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Middle Age Agartha: Golem Cult

Agartha one-page command brief

Middle Age Agartha combines protected human infantry with Pale One cave recruits, capital sacred
giants, underwater recruitment, and an Earth-led priest-mage corps. Seven commanders and seven
troops appear in the ordinary fort tables. The capital adds two commanders and three sacred troops
through three national sites, while underwater forts add a Wet One Captain and an armoured Wet One
profile.

The reliable structure is:

ordinary forts recruit the human infantry line, Pale and Wet Ones, Troglodyte Slaves, and all repeatable
non-capital mages;

every cave province can recruit Pale One Captains, Pale One Soldiers, and the lightly armoured Wet
One even without a fort;

cave forts receive extra gold and resources, although the official nation page gives no arithmetic for
the increase;

Golem Crafters guarantee F1 W1 E2 H1 and qualify for the early Fire, Water, and Earth national rituals;
capital Oracles guarantee E3 D1 H3, one full W/E/D random, and a pinned independent 10% second
W/E/D random;

the capital produces F1 E3 D1 each month and supplies Ancient Ones, Ancient Stone Hurlers, Shard
Guards, Ancient Lords, and Oracles;

twelve national rituals form summon ladders for magma, elementals, olms, living statues, mercury,
shadow beings, and undead Pale Ones;

the manual states that constructs gain Hit Points inside Agartha's dominion, but exact candle scaling
and affected ownership classes remain unresolved.

Agartha's central planning problem is conversion. Slow, well-protected troops and deep Earth access
become strategically valuable only when the nation also budgets commander turns, research, mixed
gem types, cave infrastructure, and movement to the target.

Agartha evidence and ruleset

This chapter covers unmodded MA Agartha on the Book | 6.36 live baseline. The revision-2 official
manual controls player-facing roster values, explicit recruitment locations, printed paths, national
rules, capital-site output, and national ritual tables. Identifiers, membership sets, site fields, random
masks, hero records, and nation restrictions are cross-checked against the pinned 6.35 Inspector
export at commit cfac4311bcOb58053b8dead7bffbcO36ba9bd5dc.

Official update 6.04, published 2 February 2024, includes a short Lich-shape correction for Agarthan
Oracles. The note establishes that an Oracle transformation record was corrected, but it does not
supply the resulting form, trigger, or present-game sequence. Those details are not reconstructed
from the headline.
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Agartha conversion chain

protected infantry, cave access, and five monthly gems

-> target-specific expansion groups and surveyed cave routes

-> ordinary mage forts plus protected capital recruitment

-> Earth-led research and separate Fire, Water, Earth, and Death budgets
-> elementals, olms, statues, shadows, undead, and battlefield support
-> durable fronts, cave logistics, sieges, and Throne claims

The chain breaks when the capital queue is treated as unlimited, when slow troops are sent on a
deadline they cannot meet, when a national ritual is counted without its gem type, or when an Oracle
random is assumed before the commander exists.

Agartha national rules that shape the plan

Rule or asset Operational consequence

Humans and Pale Ones The roster contains different size, movement, amphibious,
leadership, and equipment profiles; one formation does not fit all of
them.

Darkvision Agarthan profiles carry substantial Darkvision, which is relevant

underground and in darkness but does not remove other combat
penalties or targeting limits.

Cave recruitment Pale One Captains, Pale One Soldiers, and the light Wet One profile
are available in all caves as well as forts.

Cave-fort economy The nation page promises extra gold and resources in cave forts; the
exact increase is not printed there and remains an arithmetic
boundary.

Poor amphibians and amphibians Several Pale One and construct profiles can enter water with different

limitations; army-scale underwater readiness still depends on the
complete force.

Golem Cult Constructs receive increased Hit Points inside friendly dominion
according to the nation page. Exact scaling and ownership coverage
remain unresolved.

Bless points +1 The Pretender design receives one additional bless point. It does not
by itself choose a useful bless.

Standard forts Ordinary fort construction follows the standard system, with the
separate cave-fort economy rule layered on top.

