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SNOW CHURCH: OVERALL VIEW

Concept: Afan project spin-off of Control by Remedy Entertainment. I'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.

INTERSEGTION ROAD

Setting: A rural mountain with long-forgotten Japanese shrines, breath-taking sunflower fields, and a snow trail y
leading to a brutalism-style church that appears out of nowhere. - 5 e
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 1.

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 GAME MECHANICS

° Walk

Object/NPC-related

. . . , ° Interact with object
Big exploration area & strange objects Heavy storytelling e Interact with NPC

Control | Detroit: Become Human

1 ate & lot 6f thiNgs
That Night

He hid the bodies in the forest.

Alan Wake Il What Remains of Edith Finch

Layered investigation & two timelines gameplay Playable flashback
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SNOW CHURCH POSITION INSIDE THE CONTROL MULTIVERSE

Game Title Snow Church

Story Concept Milan (a grandfather of Jesse and Dylan’s best friend) is trying to solve the death accident of his only grandkid (Jesse and Dylan’s best friend).
Throughout the story, he uncovers the FBC is the one who killed her and has orchestrated other evil things. Later on, he finds out the FBC has
kidnapped Dylan, and Jesse is on her way to save him. He decides to save both of them and take down the FBC.

Character Grandfather of Jesse and Dylan's best friend as the player (original story), Jesse and Dylan as someone who needs to be saved (Control).
Relationship

Exploration Area Rural mountain area and a brutalism-style church for the playable intro & the FBC building for the main game & mostly use Control architecture style.
Unique Twist Incorporating the theme: “Someone who always became a side character now must save the protagonists.” -perspectives: How the FBC will feel like

from someone who doesn’t have power & the FBC IS THE BAD GUY AND THEY'RE KILLING PEOPLE FOR THEIR OWN BENEFIT.

Ratio & Inspiration Original story (60%) + Control (30%) + Alan Wake 2 (10%)
// Original story = characters and the backstory, twisted FBC setting, the whole new story flow.

// Control = strong bond between Jesse and Dylan, paranatural phenomenon & Ahti as main inspiration for the new paranatural creature.
// AW2 = reality mixed with imagination, changing places in two different timelines, but the story still continues.

*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'S CHARACTER DATA & RELATIONSHIP . e |
Female Male Unidentified

s NV
Relation Between Key Characters, The Ordinary Incident & FBC
Lovely wife :
(. %

Want to control Kill Eva in a car accident i - -
«a Missing Person ,  Amazing husband g Missing Person .

the superatural powers \c prm——
L William Willow Lucia Willow
Eva Wilow Falled to protect (Eva's adoptive (Eva's adoptive
Very close father) mother)
Investigate i)

5 Federal Bureau of
Control

Best friends
like a family
Will get revenge
for Eva's death
«—— Jesse &Dylan
-|- 5 Milan Cameron
((missing))
Directly ¢ >y (Player/Grandfather)
correlated

Tries to search

Investigate

N

USWOM BAIUINE B PUIY
£nb ajqelj1 g Auung

Tries to search
£ ojqeijes g ung
JewBnep panojeg

z E4
2 g
H >

3
2 g
g S,
] =
g 5
@ =
Q 5
&

The Ordinary
Incident

:—:Pmmlse pr—— Very guilty but very grateful —\ — U
Lovely family for Eva's redemption Investigate v 7 grand daughter 6
Willian & Lucia Willow :h:vnal: :::‘?. N Hate but trying H
A Caused their va' rents) | TrustMilan to take care of Eva 1 6 forgive - - \
Player Name: Milan Cameron B T R — ~ N ’ 4 Mo nescengranaps  ~SDSESSSSON._
|\ will ilan Cameron Eva Willow
Age: 62 years old (Eva's killer) e (Player/Grandfather) (Granddaughter)
late & promise
Milan is everyone's favorite grandpa because he’s fun, attentive, and kind. But because he’s an e[| - Joemotas N
ex-cold case detective, he’s very critical, detail-oriented, and hardheaded about everyday- g L g % L sxl|i2
; ; : : ; IR B L EIREE
related things. He's very sentimental for people he cherishes. He also has photographic : HIE E=[]23
memory that lets him remember everything in great detail. S
° Curious and an overthinker by nature, so he has a tendency to need to know z| g Relabia
E ) 2| 32 older sister
everything before analyzing things. g 2 %; .
. . L X L . il I  Missing Person ,, ~ Brotherthatneed _[iigsing Person |,
° Milan is old so he can't do fast-paced activities like young people, but his intelligence Fedars B T gl g Dpmraden iobeprotectes esaroden
and memory are as sharp as his prime. L )
\ . s \_
° Haunted by the guilt of his granddaughter’s death because she probably wouldn't have
. . . . . Know something about & will go to their HQ
died if she hadn't investigated the ordinary case alone.
e  Has deep emotional attachment to his late child and grandchild, so he tends to get e d
Know something about Y,

