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Middle Age Eriu: Last of the Tuatha

Eriu one-page command brief

Middle Age Eriu joins ordinary Milesian infantry to terrain-dependent Fir Bolg recruitment and a
capital-only Sidhe core. Eight commanders and five troops are available from ordinary forts. Highland
and mountain forts add two Fir Bolg commanders and five Fir Bolg troops, while the capital adds those
Fir Bolg choices plus the Tuatha commander and sacred Daoine Sidhe.

The reliable structure is:

ordinary forts produce the full Milesian line, Bards, Sidhe Champions, Bean Sidhe, and Sidhe Lords;
highland and mountain forts add Fir Bolg Druids, Fir Bolg Champions, and five Fir Bolg troop profiles;
the capital's Mound of Ancient Kings provides two Nature and three Glamour gems each month,
Tuatha, and Daoine Sidhe;

Milesian Mages guarantee Al E1 and one random level from Fire, Air, Earth, or Nature;

Bean Sidhe guarantee W1 N1 G1 and one random level from Air, Water, Earth, Nature, or Glamour;
Fir Bolg Druids guarantee Al and one random level from Water, Earth, Nature, or Glamour;

Tuatha guarantee N2 G3 H2, one random level, and a pinned independent 10% second level from the
Bean Sidhe set;

Geas and Summon Cu Sidhe are the two active national spell records; two additional nation-restricted
placeholder rows are disabled and are not counted as usable magic.

Eriu's main planning problem is geography. A fort can be an ordinary Milesian centre, a highland or
mountain Fir Bolg centre, or the capital with its unique Sidhe access. Strategy should therefore be
built from the actual province network instead of assuming every fort can reproduce every army.

Eriu evidence and ruleset

This chapter covers unmodded MA Eriu on the Book | 6.36 live baseline. The revision-2 official manual
controls player-facing roster values, recruitment locations, printed paths, national magic, item
descriptions, and mount profiles. Identifiers, recruitment sets, capital-site fields, random masks, hero
records, national restrictions, and item-rebate fields are cross-checked against the pinned 6.35
Inspector export at commit cfac4311bcOb58053b8dead7bffbcO36badbd5dc.

The official 6.01 update says Eriu's recruit in mountain and highland forts did not work and records
that correction. It also contains a presentation correction for the Bean Sidhe. These statements
establish the direction of the fixes, but they do not replace the current manual's explicit recruitment
lists or prove a current runtime outcome.

Eriu conversion chain

Milesian capital, five monthly gems, and terrain-dependent recruits

-> target-specific expansion forces and reported highland or mountain sites
-> ordinary mage forts plus selected Fir Bolg recruitment centres

-> random-path portfolios, sacred Sidhe, and stealth-capable detachments

-> Glamour, Nature, Air, Water, Earth, and conditional Fire packages

-> dispersed pressure, summons, fortified borders, and Throne claims

The chain breaks when a terrain recruit is budgeted before the correct province and fort exist, when
capital Tuatha are treated as a cheap answer, or when a random path is counted before a qualifying
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mage has actually been recruited. Eriu needs a roster ledger that distinguishes guaranteed access,
random access, and location access.

Eriu national rules that shape the plan

Rule or asset Operational consequence

Luck limit +1 A Pretender may take one more Luck scale than the normal limit. It
is an option whose value depends on the complete design.

Standard forts Ordinary infrastructure follows the normal fort system; terrain and
capital recruitment remain separate restrictions.

Temples cost 300 Temple expansion has a lower printed gold price than the usual
400, improving priest and sacred infrastructure when a temple is
actually needed.

Highland and mountain recruitment Fir Bolg commanders and troops require the named terrain and a
fort, except that the same roster is also available in the capital.

Capital glamour mound The Mound of Ancient Kings produces N2 G3 each month and
enables Tuatha and Daoine Sidhe.

