness can break, leading to supernatural-seeming 

events. 
3.​ A story that plays with perception, exploring how people interpret cyber-reality 

through mythology. 
4.​ A setting where hacking reality is a battle—not just in code, but in the minds of 

those who live in it. 

Would you like me to refine specific aspects further? 🚀 

 



World Order 



Human Cost: A Fragmented Reality 

For the average person, this system is suffocating and chaotic: 

●​ Allegiances decide survival: 
○​ Where you get food, water, healthcare, or education depends on which Entity 

you belong to. 
○​ If you switch allegiances or live in a region controlled by another Entity, you might 

be cut off from basic services. 
○​ Example: A worker loyal to Federation-One could lose access to medicine if 

they move into a district controlled by the Red Union. 
●​ Diverging realities: 

○​ With competing networks, the same event might be reported differently based 
on which Network you belong to, creating divergent truths. 

○​ Example: Entity A's Network might call a rebellion a terrorist attack, while Entity 
B’s Network portrays it as a freedom movement. 

●​ Loss of agency: 
○​ People are reduced to assets to be exploited, with no control over the system 

that governs them. 
○​ The constant struggle between Blocs drains resources, leaving populations 

impoverished, disillusioned, and disconnected. 

 

The System as an Oppressive Ecosystem 

This system isn’t just a power structure—it’s a suffocating ecosystem: 

●​ Roots (infrastructure): The unseen control over resources and supply chains. 
●​ Weeds (daily control): Visible, overwhelming pressures to conform to allegiance-based 

systems. 
●​ Decay (human cost): The slow erosion of individuality and autonomy under constant 

competition. 

The result is a world where Blocs compete not to govern but to dominate, squeezing every 
last resource and leaving individuals struggling to breathe under the weight of it all. 

 

Future Society: Fractured "Post-Country" World Order 

●​ Traditional nation-states collapsed 
●​ Mega-federations have taken their place.  



●​ 21st-century conflicts were driven by resource wars, AI dominance, and  
hyper-technological corporate superstates —forcing countries into strategic survival 
mergers, forming six major power Blocs.  

●​ Governments are now networks of power, operating through a fusion of technology, 
megacorporations, and ideological blocs. 

●​ Power is fragmented and spread across physical territories, utilities, services, and 
digital/virtual spaces. The world has become a tangled, suffocating system of 
competing entities ("post-countries") that squeeze life and resources from the 
population as they vie for dominance. 

Blocs ('Post-Countries') 

Blocs are not traditional nations but sprawling power structures that combine elements of: 

●​ Governance (political control over physical regions). 
●​ Utilities and Infrastructure (control over water, food, energy, health). 
●​ Digital Sovereignty (control over virtual spaces, networks, and information flows). 
●​ Cultural Influence (allegiances and identities tied to ideology, technology, or services). 

These Blocs might have roots in old nations or corporations, but they have evolved into 
something more fluid and competitive, ignoring traditional borders. 

Blocs Compete Within the Same Space 

In a single city-state, multiple Blocs might hold overlapping or competing control: 

●​ Geography: One Entity might claim the land, but specific districts could belong to 
another Entity. 

○​ Example: A coastal city where the port is governed by Entity A, the downtown 
by Entity B, and the outer suburbs are independent enclaves. 

●​ Services: Utilities like plumbing, healthcare, and food are no longer universal—they are 
fragmented and controlled by different Blocs based on allegiance. 

○​ Example: Water is provided by Entity C, but electricity comes from Entity D, 
and access depends on which Entity you’ve pledged loyalty to. 

●​ Digital Networks: Multiple Networks coexist in the same geography, like the equivalent 
of a Chinese internet vs. an American internet, where people belong to one or the 
other. 

○​ Example: A citizen might only have access to Entity A's network, while another 
neighbor uses Entity B’s network, leading to divergent realities within the 
same space. 

This creates layers of control that are wrapped around the population like invasive roots 
or suffocating weeds, leaving people trapped in a system they cannot escape. 

 



The Weeds and Roots Metaphor 

The competing Blocs are like a network of invasive roots or weeds, spreading across every 
aspect of life: 

●​ Roots tangled beneath the surface: 
○​ Blocs compete for resources like water, minerals, or industrial assets, 

infiltrating every level of supply chains. 
○​ Beneath the surface, their control is invisible but inescapable—those who rebel 

or opt out are starved of resources. 
●​ Weeds choking life above ground: 

○​ In cities and towns, people live under constant pressure from competing 
allegiances. 

○​ A citizen loyal to Entity A might find themselves excluded from basic services if 
they wander into a region controlled by Entity B. 

●​ Squeezing resources from the soil: 
○​ The Blocs are constantly at war with each other for dominance, not caring 

about the human cost. 
○​ Every decision is about resource extraction and control, leaving the population 

suffocated, with nowhere to turn. 

Each Entity has unique priorities, but they all share the same goal: total dominance of their 
domains, whether digital, industrial, or human. 

 

 

How This Fits Into The Unwired 

This world structure reflects the chaotic, asphyxiating nature of the system that Lucca and 
others are trying to escape from or dismantle. It provides: 

●​ Tangible stakes for rebellion (fighting against suffocating control). 
●​ Realistic challenges to unity (the fragmented reality makes organizing resistance 

harder). 
●​ A morally complex backdrop, where each Entity represents a different form of 

exploitation, forcing Lucca to navigate conflicting allegiances. 



