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Middle Age Machaka: Reign of
Sorcerors

Machaka one-page command brief
Middle Age Machaka combines cheap human troops, heavy hoplites, forest recruitment, poisonous
spider cavalry, assassins, and a broad mage corps using Fire, Earth, Death, Nature, Glamour, and Holy
magic. Its capital contains two sites producing five gems each month and most of its specialised
spider troops and mages. Ordinary forts still recruit the Sorcerer, which is the key repeatable ritual
chassis because every one has F1 D1 N2 G1 plus a guaranteed random level.

The basic plan is:

• use the cheap human roster and hoplites according to the local gold, resource, and recruitment-point
budget;

• recruit Witch Doctors from forests where their low research penalty is acceptable and their F1 D1 N1
access has a real job;

• treat Sorcerers as recorded five-way portfolios rather than assuming the path needed next will appear;
• protect the capital queue for Black Sorcerers, Anansi, Spider Sorceresses, Bane Spiders, and sacred

spider forces;
• keep the Nature ritual budget separate from the capital's Fire, Earth, Nature, and Glamour income;
• use scouts, spies, forest recruitment, and assassins to improve information and apply pressure without

pretending their live outcomes are guaranteed.

Machaka's main strategic problem is coordination. The roster offers many specialised pieces, but its
strongest spider units, deepest mages, and best cross-paths are capital-bound or random-dependent.
A plan fails when it counts every possible random as one mage, spends the capital queue on unrelated
jobs, or researches a ritual without its gems and legal caster.

Machaka evidence and ruleset
This chapter covers unmodded Middle Age Machaka on the Book I 6.36 live baseline. The revision-2
official manual controls the player-facing roster, costs, recruitment locations, printed paths, national
summary, mounts, sites, and ritual tables. Nation ID 76, site records, random masks, hero
assignments, spell restrictions, disabled rows, and item rebates are cross-checked against the pinned
6.35 Inspector export at commit cfac4311bc0b58053b8dead7bffbc036ba9bd5dc.

The sources do not prove current random-path presentation, expansion results, dominion-summon
timing, assassin outcomes, web or poison behaviour, mount survival, final forge costs, or hero arrival
timing. Those remain unresolved. No runtime test, replay, save, or new test asset was used for this
dossier.

Machaka conversion chain
cheap human bodies, hoplites, forest recruits, and five capital gems
-> expansion forces, borders, and recruitment centres
-> recorded Sorcerer and capital-mage portfolios
-> research plus separate Nature, Death, Earth, Fire, and Glamour budgets
-> national rituals, forging, battlefield support, and spider pressure
-> surviving armies, reserves, sieges, and claims
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The fragile arrows are capital time, Nature-gem accumulation, and cross-path access. The nation can
possess many paths across its roster while still lacking the one mage, gem stock, laboratory, or safe
turn needed for a particular job.

Machaka national rules that shape planning
Rule or asset Source-backed fact Planning consequence

Prefers Heat 2 The manual states that Machaka prefers Heat 2. Climate preference is an economic and fatigue
input, not a complete scales prescription.

Heat limit +1 Pretender design may move Heat one step
beyond the ordinary limit.

The value depends on the entire design and
cannot be judged in isolation.

Standard Forts Machaka uses the standard fort family. Fort timing still competes with laboratories,
temples, troops, and commanders.

Forest recruitment Witch Doctors and Spider Archers are available
in all forests.

Forest forts can add national options, but only
when geography and infrastructure justify them.

Capital spider complex Most specialised spider troops and four major
commander types are home-site recruits.

Capital commander and troop capacity must be
budgeted separately.

Intelligence tools Scouts, a spy-priest, Anansi spies, patrolling
priests, and assassins are printed in the roster.

Better information is possible, but detection and
assassination outcomes remain engine and
matchup questions.

