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Penacony's Theory of Orchestration: Sparkle's Master Plan 
 
This theory proposes that actions seemingly isolated from Sparkle during the arc Penacony's 
are part of a single strategy continues. Although several of the arguments The statements 
presented are inferences, not assertions. explicit game elements, all stem from events 
canonical and seek to reconstruct the process cognitive process that Sparkle may have 
followed to coordinate the development of the story. 
 
As the active mask of Aha's Masked Fools, Sparkle used eccentricity, social provocation, 
dark comedy, and environmental stress as a strategic shield to conceal the flawless execution 
of most events. Behind every laugh and every seemingly incoherent joke, there existed an 
unbroken chain of high-level deductions, Theory of Mind (ToM) models, and mass 
manipulation strategies that aligned all the key players to achieve the perfect ending. 
 
 

 
 
 
Long before the Astral Express or the Interastral Peace Corporation (IPC) set foot on 
Penaconi, Sparkle had already begun an exhaustive information-gathering process. Instead of 
simply investigating documents or databases, he created extreme situations and controlled 
interactions to force his targets to reveal their deepest secrets. 
 
Sparkle detected anomalies and cracks in Penacony's transmissions, adopting the appearance 
of Robin, presented himself directly to Sunday, during this interaction, he applied a cold read 
(Cold Reading) Extremely rigorous, she analyzed Sunday's nonverbal language, such as her 
rigidity, her microexpressions of anxiety, and the extreme tension she displayed when 
speaking about her sister. From this, Sparkle instantly deduced two fundamental truths: 
 

●​ 1) The real Robin was incapacitated, "mute" or trapped in the deep memory of sleep. 
 

●​ 2) The Family was going through a critical internal crisis and was desperately hiding 
that the Dreamscape was crumbling from within. 

 
Sparkle reasoned that if The Family, “a rigid faction based on unity,” decided to formally 
invite outside organizations for the first time in history, while the memory fabric was showing 
flaws, it meant that the executive leadership was going through a critical internal crisis and 
needed to divert attention or accelerate a clandestine ritual. To validate her hypothesis, 
Sparkle transfigured her physical form, adopting the appearance of Robin, and presented 
herself to Sunday. Based on this, she concluded that the real Robin was out of commission 



(with her voice destroyed or trapped in deep memory), and Sunday was willing to cover 
everything up so as not to jeopardize his ultimate project (the invocation of Order). 
 
Simultaneously, Sparkle maintained commercial and tactical contact with Silver Wolf, 
gaining access to fragments of Elio's Script. While other agents (such as Firefly or Kafka) 
followed Elio's directives as an inexorable destiny, Sparkle processed it as a cross-probability 
data matrix. By contrasting Elio's prophecies with the flow of Memorialia Sparkle mapped in 
advance the exact coordinates where the Pathfinder, Aventurine, Acheron, and Firefly would 
collide, giving him the tactical initiative on the game board before the guests disembarked. To 
do this, Sparkle created a mental map of Penacony to better understand how the city worked, 
and with that in mind, Sparkle was able to move much more easily, allowing him to move 
characters to specific locations, reach meeting points, and interfere. 
 
NOTE: It's worth mentioning that Sparkle didn't have information as vast as seeing the 
future; he only knew that Firefly was going to die three times. This means that Sparkle 
transformed abstract information into a map and a very detailed plan of the entire 
Dreamscape in a short amount of time, which would make his PSI, CPI, and VSI very good 
given his limited information. 
 
 
Before the Pathfinder knew what Penacony really was, Sparkle had already analyzed the 
entire scenario and in order for Firefly to fulfill her Script and reach her first death (the beast 
"Something Towards Death"), she needed to be accompanied by someone who served as an 
emotional anchor and direct witness, that anchor had to be the Pathfinder. 
 
Although there was an obstacle, the Pathfinder didn't know Firefly. If they both remained in 
the safe, commercial zones of the Dreamscape, they would never have formed a deep bond or 
descended into the dark layers of memory, which Sparkle chose to disguise himself as Sampo 
Koski with brilliant psychological precision. To the Pathfinder, Sampo represents a figure of 
"familiar chaos," someone untrustworthy who immediately arouses suspicion, but whose 
impulses always end up dragging the group into forbidden places. 
 
