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Middle Age Abysia: Blood and Fire

Abysia one-page command brief
Middle Age Abysia converts heat, heavy infantry, strong priests, and a capital Blood-mage queue into
a compact but demanding war machine. Ordinary forts supply Humanbred screens, four weapon
profiles of Abysian Infantry, Salamanders, assassins, animal handlers, Warlords, and two grades of
Fire priest. The capital adds Lava Warriors and three Blood-capable commanders, including fixed S2
B3 Warlocks.

The reliable core is straightforward:

• Humanbred cost fewer resources and move faster than the armoured Abysian line, so they can supply
bodies where protection is not the only requirement;

• Abysian Infantry provide fire-resistant heavy troops with battleaxe, flail, shielded axe, and shielded
morningstar profiles;

• Salamanders add large heat effects and fire attacks, but they are animals, undisciplined, and
expensive in gold per body;

• Anathemant Salamanders provide repeatable F2 H2, while Anathemant Dragons provide fixed F3 E1
H3;

• Warlock Apprentices, Demonbred, and Warlocks put Blood access in the capital commander queue;
• the two capital sites generate five Fire gems each month and gate every capital-only recruit;
• national magic spans Fire battle support, Blood crossbreeding, two summons, and a hostile-province

ritual;
• repeatable recruits have no fixed Air, Water, Death, Nature, or Glamour access.

Abysia's roster is narrow enough to understand and expensive enough to punish an unfocused plan.
Heavy infantry consume resources, Warlocks consume gold, Demonbred consume the entire
four-point capital commander allowance shown on their card, and Salamanders consume gold that
could have funded another mage or fort. The first question each month is not which strong object
exists. It is which bottleneck the next purchase removes.

Abysia evidence and ruleset
The scope is unmodded MA Abysia on the Book I 6.36 live baseline. The revision-2 official manual
controls the player-facing national rules, recruitment locations, displayed paths, costs, national spells,
rituals, and artifact description. Object identifiers, site fields, nation restrictions, hero records, and
expanded random slots are cross-checked against the pinned 6.35 Inspector export at commit
cfac4311bc0b58053b8dead7bffbc036ba9bd5dc.

The official 6.01 announcement says only that Abysia's wall defenders were tweaked. It does not print
a new defender count, composition, or formula, so none is invented here. The later 6.27 reference to
EA Abysia's AI is not applied to the Middle Age nation. A current unit card, spell card, or battle remains
authoritative where the manual and the older structured snapshot expose different levels of detail.
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Abysia conversion chain
heat preference and fire-resistant bodies
-> Humanbred screens, armoured infantry, and early commanders
-> forts, laboratories, temples, and protected recruitment queues
-> Fire priests plus capital Astral-Blood mages
-> Fire research, blood hunting, and national rituals
-> target-specific infantry, heat, assassination, and mage packages
-> protected Blood economy, sieges, and Throne operations

The chain commonly breaks at three points. Too much armour can delay infrastructure because
resources do not pay gold costs. Too many capital mages can leave Lava Warriors and field leadership
underproduced. A Blood plan can also consume commanders and population without first building
safe hunting provinces, patrollers, laboratories, and a reason to spend the slaves.

Abysian national rules that shape the plan
Rule or asset Operational consequence

Heat preference +3 The roster is designed around very hot territory; scales and
foreign provinces must be evaluated from Abysia's preference,
not a generic human baseline.

Heat limit +2 and Death limit +1 Pretender-scale choices have nation-specific limits. This does not
make every extreme setting economically correct.

Radiated heat and Fire Resistance Most Abysian bodies carry Heat 3 and Fire Resistance 25.
Humanbred instead have Fire Resistance 15 and no printed Heat
ability.

Modified Growth and Death effects Growth and Death have half the standard effect on income and
population growth and no effect on supplies. Population still dies
slowly in Abysian provinces with Death scales.

Fort protection from heat deaths Forts reduce heat-scale deaths by two steps. This is a population
rule, not a claim that forts erase every economic consequence of
temperature.

Cave-fort bonus The manual grants extra gold and resources in cave forts, but
prints no amount. Cave provinces are attractive, while the
missing multiplier stays unquantified.

