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 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 wilde.realms@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.couk/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):

e Multiple skills at once

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

e An ability that is not already a skill/domain

e 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.
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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)

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.

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” 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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