Sparkle devised this tactic based on the following reasoning: if she presented herself as 
Sparkle, the Pathfinder would be on the defensive. But if she presented herself as Sampo, he 
would play along out of pure curiosity and suspicion. Sparkle used the Sampo persona to 
push Firefly and the Pathfinder into the Dreamscape, forcing them to depend on each other. 
 
NOTE: By this point, Firefly and the Pathfinder had already met and decided to travel 
together; their bond was already developing, and Sparkle had already noticed these changes 
in Firefly. (EP, EU Y ER) What she did was send them into the dreamscape to further 
strengthen that bond, which Sparkle obviously accomplished with great success. 
 
Now, Sparkle (as Sampo) intercepted the Pathfinder and Firefly in Golden Hour. He offered 
to show them the "real secrets" of Penacony, using Sampo's extroverted and suspicious 



personality to lower their defenses against their surroundings and focus their attention on his 
movements. Instead of taking them to tourist attractions, he led them into restricted areas and 
memory distortions (the unofficial Dreamscape). By leaving them "trapped" or exposed in 
that dimension, Sparkle withdrew from the scene, forcing Firefly and the Pathfinder to 
cooperate to protect each other. 
 
Isolated in a hostile environment thanks to Sampo's deception, Firefly was forced to reveal 
her secret lair and expose some of her vulnerability to the Pathfinder. Sparkle calculated that 
the proximity to danger and the melancholic beauty of deep dreams would forge a bond of 
trust and affection between them within hours. Once bonded, the Pathfinder was positioned 
as the ideal eyewitness. When the beast "Something Toward Death" appeared and pierced 
Firefly, the first death produced the necessary devastating emotional impact on the Pathfinder, 
sending Firefly to the Dreamflow Reef to uncover the truth about the Clockmaker, as required 
by the first phase of the plan. 
 
While that was happening in the dreamscape, outside of the Dreamscape, Sparkle was 
operating the next phases of his plan. 
 
Sparkle understood that to maintain control of a complex scenario with multiple agents, he 
should not physically force them, but rather manage the truth and guide their frameworks of 
interpretation. 
 
 
[Aventurine's Profile (Paranoia)] ──> [Cryptic Clue: "Look for a mute"] ──> [Aventurine 

investigates Robin] ──> [Provocation of Acheron / Sleep Disruption] 

 

 
What do I mean by this? 
 
What I mean is that Sparkle created a Psychological Modeling of various characters. Sparkle 
constructed Aventurine's psychological profile and recognized that he was a wounded 
strategist, extremely paranoid about his past and motivated by the desire to find a desperate 
way to gain leverage against The Family. Sparkle reasoned that if he gave him the truth 
directly, the gambler's analytical mind would become suspicious and interpret the information 
as a trap. 
 
With that, she delivered a clue for Aventurine, as Sparkle uttered the seemingly cryptic 
phrase:"Go and make friends with a mute person."With this, Sparkle anticipated Aventurine's 
reasoning and, by planting this enigma, activated Aventurine's deductive reasoning, leading 
him to conclude that "the mute" referred to Robin (whose voice had been suppressed in the 
dream). This steered Aventurine toward investigating Robin's murder and inevitably led him 
to orchestrate his own "death" under the Blade of Acheron to break the barrier of the 
Dreamscape. 
 



 
Hearing "mute" ──> Relating the loss of voice to Robin ──> Discovering the simulated death in the 

dream ──> And with that, using his own life as a wager to force a dimensional cut with the sword of 

Acheron. 

 
 
Sparkle had designed an intellectual trap where Aventurine believed he was taking the 
initiative, when in reality he was executing the role Sparkle had assigned him in the staging, 
and with that Sparkle managed to get the IPC to break through Sunday's first protective 
barrier without exposing the Masked Fools. 
 
 
Now, one of Sparkle's problems was Acheron. Acheron, being an Emanator of Nihility, 
represented the most unpredictable and dangerous force variable on the scene. A direct 
intervention by Acheron out of time would destroy the delicate balance of the script; with 
this, she created a Lockdown Strategy in the Labyrinth. To "imprison" or temporarily 
neutralize such a titan, Sparkle couldn't resort to direct brute force; she had to execute a 
deception based on Acheron's psychology, the nature of the Dreamscape, and the technique of 
spatial illogicalities, and with this, Sparkle created a 3-step plan for his “lockdown”. 
 
STEP 1: Profiling on Acheron. 
 