Powerful priests and blood sacrifice H2 and H3 priests support sacreds, preaching, and sacrifice.
Blood sacrifice still spends slaves and priest turns.

Bless points +1 Abysia receives one extra bless point, but most of its ordinary
infantry is mundane. The main recruitable sacred troop is the
capital-only Lava Warrior.

No national missile troops Ranged pressure must come from magic, summons,
independents, or imported options. A heavy line does not itself
answer a protected enemy caster.

The Growth and Death exception is easy to overread. It changes several scale effects, yet it does not
make population disposable: Death still kills people, Blood hunting raises unrest, and lost population
can still reduce later income. The roster's fire resistance also does not make it immune to cold,
armour-negating damage, fatigue, morale failure, or magic-resistance attacks.

Abysia capital sites and recruitment queues
Site Verified fields Recruitment consequence

The Smouldercone, site 1 Four Fire gems per month; Heat scale
capped at 4

Enables Warlock Apprentice, Warlock,
and Demonbred
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Site Verified fields Recruitment consequence

Temple of the All-Consuming Flame, site
121

One Fire gem per month Enables Lava Warrior

Together the sites produce five Fire gems each month. That income supports Fire operations, not the
Blood slaves or Astral pearls implied by the capital mages. Those economies require their own
provinces, searches, trades, conversions, or imported access.

The Smouldercone creates the main capital-queue decision. A Warlock Apprentice costs 190 gold and
two recruitment points; a Warlock costs 400 gold and two; a Demonbred costs 375 gold and four. The
Temple creates a separate capital troop option, but the same capital must still supply ordinary troops,
infrastructure, and commanders. A queue should be planned by the capability required next, not by
buying the most expensive unit automatically.

Abysia roster by job
Unit or group Best job Important limit

Humanbred with spear Lower-resource screen and
longer-weapon body

Morale 9, Protection 9, Fire Resistance
15, and no heat aura make it materially
different from an Abysian Infantryman.

Humanbred with axe Lower-resource damage body behind or
beside a holding line

The axe version gives up the spear's
length and still has the Humanbred
defensive profile.

Battleaxe Abysian Infantry Heavy two-handed damage No shield; slow combat speed and
encumbrance make contact and fatigue
part of the purchase.

Flail Abysian Infantry Heavy alternative weapon profile No shield and lower printed Defence than
the battleaxe version; use only when the
target justifies the weapon.

Shielded axe Abysian Infantry Protected general line More resources and encumbrance than
the two-handed profiles; its one-handed
damage must still defeat the target.

Shielded morningstar Abysian Infantry Protected line with a different damage
profile

The highest resource cost among
ordinary infantry variants and no
universal answer to armour.

Salamander Fire attack and Heat 6 pressure Animal, undisciplined, Morale 9, and 50
gold; needs suitable leadership and a
battle where heat or fire matters.

Lava Warrior Capital-only sacred assault infantry Thirty gold, 28 resources, Berserker +3,
two weapons, and low printed Defence;
losses consume a limited capital queue.

The four Abysian Infantry versions are choices, not a progression ladder. Shielded troops improve the
defensive profile against many mundane missiles and attacks, while two-handed troops preserve a
different weapon and resource trade. Exact performance depends on the enemy weapon, protection,
size, formation, fatigue, and terrain; the dossier does not assign a universal winner.

Abysia commander and mage portfolio
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Commander Paths or ability Main jobs Recruitment warning

Slayer Stealth 60, Assassin, Patience +1 Scouting, assassination pressure,
and intelligence

Ninety-five gold for no army
leadership or magic path;
assassination outcomes remain
target dependent.

Beast Trainer Beastmaster 3, Animal Awe +4,
Magic Leadership 10

Handling Salamanders and other
suitable animals

Inspirational -1 and Leadership 25
mean it is not Abysia's general
field commander.

Warlord Leadership 100, Taskmaster +2,
two axes

Main mundane army command One hundred ten gold and 34
resources compete with another
armoured body and infrastructure.

Anathemant
Salamander

F2 H2, sacred Repeatable Fire research, priest
work, blood sacrifice, blessing,
and battle support

Two recruitment points and 260
gold; it does not reach the F3 E1
national spell by itself.

