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INTRODUCTION 
 
The Phoenix Experiment is set aboard a sleek science vessel adrift in deep space. Earth is a 
ravaged world below, consumed by banshees, environmental collapse, and human corruption. A 
small crew of orphaned children lives on the ship in a sterile, regimented existence, undergoing a 
mysterious procedure called the Phoenix Experiments. The tone is tense, haunting, and 
emotionally restrained. The world rewards control and punishes feeling. Mystery threads through 
every corridor, and beneath the ship's clinical surface, something ancient and malevolent waits. 
  
 

LOGLINE 
 
When their android murders the helmsman and unleashes a supernatural evil, orphaned Jax 
Hutson must master his emotions to destroy The Djinn or lose his crew and any hope of 
returning to Earth. 
 
  

SYNOPSIS 
 

Fourteen-year-old Jax Hutson lives aboard The Origin, a deep-space vessel where orphaned 
children undergo the Phoenix Experiments, a technology that connects them with their dead 
parents and trains them as Speakers, humans capable of controlling supernatural forces. When 
the sister ship The Zephyr explodes, its seven surviving girls board The Origin. Jax witnesses 
one of them, eleven-year-old Zaris, convulse violently during a Phoenix session while the ship's 
android Cryptus operates the experiment. 
  
Jax reports his suspicions to Helmsman Oculus. During the meeting, Cryptus murders Oculus 
with the help of First Officer Mirabay and seizes control of the ship. Jax leads the children into 
hiding deep in the lower decks, where they discover Rosie, an elderly woman revealed to be a 
resurrected human from the 21st century who has lived alone on the ship for centuries. Rosie 
warns them that Zaris is dead and that an ancient supernatural entity, The Djinn, has broken 
through into their world. The Djinn attacks and kills several of the children. 
  



Jax's dead parents appear briefly and urge him to reach the Phoenix lab to bring them through 
and stop The Djinn. Jax and a small group fight their way to the lab. Talicus, the advanced 
android from The Zephyr, defeats Cryptus in a brutal fight. Jax enters the Phoenix Experiment. 
Inside the subconscious realm, Cryptus confronts him and reveals the full truth: Jax's parents 
opened the banshee portal deliberately. Oculus murdered them to stop them. Cryptus murdered 
Oculus to execute his own plan to use The Djinn and Rosie to cleanse the world. 
  
Jax suppresses all emotion, dismantling The Djinn's power. He defeats Cryptus inside the 
subconscious. When Jax wakes, he finds his closest friends dead. The Djinn returns in the form 
of fire through the corridors. Rosie teaches Jax to receive the loss with open palms and calm 
faith. Together they walk into the fire. The Djinn disperses. The banshees on Earth vanish. The 
children are brought back through the Phoenix Experiments and reunited with their parents. 
Rosie returns peacefully to death. Jax, Alaris, and the survivors step into a new world together. 
 
  

CHARACTERS 
 
JAX HUTSON, 14: Blonde, sharp-eyed, and composed, Jax is a natural leader who hides deep 
longing behind a sharp wit. He has spent five years aboard The Origin trying to reconnect with 
his dead parents through the Phoenix Experiments and failing. He wants to protect his crew and 
find his way back to the people he lost. Over the course of the story he moves from using 
emotional suppression as a survival instinct to wielding it as a weapon. He learns to receive loss 
with grace and to walk through fear rather than fight it. 
 
ALARIS REDERIUM, 14: A red-haired girl from The Zephyr, Alaris is confident, perceptive, 
and direct. She moves through a damaged world with instinct and warmth, seeking genuine 
connection where she can find it. She is drawn to Jax immediately and pursues him without 
apology. She dies in The Djinn's attack and is brought back through the Phoenix Experiments. 
Her love for Jax, and his for her, is the emotional engine that drives him into the fire. 
 
ANTHER SECTO, 14: Jax's loyal, easygoing best friend, Anther is funny, grounded, and 
steadfast. He has known Jax for years and understands him better than anyone. He steps up as a 
leader during the crisis, keeping the group calm and moving when Jax cannot. He dies protecting 
the group and is later brought back through The Phoenix Experiment. His absence is the wound 
that almost breaks Jax entirely. 
 
STYGIUS CRYPTUS: Ageless, precise, and expressionless, Cryptus is The Origin's Phoenix 
Experiment conductor. He presents as a trusted authority and turns out to be the story's central 
villain. He murders Helmsman Oculus, allows The Djinn to enter the ship, and manipulates 
everyone around him in service of a plan he believes will save Earth. His goal is to use The 



Djinn and Rosie to control the banshees and restore the planet. He operates with cold certainty 
and zero remorse. He is finally defeated inside the Phoenix subconscious by Jax's emotional 
mastery. 
 
