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			Introductıon

		


			“Every game has its flaws, but where does Elden Ring fall short?”

		


			
			

		


			Elden Ring, a game that captured the imagination of millions, arrived amid a whirlwind of anticipation. Its release was not just a gaming event; it was a cultural moment. Fans and critics alike hailed it as a masterpiece, but no game is without its flaws. In this exploration, we delve into those less-celebrated aspects of Elden Ring, shedding light on where this juggernaut of a game might have missed the mark.

			The Hype Train

			The hype surrounding Elden Ring was unparalleled. From teaser trailers to fan theories, the buildup was intense and incessant. This wasn’t just another release; it was the next big thing from the creators of Dark Souls, a franchise renowned for its punishing difficulty and intricate world-building. But does hype set unrealistic expectations? We’ll explore this phenomenon and how it shapes our perception of games.

			Objective: A Critical Lens on Elden Ring

			Our goal here isn’t to diminish Elden Ring’s achievements but to provide a balanced view. We aim to dissect its perceived shortcomings critically and constructively. From gameplay mechanics to narrative, level design to player experience, we’ll cover the areas where Elden Ring, despite its brilliance, might not have lived up to the towering expectations it set.

			Playing Elden Ring: A Recommended Experience

			If you haven’t played Elden Ring yet, we highly recommend doing so before diving into this analysis. Experiencing the game firsthand will make this review more relatable and insightful. However, if you haven’t played the game, don’t worry—there’s still much to learn from our analysis.

			Spoiler Alert: This book will discuss specific gameplay elements and plot points in detail.

			The Myth of Perfection

			Is Elden Ring truly a 10/10 game? While many think so, we argue that it falls short of this perfect score. Aspects like enemy movement, enemy placement, and world design, among others, add a layer of ‘cheese’ that detracts from the overall experience. 

			I understand the allure of passionately defending a game you love, even if it’s flawed. I, too, find enjoyment in games that might not tick every box of perfection e.g. Detroit: Become Human. But let’s be honest here. Can we genuinely label Detroit a 10/10 experience? Is it fair to rate it as perfect when, in many aspects, it feels more like an interactive narrative than a traditional game? It’s an enjoyable narrative experience, more akin to an interactive movie than a game in the traditional sense.

			It’s somewhat hyperbolic to question if Detroit: Become Human even qualifies as a game, but this exaggerated stance serves a point. Take Tetris, for example. It’s a game in the purest sense – simple, straightforward, and undeniably a gaming experience.

			Now, a quick disclaimer: My criticism can get more towards the roast side. This is because I genuinely love gaming. When I see baseless praise, especially from those who seem to lack a deeper understanding of what makes a game truly great, it’s frustrating. Take the oft-heard claim that Elden Ring is the best FromSoftware game, celebrated for its open world. Yet, many who sing these praises end up fast-traveling across this world, relying on guides, and repetitively engaging in the same dungeons, grinding on spots. This behavior contradicts the very aspect they laud – the open-world experience.

			So, to those enthusiasts: let’s tone down the hyperbole. Let’s move past the blind adoration and look at Elden Ring with a more critical, discerning eye. 

			(SHUT UP NEEK!)

			This isn’t to diminish Elden Ring’s achievements or the enjoyment it offers. It’s more about being honest in our assessments. Liking something, even loving it, doesn’t necessitate blind defense of its flaws. It’s like the debate over pineapple on pizza. You might love it, and that’s perfectly fine, but declaring it the epitome of pizza perfection is another matter entirely.

			
Understanding Game Design

			In the following sections, we delve deeper than just surface-level criticisms. We aim to understand the design choices in Elden Ring, comparing them with industry standards and other FromSoftware titles. By doing so, we hope to provide a comprehensive view of what makes a game like Elden Ring tick, for better or worse.
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			Gameplay Mechanics – The Hidden Frustrations

		


			“Elden Ring’s battlefield: Where skill meets frustration. But is the frustration part of the charm?”

		


			
			

		


			The world of Elden Ring offers a rich tapestry of challenges, but not all of these challenges are created equal. Often, in gaming circles, the mantra “Git gud” (get good) is tossed around as a catch-all solution to any gameplay difficulty. However, in Elden Ring, this advice feels less applicable, less helpful.