Anathemant
Dragon

F3 E1 H3, sacred High priest, national spell access,
forging, and Fire-Earth support

Four recruitment points and 415
gold; the pinned random slot is
not printed on the manual card.

Warlock
Apprentice

S1 B2, Adept Cross Breeder +2 Blood research, hunting support,
communions, and Infernal
Breeding

Capital-only and two recruitment
points; it has no Fire path despite
being Abysian.

Demonbred F2 B2 H2, flying, Blood Searcher 1,
sacred

Mobile priest, Blood search,
Fire-Blood support, and command

Capital-only, four recruitment
points, and 375 gold; flying
mobility does not prove a safe
raid.

Warlock S2 B3 plus pinned randoms, Adept
Cross Breeder +6

Main Astral-Blood mage,
crossbreeding, hunting, rituals,
and research

Capital-only and 400 gold; every
useful random result must be
labelled and protected.

The ordinary-fort commander pool and capital pool solve different problems. Warlords move
conventional armies. Anathemants provide religion and Fire. The three Smouldercone recruits build
Blood and Astral capacity. Treating all eight as interchangeable commanders hides the queue that
actually limits each plan.

Reading the Abysian random paths
The pinned path mask 35968 decodes to Fire, Earth, Astral, or Blood. Its four component bits are 128,
1024, 2048, and 32768. The mask appears in both the Warlock and Anathemant Dragon records, but
the roll structure differs.

Warlock distribution
Every Warlock begins at S2 B3. The manual then prints one random level. The pinned 6.35 record
resolves that display as:

1 one guaranteed level chosen equally from Fire, Earth, Astral, or Blood;
2 an independent 10% chance of a second level from the same four paths.

For any one named path, the first roll hits 25% of Warlocks. If it misses, the second roll can still add
that path with probability 75% x 10% x 25%. The chance of reaching at least one level in a named
random path is 26.875%.

Portfolio result Probability per Warlock

No second random level 90%

Second level matches the first path 2.5%
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Portfolio result Probability per Warlock

Second level is a different path 7.5%

Any one named path appears at least once 26.875%

A chosen named path appears twice 0.625%

At least Fire or Earth appears 52.5%

Three independent Warlocks give about a 60.90% chance of at least one result in a chosen named
path. Five give about 79.09%, and ten give about 95.63%. These figures measure a recruitment
portfolio. They do not guarantee when the result arrives, that it survives, or that the economy can
afford uninterrupted recruitment.

The threshold consequences are asymmetric. A Fire double produces F2 on the Warlock; an Earth
double produces E2; an Astral double raises the fixed S2 to S4; and a Blood double raises fixed B3 to
B5. A single Astral or Blood result instead produces S3 or B4. These path cards open different spell
and forge branches, so the final paths should be recorded immediately.

Anathemant Dragon pinned random
The Anathemant Dragon is fixed F3 E1 H3 in the manual. The pinned structured record adds an
independent 10% one-level roll from Fire, Earth, Astral, or Blood. That gives 90% no extra level and
2.5% each for F4, E2, S1, or B1.

This slot is less secure than the Warlock's printed random because the manual page shows no random
marker at all. The dossier uses it only as a 6.35 planning possibility. In particular, native F4 ritual
access must remain conditional until a current recruitment card confirms the bonus.

Abysia native path boundary
Path Repeatable access Boundary

Fire F2 Anathemant Salamander and
Demonbred; F3 Anathemant Dragon;
Warlock random

Strong and distributed, although the
capital Fire-Blood mage and high priest are
expensive.

Earth Fixed E1 Anathemant Dragon; Warlock
random; pinned Dragon random may
reach E2

No ordinary repeatable E2 guarantee.

Astral S1 Apprentice, fixed S2 Warlock, Warlock
random

Capital-only; the main Warlock can reach
S3 or rarely S4 under the pinned scheme.

Blood B2 Apprentice and Demonbred, fixed B3
Warlock, Warlock random

Capital-only; hunting, unrest control,
slaves, laboratories, and caster turns all
need a budget.

