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Limbo 
Limbo, developed by Playdead and first released on July 21st, 2010, for the Xbox 360 [1], is a puzzle game with horror elements mixed in, according to ThatGuyGeln on YouTube, Limbo is inspired by the Latin word Limbus, which means edge or boundary and Arnt Jensen chose the name Limbo to reference the edge of hell, which is also the setting for the game [2]. The controls for this game are quite simple, movement, jump and action are the only controls found in Limbo, which Arnt Jensen said on the Hanging on Limbo interview “Yeah, it is supposed to, we talked about being able to catch people’s attention from the very beginning” [3] 
The visual style for this game is unique, the game uses only black, grey, and white colours to create an eerie atmosphere with the world you play in and having a sense of mystery both for your character and for the characters you meet along the way. The background and foreground in Limbo are both unfocused and blurry, while the character and the terrain you can interact with are focused and are not blurry, showing a good contrast of what the player will be able to interact with throughout the game and what they cannot interact with. 
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There are many different puzzles found in Limbo which will challenge the player in different ways, for example, early in the game you will come across a giant spider enemy, which will attack you if you stand still near it. Behind the player and just before finding the spider you will find a bear trap in a high up place that the player cannot reach, when the player dodges the spiders attack it will slam its leg into the floor and the screen will shake and a sound will play too. The player must dodge 3 attacks from the giant spider to make the bear trap fall from the tree, which a sound effect will play when this happens, and then the player uses the bear trap to catch the legs of the giant spider to make it run away. This makes the player pay attention to their surroundings and what they can and cannot use in the moment as stuff later may allow them to use objects previously found in the game. 
 

Not too long after this the player will encounter the spider again, but this time it will tie you up in a ball of web and leave the player hanging in the air, the player must free themselves by wiggling back and forth, then they continue traversing the area while stuck in the webs, their controls are changed so the player cannot use the action control and moving will have you hopping instead, but the player can use the jump control to do much bigger hops. The puzzle in this section has the player balance on a giant boulder in which they need to stand on the right side of it to make it roll forward, while also having the spider chase them too, limiting the players controls allows for puzzles like this as they change up the gameplay for a unique experience. 
 
Another type of puzzle the player will encounter will put a small insect on the players head and force them either left or right without stopping, the only way you will change direction is when the small incest runs under a bright light, which it then will turn around and run in the other direction, the player in this state can still use both the jump and action controls, which is used during these puzzles to jump towards light sources to turn. The only way the player can get the insect of their head in by having it run under a creature found in the ceiling, which it will then eat the smaller insect once the player has gotten close it the mouth. This type of puzzle may be confusing for new players of Limbo as they might not understand why they suddenly lose control of their characters movement and why they keep turning around without their input, which may lead to frustration from the player.  
The target demographic for Limbo seems to be teens to adults, as some of these puzzles are more complicated than other puzzle games, also the horror elements found in this game may scare children more than teens or adults, which in turn will lead to an older target audience, this lines up with the PEGI and ESRB rating which are 18 and Teens respectively. [4] [5]  
The sound design in Limbo is also very different from most games, which you will notice early on, there is little to no background music playing during the game and instead there is more surround sounds that naturally play like bugs/insects, footsteps or the sound of machines working. The game director for Limbo, Martin Stig Andersen, did this on purpose while composing the soundtrack for Limbo [6] to enhance the atmosphere, tension and immersion for this game. Martin Stig Andersen said in an interview with The Art & Technique of sound design said he chose the sound design for Limbo “to emphasize silence and subtlety in the ambiences, and to avoid music that would manipulate the emotions of the player and that “he wanted the sound to suggest a distant, enveloped, and secret world” [7] 
The level design in Limbo is also different from most puzzle games as the game is one continuous level the player goes through, there are 39 chapters in Limbo, but the game does not say when you start a new chapter or when you finish the chapter you are on, instead these are mainly used as checkpoints for the player, as they can use the pause menu to load the chapter they are currently in again or they can access and chapter after completing the game. In an interview named Hanging in Limbo, Arnt Jensen and Dino Patti talked about the levels and said “we knew it was important to have fun while playing it, or else it didn’t matter. We couldn't save it with graphics and sound, so we really put a lot of effort in making the boy controlling as we wanted, and having good puzzles, and just making this blocky graphic fun to play”. [8] 
Limbo does not have a life system like most platformers; the player can die as many times as they like but they will still be able to continue with the section they are on, described by the developers as trial and death. “This Concept is that the players need to die in order to figure out the puzzles and thus progress in the game” [9] 
Limbo does not have a time limit per game either, or a point system too, you can complete the game at your own pace and not need to worry about finishing the game as fast as you can. There are lots of things that the developers intentionally left out of the game during development like multiplayer, different difficulty changes and extending the games length. Arnt Jensen, in the Hanging in Limbo interview talked about no traditional game features in Limbo and said “I insisted on having very few elements and no inventory. Dino was like, What? It is an adventure game. There should be an inventory” and added “I just kept insisting on it, and I kind of knew that when we had the right mechanisms, we could always make it deeper and deeper” [10] 
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Some levels found in limbo are a little more challenging that others, take the level seen in the image above, the player must quickly go across the letters on the hotel sign without stepping on the light up sections, otherwise they will die and respawn on the hill to the side. The “H” Letter needs to be well timed as the window to get across without being zapped is very tight and will most likely take the player several tries, the rest of the letters aren’t as difficult as the letter “H” but it is still a challenge for new players as they will learn the correct timing to make it across. 