Agartha capital sites and recruitment geography

Site or location Verified fields Recruitment consequence

Roots of the Earth, site 110 One Fire and three Earth gems per Supplies most of the capital's gem
month income

Halls of the Oracles, site 111 No gem income recorded Enables Ancient Lord, Oracle of the
Ancients, Ancient One, and Ancient Stone
Hurler

The Chamber of the Broken Seal, site One Death gem per month Enables Shard Guard

166

Any cave Nation cave-recruit attributes Enables Pale One Captain, Pale One

Soldier, and the light Wet One profile

Underwater fort Underwater recruitment attributes Enables Wet One Captain and the
armoured Wet One profile
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The capital therefore produces five gems each month: F1 E3 D1. It produces no Water gems even
though Golem Crafters have W1 and Olm Conclave and Living Mercury require Water gems. A legal
caster and a funded ritual are separate claims.

Complete Agartha commander membership

1448 Agarthan Scout Forts

2483 Troglodyte Trainer 60 15 1 Forts

1471 Pale One Captain 65 18 1 Forts and all caves
1445 Cave Captain 95 22 1 Forts

1475 Attendant of the Oracles 65 1 1 Forts

1473 Earth Reader 115 1 2 Forts

1474 Golem Crafter 295 2 2 Forts

2506 Ancient Lord 175 23 1 Capital only

1459 Oracle of the Ancients 540 1 4 Capital only

1638 Wet One Captain 50 6 1 Underwater forts

The seven ordinary records, two capital records, and one underwater record reconcile to ten distinct
commanders. The Pale One Captain is both an ordinary fort commander and a cave recruit, so it is
counted once.

Complete Agartha troop membership

1472 Pale One Soldier Forts and all caves
1489 Wet One, light 9 1 18 Forts and all caves
1354 Agarthan Heavy Infantry 10 27 9 Forts

1355 Agarthan Infantry 10 22 9 Forts

1447 Agarthan Light Infantry 10 10 9 Forts

2507 Defender of the Halls 13 23 26 Forts

2482 Troglodyte Slave 50 1 40 Forts

2188 Ancient One 40 27 32 Capital only

2189 Ancient Stone Hurler 40 13 32 Capital only

2508 Shard Guard 45 34 30 Capital only

1636 Wet One, armoured 9 5 18 Underwater forts

The seven ordinary records, three capital records, and one underwater record reconcile to eleven
distinct troops. The two Wet One rows retain separate identifiers, equipment, protection, combat
values, and recruitment channels.
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Complete Agartha roster by job

Unit or group Best source-backed role Important limit

Agarthan infantry

Pale One Soldier

Wet Ones

Defender of the Halls

Troglodyte Slave

Ancient One

Ancient Stone Hurler

Shard Guard

Protected human frontage at three resource

levels

Large amphibious cave recruit with siege

strength

Cheap amphibious bodies from cave or

underwater channels

Larger, shielded poor-amphibian line

Large trampling shock unit

Capital sacred heavy infantry

Capital sacred boulder thrower and siege body

Capital sacred glaive unit with poison resistance

AGARTHA | EDITION 30

Slow map and combat movement make route

and formation planning important.

Low Attack and Defence require support and

target selection.

The light and armoured profiles are not

interchangeable.

massing.

High recruitment-point and resource costs limit

High gold, recruitment-point cost, low Magic
Resistance, and friendly positioning risks

constrain use.

Capital access, 40 gold, 27 resources, and 32
recruitment points make losses costly.

Low Defence and limited capital production

require protection.

Highest resource cost in the roster and slow

movement restrict replacement and delivery.

Agartha commander and mage portfolio

Agarthan Scout

Troglodyte Trainer

Pale One Captain

Cave Captain

Attendant of the

Oracles

Earth Reader

Golem Crafter

Ancient Lord

Oracle of the

Ancients

Wet One Captain

Stealth 50, forest and mountain

survival

Taskmaster +2, Leadership 20

Leadership 75, amphibious, siege

strength +5

Leadership 100

H1

E1 H1, Fortune Teller 5

F1 W1 E2 H1

Sacred Leadership 100

E3 D1 H3 plus W/E/D randoms

Amphibious Leadership 75

Intelligence and route checking
Directing slave formations
Cave and amphibious force

command

Human army command

Inexpensive priest work

Research, low Earth, preaching,
event support

Main repeatable mage, early
national rituals, forging

Capital sacred command and
siege leadership

Deep Earth, Death, high priest
work, national rituals

Underwater recruitment
command

Reading the Oracle random paths

Does not lead the field army.

Limited leadership and no magic
path.

Slow movement and 18
resources.

Twenty-two resources compete
with infantry.

Leadership 10 and no non-Holy
path.

Two recruitment points for a
shallow mage.

295 gold and two recruitment
points.

Capital commander turn with no
magic path.

540 gold, four recruitment points,
and capital only.

