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[bookmark: Summary]Summary
The following documentation is an introspective review regarding the game: FAR: Lone Sails. Within the contents of this review you will find analytical reports regarding the games Features, Capabilities and Content. Details depicting the game flow, mechanics and any other relevant information can be found within.
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[bookmark: Genre]Genre
At first glance, FAR: Lone Sails might remind you of similar games like ‘death stranding’, where the games protagonist finds themselves traversing the desolate landscape to achieve their end goal. FAR: Lone Sails is a single-player side scrolling vehicle adventure game. In a unique industrialist vehicle, you travel across a dried-out ocean following the tracks of a once thriving civilization. Instead of your typical simple platforming puzzle games; FAR: Lone Sails bolsters a unique element where you find yourself piloting a large contraption that can be driven by both a fuel-guzzling combustion engine and/or set of collapsible sails simultaneously. The game was published by ‘Far the Game’ studio on the 2nd of April 2019 with the intended demographic being casual game players aged 3+ with a game age skill rating of 10+ years old.[1] 
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Visual Style
FAR: Lone Sails boasts a uniquely interesting visual projection displaying a mostly idyllic monochromatic colour palette with some aspects of colour to be seen in various game states; this paired with the games 2.5-Dimensional visual play on camera angles demonstrates the true craftmanship that went into developing such game features and characteristics.
[image: ]The partial use of variety in colour is what provides FAR: Lone Sails with the capability to draw the players attention to what is most relevant on the screen at any given moment in time whilst playing.
(Figure 1. The Okomotive) [3]
As can be seen in the image above, the monochromatic colour palette with hints of colour previously mentioned can be seen. FAR: Lone Sails is an excellent example of the use of colour theory. 
“The elements of a game scene forms a natural hierarchy of importance. For example, the player, followed by enemies, followed by interactive objects, followed by background elements. Color can help make this hierarchy visually clear. In visual works, such as painting and film, this principle is used to guide the viewer’s visual focus to what is important. In interactive works, this is even more important, because it helps the player figure out what to do: where to go, who to attack, what to pick up.
Value, saturation and hue can all be used to distinguish important elements.” [4]
FAR: Lone Sails use of an evolving/consistently changing colour scheme manages to effectively contribute to the sustained grasp of the players attention and contributes significantly to the telling of the game storyline depicting a sense of progression to those wary enough to notice. The game uses commonly understood colours for objectives for example: Red being used for explosive barrels to depose a sense of potential threat or danger and another example being the use of Blue for the energy storage container giving a feeling of warmth and safety given its electric glow providing light even in the darkest moments during gameplay.
[bookmark: Audio_and_Visual_Impact]Audio and Visual Impact
Far: Lone Sails demonstrates a relatively simplistic stream of particle effects, whether it’s the use of fire particles to demonstrate a system has caught alight and needs to be extinguished or the use of the ‘Steam Chamber’ that depicts the remaining system power capacity: the games choice of visual feedback seems to be lacking anything particularly revolutionary.

Despite the visual effects not having much of a significant impact, when playing FAR: Lone Sails you are entranced by the series of audio effects; be it from the sound of the consistently everchanging weather or the slight whir that is made by the vehicles integrated modular suction device. 

Particularly speaking, when triggering the vehicles on-board refuelling station, you notice a glimmering glow shine brightly through the tubes connected to the vehicle engine fuel storage. When triggered correctly using cargo the storages current capacity will also grow giving a similar fluorescent glow as that given by the connected tubes.
FAR: Lone Sails intuitive game design is a key element to the flow of the game and playability. The elements of audiological and visual feedback are astonishing. As mentioned by Bob Bates in his book ‘Game Design: The Art & Business of creating games’:
“The basic interaction between a player and a game is simple: I do some-thing. The game does something in response.
This feedback is what distinguishes a game from every other form of entertainment. It’s the interactivity that makes our games unique – with-out it, the player would just be watching a movie on a screen.” [5]
The game takes this key requirement of player feedback and has clearly designed the game from top to bottom ensuring that at every step of the journey taken the player is immersed in a series of rewarding challenges and obstacles to sustain this attention with meticulously designed feedback loops including but certainly not limited to the vehicle modular health system that needs to be consistently monitored or the weather effects that occur at random periods. FAR: Lone Sails never struggles to grasp the players immediate attention.