Machaka capital sites and recruitment geography
Site Verified fields Recruitment consequence

God Forest, site 60 F1 N1 Black Hunter and Spider Archer troop records; Voice of
the Hunters commander

God Mountain, site 61 E2 G1; ritual-range bonus 1 Spider Warrior; Black Sorcerer, Anansi, Spider
Sorceress, and Bane Spider

The two sites produce F1 E2 N1 G1, five gems per month. They produce no Air, Water, Astral, Death,
or Blood gems. This matters because the mage roster has strong Death access but no capital Death
income, while all three confirmed national rituals consume Nature gems.

Witch Doctors and Spider Archers also have forest recruitment outside the capital. Other spider units
are not generalised into forest recruits without a source field.

Complete Machaka commander membership
Commander Gold Resources Rec points Verified recruitment

Machaka Scout 35 3 1 Forts

Machaka Chief 55 2 1 Forts

Machaka Commander 95 27 1 Forts

Spider Lord 125 25 1 Forts

Eye of the Lord 90 4 1 Forts

Voice of the Lord 160 2 2 Forts

Ear of the Lord 150 3 2 Forts

Witch Doctor 110 1 2 Forts and all forests
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Commander Gold Resources Rec points Verified recruitment

Sorcerer 300 1 2 Forts

Voice of the Hunters 230 33 1 Capital only

Bane Spider 150 38 2 Capital only

Spider Sorceress 230 1 2 Capital only

Anansi 280 1 4 Capital only

Black Sorcerer 325 6 4 Capital only

Nine ordinary and five capital records reconcile to fourteen commanders. The two-point Sorcerer is
available outside the capital; the four-point Anansi and Black Sorcerer compete directly for the home
queue.

Complete Machaka troop membership
Troop Gold Resources Rec points Verified recruitment

Pygmy 5 2 2 Forts

Machaka Militia 7 2 3 Forts

Machaka Archer 10 3 9 Forts

Machaka Warrior, spear and javelin 10 3 9 Forts

Machaka Warrior, Machaka spear 10 4 9 Forts

Spider Archer 12 4 20 Capital and all forests

Machaka Hoplite 14 27 18 Forts

Spider Rider 25 4 9 Forts

Spider Knight 30 25 21 Forts

Spider Warrior 20 36 31 Capital only

Black Hunter 100 36 31 Capital only

Nine ordinary or forest-accessible records and two capital-only records reconcile to eleven troops. The
two Machaka Warrior entries are distinct equipment records and should remain separate in tables and
search results.

Machaka troop jobs
Unit Source-backed role Important limit

Pygmy Extremely cheap short-bow body Size, low Hit Points, low Morale, and low combat
skills sharply limit what five gold buys.

Machaka Militia Cheap spear frontage Low Morale and light protection make it a screen
rather than a durable line.

Machaka Archer Low-cost conventional missile unit Range, armour, shields, weather, and friendly
obstruction decide results.

Machaka Warriors Light spear line with either javelin or dedicated
spear profile

Light protection makes positioning and target
choice important.
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Unit Source-backed role Important limit

Machaka Hoplite Heavily armoured spear line Twenty-seven resources, encumbrance, and
movement limit mass production and
redeployment.

Spider Archer Forest-accessible poison-bow unit Twenty recruitment points and poison interaction
require a target-specific reason.

Spider Rider Mobile mixed spear and bow rider Rider and mount outcomes are not inferred from
the roster entry.

Spider Knight Armoured spider cavalry Gold, resources, and recruitment points compete
with hoplites and commanders.

Spider Warrior Capital stealth troop with two weapons Capital-only, resource-heavy, and dependent on a
protected delivery plan.

Black Hunter Expensive sacred hunter-spider cavalry One hundred gold and capital-only recruitment
make every loss consequential.

Machaka commander and mage portfolio
Commander Paths or ability Main source-backed jobs Recruitment warning

Machaka Scout Stealth 40; forest and mountain
survival

Scouting and route information Information depends on survival
and coverage.

Machaka Chief Leadership 75 Cheap mundane command Lightly protected.

Machaka
Commander

Leadership 100 Armoured line command Twenty-seven resources compete
with hoplites.

Spider Lord Leadership 100; Great Spider
mount

Mobile command Mounted combat and mount
survival remain runtime questions.

