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Foreword

At their core, the Burning Wheel books are instruction manuals on how
to play. Luke and company have never wasted much ink on why to play
their game. Perhaps because when one sees fiow to play the game, the
why becomes clear.

So how do you play Burning Wheel? Fight for what you believe. Or,
since it’s a roleplaying game: Fight for what your character believes.
Everything else in the rules tells either how to craft that character’s
beliefs or how to fight for them.

Burning Wheel’s character creation drips with character history. History
breeds conflict. Conflict means taking a stand. What will your character |
stand for?

Burning Wheel’s core mechanics, adva:Nm and Artha rules demand
more-than-usual attention from the ¥N®r. Skill or stat advancement
isn’t an afterthought, but rather a cpucial part of the game. The decision
to solve a problem with cold sleﬂ\@ken words isn’t just one of better

AN who you. the player, want your

numerical values—it’s a ques1
gl CN

character to become. Every, dn—pass or fail—is growth. Every

decision affects how your clfzgcter matures, shifts, changes. Even little

decisions impact the chayag(® in permanent, subtle ways.

The Wheel’s Rim, 1,}%&“[1{1(1}1}" bits” that players like me thrive on,
builds tension when tle#heat is on by putting more control into the
player’s hands. Burning Wheel is a game. and like all good games, it
requires skill to play. To really enjoy Burning Wheel requires some

investment in Burning Wheel. You, the player, have to care. You have
to believe.

I believe in Burning Wheel.

Like a Burning Wheel character, I'm an amalgam of my experiences:
military brat, missionary in a foreign land, veteran of the Iraq War, ¢
husband and father, and historical European martial artist. For each
of these things, the why is built into the how. 1love each of these parts
of my life because of how I lived them. If life is a game, then | love my
F experiences because of how I played them.




Burning Wheel’s why is built into Luke and company’s extensive how.
The game is meant to be played as written. Fach rule has been lovingly
crafted—and now, many of them re-crafted—to support player-driven
stories of white-knuckled action, heart-rending decisions and triumph
against the odds. Burning Wheel Gold is the result of a decade of such
stories. It’s not a “fix” of Burning Wheel Revised or Classic. It’s a new
how.

May vou enjoy discovering the why as much as I will.

Jake Norwood
March 2011

Jake Norwood is the creator and author of the acclaimed (and out of print) roleplaying game
The Riddle of Steel. He is also a veteran of the 101st Airborne (Rakkasans!), president of

the HEMA Alliance (www.hemaalliance.com) and an internationally recognized German

longsword fighter and teacher. He lives in Maryland witliliis wife, daughter and mom-in-law.