			As I embarked on my journey into the world of “Elden Ring,” the first thing that struck me was its breathtaking beauty. The landscapes were a canvas of artistry, a testament to the vision of its creators. The transition of Souls games into an open-world setting was like stepping into a grand, yet foreboding dream. But as I soon discovered, this dream was laced with nightmares.

			I recall my first encounter with the Giant Crayfish in Liurnia. There I was, a lone Tarnished, navigating through mist-shrouded landscapes. The serenity was deceptive. Suddenly, a monstrous crustacean emerged, its pincers snapping with murderous intent. Its spit, an acidic insult, landed on my character’s face. I remember muttering under my breath, “This isn’t just a game. It’s a battle for survival.”

			Fighting the Giant Crayfish was nothing like facing a boss. It was unpredictable, chaotic. In “Elden Ring,” even the lesser creatures demanded respect, or they would swiftly teach you humility. I learned that the hard way. Each battle was a dance of death, and I was barely keeping up.

			I remember thinking, “Why are these creatures so hard to beat?” The game’s mechanics were a puzzle, each enemy a unique piece. The Giant Crayfish, with its relentless assaults, was a lesson in patience and timing. But it was more than just a game mechanic; it was a test of will.

			But it was the Revenant that truly tested my mettle. A phantom of fury, it teleported with a grace that belied its savagery. Ten hits in rapid succession – it was a whirlwind of steel and malice. “What madness drives this creature?” I wondered aloud, my character barely surviving each encounter. The Revenant was not just an enemy; it was a manifestation of the game’s ruthless nature.

			The reward for defeating such foes often felt meager. “Is this all I get for my struggles?” I questioned, staring at the meager spoils. The game’s reward system seemed almost mocking in its frugality, a stark contrast to the grandeur of its world.

			Amidst these battles, I often paused to reflect. “What is this game trying to teach me?” The answer was as complex as the game itself. “Elden Ring” was not just about defeating enemies or conquering bosses. It was about the journey, the experience of overcoming adversity, and the thrill of the unknown.

			The further I delved, the more I felt a sense of disillusionment with certain aspects of the game. It wasn’t just the Giant Crayfish or the Revenant that tested my patience; it was the overall combat design that started to feel unbalanced and, at times, unfairly punishing.

			I found myself questioning the ambition of the game’s design team. The combat didn’t seem to have the intricate synergy I had expected. In a world so rich and diverse, the integration of different combat styles felt lacking. Stealth and magic, for instance, didn’t seem to hold their weight compared to melee combat. I couldn’t help but think that the game might have been better served by focusing solely on melee, without the need for Torrent, the spectral steed that felt more like a convenient afterthought than a necessity.

			Then there were the Spirit Ashes. These summonable allies, meant to aid in battles, seemed like a shortcut to a more sophisticated combat design. Instead of creating a system that required thoughtful strategy and skill, it felt like the developers had taken an easy way out. The Spirit Ashes, in a way, diluted the challenge, offering a solution that felt less rewarding.

			This reminded me of Siegmeyer of Catarina from “Dark Souls.” You know his story, no? In “Dark Souls,” every victory felt earned, every battle a testament to your skill and strategy. But here, in “Elden Ring,” with the Spirit Ashes always at the ready, that sense of triumph was somewhat diminished. Kind of enjoyment filter.

			It brought to mind Tyler Durden’s rules in “Fight Club”: Only two guys to a fight, one fight at a time, NO SHIRT, NO SHOES. Wretch class - starting with the bare minimum - would have been more satisfying.

			But as I continued to play, I found myself missing that stripped-back, straightforward challenge. The essence of “Elden Ring” seemed buried under layers of unnecessary complexity and unbalanced mechanics. The pure joy of overcoming a difficult opponent was overshadowed by the feeling that the game was holding back, that it wasn’t pushing me to my full potential.

			While I admired the world of “Elden Ring”, I couldn’t shake off the feeling that something was missing. The thrill of a well-earned victory, the satisfaction of overcoming a seemingly insurmountable challenge through skill alone - that was the essence of what made Souls games captivating. And in “Elden Ring,” amidst its beauty and grandeur, that essence was, at times, lost in translation.

