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Overview of The Cascade

WHAT IS ARRIVAL LIKE?

There is a sensation of falling, but nothing
movies or appears to be falling. Beings in ships
or vessels feel like they are falling but they fall at
the same rate as everything else in the ship.
People/beings on their own (a la a wizard’s
portal or teleport spell) feel like they are falling
but there is no wind or movement through a
non-falling atmosphere or medium.

Beings, objects, etc., come to or achieve a full
“rest” on a vast field of black laminate, like
polished obsidian inlaid with carbon fiber. The
“sky” above presents the visual feeling of being
surrounded by a constantly-collapsing black hole
event horizon.

The event horizon washes over the new arrivals
and when it splashes away, they find themselves
on an obsidian dais (affectionately called the
Bottom Of The Great WVell, by the locals). A
greeting party, staffed with representatives of the
Order of Reception, share information and
chaperone the newly arrived to the Reception
Ward, a halfway house/fortress/prison? that
houses a garrison of well-armed Reception
Warders and battle mages as well as diplomatic
officials and Tertian bureaucrats.

Tertia is a massive cyber-steampunk skyline on
the near horizon and far-flung smaller
settlements are clusters of lights and structures
peppered across the infinite twilight.

How Is There Not a Tower of
Wreckage?

Where are ships and objects placed vs beings!?
Inorganic material is swallowed by the laminate
“ground” as if it were quicksand, and sublimated
into the terra firma.Thus the Tertian mining
operations dotted around the Top Sphere.

HOW DO ALLTHESE LOST
SOULS COMMUNICATE?

There seems to be some kind of aether field
permeating the Cascade that either facilitates
instant auditory translation or ... the whole
thing is just a dream ...



Spheres

DIMENSION & BOUNDARY

Spheres are 1000 miles (1600km) in diameter.Their
boundaries are perfectly seamless globes, fabricated
from some unknown material similar in appearance
to glass but seemingly also impervious to any sort
of damage or manipulation, physical, metaphysical
or otherwise. Traversing a Gate allows one to
measure a thickness of each boundary at | meter.

While the spheres’ boundaries are translucent near
each Gate, the glass-like material quickly takes on a
polarized shimmer so that the horizon and sky
appear to be a vaguely reflective, soft electrum
color.

AETHER COMMUNICATION

The translation properties within the Spheres seem
to operate beyond a specific intelligence threshold,
so the vocabulary of beasts is not translated to
human-level sentience and vice versa. Above that
threshold, however, every sentient being is able to
speak normally with any other sentient being as if
they were each communicating in their native
language.

While this is in and of itself a remarkable
phenomenon - one studied in depth by the Lingua
Phon order - it pales in comparison to how the
written word also seems to translate within each
being’s mind. This phenomenon is studied by the
Linguistic Graphemica order.

THE ORIENTATION
ANOMALY

The Transmigration Gates seem to have been
installed uniformly at the equators, typically
oriented inline with each sphere’s “horizon” - there
are exceptions (not with the equatorial placement
but with inner sphere horizons).And while
traversing a Gate always appears to be horizontal
relative to those transmigrating, every single

person will tell you that the feeling of falling is
inescapable and always consistent.

Within a mile of a Gate, there is a subtle off-
balance sort of experience that grows until one is
acutely aware they are falling towards a Gate on one
side or falling away from the Gate on the other
side.

This phenomenon has been studied and manifests
the notion of “polarity” in the spheres. Each sphere
has one Gate through which one seems to fall away
from and an opposing Gate, which one seems to fall
toward.This polarity has allowed for basic navigation
orientation and lends the Cascade both its name
and the initially unintuitive notion that the Spheres
“descend” or are “vertically stacked.”

Day/Night Cycle & Calendar

The Spheres rotate on the Gate polarity axis at a
rate of 20 hours. Outside the Spheres, unseeable by
those inside, is some kind of light source,
something that seems to stretch down the length
of the Cascade, fixed relative to the Spheres.
Opposite this Strong Light is a Blue Light, which is
much dimmer and when on the dark side of a
rotation creates constant low-level illumination in
the violet spectrum.The practical effect of these
light sources is directional light that mimics
something like bright and dark magic hour/twilight
with raking shadows.

Day/night cycles are catalogued into 40 day months
and 10 month annums.The current date is 434.7.20
It is widely acknowledged that the current year is
only a mark of the start of the Tertian calendar, the
most consistent and regimented calendar to date.
While there is obvious evidence of people living in
the Cascade prior to 434 annums ago, the records
are fragmented at best as central order had yet to
be established.



TRANSMIGRATION GATES

All Gates recorded to date seem to be identical.
They are pairs of circular rings of non-magnetic
metal approximately |10 meters in diameter,
primarily featureless.The “base ring” is | meter
wide and | meter thick and adheres to and
conforms to the inner compound curve of a
Sphere wall. The “facing ring” is slightly smaller in
width and thickness while maintaining the same
inner diameter opening. The facing ring follows the
same inner compound curve but is suspended

uniformly two centimeters away from the base ring.

This is the case even for Gates that are not found
embedded in terrain and the method of
achievement is not understood.

Each Gate’s facing ring has a seamless cavity
roughly |5 centimeters deep and 20 tall that has
one of only three markings ever found on any
Gate, a hologram incised into the metal surface
that depicts a crystal of Elementium.The only
method understood to date to cause a Gate to

open is depositing a base amount of Elementium in

the cavity, where it is absorbed somehow into the
ring itself, and the boundary contained within the
base ring’s diameter vanishes, allowing
transmigration.