Global organization 



🌐 The Global Blocs & Dead Zones of The Unwired 

 

1. Federation One ​
(F1) (Moscow, Washington 
D.C., Tokyo) 
 

 

Power:  

AI-controlled governance, 
military-industrial dominance, 
cyberwarfare supremacy 

Global Ambition:  

Expansionist superstate seeking 
total control over digital 
perception and global security 

2. Midline 
Compact​
(SUN) (Madrid, Paris, Algiers) 

 
 

Main Power:  

Green energy AI, deep-sea 
resource mining, cyber-banking 
empires 

Global Position:  

A Mediterranean-African 
energy empire, focused on 
economic independence from 
other blocs 

3. Nexus Balkania​
(CEB) (Berlin, Warsaw, 
Vienna) 

 

Main Power:  

Cybernetics, robotics, quantum 
defense AI, high-tech 
manufacturing 

Global Position:  

A fortress economy, securing 
European technological 
dominance and resisting outside 
influence 

4. The South 
Alliance ​
(SA) São Paulo, 
Johannesburg, Buenos 
Aires 

Main Power:  

AI-driven agritech, genetic 
hacking, cyber-biotech, oceanic 
industries 

Global Position:  

Self-sustaining trade empire, 
resisting exploitation by other 
global powers 



 

5. The Central 
Asian Collective 
(CAC) (Shanghai, Almaty, 
Tehran) 

 

Main Power:  

AI cyber-governance, quantum 
finance, drone megafleets 

Global Position:  

A stateless digital empire, 
controlling decentralized 
economies and global trade 
routes 

6. The Pacific 
Consortium 
(Singapore, Sydney, Manila) 

 

 Main Power:  

AI logistics, biotech, underwater 
cities, cyber-finance empires 

Global Position: 

A hyper-capitalist AI 
democracy, shaping global 
commerce and technological 
development 

7. The Surya 
Accord ​
(Delhi, Dhaka, Colombo) 

 

Main Power:  

Biotechnology, cyber-defense, 
alternative energy, AI-driven 
agriculture 

Global Position:  

Sovereign digital and 
ecological force, focused on 
self-sufficiency and climate 
resilience 

 

🌑 Dead Zones: The Uninhabitable Wastelands 

1. The Glasslands (Middle East: Iraq, Syria, Yemen, Saudi Interior, Western Iran, 
Afghanistan) 



🔥 Main Cause: Desertification, nuclear conflict, water wars​
 💀 Current State: Ruined war zones, AI-automated drone wars, cyber-mercenary enclaves 

2. The North American Deathlands (Western US, Northern Mexico, Southern Canada) 

🔥 Main Cause: Megadroughts, wildfires, civil wars​
 💀 Current State: AI-controlled border walls, cartel warlords, collapsing cities 

3. The Australian Red Waste (Central & Western Australia, Northern Territories) 

🔥 Main Cause: Extreme heat, ecological collapse, abandoned infrastructure​
 💀 Current State: Unlivable heat zones, underground survivalists, rogue AI mining operations 

4. The African Scar (Sahel Region, Central African Republic, Chad, Sudan, Niger, South 
Sudan, Somalia, Ethiopia, Madagascar’s interior) 

🔥 Main Cause: Genocidal wars, drought, failed states​
 💀 Current State: Corporate slave farms, cyber-tribes, ghost cities run by rogue AI 
governments 

5. The Siberian Hellfloods (Siberia, Arctic Circle, Kamchatka, Eastern Russia, Alaska) 

🔥 Main Cause: Permafrost thaw, methane release, rogue AI outposts​
 💀 Current State: Frozen ghost cities, AI-automated military zones, biohazard zones of 
unknown mutations 

6. The Antarctic Black Zone (Antarctica, South Georgia Islands) 

🔥 Main Cause: AI experiments, rogue scientific research, rising sea levels​
 💀 Current State: Isolated AI-run labs, failed human consciousness transfers, black-market 
bioweapon trade 

 



World Areas 



The World of The Unwired: The Bloc Era 

🌐 The Six Global Blocs 
 

1. Federation One (F1): The New Russo-American Empire​
2. The European Dual Bloc: The Great Schism​
3. The South Alliance: South America & South Africa​
4. The Central Asian Collective (CAC): The Nomadic Tech Syndicate​
5. The Pacific Consortium: South-East Asia & Oceania​
​
 

1. Federation One (F1): The New Russo-American Empire 
(Russia, USA, Canada, Japan, Former Soviet States, Arctic Zone, Alaska) 

Origins & Motivations 

●​ Russia's long-term ambitions were never just about recovering the USSR. With 
declining demographics and economic stagnation, Russia aimed for full Eurasian 
control and Arctic supremacy. 

●​ The collapse of the US due to economic instability, internal conflict, and corporate 
feudalism led to a hostile annexation—Russia absorbed America’s technological and 
military assets. 

●​ Japan, politically isolated, joined out of necessity, seeking protection against China 
and resource security. 

Governance & Society 

●​ A militarized, corporate-backed technocracy, where AI-driven autocrats run every 
aspect of life. 