			Enemy Attacks & Telegraphing: A Closer Look

			First, it’s crucial to understand what we mean by ‘telegraphing.’ In gaming, telegraphing refers to the visual or auditory cues that an enemy gives before executing an attack. These cues are essential as they allow players to anticipate and react accordingly, turning combat into a skill-based dance.

			The combat often transitions from a strategic dance to a chaotic brawl. The core issue lies in the design of enemy attacks, especially in how these attacks are signaled to the player. A frequent complaint involves ‘spazzing mobs’ – enemies that launch an onslaught of attacks, at times delivering up to ten moves consecutively, with minimal telegraphing. This not only challenges but punishes the player, often leading to instant defeat. The frustration stemming from such encounters frequently pushes players to resort to ‘cheesing’ the enemies using specific tools or tactics. This approach, while effective, detracts from the intended experience of learning and mastering combat through skill and strategy.

			To appreciate the gravity of this issue in Elden Ring, let’s compare it with its spiritual predecessor, Dark Souls 1. In Dark Souls, enemy attacks were well-telegraphed. Players could learn and anticipate attack patterns, adjusting their strategy accordingly. The game was difficult, no doubt, but it was a fair difficulty. Players rarely found themselves in situations where they would be one-shotted especially without warning. This fairness made the challenges in Dark Souls feel surmountable and, crucially, enjoyable.

			The Essence of Gaming: Fun vs. Frustration

			At its core, gaming is about fun. It’s an escape, a digital playground where challenges are faced and overcome. Elden Ring, in its quest to provide a challenging experience, sometimes forgets this fundamental aspect. Frustration, while a valid part of any challenging game, should not overshadow the element of fun.

			This isn’t to say that challenges should be diluted. On the contrary, challenges are what make victories sweet. When a player overcomes a difficult enemy or navigates a tricky section, the sense of accomplishment is immense. This accomplishment, however, should come from a fair and enjoyable gameplay experience, not from enduring a barrage of seemingly unfair challenges.

			The essence of Elden Ring’s difficulty often feels artificially inflated. Players regularly feel underleveled due to the disproportionate damage outputs of enemies. This sense of being perpetually disadvantaged creates an environment where the challenge feels forced, almost artificial in nature. Rather than a natural progression of difficulty, it appears as though the developers have ramped up the challenge simply for the sake of making the game harder. This approach to game design, focusing on increasing difficulty without a corresponding increase in fairness or balance, detracts from the overall enjoyment and sense of accomplishment.

			To address these concerns, a more nuanced approach to difficulty scaling and enemy design could be employed. The game could benefit from a more balanced telegraphing system, where enemy attacks, while still challenging, offer clearer cues and fairer opportunities for players to react. This adjustment would not dilute the game’s inherent challenge but would make it more accessible and enjoyable, aligning the difficulty with skillful play rather than reliance on trial and error or ‘cheese’ tactics.

			Additionally, a reconsideration of enemy damage outputs and player progression could create a more balanced experience. Ensuring that players feel adequately equipped to tackle challenges at different stages of the game would contribute to a sense of fair play. The challenge should stem from complex enemy behaviors and varied combat scenarios, not from overwhelming power disparities.

			Elden Ring’s approach to gameplay mechanics, particularly in combat, raises important questions about the balance between challenge and enjoyment. While the game excels in many areas, its handling of enemy attacks and telegraphing is a notable area where frustration often overshadows fun. In the pursuit of challenge, game designers must remember that the core of gaming lies in enjoyment and engagement. Elden Ring, for all its brilliance, sometimes loses sight of this, turning what could be an enthralling adventure into a test of patience.

			As we move forward, it’s essential to remember that the line between challenging and frustrating is fine but significant. Elden Ring walks this line with a shaky step, offering lessons not just for players, but for game designers as well. The game is a testament to the fact that even in a world as meticulously crafted and as richly imagined as Elden Ring, there is always room for improvement, especially in the realms of fairness and fun.

			The Complexity of Combat

			In the realm of Elden Ring, combat is not merely a clash of steel or a test of endurance, but a nuanced ballet demanding mastery and strategy. For newcomers, the journey into this intricate dance of combat is akin to navigating a labyrinth; each step is a lesson, each encounter a test. The steep learning curve presents both a formidable barrier and a thrilling challenge, inviting players to delve deeper into the game’s rich and complex mechanics. This section explores the daunting ascent new players face, unpacking the layers of Elden Ring’s combat system and its impact on the overall gaming experience.