Spell Singer roster Bards, Sidhe Champions, Bean Sidhe, Sidhe Lords, and Tuatha have
the printed Spell Singer ability. Exact chorus outcomes are left to
current rules and battle states.

Glamour sacreds Daoine Sidhe and the elite Sidhe commanders combine sacred
status with Glamour. The ability does not make them immune to
detection or all forms of damage.

Mixed mounts Sidhe Lords and Tuatha ride Fay Horses; Fir Bolg Charioteers use
Chariots. Rider and mount have separate printed profiles.

Eriu capital sites and recruitment geography

Site or location Verified fields Recruitment consequence

Mound of Ancient Kings, site 135 Two Nature and three Glamour gems per Enables Tuatha and Daoine Sidhe in the
month capital

Fir Bolg Highlands, site 225 No gem income recorded Enables the Fir Bolg roster in the capital

Highland or mountain fort Nation recruitment attributes 690 and 691 Enables five Fir Bolg troops, Fir Bolg

Champion, and Fir Bolg Druid

Other fort Ordinary fort tables Enables eight ordinary commanders and
five Milesian troops

The five capital gems do not pay troop gold or prove a caster for every Nature or Glamour threshold.

Likewise, finding a mountain does not create Fir Bolg recruitment until the fort is complete.
Recruitment geography should be recorded before construction begins.

Complete Eriu commander membership

Commander Resource | Rec Verified recruitment
s points
1789 Milesian Scout 35 4 1 Forts
1783 Milesian Champion 55 22 1 Forts
1784 Milesian Monk 45 1 1 Forts
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Commander Resource Verified recruitment
pomts

2425 Bard Forts

3887 Milesian Mage 160 1 2 Forts

850 Sidhe Champion 225 19 2 Forts

1774 Bean Sidhe 285 1 2 Forts

848 Sidhe Lord 375 16 2 Forts

1788 Fir Bolg Champion 70 12 1 Capital, highland forts, and mountain forts
2469 Fir Bolg Druid 95 2 2 Capital, highland forts, and mountain forts
856 Tuatha 630 22 4 Capital only

The eight ordinary records, two terrain commanders, and one capital commander reconcile to eleven
distinct commanders. The manual, the fort table, the terrain attributes, and both capital sites agree on
those membership classes.

Complete Eriu troop membership

Troop Resource Rec Verified recruitment
points

1779 Milesian Slinger Forts
1780 Milesian Spearman 10 9 11 Forts
1781 Milesian Longspear 10 13 11 Forts
1782 Milesian Swordsman 10 18 11 Forts
3631 Milesian Man at Arms 14 24 20 Forts
1785 Fir Bolg Slinger 12 2 14 Capital, highland forts, and mountain
forts
1786 Fir Bolg Clan Warrior, axe 15 10 18 Capital, highland forts, and mountain
forts
1787 Fir Bolg Clan Warrior, spear and 15 10 18 Capital, highland forts, and mountain
javelin forts
3630 Fir Bolg Cattle Raider 19 9 25 Capital, highland forts, and mountain
forts
3634 Fir Bolg Charioteer 35 12 23 Capital, highland forts, and mountain
forts
849 Daoine Sidhe 35 12 23 Capital only

The five ordinary records, five terrain records, and one capital record reconcile to eleven distinct
troops. The two Clan Warriors share a name but have different object identifiers, weapons, and
Defence values; they are preserved as separate profiles.

Complete Eriu roster by job

Unit or group Best source-backed role Important limit

Milesian Slingers Cheapest missile and siege bodies Morale 7 and weak melee values require
leadership and protection.
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Unit or group Best source-backed role Important limit

