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Key Points

e The Wilde Realms LARP is set in a Dark Fantasy world. Your characters will be a
part of “The Expedition”, sent to explore the Wilde Realms, and parts of the
Mortal Realm that have been changed by the convergence (the event where the
Wilde Realm and Mortal Realm clashed), as well as answer the call for aid from
one of the Gathered Nations. Every character has been sent to the Expedition by
their nation for a reason.

e Wilde Realms is a call-based system that uses “Single”, “Double” and “Triple”
damage calls. It also uses a global hit point system. It is generally accepted that
there is no need to say “Single”, and it will be assumed to be single if the call is
silent.

e When generating a character, you start with 5XP to spend. You gain an extra 2XP
each event that you can spend to unlock new skill combinations and develop your
character.

e All characters start with a free weapon skill, 2 mana, the dagger/short weapon
skill, and the ability to read and write (if you so wish).

e The Heritage you are from will give you an in-game benefit but should not restrict
your choice of player group to join. It is common for a Marikan to be “loaned out”
by their Freeguild to another nation or a Lirian to feel a sense of duty to protect
their Westfell friends. Keep in mind though, your character’s Heritage should
influence your character's look and costume design!

e When casting magic, you must have a magical focus in one hand. This can be a
wand, an orb, a magic stone etc. It must fill up the use of one hand, for example
you cannot hold your focus in the same hand as your tankard and still cast a spell.
You can be attuned to one magical focus at a time and if it is lost you will need to
spend 10 minutes attuning to a new one.

e Players cannot naturally access “Triple”. Great monsters and creatures in the
world may be able to; however, you are mortal after all!

e The currency in Wilde Realms is as follows: 5 Cogs (a purple metallic coin) makes
a Brig (a silver metallic coin), and 5 Brig makes a Galleon (a Gold metallic coin)
(meaning a Galleon is 25 Cogs).
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The Nations formed in this vast world, are diverse and resolute, inhabited by
creatures of horror and wonder, and one shall be home to the character you
introduce to the world at Wilde Realms.

These Heritage all have rich histories, like the unique beginnings of the Escan
people, formed initially by the members of a Lirian University, whose curiosity
and expansive desire to learn and create led them to seek their own lands upon
which their research could thrive uninhibited. Or perhaps the noble kingdom of
Liria, united by their first High King, Arthur the Fair, whose victory against the
malicious warlocks paved the way for a Society of Faith, Chivalry and Heroics,
embodied by all, from the farmers to the Knights. Magic is as changeable as the
seasons, and one place in which its mysterious intricacies thrive, is the Westfell.
The Nomads of this land border Liria, having first emerged from their mountain
settlements many generations ago. The Westfell fought long to carve out the
lands they could call home. Surviving through strength, cunning and magic in
the face of the ever-present gaze of their malevolent God, Tenya, the Westfell
Nomads call upon their wyches and wise people to guide and protect them. These
spiritual guides shield them from Tenya’s cruel gaze, but also provide counsel to
the myriad warlords that are born from this open expanse of land.

Alone in the Great Sea sits the island of the Marikan people, named for those who
have somehow, despite its coarse and harsh landscape, manage to carve out a
home there. In a single great city, Marika City, hewn from the very fabric of this
uninhabitable place, glitters a city of emerald towers, great sandstone buildings
adorned with precious stones and inlaid with silver. Outsiders often whisper of
the riches of the Gilded City, that sits nestled within an Oasis, a gift from the Seas,
and the being that lurks still below them.

Also, in lands wreathed in greens, not of gems but of forests, dwell the Asuaine.
Shrouded ever in soft light, the air thick with birdsong, they inhabit the great
forests of the far western Crescent Moon island that most other Heritages have
not ventured to tread upon. The Asuaine are inherently changed as a Heritage by
their links and communications with entities beyond the Mortal Realm, so none
there have struggled to adapt to the convergence or the arrival of the Doors.
These spiritual and tribal communities live deep in the embrace of Nature and a
great spiritual force they call “The Green”.

These diverse and varied people make up the substance of the Mortal Realm, a
name coined after what is now known as the Convergence. In 1016, there was a
collision, between this Mortal Realm, and what is now known to be the Wilde
Realm. Wonders of magic and might have since been drifting untethered
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between these realms as the mysterious Fey journey in and out. In the time since
the Convergence, the Wilde Realm has begun to bleed into the Mortal, taking the
form of great Doors that allow the influence and the denizens of the Wilde Realm
to seep into the lands of the Nations, and things have begun to change. Some
places change for the better, bringing power and opportunity, yet some things
have altered in the influence of decidedly darker powers.

In Liria, King Samuel has worked since the Convergence to urge the Nations to
not ignore the situation, yet also to not act too hastily, culminating in the
proposal of the United Expedition.

Into this gathered number would come members from every Heritage across the
Mortal Realm, calling upon them to collaborate and investigate affected areas.
The Expedition is tasked to make judgments on when a Fey influence may be
nurtured, but they are also empowered to act, should the influence need to be
pushed back for the good of the realm. King Samuel argued that as not all nations
desired the same outcomes, it was most just for an independent expedition to
make the choices no one nation could justify making on behalf of the others.
Every nation in the known world was invited to call the banners, and march on
the Lirian capital for the first of many great meetings.

With no organised government, the Frozen Wastes could not send any official
representatives for the cause, and whilst every other Heritage agreed, the insular
Kiphate Empire refused the invitation - though they gave no clear reason why.

Over the past seven years, among many shifts and changes, reports have in some
places been alarming.

Stories now speak of small towns and villages calling for aid that may simply be
gone when anyone comes to investigate. And as disappearances plague the
Mortal Realm, so too do appearances. The folk speak of strange objects and
sounds in the forests and scholars report fluctuations of distortive magics that
seem to bubble and swell in influenced areas, sometimes causing madness.

What is worse than farmers’ stories by a league are the Horrors. The name the
common folk have ascribed to the Bogeymen of Fables made real, as Horrors,
monsters and nightmares in physical form have begun to roam the long roads,
and to stalk the great passages of ocean between Kingdoms.

It is said by those who frequent the courts of the realm that Fey nobles have
begun to visit, looking to expand their political influence and seek advancement
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to their unknowable agendas. These houses include the regal Kesho Imperium,
martial House Myrmidos, the scholarly Phaerak Dynasty and noble House Valdez.
Not much is known about these Houses, but one thing is certain; They all have
their own motivations and objectives.

All eyes will be on the Expedition, to see what decisions they make and what
alliances they form. No matter what, the coming events and trials will be perilous
and test the core of those brave souls who step up to explore the new unknown.
Just remember, in the vast worlds of Wilde Realms, you are only mortal.

Wilde Realms LTD © - 2025
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Wilde Realm Heritages

The Nation of Liria
Li-ree-ah

“The Saints guide me.” “No matter the odds, Liria stands!”

In game bonus: Lirian Valour - Once per day you may resist a ‘Fear’ call. In
addition, once per event you may resist a ‘Terror’ call.

Heritage domains: Attunement, Battlemaster, Benefaction, Zeal.

For any Lirian, a person’s word is their bond. In this society of nobility, oaths and
faith, honour is the main social currency. Liria is governed by a King who
commands the hearts and swords of the nobility and common folk alike, with
both great orders of Knights, and stout-hearted peasant militia answering his
call.

Though honour guides most all who hail from Liria, none more can this be said
for than the proud Noble Families of the Nation. Each in surcoats adorned with
the Fleur-De-Liria, bordered in the heraldry of their house, ride forth hosts of
Knights of all identities, bonded solely by the virtues that unite them. Each house
not only has their own colours, but their own Oaths and principle Virtues, which
guide the Nobility and their Knights in their every deed.

Alongside the King’s heraldry in each city, comes the colourful livery of the
Church of the Divine hanging prominently and proudly - there are innumerate
different Saints for most every common or noble pursuit, some dedicated to
crafters, some to farmers, warriors and more. Each was once a mortal citizen of
Liria who lived their life in pure and inglorious pursuit of their chosen virtues for
the betterment of the Nation. In Liria it can be common to learn of a new Saint
from town to town, and tavern to tavern, as it is the respect and love for an
individual in the generations that come after them that ascends them to
Sainthood.
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Esca University
Eh-sca

“Do not forget yourself in the pursuit of greatness.”

In game bonus: Spark of genius - May use the intuition skill once per day. After
60 seconds of focusing on a problem, an Escan may go to a ref and use the
Intuition skill. This allows for a single sentence question that will receive a single
sentence answer. The limits of this ability are within the game team’s discretion.

Heritage domains: Magma, Glade, Bramble, Soul.

Born of the ambition of great scholars and explorers is this standalone
community of like-minded individuals. Striking out from their homes as Lirian
citizens, faculty of the ever growing Collegiate Liria sought a place where their
work could continue uninterrupted amongst the myriad of wars that Liria
became embroiled in. The first Deans of this society built the great city of Esca, a
place of sprawling libraries and laboratories, and brought their research
associates with them. A hundred years pass, and Esca is the pinnacle of science
and logic around the world, but now also a sovereign nation, ruled by the
democratic and meritocratic Council of Deans. Third and fourth generation
Escans who had never set foot on their previous motherland began to truly
embody a new national identity, adopting new traditions and ceremony, but
preserving the drive and integrity of their forebears. The Escan people have
adopted an attitude of order, science and democracy and outwardly reject the
ideals of nobility, royalty or religious dogma that so historically limited their
progress.

There is no topic the Escan people will not research and strive for mastery over,
indeed they have been known to answer questions the rest of the nations had not
yet thought to ask. But a library is not the limit of their greatness though. They
boast some of the greatest magical and scientific discoveries of this age, this
mathematical attitude applies also to the martial form. Escans are known to
perfect and research new styles of combat, weaponry, and tactics, and Escan
treatises on weapons like the Great Sword and the Arcane Arrow are renowned
world over.
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It is not uncommon for the citizens of Nations from all over the world to pursue a
placement with these people for themselves or their children, to pursue the best
their minds can achieve. Lirian lords often pay incredible sums to have their
offspring tutored in Esca, Marikan Freeguild seek Escan artefacts to power their
ships. Positioned as they are, Esca has a level of influence in every kingdom, with
the world relying on their advancements. It has yet to be seen what Esca and its
Council of Deans will seek to extract from this new Realm, but the world holds its
breath in anticipation.
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Westfell Nomads

“All that our people need, we provide.”

In game bonus: Armsmaster - Character may start the game with an additional
weapon skill chosen from ‘General Skills’. This does not cost XP or contribute
towards your XP Cap.

AND
Ward-Sight - Once per day you may discern the nature and hostility of a creature
and whether they are native to the mortal plane.

Heritage domains: Sand, Juggernaut, Druid, Zephyr.

These folks are a tight knit nomadic community, united as much in patriotism as
in strength, who follow long travelled ancestral paths across the back of their
wide, open country, dotted with moors and fens. Large sections of their land are
taken up by the huge mountain range where the Westfell Nomads were once
confined to. Hundreds of years ago the other nations saw these people as savages,
however this perception has since been changed as they opened their borders,
and trade caravans began to venture out.

The Westfell are heavily spiritual, and their Wise-People, known as Wyches, work
constantly to shield the Westfell and its people from the eyes of a Malevolent
God. This being is called Tenya, sometimes known in old stories told around
dying fires, as ‘Inevitable Night’ Little is known about this God outside of the
maladies and bad luck it is known to inflict, and so the community turn to their
Wise-People to guide them. They rely particularly on the work of their idols and
talismans, and a Westfell Wise-Person or ‘Wych’ is deeply respected by all who
make these lands home. Born from this, and the need to protect and provide for
themselves, the rolling hills of the Westfells have carved some of the most
well-respected warriors in history. This sparse moorland breeds powerful riders,
Horse Lords and Skirmishers brave enough to take to the roads between
settlements, their saddles and selves adorned with talismans and horse-hair
charms. Not only does the Westfell produce strong warriors, but with such huge
open land they have built farms sprawling from coast to coast. The Westfell is the
world's biggest exporter of food and ale. These are practical but modest people
who tend to wear simple and functional clothing, and tradition sets a precedent
of skill in the production of leather armours.
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The People of Asuaine
Ah-soo-wane

“We are all connected.”

In game bonus: Lifebloom - Once per day you may take 10 seconds to focus on
the roots of the Green and restore 3 hit points to yourself. You must be conscious
to use this ability and being struck during your period of focus cancels the
attempt.

Heritage domains: Life, Envenom, Hunter, Admonition.

The Asuaine are a close and connected people, inhabiting a portion of the mortal
realm where magic is free flowing and accessible. The lands of their forest homes
and cities are shrouded and enhanced, and even the very air feels thick with
mana. Legends speak of a small incursion from Fey many generations ago that
changed the land and put up dancing lights which played through the skies
across the forest nation. This changed the people somewhat, and it’s this
ancestral experience that has helped them adjust so well to the convergence and
the arrival of the Doors. Asuaine stories for many years have spoken of strange
goings on in the deep of the jungle forests, and travellers to the region report
feeling like creatures roamed the wood just out of sight.

The Asuaine are a noble and honest people, completely living within great
cedar,redwood, and occasionally jungle forests, with a deep love and respect for
nature. They are most quickly risen to conflict when one of the neighbouring
nation states threatens the sanctity of the forests, as they believe forests to be the
greatest gifts of their deity “The Green”. This deity is not personified, or referred
to as an individual, which often confuses individuals from the other Nations, but
instead the people believe “The Green” is a divine force in all living things and
connects them all with divine roots.