			Steep learning curve for new players

			Elden Ring’s learning curve for new players is steep, and this aspect forms a crucial part of the game’s identity. The game does not hold the player’s hand; instead, it throws them into a world where every encounter can be lethal, and every enemy demands respect. This approach to game design serves a dual purpose. On one hand, it imbues the game with a sense of realism and gravitas, where victories are hard-earned and thus, more satisfying. On the other hand, it can be a source of frustration, particularly for players not accustomed to such unyielding difficulty.

			One of the primary reasons for this steep learning curve is the game’s combat mechanics. Unlike many contemporary games that offer elaborate tutorials and guidance systems, Elden Ring relies on the player’s willingness to experiment, fail, and learn from their mistakes. This methodology forces players to engage deeply with the game’s mechanics, understanding the nuances of timing, spacing, and enemy patterns. However, this same methodology can be overwhelming for new players, who might find themselves repeatedly defeated without understanding what they’re doing wrong.

			Furthermore, Elden Ring’s vast array of weapons, spells, and skills offers a plethora of combat styles and approaches. While this variety is a boon for replayability and player expression, it also adds another layer of complexity for newcomers. Deciding on a playstyle without fully understanding the implications of each choice can lead to suboptimal experiences, where players are ill-equipped to handle the challenges thrown at them.

			Moreover, the game’s sparse narrative and lack of explicit direction can exacerbate the difficulty for new players. While veteran players or fans of FromSoftware’s games might appreciate the subtlety and discovery aspects of the narrative, newcomers might feel lost or directionless, adding to the challenge of understanding and progressing in the game.

			In conclusion, the steep learning curve in Elden Ring is both a defining feature and a potential hurdle. It demands patience, perseverance, and a willingness to learn from failure, offering a deeply rewarding experience for those who rise to the challenge. However, for new players, especially those unfamiliar with such demanding gameplay, it can be a source of significant frustration and a barrier to fully enjoying the game.

			Comparison with FromSoftware’s Legacy

			Comparing Elden Ring’s combat to previous FromSoftware titles, particularly the Souls series and Bloodborne, reveals both a continuation and an evolution of the developer’s signature combat style. FromSoftware is known for creating challenging, intricate combat systems that require skill, patience, and strategic thinking, and Elden Ring is no exception. However, there are key differences that set Elden Ring’s combat apart, making it a unique experience even for veterans of the developer’s previous games.

			Open World Versus Structured Levels: One of the most significant differences is the shift from the more structured, level-based design of earlier titles like Dark Souls to the vast, open world of Elden Ring. This change in environment directly impacts combat dynamics. In Dark Souls and Bloodborne, players navigate through relatively confined spaces, leading to more predictable enemy engagements. Elden Ring, with its expansive landscapes, offers a broader variety of combat scenarios, from large-scale battles to ambushes in open fields, adding a layer of unpredictability and strategic depth.

			Mobility and Verticality: Elden Ring introduces greater mobility and verticality compared to its predecessors. The addition of the jump mechanic and the ability to ride a mount (Torrent) significantly changes how players can approach combat situations. This increased mobility contrasts with the grounded, methodical pace of combat in Dark Souls and Bloodborne, allowing for more dynamic and varied encounters.

			Combat Options and Customization: While the Souls series and Bloodborne offered a range of weapons and spells, Elden Ring expands on this with a more extensive array of options, including Ashes of War and Spirit Ashes. These new elements allow for a higher degree of customization and tactical variety in combat, enabling players to tailor their approach more precisely to their playstyle.

			Difficulty and Accessibility: FromSoftware’s games are renowned for their difficulty, and Elden Ring is no exception. However, Elden Ring offers slightly more accessibility in terms of difficulty. The open world allows players to explore and level up in different areas if they find a particular enemy or boss too challenging, providing a bit more flexibility compared to the more linear progression of previous titles.

			Stealth Mechanics: Elden Ring introduces more pronounced stealth mechanics, allowing players to avoid combat or initiate stealth attacks. This feature offers an alternative approach to encounters, which was less emphasized in earlier titles.