Sparkle studied Acheron's particular condition, knowing that Acheron is a Self-Annihilator 
linked to IX (Nihility), Sparkle deduced three key factors: 
 

1.​ Loss of Temporal and Spatial Orientation: Acheron has serious problems 
remembering paths, names, and the sequence of time due to the erosion of Nihility. 

2.​ Philosophy of Unnecessary Non-Intervention: Acheron does not draw his sword 
unless it is strictly necessary or he feels that a life is in imminent danger. 

3.​ Sensitivity to Memory and Anomalies: It moves in response to the impulses of 
memory and the echoes of desolation. 
 

Sparkle reasoned: If I can't defeat Acheron, I can make her own mind and perception of 
space keep her trapped. 
 
 
STEP 2: Their deception based on DIVERSION using copies. 
 
In the Dreamscape, reality is shaped through perception andMemorialiaSparkle used her 
transfiguration ability not only to change her appearance, but to manifest multiple avatars and 
copies of herself simultaneously, and that also led to her tactic. 
 



1.​ The Disorientation Tactic: Sparkle didn't attack Acheron to harm her, but to force 
her to react. By surrounding her with multiple copies, Sparkle fragmented Acheron's 
attention. 

2.​ Taking advantage of space amnesia: Each time Acheron cut or dispelled one of 
Sparkle's copies, the surrounding environment subtly shifted in geometry. Sparkle 
altered the corridors, doors, and dimensions of the illusory space after each attack. 

3.​ The Sensory Loop: Because Acheron relies on his intuition for guidance (given his 
failing memories), Sparkle fed his intuition with false clues. Acheron believed he was 
moving toward the source of the anomaly or pursuing Sparkle, when in reality he was 
walking in circles within a conceptual labyrinth created by Joy (Elation). 

 
 
STEP 3: The confinement. 
 
By combining the copy attack with landscape manipulation, Sparkle lured Acheron to an 
isolated area of ​​the Dreamscape (the layers where memory becomes dense and distorted). 
Sparkle didn't simply "lock" Acheron in four walls of metal or magic (something Acheron's 
sword would cut through in an instant). The real confinement was loop maintenance; while 
Acheron dispelled the decoys and tried to understand the illogical nature of Sparkle's 
labyrinth, real time marched on outside. Sparkle ensured Acheron spent crucial minutes and 
hours "solving" the copy trap instead of being present in the city center. 
 
Why was it vital for Sparkle to keep Acheron trapped in this illusion at that precise 
moment? 
 
It's quite simple: if Acheron hadn't been preoccupied or guided by precise timing, she would 
have interfered with Aventurine prematurely. Sparkle needed Aventurine to reach the absolute 
limit of despair so that he would make his suicidal gamble and force Acheron to use the red 
sword only at the climactic moment on the main stage. Furthermore, if Acheron had drawn 
the Blade of Nihility too soon, she would have destroyed Penacony's dreamscape in one fell 
swoop, canceling the "play" before Robin could prepare for the mass awakening or before 
Firefly could complete her journey. 
 
Much later Sparkle would make another move against Black Swan, who was another of the 
actors he had to guide. 
 
Black Swan and the Garden of Recollection sought to extract Penacony's pure memory, and 
Sparkle understood that if Black Swan gained a clear panoramic view of the dream too soon, 
it would intervene to alter the memories of those involved. Sparkle understood that if 
theMemokeeperIf he gained a clear vision too soon, he would intervene to alter the heroes' 
minds. To prevent this, Sparkle trapped Black Swan and the Pathfinder in a game of detective 
work and theatrical illusions, and fed theMemokeeperwith manipulated data and secondary 
research, keeping Black Swan's attention occupied and protecting the Watchmaker's secret 
until the right moment. 



 
Now we're going to break down the entire Sparkle vs. Black Swan process 
 
And Memokeeper She lives to collect "exquisite" memories, deep mysteries, and hidden 
truths, and this becomes more dangerous the more she tries to "help" or guide others through 
her tarot cards and memory readings. 
 
Sparkle likely concluded that she can't hide the memory from someone who lives within her. 
But she can feed it with an irresistible, fabricated, and pre-calculated mystery to direct all its 
attention where she wants it to go. 
 
