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dON’T gO bACK: Overall View

Concept: A dark escape-exploration game with immersive narrative investigation through the eyes of a child 
escaping abduction revolves around a satanic cult and human trafficking loop.

Genre: Mystery, Suspense, Psychological, Drama.

Setting: An old-forgotten grandiose Gothic church with an underground satanic cult area and an underground 
tunnel for human trafficking.

Game Pillars: Layered narrative of unsettling children experiences, supernatural occurrences that help the 
player to escape, vulnerabilities of a kid that fights against violent adults.

Story: A kid is kidnapped into international human trafficking, he escapes before reaching the border and hides 
in an abandoned church. In there, he finds clues that reveal the dark history of the place—a satanic church that 
sacrificed children in the secret underground area.

The player is this kid, and he must escape while staying alive from the abductors who are trying to capture him.

Audience: The Explorer, players who enjoy escape games with pressing key mechanics like Until Dawn and 
dark-twisted themes like Indika.

Game Act & Main Objective: Intro to Act 1 — Find the entrance key to escape & Enter the underground area 
to escape.

Key Features: Tactical hide-and-fight gameplay, connecting clues to uncover stories, atmospheric storytelling, 
emotional and psychological explosion.
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gAME iNSPIRATION

Navigation

● Walk
● Run
● Crouch

Object/NPC-related

● Interact with object
● Read notes
● Read the map

Combat

● Hold breath
● Dodge
● Pressing keys when fight against 

the abductors

Until Dawn

Holding breath mechanic, pressing keys mechanic & cinematic cutscenes

Indika

Dark-psychological narrative & finding clues in exploration

gAME Mechanics
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You can see more backstories on nurhasanahumar.com/game-writing-dont-go-back
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History of satanic cult
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Player Name: Aster
Age: 13 years
Aster is an intelligent kid from a rural town. He doesn’t go to school to help 
her parents with their field, so he’s very close to his family. A rough childhood 
leads him to mature faster. He had been kidnapped once, and it traumatized 
him until he got dissociative identity disorder (DID) and memory loss, but his 
family hid it from him.

● Being tricked by other people trains him to be calculative and 
cautious of new people, so he’s fast at catching people’s emotions.

● Working in the field trained his body and stamina, so he’s more 
resilient than his peers. But he has asthma and low blood pressure.

● He isn’t the leader of his peers, but he’s the one who makes sure 
everyone is safe, he’ll only take charge if the situation forces him to.

● His other personality is unempathetic and solely focused on 
surviving because it was created to protect his past self when he 
was kidnapped and helpless.

I 04–  Game Design Document –  Produced by Nurhasanah Umar

Player’s character data
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Muscular Abductor: Paul
Age: 36 years
Personality: hot-headed, strict, dominant, abusive

Paul is a tall-built man who forces others to do what he wants and take 
charges through violence. He only hears advice from people he thinks are 
capable and trashes the other. But he’s very capable in the human trafficking 
world, causing him to have strong international connections.

—

Knives Abductor: Gibbs
Age: 34 years
Personality: quick thinker, loyal, easygoing, sociable

Gibbs is a free-spirited man; he only joins Paul’s group because Jay asked 
him to. As a former circus performer, he’s agile and incredibly good with 
knives. A bit docile and doesn’t care that much about everything, but will kill 
someone if they mess up with people he holds close.
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Gun Abductor: Hans
Age: 30 years
Personality: calm, efficient, logical, wary

Hans is a quiet man who talks only when he needs to. He’s a bit of a 
perfectionist and too good at everything he does. He’s the right hand of 
Paul and the one who directs the group from the shadows without everyone 
noticing. He cares about his friends but at a distance, keeping everything 
professional.

—

Drunk Abductor: Jay
Age: 32 years
Personality: stupid, stoneheaded, sharp-witted, honest

Jay is a clown of the group who talks with no filter. When he’s drunk, he 
talks all over the place, is dumber, and can’t fight well. But if he’s sober, he 
has sharp instincts and reflexes that make him on par with Gibbs in close 
combat. He doesn’t like being told what to do, but he’ll comply.
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Npcs data
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This game is narrative-heavy and builds suspense and tension over time as the player tries to 
get out from the old church and escape from the abductors, all while he discovers more about 
the dark truth behind the place.

So, the core loop is designed to lead the player to escape and uncover more information, and 
the mission flow expands it while making sure the discovery processes are distinctive from one 
another.

The story fully happens in present time, but the clues the player will find constantly give details 
of what had happened in the past—when the place was actively used as a satanic church.
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Core loop, Mission flow &
Game Beats
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There are two main areas: the underground area for the satanic 
cult and the normal church area on the upper ground for 
‘camouflage’.

In this phase the gameplay fully happened in the upper ground to 
introduce the narrative, game mechanics, and build the urgency 
for the player to escape when they enter the underground area.

The story leads the player to explore the majority of the areas to 
deepen the atmospheric ambience of the place, where everything 
seems normal, but the discovered truth proves otherwise.

Area Layout & Flowchart
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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-dont-go-back
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Story Ambience References

Historical Trapped Dark Secrets Desperation Tension Escape
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Birth - https://film-grab.com/2013/06/10/birth/#
I Am Love - https://film-grab.com/2014/08/06/i-am-love/#
Let Me In - https://film-grab.com/2014/05/03/let-me-in/#
The Devils - https://film-grab.com/2014/03/19/the-devils/#
Peterloo - https://film-grab.com/2021/02/12/peterloo/#
The House Of The Devil - 
https://film-grab.com/2013/08/22/house-of-the-devil/#
Fantastic Mr. Fox - 
https://film-grab.com/2013/04/29/fantastic-mr-fox/#
Holy Motors - 
https://film-grab.com/2013/01/29/holy-motors/#
The Killer - 
https://film-grab.com/2024/09/30/the-killer-2024/#
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CINEMATIC RENDER
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Act 1: Left Wing Hall (Left Wing) Act 1: Main Dining Room (Left Wing) Act 1: Front Tower (Main Hall)

Act 3: Chapter House (Right Wing) Act 3: Right Wing Hall (Right Wing) Act 3: Inner Garden (Main Hall)
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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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