
GAME
PRESENTATION

narrative design
Manno Ugo



prEsentation

Bendy and the ink machine is a first-person
survival horror developed and published by

Joey Drew Studios using the Unity game engine.

You play as a retired animator who returns to
his former workplace, who discover that the
studio's iconic characters have come to life

thanks to a mysterious machine.



Gameplay Basics

Mix of puzzle-solving,
exploration and combat

Linear Narrative

Limited actions: jump / run /
interact / attack with an axe



Main character fantasy

One of the studio's founders

half-prey / half-predator

Particularly slow

not much game feel in its controller

Henry stein



Existing game feel
Camera and axe movement during movement / hideout

motion blur when running

Character communication to “dialogue” with another character
or guide the player towards their micro-objective

VFX / SFX when the player takes damage from an enemy

"Humanize" the character controlled by the player, in a world
devoid of rules where living beings lose their identity



narrative context

1.  Back to the studio

2. Discovery of the machine



narrative context

3. Discovery of the “ink demon”

4. Progression through the departments
to understand and survive



key-words
Endless cycle

Search for perfection

Artistic obsession

exploitation / manipulation

Anger / resentment / sorrow (emotions)
greed

Loss of identity / dehumanisation

quest of perfection

nightmare

World devoid of rules



Narrative
reinforcement

through game feel



sequence pitch

“After the elevator crash, wander through the studio's animation
department in search of an image from a special film reel. This image

will protect you during the final battle against the ink demon.
However, stay vigilant during your exploration, as something

seems to be lurking and watching you.”



1. Level Entrance

sequence map
2. Killing against their will

beings trapped in the ink
3. Exploration until the next

point of interaction

4. The MC looks at themselves in
ink present in a sink, reflecting

on what they have done

5. Arrival and exploration
of the objective area

6. Puzzle(s) + combat to
enter the open space

7. Retrieval of the
'totem' film reel

(objective)

8. Release of the entity from
the area after retrieval of

the object + stealth 
9. level exit



sequence description

1. Level Entrance

     After the elevator crash, the player
arrives at the entrance of the level's area. He
is searching for a "totem" object, which will
provide protection during the fight against
the Ink Demon.

Disoriented by the accident, the player moves
forward, overcoming the obstacles in their
path, until they reach a group of living
beings trapped by ink, blocking his way.



sequence description

2. Killing against their will
beings trapped in the ink

     The player comes across living beings
trapped in the ink, directly in his path. They
beg him to spare them but he unfortunately
has no choice, to continue progressing.

The player is forced to eliminate the beings
trapped in the ink against his will. The
character feels guilty, even though they had
no other choice.

sequence particularity : Make the attack and movement of the MC heavier
+ breathlessness (to be added) to the base game.

add a "forgiveness dialogue" when a hit is made
Utilisation of a melancholic music



sequence description

3. Exploration until the next
point of interaction

     After his horrible deed, the player
continues on his way to reach the animation
department area. Affected by his actions, the
playable character realizes what he did.

He approaches a sink where there is ink, which
is the next point of interaction.

Sequence particularity : Disable the 'run' option for this sequence.
questioning the character on these acts through dialogues



sequence description

4. The MC looks at themselves in
ink present in a sink, reflecting

on what they have done

     When the player approaches the sink, a
short cutscene is triggered. The character
will lean on the edges of the sink and bend
down to look at his reflection in the ink. he
wonders what has become of him.

This reflection is amplified by the distortions
on the surface of the ink, warping the
protagonist's face. He pulls himself together
and takes his axe, to continue his quest.

sequence particularity : no character controls for the player



sequence description

     The player arrives in the area dedicated to
the animation quarters, where the item they
need to retrieve is located. He will progress
until he encounter the first enemies and
puzzles along the way.

Sequence Particularity : Back to the normal controls of the playable
character

5. Arrival and exploration
of the objective area



sequence description
     The player will encounter enemies along the
way, which they can kill with their axe as usual.
They also sense that something is following
them. His steps become heavy as he walk on the
ink-covered ground, as if an entity is
connected to it and is tracking his movements.

Sequence particularity : Back to the normal controls of the playable
character except for the heaviness of their steps when walking through
ink (The level design encourages multiple passages through this substance.)

He must quickly find the key to the open space,
which he will retrieve by solving a puzzle.

6. Puzzle(s) + combat to
enter the open space



sequence description

     The player moves to the middle of the
room and picks up the film reel. At that
moment, the ink from the drawing pages on
the desks around starts to fall to the floor.

Sequence Particularity : Block the player's run
• Utilisation of a calm music (violins) when the player approaches the
objective.

7. Retrieval of the
'totem' film reel

(objective)



sequence description

Sequence Particularity : Utilisation of an up-tempo and stressful music
• Sounds of fear following the appearance of the monster (added to the
base game)
• Back to the normal controls of the playable character
• Avoid areas with ink on the ground as much as possible (LD intentions)

     The spilled ink gathers to form a new
monster with heightened hearing. The player
must escape it without being detected.

8. Release of the entity from
the area after retrieval of

the object + stealth 



sequence description

Sequence Particularity : Back to the normal controls of the playable
character
• Back to the basic rules of the game

    The player successfully escapes the
monster by hiding and avoiding stepping on
ink-covered areas. He leaves with the "totem"
film, ready to face the demon.

9. Level Exit