Eye of the Lord H1; Patrol Bonus 15 Patrolling and low priest work Patrol outcomes depend on local
stealth and force strength.

Voice of the Lord H2; Leadership 100 Medium priest and army command Costs two recruitment points.

Ear of the Lord G1 H1; Stealth 60; Spy Intelligence, priest work, and low
Glamour access

Spy reports and detection remain
observation-dependent.

Witch Doctor F1 D1 N1; Research -4 Forest recruitment, low cross-path
work, site searching, and forging

The research penalty must be
justified by a real job.

Sorcerer F1 D1 N2 G1 plus one random Main ordinary-fort mage, national
rituals, research, and mixed magic

Record the five-way random
before assigning a specialised
role.

Voice of the
Hunters

H1; sacred; Hunter Spider mount Capital sacred command Competes with all other capital
commanders.

Bane Spider G1; Stealth 50; assassin; Scale
Walls

Assassination and covert pressure Outcomes, patience value, and
wall interaction remain live
questions.

Spider Sorceress F1 E1 D1 G1 plus one random;
dominion summoner

Capital mixed magic Dominion-summon timing and
output are unresolved.

Anansi D1 N1 G2 plus two random slots;
spy; heretic

Deep Glamour, spying, and mixed
ritual support

Four recruitment points and a
second roll that triggers only 10%
of the time.

Black Sorcerer F2 E2 D1 G1 plus two random slots Deep capital magic, forging, and
cross-path work

Four recruitment points; the
secondary roll triggers only 10% of
the time.
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Reading the Sorcerer random
Every Sorcerer has F1 D1 N2 G1 and one guaranteed level from a five-way F/E/D/N/G mask.

Branch Final relevant paths Probability

Fire F2 D1 N2 G1 20%

Earth F1 E1 D1 N2 G1 20%

Death F1 D2 N2 G1 20%

Nature F1 D1 N3 G1 20%

Glamour F1 D1 N2 G2 20%

Every Sorcerer can cast Herd of Elephants and God Brood once the research and Nature gems exist.
Only particular branches deepen Fire, Death, Nature, or Glamour, and only the Earth branch supplies
Earth on this chassis.

Reading the Spider Sorceress random
Every Spider Sorceress has F1 E1 D1 G1 and one guaranteed F/E/D level. The three outcomes are F2,
E2, or D2 at one third each. The printed dominion-summoner ability is recorded, but no monthly Great
Spider rate or current timing is assigned without observation.

Reading the Anansi randoms
Every Anansi has D1 N1 G2. The first random is one guaranteed D/N/G level; the second is an
independent 10% F/E/D/N/G level.

• the primary result is D2, N2, or G3 at one third each;
• 90% receive no second level;
• each named secondary path appears on 2% of recruits;
• a secondary Earth result is the only pinned route for an Anansi to combine E1 with its fixed N1;
• rare secondary results are possibilities, not a dependable recruitment schedule.

Reading the Black Sorcerer randoms
Every Black Sorcerer has F2 E2 D1 G1. The first random is one guaranteed F/E/D level; the second is
an independent 10% F/E/D/N/G level.

• the primary result reaches F3, E3, or D2 at one third each;
• 90% receive no secondary level;
• each named secondary path appears on 2% of recruits;
• Nature exists only through that rare secondary slot on this chassis;
• the capital queue and four recruitment-point cost are part of every probability plan.

Machaka native path boundary
Path Repeatable access Boundary

Fire Fixed F1 Witch Doctor and Sorcerer; F1 Spider
Sorceress; F2 Black Sorcerer

Random branches reach F2 or F3, but the
deepest access is capital-bound.
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Path Repeatable access Boundary

Earth Fixed E1 Spider Sorceress and E2 Black
Sorcerer

Ordinary Sorcerers gain E1 only on their 20%
Earth branch.

Death Fixed D1 on all four mage families Random branches reach D2; the capital
produces no Death gems.

Nature Fixed N1 Witch Doctor, N2 Sorcerer, N1 Anansi Sorcerers reach N3 on one branch; no recruit
reaches N4 unaided.

