For a whole week, I’ve been wondering whether I’ll make it to Rome. My flight’s been cancelled and reinstated twice and I’ve spent five hours sitting in a phone queue, becoming worrying proficient at humming the Ryanair ‘hold tune.’ With the all clear to fly a mere 6 hours before bedtime and the prospect of delays, possible cancellation and nothing packed, you’d think I’d be running around headless. Why is it that I can’t tear myself away from Mount & Blade Warband?
I blame the horse (which is the point to the seemingly pointless anecdote). Much like the UK’s reliance on air-travel, your horse is of equal importance in the world of Caladria. Without it you’d be crippled, stuck adrift on land, isolated from support. Ash may have brought Europe to its knees, but in Mount & Blade it’s the sword. No sooner are you demoted to foot do you find yourself onset by the clones of your enemy party. 
Mount & Blade’s a pretty self explanatory title. You gallivant around the medieval game world partaking in noble quests, assisting hopeless villages and slaying all that oppose you. It fuses a variety of play styles into a meld of uniqueness. You’ve got your RPG character development, complete with skill roster and levelling system. There’s optional first person shooting (in the form of arrows, stones, knives, etc). Strategic components come via hotkey orders allowing you to control your army of minions with stratagems ranging from charging face first into enemy lines, cowering in fear as you go on an a Rambo-spree or a combination of the both. As you trot about, relinquishing your opponents of their limbs with devastating effect, it becomes apparent that there’s nothing quite like this.
It’s cult following is akin to Sins of a Solar Empire, another classic sleeper hit. Mount & Blade is a game for the fans, by the fans. Extensive modding and community support has meant that Warband has grown from competent to outstanding. Anyone familiar with the original title will quickly notice a swathe of improvements. The developers have listened, tuning the original game into a new package that threatens your spare time. 
The most predominant of new features is the inclusion of multiplayer. The AI always struggled in the original (it’s been noticeably improved in Warband) and it was crying out for a PVP mode. Sadly there’s no campaign multiplayer, it’s limited to battle-map feuding. That’s not to suggest it’s a washed out add-on to legitimate a new release.  You’ve got faction specific rewards enabling you to develop your character over time and to encourage replayability (as if the single player campaign didn’t tempt you enough). It well polished and it’s a perfect addition to an already jam-packed game. 
That said, look past the multiplayer inclusion and the rest of the content begins to question its pricing. The improvements are many, but it’s nothing free patching couldn’t have done over time. The engine’s still pretty rickety; textures are bland, models repetitive and towns/villages similar to a worrying degree. A bit of variety would have been nice – at the moment, having played the original a lot – it seems like I’m just paying for a patched up redux with multiplayer features. 
Mount & Blade was already there. Sure, there are plenty of flaws and aged game design choices, but look past its rusty exterior and you’ll find an unpolished gem. You can liken it to the feeling of nostalgic novelty. Walking through London today, prompted many people to point at the sky and proclaim the glimpse of a plane. Something old, made new, but quickly forgotten about. If you missed Mount & Blade first time around, then I wholeheartedly pressure you into running out and purchasing it. It’s just one of those games that needs to be played, but most likely for the majority, won’t. If you’re indifferent to multiplayer, then it’s difficult to recommend you repurchase the same game. Stuck in the middle, it’s just about worthy of showing the support of your wallet. 
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