Milesian Spearmen and Longspears

Milesian Swordsmen and Men at Arms

Fir Bolg Slingers

Fir Bolg Clan Warriors

Fir Bolg Cattle Raiders

Fir Bolg Charioteers

Daoine Sidhe

Affordable line and longer-weapon
frontage

Shielded, more protected line

Stronger stealth-capable slingers

Axe damage or spear-and-javelin flexibility

Higher-hit-point berserk shock infantry

Mobile mounted pressure

Capital sacred with Glamour and Spell
Singer

Eriu commander and mage portfolio

Milesian Scout
Stealth 50

Milesian
Champion

Leadership 75
Milesian Monk  H1, sacred

Bard

Milesian Mage

Sidhe N1 G1 H1, Glamour, sacred
Champion

Bean Sidhe W1 N1 G1 plus A/W/E/N/G random
Sidhe Lord N1 G2 H2, mounted, Glamour

Fir Bolg Leadership 75, Berserker 3
Champion

Fir Bolg Druid Al plus W/E/N/G random

Tuatha N2 G3 H2 plus A/W/E/N/G randoms

Forest and mountain survival,

G1, Spy, Spell Singer, Stealth 50

Al E1 plus F/A/E/N random

Ordinary troop command

Preaching and inexpensive priest

work

Glamour work

recruit

magic support

random-path portfolio

fixed G2

Terrain-force command

portfolio

Intelligence and route checking

Intelligence, research, and low

Main affordable path-diversity

Combat command, priest work, and

Broad support, research, and

High leadership, priest work, and

Cheap terrain mage and path

Highest native Glamour, ritual
work, command, and priest duties

Ordinary human statistics and moderate
protection demand a target-specific
formation.

Resources and recruitment points rise
while damage remains that of human
weapons.

Need capital or the correct fortified terrain.

Fifteen gold and restricted recruitment;
choose the actual weapon need.

Berserk and low protection can increase
losses after contact.

Chariot and rider outcomes are separate
and Trample is not a universal answer.

Thirty-five gold, capital queue pressure,

and limited protection make casualty
control important.

Does not lead the field army.

Twenty-two resources compete
with troop production.

Leadership 10 and no non-Holy
path.

Two recruitment points for a
single-path mage.

A particular random cannot be
scheduled as guaranteed.

Expensive for a one-level non-Holy
path pair.

No Fire random and no guaranteed
level two outside fixed totals.

High gold cost and separate Fay
Horse profile.

Not available from an ordinary
non-terrain fort.

Requires capital or a highland or
mountain fort.

Capital only, 630 gold, and four
recruitment points.

Reading the Milesian Mage random paths

The manual prints A1 E1 and one random level. The pinned mask 9600 decodes as Fire, Air, Earth, or
Nature, with one guaranteed equally likely result.
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Final non-Holy result Probability

Al E1F1 25%
A2 E1 25%
Al E2 25%
Al E1 N1 25%

This is Eriu's repeatable native Fire source. A selected result appears at least once with probability 1 -
0.75”n: 57.81% after three Milesian Mages, 76.27% after five, and 94.37% after ten. Those figures
describe a portfolio, not an arrival date.

Reading the Bean Sidhe random paths

Bean Sidhe are fixed W1 N1 G1 and receive one guaranteed equally likely level from Air, Water, Earth,
Nature, or Glamour. Mask 26368 therefore yields A1, W2, E1, N2, or G2 at 20% each.

A chosen result appears at least once with probability 1 - 0.8"n: 48.80% after three Bean Sidhe,
67.23% after five, and 89.26% after ten. This provides broad access, but each recruit costs 285 gold
and two recruitment points.

Reading the Fir Bolg Druid random paths

Fir Bolg Druids are fixed Al and receive one guaranteed equally likely level from Water, Earth, Nature,
or Glamour. Mask 26112 therefore yields A1 W1, A1 E1, A1 N1, or A1 G1 at 25% each.

The Druid is cheaper than the ordinary Milesian Mage but is geographically restricted. Its value
depends on whether a suitable fort is useful for the wider campaign, not merely whether the random
mask is attractive.

Reading the Tuatha random paths

The manual prints N2 G3 H2 and one random level. The pinned record applies the same Air, Water,
Earth, Nature, or Glamour mask as the Bean Sidhe, then adds an independent 10% second roll from
that mask.