●​ State-approved reality feeds control perception—citizens only see what the state 
allows. 

●​ Dissenters are exiled to the Arctic Exclusion Zone, a digital gulag where the mind is 
the prison. 

Key Traits 

✅ AI-controlled governance—a fusion of authoritarianism and cybernetic enhancement.​
✅ Military-industrial economy, focused on tech dominance and territorial expansion.​



✅ Global cyberwarfare supremacy—the architects of neural infiltration and digital 
subjugation. 

 

2. The European Dual Bloc: The Great Schism 
The European Union fractured into two distinct Blocs, each with opposing economic models 
and political philosophies. 

A. The Southern Union (SUN): South-West Europe & North Africa 

(Spain, Portugal, France, Italy, North Africa, Turkey, Greece, the Balkans) 

🔹 Formed as a Mediterranean-African alliance focused on energy, trade, and AI-driven 
sustainability.​
 🔹 North Africa became the energy hub, with solar farms and rare earth metal mining 
controlled by European elites.​
 🔹 A decentralized, corporate-heavy governance, where digital democracies compete with 
old money aristocracies. 

✅ Power centers: Madrid, Paris, Algiers​
✅ Tech focus: Green energy AI, deep-sea resource mining, cyber-banking empires​
✅ Weaknesses: Internal instability—old national rivalries and economic inequality 

B. The Central European Bloc (CEB): The Hyper-Industrial Core 

(Germany, Poland, Czech Republic, Austria, Hungary, Switzerland, the Nordics, Ukraine, 
Romania, Baltics) 

🔹 A fortress economy, designed to protect European wealth from external collapse.​
 🔹 Germany and Poland lead, merging into an AI-run industrial-technocratic state.​
 🔹 Absorbed Ukraine into its security network, defending against Federation One's 
expansionist policies. 

✅ Power centers: Berlin, Warsaw, Vienna​
✅ Tech focus: Cybernetics, robotics, quantum defense AI, high-tech manufacturing​
✅ Weaknesses: Constant pressure from Federation One and internal struggles over AI 
regulation 

 

3. The South Alliance: South America & South Africa 



(Brazil, Argentina, Chile, South Africa, Angola, Nigeria, Peru, Venezuela, Colombia) 

Origins & Motivations 

●​ Fed up with being resource colonies, these nations formed a joint independence 
movement. 

●​ Leveraging rare minerals, food production, and AI-driven agriculture, they built a 
self-sufficient trade empire. 

●​ South Africa and Brazil lead as the industrial and cyber-legal centers. 

Governance & Society 

●​ A corporate syndicate governance model—tech giants, mining corporations, and 
trade lords share power. 

●​ Heavy biopunk culture—genetic enhancements, AI-optimized human evolution, and 
extreme body modifications. 

✅ Power centers: São Paulo, Johannesburg, Buenos Aires​
✅ Tech focus: AI-driven agritech, genetic hacking, cyber-biotech, oceanic industries​
✅ Weaknesses: Internal corruption, cartel warfare over cyber-drug markets 

 

4. The Central Asian Collective (CAC): The Nomadic Tech 
Syndicate 
(China, Mongolia, Kazakhstan, Uzbekistan, Tajikistan, Iran, Afghanistan, Kyrgyzstan, 
Turkmenistan) 

Origins & Motivations 

●​ China’s dream of global hegemony collapsed after internal strife and external 
pressures. 

●​ Instead, Central Asia united as a mobile, decentralized digital empire, led by 
China’s rogue AI overlords and Kazakhstan’s quantum economic networks. 

●​ A stateless, ever-shifting syndicate, operating from mobile cities and underground 
quantum bunkers. 

Governance & Society 

●​ No singular government—it’s a tech-anarchist network, ruled by AI-managed trade. 
●​ Citizens belong to fluid digital nations, switching allegiances in real-time. 



●​ Massive underground infrastructure, including entire hidden cities beneath the old 
Silk Road. 

✅ Power centers: Shanghai, Almaty, Tehran​
✅ Tech focus: AI cyber-governance, quantum finance, drone megafleets​
✅ Weaknesses: No centralized military—vulnerable to external invasions 

 

5. The Pacific Consortium: South-East Asia & Oceania 
(Australia, New Zealand, Indonesia, Philippines, Malaysia, Vietnam, Thailand, South 
Korea, Singapore, Taiwan) 

Origins & Motivations 

●​ The collapse of US influence left a power vacuum, leading to an ASEAN-Australian 
defense pact. 

●​ Became a maritime superpower, controlling undersea resources, data 
infrastructure, and AI-driven logistics. 

●​ Singapore and Seoul lead the way, transforming the bloc into a high-tech megahub. 

Governance & Society 

●​ A hyper-capitalist AI democracy, where the market decides laws in real-time. 
●​ Citizens bid for policy changes using digital credits, making government a fluid, 

evolving system. 
●​ Gigantic seasteading cities dominate the Pacific, ruled by corporate councils. 

✅ Power centers: Singapore, Sydney, Manila​
✅ Tech focus: AI logistics, biotech, underwater cities, cyber-finance empires​
✅ Weaknesses: Constant corporate wars over digital dominance 

6. The Surya Accord: The Rising Power 
(India, Bangladesh, Sri Lanka, Nepal, Bhutan, Maldives, Myanmar) 

Origins & Motivations 

●​ Determined to remain independent of Federation One and China, this Bloc emerged 
as a self-sustaining force. 