The length of time the Gate remains open is
dependent upon the amount of Elementium
deposited. The base amount of Elementium allows
the Gate to open for five seconds. How the
boundary opens is unknown, the Sphere material
simply ceases to exist, for lack of a better
description, and re-materializes just as instantly.

Anyone or anything caught inside a Gate when the
Sphere boundary re-manifests is either crushed,
sliced or suspended in a “frozen” state. Of course,
experiments have been performed and when a
Gate containing a suspended object (or being) is
opened, the object (or being) vanishes as instantly
as the boundary, and does not reappear along with
the boundary.

Thus, the Gates are not traversed without caution
and the Elementium cavity seems built to
specifically limit the amount of time a Gate can
remain open.The longest recorded Gate opening
to date is 102 seconds.This and the size of the

Gates constricts travel and trade through the
Spheres.

The material the Gates are constructed from, while
described as metal because of simple observable
properties, is unknown because, like the boundary
of the Spheres themselves, it is seemingly
impervious to any attempts to damage, sample or
interact with currently employable.That said, there
is a small order within the Scholarium who study
the Gates.

TERRAIN ORTERRARIUMS?

No sphere recorded to date is identical to any
other, as far as internal topography; each features
unique terrain. Some spheres have terrain similar
to Earth-like planets, others are totally bizarre:

The Fourteenth Sphere is completely full of
water and drifting stones pocked with sea caves.

The Sixth Sphere is alight with flying islands of
sandstone and silica, thick clouds that burst with
gemstone rain, and circling air sharks.

The Twenty-Third Sphere is packed solid with
smoldering rock through which gargantuan
tunnels snake and dive, running with lava.

The Eighth Sphere is bisected by a single plane
of obsidian upon which has grown a massive
labyrinth of gigantic mold.

The Seventeenth Sphere is blinded with a
palpable darkness that crushes light and crawling
with things that eat what they cannot see.

The Eleventh Sphere is full of monstrous
tornadoes of flame and monsters roaming
hanging fortresses of iron and heavy black stone
cut with alarming precision.

The Second Sphere houses a fairy tale landscape
of rolling hills, forests of 100 meter tall trees,
waterfalls and emerald glades and meadows
where gravity fluctuates.

The Ninth Sphere houses a desert spiked with
enormous frozen peaks and massive, empty
cities of strange, rusted architecture.

The Fifteenth Sphere scintillates with a
patchwork of dreamlike microbiomes - snow
turning into sandstorms, rivers flowing backward
up reverse waterfalls that climb up stacks of
crushed, ancient starships ...



FLORA & FAUNA

The plant and animal kingdoms in the Cascade are
varied and sometimes eerily familiar to the trapped
beings populating the spheres, but at others are
wildly different, surprising, dangerous, beautiful,
sustaining and menacing.

One example of the former might be the lion
species indigenous to the Fifth Sphere that closely
resemble Earth lions, but they harbor green blood
and an ability to cast a sort of acute sonic spear
that stuns their prey.

An example of the latter might be the umbral
spiders that haunt the sunken dells in the Twelfth
Sphere.They have fourteen armored legs, spew acid
from wicked mouths dotting those serrated limbs
and phase jump from shadow to shadow.

The Tertian order of Field Horticulturists study the
plants like the cloud blossoms of Tenth Sphere that
defy gravity, the greasy pods of undergrass whose
extracted oils present metaphysical properties, or
the walking vines of Second Sphere, which sprout
hideous thorns the size of swords and hunt like
wolves.

The Tertian and New Seer libraries are open to the
public for a reason - learn what you can before
descending.

MAGIC FIELDS & ELECTRIC
POWER

Electricity and other energies are abundant in the
Cascade through interaction with various fields.
The dielectric aether and magnetism seem both
magnified and more focused here; electrical power
is generated via a number of methods, including the
use of piezoelectric contraptions, Tesla coils and
modal quantum excision.

Magic and psychic phenomena manipulate vast
arrays of aetheric energy.Alchemists bridge the
dielectric and psychic fields through their own
disciplines. Sorcerers weave spells and psychers
brute force formulae from the shifting
metaphysical wells permeating the spheres.

As the Elder Councilman and Arch Scholar, Solistus
Marishol von Vrack, is fond of saying: in bringing
together such a vast array of sentience, the
Cascade has fostered the most prolific learning
institution the universe will never see!

ANCIENT RUINS, RELICS, &
ARCHITECTURAL ARTIFACTS

Many spheres contain both enigmatic and
contemporary ruins of various nature.The
archaeological discoveries of ancient ruins support
the notion of “builders”; contemporary ruins mark
the history of Cascadians (some people despise
this proper adjective/noun, feeling it is designed to
strip away memories of home) living in Spheres
over longer and longer periods of time.

FIRST SPHERE PARTICULARS

It is commonly accepted that, to date, First Sphere
(or Top Sphere as it is sometimes called) is unique
in one facet to all other recorded spheres: one of
it’s Gates is quite different. It has a standard
Transmigration Gate, which portals to Second
Sphere.The Gate that people generally think of as
the one-way entrance to the Cascade is called the
Funnel, shortened from of its classical title, the
Event Horizon Cascade Funnel. Relative to the
standard media gravitational plane of First Sphere,
the Funnel appears to be a roiling mass of color,
like paint made of light, constantly draining into the
boundary and dissipating into the standard
electrum glass'.

Footnote No. |

In reality, the Navigational clerics understand that the Funnel is
quantumly located opposite the Second Sphere Gate, while
acknowledging that all the Gates occupy the same quantum
singularity in the wave function describing the Cascade.
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