Portfolio result Probability per Tuatha

No second random level 90%
Second level repeats the first path 2%
Second level differs from the first 8%

A chosen named path appears at least once 21.6%
A chosen named path appears twice 0.4%

The extra slot is not exposed by the manual's single 71 marker, so it remains pinned 6.35 planning
evidence rather than a current live-display claim. The very high gold and recruitment-point cost also
makes large-sample portfolio assumptions impractical.
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Eriu native path boundary

Glamour G1 Bard, G1 Sidhe Champion, G1 Bean Sidhe, G2  Deep fixed access, with capital G3 and
Sidhe Lord, G3 Tuatha, randoms conditional higher results.
Nature N1 Sidhe Champion, Bean Sidhe, and Sidhe Lord;  Fixed N1 outside the capital and fixed capital N2.

N2 Tuatha; randoms

Air Al Milesian Mage and Fir Bolg Druid; randoms Fixed Al is repeatable; higher Air requires a
random or another bridge.

Water W1 Bean Sidhe; Bean and Druid randoms Fixed W1 is repeatable; W2 is a Bean random or
another bridge.

Earth E1 Milesian Mage; Mage, Bean, and Druid Fixed E1 is repeatable; E2 is a Milesian Mage
randoms random or another bridge.

Fire Milesian Mage random only No fixed recruit has Fire.

Holy H1 Monk and Sidhe Champion, H2 Sidhe Lord and H2 exists outside the capital on the Sidhe Lord.
Tuatha

Astral, Death, Blood No repeatable recruit Require independents, summons, empowerment,

Pretender access, or another proved bridge.

Eriu national spell and ritual reconciliation

Requirem Cost Verified access
ent

1294 Geas Thaumaturgy 20 fatigue Sidhe Lord and Tuatha qualify; Bean Sidhe
3 qualify on a Glamour random
439 Summon Cu Conjuration 3 G2 5 Glamour Sidhe Lord and Tuatha qualify; summons ten
Sidhe gems Cu Sidhe

Two other nation-58 restriction rows, IDs 445 and 446, are named xxx, use school -1, and are disabled
in the pinned spell table. They are retained in the evidence audit as placeholders and are not
presented as playable national rituals.

Eriu national item reconciliation

Gossamer Cloth G2 N1 National rebate includes nations 11 and 58

93 Singing Sword 7 G2 National rebate includes nations 11 and 58

The manual describes Gossamer Cloth as veiling an army of up to 25 units and the Singing Sword as
casting Entrancement. Sidhe Lords and Tuatha meet both printed path requirements. The final
displayed cost after the national rebate, other modifiers, and rounding remains unresolved without a
current forge screen.

Eriu national hero records

1777 Ferdiad Fir Bolg Hero Mundane Leadership 100, Berserker 5
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1778 Cu Chulainn Hero Mounted mundane Leadership 100, Berserker 8
1794 Tuan Last Partholonian A2 W1 D4 G2 H1; pinned latehero = 10
1844 Scathach Trainer of Heroes A2 D2 G2 H1, Glamour, sacred

1806 Fianna Generic hero record Sacred Leadership 150; no magic path recorded

The first four are unique-hero attributes; Fianna is a generic or repeatable hero attribute. No arrival
turn, frequency, or guaranteed strategic role is derived from either the hero slot or the uninterpreted
latehero value.

Eriu patch reconciliation

Update 6.01, published 19 January 2024, states that Eriu's recruit in mountain and highland forts did
not work. The current official manual explicitly lists the Fir Bolg units and commanders available in the
capital and in fortified highland or mountain provinces, while the pinned data records the same terrain
sets. The chapter therefore treats the current recruitment locations as intended rules and does not
invent the earlier failure mode.

The same update includes a Bean Sidhe presentation correction. It supports only that a display asset
changed; it does not establish a rules or balance change. No later direct Eriu roster change was found
in the official ledger through 6.36.

