


     The old saying that 

ñWhatôs old is new againò 

seems to be a recurring 

them within the wargaming 

hobby right now.  Iôve been 

seeing articles recently how 

people are giving up on 

social media, cable cutters 

going back to satellite, 

people coming back to the 

theaters, etc., and of course 

the same things happen in 

our hobby.  Cycles that we 

see in culture, entertain-

ment, business, etc., are 

large parts of our life and 

can certainly 

be applied to 

the hobby as 

well. 

      Lately, Iôve 

been seeing a 

large number 

of threads and 

articles about 

ñgoing backò 

in the hobby, 

whether this is 

for miniatures, 

board games, 

rules, terrain, and more.  

Just when you though the 

Golden Age of gaming 

couldnôt get any better and 

everything that you possi-

bly want is at your finger-

tips, it seems to be veering 

off in a different direction. 

     First off, we shouldn't 

get too carried away.  The 

amount of quality items 

that are coming out daily is 

simply staggering and eve-

ry company isnôt going to 

fold or start making WRG 

type rules in black and 

white overnight.  But there 

seems to be gamers out 

there who have either 

reached the saturation 

point, are tired of whatôs 

being offered, or just want 

to go in a different direc-

tion.  There is definitely a 

new cycle building here, 

but how long it will be and 

where it is going remains to 

be seen. 

      The first 

evidence in that 

whatôs old is new 

again is right on 

the front page of 

most gaming 

sites, blogs, min-

iature forums, 

etc., and that 

would be the 

latest Flames of 

War installment, 

Team Yankee.  I 

remember the great War-

saw Pact vs. NATO heyday 

in the 70s and 80s 

where most of our 

gaming focused on 

that topic.   Mas-

sive micro-armor 

battles, board 

games of every 

scale, magazine 

articles, etc., filled 

our hobby lives for 

almost two decades. 

      So who would think 

that a war that never was 

and a period of the hobby 

that burned itself out twen-

ty years ago would be mak-

ing a comeback?  Is it nos-

talgia?  Are gamers bored 

with WW2 and are looking 

for something else?  I know 

that I still play games like 

Warsaw Pact, VGôs 

NATO, and Berlin ó85, but 

thatôs because I consider 

those to be good games 

worth playing.  Why would 

someone not from that era 

who has been playing 

FOW WW2, Star Wars 

Armada, etc., jump to this 

kind of period?  Strange 

times indeed. 

    However, itôs not just 

Team Yankee that brings 

up this argument, but a 

slew of other observations.  

A recent posting on TMP 

about Hyborean Age ar-

mies (world of Conan) that 

takes me back 40 years, the 

excitement about the return 

of Space Hulk last year, 

gamers being 

upset at the  de-

mise of Warham-

mer Fantasy Bat-

tle, the tremen-

dous success of 

the Ogre Kick-

starter program 
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(cont. from p2) a game that is almost 40 

years old, and more.  Either there are far 

more grognards out there than I thought 

or there is an interesting trend going on 

right now in the hobby. 

    Then add to the fact that 

there is definitely a clamor for 

reprinting older board war-

games such as Avalon Hillôs 

Magic Realm, Dune, Gun-

slinger, and more.  There are 

various threads about what 

wargames from the past 

should I look into, which ones 

did I miss, what should I add 

to my collection, and what 

older games are worth playing.  

I could see if these were coming from 

gamers in their 50s and up who grew up 

in that nostalgic era, but many of these 

questions and desires are from gamers in 

their 20s, 30, and 40s.  Now these kinds 

of games arenôt going to shatter any kind 

of sales records and they have a dedicated 

audience, but I find it interesting that 

people are interested in them when there 

are so many new games available right 

now. 

    This is also not just happening in the 

board game part of the hobby, but on the 

miniatures side as well.  Age of Eagles 

just came out with a new second edition, 

rumors of a third edition of Age of Rea-

son, The Sword and Flame still going 

strong for over 40 years, and 

so on.  With all of the beauti-

ful new rules out the last few 

years why are people either 

staying with these or getting 

into them now? 

      My theory is that gamers 

are always looking for some-

thing new and in this case 

they are looking backwards.  