Many folks from this Heritage have Fey blood in their veins dating back long
before the convergence and so are very close with Fey creatures and forest spirits
already. This has helped individuals from the Heritage adjust and make the most
of the new opportunities afforded by the convergence, with the Asuaine being
keen to be some of the first groups of people to travel through and set up small
camps in the Wilde Realm.
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Marika City
Ma-rih-ka

“You can’t put a price on everything, but not everyone knows that.”

In game bonus: Merchant Militia - Additional starting galleon coin. May create

one Trade agreement without needing to reach that level in crafting. This may
exceed the standard cap on Trade Agreements.

Heritage domains: Thunder, Blademaster, Rogue, Deepwater.

Marika is a city state that seems a contradiction at first sight. High and imperious
walls, laden with guards and siege engines, but Marika’s great bronze gates
remain wide open to all. The people within are much the same. Mercantile,
shrewd and independent, the Marikans are known for their welcoming reception
of any who may have come to share a coin.

Marikan society is equilateral, with workers assigned the most menial jobs still
paid handily, and with strong collective unions known as “Freeguilds”. There is a
Freeguild for almost every profession imaginable, ensuring that all from the
farriers to chimney sweeps are well provided for. There is a little more to this
than good mortal decency however, as the Marikans believe that to be caught
short with no Galleon coin is a terrible omen, and that nothing imaginable is
worse than going to a watery grave without a penny on your person. Marika
knows of a great being that lives below the waves, the “Hand of the Sea”, and they
believe that great offerings of money and riches will appease them; each new
Marikan trade-ship is blessed in a ritual that involves throwing a bag of Galleon
coins over the side in the harbour. Folklore has it that a larger bag makes for
more favourable winds, and softer waves for the ship's lifetime. Rumour even
goes as far as to suggest that some worthy Marikans who have gone down in a
storm with a great bag of Galleon coins in their pockets have found themselves
washing up on a shore some miles away with no memory of the process. Who is
to say if this is the work of the Hand of the Sea, a belly full of seawater, or simply
the strange tides of fate? Either way, some of these individuals find this a
religious experience, often describing visions of unblinking eyes in the deep, and
find themselves drawn to Marika’s informal church, the Freeguild of the
Drowned. These pallid and shadowy clerics are at times distant and secluded, but
surface for the great rites performed to secure profitable trade-winds and calm
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seas. To some they are revered prophets of the Hand of the Sea, and to others they
are seen as mad-folk, gibbering nonsense to faint shadows in dripping caves.

Marikan Freeguilds are often considered a bond for life, with tradesfolk rarely
changing professions, instead striving for mastery of their chosen craft. This has
led to Marika developing some of the world's premier crafters, particularly in
ship craft and weapons-crafting, and is the home of several of the largest trade
empires in the Mortal Realm. In recent years there has been a great clamour of
activity, and an influx of people moving to Marika in hope that the land of
opportunity might afford them the best chances to make a future for themselves
in light of the convergence.
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Health, Armour and Dying

All characters have a Hit Point (HP) value on their Character Card, which
describes the endurance of their physical bodies numerically. This value is the
value Globally of Health that each player has, which as a base value is 4HP. Once
your Hit Points have been reduced to 0 by incoming damage, your character will
collapse unconscious and begin the count to Death.

If a character has remained unconscious and bleeding for 2 minutes (120 seconds
exactly) that character has died, and you must return to the Game Organisation
Desk (GOD) to report that when appropriate. Healing pauses the 2 minute death
count, so if you have been reduced to OHP and left for 30 seconds when someone
starts healing you will pause that count at 30 seconds. If the person is interrupted
you will continue to count up from 30 seconds until you reach 120 seconds.

Armour can be worn by any character and provides additional HP per location
which is consumed first when damage is taken, unless that damage is tagged
with the call THROUGH, which bypasses armour.

Armour at Wilde Realms restricts casting in the following way: spells gained
cannot be cast through heavy or extra-heavy armour, unless with the skill “war
magic”. With the skill “war magic” you may still only cast a max of Tier 2 spells
through the heavy or extra heavy armour.

Armour Rules

Light — 1HP: Light and flexible leathers, or reinforced cloth, including things like
trench-coats and gambesons.

Medium - 2HP: Thick/hardened leathers, leather/cloths reinforced with metal
rings/scales/panels to a lesser degree.

Heavy - 4HP: Individual pieces of Plate/Chain/Brigandine/Scale

Ex- Heavy - 5HP: Brigandine, Plate or Scale over chain. Other Ex-Heavy
combinations like full integrated plate suits will be assessed on a case by case
basis.
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Broken vs. Shatter - Repair + Reforge

When armour is reduced to OHP by damage or by the REND call, it needs to be
“Repaired”. This can be done in the following ways:

Basic Armour Repair: After 1 minute of roleplay per location of armour, it
is repaired by 2 armour points. This skill can only be used on armour that
is fully broken (0 armour points). This means the maximum this skill can
grant to any armour is 2 armour points and no higher even with repeated
use. This cannot be used on armour currently being worn by yourself.

Steel or Divinity: Armour Repair: Grants “Repair Armour”: After 1 minute
of roleplay per location of armour, it is fully repaired back to its armour hit
point maximum. This cannot be used on armour currently being worn by
yourself.

Arcane Knowledge 1: Grants the spell “Mend”. After a 3 second chant, you
may restore all missing hit points on a piece of armour, at touch range.

Armour Repair Kits: A consumable which gives use of “Repair Armour”
skill as per the Steel domain.

When armour is Shattered, it will require reforging. This is different depending
on whether the item was mundane, or an upgraded in game item represented by
a laminated card, either as a crafted or ritualised item.

Shattered Mundane: needs to be “Reforged” with 3 minutes of Roleplay by
a crafter with the appropriate Crafting Discipline, and relevant tools
present.

Shattered Crafted Lammied Items: need to be “Reforged” - At a cost of
Half the PV required, and fewer resources (Roll on the Reforge Table at
GOD). The crafter will need to know the item's recipe. You roll for each
resource in an item’s recipe and there is a 50/50 chance you will need it to
reforge the item.
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Shattered Ritualised Lammied Items: need to be “Reforged” - Once a
ritualised item is shattered, it’s considered dormant and will require a
Restore Potential Ritual in the ritual circle, similar to when the item
expires.

A note on armour realism/immersion vs accessibility, both in terms of physical limitations and
cost.

Armour must cover 50% of a location to qualify, but in the interests of accessibility, Wilde
Realms LARP gladly permits faux style armours, including polyurethane plate, “cheat chain”
made with neoprene (but not string), or highly realistic look foam armours. These armours
should meet our minimum kit requirements, and all refs have the capacity to assess each piece
in turn, should outliers to the kit requirements be presented to us. Our team endeavours always
to rule in favour of accessibility regarding faux armours, as long as doing so does not utterly
compromise the immersive quality of gameplay for the wider player base.

Grapple

Two (2) people are required to grapple a target. A grapple can be opposed and
broken by one side having more conscious people than the other. You cannot use
any skills while performing a grapple with the exception of stabilise. A target will
remain stabilised for 30ft (10m) when using the skill Basic Medicine. A grapple
can be broken by the other side having more conscious people (see Rules of Play
3:Physical Contact, Grappling and Consent).

A monster can be grappled ‘off-screen’ to represent taking them off and tying
them up etc. Off screen is represented as being out of sight of any other players or
monsters (visible to your group) and agreed with the monster (OC) who you are
carrying. Monsters will be briefed to agree to sensible distances. You will then
need to spend 30 seconds roleplaying tying the monster up, scaring them off or
however your character would safely rid them as a threat in the area.

Subdue
There is no subdue call at Wilde Realms.

17
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Playable Beings in the Wilde Realms

The Wilde Realms are populated by all manners of different beings that make
every society rich and diverse. Nations are not split up by types of beings, but
rather by their borders and their geography. Every type of being can be found
within each nation in some manner, and due to this there is little to no animosity
targeted towards types of beings. This is saved for, if at all, other nations and
Heritages. For example, humans in the Westfell will not think differently of an Elf
or an Orc as long as they are from the Westfell lands but may think differently of
them if they are Marikan (however this does not need to be a negative view).

As well as this, the being you play has no impact on the rules or abilities in the
game. We encourage you to pick the being you wish to play for your own
enjoyment and reasoning. If you ever have any questions regarding this, please
contact a member of the ref team!

The Playable Beings are as follows:
e Human
e EIf (Appropriate physrep - Elf ears)
e Dwarf (Appropriate physrep — Consider beard/sideburns for example)
° OI'C/ Goblin (Appropriate physrep — Consider masks/body-safe paint)

(] Fey—Touched (Appropriate physrep — Very broad, ‘Not mortal features’)

The Fey-Touched beings are not all of one kind. Instead, consider it an umbrella
term for many different beings that have been influenced and changed by the
Convergence. These beings include Changelings, Satyr, Beastfolk, or Enchanted
Mortals who have been changed by the swirling magics of the Realms, perhaps
even before birth. These are all playable combinations and will be denoted as
“Fey-Touched” on your character card.
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Character Creation

Step One - Choose your Heritage - Pick the Heritage you wish to play as and note
their unique in game effect.

Step Two - Choose your free weapon skill. This can be any of the following:
e One handed
e Two handed
e Polearm
e Ambidexterity
e Bowuse

e Shield Use

Step Three - Choose whether you want to have the free skills: short weapons,
read and write, and numeracy. Also note that all characters start with 2 mana,
even if they have no magic.

e Short weapon: Up to (and including) 18”(46cm) weapon wielded in one
hand. Coreless throw-safe variants are included in this category and may
use any skills associated.

Step Four - Spend your starting XP - Each character starts with 5XP to spend on
the skill tree. When first generating your character, you do not need to worry
about “soul weight”.

All general skills (unless specifically stated) cost 1XP.

Tier One skills cost 2XP.
Tier Two skills cost 3XP (must have the appropriate Tier One skill before taking).
Tier Three skills cost 6XP (and require two Tier Two skills to combine).

Tier Four skills cost 8XP (and require two Tier Three skills to combine).
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Take a look at the skill tree on page 22, and pages 26-36 to see what each of the
skills do.

Step Five - Grab a cuppa and put your feet up, you’re all set!

We've listed out two very different character creation stories below. These are to serve
as examples, and perhaps inspire the thought process!

Archie wishes to play a classical ‘Mage’ character. They begin by picking Esca as
their heritage which gives them “Spark of Genius - Intuition” skill. Next, they
take one handed weapon skill as their free weapon skill, as they know to cast
spells, they must have their spell casting focus in their free hand. They choose to
take all of the ‘free skills’ in Step 3. Moving to Step 4, they choose to take the
Acolyte Domain for 2XP, to access a damaging spell and the additional 6 mana.
This is also the prerequisite to take more magic spells on the acolyte tree from
other Domains. This then leaves them with 3XP to spend which they choose to
spend on the level 2 Domain, Elemental air.

Turnion wishes to play a warrior, where they can fight on the front lines, but
would also like to be able to heal people. At step one they determine their heritage
to be Lirian which gives them “Lirian Valour”. Next, for their free weapon skill
they choose to take one handed weapons as they want to use swords and shields.
These are two different skills, so they must take ‘shield use’ later in Step 4. For
Step 3 he chooses to be able to count, but not to be able to read and write, as this
fits the backstory they have decided on. They also note down the 2-base mana
they will have, even though they don’t plan on taking any spells. Finally, for step
4 they spend 2XP on taking the level 1 Warrior Domain, noting the extra hit point
it gives them, putting them on maximum 5 global hit points now. They also then
choose to take Shield as their next weapon choice, given by the Warrior Domain.
With the 3XP left they choose to take the Basic Medicine general skill for 1XP and
choose to save their remaining 2XP for later use when they gain more.
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General Skills

General SKills are considered Tier 0, and cost 1XP to learn. They have no prerequisite.

Additional Weapon Skills - Spending 1XP on Weapon Skills allows you to choose
one additional weapon skill from the below list aside from the free Weapon Skill
at character creation. This choice only provides one skill but can be taken
multiple times.

e One handed weapon: Up to (and including) 42” (107cm) weapon wielded in
one hand.

e Two handed weapons: 42” (107cm) (included) to 60” (153cm) weapons
wielded in both hands.

e Polearm weapon: Pole weapons, which may or may not be stab-safe,
wielded safely in either One or Two hands.

e Ambidexterity: Use of a Short, One-Handed or Pole weapon in each hand,
not to exceed a total length of 84”. This requires the weapon skill for the
individual weapons, and you must be in safe control of both weapons.

e Bow use: Use of a Bow or Crossbow.

All players wishing to use a projectile weapon must take and pass a bow
competency test which will last for one year. Unsafe conduct may lead to a
revocation of this competency.

Arrows deal through damage by default. This means they bypass armour
and apply damage directly to a target’s hit points. This applies to all
successful arrow strikes unless otherwise modified by a skill or effect.

All projectiles (bolts or arrows) must have a suitable head construction,
securely attached to the shaft so that it cannot be removed. Fibreglass is
recommended over wood for the shafts, with carbon fibre being
unsuitable. The shaft should be blunted and not have a metal head. The
impact surface should be 50mm (2”) across to be larger than the eye
socket. If in doubt please ask a ref to check and bring your arrows to your
bow competency check so we can show how to check them for safety.
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Projectile heads must be constructed with a layer of material over the shaft
to stop the shaft penetrating the foam, the foam should have a depth of at
least 1inch (2.5cm).