With this, Sparkle creates a Trap Against Black Swan, Sparkle draws Black Swan and the 
Pathfinder into a kind of detective simulation about the murder of Robin and the creature 
"Something Toward Death." It's worth mentioning that Sparkle didn't block Black Swan's 
access to the memories; instead, he contaminated the conceptual crime scene. He created 
false memory reconstructions, theatrical illusions, and dramatic clues, and with this, Black 
Swan believed he was one step ahead, analyzing the psyches of those involved and guiding 
the Pathfinder to solve the "mystery." In reality, he was just walking along the trail of 
breadcrumbs that Sparkle had carefully laid. 
 
While Black Swan was completely focused on unraveling the detective trap Sparkle had set 
for her and deciphering Aventurine's behavior, Sparkle managed three key strategic 
objectives: 
 

1.​ Blinding the Memokeeper's Panoramic View:By keeping Black Swan's mind 
occupied solving the "riddle of Robin's death", he prevented her from noticing the true 
threat, which was the construction of the Embryo of Sunday's Philosophy and the 
awakening of Order. 

2.​ Protecting Firefly's Identity:Black Swan is a bloodhound for anomalies. Had she 
been able to freely examine the surroundings without Sparkle's distractions, she 
would have immediately discovered that Firefly was ALONE and that his "death" was 
a mechanism to descend to Flowdreams Reef long before its time. 

3.​ Force an Alliance with Aventurine:By manipulating the information that reached 
Black Swan, Sparkle made the Memokeeper She was forced to temporarily ally 
herself with Aventurine to seek the truth, leading Aventurine right to the breaking 
point where the climax against Acheron would be unleashed. 

 
With all this, Sparkle used her shapeshifting ability to harass and test Black Swan's limits. By 
continually transforming in front of her, speaking to her in riddles, and altering the tone of 
reality around them, Sparkle demonstrated something crucial to theMemokeeperIn 
Penacony's Dreamscape, memory is unreliable because Masked Fools They could rewrite 
perception at will, and this planted a seed of caution in Black Swan. She knew that any 
memory or vision she tried to extract from within the dream could be an illusory trap set by 



Sparkle, forcing theMemokeeperto act in a much more reserved and reactive manner instead 
of taking the initiative. 
 
 
Then, Sparkle manages to bring Firefly to its first death, and all of this had already been 
formulated before, and let me explain how. 
 
Sparkle identified the true nature of "Something Unto Death." He understood that the creature 
didn't kill the soul, but rather acted as a forced transport mechanism to the "True Penacony" 
(the Reef of Dreamflow). Sparkle then studied Firefly's pathology (Entropic Disintegration 
Syndrome) and its condition in Elio's script, which required it to experience "death" to free 
itself from its bonds, leading Sparkle to a series of lines of reasoning for his plan. 
 

1.​ Sparkle knew that for the plot to move forward and the truth about the Clockmaker to 
be revealed, someone had to cross over to the Reef. But the Family had blocked all 
conventional access routes. 

2.​ Instead of warning Firefly or trying to protect her, Sparkle manipulated the 
environment and events to guide Firefly and the Pathfinder directly into the creature's 
territory. 

3.​ Sparkle knew that the creature would prioritize Firefly because she was a conceptual 
anomaly in the dream. She provoked the onslaught knowing that the "attack" would 
not kill her in real life, but would instead "send" her to the Reef of Dreamflow, 
allowing her to discover the truth of the Clockmaker's legacy without suffering 
permanent harm. 

 
With all that, Sparkle used the creature's threat as a backdoor to send Firefly exactly where it 
needed to be. 
 
A summary would be like this: 
 
[Analysis of "Something Towards Death"] ──> [Study of Firefly's Condition] ──> [Guide to the Deep 

Dreamscape] ──> [First Controlled Death / Access to the Reef] 

 
 
While all this was happening, we know that Sparkle had already psychoanalyzed Sunday and 
knew that he would lose his sanity sooner or later, which would lead to his imminent mental 
breakdown, leading him to believe that someone else was responsible for the sanitary acts at 
Dreamscape. 
 
Sparkle analyzed Sunday's psyche as the leader of The Family: he is a meticulous organizer, 
obsessed with maintaining absolute order and protecting his sister Robin. He cannot tolerate 
uncertainty or lack of control. Faced with the loss of a loved one or an anomaly in his system, 
his mind will desperately search for a tangible culprit, a scapegoat, or the dissonant piece in 
his utopia. 