emotional if there’s something that triggers his memory.
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Jesse & Dylan had abusive

parents. Their father took
them away from their
mother & moved to a
house not far from Eva’s.

Jesse & Dylan entered
Eva’s school & struggled
with their new life.

Nurhasanah Umar

Their father abused them,
so they loved to play
outside until night to avoid
their father, who was at
home all the time.

Jesse befriended Eva &
introduced her to Dylan.
They played a lot together.

Nurhasanah Umar

—

PLAYER'S DYNAMICS WITH CONTROL CHARACGTERS & 0C

Jesse & Dylan Dynamics with Eva

Since Jesse & Eva were
active kids, they loved to
play & explore other areas
to find their ‘perfect
basecamp’.

Dylan followed them
despite he prefers to play
in secluded place.

Nurhasanah Umar

Jesse & Dylan Dynamics with Milan

After Eva's 8th birthday, a
man (Milan) constantly
came to Eva’s house to
meet Eva’s parents.

When that man is there,
they can't be around the
house. They played
outside until he was gone.

Nurhasanah Umar

%

Every time that man came,
Jesse & Dylan could sense
Eva's parents were

constantly in a bad mood.

Eva's parents don't tell
them anything, and Eva
has no clue. It continued
until Eva became 9.

Nurhasanah Umar

After Eva's family
gathering, Eva told Jesse
& Dylan everything (she’s
adopted, Milan was her
grandfather, etc.) & it
crushed her.

Jesse & Dylan DESPISE
Milan & sided with Eva.

Nurhasanah Umar

Three of them became
close, so Jesse & Dylan
talked about their family
circumstances to Eva.

Eva and her adoptive
parents understood them,
so they let Jesse & Dylan
go to their house anytime.

Nurhasanah Umar

Every time Milan came to
join their playtime, Dylan
always helped Eva to run
while Jesse shielded them
& blocked Milan.

Jesse & Dylan also
pranked Milan a ton so he
doesn't go near Eva.

Nurhasanah Umar

Jesse & Dylan spent the
majority of their time with
Eva and her parents,
whether playing outside or
playing in Eva’s house, and
only came home to sleep.

It gave them happiness &
freedom they never had.

Nurhasanah Umar

Milan always treated the
kids with kindness, like he
was their friend, cooked
them food, etc.

After it happened daily for
a year, they accepted
Milan & let him played with
them everyday.

Nurhasanah Umar

This went on for years,
and the kindness from
Eva’s family really helped
Jesse & Dylan go through
their family problems.

Both of them think of Eva
and her parents as their
own family & vice versa.

Nurhasanah Umar

Milan started to bring the
trio kids to new places to
help them ‘find their
perfect basecamp’. Since
then, they bond deeply
with Milan. Jesse & Dylan
thought of Milan as their
own grandpa.

Nurhasanah Umar

You can see more backstories on nurhasanahumar.com/game-writing-snow-church
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CORE LOOP, MISSION FLOW & GAMEBEATS ~ Msionriow

Go to the Check the big

Foll J I th Foll he Pat the ki
Core Loop m s ollows Jesse ) ——— Inspect the ollows the at the kids

and GD statue kids heads

intersection higher ground
A Interact with et
» 9 Exploration 9 :
object/NPC )
. . . Touch the trio Follows the Checks the ; Follows the ) Goinside the ) Check on the
Siren voice talk in % kid's tree kids show snow trail building person
the player's head )
Kill monsters q
g ) / % Progression Game Beats
Interact with object
\_ N

[ J

Act1 i

. "y . . . N Narrative -—) Exploration -—>  Narrative PI: lis he'll FBC S h h h |
Since it's a fan project spin-off of Control and Intro to Act 1, the mission m"’r‘:'cffeje:se?;;’,an (::u'm:,’:(‘;’r‘;)““’ <, i
design and core loop are meant to emphasize the game beats which Intro of the characters & (dstree) i !
introduce the new multiverse and its relation to the original Control's oy e i Surprised with the sunflower | _ @y |
niver s ~ - field & found the snow :
unierse. ... 0 ) (sunflower field) _!

