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Black Puddle: Overall View
Concept: A survival detective game interwoven with deep depth of Indonesian culture, wrapped in layered 
narratives, eerie combat, and dark-psychological atmospheric gameplay.

Genre: Third-Person Shooter, Mystery, Thriller, Psychological.

Setting: An old and mundane police station that later blends with the Taksa Semesta universe and is 
transformed into an eerie-suspenseful building full of monsters.

Game Pillars: Exploration to find the devils in details. Uncontrollable changes from mundane to terror. Deeply 
rooted Indonesian cultures with dark twists.

Story: The story takes place in the early 2000s, when the borders between the Taksa Semesta universe and 
the Earth are broken. Taksa Semesta monsters are trying to obliterate humans by killing them and turning them 
into other Taksa Semesta monsters.

The player is a detective who’s investigating the Black Puddle Case, which is directly related to those 
monsters. He must stop the monsters from destroying the world while he himself slowly succumbs to madness.

Audience: The Explorer, players who enjoy dark narrative games like Alan Wake 2 & eerie ambience like 
Silent Hill.

Game Act & Main Objective: Intro to Act 1—Interrogate the eyewitness to get his testimony about Black 
Puddle & get out of the building.

Key Features: immersive atmospheric terror, intense combat under hallucination, digging information from the 
past, descent into madness.
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gAME iNSPIRATION

Navigation

● Walk
● Run
● Crouch

Object/NPC-related

● Inspect object
● Pick up object
● Open door
● Knock on door
● Interact with NPC

Combat

● Shooting
● Reloading ammo
● Dodge

Silent Hill 2 Remake

Muted ambience & environment

Alan Wake I

Dark multiverse with inner monologue

gAME Mechanics
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Taksa Semesta Overview

Taksa Semesta is a monster universe heavily inspired by Indonesian 
culture and the dark side of humans. The monsters have their own 
superpowers, moral compass, and political structures based on 
power and plutocracy.

The Earth and Taksa Semesta are separated by universe borders, so 
none of the monsters or humans manage to get into each other’s 
universe for decades.

But, internal conflict between the predecessors of the monsters 
caused the stability of their universe to break and weakened the 
universe's borders, so the monsters managed to get passed 
through—leading to almost complete eradication of the humans.

Humans managed to fight back by making contracts with certain 
monsters, letting them reclaim the earth and restore the stability of 
the universe borders—forcing all monsters to go back to their world.

In the present day, when the game starts, the borders get weakened, 
letting the monsters come back to earth. This time, they only have 
one mission: take control of the earth. 
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You can see more backstories on nurhasanahumar.com/game-writing-black-puddle
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History of Taksa Semesta

Full Development Website – Contact – Table of Contents

http://nurhasanahumar.com/game-writing-black-puddle
https://nurhasanahumar.com/


Birth Cycles of Mix Blood Monsters
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Player Name: Nathan Miller
Age: 28 years old
Nathan is a promising detective with high-analytic thinking and meticulousness. He doesn't have good 
social skills, but he's very good at handling strategic-related jobs behind the scenes, leading him to 
always handle reports and coordination from the police station for his team members on the field.

● He's to the point, confrontational, and sarcastic, causing some people to openly hate him, 
especially the older men who are full of themselves.

● Being overworked with handling behind-the-scenes jobs alone for a long time, causing him to 
be very efficient and hate people who can't do their work properly.

● He's good at shooting and handling fights, but he prefers to avoid physical confrontation and 
do a more strategic approach before fighting.

● He's wary and observant, always connecting the dots of clues inside his head, but he keeps 
his thoughts to himself and is not hasty to make a decision.
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Player’s character data & relationship 
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Because Taksa Semesta is an original IP, and this game acts as 
an Intro to Act 1, all core loop, mission design, and game beats 
are made to introduce this universe before the full game starts. 

The contrasting situation before and after Taksa Semesta collides 
becomes a highlighted factor, showing the terror and urgency in a 
life-or-death situation to intuitively tell how dangerous it is.

The story mainly happens in present time, but there’s a flashback 
scene from interrogating an eyewitness of the Black Puddle case, 
showing the process of people transforming into Black Puddle.

The tension keeps building from the narrative discoveries, 
combats against monsters that are reborn from the Black Puddle, 
visual and auditory hallucinations—until the player encounters a 
monster that’s a doppleganger of himself.
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Core loop, Mission flow & Game Beats
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The gameplay fully happens indoors, and the course of the story will lead the player to 
explore the same areas twice: before people turn into Black Puddle and after that.

Despite being in the same place, the experience will be different. Story flow, lighting, 
tension, discovery gameplay changing into combative, etc. create polar opposite levels 
and environment ambience.

This Intro to Act 1 will lead the player to be the only survivor of the collision of Taksa 
Semesta, creating fresh ‘trauma’ and reasons when the full game starts.
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Area Layout & Flowchart

–  Game Design Document –  Produced by Nurhasanah Umar I 08Full Development Website – Contact – Table of Contents

https://nurhasanahumar.com/


Barks, Script & Beat Chart
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The barks and script are made in correlation with the beat chart, so 
every narrative progression can be easily implemented in the 
development process.

Everything is also made on Google Docs and Figma, so all these are 
accessible and open for team collaboration.

You can see more on: nurhasanahumar.com/level-design-black-puddle
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Story Ambience References

Snowtown - https://film-grab.com/2016/05/27/snowtown/#
Kill Your Darling - https://film-grab.com/2014/04/24/kill-your-darlings/
Next Door - https://film-grab.com/2019/07/21/next-door/
Splice - https://film-grab.com/2016/10/24/splice/#
Love - https://screenmusings.org/movie/blu-ray/Love/index.htm
A Ghost Story - https://film-grab.com/2019/03/06/a-ghost-story/
Mandy - https://screenmusings.org/movie/blu-ray/Mandy/index_3.htm

Lonely Quite Retro Confined Mundane Anomaly
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CINEMATIC RENDER
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Act 1: Detectives Room (Second Floor) Act 1: Administrator Room (Second Floor) Act 1: Canteen (First Floor)

Act 3: Corridor to Complaint Room (First Floor) Act 3: Complaint Room (First Floor) Act 3: Interrogation Room (First Floor)
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ONE PAGER
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Compared to aesthetic visuals, this 
one pager was focused on aligning 
the high-level concept and acting as 
the main guide throughout the 
development process.

The native file of this one pager is 
made on A4 landscape, so it’s easy 
to print for individual use or print on 
a bigger page if this project gets 
developed further by a team.
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Contact:  linkedin.com/in/nurhasanahumar
Portfolio Website (Full Development Process): nurhasanahumar.com
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