 
During her interaction with Sunday, Sparkle may have come to a conclusion that“Sunday 
needs an explanation for Robin’s ‘death.’ If I don’t give him a direct target, he’ll look in the 
shadows and uncover my plan or the truth about the Reef too soon. I must guide his suspicion 
toward the one figure within the Family who embodies chaos and dissent: Gallagher.” 
 
NOTE:This reasoning is based on my own speculation. 
 
This led Sparkle to devise a small plan that involved a few steps in her Manipulation and 
Deception (which I will divide into Cause and Effect) 
 
STEP A: The Initial Provocation and the Increase in Tension (Cause) 
 
Sparkle began by impersonating Robin and exchanging words with Sunday. By presenting 
herself as a "fake" or unreachable Robin, Sparkle confirmed to Sunday that his sister was 
incapacitated or trapped. This immediately raised Sunday's anxiety and paranoia levels, 
putting him on high alert. 
 
STEP B: Manipulating Invitations and Injecting Discrepancies into the System (Cause) 
 
Sparkle knew that Gallagher, in his role as a Hound officer and executing the Enigmata's 
plans, was responsible for issuing and coordinating official invitations to Penacony. Sparkle 
interfered with this process: he sabotaged and altered security credentials, loosening access 
filters to allow stowaways and disruptive agents to invade the dream. Furthermore, Sparkle 
knew that Gallagher was, in reality, a construct ofMemorialiacomposed of fragments from 
fifty-two different members of the Hounds (created by the Masked/Fiction of the Enigmas) 
Sparkle did not expose Gallagher directly, but instead began to leave small inconsistencies 
and clues in the city's investigations so that the official reports reaching Sunday's hands 
would not make sense, making the failure in the invitations point directly to Gallagher's 
negligence or betrayal. 
 
STEP C: The Bait through Aventurine and the "Mute's" Clue (Cause) 
 
When Sparkle gave Aventurine the tip about "looking for a mute," he knew Aventurine would 
aggressively investigate within Penacony's security personnel (the Hounds, nominally led by 
Gallagher). Aventurine's noisy, investigative actions within the Hounds' territory prompted 
Sunday to turn his entire spy network against Gallagher's division. 
 
STEP D: Sunday's Chain Reaction (Effect) 
 
Sunday, already deeply consumed by despair at having lost Robin, began to connect the dots 
manipulated by Sparkle: 
 



●​ He saw that the invitation system and the Hounds' security had failed spectacularly, 
allowing unwanted intruders to enter. 

●​ He discovered that Gallagher's records and identity presented inconsistencies 
impossible for an officer of The Family. 

●​ He noted that the appearances of the monster "Something Toward Death" coincided 
with areas under Gallagher's jurisdiction or surveillance. 

 
Driven to the edge by the distractions and inconsistencies Sparkle sowed, Sunday fell right 
into the trap. He became completely convinced that Gallagher was not only responsible for 
Robin's "death," but also the mastermind behind the Penacony anomalies and the sabotage of 
the invitation registry. This culminated in the famous direct confrontation where Sunday 
confronts Gallagher alone, formally accusing him of being either the puppet or the monster 
behind the murders. 
 
This entire network of deception and manipulation that Sparkle had perfectly created 
achieved many direct and indirect objectives in his plan: 
 

1.​ It consumed Sunday's time and attention: Instead of monitoring preparations for 
the mass awakening of the population or the arrival of the IPC ships, Sunday spent his 
last strategic and intellectual resources interrogating Gallagher. 

2.​ He forced the early revelation of the Enigma: He forced Gallagher to reveal his 
true nature and that of the "Watchmaker," which ultimately dealt a devastating blow to 
Sunday's faith in the Family system. 

3.​ It accelerated its ideological collapse: Seeing that even the internal security and 
invitation control of his utopia were rotten and fake, Sunday reached the final 
breaking point, concluding that the only way to save Penacony was the violent 
takeover of power through the awakening of Ena the Order. 

 
 
Then, Firefly's second death would be triggered, but first it is essential to understand exactly 
what the Utopia of Order imposed by Sunday was and how that conceptual trap worked. 
 
When Sunday manages to awaken Ena's path to Order, he creates a matrix of anesthetized 
collective happiness. Sunday plunges all of Penacony into a deep mental loop. In this 
simulated reality, all inhabitants and visitors (including the Pathfinder and the Astral Express) 
experience a "false victory" and believe they have defeated Sunday, saved the day, and were 
living out their greatest desires. 
 
