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THE WAYFINDER PROJECT



WHO ARE YOU?




Mark Graham is a freelance artist with over six years of
experience in the gaming and entertainment industry.

Specializing in digita
orings bold ideas to

illustration, 3D animat

2D illustration with elements of 3D, Mark

ife through concept art, book covers,

ion, and hard surface modeling. His

work is defined by ar

‘enfion to detail, storytelling, and a

commitment o delivering high-gquality results on time for
clients around the world.

While digital art is his primary medium, Mark also enjoys
working with fraditional methods, blending both to creatfe
dynamic, cinematic visuals. His creative process is deeply
collaborative - he thrives on working closely with clients

TO ensure every project not only meets expectations but

exceeds them.

His illustration process begins with black-and-white

composition sketches to explore perspective, framing, and
ighting. Once a direction is chosen, Mark experiments with
color paletftes to establish the emotional tone of the piece.

-Or accuracy and depth, he often builds simple 3D mock-
Ups as a foundation before layering in fine detail through

countless brushstrokes - a process that results in the richly

atmospheric arfwork

he’s known for.

When he’s not immersed in creating art, Mark finds
iInspiration outdoors. Whether hiking through forests, exploring
mountains, or riding his motorbike, he draws credfive energy
from his deep connection to nature. He's also passionate

about music, film, TV,

and a good cup of coffee - the

essentials tThat fuel his creativity.

Always learning, always evolving, Mark continues to push
his arfistic boundaries - craffing immersive worlds and epic
visuals that captivate audiences everywhere.

06






08



09



CHARACTERS




Dorian

Dorian Maxwell, a name synonymous with wealth, power,

and a relentless pursuit of success, is d man of

Immense

iIntellect and singular determination. He ascended from
modest beginnings to become the architect of Omnium, O
colossal business empire that spanned the glolbe. Born into

a modest family, he was fueled by an insatialb
achieve his objectives and constantly reach h
the boundaries of what was possible.

e desire to
igher, pushing

Blake

Cynthia Blake is a brilliant scientist in the field of energy
sfudies, d name that resonates in academic circles and
laboratories alike. Her journey info the world of science
begun with a lboundless curiosity tThat has fueled her
aspirations since childhood.

Kirilov

AleXxei Kirilov was once a proud member of the Russian
military, rising through the ranks to become a respected and
feared field commander. He was known for his unwavering
discipline, unbreakable will, and his utter devotion 1o his

country. But over fime, Alexel began to readlize
country was not always on the right side of his

that nis

ory. He
grew disillusioned with the government’s poliCi

es and the

corruption that plagued the military from fop o bofttom.
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Yang

Jason Yang is a prodigious talent in the field of medicine,
and his journey info the world of healthcare began with
an innAte curiosity and an unwavering commitment to
improving the lives of others.

Farmer

Jacob Farmer, a former member of the British Special Air
Service, Is a name spoken in hushed fones in the world of
covert operations. He's the embodiment of a deadly and
professional undercover agent, one who stops at nothing

to complete his objectives. His stfory is one of relent

SN

commitment to the safety and security of his coun
has leftf him scarred in more ways than one.

Ty, and It

Bjorn

Bjorn Vilmar is a briliant and reclusive computer engineer,
a quintessential computer geek whose life was defined by

his unguenchable thirs

has always been capft

t for knowledge and an insatiable
curiosity about the digi

tal world. Born in Germany, he
vated by the infricate workings of

technology, finding so
algorithms that define

ace in the infricate web of code and
his world.
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Jones

Dr. Emily Jones, a brilliant xenobiologist, is a rising star in the
field of extraterrestrial biology and a remarkable scienftist
with an unguenchable thirst for knowledge. Her journey info
the world of xenobiology began with an insafiable curiosity
about life beyond Earth.

Omnium Soldier

Omnium PMC, a renowned private militfary company, Is

composed of a diverse

and highly skilled group of individuals

with a wealth of military experience. The company’s open
recruitment policy accepts candidates from around the

world, seeking those wit

to join thelr ranks. This d
orings fogether a wide
perspectives, contribut

h the requisite skills and experience
iversity is one of their sfrengths, as it
range of backgrounds, expertise, and
Ng to their overall effectiveness as o

force to be reckoned with.

Omnium Worker

The workers at Omnium Corporation are a highly skilled

and diverse group of professionals responsible for a wide
range of tasks necessary for the operation and maintfenance
of the underwater stations. Their expertise and dedication
are crucial to ensuring the safety and functionality of these
unigue and complex facilities.
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CREATURES/MONSTERS




Drone

The drone is a grotesque and horrifying sight, a once
human creature now reduced to a mindless, shambling
vessel of terror. Its fransformation is the result of o
Malevolent, enigmatic parasite that has taken over Its
body, leaving behind a nightmarish mockery of a living
being.