Bows should be 30 Lbs (13.5kg) or less at draw length, with no mechanism
to adjust the draw strength.

As archery is one of the most dangerous parts of LARP, be aware of
unsuitable conditions. If in doubt ask a Ref e.g. low light conditions at and
beyond sunset. This can mean you won't be able to shoot on Fridays.

e Shield Use: Use of a Shield. The shield may be ‘punch’ or ‘strap’ but must
not be so large it covers the face of the user whilst also resting on the floor.

Basic Medicine - You may use this skill without limit to ‘Stabilise’ a character.
This pauses the death count of a player only whilst you are in attendance and
continue to roleplay. The call for this ability is “Stabilise”. This ability is touch
range. You may move a stabilised target up to 10m (30£t) using the grapple call as
per the standard grapple rules (this will require a second person who does not
need basic medicine in order to move the target). This means the target is able to
be moved and have their death count paused with this skill, but moving more
than 10m (30ft) will break the Stabilise call and the death count will resume. In
addition you may use this skill to diagnose any “Traumatic Wounds” or
“Traumatic Diseases” on another target after suitable roleplay.

Basic Armour Repair - After 1 minute of roleplay on a location of armour, it is
repaired 2 armour points. This skill can only be used on armour that is fully
broken (0 armour points). This means the maximum this skill can grant to any
armour is 2 armour points and no higher even with repeated use. This cannot be
used on armour currently being worn by yourself.

Spirit Sense - Gives the user three uses of the Spirit Sense ability, where the user
selects a target they can see and calls spirit sight. They then know the nature of
the target's spirit, e.g. whether it is “healthy” or “unhealthy”. After all 3 uses have
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been expended, the user may use this ability again at the cost of one mana per
use.

Sense Magic - Gives the user three uses of the spell “Sense Magic”. After 3
seconds of invocation, the caster can sense whether there is magical energy in
the area of 30ft (10m) and know where the magic is coming from. It may give you
other information, for example the type of elemental magic involved. After all 3
uses have been expended, the user may use this ability again at the cost of one
mana per use.

War Magic - This ability allows the user to cast general magic skills and up to
level 2 magic skills through heavy or extra-heavy armour.

Arcane Knowledge 1 — This grants access to the spell “Mend”, which restores a
broken item to its former condition, and restores all missing hit points on a piece
of armour, at touch range. It cannot be used to restore a weapon that has been
shattered, or needs reforging. It also grants the spell “Fumble”. When casting a
fumble you may identify a target you can see within 30ft (10m) and cause them to
Fumble and drop an item you declare as part of the casting. This constitutes a
Mind Effect.
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Domains of Power

Acolyte - Grants the spell “Magic Bolt” where after a 3 second chant you may call
“Magic Bolt” at a target within 30ft (10m) to deal 2 points of arcane damage.
When you gain an element from tier 2 and above, when you cast magic bolt you
may include that element in your cast. For example, if you have the tier 2 skill
“Element of Water” you may call “Water bolt” instead. You also gain 6 additional
mana. Vocals must say the type of damage and the amount of damage for
example “By the power of X, I cast bolt! Magic double”

Tier 1 - costs 2XP to learn. No prerequisite.

Element of Earth - Grants the spell “Mage Armour” where after a 3 second chant
the target is counted as having Heavy armour without needing the phys-rep on
them, but this does not impact casting like physical Heavy would. If you are
currently wearing any armour this spell takes precedence but does *not* stack,
instead is considered an upgrade to the set you are wearing. This means that
when the mage armour would be destroyed, any armour pieces being worn
beneath are considered to have been damaged also. If 10 minutes elapses the
mage armour dissipates harmlessly. Also grants an additional maximum point of
mana.

Tier 2 - costs 3XP to learn. Prerequisite ‘Acolyte’.

Element of Fire - Grants an upgrade to the spell “Magic Bolt”. After a 3 second
chant you may cast “Magic Bolt” twice in the same incantation, for the cost of a
single mana. This may be focused onto a single target or two different targets.
Example vocals, “By the power of X, I cast fire/water bolt! Fire/water double,
fire/water double”. “By the power of X, I cast magic bolt! Magic double, magic
double”. Also grants an additional maximum point of mana.

Tier 2 - costs 3XP to learn. Prerequisite ‘Acolyte’.

Element of Water - Grants the spell “Dispel”. After a 3 second chant may call
“Dispel Magic” which will end a single magical effect on a target within 30ft
(10m). Also grants an additional maximum point of mana.

Tier 2 - costs 3XP to learn. Prerequisite ‘Acolyte’.
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Element of Air - Grants the spell “Stagger”. After a 3 second chant the user may
call “Stagger” on three targets within 30ft (10m). This staggers the targets 10ft
(3m) backwards. Also grants an additional maximum point of mana.

Tier 2 - costs 3XP to learn. Prerequisite ‘Acolyte’.

Element of Spirit - Grants the spell “Banish”. After 3 a second chant the user may
call “Banish” on a target they touch. The target is briefly banished, putting their
finger in the air and remaining on the spot for 30 seconds, where they pop back
into reality. This may have further effects on creatures not native to the plane you
are currently on. Also grants an additional maximum point of mana.

Tier 2 - costs 3XP to learn. Prerequisite ‘Acolyte’.

Arcane - Grants the ability “Arcane Reservoir”. Once per day the user may go to
GOD (Games Organisation Desk) and roll a dice. The user will regain mana equal
to the Dice roll. The number of faces on the dice will change depending on
in-game dynamics but will never be less than 1d4. Some areas of the world have
more magic naturally flowing through them, and so there is more to draw from.
Also grants an additional maximum point of mana.

Tier 2 - costs 3XP to learn. Prerequisite ‘Acolyte’.

Domains of War

Warrior - Grants one additional hit point to your global hit point maximum. You
may also choose one weapon skill from the “General Skills” list.

Tier 1 - costs 2XP to learn. No prerequisite.

Bowmaster - Arrows that successfully hit their target are upgraded to “Double
Through”

Tier 2 - costs 3XP to learn. Prerequisite ‘Warrior’.
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Steel - Grants one additional maximum armour hit point to each piece of armour
you are wearing. Grants one additional hit point to your global hit point
maximum. Grants “Repair Armour”: After 1 minute of roleplay on a location of
armour, it is fully repaired back to its armour hit point maximum. This cannot be
used on armour currently being worn by yourself.

Tier 2 - costs 3XP to learn. Prerequisite ‘Warrior’.

Martial - Grants use of the ability “Knockdown” once every 60 seconds. This can
be applied to any weapon strike (excluding Short weapons) and causes the target
to fall to the floor, even if the attack is parried. They must remain on the floor for
3 seconds before then standing back up.

Tier 2 - costs 3XP to learn. Prerequisite ‘Warrior’.

Wardancer - Whilst attacking a single target, the character may use the
“Wardance” ability. After 2 successful strikes on this target (which may have
other calls attached to them, gained in other ways), the third strike deals 2 points
of damage, called “Double”. This ability may be repeated limitlessly, although
changing targets, or having more than 10 seconds elapse between strikes causes
the count to reset. If one is using Ambidexterity, each weapon is counted
separately for the purpose of Wardancer. Grants one additional hit point to your
global hit point maximum.

Tier 2 - costs 3XP to learn. Prerequisite ‘Warrior’.

Berserker - Grants “Resilience”: In response to an attack that would reduce you
to OHP, you may choose to activate this ability, instead remaining on 1HP. This
cannot be used in response to a “Fatal” blow and has a cooldown of 4 hours. Also
Grants “Warcry: Fear”. This Warcry ability can be used to inflict fear on a single
target within 15ft (4.5m), as per the rules for using Warcry abilities.

Tier 2 - costs 3XP to learn. Prerequisite ‘Warrior’.
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Domains of the Land

Wanderer - This ability grants the user to call “Through” damage once every 5
seconds with a short weapon. This also applies to thrown weapons, excluding
so-called “novelty” thrown weapons like food, and rocks. Additionally, it grants
the “Intel” perk. At the start of each game, a character with the intel perk will
receive a rumour, message, piece of intel or scout report. This will be based on the
premise of the game and may contain a randomised list of options.

Tier 1 - costs 2XP to learn. No prerequisite.

Grove Tender - This grants access to the ability “Herbal Revive”. 3 times a day, a
character with Herbal Revive may attend to an unconscious character and return
them to 1HP after 5 seconds of appropriate roleplay administering a herbal
ointment or salve. The call for this is “Herbal Revive - Heal 1.

Tier 2 - costs 3XP to learn. Prerequisite ‘Wanderer’.

Ranger - This grants access to the Stealth skill. To perform stealth, put a hand in
the air whilst in an appropriate form of cover (undergrowth, trees, bushes are
appropriate examples). Your character is considered concealed and cannot be
revealed without the use of Track. Movement reveals you, and once revealed by
movement or “Detect Stealth”, you cannot enter stealth again for 30 seconds.
Ranger also grants Track. The Track ability allows you after appropriate roleplay
to elicit information from your surroundings that might be revealed by tracks in
the area.

Tier 2 - costs 3XP to learn. Prerequisite ‘Wanderer’.

Perception - Five times a day the user may choose from the following skills:
“Sense + Discern Traps” - traps in a small radius will be revealed to the user as
well as the material they are made of. An appropriate crafter can disable the trap
after 1 minute of appropriate roleplay. “Resistance to “Backstab” - take only the
base damage from these strikes. “Detect Forgery” - after suitable roleplay learn if
an item is a forgery (get a ref). “Detect Stealthed Targets” - this ability allows you
to see Stealthed targets by detecting the footsteps they made when moving into
their current location. If you are using it in this way, it is appropriate to call
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“Detect Stealth” at the Stealthed individual, so they are aware you have countered
this ability.

Tier 2 - costs 3XP to learn. Prerequisite ‘Wanderer’.

Trickster - Grants Backstab. A single strike with a cooldown per target of 5
seconds that deals 2 points of through damage. When striking a target from
behind, call “Backstab Double Through!”,

Tier 2 - costs 3XP to learn. Prerequisite ‘Wanderer’.

Sage - This grants access to the skill “Create Woad”. A sage may apply 4 doses of
“Natural Woading" each day, which last one hour before expiring. The sage has 4
recipes available which may be applied in any combination. However each woad
comes with its own roleplay side effect for the person who adorns the woading.

1. Green Woad - The person adorned with Green Woad gains 2 uses of
stealth as per the stealth section of the ranger skill. However the
woaded person gains an uncomfortable feeling that they are
exposed and vulnerable if you are not partially concealed.

2. Red Woad - The person adorned with Red Woad gains one use of
vicious strike which allows the user to call “Rend knockdown”.
However the bearer becomes driven, urgent, passionate, and is more
likely to see problems can be solved with a weapon.

3. Blue Woad - The person adorned with Blue Woad gains 2 additional
mana. This may exceed their maximum mana. However the woaded
person sees the excess flow of mana as alluring, the bearer becomes
less conservative with mana, and casts more freely.

4. Yellow Woad - The person adorned with Yellow Woad gains 3 uses of
“Sense Spirit”. However seeing spirits is its own geas, the bearer is
somewhat haunted by the constant chatter of spirits around them.

Tier 2 - costs 3XP to learn. Prerequisite ‘Wanderer’.
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Domains of Belief

Conviction - Grants Heal 1 and Resolute. Heal 1 allows a character to restore a
single hit point of health to another entity, after making 60 seconds of
appropriate roleplay, be that surgical, religious or other. This can stack with the
use of consumable bandages, which are a craftable item in game. Resolute allows
the player once per day to call “No Effect” when targeted by a mind effect.

Tier 1 - costs 2XP to learn. No prerequisite.

Divinity - Grants the “Stance of Rejecting Undeath”. As per the rules of Stance
Casting, the player may call “Reject Undeath!” and designate a target. If the target
is in fact undead, they will suffer a Fear effect. If they are not undead, this cast
will fail. This stance needs to be invoked again after 7 uses.

Divinity also grants “Divine Repair Armour”: After 1 minute of roleplay calling on
faith to restore the armour, per location of armour, it is fully repaired back to its
armour hit point maximum. This cannot be used on armour currently being
worn by yourself.

Tier 2 - costs 3XP to learn. Prerequisite ‘Conviction’.

Courage - Grants the “Stance of Fearlessness”. As per the rules of Stance Casting,
the player may call “Fearlessness!” This applies to a friendly target in touch
range, or to Self. This can be consumed to resist a single call of Fear. After 10
minutes if the target of this stance has not used the ability, it fizzles out and
cannot be used until reapplied by someone with this stance. This stance needs to
be invoked again after 3 uses.

Grants one additional use of Resolute.

Tier 2 - costs 3XP to learn. Prerequisite ‘Conviction’.

Devotion - Grants the ability “Stance of Repelling”. As per the rules of Stance
Casting, the player may call “Stagger!” or “Knockdown!” on a target within 15ft
(4.5m). This stance needs to be invoked again after 5 uses.

Tier 2 - costs 3XP to learn. Prerequisite ‘Conviction’.
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Idolatry - Grants the skill “Anoint”: An item of any kind is anointed with divine
oils whilst the cleric recites a “Stance” into it — this takes prayer and roleplay
equal to double the usual value (2 minutes). Doing this does not count toward
your Stance uses. This stores one charge of the Stance in the item, which can
then be instantly activated as follows; “I release the anointed Stance of ‘X’, Stance
Cast - Effect!”. This allows for a single instant use of a Stance ability even if you
are in another stance. This can be performed by anyone in possession of the item
but expires at time out each day if not used sooner. You can anoint a maximum
number of items per day equal to 1 + any belief domains you possess. This grants
a minimum of 3 anoints per day.