Air, Water, Death, Nature, Glamour No repeatable recruit Must come from independents, summons,
empowerment, transformation, items after
another bridge, or the Pretender.

None of the three pinned national heroes supplies Air, Water, Death, Nature, or Glamour. Owning a
Death ritual does not create a native Death caster. A plan that needs one of these paths must name
the source, timing, cost, search route, and replacement plan.
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Abysia national spells and caster access
ID Spell or ritual Research and

paths
Cost or fatigue Verified native access

317 Summon Spectral
Infantry

Conjuration 2, D1
F1

5 Death gems No recruit or pinned hero has Death;
national ownership is not native
castability.

318 Contact Scorpion Man Conjuration 8, E1
F1

12 Earth gems Fixed Anathemant Dragon qualifies.

319 Inner Furnace Enchantment 5,
F3

100 fatigue,
battlefield-wide

Fixed Anathemant Dragon qualifies;
an F2 battle caster may require a
separate Fire-boost route.

320 Infernal Breeding Blood 3, B2 25 blood slaves Apprentice, Demonbred, and Warlock
qualify.

690 Liquid Flames of
Rhuax

Evocation 5, F3 E1 20 fatigue, range 30+, area
1

Fixed Anathemant Dragon qualifies.

850 Hellscape Alteration 6, F4 10 Fire gems, range 5 Pinned F-random Dragon reaches F4
only 2.5%; otherwise another explicit
bridge is required.

Inner Furnace is described as strengthening the heat radiated by every Abysian on the battlefield. Its
exact radius increase, affected-unit boundary, stacking, and fatigue consequences are not derived
from the database effect field. Liquid Flames of Rhuax is an armour-piercing Fire attack and is marked
unavailable underwater in the manual.

Infernal Breeding crossbreeds Abysians, humans, and giants with demons, Salamanders, and other
beasts. The manual warns that many Hell Spawn suffer afflictions and early aging. Neither the manual
nor a spell row supplies a complete current output distribution, so the dossier does not promise a
particular creature count or quality beyond the ritual record.

Hellscape is an anonymous hostile-province ritual. Its printed effects are Heat +3, Death +1,
population -10%, and unrest +20. The fixed Dragon does not meet F4 without another step; a
battlefield Fire boost cannot be carried into a strategic ritual. Researching Alteration 6 for Hellscape
should follow confirmed caster access, not precede it on hope.

Abysia national item boundary
O'al Kan's Sceptre, item 97, is a unique Construction 9 artifact requiring F3. The pinned item record
grants a national rebate to both EA Abysia 16 and MA Abysia 63. The manual lists Fire Spell Range
+50%, Cold Resistance +10, Leadership +100, the spell Flare, and a small-area fatigue effect on
strike.

A fixed Anathemant Dragon meets the printed F3 forging path. That does not settle the displayed gem
cost after the national rebate, other forge modifiers, artifact availability, and rounding are combined.
The live forge screen controls that value. The artifact's late research and uniqueness also mean it is a
possible capstone, not an opening solution to leadership or range.

Abysia opening priorities
The opening should secure four systems before adding exotic branches:

1 enough field leadership to move the troop profile being purchased;
2 a line whose protection, weapon, movement, and gold cost fit the nearby independents;
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3 laboratories, temples, and forts that can recruit the next mage or priest without stranding the army;
4 a capital queue split deliberately among Blood-Astral access, mobile Demonbred, and other national

needs.

An exact expansion count is not supplied. Humanbred, shielded infantry, two-handed infantry,
Salamanders, and Lava Warriors face different risks against cavalry, missiles, high Defence, armour,
cold, poison, and morale pressure. Map generation, scales, bless, commander, formation, and combat
rolls change the minimum safe force.

The first additional fort should be judged by gold, resources, caves, neighbours, travel geometry, and
commander access together. A cave bonus can improve a fort's value, but the manual gives no
number. A rich surface chokepoint may still be more useful than a cave that cannot protect borders or
connect armies.

