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Introduction 

• What is inkle? 

• Founded two years ago 

• Planned to work with book publishers 

• Core technology: an interactive text engine 

 

 

 





Sorcery!, Sorcery! 2 (2013) 

• First evolution of our interactive stories 

• Built around a map 

• Light gameplay elements:  

• items, resources, health 





Why 80 DAYS? 

• Recognizable IP 

• but free to use 

• Great affordances for gameplay 

• Audience “gets what they expect” 

• Episodic - easy to scale up 

• Appeal for both explorers and advancers 

 

   



Game Design 



Initial Design – based on Sorcery! 

• Story 

• Narrated by protagonist with personality 

• Choice-based content for every game “day” 

• Resources 

• Time, money, health 

• Items and trade 

• Route planning on a globe 



Additional Concepts 

• Conversation with characters 

• Expensive bribes to speed up travel 

• “Secret” routes to unlock 

• Some kind of live multiplayer feed 

• No death! No saves! Design for replay! 

 



Game Flow 



Initial Story Flow 
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Problems 

• Very rigid structure 

• Text “slows down” gameplay 

• Journey choice is most interesting feature 

• but “locked” away behind content! 



Iteration: What’s important? 

• Story 

• Resources 

• Items 

• Route planning 

• Time 

• Travel 

• Consequences 

• Conversations 



Solution – make stories optional! 

• Story becomes the “heart”, not the “spine” 

• Very different than Sorcery! 

• 99% of text content stayed the same 

• Stories become opportunities, not grind 



“Rules are learned, rewards are earned” 

• Players learn game rules, then use them 

• First design: story as rule-set 

• No way for player to “use” it 

• Second design: story as reward 

• Player spends “time” to get a story in return 



Second Design 

• City as menu hub 

• Market, exploration, journey 
selection 

• Exploration  

• Optional, but unlocks further 
routes 

• Flow is basically the same… 

• But it’s player controlled! 



Visual Design 



Aims 

• Clean, minimalist aesthetic 

• Inspired by DEVICE 6, iOS 7 

• “Retro-futuristic” feel  

• Avoiding classic steampunk 

• Inspired by 1920s travel posters 









Journeys 

• Most of the game’s duration 

• Tried various “in the world” viewpoints… 



Journeys 

• Fell back on a classic: Indiana Jones 

 





Touches of animation 

• Day/night cycle 

• Custom motion paths for each transport 

• Transitions – vital on iOS! 

 



Text Presentation 

• Tried various interfaces for choices 

• Sliders, scrolling 

• Straight choices always felt better 

• Way text scrolls is important! 



Content 





Aims 

• Capture the spirit of the original 

• Challenge Verne’s colonialist assumptions 

• Light sci-fi for a “sense of wonder” 



Writing content 

• Hired a writer (Meg Jayanth) 

• started work before us 

• technically skilled as well as creative 

• 100+ hours of research 

• > 500k words of final content 

• Professional proof-read 

• Edited for both gameplay and on-screen 
layout 



Content Scripting 

• Written in “episodes” 

• But any episode can reference any other 

• Writer-friendly script format 

• Proof-reader friendly too! 

• All “code-reviewed” before going in 





Scaling up …. From 20 cities, 40 journeys 



Scaling up …. 



Scaling up …. 150 cities, 371 journeys 



World Economy 





Trading game design 

• Buying / selling items for profit 

• Price algorithm required several iterations 

• Tried random pricing 

• Instead, used “price bands” 
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Conversations 





Conversation Design 

• Simple “mini-game” for journeys 

• Wanted a “human face” in the game 

• Intended for learning about routes 

 

 



Conversation Design 

• Took several iterations 

• Surprisingly difficult to make something 
simple 

• Based on chaining of topics 

• …Not a very serious conversation system 

 

 

 







Multiplayer 





Multiplayer Aims 

• Make the game look “busy” 

• Provide “proof of branching” 

• “Only positive interactions” 

• Inspired by Journey 

 

 



Needed a non-synchronous design 

• Synchronous connections 

• Very spread-out game-world 

• Match-making is slow and flaky 

• People read at different speeds! 

 

 



“social” not “multiplayer” 

• Eventual design is light-weight 

• Provides gentle competition 

• Activity on world map 

• Makes game “browseable” 

• Added better sharing features instead 

• Share & load in routes from friends 

 

 

 





In conclusion 



Critical Reception! 

• Editor’s Choice in the UK, US 

• 9/10 Edge Magazine  

• Metacritic’s #1 iOS game for August 

• …We were quite surprised 

 

 



Main strengths 

• One goal that lasts the whole game 

• Content feels like “as much as you want” 

• Constant sense of progress 

• Real-time clock keeps things moving! 

• Highly replayable! 



Also… 

• Genuinely interactive, adaptive narrative… 

• Thousands of detailed choices… 

• … with no AI storyteller narrative Lego 
drama management nonsense 



Main weaknesses  

• Basically impossible to translate 

• Hard to balance 

• Some player finish in 50 days on first play 

• Others in 130 days 

• … but the mean is 78 

• Reviews apologize for “reading” element 

 



Any questions? 



Thanks for listening! 
@inklestudios 

www.inklestudios.com 