Also grants the skill “Invoke Idol”: Invoke the timeless powers of an item related
to your beliefs, awakening the power of an idol. Any character in possession of an
invoked idol gains a single point of armour on the torso, that regenerates after 2
minutes, without any input from an armourer. Each invoked idol stays powered
for the remainder of that day. Only one idol may benefit from the power of Invoke
per character with this skill. This item should be phys-repped by an appropriate
token, trinket, idol or other symbology, specific for your character's faith or
belief, and should always be visible.

Tier 2 - costs 3XP to learn. Prerequisite ‘Conviction’.

Connection - Grants the Skill Ritual Flexibility. You may switch half of your
points in any one Tree to points of a core Tier 1 Domain of another Tree required
in a ritual, when totalling up your Ritual Domain Points. Also Grants “Stance of
Truth-Seeking”. As per the rules of Stance Casting, the player may call
“Truth-Seeking”. Any lesser creature within 10ft (3m) must declare out of
character if they are currently lying - This will not work on players and may not
work on some more powerful NPCs. This stance needs to be invoked again after 1
use.

Tier 2 - costs 3XP to learn. Prerequisite ‘Conviction’.

Condemnation - Grants the ability “Stance of Rebuking”. As per the rules of
Stance Casting, the player may call “Holy Through” on a target within 15ft (4.5m).
This stance needs to be invoked again after 5 uses.
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Tier 2 - costs 3XP to learn. Prerequisite ‘Conviction’.

Magic, Warcry and Stances

In Wilde Realms magical and spiritual powers are abundant. Many believe
anything someone can do is an extent of these powers; others believe they are
more unique and special. Either way no one can deny the power of the
individuals.

How to cast Spells - All Spells require two things to cast. Mana and a spell
casting focus. All spells cost one mana to cast. When casting a spell, you expend a
mana, chant your incantation for at least 3 seconds, and then call out your spell
effect to your target. Make sure it is loud and obvious so it can be heard over the
sounds of battlel Taking damage to HP or armour while chanting your
incantation does not interrupt your casting, however you must still provide
suitable roleplay of what is happening to you in the world such as being hurt.
Remember you are still being struck by a sword, and they hurt! Perhaps your
character pushes through the vocals with gritted teeth as you grip your hurt leg
and begin to limp. If your spell is missed by mistake, please speak to a ref and
either the ref will assist with your spell taking effect or will refund your mana.
When casting magic you must have a magical focus in one hand. This could be a
wand, an orb, a magic stone etc. Your magical focus cannot be used as a melee
weapon, even if the prop is an appropriate LARP safe phys-rep, unless combined
with an Item Card crafted in-game through the Crafting system. It must fill up
the use of one hand, for example you cannot hold your focus in the same hand as
your tankard and cast a spell.

How to use Stances - Stances, unlike spells, do not require mana or an
incantation to use. However, these powers can only be used once every minute.
When using one of your Stances, simply select your target by pointing at them
and clearly say your call. Stances when cast must say “Stance cast - Effect” to
avoid confusion where stances and spells can have similar effects (e.g. Stagger).
You then need to wait a minute for the energy to regather, and then you can use
the ability again. You select which Stance you wish to use when you time in and
you must spend one-minute doing loud and belief based roleplay invoking your
Stance (this can be praying, meditating or dancing! Whatever fits your character).
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You can only use the Stance you have selected. If you have multiple Stances and
wish to use a different one or if you have used up your set number of charges per
Stance, you must invoke a stance again and spend one-minute roleplaying.
Swapping Stances clears all pending Charges you may have had. During this
time, you cannot use abilities or fight, and if you act to defend yourself, the timer
is reset. If you are struck by damage in any form during this time, the timer is
also reset.

How to use Warcry Abilities - A Warcry ability represents a rare feat of strength
your character is capable of. All Warcry abilities have an independent 1-hour
cooldown. To use a Warcry, showboat appropriately winding up for a big shout, or
a stomp, or a weapon clattering on a shield etc. Once you have done this, which
only takes a few seconds, shout the ability call, followed by the word Warcry.
“Warcry Fear!” as you point at a monster you’ve intimidated with your strength
will have the desired effect. It’s important to state “Warcry!” as part of the call, as
it distinguishes some effects from Magic Spells, which could be resisted,
countered or dispelled.
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Progressing your character and spending XP

After your character survives a day of a Wilde Realms event, they are awarded
1XP. Attending for the full 3 days (Friday to Sunday) or two days (Friday/Saturday
or Saturday/Sunday) will earn you 2XP! XP can be spent after the event by editing
your character on the website (wwwwilde-realms.co.uk) or be saved for future
use. In Wilde Realms, some Domains cost more than the XP you may gain from
one event, so it is common for characters to save their XP. While saving, your
character could thematically be researching how to perfect the ability they are
going to unlock, or maybe even being the first one to discover its existence!
Formal research into unknown Tier 3 and Tier 4 Domains must follow the rules
set out in Appendix 4 — Research. Don’t worry, you only need to know this after
attending your first few events!

While Tier 1 and Tier 2 Domains are largely universal, characters can discover
and master an additional 5 Domains through the Research system (see Appendix
4 — Research). Once a researched Domain is officially purchased with XP, it is
considered fully mastered and no longer occupies one of your 5 active Research
Slots, effectively "opening the slot” for a new discovery.

Progressing beyond Tier 2 Domains on the skill tree, you’ll find Tier 3 Domains
that are connected to two Tier 2 Domains beforehand. Tier 3 Domains are made
by combining any two Tier 2 Domains from anywhere on the skill tree. For
example, you can combine a domain from the Tree of War with a domain from
the Tree of Power. Many of the Tier 3 Domain combinations are not shown on the
skill tree. This is intentional to encourage discovery in game and for players to
search and create new combinations!

Once a Domain has been combined once to make a tier above, it cannot be used to
combine with other Domains during the life of this character.

Tier 4 Domains are also the same as above, but instead require two Tier 3
Domains to combine. No Tier 4 Domains are listed on the Skill Tree currently,
they must all be discovered in play.
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There will often be NPCs or monsters in play that can use Tier 3 and 4 Domains,
which can be researched by characters, and you can use the information gathered
to learn how you might be able to access these powers yourself. Please note that
these skills/Domains are IC real things that can be spoken about. We advise that
you do not refer to them as “skills” in character but rather as “Domains”, and
instead of “taking a domain” you are “learning/researching/seeking to access a
domain”.

Below are two examples of how this works:

Archie the mage is progressing up the Domains of the Power Tree and took the
Elemental Air Domain at character creation and has spent 3XP on taking another
skill, Elemental Earth. They spend another 6XP to combine the two domains for
their first Tier 3, Elemental Thunder. This gives them access to the spell the
Thunder Domain grants and any other bonuses attached to it. Archie also still
has access to Elemental Air and Elemental Earth.

Turnion is a warrior who has taken the Berserker Domain for 3XP after using
their saved XP along with the XP gained from their first event. They then also
spend 2XP to access the Tree of Belief, taking the Conviction Domain, and then a
further 3XP to take the Devotion Domain. They then spend a final 6XP to
combine these two domains from different domain trees to create a new Tier 3
Domain that until now has been kept secret and still needed to be discovered!

Heritage Domains

While most Tier 3 Domains of the Power, War, Land, and Belief trees require
research to unlock, each Heritage possesses a deep connection to specific
domains. Characters may purchase their four linked Heritage Domains with XP
immediately, bypassing any research requirements.

These tier 3 skills do not add to your soul weight (as described below).

If you are new to the world of Wilde Realms, you do not need to worry about
these sections until you have attended a handful of games and gained more XP to
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spend. However if you enjoy pre-planning your characters progression, feel free
to dive in!

Liria

Attunement - Grants the spell "Elemental Weapon”. The caster of this spell may
choose an element of a domain they are attuned to, or default to ""Magic""
through the Acolyte Domain. The spell targets a single weapon or projectile. For
the next 30 seconds this weapon may add the chosen elemental tag to its damage
calls. No other ability may add a type or elemental damage call to this weapon for
the duration of this spell. This cannot be cast on any weapon that already has a
permanent elemental damage tag, and in the case of any weapon that contains
the ability to activate an elemental damage tag, using that ability will end any
current instance of "Elemental Weapon". Also grants an additional maximum
point of mana.

Tier 3 - costs 6XP to learn. Prerequisites Arcane & Wardancer.

Battlemaster - Grants “Warcry: Rally”. After 10 seconds of build up roleplay, you
may use this Warcry, as per the rules for using Warcry abilities. You and three of
your friends are granted one use of “mundane fumble” on your next successful
strike (body part) within 30 seconds.

Tier 3 - costs 6XP to learn. Prerequisites Courage & Martial.

Benefaction - Grants an additional type of woading as per the "Sage" skill.

Orange Woad - The person adorned with Orange Woad will heal in 30 seconds
instead of 60 for the next 3 times they are healed via Conviction. However the
woaded person is pumped with adrenaline and on edge and therefore easily
startled.

Grants one additional use of woading as per the sage domain.

Tier 3 - costs 6XP to learn. Prerequisites Sage & Perception.

Zeal - Grants the Skill “Divine Strike”. After 15 seconds of uninterrupted windup
roleplay, perhaps invoking the attention of a deity, or reciting some oath, the
player is able to make a single weapon strike that deals 2 points of Holy Damage
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and inflicts the knockdown effect. This is called out as “Holy Double
Knockdown!”

Tier 3 - costs 6XP to learn. Prerequisites Idolatry & Devotion
Esca

Magma - Grants the spell “Rend”. After a 3 second chant the user may point at a
target within 30ft (10m) and call “Rend” followed by the location of the armour.
For example, “Rend torso!”. That piece of armour then takes the Rend call and is
considered broken. Also grants an additional maximum point of mana.

Tier 3 - costs 6XP to learn. Prerequisites Fire & Earth.

Glade - Grants the ability "Glade Guardian". At the cost of a Grove-tender charge,
you can concoct an ancient remedy of herbs and perform an uninterrupted rite
that takes 30 seconds. Upon completion you declare yourself a Guardian over a
person, an item you are not holding, or it a space of some significance, no larger
than 10ft (3m). For the next 3 minutes, you assume the mantle of the Glade
Guardian and whilst either within the space you allocated or 10ft (3m) of the
target you picked, you have the following abilities. After invoking this rite it
cannot be used again for a further hour, no matter how it ends.

1) 5 uses of Stagger on a Melee hit, but only when this would push things away
from your target.

2) One use of mundane mend on a single piece of armour. This is not a spell.

3) You can Grapple 2 on friendly consenting targets, or unconscious targets of any
kind.

If you become unconscious before "Glade Guardian” ends, it ends immediately
and you lose one additional Grove Tender charge. If this takes you below 0, you
instead lose the bonus of Steel to your armour HP for the rest of the day, and
cannot use this ability again this day, even if Grove Tender charges are regained
through some other means.

Also grants one additional use of Grove Tender.
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Tier 3 - costs 6XP to learn. Prerequisites Steel & Grove Tender.

Bramble - This provides an upgrade to the ability “Backstab”. This is a melee
only call. Usable only when striking from behind, “Bramble” deals a single point
of damage and applies the “Entangle” effect. This incurs a 30 second cooldown.
To use this ability, land the strike and call “Backstab Entangle!” No two backstab
effects may ever be made within 5 seconds of another.

Tier 3 - costs 6XP to learn. Prerequisites Grove Tender & Trickster.

Soul - Grants its user access to the following abilities which can be used 3 times
per day in any combination:

- You may perform a 2 minute rite on someone else and grant them a single
mana.

- You may use the spirit sense spell at no mana cost

In addition, once per event, you have access to Soul Scourge, which is a 10 minute
uninterrupted rite. When used on willing participants, one learnt (but not
attuned) Domain can be removed from their Soul Weight, freeing room for
further learning. A ref must be present when the ability is started and completed,
and then it must be reported to God at the earliest convenience.

Tier 3 - costs 6XP to learn. Prerequisites Spirit & Devotion.

Westfell

Sand - Grants the spell "Blind". After a 3 second chant the user may point at a
target within 30ft (10m) and call “Blind” which will affect the target as per the
"Blind" call. Also grants an additional maximum point of mana.

Tier 3 - costs 6XP to learn. Prerequisites Earth & Trickster.

Juggernaut - Grants access to “Warcry: Tremor”. This warcry ability can be used
to inflict a single use of “Mass Knockdown” as per the rules for using Warcry
abilities. Grants one additional hit point to your global hit point maximum.

Tier 3 - costs 6XP to learn. Prerequisites Steel & Berserker.
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Druid - Grants the use of the ability “Overgrowth” 3 times a day. The user of this
skill can call “Entangle” against 3 targets within 30ft (10m). In addition, it gives
the ability “Herbal Remedy” where the druid may spend 5 minutes creating a
herbal remedy that can cure most traumatic wound effects (this does not
consume any herbal rips). They can also diagnose traumatic wounds after
suitable roleplay.

Tier 3 - costs 6XP to learn. Prerequisites Sage & Grove Tender.

