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Middle Age Caelum: Reign of the
Seraphim

Caelum one-page command brief

Middle Age Caelum turns flying recruitment, strong repeatable Air magic, cold-resistant ice troops,
cheap specialist mages, and a large national summon list into reach. Every fort can recruit all eight
national commanders and eight ordinary troop types. The capital adds Wingless, Temple Guards, and
Blizzard Warriors through two sites, but it does not monopolise the main mage line. This makes
additional forts useful immediately rather than waiting for a capital-only research engine.

The basic plan is:

use flying troops to shorten concentration time while confirming every route and supply position;
match cheap Spire Horn bodies, archers, protected Airya infantry, Storm Guards, Iceclads, and
Mammoths to the reported target;

recruit mundane leadership when a mage's paths are not required for command;

use Ice Crafters, Spire Horn Seraphs, and Caelian Seraphs for repeatable Water and Air work;

label every High Seraph by its final W/S/D rolls and keep rare branches out of guaranteed schedules;
treat the Seraphine's pinned Fire random as disputed metadata until the manual conflict is resolved;
connect each national spell to its actual caster, research level, gem type, and free mage-turn;
protect laboratories, forts, and fallback provinces so mobility does not outrun replacement and
information.

Caelum converts gold, resources, recruitment points, Air and Water income, flying movement,
mage-turns, and research into rapid concentration. Its main risks are fragile low-hit-point troops,
temperature-dependent equipment, expensive High Seraphs, capital-only sacred replacement, narrow
native access to Astral and Death, almost no secure Fire, and a national ritual list whose names
promise more than ordinary recruitment can immediately cast.

Caelum evidence and ruleset

This chapter covers unmodded Middle Age Caelum on the Book | 6.36 live baseline. The revision-2
official manual controls the player-facing roster, costs, recruitment markings, visible paths, national
summary, spell tables, and ritual descriptions. Nation ID 71, recruitment memberships, random
masks, site fields, spell restrictions, item rebates, and hero assignments are cross-checked against
the pinned 6.35 Inspector export at commit cfac4311bcOb58053b8dead7bffbcO36ba9bd5dc.

The Seraphine sources conflict: the manual prints H1 without a random marker, while the pinned
object row carries a 20% F1 roll. That branch is preserved as pinned metadata and excluded from any
plan that must work in the current client. Exact flying movement, storm resolution, ice-armour scaling,
Ice Fort protection, Guardian Spirits, Mammoth mounts, national summon behaviour, remote Drugvant
outcomes, hero timing, and battlefield performance remain unresolved. No runtime test, replay, save,
or new test asset was used.
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Caelum conversion chain

flying recruitment, cold preference, ice equipment, ordinary-fort mages, and capital sites
-> provinces, forts, laboratories, temples, scouts, replacement routes, and gem income

-> labelled Water, Air, Astral, and Death access with protected mage-turns

-> research, searching, forging, battlefield magic, and conditional national rituals

-> surviving armies, rapid concentration, raids, sieges, claims, and strategic depth

The fragile arrows are troop durability, morale, temperature, supply, laboratory coverage, the cost of
High Seraphs, and the gap between possessing a national spell and possessing its caster. Flight
increases reach but does not supply intelligence, legal routes, safe landings, or replacements.

Caelum national rules that shape planning

Source-backed fact Planning consequence

Flying population Most ordinary commanders and troops fly. Forces can concentrate quickly, but the exact
strategic route must still be legal and
confirmed.

Cold preference The nation prefers Cold +3 and has a Cold Cold is part of the roster's equipment and

scale limit of +1. resistance environment, not merely an

aesthetic scale choice.

Ice equipment Several units carry Ice Armor and magical ice Protection and weapon properties matter, but
weapons. exact temperature conversion remains outside
this chapter's evidence.

Partial shock resistance Spire Horn units commonly carry shock Storm and lightning plans can be considered by
resistance and Storm Immunity. unit, but neither trait is universal across the
roster.
Ice Forts Caelum uses Ice Forts, and the manual says Fort planning has a national climate
forts reduce cold-scale deaths by one step. consequence; exact timing and eligibility

remain unresolved.

Guardian Spirits The manual lists Guardian Spirits under priests.  Priest recruitment has a national role, but
trigger and target behaviour are not assumed.

National magic split Positive Yazata rituals use Astral; Daeva rituals ~ Research must follow legal path construction
use Death and Fire. rather than the theme of the spell list.

Caelum recruitment geography

All eight national commanders appear in the ordinary-fort membership. Eight troop types also appear
in the ordinary-fort list. The capital sites add three troops: Ravens Vale supplies Wingless, while the
Citadel of Frozen Crystal supplies Temple Guards and Blizzard Warriors.

This is a favourable decentralisation pattern. New forts can recruit scouts, leaders, priests, forge
specialists, Air mages, Water-Air mages, and High Seraphs without waiting on the capital. Capital
congestion falls mainly on the three site troops. The dossier keeps site membership distinct because
capital-only availability is a real replacement constraint.

Complete Caelum commander membership

13 1

Caelian Scout 35 none Forts
Airya Noble 70 38 1 none Forts
Storm General 95 36 1 none Forts
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Seraphine Forts
Ice Crafter 65 3 2 W1 Forts
Spire Horn Seraph 65 1 2 Al Forts
Caelian Seraph 175 2 2 A2 W1 Forts
High Seraph 355 3 4 A3 W2 71 Forts

Eight commander records reconcile. The roster offers cheap scouting, two mundane leaders,
inexpensive single-path specialists, a repeatable A2 W1 mage, and an expensive high-path random
mage from every fort.

Caelum commander jobs

Source-backed role Important limit

Caelian Scout Flying stealth scout Thirty-five gold and thirteen resources are not free
if reports can be supplied more cheaply elsewhere.

Airya Noble Flying leadership-75 commander High resource cost and no magic make it a
deliberate army purchase.

Storm General Flying leadership-100 commander with Storm Thirty-six resources compete with protected
Immunity troops.
Seraphine Sacred H1 priest, stealthy flying leader Fire access is disputed; Guardian Spirit behaviour

remains unresolved.

Ice Crafter Cheap W1 mage with Forge Bonus 1 Two recruitment points; live rebate and
forge-bonus arithmetic were not observed.

Spire Horn Seraph Cheap Al researcher and support mage Low leadership and only one fixed path.
Caelian Seraph Repeatable A2 W1 mage More than twice the gold of either single-path
specialist.
High Seraph A3 W2 random mage, research and high-path 355 gold and four recruitment points make every
platform turn expensive.

Complete Caelum troop membership

Spire Horn Militia Forts

Spire Horn Archer 10 6 9 Forts

Airya Light Infantry 10 11 9 Forts

Spire Horn Warrior 10 7 9 Forts

Airya Infantry 10 16 9 Forts

Iceclad 15 40 21 Forts

Storm Guard 15 31 21 Forts

Mammoth Rider 120 5 9 Forts

Wingless 10 11 9 Capital only, via Ravens Vale
Temple Guard 20 42 23 Capital only, sacred
Blizzard Warrior 20 13 23 Capital only, sacred
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Eleven troop records reconcile. The separate Mammoth and Mammoth Archer records describe the
Mammoth Rider's mount and co-riders; they are not counted again as independent recruits.

Caelum troop jobs

Source-backed role Important limit

Spire Horn Militia Very cheap flying spear body Morale 8 and Protection 6 make it a screen, not a
reliable elite.

Spire Horn Archer Flying short-bow unit with Storm Immunity Protection 6 and ordinary bow output require
target and formation discipline.

Airya Light Infantry Flying ice-lance infantry Better Defence than militia, but still low hit points
and moderate protection.

Spire Horn Warrior Cheap flying lance infantry with Storm Immunity Contact performance depends on fatigue,
formation, and target protection.

Airya Infantry Flying Ice Armor 1 sword line Sixteen resources buy more protection but still
only nine hit points.

Iceclad Heavily protected flying ice-lance line Forty resources and twenty-one recruitment
points sharply limit volume.

Storm Guard Protected flying storm line Thirty-one resources and twenty-one recruitment
points compete with other premium troops.

Mammoth Rider Mounted trampling package with two co-riders Mount, trample, routing, and co-rider resolution
remain runtime questions.

Wingless Grounded high-morale capital infantry Capital-only and unable to join the roster's
normal flight pattern.

Temple Guard Heavily protected sacred capital guard Forty-two resources and capital-only replacement
constrain scale.

Blizzard Warrior Sacred capital frost-bow unit Low protection and capital-only replacement
make target choice important.

Caelum capital sites

The Citadel of Frozen Crystal 11 A3 and W2 monthly gems, Cold scale Supplies the main gem income and two
cap 2 field, Temple Guard and Blizzard sacred troop queues; hidden effects are
Warrior recruitment not inferred.

Ravens Vale 18 Death-path classification and Wingless Provides no monthly Death-gem field in
recruitment the pinned row.

The capital begins with strong Air and Water income, but the negative ritual branch demands Death
and Fire. Ravens Vale's Death classification must not be mistaken for printed monthly Death gems.
Death and Fire treasuries still require searching, events, trades, or another verified source.

Caelum capital-queue control

The capital commander queue is not uniquely privileged: every national commander is available from
ordinary forts. This lets the capital recruit the same research or leadership mix as other forts while its
troop queue handles the three site troops.

Capital troop choices should answer a named need. Wingless provide grounded morale and low-cost
bodies. Temple Guards convert large resource and recruitment-point budgets into protected sacreds.

TheHoboKingdom | Published - 14 September 2026 Page 25



DOMINIONS 6 NATION DOSSIER CAELUM | EDITION 30

Blizzard Warriors supply sacred frost bows with a much lower resource cost. Recruiting the most
expensive option by habit can waste the capital's particular advantage.

Caelum recruitable magic access

Path floor Repeatable source Reliability

Al Spire Horn Seraph guaranteed

A2 W1 Caelian Seraph guaranteed

A3 W2 High Seraph guaranteed

H1 Seraphine guaranteed

W1 and Forge Bonus 1 Ice Crafter guaranteed

W3, S1, or D1 on High Seraph one guaranteed W/S/D roll one branch per recruit
Second W, S, or D on High Seraph independent 10% W/S/D roll rare

F1 on Seraphine pinned 20% row only disputed against manual

The fixed core is Air and Water. Astral and Death arrive through High Seraph randoms. Fire has no
uncontested recruitable path in the manual. National spell planning must preserve those distinctions.

Seraphine Fire-path discrepancy

The manual prints the Seraphine as H1 with no ?1. The pinned 6.35 object row gives one 20% roll from
mask 128, which resolves to Fire. The records cannot both describe the same visible path line
completely.

The safe rule is narrow: Seraphines are guaranteed H1. A 20% F1 branch exists in the pinned
structured record but is not scheduled, counted as live access, or used to justify Fire research. If a
current authoritative export or observed recruitment record later confirms it, the correction can be
made locally.

High Seraph random-path probabilities

The High Seraph has fixed A3 W2, one guaranteed pick from W/S/D, and an independent 10% pick
from the same three-path mask.

Guaranteed pick only 90% W1, S1, or D1 at 30% each
Same path twice 3.333% total W2, S2, or D2 at 1.111% each
Two different paths 6.667% total W1S1, W1D1, or S1D1 at 2.222% each

Including the fixed paths, a named W/S/D random appears at least once on 35.556% of recruits. Water
is always present at W2 before randoms, so the random outcomes produce W3 or rarely W4 rather
than a new path. These probabilities are derived from the pinned masks and are not a sample of live
recruitment.
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Caelum dependable path jobs

Ice Crafters provide cheap W1 searching, forging, and low-path Water work.

Spire Horn Seraphs provide cheap Al research, searching, and low-path Air work.

Caelian Seraphs provide repeatable A2 W1 mixed access without relying on a random.

High Seraphs provide repeatable A3 W2 and carry every recruitable Astral or Death branch.
Seraphines provide H1 priesthood and ordinary sacred support.

Mundane commanders should handle army leadership when their lower price or stronger leadership
preserves a mage-turn. A flying mage is still an expensive researcher, searcher, forger, ritualist, or
combat caster whose turn has an opportunity cost.

Caelum rare-path endpoints

m Unassisted recruitable route Frequency boundary

A3 D1 for Parting of the Soul High Seraph with at least one D pick 35.556% in pinned distribution
S2 for Summon Yazatas High Seraph with double S 1.111%
S2 W1 for Call Ahurani High Seraph with double S; fixed W2 already 1.111%
qualifies
S3 or higher none unassisted requires another bridge
D2 F1 for Call Daevas none uncontested on one recruit requires Fire plus Death construction
D3 F1, D3 F2, or D4 F1/F2 none unassisted late path project

National access is therefore uneven. Parting of the Soul is repeatably reachable through a common
High Seraph branch. The first two positive rituals require a rare double Astral result. The higher
positive and all negative rituals require boosters, empowerment, summons, a Pretender, or another
verified bridge.

Caelum national spell map

_
nt

Parting of the Soul Thaumaturgy 6 D1 Al 40 fatigue D-random High Seraph qualifies.
Call Ahurani Conjuration 5 S2 W1 12 pearls Double-S High Seraph qualifies.
Summon Yazatas Conjuration 5 S2 12 pearls Double-S High Seraph qualifies.
Call Celestial Yazad Conjuration 6 S4 40 pearls No unassisted recruit qualifies.
Call Fravashi Conjuration 7 S3 30 pearls No unassisted recruit qualifies.
Call Amesha Spenta Conjuration 8 S5 60 pearls No unassisted recruit qualifies.
Call Daevas Conjuration 5 D2 F1 12 Death gems = No uncontested unassisted recruit qualifies.
Call Jahi Conjuration 5 D3 F1 15 Death gems No unassisted recruit qualifies.
Call Yata Conjuration 6 D3 F2 40 Death gems  No unassisted recruit qualifies.
Call of the Drugvant Thaumaturgy 7 D4 F1 15 Death gems No unassisted recruit qualifies.
Call Greater Daeva Conjuration 8 D4 F2 60 Death gems  No unassisted recruit qualifies.

Researching a national spell does not create the missing path, gems, laboratory, or mage-turn. Each
row is a project with five gates: research, caster, path construction, treasury, and opportunity cost.
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Positive summon branch

Call Ahurani and Summon Yazatas are the only positive rituals an unassisted recruit can reach, and
only a double-S High Seraph does so. That result appears on 1.111% of High Seraphs in the pinned
distribution. The nation cannot build a reliable opening around finding it.

Call Fravashi, Call Celestial Yazad, and Call Amesha Spenta require S3, S4, and S5. A legal plan must
name the booster, empowerment, summoned mage, Pretender, or other bridge that creates each
threshold. The printed summoned paths may open further work, but their live arrival state, slots,
uniqueness, and strategic behaviour remain untested here.

Negative summon branch

The Daeva line begins at D2 F1 and rises to D4 F2. High Seraphs can rarely reach D2 but have no
uncontested Fire. The disputed Seraphine branch, even if present, sits on a separate commander.
Paths on two commanders cannot be combined to cast one ritual.

This branch therefore starts with path construction and a Death-gem economy. Call Daevas, Call Jahi,
Call Yata, and Call Greater Daeva should be treated as conditional objectives. The spell list is
strategically relevant because it defines possible payoffs, but it does not prove routine access.

Call of the Drugvant boundary

Call of the Drugvant is a Thaumaturgy-7 remote ritual requiring D4 F1 and fifteen Death gems. The
manual describes a range-four hostile-province effect that greatly increases unrest and brings bandits
and Daevas.

The description establishes purpose, not exact resolution. Unrest amount, force composition,
ownership checks, defence, event timing, immunity, and repeated-cast behaviour remain unresolved.
Version 6.08 removed Shinuyama's unintended access while retaining Caelum's national restriction.

Caelum item rebates

e

Ice Sword Ice Crafter, Caelian Seraph, or High Seraph
Ice Lance 1 W1 Ice Crafter, Caelian Seraph, or High Seraph
Ice Aegis 3 W2 High Seraph

Ice Helmet 3 W1 Ice Crafter, Caelian Seraph, or High Seraph

The pinned snapshot records four rebate links and no Caelum-restricted item row. This makes Ice
Crafters natural forge candidates, but the dossier does not claim an exact live price or a stacking
formula between the national rebate and Forge Bonus 1. Every forge order still consumes gems,
research, a laboratory, and a mage-turn.

Caelum hero boundary

Caelos Sacred One contingent sacred leadership or priest support
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Zaelinys Harab Seraphine D2 H2 contingent Death and priest access

Neither hero belongs in a schedule that must work every game. Zaelinys can change the Death
threshold if present, but arrival timing and special behaviour remain unresolved.

Caelum patch reconciliation

Dominions 6.08, published 6 March 2024, corrected Shinuyama's unintended access to Call of the
Drugvant. This confirms the spell-assignment boundary without changing Caelum's own access.
Dominions 6.12, published 29 April 2024, divided Ice Protection into Ice Protection and Ice Armor; the
current manual uses the later terminology.

No later official ledger entry through 6.36 directly names the High Seraph, Seraphine, Caelian capital
sites, Parting of the Soul, or Caelum's summon list. Silence is not proof that every historical value
remained unchanged; the manual controls player-facing descriptions and the pinned data remains
labelled 6.35.

Caelum opening priorities

1 Check whether gold, resources, recruitment points, or commander turns limit each fort.

Use cheap flying bodies for coverage only where their morale and protection are adequate.

Decide whether the next mage-turn needs W1, Al, A2 W1, priesthood, or the High Seraph's A3 W2
random package.

Label every High Seraph immediately and keep S2 or D2 branches out of guaranteed plans.

Keep the Seraphine Fire discrepancy out of the baseline plan.

Add report coverage before fast armies move beyond reliable information.

Track Air and Water income separately from the Death, Fire, and Astral costs of national projects.
Protect the capital troop queue and choose Wingless, Temple Guards, or Blizzard Warriors for a named
role.

9 Build additional forts because they reproduce the entire commander roster.

10 Maintain a grounded or conventional response plan for terrain, weather, or enemies that punish flight.

W N

0O N O U b

These are planning controls. Exact expansion parties, flight routes, formations, scripts, blesses, and
casualty expectations remain open.

Caelum recruitment packages to compare

Cheap flying screen

Spire Horn Militia cost eight gold and five resources, while ordinary Spire Horn Warriors and Airya
Light Infantry cost ten gold. The package produces bodies and rapid concentration at low gold cost.
Low morale, low hit points, limited protection, and fatigue make leadership and target selection
decisive.

Archer wing

Spire Horn Archers provide flying short bows and Storm Immunity. They can reposition and add
missile pressure, but short-bow damage, accuracy, ammunition, landing risk, and enemy armour
decide value. Flight does not require the archers to be sent into unsupported melee.
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Protected ice line

Airya Infantry, Iceclads, and Storm Guards exchange resources and recruitment points for higher
protection. Iceclads are the most resource-heavy ordinary unit at forty resources. Storm Guards add
the Spire Horn resistance and storm package. A fort's production should compare number of bodies,
formation width, and replacement speed rather than protection alone.

Mammoth package

Mammoth Riders cost 120 gold but only five resources and nine recruitment points in the manual
table. They provide a mounted trampling option that uses a different bottleneck from Iceclads. Morale,
size, congestion, friendly displacement, target size, mount damage, co-riders, routing, and
remounting all remain matchup or runtime questions.

Capital grounded sacreds

Temple Guards and Blizzard Warriors are sacred but do not print flight. Temple Guards supply a
protected contact line at high resource cost; Blizzard Warriors supply frost bows with lower resources.
Wingless are not sacred but provide capital-only grounded infantry with Morale 14. The package
should be judged as a capital replacement system, not simply folded into the ordinary flying army.

Caelum research response tree

Branch A: repeatable Air support

Spire Horn Seraphs, Caelian Seraphs, and High Seraphs provide Al, A2, and A3 from every fort.
Research can therefore favour general Air spells at thresholds the recruited roster actually meets. The
correct branch depends on enemy shock resistance, formation, weather, battlefield size, fatigue, and
available Air gems.

Branch B: Water, Construction, and ice forging

Ice Crafters provide cheap W1 and Forge Bonus 1; Caelian Seraphs add A2 W1; High Seraphs begin at
W?2. Construction 1 and 3 expose all four rebate-linked ice items. The branch must still compare
forging against research, searching, combat casting, gem reserves, and unresolved price stacking.

Branch C: Thaumaturgy and Parting of the Soul

Thaumaturgy 6 unlocks Parting of the Soul at D1 Al. Any High Seraph with a Death pick qualifies
because A3 is fixed. This is the most accessible national spell outside the disputed Seraphine field, but
target immunity, magic resistance, range, fatigue, and battlefield conditions still control use.

Branch D: Conjuration 5 positive summons

Call Ahurani and Summon Yazatas both require S2. Only a double-S High Seraph reaches that
threshold unassisted, at 1.111% per High Seraph. Conjuration 5 should therefore be justified by its
general spell list unless the caster already exists.
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Branch E: higher Astral summons

Call Fravashi, Call Celestial Yazad, and Call Amesha Spenta require S3 through S5. The plan begins
with an explicit bridge and pearl budget. Researching Conjuration 6-8 before the path chain exists can
create a costly dead endpoint.

Branch F: Death-Fire summons and remote pressure

The negative branch requires D2 F1 through D4 F2. No uncontested unassisted recruit qualifies. A
viable route must document Death gems, Fire access, boosters or empowerment, laboratory turns,
and the final caster. Call of the Drugvant also requires Thaumaturgy 7 and preserves its remote-event
uncertainty.

Caelum battlefield packages

Flying line with separate command

Cheap Spire Horn or Airya troops hold frontage under an Airya Noble or Storm General while mages
remain protected. The package preserves mage-turns and lets the army concentrate quickly. Low hit
points, morale, missiles, fatigue, and enemy breakthrough speed remain central.

Storm-compatible group

Spire Horn Archers, Warriors, Storm Guards, Scouts, and Storm Generals print Storm Immunity. Other
Airya elements do not universally share it. A storm plan must therefore check every unit and caster
rather than treating Caelum as one homogeneous flying roster.

Protected flying group

Iceclads, Storm Guards, and Airya Infantry provide progressively expensive protected bodies. Buffs
and Air support can improve the package, but temperature, armour-piercing or negating damage,
fatigue, and replacement cost determine whether protection converts into survival.

Mammoth breakthrough group

Mammoths can be placed behind or beside a line intended to create a controlled contact point. The
package requires leadership, morale support, formation space, and a plan for targets that resist
trample. Exact mount and co-rider resolution remains open.

Capital sacred group

Temple Guards and Blizzard Warriors use the bless and capital recruitment in different ways. One is a
protected grounded guard; the other is a lightly protected frost-bow unit. Priests, resource limits,
replacement time, and the opponent decide whether either belongs in the main army.

Random-path High Seraph group

High Seraphs with Water, Astral, Death, or mixed results should be labelled and scripted from their
actual paths. A D-random enables Parting of the Soul; a double-S result enables two Conjuration-5
rituals. Rare results are opportunities, not the baseline identity of every High Seraph.
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Caelum information and pressure network

Caelian Scouts combine flight and stealth, while most of the army can move rapidly. That reach can
reveal threats, reinforce distant fronts, and threaten weak points, but it does not reveal enemy orders

or make every route legal.

A safe network layers scouts, province reports, laboratories, fallback forts, mundane commanders,
gem transport, and local reserves. Flying groups should arrive where replacements, supply, retreat
routes, and supporting mages can follow. Speed without reporting can produce isolated armies rather

than strategic pressure.

Caelum Pretender families

What it can solve What it must not conceal

Astral bridge

Death-Fire bridge

Economy and infrastructure

Sacred bless

Awake expansion body

Resistance or climate support

Makes S3-S5 national summons practical

Opens Daevas, Jahi, Yata, Drugvant, and
Greater Daeva projects

Funds forts, High Seraphs, laboratories, and
resource-heavy ice troops

Improves Temple Guards, Blizzard Warriors,
Seraphines, and national summons
Reduces pressure on fragile early troops

Complements cold and shock themes or
covers missing defences

Pearls, research, boosters, laboratories, and
mage-turns still matter.

The path pair does not create a Death-gem
treasury or safe caster availability.

Gold does not create local resources,
recruitment points, gems, or capital sacred
turns.

The two recruitable sacred troops are
capital-only and grounded.

Performance depends on settings, map,
chassis, scales, script, and opponents.

National flavour is not proof of the best bless
or scale package.

No exact design is endorsed without the game settings, map, opponents, legal chassis, and a
versioned performance record.

Caelum matchup and failure matrix

Massed light units

Heavy armour

Accurate missiles

Shock-resistant enemies

Fire pressure

Storms or anti-flight conditions

Large or trample-resistant targets

Archers, protected frontage, Mammoths
where legal, Air magic, and rapid
concentration

Buffs, fatigue, magic, Mammoth pressure
where suitable, and higher-damage
weapons

Screens, protected units, speed, battlefield
control, and target disruption

Water, physical troops, buffs, fatigue, and
non-shock spells

Cold resistance does not equal Fire
resistance; use spacing, protection,
counters, and faster contact

Check Storm Immunity per unit, use
grounded capital troops, and preserve
conventional formations

Protected lines, magic, concentrated
attacks, and other counters
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Using only expensive Iceclads when cheap
width is the constraint.

Assuming short bows and ordinary ice
spears solve protection unaided.

Exposing nine-hit-point mages and archers
without spacing or guards.

Building the complete research plan
around lightning.

Treating the climate theme as universal
elemental defence.

Assuming every Caelian flies under every
condition.

Treating Mammoths as universal
breakthrough.
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Fast flankers or flyers Guards, layered formations, reserves, and Leaving fragile Seraphs behind a thin
mage spacing airborne line.
Underwater pressure Coastal defence, legal amphibious Scheduling spells marked unusable
summons, allies, or another verified bridge underwater or assuming flight solves the
boundary.
Raiding and dispersed threats Scouts, flying reserves, forts, and Sending every mobile unit into one
distributed commander recruitment offensive concentration.

Monthly Caelum audit

Is each fort limited by gold, resources, recruitment points, or commander turns?

Are mundane commanders handling jobs that do not need magic or priesthood?

Is the next mage purchase solving W1, Al, A2 W1, priesthood, or a High Seraph threshold?

Is every High Seraph labelled by final W/S/D paths?

Is the Seraphine Fire branch still excluded from guaranteed plans?

Are ordinary and capital-site troop replacements tracked separately?

Are Air and Water income being confused with the pearls, Death gems, and Fire access required by
national rituals?

Does every national spell have research, a legal caster, the correct treasury, a laboratory where
required, and a free mage-turn?

Are rare S2 and D2 outcomes excluded from schedules that must be repeatable?

Are scouts and fallback routes keeping pace with flying armies?

Are temperature, storm, supply, fatigue, morale, and retreat routes checked before battle?

Are heroes excluded from plans that must work every game?

Caelum unresolved evidence boundary
The following remain open:

whether the Seraphine's pinned 20% F1 random is present and displayed in live 6.36;

live High Seraph random-path display and ordering;

strategic flying routes, terrain permissions, blockers, and order resolution;

storm creation, flight suppression, Storm Immunity, and mixed-army behaviour;

Ice Armor protection across temperature, stacking, and equipment changes;

Ice Fort cold-scale death protection, eligibility, timing, and ownership changes;

Guardian Spirit trigger, target, duration, replacement, and combat behaviour;

Mammoth mount, co-rider, trample, displacement, routing, death, and remounting resolution;
national summon placement, arrival state, slots, leadership, uniqueness, and repeat casting;
Call of the Drugvant unrest, attackers, ownership, defence, and event timing;

item-rebate display, live price, rounding, and interaction with Forge Bonus 1;

hero arrival timing and live special behaviour;

expansion-party sizes, formations, scripts, blesses, matchup performance, and casualty ranges;
disciple, allied-army, and underwater edge cases beyond explicit manual wording;

15 R-047, R-058, and every comparable parked engine-dependent investigation.

O O NO U A WNH

e e
A WNRKO

These are evidence gaps, not invitations to guess. Runtime testing and preparation of new test assets
remain paused.
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Part XXXIII: Middle Age Phlegra,
Deformed Giants

Phlegra one-page command brief

Middle Age Phlegra converts enslaved human levies and scarce giant elites into expansion, research,
and strategic pressure. The pinned roster resolves 9 commander identities and 6 troop identities
across ordinary, regional, coastal, and site-linked recruitment, plus 6 active nation-restricted spell
records. Its chief planning risks are giant recruitment limits, unrest, and replacement speed.

The safe operating plan is to keep recruitment geography visible, buy commanders for named jobs,
label every random mage, connect research to casters already owned, and preserve a replacement
route before committing elite or capital-limited troops. Exact expansion parties, scripts, formations,
spell targets, freespawn composition, transformation results, and combat outcomes remain open
unless a source below states them directly.

Phlegra evidence and ruleset

This dossier covers unmodded Middle Age Phlegra on the Dominions 6.37 executable baseline.
Player-facing rules are governed by the revision-2 official manual and official patches through 9
September 2026. Nation ID 51, roster memberships, unit fields, random masks, sites, spell
restrictions, item links, and hero assignments are cross-checked against the pinned Inspector 6.35
commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc.

The structured snapshot is not relabelled as live 6.37 data. The 6.37 patch's unspecified statistic
corrections are not assigned to any Phlegra object without a named official record. No runtime test,
replay, save, or new test asset was used.

Phlegra conversion chain

verified recruitment and national assets

-> provinces, forts, laboratories, temples, scouts, and replacement routes
-> labelled fixed and random path access

-> research, searching, forging, rituals, and battlefield support

-> surviving armies, sieges, claims, raids, and strategic depth

Phlegra recruitment geography

Recruitment layer Evidence boundary

Ordinary forts Direct pinned membership rows

Regional or coastal 0 1 Non-fort and coast membership rows; exact terrain availability
remains source-dependent

Site-linked 2 0 Explicit site recruit fields; capital grouping follows the
nation-site association

Empty ordinary rows do not prove that a nation lacks forces. Freespawn, reanimation, events,
summoning, dominion effects, and special recruitment remain separate mechanisms.
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Phlegra commander roster

3129 Trophimos Commander none

3130 Trophimos Priest H1; random: 100% x1 mask 1920 link 1 50

3131 Trophimos Sage none; random: 100% x1 mask 1920 link 2 10

3161 Shackled Mage none; random: 100% x1 mask 1920 link 1 0

3162 Trophimos Oppressor F1 E1; random: 100% x1 mask 768 link 1 50

3135 Cyclops Chieftain none 20

3141 Cyclops Shepherd Shaman N1 35

3139 Phlegran Tyrant F3 E2 D1; random: 100% x1 mask 5504 link 1; 10% x1 mask 90
5504 link 1

3138 Elder Cyclops F2 A1 E2; random: 100% x1 mask 1920 link 1; 10% x1 mask 50
1920 link 1

Phlegra troop roster

N N S

3132 Helote Archer ordinary body
3133 Helote Warrior 10 0 7 ordinary body
3134 Helote Soldier 10 0 7 ordinary body
3136 Cyclops Warrior 42 5 13 ordinary body
3137 Cyclops Hurler 42 5 13 ordinary body
3140 Gigante Warrior 62 9 14 ordinary body

Phlegra mage and priest portfolio

3130 Trophimos Priest H1; random: 100% x1 mask 1920 link 1

3131 Trophimos Sage none; random: 100% x1 mask 1920 link 2 10

3161 Shackled Mage none; random: 100% x1 mask 1920 link 1 0

3162 Trophimos Oppressor F1 E1; random: 100% x1 mask 768 link 1 50

3141 Cyclops Shepherd Shaman N1 35

3139 Phlegran Tyrant F3 E2 D1; random: 100% x1 mask 5504 link 1; 10% x1 mask 90
5504 link 1

3138 Elder Cyclops F2 A1 E2; random: 100% x1 mask 1920 link 1; 10% x1 mask 50
1920 link 1

The highest fixed recruitable paths resolved in these rows are Fire 3, Air 1, Earth 2, Death 1, Nature 1,
Holy 1. Random masks are printed as raw pinned fields because mask interpretation, linked-roll
behaviour, and live display should not be guessed. A rare result is an opportunity after recruitment,
never a guaranteed research or ritual schedule.
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Phlegra capital and national sites

The Burning Fields F1, E1, D1 Phlegran Tyrant

197 Fortress of the Cyclopes F1, E1 Elder Cyclops

Site rows prove only their explicit fields. Hidden effects, event behaviour, recruitment timing,
ownership transitions, and live interface grouping remain unresolved.