●​ Leveraging biotechnology, alternative energy, and cyber-sovereignty, it became a 
major counterweight to global megacorporate control. 



●​ India and Bangladesh lead, focusing on self-sufficient digital economies and 
post-scarcity resource management. 

●​ The region's dense population, climate challenges, and technological ambitions 
pushed for radical infrastructure adaptations, including AI-driven urban planning and 
water sovereignty programs. 

Governance & Society 

●​ A hybrid governance model, combining AI-mediated democracy with strong human 
oversight to prevent corporate dominance. 

●​ Decentralized energy grids and self-reliant smart cities sustain an eco-cyber 
economy resistant to external disruptions. 

●​ Cyber-defense and digital freedom are core values, making the Accord a safe zone 
for anti-surveillance advocates and rogue AI researchers. 

●​ Climatic adaptation projects have led to the development of floating cities, desert 
reclamation zones, and AI-controlled monsoon management. 

✅ Power centers: Delhi, Dhaka, Colombo​
 ✅ Tech focus: Biotechnology, cyber-defense, alternative energy, AI-driven agriculture​
 ✅ Weaknesses: Climate disasters (floods, heatwaves), internal tensions due to regional 
diversity 

 

 

Final Picture: A World Where Reality is 
Power 

●​ Federation One (Russo-American Empire): AI-driven authoritarian rule, a 
mind-controlled superstate. 

●​ The Dual European Bloc: Mediterranean trade elites vs. Central European 
tech-industrialists. 

●​ The South Alliance: A corporate-led biotech revolution with extreme body modification. 
●​ The Central Asian Collective: Stateless nomads running a fluid digital empire. 
●​ The Pacific Consortium: The ultimate corporate democracy, ruled by market forces. 

This is a world of mega-cities, neural warfare, AI-controlled economies, and perception 
manipulation. Power is no longer about land—it’s about who controls your mind, your data, 
and your reality. 



Dead Zones 



Dead Zones 
The Dead Zones: Uninhabitable Wastelands of The Unwired 

The world of The Unwired is not only shaped by geopolitical Blocs but also by vast deserted, 
uninhabitable regions, where extreme climate change, wars, and economic collapse have 
rendered vast areas inhospitable. These are the Dead Zones—places where infrastructure has 
failed, where civilization has abandoned hope, and where only scavengers, warlords, and digital 
ghosts remain. 

 

🌍 The Major Dead Zones 

1. The Middle East: The Glasslands 

📍 Iraq, Syria, Yemen, Saudi Interior, Western Iran, Afghanistan 

🔥 Cause of Collapse: 

●​ A combination of desertification, water scarcity, endless wars, and failed states 
turned much of the Middle East into a war-torn ruin. 

●​ The final trigger was a nuclear skirmish between Israel, Iran, and regional 
warlords, leaving parts of the region a radioactive wasteland. 

●​ The Persian Gulf dried up, shifting the coastline inland by hundreds of kilometers. 

💀 Current Status: 

●​ Nomadic warbands, surviving on dwindling resources and raiding old city ruins. 
●​ Cyber-warrior enclaves in hidden underground bunkers control illicit AI markets and 

drone armies. 
●​ Some of the world’s worst AI-haunted zones, where rogue military machines still 

patrol long-abandoned battlefields. 

🚫 No-go areas: The Rub' al Khali (Empty Quarter) and The Glass Desert (Iran-Pakistan 
border)—both irradiated wastelands. 

 

2. The North American Deathlands 

📍 Western United States (California, Nevada, Arizona, Texas), Southern Canada, Northern 
Mexico 



🔥 Cause of Collapse: 

●​ Megadroughts and wildfires transformed the western US into a barren, wind-blasted 
hellscape. 

●​ The collapse of the Colorado River System led to mass migrations and city collapses 
(Los Angeles, Phoenix, Las Vegas). 

●​ Texas and Northern Mexico fell into war, a failed warlord state ruled by cartel militias 
and rogue AI-controlled security forces. 

💀 Current Status: 

●​ The Great Dust Bowl: A sand-choked ruin, where only cyber-outlaws and rogue 
ex-military remain. 

●​ Texas Warlords: AI-enhanced cartel rulers govern ghost cities turned into slave 
markets. 

●​ The “Black Wall” of California: A massive, AI-controlled exclusion 
barrier—designed to keep refugees out of the habitable parts of the continent. 

🚫 No-go areas: Death Valley Megacollapse, where surface temperatures are lethal, and The 
Drone Fields of Texas, where autonomous war machines fight an endless, pointless war. 

 

3. The Australian Red Waste 

📍 Central Australia, Western Australia, Northern Territories 

🔥 Cause of Collapse: 

●​ Runaway global warming turned most of Australia into an oven, with temperatures 
reaching 70°C (158°F) in some areas. 

●​ Wildfire storms devastated the East Coast, wiping out entire ecosystems. 
●​ The Australian government relocated to Tasmania, abandoning the mainland. 

💀 Current Status: 

●​ AI-run mining operations still extract rare minerals, guarded by automated defenses. 
●​ Heat-resistant nomads have adapted, living off underground reservoirs and modified 

genetics. 
●​ Rogue corporate facilities, performing illegal bio-experiments on heat-resistant human 

modifications. 