The Order of Ena operates on the premise that free will generates suffering, and to eliminate 
pain, Utopia gives each soul exactly what it desires. With no danger, loss, or real conflict, the 
mind feels completely fulfilled. Within a perfect dream where you believe you have already 
won and everything is alright, there is no desire or need to wake up. Utopia functions like a 
glass prison; it is invisible, perfect, and biologically pleasurable. No one can "close their eyes 
and walk out" because the mind itself refuses to abandon the comfort of the dream. 



 
Sparkle analyzed the structure of this Utopia and understood that to break the chains of a 
divine dream, an individual cannot simply reason; rather, they need to suffer a violent 
cognitive rupture (a conceptual "death") within the dream so that their consciousness rejects 
the illusion and is expelled into reality. Sparkle knew the nature of Firefly, a warrior of the 
Starhunters guided by an iron will. Firefly would never accept an artificial peace if she knew 
the universe remained trapped. She was the only one capable of inflicting the trauma 
necessary to break the illusion, which led Sparkle to calculate that by forcing her awakening 
from the depths of the Utopia, Firefly would not reappear peacefully in a room, but her 
consciousness would be expelled into the outer space of Penacony. If she did not prepare the 
environment, Firefly's Entropic Disintegration Syndrome would kill her in the real void 
before she could act. 
 
This led Sparkle to believe that the only way to break it was for Firefly to perform her own 
"death" on the mental plane. This led her to devise a strategy to achieve this. 
 
STEP A: Fracturing the Cohesion of Utopia 
 
Before Ena's Order was fully consolidated, Sparkle saturated Penacony with his buttons and 
fake bomb threats. By injecting a wave of collective hysteria and tension into the population, 
Sparkle introduced "processing stress" into Utopia's mental network. This created 
micro-cracks in Sunday's illusion, making the dream barrier less impenetrable. 
 
STEP B: The Second Death 
 
Trapped in utopia and understanding that she had to alert the outside world to fulfill Elio's 
script, Firefly made the decision to voluntarily destroy herself/plunge into the abyss of sleep. 
By carrying out this "second death" on the mental plane, her consciousness was violently 
rejected by Ena's matrix, finding the rifts that Sparkle had already opened in the system and 
bursting out into the physical world. 
 
STEP C: Cleaning the Spatial Perimeter 
 
Sparkle accurately predicted Firefly's physical reappearance point in outer space. By 
manipulating information about the Family and creating distractions in the city, Sparkle 
cleared the space routes of defensive interference. This ensured that, upon awakening in the 
void, SAM's armor's automated systems would immediately deploy, protecting his body from 
disintegration. 
 
STEP D: The Breakdown of Utopia 
 
Firefly awoke safely in the real world floating inside SAM, allowing him to act as the 
external catalyst: 
 



1.​ It served as the anchor in reality that allowed Acheron to tear the veil of Utopia with 
his sword of Nihility. 

2.​ He sent the signal that allowed Robin to coordinate the true singing of Harmony to 
awaken the masses. 

3.​ He positioned himself on the exact trajectory for the final phase of the prophecy. 
 
 
THE MAXIMUM ORCHESTRATION: 
 
 
The culmination of the "Penacony Orchestration Theory" lies in how Sparkle intertwined 
Firefly's tragic fate, Robin's latent power, and the population's cognitive shock to resolve the 
Penacony crisis. 
 
A summary for the introduction would look something like this: 
 
                                  ┌──> [Mass Panic over Fake Bombs] ──> [Cognitive Rift in Ena's Dream] 

[Massive Button Distribution] ─┼──> [Anticipation of FF Psychology] ──> [FF Takes the "Ultimate 

Bomb" into Space] 

└──> [Robin's song channels Harmony] ──> [Deceiving Fate / Fireworks] 

 
 
Elio's script prophesied that Firefly would experience "three deaths" in Penacony, 
foreshadowing the impending tragedy of a final biological death. During the cutscene on the 
Radiant Sparkle, while Robin sings in the background, Sparkle suddenly appears before the 
Pathfinder. Holding the "final detonator" in her hands, she looks the Pathfinder in the eye and 
presses the button without hesitation, triggering immediate panic and making her believe she 
has just activated the ship's destruction. Immediately afterward, Sparkle creates a private 
group chat, introducing the protagonists, where she mockingly announces that she has hidden 
999 bombs throughout the ship and the city, before promptly leaving the group and everyone 
in complete chaos. 
 