Phlegra national spell map

Summon Hound of Twilight Conjuration 5 E2 D1
255 Sow Dragon Teeth Enchantment 6 E2 1
256 Bind Keres Conjuration 6 D2 12
264 Gigantomachia Thaumaturgy 7 E4 F4 60
270 Forge Brass Bull Construction 6 F3 E3 25
369 Procession of the Underworld Conjuration 5 D3 13

Research does not create the caster, gems, slaves, corpses, laboratory, target, or free mage-turn.
Every national spell remains a gated project: research, access, treasury, legal target, and opportunity
cost must all be present.

Phlegra national item boundary

N S

God-Slayer Spear restricted

224 Oppressors Headband 1 ES restricted

Restriction and rebate fields establish metadata links, not displayed prices, rounding, stacking, or live
forge availability. Those remain open unless the official manual supplies the exact result.

Phlegra hero boundary

T S

3163 Theurg Tyrant F1 A2 E2 S3 H3 assignment only; timing unresolved

Heroes are contingent capacity. None belongs in an opening, research, or path plan that must work
every game.

Phlegra army identities

Sacred roster: no sacred troop identified in the reconciled recruit rows.
Flying roster: no flying troop identified in the reconciled recruit rows.
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Aquatic or amphibious roster: no aquatic or amphibious troop identified in the reconciled recruit rows.
Core identity: enslaved human levies and scarce giant elites.

These labels help assemble testable packages; they do not establish the best formation, script, bless,
target, or casualty rate.

Phlegra opening and expansion controls

1 Identify whether gold, resources, recruitment points, commander points, corpses, population, slaves,
or a special national mechanism limits the first queue.

Separate ordinary, regional, coastal, and site-linked recruitment before planning reinforcement.

Use mundane leadership where it preserves a valuable mage-turn.

Label random mages immediately and keep rare paths out of guaranteed schedules.

Add scouts and retreat routes before extending beyond reliable information.

Record expansion results rather than publishing an untested party size.

o U A WN

Phlegra fort and recruitment doctrine

Additional forts are valuable when they reproduce the commander or troop required by the next job.
Regional and coastal recruitment must be evaluated where it exists rather than averaged into a
fictional universal roster. Capital or site-linked units need a replacement ledger because their
opportunity cost competes with every other capital-limited purchase.

For Phlegra, the most likely planning failure is giant recruitment limits, unrest, and replacement
speed. The remedy is a visible queue showing location, bottleneck, expected role, and replacement
time.

Phlegra research response tree

Fixed-path branch: begin with spells the repeatable mage roster can cast without a random, booster,
hero, or Pretender.

Random-path branch: open only after the qualifying mage is recruited and labelled.

National-spell branch: verify the exact research level, caster, cost, target, and free mage-turn from the
spell table.

Construction branch: compare each forge turn against research, searching, ritual work, and army
support; item metadata alone does not prove a discount.

Summon or reanimation branch: account for gems, corpses, slaves, laboratory access, leadership, and
unresolved arrival behaviour.

Phlegra magic-access ladder

The fixed-path ceiling is Fire 3, Air 1, Earth 2, Death 1, Nature 1, Holy 1. Access above that line needs
a named bridge: booster, empowerment, communion or chorus where legal, summoned mage, hero,
Pretender, or another directly verified source. Two partial paths on different commanders cannot be
combined to cast one spell.

Phlegra battlefield packages
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Line and support package

Use the most replaceable suitable troops as frontage, place commanders according to actual
leadership, and protect mages whose turns are needed for research or rituals. Armour, morale,
fatigue, size, formation width, and the opponent decide whether the line survives.

Elite or sacred package

Use sacred or elite troops only when their recruitment location, bless, priest coverage, and
replacement rate justify the commitment. Capital scarcity is a strategic cost even when the unit
performs well.

Mobility or habitat package

Flying, stealthy, sailing, aquatic, amphibious, cave, forest, or wasteland tools must be checked against
legal movement, supply, retreat, and reinforcement. A trait is not permission to ignore geography.

Mage package

Script from paths actually present on the recruited commanders. Keep gem use, fatigue, friendly fire,
magic resistance, battlefield size, and enemy resistances visible; no generic script is treated as
verified performance.

Phlegra Pretender families

What it can solve What it cannot conceal

Missing-path bridge Opens a named booster, ritual, or battlefield Research, gems, laboratories, and mage-turns
threshold remain required

Economy and infrastructure Funds forts, laboratories, temples, Gold does not create local resources, gems,
commanders, and replacements corpses, slaves, or commander points

Sacred support Improves a verified sacred package Recruitment limits, priest coverage, and

counters remain

Awake expansion body Reduces pressure on the starting roster Performance depends on settings, map,
chassis, scales, script, and opponents

Resistance package Covers a documented roster weakness One resistance is not universal defence

Phlegra matchup and failure matrix

Enemy prOblem First answer to examine _

Massed light units Replaceable width, area effects, morale Spending every scarce elite turn on basic
pressure, and reserves frontage

Heavy armour Higher damage, armour-piercing or negating  Assuming ordinary weapons solve protection
magic, fatigue, and buffs unaided

Accurate missiles Screens, protection, spacing, speed, and Exposing commanders or fragile elites
disruption without guards

Elemental resistance Shift damage type and use physical or Building the complete research plan around
fatigue pressure one element

Fast raiders or flyers Scouts, local leadership, layered defence, Concentrating every commander in one
and mobile reserves army

TheHoboKingdom | Published - 14 September 2026 Page 38



DOMINIONS 6 NATION DOSSIER CAELUM | EDITION 30

Large targets Concentrated attacks, debuffs, control, and Treating trampling or low-damage swarms as
size-aware counters universal

Underwater or land transition Verified amphibious access, coastal staging, Assuming a habitat transition works because
summons, or allies a related unit can cross

Phlegra monthly audit

Which recruitment layer supplies each current army and mage role?

What is the active bottleneck at every fort?

Are random mages labelled and excluded from guaranteed schedules until present?
Does each research target have a legal caster and treasury?

Are capital, coastal, regional, freespawn, and ordinary replacements tracked separately?
Are scouts, laboratories, temples, leadership, supply, and retreat routes keeping pace?
Are heroes excluded from plans that must work every game?

Have uncertain mechanics remained marked as uncertain?

Phlegra unresolved evidence boundary

The dossier does not claim exact expansion counts, formation performance, script outcomes,
random-path display, freespawn or reanimation composition, special-dominion timing, transformation
or mount resolution, summon arrival state, item-price stacking, hero timing, stealth detection, sailing
routes, underwater transition, event outcomes, or battlefield casualty ranges. Nation-specific
mechanics implied by names or summaries remain qualitative unless an explicit source field settles
them. R-047, R-058, and every comparable engine-dependent investigation remain parked.

Phlegra source note

Dominions 6 Manual, revision 2: nation summary, visible roster, recruitment markings, national rules,
and spell descriptions.

Official Dominions patch history through 6.37: current executable chronology; generic 6.37 statistic
fixes are not assigned to unnamed objects.

Dominions 6 Data Inspector commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc: nation ID, membership
rows, unit fields, random masks, sites, spell restrictions, item links, and hero assignments.

Strategy sections are bounded doctrine derived from verified capacity. They are not runtime test
results.

Part XXXIV: Middle Age Asphodel,
Carrion Woods
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Asphodel one-page command brief

Middle Age Asphodel converts Carrion Woods freespawn, stealth, and Death-Nature magic into
expansion, research, and strategic pressure. The pinned roster resolves 8 commander identities and
10 troop identities across ordinary, regional, coastal, and site-linked recruitment, plus 12 active
nation-restricted spell records. Its chief planning risks are population decline, freespawn composition,
and living infrastructure.

The safe operating plan is to keep recruitment geography visible, buy commanders for named jobs,
label every random mage, connect research to casters already owned, and preserve a replacement
route before committing elite or capital-limited troops. Exact expansion parties, scripts, formations,
spell targets, freespawn composition, transformation results, and combat outcomes remain open
unless a source below states them directly.

Asphodel evidence and ruleset

This dossier covers unmodded Middle Age Asphodel on the Dominions 6.37 executable baseline.
Player-facing rules are governed by the revision-2 official manual and official patches through 9
September 2026. Nation ID 53, roster memberships, unit fields, random masks, sites, spell
restrictions, item links, and hero assignments are cross-checked against the pinned Inspector 6.35
commit cfac4311bcOb58053b8dead7bffbcO36badbdsdc.

The structured snapshot is not relabelled as live 6.37 data. The 6.37 patch's unspecified statistic
corrections are not assigned to any Asphodel object without a named official record. No runtime test,
replay, save, or new test asset was used.

Asphodel conversion chain

verified recruitment and national assets

-> provinces, forts, laboratories, temples, scouts, and replacement routes
-> labelled fixed and random path access

-> research, searching, forging, rituals, and battlefield support

-> surviving armies, sieges, claims, raids, and strategic depth

Asphodel recruitment geography

Recruitment layer Evidence boundary

Ordinary forts Direct pinned membership rows

Regional or coastal 0 0 Non-fort and coast membership rows; exact terrain availability
remains source-dependent

Site-linked 0 0 Explicit site recruit fields; capital grouping follows the
nation-site association

Empty ordinary rows do not prove that a nation lacks forces. Freespawn, reanimation, events,
summoning, dominion effects, and special recruitment remain separate mechanisms.

Asphodel commander roster
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Black Harpy none

2485 Satyr Commander none 50

1534 Minotaur Lord none 75

2311 Centaur Hierophant H1; random: 100% x1 mask 12288 link 1; 10% x1 mask 50
1024 link 1

2312 Centauride Hierophantide H1; random: 100% x1 mask 12288 link 1; 10% x1 mask 50
512 link 1

901 Black Dryad D1 N1 G1 H2 50

2480 Dryad Hag D1 N2 G1 H2; random: 100% x1 mask 22016 link 1; 10% 10
x1 mask 22016 link 1

709 Panic Apostate D2 N3; random: 100% x1 mask 13824 link 1; 10% x1 mask 100
13824 link 1

Asphodel troop roster

N N

Harpy flying, stealthy
227 Satyr Sneak 12 1 9 stealthy
228 Satyr 12 1 9 stealthy
1532 Satyr Warrior 14 1 10 ordinary body
234 Minotaur 25 4 13 ordinary body
1533 Minotaur Warrior 27 4 14 ordinary body
2156 Centauride 18 3 11 stealthy
27 Centaur 20 3 11 stealthy
2157 Centauride Warrior 18 3 12 stealthy
1704 Centaur Warrior 22 3 12 stealthy

Asphodel mage and priest portfolio

2311 Centaur Hierophant H1; random: 100% x1 mask 12288 link 1; 10% x1 mask
1024 link 1

2312 Centauride Hierophantide H1; random: 100% x1 mask 12288 link 1; 10% x1 mask 50
512 link 1

901 Black Dryad D1 N1 G1 H2 50

2480 Dryad Hag D1 N2 G1 H2; random: 100% x1 mask 22016 link 1; 10% 10
x1 mask 22016 link 1

709 Panic Apostate D2 N3; random: 100% x1 mask 13824 link 1; 10% x1 mask 100
13824 link 1

The highest fixed recruitable paths resolved in these rows are Death 2, Nature 3, Glamour 1, Holy 2.
Random masks are printed as raw pinned fields because mask interpretation, linked-roll behaviour,
and live display should not be guessed. A rare result is an opportunity after recruitment, never a
guaranteed research or ritual schedule.
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No capital-site association row was found. Hidden, generated, or special national effects are not

inferred.

Site rows prove only their explicit fields. Hidden effects, event behaviour, recruitment timing,
ownership transitions, and live interface grouping remain unresolved.

Asphodel national spell map

428

429

430

431

432

433

434

435

436

437

1458

Carrion Centaur
Carrion Lady
Carrion Lord
Quick Roots
Regrowth

Mend the Dead
Puppet Mastery
Carrion Growth
Dark Slumber
Sleep Vines
Vengeful Vines

Carrion Fortress

Enchantment 0
Enchantment 0
Enchantment 0
Enchantment 0
Enchantment 0
Enchantment 0
Enchantment 0
Enchantment 0
Enchantment 4
Conjuration 3

Conjuration 4

Alteration 0

N1 D1

N1 D1

N3 D2

H1

H2

H2

H3

H4

N4 D2

N1 G1

N1 D1

N3 D2

16

35

45

Research does not create the caster, gems, slaves, corpses, laboratory, target, or free mage-turn.
Every national spell remains a gated project: research, access, treasury, legal target, and opportunity
cost must all be present.

Asphodel national item boundary

S S S

39

40

68

153

522

523

Thorn Spear
Thorn Staff
Vine Whip
Skull Standard
Vine Bow
Carrion Seed

Carrion Bow

N1

N2

N2 D1

N1

N1 D1

N1 D1

rebate

rebate

rebate

rebate

rebate

restricted

restricted

Restriction and rebate fields establish metadata links, not displayed prices, rounding, stacking, or live
forge availability. Those remain open unless the official manual supplies the exact result.
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Asphodel hero boundary

_ Hero record m Boundary

Ettin Mandragora assignment only; timing unresolved

863 Apostatic Warrior D1 N2 H1 assignment only; timing unresolved

Heroes are contingent capacity. None belongs in an opening, research, or path plan that must work
every game.

Asphodel army identities

Sacred roster: no sacred troop identified in the reconciled recruit rows.

Flying roster: Harpy.

Aquatic or amphibious roster: no aquatic or amphibious troop identified in the reconciled recruit rows.
Core identity: Carrion Woods freespawn, stealth, and Death-Nature magic.

These labels help assemble testable packages; they do not establish the best formation, script, bless,
target, or casualty rate.

Asphodel opening and expansion controls

Identify whether gold, resources, recruitment points, commander points, corpses, population, slaves,
or a special national mechanism limits the first queue.

Separate ordinary, regional, coastal, and site-linked recruitment before planning reinforcement.

Use mundane leadership where it preserves a valuable mage-turn.

Label random mages immediately and keep rare paths out of guaranteed schedules.

Add scouts and retreat routes before extending beyond reliable information.

Record expansion results rather than publishing an untested party size.

Asphodel fort and recruitment doctrine

Additional forts are valuable when they reproduce the commander or troop required by the next job.
Regional and coastal recruitment must be evaluated where it exists rather than averaged into a
fictional universal roster. Capital or site-linked units need a replacement ledger because their
opportunity cost competes with every other capital-limited purchase.

For Asphodel, the most likely planning failure is population decline, freespawn composition, and living
infrastructure. The remedy is a visible queue showing location, bottleneck, expected role, and
replacement time.

Asphodel research response tree

Fixed-path branch: begin with spells the repeatable mage roster can cast without a random, booster,
hero, or Pretender.

Random-path branch: open only after the qualifying mage is recruited and labelled.

National-spell branch: verify the exact research level, caster, cost, target, and free mage-turn from the
spell table.

Construction branch: compare each forge turn against research, searching, ritual work, and army
support; item metadata alone does not prove a discount.
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Summon or reanimation branch: account for gems, corpses, slaves, laboratory access, leadership, and
unresolved arrival behaviour.

Asphodel magic-access ladder

The fixed-path ceiling is Death 2, Nature 3, Glamour 1, Holy 2. Access above that line needs a named

bridge: booster, empowerment, communion or chorus where legal, summoned mage, hero, Pretender,
or another directly verified source. Two partial paths on different commanders cannot be combined to
cast one spell.

Asphodel battlefield packages

Line and support package

Use the most replaceable suitable troops as frontage, place commanders according to actual
leadership, and protect mages whose turns are needed for research or rituals. Armour, morale,
fatigue, size, formation width, and the opponent decide whether the line survives.

Elite or sacred package

Use sacred or elite troops only when their recruitment location, bless, priest coverage, and
replacement rate justify the commitment. Capital scarcity is a strategic cost even when the unit
performs well.

Mobility or habitat package

Flying, stealthy, sailing, aquatic, amphibious, cave, forest, or wasteland tools must be checked against
legal movement, supply, retreat, and reinforcement. A trait is not permission to ignore geography.

Mage package

Script from paths actually present on the recruited commanders. Keep gem use, fatigue, friendly fire,
magic resistance, battlefield size, and enemy resistances visible; no generic script is treated as
verified performance.

Asphodel Pretender families

What it can solve What it cannot conceal

Missing-path bridge Opens a named booster, ritual, or battlefield Research, gems, laboratories, and mage-turns
threshold remain required

Economy and infrastructure Funds forts, laboratories, temples, Gold does not create local resources, gems,
commanders, and replacements corpses, slaves, or commander points

Sacred support Improves a verified sacred package Recruitment limits, priest coverage, and

counters remain

Awake expansion body Reduces pressure on the starting roster Performance depends on settings, map,
chassis, scales, script, and opponents

Resistance package Covers a documented roster weakness One resistance is not universal defence
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Asphodel matchup and failure matrix

Massed light units Replaceable width, area effects, morale Spending every scarce elite turn on basic
pressure, and reserves frontage

Heavy armour Higher damage, armour-piercing or negating  Assuming ordinary weapons solve protection
magic, fatigue, and buffs unaided

Accurate missiles Screens, protection, spacing, speed, and Exposing commanders or fragile elites
disruption without guards

Elemental resistance Shift damage type and use physical or Building the complete research plan around
fatigue pressure one element

Fast raiders or flyers Scouts, local leadership, layered defence, Concentrating every commander in one
and mobile reserves army

Large targets Concentrated attacks, debuffs, control, and Treating trampling or low-damage swarms as
size-aware counters universal

Underwater or land transition Verified amphibious access, coastal staging, Assuming a habitat transition works because
summons, or allies a related unit can cross

Asphodel monthly audit

Which recruitment layer supplies each current army and mage role?

What is the active bottleneck at every fort?

Are random mages labelled and excluded from guaranteed schedules until present?
Does each research target have a legal caster and treasury?

Are capital, coastal, regional, freespawn, and ordinary replacements tracked separately?
Are scouts, laboratories, temples, leadership, supply, and retreat routes keeping pace?
Are heroes excluded from plans that must work every game?

Have uncertain mechanics remained marked as uncertain?

Asphodel unresolved evidence boundary

The dossier does not claim exact expansion counts, formation performance, script outcomes,
random-path display, freespawn or reanimation composition, special-dominion timing, transformation
or mount resolution, summon arrival state, item-price stacking, hero timing, stealth detection, sailing
routes, underwater transition, event outcomes, or battlefield casualty ranges. Nation-specific
mechanics implied by names or summaries remain qualitative unless an explicit source field settles
them. R-047, R-058, and every comparable engine-dependent investigation remain parked.

Asphodel source note

Dominions 6 Manual, revision 2: nation summary, visible roster, recruitment markings, national rules,
and spell descriptions.

Official Dominions patch history through 6.37: current executable chronology; generic 6.37 statistic
fixes are not assigned to unnamed objects.

Dominions 6 Data Inspector commit cfac4311bc0b58053b8dead7bffbcO36badbd5dc: nation ID, membership
rows, unit fields, random masks, sites, spell restrictions, item links, and hero assignments.

Strategy sections are bounded doctrine derived from verified capacity. They are not runtime test
results.
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Part XXXV: Middle Age Ermor, Ashen
Empire

Ermor one-page command brief

Middle Age Ermor converts dominion-created undead and powerful Death magic into expansion,
research, and strategic pressure. The pinned roster resolves 0 commander identities and 0 troop
identities across ordinary, regional, coastal, and site-linked recruitment, plus 23 active
nation-restricted spell records. Its chief planning risks are population destruction, freespawn control,
and hostile dominion.

The safe operating plan is to keep recruitment geography visible, buy commanders for named jobs,
label every random mage, connect research to casters already owned, and preserve a replacement
route before committing elite or capital-limited troops. Exact expansion parties, scripts, formations,
spell targets, freespawn composition, transformation results, and combat outcomes remain open
unless a source below states them directly.

Ermor evidence and ruleset

This dossier covers unmodded Middle Age Ermor on the Dominions 6.37 executable baseline.
Player-facing rules are governed by the revision-2 official manual and official patches through 9
September 2026. Nation ID 54, roster memberships, unit fields, random masks, sites, spell
restrictions, item links, and hero assignments are cross-checked against the pinned Inspector 6.35
commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc.

The structured snapshot is not relabelled as live 6.37 data. The 6.37 patch's unspecified statistic
corrections are not assigned to any Ermor object without a named official record. No runtime test,
replay, save, or new test asset was used.

Ermor conversion chain

verified recruitment and national assets

-> provinces, forts, laboratories, temples, scouts, and replacement routes
-> labelled fixed and random path access

-> research, searching, forging, rituals, and battlefield support

-> surviving armies, sieges, claims, raids, and strategic depth

Ermor recruitment geography

Recruitment layer Evidence boundary

Ordinary forts Direct pinned membership rows

Regional or coastal 0 0 Non-fort and coast membership rows; exact terrain availability
remains source-dependent

Site-linked 0 0 Explicit site recruit fields; capital grouping follows the
nation-site association
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Empty ordinary rows do not prove that a nation lacks forces. Freespawn, reanimation, events,
summoning, dominion effects, and special recruitment remain separate mechanisms.

Ermor commander roster

No ordinary membership rows are present in the pinned snapshot; site, freespawn, event, or special
recruitment must be read separately.

Ermor troop roster

No ordinary membership rows are present in the pinned snapshot; site, freespawn, event, or special
recruitment must be read separately.

Ermor mage and priest portfolio

No ordinary membership rows are present in the pinned snapshot; site, freespawn, event, or special
recruitment must be read separately.

The highest fixed recruitable paths resolved in these rows are no fixed recruitable path in the

ordinary/site commander rows. Random masks are printed as raw pinned fields because mask
interpretation, linked-roll behaviour, and live display should not be guessed. A rare result is an
opportunity after recruitment, never a guaranteed research or ritual schedule.

Ermor capital and national sites

No capital-site association row was found. Hidden, generated, or special national effects are not
inferred.

Site rows prove only their explicit fields. Hidden effects, event behaviour, recruitment timing,
ownership transitions, and live interface grouping remain unresolved.

Ermor national spell map

Unholy Command Divine 0
373 Unholy Protection Divine 0 H1 0
374 Unholy Blessing Divine 0 H1 0
375 Unholy Power Divine 0 H1 0
376 Unholy Protection Divine 0 H2 0
377 Unholy Blessing Divine 0 H2 0
379 Unholy Power Divine 0 H3 0
380 Unholy Blessing Divine 0 H3 0
381 Protection of the Sepulchre Divine 0 H3 0
382 Power of the Sepulchre Divine 0 H4 0
383 Revive Lictor Conjuration 0 D2 3
384 Revive Censor Conjuration 0 D2 4
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Revive Acolyte Conjuration 0

386 Revive Bishop Conjuration 0 D2 16
387 Revive Arch Bishop Conjuration 0 D3 23
388 Revive Spectator Conjuration 0 D2 12
389 Revive Dusk Elder Conjuration 0 D3 20
390 Revive Wailing Lady Conjuration 2 D2 8

391 Lictorian Guard Conjuration 3 D2 10
392 Lamentation Conjuration 5 D3 25
393 Great Lamentation Conjuration 7 D5 33
394 Lictorian Legion Conjuration 8 D4 35
395 Ermorian Legion Enchantment 6 D4 15

Research does not create the caster, gems, slaves, corpses, laboratory, target, or free mage-turn.
Every national spell remains a gated project: research, access, treasury, legal target, and opportunity
cost must all be present.

Ermor national item boundary

S S S

Sword of Injustice rebate

229 Black Laurel 3 D2 restricted

Restriction and rebate fields establish metadata links, not displayed prices, rounding, stacking, or live
forge availability. Those remain open unless the official manual supplies the exact result.

Ermor hero boundary

_ Hero record m Boundary

Wraith King D3 H2 assignment only; timing unresolved
555 Arch Censor none assignment only; timing unresolved
537 Forgotten King H3 assignment only; timing unresolved
2068 Dusk Elder F2 S3 D4 assignment only; timing unresolved

Heroes are contingent capacity. None belongs in an opening, research, or path plan that must work
every game.

Ermor army identities

Sacred roster: no sacred troop identified in the reconciled recruit rows.

Flying roster: no flying troop identified in the reconciled recruit rows.

Aquatic or amphibious roster: no aquatic or amphibious troop identified in the reconciled recruit rows.
Core identity: dominion-created undead and powerful Death magic.
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These labels help assemble testable packages; they do not establish the best formation, script, bless,
target, or casualty rate.

Ermor opening and expansion controls

1 Identify whether gold, resources, recruitment points, commander points, corpses, population, slaves,
or a special national mechanism limits the first queue.

Separate ordinary, regional, coastal, and site-linked recruitment before planning reinforcement.

Use mundane leadership where it preserves a valuable mage-turn.

Label random mages immediately and keep rare paths out of guaranteed schedules.

Add scouts and retreat routes before extending beyond reliable information.

Record expansion results rather than publishing an untested party size.

o u hWN

Ermor fort and recruitment doctrine

Additional forts are valuable when they reproduce the commander or troop required by the next job.
Regional and coastal recruitment must be evaluated where it exists rather than averaged into a
fictional universal roster. Capital or site-linked units need a replacement ledger because their
opportunity cost competes with every other capital-limited purchase.

For Ermor, the most likely planning failure is population destruction, freespawn control, and hostile
dominion. The remedy is a visible queue showing location, bottleneck, expected role, and
replacement time.

Ermor research response tree

Fixed-path branch: begin with spells the repeatable mage roster can cast without a random, booster,
hero, or Pretender.

Random-path branch: open only after the qualifying mage is recruited and labelled.

National-spell branch: verify the exact research level, caster, cost, target, and free mage-turn from the
spell table.

Construction branch: compare each forge turn against research, searching, ritual work, and army
support; item metadata alone does not prove a discount.

Summon or reanimation branch: account for gems, corpses, slaves, laboratory access, leadership, and
unresolved arrival behaviour.

Ermor magic-access ladder

The fixed-path ceiling is no fixed recruitable path in the ordinary/site commander rows. Access above
that line needs a named bridge: booster, empowerment, communion or chorus where legal,
summoned mage, hero, Pretender, or another directly verified source. Two partial paths on different
commanders cannot be combined to cast one spell.

Ermor battlefield packages
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Line and support package

Use the most replaceable suitable troops as frontage, place commanders according to actual
leadership, and protect mages whose turns are needed for research or rituals. Armour, morale,
fatigue, size, formation width, and the opponent decide whether the line survives.

Elite or sacred package

Use sacred or elite troops only when their recruitment location, bless, priest coverage, and
replacement rate justify the commitment. Capital scarcity is a strategic cost even when the unit
performs well.

Mobility or habitat package

Flying, stealthy, sailing, aquatic, amphibious, cave, forest, or wasteland tools must be checked against
legal movement, supply, retreat, and reinforcement. A trait is not permission to ignore geography.

Mage package

Script from paths actually present on the recruited commanders. Keep gem use, fatigue, friendly fire,
magic resistance, battlefield size, and enemy resistances visible; no generic script is treated as
verified performance.

Ermor Pretender families

What it can solve What it cannot conceal

Missing-path bridge Opens a named booster, ritual, or battlefield Research, gems, laboratories, and mage-turns
threshold remain required

Economy and infrastructure Funds forts, laboratories, temples, Gold does not create local resources, gems,
commanders, and replacements corpses, slaves, or commander points

Sacred support Improves a verified sacred package Recruitment limits, priest coverage, and

counters remain

Awake expansion body Reduces pressure on the starting roster Performance depends on settings, map,
chassis, scales, script, and opponents

Resistance package Covers a documented roster weakness One resistance is not universal defence

Ermor matchup and failure matrix

Enemy prOblem First answer to examine _

Massed light units Replaceable width, area effects, morale Spending every scarce elite turn on basic
pressure, and reserves frontage

Heavy armour Higher damage, armour-piercing or negating  Assuming ordinary weapons solve protection
magic, fatigue, and buffs unaided

Accurate missiles Screens, protection, spacing, speed, and Exposing commanders or fragile elites
disruption without guards

Elemental resistance Shift damage type and use physical or Building the complete research plan around
fatigue pressure one element

Fast raiders or flyers Scouts, local leadership, layered defence, Concentrating every commander in one
and mobile reserves army
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Large targets Concentrated attacks, debuffs, control, and Treating trampling or low-damage swarms as
size-aware counters universal

Underwater or land transition Verified amphibious access, coastal staging, Assuming a habitat transition works because
summons, or allies a related unit can cross

Ermor monthly audit

Which recruitment layer supplies each current army and mage role?

What is the active bottleneck at every fort?

Are random mages labelled and excluded from guaranteed schedules until present?
Does each research target have a legal caster and treasury?

Are capital, coastal, regional, freespawn, and ordinary replacements tracked separately?
Are scouts, laboratories, temples, leadership, supply, and retreat routes keeping pace?
Are heroes excluded from plans that must work every game?

Have uncertain mechanics remained marked as uncertain?

Ermor unresolved evidence boundary

The dossier does not claim exact expansion counts, formation performance, script outcomes,
random-path display, freespawn or reanimation composition, special-dominion timing, transformation
or mount resolution, summon arrival state, item-price stacking, hero timing, stealth detection, sailing
routes, underwater transition, event outcomes, or battlefield casualty ranges. Nation-specific
mechanics implied by names or summaries remain qualitative unless an explicit source field settles
them. R-047, R-058, and every comparable engine-dependent investigation remain parked.

Ermor source note

Dominions 6 Manual, revision 2: nation summary, visible roster, recruitment markings, national rules,
and spell descriptions.

Official Dominions patch history through 6.37: current executable chronology; generic 6.37 statistic
fixes are not assigned to unnamed objects.

Dominions 6 Data Inspector commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc: nation ID, membership
rows, unit fields, random masks, sites, spell restrictions, item links, and hero assignments.

Strategy sections are bounded doctrine derived from verified capacity. They are not runtime test
results.

Part XXXVI: Middle Age Sceleria, The
Reformed Empire
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Sceleria one-page command brief

Middle Age Sceleria converts Roman infantry, communions, and deliberate undead production into
expansion, research, and strategic pressure. The pinned roster resolves 8 commander identities and
12 troop identities across ordinary, regional, coastal, and site-linked recruitment, plus 11 active
nation-restricted spell records. Its chief planning risks are communion safety, upkeep, and mage-turn
pressure.

The safe operating plan is to keep recruitment geography visible, buy commanders for named jobs,
label every random mage, connect research to casters already owned, and preserve a replacement
route before committing elite or capital-limited troops. Exact expansion parties, scripts, formations,
spell targets, freespawn composition, transformation results, and combat outcomes remain open
unless a source below states them directly.