Glamour G1 Ear and Bane Spider; G1 Sorcerer and
Spider Sorceress; G2 Anansi and G1 Black
Sorcerer

Anansi can reach G3; battlefield and detection
behaviour remain unresolved.

Holy H1 Eye, Ear, and Voice of the Hunters; H2
Voice of the Lord

No recruitable H3 priest is established.

Air, Water, Astral, Blood No recruitable mage Require a Pretender, independents,
empowerment, summons, heroes, or another
proved bridge.

Machaka national ritual reconciliation
ID Ritual School Requirem

ent
Cost Printed result

340 Herd of Elephants Conjuration
3

N2 20 Nature
gems

Five or more Elephants

341 God Brood Conjuration
4

N2 D1 12 Nature
gems

Six Hunter Spiders

343 Weavers of the
Wood

Enchantmen
t 5

N4 6 Nature
gems

Forest patrol enchantment; one month plus
three months per extra gem

The pinned restriction table also contains disabled spell ID 342 named xxx. It is retained as metadata,
not presented as a castable ritual. Herd of Gnus appears with a pinned Machaka restriction but is
absent from the revision-2 age-two ritual table. That mismatch remains unresolved rather than
silently adding or deleting a live option.

Machaka ritual access
Every Sorcerer has N2 D1 and can cast both Herd of Elephants and God Brood after the required
research. Witch Doctors do not meet either threshold without a path increase. The Nature branch of
the Sorcerer reaches N3, still one level below Weavers of the Wood.

Weavers therefore needs a named bridge such as a booster, empowerment, Pretender, suitable
summon, or another verified source of N4. The chapter does not assume that a theoretical item exists
in the treasury or that a hero arrives when needed.

Machaka national item metadata
Item record Pinned relation Requirement Native access note

Bane Blade,
one-handed

Nation rebate Construction 3, D1 All four mage families meet D1.

Bane Blade,
two-handed

Nation rebate Construction 3, D1 Separate equipment record despite the
shared name.
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Item record Pinned relation Requirement Native access note

Totem Shield Nation rebate Construction 5, D1
G1

Sorcerer and the capital mage families
meet the cross-path.

Spirit Mask Nation rebate Construction 5, D2 N1 A Death-random Sorcerer qualifies; other
routes depend on rarer combinations.

Kithaironic Lion Pelt Nation rebate in its second path Construction 3, N1 E1 Earth-random Sorcerer qualifies; other
native routes are capital-bound or rare.

Fever Fetish Nation rebate Construction 9, F1 N1 Witch Doctor and Sorcerer meet the path
requirement.

These are pinned item fields. Exact 6.36 displayed costs and the interaction between nation rebates,
forge bonuses, hammers, sites, or other modifiers remain unresolved.

Machaka hero records
Fixed name Unit name Verified magic Boundary

Ainra Lady of Spiders F1 E3 D3 G2 Powerful non-repeatable capital-path expansion; timing
unresolved

Abasi Hero None Does not add a magic path

Yasini King Triumphant H3 Hero-only high priest access

Mwaka Crowned Ape H1 Hero record only

Mchumba Ape Oracle N1 Hero record only

Hero paths are not counted in schedules that must work every game. Arrival timing, probability, and
live special behaviour are not established by the structured row alone.

Machaka opening priorities
The opening should maintain three budgets: enough troops to take and hold provinces, enough
infrastructure to recruit Sorcerers outside the capital, and enough capital capacity for the specialised
spider roster. Five- and seven-gold troops can add bodies cheaply, but low Morale and protection
change what those bodies can safely do. Hoplites offer heavy armour at a much higher resource cost.

Exact party sizes and scripts remain open because map settings, scales, opposition, formation, bless,
and combat rolls change them. The safe procedure is to record casualties, identify whether gold,
resources, recruitment points, or commander turns are binding, and change the next force
accordingly.

Machaka recruitment packages to compare

Cheap screen and supported line
Pygmies, Militia, Archers, or light Warriors can cover cheap frontage and missiles while hoplites or
spider units perform a narrower job. This preserves gold only when low Morale and light protection do
not cause the screen to collapse before the expensive element can work.
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Hoplite centre
Machaka Hoplites provide the roster's conventional heavy line. Their fourteen-gold price is modest,
but twenty-seven resources and eighteen recruitment points can make local production the real limit.
Armour, fatigue, mobility, and enemy damage still decide whether the line fits the battle.