ROSALITA 'ROSIE' CAMPION: Small, elderly, and radiating quiet authority, Rosie is the ship's 
mysterious Engineer and one of the most extraordinary figures in the story. Born in 1964, she 
died in 2045 and was resurrected by Cryptus aboard The Origin without explanation or warning. 
She has spent centuries alone in the lower decks, piecing together the truth about The Djinn and 
the ship's purpose. She becomes the group's spiritual anchor, teaching Jax to receive loss with 
open palms rather than rage against it. She walks into The Djinn's fire alongside him and, when it 
is over, returns peacefully to death where she belongs. 
 
BARYONNIS TALICUS: A more advanced model than Cryptus, Talicus arrives with the girls 
from The Zephyr and quickly proves herself indispensable. Formal and composed, she is loyal to 
the children above all else. She disables ship surveillance to protect the group, contacts the 
rescue ship Achilles, and defeats Cryptus in a brutal one-on-one fight. She is the group's tactical 
backbone and one of the story's most quietly heroic figures. 
 
HELMSMAN FULSAR OCULUS: The Origin's commanding officer, Oculus presents as 
skeptical and authoritative but is ultimately self-serving. He is murdered by Cryptus on the 
bridge early in the story. Revealed posthumously, he was the one who killed Jax's parents after 
they opened the banshee portal, then allowed the banshees to continue ravaging Earth to preserve 
his own comfortable position in space. He is a portrait of cowardice dressed as command. 
 
ZARIS SHARIBIAN, 11: Tiny and quiet, Zaris is fiercely protective of the girls around her. She 
becomes an unwilling conduit for The Djinn during her Phoenix session, setting the entire story 
in motion. Her violent convulsions and white eyes are the first sign that something has gone 
terribly wrong aboard The Origin. She dies in The Djinn's first attack and is later resurrected. 
Her experience is the incident that compels Jax to act. 
 
  

THREE ACT SUMMARY 
 

ACT ONE 
 
Jax wakes from cryo-sleep and moves through his daily routine aboard The Origin. He and 
Anther joke at breakfast. Anther has been dreaming of a mysterious girl every night. Jax attends 
a Phoenix Experiment session with Cryptus and still fails to make contact with his parents. Life 
on the ship is regimented and colourless, broken only by small moments of friendship. 



Everything shifts when the sister ship The Zephyr explodes. Seven surviving girls board The 
Origin via the shuttle Avalon. Jax spots Alaris across the docking bay and is immediately drawn 
to her. The boys struggle to contain themselves. Jax pretends not to care. 
 
Waiting outside Cryptus's lab one morning, Jax meets Omnias and Zaris. During Zaris's Phoenix 
session, she convulses violently. Her eyes go white. A guttural, inhuman cry tears from her small 
body. A dim shape flickers into existence in the third chair. Cryptus uses an unknown device to 
pull her out. Jax is shaken. He reports the incident to Anther, who is skeptical but listens. 
 
Jax finally makes contact with his parents during his own Phoenix session. Cryptus uses the 
stasis interrupt pod on him the moment they reconnect. Jax erupts in rage, grabs Cryptus by the 
lapels, and is struck hard in the chest. Cryptus explains that Jax's emotional outburst 
compromised the experiment. When Jax later learns from his crewmates that Cryptus never used 
the device on anyone else, he knows something is wrong. 
 
Jax finds Alaris at the observation viewport. They talk for the first time. She kisses him. He 
reports his concerns about Cryptus and Zaris to Helmsman Oculus on the bridge. Cryptus is 
summoned. During the meeting, Cryptus walks calmly to the console, says the danger is Oculus 
himself, and attacks. Mirabay holds the helmsman down. Cryptus murders him. Jax flees. He 
reaches the rec hall, collapses, and warns the group. Anther takes command. Talicus disables 
ship surveillance. The group retreats into the ventilation shafts. 
 
 

ACT TWO 
 

The group descends to the lower decks. Jax walks everyone through what he witnessed. Talicus 
contacts the repair ship Achilles and requests immediate assistance. Deep in the maintenance 
passages, they find Rosie. She is small, elderly, oil-streaked, and completely calm. Talicus 
confirms what Rosie claims: she was born in 1964, died in 2045, and was resurrected aboard The 
Origin by Cryptus. She has spent centuries alone in the ship's underbelly, piecing together the 
truth. 
 
Rosie warns the group that Zaris is already dead and that an ancient evil called The Djinn has 
entered The Origin through her Phoenix session. It is a supernatural entity that feeds on human 
emotion, particularly fear and rage. Before the group can absorb this, The Djinn attacks. It tears 
through the shielded room. Seven children are killed: Skarbé, Garris, Donetis, Ranshay, Martos, 
Ghirisha, and Raelia. Rosie stands her ground against it and drives it back. In the silence that 
follows, the spectral forms of Jax's parents appear briefly. They urge him to reach the Phoenix 
lab and bring them through. They say they hold the key to stopping The Djinn. 