Sceleria evidence and ruleset

This dossier covers unmodded Middle Age Sceleria on the Dominions 6.37 executable baseline.
Player-facing rules are governed by the revision-2 official manual and official patches through 9
September 2026. Nation ID 55, roster memberships, unit fields, random masks, sites, spell
restrictions, item links, and hero assignments are cross-checked against the pinned Inspector 6.35
commit cfac4311bcOb58053b8dead7bffbcO36badbdsdc.

The structured snapshot is not relabelled as live 6.37 data. The 6.37 patch's unspecified statistic
corrections are not assigned to any Sceleria object without a named official record. No runtime test,
replay, save, or new test asset was used.

Sceleria conversion chain

verified recruitment and national assets

-> provinces, forts, laboratories, temples, scouts, and replacement routes
-> labelled fixed and random path access

-> research, searching, forging, rituals, and battlefield support

-> surviving armies, sieges, claims, raids, and strategic depth

Sceleria recruitment geography

Recruitment layer Evidence boundary

Ordinary forts Direct pinned membership rows

Regional or coastal 0 0 Non-fort and coast membership rows; exact terrain availability
remains source-dependent

Site-linked 2 2 Explicit site recruit fields; capital grouping follows the
nation-site association

Empty ordinary rows do not prove that a nation lacks forces. Freespawn, reanimation, events,
summoning, dominion effects, and special recruitment remain separate mechanisms.

Sceleria commander roster
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Scout none
428 Assassin none 0
671 Centurion none 100
1386 Legatus Legionis none 150
2244 Scelerian Cultist H1 10
669 Thaumaturg S1 D1 H2 10
1655 Censor none 50
670 Grand Thaumaturg S2 D2 H3; random: 100% x1 mask 6912 link 1; 10% x1 mask 10
6912 link 1

Sceleria troop roster

S N S

Slinger ordinary body
662 Velite 10 0 10 ordinary body
663 Alae Legionnaire 10 0 10 ordinary body
664 Hastatus 10 0 11 ordinary body
665 Principe 11 0 12 ordinary body
666 Triarius 12 0 13 ordinary body
667 Praetorian Guard 13 0 14 ordinary body
668 Standard 10 0 10 ordinary body
11 Retiarius 12 0 14 ordinary body
12 Gladiator 12 0 14 ordinary body
1654 Lictor 12 0 14 sacred
809 Shadow Vestal 9 0 12 sacred, undead, stealthy

Sceleria mage and priest portfolio

2244 Scelerian Cultist
669 Thaumaturg S1 D1 H2 10
670 Grand Thaumaturg S2 D2 H3; random: 100% x1 mask 6912 link 1; 10% x1 mask 10

6912 link 1

The highest fixed recruitable paths resolved in these rows are Astral 2, Death 2, Holy 3. Random
masks are printed as raw pinned fields because mask interpretation, linked-roll behaviour, and live
display should not be guessed. A rare result is an opportunity after recruitment, never a guaranteed
research or ritual schedule.

TheHoboKingdom | Published - 14 September 2026 Page 53



DOMINIONS 6 NATION DOSSIER CAELUM | EDITION 30

Sceleria capital and national sites

Temple of the Dead Censor, Lictor
64 Temple of the Spheres S1 Grand Thaumaturg
148 Campus Sceleris D1 Shadow Vestal

Site rows prove only their explicit fields. Hidden effects, event behaviour, recruitment timing,
ownership transitions, and live interface grouping remain unresolved.

Sceleria national spell map

T R

Unholy Command Divine 0
373 Unholy Protection Divine 0 H1 0
374 Unholy Blessing Divine 0 H1 0
375 Unholy Power Divine 0 H1 0
376 Unholy Protection Divine 0 H2 0
377 Unholy Blessing Divine 0 H2 0
378 Apostasy Divine 0 H3 0
379 Unholy Power Divine 0 H3 0
380 Unholy Blessing Divine 0 H3 0
381 Protection of the Sepulchre Divine 0 H3 0
382 Power of the Sepulchre Divine 0 H4 0

Research does not create the caster, gems, slaves, corpses, laboratory, target, or free mage-turn.
Every national spell remains a gated project: research, access, treasury, legal target, and opportunity
cost must all be present.

Sceleria national item boundary

No nation restriction or rebate link appears in the pinned item rows. This does not establish live forge
pricing or exclude undocumented behaviour.

Restriction and rebate fields establish metadata links, not displayed prices, rounding, stacking, or live
forge availability. Those remain open unless the official manual supplies the exact result.

Sceleria hero boundary

T e

Scythe Wielder S2 D3 H2 assignment only; timing unresolved

977 Grand Thaumaturg S2 D4 H2 assignment only; timing unresolved
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Heroes are contingent capacity. None belongs in an opening, research, or path plan that must work
every game.

Sceleria army identities

Sacred roster: Lictor, Shadow Vestal.

Flying roster: no flying troop identified in the reconciled recruit rows.

Aquatic or amphibious roster: no aquatic or amphibious troop identified in the reconciled recruit rows.
Core identity: Roman infantry, communions, and deliberate undead production.

These labels help assemble testable packages; they do not establish the best formation, script, bless,
target, or casualty rate.

Sceleria opening and expansion controls

1 Identify whether gold, resources, recruitment points, commander points, corpses, population, slaves,
or a special national mechanism limits the first queue.

Separate ordinary, regional, coastal, and site-linked recruitment before planning reinforcement.

Use mundane leadership where it preserves a valuable mage-turn.

Label random mages immediately and keep rare paths out of guaranteed schedules.

Add scouts and retreat routes before extending beyond reliable information.

Record expansion results rather than publishing an untested party size.

o U A WN

Sceleria fort and recruitment doctrine

Additional forts are valuable when they reproduce the commander or troop required by the next job.
Regional and coastal recruitment must be evaluated where it exists rather than averaged into a
fictional universal roster. Capital or site-linked units need a replacement ledger because their
opportunity cost competes with every other capital-limited purchase.

For Sceleria, the most likely planning failure is communion safety, upkeep, and mage-turn pressure.
The remedy is a visible queue showing location, bottleneck, expected role, and replacement time.

Sceleria research response tree

Fixed-path branch: begin with spells the repeatable mage roster can cast without a random, booster,
hero, or Pretender.

Random-path branch: open only after the qualifying mage is recruited and labelled.

National-spell branch: verify the exact research level, caster, cost, target, and free mage-turn from the
spell table.

Construction branch: compare each forge turn against research, searching, ritual work, and army
support; item metadata alone does not prove a discount.

Summon or reanimation branch: account for gems, corpses, slaves, laboratory access, leadership, and
unresolved arrival behaviour.
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The fixed-path ceiling is Astral 2, Death 2, Holy 3. Access above that line needs a named bridge:
booster, empowerment, communion or chorus where legal, summoned mage, hero, Pretender, or
another directly verified source. Two partial paths on different commanders cannot be combined to

cast one spell.

Sceleria battlefield packages

Line and support package

Use the most replaceable suitable troops as frontage, place commanders according to actual
leadership, and protect mages whose turns are needed for research or rituals. Armour, morale,
fatigue, size, formation width, and the opponent decide whether the line survives.

Elite or sacred package

Use sacred or elite troops only when their recruitment location, bless, priest coverage, and
replacement rate justify the commitment. Capital scarcity is a strategic cost even when the unit

performs well.

Mobility or habitat package

Flying, stealthy, sailing, aquatic, amphibious, cave, forest, or wasteland tools must be checked against
legal movement, supply, retreat, and reinforcement. A trait is not permission to ignore geography.

Mage package

Script from paths actually present on the recruited commanders. Keep gem use, fatigue, friendly fire,
magic resistance, battlefield size, and enemy resistances visible; no generic script is treated as

verified performance.

Sceleria Pretender families

What it can solve What it cannot conceal

Missing-path bridge

Economy and infrastructure

Sacred support

Awake expansion body

Resistance package

Opens a named booster, ritual, or battlefield
threshold

Funds forts, laboratories, temples,
commanders, and replacements
Improves a verified sacred package

Reduces pressure on the starting roster

Covers a documented roster weakness

Sceleria matchup and failure matrix
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Research, gems, laboratories, and mage-turns
remain required

Gold does not create local resources, gems,
corpses, slaves, or commander points

Recruitment limits, priest coverage, and
counters remain

Performance depends on settings, map,
chassis, scales, script, and opponents

One resistance is not universal defence
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Massed light units Replaceable width, area effects, morale Spending every scarce elite turn on basic
pressure, and reserves frontage

Heavy armour Higher damage, armour-piercing or negating  Assuming ordinary weapons solve protection
magic, fatigue, and buffs unaided

Accurate missiles Screens, protection, spacing, speed, and Exposing commanders or fragile elites
disruption without guards

Elemental resistance Shift damage type and use physical or Building the complete research plan around
fatigue pressure one element

Fast raiders or flyers Scouts, local leadership, layered defence, Concentrating every commander in one
and mobile reserves army

Large targets Concentrated attacks, debuffs, control, and Treating trampling or low-damage swarms as
size-aware counters universal

Underwater or land transition Verified amphibious access, coastal staging, Assuming a habitat transition works because
summons, or allies a related unit can cross

Sceleria monthly audit

Which recruitment layer supplies each current army and mage role?

What is the active bottleneck at every fort?

Are random mages labelled and excluded from guaranteed schedules until present?
Does each research target have a legal caster and treasury?

Are capital, coastal, regional, freespawn, and ordinary replacements tracked separately?
Are scouts, laboratories, temples, leadership, supply, and retreat routes keeping pace?
Are heroes excluded from plans that must work every game?

Have uncertain mechanics remained marked as uncertain?

Sceleria unresolved evidence boundary

The dossier does not claim exact expansion counts, formation performance, script outcomes,
random-path display, freespawn or reanimation composition, special-dominion timing, transformation
or mount resolution, summon arrival state, item-price stacking, hero timing, stealth detection, sailing
routes, underwater transition, event outcomes, or battlefield casualty ranges. Nation-specific
mechanics implied by names or summaries remain qualitative unless an explicit source field settles
them. R-047, R-058, and every comparable engine-dependent investigation remain parked.

Sceleria source note

Dominions 6 Manual, revision 2: nation summary, visible roster, recruitment markings, national rules,
and spell descriptions.

Official Dominions patch history through 6.37: current executable chronology; generic 6.37 statistic
fixes are not assigned to unnamed objects.

Dominions 6 Data Inspector commit cfac4311bc®b58053b8dead7bffbcO36badbd5dc: nation ID, membership
rows, unit fields, random masks, sites, spell restrictions, item links, and hero assignments.

Strategy sections are bounded doctrine derived from verified capacity. They are not runtime test
results.
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Part XXXVII: Middle Age Na'Ba,
Queens of the Desert

Na'Ba one-page command brief

Middle Age Na'Ba converts desert recruitment, human armies, and Jinn-backed magic into expansion,
research, and strategic pressure. The pinned roster resolves 9 commander identities and 8 troop
identities across ordinary, regional, coastal, and site-linked recruitment, plus 14 active
nation-restricted spell records. Its chief planning risks are terrain access, rare paths, and elite
replacement.

The safe operating plan is to keep recruitment geography visible, buy commanders for named jobs,
label every random mage, connect research to casters already owned, and preserve a replacement
route before committing elite or capital-limited troops. Exact expansion parties, scripts, formations,
spell targets, freespawn composition, transformation results, and combat outcomes remain open
unless a source below states them directly.

Na'Ba evidence and ruleset

This dossier covers unmodded Middle Age Na'Ba on the Dominions 6.37 executable baseline.
Player-facing rules are governed by the revision-2 official manual and official patches through 9
September 2026. Nation ID 65, roster memberships, unit fields, random masks, sites, spell
restrictions, item links, and hero assignments are cross-checked against the pinned Inspector 6.35
commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc.

The structured snapshot is not relabelled as live 6.37 data. The 6.37 patch's unspecified statistic
corrections are not assigned to any Na'Ba object without a named official record. No runtime test,
replay, save, or new test asset was used.

Na'Ba conversion chain

verified recruitment and national assets

-> provinces, forts, laboratories, temples, scouts, and replacement routes
-> labelled fixed and random path access

-> research, searching, forging, rituals, and battlefield support

-> surviving armies, sieges, claims, raids, and strategic depth

Na'Ba recruitment geography

Recruitment layer Evidence boundary

Ordinary forts Direct pinned membership rows

Regional or coastal 4 2 Non-fort and coast membership rows; exact terrain availability
remains source-dependent

Site-linked 1 1 Explicit site recruit fields; capital grouping follows the
nation-site association
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Empty ordinary rows do not prove that a nation lacks forces. Freespawn, reanimation, events,
summoning, dominion effects, and special recruitment remain separate mechanisms.

Na'Ba commander roster

3347

3334

3358

3337

3357

3343

3340

3339

3341

Na'Ba troop roster

Nabaean Scout
Sheikh

Karib

'Adite General
Mukarrib

Jann Emir
Sahir

Hermit Sahir

Malikah

none

none

E1 H1

none

S1 H2

F1 A1 G1 H1; random: 100% x1 mask 17792 link 1

F2 A2 E1 G1; random: 100% x1 mask 3200 link 1

F1 Al G1; random: 100% x1 mask 17792 link 1

75

10

100

50

150

50

F3 A2 G2 H1; random: 100% x1 mask 28032 link 1; 10% x1 mask 100

28032 link 1

S N 2

3332

3333

3356

3338

3355

3336

3335

3342

Na'Ba mage and priest portfolio

Nabaean Desert Warrior
Nabaean Camel Rider

Nabaean Light Infantry

Nabaean Soldier
'Adite Light Infantry
'Adite Archer

'Adite Elite Soldier

Jann Guard

12

10

10

24

24

25

22

12

10

10

12

10

13

13

stealthy

stealthy

ordinary body
ordinary body
ordinary body
ordinary body
ordinary body

sacred, stealthy

3358

3357

3343

3340

3339

3341

Karib
Mukarrib
Jann Emir
Sahir

Hermit Sahir

Malikah

E1 H1

S1 H2 50
F1 Al G1 H1; random: 100% x1 mask 17792 link 1 150
F2 A2 E1 G1; random: 100% x1 mask 3200 link 1 50
F1 Al G1; random: 100% x1 mask 17792 link 1 0
F3 A2 G2 H1; random: 100% x1 mask 28032 link 1; 10% x1 mask 100

28032 link 1

The highest fixed recruitable paths resolved in these rows are Fire 3, Air 2, Earth 1, Astral 1, Glamour
2, Holy 2. Random masks are printed as raw pinned fields because mask interpretation, linked-roll
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behaviour, and live display should not be guessed. A rare result is an opportunity after recruitment,
never a guaranteed research or ritual schedule.

Na'Ba capital and national sites

Jannah F1, Al, E1 Malikah, Jann Guard
210 Great Dam w1 none in explicit recruit fields
211 The Vault of Incense and Marvels Gl none in explicit recruit fields

Site rows prove only their explicit fields. Hidden effects, event behaviour, recruitment timing,
ownership transitions, and live interface grouping remain unresolved.

Na'Ba national spell map

N S ST

Contact Jinn Conjuration 4 F2 Al
540 Summon Jinn Warriors Conjuration 5 F2 Al 13
541 Contact Houri Conjuration 6 A2 G1 26
542 Summon Hinn Conjuration 6 Al F1 4
543 Summon Ifrit Blood 5 B1 F3 58
544 Summon Shaytan Blood 6 B1 F3 73
545 Summon Marid Conjuration 8 F4 A2 66
547 Scorching Wind Evocation 4 A2 F1 0
548 Smokeless Flame Evocation 6 F3 Al 0
550 Awaken Jinn Block Thaumaturgy 5 E1 H1 5
551 Feast for Ghuls Blood 4 B1 16
552 Summon Ghulah Blood 5 Bl 31
553 Summon Binn Conjuration 6 W1 Al 4
554 Summon Si'lat Conjuration 6 A2 21

Research does not create the caster, gems, slaves, corpses, laboratory, target, or free mage-turn.
Every national spell remains a gated project: research, access, treasury, legal target, and opportunity
cost must all be present.

Na'Ba national item boundary

T T

Flying Carpet rebate
409 Stone Idol 7 E2 S2 rebate
419 Mirage Crystal 7 G3 E2 rebate
433 The Magic Lamp 9 A5 F4 rebate
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S S S

Companion Bracelet restricted

480 Jinn Bottle 7 Al E1 restricted

Restriction and rebate fields establish metadata links, not displayed prices, rounding, stacking, or live
forge availability. Those remain open unless the official manual supplies the exact result.

Na'Ba hero boundary

_ Hero record _ Boundary

3385 Queen of Na'Ba  F4 A3 G3 H1 assignment only; timing unresolved

3474 Banu Si'lat F1 Al G1; random: 100% x1 mask 17792 link 1 assignment only; timing unresolved

Heroes are contingent capacity. None belongs in an opening, research, or path plan that must work
every game.

Na'Ba army identities

Sacred roster: Jann Guard.

Flying roster: no flying troop identified in the reconciled recruit rows.

Aquatic or amphibious roster: no aquatic or amphibious troop identified in the reconciled recruit rows.
Core identity: desert recruitment, human armies, and Jinn-backed magic.

These labels help assemble testable packages; they do not establish the best formation, script, bless,
target, or casualty rate.

Na'Ba opening and expansion controls

1 Identify whether gold, resources, recruitment points, commander points, corpses, population, slaves,
or a special national mechanism limits the first queue.

Separate ordinary, regional, coastal, and site-linked recruitment before planning reinforcement.

Use mundane leadership where it preserves a valuable mage-turn.

Label random mages immediately and keep rare paths out of guaranteed schedules.

Add scouts and retreat routes before extending beyond reliable information.

Record expansion results rather than publishing an untested party size.

o u A WN

Na'Ba fort and recruitment doctrine

Additional forts are valuable when they reproduce the commander or troop required by the next job.
Regional and coastal recruitment must be evaluated where it exists rather than averaged into a
fictional universal roster. Capital or site-linked units need a replacement ledger because their
opportunity cost competes with every other capital-limited purchase.

For Na'Ba, the most likely planning failure is terrain access, rare paths, and elite replacement. The
remedy is a visible queue showing location, bottleneck, expected role, and replacement time.
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Na'Ba research response tree

Fixed-path branch: begin with spells the repeatable mage roster can cast without a random, booster,
hero, or Pretender.

Random-path branch: open only after the qualifying mage is recruited and labelled.

National-spell branch: verify the exact research level, caster, cost, target, and free mage-turn from the
spell table.

Construction branch: compare each forge turn against research, searching, ritual work, and army
support; item metadata alone does not prove a discount.

Summon or reanimation branch: account for gems, corpses, slaves, laboratory access, leadership, and
unresolved arrival behaviour.

Na'Ba magic-access ladder

The fixed-path ceiling is Fire 3, Air 2, Earth 1, Astral 1, Glamour 2, Holy 2. Access above that line
needs a named bridge: booster, empowerment, communion or chorus where legal, summoned mage,
hero, Pretender, or another directly verified source. Two partial paths on different commanders cannot
be combined to cast one spell.

Na'Ba battlefield packages

Line and support package

Use the most replaceable suitable troops as frontage, place commanders according to actual
leadership, and protect mages whose turns are needed for research or rituals. Armour, morale,
fatigue, size, formation width, and the opponent decide whether the line survives.

Elite or sacred package

Use sacred or elite troops only when their recruitment location, bless, priest coverage, and
replacement rate justify the commitment. Capital scarcity is a strategic cost even when the unit
performs well.

Mobility or habitat package

Flying, stealthy, sailing, aquatic, amphibious, cave, forest, or wasteland tools must be checked against
legal movement, supply, retreat, and reinforcement. A trait is not permission to ignore geography.

Mage package

Script from paths actually present on the recruited commanders. Keep gem use, fatigue, friendly fire,
magic resistance, battlefield size, and enemy resistances visible; no generic script is treated as
verified performance.

Na'Ba Pretender families

What it can solve What it cannot conceal

Missing-path bridge Opens a named booster, ritual, or battlefield Research, gems, laboratories, and mage-turns
threshold remain required

TheHoboKingdom | Published - 14 September 2026 Page 62



DOMINIONS 6 NATION DOSSIER CAELUM | EDITION 30

What it can solve What it cannot conceal

Economy and infrastructure Funds forts, laboratories, temples, Gold does not create local resources, gems,
commanders, and replacements corpses, slaves, or commander points
Sacred support Improves a verified sacred package Recruitment limits, priest coverage, and

counters remain

Awake expansion body Reduces pressure on the starting roster Performance depends on settings, map,
chassis, scales, script, and opponents

Resistance package Covers a documented roster weakness One resistance is not universal defence

Na'Ba matchup and failure matrix

Massed light units Replaceable width, area effects, morale Spending every scarce elite turn on basic
pressure, and reserves frontage

Heavy armour Higher damage, armour-piercing or negating  Assuming ordinary weapons solve protection
magic, fatigue, and buffs unaided

Accurate missiles Screens, protection, spacing, speed, and Exposing commanders or fragile elites
disruption without guards

Elemental resistance Shift damage type and use physical or Building the complete research plan around
fatigue pressure one element

Fast raiders or flyers Scouts, local leadership, layered defence, Concentrating every commander in one
and mobile reserves army

Large targets Concentrated attacks, debuffs, control, and Treating trampling or low-damage swarms as
size-aware counters universal

Underwater or land transition Verified amphibious access, coastal staging, Assuming a habitat transition works because
summons, or allies a related unit can cross

Na'Ba monthly audit

Which recruitment layer supplies each current army and mage role?

What is the active bottleneck at every fort?

Are random mages labelled and excluded from guaranteed schedules until present?
Does each research target have a legal caster and treasury?

Are capital, coastal, regional, freespawn, and ordinary replacements tracked separately?
Are scouts, laboratories, temples, leadership, supply, and retreat routes keeping pace?
Are heroes excluded from plans that must work every game?

Have uncertain mechanics remained marked as uncertain?

Na'Ba unresolved evidence boundary

The dossier does not claim exact expansion counts, formation performance, script outcomes,
random-path display, freespawn or reanimation composition, special-dominion timing, transformation
or mount resolution, summon arrival state, item-price stacking, hero timing, stealth detection, sailing
routes, underwater transition, event outcomes, or battlefield casualty ranges. Nation-specific
mechanics implied by names or summaries remain qualitative unless an explicit source field settles
them. R-047, R-058, and every comparable engine-dependent investigation remain parked.
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Na'Ba source note

Dominions 6 Manual, revision 2: nation summary, visible roster, recruitment markings, national rules,
and spell descriptions.

Official Dominions patch history through 6.37: current executable chronology; generic 6.37 statistic
fixes are not assigned to unnamed objects.

Dominions 6 Data Inspector commit cfac4311bc0b58053b8dead7bffbcO36badbd5dc: nation ID, membership
rows, unit fields, random masks, sites, spell restrictions, item links, and hero assignments.

Strategy sections are bounded doctrine derived from verified capacity. They are not runtime test
results.

Part XXXVIII: Middle Age Ind,
Magnificent Kingdom of Exalted Virtue

Ind one-page command brief

Middle Age Ind converts capital authority and geographically divided tributary recruitment into
expansion, research, and strategic pressure. The pinned roster resolves 10 commander identities and
4 troop identities across ordinary, regional, coastal, and site-linked recruitment, plus 8 active
nation-restricted spell records. Its chief planning risks are regional availability, slow concentration,
and sacred replacement.

The safe operating plan is to keep recruitment geography visible, buy commanders for named jobs,
label every random mage, connect research to casters already owned, and preserve a replacement
route before committing elite or capital-limited troops. Exact expansion parties, scripts, formations,
spell targets, freespawn composition, transformation results, and combat outcomes remain open
unless a source below states them directly.

Ind evidence and ruleset

This dossier covers unmodded Middle Age Ind on the Dominions 6.37 executable baseline.
Player-facing rules are governed by the revision-2 official manual and official patches through 9
September 2026. Nation ID 67, roster memberships, unit fields, random masks, sites, spell
restrictions, item links, and hero assignments are cross-checked against the pinned Inspector 6.35
commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc.

The structured snapshot is not relabelled as live 6.37 data. The 6.37 patch's unspecified statistic
corrections are not assigned to any Ind object without a named official record. No runtime test, replay,
save, or new test asset was used.

Ind conversion chain

verified recruitment and national assets

-> provinces, forts, laboratories, temples, scouts, and replacement routes
-> labelled fixed and random path access

-> research, searching, forging, rituals, and battlefield support

-> surviving armies, sieges, claims, raids, and strategic depth
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Ind recruitment geography

Recruitment layer Evidence boundary

Ordinary forts Direct pinned membership rows

Regional or coastal 4 0 Non-fort and coast membership rows; exact terrain availability
remains source-dependent

Site-linked 5 4 Explicit site recruit fields; capital grouping follows the
nation-site association

Empty ordinary rows do not prove that a nation lacks forces. Freespawn, reanimation, events,
summoning, dominion effects, and special recruitment remain separate mechanisms.

Ind commander roster

3284 Abbot Sage S1 H2

3313 Cannibal Warlord none 50
3297 Cannibal Shaman Chief B1; random: 100% x1 mask 47104 link 1 50
3290 Bishop Vicomte H2 100
3291 Viceroy Primate H3 40
3289 Primate King S1 H3; random: 100% x1 mask 9856 link 1 150
3286 Abbot Magus Supreme F1 E1 S3 H2; random: 100% x1 mask 9856 link 1; 10% x1 50

mask 11904 link 1

3285 Abbot Magus F1 E1 S2 H2 50
3288 Archbishop Marshal H2 150
3287 Bishop General H2 100

Ind troop roster

3281 Baculite sacred
3280 Mirror Guard 12 0 13 sacred
3282 Soldier Priest 10 0 12 sacred
3283 Archer Priest 10 0 11 sacred

Ind mage and priest portfolio

3284 Abbot Sage S1 H2

3297 Cannibal Shaman Chief B1; random: 100% x1 mask 47104 link 1 50
3290 Bishop Vicomte H2 100
3291 Viceroy Primate H3 40
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S1 H3; random: 100% x1 mask 9856 link 1

3289

3286

3285

3288

3287

Primate King

Abbot Magus Supreme

Abbot Magus
Archbishop Marshal

Bishop General

F1 E1 S3 H2; random: 100% x1 mask 9856 link 1; 10% x1

mask 11904 link 1

F1 E1S2 H2

H2

H2

50

50

150

100

The highest fixed recruitable paths resolved in these rows are Fire 1, Earth 1, Astral 3, Blood 1, Holy 3.
Random masks are printed as raw pinned fields because mask interpretation, linked-roll behaviour,
and live display should not be guessed. A rare result is an opportunity after recruitment, never a

guaranteed research or ritual schedule.

Ind capital and national sites

206

207

208

Sublime Palace
The Great Mirror

The Onyx Court

Fountain of Youth

Primate King, Baculite

Abbot Magus Supreme, Abbot Magus, Mirror Guard

Archbishop Marshal, Bishop General, Soldier Priest, Archer

Priest

none in explicit recruit fields

Site rows prove only their explicit fields. Hidden effects, event behaviour, recruitment timing,

ownership transitions, and live interface grouping remain unresolved.

Ind national spell map

353

354

355

356

357

536

537

Call Malakh

Call Hashmal

Call Arel

Call Ophan

Call Merkavah

Release Lord of Civilization
Call Cyclops Tribe

Call the Birds of Splendor

Conjuration 4
Conjuration 6
Conjuration 7
Conjuration 8
Conjuration 9
Blood 9

Conjuration 3

Conjuration 6

S3F1

S4 N1

S5 F2

S7 F3

B8

E2

F2 N1

21

39

49

222

177

Research does not create the caster, gems, slaves, corpses, laboratory, target, or free mage-turn.
Every national spell remains a gated project: research, access, treasury, legal target, and opportunity
cost must all be present.
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Ind national item boundary

R N

Immaculate Shield F3S2 rebate
282 Salamander Silk Garments 5 F1 restricted
428 The Ark 9 F5 S5 rebate

Restriction and rebate fields establish metadata links, not displayed prices, rounding, stacking, or live
forge availability. Those remain open unless the official manual supplies the exact result.

Ind hero boundary

_ Hero record _ Boundary

3378 Arch Pope F1 W1 E1 S3 N1 H4 assignment only; timing unresolved

3380 Protopope H4 assignment only; timing unresolved

Heroes are contingent capacity. None belongs in an opening, research, or path plan that must work
every game.

Ind army identities

Sacred roster: Baculite, Mirror Guard, Soldier Priest, Archer Priest.

Flying roster: no flying troop identified in the reconciled recruit rows.

Aquatic or amphibious roster: no aquatic or amphibious troop identified in the reconciled recruit rows.
Core identity: capital authority and geographically divided tributary recruitment.

These labels help assemble testable packages; they do not establish the best formation, script, bless,
target, or casualty rate.

Ind opening and expansion controls

1 |dentify whether gold, resources, recruitment points, commander points, corpses, population, slaves,
or a special national mechanism limits the first queue.

Separate ordinary, regional, coastal, and site-linked recruitment before planning reinforcement.

Use mundane leadership where it preserves a valuable mage-turn.

Label random mages immediately and keep rare paths out of guaranteed schedules.

Add scouts and retreat routes before extending beyond reliable information.

Record expansion results rather than publishing an untested party size.

S U A WN

Ind fort and recruitment doctrine

Additional forts are valuable when they reproduce the commander or troop required by the next job.
Regional and coastal recruitment must be evaluated where it exists rather than averaged into a
fictional universal roster. Capital or site-linked units need a replacement ledger because their
opportunity cost competes with every other capital-limited purchase.
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For Ind, the most likely planning failure is regional availability, slow concentration, and sacred
replacement. The remedy is a visible queue showing location, bottleneck, expected role, and
replacement time.

Ind research response tree

Fixed-path branch: begin with spells the repeatable mage roster can cast without a random, booster,
hero, or Pretender.

Random-path branch: open only after the qualifying mage is recruited and labelled.

National-spell branch: verify the exact research level, caster, cost, target, and free mage-turn from the
spell table.

Construction branch: compare each forge turn against research, searching, ritual work, and army
support; item metadata alone does not prove a discount.

Summon or reanimation branch: account for gems, corpses, slaves, laboratory access, leadership, and
unresolved arrival behaviour.

Ind magic-access ladder

The fixed-path ceiling is Fire 1, Earth 1, Astral 3, Blood 1, Holy 3. Access above that line needs a
named bridge: booster, empowerment, communion or chorus where legal, summoned mage, hero,
Pretender, or another directly verified source. Two partial paths on different commanders cannot be
combined to cast one spell.

Ind battlefield packages

Line and support package

Use the most replaceable suitable troops as frontage, place commanders according to actual
leadership, and protect mages whose turns are needed for research or rituals. Armour, morale,
fatigue, size, formation width, and the opponent decide whether the line survives.

Elite or sacred package

Use sacred or elite troops only when their recruitment location, bless, priest coverage, and
replacement rate justify the commitment. Capital scarcity is a strategic cost even when the unit
performs well.

Mobility or habitat package

Flying, stealthy, sailing, aquatic, amphibious, cave, forest, or wasteland tools must be checked against
legal movement, supply, retreat, and reinforcement. A trait is not permission to ignore geography.

