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PRESENTATION

——

S .
" "BENDY AND THE INK MACHINE IS A FIRST-PERSON
st ORROR DEVELOPED AND PUBLISHED BY
FUDIOS VSING THE UNITY GAME ENGINE.
.
; ;,.;;.‘,P RETIRED ANIMATOR WHO RETURNS TO
ORMER WC ACE, WHO DISCOVER THAT THE

0'S ICON zﬁ:TERS HAVE COME TO LIFE

NKS TO A TERIOUS MACHINE.
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GAMEPLAY BASICS

OF PUZZLE-SOLYVING,

EXPLORATION "AND COMBAT

. ’

e BIMITED ACTIONS: JUMP / RUN /

S INTERACT i R AN axe
’

.
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MAIN CHARACTER FANTASY

| —

4= ONE OF THE STUDIO'S FOUNDERS
— <

Y / HALF-PREDATOR

N\



EXISTING GAME FEEL

« CAMERA AND AXE MOVEMENT DURING MﬁENT / HIDEOUT

« MOTION BLUR WHEN RUNNING I s



NARRATIVE CONTEXT

,.-s.r'-'-l!.'.‘.' ¥ ; \
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Bon, Joey. J'y suis.
Voyons voir si nous pouvons découvrir ce que tu voulais me montrer.



NARRATIVE CONTEXT

4. PROGRESSION THROUGH THE DEPARTMENTS
TO UNDERSTAND AND SURVIVE



KEY-WORDS

. ENDLESS CYCLE
. WORLD DEVOID OF RULES
. SEARCH FOR PERFECTION
. ARTISTIC OBSESSION S
. f ﬂUh._ -
. EXPLOITATION / MANIF Vg
. ANGER / RESENT
. GREED

« QUEST
« NIGHTM



NARRATIVE ~ |
REINFORCEMENT | BEN
THROUGH GAME FEEL{ND\THEINKMHCHINE




SEQUENCE PITCH

“AFTER THE ELEVATOR CRASH, WAND ROUGH THE STUDIO’S ANIMATION
DEPARTMENT IN SEARCH OF ' SPECIAL FILM REEL. THIS IMAGE
WILL PROTECT YOU DURING,TF ;\;'\ AT L 2 AGAINST THE INK DEMON.
HOWEVER, STAY | RATION, AS SOMETHING

) P‘?l .
I.Mu
SE M L’é a AN HIN YOU.”
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SEQUENCE MAP

2. KILLING AGAINST THEIR WILL 3. EXPLORATION UNTIL THE NEXT
BEINGS TRAPPED IN THE INK POINT OF INTERACTION

1. LEVEL ENTRANCE

-
6. PUZZLE(S) + COMBAT TO 5. ARRIVAL AND EXPLORATION "
ENTER THE OPEN SPACE OF THE OBJECTIVE AREA 'l b
“' \ hoy

P e L

-
7. RETRIEVAL OF THE | ' 8. RELEASE OF THE ENTITY FROM

‘TOTEM' FILM REEL THE AREA AFTER RETRIEVAL OF 9. LEVEL EXIT
(OBJECTIVE) | THE OBJECT + STEALTH

|

4. THE MC LOOKS AT THEMSELVES IN
INK PRESENT IN A SINK, REFLECTING
ON WHAT THEY HAVE DONE




SEQUENCE DESCRIPTION

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 TH

THE INK DEMON. ¥ fvu( Sl
-.r

0( h‘. 1. LEVEL ENTRANCE
FORWARD, OVERCOMING @ S.A
PATH, UNTIL THEY REACH N

BEINGS , BLOCKING HIS  WAY.

DISORIENTED BY THE ACCIDEI




SEQUENCE DESCRIPTION

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 PRC

2. KILLING AGAINST THEIR WILL
BEINGS TRAPPED IN THE INK

y
THE PLAYER IS FORCED TO.E
TRAPPED IN THE INK INLE
CHARACTER FEELS GUILTY, EVEN 10U
NO OTHER CHOICE. —

SEQUENCE P RTICULARITY . MAKE THE ATTACK AND MOVEMENT OF THE MC HEAVIER
+ BREATHLESSNES! | ) TO THE BASE GAME.
. ADD A "FOI SUE" WHEN A HIT IS MADE

« UTILISATION OF ‘\'\ ® MUSIC

-'f ‘




SEQUENCE DESCRIPTION

"_-

AFTER HIS HORRIBLE DEEDWER
CONTINUES ON HIS WAY TO REACH TF '