Zephyr - Grants the ability “Stance of Abjuration”. A target can be selected from a
maximum of Close 10ft (3m) range. Once selected, you may call Stagger on the
target. For the following minute, you may call Stagger on it again each time it
returns to within 10ft (3m) of you, with a maximum of once every 10 seconds. If
your focus is broken, the timer ends and the Stance must be invoked again. Using
any other ability in this time breaks your focus, as does ceasing your roleplay for
any reason. Dealing or taking melee damage does not automatically break your
focus. This stance needs to be invoked again after 1 use.

Tier 3 - costs 6XP to learn. Prerequisites Air & Devotion.
Asuaine

Life - Grants the spell “Regrowth”. After a 3 second chant the player may touch a
target and that target regains 3 hit points to a maximum of its max hit points.
Example vocals, “By the power of life, I grant you regrowth. Heal 3”. Also grants
an additional maximum point of mana.

Tier 3 - costs 6XP to learn. Prerequisites Water & Spirit.

Envenom - A charge of your Grove Tender ability can be used to mimic the
effects of one BASIC or STANDARD poison, on your weapon only. If not used
within 30 seconds the charge is lost. Grants one additional use of Grove Tender.

Tier 3 - costs 6XP to learn. Prerequisites Bowmaster & Grove Tender.

Hunter - Once per day, you can spend 30 seconds focussing on a single target you
can see and as long as this focus is not interrupted by damage or using another
skill or ability, they count as being marked.
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Whilst attacking a marked target, the hunter's attacks are augmented.

- One handed or Short weapons may call “Through” damage.

- Two handed, Polearm and Bow weapons now deal an additional damage on
every strike, capped at double.

This effect expires at the end of the day or when the target is killed.

Tier 3 - costs 6XP to learn. Prerequisites Ranger & Trickster.

Admonition - Grants the ability “Stance of Admonition”. As per the rules of
Stance Casting, the player may call “Fumble!” on a target within 15ft (4.5m). This
stance needs to be invoked again after 3 uses.

Tier 3 - costs 6XP to learn. Prerequisites Devotion & Condemnation.
Marika

Thunder - Grants the spell “Blink”. After a 3 second chant, you may move up to
30ft (10m) as quickly as possible, with your hand in the air. When you arrive, drop
your hand, and say, “Blink ends”. During a blink you are invisible, but still take
damage from all sources that might catch you in a “mass” situation. Also grants
an additional maximum point of mana.

Tier 3 - costs 6XP to learn. Prerequisites Earth & Air.

Blademaster - This provides an upgrade to the ability “Wardance”. Where
“Wardance” would deal 2 points of damage on the third consecutive strike,
“Blademaster” deals 2 points of through damage. This is called as “Double
Through”.

Tier 3 - costs 6XP to learn. Prerequisites Martial & Wardancer.

Rogue - This provides an upgrade to the ability “Backstab”, which introduces a
second option, Rogue. This is a melee only call. Usable only when striking from
behind, “Rogue” deals no damage and applies the “Rend Knockdown” effect. This
incurs a 30 second cooldown. To use this ability, land the strike and call
“Backstab Rend Knockdown!” You may choose to use either “Trickster” or
“Rogue” when you strike a target in this way, but they share the same
immunities and requirements, but different cooldowns.

Tier 3 - costs 6XP to learn. Prerequisites Perception & Trickster.
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Deepwater - Grants access to “Holy Sanctuary”. Taking 3 minutes to sanctify an
area with roleplay appropriate to the core of the character's Belief, you can devise
a Holy Sanctuary with no greater than 3m Radius. You must use some
appropriate method of props to designate this area for its duration, as the magic
must be sealed within a boundary, not simply indicated with gestures. Whilst
both the caster and target/s are within this area with a maximum diameter of 3
meters, the ""Reject Undeath” call can be made every 10 seconds, limitlessly.
Additionally, the caster may pay mana to cast ""resolute”” on themselves in
response to ignore a mind effect call, but only whilst inside their Holy Sanctuary.

This follows the same reaction rules as ""counterspell™”.

Be aware that these effects may not affect some greater undead, and intelligent
undead may become aware of the effect and may choose to circumvent the area.
Holy Sanctuary lasts until time out, and you may only create one Holy Sanctuary
per day.

Tier 3 - costs 6XP to learn. Prerequisites Water & Divinity.

Soul weight

Each domain a character learns, is blessed with or develops, weighs down on
their soul. Since the Convergence those discovering the domains have not yet
reached the cap a mortal body can hold, and for now, this power grows
unchecked.

A character may learn up to 5 additional Domains (not currently in the rulebook
or Heritage Domains) through active research.

A system for determining the maximum power a character can gather to their
soul without risking losing it is pending design. With full transparency, we at
Wilde Realms LARP are aware that a final cap to the power of a single character
may be required over time in order to keep the system fair, and to not
disadvantage newer players so much as to impact their enjoyment. At this time,
no such system is in place - We intend to monitor the situation as Wilde Realms
ages and implement a sensible and fair system when such a time comes.
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Character Packs

Each game of Wilde Realms you attend as your character, you will be presented
with a character pack during the check-in process. If you pay on the gate, there
may be a wait whilst we generate your character pack, but pre-booked players
will find their packs waiting for them. This will contain your character card, any
resources you may have earned, any intel your character has gathered and the
results of any pending research, crafting or story element that is appropriate. It
will also contain an amount of coin. As standard, this will be 4 Brigs, although
you may find at times this is broken down into smaller denominations.
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Rules of Play

1. Respect your fellow Players, Refs and Monster team.

a.

C.

Wilde Realms LARP acknowledges that roleplay and combat in a LARP setting
can be emotive, fast paced and compelling. As such, we operate a respect-based
system to maintain a positive and healthy environment for all present.

The Referees and Crew are present for your benefit; act respectfully towards
them. Whilst you may find yourself disagreeing with a call or an action in the
heat of the moment, we encourage a respectful approach. Complaints and
grievances should be taken to a Head Ref as soon as you are comfortable, but not
confronted immediately on the field - This is to minimise the disruption to play,
but also to reinforce a ‘cooling-off’ period. More detail about complaints/raising
concerns can be found in our Code of Conduct.

Monstering for your fellow players when requested is a mark of respect. This
allows us to provide the quality of game we believe you deserve and keeps the
ecosystem of Play/Monster balanced. If you feel like you cannot monster for any
reason in your timeslots, please inform a ref and we will endeavour to find
non-com or crew roles for you to perform during this time. Bear in mind this
may free up a member of the crew who can now monster in your place if you’re
able to do this!

2. Pull your blows and safe fighting

a.

“Pulling your blows” is defined as fighting in a safe way so that your LARP-safe
strikes have a reduced impact, and thus hurt your fellow attendees less! This is
done both for respect and for safety and is of course mandatory. Referees are
liable to give safety refreshers to players who are having a hard time
maintaining this standard. Complaints or concerns about another attendee’s
adherence to this rule should be raised directly to a referee, not confronted
immediately on the field. You may also request a refresher on the safe use of any
weapon at any point from a referee for yourself, and we will be happy to
accommodate.

Anyone who feels at any time like they are unsafe for any reason may “Step out”.
This can be stepping a few paces away from an environmental hazard, such as a
root, a tentpole or a pothole, or to remove yourself for a situation where you feel
crushed between players during a combat. This is used frequently for a player
who is “dying” according to the game rules but does not wish to do so under the
feet of the combat that is still occurring around them. As you “Step out”, you
should move the minimum distance that brings you to a safe place, indicating to
the attendees around you that you are doing so, and then resume play.
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3. Physical contact, grappling and consent

a. LARP is often considered a ‘full-contact’ activity, and because of this, physical

contact with other attendees is likely to occur. There are skills and abilities, such
as “Grapple”, “Heal”, that describe a ‘touch’ range. Touch range is considered a 6”
hover-hand, and consent to lay hands directly on attendees whilst grappling and
healing is not assumed and must be explicitly given. Even in cases where
consent to make contact is given for any in character activity, force must never
be applied. Grapple is never an excuse to physically lift/carry/drag/push any
attendee and doing so will be considered a serious breach of this rule, which can
be reported as defined in Rule 2.A, or in our Code of Conduct.

4. Attending player briefs and weapon safety

a. Briefings run for the player base at the beginning of each day are mandatory.

b. Weapons checking will occur during these briefings. Wilde Realms LARP trained

C.

‘weapons checkers’ reserve the right to declare any weapon unfit for safe use at
Wilde Realms. A weapon that has failed checks, or not yet been checked may not
be used at Wilde Realms.

Briefings may also include competency checks for Bow use, which are optional,
but are mandatory before weapons of this type can be used. Bow competency is
valid for 1 year.

5. Respecting gender identity and pronouns

a. Respecting identity, including using the correct nhame and pronouns for the

people around you are mandatory, in accordance with our Code of Conduct. This
will be reinforced with pronoun checks at briefing, and provision of
complementary pronoun badges (where stocks allow). Intentional breaches of
rule 5 will result in expulsion. Accidental breaches of rule 5, and accompanied
corrections, should be handled with grace and good intent. Please refer to the
Code of Conduct for further guidance. If you are experiencing trouble with
another attendee in relation to rule 5, please speak to a member of the game
team and we will step in discreetly on your behalf, in accordance with our
safeguarding policy.

6. No attendance under age 16

a. Wilde Realms LARP does not permit any attendee below the age of 16.

b.

16 & 17 year olds can attend only in accordance with our Young Persons policy.

7. Drinking and smoking at game

a. Drinking and smoking are permitted whilst these things do not interfere with

gameplay or the enjoyment of those around you, as per our Code of Conduct. If
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smoking on site all discarded cigarettes must be disposed of properly. They must
be safely and completely put out (so as to not leave any marks on the site being
used or on surrounding props) and properly disposed of in a bin. Failure to do so
will result in changes to these rules being made. Consent to smoke under
canopies/awnings/set-dress should not be assumed, and it is mandatory to
check in with the owner before lighting.

Young Persons may not consume alcohol at Wilde Realms Events at any time or
under any circumstance, in accordance with our Young Persons policy. This is a
zero tolerance offence, the details of which are listed within that policy.

8. Illicit Substances

a. Wilde Realms LARP operates in accordance with UK law, and may expel players

who break substance laws on site, in accordance with our Code of Conduct.

9. Torture, IC theft, Murder and IC ‘High-Conflict’ scenes.

a. Torture at Wilde Realms may occasionally occur, but with strict rulings. The

C.

presence of a referee in any scene that may involve torture is mandatory. If a
referee is not present, it is acceptable to ‘hold’ the scene whilst a referee is
requested and becomes available. It is not acceptable to continue in the absence
of a referee if one cannot be found immediately. After appropriate roleplay, in
the presence of a referee, Torture will be mechanically be resolved with
“Rock-Paper-Scissors”, a contest used to signify the victim’s resilience against the
torturer’s persuasiveness. If the player being tortured fails, the
“Rock-Paper-Scissors” they take 1 point of through damage and the torture
continues. This is repeated until either: the character escapes or is rescued, gives
up the information and is released or dies from their injuries. Torture role-play is
consent-based, and as per rule 1, consent can be withdrawn at any point.

Theft of IC items gained through gameplay may occur at Wilde Realms. This
includes IC currency, resources and crafted items. If these items are not attached
to a prop or item of property belonging to another attendee at Wilde Realms,
they may be stolen freely. If the item of your desire is attached to a prop, to steal
these you must bring them immediately to Games Control. This is to ensure the
item of OC property can be returned correctly and safely to its owner, and to
keep a clear distinction from theft as a game mechanic, and the OC act of theft
of another player's property.

Murder can be the unfortunate consequence of PvP (player vs player) content at
Wilde Realms LARP. Whilst murder of other player characters is permitted, those
involved should work to ensure it is performed in a way that respects all those
involved, paying close attention to rules 1&2. Where possible this should include
the presence of a ref, although this is not mandatory where the situation would
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be prohibitive. In any case where a ref is not present, it is mandatory that the
murder is reported to a ref immediately, both by the victim and the murdererys.

d. Emotive/High-Conflict Roleplay. We understand that at times, conflict between
players may arise. At Wilde Realms we do our best to mitigate conflict, as Wilde
Realms is marketed as a collaborative LARP where you, the players, work
together to effect change in the world, and gloriously fight big baddies.

In the instance where conflict does occur in open roleplay, these scenes are
reqgulated as follows for the emotional welfare and safety of all attendees.
High-Conflict in character situations such as “Trials” “Inquisitions” and other
such confrontations etc. are run strictly by consent. Where your consent is not
given for a High-Conflict moment created by another player, you have the full
backing of the Wilde Realms ref team to remove yourself from the situation, and
we encourage you to give feedback to the ref team any concerns you may have.

e. “Check-Ins”. At Wilde Realms, we encourage the use of Check-Ins with other
attendees to maintain a healthy and positive experience. This can be as brief as
a hand-signal, which can be used to state that you are not okay with the current
content, responding with a thumbs-up or down. The specifics of this system will
be presented each day at Player-Brief but are stated here for your awareness.

10. Cheating

a. Wilde Realms LARP does not condone cheating. The rules are put in place to
ensure the smooth running of the game in a balanced way. If you have concerns
that another attendee is not adhering to the Rules of Play listed here, or to any of
the gameplay rules, please address these directly to a referee. Please refrain from
confronting these directly on the field,

b. Rules feedback: If you have any issues with the game rules, whether you think
they are unbalanced or unfair, please speak to a referee and we will take the
feedback under advice and make changes where appropriate.