Mage package

Script from paths actually present on the recruited commanders. Keep gem use, fatigue, friendly fire,
magic resistance, battlefield size, and enemy resistances visible; no generic script is treated as
verified performance.
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Ind Pretender families

What it can solve What it cannot conceal

Missing-path bridge

Economy and infrastructure

Sacred support

Awake expansion body

Resistance package

Opens a named booster, ritual, or battlefield
threshold

Funds forts, laboratories, temples,
commanders, and replacements
Improves a verified sacred package

Reduces pressure on the starting roster

Covers a documented roster weakness

Ind matchup and failure matrix

Enemy prObIem First answer to examine _

Massed light units

Heavy armour

Accurate missiles

Elemental resistance

Fast raiders or flyers

Large targets

Underwater or land transition

Replaceable width, area effects, morale
pressure, and reserves

Higher damage, armour-piercing or negating
magic, fatigue, and buffs

Screens, protection, spacing, speed, and
disruption

Shift damage type and use physical or
fatigue pressure

Scouts, local leadership, layered defence,
and mobile reserves

Concentrated attacks, debuffs, control, and
size-aware counters

Verified amphibious access, coastal staging,
summons, or allies

Ind monthly audit

CAELUM | EDITION 30

Research, gems, laboratories, and mage-turns
remain required

Gold does not create local resources, gems,
corpses, slaves, or commander points

Recruitment limits, priest coverage, and
counters remain

Performance depends on settings, map,
chassis, scales, script, and opponents

One resistance is not universal defence

Spending every scarce elite turn on basic
frontage

Assuming ordinary weapons solve protection
unaided

Exposing commanders or fragile elites
without guards

Building the complete research plan around
one element

Concentrating every commander in one
army

Treating trampling or low-damage swarms as
universal

Assuming a habitat transition works because
a related unit can cross

Which recruitment layer supplies each current army and mage role?
What is the active bottleneck at every fort?
Are random mages labelled and excluded from guaranteed schedules until present?
Does each research target have a legal caster and treasury?
Are capital, coastal, regional, freespawn, and ordinary replacements tracked separately?
Are scouts, laboratories, temples, leadership, supply, and retreat routes keeping pace?

Are heroes excluded from plans that must work every game?
Have uncertain mechanics remained marked as uncertain?
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Ind unresolved evidence boundary

The dossier does not claim exact expansion counts, formation performance, script outcomes,
random-path display, freespawn or reanimation composition, special-dominion timing, transformation
or mount resolution, summon arrival state, item-price stacking, hero timing, stealth detection, sailing
routes, underwater transition, event outcomes, or battlefield casualty ranges. Nation-specific
mechanics implied by names or summaries remain qualitative unless an explicit source field settles
them. R-047, R-058, and every comparable engine-dependent investigation remain parked.

Ind source note

Dominions 6 Manual, revision 2: nation summary, visible roster, recruitment markings, national rules,
and spell descriptions.

Official Dominions patch history through 6.37: current executable chronology; generic 6.37 statistic
fixes are not assigned to unnamed objects.

Dominions 6 Data Inspector commit cfac4311bc0b58053b8dead7bffbcO36badbd5dc: nation ID, membership
rows, unit fields, random masks, sites, spell restrictions, item links, and hero assignments.

Strategy sections are bounded doctrine derived from verified capacity. They are not runtime test
results.

Part XXXIX: Middle Age Bandar Log,
Land of the Apes

Bandar Log one-page command brief

Middle Age Bandar Log converts mass ape infantry, sacred White Ones, and Astral-Nature mages into
expansion, research, and strategic pressure. The pinned roster resolves 9 commander identities and
17 troop identities across ordinary, regional, coastal, and site-linked recruitment, plus 31 active
nation-restricted spell records. Its chief planning risks are morale, armour, rare path rolls, and
expensive sacreds.

The safe operating plan is to keep recruitment geography visible, buy commanders for named jobs,
label every random mage, connect research to casters already owned, and preserve a replacement
route before committing elite or capital-limited troops. Exact expansion parties, scripts, formations,
spell targets, freespawn composition, transformation results, and combat outcomes remain open
unless a source below states them directly.

Bandar Log evidence and ruleset

This dossier covers unmodded Middle Age Bandar Log on the Dominions 6.37 executable baseline.
Player-facing rules are governed by the revision-2 official manual and official patches through 9
September 2026. Nation ID 68, roster memberships, unit fields, random masks, sites, spell
restrictions, item links, and hero assignments are cross-checked against the pinned Inspector 6.35
commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc.

The structured snapshot is not relabelled as live 6.37 data. The 6.37 patch's unspecified statistic
corrections are not assigned to any Bandar Log object without a named official record. No runtime
test, replay, save, or new test asset was used.
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Bandar Log conversion chain

verified recruitment and national assets

-> provinces, forts, laboratories, temples, scouts, and replacement routes
-> labelled fixed and random path access

-> research, searching, forging, rituals, and battlefield support

-> surviving armies, sieges, claims, raids, and strategic depth

Bandar Log recruitment geography

Recruitment layer Evidence boundary

Ordinary forts Direct pinned membership rows

Regional or coastal 0 0 Non-fort and coast membership rows; exact terrain availability
remains source-dependent

Site-linked 1 1 Explicit site recruit fields; capital grouping follows the
nation-site association

Empty ordinary rows do not prove that a nation lacks forces. Freespawn, reanimation, events,
summoning, dominion effects, and special recruitment remain separate mechanisms.

Bandar Log commander roster

1119 Markata Scout none
1127 Atavi Chieftain none 50
1128 Vanara Captain none 75
1135 Bandar Commander none 100
1136 Bandar Noble none 150
1146 Brahmin H1 10
1145 Yogi S1 10
1143 Guru S2 N1 10
1144 Rishi S3 N2; random: 100% x1 mask 11776 link 1; 10% x1 mask 11776 10
link 1

Bandar Log troop roster

N T S

1118 Markata ordinary body
1120 Markata Archer 5 0 7 ordinary body
1121 Atavi Archer 10 1 8 stealthy

1122 Atavi Infantry 10 1 8 stealthy

1123 Vanara Archer 10 1 9 ordinary body
1124 Vanara Chakram Thrower 10 1 9 ordinary body
1125 Vanara Infantry 10 1 9 ordinary body
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N T S

1126 Vanara Swordsman ordinary body
1130 Light Bandar Archer 18 3 12 ordinary body
1131 Bandar Archer 18 3 12 ordinary body
1351 Light Bandar Warrior 18 3 12 ordinary body
1132 Bandar Warrior 18 3 12 ordinary body
1133 Bandar Warrior 18 3 12 ordinary body
1134 Royal Swordsman 20 3 13 ordinary body
1142 White One 11 1 12 sacred

1147 Elephant Rider 10 1 8 ordinary body
1141 Tiger Rider 12 1 14 sacred

Bandar Log mage and priest portfolio

_ Fixed and random magic Leadership

1146 Brahmin

1145 Yogi S1 10
1143 Guru S2 N1 10
1144 Rishi S3 N2; random: 100% x1 mask 11776 link 1; 10% x1 mask 11776 link 10

1

The highest fixed recruitable paths resolved in these rows are Astral 3, Nature 2, Holy 1. Random
masks are printed as raw pinned fields because mask interpretation, linked-roll behaviour, and live
display should not be guessed. A rare result is an opportunity after recruitment, never a guaranteed
research or ritual schedule.

Bandar Log capital and national sites

The Lotus Gardens S3, N2 Rishi, Tiger Rider

Site rows prove only their explicit fields. Hidden effects, event behaviour, recruitment timing,
ownership transitions, and live interface grouping remain unresolved.

Bandar Log national spell map

N N S

Summon Angiri Conjuration 3
556 Summon Nagas Conjuration 3 W2 E1 15
557 Summon Apsaras Conjuration 3 S2 3
558 Summon Vidyadhara Conjuration 4 S2 15
559 Contact Yaksha Conjuration 4 N2 E1 25
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561

562

563

564

565

566

567

568

569

570

571

572

573

574

575

576

577

578

579

580

581

582

583

584

585

Contact Yakshini
Contact Nagini
Summon Gandharvas
Summon Kimpurushas
Contact Nagaraja
Summon Garudas
Summon Maruts
Summon Kinnara
Contact Nagarishi
Summon Siddha
Summon Devata
Summon Devala
Summon Rudra
Celestial Music
Summon Rakshasas
Feast of Flesh
Summon Asrapas
Summon Rakshasa Warriors
Summon Sandhyabalas
Summon Dakini
Summon Samanishada
Summon Mandeha
Summon Danavas
Summon Daitya

Host of Ganas

Summon Vetalas

Conjuration 4
Conjuration 4
Conjuration 5
Conjuration 5
Conjuration 5
Conjuration 6
Conjuration 6
Conjuration 6
Conjuration 6
Conjuration 7
Conjuration 8
Conjuration 9
Conjuration 9
Thaumaturgy 6
Blood 1
Blood 2
Blood 3
Blood 4
Blood 5
Blood 6
Blood 7
Blood 8
Blood 8
Blood 8
Conjuration 2

Conjuration 5

N2 W1l

W2 E1

S2

N2 S1

W2 E1

S2

S2

S3

W3 E1

S4

S5

S5

S5

S3

Bl

B1 N1

B2

B2

B2 D1

B4 Al

B3 D1

B5 D2

B5

B5

D1

D2

25

15

15

30

21

18

25

40

35

45

55

55

50

21

25

81

35

133

70

45

9

10

Research does not create the caster, gems, slaves, corpses, laboratory, target, or free mage-turn.
Every national spell remains a gated project: research, access, treasury, legal target, and opportunity
cost must all be present.

Bandar Log national item boundary

S S

227

Vajra

Headdress of the Bull

N1

restricted

restricted

Restriction and rebate fields establish metadata links, not displayed prices, rounding, stacking, or live
forge availability. Those remain open unless the official manual supplies the exact result.
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Bandar Log hero boundary

_ Hero record m Boundary

2270 Tathagata assignment only; timing unresolved

Heroes are contingent capacity. None belongs in an opening, research, or path plan that must work
every game.

Bandar Log army identities

Sacred roster: White One, Tiger Rider.

Flying roster: no flying troop identified in the reconciled recruit rows.

Aquatic or amphibious roster: no aquatic or amphibious troop identified in the reconciled recruit rows.
Core identity: mass ape infantry, sacred White Ones, and Astral-Nature mages.

These labels help assemble testable packages; they do not establish the best formation, script, bless,
target, or casualty rate.

Bandar Log opening and expansion controls

1 Identify whether gold, resources, recruitment points, commander points, corpses, population, slaves,
or a special national mechanism limits the first queue.

Separate ordinary, regional, coastal, and site-linked recruitment before planning reinforcement.

Use mundane leadership where it preserves a valuable mage-turn.

Label random mages immediately and keep rare paths out of guaranteed schedules.

Add scouts and retreat routes before extending beyond reliable information.

Record expansion results rather than publishing an untested party size.

S U A~ WN

Bandar Log fort and recruitment doctrine

Additional forts are valuable when they reproduce the commander or troop required by the next job.
Regional and coastal recruitment must be evaluated where it exists rather than averaged into a
fictional universal roster. Capital or site-linked units need a replacement ledger because their
opportunity cost competes with every other capital-limited purchase.

For Bandar Log, the most likely planning failure is morale, armour, rare path rolls, and expensive
sacreds. The remedy is a visible queue showing location, bottleneck, expected role, and replacement
time.

Bandar Log research response tree

Fixed-path branch: begin with spells the repeatable mage roster can cast without a random, booster,
hero, or Pretender.

Random-path branch: open only after the qualifying mage is recruited and labelled.

National-spell branch: verify the exact research level, caster, cost, target, and free mage-turn from the
spell table.

Construction branch: compare each forge turn against research, searching, ritual work, and army
support; item metadata alone does not prove a discount.

Summon or reanimation branch: account for gems, corpses, slaves, laboratory access, leadership, and
unresolved arrival behaviour.
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Bandar Log magic-access ladder

The fixed-path ceiling is Astral 3, Nature 2, Holy 1. Access above that line needs a named bridge:
booster, empowerment, communion or chorus where legal, summoned mage, hero, Pretender, or
another directly verified source. Two partial paths on different commanders cannot be combined to
cast one spell.

Bandar Log battlefield packages

Line and support package

Use the most replaceable suitable troops as frontage, place commanders according to actual
leadership, and protect mages whose turns are needed for research or rituals. Armour, morale,
fatigue, size, formation width, and the opponent decide whether the line survives.

Elite or sacred package

Use sacred or elite troops only when their recruitment location, bless, priest coverage, and
replacement rate justify the commitment. Capital scarcity is a strategic cost even when the unit
performs well.

Mobility or habitat package

Flying, stealthy, sailing, aquatic, amphibious, cave, forest, or wasteland tools must be checked against
legal movement, supply, retreat, and reinforcement. A trait is not permission to ignore geography.

Mage package

Script from paths actually present on the recruited commanders. Keep gem use, fatigue, friendly fire,
magic resistance, battlefield size, and enemy resistances visible; no generic script is treated as
verified performance.

Bandar Log Pretender families

What it can solve What it cannot conceal

Missing-path bridge Opens a named booster, ritual, or battlefield Research, gems, laboratories, and mage-turns
threshold remain required

Economy and infrastructure Funds forts, laboratories, temples, Gold does not create local resources, gems,
commanders, and replacements corpses, slaves, or commander points

Sacred support Improves a verified sacred package Recruitment limits, priest coverage, and

counters remain

Awake expansion body Reduces pressure on the starting roster Performance depends on settings, map,
chassis, scales, script, and opponents

Resistance package Covers a documented roster weakness One resistance is not universal defence

Bandar Log matchup and failure matrix
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Massed light units

Heavy armour

Accurate missiles

Elemental resistance

Fast raiders or flyers

Large targets

Underwater or land transition

Replaceable width, area effects, morale
pressure, and reserves

Higher damage, armour-piercing or negating
magic, fatigue, and buffs

Screens, protection, spacing, speed, and
disruption

Shift damage type and use physical or
fatigue pressure

Scouts, local leadership, layered defence,
and mobile reserves

Concentrated attacks, debuffs, control, and
size-aware counters

Verified amphibious access, coastal staging,
summons, or allies

Bandar Log monthly audit

Spending every scarce elite turn on basic
frontage

Assuming ordinary weapons solve protection
unaided

Exposing commanders or fragile elites
without guards

Building the complete research plan around
one element

Concentrating every commander in one
army

Treating trampling or low-damage swarms as
universal

Assuming a habitat transition works because
a related unit can cross

Which recruitment layer supplies each current army and mage role?
What is the active bottleneck at every fort?
Are random mages labelled and excluded from guaranteed schedules until present?
Does each research target have a legal caster and treasury?
Are capital, coastal, regional, freespawn, and ordinary replacements tracked separately?
Are scouts, laboratories, temples, leadership, supply, and retreat routes keeping pace?

Are heroes excluded from plans that must work every game?
Have uncertain mechanics remained marked as uncertain?

Bandar Log unresolved evidence boundary

The dossier does not claim exact expansion counts, formation performance, script outcomes,

random-path display, freespawn or reanimation composition, special-dominion timing, transformation
or mount resolution, summon arrival state, item-price stacking, hero timing, stealth detection, sailing
routes, underwater transition, event outcomes, or battlefield casualty ranges. Nation-specific
mechanics implied by names or summaries remain qualitative unless an explicit source field settles
them. R-047, R-058, and every comparable engine-dependent investigation remain parked.

Bandar Log source note

Dominions 6 Manual, revision 2: nation summary, visible roster, recruitment markings, national rules,
and spell descriptions.

Official Dominions patch history through 6.37: current executable chronology; generic 6.37 statistic
fixes are not assigned to unnamed objects.

Dominions 6 Data Inspector commit cfac4311bc®b58053b8dead7bffbcO36badbd5dc: nation ID, membership
rows, unit fields, random masks, sites, spell restrictions, item links, and hero assignments.

Strategy sections are bounded doctrine derived from verified capacity. They are not runtime test
results.
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Part XL: Middle Age Nazca, Kingdom
of the Sun

Nazca one-page command brief

Middle Age Nazca converts flying armies, sacred Sun Guards, and reanimation into expansion,
research, and strategic pressure. The pinned roster resolves 12 commander identities and 11 troop
identities across ordinary, regional, coastal, and site-linked recruitment, plus 5 active nation-restricted
spell records. Its chief planning risks are fragile bodies, corpse supply, leadership, and capital
pressure.

The safe operating plan is to keep recruitment geography visible, buy commanders for named jobs,
label every random mage, connect research to casters already owned, and preserve a replacement
route before committing elite or capital-limited troops. Exact expansion parties, scripts, formations,
spell targets, freespawn composition, transformation results, and combat outcomes remain open
unless a source below states them directly.

Nazca evidence and ruleset

This dossier covers unmodded Middle Age Nazca on the Dominions 6.37 executable baseline.
Player-facing rules are governed by the revision-2 official manual and official patches through 9
September 2026. Nation ID 72, roster memberships, unit fields, random masks, sites, spell
restrictions, item links, and hero assignments are cross-checked against the pinned Inspector 6.35
commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc.

The structured snapshot is not relabelled as live 6.37 data. The 6.37 patch's unspecified statistic
corrections are not assigned to any Nazca object without a named official record. No runtime test,
replay, save, or new test asset was used.

Nazca conversion chain

verified recruitment and national assets

-> provinces, forts, laboratories, temples, scouts, and replacement routes
-> labelled fixed and random path access

-> research, searching, forging, rituals, and battlefield support

-> surviving armies, sieges, claims, raids, and strategic depth

Nazca recruitment geography

Recruitment layer Evidence boundary

Ordinary forts Direct pinned membership rows

Regional or coastal 0 0 Non-fort and coast membership rows; exact terrain availability
remains source-dependent

Site-linked 3 2 Explicit site recruit fields; capital grouping follows the
nation-site association
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Empty ordinary rows do not prove that a nation lacks forces. Freespawn, reanimation, events,
summoning, dominion effects, and special recruitment remain separate mechanisms.

Nazca commander roster

2666

2647

2654

2655

2656

2657

2660

2661

2662

2658

2659

2663

Nazca troop roster

Runancha
Kuraka

Apu
Apusqispay
Aclla

Hurin Priest
Mallqui

Mallqui Priestess

Mallqui Priest
Inca
Coya
Royal Mallqui

none
none

none

none

F1 A1 H1

E1l D2 H2; random: 100% x1 mask 3328 link 1
none

F1 A1 H1

E1 D2 H2; random: 100% x1 mask 3328 link 1
F2 A2 H3; random: 10% x1 mask 2432 link 1

E2 S2 D2 H2; random: 30% x1 mask 7552 link 1

F2 A2 E2 S2 D2 H3; random: 10% x1 mask 7552 link 1

75

75

100

10

10

20

20

20

100

50

20

N N e

ordinary body

2643

2644

2645

2646

2648

2652

2649

2650

2651

2653

2667

Human Warrior
Human Warrior
Human Warrior
Human Warrior

Hatun Runa

Aucac Runa Archer
Aucac Runa Spearman
Aucac Runa Maceman
Aucac Runa Axeman
Sun Guard

Condor Warrior

10 0 10
10 0 10
10 0 10
11 0 7

11 0 10
11 0 11
11 0 11
11 0 11
13 0 13
13 0 12

Nazca mage and priest portfolio

2656

2657

2661
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Aclla
Hurin Priest

Mallqui Priestess

F1 A1 H1
E1 D2 H2; random: 100% x1 mask 3328 link 1

F1 A1 H1

ordinary body

ordinary body

ordinary body

flying
flying
flying
flying

flying

sacred, flying

sacred, flying

10

20
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2662 Mallqui Priest E1 D2 H2; random: 100% x1 mask 3328 link 1

2658 Inca F2 A2 H3; random: 10% x1 mask 2432 link 1 100
2659 Coya E2 S2 D2 H2; random: 30% x1 mask 7552 link 1 50
2663 Royal Mallqui F2 A2 E2 S2 D2 H3; random: 10% x1 mask 7552 link 1 20

The highest fixed recruitable paths resolved in these rows are Fire 2, Air 2, Earth 2, Astral 2, Death 2,
Holy 3. Random masks are printed as raw pinned fields because mask interpretation, linked-roll
behaviour, and live display should not be guessed. A rare result is an opportunity after recruitment,
never a guaranteed research or ritual schedule.

Nazca capital and national sites

Palace of the Sun Kings F1, Al, S1 Inca, Coya, Sun Guard

173 Tombs of the Sun Kings El, D1 Royal Mallqui, Condor Warrior

Site rows prove only their explicit fields. Hidden effects, event behaviour, recruitment timing,
ownership transitions, and live interface grouping remain unresolved.

Nazca national spell map

Geoglyphs Enchantment 5 S3 E2
473 Eyes of the Condors Enchantment 2 A2 1
474 Summon Condors Conjuration 3 A2 8
475 Summon Huacas Conjuration 5 S2 12
476 Summon Supayas Conjuration 5 D2 8

Research does not create the caster, gems, slaves, corpses, laboratory, target, or free mage-turn.
Every national spell remains a gated project: research, access, treasury, legal target, and opportunity
cost must all be present.

Nazca national item boundary

S T S

Huaca Headdress restricted

Restriction and rebate fields establish metadata links, not displayed prices, rounding, stacking, or live
forge availability. Those remain open unless the official manual supplies the exact result.
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Nazca hero boundary

_ Hero record _ Boundary

2712 Apostate Seraph F1 A3 W2 S2 assignment only; timing unresolved

2713 First Couple F2 A2 E2 S2 D4 H3 assignment only; timing unresolved

Heroes are contingent capacity. None belongs in an opening, research, or path plan that must work
every game.

Nazca army identities

Sacred roster: Sun Guard, Condor Warrior.

Flying roster: Hatun Runa, Aucac Runa Archer, Aucac Runa Spearman, Aucac Runa Maceman, Aucac
Runa Axeman, Sun Guard, Condor Warrior.

Aquatic or amphibious roster: no aquatic or amphibious troop identified in the reconciled recruit rows.
Core identity: flying armies, sacred Sun Guards, and reanimation.

These labels help assemble testable packages; they do not establish the best formation, script, bless,
target, or casualty rate.

Nazca opening and expansion controls

1 Identify whether gold, resources, recruitment points, commander points, corpses, population, slaves,
or a special national mechanism limits the first queue.

Separate ordinary, regional, coastal, and site-linked recruitment before planning reinforcement.

Use mundane leadership where it preserves a valuable mage-turn.

Label random mages immediately and keep rare paths out of guaranteed schedules.

Add scouts and retreat routes before extending beyond reliable information.

Record expansion results rather than publishing an untested party size.

o u hWN

Nazca fort and recruitment doctrine

Additional forts are valuable when they reproduce the commander or troop required by the next job.
Regional and coastal recruitment must be evaluated where it exists rather than averaged into a
fictional universal roster. Capital or site-linked units need a replacement ledger because their
opportunity cost competes with every other capital-limited purchase.

For Nazca, the most likely planning failure is fragile bodies, corpse supply, leadership, and capital
pressure. The remedy is a visible queue showing location, bottleneck, expected role, and replacement
time.

Nazca research response tree

Fixed-path branch: begin with spells the repeatable mage roster can cast without a random, booster,
hero, or Pretender.

Random-path branch: open only after the qualifying mage is recruited and labelled.

National-spell branch: verify the exact research level, caster, cost, target, and free mage-turn from the
spell table.

Construction branch: compare each forge turn against research, searching, ritual work, and army
support; item metadata alone does not prove a discount.

TheHoboKingdom | Published - 14 September 2026 Page 80



DOMINIONS 6 NATION DOSSIER CAELUM | EDITION 30

Summon or reanimation branch: account for gems, corpses, slaves, laboratory access, leadership, and
unresolved arrival behaviour.

Nazca magic-access ladder

The fixed-path ceiling is Fire 2, Air 2, Earth 2, Astral 2, Death 2, Holy 3. Access above that line needs a
named bridge: booster, empowerment, communion or chorus where legal, summoned mage, hero,
Pretender, or another directly verified source. Two partial paths on different commanders cannot be
combined to cast one spell.

Nazca battlefield packages

Line and support package

Use the most replaceable suitable troops as frontage, place commanders according to actual
leadership, and protect mages whose turns are needed for research or rituals. Armour, morale,
fatigue, size, formation width, and the opponent decide whether the line survives.

Elite or sacred package

Use sacred or elite troops only when their recruitment location, bless, priest coverage, and
replacement rate justify the commitment. Capital scarcity is a strategic cost even when the unit
performs well.

Mobility or habitat package

Flying, stealthy, sailing, aquatic, amphibious, cave, forest, or wasteland tools must be checked against
legal movement, supply, retreat, and reinforcement. A trait is not permission to ignore geography.

Mage package

Script from paths actually present on the recruited commanders. Keep gem use, fatigue, friendly fire,
magic resistance, battlefield size, and enemy resistances visible; no generic script is treated as
verified performance.

Nazca Pretender families

What it can solve What it cannot conceal

Missing-path bridge Opens a named booster, ritual, or battlefield Research, gems, laboratories, and mage-turns
threshold remain required

Economy and infrastructure Funds forts, laboratories, temples, Gold does not create local resources, gems,
commanders, and replacements corpses, slaves, or commander points

Sacred support Improves a verified sacred package Recruitment limits, priest coverage, and

counters remain

Awake expansion body Reduces pressure on the starting roster Performance depends on settings, map,
chassis, scales, script, and opponents

Resistance package Covers a documented roster weakness One resistance is not universal defence
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Nazca matchup and failure matrix

Massed light units Replaceable width, area effects, morale Spending every scarce elite turn on basic
pressure, and reserves frontage

Heavy armour Higher damage, armour-piercing or negating  Assuming ordinary weapons solve protection
magic, fatigue, and buffs unaided

Accurate missiles Screens, protection, spacing, speed, and Exposing commanders or fragile elites
disruption without guards

Elemental resistance Shift damage type and use physical or Building the complete research plan around
fatigue pressure one element

Fast raiders or flyers Scouts, local leadership, layered defence, Concentrating every commander in one
and mobile reserves army

Large targets Concentrated attacks, debuffs, control, and Treating trampling or low-damage swarms as
size-aware counters universal

Underwater or land transition Verified amphibious access, coastal staging, Assuming a habitat transition works because
summons, or allies a related unit can cross

Nazca monthly audit

Which recruitment layer supplies each current army and mage role?

What is the active bottleneck at every fort?

Are random mages labelled and excluded from guaranteed schedules until present?
Does each research target have a legal caster and treasury?

Are capital, coastal, regional, freespawn, and ordinary replacements tracked separately?
Are scouts, laboratories, temples, leadership, supply, and retreat routes keeping pace?
Are heroes excluded from plans that must work every game?

Have uncertain mechanics remained marked as uncertain?

Nazca unresolved evidence boundary

The dossier does not claim exact expansion counts, formation performance, script outcomes,
random-path display, freespawn or reanimation composition, special-dominion timing, transformation
or mount resolution, summon arrival state, item-price stacking, hero timing, stealth detection, sailing
routes, underwater transition, event outcomes, or battlefield casualty ranges. Nation-specific
mechanics implied by names or summaries remain qualitative unless an explicit source field settles
them. R-047, R-058, and every comparable engine-dependent investigation remain parked.

Nazca source note

Dominions 6 Manual, revision 2: nation summary, visible roster, recruitment markings, national rules,
and spell descriptions.

Official Dominions patch history through 6.37: current executable chronology; generic 6.37 statistic
fixes are not assigned to unnamed objects.

Dominions 6 Data Inspector commit cfac4311bc0b58053b8dead7bffbcO36badbd5dc: nation ID, membership
rows, unit fields, random masks, sites, spell restrictions, item links, and hero assignments.

Strategy sections are bounded doctrine derived from verified capacity. They are not runtime test
results.
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Part XLI: Middle Age Mictlan, Reign of
the Lawgiver

Mictlan one-page command brief

Middle Age Mictlan converts broad elemental priests, sacred warriors, and Blood access into
expansion, research, and strategic pressure. The pinned roster resolves 11 commander identities and
9 troop identities across ordinary, regional, coastal, and site-linked recruitment, plus 13 active
nation-restricted spell records. Its chief planning risks are blood-hunting opportunity cost, priest turns,
and lightly protected troops.

The safe operating plan is to keep recruitment geography visible, buy commanders for named jobs,
label every random mage, connect research to casters already owned, and preserve a replacement
route before committing elite or capital-limited troops. Exact expansion parties, scripts, formations,
spell targets, freespawn composition, transformation results, and combat outcomes remain open
unless a source below states them directly.

Mictlan evidence and ruleset

This dossier covers unmodded Middle Age Mictlan on the Dominions 6.37 executable baseline.
Player-facing rules are governed by the revision-2 official manual and official patches through 9
September 2026. Nation ID 73, roster memberships, unit fields, random masks, sites, spell
restrictions, item links, and hero assignments are cross-checked against the pinned Inspector 6.35
commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc.

The structured snapshot is not relabelled as live 6.37 data. The 6.37 patch's unspecified statistic
corrections are not assigned to any Mictlan object without a named official record. No runtime test,
replay, save, or new test asset was used.

Mictlan conversion chain

verified recruitment and national assets

-> provinces, forts, laboratories, temples, scouts, and replacement routes
-> labelled fixed and random path access

-> research, searching, forging, rituals, and battlefield support

-> surviving armies, sieges, claims, raids, and strategic depth

Mictlan recruitment geography

Recruitment layer Evidence boundary

Ordinary forts Direct pinned membership rows

Regional or coastal 0 0 Non-fort and coast membership rows; exact terrain availability
remains source-dependent

Site-linked 6 2 Explicit site recruit fields; capital grouping follows the
nation-site association
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Empty ordinary rows do not prove that a nation lacks forces. Freespawn, reanimation, events,
summoning, dominion effects, and special recruitment remain separate mechanisms.

Mictlan commander roster

730

1189

1361

1888

1192

1193

1191

1907

1190

1194

Scout

Tribal King
Mictlan Priest
Nahualli

Sky Priest
Moon Priest
Sun Priest
Rain Priest

High Priest of the Sky

Priest King

Couatl

Mictlan troop roster

S

1545

1546

1547

1548

1883

726

725

727

Mictlan mage and priest portfolio

Warrior

Warrior

Warrior

Warrior
Feathered Warrior
Moon Warrior
Eagle Warrior

Sun Warrior

Jaguar Warrior

none

none

H1; random: 100% x1 mask 10880 link 1
S1 N2; random: 10% x1 mask 47104 link 1

Al H1; random: 10% x1 mask 10880 link 1

S2 H2

F2 H2

W2 H2

100

10

10

10

10

50

10

A2 H3; random: 100% x1 mask 10880 link 1; 10% x1 mask 50

11136 link 1

N2 H3; random: 10% x1 mask 11136 link 1

150

S3 N1 H2; random: 100% x2 mask 8448 link 1; 10% x1 mask 100

10496 link 1

10

10

10

10

12

12

12

12

10

10

10

11

12

11

13

12

ordinary body
ordinary body
ordinary body
ordinary body
ordinary body
ordinary body
sacred

sacred

sacred

1189

1361

1888

1192

1193

Mictlan Priest
Nahualli

Sky Priest
Moon Priest

Sun Priest
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H1; random: 100% x1 mask 10880 link 1
S1 N2; random: 10% x1 mask 47104 link 1

Al H1; random: 10% x1 mask 10880 link 1

S2 H2

F2 H2

10
10
10

50
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1191 Rain Priest W2 H2

1907 High Priest of the Sky A2 H3; random: 100% x1 mask 10880 link 1; 10% x1 mask 50
11136 link 1

1190 Priest King N2 H3; random: 10% x1 mask 11136 link 1 150

1194 Couatl S3 N1 H2; random: 100% x2 mask 8448 link 1; 10% x1 mask 100
10496 link 1

The highest fixed recruitable paths resolved in these rows are Fire 2, Air 2, Water 2, Astral 3, Nature 2,
Holy 3. Random masks are printed as raw pinned fields because mask interpretation, linked-roll
behaviour, and live display should not be guessed. A rare result is an opportunity after recruitment,
never a guaranteed research or ritual schedule.