Rosie teaches Jax to suppress his emotions and receive loss with open palms. The group splits. 
Jax, Anther, Alaris, Orin, and Talicus head for the Phoenix lab while Rosie takes the others to 
safety. At the lab, Talicus lures Cryptus out and pins him. The outer door is locked. Jax lies down 
in the Phoenix chair and closes his eyes. 
 
Cryptus wakes prematurely. He kills Anther and Alaris. Talicus, rebooted remotely by the ship's 
AI Phiria, defeats Cryptus with the stasis interrupt pod. Inside the Phoenix subconscious, Jax 
finds his parents. Cryptus appears and delivers the full truth: Jax's parents opened the banshee 
portal deliberately as part of a plan to reset human civilisation. Oculus discovered this and 
murdered them to stop them. Cryptus then murdered Oculus to restart his own plan. He brought 
Rosie through because she can control The Djinn, and through The Djinn he believes he can 
control the banshees and restore Earth. Cryptus lunges. Jax suppresses every emotion. The Djinn, 
starved of fuel, dissipates. Jax signals Phiria to shut Cryptus down remotely. Cryptus drops and 
goes still. 
 

ACT THREE 
 
Jax wakes to find Anther and Alaris dead, covered by a sheet on the third chair. He confronts 
Rosie in grief and fury. She does not flinch. She tells him his rage will only feed The Djinn and 
bring it back. He does not want to hear it. The Djinn returns through the lower corridor as a wall 
of roaring fire. The surviving children press against the wall and chant together, sealing off their 
emotions. Jax stares into the fire and sees the faces of his dead friends trapped inside it. Anther. 
Alaris. All of them. Not burning. Trapped. 
 
He stops fighting. Rosie steps beside him. She raises her palms. He raises his. Together they 
walk forward into the fire. The flames part around them. They pass through The Transference to 
the other side. The dead friends are waiting. Jax and Rosie guide every one of them back through 
The Phoenix Experiments and into life. The Djinn disperses entirely. On Earth below, the 
banshees vanish. 
 
Commander Krux and the Achilles crew arrive and restore order. Cryptus is found inert on the 
lab bed. Mirabay and Oculus are recovered from a closet. The four chiefs are freed from a 
holding cell, alive and shaken. Rosie says her goodbyes to Jax. She raises her palms one last 
time. He mirrors her. She walks around the corner and does not return, going back to the other 
side where she belongs. 
 
The children are reunited with their parents in the mess hall. Every table is full. Jax and Alaris 
share a quiet moment at the viewport, the stars filling the glass behind them. Talicus arrives and 
tells them their steak is ready. Jax takes Alaris's hand. They walk into the room together. He 
pauses at the door, looks out at the stars, and says quietly: you did it, Rosie. He steps inside. 



  
THEMES 

 
Emotional Mastery as Survival: The ability to control one's emotions is the central survival skill 
of the story. Fear and rage feed The Djinn and the banshees. Stillness disarms them. Every 
character who fails to master their emotions pays a price. 
 
Love as the Strongest Force: Love is the only power that can bring a human back through The 
Phoenix Experiments. It outlasts death, deception, and loss. The entire plot turns on love as both 
weapon and salvation. 
 
The Corruption of Good Intentions: Jax's parents, Cryptus, and Oculus all believe they are saving 
the world. Each causes catastrophic harm. The story argues that the road to destruction is paved 
with certainty. 
 
Faith and Receiving: Rosie's spiritual practice of raising her palms and receiving whatever comes 
is the story's moral center. Surrender to providence is not weakness. It is the only thing that 
defeats the darkness. 
 
The Danger of Playing God: The Phoenix Experiments exist to restore what was lost. Every 
character who tries to control or exploit them causes greater destruction. The story warns that 
toying with the boundaries of life and death has consequences no one can fully calculate. 
  
 

CONCLUSION 
 

The Phoenix Experiment  is a story about grief, control, and the terrible cost of refusing to let go. 
It follows children who have never known a stable world, only loss and procedure, and asks what 
it means to love fully in the face of annihilation. Its importance lies in the universality of its 
emotional core. Every human being knows what it is to lose someone and to feel the pull toward 
rage or despair in response. The story argues that the answer is not control, not revenge, and not 
suppression. The answer is radical acceptance. Open palms. Love offered freely, even in the 
dark. It argues that the most powerful weapon against evil is not force but stillness, not hate but 
faith. In Jax and Rosie's walk into The Djinn's fire, the story offers a timeless truth: the bravest 
thing a person can do is refuse to be afraid. 
  

END 