Abysia recruitment packages to evaluate from reports

Humanbred screen
Use Humanbred where lower resource cost, higher map movement, or additional bodies matter more
than Abysian protection. Spears can extend the weapon line; axes change the damage profile. Their
Morale 9 and lower fire resistance require appropriate leadership and positioning; they are distinct
from the Abysian line.

Armoured Abysian line
Choose shielded axe or morningstar versions when the defensive profile answers the observed threat.
Choose battleaxe or flail versions when their weapon and lower resource cost justify losing the shield.
Keep the line narrow enough for support to reach it and broad enough that slow troops do not leave
an exposed flank.

Salamander group
Salamanders offer Fire Flare, a bite, Heat 6, and Heat Power 1. A Beast Trainer provides the relevant
animal leadership tools, while a mage or Warlord may supply the rest of the force. The group should
be selected against a target that is vulnerable to its damage and fatigue pressure; fire resistance,
dispersal, cold, morale, or fast contact can change the value sharply.

Lava Warrior reserve
Lava Warriors concentrate capital resources, sacred status, two attacks, Berserker +3, and Heat
Power 1. They are an elite answer only when the bless, commander, and target justify scarce
recruitment. Low printed Defence and berserking make extraction and casualty control part of the
decision.

Abysia research response tree
Research begins with a battlefield or strategic problem and a recruited caster. Abysia owns several
national spells at attractive path thresholds, but it cannot deploy every branch from the same mage
pool or gem economy.
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Branch A: Fire battlefield breakpoints
Conjuration 3's Phoenix Power lets an F2 battle caster reach a higher Fire threshold. Enchantment 5
then offers Inner Furnace at F3, while Evocation 5 offers Liquid Flames of Rhuax to F3 E1. The fixed
Dragon reaches both national spells directly; Salamander priests and Demonbred can use an available
battle boost for F3 effects but do not gain the Dragon's Earth path.

This branch is strongest when heat pressure or armour-piercing Fire solves the reported enemy. It is
weaker against fire resistance, rapid mage disruption, underwater operations, or a battle where
Abysia's own fatigue and formation fail before the Fire package matters.

Branch B: Blood economy and Infernal Breeding
Blood 3 makes Infernal Breeding available to all three capital Blood-mage types. The research is only
one part of the cost. The plan also needs hunting provinces, patrollers, laboratories, slave transport,
unrest control, and mage turns. Apprentices are cheaper crossbreeders; Warlocks carry stronger
Blood and the larger Adept Cross Breeder value; Demonbred add flight, priesthood, and Blood
Searcher 1.

No expected return is assigned to the ritual or a hunting province. Population, unrest, scales, hunter
skill, patrol strength, random outcomes, and current engine rules determine the result. Record actual
slaves, unrest, population loss, and outputs before calling the branch efficient.

Branch C: Astral-Blood Warlocks
Fixed S2 B3 makes every Warlock a useful Astral-Blood platform before randoms. Astral and Blood
randoms raise the ceiling, while Fire and Earth randoms add cross-path options. This branch should be
chosen after recruiting and labelling the actual portfolio; a research target that needs S3, B4, F1, or E1
is conditional until the relevant Warlock exists.

The capital-only nature of the whole Astral pool creates a strategic risk. One raid, siege, or
assassination campaign can threaten research, blood hunting, and high-path casting together.
Distributed forts, ordinary priests, protected movement, and reserve mages reduce that
concentration.

Branch D: summons and remote pressure
Conjuration 2 lists Summon Spectral Infantry, but its D1 F1 requirement exposes a missing native
path. Conjuration 8's Contact Scorpion Man is reachable by the fixed Dragon and costs 12 Earth gems.
Alteration 6's Hellscape requires F4 and ten Fire gems, with only conditional native access in the
pinned Dragon random.

These rituals should be scheduled from the caster backward. Confirm the path, laboratory, research,
gems, province, and opportunity cost first. A national name in the spell list is not a reason to divert
research when the legal caster or gem income does not exist.

Abysia battlefield packages
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Humanbred screen with Abysian damage
Humanbred occupy space and absorb selected contact while more expensive Abysian Infantry supply
the weapon needed against the target. The two groups should not be treated as statistically identical.
Leadership, morale, movement, fire resistance, and heat exposure differ, so formation and retreat
routes matter.