Another instance of challenge found in Limbo is not too long after the hotel sign part, the player will have the little creature on their head, restricting their movement and they will need to press a floor button, then intentionally slow down while running so a box can drop from a crane, then quickly jump onto it then jump over a spinning saw blade. This can be challenging as it required you to quickly use the limited movement controls to slow down and stall while waiting for the box, which the player has not needed to slow down before this section, the saw also needs to be perfectly jumped over as if the player is too early or too late, they will die to the saw. In the Hanging with Limbo interview with Christian Nutt from Game developer, Arnt Jensen and Dino Patti talked about how they let people play test the levels and then they both “watched them and saw if they had any problems. That was it. Could they solve the puzzles? What could we do to make it easier to solve them? Or harder, if it was too easy” helping with development. [11]  
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The game flow of Limbo is a mix of good and bad, on one hand the game flow is very good, the atmospheric environment mixed with the puzzles evolving and changing throughout the game makes it fun for the player to traverse, even with the simple controls. On the other hand, the games trial and error style of gameplay can often break the seamless flow between the different puzzles and levels as the player could get stuck on a particular puzzle for an extended period of time, leading to frustration from the player and disrupting game flow, but the game flow really comes down to the players personal experience. 
Since Limbo is a puzzle game, there is not too much replay value for most people as after one playthrough the player will know how to complete each puzzle, they may still struggle with the puzzle, but they lose the sense of accomplishment knowing the solution beforehand, some people will still play the game again as they enjoyed it lots and just want to play through it all again. Limbo does include 13 achievements, which for people who like to collect them gives the game more replay value to them. 
These achievements most likely won’t be completed by casual players, some of these 13 achievements will be naturally completed during the gameplay of Limbo, but some of them make the player go out of their way to find them or already knowing the puzzles for easier completion, giving Limbo not much replay value for most players, but more replay value for those who like to collect achievements or who just want to play the game again.  
People who want to go out of their way getting these achievements do it for a sense of accomplishment, according to Kregian Vareare Miral on Medium, “Developers have learned how to utilize the value of trophies and achievements in real life and place them in games to help make a gamer’s progress and prowess tangible, since the brain does not differentiate real-life and virtual accomplishments, it releases the feel-good chemical called dopamine to reward us” [12] which in turn makes the player feel good about getting them, making them want to get more. 
The game has multiple aspects that can be seen as positive or negative, one of the most common things talked about with Limbo is the art design and atmosphere, most people who talk about it whether it is a YouTube video or a review talk about just how amazing the art design and atmosphere of Limbo is, the dark, eerie atmosphere of the game is one of its biggest strengths amongst the people who have talked about it, it makes the game feel mysterious at all times especially with the silence in the storytelling throughout the game. There are not too many negative things about the game as it is a very strong puzzle game in its own way, but one thing that seems to be a negative is the puzzles feel either too easy or too difficult with no in-between, the controls aren’t the smoothest they could be and the biggest negative I have seen online is the slow speed of the character, which makes the game boring to play through.  
Overall, Limbo is a very unique game of its genre, a fully black and white game makes it stand out from the rest of puzzle games, the atmosphere created with the sound design used throughout the game makes it tense and keeps you on the edge of your seat while playing. Some aspects the player may find annoying or difficult, especially playing through for the first time, but with how forgiving this game is with checkpoints, the trial-and-error nature of it makes it more rewarding completing puzzles you get stuck on. 
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