Crawler

The crawler is a remarkable creature in The animal
kingdom, a large crustacean boasting a robust exoskeleton
that serves as both its armor and a testament o ifs
evolutionary prowess. This exoskeleton, composed of

layers upon layers of chifin, not only protects the crawler
from external threats but also grants it a formidable
appearance, reminiscent of a prehistoric behemoth.

Gaqgith

The Gaggith, an abhorrent enftity of grotesque proportions,
manifests as an eldritch nightmare in the form of o
garganftuan, writhing mass of serpentine tentacles. Within
the sinewy expanse of its nightrmarish visage lies a reservoir
of unfathomable power, an indomitable force capable of
unleashing destruction with a nonchalant ease that defies
the boundaries of comprehension.
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Skarn Vath’Thag

The Skarn is a nightmarish and highly aggressive creature, The Vath’Thag is a formidable and enigmatic creatfure, a
an apex predator with a chilling ability to blend seamlessly reptilian biped that roams the hidden depths of a world
with its environment. Ifs menacing presence is defined by shrouded In eternal darkness. Its sinister presence is marked
Its remarkable combination of agility, camouflage, and by a combination of speed, resilience, and an adaptation
predatory instincts. to the lightless realms it inhabits.
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QuinN moves through the depths, encased in his trusty
armospheric diving suift.

Above him, the ship’s radio operator provides guidance,

the U-571 Der Sturm.

Though Quinn has done this counftless fimes, an unsettling
feeling lingers, as if something bad is about to happen.

eading him toward his farget - an old German submarine,

17



In the wake of the explosion, Quinn finds himself propelled
INto an ethereal realm, awakening amidst the nebulous
embprace of an otherworldly surface platform.

The shroud of mystery veils his surroundings, leaving him
adriff in an unfamiliar cosmos, devoid of discernable
landmarks.
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BAUER STATION
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BAUER STATION
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Finding Amlber was a hollow victory. Relief washed over
Quinn at the sight of her sfill breathing, but it was quickly
overshadowed by the grim reality of her mysterious
infection.

The elusive Nicole disclosed that no ordinary medicine
could treat her condition; the only hope lay in the depths of
a submerged labyrinth of stations.

Driven by desperation and defermination, Quinn presses
on through the encroaching darkness, infent on finding the
cure.
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WIKNER STATION
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WIKNER STATION
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WIKNER STATION
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WIKNER STATION
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WIKNER STATION
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Barely escaping the dock explosion, Quinn boarded o
submarine and departed Wikner Station.

With Amber now safely under Nicole’s care, Quinn’s focus
shiffs to finding her cure. To reach the lab where the cure
s sfored, he must first make a defour fo clear out hostile
creatures blocking the path.

Nicole mentioned thar

" the biology team at Ivanov Station

has a method to repe

Determined, Quinn he

these creatures.

ads to lvanov to seek thelir assistance.
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IVANOV STATION
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IVANOV STATION
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IVANOV STATION
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IVANOV STATION
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Nothing could have prepared Quinn for the nightmarish
reality of lvanov Station.

In the midst of the chaos, Dr. Blake and a handful of
surviving security guards came 1o his aid, helping him
activate the fower signal—a beacon that promises to make
the waters safe again.

With this tfenuous hope secured, Quinn plunges foward
Emerson Stafion, driven by urgency to retrieve the
Mmutagenic accelerator, a crucial element for crafting
Amber’'s antidote.
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EMERSON STATION
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EMERSON STATION
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EMERSON STATION
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EMERSON STATION
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After enduring the forment of Emerson Station, a place
where redlity itself could not be frusted, Quinn stumbled
upon the mutagenic accelerafor.

Now, he must reach the lab 1o synthesize the antidote.

As he pushes onward, he battles To suppress his
overwhelming doubfts, fears, and the erosion of his sanity...
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SUBMARINE
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SUBMARINE
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Resuming his mission to create the medicine, Quinn arrives
at Girard Station, where his enigmatic ally is waiting.

This location also happens to e the site where the
Mutagenic accelerator can be synthesized. The
convergence of these factors sparks fascinating guestions
iIN QuiNN’s MiNd.

Meanwhile, the infection is insidiously spreading through
Amber, making time her relentless enemy as it rapidly
progresses.

In this mysterious crisis, Quinn is her only hope, racing
against the clock to decipher the puzzle tThat could save
her.
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GIRARD STATION
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GIRARD STATION
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GIRARD STATION
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GIRARD STATION
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As The infection fightens its grip on Amlber, Quinn, driven by
desperation, reluctantly emlraces Nicole’s plan.

His mission now is to find the entrance to a legendary lost

city, which is said to contain the cure for Amber’s condition.

According o Nicole, the gateway to this mysterious City lies
In Shirazi, the final stop in the complex underwater network.

Amidst a growing sea of unanswered guestions, Quinn
readies himself fo confront the uncerfainties lurking within
the stafion.

