
 
 
“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. 
 
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. 
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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. 

 

Character Barks (Nathan) 

Location Gameplay Context V.O. Direction Cue 

Detectives 
Room 

Interact with player’s 
messy desk 

Exhausted, 
annoyed 

Tch, headache maker 

Detectives 
Room 

Interact with 
teammates’ desks 

Understanding Guess they'll be staying at the 
crime scene again 

Administrator 
Room 

Interact with Eva 
after chief’s doc 

Secretly 
attentive 

I better not disturb them 

Storage Room 
(Administrator 
Room) 

Interact with the 
boxes filled the entire 
room 

Dry, glad it’s 
not his duty 

Must be hell to move 
everything here 

Waiting Room 
(F2) 

Enter the room Sarcastic Smells like politics and 
injustice 

Training Room Enter the room A bit guilty, 
responsible 

Right, I forgot about the 
meeting. Are there any notes? 

Training Room Read the meeting 
conclusion paper 

Pleased I see 

Some locked 
rooms (F2) 

Interact with door  Nonchalant It's locked 

Woman 
Restroom (F2) 

Interact with door 
(not enter) 

Uninterested, 
respectful 

Nope 

Canteen Look at dirty plates Disgusted Nasty old men 

 



 

Character Barks (Nathan) 

Location Gameplay Context V.O. Direction Cue 

Canteen Try to open the 
prisoner's door 

Realization The guard is out, he locked the 
door 

Locked 
Consultation 
Room 

Try to open the door Nonchalant, 
approval 

Good, they locked it for once 

Opened 
Consultation 
Room 

Interact with the desk Disappointed 
but not 
surprised 

Yeah, of course 

Officer 
Complaints 
Room 

Read today’s civilian 
report of missing 
people 

A bit shocked Shit, that's a lot 

Interrogation 
Room 

Interact with the table 
before interrogate 
Liam 

Nonchalant The soundproofing wall is 
broken, I must keep everything 
under control. 

Officer 
Receptionist 
Room 

Interact with Owen 
before interact with 
Liam 

Secretly 
attentive 

I shouldn't bother her 

Civilian 
Receptionist 
Room 

Interact with Liam 
before talk with Owen 

A bit bemused He really doesn't notice me 

Civilian 
Receptionist 
Room 

Try to open the 
entrance door (before 
transformation) 

Decisive, feel 
responsible 

I can't go out now 

Interrogation 
Room 

Interact with the 
Black Puddle (after 
transformation) 

Horrified, 
shocked, 
panicked 

Shit, shit 

Civilian 
Receptionist 
Room 

Try to open the 
entrance door (after 
transformation) 

Panics, feel 
responsible 

No, no, I should check the 
others 

- 70% health combat Reactive from 
pain 

Ugh! 

- 50% health combat Panting, 
exhausted 

Dammit 

- 10% health combat Weak, barely 
conscious 

I... can't die here 
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