Despite the modern publish-

ing techniques, incredible 

components, color rules with 

examples, etc, that we have for many of 

the games that are available now, there 

does seem to be something missing.  

Again, in my opinion I think the pendu-

lum swung too far in the other direction 

over the last ten years and maybe itôs 

moving back to the middle. For years 

there was a complexity vs. simplicity and 

realism vs. playability series of argu-

ments, so the game companies gave gam-

ers what they wanted. 

     You can debate what gamers wanted 

for years, but basically it was 

cool minis, easy to understand 

rules, pretty pictures in the 

rules, and fast action games 

that could be finished in a few 

hours.  You saw the rise of 

games like Wings of War, Star 

Wars Armada, the Heroclix 

series of games, Flames of 

War, Hail Caesar, and far, far 

more.  Many of these games 

have had great success and 

continue to do so.          

     It also saw the rise of skirmish type 

games to an unprecedented level in the 

hobby.  You only need a few figures, a 

fairly simple set of rules, minimal terrain, 

and an hour or two.  Osprey has had pret-

ty good success with its series of skirmish 

rules in the last few years, plus the ability 

to buy plastic boxed sets for one side or 

the other certainly helps to make it very 

easy to get into. 

     I think the simple answer is a question 

of depth.  When you look at many of the 

threads that helped spawn this editorial 

there is a recurring theme and that is 

gamers want or think that there is more to 

the subject.  By that I mean that you can 

buy a Sails of Glory set, play a 

few battles, but then want to 

know if this is how real sailing 

ships fought.  Is there a better 

set of rules, can the movement 

be more realistic, what were 

the differences in the various 

countries ships, etc.  Sails of 

Glory isnôt going to tell or 

teach you any of those things.  

Itôs fine for what it is, seeing 

some beautiful ship miniatures 

on a sea cloth blowing each 

other up in an hour or so with-

out having to know anything about the 

wind gauge, tacking, or any of more than 

a dozen other things about sailing ship 

combat.  Itôs fun for many gamers, but 

there are those who want to know more 

or think that there is a better game. 

     The other reason that I think the pen-

dulum may be coming back to the middle 

just a bit is the other result from the ques-

tion of depth, which is forgettable games.  

Iôve played Sails of Glory, Wings of War,  

and many others as Iôm a gamer and Iôll 

pretty much try anything once!  The only 

thing I can remember from many of those 

games is that we had fun for a few hours, 

but thatôs about it.  60 seconds after Iôve 

reached my car I canôt remember who 

was on whoôs side, who won, or what the 

scenario was.  Contrast that with many 

other battles that weôve fought and that 

have been reported in previous issues that 

you remember for years. 

       I think that when you invest time in 

painting armies, reading in depth rules, 

researching uniforms, etc., you seem to 

bring a passion to the game that creates 

memories.  Not so with many of todayôs 

games.  The game company has basically 

done everything for you and all you need 

to do is show up, roll some dice, then 

pack everything back into a box.  It 

seems like some gamers are growing out 

of that and are going back to some tried 

and true systems, hoping to find a good 

balance or learn more about a particular 

period. 

     So, are we all going to melt our Star 

Wars Armada ships and invest in WRG 

6th Ancients rules anytime soon?  Proba-

bly not.  What may happen is the game 

companies may start putting out some-

thing that has  better depth or gamers who 

play some of the older systems may find 

some new recruits, which is always a 

good thing.  The hobby is a big tent and 

thereôs room for everyone and every kind 

of system.  Then again, I just saw that 

Airfix, a company from my youth,  is 

coming out with some new basic war-

games rules.  Strange times indeed! 
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     Since I had painted up enough forces 

for a 3,000 point Saracen army and with 

our group needing a game on short notice 

we went to Warmaster Medieval.  Weôve 

tried a number of Saracen vs. Crusader 

matchups and theyôve always been pretty 

good battles, but this is the first time 

where the Saracens could pretty much 

choose any kind of army to use due to the 

number and type of units now available. 

     We decided upon a 2000 point battle 

and the Crusaders went with their by now 

standard force of several knight units 

backed by Turcopoles, medium infantry, 

and crossbow units.  Their cavalry for the 

most part formed up on the flanks, alt-

hough in a mirror image of the Saracen 

deployment, both sides had a few units of 

cavalry near the center of their line. 