Shielded line with priest support
Shielded Abysian Infantry form the main protected block while an Anathemant blesses sacred
auxiliaries, supports morale and religion, or delivers reachable Fire magic. A Warlord can preserve the
priest's script and commander turn for magic. The package still needs an answer to enemies that
ignore armour or attack the rear.

Salamander heat cell
A limited Salamander group applies Heat 6 and fire attacks beside fire-resistant national troops. Beast
Trainer support keeps the animal role explicit. Inner Furnace may intensify the wider Abysian heat
package, but its live area and fatigue interactions remain open; do not assume that adding more heat
is harmless or universally effective.

Anathemant Fire battery
F2 Salamander priests provide the repeatable base, while a Dragon supplies F3 E1 and H3. The
battery is selected for a specific spell breakpoint and protected by troops and placement.
Concentrating expensive priests can solve one battle while exposing research, sacrifice, and
preaching elsewhere.

Capital Blood operations cell
Apprentices perform lower-cost Blood and Astral work, Warlocks provide high paths and
crossbreeding, and Demonbred provide mobile Fire-Blood priesthood. The cell needs scouts, patrol,
laboratories, slave logistics, and a protected route between hunting provinces and casting centres. It
should not sit as one undefended capital stack merely because every member was recruited there.

Abysia Pretender families
Family What it solves What it must not conceal

Economy and production Supports gold-heavy mages, resource-heavy
infantry, and additional infrastructure

Extra resources do not pay Warlock gold,
while extra income does not replace capital
recruitment points.

Missing-path bridge Imports Air, Water, Death, Nature, Glamour,
or dependable higher Earth

One god does not create distributed national
access, search coverage, boosters, or
replacement casters.

Sacred combat design Improves Lava Warriors and sacred
commanders

The bulk Humanbred and Abysian Infantry
receive no bless.

Resistance and mobility design Answers cold, shock, poison, magic
resistance, map movement, or another
observed gap

A broad defensive bless can crowd out the
path or scale needed for the wider state.

Awake expander Supplies early independent-taking power
where the roster cannot meet the map
safely

Afflictions, counter chassis, lost scales, and
delayed path infrastructure can erase the
tempo gained.
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Family What it solves What it must not conceal

Ritual and forging bridge Reaches Death-Fire, F4, higher Earth, or late
artifact thresholds reliably

Research, gems, laboratory turns, and the
Pretender's availability remain real costs.

Abysia already possesses deep Fire, Blood, and Astral. A Pretender often creates more value by
supplying a missing system, resistance, mobility, or reliable ritual bridge than by adding an
unsupported theoretical endpoint. Each imported path should have a first search target, first forge or
ritual job, and a plan if the Pretender is unavailable.

Abysia matchup and failure matrix
Enemy problem First answer to examine Avoid

Conventional missiles Shielded infantry, terrain, spacing,
pressure, and magic

Marching unshielded two-handed troops
through fire because their armour looks
high.

Heavy armour Battleaxes, morningstars, Fire magic,
buffs, summons, and target-specific
control

Buying more low-damage bodies without
checking whether they can penetrate.

High Defence, ethereal, or Glamour
targets

Area effects, attack support, magic
weapons, Astral tools, and imported
counters

Treating a second expensive infantry
block as guaranteed contact.

Fire-resistant armies Mundane weapon selection, Earth
support, Astral-Blood options, summons,
or imported damage

Building the entire battle around heat
and Fire because they are national
strengths.

Cold and fatigue pressure Resistance, shorter fights, formation
depth, spell disruption, and reserves

Assuming native heat prevents cold
damage or exhaustion automatically.

Armour-negating and MR attacks Spacing, resistance, summons,
counter-caster pressure, and
target-specific buffs

Treating Protection 17 as a defence
against every damage channel.

Fast flankers and flyers Protected mages, guards, reserves, wider
lines, and local commanders

Leaving the capital mage portfolio in one
exposed rear cluster.

Raids and dispersed pressure Warlords, Slayers, forts, scouts, patrols,
and prepared local forces

Expecting slow infantry to recover every
province after contact.