11. Adult Themes

a. In play - Wilde Realms LARP is marketed as a “Dark Fantasy” LARP and may
contain elements of horror or unsettling encounters designed to scare your
characters. This may include themes mentioned above in Rule 9, and other
horror themes. We take responsibility for delivering this content to you in a
conscientious way and will strive to avoid themes that are particularly
traumatic. If you wish to communicate to the game team that you have a trigger
youd like to avoid, this may be done by contacting us at
Wilde.Realms@Gmail.com. We cannot guarantee to prevent all exposure to
these triggers but will act as always with Respect and Consent in mind when
delivering content.
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b. Some themes are banned at Wilde Realms, and will never be permitted, either in
plot-writing or between players in roleplay. Each has its own reason, but
typically this is due to the prevalence or seriousness of triggers surrounding
these themes. It should be noted that unlike physical contact/torture, we do not
accept that a group of attendees can grant consent to any form of play in the
following themes at Wilde Realms, this is a blanket ban, for the benefit of the
attendees around you. This rule also extends to out of character time (time out)
while at our events. If you feel someone is breaching any part of rule 11 please
find your nearest ref at the event or email us directly when you feel able to
discuss it. Breaching this rule will be considered a serious breach of our Code of
Conduct. Banned themes/topics as current (v2.2.2) include:

1. Sexual Assault

2. Roleplay  topics including  Miscarriage/Mention  of
Abortions/Condemning Abortion

3. Abuse of Children
4. Racism relating to OC characteristics
5. Transphobia/Homophobia

ii.  Topics excluded are decided by the Game Team, and exclusion of a Topic
is intended purely to promote the emotional safety of our attendees by
restricting exposure to triggering and traumatic themes.

c. Wilde Realms does not condone or allow the overtly sexual forms of PDA (public
demonstration of affection) within our events or in any of our community
forums (Facebook, Discord and others). This also extends to the prohibiting of
NSFW content in our community. This rule is in place so all members of our
community can feel comfortable in our shared spaces.

d. Breach of any form of Rule 11 will be dealt with by the ref team and can result in
either an official warning or an immediate ban from Wilde realms communities
and events. The team is given the authority to determine how we proceed with
responses to the breaking of rule 11 and it will be determined on a case by case
basis.
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Appendix 1 - Calls List

Listed below is an overview of Out of Character Calls and Abilities you might hear called out
during the game by monsters, players, or Refs that relate to game time.

Man Down: Called when there is a real life injury or emergency. Please take a
knee and wait for a ref to give further instructions (if on a battlefield or in a
combat area the refs will move the combat away from the man down call and
continue the game in a new safe location). Please do not repeat the Man Down
call as this will make it harder for referees to locate the source of the
emergency.

Time Freeze: Pauses the game. Stop what you are doing, don’t move and close
your eyes. After Time In is called again, resume roleplaying as if nothing has
occurred.

Time In: Called when the game commences each day or to resume playing
after a Time Freeze or Man Down.

Time Out: Called when the game stops each day.

Listed below is an overview of the Calls and Abilities you might hear called out during the
game by monsters, players, or Refs. This is intended as a ‘cheat-sheet’ to help you decode these
calls. For further information on each call please see the section of the rulebook that describes
the ability in more detail.

Banish: The target is briefly banished, putting their hand in the air, and
remaining on the spot for 30 seconds, where they pop back into reality. This
may have further effects on creatures not native to the plane you are currently
on. Targets of banish are limited to creatures, mortals, or other such (living)
beings.

Blind: *mind effect* The target cannot use sight as a sense for 30 seconds,
and thus cannot use any ability that requires you to see the target. You are not
required to close your eyes for safety reasons but may do so if it feels safe to do
SO.

48



Wilde Realms LARP - Core Rulebook V3.1

Blink: Close range teleport — After invoking the spell, you may move up to
30ft (10m) as quickly as possible, with your hand in the air. When you arrive,
drop your hand, and say, “Blink ends”. During a blink you are invisible, but still
take damage from all sources that might catch you in a “mass” situation.

Counterspell: The target spell, cast by a target you can see, is prevented, and
does not count as having been cast. You should declare Counterspell loudly so
that the relevant people in question are aware of that.

Dispel: Remove a magical effect placed upon a target or attempt to remove a
magical property from an item (requires Ref).

Double: This call deals 2 points of damage.

Entangle: This call forces the target to remain in place for 30 seconds. They
may not move from the spot, but may still fight from that spot and defend
themselves, as well as speak and act normally. At the end of the duration, they
may move as normal again. This effect can be broken by grappling the target
for 10 seconds (as per the grapple rules) to break them free.

Fatal: When you are struck with ‘fatal’ your hit points are reduced to 0, no
matter where you are struck on your body. This goes through armour; you
immediately start your death count (which is not modified by the ‘Fatal’ call).
This can be range, touch or on strike. You can parry a ‘Fatal’ strike.

Fear: The target must run away from the user for 30 seconds or cower on the
spot/in cover for 1 minute. This is mundane and not a *mind effect*; the user
represents a scary individual, rather than a spell cast that makes the target
succumb to fear artificially.

Fumble: *mind effect* Target must fully let go of the item targeted and said
item must drop fully to the ground (or be placed safely fully on the ground) for
a full 3 seconds before it can be picked back up. When used as a weapon strike,
it must land on a body part to be successful.

Grapple: Two (2) people are required to grapple a target. A grapple can be
opposed and broken by one side having more conscious people than the other.
You cannot use any skills while performing a grapple with the exception of
stabilise. A target will remain stabilised for 30ft (10m) when using the skill
basic medicine (see Rules of Play 3: Physical Contact, Grappling and Consent).
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Greater Possession: *mind effect* The target is under the control of the being
using this ability. The being who used the possession ability can instruct the
target on what to do and how to act for the duration of the effect, and the
target must follow said instructions. The effect may require specific
conditions to end, and does not automatically end when the target drops
unconscious.

Heal X: The target regains hit points equal to X’, as described in the ability
that grants access to the healing. This is a generic call that you may use to
confer to a target how much healing they are receiving, regardless of the
ability granting you that Healing.

Irresistible: Modifies the attached call to bypass any resistances you may have
gained to it by any means.

Knockdown: Knocks the target fully down and they must remain on the floor
for 3 seconds before then standing back up. Knockdown from weapon strikes
that hit your equipment are still successful.

Mass: the call mass is added in front of another call. When used it uses the
effect of the original call but the call now affects an area of 30ft (10m) and the
user of the mass call can choose whether it is a radius effect or a cone effect
(which is represented by raising both arms in the direction of the cone).

Mend: Touch a broken object or piece of armour and restore it. Armour pieces
are fully restored. This does not work on items damaged by Shatter. These
must still be repaired by the appropriate crafter.

Mundane: This call means any effect that follows it is applied mundanely
rather than through magical means. This means it cannot be counterspelled,
nor can it be the target of any ability that interacts with spellcasting or
resisting spellcasting.

Mute: *mind effect* The target may not speak for 30 seconds. This prevents
casting spells and using any form of vocal. This does NOT prevent you calling
in an OOC manner the damage types and special calls of weapon strikes,
poisons or enchantments that are already active; these situations don’t
represent your character speaking, you are informing targets of action
affecting them.
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No effect: You can call “No effect” to negate a called effect as specified in the
skill that gives you this call.

Pain: The target must roleplay being in agonising pain for 30 seconds. While
under the effect they cannot strike, use active abilities, and may only defend
themselves.

Paralyse: The target is frozen in place for 30 seconds. During the duration
they can still take damage but cannot move or speak. If the paralysed target is
reduced to OHP during this time the paralyse effect immediately ends and the
target drops to the floor and begins their death count as normal.

Possession: *mind effect* The target is under the control of the being using
this ability. The being who used the possession ability can instruct the target
on what to do and how to act for a duration of 30 seconds, and the target must
follow said instructions. The effect is broken when the target becomes
unconscious or is dispelled.

Reflect: A skill or spell is reflected back at the user/caster, the target of the
skill/spell takes no effect from the original use.

Rend: Changes the current hit points of a piece of armour on a location to 0. If
the location struck is unarmoured it just deals a single point of damage.

Sense Magic: Caster can detect any magical effects within 30ft (10m) and
know where the magic is coming from. It may give you other information, for
example the type of elemental magic involved.

Sever: The struck limb is disabled until attended to by a healer. The severed
player and anyone attempting to heal them should see a ref immediately. If
this hits the torso, it reduces the current hit points to 0, but does not have any
additional lingering effect. Sever has no effect on armour.

Shatter: This call can be ranged or on a strike/hit. The item targeted now
requires reforging, and is unusable. Any armour affected like this loses its hit
point bonus, and magic items stop functioning.

Sleep: *mind effect* The target falls asleep for 30 seconds. While asleep they
are not aware of their surroundings or what happens during that time period.
If the target is struck with damage or 10 seconds of roleplay happens to try
and wake them up, the effect ends.
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Slow: *mind effect* The target must move and act at half speed as if being
slowed down by an external source for 30 seconds. You may still use abilities
and spells, but the time taken to use these is double for the duration of this
status effect. Stances are not affected by this effect. For example, the vocals
for a spell will take 6 seconds instead of 3 seconds.

Spirit Sense: Sense nearby spirits or evaluate a spirit and any conditions that
may be affecting it.

Stabilise: Pause the death count of the target.

Stagger: Staggers the target 10ft (3m) backwards. Stagger from weapon
strikes that hit your equipment are still successful.

Surge: Mass radius of 30ft (10m). Deals 1 point of damage and applies
knockdown to all within the area. An element or additional tag may be added
to the start of this call, such as "Holy Surge” or "Water Surge”. These are
simply tags that may affect resistances if applicable, much like how elemental
bolts work.

Terror: All targets in a mass radius of 30ft (10m) must run away from the user
for 30 seconds or cower on the spot/in cover for 1 minute. This is not a *mind
effect*. This cannot be resisted by abilities that resist Fear, as it is a unique
call.

Through: Ignores armour and applies the damage directly to a target’s hit
points.

Triple: This call deals 3 points of damage.
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Appendix 2 — Rituals

Rituals at Wilde Realms

A Ritual is an in-game attempt to manifest great power in a fixed point to produce an
outcome usually impossible through the passage of normal play. Rituals are short
performances in front of a Ritual Ref (Watcher), who will score the Ritual on several
categories. This rules doc should explain everything you need to know as a player
regarding Rituals, although much more of the context and flavour around the Ritual magic
game won't be disclosed, for you to find out in play!

Terms you will hear:

Rituals - The in-game performance you do at one of the four events each year. These take
place in a ritual site and with a watcher present. Each ritual has a “score to pass” which is
unique to that ritual and differs from your “ritual projects” point threshold.

Ritual projects - Refer to your overall goal of what you are trying to achieve with your
ritual/s. Most rituals to create an amulet or magical sword won't be complete on the first
ritual, and will require multiple in-game rituals. Each successful ritual you do towards the
same goal will contribute points towards the ritual project. The points threshold for a
project is determined by how powerful of an item/buff/change you are asking for and is set
by the Ref team. You will not be told what the points threshold is, that is part of the fun!
You do not need to do anything extra to create a ritual project, it will automatically be
created for you when you submit your first ritual for that goal.

Ritual contribution - This refers to the points in each domain tree (Power, War, Land and
Belief) your character has that can be contributed to power a ritual.

Stability drawbacks - refer to how dangerous the repercussions of a ritual going unstable

might be upon yourself, the circle and those around you.

Stability threshold - refers to the amount of points it takes for that ritual type to become
unstable. These points are not known, it's part of the gamble when planning your ritual!
The Watcher (Watcher) - These are NPCs in the game who have dedicated themselves to
protect and watch over the ritual circles. These beings are played by referees who have
been trained to score and sign off on rituals performed by players. In order to perform a
ritual or lower the wards on a ritual, a Watcher must be present.

Example - Archie the Mage is trying to create a magical amulet that allows them to
generate more mana from the Arcane domain. Archie submits their first ritual via the
form and a ritual project is created for them. The Ritual Project threshold is set at 100
points (although Archie does not know this number). At the event Archie passes their first
ritual (which is based on their submission and had a difficulty set at 40 points) and gains
60 points (the amount they scored in the ritual)! Those are allocated to their project. At the
next event Archie does a second ritual (with a difficulty set at 35 points based on their
submission) but fails. No points are allocated to the ritual project. At the third event Archie
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tries again, learning from last time, and passes their ritual gaining 45 points. This puts
Archie’s Ritual Project score at 105, which is enough for the item to be created.

Help when planning your ritual - We understand it can be difficult to know what you can
ask for when planning a ritual project, or if you do know what to ask for, how to achieve it.
There are many ways you can get advice at Wilde Realms! Firstly you can email us at
wilderealms@gmail.com with any questions you have. You can also ask in the
#crafting-trade-and-rituals section of the community Discord. Finally you can discuss
your ideas in-game. The Watchers, played by referees, can give you advice (although this
may vary depending on the one you speak to). The Elects of the Writ are also referees that
can give you guidance, although cannot assist you in the circle. Lastly don’t forget you can
discuss and bounce ideas off of your fellow players!