     The remaining units formed several 

blocks in the center, with the crossbow 

units screening the medium infantry and 

dismounted knights.  Definitely a pow-

erful force if those blocks of units could 

get to the front lines in time. 

     The Saracens this time decided to go 

with an infantry heavy force, deploying 

quite a few infantry units plus archers, 

backed up by a cavalry contingent con-

sisting of both heavy and light units.  

Saracen infantry other than the fanatics 

is about as average as they come, but 

they were in large numbers!  You can 

then take half the number in fanatic 

units, which have pretty good striking 

power.  The Saracen heavy cavalry is 

great because not only are they rated as 

shock cavalry, but they have limited 

range as archers. 

      The Saracens decided to contest the 

flanks, then overwhelm the Crusader 

center in infantry, basically throwing 

themselves forward in an attempt to 

cause as many casualties as possible.  

This essentially grinds down the bet-

ter Crusader units and has been an 

effective strategy for the Saracens in 

past games.  The Saracens had a 

break point of 13, while the Crusad-

ers was 11.  Since the Saracens also 

had several cavalry skirmishing units 

those werenôt counted, so the break 

point was theoretically much higher. 

      The Saracens moved out better 

than expected and established a fairly 

solid line some distance from their de-

ployment area, but things quickly fell 

apart after that.  The Crusaders continued 

their bad luck on command rolls and 

moved forward in an irregular pattern as 

their commanders continually failed their 

rolls.  By turn 3 the armies had moved 

forward, but most of the initial plans were 

about to be tossed aside as events would 

quickly overtake them. 

      The Saracens on the Crusader right 

launched a series of cavalry charges 

along with archery attacks that decimated 

the Crusader Turcopoles on that side.  

The Saracens then charged home into one 

of the infantry blocks, inflicting large 

numbers of casualties.  Two of the caval-

ry units destroyed a Crusader crossbow 

unit, then pivoted and hit some medium 

infantry in the flank.  Just when it looked 

as if that flank might collapse, the Sara-

cens rolled poorly and had to pull back.  

Both sides had been bloodied and were 

pretty much out of the fight on that side 

of the board. 

     On the Saracen left there (cont. on p5) 
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(cont. from p4) were a series of back and 

forth charges between the Crusader 

knights and Turcopoles against several 

units of Saracen heavy cavalry.  After 

both sides lost units the Saracens pushed 

their luck too far and the Crusaders coun-

terattacked, sweeping the remnants of the 

Saracen cavalry in front of them. 

     In the middle the Saracen archers in-

flicted multiple stand losses on the ap-

proaching Crusaders.  At this point the 

Saracen strategy was working, but the 

Saracens could clearly see that was be-

cause the main Crusader force still had 

not got into action due to bad command 

rolls.  Both sides launched a few infantry 

attacks that achieved nothing more than 

grinding down each others units. 

      The Saracens then attempted to move 

their reserves forward, but failed across 

the board.  This left several units without 

support and the Crusaders capitalized by 

charging several of these units.  The Sara-

cens held their ground, but had a turn 

where their die rolls in combat were 

about as bad as it could possibly get.  All 

of a sudden the momentum had changed 

and the Saracens were left fighting for 

their lives! 

    The Crusader heavy cavalry finally got 

into the game by hitting a series of com-

mand rolls.  The Saracens again could not 

reform their lines and shift reserves.  The 

Crusader cavalry crashed into the Saracen 

center, inflicting horrific casualties and 

finishing off enough units that the game 

resulted in a Crusader victory as the Sara-

cen army was forced to withdraw. 

      The game was concluded in about 

four hours including set up and take 

down, plus we had five players so thatôs 

not too bad.  A Saracen infantry heavy 

army probably isnôt the best opponent for 

the Crusaders as the Saracen infantry are 

pretty much just speed bumps in the path 

of what could be termed Medieval Pan-

zers! 

      I also think that weôre doing some-

thing terribly wrong with the Saracens in 

how they are being played.  Although the 

Saracens have won a few games, thatôs 

been due more to bad command rolls by 

the Crusaders than good Saracen tactics.  

Weôll need to keep trying some things 

out, adjusting the army list, etc. to make 

sure that the Saracens are a bit more com-

petitive next time! 
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