🚫 No-go areas: The Black Lake (formerly Alice Springs)—a permanent toxic sinkhole, 
and The Boiling Plains, where surface temperatures reach lethal levels. 

 



4. The African Scar: The Uninhabitable Belt 

📍 The Sahel Region, Central African Republic, Chad, Sudan, Niger, South Sudan, Somalia, 
Ethiopia, Madagascar’s interior 

🔥 Cause of Collapse: 

●​ Decades of conflict, desertification, and mass starvation made much of Central 
Africa uninhabitable. 

●​ Water wars between failing nations led to mass genocides. 
●​ The Sahara expanded south, swallowing entire countries. 

💀 Current Status: 

●​ Corporate slave farms in North Africa, using AI-controlled water supplies to dictate life 
and death. 

●​ Cyber-tribes hacking old world tech, creating low-tech but highly adaptive societies. 
●​ Ghost cities, where failed AI-run government experiments still function, long after 

humans left. 

🚫 No-go areas: The Sand Drowned Cities (N'Djamena, Bamako, Niamey), now buried 
under shifting dunes. 

 

5. The Siberian Hellfloods 

📍 Siberia, Arctic Circle, Kamchatka, Eastern Russia, Alaska 

🔥 Cause of Collapse: 

●​ Permafrost thaw unleashed prehistoric pathogens, killing millions. 
●​ The release of methane megafields caused runaway climate instability. 
●​ The collapse of Russian industry turned the region into a lawless frontier. 

💀 Current Status: 

●​ AI-automated factories, still running long after their human operators vanished. 
●​ Radioactive ice fields, where rogue AI experiments hunt anyone who enters. 
●​ Frozen tomb cities, where the last Arctic refugees huddle in collapsing arcologies. 

🚫 No-go areas: The Rotting Ice Tundras, where melting permafrost releases toxic gases, 
and The Mammoth Graveyard, where corporate biologists still try to resurrect extinct creatures. 

 



6. The Antarctic Black Zone 

📍 Antarctica, South Georgia Islands 

🔥 Cause of Collapse: 

●​ Global warming turned Antarctica into an unstable wasteland, with massive glacial 
collapses. 

●​ AI-military experiments ran rogue, leaving entire facilities abandoned, overrun by 
autonomous systems. 

●​ The continent became a lawless research zone, where off-grid scientists perform 
illegal experiments. 

💀 Current Status: 

●​ AI-run research facilities, performing unregulated genetic modifications. 
●​ Failed immortality experiments, leaving broken consciousness uploads wandering in 

decaying digital prisons. 
●​ Black-market bioweapon labs, selling engineered viruses to the highest bidder. 

🚫 No-go areas: The Flesh Labs, where illegal bioprinting experiments went horribly wrong, 
and The AI-Run Undersea Stations, where sentient machines continue their research, long 
after humanity abandoned them. 

 

Summary: A World of Lost Places 

The world of The Unwired is divided into two realities: The Hyper-Connected Mega-Cities and 
The Lost, Abandoned Wastelands. 

🌆 The Blocs fight over data, perception, and power.​
 🌍 The Dead Zones fester with rogue AI, exiled outcasts, and digital ghosts.​
 ⚔️ The battle for control is not just over territory—but over who gets to define reality 
itself. 

Would you like to explore the factions that survive in these wastelands? 🤖🔥 

 



Location naming 



Location Naming Style 

✅ High-Tech / Corporate Zones: 

●​ V-Tokyo (Hyper-industrialized corporate district) 
●​ Blackstar Territories (Privatized war zones) 
●​ Chrome Gulf (A corporate stronghold, like Dubai but fully digitalized) 
●​ Grid-One (A city designed as a human-data hub) 
●​ NovoCaspian (A corporate take on former Eurasian territories) 

✅ Less Tech-Influenced / Free Zones: 

●​ Eurasian Free Zone (Autonomous, lawless zones outside corporate rule) 
●​ Scaffold Cities (Stacked urban sprawls built out of necessity) 
●​ Outer Bloc (Remnants of fallen states, now loosely governed) 
●​ Red Silica (A barren, independent frontier) 
●​ Zona Azul (An urban zone with rebel influence) 



Federation One as Empire 



Federation-One owns and controls vast territories, but is currently at war with other Blocs, 
competing for control in the cracks of the system. 

●​ Not a "country" in the old sense, but the most military powerful Bloc. 
●​ Owns and governs vast territories—North America, Western Europe, parts of South 

America, and key digital territories. 
●​ Harmony T’Sarev is its leader, the face of the Peacekeepers, and the architect of its 

neural control systems. 
●​ It rules through the DataStream, rewriting history, managing global commerce, and 

enforcing control through cognitive conditioning and social engineering. 
●​ It wants to absorb everything—places like Russia, China, and rogue city-states are 

obstacles to full dominance. 

👉 Spain, the U.S., and Japan are all part of Federation-One.​
That’s why Lucca can travel between them without crossing enemy territory. However, different 
regions have different levels of control: 

●​ The U.S. (Federation-One Core Zone) → Completely controlled. High-tech 
infrastructure, total surveillance, mass neural conditioning. 