When requesting a ritual, which is done in between games by completing the form found
at https://wwwwilde-realms.co.uk/ritual-form, you need to consider the following things:

Before the Ritual and Event:

Outcome - What do you want to achieve? Are you building an item, transmuting, or
interacting with a character's soul and domains? Perhaps you are asking a divine being for
guidance or using the power of the Ritual site to scry on a foe from afar. The difficulty of
your ritual (and projects) are determined by how much you are asking for in the circle.
Some examples of what will make a ritual project more difficult are (but not limited to):
Multiple skills at once

The stronger the skill is, as deemed by the ref team

An ability that is not already a skill/domain

Making ritualised changes permanent, whether they are to person, item or
environment

e Putting skills into items (for example a sword that can call “knockdown”)

Ritual type - When submitting your ritual you can choose how risky the ritual will be.
The riskier the ritual the more points you will have contributed to your project.
Stability drawbacks refer to how dangerous the repercussions of a ritual going unstable
might be upon yourself, the circle and those around you. Stability threshold refers to the
amount of points it takes for that ritual type to become unstable. These points are not
known, it's part of the gamble when planning your ritual!
e Conjure Local Powers - 60% of Total Score contributes to the project, lesser
instability consequences, Highly Stable (High Instability threshold)
e Conjure Minor Domains - 90% of Total Score contributes to project - medium
instability consequences, Medium Instability threshold
e Conjure Major Domains - 100% of Total Score contributes to project - medium
instability consequences, Medium Instability threshold
e Perform Exalted Ritual - 125% of Total Score contributes to project - potent
instability consequences, Highly Unstable (Low Instability threshold)
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Example - Turnion has just completed a ritual to make a flaming sword. He played it safe
doing a “conjure local power” ritual type. He passed with a mark of 50 points. This means
that 30 points (60%) are allocated to his ritual project.

For his next ritual, he feels more confident and so books the “Perform Exalted Ritual”
ritual type. Once again he passes with 50 points. This means 63 points (125%) (as we
round up) are allocated to the ritual project.

During the Ritual:

Ritual sheet - Before starting the ritual the Watcher will ask the lead ritualist (often the
person who booked the ritual, but this does not always have to be the case) to fill in a ritual
sheet and hand it back. This will include the names of all the contributors, their Ritual
Contribution and player ID. It is essential that all players have their player cards on them for
rituals. The Watcher may do random spot checks for player cards. Any player that does not
have their player card on them will not be able to contribute their ritual points towards
that ritual, even if it results in that ritual failing.

Ritual Contribution - Each character brings into the circle the contribution of their
Domains. Rituals are not just for wizards! Each ritual will require contribution from
Domains that are relevant to the outcome - You have some say over this, as you justify the
Domains you believe it should involve in your submission, or through your roleplay. A
ritual to enchant a great weapon of power to be wreathed in flame, might naturally require
points from both Power and War Domain Trees.
a. If a Ritual submission is specific in a way that it aligns with a higher-level
Domain, it may require a single point of that Domain at a minimum,; All
other contributions are judged at a ‘Tree’ level. Power, War, Land and Belief.
The example above would require a minimum single Domain of Fire, but
then all other contributions from Power would be considered equal.

The overall difficulty, and contribution requirements, will be set based on how ambitious
your ritual request is, and the theme. When receiving a ritual, the player will suggest
which Domain Tree it is and the refs will then determine the type of ritual to be used.

b. For example: Player submits a ritual to put the element of fire into their
sword. They suggest its Domain Tree of War. Before the game the ref team
emails them with their ritual time at the event and informs them that their
ritual requires the Domain Tree of Power due to the elemental magics
involved.

Each domain in a tree gives 1 (one) point of Ritual Contribution.

Example - Archie the mage is taking part in a ritual to enchant a sword with the element
of fire. They have the acolyte domain and the fire domain. Each of these allows Archie to
contribute one (1) tree of power contribution point, for a total of two (2). These points are
not expended when used and may be used multiple times in a day.
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Cost - All Rituals will have a cost of 4 Brig to be paid to the Watchers for their time and use
of the Circle.

Performance - Rituals are performative play. The quality, unique idea, and immersion of
the performance will be assessed and scored. Props, interesting concepts and good staging
(facing the crowd/ref, speaking clearly, not blocking line of sight to other parts of the
ritual) will all affect the final score. Performance is then broken down into two
sub-categories:
e Theatre - your performance will be graded on how theatric your ritual is.
How well you use the space in the circle, props you have brought with you
and how the participation of the participants is distributed and plays a part.

e Story Telling - your performance will also be graded on the story telling in
your ritual. Whether there is a clear narrative being told, does the ritual have
consistency, whether the Watcher clearly understands what you are trying to
achieve and why.

Players may also sacrifice something to the circle, however this only contributes
points to your performance and is not required. A sacrifice should be used to help
enhance the storytelling and theatre of a ritual. Sacrifices can vary from giving up
skills (temporarily or permanently), items that hold significant meaning to the
character or taking on a geas (a promise to achieve something). If the sacrifice
holds no story relevance then it will be ignored for the scoring of the ritual.

Ritual Instability - Players can contribute to as many rituals over a weekend as they like,
however every time they do they also contribute to its Instability Score. A player's Ritual
Instability Score is equal to the sum of all the Ritual Contribution they have provided to
Rituals so far in this event. You start the event at a score of 0.
If a player Contributes a different amount of points in each ritual because they were for
different trees, only the points contributed will be calculated for the Ritual Instability. The
Ref team will keep track of this for each of your rituals, but you may also wish to in order
to help with your pre-ritual planning!
For example: Archie the Mage has 5 points of Power ritual points. They have also
been in 2 rituals this event and are about to enter their third. They will provide 10
points to the Ritual Instability even though they still only provide 5 Ritual
Contribution points. Once they have finished the third ritual their Instability score
will now be 15.
A ritual going unstable does not mean it has immediately failed. Rather it means random
effects may occur during it. These can sometimes be minor or life-threatening.

After the Ritual:

Once you submitted your Ritual plan, our Ritual Ref team will have determined a “Score to
Pass”. Each Ritual can earn a score from the refs between 0-75, with Ritual Contribution
worth up to 30 and Performance worth up to 40 points. There is then a 5 point “overflow”
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for special achievements. This could be for an astounding prop, superb storytelling, or
involving and helping new players. A “Score to Pass” is the score out of 75 that we’ll
require you to hit in order to achieve your objectives. After your ritual, we compare your
actual scoring, determined by the Ritual Ref, against your “Score to Pass”.

Example - Ternion is doing a ritual to empower their sword with magic. This would be a
Domain Tree of Power and Domain Tree of War ritual. This means the ritualists will add
up the number of skills they have in both domains and contribute that total. Ternion
submits their ritual request before the game and the ritual refs determine what they are
trying to achieve will require a score to pass of 40. When Ternion and their ritual team do
the ritual they score 20 out of 30 points on Ritual Contribution and 25 out of 40 points on
performance. This gives them a total score of 45. The ref team compares their “ritual
score” to the “Score to Pass” 45/40 which is considered a passed ritual.

The ritual referee will present the result of the ritual to you, along with any consequence
(positive or negative), as well as collect any materials sacrificed, as soon as possible after
the end of your Ritual. This may be delayed if the nature of your ritual and its outcome
requires more from the Crew than is immediately available.

As a standard, ritual projects remain active for a year (although there can be exceptions to
this rule) after completion, after which they expire. Once expired, you must complete a
Restore Potential Ritual to restore the effects of your ritual project.

Active ritual projects - the ritualised item/blessing can be used as per its lammie (OC card
instructions) on the item until its expiry.

Dormant ritual items - these items/blessings cannot be used as per their lammie and do
nothing extra, however still exist in the game. They can be made active again through a
Restore Potential Ritual.

During Restore Potential Rituals, you cannot add extra powers or change the powers in the
ritual project. It can only turn it from dormant to active or reset the time at which an
item/blessing will expire, meaning you can perform XXX Potential Rituals before an
item/blessing expires. A Restore Potential ritual is normally far easier to do than a whole
project and is typically finished within one ritual (although exceptions may apply
depending on the power of the item).
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Appendix 3 - Crafting and Trade

Crafting at Wilde Realms is an in depth and continuously evolving process, with many
heritages leading innovation across the world. The two main aspects to the Wilde Realms
crafting is “trade” and “crafting”. These two are individually accessible (you do not need to
trade to be a crafter and do not need to craft to trade), however the two aspects do go hand
in hand in the progression of the rules.

How do I get started?

A character can join a guild before their first event on the character creation form,
between events using the edit character form or at events by visiting GOD. Unlike other
skills in Wilde Realms, crafting and trading do not require you to spend XP to gain access
to the abilities.

Instead during “in character” time at every event non-player characters (NPC’s) will set
tasks and challenges for you to complete. When you achieve these your progression will be
tracked, and after enough successful tasks you will progress in your renown in the
crafting guild and be able to craft more complicated items or maintain more trade
agreements (detailed below).

Select your craft!

There are many styles of crafting that one can pursue to master. These allow crafters to
make many different items in many different ways. Your craft type will impact the type of
items you can create, can research and resources needed to craft items.

You may select from:
Carpentry
Blacksmith
Needleworker
Artificer
Alchemist

There is no restriction to which you choose to learn, but once you have selected your craft
and committed time and research into those crafts, it is non-transferable.

Trade agreements

Trade agreements represent your character's resources that can be traded in and out of
character. You can roleplay this as your character owning a business off screen, being a
well-known crafter within their community or being sponsored by a university or
government.
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When you gain access to your first trade agreement you choose a resource category to
trade in (selection below). For each trade agreement you have access to, you gain 2 Brigs
worth of resources per event, referred to as your Trade Agreement Generated Value.
Resources requested will be priced against a global index, referred to as their “Guild Price”.
This is a standard market price for the items, which will fluctuate with the state of the
world. When you request your Trade Agreement, first you determine how much you
would like to be trading. Your purchasing power is calculated as shown below:

(Base Pay Per Game [4 Brigs as standard]) + (Trade Agreement Generated
Value [2 Brigs per Trade Agreement]) = Total Purchasing Power

You may assign as much or as little of your Total Purchasing Power to Trade Agreements
(if you have gained the ability to do so) at any one time. Unassigned value will be paid to
the character in your start of game pack, either as coinage or as your character’s
preselected resource category. If you do not choose to assign this TPP you will receive the
default spread of 4 Brig + whatever resource from trade agreements.

From there you request a Resource Category to purchase - This means you will receive
items from the Category equal to the Total Purchasing Power you declared. You cannot
guarantee a specific resource (e.g. hardwood) but you can purchase a 6 Brigs shipment of
timber, which will contain a variety, including hopefully some hard wood. One event you
may find that your shipment contains 1 rare resource and 1 common resource, but next
event you could get 5 common resources, both of which have added up to the same
Purchasing Power. You can also use a Trade Agreement to convert your Trade Agreement
Generated Value - normally delivered as items - into coins to be paid to you as part of your
start of game pack, alongside your Base Pay.

Furthermore, you may use Trade Agreements to construct deals with NPCs to swap an
amount of your Purchasing Power for a Resource Category the NPC can provide, or indeed
for coin if that NPC is looking to purchase a resource you generate. These deals will often
be at a far better value than trading directly with the Market Guild. NPCs may also be able
to guarantee you rarer components in your shipment, but this will vary based on who you
attempt to secure this deal with. When a trade agreement is finalised, the following event
you will gain the resources you agreed to in your event pack and will receive less of the
resource you have traded in return. These items and rarity are still randomised within
value maximums. You can only maintain a maximum of 3 trade agreements at one time,
except for those with the Marikan Heritage who can maintain a maximum of 4, as they
live and breathe trade. This is represented by Marikan characters starting with access to
one Trade Agreement immediately at character creation, as a factor of their Heritage
Bonus. When you gain access to an additional trade agreement, the Trade Agreement
Generate Value remains tied to the original resource you selected.

All trade agreements are registered at GOD (Games Organisation Desk). It is the players
responsibility to make GOD aware of the completed deal, and the games team will always
check with the NPC on the terms that were agreed.
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For example: Archie owns a timber company in Liria. He meets a Fey NPC who offers a
trade agreement. 1 brigs worth of crystals for 1 brigs worth of timber. Archie is happy with
this deal and accepts. They both go to GOD and make the crafting ref (or the ref on the
GOD desk) aware of the deal and that both parties are happy with it.

OR

Ternion has not been able to make any trade agreements for what they need. So, they
choose to set up a trade agreement at GOD with the guild. They will trade 3 brigs of their
purchasing power for the equivalent 3 brigs worth of ore. Ternion knows that this isn’t a
perfect trade, but also knows it is not a bad trade and is content with it until they meet an
NPC trading what they desire.

Resource Category

You can gain many different types of resources from trade and many different resources
are needed in all variations of crafting. The resource categories are:

e Timber

e Ore

e Fabric/hides

e Crystals

e Herbs
Guild levels

As described above the rank and renown you have within the crafting guild represents
how much you can do as a trader or crafter. The ranks below describe the progression of
your journey:

Guild level Benefit Recipe access Danger
Modifier:

No Guild Starts with 2 PV None - May assist any crafts. 0

Applicant Gain 3 PV May craft basic items at base cost 0

(‘Sign-up’ and standard items at 2x PV cost

stage)

Journeyman Gain2 PVor A May craft basic items at base cost 0
Trade Agreement [ and standard items at 2x PV cost

Guild Gain additional 1 May craft standard items at base 0

Apprentice PV cost
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Chartered Specialisation: May craft standard items at base -1toa
Guildee Trader cost and advanced items at 2x PV | minimum
Crafter cost Danger score
Forager of 1
Advanced Gain additional 2 May craft advanced items at base 2toa
Crafter PVorgainatrade |cost and master crafted items at 2x | minimum
agreement PV cost Danger score
of 1
Master Crafter | Gain additional 5 May craft master crafted items at 3toa
PV base cost minimum
Danger score
of 1

Applicants, although restricted a lot with what they can do, will only be at this rank for a
very short duration in order to show the guild that they are dedicated to their work!

