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About two years and four million players later, the time has finally come: 

On 23 June 2015 the first major expansion of the MMORPG Final Fantasy 

14: A Realm Reborn will be released by Square Enix. Pre-orderers can 

enjoy the new world already starting 19 June. 

 

Since the release in August 2013 gamers have been offered a lot of 

content so far, and the upcoming add-on looks promising: While 

witnessing a new main story with the title The ‘Dragonsong War’, the 

heroes slip into skins of lizards, acquire new combat job classes, 

travel to unknown territories and will not just fight dragons but 

even fly on them. 

 

 

Off to above the clouds! 

 

If you travel through the already existing Coerthas Central Highlands, you 

can reach one of the new regions in FFXIV – Ishgard. The landscape 

just looks like you expect it from the north: with lots and plenty of snow. 

Dravania, however, is with its mountains and woodlands kind of similar 

to Gridania, just a bit more gloomy and dusky. Above its summits lies The 

Sea of Clouds. On the back of the new flying mounts you can reach the 

floating islands there. 

 

Flying mounts have not existed in the game yet and can only be used in 

the new areas of the world. Therefor, they are twice as fast as their 

terrestrial relatives. Every player will get a black Chocobo as a first flying 

mount instead of the Griffin, which is only available if you purchase the 

Collector’s Edition. Of course, there will be a few more, among others a 

dragon and the well-known chubby Parade Chocobo. So that he is not only 

 



walking but also flying, the Gysahl Greens is not enough at all. Instead 

there pends a cake on the rod now. 

 

One thing’s for sure: The flying mounts will be loved, not only because of 

the freedom you feel while drifting through the clouds of Eorzea. And 

whoever feels insecure with the animals can soon travel with airships. At 

this point it pays to be a crafter, so you can build your airship by yourself. 

For this you don’t even need a Free Company nor a guild, but only a group 

of four players. 

 

 

Dark Knights, Machinists and Astrologians 

 

The new combat job classes are probably what most players are looking 

forward to. Like with the Ninja, who was established with an earlier patch, 

there won’t be any basic classes for the new specialisations. You will need 

an already existing class on level 30 to play the new jobs – though it hasn’t 

been revealed yet, which class will be needed for which job.  

 

With the new tank – the Dark Knight – the tank lack in the game may 

finally get more balanced. Besides Paladin and Warrior, he will fight 

in battle, without a shield though and ‘only’ armed with a big two-handed 

sword. Similar to the Paladin a lot of his attacks cost mana, which he can 

draw back from his enemies with a special skill. His surviving skill even lets 

transform him into a zombie, if needed. 

 

The Astrologian – the new healer – fights with his globe and tarot cards. 

He can buff his companions, but also fight enemies within the Cleric Stance. 

When he draws one of his cards, he can decide either to use it immediately 

or to save it for later and then maybe combine it with another one. 

 

Also a new ranged Damage Dealer enters the stage: The Machinist. 

This new class is kind of similar to the pet classes in the game. With his 

gunshots he is not only giving hell to his enemies, but also sets debuffs 

on them or even buffing his companions with his pet. Though his fighting 

system will only work, if he finds the right moment to reload his gun. 

Alongside the Bard he is only the second fighter of FFXIV who counts on 

his dexterity. 

 



Just like the former classes, the new ones are well designed and 

challenging – for new players as well as for experienced ones. For every 

class I must say: My compliment to Yoshida for the amazing fighting 

animations. 

 

 

Au Ra and the new races 

 

With the add-on also a new race is coming to Eorzea: The Au Ra, some 

lizard like people. Regardless of whether you create a new character or 

use a Fantasia potion – the character creation only got little limits. Four 

different kinds of horns and scales in black and white, new haircuts and 

a glowing circle around the iris are only a few characteristics, which the 

players can choose of. And the motion animation should be satisfying, too. 

 

Friends and fiends of Eorzea are also getting new faces, as two new beast 

tribes will arrive. There are the owl alike ones in Abalathia – Vanu Vanu – 

who are protected by the new Primal Bismarck. The insects in Dravania, 

called Gnath, worship Primal Ravana. Obviously, you will be able to fight 

both Primals again in a combat with eight companions. 

 

But this was not everything that Heavensward has to offer. The raised 

maximum level 60 brings new quests and skills along – for every classes, 

also for crafting and gathering. Retainers can become Masters now. 

Eight new 4-player dungeons as well as a new 24-player raid are planned, 

the former Coil of Bahamut Raid becomes Alexander now. Fans of 

PvP are getting a new arena with recent rules. And, of course, the famous 

Detective Hildibrand will solve new cases – so there should be something 

for all tastes. 

 

Something the European players have been looking forward to for a long 

time is said to be finally realized by Square Enix: A data center in Europe 

shall be opened, which is quite overdue almost two years after game 

release. The game still won’t become free-to-play, but holds onto the 

subscription business model. However, you can play with a character until 

level 20 for free within the test version of the game. 

 



The Verdict 

 

The game took its time to progress – it has been a long journey from the 

Beta through to the expansion. But it has to be said, that it has progressed 

only in positive ways so far. As long as there is nothing comparable on the 

console market to this cross-platform game – and with the planned data 

center in Europe – it only can get even more players. 

 

Heavensward is getting Final Fantasy 14 a strong updraught. Nevertheless, 

the game is still like the typical MMOs, and a JRPG in every way, not 

forgetting that farming is on top of its program. Whoever doesn’t like that, 

probably won’t like the game; but those who can agree with that, will be 

rewarded: with a marvelous landscape in best graphics, a well-made story, 

and a great gaming experience. 


