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Figure 1, Fallout Shelter Title Screen. Source: [14], (31/10/2023).
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Figure 2, Fallout Shelter Loading Screen. Source: [14], (31/10/2023).


In this report I will investigate how Bethesda Softworks entered a new market with a preexisting, well-established brand. How they have approached player engagement, and what inspired the unique and iconic graphical elements to their mobile game, Fallout Shelter.

Fallout Shelter, made by Bethesda, is one of a series of Fallout games in which you control a ‘State-of-the-art underground vault’ to keep ‘dwellers’ alive and happy. A base building, survival, simulation game in which you manage resources to keep the lights on, dwellers fed, and overall happiness high [1]. The game was released first on IOS [2], but is now available on android, steam, Xbox, PlayStation, and Nintendo Switch [3]. 
Mobile gaming has been around for decades, beginning with the release of snake in 1997 on the Nokia 6610 [4]. Since then, it has evolved into a whole new era with the release of Apples first smart phone [4]. Mobile gaming has become an exceedingly popular medium to consume gaming related entertainment as 64% of mobile gamers play daily, and in 2021 there were 80 billion downloads for mobile games.[4] Fallout Shelter being a mobile game on release demonstrates Bethesda’s goal to break into and appeal to this large market. It is also the first game from the Fallout franchise to go mobile as the rest of the Fallout games are all on computer or console-based platforms [5]. 
The previous games laid heavy groundwork for Fallout Shelter with five previous fallout games boasting in depth environments and well-established narratives to consider [5]. Sam Woodrick goes in detail on the timeline of the fallout games and its extensive narrative and lore, including dates of crucial events that each game contains beforehand. Some events include post fallout, a great war, events of the first fallout, and a changing wasteland [6]. This could be off-putting to those with little to no knowledge about the franchise, alienating those outside of the existing passionate fanbase. With my experience of the game however, this was not an issue, as going in I too am not familiar with the previous games and had no issues understanding what was happening in my environment, and the game does not expand or touch on any previous events or test prior knowledge. 
Considering the impact of nostalgia on video games success, Once Upon and Game theorises that nostalgia has associations with present feelings, connectedness, and indicates strong associations with challenge and enjoyment [7]. We can determine that this idea of marketing on nostalgia has limited success for Fallout Shelter, as their prior audience are not mobile gamers since this is their first entry into the mobile market with a heavily established brand, and nostalgia will have negligible impact on this new market. However, the ESA (Entertainment Software Association) Essential Facts of 2023 indicate that 64% of gamers in the United States use their mobile phones for gaming whilst 12% of gamers limit themselves to playing only on a smartphone [8]. This shows that 52% of gamers in United States play on multiple platforms including mobile, which is why the nostalgia factor previously discussed can work to Bethesda’s benefit when marketing to existing fans. 
In an interview with Todd Howard, CEO of Bethesda, he talks about the style of the Fallout games, and how Fallout has developed a certain look and feel, creating a world that is destroyed and dark, but leans into a more sardonic narrative, aiming to be inviting and in a way comedic [9]. It is a subversive expectation of a post-apocalyptic world which is what gives Fallout its charm, and keeps its players engaged and coming back for more, and Fallout shelter follows these rules perfectly. The interior of these vaults is colourful and full of life, as the dwellers throw gestures at each other, commune, and work. The outside is desolate, with a bleak, grey and clearly destroyed world, which shows a much more obvious contrast in comparison to the prior games.
[bookmark: _Int_S3m2MVzq]The style of Fallout Shelter is the epitome of the 50s, black comedy, and rich vintage sci-fi to make it a truly unique game [10]. Adam Adamowicz, conceptual designer for Fallout 3, talks about the drive for the design of the Fallout franchise. He goes on to say, “The fantasy that’s grounded in real world elements and then elaborated and exaggerated upon, seems to work the best, and create a solid jumping off point” [10]. Although Fallout Shelter is based in the world of the Fallout games, it focuses more on the design of the Vault Boy, which is the Fallout series mascot. The vault boy originates from the game Fallout 3, as Natalia Smirnova, the creator of the vault boy and the pip-boy, discusses the work invested into bringing the ideas to life. The pip-boy is a machine used in the Fallout Series that allows the player to interact with his character. A big inspiration for the user interface of the pip-boy was green phosphorus CRT raster scan monitors [11]. Fallout Shelter is directly inspired by these influences, shown through the colour scheme used in Fallout Shelter, the bright green HUD referencing these monitors. Additionally, the introduction of the vault boy, as this was the only iconography on the interfaces of Fallout 3 [11]. Vault boy has become so iconic that he is used as the logo for Fallout Shelter, and the design of the game and the dwellers are all based on this original Vault boy design. The game utilises nostalgia, previously established narrative and deeply researched and contextual visual elements to their advantage in creating Fallout Shelter, which has culminated in a visually exciting and compelling game.
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Figure 3, Fallout Shelter Dwellers Working. Source: [14], (31/10/2023).
The game utilises a range of sounds and animations when achieving certain goals, such as in-game currency floating on the screen, or food filling up your resources. Henrik Schoenau-Fog has written about the importance of audio-visual cues and how they keep players engaged; “Sensory engagement makes players want to continue to play because they want to experience the audio (sounds, soundscapes and music), visuals (graphics and animated elements) and aesthetics as well as the atmosphere” [12]. One respondent mentioned that the audio-visual elements compelled them to continue playing [12]. Fallout Shelter is littered with small sound bites and animations after almost everything you interact with. From exploring the menus, to collecting rewards, there is a unique sound and animation for each of them.  Fallout Shelter has combined use of carefully developed audio, visuals and animations alongside their rich narrative and unique gameplay to create a compelling and interactive experience.
Fallout Shelters' overall challenge is resource management, making enough energy to keep the lights on, allowing your dwellers to work toward food and water to survive. You can achieve this by applying Dwellers to jobs that they would be good at, judging from the statistics of each dweller.
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Figure 4, Fallout Shelter Resources. Source: [14], (31/10/2023).