Mictlan capital and national sites

Temple of the Moon Moon Priest
90 Temple of the Sun F1 Sun Priest, Sun Warrior
88 High Temple of the Sky and the Rain Al, Wl Rain Priest, High Priest of the Sky
87 High Temple of the Land N1 Priest King, Couatl, Jaguar Warrior

Site rows prove only their explicit fields. Hidden effects, event behaviour, recruitment timing,
ownership transitions, and live interface grouping remain unresolved.

Mictlan national spell map

N S ST

Summon Jaguar Toads Conjuration 1 N1 H1

505 Summon Jaguars Conjuration 3 N2 H1 20
506 Summon Jade Serpents Conjuration 4 W2 3
507 Summon Monster Toad Conjuration 5 N2 1
508 Contact Couatl Conjuration 6 N1 S1 40
509 Summon Tlaloque Conjuration 7 w4 60
510 Bind Beast Bats Blood 2 Bl 8
511 Bind Jaguar Fiends Blood 4 Bl F1 16
512 Contact Civateteo Blood 5 B2 D2 36
513 Bind Tzitzimitl Blood 6 B2 S2 10
514 Contact Tlahuelpuchi Blood 6 B3 42
515 Contact Onaqui Blood 7 B4 101
516 Rain of Jaguars Blood 8 B6 F2 40
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Research does not create the caster, gems, slaves, corpses, laboratory, target, or free mage-turn.
Every national spell remains a gated project: research, access, treasury, legal target, and opportunity
cost must all be present.

Mictlan national item boundary

N L O

Jade Knife N1 Bl restricted

Restriction and rebate fields establish metadata links, not displayed prices, rounding, stacking, or live
forge availability. Those remain open unless the official manual supplies the exact result.

Mictlan hero boundary

e

King of Legends D3 B3 H3 assignment only; timing unresolved
1884 Priest King F2 A2 S3 N2 H4 assignment only; timing unresolved
1886 Priest King A3 S3 N2 H3 assignment only; timing unresolved

Heroes are contingent capacity. None belongs in an opening, research, or path plan that must work
every game.

Mictlan army identities

Sacred roster: Eagle Warrior, Sun Warrior, Jaguar Warrior.

Flying roster: no flying troop identified in the reconciled recruit rows.

Aquatic or amphibious roster: no aquatic or amphibious troop identified in the reconciled recruit rows.
Core identity: broad elemental priests, sacred warriors, and Blood access.

These labels help assemble testable packages; they do not establish the best formation, script, bless,
target, or casualty rate.

Mictlan opening and expansion controls

1 Identify whether gold, resources, recruitment points, commander points, corpses, population, slaves,
or a special national mechanism limits the first queue.

Separate ordinary, regional, coastal, and site-linked recruitment before planning reinforcement.

Use mundane leadership where it preserves a valuable mage-turn.

Label random mages immediately and keep rare paths out of guaranteed schedules.

Add scouts and retreat routes before extending beyond reliable information.

Record expansion results rather than publishing an untested party size.

o U hWN
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Mictlan fort and recruitment doctrine

Additional forts are valuable when they reproduce the commander or troop required by the next job.
Regional and coastal recruitment must be evaluated where it exists rather than averaged into a
fictional universal roster. Capital or site-linked units need a replacement ledger because their
opportunity cost competes with every other capital-limited purchase.

For Mictlan, the most likely planning failure is blood-hunting opportunity cost, priest turns, and lightly
protected troops. The remedy is a visible queue showing location, bottleneck, expected role, and
replacement time.

Mictlan research response tree

Fixed-path branch: begin with spells the repeatable mage roster can cast without a random, booster,
hero, or Pretender.

Random-path branch: open only after the qualifying mage is recruited and labelled.

National-spell branch: verify the exact research level, caster, cost, target, and free mage-turn from the
spell table.

Construction branch: compare each forge turn against research, searching, ritual work, and army
support; item metadata alone does not prove a discount.

Summon or reanimation branch: account for gems, corpses, slaves, laboratory access, leadership, and
unresolved arrival behaviour.

Mictlan magic-access ladder

The fixed-path ceiling is Fire 2, Air 2, Water 2, Astral 3, Nature 2, Holy 3. Access above that line needs
a named bridge: booster, empowerment, communion or chorus where legal, summoned mage, hero,
Pretender, or another directly verified source. Two partial paths on different commanders cannot be
combined to cast one spell.

Mictlan battlefield packages

Line and support package

Use the most replaceable suitable troops as frontage, place commanders according to actual
leadership, and protect mages whose turns are needed for research or rituals. Armour, morale,
fatigue, size, formation width, and the opponent decide whether the line survives.

Elite or sacred package

Use sacred or elite troops only when their recruitment location, bless, priest coverage, and
replacement rate justify the commitment. Capital scarcity is a strategic cost even when the unit
performs well.

Mobility or habitat package

Flying, stealthy, sailing, aquatic, amphibious, cave, forest, or wasteland tools must be checked against
legal movement, supply, retreat, and reinforcement. A trait is not permission to ignore geography.
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Mage package
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Script from paths actually present on the recruited commanders. Keep gem use, fatigue, friendly fire,
magic resistance, battlefield size, and enemy resistances visible; no generic script is treated as

verified performance.

Mictlan Pretender families

What it can solve What it cannot conceal

Missing-path bridge

Economy and infrastructure

Sacred support

Awake expansion body

Resistance package

Opens a named booster, ritual, or battlefield
threshold

Funds forts, laboratories, temples,
commanders, and replacements
Improves a verified sacred package

Reduces pressure on the starting roster

Covers a documented roster weakness

Mictlan matchup and failure matrix

Massed light units

Heavy armour

Accurate missiles

Elemental resistance

Fast raiders or flyers

Large targets

Underwater or land transition

Replaceable width, area effects, morale
pressure, and reserves

Higher damage, armour-piercing or negating
magic, fatigue, and buffs

Screens, protection, spacing, speed, and
disruption

Shift damage type and use physical or
fatigue pressure

Scouts, local leadership, layered defence,
and mobile reserves

Concentrated attacks, debuffs, control, and
size-aware counters

Verified amphibious access, coastal staging,
summons, or allies

Mictlan monthly audit

Research, gems, laboratories, and mage-turns
remain required

Gold does not create local resources, gems,
corpses, slaves, or commander points

Recruitment limits, priest coverage, and
counters remain

Performance depends on settings, map,
chassis, scales, script, and opponents

One resistance is not universal defence

Spending every scarce elite turn on basic
frontage

Assuming ordinary weapons solve protection
unaided

Exposing commanders or fragile elites
without guards

Building the complete research plan around
one element

Concentrating every commander in one
army

Treating trampling or low-damage swarms as
universal

Assuming a habitat transition works because
a related unit can cross

Which recruitment layer supplies each current army and mage role?
What is the active bottleneck at every fort?
Are random mages labelled and excluded from guaranteed schedules until present?
Does each research target have a legal caster and treasury?
Are capital, coastal, regional, freespawn, and ordinary replacements tracked separately?
Are scouts, laboratories, temples, leadership, supply, and retreat routes keeping pace?

Are heroes excluded from plans that must work every game?
Have uncertain mechanics remained marked as uncertain?
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Mictlan unresolved evidence boundary

The dossier does not claim exact expansion counts, formation performance, script outcomes,
random-path display, freespawn or reanimation composition, special-dominion timing, transformation
or mount resolution, summon arrival state, item-price stacking, hero timing, stealth detection, sailing
routes, underwater transition, event outcomes, or battlefield casualty ranges. Nation-specific
mechanics implied by names or summaries remain qualitative unless an explicit source field settles
them. R-047, R-058, and every comparable engine-dependent investigation remain parked.

Mictlan source note

Dominions 6 Manual, revision 2: nation summary, visible roster, recruitment markings, national rules,
and spell descriptions.

Official Dominions patch history through 6.37: current executable chronology; generic 6.37 statistic
fixes are not assigned to unnamed objects.

Dominions 6 Data Inspector commit cfac4311bc0b58053b8dead7bffbcO36badbd5dc: nation ID, membership
rows, unit fields, random masks, sites, spell restrictions, item links, and hero assignments.

Strategy sections are bounded doctrine derived from verified capacity. They are not runtime test
results.

Part XLII: Middle Age Xibalba, Flooded
Caves

Xibalba one-page command brief

Middle Age Xibalba converts cave recruitment, flying Zotz, amphibious forces, and Blood magic into
expansion, research, and strategic pressure. The pinned roster resolves 7 commander identities and 9
troop identities across ordinary, regional, coastal, and site-linked recruitment, plus 13 active
nation-restricted spell records. Its chief planning risks are terrain splits, weak bodies, underwater
logistics, and random paths.

The safe operating plan is to keep recruitment geography visible, buy commanders for named jobs,
label every random mage, connect research to casters already owned, and preserve a replacement
route before committing elite or capital-limited troops. Exact expansion parties, scripts, formations,
spell targets, freespawn composition, transformation results, and combat outcomes remain open
unless a source below states them directly.

Xibalba evidence and ruleset

This dossier covers unmodded Middle Age Xibalba on the Dominions 6.37 executable baseline.
Player-facing rules are governed by the revision-2 official manual and official patches through 9
September 2026. Nation ID 74, roster memberships, unit fields, random masks, sites, spell
restrictions, item links, and hero assignments are cross-checked against the pinned Inspector 6.35
commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc.

The structured snapshot is not relabelled as live 6.37 data. The 6.37 patch's unspecified statistic
corrections are not assigned to any Xibalba object without a named official record. No runtime test,
replay, save, or new test asset was used.
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Xibalba conversion chain

verified rec

-> provinces,

-> labelled
-> research,
-> surviving

ruitment and national assets

fixed and random path access

forts, laboratories, temples, scouts,

and replacement routes

searching, forging, rituals, and battlefield support
armies, sieges, claims, raids, and strategic depth

Xibalba recruitment geography

Recruitment layer Evidence boundary

Ordinary forts

Regional or coastal 0 0

Site-linked

Direct pinned membership rows
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Non-fort and coast membership rows; exact terrain availability

remains source-dependent

Explicit site recruit fields; capital grouping follows the

nation-site association

Empty ordinary rows do not prove that a nation lacks forces. Freespawn, reanimation, events,
summoning, dominion effects, and special recruitment remain separate mechanisms.

Xibalba commander roster

2715

2718

2717

2716

2732

2714

2719

Muuch Ajaw

Ah Itz W1 D1 10

Ah Ha' W1 E1 H1 10

Muuch K'uhul W2 E1 D1 H1; random: 100% x1 mask 13824 link 1 50

Chak Muuch Assassin none 0

Bacab W3 E2 D1 H2; random: 100% x1 mask 13824 link 1; 10% x1 150
mask 13824 link 1

Camazotz D2 B1; random: 100% x1 mask 34048 link 1 10

Xibalba troop roster

2721
2722
2723
2724
2725
2726
2730
2731

2729

TheHoboKingdom

Muuch Militia

Muuch Dart Thrower

Muuch Warrior

Muuch Warrior

Muuch Warrior

Muuch Warrior

Chak Muuch Dart Thrower
Chak Muuch Obsidian Warrior

Wo' Muuch
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14

14

14

14

14

14

15

26

2 10
2 10
2 10
2 10
2 10
2 11
2 13
6 14

amphibious
amphibious
amphibious
amphibious
amphibious
amphibious
sacred, amphibious
sacred, amphibious

sacred, amphibious
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Xibalba mage and priest portfolio

_ Fixed and random magic Leadership

2715

2718

2717

2716

2714

2719

Muuch Ajaw

Ah Itz W1 D1

Ah Ha' W1 E1 H1

Muuch K'uhul W2 E1 D1 H1; random: 100% x1 mask 13824 link 1

Bacab W3 E2 D1 H2; random: 100% x1 mask 13824 link 1; 10% x1 mask
13824 link 1

Camazotz D2 B1; random: 100% x1 mask 34048 link 1
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10
10
50

150

10

The highest fixed recruitable paths resolved in these rows are Water 3, Earth 2, Death 2, Blood 1, Holy
2. Random masks are printed as raw pinned fields because mask interpretation, linked-roll behaviour,
and live display should not be guessed. A rare result is an opportunity after recruitment, never a

guaranteed research or ritual schedule.

Xibalba capital and national sites

Chak Muuch Assassin, Chak Muuch Dart Thrower,

178

179

The Sacred Cenote

The Flooded City

The Cave of Perpetual Darkness

W2, E1

Chak Muuch Obsidian Warrior

Bacab, Wo' Muuch

Camazotz

Site rows prove only their explicit fields. Hidden effects, event behaviour, recruitment timing,
ownership transitions, and live interface grouping remain unresolved.

Xibalba national spell map

506

507

519

520

521

522

523

524

525

526

527

528

Summon Jaguar Toads
Summon Jade Serpents
Summon Monster Toad
Break the First Soul
Break the Second Soul
Break the Third Soul
Break the Fourth Soul
Gift of the First Soul
Gift of the Second Soul
Gift of the Third Soul
Gift of the Fourth Soul
Summon Balam

Summon Chaac
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Conjuration 1
Conjuration 4
Conjuration 5
Blood 2
Thaumaturgy 2
Thaumaturgy 2
Thaumaturgy 2
Blood 3
Thaumaturgy 3
Thaumaturgy 3
Thaumaturgy 3
Conjuration 7

Conjuration 8

N1 H1

W2

N2

Bl

El

Al

D1

Bl

E1l

Al

D1

N4

A4

60

75
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Research does not create the caster, gems, slaves, corpses, laboratory, target, or free mage-turn.
Every national spell remains a gated project: research, access, treasury, legal target, and opportunity
cost must all be present.

Xibalba national item boundary

No nation restriction or rebate link appears in the pinned item rows. This does not establish live forge
pricing or exclude undocumented behaviour.

Restriction and rebate fields establish metadata links, not displayed prices, rounding, stacking, or live
forge availability. Those remain open unless the official manual supplies the exact result.

Xibalba hero boundary

_ Hero record m Boundary

3260 Grandmother Earth W2 E2 D2 H4 assignment only; timing unresolved

3261 Red Face W2 E2 D1 H2 assignment only; timing unresolved

Heroes are contingent capacity. None belongs in an opening, research, or path plan that must work
every game.

Xibalba army identities

Sacred roster: Chak Muuch Dart Thrower, Chak Muuch Obsidian Warrior, Wo' Muuch.

Flying roster: no flying troop identified in the reconciled recruit rows.

Aquatic or amphibious roster: Muuch Militia, Muuch Dart Thrower, Muuch Warrior, Muuch Warrior,
Muuch Warrior, Muuch Warrior, Chak Muuch Dart Thrower, Chak Muuch Obsidian Warrior, Wo' Muuch.
Core identity: cave recruitment, flying Zotz, amphibious forces, and Blood magic.

These labels help assemble testable packages; they do not establish the best formation, script, bless,
target, or casualty rate.

Xibalba opening and expansion controls

1 Identify whether gold, resources, recruitment points, commander points, corpses, population, slaves,
or a special national mechanism limits the first queue.

Separate ordinary, regional, coastal, and site-linked recruitment before planning reinforcement.

Use mundane leadership where it preserves a valuable mage-turn.

Label random mages immediately and keep rare paths out of guaranteed schedules.

Add scouts and retreat routes before extending beyond reliable information.

Record expansion results rather than publishing an untested party size.

o u hWN

Xibalba fort and recruitment doctrine

Additional forts are valuable when they reproduce the commander or troop required by the next job.
Regional and coastal recruitment must be evaluated where it exists rather than averaged into a
fictional universal roster. Capital or site-linked units need a replacement ledger because their
opportunity cost competes with every other capital-limited purchase.
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For Xibalba, the most likely planning failure is terrain splits, weak bodies, underwater logistics, and
random paths. The remedy is a visible queue showing location, bottleneck, expected role, and
replacement time.

Xibalba research response tree

Fixed-path branch: begin with spells the repeatable mage roster can cast without a random, booster,
hero, or Pretender.

Random-path branch: open only after the qualifying mage is recruited and labelled.

National-spell branch: verify the exact research level, caster, cost, target, and free mage-turn from the
spell table.

Construction branch: compare each forge turn against research, searching, ritual work, and army
support; item metadata alone does not prove a discount.

Summon or reanimation branch: account for gems, corpses, slaves, laboratory access, leadership, and
unresolved arrival behaviour.

Xibalba magic-access ladder

The fixed-path ceiling is Water 3, Earth 2, Death 2, Blood 1, Holy 2. Access above that line needs a
named bridge: booster, empowerment, communion or chorus where legal, summoned mage, hero,
Pretender, or another directly verified source. Two partial paths on different commanders cannot be
combined to cast one spell.

Xibalba battlefield packages

Line and support package

Use the most replaceable suitable troops as frontage, place commanders according to actual
leadership, and protect mages whose turns are needed for research or rituals. Armour, morale,
fatigue, size, formation width, and the opponent decide whether the line survives.

Elite or sacred package

Use sacred or elite troops only when their recruitment location, bless, priest coverage, and
replacement rate justify the commitment. Capital scarcity is a strategic cost even when the unit
performs well.

Mobility or habitat package

Flying, stealthy, sailing, aquatic, amphibious, cave, forest, or wasteland tools must be checked against
legal movement, supply, retreat, and reinforcement. A trait is not permission to ignore geography.

Mage package

Script from paths actually present on the recruited commanders. Keep gem use, fatigue, friendly fire,
magic resistance, battlefield size, and enemy resistances visible; no generic script is treated as
verified performance.
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Xibalba Pretender families

What it can solve What it cannot conceal

Missing-path bridge

Economy and infrastructure

Sacred support

Awake expansion body

Resistance package

Opens a named booster, ritual, or battlefield
threshold

Funds forts, laboratories, temples,
commanders, and replacements
Improves a verified sacred package

Reduces pressure on the starting roster

Covers a documented roster weakness

Xibalba matchup and failure matrix

Enemy prObIem First answer to examine _

Massed light units

Heavy armour

Accurate missiles

Elemental resistance

Fast raiders or flyers

Large targets

Underwater or land transition

Replaceable width, area effects, morale
pressure, and reserves

Higher damage, armour-piercing or negating
magic, fatigue, and buffs

Screens, protection, spacing, speed, and
disruption

Shift damage type and use physical or
fatigue pressure

Scouts, local leadership, layered defence,
and mobile reserves

Concentrated attacks, debuffs, control, and
size-aware counters

Verified amphibious access, coastal staging,
summons, or allies

Xibalba monthly audit

Which recruitment layer supplies each current army and mage role?
What is the active bottleneck at every fort?
Are random mages labelled and excluded from guaranteed schedules until present?
Does each research target have a legal caster and treasury?
Are capital, coastal, regional, freespawn, and ordinary replacements tracked separately?
Are scouts, laboratories, temples, leadership, supply, and retreat routes keeping pace?

Are heroes excluded from plans that must work every game?
Have uncertain mechanics remained marked as uncertain?
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Research, gems, laboratories, and mage-turns
remain required

Gold does not create local resources, gems,
corpses, slaves, or commander points

Recruitment limits, priest coverage, and
counters remain

Performance depends on settings, map,
chassis, scales, script, and opponents

One resistance is not universal defence

Spending every scarce elite turn on basic
frontage

Assuming ordinary weapons solve protection
unaided

Exposing commanders or fragile elites
without guards

Building the complete research plan around
one element

Concentrating every commander in one
army

Treating trampling or low-damage swarms as
universal

Assuming a habitat transition works because
a related unit can cross
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Xibalba unresolved evidence boundary

The dossier does not claim exact expansion counts, formation performance, script outcomes,
random-path display, freespawn or reanimation composition, special-dominion timing, transformation
or mount resolution, summon arrival state, item-price stacking, hero timing, stealth detection, sailing
routes, underwater transition, event outcomes, or battlefield casualty ranges. Nation-specific
mechanics implied by names or summaries remain qualitative unless an explicit source field settles
them. R-047, R-058, and every comparable engine-dependent investigation remain parked.

Xibalba source note

Dominions 6 Manual, revision 2: nation summary, visible roster, recruitment markings, national rules,
and spell descriptions.

Official Dominions patch history through 6.37: current executable chronology; generic 6.37 statistic
fixes are not assigned to unnamed objects.

Dominions 6 Data Inspector commit cfac4311bc0b58053b8dead7bffbcO36badbd5dc: nation ID, membership
rows, unit fields, random masks, sites, spell restrictions, item links, and hero assignments.

Strategy sections are bounded doctrine derived from verified capacity. They are not runtime test
results.

Part XLIII: Middle Age Phaeacia, Isle of
the Dark Ships

Phaeacia one-page command brief

Middle Age Phaeacia converts sailing, Colossi, and a broad island mage corps into expansion,
research, and strategic pressure. The pinned roster resolves 8 commander identities and 8 troop
identities across ordinary, regional, coastal, and site-linked recruitment, plus 9 active nation-restricted
spell records. Its chief planning risks are gold-intensive elites, sailing boundaries, and coastal
replacement.

The safe operating plan is to keep recruitment geography visible, buy commanders for named jobs,
label every random mage, connect research to casters already owned, and preserve a replacement
route before committing elite or capital-limited troops. Exact expansion parties, scripts, formations,
spell targets, freespawn composition, transformation results, and combat outcomes remain open
unless a source below states them directly.

Phaeacia evidence and ruleset

This dossier covers unmodded Middle Age Phaeacia on the Dominions 6.37 executable baseline.
Player-facing rules are governed by the revision-2 official manual and official patches through 9
September 2026. Nation ID 77, roster memberships, unit fields, random masks, sites, spell
restrictions, item links, and hero assignments are cross-checked against the pinned Inspector 6.35
commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc.

The structured snapshot is not relabelled as live 6.37 data. The 6.37 patch's unspecified statistic
corrections are not assigned to any Phaeacia object without a named official record. No runtime test,
replay, save, or new test asset was used.
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Phaeacia conversion chain

verified recruitment and national assets

forts, laboratories, temples, scouts, and replacement routes
-> labelled fixed and random path access

searching, forging, rituals, and battlefield support

armies, sieges, claims, raids, and strategic depth

-> provinces,

-> research,
-> surviving

Phaeacia recruitment geography

Recruitment layer Evidence boundary

Ordinary forts

Regional or coastal 0

Site-linked

Direct pinned membership rows

CAELUM | EDITION 30

0 Non-fort and coast membership rows; exact terrain availability

remains source-dependent

1 Explicit site recruit fields; capital grouping follows the

nation-site association

Empty ordinary rows do not prove that a nation lacks forces. Freespawn, reanimation, events,

summoning, dominion effects, and special recruitment remain separate mechanisms.

Phaeacia commander roster

3153

3154

3166

3151

3155

3156

3158

3157

Phaeacia troop roster

Phaeacian Scout
Phaeacian Captain
Phaeacian Priest
Mage Pilot

Colossi Weaver
Colossi Storm Captain

Prince Consort

Colossi Queen

none

none

H1

Al W1

Al S1; random: 100% x1 mask 20224 link 1

A2 W1

A3 W2 H1; random: 100% x1 mask 18176 link 1; 10% x1

mask 18176 link 1

75

10

50

10

100

10

A2 W2 S1 G1 H2; random: 100% x1 mask 19200 link 1; 10% 100

x1 mask 19200 link 1

S N

3143

3144

3145

3146

3147

3165

3148

3159

Phaeacian Militia
Phaeacian Archer
Phaeacian Light Infantry
Phaeacian Infantry
Phaeacian Heavy Infantry
Colossi Light Infantry
Colossi Heavy Infantry

Orichalcum Guard
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10

10

10

10

20

20

24

10

10

11

12

12

14

ordinary body
ordinary body
ordinary body
ordinary body
ordinary body
ordinary body
ordinary body

sacred
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Phaeacia mage and priest portfolio

3166 Phaeacian Priest

3151 Mage Pilot Al W1 50

3155 Colossi Weaver Al S1; random: 100% x1 mask 20224 link 1 10

3156 Colossi Storm Captain A2 W1 100

3158 Prince Consort A3 W2 H1; random: 100% x1 mask 18176 link 1; 10% x1 10
mask 18176 link 1

3157 Colossi Queen A2 W2 S1 G1 H2; random: 100% x1 mask 19200 link 1; 10% 100

x1 mask 19200 link 1

The highest fixed recruitable paths resolved in these rows are Air 3, Water 2, Astral 1, Glamour 1, Holy
2. Random masks are printed as raw pinned fields because mask interpretation, linked-roll behaviour,
and live display should not be guessed. A rare result is an opportunity after recruitment, never a
guaranteed research or ritual schedule.

Phaeacia capital and national sites

The Orichalcum Palace Al, Gl Prince Consort, Colossi Queen, Orichalcum Guard
199 Black Korkyra W1, E1 none in explicit recruit fields
200 Gold Apple Tree F1 none in explicit recruit fields

Site rows prove only their explicit fields. Hidden effects, event behaviour, recruitment timing,
ownership transitions, and live interface grouping remain unresolved.

Phaeacia national spell map

Summon Hound of Twilight Conjuration 5 E2 D1
255 Sow Dragon Teeth Enchantment 6 E2 1
256 Bind Keres Conjuration 6 D2 12
265 Contact Hesperide Conjuration 6 F3 S1 35
266 Call Ladon Conjuration 6 F3 N2 15
267 Dogs of Gold and Silver Construction 4 El 7
268 Dog of Gold school -11 special 0
269 Craft Keledone Construction 6 E2 S2 5
270 Forge Brass Bull Construction 6 F3 E3 25
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Research does not create the caster, gems, slaves, corpses, laboratory, target, or free mage-turn.
Every national spell remains a gated project: research, access, treasury, legal target, and opportunity
cost must all be present.

Phaeacia national item boundary

S

Purple Silk Garments S1wi1 restricted
283 Silver Silk Garments 7 S1Al restricted
477 Windcatcher Sail 5 A2 restricted

Restriction and rebate fields establish metadata links, not displayed prices, rounding, stacking, or live
forge availability. Those remain open unless the official manual supplies the exact result.

Phaeacia hero boundary

_ Hero record m Boundary

3173 Aegaeide W3 N3 assignment only; timing unresolved

3174 Phaeacian Princess A2 W1 S1 Gl H1 assignment only; timing unresolved

Heroes are contingent capacity. None belongs in an opening, research, or path plan that must work
every game.

Phaeacia army identities

Sacred roster: Orichalcum Guard.

Flying roster: no flying troop identified in the reconciled recruit rows.

Aquatic or amphibious roster: no aquatic or amphibious troop identified in the reconciled recruit rows.
Core identity: sailing, Colossi, and a broad island mage corps.

These labels help assemble testable packages; they do not establish the best formation, script, bless,
target, or casualty rate.

Phaeacia opening and expansion controls

1 |dentify whether gold, resources, recruitment points, commander points, corpses, population, slaves,
or a special national mechanism limits the first queue.

Separate ordinary, regional, coastal, and site-linked recruitment before planning reinforcement.

Use mundane leadership where it preserves a valuable mage-turn.

Label random mages immediately and keep rare paths out of guaranteed schedules.

Add scouts and retreat routes before extending beyond reliable information.

Record expansion results rather than publishing an untested party size.

o U A WN
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Phaeacia fort and recruitment doctrine

Additional forts are valuable when they reproduce the commander or troop required by the next job.
Regional and coastal recruitment must be evaluated where it exists rather than averaged into a
fictional universal roster. Capital or site-linked units need a replacement ledger because their
opportunity cost competes with every other capital-limited purchase.

For Phaeacia, the most likely planning failure is gold-intensive elites, sailing boundaries, and coastal
replacement. The remedy is a visible queue showing location, bottleneck, expected role, and
replacement time.

Phaeacia research response tree

Fixed-path branch: begin with spells the repeatable mage roster can cast without a random, booster,
hero, or Pretender.

Random-path branch: open only after the qualifying mage is recruited and labelled.

National-spell branch: verify the exact research level, caster, cost, target, and free mage-turn from the
spell table.

Construction branch: compare each forge turn against research, searching, ritual work, and army
support; item metadata alone does not prove a discount.

Summon or reanimation branch: account for gems, corpses, slaves, laboratory access, leadership, and
unresolved arrival behaviour.

Phaeacia magic-access ladder

The fixed-path ceiling is Air 3, Water 2, Astral 1, Glamour 1, Holy 2. Access above that line needs a
named bridge: booster, empowerment, communion or chorus where legal, summoned mage, hero,
Pretender, or another directly verified source. Two partial paths on different commanders cannot be
combined to cast one spell.

Phaeacia battlefield packages

Line and support package

Use the most replaceable suitable troops as frontage, place commanders according to actual
leadership, and protect mages whose turns are needed for research or rituals. Armour, morale,
fatigue, size, formation width, and the opponent decide whether the line survives.

Elite or sacred package

Use sacred or elite troops only when their recruitment location, bless, priest coverage, and
replacement rate justify the commitment. Capital scarcity is a strategic cost even when the unit
performs well.

Mobility or habitat package

Flying, stealthy, sailing, aquatic, amphibious, cave, forest, or wasteland tools must be checked against
legal movement, supply, retreat, and reinforcement. A trait is not permission to ignore geography.
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Mage package
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Script from paths actually present on the recruited commanders. Keep gem use, fatigue, friendly fire,
magic resistance, battlefield size, and enemy resistances visible; no generic script is treated as

verified performance.

Phaeacia Pretender families

What it can solve What it cannot conceal

Missing-path bridge

Economy and infrastructure

Sacred support

Awake expansion body

Resistance package

Opens a named booster, ritual, or battlefield
threshold

Funds forts, laboratories, temples,
commanders, and replacements
Improves a verified sacred package

Reduces pressure on the starting roster

Covers a documented roster weakness

Phaeacia matchup and failure matrix

Massed light units

Heavy armour

Accurate missiles

Elemental resistance

Fast raiders or flyers

Large targets

Underwater or land transition

Replaceable width, area effects, morale
pressure, and reserves

Higher damage, armour-piercing or negating
magic, fatigue, and buffs

Screens, protection, spacing, speed, and
disruption

Shift damage type and use physical or
fatigue pressure

Scouts, local leadership, layered defence,
and mobile reserves

Concentrated attacks, debuffs, control, and
size-aware counters

Verified amphibious access, coastal staging,
summons, or allies

Phaeacia monthly audit

Research, gems, laboratories, and mage-turns
remain required

Gold does not create local resources, gems,
corpses, slaves, or commander points

Recruitment limits, priest coverage, and
counters remain

Performance depends on settings, map,
chassis, scales, script, and opponents

One resistance is not universal defence

Spending every scarce elite turn on basic
frontage

Assuming ordinary weapons solve protection
unaided

Exposing commanders or fragile elites
without guards

Building the complete research plan around
one element

Concentrating every commander in one
army

Treating trampling or low-damage swarms as
universal

Assuming a habitat transition works because
a related unit can cross

Which recruitment layer supplies each current army and mage role?
What is the active bottleneck at every fort?
Are random mages labelled and excluded from guaranteed schedules until present?
Does each research target have a legal caster and treasury?
Are capital, coastal, regional, freespawn, and ordinary replacements tracked separately?
Are scouts, laboratories, temples, leadership, supply, and retreat routes keeping pace?