Underwater fort only and no
magic path.

The manual prints E3 D1 H3 and ?1. The pinned record uses mask 5760, which decodes as Water,
Earth, or Death. It gives one guaranteed equally likely level and an independent 10% second roll from
the same three paths.
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Primary result Probability Final paths before the second roll

Water 33.33% W1 E3 D1 H3
Earth 33.33% E4 D1 H3
Death 33.33% E3 D2 H3

The second slot produces no extra level 90% of the time, repeats the primary path 3.33% of the time
overall, and adds a different path 6.67% of the time overall. A chosen named path appears in at least
one slot with probability 35.56%; two levels in that chosen path occur with probability 1.11%.

The manual exposes only one random marker, so the second slot remains pinned 6.35 planning
evidence rather than a current live-display claim.

Agartha native path boundary

Earth E1l Earth Reader, E2 Golem Crafter, E3 Deep fixed access; E5 without equipment
Oracle, Oracle randoms is a rare double-Earth Oracle result.

Fire F1 Golem Crafter Fixed F1 qualifies for Rhuax Pact; higher
Fire requires a bridge.

Water W1 Golem Crafter, Oracle random Fixed W1 exists but the capital supplies no
Water gems.

Death D1 Oracle, Oracle random D2 requires a qualifying Oracle random or
another bridge.

Holy H1 Attendant, Earth Reader, and Golem The capital has repeatable H3 but at high

Crafter; H3 Oracle cost and queue pressure.

Air, Astral, Nature, Glamour, Blood No repeatable recruit Require independents, summons,

empowerment, Pretender access, or
another proved bridge.

OIm Conclave can add an Olm Sage with W2 E1, but a summoned commander is not starting access. It
requires Conjuration 4, W1 E1, twenty Water gems, and a ritual turn.

Agartha national ritual reconciliation

__m e
nt

Rhuax Pact Conjuration 3 F1E1l 2 Fire gems 3 Magma Children
609 Barathrus Pact Conjuration 3 E2 3 Earth gems 2 Earth Elementals
603 OIm Conclave Conjuration 4 W1 E1l 20 Water 1 Olm Sage and 15 Great Olms
gems
616 Living Mercury Enchantment W1 E1l 6 Water gems 1 Living Mercury
5
611 Attentive Statues Enchantment E2 3 Earth gems 2 Attentive Statues
1
612 Enliven Sentinel Enchantment E2 2 Earth gems 1 Sentinel
3
613 Enliven Granite Guard Enchantment E3 10 Earth gems 1 Granite Guardian

5
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__“ e
nt

Enliven Marble Oracle Enchantment E3 D1 35 Earth gems 1 H2 Marble Oracle
6
604 Hall of Statues Enchantment E5 30 Earth gems 20 or more Sentinels
8
601 Summon Penumbrals Conjuration 3 D1 E1l 6 Death gems 6 Penumbrals
622 Awaken Shard Wights Conjuration 3 D1 E1l 10 Death 5 or more Shard Wights
gems
602 Summon Umbrals Conjuration 5 D2 E1 8 Death gems 6 Umbrals

The current manual controls the counts shown here. 20+ and 5+ are deliberately retained as variable
results; no extra-path scaling formula is invented. The pinned nation restrictions confirm all twelve
rows for nation 59.

Agartha ritual access from repeatable mages

Golem Crafters directly qualify for Rhuax Pact, Barathrus Pact, OIm Conclave, Living Mercury,
Attentive Statues, and Enliven Sentinel. Every Oracle directly qualifies for Enliven Granite Guard,
Enliven Marble Oracle, Summon Penumbrals, and Awaken Shard Wights.

Summon Umbrals requires D2, so it needs an Oracle with at least one Death random or another
proved Death bridge. Hall of Statues requires E5. Without equipment, only the 1.11% Oracle result
with Earth in both random slots reaches E5. With an Earth booster, any Oracle with Earth in at least
one random slot reaches the printed threshold; that portfolio probability is 35.56%, subject to the
booster, research, gems, and forge turn actually existing.

Agartha capital and ritual gem economy

The capital's F1 E3 D1 income aligns well with Rhuax Pact, the statue line, Penumbrals, and Shard
Wights. It does not fund Water rituals by itself. Earth gems also compete among battlefield use,
boosters, construction, Barathrus Pact, statues, and late Hall of Statues. Death gems compete among
both shadow and undead summon lines.