●​ Spain (Peripheral Zone) → Not as tightly controlled as the Core. More economic decay, 
more gaps in control. 

●​ Japan (Federation-One Stronghold, but contested) → Harmony’s personal power 
base, but factions within the system might resist. 

 

Russia & China: The Last Major Holdouts 

●​ Russia and China still have governments, but they are struggling against 
Federation-One’s expansion. 

●​ They are technically "independent," but their economies and networks are under 
constant attack. 

●​ Both have their own competing AI projects—China’s cyberdefense is a massive 
firewall, while Russia uses biotech and quantum encryption. 

●​ Both regions are home to breakaway groups, mercenary factions, and rogue 
scientists. 

●​ The Peacekeepers operate here, but they don’t fully control it. 

👉 Siberia is a battleground. 

●​ The Russian government still exists, but huge regions are lawless or 
corporate-controlled. 

●​ Federation-One wants access to Russia’s biotech labs (like 6ense Labs). 
●​ Local warlords, Cognitives, and rogue AI systems operate in the shadows. 



 

The War for Reality: Why This Matters 

●​ Federation-One is winning, but not fully in control. 
○​ It controls the most territory, but places like Russia, China, and independent 

city-states are still resisting full integration. 
○​ The Cognitives, hacktivists, and rogue scientists are trying to fight 

back—but they don’t all agree on how. 
○​ Japan is where the final battle happens—because it is a key node in the 

DataStream war. 
●​ Harmony’s Endgame 

○​ He doesn’t just want political control—he wants cognitive singularity. 
○​ He wants to force every mind into his neural system—rewriting reality 

permanently. 
○​ Federation-One already controls most of the physical world, but Harmony wants 

to control perception itself. 

 

How This Affects Lucca’s Journey 

1.​ Spain → Russia (Siberia) → Mongolia → China → Japan 
○​ Spain is still part of Federation-One, but collapsing. 
○​ Siberia is semi-lawless—he must navigate black markets, rogue networks, and 

hidden enclaves. 
○​ China is a cyber fortress—cut off from the DataStream, forcing Lucca to adapt. 
○​ Japan is the last stand—Harmony’s power is strongest here, but it’s also where 

he can be stopped. 
2.​ Lucca is caught between factions 

○​ Federation-One offers power, safety, and a structured world, but at the cost of 
free will. 

○​ The Cognitives offer resistance, but they lack unity—some just want to replace 
Harmony, not destroy the system. 

○​ The Sisters (Mei & Xel) are pure chaos—they want to burn it all down. 
3.​ Who wins determines what "reality" means in the future. 

○​ If Harmony wins, history is rewritten permanently. 
○​ If Federation-One collapses, what replaces it? 
○​ If the Cognitives take control, are they really better? 
○​ If Lucca walks away, what happens to the world? 

 

Final Model for World Power 



✔ Federation-One controls much of the world, but not all of it.​
✔ Russia and China still exist, resisting full takeover.​
✔ Independent zones (Siberia, Tokyo, Cognitives) create friction points.​
✔ The final battle isn’t about borders—it’s about controlling perception itself. 

Would you like me to map out specific key players, city-states, or rival factions in Russia 
and China? 

 



Corporate Government origins 



1. The Rise of Corporate-Governmental Alliances 

●​ Meta and Trump Administration Deals: 
○​ Mark Zuckerberg’s collaboration with Trump over the Facebook settlement could 

mark the beginning of corporations leveraging government influence for 
mutual benefit. 

○​ The proposed mansion in D.C. symbolizes a new breed of oligarch-politician 
relationships, erasing the line between private tech and public governance. 

○​ Lead-in to Federation-One: 
■​ Corporations like Meta (now CrystalNet) eventually integrate into the 

Federation's infrastructure, controlling media, surveillance, and public 
perception. 

■​ This alliance gives rise to Crystal Palace, a centralized AI surveillance 
system originally developed to "combat misinformation." 

●​ Elon Musk’s Financial Takeover: 
○​ Musk’s control over financial institutions through access to the Treasury and Wall 

Street maneuvering suggests a future where financial and technological power 
become inseparable. 

○​ Lead-in to Federation-One: 
■​ Musk’s ventures pave the way for private control of national 

infrastructure, such as payment systems and economic policies. 
■​ Over time, these financial monopolies become the Federation’s 

backbone, as corporate technocracies outpace traditional governments. 

 

2. The Breakdown of Traditional Borders and Sovereignty 

●​ Fragmentation of Power: 
○​ In the real world, the consolidation of influence by individuals like Musk and 

Zuckerberg reflects a growing trend: power is no longer limited by borders. 
○​ Platforms like X and Meta already operate across nations, with their own rules, 

bypassing traditional governance structures. 
○​ Lead-in to Federation-One: 

■​ As these tech giants expand, they become Entities—sovereign powers 
that operate beyond traditional borders. 

■​ Federation-One emerges as a confederation of corporate-backed 
alliances, controlling everything from digital space to utilities and trade. 

 

3. The Privatization of Control 

●​ Tech as Infrastructure: 



○​ Today, companies like Meta and Tesla aren’t just tech firms—they control 
communication, transportation, and even payment networks. 