The Danger Modifier provided by guild levels (e.g., -1 for Chartered Guildee) applies to the
Danger Rating of a research project as described in Appendix 4.

Specializations (Chartered Guildee)

Upon reaching Level 4, you must choose one of the following paths to define your role
within the Guild:

e Trader: Ability to bulk buy items for a discount. Any time you buy 5 or more of
the same item from the Trade Guild, you receive a 20% discount on the Bank
Price.

e Crafter: May reduce the PV cost of an Advanced or Master level recipe by 2 PV
once per event.

e Forager: Chance to receive additional resources each time you forage. Roll 1d6. If
you roll a 5 or 6, grab an additional resource from the bag.

Let’s begin crafting!

Production Value (PV)

PV is an abstract representation of time, labour, and thought expended by a crafter. It isa
component of crafting recipes. The more complex the task, the more PV is required.

PV is generated by the skills that you have. Other game effects, such as items, may
increase or decrease your available PV.
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Players may only access one Discipline that they may use their PV upon. This limits the
Items and recipes that are available to them. However, collaborative effort can achieve the
most complex of recipes!

How to Craft items

To craft an item a crafter must create a crafting plan (as per below) and visit GOD to
register the craft.

When submitting a crafting plan, the crafter must inform of the following:
» Therecipe being used and expected results.
» The name and amount of the ingredients, items and components being used.
» Any relevant skills.
« Any Tools relevant. These do not stack, only the best of each type will be used.

The crafter will then be informed of how much PV is required (which the crafter may
know already if using a known recipe). At this time the crafter is required to have the
Items or tools upon their person.

GOD will inform the crafter of the minimum amount of time to pass before they should
return for the results. However, they do not need to be roleplaying solely on crafting their
recipe.

The player can now go and roleplay the crafting of this item. This roleplay, however, does
not have to be “hammering the blade in the forge”. Discussions with colleagues on the
best techniques, or writing notes, drawing diagrams are all forms of roleplayed prep work
for the item and are highly encouraged. They may be checked upon by a member of the
Ref team if they haven’t already.

The Player may return at any point after the allotted amount of time. At which point, if
they were successful, they will receive the result of the recipe.

If the recipe requires more PV than they can do in a day then GOD records the tools used,
deducts their PV from the recipe PV required, and the Player(s) must return the next day.
However, they cannot craft recipes across events. Any unused PV for an event is wasted.

For example: Archie is a guild apprentice with 5 PV. They create a crafting plan to create a
shield repair kit. This requires 1 Hardwood, 1 Bracing (which also needs to be crafted with
2 iron and a charcoal) and 1 Glue. The shield repair kit requires 2PV and the bracing costs 2
PV. This means this crafting project will cost 4 PV (If Archie bought or was given a bracing,
they would not need to craft it as part of the project). The crafter provides a crafting
submission document which contains that they are trying to craft a shield repair kit and a
bracing to be used within the craft, they list out the components they are using, note that
they are a guild apprentice and that they are not using tools. They also hand over the
resources used in the craft. They are told by the crafting ref to come back in one hour.
Archie goes and roleplays taking apart someone else’s shield repair kit and putting it back
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together to learn how it works and then roleplays creating the bracing. Archie returns after
the hour and receives the Item Card and pats themselves on the back for a job well done.

Recipes

All crafting uses recipes. Recipes define how to create a given result, whether it’s a
finished item or a specific improvement.

Each recipe is broken into the following:

e Name: Usually named after the item it creates.

e Type: Either Basic, Standard, Advanced or Master. Basic and Standard Guild recipes
are inherently known by all crafters. Advanced recipes can be learnt by all crafters,
but are not initially known before they are learned. Learning Master type recipes
requires you to be an Advanced level Crafter to learn them. Newly researched or
reverse engineered Player Recipes are not inherently learned by other crafters and
must be taught, no matter what level they are.

e Discipline(s): The Discipline required to make the recipe, including which level of
that skill is required. A recipe might require the collaborative efforts of multiple
crafters.

e Requirements: The tools, objects, ingredients, materials, components or magical
input required.

PV: The cost in PV to create.

Danger: The danger total is the sum of the danger value of materials required to
create this recipe. This may have an additional increase should the item in question
be particularly volatile or otherwise harder to achieve.

e Special Requirements: Some recipes may have specific instructions that must be
followed in roleplay.

e Result: The item that will be created if successful.

Not all of this information will be available immediately, and a lot of it will need to be discovered
in game.

Basic and Standard recipes are well-known by all crafters; the list of such recipes can be
found at the bottom of this document. Any of these recipes can be used by a crafter,
provided they have the suitable craft type. Sometimes the recipes a crafter knows require
a component made by a different discipline. Seek out other crafters and help each other
reach full potential!

There are countless additional recipes that are uncommon, secret, or forgotten. Some of
these are found in the world as long forgotten scrolls, NPC’s willing to teach, or through
research and study!
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Reforging and Repair

Sometimes things get broken. When they do, crafters of the right discipline may repair or
reforge the item in question. If the item is armour, which has either been damaged to O, or
suffered a Rend, it can be repaired to full health by the appropriate skill, without needing
full reforge. If an armour item is shattered, it is destroyed and must be reforged as listed
below. All other items when they become damaged in some way must be repaired as
below.

e Mundane Items which provide no bonus abilities can always be fully repaired by the
appropriate Discipline over the course of one minute with suitable roleplay at no
cost, nor with a need to visit GOD.

e Items that are represented by an Item Card require the use of PV and a recipe. At a
cost of Half the PV required, and fewer resources (Roll on the Reforge Table at GOD)
the lammied item can be reforged. The crafter will need to know the item's recipe.
You roll for each resource in an item’s recipe and there is a 50/50 chance you will
need it to reforge the item.

e Some Items, especially Artefact items will require extra materials to repair at the
Refs discretion, if it is possible for the Artefact to be repaired at all. More complex
Artefact items may require ritual intervention.

Once a year, from the date the item was first manufactured, an item will expire, and
require reforging. Take the expired Item Card to GOD and submit a Crafting Plan to GOD as
listed above.

Tools

Players may use their PV without tool items; this represents using basic or improvised
tools that are just suitable for the task. Some Tool items increase available PV when used
for the appropriate discipline. Other Tools may provide a different benefit and may have a
limited number of uses. Some recipes may require certain tool items to achieve.

Research, Reverse Engineering and Teaching

Crafters are not limited to the recipes found on the Guild’s recipe list. Through Research,
you can pioneer new ways to use resources, discover more efficient techniques, or invent
entirely unique items.

Research at a Glance:

e You have one research slot per day. You must collect a physical Research Card from
GOD and have your roleplay witnessed by a Ref to earn points toward your goal.

e You can lead or join a project. To receive the final recipe upon completion, you must
be the Lead or a Collaborator (who contributes at least 15% of the total points).

e Reverse Engineering: If you choose to sacrifice or destroy a finished item to study
it, the total points required to learn that recipe is reduced to 60% of the standard
threshold.
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e Innovation is risky. Research projects have a Danger Rating; high-risk experiments
may result in temporary mishaps or negative status effects. This has no effect on
the daily scoring you receive toward your research project.

For the full breakdown of project structures, teaching bonuses, and detailed roleplay
examples, please refer to Appendix 4 - Research.

Resources

Below is a list

of resources you can gather or find through trade agreements. It is not the full list

of resources that can be found in the world but represent the ones most commonly found in the 5
heritages. Recipes may require resources not found on this list, this means they do exist in the
game but can only be found at events in game, on adventures or through talking to NPCs.

Timber:
Resource Description
name
Soft wood Strips and planks of wood from softwood trees like conifers
Hard wood Strip and planks of wood from hardwood trees like Oak
Aged wood Dried and aged timber of a higher quality
Young wood | Fresh and green timber, often flexible
Varnish Protective coating that can guard timber from the worst of water and
sunlight
Ore:
Iron Dark metal oxides run through this stone.
Copper A colourful mass of ore with minerals of greens, reds and browns.
Silver A bright silver orestone that leaves no confusion about what's inside!
Rhodium | A dark mottled ore, easily overlooked.
Gold A glittering stone that promises great riches at first sight.
Fabric/hides:
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Scrap Small tassets of soft leather.

leather

Heavy Thick leather, similar to those you find light or medium armour made

leather from.

Wool Sacks of wool from herded animals.

Animal Various skins from prey type animals that are a low risk to hunt.

skins

Large beast | Hide carefully taken from a large dangerous beast. These form some of

hide the toughest armours around!

Crystals:

Quartz Most examples of quartz are clear, frosted, or found as milky-white crystals.
Rarer forms can display almost any colour, but none of these have an
impact on its usage.

Jade Avivid, sleek, and translucent green gem.

Calcite A white or off-white translucent gem that forms large pillar structures.

Pentagoni | Fractal forms in a vivid blue. Very pure forms can seem to have captured the

te light of rainbows inside.

Moonston | An opalescent stone that evokes images of ocean waves when polished to a

e fine cut.

Herbs:

Linseed | A brown oval seed; when pressed its oil has many uses.

Hemp Fibrous and tall plants that are good for making rope or fabric.

Spark A thick root system that grows below a short bush. The tubers evolved to

Root build and maintain a static charge to prevent them being grazed.
Viper A carnivorous plant, its traps contain a venom that can be harvested if one is
Clove very careful.

Aracory | A beautiful flowering plant. When it flowers its petals will shift colours over
the span of days, helping it attract a variety of bugs and insects.
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Appendix 4 - Research

Research is the formal process of discovery at Wilde Realms. It allows characters to learn
new domains, uncover or create crafting recipes, or investigate the properties of items and
the world itself. Discovery stands at the forefront of the Expedition. From the lecture halls
of Esca University to the field notes of a Westfell scout, there is always someone eager to
see what you have uncovered...and perhaps a few who would rather those secrets stay
hidden.

What types of research are there?

There are multiple types of research a character can undertake:

e Crafting - To create new craftable items from a profession to help the Expedition in
its time of need!

e Domains - Learning what two domains combine into and working out how to
harness that power. You may also research the reverse and learn what two domains
make up something you have witnessed.

e Cosmology - Understanding how something works in the realm and how the
pieces of the puzzle fit together.

Although each of these use the same rules, they do not have any interaction with one
another outside of only being able to submit research for one research project per day. Your
PV from being a crafter does not help progress your research (although it could be used as
a tool in your roleplay to get a higher score if you have crafted something to aid you. For
example Ternion is researching how to make a sword that can knock people off their feet,
and so creates multiple handles as he expects them to break as he tests his prototype).

How do I get started?

A character can start a research project before or between events via the “Your Research”
section on the Wilde Realms website (https://wwwwilde-realms.co.uk/research/new) or at
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events by visiting GOD. Players are encouraged to log their research projects on the
website before the event begins. This allows the ref team to review it prior to an event.

To obtain points toward your research projects, please collect your daily research card
from the GOD desk. This card is your physical log of effort and must be signed off by a
Referee once they have witnessed your work in the field (please note our referee team are
often doing lots of things at once, please be patient with them while they make their way
to you).

The Research Process

Each player possesses one research slot per day. Each project has a hidden target score set
by the ref team. Once the total points reach this threshold, the research is complete and
the outcome if applicable will be assigned to the Lead researcher and any Collaborators.
Points are logged on physical research cards during events after a ref has witnessed your
research roleplay. It is important to keep these cards safe, as if you lose them then they
cannot be logged. We also do not accept emails or pictures of the cards after the event has
ended.

This roleplay can take many shapes and forms and you are encouraged to get creative,
whether you are researching by yourself or together. Maybe you are building a prototype,
pouring over books, interviewing people, or performing experiments on a willing
volunteer, the options are endless!

We encourage roleplay to be at the centre of all research. Having your characters going on a
journey of discovery and venturing into their own stories of how and why they are
pursuing their research topic. The more this comes to the forefront the more likely you are
to receive a higher score.

Projects and Participation

Great breakthroughs rarely happen in total isolation. Research is often a collaborative
effort. A character may lead or participate in a maximum of three active research projects
at any one time.

Project Structure:

e Lead (1): The primary owner and organiser of the research. Collaborators must
contribute at least 15% of the total project points; failing to do so will result in being
moved to 'Contributor’ status.

e Collaborators (Max 3): Active participants who will receive the results upon
completion. Collaborators must contribute at least 15% of the total project points;
failing to do so will result in being moved to 'Contributor’ status.

e Contributors (Unlimited): Individuals who assist with points but do not
automatically receive the final discovery.
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Teaching

An expert of a craft or domain can greatly accelerate the learning process for others. A
teacher counts as a Collaborator towards a project and must use their daily research slot to
contribute. A teacher provides a +1 bonus to each individual in a research session they are
part of.

Only one teacher bonus applies per session (bonuses do not stack), though multiple
teachers may be signed up for a single project to cover different sessions.

Reverse Engineering
Sometimes, to understand how a thing is made, you must first take it apart. A crafter may
choose to sacrifice or destroy an item to research its construction (e.g., an advanced

recipe). This lowers the required point cap for the project to 60% of the standard
threshold.

Danger Effects

Not all knowledge is safe to handle. Every research project ID has a Danger Rating. When
scoring a card, if the Danger Rating is above 0, roll 1d6. If the danger score + die roll reach a
certain threshold, the ref will issue a negative status effect relevant to the research being
conducted. This has no effect on the daily scoring you receive toward your research
project.
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