			Boss Fights: FromSoftware games are famous for their challenging boss fights, and Elden Ring continues this tradition. However, the bosses in Elden Ring often feature more complex mechanics, larger arenas, and more varied attack patterns, reflecting the game’s overall increased scale and scope.

			
It’s clear that FromSoftware aimed to innovate and expand the scope of their combat mechanics with Elden Ring. The intention was to blend the challenging, skill-based combat FromSoftware is known for with new elements to create a fresh experience. However, the execution of these ideas raises questions about whether the essence of what makes these games compelling remains intact.

Open World vs. Structured Levels – A Misstep?: Dark Souls 1’s meticulously designed levels and enemy placements created a sense of deliberate challenge and narrative cohesion. Elden Ring, in its pursuit of an expansive open world, often stumbles, presenting enemy placements that feel random and uninspired. This shift feels less like a bold step into a new frontier and more like a misguided leap, sacrificing the tight, intense combat encounters that were the hallmark of Dark Souls 1 for a sprawling, unfocused landscape.

			Mobility and Verticality – A Flawed Upgrade?: The heightened mobility, including the touted mount-based combat, is a far cry from the grounded, strategic combat of Dark Souls 1. This change disrupts the game’s core mechanics, trading precise, skill-based encounters for a more erratic and less satisfying combat rhythm. It’s as if FromSoftware, in their eagerness to innovate, lost touch with the very elements that define their games’ appeal – the careful balance of observation, timing, and execution.

			Combat Options - Spirit Ashes: Introducing Spirit Ashes adds chaos and ease to combat, arguably undermining the challenge. In the world of Dark Souls 1, the rules were clear and the challenge was fair. Spirit Ashes, by allowing players to summon help easily, might dilute the sense of achievement that comes from overcoming tough battles single-handedly. This shift could be seen as moving away from the fundamentals that underpinned the soul of Dark Souls 1’s combat.

			Difficulty and Accessibility - an Illusion?

			The game’s open-world design is touted for providing players with more flexibility. However, this perceived freedom is often an illusion. The erratic difficulty scaling means wandering into certain areas can result in being one-shotted by enemies, a frustrating experience that feels more punishing than challenging. The option to grind for experience and resources, while theoretically beneficial, often breaks immersion and contradicts the core essence of a game that should be fun and engaging.

			The linear progression in Dark Souls 1, in contrast, ensures a more controlled difficulty curve. Players face challenges that are tough but generally aligned with their level of progression, providing a sense of steady advancement without the need for repetitive grinding.

			Stealth Mechanics – Unnecessary Addition?

			The introduction of stealth mechanics in Elden Ring is a significant departure from the series’ fundamentals. While it offers an alternative approach to combat, it somewhat undermines the core gameplay philosophy of FromSoftware titles, which is centered around a rhythmic dance of battle – observe, roll, and punish. The stealth aspect feels like an unnecessary addition, diluting the purity of the combat experience that fans have come to expect.

			Without stealth mechanics, Dark Souls 1 stays true to the fundamentals of combat, focusing on skill and strategy in a more straightforward manner. The absence of stealth reinforces the game’s emphasis on mastering combat mechanics, rather than avoiding or circumventing them.

			Boss Fights - Second Phase of Boss?

			While the game continues the tradition of challenging boss fights, there’s a noticeable shift in their design. Many bosses lack distinct identities and unique features, leading to a sense of repetition. The lack of clear telegraphs and the tendency of bosses to read player inputs result in encounters that often feel unfair, with bosses having disproportionate advantages. This can lead to frustration rather than a satisfying challenge.

			The bosses in Dark Souls 1, by comparison, are celebrated for their unique identities and carefully designed attack patterns. Each boss fight feels like a distinct challenge, with clear telegraphs and strategies to learn and overcome. This design fosters a sense of accomplishment and fairness, even in defeat.

			While Elden Ring brings innovations and expanded scope to the FromSoftware formula, it also introduces elements that deviate from the core principles that defined earlier titles like Dark Souls. The inconsistent difficulty, extraneous stealth mechanics, and less distinct boss fights suggest a shift in design philosophy that may
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