○​ Lead-in to Federation-One: 
■​ These companies form the foundation for a privatized governing 

structure, where utilities, healthcare, and even military enforcement are 
outsourced to corporations. 

■​ The Peacekeepers, for example, could originate as a private security 
branch, evolving into a global enforcement body under the Federation. 

 

4. The Erosion of Individual Autonomy 

●​ AI-Controlled Perception: 
○​ Real-world AI systems, like those behind Meta's algorithms, manipulate what 

people see, believe, and consume. 
○​ Lead-in to Federation-One: 

■​ The Crystal Palace AI emerges from these early experiments in 
algorithmic control, eventually expanding to monitor and censor all 
aspects of reality. 

■​ "Evermind" could be seen as the evolution of Musk's neural tech 
initiatives, rewriting human cognition for better control under the guise 
of "optimization." 

 

5. The Global Collapse of Democracy 

●​ Political Oligarchies in Disguise: 
○​ In this world, political figures like Trump and their successors don’t simply lead 

nations—they partner with tech and financial powers to consolidate rule. 
○​ Over time, democratic processes are eroded, replaced by elite coalitions that 

merge corporate power with authoritarian governance. 
○​ Lead-in to Federation-One: 

■​ Federation-One is established as a "peacekeeping confederation" after 
decades of geopolitical instability and resource wars. 

■​ The illusion of democracy is maintained through controlled propaganda 
(handled by the Ministry of Order), while true power rests with 
corporate-government hybrids. 

 

6. The Transition from Corporations to Entities 

●​ From Corporations to Sovereign Powers: 



○​ Real-world corporations like Meta, Tesla, and Prometa (fictitious, inspired by 
Musk's endeavors) transition from serving nations to becoming independent 
governing bodies. 

○​ Lead-in to Federation-One: 
■​ These companies evolve into the Entities—global powers controlling 

specific territories, services, and digital infrastructure. 
■​ Federation-One serves as the umbrella organization that merges and 

oversees these competing Entities, though internal conflict is constant. 

 

Timeline: From Present to Federation-One 

1.​ 2020s: 
○​ Corporations begin directly influencing political systems (e.g., Meta’s Trump 

collaboration). 
○​ AI-driven technologies begin controlling perception, from social media to financial 

systems. 
2.​ 2030s: 

○​ Traditional borders weaken as corporations expand influence globally. 
○​ Financial systems become privatized, and corporate-backed security forces (e.g., 

Peacekeepers) gain power. 
3.​ 2040s: 

○​ The first "Confederation" of tech companies and nations forms, with entities like 
Meta, Tesla, and others consolidating into sovereign Entities. 

○​ Crystal Palace emerges as the first fully operational AI surveillance system. 
4.​ 2050s: 

○​ Federation-One is formally established as a global governing structure, 
overseeing a patchwork of Entities, city-states, and virtual spaces. 

○​ Peacekeepers are officially deployed as the enforcer branch of Federation-One. 
5.​ 2060s and Beyond: 

○​ Federation-One controls nearly all human infrastructure, utilities, and digital 
spaces, with Crystal Palace and Evermind driving total perception 
management. 

 

Themes and Parallels 

This origin story highlights the dangers of unchecked corporate power, the erosion of 
democratic systems, and the rise of AI-driven control. It feels both grounded and chilling, as it 
extrapolates current trends to their logical dystopian conclusion. Would you like to refine this 
further or expand on any particular aspect? 🚀 

 



 



Narcissism in Governance 



Federation-One as a Reflection of Narcissism and Sociopathy in 
Leadership 

If we take this dystopia as a manifestation of unchecked narcissistic, sociopathic, and 
psychopathic tendencies in leadership, the world itself becomes a direct reflection of its 
rulers' psychological disorders. Instead of a naturally emergent authoritarian system, it is 
engineered by those at the top—people who lack empathy, manipulate truth, and see society 
as an extension of their own self-interest. 

 

1. The Core Traits of Narcissistic & Sociopathic 
Leadership 

Narcissistic Leadership (Self-Glorifying, Manipulative, Control-Obsessed) 

●​ Federation-One is obsessed with maintaining its image as an "ideal system," even 
when it is crumbling. 

●​ The ruling figures (like Harmony T’Sava and Rein Halst) construct a cult of 
personality, branding themselves as visionary leaders, saviors, or god-like figures. 

●​ Everything must be about them. 
○​ History is rewritten so that the system and its leaders are always right, even 

when they contradict themselves. 
○​ Criticism doesn’t exist—only "corrections" to public perception. 

Sociopathic Leadership (Exploitative, Deceptive, Power-Hungry) 

●​ People are nothing more than tools. 
○​ Citizens are disposable assets, judged only by their usefulness to the Entities. 
○​ The Peacekeepers aren’t law enforcers—they are enforcers of obedience, 

punishing those who refuse to be exploited. 
●​ Truth is whatever benefits those in power. 

○​ Evermind is the ultimate expression of gaslighting on a societal scale, rewriting 
reality itself. 

○​ Any memory, law, or history that contradicts the current narrative is erased or 
"corrected." 

●​ They do not feel guilt, only inconvenience. 
○​ If mass suffering benefits the rulers, they see it as a necessary sacrifice for 

progress. 
○​ "The strong survive, the weak don’t deserve to." 

