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INTRODUCTION

My name is Wil Wheaton, and I’ve been a gamer for over 25 
years. While I’ve never designed a game, I have played an awful 
lot of them, from the simplest beer-and-peanuts diversions to 
the most complex multi-day epic miniature tabletop battles. Of 
all the things that make me a geek—and there are a lot of them, 
according to my wife—nothing is as important to me, or brings 
me as much joy, as gaming.
	 About a year ago, I was invited to contribute, (mostly, I 
suspect, because Will Hindmarch and I have a similar name—
even if he spells his wrong) but since I’ve never designed a 
game in my life, I declined. The contributors in this book really 
know what they’re talking about, because they are responsible 
for some of the greatest games of the last decade, and I didn’t 
think I deserved a seat at their table.
	 During the months that followed, Will kept showing me por-
tions of the book, repeating his invitation to contribute, forcing 
me to make increasingly difficult Will Saves. Eventually, I blew 
a save and agreed to make a small contribution of my own. 
So in place of the introduction that I’ve written and thrown out 
too many times to count, I offer 1d4+3 things I’ve learned from 
gaming, speaking strictly as a player:




