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Snow church: Overall View
Concept: 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.

Genre: Detective, Story-Rich, Suspense, Drama.

Setting: A rural mountain with long-forgotten Japanese shrines, breath-taking sunflower fields, and a snow trail 
leading to a brutalism-style church that appears out of nowhere.

Game Pillars: Remedy Multiverse based on the Control game, unique perspective from someone who’s living 
in the past, investigation that evokes anomalies and strong emotions.

Story: An ex-detective is investigating the death accident of his granddaughter, who was a news reporter. Turns 
out, it was a planned murder by the FBC because she knew something about them.

To bring justice for her death, he’ll expose this evil organization to the public. But, first, he needs to rescue his 
grandkid’s friends, who were abducted by the same organization. He must save Jesse and Dylan before the 
FBC does the same thing to them.

Audience: The Explorer, players who enjoy Control & layered investigation games like Alan Wake II.

Game Act & Main Objective: Intro to Act 1 — Go to the Sunflower Field to inspect the snow trail & Interact with 
the person inside the church.

Key Features: Layered Dual-Timeline Investigation, atmospheric nostalgia in present time, re-living nightmares 
into madness, the illusion of safety.
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gAME iNSPIRATION

Navigation

● Walk

Object/NPC-related

● Interact with object
● Interact with NPC

Control

Big exploration area & strange objects

Alan Wake II

Layered investigation & two timelines gameplay

gAME Mechanics
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Detroit: Become Human

Heavy storytelling 

What Remains of Edith Finch

Playable flashback 
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Snow Church Position Inside the Control Multiverse 
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*It’s still Intro to Act 1, so the exploration area is only for this phase. But the overall concept will be implemented for the whole game. 
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Player Name: Milan Cameron
Age: 62 years old
Milan is everyone's favorite grandpa because he’s fun, attentive, and kind. But because he’s an 
ex-cold case detective, he’s very critical, detail-oriented, and hardheaded about everyday-
related things. He’s very sentimental for people he cherishes. He also has photographic
memory that lets him remember everything in great detail.

● Curious and an overthinker by nature, so he has a tendency to need to know 
everything before analyzing things.

● Milan is old so he can't do fast-paced activities like young people, but his intelligence 
and memory are as sharp as his prime.

● Haunted by the guilt of his granddaughter’s death because she probably wouldn't have 
died if she hadn't investigated the ordinary case alone.

● Has deep emotional attachment to his late child and grandchild, so he tends to get 
emotional if there’s something that triggers his memory.
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Player’s character data & relationship 
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You can see more backstories on nurhasanahumar.com/game-writing-snow-church
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Player's Dynamics with Control Characters & OC
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Since it’s a fan project spin-off of Control and Intro to Act 1, the mission 
design and core loop are meant to emphasize the game beats which 
introduce the new multiverse and its relation to the original Control’s 
universe.

The prototyped gameplay fully happened in the present time, but the 
story progression happens back and forth between the present and the 
past. It's caused by the player’s photographic memory, which also 
makes him imagine things vividly it even blends with reality.

The missions are designed to trigger flashbacks of nostalgic memories 
and the player’s investigation to find the killer of his granddaughter, that 
eventually leads to the Federal Bureau of Control. 
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Core loop, Mission flow & Game Beats
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Area Layout & Flowchart
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The level is a secluded mountain dense with old 
Japanese culture (Japanese graveyards, stone 
railings, roofed gates, and shrines).

The areas are clearly divided by ground height, 
but the lush and cinematically rendered 
environment softens the transition process.

Organic shapes of each area enhance the 
atmospheric ambience and guide the player to 
explore deeper into the mountain.

To facilitate the original Control’s unique selling 
point—anomalies between mundanity—the 
player will experience two types of environment: 
normal and ‘what the hell is this’.

The story will lead the player to explore through 
the ordinary mountain areas before discovering 
the Altered World Events (AWE) and a new type 
of astral monster that imitates the physique of a 
deceased person.

Blocked Road to 
The Outside

Path to the Church

Central Monument

Intersection Road

U-Turn Path

Graveyard

Hidden Shrine

Long Path

Kids Tree

Sunflower Field

Church’s Yard

Church
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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-snow-church
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Story Ambience References

Bond Nostalgia Regret Hidden Freedom Anomaly
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Big Fish - https://film-grab.com/2016/05/24/big-fish/#
Borgman - https://film-grab.com/2019/09/07/borgman/#
Mona Lisa and the Blood Moon - 
https://film-grab.com/2024/05/04/mona-lisa-and-the-blood-moon/
Gran Torino - https://film-grab.com/2016/08/26/gran-torino/#
Mother - https://film-grab.com/2020/08/06/mother-2/#
Apostle - https://film-grab.com/2019/10/04/apostle/#
Longlegs - https://film-grab.com/2024/09/02/longlegs/#
The Raid 2 - https://film-grab.com/2021/05/13/the-raid-2/#
Rigor Mortis - https://film-grab.com/2024/10/01/rigor-mortis/#
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CINEMATIC RENDER

–  Game Design Document –  Produced by Nurhasanah Umar I 10

Act 1: Graveyard (Lower Area) Act 1: Blocked Road (Lower Area) Act 1: U-Turn Path (Lower Area)

Act 2: Hidden Shrine (Middle Area) Act 2: Central Monument (Middle Area) Act 3: Sunflower Field (Middle Area)
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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

http://linkedin.com/in/nurhasanahumar
http://nurhasanahumar.com