Eriu opening priorities

The opening should secure ordinary troop production, leadership, scouting, and an affordable mage
stream before assuming a terrain fort or repeated Tuatha. Milesian units can form the initial army
while Scouts identify routes and suitable fort provinces. Exact expansion counts remain open because
map generation, scales, bless, formation, opposing roster, and combat rolls change them.

A first fort has two different strategic meanings. An ordinary province expands Milesian Mages, Bean
Sidhe, Sidhe Lords, and the human army. A highland or mountain adds cheap Fir Bolg Druids and the
terrain troop package. The correct choice depends on distance, resources, defence, construction time,
and the path portfolio already available.

Eriu recruitment packages to evaluate from reports

Milesian line

Spearmen and Longspears provide inexpensive frontage, while Swordsmen and Men at Arms buy
more protection at higher resource and recruitment-point costs. Slingers add cheap ranged bodies.
Choose the mix from the reported target rather than treating the more expensive profile as
automatically superior.

Fir Bolg terrain force

Fir Bolg offer higher hit points and magic resistance than the ordinary Milesian line, plus stealth on
most profiles. Axe and spear Clan Warriors answer different targets; Cattle Raiders add berserk
pressure; Charioteers add a separate mount profile. Their restricted recruitment makes replacement
geography part of the plan.
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Sidhe sacred group

Daoine Sidhe and sacred commanders combine Glamour with higher defence and magic resistance.
They remain limited by capital access, gold, recruitment points, and ordinary battlefield counters. A
bless should solve a named problem instead of assuming Glamour replaces protection, numbers, or
retreat planning.

Eriu research response tree

Branch A: Glamour control and national magic

Thaumaturgy 3 provides Geas at G2, while Conjuration 3 provides Summon Cu Sidhe at G2 for five
Glamour gems. Sidhe Lords give fixed non-capital G2 and Tuatha give capital G3. This branch is
attractive when its control effect or stealth-capable sacred summons answer the current opponent,
not simply because it is national.

Branch B: Air and Earth support

Milesian Mages always bring A1 E1 and can random higher Air or Earth. Fir Bolg Druids always bring
Al. Research should be chosen around a spell that the existing mage can cast and deliver. A
theoretical A2 or E2 package should stay conditional until the matching random exists.

Branch C: Nature, Water, and sacred support

Nature is fixed across the Sidhe line and reaches N2 on Tuatha, while Bean Sidhe provide fixed W1
and conditional W2. This supports buffs, protection, recovery, and summons at different research
thresholds. Gem income remains separate: the capital supplies Nature but no Water gems.

Branch D: forging and path bridges

Construction 3 exposes the nationally discounted Gossamer Cloth and other low-level utility items;
Construction 7 exposes the Singing Sword. Forging should begin from a current requirement, available
caster, and gem budget. It should not consume the Glamour treasury needed for an imminent Cu
Sidhe summon without an explicit trade-off.

Eriu battlefield packages

Human line with mage support

Milesian infantry supply replaceable frontage while Milesian Mages, Bards, and Bean Sidhe provide the
selected spell package. A mundane Champion keeps troop leadership separate from mage turns. The
package still needs answers to armour, high defence, missiles, fatigue, and rear attacks.

Fir Bolg stealth detachment

A terrain fort can combine stealth-capable Fir Bolg troops with a Champion or Druid. This can create a
distinct movement and information package, but exact stealth discovery, interception, and battle
outcomes remain dependent on current rules and game state.
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Daoine Sidhe, Sidhe Champions, Sidhe Lords, and Tuatha can combine sacred status, Glamour, and
Spell Singer access. Their gold and capital constraints make concentration expensive. The force
should have a clear target, retreat line, and replacement plan.