Forest recruitment package
A forest fort can recruit Witch Doctors and Spider Archers. This can spread commander production
and add poison missiles, but a forest is not automatically a good fort site. Income, resources, position,
construction cost, laboratory timing, and the need for other mages remain part of the decision.

Spider cavalry package
Spider Riders and Spider Knights combine riders with Great Spiders, while Black Hunters use Hunter
Spiders and are sacred. Their speed, poison, webs, armour, gold cost, and recruitment demands point
toward specialised use. Rider-and-mount damage, routing, targeting, and survival remain runtime
questions.

Capital stealth package
Spider Warriors, Bane Spiders, Anansi, and supporting scouts or spies can create covert pressure.
Stealth values and printed abilities are facts; detection, assassination, siege entry, and campaign
effect depend on the engine state and the opponent's precautions.

Machaka research response tree

Branch A: Conjuration and national bodies
Conjuration 3 opens Herd of Elephants for every Sorcerer with twenty Nature gems. Conjuration 4
opens God Brood for twelve Nature gems. The choice is not just research level: the army needs the
correct body, enough gems, a mage-turn, command, and a route to the front.

Branch B: low-path battlefield support
Witch Doctors, Sorcerers, and capital mages cover several low Fire, Earth, Death, Nature, and
Glamour thresholds. Research should answer a named problem-protection, damage, fatigue,
resistance, mobility, or control-using the paths actually recruited. No universal opening tree is
claimed.

Branch C: Construction and discounted items
Construction 3 reaches both Bane Blade records and Kithaironic Lion Pelt. Construction 5 reaches
Totem Shield and Spirit Mask. Fever Fetish sits at Construction 9. A discount is valuable only when the
item has a legal forger, affordable gems, a bearer, and a job worth the forge turn.

Branch D: Weavers of the Wood
Enchantment 5 unlocks Weavers of the Wood, but no recruitable mage reaches N4 unaided.
Researching it before naming the bridge produces a dead endpoint. Its detection, interception,
added-spider combat, and caster-departure behaviour remain bound to the printed description until
runtime evidence is resumed.
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Machaka battlefield packages

Conventional line with mage support
Hoplites or selected light infantry hold space while Sorcerers or Witch Doctors use spells their actual
paths support. Mundane commanders should carry leadership where doing so preserves mage actions
and research. The exact formation and script must respond to the enemy.

Missile and poison pressure
Machaka Archers, Pygmies, Spider Archers, and mounted bows provide several missile profiles.
Armour, shields, range, weather, poison resistance, friendly obstruction, and closing speed determine
which profile has value. The roster does not prove a fixed ratio.

Mobile spider wing
Spider Riders, Spider Knights, or Black Hunters can form a faster wing around a slower centre. Mount
size, rider protection, enemy reach, morale, terrain, and formation influence the result. This remains a
package to evaluate, not a guaranteed flank solution.

Capital mixed-mage group
Spider Sorceresses, Anansi, and Black Sorcerers bring useful fixed cross-paths and different random
depth. Each mage should be labelled by final paths, given gems that match its script, and protected
according to its cost. A list of possible paths is not a deployable squad.

Machaka information and pressure network
Machaka Scouts supply conventional stealth. Ears of the Lord and Anansi add spies, Eyes of the Lord
add patrol strength, and Bane Spiders add assassination. Weavers of the Wood prints a strong
forest-patrol and invisible-detection effect while maintained by its caster.

These tools form an information network only when placed and protected. Spy report detail, patrol
detection, invisible detection outside the ritual, assassin targeting, and counter-assassination remain
unresolved live behaviour. The dossier therefore recommends coverage and record-keeping without
inventing success rates.

Machaka Pretender families
Family What it can solve What it must not conceal

Nature-depth bridge Supplies dependable N4 or supports the
national ritual treasury

A path alone does not create Nature gems or a
safe ritual turn.

