
 

Game Review:  Albion Online 
Turn around and walk away….quickly 

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

 

Very rarely is there a game that has no redeeming categories.   Most games have some things you 

like, some things you don’t like, and then some things that you just shrug your shoulders at and 

accept.   Albion Online is a game that has no qualities that I enjoyed. 

I played early in the Alpha, and I found that the game wasn’t anything they advertised.  The 

developers of the game, Sandbox Interactive, advertised the game as a full sandbox game.   Low and 

behold, within the first hour of testing I found that there was both open zone housing, and 

instanced housing.  This immediately killed the game for me.  I wasn’t interested in playing a game 

with like 16 bit graphics that had safe zone housing. 

Another thing about the game is that its full loot.  I’m ok with full loot drop games; however, items 

that you buy with your founder’s pack are also full loot.   This is completely a WTF moment for me.   

If you are going to sell founders packs, and give people items, then it only makes logical sense for 

these items to not drop upon death.   Maybe it’s just me, but it seems underhanded to sell something 

temporary like this.     

I also find games that change their pricing models after they have collected money during their 

“alpha” testing.  To tell people that the game was going to be free-to-play no doubt drove some 

customers to join the game, thinking that their free to play friends would be able to join them.   

Additionally, they made the decision to extend their “closed beta” by another six months.    

Things like this are the reason I continue to speak out about paid Alphas.   Games are best tested by 

people who have a vested interest in helping the game company release a superior product, not by 

gamers who have the money to trial play a game before its release to the entire market.   

Additionally, a six month push on a game hitting closed beta means that the game wasn’t ready for 

distribution, but it also indicates a ploy to sell more founders packs. 

As this is the first stab at an MMO for Sandbox Interactive, I will give them at least one kudo for 

their idea.   The concept of having a single game across many platforms (Windows, Mac, Linux and 

Android) and having the entire game on a master server, reminds me of what CCP did with Eve.   

This is truly the step I think more games need to go to, instead of having different servers that 

eventually corrode and die. 

On the top of corroding and dying, it is 11 February 2016, and my prediction is that Albion Online 

is going to be one of those games that just never releases.    It will spend until 1 August 2016 in 

Close Beta, and then it will get pushed again, and then again, until eventually some other new game 
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hits the market and the Founders just wither away, never getting a full released game for their 

investment.   After all, 60,000 founders at between $29.95 and $99.95 is a lot of money and should 

have pushed the game into final production.  You’re talking about at least $1.8M and probably closer 

to the $3M mark. 

If you are already in this game, I’d love to hear your insight as if you like it or not.  If you aren’t in 

this game already, I highly recommend you do a lot more than just casual research into this game 

before you decide to try it out. 
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