Eriu Pretender families

Economy and production

Missing Astral, Death, or Blood bridge

Sacred combat design

Resistance design

Awake expander

Luck-oriented design

Funds forts, 285-gold Bean Sidhe,
375-gold Sidhe Lords, and 630-gold
Tuatha

Opens searches, rituals, or counters
absent from repeatable recruits

Improves Daoine Sidhe and sacred
commanders

Protects sacreds against a reported
damage or control class

Supplies early independent-taking power

while preserving troop recruitment

Uses Eriu's Luck +1 legal limit

Eriu matchup and failure matrix

Massed light troops

Heavy armour

High Defence or Glamour

High Magic Resistance

Fire pressure

Fast flankers or flyers

Raids and dispersed pressure

Underwater objectives

Longer weapons, missiles, formation depth,
buffs, and area magic

Axes, buffs, magic, summons, and
target-specific counters

Area effects, attack support, magic weapons,
and control

Physical pressure, buffs, and non-MR effects

Appropriate resistance, spacing, and
nonflammable or expendable layers

Guards, reserves, dispersed mages, and
protected routes

Scouts, Bards, local forts, terrain recruits, and
replacement commanders

Amphibious independents, summons, items,
and a separate logistics plan

Monthly Eriu audit

Which forts are ordinary, highland, mountain, or capital recruitment centres?

Is each queue limited by gold, resources, recruitment points, terrain, or travel distance?
Does the current troop mix answer the reported weapons, protection, numbers, and terrain?
Has every random mage been labelled by final displayed paths before receiving a job?
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Income does not create commander
turns or suitable terrain.

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

Most Milesian and Fir Bolg troops receive
no bless.

One resistance does not solve mundane
attrition, fatigue, or positioning.

Afflictions, counters, and delayed
economy can erase the advantage.

The extra point must justify its
opportunity cost within the full scale
design.

Spending capital sacreds on work ordinary
lines can perform.

Assuming more low-damage human attacks
will penetrate.

Treating Eriu's own high Defence as proof it
counters the same mechanic.

Building the battle solely around Geas or
other resistance checks.

Concentrating expensive sacreds without a
tested answer.

Leaving costly Spell Singers in an open rear
cluster.

Keeping every important mage and sacred in
the capital.

Treating W1 Bean Sidhe as army-scale
underwater access.
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Is Fire being treated as conditional rather than guaranteed?

Are capital commander turns being spent on Tuatha only when G3, N2, H2, or high leadership is
required?

Are Nature and Glamour income budgeted separately from Air, Water, Earth, and Fire needs?
Does each research target have a legal caster, treasury, force, and delivery route?

Are sacred and stealth forces assigned a retreat and replacement plan?

Is a new fort being placed for its actual ordinary or terrain roster?

Eriu unresolved evidence boundary

The following claims remain open:

1 exact expansion-party ranges for Milesian, Fir Bolg, and Daoine Sidhe forces;

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

3 current terrain-recruit interface and any edge case left by the old 6.01 bug;

4 displayed Singing Sword and Gossamer Cloth costs after national rebates, other modifiers, and
rounding;

5 exact Geas targeting and resistance outcomes in a particular battle;

6 Spell Singer timing, chorus composition, fatigue, interruption, and survival outcomes;

7 Glamour, stealth, and detection interactions already parked under R-058;

8 rider, Fay Horse, Chariot, and dismount outcomes under specific attacks;

9 hero arrival timing, generic Fianna frequency, and the meaning of Tuan's pinned late-hero value;

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

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

Dossier source register

Official

Dominions 6 Manual, revision 2: all 37 unmodded Middle Age nation pages; national spells and rituals;
research; communions, Chorus, and Grand Communion; Blood and crossbreeding; Inquisition; mounts;
sailing; flying; forging; habitat transitions; and fort construction.

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

Structured snapshot

Dominions 6 Data Inspector, commit cfac4311bc0b58053b8dead7bffbcO36ba9bd5dc, pinned to the 6.35
data update; used for mage random masks, recruitment records, capital sites, national spell
restrictions, national item fields, and current object cross-checks.
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Interpretation boundary

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