By this point, Sparkle had thoroughly analyzed Firefly. He knew that Firefly possessed 
radical altruism and was willing to give her life to protect the Pathfinder and save Penacony. 
Sparkle distributed 999 red buttons, detonators, and giant dolls throughout the city, spreading 
the rumor that he had hidden a "final catastrophic bomb" capable of destroying Penacony. 
The plan was so perfect that the Pathfinder himself, completely cornered and with no time to 
hesitate, resignedly concluded: "I guess we'll have to go along with it." Sparkle manipulated 
them to play exactly according to her rules and rhythms without being able to question her. 
It's also worth mentioning, as I said before, that Sparkle had created a mental map of 
Penacony and, with it, of the airship. By creating such a detailed map of every place inside 
the airship, she made it easier for her to place the bombs in easy-to-find locations for the 
protagonists, leaving one last one specifically for Firefly. I mean, Sparkle created her strategy 
thanks to her great memory of visible places and what she had visualized. 



 
From that moment on, the Express crew, the Family, and the guests embark on a desperate 
race against time, searching for the red buttons and Sparkle dolls. The Family becomes 
paranoid about the cruise ship's security, the Pathfinder races throughout the vessel 
deactivating "false threats," and the IPC must reassess its risks. 
 
Sparkle applied her highest level of foresight when calculating Firefly's (SAM) psyche. 
Sparkle knew that Firefly was a warrior marked by tragedy and guided by Elio's script. After 
surviving her first death (the beast) and her agonizing second death (the conceptual 
breakdown that awakened her from Utopia and alerted the group), Firefly would be at her 
point of greatest vulnerability and heroic determination, and the exact prediction that Sparkle 
anticipated was the following:"If Firefly sees that bomb number 999, the 'final' one, hasn't 
been deactivated and threatens the ship and the Pathfinder, he won't call for help. As a 
soldier, he'll take it, fly into deep space, and detonate it far away to save everyone, accepting 
his third death." 
 
And as I said before, Sparkle had already psychoanalyzed Firefly and more than that, she was 
the one who created and manipulated the events so that she would create an emotional bond 
with the Pathfinder and vice versa, which increases the pressure to save everyone. 
 
Sparkle placed the "final bomb" on the exact route Firefly was taking with the Pathfinder to 
deactivate the bombs. Firefly, confirming his worst fears about Elio's prophecy, took it in his 
hands, flew straight into the abyss of space, and waited for the doll to be ready to explode. 
 
As she held the wrist awaiting death, the device did not disintegrate Firefly. Instead, it 
released Sparkle's true contents: a massive spectacle of fireworks, confetti, and lights that 
illuminated the entire Penacony sky. 
 
With this, she orchestrated Firefly's two deaths successfully undetected, and a third indirectly 
after profiling Firefly and using Acheron to split the landscape. This demonstrates that 
everything was planned by her, which would be an absurdly high level of precognition, 
supported by perfect psychological profiling (Theory of Mind), the ability to read complex 
causal chains, and flawless theatrical manipulation skills! And let me explain why. 
 
It is worth mentioning that: Sparkle didn't divine the future by magic; she calculated and 
constructed it step by step. She anticipated the decisions of divine beings (Ena), absolute 
prophecies (Elio), paranoid minds (Sunday), and the psyches of resigned soldiers (Firefly), 
making every piece of the universe collide exactly where she wanted. 
 
For a Foresight to work at this level, a prior and flawless reading of the human and 
environmental variables is required: 
 
A. Profiling on Sunday 
 



Calculus:Sparkle calculated that Sunday's obsessive mind would not tolerate gaps in the 
security of his Utopia. 
 
The Play:He sabotaged the access logs and impersonated Robin to alter Sunday's mental 
state. By sending Aventurine to investigate the Hounds, Sparkle predicted that Sunday would 
focus all his paranoia on Gallagher. This consumed Sunday's strategic time, causing his faith 
in Harmony to collapse and forcing him to desperately turn to Ena's Order. 
 
B. Profiling on the Tracer 
 
Calculus:He knew that in the face of an imminent and direct threat, the heroic mind of the 
Pathfinder would not hesitate or question the underlying logic. 
 