[bookmark: _Int_6xJlimP2][bookmark: _Int_vMcZsVlg]To avoid a lack of challenge, there are some conflicts that are thrown at the player. A blog by Brenda Brathwaite talks about conflict and its varying types in video games. Fallout Shelter makes effective use of Man Vs Environment conflict [13]. Demonstrated in the incidents that occur, such as external attacks, raiders, fire outbreaks, and infestations from Rad roaches, mole rats and Rad scorpions [14]. Fallout shelter also challenges the player with a task system, where you are given tasks to achieve, such as gaining 100 foods, having a dweller get pregnant, and exploring the wastelands. All are safe ways to encourage the player to proceed with expansion and exploration with incentives, an easy way to ensure the player is on the right path. Nick Lim discusses game rewards, and what it does for a game and how it increases player engagement. Lim shows some good examples of game rewards such as In-game currency, Loots, Power-Ups and more [15]. Fallout shelter gives Caps for completing tasks, which are the games in game current, and gives loot for your dwellers to wear and equip. It is important to include a reward and challenge system to maintain player motivation, which is important to retain player engagement [15]. But also, rewards are a great way to assist the players, help them along and make a difference between keeping a losing a player [15]. Fallout Shelter incorporates both, guiding and encouraging their players through the game. However, Lim goes on to mention daily tasks, saying “the main reason for including daily rewards for logging into the game, is to get players to log into the game” [15]. Fallout Shelter provides a small in game currency reward on daily login, however, deviates from Lim’s theory as their tasks and rewards are predetermined. In my experience engaging with the game, I found myself frustrated when unable to complete tasks, they do allow you to delete an objective but only one per day.
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Figure 5, Fallout Shelter Objectives. Source: [14], (31/10/2023).

