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Who am I?

● Editor
● Writer
● Narrative designer
● Content Manager
● BAFTA Breakthrough Brit 2017–18



Who are Failbetter Games?

Fallen London
2009

Sunless Sea
2015

Sunless Skies
2019



Why Fallen London?

Entirely narrative

10 years old!
Free-to-play

Still profitable



Contents
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Fallen London

● Browser-based
● Alt-history Victorian London
● Mostly text
● A whole universe



How is it built?



● Interactive fiction
● Not branching narrative
● Thousands of variables



How is it played?



Exploration of place



Exploration of narrative



Choices



Outcomes



Qualities



Narrative monetisation

● Role in Failbetter Games’ business
● Only free-to-play game
● Make downloadable premium games
● Self-published

Role = De-risking the premium games



How did we achieve this?

● Previously: Fate
● Non-recurring payment 
● Bought certain improvements 

for a month 
● ‘Proto-subscription’



Fate monetisation

Opportunity deck refreshAction refresh 



But more popularly:

Unlocking choices | Unlocking stories



Old monthly package

● 20 Fate = ~$4
● Removed ads
● A second candle (more actions)
● Increased action cap



Opportunity

● Rolling, monthly subscription 
● Unusual for mobile in May 2015
● Increased price





Other benefits

● Consistent feedback
● Highlighting areas of the game
● Developing untouched lore
● Creating reusable areas
● Engagement with free content 



What are the challenges?

● Amount of content required
● Encouraging players to convert
● Fan (re)engagement



The content burden

Free content
10,000-50,000+ 

words/year

Seasonals
20,000+ words/year

Monthly subscription
stories

100,000 words/year



Addressing the content burden

● Themed planning
● Deep, living world



Addressing the content burden

● The daily grind



Addressing the content burden

● Real-world inspired seasonals
● Freelancers



Converting players to subscriptions

● Invest players in narrative
● Build trust



Fan (re)engagement
● Technical updates
● Catering for roleplay
● Conspiring over mysteries
● Responsive content creation
● Communication
● Support



Technical updates

● Revamped the look
● Added quality-of-life tools
● Optimised for mobile



Catering for roleplay
● Space for player imagination
● Gender choice



Conspiring over mysteries

● Keeping back answers
● Rewarding discussion

● Hard-to-find lore



Responsive content creation



Communication

● Personalised responses
● Devs in forums
● Explain decisions



Support

● Direct contact
● Allowance for whimsy



Responding in kind





Benefits beyond Fallen London

● De-risking premium products
● Narrative test-bed
● Inspiration
● Kickstarter success



Summary

● Real value in a subscription offering
● Leaning into strengths
● Iterative loop
● Good content for free
● Better content for money
● Respect your audience



We’re hiring!

● Senior gameplay programmer
● (Senior) producer

www.failbettergames.com/were-hiring/



Thank you!

Fallen London — www.fallenlondon.com

@babelfishwars

www.oliviawood.co.uk