The Play:During Robin's concert, he appeared in front of him and pressed the detonator 
against his face, immediately bursting into a group chat to announce 999 bombs before 
leaving. The level of anticipation was so precise that it forced the Pathfinder to say:"We'll 
have to stick to that plan.", accepting Sparkle's game rules automatically. 
 
C. Profiled on Firefly (SAM) 
 
Calculus:Sparkle identified Firefly's psyche: a soldier with a "hero complex" resigned to 
dying to fulfill Elio's script. 
 
The Play:He anticipated that after surviving his first death (the beast) and his agonizing 
second death (the conceptual sacrifice within Utopia), Firefly would be at the peak of his 
vulnerability and sense of duty. Predictively, Sparkle concluded:"If she sees bomb number 
999 in space, she will not ask for help. She will fly with it into the abyss and detonate it, ready 
to perish." 
 
And what was the Sparkle process like? 
 
Simple! Sparkle foresaw that when Sunday activated the Order of Ena, it would create an 
anesthetic matrix where no one would want to wake up. 
 

Button Injection / Panic] ──> [Ena's Network Stress] ──> [Dream Cracks] ──> [FF Escape (2nd 

Death)] 

 

 
Sparkle foresaw that Firefly would need an escape route when her second death occurred 
(self-destruction within the dream to shatter the illusion). By saturating the city with the hunt 
for the red buttons, Sparkle injected massive processing stress into the dream's memory. 
When Sunday shut down Utopia, the system already had micro-cracks caused by the previous 
hysteria. Firefly's consciousness used these cracks to escape into real space. Furthermore, 



Sparkle cleared the spatial perimeter so that SAM's armor would automatically deploy upon 
awakening, preventing her Entropic Disintegration Syndrome from killing her in the void. 
 

1.​ Then Sparkle showed up at Robin's concert, pressed the button in front of the 
Pathfinder's eyes, and created the express group chat with the 999 bombs, using it as a 
bluff, which she knew would paralyze the group's analytical ability and send them 
into a frantic hunt. 

2.​ Sparkle placed the "final bomb" precisely on the trajectory Firefly would emerge from 
after his second death. He calculated the exact time of Firefly's reappearance and his 
mental state. 

3.​ Just as Sparkle predicted, Firefly found the artifact, assumed it was the mass 
destruction bomb, and that Elio's prophecy demanded she give her life. She flew into 
deep space with the bomb in her hands and pressed the detonator, ready to die for 
Penacony. 

4.​ When the detonator was activated, the device did not disintegrate Firefly, but instead 
released a spectacle of fireworks, confetti, and festive lights. 

 
All of this, along with everything he orchestrated, demonstrates that Sparkle's Foresight is 
one of the most absurdly tall deployments. 
 
He managed to defy causality; that is, Elio's Script was an almost immutable law of destiny. 
Sparkle didn't try to break the prophecy with brute force; he used his entire network, which 
he had prepared to fulfill the form of the prophecy (Firefly detonating the bomb in space), 
while altering its substance (substituting fireworks for death). 
 
And without a doubt, Sparkle proved that the comedy of folly (Elation) is not blind chaos, but 
a predictive superintelligence capable of manipulating all the variables of the scenario to 
transform an inevitable death tragedy into a fireworks display. 
 

 
 
CONCLUSION 
 
The Penacony Orchestration TheoryIt proposes that Sparkle's actions throughout the 
Penacony arc were not isolated interventions or simple acts of chaos, but rather components 
of a single, continuous strategy developed before the arrival of the Astral Express. 
 
If this reconstruction is correct, Sparkle's greatest feat would not only have deceived several 
of Penacony's most intelligent characters, but also have simultaneously coordinated multiple 
causal chains using incomplete information, causing extremely complex events to converge 
naturally. Under this interpretation, his performance particularly stands out in Foresight, 
Theory of Mind, FSIQ, Emotional Intelligence, Planning, Strategy, and 
Manipulation/Deception, transforming an unpredictable scenario into a carefully orchestrated 
performance. 



 
Although this theory does not intend to replace the facts confirmed by history, it offers a 
coherent interpretation that connects the events of Penacony under a single common thread; 
Sparkle's true talent lies not in predicting the future, but in constructing a scenario where the 
most probable future ends up happening exactly as she had foreseen. 