Underwater objectives Independent or summoned amphibious
access, a Pretender bridge, and a
separate logistics plan

Assuming Fire resistance or wasteland
survival supplies underwater capability.

Pressure on the Blood economy Distributed hunting, patrols, protected
laboratories, reserve casters, and
alternative research

Concentrating slaves, hunters,
researchers, and high-path mages in one
vulnerable province.

Monthly Abysia audit
• Is the current troop queue limited by gold, resources, recruitment points, leadership, or travel time?
• Does each infantry version have a target-specific reason to be in the queue?
• Are Humanbred being used for their actual cost and movement profile, without treating them as

disposable Abysians?
• Does every Salamander group have suitable leadership and a target vulnerable to heat or Fire?
• Is the capital commander queue buying the exact Astral, Blood, mobility, or priest capability required

next?
• Are Warlock and Dragon randoms labelled by their displayed final paths?
• Does the research target have a legal, protected caster already recruited?
• Are Fire gems, Earth gems, and blood slaves budgeted separately?
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• Are hunting unrest, patrol strength, population, and slave transport recorded instead of assumed?
• Is a cave fort valuable for its position as well as its unquantified national bonus?
• Are sacred recruitment and the bless large enough to justify one another?
• Can the research and Blood infrastructure survive a raid, siege, or assassination campaign?

Abysia unresolved evidence boundary
The following claims remain open:

1 exact expansion-party ranges for Humanbred, each infantry weapon profile, Salamanders, and Lava
Warriors;

2 live 6.36 confirmation of the Warlock's pinned 10% second random and any Dragon random, which the
manual does not display;

3 the numerical cave-fort gold and resource bonus;
4 the exact post-6.01 wall-defender count and composition;
5 Inner Furnace's current affected-unit boundary, heat-area increase, stacking, and formation-level

fatigue results;
6 Infernal Breeding's current output distribution, afflictions, ages, and economic return;
7 displayed O'al Kan's Sceptre cost after national rebate, other forge modifiers, artifact availability, and

rounding;
8 assassination, blood-hunting, Blood Searcher, and patrol outcomes in a particular game state;
9 underwater access, battlefield scripts, and Pretender designs in a specific map and opponent field;
10 modded Abysia variants, which remain separate from this unmodded chapter.

These questions remain evidence gaps; no rule or new test asset fills them. R-047, R-058, and the
wider hands-on runtime queue stay parked until testing is explicitly resumed.

Dossier source register

Official
• Dominions 6 Manual, revision 2: all 37 unmodded Middle Age nation pages; national spells and rituals;

research; communions, Chorus, and Grand Communion; Blood and crossbreeding; Inquisition; mounts;
sailing; flying; forging; habitat transitions; and fort construction.

• Illwinter official patch history through 6.37, including the current Send Aatxe restriction, communion
corrections, the 6.13 Forest of Avalon Magic correction, the 6.01 Abysia wall-defender note, Eriu's 6.01
terrain-recruit and Bean Sidhe corrections, Agartha's 6.04 Oracle-shape note, and 6.37's bounded
research, drowning, and Drake corrections. Generic statistic fixes are not assigned to unnamed nation
objects.

Structured snapshot
• Dominions 6 Data Inspector, commit cfac4311bc0b58053b8dead7bffbc036ba9bd5dc, pinned to the 6.35

data update; used for mage random masks, recruitment records, capital sites, national spell
restrictions, national item fields, and current object cross-checks.
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Interpretation boundary
Roster entries, path masks, costs, site income, item restrictions, and national ritual requirements are
source facts. Openings, research trees, Pretender families, battlefield packages, and matchup advice
are strategy. Expansion counts, random-result timing, Blood returns, crossbreeding outputs, displayed
forge-cost stacking, communion and Grand Communion outcomes, hydra-field behaviour, Spell Singer
outcomes, Glamour detection, special-dominion scaling and targeting, ancestor-summon behaviour,
conscription output, variable summon quantities, retinue and shape behaviour, flying and storm
resolution, ice-equipment scaling, Guardian Spirit behaviour, remote ritual outcomes, spell targeting,
and combat outcomes remain observation questions until a versioned raw set is published.
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