
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: 
●​ Crafting - To create new craftable items from a profession to help the Expedition in 

its time of need! 
●​ 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.  

●​ 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://www.wilde-realms.co.uk/research/new) or at 
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 
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https://www.wilde-realms.co.uk/research/new


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: 

●​ 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. 

●​ 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. 

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

 
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. 
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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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