Looking further into rewards systems, Fallout Shelter offers Lunchboxes. These are filled with random items for you the player to equip or use. Lunchboxes are also the main game purchase you can make, allowing the player to gain benefits quicker. The article Pay for Play mentions the term Pay to Win, or P2W. They discuss coined microtransactions and have conducted surveys using questionnaires about both P2W games and more sociodemographic variables which are cosmetic based. Results show that 67.9% of players questioned have purchased on P2W games, but more importantly 59.2% of players spent money to increase chances in a game [16]. This demonstrates players are willing to spend money on a free game to improve their experience, whether for cosmetic reasons or game progression. This benefits Fallout Shelters marketing strategy of a free to play game with built in micro transactions from a business standpoint. However, the fans seem to disagree. ‘Akiah’ has 161 total hours played on record and left a negative review about Fallout Shelter. They said “This is pretty funny (fun) for a while... The Achievement “Blast from the Past” needs you to find 20 legendary dwellers. These can be found in Lunchboxes... I have spent real money... but I still only have 8/20... Achievements shouldn’t have RNG (random number generator)!” [17]. The gamer Habakuk Beneke agrees by saying “...one of the achievements that unless you play 20 years in a row... you can only unlock it by spending hundreds of dollars” [18]. Reviews taken from Steam regarding the game from high investment players establish a lack of motivation due to the necessity of monetary investment, for little return. This strategy risks the satisfaction of their players, and clearly has a negative impact on the community and its engagement with the game.
 [image: ]
Figure 6, Fallout Shelter Micro Transactions. Source: [14], (31/10/2023).

During playthrough, a main note was the limitations of the gameplay after a period before the player needs to wait for current tasks or goals to be completed. This would be around 15 to 20 minutes, before I could no longer progress and had to close the game and return later. This report from Statista shows the average daily play rate of each genre of mobile games from the year 2022. The results show that simulation games, depending on the age group, have a daily average play rate between 15.9 minutes and 18.9 minutes [19]. Fallout Shelter has situated itself within the median time frame for gameplay, appealing to its players habits and thus creating a successful simulation game.
[bookmark: _Int_8HBj8Wb4][bookmark: _Int_XCZNtJQA]As previously mentioned, Lim discusses the importance of player engagement [15], but another factor to consider is replayability, and how Bethesda brings players back to play the game each day. Fallout Shelter has regular special events and holiday celebrations that change small portions of the game and add exclusive content [20]. Halloween of 2023 has added new quests, new potential costumes in the Lunchboxes, and the daily rewards are improved during this period to potentially gaining Lunchboxes and pets for free [20]. The game is regularly updated through maintenance, and the last update for the game was on October 3rd, 2023 [21]. Since this game is endless, the replay value is naturally high, however it is limited by the eventuality where there are no longer any unique rooms to purchase. The 25 rooms are unlocked slowly throughout the game but there is nothing new after those rooms are unlocked and this could discourage players from playing beyond this point [14]. We can determine Fallout Shelter is focusing more on its value through Loot boxes and visual changes to early game content, encouraging new players to download at the detriment of their established player base. 
To conclude, Fallout Shelter is driven and carried by its smart and compelling audio-visual elements, with its established history behind its design choices. The market they have entered is wildly populated with existing fans, making Fallout Shelter an easy success. The game flow of Fallout Shelter matches existing research of mobile gamers in this genre and therefore makes it an easy pick up and play game. However, it falters on its in-game transactions, locking achievements behind paywalls, upsetting dedicated fans. The game falls short entering its late game, where rooms become scarce, and rewards lack influence. Fallout Shelter allows newcomers to enter the series without intimidating and alienating the gamers who lack existing knowledge. 



