Are heroes excluded from plans that must work every game?
Have uncertain mechanics remained marked as uncertain?
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Phaeacia unresolved evidence boundary

The dossier does not claim exact expansion counts, formation performance, script outcomes,
random-path display, freespawn or reanimation composition, special-dominion timing, transformation
or mount resolution, summon arrival state, item-price stacking, hero timing, stealth detection, sailing
routes, underwater transition, event outcomes, or battlefield casualty ranges. Nation-specific
mechanics implied by names or summaries remain qualitative unless an explicit source field settles
them. R-047, R-058, and every comparable engine-dependent investigation remain parked.

Phaeacia source note

Dominions 6 Manual, revision 2: nation summary, visible roster, recruitment markings, national rules,
and spell descriptions.

Official Dominions patch history through 6.37: current executable chronology; generic 6.37 statistic
fixes are not assigned to unnamed objects.

Dominions 6 Data Inspector commit cfac4311bc0b58053b8dead7bffbcO36badbd5dc: nation ID, membership
rows, unit fields, random masks, sites, spell restrictions, item links, and hero assignments.

Strategy sections are bounded doctrine derived from verified capacity. They are not runtime test
results.

Part XLIV: Middle Age Vanarus, Land
of the Chuds

Vanarus one-page command brief

Middle Age Vanarus converts human infantry, Chud elites, stealth, and forest-linked magic into
expansion, research, and strategic pressure. The pinned roster resolves 7 commander identities and
10 troop identities across ordinary, regional, coastal, and site-linked recruitment, plus 16 active
nation-restricted spell records. Its chief planning risks are mixed troop quality, limited armour, and
dispersed specialist roles.

The safe operating plan is to keep recruitment geography visible, buy commanders for named jobs,
label every random mage, connect research to casters already owned, and preserve a replacement
route before committing elite or capital-limited troops. Exact expansion parties, scripts, formations,
spell targets, freespawn composition, transformation results, and combat outcomes remain open
unless a source below states them directly.

Vanarus evidence and ruleset

This dossier covers unmodded Middle Age Vanarus on the Dominions 6.37 executable baseline.
Player-facing rules are governed by the revision-2 official manual and official patches through 9
September 2026. Nation ID 79, roster memberships, unit fields, random masks, sites, spell
restrictions, item links, and hero assignments are cross-checked against the pinned Inspector 6.35
commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc.

The structured snapshot is not relabelled as live 6.37 data. The 6.37 patch's unspecified statistic
corrections are not assigned to any Vanarus object without a named official record. No runtime test,
replay, save, or new test asset was used.
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Vanarus conversion chain

verified recruitment and national assets

-> provinces, forts, laboratories,

temples, scouts,

-> labelled fixed and random path access
rituals, and battlefield support

-> research, searching, forging,
-> surviving armies, sieges, claims,

CAELUM | EDITION 30

and replacement routes

raids, and strategic depth

Vanarus recruitment geography

Recruitment layer Evidence boundary

Ordinary forts

Regional or coastal

Site-linked

Direct pinned membership rows

Non-fort and coast membership rows; exact terrain availability
remains source-dependent

Explicit site recruit fields; capital grouping follows the
nation-site association

Empty ordinary rows do not prove that a nation lacks forces. Freespawn, reanimation, events,
summoning, dominion effects, and special recruitment remain separate mechanisms.

Vanarus commander roster

2353 Scout none

2354 Vanarusian Herse none 75

2355 Vanarusian Jarl none 100

2356 Vanarusian Gode H1 10

2341 Vanarusian Sage Al; random: 100% x1 mask 9600 link 1; 100% x1 mask 53248 10
link 1

2357 Chud Jarl H1 100

2342 Vanabog A2 D1 G1 B1 H2; random: 100% x1 mask 53632 link 1; 10% x1 150

mask 53632 link 1

Vanarus troop roster

2343 Vanarusian Archer
2344 Vanarusian Huskarl
2345 Vanarusian Huskarl
2346 Vanarusian Hirdman
2347 Vanarusian Hirdman
2348 Vanarusian Hirdman
3071 Vanarusian Berserker
2350 Chud Hirdman

2349 Oath-Bound
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10

10

10

10

12

17

14

ordinary body

0 10 ordinary body
0 10 ordinary body
0 11 ordinary body
0 11 ordinary body
0 11 ordinary body
0 12 ordinary body
2 13 ordinary body
0 13 sacred, stealthy
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2352 Chud Skinshifter ordinary body

Vanarus mage and priest portfolio

2356 Vanarusian Gode

2341 Vanarusian Sage Al; random: 100% x1 mask 9600 link 1; 100% x1 mask 53248 link 10
1

2357 Chud Jarl H1 100

2342 Vanabog A2 D1 G1 B1 H2; random: 100% x1 mask 53632 link 1; 10% x1 150

mask 53632 link 1

The highest fixed recruitable paths resolved in these rows are Air 2, Death 1, Glamour 1, Blood 1, Holy
2. Random masks are printed as raw pinned fields because mask interpretation, linked-roll behaviour,
and live display should not be guessed. A rare result is an opportunity after recruitment, never a
guaranteed research or ritual schedule.

Vanarus capital and national sites

156

Novgard

Pine of Skulls

F1, Al, G1

D1, N1

Vanabog, Oath-Bound

Chud Skinshifter

Site rows prove only their explicit fields. Hidden effects, event behaviour, recruitment timing,
ownership transitions, and live interface grouping remain unresolved.

Vanarus national spell map

Summon Simargl

Conjuration 2

323 Summon Firebird Conjuration 3 F1S1 2
324 Send Lady Midday Conjuration 5 A3 D1 5
325 Contact Sirin Conjuration 3 S2 8
326 Send Vodyanoy Conjuration 4 W2 20
327 Summon Rusalka Conjuration 4 W1 D1 16
328 Summon Likho Conjuration 4 D1 10
329 Contact Alkonost Conjuration 4 S2 15
330 Summon Zmey Conjuration 5 F2 5
331 Send Bukavac Conjuration 5 w4 5
332 Contact Gamayun Conjuration 5 S3 25
333 Contact Beregina Conjuration 6 W3 E1 35
334 Contact Mountain Vila Conjuration 7 N4 40
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Contact Cloud Vila Conjuration 7
336 Contact Leshiy Conjuration 8 N6 60
493 Awaken Draugar Conjuration 4 D2 12

Research does not create the caster, gems, slaves, corpses, laboratory, target, or free mage-turn.
Every national spell remains a gated project: research, access, treasury, legal target, and opportunity
cost must all be present.

Vanarus national item boundary

No nation restriction or rebate link appears in the pinned item rows. This does not establish live forge
pricing or exclude undocumented behaviour.

Restriction and rebate fields establish metadata links, not displayed prices, rounding, stacking, or live
forge availability. Those remain open unless the official manual supplies the exact result.

Vanarus hero boundary

_ Hero record m Boundary

3257 Last Perkunu A4 S1 N3 H1 assignment only; timing unresolved
1958 Hag A3 W1 D3 N2 assignment only; timing unresolved
3259 Varyag A2 D1 G2 H1 assignment only; timing unresolved

Heroes are contingent capacity. None belongs in an opening, research, or path plan that must work
every game.

Vanarus army identities

Sacred roster: Oath-Bound.

Flying roster: no flying troop identified in the reconciled recruit rows.

Aquatic or amphibious roster: no aquatic or amphibious troop identified in the reconciled recruit rows.
Core identity: human infantry, Chud elites, stealth, and forest-linked magic.

These labels help assemble testable packages; they do not establish the best formation, script, bless,
target, or casualty rate.

Vanarus opening and expansion controls

1 Identify whether gold, resources, recruitment points, commander points, corpses, population, slaves,
or a special national mechanism limits the first queue.

Separate ordinary, regional, coastal, and site-linked recruitment before planning reinforcement.

Use mundane leadership where it preserves a valuable mage-turn.

Label random mages immediately and keep rare paths out of guaranteed schedules.

Add scouts and retreat routes before extending beyond reliable information.

Record expansion results rather than publishing an untested party size.

o U A WN
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Vanarus fort and recruitment doctrine

Additional forts are valuable when they reproduce the commander or troop required by the next job.
Regional and coastal recruitment must be evaluated where it exists rather than averaged into a
fictional universal roster. Capital or site-linked units need a replacement ledger because their
opportunity cost competes with every other capital-limited purchase.

For Vanarus, the most likely planning failure is mixed troop quality, limited armour, and dispersed
specialist roles. The remedy is a visible queue showing location, bottleneck, expected role, and
replacement time.

Vanarus research response tree

Fixed-path branch: begin with spells the repeatable mage roster can cast without a random, booster,
hero, or Pretender.

Random-path branch: open only after the qualifying mage is recruited and labelled.

National-spell branch: verify the exact research level, caster, cost, target, and free mage-turn from the
spell table.

Construction branch: compare each forge turn against research, searching, ritual work, and army
support; item metadata alone does not prove a discount.

Summon or reanimation branch: account for gems, corpses, slaves, laboratory access, leadership, and
unresolved arrival behaviour.

Vanarus magic-access ladder

The fixed-path ceiling is Air 2, Death 1, Glamour 1, Blood 1, Holy 2. Access above that line needs a
named bridge: booster, empowerment, communion or chorus where legal, summoned mage, hero,
Pretender, or another directly verified source. Two partial paths on different commanders cannot be
combined to cast one spell.

Vanarus battlefield packages

Line and support package

Use the most replaceable suitable troops as frontage, place commanders according to actual
leadership, and protect mages whose turns are needed for research or rituals. Armour, morale,
fatigue, size, formation width, and the opponent decide whether the line survives.

Elite or sacred package

Use sacred or elite troops only when their recruitment location, bless, priest coverage, and
replacement rate justify the commitment. Capital scarcity is a strategic cost even when the unit
performs well.

Mobility or habitat package

Flying, stealthy, sailing, aquatic, amphibious, cave, forest, or wasteland tools must be checked against
legal movement, supply, retreat, and reinforcement. A trait is not permission to ignore geography.
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Mage package
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Script from paths actually present on the recruited commanders. Keep gem use, fatigue, friendly fire,
magic resistance, battlefield size, and enemy resistances visible; no generic script is treated as

verified performance.

Vanarus Pretender families

What it can solve What it cannot conceal

Missing-path bridge

Economy and infrastructure

Sacred support

Awake expansion body

Resistance package

Opens a named booster, ritual, or battlefield
threshold

Funds forts, laboratories, temples,
commanders, and replacements
Improves a verified sacred package

Reduces pressure on the starting roster

Covers a documented roster weakness

Vanarus matchup and failure matrix

Massed light units

Heavy armour

Accurate missiles

Elemental resistance

Fast raiders or flyers

Large targets

Underwater or land transition

Replaceable width, area effects, morale
pressure, and reserves

Higher damage, armour-piercing or negating
magic, fatigue, and buffs

Screens, protection, spacing, speed, and
disruption

Shift damage type and use physical or
fatigue pressure

Scouts, local leadership, layered defence,
and mobile reserves

Concentrated attacks, debuffs, control, and
size-aware counters

Verified amphibious access, coastal staging,
summons, or allies

Vanarus monthly audit

Research, gems, laboratories, and mage-turns
remain required

Gold does not create local resources, gems,
corpses, slaves, or commander points

Recruitment limits, priest coverage, and
counters remain

Performance depends on settings, map,
chassis, scales, script, and opponents

One resistance is not universal defence

Spending every scarce elite turn on basic
frontage

Assuming ordinary weapons solve protection
unaided

Exposing commanders or fragile elites
without guards

Building the complete research plan around
one element

Concentrating every commander in one
army

Treating trampling or low-damage swarms as
universal

Assuming a habitat transition works because
a related unit can cross

Which recruitment layer supplies each current army and mage role?
What is the active bottleneck at every fort?
Are random mages labelled and excluded from guaranteed schedules until present?
Does each research target have a legal caster and treasury?
Are capital, coastal, regional, freespawn, and ordinary replacements tracked separately?
Are scouts, laboratories, temples, leadership, supply, and retreat routes keeping pace?

Are heroes excluded from plans that must work every game?
Have uncertain mechanics remained marked as uncertain?
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Vanarus unresolved evidence boundary

The dossier does not claim exact expansion counts, formation performance, script outcomes,
random-path display, freespawn or reanimation composition, special-dominion timing, transformation
or mount resolution, summon arrival state, item-price stacking, hero timing, stealth detection, sailing
routes, underwater transition, event outcomes, or battlefield casualty ranges. Nation-specific
mechanics implied by names or summaries remain qualitative unless an explicit source field settles
them. R-047, R-058, and every comparable engine-dependent investigation remain parked.

Vanarus source note

Dominions 6 Manual, revision 2: nation summary, visible roster, recruitment markings, national rules,
and spell descriptions.

Official Dominions patch history through 6.37: current executable chronology; generic 6.37 statistic
fixes are not assigned to unnamed objects.

Dominions 6 Data Inspector commit cfac4311bc0b58053b8dead7bffbcO36badbd5dc: nation ID, membership
rows, unit fields, random masks, sites, spell restrictions, item links, and hero assignments.

Strategy sections are bounded doctrine derived from verified capacity. They are not runtime test
results.

Part XLV: Middle Age Jotunheim, Iron
Woods

Jotunheim one-page command brief

Middle Age Jotunheim converts giant infantry, sacred Jotuns, and Death-Nature magic into expansion,
research, and strategic pressure. The pinned roster resolves 10 commander identities and 15 troop
identities across ordinary, regional, coastal, and site-linked recruitment, plus 8 active nation-restricted
spell records. Its chief planning risks are high gold per body, low formation width, and replacement
tempo.

The safe operating plan is to keep recruitment geography visible, buy commanders for named jobs,
label every random mage, connect research to casters already owned, and preserve a replacement
route before committing elite or capital-limited troops. Exact expansion parties, scripts, formations,
spell targets, freespawn composition, transformation results, and combat outcomes remain open
unless a source below states them directly.

Jotunheim evidence and ruleset

This dossier covers unmodded Middle Age Jotunheim on the Dominions 6.37 executable baseline.
Player-facing rules are governed by the revision-2 official manual and official patches through 9
September 2026. Nation ID 80, roster memberships, unit fields, random masks, sites, spell
restrictions, item links, and hero assignments are cross-checked against the pinned Inspector 6.35
commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc.

The structured snapshot is not relabelled as live 6.37 data. The 6.37 patch's unspecified statistic
corrections are not assigned to any Jotunheim object without a named official record. No runtime test,
replay, save, or new test asset was used.
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Jotunheim conversion chain

verified recruitment and national assets

-> provinces, forts, laboratories, temples, scouts, and replacement routes
-> labelled fixed and random path access

-> research, searching, forging, rituals, and battlefield support

-> surviving armies, sieges, claims, raids, and strategic depth

Jotunheim recruitment geography

Recruitment layer Evidence boundary

Ordinary forts Direct pinned membership rows

Regional or coastal 0 0 Non-fort and coast membership rows; exact terrain availability
remains source-dependent

Site-linked 2 2 Explicit site recruit fields; capital grouping follows the
nation-site association

Empty ordinary rows do not prove that a nation lacks forces. Freespawn, reanimation, events,
summoning, dominion effects, and special recruitment remain separate mechanisms.

Jotunheim commander roster

Chief none
786 Jotun Scout none 0
437 Jotun Herse none 75
274 Jotun Jarl H1 100
275 Jotun Gode H2 50
913 Vaetti Hag none; random: 100% x1 mask 63488 link 1 10
3429 Jotun Skratti W2 B2; random: 100% x1 mask 53760 link 1 10
3397 Gygja D1 G1 B1; random: 100% x1 mask 63488 link 1 50
3398 Jarnvidja D1 G1 B1; random: 100% x3 mask 63488 link 1; 10% x1 mask 50
63488 link 1
3399 Thrymsgode W1 H2; random: 100% x1 mask 20992 link 1 100

Jotunheim troop roster

3423 Vaetti Archer stealthy
541 Vaetti 8 0 9 stealthy
282 Wolf Rider 8 0 9 stealthy
1085 Moose Rider 8 0 7 stealthy
277 Jotun Bondi 31 5 11 ordinary body
276 Jotun Javelinist 33 5 12 ordinary body
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Jotun Hurler ordinary body
278 Jotun Spearman 33 5 12 ordinary body
279 Jotun Axeman 33 5 12 ordinary body
841 Godihuskarl 36 5 13 ordinary body
840 Jotun Huskarl 35 5 13 ordinary body
842 Jotun Hirdman 38 5 13 ordinary body
845 Niefel Giant 69 7 14 sacred
1310 Ulfhedin 40 6 15 ordinary body
3400 Thrymshirding 41 6 14 sacred

Jotunheim mage and priest portfolio

Jotun Jarl
275 Jotun Gode H2 50
913 Vaetti Hag none; random: 100% x1 mask 63488 link 1 10
3429 Jotun Skratti W2 B2; random: 100% x1 mask 53760 link 1 10
3397 Gygja D1 G1 B1; random: 100% x1 mask 63488 link 1 50
3398 Jarnvidja D1 G1 B1; random: 100% x3 mask 63488 link 1; 10% x1 mask 50
63488 link 1
3399 Thrymsgode W1 H2; random: 100% x1 mask 20992 link 1 100

The highest fixed recruitable paths resolved in these rows are Water 2, Death 1, Glamour 1, Blood 2,
Holy 2. Random masks are printed as raw pinned fields because mask interpretation, linked-roll
behaviour, and live display should not be guessed. A rare result is an opportunity after recruitment,
never a guaranteed research or ritual schedule.

Jotunheim capital and national sites

__ Monthly fields Recruits recorded

Iron Woods S1, D2, G1 Jarnvidja, Ulfhedin

212 Thrymsheim W1 Thrymsgode, Thrymshirding

Site rows prove only their explicit fields. Hidden effects, event behaviour, recruitment timing,
ownership transitions, and live interface grouping remain unresolved.

Jotunheim national spell map

Summon Dwarf of the Four Directions Conjuration 8 A4 E3

494 Seith Curse Thaumaturgy 5 D1 S1 3
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Summon Glosos Conjuration 3
496 Brood of Garm Conjuration 4 N2 10
497 Awaken Jotun Draugar Conjuration 4 D2 15
498 Summon Rimvaettir Conjuration 5 W2 5
499 Winter's Call Blood 6 B3 w2 86
500 lllwinter Blood 6 B5 W3 120

Research does not create the caster, gems, slaves, corpses, laboratory, target, or free mage-turn.
Every national spell remains a gated project: research, access, treasury, legal target, and opportunity
cost must all be present.

Jotunheim national item boundary

Duskdagger D1S1 rebate

114 The Sword of Aurgelmer 9 G6 rebate

Restriction and rebate fields establish metadata links, not displayed prices, rounding, stacking, or live
forge availability. Those remain open unless the official manual supplies the exact result.

Jotunheim hero boundary

1382 Abductor A3 W3 D3 H2 assignment only; timing unresolved
586 Great Hag S3 D3 N2 G3 B3 assignment only; timing unresolved
508 Wolf Lord none assignment only; timing unresolved
3424 Undying S2 D2 N3 G2 B1 assignment only; timing unresolved

Heroes are contingent capacity. None belongs in an opening, research, or path plan that must work
every game.

Jotunheim army identities

Sacred roster: Niefel Giant, Thrymshirding.

Flying roster: no flying troop identified in the reconciled recruit rows.

Aquatic or amphibious roster: no aquatic or amphibious troop identified in the reconciled recruit rows.
Core identity: giant infantry, sacred Jotuns, and Death-Nature magic.

These labels help assemble testable packages; they do not establish the best formation, script, bless,
target, or casualty rate.

TheHoboKingdom | Published - 14 September 2026 Page 110



DOMINIONS 6 NATION DOSSIER CAELUM | EDITION 30

Jotunheim opening and expansion controls

1 Identify whether gold, resources, recruitment points, commander points, corpses, population, slaves,
or a special national mechanism limits the first queue.

Separate ordinary, regional, coastal, and site-linked recruitment before planning reinforcement.

Use mundane leadership where it preserves a valuable mage-turn.

Label random mages immediately and keep rare paths out of guaranteed schedules.

Add scouts and retreat routes before extending beyond reliable information.

Record expansion results rather than publishing an untested party size.

o U b WN

Jotunheim fort and recruitment doctrine

Additional forts are valuable when they reproduce the commander or troop required by the next job.
Regional and coastal recruitment must be evaluated where it exists rather than averaged into a
fictional universal roster. Capital or site-linked units need a replacement ledger because their
opportunity cost competes with every other capital-limited purchase.

For Jotunheim, the most likely planning failure is high gold per body, low formation width, and
replacement tempo. The remedy is a visible queue showing location, bottleneck, expected role, and
replacement time.

Jotunheim research response tree

Fixed-path branch: begin with spells the repeatable mage roster can cast without a random, booster,
hero, or Pretender.

Random-path branch: open only after the qualifying mage is recruited and labelled.

National-spell branch: verify the exact research level, caster, cost, target, and free mage-turn from the
spell table.

Construction branch: compare each forge turn against research, searching, ritual work, and army
support; item metadata alone does not prove a discount.

Summon or reanimation branch: account for gems, corpses, slaves, laboratory access, leadership, and
unresolved arrival behaviour.

Jotunheim magic-access ladder

The fixed-path ceiling is Water 2, Death 1, Glamour 1, Blood 2, Holy 2. Access above that line needs a
named bridge: booster, empowerment, communion or chorus where legal, summoned mage, hero,
Pretender, or another directly verified source. Two partial paths on different commanders cannot be
combined to cast one spell.

Jotunheim battlefield packages

Line and support package

Use the most replaceable suitable troops as frontage, place commanders according to actual
leadership, and protect mages whose turns are needed for research or rituals. Armour, morale,
fatigue, size, formation width, and the opponent decide whether the line survives.
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Elite or sacred package

Use sacred or elite troops only when their recruitment location, bless, priest coverage, and
replacement rate justify the commitment. Capital scarcity is a strategic cost even when the unit
performs well.

Mobility or habitat package

Flying, stealthy, sailing, aquatic, amphibious, cave, forest, or wasteland tools must be checked against
legal movement, supply, retreat, and reinforcement. A trait is not permission to ignore geography.

Mage package

Script from paths actually present on the recruited commanders. Keep gem use, fatigue, friendly fire,
magic resistance, battlefield size, and enemy resistances visible; no generic script is treated as
verified performance.

Jotunheim Pretender families

What it can solve What it cannot conceal

Missing-path bridge Opens a named booster, ritual, or battlefield Research, gems, laboratories, and mage-turns
threshold remain required

Economy and infrastructure Funds forts, laboratories, temples, Gold does not create local resources, gems,
commanders, and replacements corpses, slaves, or commander points

Sacred support Improves a verified sacred package Recruitment limits, priest coverage, and

counters remain

Awake expansion body Reduces pressure on the starting roster Performance depends on settings, map,
chassis, scales, script, and opponents

Resistance package Covers a documented roster weakness One resistance is not universal defence

Jotunheim matchup and failure matrix

Enemy prObIem First answer to examine _

Massed light units Replaceable width, area effects, morale Spending every scarce elite turn on basic
pressure, and reserves frontage

Heavy armour Higher damage, armour-piercing or negating  Assuming ordinary weapons solve protection
magic, fatigue, and buffs unaided

Accurate missiles Screens, protection, spacing, speed, and Exposing commanders or fragile elites
disruption without guards

Elemental resistance Shift damage type and use physical or Building the complete research plan around
fatigue pressure one element

Fast raiders or flyers Scouts, local leadership, layered defence, Concentrating every commander in one
and mobile reserves army

Large targets Concentrated attacks, debuffs, control, and Treating trampling or low-damage swarms as
size-aware counters universal

Underwater or land transition Verified amphibious access, coastal staging, Assuming a habitat transition works because
summons, or allies a related unit can cross
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Jotunheim monthly audit

Which recruitment layer supplies each current army and mage role?

What is the active bottleneck at every fort?

Are random mages labelled and excluded from guaranteed schedules until present?
Does each research target have a legal caster and treasury?

Are capital, coastal, regional, freespawn, and ordinary replacements tracked separately?
Are scouts, laboratories, temples, leadership, supply, and retreat routes keeping pace?
Are heroes excluded from plans that must work every game?

Have uncertain mechanics remained marked as uncertain?

Jotunheim unresolved evidence boundary

The dossier does not claim exact expansion counts, formation performance, script outcomes,
random-path display, freespawn or reanimation composition, special-dominion timing, transformation
or mount resolution, summon arrival state, item-price stacking, hero timing, stealth detection, sailing
routes, underwater transition, event outcomes, or battlefield casualty ranges. Nation-specific
mechanics implied by names or summaries remain qualitative unless an explicit source field settles
them. R-047, R-058, and every comparable engine-dependent investigation remain parked.

Jotunheim source note

Dominions 6 Manual, revision 2: nation summary, visible roster, recruitment markings, national rules,
and spell descriptions.

Official Dominions patch history through 6.37: current executable chronology; generic 6.37 statistic
fixes are not assigned to unnamed objects.

Dominions 6 Data Inspector commit cfac4311bc0b58053b8dead7bffbcO36badbd5dc: nation ID, membership
rows, unit fields, random masks, sites, spell restrictions, item links, and hero assignments.

Strategy sections are bounded doctrine derived from verified capacity. They are not runtime test
results.

Part XLVI: Middle Age Nidavangr,
Bear, Wolf and Crow

Nidavangr one-page command brief

Middle Age Nidavangr converts Dwarven smiths, skinshifters, and terrain-linked recruitment into
expansion, research, and strategic pressure. The pinned roster resolves 9 commander identities and 6
troop identities across ordinary, regional, coastal, and site-linked recruitment, plus 3 active
nation-restricted spell records. Its chief planning risks are expensive specialists, transformation
behaviour, and regional access.

The safe operating plan is to keep recruitment geography visible, buy commanders for named jobs,
label every random mage, connect research to casters already owned, and preserve a replacement
route before committing elite or capital-limited troops. Exact expansion parties, scripts, formations,
spell targets, freespawn composition, transformation results, and combat outcomes remain open
unless a source below states them directly.
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Nidavangr evidence and ruleset

This dossier covers unmodded Middle Age Nidavangr on the Dominions 6.37 executable baseline.
Player-facing rules are governed by the revision-2 official manual and official patches through 9
September 2026. Nation ID 81, roster memberships, unit fields, random masks, sites, spell
restrictions, item links, and hero assignments are cross-checked against the pinned Inspector 6.35
commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc.

The structured snapshot is not relabelled as live 6.37 data. The 6.37 patch's unspecified statistic
corrections are not assigned to any Nidavangr object without a named official record. No runtime test,
replay, save, or new test asset was used.

Nidavangr conversion chain

verified recruitment and national assets

-> provinces, forts, laboratories, temples, scouts, and replacement routes
-> labelled fixed and random path access

-> research, searching, forging, rituals, and battlefield support

-> surviving armies, sieges, claims, raids, and strategic depth

Nidavangr recruitment geography

Recruitment layer Evidence boundary

Ordinary forts Direct pinned membership rows

Regional or coastal 6 4 Non-fort and coast membership rows; exact terrain availability
remains source-dependent

Site-linked 2 1 Explicit site recruit fields; capital grouping follows the
nation-site association

Empty ordinary rows do not prove that a nation lacks forces. Freespawn, reanimation, events,
summoning, dominion effects, and special recruitment remain separate mechanisms.

Nidavangr commander roster

3672 Crow Clan Scout none

3671 Nidherse none 75
3670 Nidajarl none 100
3830 Seithberender Apprentice none; random: 100% x1 mask 15872 link 1 10
3682 Bear Clan Cub-Mother none 50
3679 Bear Clan Seithberender E1 N2 H1 10
3680 Wolf Clan Seithberender W2 N1 H1 10
3681 Crow Clan Seithberender Al S2 D2 H1; random: 100% x2 mask 39168 link 1; 10% x1 10

mask 39168 link 1

3685 Nidhere H1 50
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Nidavangr troop roster

N T N N

3673 Crow Clan Archer stealthy

3676 Bear Clan Warrior 14 0 13 ordinary body
3675 Cub-Warrior 11 0 14 ordinary body
3674 Wolf Clan Reaver 12 0 12 stealthy

3678 Nidylva 12 0 13 ordinary body
3677 Nidbathed 15 0 18 sacred

Nidavangr mage and priest portfolio

3830 Seithberender Apprentice none; random: 100% x1 mask 15872 link 1

3679 Bear Clan Seithberender E1 N2 H1 10
3680 Wolf Clan Seithberender W2 N1 H1 10
3681 Crow Clan Seithberender Al S2 D2 H1; random: 100% x2 mask 39168 link 1; 10% x1 10

mask 39168 link 1

3685 Nidhere H1l 50

The highest fixed recruitable paths resolved in these rows are Air 1, Water 2, Earth 1, Astral 2, Death
2, Nature 2, Holy 1. Random masks are printed as raw pinned fields because mask interpretation,
linked-roll behaviour, and live display should not be guessed. A rare result is an opportunity after
recruitment, never a guaranteed research or ritual schedule.

Nidavangr capital and national sites

__ Monthly fields Recruits recorded

Nidakettil Al, S1, D3 Crow Clan Seithberender, Nidhere, Nidbathed

Site rows prove only their explicit fields. Hidden effects, event behaviour, recruitment timing,
ownership transitions, and live interface grouping remain unresolved.

Nidavangr national spell map

Summon Dwarf of the Four Directions Conjuration 8 A4 E3
494 Seith Curse Thaumaturgy 5 D1 S1 3
503 Command Draugar Conjuration 4 D2 12

Research does not create the caster, gems, slaves, corpses, laboratory, target, or free mage-turn.
Every national spell remains a gated project: research, access, treasury, legal target, and opportunity
cost must all be present.
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Nidavangr national item boundary

N S

Soulstone of the Wolves N6 E1 rebate

Restriction and rebate fields establish metadata links, not displayed prices, rounding, stacking, or live
forge availability. Those remain open unless the official manual supplies the exact result.

Nidavangr hero boundary

T T

3881 Seithmathr Bear E2 N3 H1 assignment only; timing unresolved
3883 Seithmathr Wolf W2 D3 N2 H1 assignment only; timing unresolved
3885 Seithmathr Crow A2 S3 D4 H1 assignment only; timing unresolved

Heroes are contingent capacity. None belongs in an opening, research, or path plan that must work
every game.

Nidavangr army identities

Sacred roster: Nidbathed.

Flying roster: no flying troop identified in the reconciled recruit rows.

Aquatic or amphibious roster: no aquatic or amphibious troop identified in the reconciled recruit rows.
Core identity: Dwarven smiths, skinshifters, and terrain-linked recruitment.

These labels help assemble testable packages; they do not establish the best formation, script, bless,
target, or casualty rate.

Nidavangr opening and expansion controls

1 Identify whether gold, resources, recruitment points, commander points, corpses, population, slaves,
or a special national mechanism limits the first queue.

Separate ordinary, regional, coastal, and site-linked recruitment before planning reinforcement.

Use mundane leadership where it preserves a valuable mage-turn.

Label random mages immediately and keep rare paths out of guaranteed schedules.

Add scouts and retreat routes before extending beyond reliable information.