A ritual plan should record four separate facts:

the caster's current displayed paths;

the research level and school;

the available gem type and amount;

the army, commander, and route that will use the result.

A W N R

Agartha national hero records

1846 Kin-Breaker Onyx Oracle W1 E3 H3; inanimate stone magic being; pinned late-hero
field 20

1847 Golog Decrepit E3 D4 H1; pinned transformation fields and late-hero field
10

1848 Klaus Mason of the Underworld F1 W1 E2 D3 H1; Mason, forge bonus 1, Stealth 80, Spy
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The three unique-hero attributes identify a powerful but non-repeatable path expansion. The late-hero
and transformation fields are recorded as structured metadata only; no arrival turn, probability, death
sequence, or Lich outcome is inferred.

Agartha patch reconciliation

Update 6.04 records a Lich-shape correction for Agarthan Oracles. The note is relevant to Oracle
transformations but contains no numerical detail and does not identify a current roster or path
change. It is therefore preserved as patch metadata and an unresolved transformation boundary.

No later direct nation, roster, or national-ritual name match was found in the official ledger through
6.36. This is a ledger result, not proof that no undocumented engine behaviour changed.

Agartha opening priorities

The opening should secure leadership, scouting, protected frontage, and an affordable research
stream before assuming repeated 540-gold Oracles. Human infantry offer resource-scaled protection
choices; Pale Ones and Wet Ones widen cave access; Troglodyte Slaves supply a costly trampling
option. Exact expansion counts remain open because map generation, scales, bless, formation,
opposing roster, and combat rolls change them.

A cave fort can combine ordinary national recruitment with the printed cave economy benefit, but its
value still depends on province income, resources, position, construction time, and exposure. The
manual does not provide the exact extra-income formula on the nation page, so the chapter does not
assign one.

Agartha recruitment packages to evaluate from reports

Protected human line

Light, standard, and heavy Agarthan infantry trade resources and encumbrance for protection. Select
the profile that survives the reported weapons without delaying the rest of the queue. Cave Captains
keep troop command separate from mage turns.

Pale One cave group

Pale One Soldiers and Captains add larger bodies, amphibious movement, and siege strength from
any cave. Their lower Attack, Defence, Precision, and movement need formation and support. Cave
availability does not eliminate the need to pay gold, resources, recruitment points, and travel time.

Capital sacred group

Ancient Ones, Ancient Stone Hurlers, and Shard Guards give the capital three distinct sacred profiles.
Their high recruitment-point and resource costs make mixed production and casualty control
important. The extra bless point should solve a named weakness rather than merely encourage
sacred concentration.
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Troglodyte shock group

Troglodyte Slaves provide size, strength, and Trample. A Trainer supplies Taskmaster support. The
package still needs a formation that protects friendly troops and a target whose size and resistance
make the cost worthwhile.

Agartha research response tree

Branch A: early Conjuration

Conjuration 3 opens Rhuax Pact, Barathrus Pact, Summon Penumbrals, and Awaken Shard Wights.
Golem Crafters cover the Fire and Earth pair; Oracles cover the Death pair. The correct first summon
depends on available gems and the enemy rather than national status alone.

Branch B: Enchantment constructs

Enchantment 1 and 3 open the cheapest statue rituals, while levels 5, 6, and 8 add Living Mercury,

Granite Guardians, Marble Oracles, and Hall of Statues. The branch converts Earth and Water gems
into durable units, but movement, magic leadership, poison fumes, and repair or healing rules differ
by summon.

Branch C: Earth battlefield support

Earth Readers, Golem Crafters, and Oracles provide a fixed E1-E3 ladder before randoms or boosters.
Research should be chosen around the protection, control, fatigue, or damage problem actually
reported. Deep paths do not make a slow army arrive sooner.

Branch D: construction and boosters

Construction can turn repeatable E2 into Earth equipment and widen the Oracle's ritual ceiling. Every
booster consumes gems and a mage turn and should be tied to a named threshold, especially Hall of
Statues or another high-Earth objective.

Agartha battlefield packages

Protected line with Crafter support

Human infantry provide the line while Golem Crafters supply selected Fire, Water, and Earth magic. A
Cave Captain handles command. The package needs a deliberate answer to fatigue, armour-piercing
damage, flanks, and rear attacks.