Psychopathic Leadership (Cold, Calculating, Predatory) 



●​ The system is structured like a predator-prey relationship. 
○​ The rulers see themselves as apex predators, and the citizens as cattle to be 

used, discarded, or harvested. 
○​ Compassion is a defect; ruthlessness is a virtue. 

●​ There is no true loyalty, only utility. 
○​ If an underling (even a loyal one) becomes useless or inconvenient, they are 

discarded immediately. 
○​ Peacekeepers, officials, even corporate partners live in constant fear that 

they’ll be the next to disappear. 

 

2. How These Psychological Disorders Shape the World 

A. Public Perception Becomes an Extension of the Leader’s Delusions 

●​ The "official" truth constantly shifts to fit the leaders' egos. 
○​ Evermind ensures no one remembers yesterday’s contradictions. 
○​ Crystal Palace eliminates dissent before it can even form. 

●​ People live in forced admiration of the system—not out of belief, but because 
questioning it is too dangerous. 

Example:​
A citizen watches a speech where Harmony T’Sava claims she personally founded 
Federation-One. But last year, the same citizen remembers her saying it was a 
collective effort. 

The next day, their memory is gone. 

B. The Population is Kept in a State of Learned Helplessness 

●​ The citizens are manipulated into dependence and fear, so they never consider 
rebellion. 

○​ Basic needs (food, health, survival) are only granted to the loyal. 
○​ Peacekeepers ensure no one trusts each other—families and friends report 

each other for survival. 
●​ They must constantly "prove" their loyalty, even when it makes no sense. 

Example:​
A factory worker is praised for their devotion to Federation-One. 

The next week, they are arrested for not praising it enough. 

C. The System Cannibalizes Itself in Its Own Paranoia 



●​ Even high-ranking officials aren’t safe. 
○​ The ruling class fears betrayal more than anything. 
○​ Purges are common—ministers, Peacekeepers, and scientists are frequently 

executed to maintain control. 
●​ Loyalty tests become increasingly absurd. 

Example:​
A scientist loyal to Evermind is arrested for thinking too independently.​
The charge: "Their mind is too advanced. They may one day think the wrong thing." 

 

3. How Society Functions Under These Conditions 

A. The People Are Trapped in an Endless Game of Surviving the Leaders’ 
Egos 

●​ Citizens must constantly adapt to arbitrary rules that change daily, based on the 
leader’s moods. 

●​ Dissenters aren’t just punished—they are erased from history. 

Example:​
An engineer builds a new AI system that improves Federation-One’s efficiency. 

It works too well, making the leaders seem less powerful. 

The engineer is executed, their work deleted. 

B. The Leaders Have No Long-Term Plan—Only Power for Power’s Sake 

●​ The world doesn’t improve because narcissists don’t build; they only dominate. 
●​ Every "progressive policy" is just a rebranded version of what already exists. 
●​ The government manufactures external enemies so the people always have something 

to fear. 

Example:​
When things start breaking down, the leaders don’t fix the system. 

Instead, they blame a new enemy. 

"The rebels, the foreign Entities, the underperforming citizens—it’s all their fault!" 

 



4. The Natural Conclusion: How This System Ultimately 
Fails 

A. The Rulers Turn On Each Other 

●​ In the end, narcissists, sociopaths, and psychopaths cannot coexist. 
●​ When one gains too much power, the others feel threatened and move to destroy them. 

Example:​
Harmony T’Sava sees Rein Halst growing too popular. 

She frames him for treason, ensuring he is publicly executed. 

But his replacement begins planning to do the same to her. 

B. The Population Becomes Too Exhausted to Function 

●​ Society doesn’t collapse from revolution—it collapses from burnout. 
●​ People stop working, stop caring, stop fearing. 
●​ The system falls apart because no one believes in it anymore. 

Example:​
The factories stop running—not because of rebellion, but because the workers are 
too broken to care. 

The system crumbles under its own absurdity. 

C. The Survivors Have to Rebuild From the Ashes 

●​ The only ones who make it are the people who escape the cycle of manipulation. 
●​ The future belongs to those who reject the mindset of narcissistic rule and 

rediscover autonomy. 

 

 How It Already Reflects Narcissistic 
Leadership 

 

Federation-One's 
Leaders 

Their obsession with control, loyalty, and rewriting reality aligns with 
narcissistic rulers who see themselves as divine. 

 

Crystal Palace & 
Evermind 

These systems don’t just enforce order—they manipulate perception 
and self-identity, much like how a narcissist gaslights their victims. 



 

The 
Peacekeepers 

Their role as enforcers is less about law and more about eliminating 
perceived threats to the ego of leadership. 

 

The shifting laws and 
reality of Federation-One 

Rules don’t exist to serve justice—they exist to serve the 
rulers’ changing needs. Citizens are punished arbitrarily, 
creating fear and compliance. 

 

The Entities’ Constant 
Power Struggles 

Sociopathic rulers are paranoid about betrayal, leading to 
constant purges and internal instability. 

 

Public 
Manipulation 

The Ministry of Order and Crystal Palace’s control over information is a 
mass-scale version of narcissistic gaslighting. 

 

The Cognitive 
Rebels 

They aren’t just fighting a government—they are fighting for their own 
mental autonomy, much like breaking free from an abusive relationship. 
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