Record expansion results rather than publishing an untested party size.

o u b WN

Nidavangr fort and recruitment doctrine

Additional forts are valuable when they reproduce the commander or troop required by the next job.
Regional and coastal recruitment must be evaluated where it exists rather than averaged into a
fictional universal roster. Capital or site-linked units need a replacement ledger because their
opportunity cost competes with every other capital-limited purchase.

For Nidavangr, the most likely planning failure is expensive specialists, transformation behaviour, and
regional access. The remedy is a visible queue showing location, bottleneck, expected role, and
replacement time.
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Nidavangr research response tree

Fixed-path branch: begin with spells the repeatable mage roster can cast without a random, booster,
hero, or Pretender.

Random-path branch: open only after the qualifying mage is recruited and labelled.

National-spell branch: verify the exact research level, caster, cost, target, and free mage-turn from the
spell table.

Construction branch: compare each forge turn against research, searching, ritual work, and army
support; item metadata alone does not prove a discount.

Summon or reanimation branch: account for gems, corpses, slaves, laboratory access, leadership, and
unresolved arrival behaviour.

Nidavangr magic-access ladder

The fixed-path ceiling is Air 1, Water 2, Earth 1, Astral 2, Death 2, Nature 2, Holy 1. Access above that
line needs a named bridge: booster, empowerment, communion or chorus where legal, summoned
mage, hero, Pretender, or another directly verified source. Two partial paths on different commanders
cannot be combined to cast one spell.

Nidavangr battlefield packages

Line and support package

Use the most replaceable suitable troops as frontage, place commanders according to actual
leadership, and protect mages whose turns are needed for research or rituals. Armour, morale,
fatigue, size, formation width, and the opponent decide whether the line survives.

Elite or sacred package

Use sacred or elite troops only when their recruitment location, bless, priest coverage, and
replacement rate justify the commitment. Capital scarcity is a strategic cost even when the unit
performs well.

Mobility or habitat package

Flying, stealthy, sailing, aquatic, amphibious, cave, forest, or wasteland tools must be checked against
legal movement, supply, retreat, and reinforcement. A trait is not permission to ignore geography.

Mage package

Script from paths actually present on the recruited commanders. Keep gem use, fatigue, friendly fire,
magic resistance, battlefield size, and enemy resistances visible; no generic script is treated as
verified performance.

Nidavangr Pretender families

What it can solve What it cannot conceal

Missing-path bridge Opens a named booster, ritual, or battlefield Research, gems, laboratories, and mage-turns
threshold remain required
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What it can solve What it cannot conceal

Economy and infrastructure Funds forts, laboratories, temples, Gold does not create local resources, gems,
commanders, and replacements corpses, slaves, or commander points
Sacred support Improves a verified sacred package Recruitment limits, priest coverage, and

counters remain

Awake expansion body Reduces pressure on the starting roster Performance depends on settings, map,
chassis, scales, script, and opponents

Resistance package Covers a documented roster weakness One resistance is not universal defence

Nidavangr matchup and failure matrix

Massed light units Replaceable width, area effects, morale Spending every scarce elite turn on basic
pressure, and reserves frontage

Heavy armour Higher damage, armour-piercing or negating  Assuming ordinary weapons solve protection
magic, fatigue, and buffs unaided

Accurate missiles Screens, protection, spacing, speed, and Exposing commanders or fragile elites
disruption without guards

Elemental resistance Shift damage type and use physical or Building the complete research plan around
fatigue pressure one element

Fast raiders or flyers Scouts, local leadership, layered defence, Concentrating every commander in one
and mobile reserves army

Large targets Concentrated attacks, debuffs, control, and Treating trampling or low-damage swarms as
size-aware counters universal

Underwater or land transition Verified amphibious access, coastal staging, Assuming a habitat transition works because
summons, or allies a related unit can cross

Nidavangr monthly audit

Which recruitment layer supplies each current army and mage role?

What is the active bottleneck at every fort?

Are random mages labelled and excluded from guaranteed schedules until present?
Does each research target have a legal caster and treasury?

Are capital, coastal, regional, freespawn, and ordinary replacements tracked separately?
Are scouts, laboratories, temples, leadership, supply, and retreat routes keeping pace?
Are heroes excluded from plans that must work every game?

Have uncertain mechanics remained marked as uncertain?

Nidavangr unresolved evidence boundary

The dossier does not claim exact expansion counts, formation performance, script outcomes,
random-path display, freespawn or reanimation composition, special-dominion timing, transformation
or mount resolution, summon arrival state, item-price stacking, hero timing, stealth detection, sailing
routes, underwater transition, event outcomes, or battlefield casualty ranges. Nation-specific
mechanics implied by names or summaries remain qualitative unless an explicit source field settles
them. R-047, R-058, and every comparable engine-dependent investigation remain parked.
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Nidavangr source note

Dominions 6 Manual, revision 2: nation summary, visible roster, recruitment markings, national rules,
and spell descriptions.

Official Dominions patch history through 6.37: current executable chronology; generic 6.37 statistic
fixes are not assigned to unnamed objects.

Dominions 6 Data Inspector commit cfac4311bc0b58053b8dead7bffbcO36badbd5dc: nation ID, membership
rows, unit fields, random masks, sites, spell restrictions, item links, and hero assignments.

Strategy sections are bounded doctrine derived from verified capacity. They are not runtime test
results.

Part XLVII: Middle Age Ys, Morgen
Queens

Ys one-page command brief

Middle Age Ys converts amphibious Morgen nobility, sacred knights, and coastal mobility into
expansion, research, and strategic pressure. The pinned roster resolves 10 commander identities and
9 troop identities across ordinary, regional, coastal, and site-linked recruitment, plus 2 active
nation-restricted spell records. Its chief planning risks are land-sea transitions, glamour interactions,
and elite replacement.

The safe operating plan is to keep recruitment geography visible, buy commanders for named jobs,
label every random mage, connect research to casters already owned, and preserve a replacement
route before committing elite or capital-limited troops. Exact expansion parties, scripts, formations,
spell targets, freespawn composition, transformation results, and combat outcomes remain open
unless a source below states them directly.

Ys evidence and ruleset

This dossier covers unmodded Middle Age Ys on the Dominions 6.37 executable baseline.
Player-facing rules are governed by the revision-2 official manual and official patches through 9
September 2026. Nation ID 85, roster memberships, unit fields, random masks, sites, spell
restrictions, item links, and hero assignments are cross-checked against the pinned Inspector 6.35
commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc.

The structured snapshot is not relabelled as live 6.37 data. The 6.37 patch's unspecified statistic
corrections are not assigned to any Ys object without a named official record. No runtime test, replay,
save, or new test asset was used.

Ys conversion chain

verified recruitment and national assets

-> provinces, forts, laboratories, temples, scouts, and replacement routes
-> labelled fixed and random path access

-> research, searching, forging, rituals, and battlefield support

-> surviving armies, sieges, claims, raids, and strategic depth
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Ys recruitment geography

Recruitment layer Evidence boundary

Ordinary forts Direct pinned membership rows

Regional or coastal 3 3 Non-fort and coast membership rows; exact terrain availability
remains source-dependent

Site-linked 3 1 Explicit site recruit fields; capital grouping follows the
nation-site association

Empty ordinary rows do not prove that a nation lacks forces. Freespawn, reanimation, events,
summoning, dominion effects, and special recruitment remain separate mechanisms.

Ys commander roster

2912 Ysian Scout none

2913 Ysian Commander none 75
2914 Ysian Druid W1 E1 H1; random: 100% x1 mask 11776 link 1 10
2931 Knight Commander of Ys none 100
2900 Kernou Chieftain none 75
2928 Swanherd none 50
2901 Kernou Druid E1 S1 H1; random: 100% x1 mask 11776 link 1 10
2917 Morgen Champion W1 G1 H1 100
2919 Morgen Princess W1 G2 H2 150
2921 Morgen Sorceress W2 E1 G3 H2; random: 100% x1 mask 18048 link 1; 10% x1 50

mask 18048 link 1

Ys troop roster

2907 Ysian Militia amphibious

2908 Ysian Spearman 14 2 10 amphibious

2923 Ysian Infantry 14 2 10 amphibious

2909 Ysian Man at Arms 15 2 11 amphibious

2910 Knight of Ys 16 2 13 amphibious

2897 Kernou Warrior 10 0 10 ordinary body
2898 Kernou Noble Warrior 12 0 11 ordinary body
2899 Kernou Cavalry 12 0 11 ordinary body
2915 Morvarc'h Knight 14 0 14 sacred, amphibious
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Ys mage and priest portfolio

2914 Ysian Druid W1 E1 H1; random: 100% x1 mask 11776 link 1

2901 Kernou Druid E1 S1 H1; random: 100% x1 mask 11776 link 1 10

2917 Morgen Champion W1 G1 H1 100

2919 Morgen Princess W1 G2 H2 150

2921 Morgen Sorceress W2 E1 G3 H2; random: 100% x1 mask 18048 link 1; 10% x1 mask 50
18048 link 1

The highest fixed recruitable paths resolved in these rows are Water 2, Earth 1, Astral 1, Glamour 3,
Holy 2. Random masks are printed as raw pinned fields because mask interpretation, linked-roll
behaviour, and live display should not be guessed. A rare result is an opportunity after recruitment,
never a guaranteed research or ritual schedule.

Ys capital and national sites

Ker-Ys W1, E2, G2 Morgen Champion, Morgen Princess, Morgen Sorceress, Morvarc'h
Knight

Site rows prove only their explicit fields. Hidden effects, event behaviour, recruitment timing,
ownership transitions, and live interface grouping remain unresolved.

Ys national spell map

Herd of Morvarc'h Conjuration 4 G2 w1l

1294 Geas Thaumaturgy 3 G2 0

Research does not create the caster, gems, slaves, corpses, laboratory, target, or free mage-turn.
Every national spell remains a gated project: research, access, treasury, legal target, and opportunity
cost must all be present.

Ys national item boundary

No nation restriction or rebate link appears in the pinned item rows. This does not establish live forge
pricing or exclude undocumented behaviour.

Restriction and rebate fields establish metadata links, not displayed prices, rounding, stacking, or live
forge availability. Those remain open unless the official manual supplies the exact result.

Ys hero boundary
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_ Hero record m Boundary

2924 Queen of the North F3 W2 E2 G3 H2 assignment only; timing unresolved

2926 Morgen Queen F1 W3 E2 G4 H2 assignment only; timing unresolved

Heroes are contingent capacity. None belongs in an opening, research, or path plan that must work
every game.

Ys army identities

Sacred roster: Morvarc'h Knight.

Flying roster: no flying troop identified in the reconciled recruit rows.

Aquatic or amphibious roster: Ysian Militia, Ysian Spearman, Ysian Infantry, Ysian Man at Arms, Knight
of Ys, Morvarc'h Knight.

Core identity: amphibious Morgen nobility, sacred knights, and coastal mobility.

These labels help assemble testable packages; they do not establish the best formation, script, bless,
target, or casualty rate.

Ys opening and expansion controls

1 Identify whether gold, resources, recruitment points, commander points, corpses, population, slaves,
or a special national mechanism limits the first queue.

Separate ordinary, regional, coastal, and site-linked recruitment before planning reinforcement.

Use mundane leadership where it preserves a valuable mage-turn.

Label random mages immediately and keep rare paths out of guaranteed schedules.

Add scouts and retreat routes before extending beyond reliable information.

Record expansion results rather than publishing an untested party size.

o U hWN

Ys fort and recruitment doctrine

Additional forts are valuable when they reproduce the commander or troop required by the next job.
Regional and coastal recruitment must be evaluated where it exists rather than averaged into a
fictional universal roster. Capital or site-linked units need a replacement ledger because their
opportunity cost competes with every other capital-limited purchase.

For Ys, the most likely planning failure is land-sea transitions, glamour interactions, and elite
replacement. The remedy is a visible queue showing location, bottleneck, expected role, and
replacement time.

Ys research response tree

Fixed-path branch: begin with spells the repeatable mage roster can cast without a random, booster,
hero, or Pretender.

Random-path branch: open only after the qualifying mage is recruited and labelled.

National-spell branch: verify the exact research level, caster, cost, target, and free mage-turn from the
spell table.

Construction branch: compare each forge turn against research, searching, ritual work, and army
support; item metadata alone does not prove a discount.

Summon or reanimation branch: account for gems, corpses, slaves, laboratory access, leadership, and
unresolved arrival behaviour.
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Ys magic-access ladder

The fixed-path ceiling is Water 2, Earth 1, Astral 1, Glamour 3, Holy 2. Access above that line needs a
named bridge: booster, empowerment, communion or chorus where legal, summoned mage, hero,
Pretender, or another directly verified source. Two partial paths on different commanders cannot be
combined to cast one spell.

Ys battlefield packages

Line and support package

Use the most replaceable suitable troops as frontage, place commanders according to actual
leadership, and protect mages whose turns are needed for research or rituals. Armour, morale,
fatigue, size, formation width, and the opponent decide whether the line survives.

Elite or sacred package

Use sacred or elite troops only when their recruitment location, bless, priest coverage, and
replacement rate justify the commitment. Capital scarcity is a strategic cost even when the unit
performs well.

Mobility or habitat package

Flying, stealthy, sailing, aquatic, amphibious, cave, forest, or wasteland tools must be checked against
legal movement, supply, retreat, and reinforcement. A trait is not permission to ignore geography.

Mage package

Script from paths actually present on the recruited commanders. Keep gem use, fatigue, friendly fire,
magic resistance, battlefield size, and enemy resistances visible; no generic script is treated as
verified performance.

Ys Pretender families

What it can solve What it cannot conceal

Missing-path bridge Opens a named booster, ritual, or battlefield Research, gems, laboratories, and mage-turns
threshold remain required

Economy and infrastructure Funds forts, laboratories, temples, Gold does not create local resources, gems,
commanders, and replacements corpses, slaves, or commander points

Sacred support Improves a verified sacred package Recruitment limits, priest coverage, and

counters remain

Awake expansion body Reduces pressure on the starting roster Performance depends on settings, map,
chassis, scales, script, and opponents

Resistance package Covers a documented roster weakness One resistance is not universal defence

Ys matchup and failure matrix
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Massed light units Replaceable width, area effects, morale Spending every scarce elite turn on basic
pressure, and reserves frontage

Heavy armour Higher damage, armour-piercing or negating  Assuming ordinary weapons solve protection
magic, fatigue, and buffs unaided

Accurate missiles Screens, protection, spacing, speed, and Exposing commanders or fragile elites
disruption without guards

Elemental resistance Shift damage type and use physical or Building the complete research plan around
fatigue pressure one element

Fast raiders or flyers Scouts, local leadership, layered defence, Concentrating every commander in one
and mobile reserves army

Large targets Concentrated attacks, debuffs, control, and Treating trampling or low-damage swarms as
size-aware counters universal

Underwater or land transition Verified amphibious access, coastal staging, Assuming a habitat transition works because
summons, or allies a related unit can cross

Ys monthly audit

Which recruitment layer supplies each current army and mage role?

What is the active bottleneck at every fort?

Are random mages labelled and excluded from guaranteed schedules until present?
Does each research target have a legal caster and treasury?

Are capital, coastal, regional, freespawn, and ordinary replacements tracked separately?
Are scouts, laboratories, temples, leadership, supply, and retreat routes keeping pace?
Are heroes excluded from plans that must work every game?

Have uncertain mechanics remained marked as uncertain?

Ys unresolved evidence boundary

The dossier does not claim exact expansion counts, formation performance, script outcomes,
random-path display, freespawn or reanimation composition, special-dominion timing, transformation
or mount resolution, summon arrival state, item-price stacking, hero timing, stealth detection, sailing
routes, underwater transition, event outcomes, or battlefield casualty ranges. Nation-specific
mechanics implied by names or summaries remain qualitative unless an explicit source field settles
them. R-047, R-058, and every comparable engine-dependent investigation remain parked.

Ys source note

Dominions 6 Manual, revision 2: nation summary, visible roster, recruitment markings, national rules,
and spell descriptions.

Official Dominions patch history through 6.37: current executable chronology; generic 6.37 statistic
fixes are not assigned to unnamed objects.

Dominions 6 Data Inspector commit cfac4311bc®b58053b8dead7bffbcO36badbd5dc: nation ID, membership
rows, unit fields, random masks, sites, spell restrictions, item links, and hero assignments.

Strategy sections are bounded doctrine derived from verified capacity. They are not runtime test
results.
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Part XLVIII: Middle Age Pelagia, Triton
Kings

Pelagia one-page command brief

Middle Age Pelagia converts deep-water recruitment, Triton armies, and Water-Astral magic into
expansion, research, and strategic pressure. The pinned roster resolves 16 commander identities and
10 troop identities across ordinary, regional, coastal, and site-linked recruitment, plus 2 active
nation-restricted spell records. Its chief planning risks are aquatic geography, land projection, and
commander coverage.

The safe operating plan is to keep recruitment geography visible, buy commanders for named jobs,
label every random mage, connect research to casters already owned, and preserve a replacement
route before committing elite or capital-limited troops. Exact expansion parties, scripts, formations,
spell targets, freespawn composition, transformation results, and combat outcomes remain open
unless a source below states them directly.

Pelagia evidence and ruleset

This dossier covers unmodded Middle Age Pelagia on the Dominions 6.37 executable baseline.
Player-facing rules are governed by the revision-2 official manual and official patches through 9
September 2026. Nation ID 86, roster memberships, unit fields, random masks, sites, spell
restrictions, item links, and hero assignments are cross-checked against the pinned Inspector 6.35
commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc.

The structured snapshot is not relabelled as live 6.37 data. The 6.37 patch's unspecified statistic
corrections are not assigned to any Pelagia object without a named official record. No runtime test,
replay, save, or new test asset was used.

Pelagia conversion chain

verified recruitment and national assets

-> provinces, forts, laboratories, temples, scouts, and replacement routes
-> labelled fixed and random path access

-> research, searching, forging, rituals, and battlefield support

-> surviving armies, sieges, claims, raids, and strategic depth

Pelagia recruitment geography

Recruitment layer Evidence boundary

Ordinary forts Direct pinned membership rows

Regional or coastal 3 2 Non-fort and coast membership rows; exact terrain availability
remains source-dependent

Site-linked 3 2 Explicit site recruit fields; capital grouping follows the
nation-site association
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Empty ordinary rows do not prove that a nation lacks forces. Freespawn, reanimation, events,
summoning, dominion effects, and special recruitment remain separate mechanisms.

Pelagia commander roster

1050

1052

1069

2421

1696

1415

2823

1418

1417

2422

2423

2825

2867

1061

1088

2865

Pelagia troop roster

Merman Scout
Wave Lord
Pelagian Captain
Amber Clan Noble
Merman Priest
Pelagian Mermage
Pelagian Mystic
Amber Clan Priest
Amber Clan Mage
Pearl Clan Priest

Pearl Mage

Merman Commander

Daduchos
Triton Prince

Triton King

Conqueror of the Closed Realm

none

none 75
none 75
none 100
H1 10
W1; random: 100% x1 mask 9984 link 1 10
Al W1 E1; random: 100% x1 mask 3840 link 1 10
H1 50
F1 W2; random: 100% x1 mask 9728 link 1 50
H2 50
W2 S1; random: 100% x1 mask 11008 link 1 10
none 75
F1; random: 100% x1 mask 3840 link 1 10
none 150
W4; random: 100% x2 mask 10496 link 1; 10% x1 100

mask 11008 link 1

H1; random: 100% x1 mask 3328 link 1 100

S N 2

1046

1048

1056

1057

2416

1419

2821

2869

1059

2863
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Merman

Wave Warrior
Pelagian Militia
Pelagian Soldier
Coral Clan Hoplite
Amber Clan Guard

Merman Hoplite

Apostate of the Closed Realm

Knight of the Deeps

Champion of the Closed Realm

amphibious
10 1 12 amphibious
12 1 9 aquatic
15 1 11 aquatic
16 1 12 aquatic
16 1 13 aquatic
10 1 11 amphibious
13 1 13 amphibious
16 1 14 sacred, aquatic

13 1 13 sacred, amphibious
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Pelagia mage and priest portfolio

1696 Merman Priest

1415 Pelagian Mermage W1; random: 100% x1 mask 9984 link 1 10
2823 Pelagian Mystic Al W1 E1; random: 100% x1 mask 3840 link 1 10
1418 Amber Clan Priest H1 50
1417 Amber Clan Mage F1 W2; random: 100% x1 mask 9728 link 1 50
2422 Pearl Clan Priest H2 50
2423 Pearl Mage W2 S1; random: 100% x1 mask 11008 link 1 10
2867 Daduchos F1; random: 100% x1 mask 3840 link 1 10
1088 Triton King W4; random: 100% x2 mask 10496 link 1; 10% x1 100

mask 11008 link 1
2865 Conqueror of the Closed Realm H1; random: 100% x1 mask 3328 link 1 100

The highest fixed recruitable paths resolved in these rows are Fire 1, Air 1, Water 4, Earth 1, Astral 1,
Holy 2. Random masks are printed as raw pinned fields because mask interpretation, linked-roll
behaviour, and live display should not be guessed. A rare result is an opportunity after recruitment,
never a guaranteed research or ritual schedule.

Pelagia capital and national sites

Palace of Pearls W4, N1 Triton Prince, Triton King, Conqueror of the Closed Realm,
Knight of the Deeps, Champion of the Closed Realm

Site rows prove only their explicit fields. Hidden effects, event behaviour, recruitment timing,
ownership transitions, and live interface grouping remain unresolved.

Pelagia national spell map

Summon Hekateride Conjuration 5 N3 W1

368 Summon Daktyl Conjuration 6 E3 Al 30
Research does not create the caster, gems, slaves, corpses, laboratory, target, or free mage-turn.

Every national spell remains a gated project: research, access, treasury, legal target, and opportunity
cost must all be present.

Pelagia national item boundary

S S N

Clam of Pearls W1 N1 rebate
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Restriction and rebate fields establish metadata links, not displayed prices, rounding, stacking, or live
forge availability. Those remain open unless the official manual supplies the exact result.

Pelagia hero boundary

No fixed hero-slot identity was resolved from attributes 139-149. Hero arrival and timing remain
unscheduled.

Heroes are contingent capacity. None belongs in an opening, research, or path plan that must work
every game.

Pelagia army identities

Sacred roster: Knight of the Deeps, Champion of the Closed Realm.

Flying roster: no flying troop identified in the reconciled recruit rows.

Aquatic or amphibious roster: Merman, Wave Warrior, Pelagian Militia, Pelagian Soldier, Coral Clan
Hoplite, Amber Clan Guard, Merman Hoplite, Apostate of the Closed Realm, Knight of the Deeps,
Champion of the Closed Realm.

Core identity: deep-water recruitment, Triton armies, and Water-Astral magic.

These labels help assemble testable packages; they do not establish the best formation, script, bless,
target, or casualty rate.

Pelagia opening and expansion controls

1 Identify whether gold, resources, recruitment points, commander points, corpses, population, slaves,
or a special national mechanism limits the first queue.

Separate ordinary, regional, coastal, and site-linked recruitment before planning reinforcement.

Use mundane leadership where it preserves a valuable mage-turn.

Label random mages immediately and keep rare paths out of guaranteed schedules.

Add scouts and retreat routes before extending beyond reliable information.

Record expansion results rather than publishing an untested party size.

S U A WN

Pelagia fort and recruitment doctrine

Additional forts are valuable when they reproduce the commander or troop required by the next job.
Regional and coastal recruitment must be evaluated where it exists rather than averaged into a
fictional universal roster. Capital or site-linked units need a replacement ledger because their
opportunity cost competes with every other capital-limited purchase.

For Pelagia, the most likely planning failure is aquatic geography, land projection, and commander
coverage. The remedy is a visible queue showing location, bottleneck, expected role, and replacement
time.

Pelagia research response tree

Fixed-path branch: begin with spells the repeatable mage roster can cast without a random, booster,
hero, or Pretender.

Random-path branch: open only after the qualifying mage is recruited and labelled.

National-spell branch: verify the exact research level, caster, cost, target, and free mage-turn from the
spell table.
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Construction branch: compare each forge turn against research, searching, ritual work, and army
support; item metadata alone does not prove a discount.

Summon or reanimation branch: account for gems, corpses, slaves, laboratory access, leadership, and
unresolved arrival behaviour.

Pelagia magic-access ladder

The fixed-path ceiling is Fire 1, Air 1, Water 4, Earth 1, Astral 1, Holy 2. Access above that line needs a
named bridge: booster, empowerment, communion or chorus where legal, summoned mage, hero,
Pretender, or another directly verified source. Two partial paths on different commanders cannot be
combined to cast one spell.

Pelagia battlefield packages

Line and support package

Use the most replaceable suitable troops as frontage, place commanders according to actual
leadership, and protect mages whose turns are needed for research or rituals. Armour, morale,
fatigue, size, formation width, and the opponent decide whether the line survives.

Elite or sacred package

Use sacred or elite troops only when their recruitment location, bless, priest coverage, and
replacement rate justify the commitment. Capital scarcity is a strategic cost even when the unit
performs well.

Mobility or habitat package

Flying, stealthy, sailing, aquatic, amphibious, cave, forest, or wasteland tools must be checked against
legal movement, supply, retreat, and reinforcement. A trait is not permission to ignore geography.

Mage package

Script from paths actually present on the recruited commanders. Keep gem use, fatigue, friendly fire,
magic resistance, battlefield size, and enemy resistances visible; no generic script is treated as
verified performance.

Pelagia Pretender families

What it can solve What it cannot conceal

Missing-path bridge Opens a named booster, ritual, or battlefield Research, gems, laboratories, and mage-turns
threshold remain required

Economy and infrastructure Funds forts, laboratories, temples, Gold does not create local resources, gems,
commanders, and replacements corpses, slaves, or commander points

Sacred support Improves a verified sacred package Recruitment limits, priest coverage, and

counters remain

Awake expansion body Reduces pressure on the starting roster Performance depends on settings, map,
chassis, scales, script, and opponents

Resistance package Covers a documented roster weakness One resistance is not universal defence

TheHoboKingdom | Published - 14 September 2026 Page 129



DOMINIONS 6 NATION DOSSIER CAELUM | EDITION 30

Pelagia matchup and failure matrix

Massed light units Replaceable width, area effects, morale Spending every scarce elite turn on basic
pressure, and reserves frontage

Heavy armour Higher damage, armour-piercing or negating  Assuming ordinary weapons solve protection
magic, fatigue, and buffs unaided

Accurate missiles Screens, protection, spacing, speed, and Exposing commanders or fragile elites
disruption without guards

Elemental resistance Shift damage type and use physical or Building the complete research plan around
fatigue pressure one element

Fast raiders or flyers Scouts, local leadership, layered defence, Concentrating every commander in one
and mobile reserves army

Large targets Concentrated attacks, debuffs, control, and Treating trampling or low-damage swarms as
size-aware counters universal

Underwater or land transition Verified amphibious access, coastal staging, Assuming a habitat transition works because
summons, or allies a related unit can cross

Pelagia monthly audit

Which recruitment layer supplies each current army and mage role?

What is the active bottleneck at every fort?

Are random mages labelled and excluded from guaranteed schedules until present?
Does each research target have a legal caster and treasury?

Are capital, coastal, regional, freespawn, and ordinary replacements tracked separately?
Are scouts, laboratories, temples, leadership, supply, and retreat routes keeping pace?
Are heroes excluded from plans that must work every game?

Have uncertain mechanics remained marked as uncertain?

Pelagia unresolved evidence boundary

The dossier does not claim exact expansion counts, formation performance, script outcomes,
random-path display, freespawn or reanimation composition, special-dominion timing, transformation
or mount resolution, summon arrival state, item-price stacking, hero timing, stealth detection, sailing
routes, underwater transition, event outcomes, or battlefield casualty ranges. Nation-specific
mechanics implied by names or summaries remain qualitative unless an explicit source field settles
them. R-047, R-058, and every comparable engine-dependent investigation remain parked.

Pelagia source note

Dominions 6 Manual, revision 2: nation summary, visible roster, recruitment markings, national rules,
and spell descriptions.

Official Dominions patch history through 6.37: current executable chronology; generic 6.37 statistic
fixes are not assigned to unnamed objects.

Dominions 6 Data Inspector commit cfac4311bc0b58053b8dead7bffbcO36badbd5dc: nation ID, membership
rows, unit fields, random masks, sites, spell restrictions, item links, and hero assignments.

Strategy sections are bounded doctrine derived from verified capacity. They are not runtime test
results.
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Part XLIX: Middle Age Oceania,
Mermidons

Oceania one-page command brief

Middle Age Oceania converts aquatic armies, Capricorns, and Water-Nature magic into expansion,
research, and strategic pressure. The pinned roster resolves 8 commander identities and 12 troop
identities across ordinary, regional, coastal, and site-linked recruitment, plus 1 active nation-restricted
spell records. Its chief planning risks are sea expansion variance, land access, and mixed habitat
limits.

The safe operating plan is to keep recruitment geography visible, buy commanders for named jobs,
label every random mage, connect research to casters already owned, and preserve a replacement
route before committing elite or capital-limited troops. Exact expansion parties, scripts, formations,
spell targets, freespawn composition, transformation results, and combat outcomes remain open
unless a source below states them directly.

Oceania evidence and ruleset

This dossier covers unmodded Middle Age Oceania on the Dominions 6.37 executable baseline.
Player-facing rules are governed by the revision-2 official manual and official patches through 9
September 2026. Nation ID 87, roster memberships, unit fields, random masks, sites, spell
restrictions, item links, and hero assignments are cross-checked against the pinned Inspector 6.35
commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc.

The structured snapshot is not relabelled as live 6.37 data. The 6.37 patch's unspecified statistic
corrections are not assigned to any Oceania object without a named official record. No runtime test,
replay, save, or new test asset was used.

Oceania conversion chain

verified recruitment and national assets

-> provinces, forts, laboratories, temples, scouts, and replacement routes
-> labelled fixed and random path access

-> research, searching, forging, rituals, and battlefield support

-> surviving armies, sieges, claims, raids, and strategic depth

Oceania recruitment geography

Recruitment layer Evidence boundary

Ordinary forts Direct pinned membership rows

Regional or coastal 3 2 Non-fort and coast membership rows; exact terrain availability
remains source-dependent

Site-linked 1 1 Explicit site recruit fields; capital grouping follows the
nation-site association
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Empty ordinary rows do not prove that a nation lacks forces. Freespawn, reanimation, events,
summoning, dominion effects, and special recruitment remain separate mechanisms.

Oceania commander roster

2370

2372

2410

2392

1054

2861

1038

2399

Oceania troop roster

Ichtysatyr Scout
Ichtysatyr Commander
Ichtycentaur Commander
Aphroi Hierophant

Siren

Haliade

Capricorn

Aphroi Lord

none
none 50
none 100
H1; random: 100% x1 mask 8704 link 1 50
Al W2 G2 0
W2 N2 H2; random: 100% x1 mask 9984 link 1; 10% x1 100

mask 9984 link 1

W2 E1 N4; random: 100% x1 mask 1792 link 1; 10% x1 mask 100

9984 link 1

none

100

N N

2404

2406

2408

1043

1045

2412

2414

1408

1410

2376

2378

2401

Oceania mage and priest portfolio

Ichtysatyr
Ichtysatyr
Ichtysatyr Soldier
Ichtysatyr Soldier
Mermidon
Ichtytaur
Ichtytaur Warrior
Ichtycentaur
Ichtycentaur Cataphract
Ichtysatyr
Ichtysatyr Warrior

Aphroi

12 2
12 2
12 2
14 2
30 4
30 4
20 4
22 4
12 2
12 2
24 4

11

12

12

12

14

14

amphibious, stealthy
amphibious, stealthy
amphibious
amphibious
amphibious
amphibious
amphibious
amphibious
amphibious
amphibious, stealthy
amphibious

sacred, amphibious

H1; random: 100% x1 mask 8704 link 1

2392

1054

2861

1038
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Aphroi Hierophant
Siren

Haliade

Capricorn

Al W2 G2 0
W2 N2 H2; random: 100% x1 mask 9984 link 1; 10% x1 mask 100
9984 link 1

W2 E1 N4; random: 100% x1 mask 1792 link 1; 10% x1 mask 100
9984 link 1
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The highest fixed recruitable paths resolved in these rows are Air 1, Water 2, Earth 1, Nature 4,
Glamour 2, Holy 2. Random masks are printed as raw pinned fields because mask interpretation,
linked-roll behaviour, and live display should not be guessed. A rare result is an opportunity after
recruitment, never a guaranteed research or ritual schedule.

