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Warhammer	Age	of	Sigmar:	Storm	Ground's	Development	Was	Rushed	The	game	is	marred	by	numerous	issues	that	detract	from	its	already-promising	fundamentals.	The	simple	yet	well-designed	combat	system	is	overshadowed	by	the	campaign's	poor	organization	and	lack	of	diversity	among	units.	Despite	a	strong	representation	of	the	Warhammer
universe,	the	game's	roguelite	elements	lead	to	a	frustrating	grind	for	new	content.	The	Maggotkin	faction	in	Storm	Ground	offers	engaging	combos,	but	their	special	abilities	are	marred	by	inconsistent	rules.	For	example,	pushing	enemies	into	terrain	can	be	detrimental,	yet	laying	traps	does	not	trigger	them.	This	encourages	unconventional
playstyles.	Each	faction	feels	distinct,	yet	balance	issues	prevail.	The	Stormcast	Eternals	excel	with	high-strength	units	and	a	wide	range	of	powers,	while	the	Nighthaunts'	swarming	ability	is	weakened	by	their	individually	weak	troops.	The	Maggotkin's	corruption	mechanic	can	create	powerful	defensive	wedges,	but	they	lack	unit	diversity	and
customization	options.	Storm	Ground's	campaign	suffers	from	slow	pacing,	with	long	dialogue	segments	and	grinding	gameplay	mechanics.	The	game	also	features	numerous	bugs,	including	crashing	unit	abilities	and	failed	effect	animations.	Warhammer	Age	of	Sigmar:	Storm	Ground	Review	The	game	is	marred	by	a	difficult	pace	that	makes	grinding
for	new	units	feel	like	playing	a	free-to-play	mobile	game.	The	campaign	mode	is	lengthy	but	repetitive,	and	unlocking	new	powers	and	units	feels	more	like	a	chore	than	a	fun	experience.	Warhammer	Age	of	Sigmar:	Storm	Ground	is	a	game	plagued	by	restrictive	faction	changes	and	a	punishing	difficulty	curve	that	makes	it	feel	more	like	a	chore
than	a	challenge.	The	game	locks	you	into	playing	as	a	single	faction	until	your	campaign	is	complete	or	you've	failed,	severely	limiting	player	freedom.	As	a	result,	the	game's	roguelike	elements	are	often	overshadowed	by	the	frustration	of	having	to	restart	from	scratch	due	to	a	single	mistake,	especially	with	only	one	autosave	available.	This	lack	of
flexibility	makes	it	difficult	for	players	to	enjoy	the	game,	as	even	small	setbacks	can	be	devastating.	The	game's	design	also	seems	to	prioritize	attrition	over	tactical	depth,	leading	to	moments	where	players	are	simply	winning	through	sheer	numbers	rather	than	strategic	gameplay.	Additionally,	the	difficulty	spikes	feel	poorly	executed,	with	certain
sections	feeling	overly	challenging	due	to	limited	unit	slots	and	reinforcements.	Overall,	Warhammer	Age	of	Sigmar:	Storm	Ground	feels	more	like	a	chore	than	a	game,	and	its	restrictive	design	elements	make	it	difficult	for	players	to	enjoy.	Warhammer	Age	of	Sigmar:	Storm	Ground	Falls	Flat	for	Fans	and	Turn-Based	Strategy	Enthusiasts	Alike
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