As tThe enigma deepens, he faces the challenge of the
unknown, preparing for whatever mysteries lie anead in the
shadowed corridors of the station.
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SHIRAZI STATION
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SHIRAZI STATION
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SHIRAZI STATION
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SHIRAZI STATION
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THE LOST CITY



THE LOST CITY
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THE LOST CITY
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THE LOST CITY
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THE LOST CITY
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Emerging from the depfths felt like waking from a nightmare.

The lost city was a blur of inexplicable horrors, a haunting
echo in his mind. Nicole’s betfrayal was a bitter pill T
swdallow, but he had cherished her, and her fragic end was
a shadow that would haunt him forever.

Amber was a flicker of light in the albyss, a fragile hope that
pulled him from the depths of despair. Now, with her safe,

their only path was forward - find Farmer and escape this
Ving nightmare.
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ENDING
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ENDING
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ENDING
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WEAPONS
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HANDGUNS - Beretti 92

A trusty 9mm pistol known for its accuracy and foughness.

With a smooth, comfortfable design and easy-to-use action,
It delivers dependable performance, whether on the
oattlefield or for personal protection.
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HANDGUNS - Talon G17

Reliable 9mm semi-automatic pistol with a lightweight
oolymer frame and a striker-fired system.

Known for ifs simplicity and durabllity, it delivers consistent
performance and quick handling, making it a trusted
choice for professionals and civilians alike.
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SHOTGUNS - BOOMSTICK

Traditional break-action shotgun featuring twin arrels for
quick follow-up shots.

Built with rugged crafrsmanship and a classic design, it

delivers devastating power at close range, making it idedl
for hunting or self-defense in fight quarters.
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SHOTGUNS - Vangaurd 500

Rugged pump-action shotgun with an 18.5-inch barrel
and a tactical rail, built for reliability in close-quarters and

demanding condifions.
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SMGs - Viper MX5

Compact 9mm submachine gun renowned for ifs precision
and control.

Designed for precision and dependabillity, it delivers
excellent performance in close-quarters comlbat and
tactical situations, thanks to its smooth and consistent firing

system.
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SMGs - Viper MX9

Lightwelght 9mm sulbomachine gun designed for high
mobility and rapid firepower.

Built with a compact frame and advanced polymer
construction, it delivers exceptional handling and reliability,
making it ideal for close-quarters combat and personal

defense.
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lconic 9mm sulbbmachine gun with a compact, rugged

design and an open-polt blowback system.

Known for its simplicity and reliabllity, it de
firepower, making it a frusted choice for ¢
combat and urban operations.

ivers rapid
ose-guarters
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ASSAULT RIFLES - XN-SKAR

A versatile, modular bafttle rifle designed for adaptability in
various comlpat scenarios.

It features a lightweight, durable construction with a gas-
operated, short-stroke piston system, offering reliable
oerformance in harsh conditions.
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ASSAULT RIFLES - KV-12

Modern 5.45mm assault rifle designed for superior versafility
and adaptability in diverse combat environments.

Engineered for the battlefielq, its lightweight, rugged build
and gas-operafted short-sfroke piston system ensure reliable,

high-performance operation under the toughest combat
conditions.
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ASSAULT RIFLES - DK-416

High-performance 5.56mm assault rifle designed for
orecision and reliability in modern comlbat.

With Its shorf-stroke piston system and modular design,
T delivers outstanding accuracy, minimized recoil, and
superior durability in any environment.
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Camel 101

Camel 101 are an award-winning game development
stfudio dedicated o crafting unforgettable gaming
experiences.

Thelr visionary feam pours passion and credfivity into every
project, from engaging casual games 1o challenging
tactical wargames and thrilling horror adventures.

They sfrive To captivate gamers worldwide by pushing the
boundaries of game development and unlocking the full
potential of interactive entertainment.

At Camel 101, they’re not just creating games; they're
credting lasting memories that stay with players beyond the
final credits.

Join Them in their mission To enhance the gaming
landscape—they love playing, making, and discussing
games. It’s in their DNA.

Wired Productions

Wired Productions is a true indie publishing house that
develops and nurtures free thinking and innovafive
creaftives who have a real story 1o be fold.

Wired started at ground zero and has had o fight to
become a successful publisher. By going through this
journey, it has become Wired’s mission to support special
talent who need the right help to succeed.

Each game is designed for fans of diverse yet rewarding
entertfainment experiences, across the mature, music,
mMmanagement and multiplayer genres, and is delivered

oy a publishing tfeam that is passionate, cares about the
developer, and who has a genuine motivation to nurfure
the community, whilst promoting in a way that breaks the
rules, and sticks 2 fingers up at any gatekeeper that says no.

Loyalty is integral to Wired. Loyalty to partners, loyalty 1o
fans, loyalty to the team.

Wired are building a brand that people can trust and is
100% DRIVEN BY PASSION!

/2