Oceania capital and national sites

The Grove of Aphros W1, N3, G1 Aphroi Lord, Aphroi

Site rows prove only their explicit fields. Hidden effects, event behaviour, recruitment timing,
ownership transitions, and live interface grouping remain unresolved.

Oceania national spell map

Grow Fortress Alteration 0

Research does not create the caster, gems, slaves, corpses, laboratory, target, or free mage-turn.
Every national spell remains a gated project: research, access, treasury, legal target, and opportunity
cost must all be present.

Oceania national item boundary

No nation restriction or rebate link appears in the pinned item rows. This does not establish live forge
pricing or exclude undocumented behaviour.

Restriction and rebate fields establish metadata links, not displayed prices, rounding, stacking, or live
forge availability. Those remain open unless the official manual supplies the exact result.

Oceania hero boundary

No fixed hero-slot identity was resolved from attributes 139-149. Hero arrival and timing remain
unscheduled.

Heroes are contingent capacity. None belongs in an opening, research, or path plan that must work
every game.

Oceania army identities

Sacred roster: Aphroi.

Flying roster: no flying troop identified in the reconciled recruit rows.

Aquatic or amphibious roster: Ichtysatyr, Ichtysatyr, Ichtysatyr Soldier, Ichtysatyr Soldier, Mermidon,
Ichtytaur, Ichtytaur Warrior, Ichtycentaur, Ichtycentaur Cataphract, Ichtysatyr, Ichtysatyr Warrior,
Aphroi.

Core identity: aquatic armies, Capricorns, and Water-Nature magic.
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1

o u hWN

These labels help assemble testable packages; they do not establish the best formation, script, bless,
target, or casualty rate.

Oceania opening and expansion controls

Identify whether gold, resources, recruitment points, commander points, corpses, population, slaves,
or a special national mechanism limits the first queue.

Separate ordinary, regional, coastal, and site-linked recruitment before planning reinforcement.

Use mundane leadership where it preserves a valuable mage-turn.

Label random mages immediately and keep rare paths out of guaranteed schedules.

Add scouts and retreat routes before extending beyond reliable information.

Record expansion results rather than publishing an untested party size.

Oceania fort and recruitment doctrine

Additional forts are valuable when they reproduce the commander or troop required by the next job.
Regional and coastal recruitment must be evaluated where it exists rather than averaged into a
fictional universal roster. Capital or site-linked units need a replacement ledger because their
opportunity cost competes with every other capital-limited purchase.

For Oceania, the most likely planning failure is sea expansion variance, land access, and mixed
habitat limits. The remedy is a visible queue showing location, bottleneck, expected role, and
replacement time.

Oceania research response tree

Fixed-path branch: begin with spells the repeatable mage roster can cast without a random, booster,
hero, or Pretender.

Random-path branch: open only after the qualifying mage is recruited and labelled.

National-spell branch: verify the exact research level, caster, cost, target, and free mage-turn from the
spell table.

Construction branch: compare each forge turn against research, searching, ritual work, and army
support; item metadata alone does not prove a discount.

Summon or reanimation branch: account for gems, corpses, slaves, laboratory access, leadership, and
unresolved arrival behaviour.

Oceania magic-access ladder

The fixed-path ceiling is Air 1, Water 2, Earth 1, Nature 4, Glamour 2, Holy 2. Access above that line
needs a named bridge: booster, empowerment, communion or chorus where legal, summoned mage,
hero, Pretender, or another directly verified source. Two partial paths on different commanders cannot
be combined to cast one spell.

Oceania battlefield packages
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Line and support package

Use the most replaceable suitable troops as frontage, place commanders according to actual
leadership, and protect mages whose turns are needed for research or rituals. Armour, morale,
fatigue, size, formation width, and the opponent decide whether the line survives.

Elite or sacred package

Use sacred or elite troops only when their recruitment location, bless, priest coverage, and
replacement rate justify the commitment. Capital scarcity is a strategic cost even when the unit
performs well.

Mobility or habitat package

Flying, stealthy, sailing, aquatic, amphibious, cave, forest, or wasteland tools must be checked against
legal movement, supply, retreat, and reinforcement. A trait is not permission to ignore geography.

Mage package

Script from paths actually present on the recruited commanders. Keep gem use, fatigue, friendly fire,
magic resistance, battlefield size, and enemy resistances visible; no generic script is treated as
verified performance.

Oceania Pretender families

What it can solve What it cannot conceal

Missing-path bridge Opens a named booster, ritual, or battlefield Research, gems, laboratories, and mage-turns
threshold remain required

Economy and infrastructure Funds forts, laboratories, temples, Gold does not create local resources, gems,
commanders, and replacements corpses, slaves, or commander points

Sacred support Improves a verified sacred package Recruitment limits, priest coverage, and

counters remain

Awake expansion body Reduces pressure on the starting roster Performance depends on settings, map,
chassis, scales, script, and opponents

Resistance package Covers a documented roster weakness One resistance is not universal defence

Oceania matchup and failure matrix

Enemy prOblem First answer to examine _

Massed light units Replaceable width, area effects, morale Spending every scarce elite turn on basic
pressure, and reserves frontage

Heavy armour Higher damage, armour-piercing or negating  Assuming ordinary weapons solve protection
magic, fatigue, and buffs unaided

Accurate missiles Screens, protection, spacing, speed, and Exposing commanders or fragile elites
disruption without guards

Elemental resistance Shift damage type and use physical or Building the complete research plan around
fatigue pressure one element

Fast raiders or flyers Scouts, local leadership, layered defence, Concentrating every commander in one
and mobile reserves army
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Large targets Concentrated attacks, debuffs, control, and Treating trampling or low-damage swarms as
size-aware counters universal

Underwater or land transition Verified amphibious access, coastal staging, Assuming a habitat transition works because
summons, or allies a related unit can cross

Oceania monthly audit

Which recruitment layer supplies each current army and mage role?

What is the active bottleneck at every fort?

Are random mages labelled and excluded from guaranteed schedules until present?
Does each research target have a legal caster and treasury?

Are capital, coastal, regional, freespawn, and ordinary replacements tracked separately?
Are scouts, laboratories, temples, leadership, supply, and retreat routes keeping pace?
Are heroes excluded from plans that must work every game?

Have uncertain mechanics remained marked as uncertain?

Oceania unresolved evidence boundary

The dossier does not claim exact expansion counts, formation performance, script outcomes,
random-path display, freespawn or reanimation composition, special-dominion timing, transformation
or mount resolution, summon arrival state, item-price stacking, hero timing, stealth detection, sailing
routes, underwater transition, event outcomes, or battlefield casualty ranges. Nation-specific
mechanics implied by names or summaries remain qualitative unless an explicit source field settles
them. R-047, R-058, and every comparable engine-dependent investigation remain parked.

Oceania source note

Dominions 6 Manual, revision 2: nation summary, visible roster, recruitment markings, national rules,
and spell descriptions.

Official Dominions patch history through 6.37: current executable chronology; generic 6.37 statistic
fixes are not assigned to unnamed objects.

Dominions 6 Data Inspector commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc: nation ID, membership
rows, unit fields, random masks, sites, spell restrictions, item links, and hero assignments.

Strategy sections are bounded doctrine derived from verified capacity. They are not runtime test
results.

Part L: Middle Age Atlantis, Kings of
the Deep
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Atlantis one-page command brief

Middle Age Atlantis converts armoured amphibious troops and Water-Earth-Death magic into
expansion, research, and strategic pressure. The pinned roster resolves 9 commander identities and
13 troop identities across ordinary, regional, coastal, and site-linked recruitment, plus 1 active
nation-restricted spell records. Its chief planning risks are resource-heavy troops, cold-water
geography, and land transition.

The safe operating plan is to keep recruitment geography visible, buy commanders for named jobs,
label every random mage, connect research to casters already owned, and preserve a replacement
route before committing elite or capital-limited troops. Exact expansion parties, scripts, formations,
spell targets, freespawn composition, transformation results, and combat outcomes remain open
unless a source below states them directly.

Atlantis evidence and ruleset

This dossier covers unmodded Middle Age Atlantis on the Dominions 6.37 executable baseline.
Player-facing rules are governed by the revision-2 official manual and official patches through 9
September 2026. Nation ID 88, roster memberships, unit fields, random masks, sites, spell
restrictions, item links, and hero assignments are cross-checked against the pinned Inspector 6.35
commit cfac4311bcOb58053b8dead7bffbcO36badbdsdc.

The structured snapshot is not relabelled as live 6.37 data. The 6.37 patch's unspecified statistic
corrections are not assigned to any Atlantis object without a named official record. No runtime test,
replay, save, or new test asset was used.

Atlantis conversion chain

verified recruitment and national assets

-> provinces, forts, laboratories, temples, scouts, and replacement routes
-> labelled fixed and random path access

-> research, searching, forging, rituals, and battlefield support

-> surviving armies, sieges, claims, raids, and strategic depth

Atlantis recruitment geography

Recruitment layer Evidence boundary

Ordinary forts Direct pinned membership rows

Regional or coastal 3 2 Non-fort and coast membership rows; exact terrain availability
remains source-dependent

Site-linked 1 1 Explicit site recruit fields; capital grouping follows the
nation-site association

Empty ordinary rows do not prove that a nation lacks forces. Freespawn, reanimation, events,
summoning, dominion effects, and special recruitment remain separate mechanisms.

Atlantis commander roster
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Scout none
207 Shambler Chief none 75
441 Consort H1 100
112 Coral Queen H3 200
322 King of the Deep W3; random: 100% x1 mask 3712 link 2; 10% x1 mask 3712 50
link 1
3096 Mage of the Deep W2; random: 100% x1 mask 3712 link 1 10
102 Initiate of the Deep W1 10
2859 Witness of the Deep W2 S1 10
104 Deep Seer W3 S2 H1 50

Atlantis troop roster

S N

Atlantian Militia amphibious
111 Atlantian Shield Bearer 12 2 10 amphibious
107 Atlantian Light Infantry 12 2 10 amphibious
1621 Atlantian Infantry 12 2 10 amphibious
1620 Reef Warrior 13 2 12 amphibious
108 Coral Guard 14 2 13 amphibious
1622 Coral Guard 14 2 13 amphibious
206 Shambler 22 6 11 amphibious
2862 Shambler Guard 22 6 12 amphibious
208 War Shambler 23 6 13 amphibious
211 Lobster Rider 13 2 11 amphibious
2860 Soldier of the Deep 10 0 12 poor amphibian
209 Mother Guard 25 6 14 sacred, amphibious

Atlantis mage and priest portfolio

Consort
112 Coral Queen H3 200
322 King of the Deep W3; random: 100% x1 mask 3712 link 2; 10% x1 mask 3712 50
link 1
3096 Mage of the Deep W2; random: 100% x1 mask 3712 link 1 10
102 Initiate of the Deep w1 10
2859 Witness of the Deep W2 S1 10
104 Deep Seer W3 S2 H1 50
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The highest fixed recruitable paths resolved in these rows are Water 3, Astral 2, Holy 3. Random
masks are printed as raw pinned fields because mask interpretation, linked-roll behaviour, and live
display should not be guessed. A rare result is an opportunity after recruitment, never a guaranteed
research or ritual schedule.

Atlantis capital and national sites

The Coral Towers Deep Seer, Mother Guard

Site rows prove only their explicit fields. Hidden effects, event behaviour, recruitment timing,
ownership transitions, and live interface grouping remain unresolved.

Atlantis national spell map

Summon Monster Fish Conjuration 6

Research does not create the caster, gems, slaves, corpses, laboratory, target, or free mage-turn.
Every national spell remains a gated project: research, access, treasury, legal target, and opportunity
cost must all be present.

Atlantis national item boundary

S S N

Coral Blade rebate

443 Orb of Atlantis 9 W4 E1 rebate

Restriction and rebate fields establish metadata links, not displayed prices, rounding, stacking, or live
forge availability. Those remain open unless the official manual supplies the exact result.

Atlantis hero boundary

_ Hero record m Boundary

Coral Prince W1 H2 assignment only; timing unresolved

558 Seer King W4 S3 assignment only; timing unresolved

Heroes are contingent capacity. None belongs in an opening, research, or path plan that must work
every game.

Atlantis army identities

Sacred roster: Mother Guard.
Flying roster: no flying troop identified in the reconciled recruit rows.
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Aquatic or amphibious roster: Atlantian Militia, Atlantian Shield Bearer, Atlantian Light Infantry,
Atlantian Infantry, Reef Warrior, Coral Guard, Coral Guard, Shambler, Shambler Guard, War Shambler,
Lobster Rider, Soldier of the Deep, Mother Guard.

Core identity: armoured amphibious troops and Water-Earth-Death magic.

These labels help assemble testable packages; they do not establish the best formation, script, bless,
target, or casualty rate.

Atlantis opening and expansion controls

1 Identify whether gold, resources, recruitment points, commander points, corpses, population, slaves,
or a special national mechanism limits the first queue.

Separate ordinary, regional, coastal, and site-linked recruitment before planning reinforcement.

Use mundane leadership where it preserves a valuable mage-turn.

Label random mages immediately and keep rare paths out of guaranteed schedules.

Add scouts and retreat routes before extending beyond reliable information.

Record expansion results rather than publishing an untested party size.

o U hWN

Atlantis fort and recruitment doctrine

Additional forts are valuable when they reproduce the commander or troop required by the next job.
Regional and coastal recruitment must be evaluated where it exists rather than averaged into a
fictional universal roster. Capital or site-linked units need a replacement ledger because their
opportunity cost competes with every other capital-limited purchase.

For Atlantis, the most likely planning failure is resource-heavy troops, cold-water geography, and land
transition. The remedy is a visible queue showing location, bottleneck, expected role, and
replacement time.

Atlantis research response tree

Fixed-path branch: begin with spells the repeatable mage roster can cast without a random, booster,
hero, or Pretender.

Random-path branch: open only after the qualifying mage is recruited and labelled.

National-spell branch: verify the exact research level, caster, cost, target, and free mage-turn from the
spell table.

Construction branch: compare each forge turn against research, searching, ritual work, and army
support; item metadata alone does not prove a discount.

Summon or reanimation branch: account for gems, corpses, slaves, laboratory access, leadership, and
unresolved arrival behaviour.

Atlantis magic-access ladder

The fixed-path ceiling is Water 3, Astral 2, Holy 3. Access above that line needs a named bridge:
booster, empowerment, communion or chorus where legal, summoned mage, hero, Pretender, or
another directly verified source. Two partial paths on different commanders cannot be combined to
cast one spell.
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Atlantis battlefield packages

Line and support package

Use the most replaceable suitable troops as frontage, place commanders according to actual
leadership, and protect mages whose turns are needed for research or rituals. Armour, morale,
fatigue, size, formation width, and the opponent decide whether the line survives.

Elite or sacred package

Use sacred or elite troops only when their recruitment location, bless, priest coverage, and
replacement rate justify the commitment. Capital scarcity is a strategic cost even when the unit
performs well.

Mobility or habitat package

Flying, stealthy, sailing, aquatic, amphibious, cave, forest, or wasteland tools must be checked against
legal movement, supply, retreat, and reinforcement. A trait is not permission to ignore geography.

Mage package

Script from paths actually present on the recruited commanders. Keep gem use, fatigue, friendly fire,
magic resistance, battlefield size, and enemy resistances visible; no generic script is treated as
verified performance.

Atlantis Pretender families

What it can solve What it cannot conceal

Missing-path bridge Opens a named booster, ritual, or battlefield Research, gems, laboratories, and mage-turns
threshold remain required

Economy and infrastructure Funds forts, laboratories, temples, Gold does not create local resources, gems,
commanders, and replacements corpses, slaves, or commander points

Sacred support Improves a verified sacred package Recruitment limits, priest coverage, and

counters remain

Awake expansion body Reduces pressure on the starting roster Performance depends on settings, map,
chassis, scales, script, and opponents

Resistance package Covers a documented roster weakness One resistance is not universal defence

Atlantis matchup and failure matrix

Enemy prObIem First answer to examine _

Massed light units Replaceable width, area effects, morale Spending every scarce elite turn on basic
pressure, and reserves frontage

Heavy armour Higher damage, armour-piercing or negating  Assuming ordinary weapons solve protection
magic, fatigue, and buffs unaided

Accurate missiles Screens, protection, spacing, speed, and Exposing commanders or fragile elites
disruption without guards

Elemental resistance Shift damage type and use physical or Building the complete research plan around
fatigue pressure one element
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Fast raiders or flyers Scouts, local leadership, layered defence, Concentrating every commander in one
and mobile reserves army

Large targets Concentrated attacks, debuffs, control, and Treating trampling or low-damage swarms as
size-aware counters universal

Underwater or land transition Verified amphibious access, coastal staging, Assuming a habitat transition works because
summons, or allies a related unit can cross

Atlantis monthly audit

Which recruitment layer supplies each current army and mage role?

What is the active bottleneck at every fort?

Are random mages labelled and excluded from guaranteed schedules until present?
Does each research target have a legal caster and treasury?

Are capital, coastal, regional, freespawn, and ordinary replacements tracked separately?
Are scouts, laboratories, temples, leadership, supply, and retreat routes keeping pace?
Are heroes excluded from plans that must work every game?

Have uncertain mechanics remained marked as uncertain?

Atlantis unresolved evidence boundary

The dossier does not claim exact expansion counts, formation performance, script outcomes,
random-path display, freespawn or reanimation composition, special-dominion timing, transformation
or mount resolution, summon arrival state, item-price stacking, hero timing, stealth detection, sailing
routes, underwater transition, event outcomes, or battlefield casualty ranges. Nation-specific
mechanics implied by names or summaries remain qualitative unless an explicit source field settles
them. R-047, R-058, and every comparable engine-dependent investigation remain parked.

Atlantis source note

Dominions 6 Manual, revision 2: nation summary, visible roster, recruitment markings, national rules,
and spell descriptions.

Official Dominions patch history through 6.37: current executable chronology; generic 6.37 statistic
fixes are not assigned to unnamed objects.

Dominions 6 Data Inspector commit cfac4311bc0b58053b8dead7bffbcO36badbd5dc: nation ID, membership
rows, unit fields, random masks, sites, spell restrictions, item links, and hero assignments.

Strategy sections are bounded doctrine derived from verified capacity. They are not runtime test
results.

Part LI: Middle Age R'lyeh, Fallen Star
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R'lyeh one-page command brief

Middle Age R'lyeh converts mind control, aquatic slave troops, and powerful Astral magic into
expansion, research, and strategic pressure. The pinned roster resolves 8 commander identities and
13 troop identities across ordinary, regional, coastal, and site-linked recruitment, plus 0 active
nation-restricted spell records. Its chief planning risks are slave morale, magic leadership, land
access, and friendly-fire risk.

The safe operating plan is to keep recruitment geography visible, buy commanders for named jobs,
label every random mage, connect research to casters already owned, and preserve a replacement
route before committing elite or capital-limited troops. Exact expansion parties, scripts, formations,
spell targets, freespawn composition, transformation results, and combat outcomes remain open
unless a source below states them directly.

R'lyeh evidence and ruleset

This dossier covers unmodded Middle Age R'lyeh on the Dominions 6.37 executable baseline.
Player-facing rules are governed by the revision-2 official manual and official patches through 9
September 2026. Nation ID 89, roster memberships, unit fields, random masks, sites, spell
restrictions, item links, and hero assignments are cross-checked against the pinned Inspector 6.35
commit cfac4311bcOb58053b8dead7bffbcO36badbdsdc.

The structured snapshot is not relabelled as live 6.37 data. The 6.37 patch's unspecified statistic
corrections are not assigned to any R'lyeh object without a named official record. No runtime test,
replay, save, or new test asset was used.

R'lyeh conversion chain

verified recruitment and national assets

-> provinces, forts, laboratories, temples, scouts, and replacement routes
-> labelled fixed and random path access

-> research, searching, forging, rituals, and battlefield support

-> surviving armies, sieges, claims, raids, and strategic depth

R'lyeh recruitment geography

Recruitment layer Evidence boundary

Ordinary forts Direct pinned membership rows

Regional or coastal 0 0 Non-fort and coast membership rows; exact terrain availability
remains source-dependent

Site-linked 1 0 Explicit site recruit fields; capital grouping follows the
nation-site association

Empty ordinary rows do not prove that a nation lacks forces. Freespawn, reanimation, events,
summoning, dominion effects, and special recruitment remain separate mechanisms.

R'lyeh commander roster
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Scout none
444 Traitor Prince none 100
1527 Slave Priest H1 10
1518 Slave Mage W2 S1; random: 100% x1 mask 11776 link 1 10
445 Illithid Lord none 50
443 Star Child S1 0
333 Starspawn W1 S2 H2; random: 100% x1 mask 19968 link 1 10
332 Starspawn W1 S3; random: 100% x2 mask 19968 link 1; 10% x1 mask 19968 10

link 1

R'lyeh troop roster

S S

1517 Slave Trooper aquatic

1526 Slave Guardian 15 1 7 aquatic

1515 Slave Trooper 10 1 7 amphibious

1524 Slave Guardian 10 1 7 amphibious

335 Slave Trooper 12 2 7 amphibious

1619 Slave Guardian 12 2 7 amphibious

336 Slave Guardian 12 2 7 amphibious

337 Lobo Guard 13 2 50 magic being, amphibious
424 Meteorite Guard 14 2 12 amphibious

425 Shambler Thrall 24 7 50 magic being, amphibious
243 Crab Hybrid 25 14 14 aquatic

331 Illithid 28 5 10 magic being, amphibious
407 Illithid Soldier 28 5 10 magic being, amphibious

R'lyeh mage and priest portfolio

_ Fixed and random magic Leadership

1527 Slave Priest

1518 Slave Mage W2 S1; random: 100% x1 mask 11776 link 1 10
443 Star Child S1 0
333 Starspawn W1 S2 H2; random: 100% x1 mask 19968 link 1 10
332 Starspawn W1 S3; random: 100% x2 mask 19968 link 1; 10% x1 mask 19968 10

link 1

The highest fixed recruitable paths resolved in these rows are Water 2, Astral 3, Holy 2. Random
masks are printed as raw pinned fields because mask interpretation, linked-roll behaviour, and live
display should not be guessed. A rare result is an opportunity after recruitment, never a guaranteed
research or ritual schedule.
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R'lyeh capital and national sites

The Sunken City W2, S3 none in explicit recruit fields

45 The Void Gate no gem field Starspawn

Site rows prove only their explicit fields. Hidden effects, event behaviour, recruitment timing,
ownership transitions, and live interface grouping remain unresolved.

R'lyeh national spell map

No active nation-restricted spell row was found for this nation in the pinned snapshot. Absence here is
a metadata boundary, not proof that no shared or special spell exists.

Research does not create the caster, gems, slaves, corpses, laboratory, target, or free mage-turn.
Every national spell remains a gated project: research, access, treasury, legal target, and opportunity
cost must all be present.

R'lyeh national item boundary

N N [

Anemone Mace restricted
137 Jellyberd 7 S1F1 restricted
248 Armor of Meteoritic Iron 5 E1S1 rebate

Restriction and rebate fields establish metadata links, not displayed prices, rounding, stacking, or live
forge availability. Those remain open unless the official manual supplies the exact result.

R'lyeh hero boundary

Stargazer W2 S5 G1 H2 assignment only; timing unresolved
660 Aboleth W3 S4 G2 assignment only; timing unresolved
622 Traitor King W5 assignment only; timing unresolved

Heroes are contingent capacity. None belongs in an opening, research, or path plan that must work
every game.

R'lyeh army identities

Sacred roster: no sacred troop identified in the reconciled recruit rows.

Flying roster: no flying troop identified in the reconciled recruit rows.

Aquatic or amphibious roster: Slave Trooper, Slave Guardian, Slave Trooper, Slave Guardian, Slave
Trooper, Slave Guardian, Slave Guardian, Lobo Guard, Meteorite Guard, Shambler Thrall, Crab Hybrid,
[llithid, Illithid Soldier.

Core identity: mind control, aquatic slave troops, and powerful Astral magic.
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These labels help assemble testable packages; they do not establish the best formation, script, bless,
target, or casualty rate.

R'lyeh opening and expansion controls

Identify whether gold, resources, recruitment points, commander points, corpses, population, slaves,
or a special national mechanism limits the first queue.

Separate ordinary, regional, coastal, and site-linked recruitment before planning reinforcement.

Use mundane leadership where it preserves a valuable mage-turn.

Label random mages immediately and keep rare paths out of guaranteed schedules.

Add scouts and retreat routes before extending beyond reliable information.

Record expansion results rather than publishing an untested party size.

R'lyeh fort and recruitment doctrine

Additional forts are valuable when they reproduce the commander or troop required by the next job.
Regional and coastal recruitment must be evaluated where it exists rather than averaged into a
fictional universal roster. Capital or site-linked units need a replacement ledger because their
opportunity cost competes with every other capital-limited purchase.

For R'lyeh, the most likely planning failure is slave morale, magic leadership, land access, and
friendly-fire risk. The remedy is a visible queue showing location, bottleneck, expected role, and
replacement time.

R'lyeh research response tree

Fixed-path branch: begin with spells the repeatable mage roster can cast without a random, booster,
hero, or Pretender.

Random-path branch: open only after the qualifying mage is recruited and labelled.

National-spell branch: verify the exact research level, caster, cost, target, and free mage-turn from the
spell table.

Construction branch: compare each forge turn against research, searching, ritual work, and army
support; item metadata alone does not prove a discount.

Summon or reanimation branch: account for gems, corpses, slaves, laboratory access, leadership, and
unresolved arrival behaviour.

R'lyeh magic-access ladder

The fixed-path ceiling is Water 2, Astral 3, Holy 2. Access above that line needs a named bridge:
booster, empowerment, communion or chorus where legal, summoned mage, hero, Pretender, or
another directly verified source. Two partial paths on different commanders cannot be combined to
cast one spell.

R'lyeh battlefield packages
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Line and support package

Use the most replaceable suitable troops as frontage, place commanders according to actual
leadership, and protect mages whose turns are needed for research or rituals. Armour, morale,
fatigue, size, formation width, and the opponent decide whether the line survives.

Elite or sacred package

Use sacred or elite troops only when their recruitment location, bless, priest coverage, and
replacement rate justify the commitment. Capital scarcity is a strategic cost even when the unit
performs well.

Mobility or habitat package

Flying, stealthy, sailing, aquatic, amphibious, cave, forest, or wasteland tools must be checked against
legal movement, supply, retreat, and reinforcement. A trait is not permission to ignore geography.

Mage package

Script from paths actually present on the recruited commanders. Keep gem use, fatigue, friendly fire,
magic resistance, battlefield size, and enemy resistances visible; no generic script is treated as
verified performance.

R'lyeh Pretender families

What it can solve What it cannot conceal

Missing-path bridge Opens a named booster, ritual, or battlefield Research, gems, laboratories, and mage-turns
threshold remain required

Economy and infrastructure Funds forts, laboratories, temples, Gold does not create local resources, gems,
commanders, and replacements corpses, slaves, or commander points

Sacred support Improves a verified sacred package Recruitment limits, priest coverage, and

counters remain

Awake expansion body Reduces pressure on the starting roster Performance depends on settings, map,
chassis, scales, script, and opponents

Resistance package Covers a documented roster weakness One resistance is not universal defence

R'lyeh matchup and failure matrix

Enemy prOblem First answer to examine _

Massed light units Replaceable width, area effects, morale Spending every scarce elite turn on basic
pressure, and reserves frontage

Heavy armour Higher damage, armour-piercing or negating  Assuming ordinary weapons solve protection
magic, fatigue, and buffs unaided

Accurate missiles Screens, protection, spacing, speed, and Exposing commanders or fragile elites
disruption without guards

Elemental resistance Shift damage type and use physical or Building the complete research plan around
fatigue pressure one element

Fast raiders or flyers Scouts, local leadership, layered defence, Concentrating every commander in one
and mobile reserves army
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Large targets Concentrated attacks, debuffs, control, and Treating trampling or low-damage swarms as
size-aware counters universal

Underwater or land transition Verified amphibious access, coastal staging, Assuming a habitat transition works because
summons, or allies a related unit can cross

R'lyeh monthly audit

Which recruitment layer supplies each current army and mage role?

What is the active bottleneck at every fort?

Are random mages labelled and excluded from guaranteed schedules until present?
Does each research target have a legal caster and treasury?

Are capital, coastal, regional, freespawn, and ordinary replacements tracked separately?
Are scouts, laboratories, temples, leadership, supply, and retreat routes keeping pace?
Are heroes excluded from plans that must work every game?

Have uncertain mechanics remained marked as uncertain?

R'lyeh unresolved evidence boundary

The dossier does not claim exact expansion counts, formation performance, script outcomes,
random-path display, freespawn or reanimation composition, special-dominion timing, transformation
or mount resolution, summon arrival state, item-price stacking, hero timing, stealth detection, sailing
routes, underwater transition, event outcomes, or battlefield casualty ranges. Nation-specific
mechanics implied by names or summaries remain qualitative unless an explicit source field settles
them. R-047, R-058, and every comparable engine-dependent investigation remain parked.

R'lyeh source note

Dominions 6 Manual, revision 2: nation summary, visible roster, recruitment markings, national rules,
and spell descriptions.

Official Dominions patch history through 6.37: current executable chronology; generic 6.37 statistic
fixes are not assigned to unnamed objects.

Dominions 6 Data Inspector commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc: nation ID, membership
rows, unit fields, random masks, sites, spell restrictions, item links, and hero assignments.

Strategy sections are bounded doctrine derived from verified capacity. They are not runtime test
results.

Dossier source register

Official

Dominions 6 Manual, revision 2: MA Caelum nation pages, national spells and rituals, flying, storms,
mounts, forging, and fort construction.

Illwinter official patch history through 6.36, including the 6.08 Call of the Drugvant assignment
correction and the 6.12 Ice Protection and Ice Armor terminology split.

Structured snapshot
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Dominions 6 Data Inspector, commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc, pinned to the 6.35
data update; used for nation identity, roster membership, random masks, capital sites, spell
restrictions, item rebates, and hero records.

Interpretation boundary

Roster entries, printed costs, paths, site income, spell and ritual requirements, and pinned metadata
are source facts. Openings, recruitment packages, research branches, force packages, Pretender
families, and matchup responses are strategy. The Seraphine Fire random, live random displays,
flying and storm resolution, ice-equipment scaling, Ice Fort protection, Guardian Spirits, Mammoths,
summons, remote ritual outcomes, item-rebate prices, hero timing, and combat results remain
unresolved.
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