DEPARTMENT AREA. AFFECTED HE
PLAYABLE CHARACTER REALL 'l(;g:;/c G\ ‘ 3. EXPLORATION UNTIL THE NEXT

POINT OF INTERACTION

HE APPROACHES A SINK WH
IS THE NEXT POINT OF INTER

SEQUENCE
« QUESTIO




SEQUENCE DESCRIPTION

WHEN THE PLAYER APPROACHES '@INK, A
SHORT CUTSCENE IS TRIGGERED. TH ACTER
WILL LEAN ON THE EDGES OF THE.SINK AND BEND
DOWN TO LOOK AT HIS REFLECTIC
WONDERS WHAT HAS BECO" = OF B 4. THE MC LOOKS AT THEMSELVES IN

& "

INK PRESENT IN A SINK, REFLECTING
ON WHAT THEY HAVE DONE

-

THIS REFLECTION IS AMPLIFIED'BY
ON THE SURFACE OF - TH
PROTAGONIST'S FACE. HE PULLS HIMSELF TOGE
AND TAKES HIS AXE, TO CONTINUE HIS QUEST." ‘o

SEQUENCE P




SEQUENCE DESCRIPTION

THE PLAYER ARRIVES IN THE AF

THE ANIMATION QUARTERS, r_..,.'

. - - ’ 5. ARRIVAL AND EXPLORATION

NEED TO RETRIEVE 1S LOCATED, Hi ESS. RRIVAL AND EXPLORATI
UNTIL HE ENCOUNTER |

PUZZLES ALONG THE WAY.

SEQUENCE P
CHARACTER




SEQUENCE DESCRIPTION

THE PLAYER WILL ENCOUNTER ENEMlE&)NG THE
WAY, WHICH THEY CAN KILL WITH THEIR AXE AS USUAL.
THEY ALSO SENSE THAT SOMETHING LLOWING
THEM. HIS STEPS BECOME HEAY ON THE
INK-COVERED GROUND, ~ AS »F Y. IS & PUZPLED) ¥ SOVAT 1O
CONNECTED TO IT AND IS T CINC "mu‘

'\_J 8
ZLE. y

o :
. BACK TO THE NORMAL CONTROLS OF THE PLAYABLE
ESS OF THEIR STEPS WHEN WALKING THROUGH

MULTIPLE PASSAGES THROUGH THIS SUBSTANCE.)

ENTER THE OPEN SPACE

HE MUST QUICKLY FIND TH CEY
WHICH HE WILL RETRIEVE BY SOLY

GAF

SEQUEN
CHARACTER
INK (THE LEV




SEQUENCE DESCRIPTION

THE PLAYER MOVES TO
ROOM AND PICKS UP THE FILM
MOMENT, THE INK FROM THE! DRA

THE DESKS AROUND STARTS T ér
-
BLOCK THE PLAYEF

ULARITY :

7. RETRIEVAL OF THE
‘TOTEM' FILM REEL

(OBJECTIVE)

Yo o

'.
IC (VIOLINS) WHEN THE PLAYER APPROACHES THE

SEQUE
« UTILISATI
OBJECTIVE.




SEQUENCE DESCRIPTION

THE SPILLED INK GATHER
MONSTER WITH HEIGHTENED H
MUST ESCAPE IT WITHOUT BEINC

8. RELEASE OF THE ENTITY FROM
k THE AREA AFTER RETRIEVAL OF

THE OBJECT + STEALTH

D STRESSFUL MUSIC
MONSTER (ADDED TO THE

o

SEQUENCE PARTICULARITY : UTILISA | IQEMP

« SOUN FEAR FOLLOWING THE APPEAR el TQE
BASE GAME)
«BACKTO T
* AVOID AREA

THE PLAYABLE CHARACTER
AS MUCH AS POSSIBLE (LD INTENTIONS)



SEQUENCE DESCRIPTION

e

THE PLAYER SUCCESSFULWHE

MONSTER BY HIDING AND AVC

"""""" 9. LEVEL EXIT

INK-COVERED AREAS. HE LEAVI r:“,& O
FILM, READY TO FACE THE DEMON:.,

-

_—

toyy
CULARITY : BAGK,T.O THE NORMAL ‘ROLS OF THE PLAYABLE

SEQUE
CHARACTER
«BACKTO T