Tension

\
I
I' Player explain all the i AN

. . ayer found out the culpri ardship during the
The prototypeq gameplay fully happened in the present time, but the i pin " i hardship duiring sh E
story progression happens back and forth between the present and the ! - ol / P'f:virmeettthe
past. It's caused by the player’s photographic memory, which also i ------- ) / E @ ?:hfrc?)o P
makes him imagine things vividly it even blends with reality. | Players relation with o ® \: / SR
: / |
|
]
]
]
]
]
]
]

o
P
|

(central monument) (long path) .

grand kid, Jesse & Dylan

I
(
[}
! !
(Intersection Road) ! /. . Player follows the snow trail
/Jr\ . (path to the church)

/ Act2 Act3

1
/. . Narrative -~ Narrative -—3 Exploration Exploration — > Exploration -—> Narrative

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.

Progression
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AREA LAYOUT & FLOWCHART

Lower Area Middle Area High Area
Intersection Central Path to the
— Path e Kids Ti
Road Monument Shg ICoLIeS Church

A

- ] — | |
Blocked Road to Hidden .
- Sunflower Field
T The Outside Lelun eth Shrine

@ 'mportantEvent ] Big-size Area

Medium-size Area Narrow Area Lowest Place in The Area

Graveyard --... [/ /[

Long Path

Church’s Yard 3

Kids Tree

Highest Place in The Area

Blocked Road to
The Outside

Intersection Road

U-Turn Path

Central Monument

Hidden Shrine
Path to the Church SR Sunflower Field
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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.
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BARKS, SCRIPT & BEAT CHART

Player Name: Milan Cameron

— T .
Age: 62 years od Milan smiles bitterly at the central monument. Road Monument Church
things. He's very sentimental for people he cherishes. He also has alive? Why don’t I help you sooner? ( I
pholographic memory that lets hm remember everyhing n great £ wal M) mething caused
v detail half the population of a city to
disappear; shouldn't we stay sway Blocked Road t Hidden
« Curious and an overthinker by nature, o he has a tendency o need to know Hoappenr, shouldn's ve ssal. vy, loc| oad to .
everyting betors anaiyzing s, fon investigating it. ove oot Graveyard ) U-Turn Path Shril Sunflower Field
« Mian is ofd 5o he can' ¥ everything, I can’t lose you too. The Outside rine
and memary oo as shrp o i prine o
Haunted by the guit of his granddaughter’s death because she probably woukin't Jub your Eatharia filood vune Ehick.
5 @ 'mportant Event . Big-size Area Medium-size Area Narrow Area LowestPlacein The Area  [Il] Highest Place in The Area
Cocaton [ GameplayCarext__[ VO Diectin [Gue orrteraty Beat Chart V2
Road on blocked roads casual - " ““E" a3 1k
A5 Whan, ¥R Sted S maalle Area Lower Lower Lower Middle Middle Middle Middle Middie Upper Upper Upper
Intersection | Interact with smail Observant. Dylan like to hide here when you was my redemption time. p woe! po
Qe
Tomament | om0 [t | e s GrLashaacn pratei onmiaher o s Seachor ekt G4, 31 w8 | (2.2 creckonne
A
gate before kids tree | anticipation g;g-‘:“i_:?t: :Z:Q‘ of how much & (color) {dark brown) ‘brown) grey) (white) grey)
-l : .| cont callmy While his hacker friend checked £i1 Jesse
Field (aftr inspect calculative | friends e B e ek e aes agnoucend she Important Present  Playerpulls uthis Player walks past Player pats empty i Player walks around, ries Playerwalks Plyer walks Player soes the woman,
MO (7:0.) Himself ‘game ends.
Church's | Walking in micdle of | Shocked, stare | Fm not high, s nota vy T g g
The barks and script are made in correlation with the beat e e
Chart, SO every narra‘hve progreSSK)n can be eas”y Prosent Story Playor idontity & history,  The memarias of 1rio kids whon andtrio  Tels the swrange Shows the ‘Shows the intarior of tha
im |emented in the deVelO ment rocess mentioning GD's solo when aniy he and snow ra, gown knceiing,
Everything is also made on Google Docs and Figma, so all — : E— : . : :
these are accessible and open for team collaboration ey iriags
. the closeness of o 3
'OU can see more on: oo, okl
n u rh aSa na h u m a r. CO m/level 'deS | q n 'S nOW'Ch u rCh ~Trigger - Enters the middle Inspects the monument. Exits the area. Looks at the monument below. Enters the area. Enters the area. - -
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Lower Area