                                                                                                  
Bibliography
[1] B. Softworks LLC, “Fallout shelter on steam,” Fallout Shelter on Steam, https://store.steampowered.com/app/588430/Fallout_Shelter/ (accessed Nov. 2, 2023).
[2] Fallout Shelter - Announcement Trailer. YouTube, 2015.
[3] B. Softworks, “Fallout shelter: Free to play,” bethesda.net, https://bethesda.net/en/game/falloutshelter (accessed Nov. 2, 2023).
[4] K. Karthikeyan, “The History, Evolution, and Future of Mobile Gaming,” Gameopedia,
[5] B. Softworks LLC, “Catalog,” bethesda.net, https://bethesda.net/en/games/catalog?developer=off&franchise=fallout&genre=off&price=off (accessed Nov. 2, 2023).
[6] S. Woodrick, “A Complete Timeline of Fallout Games,” GameRant, 
[7] T. Wulf, N. D. Bowman, J. A. Velez, and J. Breuer, “Once upon a game: Exploring video game nostalgia and its impact on well-being.,” Psychology of Popular Media, vol. 9, no. 1, pp. 83–95, 2020. doi:10.1037/ppm0000208 
[8] S. Pierre-Louis, “2023 Essential Facts - Entertainment Software Association,” ESSENTIAL FACTS ABOUT THE U.S. VIDEO GAME INDUSTRY 2023, https://www.theesa.com/wp-content/uploads/2023/07/ESA_2023_Essential_Facts_FINAL_07092023.pdf (accessed Nov. 2, 2023).
[9] B. Softworks LLC, Fallout 3 - Interview with Todd Howard. Youtube, 2008. 
[10] A. Adamowicz, “Conceptual Design,” Fallout.Bethesda, https://web.archive.org/web/20080517105116/http://fallout.bethsoft.com:80/eng/vault/diaries_diary4-5.14.08-pg1.html (accessed Nov. 2, 2023). 
[11] I. Pely, “Design and Development of the Pip-Boy Model 3000,” Fallout.Bethesda, https://web.archive.org/web/20080629125717/http://fallout.bethsoft.com/eng/vault/diaries_diary2-10.24.07.html (accessed Nov. 2, 2023). 
[12] H. Schoenau‐Fog, “The Player Engagement Process – An Exploration of Continuation Desire in Digital Games,” Think Design Play, 2011. 
[13] B. Brathwaite, “Types of Conflict in Games,” GameDeveloper, 
[14] B. Softworks LLC, Fallout Shelter. Bethesda Softworks, Aug. 12, 2015 
[15] N. Lim, “Using Game Rewards To Increase Engagement,” Sonamine,
[16] B. Lelonek-Kuleta, R. P. Bartczuk, and M. Wiechetek, “Pay for play – behavioural patterns of pay-to-win gaming,” Computers in Human Behavior, vol. 115, p. 106592, Oct. 2020. doi:10.1016/j.chb.2020.106592 
[17] Akiah, “Not Recommended,” Steam Community. Oct. 13, 2023 
[18] H. Beneke, “Not Recommended,” Steam Community. Oct. 22, 2023 
[19] J. Clement, “Average daily time spent by users worldwide on mobile gaming apps from October 2020 to March 2021, by age group.” Dec. 1, 2021 
[20] P. Wilhelm, “Sales, giveaways and spine-tingling quests come to fallout shelter!,” bethesda.net, https://bethesda.net/en/article/4VETEimULZ0c23FY2yr8Yn/shelter-fallout-day-2023 (accessed Nov. 2, 2023). 
[21] B. Softworks LLC, “Fallout Shelter - apps on Google Play,” Google, https://play.google.com/store/apps/details?id=com.bethsoft.falloutshelter&hl=en&gl=US (accessed Nov. 1, 2023).

	
	
	 1



image4.jpeg




image5.jpeg
", Have 3 Male and Female couples

7 dance in the Living Quarters





image6.jpeg




image1.jpeg
4 .S’Imlta 1=
@ =

ENTER VAULT 503

_y7




image2.jpeg
ASE STAND BY—
&$r$ |

= =
Tur on the resource bars at the top é

the screen for more details on
your resource sforage.

0





image3.jpeg
&2,116 ﬁ

® Imslllludnpet What

about you?
) V\ : @ \‘(%I .

o f]m





