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Game Review:  Archeage 
We married it; for better or worse 

By: C.J. Walsh a.k.a. Jahlon 

 

Ever been to a restaurant and you look at the menu and it has this killer picture of some signature 

dish and you think to yourself “Yes!  That is what I want.”   So you order it, and it comes to the 

table and it looks close to the picture, but not identical?   It still looks really good so you dig in, but 

then you find that the fries are only ok and the sandwich is only ok.   When you are done, you find 

that you are full, and that it was an ok meal, but you aren’t totally impressed.   You look at the 

picture on the menu again, and you think about how you felt when you saw it thinking it would be 

the best meal of your life, only to get to the end of the meal feeling like you were let down.   That’s 

let down feeling, that’s Archeage.   

Archeage had, and continues to have, the potential to be one of the best MMOs on the market; 

however, continuous mismanagement of the product has led to thousands of players leaving for 

other games, and in this game market, once you lose a player it become very difficult to win them 

back.  For me to have anything bad to say about Archeage really hurts because Archeage is 

Paradox’s flagship venue, so we have a vested interest in seeing it be successful.  I will not, however, 

sugar coat any game for any reason, so here we go. 

Archeage is sold as a free-to-play, open world sandbox MMO.  The truth of the matter is while 

Archeage as a free-to-play game is totally possible; it is very difficult to do.   The XP gain is slower 

and the labor regen is only while online, so both common methods of grinding are removed from 

the free to play player.   Additionally without Patron a player cannot pay taxes so they cannot place 

land, and they cannot renew it when it comes due.   These are all the impressive parts of Archeage, 

so without Patron you are missing them.   

I also would not classify Archeage as a sandbox; instead I would classify it as a sand-park.  I say this 

because in a sandbox game anything should be possible, however in Archeage this isn’t the case.   

There are still safe-zones where PvP is one sided, there are still restrictions for how PvP can take 

place, there are limitations and other bizarre engagement rules when PvP does take place, there are 

rules for house and structure placement.   So while it has flavors of a sandbox, the rigid structure 

which those flavors reside in make it closer to a theme park then a true sandbox.  

So, since this game has been around for a while, let’s break it down into the good, the bad and the 

ugly. 

The Good: 

First and foremost Archeage is fun.   The PvE material in the game is first-rate.   The fact that one 

character can spec into any of 10 trees and rotate their builds as needed makes it a refreshing change 
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from some of the games where you are locked into your tree selections.   This flexibility is amazing 

for never being without a tank or a healer or some other critical function.   There is a ton of content 

for a single player to engage in, while at the same time being a good game for a larger guild to play 

in.   There is a wide array of things to do from 3 person dungeons to 10 man raids to 50 man open 

world events.   There is also single stuff to do like manage farms, run trade packs, or craft. 

The crafting in the game is very well done from a common sense approach; however, in the bad I 

will talk about why people hate crafting. 

The graphics are beautiful, the gameplay relaxing, the soundtrack is amazing, so it has all the 

makings of a game that should have taken the market by storm and secured itself as the number one 

game in North America.   So what went wrong?    

The Bad:  

The game is every gear dependent, and worse off, it’s RNG dependent as well.   A player with top 

notch gear can easily wipe up four to five poorly geared players in a matter of seconds.   

Additionally, in the game is a system called regrading, which basically amounts to investing gold into 

gear and “hoping” that it goes up in quality.   Even if it does, there is no chance that on the next 

attempt it won’t fail and revert back to a lower level.   Even more frustrating is the fact that after a 

certain level it breaks on a fail, which keeps most people set in a certain quality of gear. 

Additionally, Trion has raced the game through too many versions too quickly.   This game had a 

natural progression in Korea, but it has had an artificial progression in NA.   Additionally, there has 

been such little time in-between that the natural evolution of guilds hasn’t taken place, and this is 

clearly visible by the fact that most servers have a single dominant guild and several smaller guilds 

trying to figure out a way to survive. 

Finally, Trion seems to be making a lot of stupid mistakes when it comes to publishing their game 

and how they interact with their community.    It seems like they have no idea what’s really going to 

happen in the next patch, they just throw some notes out and hope they are good enough.  Then 

when the community manager does come to the forums and talk, she literally has no idea what she’s 

talking about and she seems to enjoy being bitter to the community.     

The Ugly: 

The cash shop.   This game is very pay to win, and it’s pretty clear Trion is using Archeage as their 

cash cow.   That regrading I spoke about, well it is made easier by regrade charms, and the best of 

these come from the RNG boxes that are sold each month.  Additionally, players can sell APEX 

that they can buy for $10 each real world and then sell on the AH for gold.  While this is good 

because it allows players who cannot pay their subscription to pay for their subscription in gold, it 

still means that some players can just swipe their Visa and get ahead. 

http://www.paradoxgaming.net/


 

© Paradox Gaming Network, 2016 
http://www.paradoxgaming.net  

Next is the way the guild progression has gone.   Guilds are locked at 100 members now, but that 

doesn’t stop guilds from creating overflow guilds.   Additionally, the mechanic introduced to make 

Guild vs Guild wars fun again (Dominion) is totally broken.  Dominion is about whom gets the first 

tag on a player, not who gets the kill, and you can receive outside heals while participating.    

Basically it’s about who has the most healer friends not in your guild.    

Server merges are going to have to happen and the last round of them were a nightmare.  People 

aren’t going to be able to get the same land that they had previously, so they are going to wind up 

quitting because of it.  It happened last time, it will happen again.     

Finally, the gear gap is so insurmountable that people quit because of it.   Certain guilds have certain 

world bosses on farm.  Those world bosses drop gear that makes a huge difference in PvP.  What 

then occurs is because one guild vastly out gears the other one, nobody wants to go and fight the 

super guild.   Slowly the population of this game is dying as new games come out that offer promise 

of more balance.    

Final Thoughts: 

With a different implementation plan, Archeage could have, would have, and should have been a 

more powerful force in the MMO market.    Sadly, this seems like game where everyone thought 

they wanted it, but in the end it turned out to be another cash shop grab.    It will provide you 

countless hours of fun, if you put some effort into it and link up with the right guild, even as a free 

to play player. 
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