[bookmark: Game_Structure]Game structure
When playing FAR: Lone Sails you immediately realize that this is a game of tranquillity, peace and at times destruction. You find yourself incapable of death regardless of whether you’re standing in direct proximity of the exploding barrels when triggered.
The game supports a relatively simplistic time-based system in which you must maintain your power and pump excess steam stored within the chamber, in the event of an over-build-up of steam the engine will explode and cause the player to need to undergo essential maintenance to get the system back to a functional state again. 
Each vehicle module displays its own ‘health bar’ that can be monitored via the right side of the players personal vehicle at any given point during playtime and each module has 3 tiers of health being what we refer to as: ‘Good’, ‘Damaged’ and ‘Unusable’. When a module is in a “good” state this means that the device is completely and utterly functional requiring no maintenance. If a module happens to reach a “Damaged” state thus causes the device to lose some form of functionality and gives a sparking particle effect, in the case of the engine and sails above for example, those lose their capability of automated full power. When a module reaches a health state of “Unusable”, typically following the state of “Damaged” the device will combust and explode triggering a fire-like particle effect that depicts that the module is currently in such a state and requires repairs.
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At the beginning of the game, very little information is mentioned regarding what you’ll be doing or why you’re doing so but having played the game through the roughly 3-hour long storyline you’ll find yourself driving like a pro and by the end you’ll notice how and why.

FAR: Lone Sails is a game that can be played at an incredibly slow or rapid pace. Given that the game does not bolster much of a challenge with a very limited variety in objectives including and mostly limited to: Extinguishing fires, repairing faulty modules, restocking cargo bay and refuelling the vehicle it is recommended that you play this game at a speed that suits yourself. Be wary though as although the game itself does not offer much difficulty in the sense of progression and/or difficulty it does happen to have a hidden achievement to be completed within 99 minutes or less. Achievable only by those that prioritize efficiency over gameplay quality.

It's full of tense, nerve-building scenarios that keep you nimble and on your toes, to ensure that your power-guzzling/sail-powered hybrid vehicle continues to run as you traverse across a once lively world. Buried between these challenges you have moments to adore the picturesque scenery and peace. The calm times where the winds are steady allow you to unfurl your sails and simply glide the barren ocean.

Most of the time spent playing FAR: Lone Sails will be within the vehicles guts as it churns its way through the seemingly barren post-apocalyptic lands, the cause of which never explained via the game storyline. Consistently feeding lots of fuel into the machine’s tank and dumping excess steam pressure when appropriate to receive a speed boost.

FAR: Lone sails isn’t just a travelling game. Between the open long stretches of road that are often filled with hazardous obstacles, weather and occasional blockades in your way. You often find yourself completing various platform puzzles that require you to exit the safe confines of your vehicle to unlock gates and drop bridges before it allows you to proceed to the following chapter. This method of discrete levelling is a perfect example of breaking the game pace nicely to offer occasional shifts in tempo and challenge.

What was most interesting about how FAR: Lone Sails is how it silently teaches the player how to play the game – things start off simple, so simple that in the beginning you are equipped with only your engine and the winches. The game allows the player relatively adequate volumes of time between each modular vehicle upgrade to allow themselves to come to grips with the mechanics and features being implemented very nicely. It is not only beneficiary that the game introduces the game mechanics at good pace but it’s also nice to see that the game complexity grows as you become more comfortable and is massively rewarding to see it change and grow as you progress throughout the game. 


The games slow growing levels of complexity and intensity are a perfect example of utilizing the Theory of Flow [2] published by Mihaly Csikszentmihalyi in the 1970s to create an optimal experience. The game allows the players to adapt and develop progressively and exponentially throughout gameplay using a series of multisensory effects to engage the players and immerse them within this picturesque experience. The game manages to consume the players complete attention effectively through these multisensory effects and challenges throughout allowing to reach that state of flow. These techniques being used of ever-increasing complexity and intensity are what allow players to sit and complete FAR: Lone Sails in a single sitting.
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Far: Lone Sails does not offer anything significant value in terms of replay value, a significant majority of the achievements are obtainable simply by playing through the games story. Each achievement feeling as easily obtainable as the last although be wary as the game offers a hidden achievement to be completed within 99 minutes of gameplay or less; an interesting challenge for many speed-runners alike.
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Conclusion 
To conclude this analytical review of FAR: Lone Sails it must be noted that the game respectively has a significant valuation of pros to cons and is a must play to anyone considering/open to the genre. The elements of resource management due to scarcity of fuel was a key element to the enjoyability of this game although it must also be noted that in terms of Cost : Playtime ratio the game is relatively over-priced on the basis that play duration spanned no longer than 3 hours for the slowest of players. This previous point coupled with the fact that it doesn’t show much promise in terms of replay value are the core valuating factors that should be considered prior to purchasing of the game.
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