Missing-path bridge Adds Air, Water, Astral, Blood, or another
absent threshold

Native Fire, Earth, Death, Nature, and
Glamour access should be counted first.

Economy and infrastructure Funds forts, laboratories, Sorcerers, and
capital specialists

Gold does not create local resources or
additional capital recruitment points.

Sacred design Supports Black Hunters, Voices of the Hunters,
and other sacred assets

Most of the ordinary roster is not sacred.

Awake expander Supplies early province-taking while the
recruitment system develops

Afflictions, counters, scales, and opportunity
cost remain map-dependent.
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No exact design is endorsed without settings, map, opponents, legal chassis, and versioned evidence.

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

Massed light units Missiles, protected frontage, elephants,
spiders, and reachable area effects

Buying only premium capital troops.

Heavy armour High-damage attacks, buffs, fatigue,
poison where applicable, and
armour-answering magic

Assuming ordinary arrows or light spears
solve every protection value.

Fast flankers or flyers Guards, reserves, mage spacing, and
mobile spiders

Leaving expensive capital mages in one
exposed rear cluster.

Poison-resistant or poison-immune forces Conventional weapons, hoplites,
non-poison magic, and different
summons

Paying for poison as if resistance were
irrelevant.

High Defence, ethereal, or Glamour
targets

Area effects, magic weapons, attack
support, control, and verified counters

Treating national Glamour access as
proof that every perception problem is
solved.

Raiding and covert pressure Scouts, spies, patrol priests, Bane
Spiders, forest forts, and reserves

Assuming stealth or assassination
succeeds automatically.

Gem denial Mundane roster depth and low-gem
support

Researching national rituals that the
Nature treasury cannot fund.

Monthly Machaka audit
• Is each fort limited by gold, resources, recruitment points, or commander turns?
• Is every Sorcerer and capital random mage labelled by final paths?
• Is the capital queue reserved for a named commander or troop job?
• Are mundane commanders available where using a mage would lose research or ritual tempo?
• Are Fire, Earth, Death, Nature, and Glamour gem balances tracked separately?
• Does each planned ritual have research, a legal caster, gems, a mage-turn, and delivery?
• Are forest recruits being used only where the forest fort itself is worthwhile?
• Does the troop mix answer the reported armour, missiles, mobility, poison resistance, and morale?
• Are hero paths excluded from schedules that must be repeatable?
• Has any pinned-only field been kept separate from current observed behaviour?

Machaka unresolved evidence boundary
The following remain open:

1 exact expansion-party sizes, formations, scripts, and casualty ranges;
2 live 6.36 random-path display and timing for all four random-mage families;
3 Spider Sorceress dominion-summon timing, rate, and conditions;
4 the current player-facing availability of the structured-only Herd of Gnus restriction;
5 Weavers of the Wood detection, interception, added-spider, duration, and caster-movement edge

cases;
6 web, poison, rider, mount, assassination, Scale Walls, and stealth interactions;
7 exact displayed item costs and rebate stacking;
8 hero arrival timing and live special behaviour;
9 specific Pretender designs, blesses, matchups, and map performance;
10 R-047, R-058, and all other parked engine-dependent investigations.
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These are evidence gaps, not invitations to guess. Runtime testing and preparation of new test assets
remain paused.

Dossier source register

Official
• Dominions 6 Manual, revision 2: MA Machaka nation pages, national rituals, mounts, forging, and fort

construction.
• Illwinter official patch history through 6.36. No undocumented Machaka behaviour is inferred from a

negative patch search.

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

data update; used for nation identity, random masks, capital sites, spell restrictions, hero records, and
item rebates.

Interpretation boundary
Roster entries, printed costs, paths, site income, active ritual requirements, and pinned metadata are
source facts. Openings, research branches, army packages, Pretender families, and matchup
responses are strategy. Expansion counts, live random displays, spider summons, Herd of Gnus
availability, Weavers of the Wood outcomes, assassination, stealth, poison, webs, mounts, displayed
rebates, hero timing, and combat results remain unresolved.
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