Mixed Pale One and statue force

Pale Ones add amphibious bodies and siege strength; summoned statues add inanimate protection
and patrol ability. Leadership, magic leadership, movement, and repair assumptions must be checked
for every component rather than inferred from the word construct.
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Oracle-led capital force

AGARTHA | EDITION 30

An Oracle can combine H3, E3, D1, random paths, and sacred leadership support around the capital
roster. The commander is expensive and slow to recruit, so battle exposure, scripting, and

replacement cost should be explicit.

Agartha Pretender families

Economy and production

Missing Air, Astral, Nature, Glamour, or
Blood bridge

Water-income bridge

Sacred combat design

Construct-oriented design

Awake expander

Funds 295-gold Crafters, 540-gold
Oracles, forts, and resource-heavy
sacreds

Opens searches, rituals, or counters
absent from repeatable recruits

Funds Olm Conclave and Living Mercury
from native casters

Uses the extra bless point on Ancient
Ones, Stone Hurlers, Shard Guards, and
sacred summons

Supports a statue and

summoned-construct plan

Supplies early independent-taking power
while preserving troop recruitment

Agartha matchup and failure matrix

Massed light infantry

Heavy armour

Armour-piercing or armour-negating
damage

High Defence, ethereal, or Glamour

targets

High Magic Resistance or mindless units

Fast flankers and flyers

Raids and dispersed pressure

Underwater objectives

Protected lines, trampling where legal,
Magma Children, and area magic

High-strength Pale Ones, Earth support,
elementals, fatigue, and target-specific
magic

Spacing, resistance, summons,
disruption, and a different line profile

Area effects, magic weapons, attack
support, Spirit Sight summons, and
control

Physical pressure, elementals, buffs, and
non-MR effects

Guards, reserves, dispersed mages, and
protected routes

Scouts, forts, local cave recruits, and
replacement commanders

Wet One recruitment, amphibious troops,
appropriate commanders, and a separate
logistics plan
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Income does not create capital
commander turns or movement.

A path without gems, research, and
delivery is not a working bridge.

Water paths alone do not create Water
gems.

Most human troops, Wet Ones, and
Troglodyte Slaves receive no bless.

Exact Golem Cult scaling and ownership
remain unresolved, and enemies may
bring construct counters.

Afflictions, counters, and delayed scales
can erase the early gain.

Paying capital-sacred prices for work
ordinary troops can perform.

Assuming ordinary short swords will
solve high protection.

Treating high mundane protection as
universal defence.

Assuming Darkvision or large size
answers unrelated mechanics.

Building the battle around one resistance
check.

Leaving expensive Crafters and Oracles
in an open rear cluster.

Keeping every useful commander and
mage in the capital.

Treating a few amphibious profiles as a
complete underwater army.
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Monthly Agartha audit

Is each fort limited by gold, resources, recruitment points, commander time, terrain, or travel
distance?

Has every cave and underwater recruitment channel been labelled separately?

Does the troop mix answer the reported weapons, protection, numbers, size, and terrain?

Is a mundane commander available so a Crafter or Oracle can keep its research or battle role?

Has every Oracle been labelled by its final displayed paths before receiving a ritual job?

Are Fire, Water, Earth, and Death treasuries being treated as separate economies?

Does each national ritual have a legal caster, research level, gem budget, commander, and delivery
route?

Are capital sacreds competing for a planned share of resources and recruitment points?

Is the cave-fort decision based on the province and route rather than an unverified income formula?
Are summoned constructs assigned adequate magic leadership and movement support?

Agartha unresolved evidence boundary
The following claims remain open:

exact expansion-party ranges for human infantry, Pale Ones, Troglodyte Slaves, and capital sacreds;
live 6.36 confirmation and display of the Oracle's pinned 10% second random;

exact cave-fort gold and resource arithmetic across province and scale states;

exact Golem Cult Hit Point scaling, candle relationship, and affected ownership classes;

current underwater movement, combat, supply, and retreat outcomes for mixed amphibious forces;
the variable scaling behind Hall of Statues and Awaken Shard Wights beyond their printed minimums;
repair, healing, poison-fume, leadership, and battlefield behaviour of particular summoned constructs;
Oracle transformation and Lich-shape outcomes referenced by the 6.04 correction;

hero arrival timing and the meaning of the pinned late-hero values;

10 specific Pretender designs, scripts, and matchup performance on a generated map.

© 0O NOO U A WNH

These are evidence gaps, not invitations to guess. No runtime test or new test asset was prepared
during this unit. R-047, R-058, and the wider hands-on testing queue remain 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 cfac4311bc0b58053b8dead7bffbcO36badbd5dc, 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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