Intersection

Middle Area

Central

High Area

Path to the
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STORY AMBIENCE REFERENCES

= e

A
1

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/#

Bond Nostalgia Regret Hidden Freedom Anomaly
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GINEMATIG HENDEH Unreal Engine 5 — High Scalability

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

Act 2: Central Monument (Middle Area)
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0NE PAGEH TITLE TEAM GAMEACT&  Intro to Act 1 — Go to the Sunflower Field to inspect the BLOCKERS A
S N OW C H U RC H Solo Project | MAIN OBJECTIVE snow trail & Interact with the person inside the church. Active = Snow trail slows
down the player when
CONCEPT  Afan project spin-off of Control by Remedy Entertainment. | MAIN MECH TO ACHIVE MAIN OBJECTIVE walking through it.
Compared to aesthetic visuals, this It's a cinematic adventure game with crime investigation flashbacks, | Non-combat: Walk, inspect object, interact with NPCs.
one pager was focused on aligning dmcilr\rlgr;dafrzznrln?ri;?ﬂizzgtlve of a grandfather with photographic
the high-level concept and acting as CORE LOOP KEY FEATURES o WIN [:UN[]I.TIUN
h . ide th h h GENRE SETTING — 1. Layered Dual-Timeline | Interact with the person
the main guide throughout the Detective, Arural mountain with long-forgotten Japanese m9 Exploration [pd imaginary 9M Invesfigation. | inside the church.
development process. Story-Rich, shrines, breath-taking sunflower fields, and a B | 2. Amospheric nostalgia in 0SE GO
Suspense, snow trail leading to a brutalism-style church greserl‘_t time. i .
L . . Drama. that appears out of nowhere. Interact Flashback/ ) - Re-living nightmares into | -
The native file of this one pager is > winonect A magiaryscone 9 madness. N
made on A4 landscape, so it's easy GAME PILLARS 4 [ATelusonofssicly | e e
: PRRTI . Remedy Multiverse | Unique perspective Investigation that
to Prmt for mdlyldu.al US? or printon based on the from someone who's | evokes anomalies | SPIN-OFF CONTROL UNIVERSE
a blgger page if this pl’O]eCt gets Control game. living in the past. and strong emotions. | Instead of preventing the Astral monsters from destroying everything, the FBC is trying to control them so they'll
developed further by ateam. have immense powers to become the ‘ruler’ of the earth. They've become the cold-blooded dictator who's not
VISUALSTYLE o . . afraid to kill anyone who stands in their way. And, a humanoid Hiss shows up in other areas—which means the
Foggy forest in Spring, but majestically well-lit from the sunlight. interdimensional door to Astral world is opened somewhere unknown, outside of the FBC building.
MUSIC & SOUND STYLE THE PLAYER & RELATION TO JESSE, DYLAB & THE FEDERAL BUREAU OF CONTROL
Calm nature ambience with leaves interacting with the wind/the player —
sound effect, slow-tempo music to give a serene feeling. :’:Z“;.::;::EL. powers \6 - “:::‘::;
STORY o Failed to protect
An ex-detective is investigating the death accident of his grand- investigate B —
daughter, who was a news reporter. Turns out, it was a planned ( 5 e e
murder by the FBC because she knew something about them. £ SaateE A == Control
Name: Milan Cameron Ll : W ey AR i osenge
To bring justice for her death, he'll expose this evil organization to the | Age: 62 years £ =) ¢ for Evas death
public. But, first, he needs to rescue his grandkid’s friends, who were Milan is everyone's favorite il = _ e
abducted by the same organization. He must save Jesse and Dylan grandpa. But because he’s an e e
before the FBC does the same thing to them. ex-cold case detective, he’s ™ ’Q Y »
very critical, detail-oriented, Ely By oo Investigate
and hardheaded. He also has orEuas redemption whenooking
AUDIENCE photographic memory that lets P il T it ke cre of e InEéexdeaty
The Explorer, players who enjoy Control & him remember everything in issi P —————
layered investigation games like Alan Wake II. great detail.
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CONTACT:
PORTFOLIO WEBSITE (FULL DEVELOPMENT PROCESS):



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

