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I built four complete solo projects from scratch, each exploring distinct themes, narrative structures, 
and emotional journeys. Every story was fully integrated into level design to deliver layered, 
player-driven gameplay experiences. 
 
Black Puddle (Third-Person Shooter, Mystery, Thriller, Psychological) 
A survival detective game interwoven with deep Indonesian culture, wrapped in layered narratives, 
eerie combat, and dark-psychological atmospheric gameplay. 
 
Future Siren (Third-Person Shooter, Mystery, Action, Choice Matters) 
A branching survival game entwined with supernatural powers, fast-paced combat, and the dark 
psychological depth of Indonesian culture, designed for memorable replayability. 
 
Snow Church (Detective, Story-Rich, Suspense, Drama) 
A fan project spin-off of Control by Remedy Entertainment. It’s a cinematic adventure game with 
crime investigation flashbacks, delivered from the perspective of a grandfather with photographic 
memory and mental illness. 
 
Don’t Go Back (Mystery, Suspense, Psychological, Drama) 
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.  
 
 
Table of Contents:  
1 ​ Character Sheet & Barks: Player’s — Black Puddle 
2 - 3 ​ Screenplay: Character Development — Don’t Go Back 
4 - 5​ Screenplay: Branching Route — Future Siren 
6 - 7​ Screenplay: Cinematic Narrative — Snow Church 
8​ Screenplay: Multilingual Poem — Future Siren 
9​ Worldbuilding: Characters Relationship — Snow Church 
10​ Worldbuilding: History of Satanic Church — Don’t Go Back 
 

 

mailto:nurhasanah.denaputra@gmail.com
http://www.linkedin.com/in/nurhasanahumar
http://nurhasanahumar.com


 

Character Sheet & Barks: Player’s — Black Puddle 
 
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 
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Screenplay: Character Development — Don’t Go Back 
Being a kidnapped kid in human trafficking makes the player always hide and run to avoid 
confrontation with the abductors. But when one of them gets him, it’s only kill or be killed. The voice 
of dead children from satanic rituals talks with his subconscious and leads him to fight. 
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Screenplay: Branching Route — Future Siren 
After gaining fast run ability, the player will get telekinesis power to fight against the monsters—this 
will happen in the first branching route that the player must choose. Each route will give different 
narratives, exploration areas, and discoveries, yet reward them with the same telekinesis power.  
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Screenplay: Cinematic Narrative — Snow Church 
The player (Milan) is a grandfather who got into depression from the death of his granddaughter. 
This scene is a flashback on how the depression affected him before it guided him to gain 
information about the death of his grandkid & start investigating it as an ex-cold case detective. 
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Screenplay: Multilingual Poem — Future Siren 
Taksa Semesta monsters use Bahasa Indonesia, which is nonexistent in the human world, so no 
one understands it except the player. She’s a descendant of people who made pacts with the 
monsters. Along with getting combative superpowers, she can understand their language. 
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Worldbuilding: Characters Relationship — Snow Church 
Jesse, Dylan & the Federal Bureau of Control (FBC) came from Control IP, while other characters 
originated from this project. Everyone has interconnected lores that revolve around the Ordinary 
Event, which later leads the player to save Jesse & Dylan from the FBC, who killed his 
granddaughter. 
 
You can see the full character's lores on: nurhasanahumar.com/game-writing-snow-church 
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Worldbuilding: History of Satanic Church — Don’t Go Back 
The satanic cult has deep-rooted history in power plays in economics, child trafficking, and 
underground systematic crime, which leads to the construction of the church where the player and 
the abductors are. Those histories also become major influences on the story flow and gameplay. 
 

 
Here’s one of them, you can see more on: nurhasanahumar.com/game-writing-dont-go-back 
  

The Establishment of Satanic Cult 

1 A farming family in a rural European country lived 
in prosperity because of the ritual in their Satanic 
cult, and they were open about this to their poor 
neighborhood. 

5 They got overwhelmed by handling everything by 
themselves, so they scouted apprentices to handle 
the church, gatherings & rituals. It runs well until 
the cult’s society stabilizes again. 

2 The neighbors joined them, began to gain wealth, 
and more poor people joined. The cult expanded 
exponentially (almost one region) until they made 
their own big society with weekly gatherings. 

6 Many apprentices escaped & a new society 
member became a whistleblower to the normal 
civilians & gov. The second ‘witch hunt’ happened, 
and it’s far worse. 

3 Normal civilians & governments become afraid of 
the cultish society and the things they’ve done. 
They did some kind of ‘witch hunt’ to eradicate the 
cult. 

7 Only a few cult members survived, so they stayed 
low for a long time before they rebuilt the society. 
They do everything under the radar, re-establish 
the society, and continue it into the modern world. 

4 The cult almost got obliterated, but some of them 
survived. It got harder to gather, so they built a 
normal church with an underground area to do 
their activities on their own. 

8 They adapt their modus operandi with the 
changing era and society, so they completely 
abandon the churches they used before and 
remove their traces from the ‘witch hunts’ era. 
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